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Rights Reserved.
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the License itself. No other terms or conditions may be
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OFFER AND ACCEPTANCE: By Using the Open Game
Content You indicate Your acceptance of the terms of
this License.

GRANT AND CONSIDERATION: In consideration for
agreeing to use this License, the Contributors grant
You a perpetual, worldwide, royalty-free, non-exclusive
license with the exact terms of this License to Use, the
Open Game Content.

REPRESENTATION OF AUTHORITY TO CONTRIB-
UTE: If You are contributing original material as Open
Game Content, You represent that Your Contributions are
Your original creation and/or You have sufficient rights to
grant the rights conveyed by this License.

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

USE OF PRODUCT IDENTITY: You agree not to Use
any Product Identity, including as an indication as to
compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element
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You must clearly indicate which portions of the work that
you are distributing are Open Game Content.

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

10 COPY OF THIS LICENSE: You MUST include a copy of
this License with every copy of the Open Game Content
You Distribute.

11. USE OF CONTRIBUTOR CREDITS: You may not mar-
ket or advertise the Open Game Content using the name
of any Contributor unless You have written permission
from the Contributor to do so.
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ply with any of the terms of this License with respect to some
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13 TERMINATION: This License will terminate automatically if
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AMAZING ADVENTURES

A Siece EnGINE PuLp RoLEPLAYING GAME

INTRODUCTION: A PULP ROLEPLAYING GAME

What follows is a quick rundown on the nature of roleplaying games, for those who do happen to be new to them,
and a section on what we mean by “Pulp.”
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A ROLEPLAYING GAME

e will assume you have at least some
idea of what a roleplaying game is if
you've picked up this game. If not,
suffice it to say that roleplaying is
like playing cowboys and Indians, or
cops and robbers, when you were a
kid, but with rules in play to avoid
things like, “I shot you!” “No, you
didn’t! I'm bulletproof!” Of course, in roleplaying, you gen-
erally talk out your stories rather than act them out as in
the children’s games. All of this will become clear as you
read further into the book. In essence, roleplaying is an
exercise in collaborative storytelling, where you get togeth-
er with your friends, each taking on the role of a single
character in a larger story guided by another one of your
friends who acts as the Game Master, a sort of master of
ceremonies who controls everything in the world that is
not one of the other players’ characters. The Game Mas-
ter sets the stage and the elements of the story, from the
weather down to the shadowy guy in the long coat stand-
ing at the mouth of that alley in the seedy section of town,
and generally gives the players an obstacle to overcome or
a goal to achieve through their characters. Often you work
together, as a group, rather than in competition, to reach
this goal just like the protagonists in a novel or movie.

To play, you’ll need paper, pencils, and dice: one four-
sided, three or four six-sided, one eight-sided, two ten-
sided (of different colors, or one having “Tens” listed
on it, i.e. 10, 20, 30, etc.), one twelve-sided, and one
twenty-sided. How these dice come into play will be-
come clear as you read through the rules, but note that
when you see a designation like “2d6,” that means “roll
two six-sided dice.” When you see a reference to % dice
or “percentile dice,” roll the 2d10 (that’s two ten-sided
dice) and read them as a percentage score from 1 (01)
to 100 (00) rather than adding them together. If you
don’t have a “tens” die, designate one of your tens as the
“tens” die before rolling, and read that one first.

That’s the basics. The details will clear themselves up
as we go on.

A PULP GAME

t’s all well and good to say that this
is a pulp roleplaying game. But what
exactly is “pulp?” Ask seven people,
and you may well get seven differ-
ent answers. It’s difficult to define
“pulp.” Taking the word back to its
roots, the term refers to the fiction
[E==—==———m——| magazines of the 1920’s through
50’s, and is named for the cheap wood pulp paper upon
which the magazines were printed. But clearly we’re not
playing a game about people reading magazines.

The pulps, though underappreciated in so-called “legitimate”
literary circles, form a vitally important milestone and landmark
in Western literary history. In the pages of the pulps, authors

like Robert E. Howard practically invented the sword-and-sor-
cery subgenre of heroic fantasy. Men like H.P. Lovecraft and
Robert Bloch brought supernatural horror into its own; science
fiction found its first audience in the pulps. Guys like Raymond
Chandler brought hard-boiled crime fiction into the public eye
(no pun intended!). Without the pulps, authors like Kelley Arm-
strong, Laurell K. Hamilton, Stephen King, Clive Barker, and
Neil Gaiman might not be around—or at least nearly as well
known—as they are today. It was in these cheap magazines,
which the general public often thought of as distasteful and
tawdry, that science fiction, horror, and fantasy literature came
of age and took on a life of its own.

This game makes no pretentions of bringing roleplaying to a
new level. It’s just about fun. What we're trying to do here is
look at a few specific subgenres of fiction often found in the
pulps, and at the common parlance usage of the word today.
No longer does “pulp” refer solely and specifically to old maga-
zines. Rather, when people hear the term “pulp” today, they
think of high action, often set in the era during which the mag-
azines were published (the 20’s, 30’s, and 40’), and often with
some small element of the supernatural. Pulp today speaks
of hard-boiled detectives, fedora-wearing action heroes, and
steampunk gadgeteers rocketing to battle with their jet packs
against bloodthirsty Thule cultists of the Third Reich.

Before you can begin a pulp game, you have to decide
what tropes you’re going to use. There are two specific
subtypes of pulp we will be looking at here: literary pulp
and serial pulp, for lack of better terms.

LITERARY PULP

Literary pulp tends to be very dark. It abounds in shades
of gray. Hard-boiled detectives working a series of grisly,
inhuman murder cases must often struggle with their own
personal demons as they track down the killer, who may
or may not be entirely human. This is the type of story
in which the femme fatale plays a major role; never trust
a woman with plump, red lips, spectacular gams, and
a skirt slit to her thigh. Protagonists in literary pulp are
more properly called “antiheroes” than heroes. Wealthy
businessmen by day are vigilante crime fighters at night,
be it through the use of gadgets or psychic powers ena-
bling them to see the darkest corners of their prey’s heart.

Literary pulp is visceral, violent, and often gory. It deals
with personal turmoil as well as action and suspense.
In film terms, it’s more akin to a noir, or a psychologi-
cal thriller than to lighthearted fun and adventure.
Frank Miller’s Sin City and Dark City from director Alex
Proyas are excellent examples of films using the tropes
of literary pulp. There’s always a twist, and rarely is
the twist good. Literary pulp tends to take the world
we know and turn it on its ear in a very crooked and
skewed way. This is because most literary pulp had a
message to convey about the darkest nature of human-
ity. Robert E. Howard’s fiction, both sword-and-sorcery
and supernatural horror, dealt with the constant strug-
gle of barbarism within civilization.

Thus, if it’s dark and gritty you’re after, this is the kind
of game you’ll want to run. Very likely in a literary pulp
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game you won'’t have arcane player characters; magic is
dark and alien, and almost everyone who uses it ends
up evil or changed into something less than human.
Magic is something to be fought against, not used for
the benefit of mankind. If an arcanist character does
exist in this kind of game, he’s going to be mysterious,
dark, and mistrusted.

Characters in literary fiction are gumshoes, hooligans,
and socialites, potentially with a mentalist thrown in
here and there for that touch of the otherworldly. Gadge-
teers may exist, but they are of the “Dark Knight” variety,
shadowy vigilantes who tend to kill criminals because
the courts won'’t do their job to keep scum off the streets.
Pugilists are likely be the most moral characters in a
game like this, simple fighters who see something wrong
and seek to set it right in their simple-minded ways.

SERIAL PULP

While literary pulp is generally more true to the roots of
the genre, serial pulp is what people tend to think of when
they hear the term. Serial pulp is action, excitement, and
over-the-top heroics. It’s the story that harkens back to
the Saturday morning matinees of the 50’s, which would
always end with a cliffhanger to bring kids back for more
next week, just to see how their favorite hero escapes. In
serial pulp, you get the fedora-wearing hero battling his
nemesis with fisticuffs on top of a moving train. Guns
are often more for show and suppressive fire than actu-
al implements of destruction. In the serials, things tend
to be very black-and-white, extremely ethnocentric, and
uniquely western in outlook. “Good Guys wear White Hats
and Bad Guys wear Black Hats” describes serial pulp per-
fectly (though the phrase was used to describe spaghetti
westerns, the idea stands firm). In a serial pulp, there may
(and generally should) be twists and betrayals by friends,
but the major adversaries should be definitely and des-
picably evil. Villains twirl moustaches and set elaborate
traps for the heroes, who are paragons of liberty and jus-
tice—maybe a bit rough around the edges, but still repre-
sentative of all that is best in the western mindset.

All bets are off in this type of game—so long as the action
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stays lighthearted and furious. Gadgeteers have wild and
over-the-top toys like ray guns, rocket packs, and flash
bombs. Arcanists weave complex invocations that speak
of other dimensions. Mentalists see the evil hiding within
men’s hearts. Gumshoes spout memorable clichés such
as, “We’ll always have Paris.” Raiders grumble about
making things up as they go along and getting too old
for this stuff as they go toe-to-toe with more Nazis than
you can shake a stick at. For modern inspirations for a
serial fantasy style game, see Sky Captain and the World
of Tomorrow, Disney’s The Rocketeer, or the archetype of
modern serial pulp, the Indiana Jones movies.

Likely, your game will be somewhere between literary
and serial pulp, and that’s great! This brief introduction
just serves to give you something to think about and
is, of course, far from complete. A simple Web search
should turn up hundreds of sites on the various aspects
of pulp fiction and its sub-genres.

TOOLKIT APPROACH

One final note: players familiar with Castles & Crusades
will notice that at its core, Amazing Adventures is ex-
tremely similar to that game. Indeed, you should be able
to pick up Amazing Adventures with very little adjust-
ment. The play is nearly identical to that in C&C. How-
ever, you may also notice a great deal of options spread
throughout the game in sidebars. The SIEGE engine is
eminently adjustable and adaptable to many styles of
play, and these sidebars are designed to give you options
to tweak your game to fit your preferred style. For ex-
ample, don’t like the 3-18 attribute range? There’s an
option to replace the range with just the -3 to +3 bonus.
Don’t like passive Challenges created by the hit dice of
opponents? An option is present for opposed check rolls.
Indeed, the whole of Book Two: Advanced Character
Customization consists of optional rules for customizing
characters and injecting elements of action and/or hor-
ror into your game. The intent is that you will pick and
choose the options you like, and create your own flavor of
pulp from the adaptability of the SIEGE engine.

So what are you waiting for? Go! Play!
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BOOK ONE: CHARACTERS

o play the game, you first need to cre-
ate a character. Your character is a
sort of archetype through whose eyes
you will see, whose ears you will hear,
and whose mouth you will speak in
the fictional world of the game. There
are several basic steps to creating a
character, with advanced options pre-
sented in Book Two: Advanced Character Customization.
The steps are as follows. Don’t worry if it seems complicated;
itll break down pretty simply once you dive in.

ASSIGN ATTRIBUTE SCORES
CHOOSE PRIMES

CHOOSE LANGUAGES

CHOOSE A CHARACTER CLASS
CHOOSE AN ALIGNMENT (OPTIONAL)
EQUIP YOUR CHARACTER

CHOOSE SPELLS, GADGETS, OR POWERS
(IF AN ARcANIST, GADGETEER, OR MENTALIST)

RECORD FATE POINTS

Generally speaking, a basic character can be created for
this game in 10 to 15 minutes’ time, once you get the
hang of it. If using the advanced options, it might take
a bit longer, but not much.

ATTRIBUTES

Attributes represent a character’s physical and mental
traits. All characters have six attributes:

STRENGTH (Str)
DEXTERITY (Dex)
CONSTITUTION (Con)
INTELLIGENCE (Int)
WISDOM (Wis)
CHARISMA (Cha)

Each attribute has a numeric score ranging from 3 to 18.
Each attribute score also has a corresponding modifier, which
is a bonus or penalty added to or subtracted from certain die
rolls during the game as detailed throughout the rules.

There are two types of attributes: primary and second-
ary. Of the six attributes each character has, the player
selects three to be primary attributes. The remaining at-
tributes are secondary. The distinction is important when
determining the outcome of many actions in Amazing Ad-
ventures. When a character uses a class ability, such as
a hooligan attempting to pick a fat gangster’s pocket or a
raider tracking a rival archaeologist through a dark forest,
an attribute check is rolled to determine if the action is
successful. Each class ability has an attribute check as-
sociated with it. If the class ability’s associated attribute
is one of the character’s primary attributes, the character
has a greater chance of successfully performing the task.
The same principle holds true for the other aspects of the
game in which an attribute check is required.
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Attribute checks are explained in greater detail later.
For now, just remember the selection of primary and
secondary attributes significantly affects the possibil-
ity of success for many actions in the game. Attribute
checks associated with a primary attribute are signifi-
cantly more likely to succeed than those actions per-
formed with a secondary attribute.

THE SIX ATTRIBUTES

STRENGTH: This attribute reflects physical strength, in-
cluding the ability to lift or move heavy objects and make
powerful attacks. The modifier affects melee combat and
damage, and all checks for which strength is the primary
influence. Characters can easily carry twice their strength,
and can, for brief periods, military press 10x their strength
and dead lift 15x their strength score in pounds.

DEXTERITY: This attribute represents a character’s reflexes,
manual dexterity and hand-eye coordination, including the
ability to dodge and defend against attacks. The modifier affects
armor class, ranged combat and all checks involving dexterity.

CONSTITUTION: This attribute reflects overall health, and
also represents a character’s ability to withstand pain, suf-
fer physical damage, avoid fatigue and fight off sickness
or poison. The modifier affects hit points, and it applies to
all checks involving constitution as the prime influence.

INTELLIGENCE: This attribute reflects mental aptitude. It
represents a character’s ability to learn quickly, apply that
learning effectively and use deductive reasoning. The modi-
fier affects the number of arcane spells a character can cast
each day, the number of languages a character can learn,
and all checks involving intelligence as the prime influence.

WISDOM: This attribute reflects depth of personal expe-
rience, the ability to make well-considered decisions or
judgments, and represents a spiritual connection to a
deity. The modifier affects certain types of spellcasting,
some psionic powers, attempts to turn the undead and
all checks involving wisdom as the prime influence.

CHARISMA: This attribute represents strength of person-
ality, willpower, leadership and attractiveness. It is the
degree to which a character is able to influence others.
The modifier affects other creatures’ loyalty and reac-
tions to the character, and all checks involving charis-
ma as the primary influence.

GENERATING ATTRIBUTE SCORES

Characters are generated via a point-buy attribute system.
During character generation, each attribute starts at 6, and
the player begins with 45 points to spread among his or her
ability scores. No single attribute can begin above 18.

Normally, attribute scores only increase or decrease dur-
ing the course of a game as a result of magic, poison,
curses or other extraordinary events. Should an attribute
score change during game play, the modifier changes to
correspond to the new score, if applicable. It is possible
for an attribute score to fall below 3 or exceed 18 during
game play. However, attribute scores for characters that
fall outside of this range are rare, and are usually associ-
ated with monsters, high-level villains, powerful magical
items or other entities controlled by the Game Master.




Optional: Random Generation Method

Some GMs and players like to randomly generate attrib-
utes. In this case, simply roll 4d6, keeping the highest three
scores. Do this six times, arranging the scores as you see fit.

Optional: Getting rid of the spread

In practice, the 3-18 spread for attributes only matters insofar
as it generates a bonus or penalty to SIEGE checks. If players
and GMs wish to get rid of the spread, it’s possible to simply
play with bonuses. In this case, all abilities should begin at
-2, and players have 25 points with which to raise them. No
ability can be raised above +3. If a player needs more points,
she can lower one or more attributes to -3, gaining one point
for each attribute lowered from -2 to -3.

ATTRIBUTE MODIFIERS

Each attribute score has a corresponding modifier that can
alter die rolls in the game. The modifier is a number added
to (or subtracted from) a d20 roll when a character uses an
attribute to take an action, make a saving throw or use a
class ability. For example, a character attempting to bend
the bars of a prison cell would have his or her strength
modifier applied to the roll. The amount of damage deliv-
ered to a foe is likewise affected by the attribute modifier.
A positive modifier is called a bonus and a negative modi-
fier is a penalty. Higher attribute scores have higher bo-
nuses, and lower attribute scores have larger penalties. So,
whether fighting a nasty fishman or hungry cave bear, or
avoiding the charms of a femme fatale, attribute modifiers
play a decidedly important role in the game.

ATTRIBUTE MODIFIERS
1 2-3 45 68 9-12 13-15
-4 -3 -2 -1 0 +1 +2 +3

16-17 18

PRIMARY AND SECONDARY ATTRIBUTES

There are two types of attributes in Amazing Adventures:
primary and secondary. Primary attributes are those
physical or mental abilities in which a character is par-
ticularly well trained or very experienced in using. Sec-
ondary attributes are those the character uses with only
average skill. A player selects the character’s primary at-
tributes after choosing a class.

Player characters have three primary attributes. Each class
has one primary attribute associated with it that cannot be
changed. The player selects the others. For example, the pri-
mary attribute for the gumshoe class is strength. If the player
chooses to play a gumshoe, this forms one primary attribute.
The player may then select any two more primary attributes.
The remaining attributes are considered to be secondary.

SIEGE CHECKS

As mentioned before, the distinction between primary
and secondary attributes is important. Almost all non-
combat actions (for which the Game Master deems a roll
is necessary to determine success or failure) are resolved
by an attribute check, or SIEGE check. To make a SIEGE

CHARACTERS

check, a character rolls a d20, adds any relevant bonus-
es, and attempts to equal or better a challenge class, or
CC. The CC is determined by adding the challenge base
(CB), which is always 15, to a challenge level (CL) deter-
mined by the GM. Checks made against primary attrib-
utes gain a +5 bonus, called the prime bonus.

A more thorough discussion of the rules and use of
checks, called the SIEGE engine™, is located in the
Game Master’s section of the rules. For now, it is just
important to understand that checks involving the use
of a primary attribute are far more likely to be success-
ful than checks involving secondary attributes.

LANGUAGES

Every character begins play with the ability to speak his
or her native language. That is, the language that is com-
mon to the region from which he hails. American charac-
ters speak English; German characters speak German,
etc. Beyond this, characters receive language bonuses
equivalent to their intelligence bonus, which they can
speak, read, and write fluently at the beginning of play.

Learning new languages is not something that can nor-
mally be done overnight. Characters should be encour-
aged to learn new languages during the course of play if
they desire, but unless they retire for a year or so to study,
they should not be allowed to read, write and speak the
language immediately. For example, Quinton, who speaks
only the Queen’s English, travels with Erik, a Romany
mentalist who speaks the Romany tongue fluently. The
player tells the Game Master that Quinton is going to
study the language while they travel; the Game Master
may allow him to get by with the new language within a
few months, but to not become fluent for several years of
travel. Languages can be an important part of the game
and can offer very challenging roleplaying obstacles if the
Game Master is not overly generous in handing them out.

CHARACTER CLASSES

The next step in creating a character is to choose a class,
or broad archetype, of the kind of character you wish
to play. In Amazing Adventures the character classes
are the arcanist, gadgeteer, gumshoe, hooligan, mental-
ist, pugilist, raider, and socialite. Each of these classes
represents a very broad and general picture of a classic
pulp archetype. The raider, for example, is the academic
explorer who plumbs ancient tombs and temples for lost
treasures. The gumshoe is the hard-boiled detective or
rough-and-tumble FBI agent battling organized crime.

If these archetypes seem too broad and general, fear not!
After you choose your initial class, you will be given a
chance to customize that class to your liking through Ge-
neric Class Abilities, Backgrounds, Knowledge Skills, and
Traits. For now, just choose the archetype that most closely
suits your character concept; we'll build on that later.

Finally, given the wide variety of styles and sub-genres
within pulp, players should check with their GM to ensure
the class they wish to play is appropriate; not all pulp
games feature mystical or supernatural abilities, and in
such games, the arcanist and mentalist are inappropri-
ate, as may be the gadgeteer, depending on the amount of
“super science” or “steampunk” the GM wishes to include.
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THE ARCANIST

idden in plain sight are those who
strive to understand the oft-for-
bidden and widely feared arcane
magics of the multiverse. These few
must have no fear in their quest for
knowledge, as delving into the ar-
cane involves powers and energies
poorly understood by those bound
to mortal planes. If not harnessed with care, unleashing
these magics can cause catastrophes of great propor-
tion and slay those who dabble in this art. The reward,
however, for the diligence and willingness to plumb the
depths of these magical energies is potentially great
indeed. Arcanists bind themselves to this task, seek-
ing to master eldritch sorceries and unravel the riddles
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and meanings of the world. They use their powers to
reshape the world around them and, in some cases, to
bring great world leaders to their knees.

Arcanists are the archetypical magic-users, and they
are vastly superior to all others at understanding and
harnessing the magic that ebbs and flows through the
multiverse. They come from all social strata and can be
found in all positions in society. They may be employed
by business tycoons, religious organizations, world
leaders, or other powerful individuals to whom they act
as guides and advisors, but almost always in secret.
Many seek to dominate national (and even world) poli-
tics, and often succeed. More often, though, arcanists
work in solitude, far away from the prying eyes and




keen ears of enemies, spies, and other arcanists, who The second limitation is the preparation the arcanist

often consider them to be untrustworthy and danger- undergoes each morning. The arcanist Spells Per Day
ous competitors in the quest for arcane lore. In wind- Table (p.14) lists the number of spells per day an arcan-
swept towers or black Egyptian tombs, far from the din ist may prepare of each spell level. For example, a 5th-
of civilization, such arcanists find the solitude, quiet level arcanist can prepare six O-level spells, four 1st-

and safety necessary to pursue their research and carry level spells, and two 2nd-level spells per day.
out their oft-times dangerous experiments.

PRIMARY SPELLCASTING ATTRIBUTE: Spells are based upon
Though they come from many walks of life, all arcan-  a primary spellcasting attribute chosen by the arcanist
ists have a few characteristics in common. They tend to at character creation; it represents his or her philoso-

be lntelhgent, Observant, and dlhgent, and they have an phy towards and method of understanding magiC:
exacting eye for detail. Their unyielding search and thirst

for knowledge of the eldritch powers often generates a Arcanists with a scientific outlook towards magic use intel-
self-serving egomania in the most powerful of arcanists. ligence. These are often men and women who spend long
And, as they become ever more competent in harnessing hours studying arcane tomes, dusty manuscripts, and an-
eldritch sorceries and bending the world about them to cient scrolls to unlock the secret formulae hidden therein.
their will, they suffer little distraction and afford interlop-

ers little forgiveness when their work is interrupted. Those who believe magic comes from an innate gno-
sis, or intuitive understanding of the mystical forces
Woe to the foes of these powerful magic-users. Incur- at work in the world, cast spells based upon wisdom.

ring their wrath can mean the unleashing of horrid and These men and women tend to be those who believe
terrible magics few can comprehend, and fewer still are they are blessed by their chosen deity or have an in-
capable of combating. An arcanist’s enemies are laid  nate connection with the natural world. The fire-and-
waste by balls of blue flame and bolts of lightning called brimstone preacher that calls down the wrath of God,
from elemental planes or even by servants of the rul- a nature-worshipping druid, or a Sufi mystic, are good
ers of the nether worlds, conjured forth to act on the examples of this type of caster.

arcanist’s behalf. They can make objects disappear and

transport themselves many miles away, see into the Finally, those who believe magic comes from sheer force

darkness and build walls of force no man can pass. The of personality and will cast spells based upon charis-
greatest of arcanists are powerful beyond measure. ma. These are the arcanists, hypnotists, and enchant-

ers who exercise their force of personality to affect and
An arcanist’s pursuits and studies, along with their in-  control other people. An arcanist’s primary spellcasting

tense focus upon the arcane, mean a life of laboring over attribute need not be a prime, though for obvious rea-
ancient tomes of knowledge. This leaves arcanists little sons it often is. An arcanist may only cast spells from
time to learn and become proficient in any but the most  the spell list for his primary spellcasting attribute. This
common of weapons, and not at all capable of wearing  attribute cannot be changed, once selected.

bulky clothing that hinders the intricate somatic move-

ments needed to cast some of their most powerful spells. BONUS SPELLS: With a high primary spellcasting attribute
Yet this matters little to them, as arcanists realize their score, an arcanist gains bonus spells and an appropri-
wits and arcane powers are far more powerful than any  ate amount of MEP with which to cast those spells. Ar-

gun or sword, and that conjured servants offer far more = canists with a primary spellcasting attribute of between
protection than any arcanist could possibly need. 13-15 receive an extra 1st-level spell and 2 extra MEP.

If the attribute score is 16 or 17, the arcanist receives
ABILITIES an extra lst- and 2nd-level spell and 5 extra MEP (2 for

) ) his 1st-level spell, and 3 for his second), and if 18 or 19,
SPELLS: An arcanist casts arcane spells. Arcanists can  {phe arcanist receives an extra 1 st-, 2nd-, and 3rd-level

only cast a limited number of spells from each spell lev- spell and 9 extra MEP (2, then 3, then 4 MEP, as he
el, per day. The number of spells an arcanist can cast is gains the respective spells).

limited in two ways. The first, and perhaps most impor-

tant, is by the amount of mystical energy the arcanist Bonus spells and corresponding MEP are only acquired
has to expend. This is determined by his pool of Manna when the arcanist is at a high enough level to cast them.
Energy Points (MEP). Manna Energy Points represent  Thus, if a character has an ability of 16, he gets a 1st-
the amount of arcane energy the arcanist can channel level spell immediately, plus 2 MEP. When he is able to

through his or her person before becoming utterly ex-  cast 2nd-level spells, he gets his bonus 2nd-level spell
hausted. The act of casting a spell is extremely drain- and the additional 3 MEP, for a total of 5.

ing, and failing at spellcasting can even be damaging to
the body of the arcanist. For this reason, Constitution For example, a 4th-level arcanist with an 18 intelligence
is a vital attribute for all arcanists. receives four O-level spells, four 1st-level spells, and
three 2nd-level spells, plus an additional 5 MEP. No bo-
BEGINNING MEP: Arcanists start play with d4 + Con bo-  nyus 3rd-level spell is acquired until the arcanist reach-
nus + primary spellcasting attribute bonus in MEP. At eg 5th level, at which point he gains his bonus 3rd-level
each additional arcanist class level, a character in a spell and 4 bonus MEP with which to cast his bonus
spellcasting class gains 1d10 additional MEP. spell. See the Magic section for more information.
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ABiLITY Bonus SPELLS Bonus MEP
13-15 Level 1 2

16-17 Levels 1 and 2 2 and 3

18 Levels 1, 2, and 3 2,3,and 4

SPELLBOOK: An arcanist must prepare spells before cast-
ing them by studying from a spellbook. While studying,
the arcanist decides which spells to prepare. Spellcast-
ing and spell descriptions are covered in detail in the
Magic section (p. 67).

The number of spells arcanists have in their spellbook
at the beginning of play is equal to the number of spells
they can cast at first level. For example, a 1st-level ar-
canist with a 14 intelligence can cast four O-level spells
and three 1st-level spells (2 + 1 bonus). So, the charac-
ter begins play with a spellbook containing four O-level
and three 1st-level spells. The spells in the spellbook
can either be chosen by the Game Master, the player, by
agreement between the two, or randomly (use the Spell
List Tables to determine).

At each subsequent level, the arcanist may add one new
spell to her spellbook, of any level up to the maximum
level she can cast. Thus, upon reaching 6th level, an
arcanist may add any one spell from levels one to three
to her spellbook.

Spells can also be discovered by scouring ancient tombs
and books of arcane knowledge in the course of play.
When finding a new spell, the arcanist may make a
spellcraft check with a CL equal to the level of the spell
being learned. Success means the spell can be entered
into her books; failure means she cannot yet under-
stand the formulae before her and may try again upon
reaching a new level of experience.

SPELLCRAFT: The arcanist can identify spells and magic
effects. The CL for spellcraft checks relating to various
tasks are generally based upon either the level of the
spell or effect being identified (in the case of lingering
or persistent effects), or the level of the arcanist who is
casting or maintaining the spell or effect (in the cast of
consciously maintained effects or those in the process of
being cast). A spellcraft check is always made using the
arcanist’s primary spellcasting attribute, and attempts to
identify spells or effects cast by arcanists with the same
spellcasting attribute are always made at a +2. A charis-
ma-based caster, for example, attempting to identify an
effect cast by another charisma-based caster gains +2 to
his check. However, if the charisma-based caster was at-
tempting to identify a spell cast by an intelligence-based
caster there is no special bonus to do so.
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PRIME ATTRIBUTE: Constitution
HIT DICE: d6
ALIGNMENT: Any

WEAPONS: Small Melee Weapons, archaic ranged weapons,
handguns

ARMOR: Trench coat, mask, fedora, scarf, body suit, cer-
emonial robes or garb

ABILITIES: Spellcasting, spellcraft

Level HD BtH EPP
1 6 HP 0 0
2 dé +1 2,601
3 dé6 +1 5,201
4 dé6 +1 10,401
5 dé6 +1 20,801
6 dé +2 42,501
7 dé +2 85,001
8 dé +2 170,001
9 dé6 +2 340,001
10 dé6 +3 500,001
11 +3 HP +3 750,001
12 +3 HP +3 1,000,001
13+ +3 HP * +250,000

* +1 per four levels.

SPELLS PER DAY

Level O 1st 2nd 3rd 4th 5th 6th 7th 8th 9th

st 4 2 @ — - - — — — — —
2nd
3rd

4th

5th

6th

7th

8th

9th

10th
11th
12th
13th
14th
15th
16th
17th
18th
19th
20th
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THE GADGETEER

he gadgeteer, a superhero long
before the golden age of su-
perheroes, uses toys such
as X-Ray goggles, ray guns,
rocket packs, and wrist radi-
os. Whether he soars in
the blue skies with
his rocket pack,
takes down villains with his bronze
gamma ray gun, or sees through 4
walls with his incredible X-Ray [/
specs, this is the character whose
very name screams SCIENCE!

Gadgeteers come in two varieties: those
who spend long hours in a lab inventing
new equipment with which they will bat-
tle the forces of evil, or those who have
a special “gadget man” who invents their
equipment for them. In game terms, the
difference is mostly flavor-based and
will be dependent upon which at-
tribute the character designates as
his class-based prime (intelligence
or charisma), though there are advantages to both types of
character. In either case, many gadgeteers often adventure for
the sheer thrill of it. Others do what they do out of an overde-
veloped sense of justice, or a need for vengeance against those
who have wronged them or their loved ones.

Since gadgeteers are often on the front lines of the bat-
tle against the forces of darkness, dexterity is of para-
mount importance to these characters, but a quick wit
and dashing persona are also invaluable to these cham-
pions of light, so wisdom and charisma are also impor-
tant. Those gadgeteers who invent their own toys will
also want a high intelligence score.

ABILITIES

GADGETS: The gadgeteer has one main ability—Sci-
ence! This manifests in a number of specialized pieces
of equipment, or gadgets, which become a permanent
part of his arsenal. A gadgeteer may create these gadg-
ets himself, or have a special scientist friend or sidekick
(NPC) who equips him for his mission. If the gadgeteer
creates his own gadgets, they cost more, but the gadg-
eteer is less likely to lose his source of equipment, and
will have the ability to create gadgets “on the fly.” These
“instant” gadgets represent small pieces of equipment
he happens to have on his person that he just thought
he might need some day. These types of gadgeteers must
choose intelligence as one of their primes attributes and
have either the Science or Mechanics background (if us-
ing Character Backgrounds from Book Two).

On the other hand, the gadgeteer receives a substantial re-
duction in cost for having a scientist who creates gadgets for
him; in this case, however, he stands a chance of losing his
contact through kidnapping, death, or even a disagreement,
and cannot create on-the-fly gadgets. The gadgeteer with a
weapons man must choose charisma as one of his primes.
The gadgeteer must choose at character creation which type
of gadgeteer he is, and may not change this decision.

OBTAINING GADGETS: Gadgeteers expend gadget
points to gain their toys. To obtain a gadget, the
gadgeteer must choose a spell (any spell) from
the arcanist spell lists (listed by chosen spell-
casting attribute). He then “buys” that spell at
its base level of effect; it then becomes a per-
manent gadget on his equipment list, and
he can use it whenever he likes. The
gadgeteer begins play with 1d6+1
gadget points, plus his intelligence
bonus (if he creates gadgets him-
self) or his charisma bonus (if he
has a scientist friend creator). Every
additional level thereafter, he gains
gadget points equal to 1 plus half his
gadgeteer class level, rounded up.

A gadgeteer may save gadget points for
use in purchasing larger gadgets down
the line, or in the case of a self-creator (see
below) to use on emergency gadgets, but must
spend a minimum of three points on gadgets
at character creation. If the character does not
have three points at character creation, he then
must spend all of his starting points on gadgets with which
to begin play. The cost to purchase a gadget is as follows:

SELF-CREATED GADGETS: The Gadget Cost Table below in-
dicates the cost of purchasing a gadget level at its base spell
level. The cost equals the minimum arcanist caster level to
cast a spell (shown as the Base Point Cost below) of the in-
dicated level, plus one. Thus, purchasing a 3rd-level effect
like fireball to create a gun that shoots an explosive charge,
for example, costs seven gadget points (an arcanist would
have to be 6th level to cast a 3rd-level spell, and adding one
to six equals seven). Purchasing a O- or 1st-level effect such
as arcane bolt or light costs two points (a 1st-level arcanist
could cast either of these spells). The following chart quickly
breaks down the cost. Read the gadget (spell) level across the
top. The listed point cost is equivalent to the arcanist level to
cast, plus one, so the chart does all the work for you.

A gadgeteer may choose to purchase a spell at a higher
caster level to increase its effects. Thus, it is possible to
purchase the Arcane Bolt effect at 3rd level (costing 4
gadget points--caster level plus one) so that two bolts
are fired. This can be done as a gadget enhancement
per “Improving gadgets,” (p. 20), by paying the differ-
ence (for example, if the character has paid 2 points to
get Arcane Bolt at first level effect, and wishes to pump
it to 3rd level later, he may pay the difference of 2 ad-
ditional points to improve its effects.)

NPC-PROVIDED GADGETS: The Gadget Cost Table below
indicates the cost for an NPC-made gadget. The cost
is equal to the spell’s level, plus one. Thus, the same
explosive gun made for the character by his personal
inventor costs four points (fireball is a 3rd-level spell).

Gadget Cost Table O 1 2 3 4 5 6
Base Point Cost 1 4 6 8 10 12
(minimum arcanist caster level)

Self-Created Cost 2 2 5 7 9 11 13
NPC-Created Cost 1 2 3 4 5 6 7
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Game Masters should carefully adjudicate and monitor
any gadgets purchased by this character class, as some
spells, when handed unrestricted to a player character,
can result in serious game imbalance. A character, for ex-
ample, who has the ability to create a prismatic sphere
whenever she feels like it is nigh unstoppable. For this rea-
son, no spell effects above 6th level are possible through
this class. Also, gadgeteer may only purchase a gadgets
reproducing effects of a spell level less than or equal to
his current class level minus one, with a minimum of 1
(i.e. a 1st- or 2nd-level gadgeteer may purchase 1st-lev-
el spell effects, but no higher). At the GM’s option this
can be suspended at character generation only, for the
purpose of the gadgeteer buying his starting permanent
gadgets. Thus, it could theoretically be possible for a first-
level gadgeteer with seven gadget points to have a “Tesla
Gun” by buying lightning bolt at a cost of 7 gadget points,
but he would then have no gadget points left for on-the-
fly gadgets (if Intelligence based). It is recommended that
only one gadget effect higher than O or 1st level be allowed
to starting gadgeteers, no matter how many points they
have to spend, to avoid unbalancing the game.

Any spell causing direct damage requires a normal ranged
attack roll by the character, regardless of the spell effect in
question. Thus, creating a ray gun through the arcane bolt
spell effect still requires the gadgeteer to make a ranged at-
tack roll with his gun (though the GM may allow a bonus to
hit, say, +5, for energy bursts that home in on the target).
Area effect spells such as fireball even require such an at-
tack roll; failure could mean the gadgeteer himself is in the
burst area, having to make a dexterity save for half damage!

Finally, if a desired spell effect appears on more than
one spell list, the gadgeteer should consider the lowest-
level appearance for purposes of level/cost determina-
tion. Thus, if a spell appears on both the Wisdom spell
list at level 3, and the Intelligence spell list at level 2, the
Gadgeteer treats it as a level 2 spell.

In the end, while gadget effects are based upon spells,
they should be properly restricted to avoid unbalancing
the game, and the player should clearly describe what
each gadget in his arsenal is; never should a gadgeteer’s
player say, “I'm using my arcane bolt effect;” rather, he
should say, “I pull out my homing-blast delta pistol.”

IMPROVING GADGETS: When a gadgeteer decides to cre-
ate a new effect, there is no rule that states the effect
must be installed in a brand new gadget. For example, a
1st-level gadgeteer creates what he calls “Tesla Gloves,”
or gauntlets allowing him to use the shocking grasp spell.
By 6th level, he wishes to create a “Tesla Gun,” picking
up the lightning bolt spell. He can, if he chooses, install
the Tesla Gun effect right into his existing gloves, giv-
ing him the option to use the effects in both. In general,
only complimentary or similar effects should be installed
together in a single gadget, but the GM has final say in
whether a gadget can be improved in this manner.

ONTHEFLY GADGETS (INT): Gadgeteers who create their
own gadgets can come up with emergency pieces of
equipment on the fly. These gadgets may never dupli-
cate any effect higher than that of a zero-level spell, cost
two gadget points to create, and require the Gadgeteer to
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pass a CL 5 Intelligence Check. Once a gadget is created,
it becomes a permanent part of the gadgeteer’s arsenal,
just as if he had purchased it at character creation or
upon achieving a new level. However, if the gadgeteer
chooses, he can decide at the end of the game session to
have the on-the-fly gadget break down, at which point he
loses the gadget and regains the spent points. Only on-
the-fly gadgets allow gadgeteers the possibility of regain-
ing spent gadget points, and the character must have
them break down at the end of the session to regain the
points. In regards to other gadgets, once the points are
spent, they are spent for the entire play session.

JURY RIG (INT): The gadgeteer is a master of machinery.
He has the ability to perform miraculous (if sometimes
temporary) repairs on equipment that others might
write off for junk. To perform this ability, the gadgeteer
makes an intelligence check at a CL determined by the
GM, based on how wrecked the item in question is. In
general, jury-rigging an item takes either 15 minutes
or 1 hour per level of CL added to the check, depend-
ent upon whether the gadgeteer wishes a temporary or
permanent fix. Thus, for a CL 5 repair, the jury-rigging
would take either 1 hour, 15 minutes for a temporary
“quick fix,” or 5 hours for a permanent repair. A quick-
fix item requires constant maintenance, and the gadg-
eteer must make a wisdom-based (not int-based) saving
throw every hour he wishes to keep the thing running,
with a CL equal to that required to fix the machine in
the first place. This represents his ability to keep a ma-
chine going through sheer determination, elbow grease,
spit, and good intentions. If a wisdom save is failed, the
machine breaks down and cannot be repaired again.

In addition to taking longer, permanent fixes also suffer
an additional +2 to the CL, representing the fact that it’s
more difficult to make it work for good than it is to get
it running “for now.”

PRIME ATTRIBUTE: Charisma or Intelligence (dependent
on the source of the gadgets)

HIT DICE: d6
ALIGNMENT: Any

WEAPONS: Small melee weapons, medium melee weapons,
handguns, and gadgets.

ARMOR: Trench coat, mask, fedora, scarf, three-piece suit, body suit
ABILITIES: Gadgets

Level HD BtH EPP
1 6 HP 0 0
2 d6 +1 2,601
3 dé +1 5,201
4 d6 +1 10,401
5 d6 +1 20,801
6 d6 +2 42,501
7 d6 +2 85,001
8 d6 +2 170,001
9 d6 +2 340,001
10 d6 +3 500,001
11 +3 HP +3 750,001
12 +3 HP +3 1,000,001
13+ +3 HP * +250,000

*+1 per four levels




THE GUMSHOE

t was a black night, thick with fog
and rain. The kind of night that feels
like someone’s thrown a wool blanket
over your head and choked off your
air passages with a rubber hose. All
I wanted was to sit in my office and
down a quart of bathtub gin. Unfor-
tunately, that’s when she walked in.

The hard-boiled detective, with his trusty snub-nosed
revolver, always finds himself in way over his head. The
gumshoe is a specialist in tracking down and capturing
fugitives from the law. Hard-boiled P.l.s, homicide de-
tectives, and FBI agents all fall into this category. The
gumshoe is attuned to the alleys and shadows of the
streets and moves among the seedier elements with rela-
tive ease. Most gumshoes tend to be lawful in alignment,
seeking to bring fugitives and anarchists to justice. There
are a few, however, who are neutral or even chaotic, serv-
ing whoever pays the most. Such gumshoes can likely
be bought off by those they seek to bring to justice. For
this reason, and the fact that they often succeed where
the local law enforcement does not, these freebooters are
often looked upon with disdain and sometimes outright
contempt by legitimate legal authorities.

Even still, the services of gumshoes are in great demand,
for the lawless aren’t few, and are rarely bound by the re-
strictions that hamper legitimate authority. Thus, some-
one who can work for the law, but outside it, is often the
only solution. In the end, if you want someone found, no-
body has the skills to help like a gumshoe. Just make sure
you’re okay with the prey being delivered dead or alive.

ABILITIES

CLIMB (DEXTERITY): This ability allows a gumshoe to
climb up, down, or across a slope, wall, steep incline
(even a ceiling with handholds) or an unusually angled
natural or man-made slope or incline that others might
find it difficult or impossible to climb. When doing so,
the gumshoe moves at one half the character’s normal
speed. A failed climb check means the gumshoe makes
no progress this round. A check failing by 5 or more
results in the character falling from the attained height
and taking falling damage. Gumshoes many not carry
anything in their hands while climbing. Unlike a hooli-
gan, the gumshoe must make climb checks even when
climbing typical natural slopes and man-made inclines.

CAT AND MOUSE (WISDOM): The gumshoe can track
down the location of missing persons or wanted individ-
uals within a given community, or trail a mark through
a city. A successful cat- and-mouse check allows the
gumshoe to pick up a trail and follow it for one hour
through a combination of physical evidence and ask-
ing the right questions of the right people. The CL of
this check generally depends upon the size of the com-
munity in which the gumshoe is searching (see table
below), and its disposition towards the missing or want-
ed individual. The size of the community in which the
gumshoe seeks the prey also determines the number of
checks required to track down his quarry. A small, one-
stoplight town requires 1-2 checks. An average-sized

town requires 1d4+1 checks before the gumshoe reach-
es the end of his search. A city increases the number of
checks required to 2d4, and a metropolis requires 2d6
checks. Even then, “coming to the end of his search,”
does not necessarily mean the gumshoe has captured
his prey. It could possibly mean the prey has fled to an-
other community, though following a lead to its logical
conclusion always yields the most likely community to
which the prey has fled, thus initiating a new round of
checks when the gumshoe reaches the new area.

CONDITION CL MODIFIER

One-stoplight town +0
Average town +2
Small city +4
Metropolis +6
Per three members in group sought -1
Per 24 hours prey has been missing +1
Prey lying low +4

Community friendly towards prey or

prey’s class or affiliation 3
Com.mu.mty afraid of prey or prey’s class or af- +2
filiation

Community lawful or good, prey chaotic or evil -2
Community hostile towards prey or prey’s 3

class or affiliation

This table of condition-based CL modifiers are only sugges-
tions and not meant to be absolute or comprehensive.

At 6th level, the gumshoe becomes adept enough at his
tracking abilities that each check requires only a half
hour’s time, and at 12th level, each check requires only
15 minutes. Note that these checks should always lead
to roleplaying opportunities, clues found, or NPCs with
whom the character can speak to acquire information,;
never should an adventure boil down to a die roll and
information handed out; it defeats the entire purpose
of gaming!

HIDE (DEXTERITY): Gumshoes can conceal themselves
extremely well in urban environments. With a success-
ful dexterity check, gumshoes can conceal themselves
so well as to be unnoticeable by most passersby. The
gumshoe can move up to one-half normal speed and re-
main hidden. Hide checks suffer no penalty in this cir-
cumstance. At more than one-half and up to full speed,
the character suffers a -5 penalty to the check to remain
hidden. It’s practically impossible (-20 penalty) to hide
while running or charging.

Gumshoes cannot hide themselves if being observed,
even casually, before the attempt is made. If the ob-
server is momentarily distracted, the Gumshoe can at-
tempt to use this ability. While the observer looks away,
the gumshoe can attempt to get to a hiding place of
some kind. The attribute check, however, is at a -10
penalty because the gumshoe has mere seconds to find
a suitable hiding spot. The hide check is always op-
posed by the wisdom check of the opposing party.

Gumshoes cannot hide and move silently at the same
time until they reach 3rd level. At this level and beyond,
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a gumshoe can attempt both, but must make a suc-
cessful hide and move silently check at-5. In this case,
movement is reduced to one-quarter the normal move-
ment rate.

MOLE SILENTLY (DEXTERITY): The gumshoe can move si-
lently in urban areas with a successful dexterity check.
The gumshoe can move up to one-half the character’s
normal speed at no penalty. At more than one-half and
up to the character’s full speed, the character suffers
a -5 penalty. It’s practically impossible (-20 penalty)
to move silently while running or charging. Gumshoes
may attempt to use this ability in wilderness environs,
but at an additional -5 penalty. A wisdom check by the
opposing party which beats the initial move silently
check may result in the gumshoe being detected.

While the descriptions seem similar, hiding and moving
silently are two different things. One is the ability to re-
main visually concealed, and the other is the ability to
move without causing noise.

TAKE 'EM DOWN: Gumshoes possess an extraordinary
ability to combat their most common foes, criminals,
due to intense training and study of the enemy’s fight-
ing techniques. When fighting hooligans, thugs, or
other gumshoes, a gumshoe inflicts extra damage. This
damage bonus is +1 at 1st level, with an additional +1
gained at every level beyond 1lst. For example, a 5th-
level gumshoe inflicts an additional Shp of damage for
each successful hit against thugs, hooligans, or other
gumshoes.

DEADEYE SHOT: A gumshoe’s best friend is his snub-
nosed revolver, and one never knows when a shot that
takes out a chandelier can save the day. At 2nd level,
gumshoes gain a +1 to hit with a handgun at ranges
of less than 30 feet. At 4th level, the gumshoe reduces
all range penalties for hitting with a handgun by half.
At 7th level, when using a handgun, the gumshoe ig-
nores any cover bonuses the target gains to AC. At 10th
level, the gumshoe gains an extra shot per round with a
handgun. At 12th level and every three levels thereafter,
the gumshoe may fire one extra (cumulative) bullet at
a single target with one attack roll, which may not be
combined with the extra shot granted at 10th level.

FACE IN THE CROWD (CHARISMA): Beginning at 3rd lev-
el, through quick changes of clothing and posture, the
gumshoe can disguise or impersonate to blend into a
crowd. This disguise is not complete -- it is more of a
quick-change disguise used to throw off a tail, stalk
prey without being noticed, or other similar effects. Im-
personating specific individuals is not possible with this
ability, though affecting a change in gender, race, or
even social class is possible. This effort requires 1d4
rounds to complete and can include an apparent change
of height or weight no more than one-tenth the original
(generally through standing straighter or on tip-toes,
or slouching). The Game Master makes the character’s
check secretly so the character is not sure of is success.
Apply the following modifiers to a disguise check when
appropriate:
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Sex difference -2
Race difference -2
Age difference -2 per 10 years

-2 to -10 (GM'’s discretion)

+2 (it’s easier to be a pauper
than a prince)

Social class difference (higher)

Social class difference (lower)

Success indicates a disguise is good enough to fool nor-
mal observers, though those actively looking for such a
disguise are entitled to an opposed intelligence check
to spot the gumshoe. As such, this ability is generally
used to remain discreet and inconspicuous, rather than
for any sort of actual impersonation.

ADUVERSARY: At 6th level, the gumshoe has become fa-
mous (or infamous) enough to have drawn the ire of
a specific organization whose members or affiliates he
has plagued once too often. However, this can work to
the gumshoe’s advantage, as he becomes intimately fa-
miliar with the signs, tactics, and operations of this or-
ganization. When combating or dealing with members
of this organization, the gumshoe gains a +2 bonus to
hit and to AC in combat. Further, all attribute checks
related to dealings with this organization are made at
a +2 bonus. This includes all gumshoe class abilities.
The organization should be specific, but need not be
world-spanning or infamous. For example, a gumshoe
could have “The Reds, a local gang in the East End of
Philadelphia,” just as easily as he could, “The American
branches of the Yakuza.” Game Masters should moni-
tor this choice to ensure the Adversary is appropriate to
both the character and the campaign.

PRIME ATTRIBUTE: Dexterity
HIT DICE: d10
ALIGNMENT: Any

WEAPONS: Small melee weapons, medium melee weapons,
handguns, sub-machineguns, rifles and shotguns

ARMOR: 3-piece suit, trench coat, fedora, scarf.

ABILITIES: Climb, cat and mouse, hide, move silently, take
‘em down, deadeye shot, face in the crowd, adversary.

Level HD BtH EPP
1 10 HP +1 0
2 d1o +2 2,001
3 d1o0 +3 4,501
4 d10 +4 9,001
5 d10 +5 18,501
6 d10 +6 36,001
7 d10 +7 72,001
8 d10 +8 145,001
9 d10 +9 290,001
10 d10 +10 580,001
11 +5 HP +11 870,001
12 +5 HP +12 1,120,001
13+ +5 HP * +250,000

*+1 per level




THE HOOLIGAN

he archetypal ne’er-do-wells, these
characters can be cat burglars,
thieves in the night, or bootleggers.
They may be mob enforcers (or even
bosses, at higher levels), suave con
men, or common street thugs. They
are rebels against the mainstream,
be it with or without a cause.

Some make their living by burglary, robbing wealthy
marks and pilfering the goods on the black market. Oth-
ers are street urchins and pickpockets. Still others find
their skills best suited to plundering ancient catacombs
and tombs, unraveling riddles in dark caves, and seeking
ancient treasure from the forgotten places of the world,
avoiding the laws and the lawmen of the more civilized
areas of the world. Whatever their preference, hooligans
live for the thrill of the chase, of pulling off something
right under the noses of the Feds, and getting away with
it. To perform these acrobatic feats of daring, they must
be exceedingly dexterous, nimble of hand and foot, but
also must be quick-witted with sharp senses.

A slick combination of mental acumen and hand-eye coor-
dination, the hooligan is a foe to be feared and an acquaint-
ance never to be trusted. Hooligans tend to be chaotic or
neutral in alignment, though there do exist thieves with
honor that have their own code, though the distribution of
abilities of this class makes practitioners of the shadow arts
that are of a lawful and good persuasion rare beyond rare.

ABILITIES

BACK ATTACK: A hooligan normally avoids face-to-face
combat if possible, preferring instead to use stealth to
catch an opponent unaware. A hooligan able to attack
an unaware opponent from the rear, gains a bonus to hit
and to damage. To catch an opponent unaware, a hooli-
gan must make a successful move silently check to sneak
up behind the foe, or make a successful hide check while
behind the opponent. A hooligan succeeding in one or the
other of these can make a back attack at a +4 bonus to
hit. A successful hit inflicts double the normal damage.

When making a back attack, a hooligan must use a close-
quarters melee weapon. This weapon must be shorter
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than the character’s arm. A hooligan can only back at-
tack living creatures having a discernible anatomy. The
hooligan must be able to see the target well enough to
pick out a vital spot, and then must be able to reach it.

As the hooligan gains experience, the damage inflicted
increases and can be applied with a ranged weapon,
such as a handgun. At 5th level, a back attack deals tri-
ple damage, and at 9th level a back attack inflicts quad-
ruple damage or double damage with a ranged weapon
within 30 feet. A back attack cannot be combined with
the sneak attack ability.

CASE TARGET (WISDOM): Using this ability, the hooligan
can determine information and weaknesses about a
potential opponent or target through detailed observa-
tion and deductive reasoning. A hooligan must spend
1d3x10 minutes observing an opponent before a check
is allowed. A successful check results in knowledge
of the approximate level or Hit Dice of the opponent
within 10%, alignment, hidden weapons, or unusual
items, distinguishing habits and mannerisms, and
any other details that might not be apparent to normal
observation. The Game Master must decide what the
hooligan can learn about the target and deems appro-
priate to convey. The CL of this check is equal to the
level or HD of the creature being observed. If used on
a location, the check can reveal security measures and
weaknesses, location and disposition of guards, entry
and escape points, etc.

CLIMB (DEXTERITY): This extraordinary ability allows a
hooligan to climb up, down, or across a slope, wall,
steep incline (even a ceiling with handholds), or un-
usually angled natural or man-made slope or incline
that others would find impossible to climb. When do-
ing so, the hooligan moves at one-half the character’s
normal speed. A failed climb check means the char-
acter makes no progress. A check failing by 5 or more
results in the character falling from the currently at-
tained height and taking falling damage. Hooligans
cannot carry anything in their hands while climbing.
When climbing typical natural slopes and man-made
inclines, such as a cliff faces or steep steps, a hooligan
does not need to make an attribute check to climb the
surface. It is only when climbing very sheer and dif-
ficult grades where there are few to no hand- or foot-
holds that a check needs be made.

HIDE (DEXTERITY): Hooligans use this ability to conceal
themselves from others. A successful check means the
hooligan is hidden so well as to be almost invisible. The
hooligan can move up to one-half normal speed and re-
main hidden. Hide checks suffer no penalty in this cir-
cumstance. At more than one-half and up to full speed,
the character suffers a -5 penalty to the check to remain
hidden. It’s practically impossible (-20 penalty) to hide
while running or charging.

If the character is being observed, even casually, he
cannot hide. If observers are momentarily distracted,
though, the character can attempt to hide. While the
observer averts its attention from the character, the
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character can attempt to get to a hiding place. This
check, however, is at a —10 penalty because the charac-
ter has to move quickly to the hiding place. A hooligan
cannot hide if there is nothing to hide behind or conceal
oneself with. Deep shadows can count as concealment
at the Game Master’s discretion.

The hide check may be opposed by the wisdom check of
a potential observer.

Hooligans cannot hide and move silently at the same
time until they reach 3rd level. At this level and beyond,
a hooligan can attempt both but must make a successful
hide and move silent check at-5. In this case, movement
is reduced to one quarter the normal movement rate.

LINGO: Hooligans often use a street language known
only to those in the trade, called their lingo. Code words,
hand signals, demeanor, and other signs comprise the
lingo, which is often a pidgin version of a real language.
The lingo can be used to convey complex ideas. The lan-
guage may vary to some degree both geographically and
culturally, making the lingo unique to each region, city,
or even within a city.

LISTEN (WISDOM): A hooligan can use this ability to listen
intently and hear noises that others might not detect,
even through an obstacle such as a door. Generally,
a successful check indicates the hooligan has detected
some sort of noise. Success indicates the hooligan can
hear soft sounds, like a whisper or cat stalking, while
outside or in the open and up to a range of 30 feet.
It also indicates success if the hooligan is listening for
sounds on the other side of a door, but the hooligan
must be adjacent to the door. However, exactly what is
heard is up to the Game Master’s discretion, as each
case is unique. If listening through a stone wall, the
hooligan suffers a -10 penalty to the check. For other
materials, vary the penalty as appropriate. A hooligan
can retry this ability once a round.

MOLE SILENTLY (DEXTERITY): This ability allows a hoo-
ligan to move so silently that others cannot hear the
movement. The hooligan can use this ability both in-
doors and outdoors. A hooligan can move up to one-half
the character’s normal speed at no penalty. At more
than one-half and up to the character’s full speed, the
character suffers a -5 penalty. It’s practically impossible
(-20 penalty) to move silently while running or charging.
An opposed wisdom check by a potential observer may
detect the hooligan, who was perhaps not as silent as
she thought.

While the descriptions seem similar, hiding and moving
silently are two different things. One is the ability to
remain visually concealed, while the other is the ability
to move without making noise.

OPEN LOCK (DEXTERITY): A hooligan can use this ability
to open any sort of mechanical lock normally requiring
a key to open. A successful check indicates the lock
has been opened. This ability requires the use of a set
of hooligan’s tools, including picks, blank keys, wires,




or other appropriate tools. A hooligan may only make
one attempt per lock. If that attempt fails, the hooligan
cannot try to open the same lock again until gaining
one more level, as it is beyond the current ability of the
hooligan to pick it. The CL to pick a lock is at the GM’s
discretion, but it generally equals the level of the lock-
smith who originally created the lock.

PICK POCKET (DEXTERITY): A hooligan can use this ability,
on a successful dexterity check, to remove the contents
of a pocket or pouch (or otherwise take something from a
person) without being noticed. Success may require the
hooligan to cut the purse or pouch from the target.

This ability also allows the hooligan to perform “sleight
of hand” maneuvers. A successful dexterity check indi-
cates the hooligan has hidden or moved an item in such
a manner so that observers are not aware of where the
item has been hidden. Such typical maneuvers are hid-
ing a coin, sliding a card up a sleeve, performing the
shell game, and the like.

In both cases, an opposed wisdom check can be made
to spot the sleight of hand, or to catch the pickpocket.

TRAPS (INTELLIGENCE): A hooligan may use this ability
in three manners: finding, disabling or setting traps.
Each use requires a separate attribute check and each
check may be made only once in a given circumstance.
The player must also describe how the actions are being
performed to use this ability.

To find a trap, a hooligan spends time intently study-
ing and searching an area to deduce possible trap loca-
tions. It takes one round to locate a trap in a specific
area such as a lock or a doorknob, and one turn to
locate a trap in a 10 by 10 foot area. A successful check
indicates the hooligan finds one trap, if any are present.
The trap discovered is the simplest or most obvious trap
in the area. If multiple traps are in an area, multiple
successful checks are required to find them all. A hoo-
ligan can find magical traps with this ability, although
it may be much more difficult than finding mundane
traps. The Game Master determines the CL of the check
based on the level or hit dice of those who set them.

To disable a trap, a hooligan must first know its loca-
tion. Once a trap is located, a successful check means
the hooligan has disarmed the trap. The attempt can
only be made once and failure indicates that the hooli-
gan set off the trap. A hooligan can disarm a magic trap,
although it may be much more difficult than disarm-
ing a mundane trap. In most cases, hooligan’s tools are
needed to disarm a trap. Generally, it takes 1d4 rounds
to disarm a trap, depending on its complexity.

To set a trap, or to reset a previously disabled trap, a
hooligan must make a successful traps check. If a hoo-
ligan is resetting a trap that was previously disabled,

the hooligan gains a +5 bonus to the check. The amount
of time required to set or reset a trap depends on the
complexity of the trap, typically taking 1d4 rounds.

SNEAK ATTACK: At 4th level, the hooligan can target vital
areas any time an opponent is unaware, not just when
their back is turned. When an opponent or victim is
aware of the hooligan, but unsuspecting of an attack, a
hooligan can use the sneak attack ability. For example,
a hooligan could be having a conversation with a poten-
tial victim while hiding a snub-nosed Saturday Night
Special up his sleeve, intending to strike once a piece
of vital information is learned. Or, a hooligan could be
perched in the shadows of a tree, waiting for the perfect
opportunity to use a blowgun, bow, or (in later pulp set-
tings) a silenced firearm. Unlike the back attack, sneak
attack situations do not necessarily require a previ-
ously successful hide or move silently check, although
the Game Master could require success in one or both,
depending upon the circumstances if necessary.

A hooligan making a sneak attack gains a +2 bonus to
hit and a +4 bonus to damage. Ranged weapons can be
used for sneak attacks if the target is within 30 feet. A
hooligan cannot aim with deadly accuracy from beyond
that range. A sneak attack cannot be combined with
back attack. At 8th level, this bonus increases to +3 to
hit, and +5 to damage; at 12th level the bonus increases
to +4 to hit and +6 to damage.

PRIME ATTRIBUTE: Dexterity
HIT DICE: d6
ALIGNMENT: Any

WEAPONS: Small melee weapons, handguns, sub-machi-
neguns, rifles and shotguns, explosives

ARMOR: Three-piece suit, trench coat, body suit, scarf, mask

ABILITIES: Back attack, case target, climb, hide, lingo, listen,
move silently, open lock, pick pockets, traps, sneak attack

Level HD BtH EPP
1 6 HP 0 0
2 d6 +1 1,801
3 d6 +1 3,501
4 d6 +1 7,001
5 d6 +2 14,001
6 d6 +2 25,001
7 d6 +2 50,001
8 d6 +3 100,001
9 d6 +3 200,001
10 d6 +3 400,001
11 +3 HP +4 650,001
12 +3 HP +4 900,001
13+ +3 HP * +250,000

*+1 per 3 levels
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THE MENTALIST

ot all mystical power arises from
alien forces or from the arcane en-
ergies permeating the lands. Some
men and women have the ability to
call upon special inner reserves of
strength and ability, reserves mani-
festing as a power commonly known
as mentalism or psionics.

With a colorful assortment of psychic abilities at his
disposal, the mentalist leads the way in matters of
the occult, but this power comes with an exacting toll.
Mainstream society tends to distance itself from the
mentalist, out of fear and mistrust for a type of power
they neither have nor can understand. Arcanists, too,
shy away from the mentalist, perhaps bitter toward the
mentalist’s ability to naturally call forth powers the ar-
canists must work long and hard to achieve.

Many mentalists revel in the dark perception society
holds of them, using it to reinforce their own mystique,
while others seek to break down these barriers and gain
acceptance within mainstream society. It is difficult,
however; few people are likely to trust someone who can
read their feelings or thoughts, or even control the same.

Because of the fear and mistrust associated with their abili-
ties, and because of the more focused nature of their pow-
er, psychic adventurers must learn certain combat skills to
survive in the shadows and seedy underbelly of the world.
Thus, they gain a better BtH progression than do arcanists.

ABILITIES

MEDITATION (WIS): Mentalists can, with a successful wis-
dom check, enter a trancelike state that cleanses the
mind and rests the body. Entering this trance requires
1d12 minutes, and the trance can be maintained by a
number of hours equal to the character’s level plus her
wisdom bonus. One hour of uninterrupted meditation is
as good as two hours of sleep. Also, while meditating, the
character does not feel the effects of hunger, thirst, or
discomfort, though he still suffers any damage resulting
from these conditions. While meditating, the character’s
natural rate of healing doubles (see healing, p.158).

MENTAL RESISTANCE: At 5th level, mentalists gain an ex-
traordinary mental and emotional resilience. All saving
throws based on intelligence, wisdom, and charisma
gain a +2 bonus. At 8th level, this bonus increases to
+3; at 12th level, to +4. Beyond 12th level it increases
by +1 per four levels of experience.

PSIONIC POWERS: At 1st, 3rd, 5th, and 7th levels, the
character may choose one new psychic power from the
“basic” list. At 9th level, the character may choose new
powers from either the “basic,” or “advanced” powers lists.
Advanced powers have prerequisites that must be met be-
fore they can be chosen. After 12th level, mentalists may
continue to select new powers at every odd level. In ad-
dition, at 1st level, the mentalist gains additional basic
powers equal to her wisdom bonus. Thus, if a mentalist
has wisdom of 18, she gains four basic powers at 1st level.
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PSYCHIC SENSES (WIS): Psychic senses are also known as
“sixth sense” and “ESP.” They represent the psychic’s
ability to perceive the world around him in ways different
than others. He can sense a few seconds into the future,
thereby detecting potential dangers before they happen;
he can feel the presence of other psychically or magically
active people, can sense taint in a place where atrocities
have been committed, etc. In practice, this ability func-
tions much like a magic user’s various “detect” spells,
though not as specific. Rather than knowing an item is
magic, or that a person has malicious intent, for exam-
ple, the GM might inform the psychic he has an odd feel-
ing about this place, person, or thing. Psychic senses can
also lead a character to discover clues or important items
with a successful wisdom check; this ability grants a +2
bonus on any active search or perception-related task
attempted by the psychic. Lastly, a psychic character al-
ways gets to make a wisdom check to avoid surprise.

PRIME ATTRIBUTE: Wisdom

HIT DICE: d6

ALIGNMENT: Any

WEAPONS: Small melee weapons, medium melee weapons,
handguns, sub-machineguns, rifles and shotguns.
ARMOR: Trench coat, mask, fedora, scarf, body suit
ABILITIES: Meditation, mental resistance, psionic powers,
psychic senses

Level HD BtH EPP
1 6 HP +0 0
2 d6 +1 1,801
3 d6 +1 4,001
4 d6 +2 8,001
5 dé6 +2 16,501
6 d6 +3 33,001
7 d6 +3 65,001
8 d6 +4 130,001
9 d6 +4 260,001
10 d6 +5 520,001
11 +3 HP +5 780,001
12 +3 HP +6 1,040,001
13+ +3 HP * +260,000

* +1 per 2 levels




THE PUGILIST

he pugilist is the master of hand-to-
hand combat, either a professional
boxer, traveling martial artist, or
lowly pit fighter whose fists of iron
are matched only by the damage he
can soak up and still keep on going.
These characters tend to be sim-
ple, viewing the world in terms of
“Good” and “Bad,” but are often loyal and good to have
in your corner, especially when the fists start flying.

Pugilists are rough-and-tumble men and women who
love to mix it up and get down and dirty. Generally, at
least in the western world, a pugilist has little time or
patience for talk or negotiation; they’d rather just beat
something to a pulp. There are those, however, who have
the wisdom to see their physical exploits as a path to in-
ner peace; honing the mind, to them, is as important as
honing the body, and using their body as a lethal weapon
is, for these wandering philosopher-monks, a last resort.

Regardless of their philosophical outlook, pugilists eventu-
ally become so adept at fisticuffs and hand-to-hand fight-
ing that they can take on just about anyone. A pugilist can
be a professional boxer or wrestler, a trained martial artist,
or just a street kid who used his fists to make a name for
himself. Many pugilists work as bouncers in local bars, as
wrestlers or fighters for the entertainment of the locals, or
even as enforcers for the local crime syndicate.

ABILITIES

DOWN AND DIRTY: The pugilist likes to get in close to
grab, pin, or overbear. Thus, at 2nd level, he starts to
become quite adept at the process, gaining a +1 on all
attempts to overbear or initiate or break free from a
grapple, as well as all opposed strength and dexterity
checks. This bonus improves to +2 at 5th level; to +3 at
8th level, and to +4 at 11th level.

Whenever a pugilist successfully grapples an opponent,
he may immediately and for each round thereafter in
which the grapple is maintained, automatically deal
damage as though he had made a successful unarmed
attack. The pugilist may choose to inflict subdual dam-
age instead of lethal damage in this case. However, the
opponent may attempt to break the hold every round
with a strength or dexterity check opposed by the pugi-
list’s grapple check.

MIND OVER BODY (CON): The pugilist’s mental mastery over
his body imparts a +1 bonus to all constitution-based sav-
ing throws. The bonus increases to +2 at 3rd level, +3 at
6th level, +4 at 10th level, and +5 at 15th level.

UNARMED ATTACK: A pugilist specializes in unarmed,
hand-to-hand combat. Pugilists gain attacks and im-
prove in the amount of unarmed combat damage in-
flicted as shown on the table. The pugilist also gains
the ability to make an off-hand attack at 6th level. The
pugilist may choose whether the attacks inflict normal
damage or subdual damage.

S0 Laps, WHO WANTS TO MAKE A DONATION
TO THE BENEVOLENT POLICE PROTECTION FUND?

When pugilists gain the extra off-hand attack, they do not
incur the penalties to their to-hit die rolls as described in
the combat section as long as both attacks are unarmed
attacks. A pugilist fighting with a one-handed weapon can
make an unarmed attack as an off-hand attack, but the
pugilist suffers the standard penalties for two-weapon
fighting. Likewise, a pugilist with a weapon in his or her
off-hand may make an extra attack with that weapon, but
suffers the usual penalties for two-weapon fighting.

UNARMORED DEFENSE: A pugilist knows how to use his
or her body for defense, and gains an AC bonus that
increases with experience as indicated on the Pugilist
Special Abilities Table. This bonus does not stack with
that from any other armor; the pugilist gains no AC bo-
nuses from a pulp costume (see Pulp Armor).

DEFLECT MISSILES: At 2nd level, pugilists gain the ability
to deflect non-magical projectiles, including but not lim-
ited to, arrows, axes, bolas, bolts, bullets, clubs, daggers,
darts, hammers, harpoons, javelins, nets, rocks, and
spears. The pugilist must have at least one hand free to
use this ability. When a character would normally be hit
with a ranged weapon, the character can make a dexter-
ity check opposing the attacker’s to-hit roll. If the check
succeeds, the pugilist deflects the weapon and suffers no
damage. This can be done once per round for levels 2-6,
twice per round for levels 7-11, three times per round for
levels 12 to 16 and four times per round for levels 17-20.
If the pugilist beats the attack roll by more than 5, he has
caught the projectile instead of deflecting it.
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The pugilist must be aware of the attack to use this
ability. An attempt to deflect a ranged weapon counts
as a pugilist’s primary unarmed attack. If a pugilist is
high enough level to have a secondary unarmed attack,
the pugilist may still make the secondary attack if the
deflect missile ability has only been used once or twice.
If three or more missiles are deflected, the secondary
attack is considered used.

FAST MOUEMENT: At 3rd level and higher, a pugilist moves
faster than normal. A pugilist carrying a medium or
heavy load loses this extra speed. See the Pugilist Spe-
cial Abilities Table (see below) for the increase in speed.

SLOW FALL: At 4th level, a falling pugilist takes damage
from a fall as if the fall were 20 feet shorter than it actu-
ally is. The pugilist must be within 10 feet of a vertical
surface that he or she can use to slow the descent to
use this ability.

PURITY OF BODY: At 5th level, a pugilist gains +1 to all
saving throws versus disease and poison. This saving
throw bonus increases by one for every level past 5th.
For example, a 10th-level pugilist receives a +6 bonus.
After 10th level, the +1 bonus is gained once every other
level to a maximum bonus of +10 at 18th level.

SUBMISSION HOLD: Starting at 6th level, the pugilist
can place a submission hold on an opponent, render-
ing them helpless and eventually unconscious. If the
character can grapple the opponent and maintain the
hold for at least one round, the opponent must make a
constitution saving throw each round after the first (as-
suming he is unable to break free) at a CL equal to the
brawler’s grapple check. Failure means the opponent
is rendered unconscious for 1d4 rounds. This uncon-
sciousness is normal, though deep, and the opponent
can be roused by vigorous efforts (if an ally spends an
entire round shaking, slapping or otherwise stimulating
the unconscious character, allow a base constitution
save to awaken) or taking damage.

STILL BODY: At 6th level, a pugilist has mastery over vital
bodily functions, and can slow them until he or she ap-
pears to be dead. The pugilist may maintain this state of
feigned death for a number of turns equal to the char-
acter’s level.

FAST HEALING: At 7th level, a pugilist’s body naturally
heals faster than normal. Each day, a pugilist heals
1d4+1 hit points per level as long as rest, sleep and
meditation are possible. The pugilist must be in a se-
rene environment, under no physical duress or mental
stress, must be able to sleep undisturbed for 12 hours,
and meditate undisturbed for 6 hours. Food and water
should be plentiful.

DEATH STRIKE: At 12th level, a pugilist gains a fearsome
and deadly attack. Some call this the quivering palm.
Others the five-point exploding heart. Still others of a less
showy persuasion just snap necks, create aneurisms, or
blast cartilage into their opponents’ brains. The pugilist
can use the attack once per week. The attack must be
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announced before an attack roll is made. The pugilist
must be of higher level than the target or have more lev-
els than the target’s hit dice. If the pugilist successfully
deals damage with an unarmed attack, the death strike
succeeds. Thereafter, the pugilist can choose to try to
slay the victim at any later time within 1 round per level
of the pugilist. The pugilist merely wills the target to die,
and the victim makes a constitution check. If the victim
fails, it dies. For example, a 10th-level pugilist success-
fully strikes a Sth-level gumshoe. The pugilist can then
attempt to will the character to die any time within the
following 10 rounds. Should the gumshoe fail a constitu-
tion saving throw, the gumshoe dies.

PUGILIST SPECIAL ABILITIES

Level Umammored g LlNCL S mermed  Move.
Attack Attack ment
1 10 1d4
2 11 1d6
3 12 1d6 40
4 12 1d6 40
5 13 1d8 40
6 13 1d8 1d4 50
7 13 1d8 1d4 50
8 14 1d8 1d4 50
9 14 1d10 1d6 50
10 14 1d10 1d6 60
11 14 1d10 1d6 60
12 15 1d10 1d6 60

PRIME ATTRIBUTE: Constitution

HIT DICE: d12

ALIGNMENT: Any

WEAPONS: Any melee weapons, archaic ranged weapons
ARMOR: None

ABILITIES: Down and dirty, mind over body, unarmed at-
tack, unarmored defense, deflect missiles, fast movement,
slow fall, purity of body, submission hold, still body, fast
healing, death strike

Level HD BtH EPP

1 12 HP +0 0

2 d12 +1 1,901

3 di12 +2 4,001

4 d12 +3 8,501

5 d12 +4 20,001

6 d12 +5 40,001

7 d12 +6 80,001

8 d12 +7 160,001
9 d12 +8 325,001
10 d12 +9 550,001
11 +6 HP +10 750,001
12 +6 HP +11 1,250,001
13 +6 HP * + 250,000

*+1 per level




THE RAIDER

who plumbs deep tombs in search
of the treasures of lost worlds. Most
raiders are well-schooled, and many
hold positions as historical re-
searchers or professors of ancient
civilizations or religions. They are
historians, archaeologists, anthro-
pologists, and seekers of knowledge as well as of treasure
and fortune. But more than that, they live for the thrill of
adventure and the excitement of discovering something
new and never-before-seen. They spend their days waiting
for the chance to—at least for a little while—hang up their
coat and tie in exchange for a leather jacket, work boots,
and their trusty .45 to seek some long-lost artifact that
could change the face of scholarship forever.

Raiders come from all philosophies and outcomes, and
there are honorable, forthright, and trustworthy raid-
ers who seek to preserve ancient treasures for all, just
as there are greedy, dishonorable scum who work for
the highest bidder, or ruthless collectors seeking only to
pad their own personal store of antiquities.

Since their “stock in trade” is ancient worlds, civilizations,
languages, and artifacts, intelligence is paramount to the
raider, but constitution and dexterity are also important
for avoiding the many pitfalls and traps left by the build-
ers of ancient tombs, and for surviving the punishment
these traps and pitfalls deal out when stumbled upon.

ABILITIES
BONUS LANGUAGES (INTELLIGENCE): Raiders are studied

in many languages and customs. As such, the raider
gains two additional languages per point of intelligence
bonus at character creation, rather than one. These bo-
nus languages cannot be used to trade for extra Knowl-
edge skills, but even if the raider chooses to trade lan-
guages for knowledge skills, he still gains the bonus
languages per this ability.

FOR EXAMPLE: A character with an intelligence
score of 18 normally would gain three languages for his
+3 bonus. The raider chooses to take three Knowledge
skills (see Book Two) instead of the three languages.
However, due to this class ability he still gains three
bonus languages, which may not be traded for Knowl-
edge skills. Thus, he gains three languages and three
Knowledge skills. If he chooses not to take any Knowl-
edge skills, the raider could be fluent in six languages!

CRYPTOLINGUIST (INTELLIGENCE): Masters of ancient and
forgotten languages, raiders often need to decipher and
interpret legends and secret writings to acquire more
knowledge. This ability allows the raider to decipher
writing in an unfamiliar language, a message written in
an incomplete or archaic form or a message written in
code. If the check succeeds, the character understands
the general content of a piece of writing. It takes 10
turns to decipher each page of a script. A cryptolinguist
check may be made only once per writing.

he Raider is an adventuring scholar \

DISGUISE (CHARISMA): With a successful check in this
ability, raiders can use their knowledge of other lands
and customs to disguise themselves or impersonate
people and cultures. The ability allows the raider to im-
personate general types of people, as well as individu-
als. For example, a European raider might impersonate
a Bedouin, or pass for a local in an alien country.

For a general impersonation such as a beggar or mer-
chant, the effort requires a few props, makeup, and
1d3x10 minutes of work to complete. Where specific in-
dividuals are being impersonated, at least one month’s
preparation time is required to avoid detection. A disguise
can include an apparent change of height or weight of no
more than one-tenth the original height or weight of the
raider. The Game Master makes the character’s disguise
check secretly so the character is unsure of its success.
The following penalties are applied to a disguise check
when appropriate: sex difference -2, race difference -2,
and a -2 for an age difference of more than 10 years.

A successful disguise does not fool an observer in all
instances. Success indicates the raider is disguised well
enough to fool normal, non-suspicious observers. If a
suspicious individual observes the raider, the Game
Master may allow the observer an intelligence check to
see through the disguise. If a raider is impersonating
a particular individual, all who know that individual
are permitted to make an intelligence check to detect
the disguise. If the observer would recognize the imper-
sonated individual on sight, the check is made at -4. If
the observer is a friend or close associate, the check is
made at -8 and if intimate, the check is at -12.
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LEGEND LORE (INTELLIGENCE): Raiders are masters of
myth and archaic knowledge. With a successful intelli-
gence attribute check, a raider gains or remembers some
relevant information about local notables, a legendary
item, a noteworthy place or any other relevant bit of in-
formation. Gaining the information may entail speaking
to local inhabitants and/or doing research. The infor-
mation might prove useful in diplomacy, entertaining,
or otherwise influencing others. The ability also might
impart a full or partial understanding of local or secret
languages, including the local lingo of the criminal un-
derworld, the secret druidic language or raider signs.

The check will not reveal the powers of a magic item, but
may give a hint to its history, general function or acti-
vation. The Game Master gauges the challenge level of
the check based on whether the knowledge is: Common,
known by at least a substantial minority of the local popu-
lation (CL 1); Uncommon but available, known by only a
few people in the area (CL 5); Obscure, known by few, and
hard to come by (CL 10); Extremely Obscure, known by
very few scholars and sages, possibly forgotten by most
who once knew it, or possibly known only by those who
don’t understand the significance of the knowledge (CL 15
or higher, depending on the knowledge in question).

CLIMB (DEXTERITY): This extraordinary ability allows a
raider to climb up, down, or across a dangerous natural
slope or inverted incline that others would find impos-
sible to climb. When doing so, the raider moves at one-
half the character’s normal speed. A failed scale check
means the character makes no progress. A check fail-
ing by 5 or more results in the character falling from
the currently attained height and taking falling dam-
age. Nothing can be carried in the raider’s hands while
climbing. When climbing typical natural slopes and in-
clines, such as steep but rocky hillsides, a raider need
not make a dexterity check to scale the surface.

SURDIDAL (INTELLIGENCE): In wilderness environments,
raiders can provide shelter for themselves and others, and
can provide decent food and water for several people, all
without the need for an attribute check unless it is a large
number of people. The raider can forage and hunt for food
and water. The raider must spend 8 hours hunting and
gathering to produce enough food and water to feed 2-8
people for a day. If the raider wishes to feed or shelter a
larger group of people than the die indicate, a successful
wisdom check is necessary. If successful, the raider must
spend an additional 8 hours gathering food to feed and wa-
ter an additional 2-8 people. This additional effort allows
the raider to gather food and water for up to 4-16 creatures.
The raider can only hunt and forage for food twice per day.

FOR EXAMPLE: A raider is attempting to feed 12 peo-
ple. For 8 hours of effort, the raider feeds 2-8 people au-
tomatically. The result is a 6, so the raider has to feed 6
more people. On a successful wisdom check, the raider can
forage for another 8 eight hours and feed 2-8 more people.

In addition to the ability to provide food and shelter in
the wilds, a raider can automatically determine where
true north lies in relation to the character in normal
wilderness environments.
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TRAPS (WISDOM): A raider can detect and build simple
traps in a wilderness environment, or in ancient struc-
tures (such as lost tombs, ancient mazes, etc). When
passing within 25 feet of a wilderness or primitive trap,
a raider is entitled to an attribute check to spot it. When
actively searching for traps, the raider receives a +2 bo-
nus to the check. It takes one round to locate a trap in
a 5 x 5 foot area, or one turn spent searching to locate a
trap in a 25 x 25 foot area. A raider cannot find magical
traps with this ability.

A raider can set simple traps in a wilderness environ-
ment. These include snares, pit traps and similar de-
vices. Raiders cannot set complicated mechanical traps
such as those found on treasure chests or on doorways.
On a successful traps check, the raider successfully
builds and conceals a snare or pit trap. Snares can cap-
ture and hold creatures of up to medium height, and
pit traps can be dug to deliver 1d4 points of damage
(halved if the creature falling in it makes a successful
dexterity saving throw). Raiders can also disable simple
wilderness traps (of any type they can build) with little
or no effort. No traps check need be made to do this.

RESIST ELEMENTS: Raiders spend a great deal of time in
inhospitable climes seeking lost treasures. This expo-
sure toughens them against the elements. At 2nd level,
raiders gain a +2 bonus to saving throws against fire,
water, earth, air, cold and lightning attacks.

FAUVORED WEAPON: Raiders often have a specific type of
gun, sword, whip, or other weapon they favor above all
others. At 3rd level, the raider chooses one weapon in his
arsenal with which to specialize. When using this weap-
on or a weapon of the same type (any .38 caliber revolver,
for example, or any bullwhip or any .45 auto pistol), he
gains a +1 bonus to hit and damage. At Sth level, this bo-
nus increases to +2 to hit and damage. At 10th level, the
bonus is +3 to hit and damage. At 12th level, the raider
may choose a second weapon with which to specialize,
gaining +2 to hit and damage with that second weapon.

PRIME ATTRIBUTE: Intelligence

HIT DICE: d10

ALIGNMENT: Any

WEAPONS: All

ARMOR: Flight jacket, fedora, body suit, scarf, safari outfit
ABILITIES: Bonus languages, cryptolinguist, disguise, legend
lore, climb, survival, traps, resist elements, favored weapon

Level HD BtH EPP
1 10 HP +1 0
2 d10 +2 2,100
3 d10 +3 4,301
4 d10 +4 8,601
5 d10 +5 17,501
6 d10 +6 35,001
7 d10 +7 70,001
8 d10 +8 140,001
9 d10 +9 280,001
10 d10 +10 560,001
11 +5 HP +11 840,001
12 +5 HP +12 1,120,001
13+ +5 HP * +280,000

*+1 per level




THE SOCIALITE

he connected diplomat or wealthy
debutante with money, power, and
prestige to match his or her pretty
face, this person has the looks,
connections, and personal magnet-
ism to open doors when guns are
a bad idea. While many socialites
come from rich families, not all are
wealthy unto themselves. A socialite could be temporari-
ly or permanently cut off from family funds from disgrac-
ing her family name or even just because her parents
want her to learn to live on her own. Alternately, she
could be “new money,” an up-and-coming movie starlet,
or the wife of a country-boy-turned-senator.

Socialites seek adventure largely out of boredom and
desire for excitement, though there are exceptions:
young debutantes who want something of their own,
not related to the reputation of their family (though
most are not above exploiting their family name to get
where they need to go), for instance. These tend to be-
come adventurers and thrill-seekers, gathering allies to
their side based on their charisma and self-confidence.
The socialite makes the perfect “face” for a group, being
the consummate diplomat and/or seductress.

Charisma is the most important attribute for socialites,
as most of their abilities are based upon this attribute.
However, dexterity and constitution help keep her alive
in the perilous situations in which she may find herself,
and wisdom is of importance in knowing where her fam-
ily and reputation hold influence, and in keeping herself
and her allies safe from rash decisions.

ABILITIES

CHARM (CHARISMA): The socialite can attempt to charm
another person to do her bidding. This ability works ex-
actly as the spell charm person, except that the socialite
must make a charisma check against a CL equal to the
level of the person she is attempting to charm. Her effec-
tive “caster level” for purposes of duration, effect, etc., is
equal to her socialite level. At Sth level, the socialite can in-
stead of charming a subject, attempt to through subtle se-
duction and subliminal suggestion command the subject
as per the 2nd-level arcanist spell, if she desires. At 12th
level, if she so desires, she can attempt to mass charm
instead of charming or commanding a single target. This
ability can be used once per day at 1st level, twice per day
at 5th level, three times per day at 10th level; at 15th level,
the socialite can perform this ability at will.

CONNECTED (CHARISMA): The socialite (or her family) has
friends and acquaintances everywhere. Whenever the PCs’
need help, information, a friendly face, or resources, the
socialite can attempt to call in a favor from one of these
friends. This requires two checks. First, the socialite must
make a wisdom check to locate a friendly name or face in
the current area where the PCs are adventuring. Failure
means the socialite’s family has no friends in this area. Sec-
ond, the socialite must make a charisma check to call in
the favor. The GM determines the CL of this check based

on the reputation of the socialite, the number of favors pre-
viously (and recently) called in, and other social factors at
the GM’s discretion. Success means the acquaintance is
willing to help, but such help may (again, dependent upon
social factors at the GM’s discretion) come at a price.

EXALT (CHARISMA): This is the socialite’s ability to in-
spire companions and listeners, allowing them to sur-
pass their normal level of performance. Some socialites
invoke this ability through oration, while others use
battle cries or sheer acting and demeanor. With a suc-
cessful charisma attribute check, a socialite can help
allies succeed at a task. The ally gets a +2 bonus on
any action requiring an attribute check, including class
ability checks, saving throws and standard attribute
checks. This ability does not affect attack rolls. The al-
lies must be able to see and hear the socialite, and must
be within 60 feet. The Game Master may rule that cer-
tain uses of this ability are infeasible. The socialite can
use this ability once per day per level, and can maintain
the effect for a number of rounds equal to the socialite’s
level. As the socialite rises in levels, the bonus imparted
increases as well. It rises to +3 at 6th level, +4 at 12th
level and +5 at 18th level.

EMBOLDEN: At 3rd level, the socialite’s confidence and
fearlessness in the face of danger instills courage in their
companions and followers. Any companions or follow-
ers within 30 feet of the socialite gain a bonus of +1 to
strength, constitution, dexterity, and intelligence saving
throws, and a +2 to wisdom and charisma saving throws.
This ability can be used once per day and lasts a number
of rounds equal to the socialite’s level. This ability cannot
be used in conjunction with demoralize or exalt.
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FASCINATE: At 4th level, a socialite gains the ability to
place a single intelligent creature into a trance. The crea-
ture to be fascinated must be able to see and hear the so-
cialite, and the socialite must also see the creature. The
creature must be able to pay attention to the socialite.
The distraction of a nearby combat or other danger will
prevent the ability from working. The socialite can use
seduction, music, poetry, chanting, speech, whistling,
playing an instrument or any combination of the above,
as long as some verbal element is included. Socialites
can use this ability three times per day, and can main-
tain the effect for a number of rounds equal to their level.

When a socialite uses this ability, the target makes a
charisma saving throw to resist the socialite’s charms.
If the saving throw fails, the creature sits quietly and
listens to the socialite for up to the full duration of the
effect. While using this ability, a socialite must concen-
trate, as if casting or maintaining a spell. While fasci-
nated, the target is treated as if prone and also suffers a
-4 penalty to all saving throws and a -5 to armor class.
If the creature’s saving throw succeeds, the socialite
cannot attempt to fascinate that creature again for 24
hours. Any threat that is obvious to the fascinated crea-
ture, such as the casting of a spell, drawing of a sword
or aiming of a weapon automatically breaks the effect.

As the socialite rises in levels, the power of the fascina-
tion increases as well, allowing the socialite to further
influence the listener through suggestion. These spe-
cialized uses of the fascinate ability can only be per-
formed on creatures who are under the influence of
the socialite’s fascinate ability. At S5th level, a socialite
may attempt a detect thoughts on a fascinated crea-
ture, which results in the fascinated target babbling his
thoughts to the socialite. At 8th level, a socialite may
attempt to implant a suggestion into a fascinated crea-
ture. At 12th level, a socialite may attempt antipathy/
sympathy on a fascinated creature.

As the socialite gains experience, the number of crea-
tures that can be affected by the fascination, or one of
its specialized uses, increases. The number of creatures
is equal to two fewer than the level of the socialite. For
example, a 4th-level socialite can fascinate 2 creatures,
a 6th-level socialite can fascinate 4 creatures, and a
12th-level socialite can fascinate 10 creatures.

At 18th level, a socialite may attempt a mass sugges-
tion on a large crowd of fascinated creatures, as per the
mass suggestion spell. In each case, the targets receive
a saving throw to attempt to break the fascination.

DEMORALIZE (CHARISMA): At 5th level, the socialite, with
a successful charisma check, may cause fear, dread, or
hopelessness in the ranks of foes and enemy forces. This
charisma check has a CL equal to the average hit dice or
level of the foes he seeks to affect. Enemies to the social-
ite’s immediate endeavor suffer a penalty of -4 to charisma
checks. In addition, the affected foes must successfully
save versus fear at a -4 penalty or suffer a -1 penalty to
hit. This ability can be used once per day and lasts a num-
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ber of rounds equal to the socialite’s level. The number
of creatures that can be affected increases as the social-
ite gains levels. At 5th level, the socialite can affect up to
5 creatures. The ability affects up to 10 creatures at 7th
level, up to 25 creatures at 9th level, up to 50 creatures
at 12th level and 100 creatures at 16th level. This ability
cannot be use in conjunction with embolden and exalt.

Exhort Greatness: At 9th level, a socialite can inspire
greatness in one other person. For every two levels the
socialite attains beyond 9th, the socialite can inspire
greatness in an additional ally. To inspire greatness,
the socialite must use some sort of oration, inspiring
speech or language. The ally to be inspired must be able
to hear and understand the socialite, and must be with-
in 30 feet for the effect to take place.

A person inspired with greatness gains temporary hit
points and attack bonuses for as long as the socialite is
within its hearing and the socialite continues to encour-
age them. This effect lasts for one turn, or six rounds, at
9th level, and the duration increases by one additional
round for every level beyond 9th. The ally can move out
of the 30 foot radius once the exhortation has begun,
but it must still be able to hear the socialite at all times.

The target gains a +2 bonus on all to-hit rolls, and gains
temporary hit points as if two hit dice (or levels) higher.
Apply the ally’s constitution modifier, if any, to each bo-
nus hit point roll. See the combat section for a detailed
explanation of temporary hit points.

PRIME ATTRIBUTE: Charisma
HIT DICE: d8
ALIGNMENT: Any

WEAPONS: Handguns, Small melee weapons, medium me-
lee weapons, archaic ranged weapons

ARMOR: Three-piece suit, fedora (men only), evening or for-
mal clothes, long gloves (women only), safari gear, trench
coat (men only), scarf (women only)

ABILITIES: Charm, connected, exalt, embolden, fascinate,
demoralize, exhort greatness

Level HD BtH EPP
1 8 HP +0 0
2 ds +1 1,901
3 ds +2 3,801
4 ds +3 8,001
5 ds +4 16,401
6 ds +5 33,801
7 ds +6 67,601
8 ds +7 135,201
9 ds +8 250,000
10 ds +9 501,001
11 +4 HP +10 751,001
12 +4 HP +11 1,001,000
13+ +4 HP * +250,000

*+1 per level




CHARACTERS
MULTICLASSED CHARACTERS

ot all characters will fit into the
mold of a single character class.
If this happens, you may want to
explore multiclassing. Multiclass-
ing enables a player to combine the
abilities of two different classes, at
the expense of much slower pro-
———— 4| gression. Any class may be com-
bined with any other class, with two restrictions: First,
a character may not multiclass as two different types
of arcanist (i.e. no int-based spellcasting and wis- or
cha-based spellcasting in the same character). Second,
arcanists and mentalists may not multiclass, as their
powers are antithetical to one another.

In this manner it’s possible to, for example, combine socialite
and hooligan to create a character who, by day, is a wealthy
playgirl, hosting parties and hobnobbing with the upper
crust, and by night is the feared cat burglar Shadowhawk.

In order to multiclass, the character must meet all re-
quirements of the class in question; this mostly per-
tains to primes. A character, for example, with two
classes that have two different primes is severely re-
stricted in what attributes she may designate as prime,
while a character with but a single class has some wig-
gle room to choose two of her primes for herself. As with
anything, the Game Master has final discretion on what
class combinations are possible.

A multiclassed character maintains but a single experi-

ence progression. This progression is equal to the total
of both classes rounded down to an even hundred, plus
two hundred XP per current level the character has,
plus 1. Thus, a 1st-level hooligan/arcanist requires
4,601 XP to advance to 2nd level. The hooligan requires
1,601 and the arcanist 2,601. Adding these together
gets 4402...round the “02” down to “00.” Then add 200
XP because the character is currently 1st level, and
then add one extra. The total is 4601. To advance to 3rd
level, the player would again combine the requisites of
both classes, adding 400 XP for the character currently

Multiclassed characters gain all of the abilities of each
class, and can use any weapons or armor allowed to
either class (provided such does not interfere with other
class abilities), but average the hit dice and BtH pro-
gression of the classes.

Multiclassing is just that simple. While it may seem an
easy path to lots of extra abilities, players will quick-
ly see that the (much) slower advancement of a mul-
ticlassed character more than makes up for the extra
abilities granted.

being 2nd level. 9,101 would be required.

ALTERNATING CLASS LEVELS

If players and GMs don’t like the idea of splitting (or effectively halving) gained XP, the option exists to advance
one class at a time. Under this option, a character begins play with one class. When she gains enough experi-
ence to gain a level in this class, she can instead choose to add a level in another class, so long as she meets the
prerequisites for that class, as above. When doing so, the character begins a new XP tally for the added class, and
all experience gained goes to the new class. When the new class gains enough XP to advance a level, the character
can advance the class, or choose to advance her original class. This way allows slightly faster advancement, but
is trickier because the player may only pick up new classes in which she already has the primes. In this case, it is
important to keep track of both character level—the combination of both class’ levels, and class level—the level a

character has in a given class. Class-based abilities use class level, not character level, unless the character has
the same ability in both classes. For example, a hooligan/gumshoe would use Hide and Move Silently at char-
acter level, since both classes have these abilities, but would use Face in the Crowd at his gumshoe class level.
Finally, as characters get higher in levels, this method of multiclassing might prove to create far more powerful
characters from combining classes, despite the slower advancement. Charging players an extra 200 XP per cur-
rent character level before advancement is allowed may help to offset this power creep.
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ROUNDING OUT THE CHARACTER
PERSONALITY

Now it’s time to put the pieces together. You've got your
attributes and class abilities in place, and have cho-
sen your primary attributes. But that gives you a gen-
eral archetype with which to play. More important than
what your character can do is, who is he? You need a
good idea of your character’s back story and history.
At very least, you should lay down a detailed sketch.
Who were his parents? Were they wealthy or poor? Why
does he do what he does? Is it for the thrill of the chase,
the adrenaline rush of crawling through deadly ancient
tombs, or is it for a sense of altruism, that his exploits
might educate or otherwise aid humankind?

Even mundane things can help with this sketch. What
does he look like? What color and style is his hair? His
eyes? Does he wear glasses? The more detailed your
character concept, the better off, especially in a game
with as open a system as the SIEGE engine. If, say,
your character’s father was a doctor and he grew up
sitting in the exam room while his dad performed pro-
cedures, he may have picked up some basic first aid, or
even some more advanced techniques. This background
could, when it comes into play, provide bonuses to cer-
tain attribute checks, at the GM’s discretion.

If your players are having difficulty coming up with a
concept, we point you to the optional Book Two: Ad-
vanced Character Customization section, where we
offer options for character backgrounds, traits, and
knowledge skills.
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ALIGNMENT

One way to quickly help define your character is to
choose an alignment. Alignment systems may seem a
strange addition to a pulp game, given the shades of
gray that generally exist within the genre. However,
there are certain subgenres of pulp in which it is es-
sential to outline the heroic code of the protagonists,
particularly when looking at the representation of pulp
action we see in the classic Saturday morning serials
and modern homages to these films, like the Indiana
Jones series, or The Rocketeer.

Alignment represents the basic and most essential as-
pects of a character’s worldview and moral outlook. Align-
ment is a description for the fundamental moral outlook
of every sentient creature. Is the character good or evil,
chaotic, lawful or even neutral? Alignment is a very basic
description and acts as an ethical and motivational guide
for characters, non-player characters and monsters.

Alignment should never be used as a box to limit the
character; rather, players should choose an alignment
whose moral and ethical compass best suits their char-
acter’s outlook. It’s a description more than a guideline.
It’s not there to tell you how to play your character; rather
it’s there as a point of reference for other players and the
Game Master. That’s all. To that end, alignment categories
are fairly general, and there is much room for interpre-
tation within each category of alignment. A lawful good
character may be a modern knight errant, adventuring
with the sole purpose of stamping out evil in the land. On
the other hand, a lawful good arcanist may devote himself
to acquiring ancient arcane magic in order to create a li-
brary for the benefit of all. A chaotic evil hooligan may be a
roving, murderous bandit robbing and murdering whom-
ever and wherever he can for his own personal hedonistic
desires, or he could be a cultist devoted to the wanton
destruction of man’s accomplishments and eradication of
those with whom he disagrees. There is great variation
within each of the nine alignment categories described be-
low. They should be used as a general guideline for moti-
vations, actions, ethos and worldview.

Still, Game Masters who don’t want to lock their game
down with strict alignments can always feel free to
not include them in their game, and alignment should
generally be considered an optional addition. This will
make certain arcanist spells less useful (or at least re-
quire them to be re-defined), but other than that should
have little effect on overall game play.

There are nine possible alignments: lawful good, neutral
good, chaotic good, lawful neutral, neutral, chaotic neu-
tral, lawful evil, neutral evil, or chaotic evil. Each align-
ment, except true neutral, is composed of two aspects.

LAW AND CHAOS

The first aspect of alignment—lawful, neutral or chaot-
ic—generally represents a character’s ideals and world-
view. These, however, are broad categorizations that go
to the core beliefs of a character. Thus, all lawful char-




acters are not the same, nor are all chaotic characters.
Each might exhibit traits typically associated with the
opposite. The following are general traits of each aspect.
“Law” implies honor, trustworthiness, obedience to au-
thority and reliability, and above all, the idea that there
is (or should be) a defined order and structure to things.

On the downside, lawfulness can include closed-mind-
edness, reactionary adherence to tradition and a lack
of adaptability. Lawful characters tell the truth, keep
their word, respect authority, honor tradition, and judge
harshly those who fall short of their duties. Lawful char-
acters can still follow their conscience and can favor new
ideas. Chaotic characters can still be honorable and
trustworthy. Just because someone values individual
freedom and pragmatism doesn’t necessarily mean he
can’t be trusted to have his friend’s back in a crisis.

“Chaos” implies freedom, adaptability and flexibility,
and a lack of structure and order. On the downside,
chaos can include recklessness, resentment toward le-
gitimate authority, arbitrary actions and irresponsibil-
ity. Chaotic characters follow their consciences, resent
being told what to do, favor new ideas over tradition and
keep their word only if they feel like it.

“Neutral” implies a normal respect for authority, with
neither a compulsion to obey nor to rebel. Neutral char-
acters are honest, but can be tempted into lying or de-
ceiving others. Animals and other creatures incapable
of moral action are neutral.

GOOD 4ND EVIL

The second aspect of alignment—good, neutral or evil—
generally represents behavior and how characters express
or impose their ideals, whether lawful, neutral or chaotic.
Again, these are broad categorizations. The following are
general traits of each aspect. Good implies altruism, re-
spect for life and a concern for the dignity of sentient be-
ings. Good characters make personal sacrifices to help oth-
ers. Good characters and creatures protect innocent life.

Evil implies hurting, oppressing, killing others and self-
ishness. Some evil creatures simply have no compassion
for others and kill without qualms if doing so is conveni-
ent. Others actively pursue evil, killing for sport or out
of duty to some evil deity. Evil characters and creatures
debase or destroy innocent life, whether for fun or profit.

Neutral characters fall somewhere in between, but most
are committed to others by personal relationships. A
neutral person may sacrifice himself to protect his fam-
ily or even his homeland, but he would not do so for
strangers who are not related to him. Some neutral
characters are simply selfish. Animals and other crea-
tures incapable of complex relationships are neutral.

The combination of the lawful, neutral or chaotic axis
with good, neutral or evil creates nine possible charac-
ter alignments. Although characters of the same align-
ment possess the same general world view and behave
similarly, each will be unique and vary in terms of psy-
chology and life experiences.

CHARACTERS

LAWFUL GOOD: Characters of this alignment are dedi-
cated to following the strictures of society, respecting
law and order. They act for the benefit of others and
society, placing great value on truth, honor and life.

LAWFUL NEUTRAL: Characters of this alignment place
primary importance on ultimate order, structure and
regulation of behavior. Good and evil are largely irrel-
evant for characters of this alignment because every-
thing flows from the order of law.

LAWFUL EVIL: Characters of this alignment value struc-
ture and order, and they place no limit on attaining it,
especially if the goal is to their own benefit. They do not
value life or concern for others. Ultimately, they seek to
impose their ideals on others through strict regulation.

NEUTRAL GOOD: Characters of this alignhment have a healthy
respect for both law and freedom, typically choosing a road
betwixt the two in order to achieve benefits and mercy for all.

NEUTRAL: Characters of this broad alignment typically
believe in a balance between law and chaos, and be-
tween good and evil. Some seek to maintain existing
social institutions, while others simply wish to keep to
themselves. Some engage in a crusade to preserve what
they view as the natural order of things. Others simply
follow their own code, which changes with the situation,
tending to favor those that benefit them the most.

NEUTRAL EVIL: Characters of this alignment mirror those
of neutral good, but they typically follow a road that
benefits themselves instead of others.

CHAOTIC GOOD: Characters of this alignment view the
greatest good as being attainable through freedom. Thus
they place primary importance on individuality and lib-
erty of action over that of any law or societal structure.

CHAOTIC NEUTRAL: Characters of this alignment value
individual freedom, and have no qualms in achieving it
by whatever means necessary, be they good or evil.

CHAOTIC EVIL: Characters of this alignment tend not to
value anything, disdaining others and often seeking to
destroy for their own selfish reasons. They seek power
and the ability to wield it as they see fit.

FATE POINTS

Fate points are a mechanic, which provides characters
with the means to affect game play in small, but sig-
nificant ways. They represent the actions of cinematic
heroes, who always seem to make those dramatic come-
backs, have sudden flashes of insight just in time, or
call upon inner reserves of strength to fell the villain
just when things look grim.

USING FATE POINTS

A character always has a limited amount of fate points,
and while the character replenishes this supply with
every new level he or she attains, the rate of attrition
can far outstrip the rate of gain. As such, players must
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use them wisely. A character can spend fate points to
do any of these things:

FORTUNE’S FAVOR: alter a single d20 roll used to
make an attack, attribute check, level check, or a sav-
ing throw.

MIGHTY BLOW: make a single, earth-shattering at-
tack, which also stands a chance of smashing the char-
acter’s weapon.

SOUND THE CHARGE!: Double the character’s move-
ment for the round.

DOWN BUT NOT OUT: Avoid death when reduced to
below -10 hit points

PROVIDENCE SMILES: Gain a plot break

FORTUNE’S FAVOR: When a character spends 1 fate
point to improve a d20 roll, add a die to the roll to help
meet or exceed the target number. The type of die rolled
is dependent upon the character’s level, as shown on
the Fate Point Table (see below). A character can declare
the use of 1 fate point to alter a d20 roll after the roll
is made—but only before the GM reveals the result of
that roll (whether the attack or check or saving throw
suc-ceeded or failed). When the die’s highest number
is rolled (for instance, a 6 on a d6), the die explodes,
meaning you may roll again, adding the original roll to
the additional roll. Keep adding as long as the die ex-
plodes. The die does not implode on a roll of 1.

MIGHTY BLOW: When a character spends 1 fate point
to make a single, earth-shattering attack, the attack
automatically hits and does double the maximum pos-
sible damage for the attack. However, the character
must then roll an unmodified d20; a result of 1-9 on the
d20 means that the weapon shatters as a result of the
mighty blow (firearms are ruined from blowback). This
ability is useful only in melee combat, and extra dam-
age from special attacks such as sneak attacks do not
double. A fate point can be used to achieve this effect
only once per game session.

SOUND THE CHARGE!: A character can spend a fate
point to double his allotted movement for a single round.
This includes the ability to move full movement and still
attack, rather than half, as allowed in a standard attack.

Unlike a normal charge maneuver, characters spend-
ing a fate point can move up to their full base move-
ment and attack, but do not gain a bonus to damage or
penalty to armor class. However, spending a fate point
to Sound the Charge effectively doubles the distance a
character can cover to take a charge maneuver in order
to gain this bonus and suffer this penalty (see Charge,
p. 149). In effect, this maneuver allows a character to
move up to their full base movement and make a nor-
mal attack, or to double the distance up to which they
may make a charge maneuver.

DOWN BUT NOT OUT: When a character falls to at
least -10 hit points or below, he is normally considered
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dead. Not so, if he has fate points to spend. Down But
Not Out costs three fate points, and results in the char-
acter being reduced to exactly -10 hit points and sta-
bilizing. The character must have three fate points to
spend to use this ability, and may only call upon it once
per character level, and if he doesn’t use it, it doesn’t
carry over. So a character that never has to use Down
But Not Out at 2nd level doesn’t have two uses of it
waiting when he gets to 3rd.

PROVIDENCE SMILES: By spending a fate point, a
character can gain a small plot break that helps him
in some minor way. He gains an important clue that he
overlooked, just happens to be talking to the right per-
son to get the information he needs, or has the cavalry
come over the hill while he’s in a hopeless situation.
The player must describe exactly what the plot break
is that his character gains, and the GM always has the
right to overrule this use if he deems it improper, or if
he has a good reason for the character to be in such a
tight spot. If the plot break is overruled, the fate point is
not spent. Characters can spend a point for Providence
Smiles once per game session.

A character can only spend fate points once per round.
If a character spends a point to strike a Mighty Blow,
he or she can’t spend another one in the same round to
improve a die roll, and vice versa.

Depending on the hero’s character level (see the table
below), the die type increases when spending 1 fate
point to add to a roll. If the character does so, apply the
highest result and disregard the other rolls.

FATE POINT TABLE

CHARACTER LEVEL FATE DIE ROLLED

1st-4th 1d6
5th-9th 1d8
10th-14th 1d10
15th—20th 1d12

STARTING AND GAINING FATE POINTS

The number of fate points granted to characters is de-
liberately kept low, as the use of fate points creates an
extremely heroic (bordering on legendary and mythic)
game, and too many can result in very over-the-top
play, rather than the cinematic bennies they are intend-
ed to represent. Characters begin the game with 1-5
fate points (d4+1). Each level thereafter, the character
gains one new fate point. In addition, at levels 5, 10, 15,
and 20, the character gains a bonus of 1d4 fate points
in addition to the normal one per level.

In addition, the GM can (and should) award fate points
as an on-the-spot reward for heroic or dramatic play,
the use of clever (in character) banter, noble self-sacri-
fice, or as “compensation” to the players when the story
needs to take a turn that is particularly dark for one or
more characters.




PULP EQUIPMENT

ow it’s time to equip your character for
spy work, adventuring, exploration,
and wild heroics! This section lists
outfits (see Pulp Armor below), weap-
ons, and other gear your characters
might need during their exploits. We
will not concern ourselves with mon-
ey for starting characters; prices are
listed as a period reference only, and for the GM’s reference
when it comes to “can my character afford this?” questions.
In fantasy games, the number of gold, platinum, and silver
a character has is part and parcel of the game. In modern or
pulp games, where the acquisition of loot isn’t as much of a
major focus (with the exception of perhaps a single MacGuf-
fin that forms the focus of an adventure), tracking dollars
and cents generally just serves to slow the game down.

CHARACTERS

There’s nothing worse for a player than designing a really
cool pulp costume for her character and then being un-
able to afford to buy the outfit! Thus, at character crea-
tion, the GM should work with players to determine what
type of equipment the character would reasonably have,
and simply equip the character as necessary. If a player
wants their character to be exceptionally wealthy, it is
suggested to the GM to check out the “Wealthy” generic
class ability in the next section. From then on, player
characters are assumed to be able to purchase within
their means. Pugilists, hooligans, and gumshoes are gen-
erally fairly poor—lower to lower-middle-class. Arcanists,
raiders, and socialites are likely fairly wealthy (though
the arcanist is a toss-up). Mentalists can fall anywhere
in between, depending on their back story and history.
In the end, it’s up to the GM and players to come up with
a reasonable back-story and determine what level of in-
come is appropriate for the game at hand.

PULP ARMOR

Unlike in traditional fantasy games, one doesn'’t see characters (with the possible exception of gadgeteers) in the adventure
pulps running around covered in chain mesh or steel plates from head to toe. Indeed, in a pulp game it is looks that matter
most! The cooler a character’s image, the less likely he is to take a bullet to the heart or a knife to the gut.

In a 1920’s to 1950’s pulp game, no character is assumed to be proficient with armor, and any traditional armor
donned will impart penalties. Rather, pulp characters gain AC bonuses to standard exploring or uniquely “pulp
hero” clothes. Sure, it’s not realistic, but it certainly is in-genre and a heck of a lot of fun! Standard AC bonuses
are as follows, as are the pieces that typically should be allowed to stack together to create costumes. No combi-
nation of clothing pieces, however, should ever yield more than a +6 AC bonus, regardless of how many costume
elements are stacked together.

In an RPG, mechanics and limitations are necessary to maintain play balance. The table “stacks with” column is designed
to aid in quickly putting together common sets of costume pieces. However, GMs can and should ignore the restrictions on
which pieces of clothing see their AC bonuses stack together, if a player has a really good costume concept. Just be careful
not to let AC ratings creep too high (the recommendation of limiting bonuses to +6 should stand). Yes, this will probably
result in players min-maxing to always try to get +6 to AC, but GMs can also deny access to this table, and assign costume-
based ACs only after the player describes their character’s costume. The table can also serve to help in situations where
players are not wearing their costumes, but may be wearing other fancy pulpy clothes. For example, players at a black tie
dinner will always be wearing tuxedos and evening dresses, and so would gain an appropriate AC bonus from these.

CLOTHING AC BONUS COST STACKS WITH:*

Fedora +1 $5 z;rlfe?_sﬂ;e gslz)l‘i/‘zsﬁench coat, flight or bomber jacket, evening or formal clothes (men only), mask,

Scarf +1 $5 Fedora, 'trench coat, body'suit, mask, evening or formal clothes (women only), flight or
bomber jacket, motorcycle jacket, short gloves

Mask +1 $10 Szdsoyl;:;tt;:se}; coat, body suit, scarf, three-piece suit, ceremonial robes, motorcycle jack-

Body Suit +1 $10 Trench coat, scarf, mask, short gloves

Ceremonial Robes +2 $15 Mask, short gloves

Evening or Formal Clothes +2 $15 Scarf (women), fedora (men), trench coat (men), long gloves (women) , short gloves

Flight or Bomber Jacket +2 $10 Fedora, scarf, short gloves

Long Gloves +2 $5 Evening or formal clothes (women) , ceremonial robes (women)

Short Gloves +1 $2 All, except Long Gloves

Safari Gear +4 $20 | None, short gloves

Motorcycle Jacket +3 $15 Mask, scarf, short gloves

Three Piece Suit +1 $10 Fedora, mask, trench coat, short gloves

Trench Coat +2 $15 Fedora, three piece suit, evening or formal clothes, body suit, mask, scarf, short gloves

*To combine AC bonuses, all pieces in a combination must stack; use the highest AC combination from stackable pieces. This means
that a character wearing Safari gear with a fedora and trench coat would gain only the highest AC bonus, from the safari gear, and
not the bonus from the fedora or trench. The GM, of course, can override this limitation for specific costume builds, if she desires.

A SIEGE ENGINE GAME FOR THE PULP ERA 37



BOOK ONE —
ARCHAIC WEAPONS

Weapons in Amazing Adventures are divided into categories: small, medium, and large melee weapons; archaic
ranged weapons, handguns, sub-machineguns, rifles and shotguns, and explosives. Each class has a list of weap-
on categories in which they are proficient. Large melee weapons and archaic ranged weapons (with the exception
of the pistol crossbow) must always be used two-handed.

WEAPON DaAMAGE RANGE Cost

Small Melee Weapons

Big knife/short sword 1d6 5 ft. $3
Billy club/nightstick 1d6 0 ft./5ft.* $3
Dagger/small knife 1d4 10 ft. $2
Hand axe/tomahawk 1d6 10 ft. $5
Broad sword 1d8 n/a $20
Crowbar/tire iron*** 1d10/1d6** n/a $5
Fencing foil 1d4 n/a $10
Katana/bastard sword 1d10/1d8** n/a $30
Rapier/saber/scimitar 1d6 n/a $15
Battle axe 1d12 o ft./2ft.* | $20
Spear 1d6 20 ft. $5
Staff 1de**** n/a $2
Bow, long 1d8 100 ft. $20
Bow, short 1d6 60 ft. $15
Crossbow, heavy 1d8 80 ft. $18
Crossbow, pistol 1d4 30 ft. $15

*Suffers range penalty to strike whenever thrown, which increases per post-slash increment
**First damage value when using 2-handed; second if only wielding with one hand
***Not intended as a weapon; -4 to all “to hit” rolls

****Jay be used to make an extra attack as though fighting with a weapon in each hand; standard penalties apply. See “Combat” for details.
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CHARACTERS
FIREARMS

Firearms pose an interesting problem in a game such as this. We want the game to remain fast and furious,
without excess rules to bog things down, but certainly it has to be acknowledged that firearms change the play-
ing field quite a bit, and can do things that archaic weapons cannot; among these capabilities is the ability to fire
more projectiles, faster. For this reason, firearms have special rules concerning recoil and rate of fire. These are
detailed under the “Combat” chapter.

In the table below, “Caliber” represents the size of the cartridge fired. “Range” is the range increment for determin-
ing penalties to hit; for each range increment past the first, the weapon suffers a cumulative -2 to hit its target to
its maximum range, generally five times its range increment. “Dam” is the damage inflicted per shot. “Rec” is the
recoil penalty suffered (cumulative) for firing multiple shots, if possible. “Acc” represents a bonus to hit with this
weapon based on its accuracy, which can improve chances to hit, and helps offset recoil penalties. “RoF” represents
the number of shots that can be fired per combat round; a designation of “B” means the weapon is capable of burst
fire. A designation of “A” means it is fully automatic. Details on burst and automatic fire are found in the Combat
section. Receiver is general information about how and where the weapon loads. “Cap” is the number of bullets it
holds when fully loaded. “Cost” is self-explanatory, and “Year” is the year this weapon first became available to the
public, which is useful to GM’s determining what weapons are available in their game.

For simplicity’s sake, assume bullets cost roughly $5.00 per 25 rounds.
RANGE Rec. Acc. RoF

WEeAPON CALIBER Dam RECEIVER Car CosT YEAR

Browning .25 .25 ACP 10’ ds 4 1 3 Grip 10 $12 1905
Walther PPK .380 ACP 10’ d10 3 1 Grip 7 $15 1930
Browning P-35High| 5., 30’ a2 | 3| 2] s Grip 20 $13 1935
Power

P-08 Luger or s .

Walther P38 9mm Para 30 d10 3 2 3 Grip 8 $25 [ 1908, 1939
Colt M1911A1 .45 ACP 30’ di2 3 2 3 Grip 7 $13 1911
Browning 1910 .32 ACP 30’ ds 3 2 3 Grip 8 $10 1910
Mauser 1934 s .

or HSc .32 ACP 30 ds 3 2 3 Grip 8 $10 1934
Mauser C96 s .

“Broomhandle” 9 x 19 mm 30 dio 3 2 3 Grip 10 $25 1896
Beretta Model 1931 7.65mm ACP 30’ d1o 3 2 3 Grip 8 $14 1931

Colt Model 1917

.45 ACP

30’

d12

Revolver (DA)

$8

1917

|

Sub-machine guns

Thomson
Submachine Gun
(Tommy Gun)

.45 ACP

100’

d12+2

3/A

Box or Drum

30 or
100

$50

1919

20 Gauge Sawed Off
Remington Model 11
Remington Model 17

12 Gauge Double
Barrel

20 Gauge
12 Gauge
20 Gauge

12 Gauge

10’
30’
30’

30

d8
d1o0
ds

d10

5 1
n/a 1
n/a 1

4 1

2/B

2/B

Individual
Tubular

Tubular

Individual

$35
$37
$42

$39

All
All
All

All

M1 Garand
KAR-98K

MAS 36

Sharps .50
Springfield 1903
Winchester 1873

BAR M1918

.30
8mm Mauser
7.5mm MAS

.50

.30-.06
44-.45

30-06

200’
200’
200’
200’
200’
200’

200’

2d8+6
2d8+4
2d8+4
4d6
2d8+6
1d12+2

2d8+6

2 2
n/a 2
4 1
n/a 1
n/a 2
3 2
3 0

*This weapon generally unavailable to non-military personnel.

N = = = = W

Box
Clip
Box
Cartridge
Box

Tubular

Box

N = ool

$50
$60
$55
$40
$50
$40

1936
1935
1936
1850
1903
1873

1917
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BOOK ONE —

OTHER GEAR

Finally, we have other useful equipment for adven-
turers. Clever readers will notice that this is far from
an exhaustive list of things someone living in the 20’s
through 40’s might own; since this is a pulp game we
are focusing on specialized gear that might come in use-
ful to adventuring and heroic types. GMs should really
play “fast and loose” with the type of equipment avail-
able. Most pulp heroes have signature equipment, rep-
resented by a character’s starting gear list, and access
to other resources based upon their day job, income,
or other factors. Keep your character backgrounds in
mind when determining what equipment a character
may have on hand in a given situation, but be care-
ful not to undermine other characters, particularly in
the case of having a Gadgeteer in the party. On the ta-
ble below, sizes are listed merely as “Small,” “Medium,”
“Large,” or “Huge,” as a general reference to the Game
Master and players.

GEAR SIZE COST
Binoculars S $30
Canteen, 1 quart M $1.75
Car, standard (Ford Model T) H $385.00
Car, high end luxury (Mercedes Benz) H $8,000
Car, luxury (Packard) H $2,500
Cigarettes S $0.10
Cigarette lighter S $5.00
Climbing Gear (includes cable, harness, lanyard, spikes, grappling hook)* L $25.00
Cooking/mess kit S $6.50
Grappling Hook (without rope)** M $10.00
Handcuffs S $2.00
Heavy blanket L $1.00
Lock Picks*** S $10.00
Matches, box of 50, “strike anywhere” S $0.10
Medical case (Doctor’s “black bag,” including stethoscope, various medicine samples, a scalpel, sutures,

tape, a syringe, thermometer, etc.) M $25.00
Motorcycle L $95.00
Oil Lamp / lantern S $1.50
Pint of oil S $0.10
Pipe and tobacco S $1.00
Pup tent, two-man (7’ x 7’) L $11.50
Rope or cable, 50 ft. L $8.50
Smoking tobacco, 1 oz. S $0.10
Watch, Gold pocket S $30.00
Watch, wrist S $5.00

*Adds +2 to climb checks and prevents falling damage
**Adds +1 to climb or scale checks if used with rope.

***Required for picking locks. Improvised tools, such as a hairpin, can be used, but at a -4 penalty.

The prices above assume 1930’s and 1940’s era gaming. Game Masters are encouraged to research the prices
of the day for keeping with the spirit of the pulp era, keeping the exact decade (20’s, 30’s, or 40’s) of their game
in mind. Knowing, for example, that a trip to the movies cost $0.75, or an uptown bus ride ran the rider $0.05,
adds a lot of background flavor to a game. Still, the exact prices of mundane entertainment and daily costs of
living are not essential to the kind of high-action gaming that the pulp genre entails.
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BOOK TWO: ADVANCED CHARACTER CUSTOMIZATION

ow we get into the part where you can
alter your character from the basic tem-
plate your class provides; you do this
through selecting generic class abilities,
backgrounds, knowledge skills, and
traits. As with most rules in the SIEGE
engine, the rules in this section should
be considered optional. Game Masters
should feel free to disallow or modify the elements below to
fit their own games. These sections should be considered
“Advanced Rules,” which affect character creation, allowing
a high degree of customization and individuality even among
characters of the same class. These additions reach far be-
yond the selection of different primary abilities, but still main-
tain the single system task resolution of the SIEGE engine
and don’t complicate the game too much.

GENERIC CLASS 4BILITIES

Generic class abilities are abilities any class can take,
simply by sacrificing an existing class ability and add-
ing one of these in its stead. Choosing a generic class
ability does not affect the experience progression of a
class, and some generic class abilities may have prereq-
uisites that must be met before the ability can be cho-
sen. These allow the customization of character classes
to a degree, allowing players to create characters fill-
ing a more specific pulp archetype. Generally speaking,
players should sacrifice a class ability tied to the same
attribute as the generic ability they are gaining— but
this is at the Game Master’s discretion.

Note that characters sacrificing a class ability gained at
a later level for a generic ability only gain the added ge-
neric ability when they normally gain the sacrificed class
ability. For example, the socialite gains embolden at 3rd
level. If the socialite chooses to sacrifice embolden to get
animal handling, he gains animal handling at 3rd level.

Finally, for purposes of sacrificing class abilities, arcan-
ists, gadgeteers, and mentalists can, at the GM’s discre-
tion, sacrifice a level of spell, a power, or gadget point ad-
vancement to acquire a generic class ability, essentially
reducing their effective caster/power/gadget level by one.

SACRIFICING ADVANCEMENT FOR NEW ABILITIES

Some class abilities advance as the character does,
becoming more effective in specific ways as the char-
acter goes up in levels. For example, the gumshoe
gains new applications of deadeye shot at 4th, 7th,
10th, and 12th levels. At the GM’s option, a character
can permanently “freeze” a class ability at a certain
level, instead exchanging advancement in it for an ap-
propriate new generic class ability. However, if this is
allowed, the frozen ability can never again advance;
this is the price of becoming a jack-of-all-trades. GMs
should always be careful when allowing the selec-
tion of generic abilities. Take care that the player isn’t
trading a weak ability for a more powerful one.
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ACE (DEX)

This character is either a classic wheelman or hot-dog pilot.
He can pull bootleg turns, storm barns, and work a vehicle
like Van Gogh worked with color. Instead of adding either
a vehicle’s dex bonus or his own when piloting, this char-
acter adds both the vehicle’s bonus and his own. Note: if a
vehicle has a penalty to an attribute, this still modifies the
character’s bonus as normal (See Vehicle Combat Rules,
p-160). At 5th level, the character can treat any negatives to
a vehicle’s attributes as 0. At 10th level, the character adds
an additional +1 to all rolls when piloting a vehicle.

ANIMAL HANDLING (CHA)

Pulp adventures are full of stories of heroes with loyal
animal companions. Where would the Lone Ranger be
without Silver, for example? Any player character can
choose to swap out any class ability and gain animal
handling in its stead. Any character choosing this class
ability should automatically begin play with an animal
of the player’s choice (subject to the GM’s approval) that
is either trained in the maximum number of tricks pos-
sible, or trained for a general purpose.

Animal handling allows the character to get an animal to
perform various tasks with a charisma attribute check. The
CL for this check depends on what you are trying to do.

Handle an animal 1
“Push” an animal 5

Teach an animal a trick ! 2 to 51
Train an animal for a general purpose 3to 101

Rear a wild animal 5 + animal’s HD

!See the specific trick or purpose below.

Handle an Animal: This task involves commanding an
animal to perform a task or trick it knows. If the animal
has taken any damage or ability score damage, the CL
increases by 2. If your check succeeds, the animal per-
forms the task or trick on its next action.

“PUSH” AN ANIMAL: To push an animal means to get it
to perform a task or trick it doesn’t know but is physically
capable of performing. This category also covers making
an animal perform a forced march or forcing it to perform
strenuous activity beyond that which would normally fa-
tigue or exhaust the creature. If the animal is wounded or
has taken any nonlethal damage or ability score damage,
the CL increases by 2. If your check succeeds, the animal
performs the task or trick on its next action.

Teach an Animal a Trick: You can teach an animal a
specific trick with one week of work and a successful
handle animal check against the indicated CL. An ani-
mal with an intelligence score of 1 can learn a maxi-
mum of three tricks, while an animal with an intelli-
gence score of 2 can learn a maximum of six tricks.
Possible tricks (and their associated CLs) include, but
are not necessarily limited to, the following:




ATTACK (CL 5): The animal attacks apparent enemies.
You may point to a particular creature you wish the
animal to attack, and it will comply if able. Normally,
an animal will attack only natural, living humanoids or
other animals. Teaching an animal to attack all crea-
tures (including such unnatural creatures as undead
and demons from beyond the pale) counts as two tricks.

COME (CL 2): The animal comes to you, even if it nor-
mally would not do so.

DEFEND (CL 5): The animal defends you (or is ready
to defend you if no threat is present), even without any
command being given. Alternatively, you can command
the animal to defend a specific other character.

DOWN (CL 2): The animal breaks off from combat or
otherwise backs down. An animal that doesn’t know this
trick continues to fight until it must flee (due to injury, a
fear effect, or the like) or its opponent is defeated.

FETCH (CL 2): The animal goes and gets something. If
you do not point out a specific item, the animal fetches
some random object.

GUARD (CL 5): The animal stays in place and prevents
others from approaching.

HEEL (CL 2): The animal follows you closely, even to
places where it normally wouldn’t go.

PERFORM (CL 2): The animal performs a variety of
simple tricks, such as sitting up, rolling over, roaring or
barking, and so on.

SEEK (CL 2): The animal moves into an area and looks
around for anything that is obviously alive or animate.

STAY (CL 2): The animal stays in place, waiting for you
to return. It does not challenge other encountered crea-
tures, though it still defends itself if it needs to.

TRACK (CL 5): The animal tracks the scent presented
to it. (This requires the animal to have the scent ability).

WORK (CL 2): The animal pulls or pushes a medium
or heavy load.

TRAIN AN ANIMAL FOR A PURPOSE: Rather than teaching
an animal individual tricks, you can simply train it for a gen-
eral purpose. Essentially, an animal’s purpose represents a
preselected set of known tricks fitting into a common theme,
such as guarding or heavy labor. The animal must meet all
the normal prerequisites for all tricks included in the train-
ing package. If the package includes more than three tricks,
the animal must have an intelligence score of 2.

An animal can be trained for only one general purpose,
though if the creature is capable of learning additional tricks
(above and beyond those included in its general purpose), it
may do so. Training an animal for a purpose requires fewer
checks than teaching individual tricks does, but no less time.

COMBAT RIDING (CL 10): An animal trained to bear a
rider into combat knows the tricks attack, come, defend,
down, guard, and heel. Training an animal for combat riding
takes six weeks. You may also “upgrade” an animal trained
for riding to one trained for combat riding by spending three
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weeks and making a successful CL 5 handle animal check.
The new general purpose and tricks completely replace the
animal’s previous purpose and any tricks it once knew.

FIGHTING (CL 5): An animal trained to engage in com-
bat knows the tricks attack, down, and stay. Training
an animal for fighting takes three weeks.

GUARDING (CL 10): An animal trained to guard knows
the tricks attack, defend, down, and guard. Training an
animal for guarding takes four weeks.

HEAVY LABOR (CL 3): An animal trained for heavy
labor knows the tricks come and work. Training an ani-
mal for heavy labor takes two weeks.

HUNTING (CL 10): An animal trained for hunting
knows the tricks attack, down, fetch, heel, seek, and
track. Training an animal for hunting takes six weeks.

PERFORMANCE (CL 5): An animal trained for perfor-
mance knows the tricks come, fetch, heel, perform, and
stay. Training an animal for performance takes five weeks.

RIDING (CL 5): An animal trained to bear a rider knows
the tricks come, heel, and stay. Training an animal for
riding takes three weeks.

REAR A WILD ANIMAL: To rear an animal means to
raise a wild creature from infancy so that it becomes do-
mesticated. A handler can rear as many as three crea-
tures of the same kind at once.

A successfully domesticated animal can be taught tricks
at the same time it’s being raised, or it can be taught as
a domesticated animal later.

TAMING AN ANIMAL: A character can attempt, with a
charisma check, to calm or tame a wild animal so that
it can be handled, or so that it does not feel threatened
(i.e., stop it from attacking). The CL for this check is
dependent upon the beast’s attitude when encountered.
The CL listed is for a check to improve the animal’s at-
titude by one step; multiple checks are allowed, but a
failure downgrades the animal’s attitude by two steps.
An animal downgraded beyond hostile immediately at-
tacks and no further checks are allowed.

TAMING AN ANIMAL

INITIAL ATTITUDE

Friendly CL1
Indifferent CL 2
Suspicious CL5
Antagonistic CL7
Hostile, Cornered, or Afraid CL 10

ANIMAL LEVELS: Whenever a character achieves a new
level of experience, so does his or her animal companion,
gaining a hit die and +1 to attribute checks and attack rolls.
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BOOK TWO —

MEDICINE (WIS)

Adventurers often have to deal with allies who are poi-
soned or infected with some horrible disease, or face en-
emies who do not wish to be captured, sometimes to the
point of committing suicide rather than being brought
in for questioning. For this reason, it can be useful to
have a working and thorough knowledge of toxins and
pathogens, and how to slow or stop their effects. A play-
er character can, at the cost of another class ability of
his choice, gain medicine in its stead. A character with
this ability undergoes years of study and training to
learn the signs, symptoms, and composition of poisons
used the world over; and of disease vectors, communi-
cability rates, and cures, and so he may actually have
knowledge of a poison or infection he has never seen.

Using this ability requires two wisdom checks. The first
check allows the character identify the nature of a pa-
tient’s affliction. At the GM’s discretion, the CL of this
check can increase depending on how rare or foreign the
substance or infection in question is. The second check
is to actually delay or neutralize the toxin or disease. The
character can, on a successful medicine roll, temporarily
halt the effect of poisons or illness. This ability allows the
character to stop the poison, bacteria, virus, or other for-
eign vector from working for one hour per character level.
It does not cure any damage the poison or disease has
already caused. The process takes one round, and the
character must have an appropriate first-aid kit and the
proper herbs and medicines to succeed at the attempt,
which can be made only once per individual.

If the roll exceeds the total needed for success by 6 or
more, the medic has successfully neutralized the poison
or infection. The afflicted individual suffers no additional
damage or effect from the poison, and any temporary ef-
fects end, but damage or effects already occurring are
not reversed. Players should keep in mind that some dis-
eases have no cure and some poisons have no antitoxin.

Another use of this ability is to perform general first aid
on a suffering or wounded person. If a character has
negative hit points and is losing hit points (at the rate
of 1 per round, 1 per hour, or 1 per day), a character
with this class ability can stabilize him or her. The CL of
the check to do so is equal to the number of hit points
the dying character is below zero. A stable character
regains no hit points but stops losing them.

Providing long-term care or treating a wounded person
for a day or more, allows the patient to recover hit points
or ability score points (lost to ability damage) at twice
the normal rate: 2 hit points per level for a full 8 hours
of rest in a day, or 4 hit points per level for each full day
of complete rest; 2 ability score points for a full 8 hours
of rest in a day, or 4 ability score points for each full day
of complete rest. The CL for this check is the same as
for a dying character if the patient is below O; otherwise
providing long-term care has a CL equal to the number of
patients being treated simultaneously. The medic needs
a few items and supplies (bandages, salves, and so on)
that are easy to come by in civilized lands.
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TRACKING (WIS)

The character with this ability can successfully track any
creature in a wilderness setting that leaves a discernable
trace. They can also determine characteristics about the
creature being tracked. With a successful wisdom check,
a character can find and follow a creature’s tracks or trail
for 5 hours. The character can also hide tracks at the
same level of ability. A character can, by sacrificing an-
other class ability, gain the acumen of an expert tracker.

When tracking or hiding tracks from enemies, a char-
acter receives a +2 bonus to the attribute check. The
Game Master may apply bonuses or penalties for vary-
ing conditions, such as the length of time elapsed since
the tracks were made, weather conditions, the num-
ber of creatures tracked, and the terrain the creatures
moved through.

A successful track check may also impart informa-
tion about the creature(s) being tracked. Once a trail is
found, a track check can determine the general num-
ber and type of creatures being tracked. The number
of creatures tracked should be disclosed to the player
character in one of the following categories: individu-
als (1-6), band (6-30), troop (20-100), or army (100+).
A character can identify specific animal tracks with no
effort. After having tracked a particular type of crea-
ture several times, the character can later identify its
tracks. At 5th level, a character can identify the specific
type of prey being tracked, if belonging to a society with
which the character has had some interaction: a jungle
tracker, for example, may be able to spot telltale signs
of different local primitive tribes.

At a 3rd level, a character can ascertain distinguish-
ing characteristics about the creatures tracked, such as
whether they are wounded, exhausted, carrying heavy
objects, or wearing certain armor. The character might
even be able to determine if a shaman or arcanist is in
the group being tracked. Only the Game Master’s im-
agination and desire to provide or enhance the game’s
story elements limit what marks or characteristics the
player can determine with the tracking skill.

TWO-FISTED

Characters with this ability can fight with a weapon in
each hand, so long as the weapon can be wielded in one
hand, including handguns as well as melee weapons.
This ability allows the character to make an extra at-
tack each round with the “off-hand” weapon. Normally,
when attempting to fight with weapons in two hands, the
character suffers a -3 penalty with his strong hand and
a -6 penalty with his “off” hand. Characters with this
ability suffer a -3 penalty with each hand at 1st level. At
Sth level, this penalty decreases to -2. At 10th level, the
penalty decreases to -1, and at 15th level, the character
may attack with a weapon in each hand at no penalty.
Characters seeking to take this ability should sacrifice
an appropriate combat-related class ability (at the GM’s
discretion), or two class abilities tied to mental attributes
or social situations (again, at the GM’s discretion).




USE/BREW POISONS (INT)

A character with this class ability can identify and make
poisons and antitoxins. Any character with the scien-
tist background, knowledge (chemistry), or the medi-
cine class ability can sacrifice an existing class ability
(though not a prerequisite one) to take this one instead.
Identifying a poison or antitoxin requires a successful
check. To make a poison or antitoxin, the character
needs access to a chemistry lab and raw materials cost-
ing at least $500. Training in the use of poison means
that he never risks accidental poisoning when applying
poison to a blade. Moreover, characters with this abil-
ity train with poisons of all types, and they slowly grow
more resistant to their effects. This is reflected by a +1
bonus to saving throws versus poisons gained. This
saving throw is gained at 3rd level.

WEALTHY (CHA)

Characters with this class ability have money and
friends. These characters automatically succeed on any
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wealth check (see p.62) to purchase any mundane item,
from a cigarette lighter to an automobile, and whenever
an item is encountered that needs to be purchased and
is beyond the current funds of the party, the wealthy
cast member adds +5 to the wealth check to purchase
the item.

WEAPON FINESSE

As with Two-Fisted, an appropriate combat-related
class ability should be sacrificed to acquire this abil-
ity. Weapon finesse allows a character, when using a
light melee weapon or rapier, to use her dexterity bo-
nus in place of her strength bonus when rolling to hit
in combat. At 5th level, she can also, when appropri-
ately armed, substitute her dexterity bonus for strength
when rolling damage. At 9th level, her flashing blades
also provide a measure of defense; she improves her
AC against melee attacks (and only melee attacks) by
+2 when using appropriate light weapons or a rapier.
At 12th level she gains an additional +1 to AC against
melee attacks.
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BACKGROUNDS, SKILLS, AND TRAITS

laying a pulp hero requires flare and
flavor. To this end, several new as-
pects besides generic class abilities
are added to character creation to al-
low a high degree of uniqueness and
customization to each character,
making every Amazing Adventures
character distinct from all others
without sacrificing speed, simplicity, or ease of play.

CHARACTER BACKGROUNDS
DETERMINING BACKGROUNDS

Two methods exist for determining character back-
grounds. Method One -- the preferred method -- is to al-
low each player to script out his character’s back-story
as he likes, and then work with the GM to choose an
appropriate background(s) based on that story. Meth-
od Two is to roll randomly for backgrounds, which is
a suitable method for players who prefer the “gonzo”
nature of random character generation.

In addition, every class should be assumed to have a
knowledge skill in their appropriate class. Thus, so-
cialites have knowledge (socialite) and gadgeteers have
knowledge (gadgeteer); class-specific knowledge skills
likely encompass one or more of those listed below, but
are considered bonus knowledge based off of the char-
acter’s chosen path in life.
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METHOD ONE: PLAYER'S CHOICE

GMs should be careful to adjudicate this freeform method
closely to maintain game balance, and in no case should a
player ever begin play with more than three backgrounds
(not counting their class-specific one). Backgrounds need
not be selected from the table below, which is offered only
for use with Method Two and potentially as a list of sug-
gestions for appropriate backgrounds. This list is not all-
inclusive; if a player has an idea for a character background not
listed on the table, the GM should work with the player to allow
such a new background. A character, for example, who wishes
to play a professor of ancient history does not need to create “pro-
fessor” as a background; rather, he can simply chose “historian,”
and say that his character teaches at the local university.

METHOD TWO: RANDOM GENERATION

To determine backgrounds randomly, players should
roll a d20 at character creation. The result determines
the profession to which the character was exposed be-
fore beginning his life as an adventurer (and often, the
“day job” he currently holds). Backgrounds separated
by a slash indicate a choice. A player who rolls a 1, for
example, does not have a background in science and
medicine—he should choose one of the two.

TABLE 2-1: CHARACTER BACKGROUNDS
D20 ROLL BACKGROUND

1 Scientist (type) /Doctor*

2 Mechanic

3 Businessman

4 Reporter

5 The Mean Streets

6 Factory or Blue Collar Worker
7 Mathematician

8 Photographer

9 Artist

10 Historian

11 Archaeologist /Anthropologist
12 Writer /Novelist

13 Chef /Restaurateur

14 Theologian /Religious Scholar
15 Lawyer /Law Enforcement

16 Professional Athlete

17 Actor /Actress

18 Politician

19 Roll Twice

20 Roll Three Times

*This does not provide practical, applicable skill in ad-
vanced medicine, only “book knowledge” and exposure
to the medical field. At best, a player with this skill could
make a good guess at a diagnosis for an ailment, per-
form basic first-aid, and determine if hospitalization and
professional treatment is required. If a player wishes his
character to actually have the skills of a doctor or sur-
geon, see the medicine generic class ability.




USING BACKGROUNDS

These professions represent a character’s previous occu-
pations or careers the character tried or held before taking
up a life of adventuring (and possibly still holds). In these
areas, the character has had special training or experi-
ence that provides bonuses in certain situations. Any time
a character can call upon his life’s training or experience,
he gains +2 to the check, which adds, if applicable, to a
prime bonus. The GM decides when such useable life-
path situations occur, though players are encouraged to
be creative in suggesting the use of such abilities.

For Example: a group needing to unload some pilfered
treasures on the black market comes to a marketplace
in Egypt. Several backgrounds could be appropriate for
use in haggling with collectors. Archaeologists or anthro-
pologists certainly would be useful in knowing just what
the PCs have, as would religious scholar if the artifacts
are of religious import. Any time a player can justify to the
GM’s satisfaction that his background could play an im-
portant role in an attribute check, he gains +2 to his roll.

Under no circumstances should these backgrounds re-
place any class ability; the rules for mimicking cross-
class abilities still apply. Thus, a mentalist with the pol-
itician or actor/actress background may attempt to use
social skills and contacts, gaining a +2 to the check, but
still does not add his level as a bonus to the roll, since
having contacts and high social standing are generally
tied to the socialite’s connected class ability. Characters
whose backgrounds complement their class abilities, on
the other hand, do see the benefits of doing so. Thus, a
raider with the archaeologist background adds his class
level and an additional +2 to all legend lore checks re-
lated to archaeology.

Likewise, the character’s background can serve as an
(albeit minor) restriction on his abilities. A character,
for example, cannot build an atomic bomb without
some sort of appropriate science background, no mat-
ter how high his intelligence score is. If an attempt is
antithetical to a character’s background, the attempt
probably shouldn’t be allowed, though, as always, this
is at the GM’s discretion.

IMPROVING BACKGROUNDS

At levels 5, 10, 15, and 20, a character can improve a
single background, which then sees its bonus increase
by +1. Likewise, characters randomly rolling back-
grounds and receiving redundant results on their initial
background selections can opt to increase the bonus
to any redundant background rather than re-rolling it.
For example, Joe gets 2 rolls on the background table;
both rolls indicate “historian.” He can choose to re-roll
the second result in hopes of getting a different back-
ground, or he may improve his historian background,
granting an additional +1 to history-related checks in
addition to the normal +2, for a total of +3.

ADVANCED CHARACTER CUSTOMIZATION

KNOWLEDGE SKILLS

Knowledge skills function similarly to backgrounds in
game, but represent more specialized areas of knowl-
edge and skill. For every point of intelligence bonus a
character has, he can opt, in lieu of an extra language,
to take a knowledge skill. Knowledge actually encom-
passes a number of unrelated skills. Knowledge repre-
sents a study of some body of lore, possibly an academic
or even scientific discipline. Whereas backgrounds are
more widely applicable, knowledge skills grant slightly
more information. Ability checks using a knowledge skill
add +3 instead of +2. Bonuses from knowledge skills
and backgrounds never combine. The rationale behind
this is to keep bonuses from running away and making
checks too simple. At the GM’s option in certain cases,
however, it may be possible to combine the bonuses.
Adjudicate this on a case-by-case basis. Players receive
one or the other, but never both. Thus, a player with an
archaeologist background with knowledge in myths and
legends does not gain +5 to discover the meaning of an
ancient scroll; in this case, the archaeology knowledge
allows him to assess the probable age and authentic-
ity, adding +2 to the check to do so, whereas the myth
and legend knowledge would allow him to interpret the
meaning of the story on the scrolls, adding +3 to that
check. He cannot combine the two bonuses to one check.

Unlike backgrounds, knowledge skills are not improved
(other than by the character’s level being added to the
check). However, when a character gains the option
to improve a background at levels 5, 10, 15 and 20, he
may instead choose to gain a new knowledge skill. A new
knowledge skill always begins at 1st-level experience. Any
ability checks with the new skill add +3 for the knowledge
bonus and +1 for being at 1st level (if they don’t overlap
another class’s ability). Players should keep track of new
skills and their effective level on their character sheets.

Some knowledge skills may overlap with class abilities.
Knowledge skills overlapping with class abilities, on the
other hand, impart an additional +2 to the use of said
class ability rather than the standard +5 on skill-specif-
ic ability checks. A character possessing a skill mimick-
ing the abilities of another class (one of which the char-
acter is not a member) still gains +3 to relevant ability
checks, but does not add their character level to the
check. Skills are not a means to supplant class abilities;
rather they are designed to supplement character crea-
tion and help to provide a means of character customi-
zation. Where overlap occurs with a class or class abil-
ity is a gray area, so the GM is encouraged to err on the
side of the class rather than the skill: meaning if you’re
not sure, don’t allow the addition of character levels.

TYPICAL KNOWLEDGE SKILLS

Below are listed typical fields of study. There are countless
more, and GMs should encourage players to come up with
their own unique ideas. Again, skills overlapping with class
abilities or which step on the toes of another class, should
not allow the character’s level to be added to the roll. Thus,
a non-socialite with knowledge (high society) gains +3 to the
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check, but does not add character level. Likewise, knowl-
edge skills do not add to backgrounds; characters gain the
benefits of one or the other on any given roll, not both.

ARCANA: ancient mysteries, magic traditions, arcane
symbols, cryptic phrases, secret societies and magic theory

ARCHITECTURE AND ENGINEERING: build-
ings, aqueducts, bridges, fortifications

DIPLOMACY: ctiquette, politics, confidence games,
information gathering

GEOGRAPHY: lands, terrain, climate, people

HISTORY: royalty,
founding of cities

wars, colonies, migrations,

LOCAL: legends, personalities, inhabitants, laws,
customs, traditions, humanoids

MILITARY: heraldry, uniforms, military etiquette,
ranks, insignias, etc.

MYTH AND LEGEND: monsters, religious stories
and traditions, folklore, gods and goddesses, myth-
ic history, ecclesiastic tradition, holy symbols

NATURE: animals, plants, seasons and cycles,
weather, vermin

HIGH SOCIETY: lineages, family trees, mottoes,
personalities and celebrity

WARFARE: strategy, tactics, siege engines, etc.

In many cases, you can use one of these skills to identi-
fy monsters and their special powers or vulnerabilities.
In general, the CL modifier of such a check equals the
monster’s HD. A successful check allows you to remem-
ber a bit of useful information about that monster.
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For every 5 points by which your check result exceeds
the CC, you recall another piece of useful information.

CHARACTER TRAITS

Traits are aspects of a character’s personality, back-
ground, or physique that make him better at some ac-
tivities and worse at others. A character can have only
a limited number of traits, and each trait provides some
benefit. However, traits also carry a corresponding draw-
back. In addition to their game effects, traits suggest
characteristics about the character’s personality that
might lead to interesting roleplaying opportunities. To-
gether with a character’s class and skill selection, traits
offer a way for game mechanics to encourage deeper
character backgrounds and consistent roleplaying.

Traits serve as an interesting starting point for roleplay-
ing, reminding players of their characters’ most prominent
strengths and weaknesses. However, roleplaying a certain
aspect of a character’s personality does not require pos-
sessing the trait. For example, a character can be honest
and forthright without the honest trait. The player should
roleplay the character consistently, even though the char-
acter’s honesty has no effect on his skill checks.

A character can begin play with up to two traits, which the
player chooses at the time of character creation. Alternative-
ly, the GM can require players to roll on Table 2-2: Character
Traits to determine the traits their characters possess. Keep
in mind, however, that some roll results might be wildly in-
appropriate for a given character—there’s no reason for any-
one but an arcanist, for example, to gain spellgifted. In such
cases, the GM should always permit a re-roll.

ADDING TRAITS

If the GM allows it, players may add traits to their char-
acters after 1st level. The GM might allow a player to as-
sign a trait to her character after she has roleplayed the
character in a manner consistent with the trait in ques-
tion, or after a traumatic or life-changing experience (after
dying, a character might develop the cautious trait or the
aggressive trait). If the GM includes this option, a charac-
ter should gain a new trait no more frequently than once
every five levels. Since traits add both bonuses and penal-
ties, there is no cost for the acquisition of a new trait; the
players just need the GM’s permission to add them.

BUYING OFF TRAITS

As characters advance in level and ability, they might
want to discard traits they chose at the beginning of play.
This is not easy; changing one’s personality requires a lot
of work and discipline. This costs a character experience
points. Buying off a trait with XP costs 2,000 XP per char-
acter level (the older you are, the harder it becomes to
effect change in your life). For example, an abrasive char-
acter can work on becoming more personable by spending
XP to buy off the abrasive trait; at 1st level, the cost to do
this is 2,000 XP. At 4th level, the cost to buy off this trait
would be 8,000 XP. This represents the character shifting
focus from advancing in her chosen career to making a
change in the core of who she is.




DESIGNING TRAITS

Although this section provides a large number of char-
acter traits, a player wanting to create a character with
a distinctive personality may ask the GM to design a
new trait. If that happens, the GM should keep in mind
the trait’s variant is only effective if the benefits and the
drawbacks of the traits are related. If the drawback and
benefit of a trait apply to disparate or unrelated aspects
of the game, it becomes too easy for a player to choose a
trait for her character that provides a bonus on a com-
monly attempted ability check or skill check, while the
corresponding penalty applies to a rarely used or never
used aspect of play. For example, a trait giving a bonus
to armor class and a penalty on attack rolls would be
poor design because spellcasters make very few attack
rolls (making the penalty far less severe), yet they con-
tinuously gain the benefit of the increased AC.

As long as the GM and player talk about a new trait
ahead of time and view it in light of what skills and
abilities the character uses most often, this potential
pitfall is easy to avoid.

TABLE 2-2: CHARACTER TRAITS

D% TRAIT D% TRAIT
01-03 | Abrasive 50-51 | Nightsighted!
04-06 | Absent-minded | 52-54 | Passionate
07-09 | Aggressive 55-57 | Plucky
10-11 | Brawler! 58-60 | Polite
12-13 | Cautious! 61-62 | Quick!
14-16 | Detached 63-65 | Reckless
17-19 | Dishonest 66-68 | Relentless
20-21 | Distinctive! 69-70 | Saddleborn
22-24 | Easygoing 71-73 | Skinny
25-27 | Farsighted 74-76 | Slippery
28-30 | Focused 77-78 | Slow!
31-33 | Hard of Hearing | 79-81 | Specialized
34-36 | Hardy 82-84 | Spellgifted
37-39 | Honest 85-87 | Stout
40-41 | Iliterate) 88-90 | Suspicious
42-43 | Inattentive! 91-93 | Torpid
44-46 | Muscle-bound | 94-96 | Uncivilized
47-49 | Nearsighted 97-100 | Roll again twice?

1. Trait has special restrictions (see the text). If you don’t
qualify, roll again.

2. No starting character may have more than two traits. If
a player rolls this result two or more times, the player may
choose which two traits to keep.

ROLEPLAYING TRAITS

If a player creates a character with one or more of the
traits described here, she has three basic choices for
how that trait affects the character’s personality.
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First, the character might view the trait as a weakness.
A character with this view might try to hide the trait or
make excuses for his behavior. On the other hand, he
might seek out others with the trait to feel better about
his own idiosyncrasy.

Second, the character might view the trait as a strength.
A character might call attention to the trait, encourage
others to act in ways that mimic the trait, or simply as-
sume that those without the trait are less worthy than
those who possess it.

Finally, the character might not acknowledge the trait at
all. A character might adopt this attitude toward a trait
for several reasons, each suggesting something different
about the character’s background and personality.

The character might not be aware of the trait; for example,
a nearsighted character might not realize that others see
better at a distance because his impairment is mild and
the onset was so gradual that he never noticed the change.

The character might be aware of the trait but not want
to admit he possesses it. For example, an abrasive char-
acter might realize his mannerisms affect others, yet
find more solace in putting the blame on those whom he
offends rather than on himself.

Lastly, the character might know but simply not care.

TRAIT DESCRIPTIONS

Each trait in this section includes a benefit, a draw-
back, any special limitations regarding its selection by a
character, and roleplaying ideas for how to incorporate
it into your character’s personality.

ABRASIVE

You are difficult and demanding in conversation, tend-
ing to rile those around you.

Benefit

You gain a +1 bonus on charisma checks to intimidate
others.

Drawback

You take a -1 penalty on charisma checks to be diplo-
matic or bluff another.

Roleplaying Ideas

Characters with this trait might be loud and abrupt or
quiet and sinister, but either way, most find them dis-
concerting or irritating.

ABSENT-MINDED

You are fascinated by knowledge and learning and can
pursue complex trains of thought quite quickly. Howev-
er, your preoccupation with such thoughts makes you
a little less aware of your surroundings.

Benefit

You gain a +1 bonus on intelligence checks to recall infor-
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mation about a subject, area, person, culture, etc. This
bonus stacks with the raider class’s legend lore ability.
Drawback

You take a -1 penalty on wisdom checks to spot or lis-
ten. This penalty applies to the listen class ability and
to the case target ability.

Roleplaying Ideas

Characters with this trait might flit from idea to idea,
trailing off in mid-sentence or mumbling their way
through complex ideas. Conversely, characters with this
trait might be extremely articulate but still allow their
thoughts to move faster than the pace of a conversation.
AGGRESSIVE

You are quick to initiate combat, and you tend to press
the attack once battle is joined. Your enthusiasm makes
you a dangerous foe, but you sometimes leave yourself
open to blows a more cautious warrior would avoid.
Benefit

You gain a +2 bonus on initiative checks.

Drawback

You take a -1 penalty to armor class.

Roleplaying Ideas

Characters with this trait are often hotheaded and quick to
anger or simply think the best defense is a quick offense.
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BRAWLER

You naturally move close to your opponents when fight-
ing, instinctively grabbing and punching rather than
striking with weapons.

Benefit

You gain a +1 bonus on unarmed attack rolls and grap-
ple checks, and may inflict normal damage (1d4) with
unarmed attacks.

Drawback

You take a -2 penalty on all other attack rolls.

Special

The bonus from this trait doesn’t apply to natural weap-
ons and does not stack with pugilist class abilities. Pu-
gilists are already natural brawlers. If a character with
this trait gains a level in the pugilist character class, he
loses this trait. This is an exception to the rule regard-
ing the use of experience points to buy off traits.

Roleplaying Ideas

Characters with this trait often disdain the use of weap-
ons entirely, and some eventually learn more refined
martial arts based on their instinctive fighting tech-
niques. Many brawlers might not even be consciously
aware they fight differently from other characters; they
simply know the best way to take someone out of a fight
is to grab him or punch him in the face.

CAUTIOUS

You are cautious in combat, even a bit cowardly, and you
take more care to defend yourself than others. However,
this caution renders you susceptible to fear effects.

Benefit

You gain an additional +1 dodge bonus to armor class
whenever you use the dodge combat maneuver, or when
fighting defensively (see p. ?).

Drawback

You take a -1 penalty on saving throws made to resist
fear effects.

Special

You cannot select this trait if you have immunity to fear
or fear effects. If you later gain immunity to fear, you
lose the benefit of this trait. This is an exception to the
rule regarding the use of XP to buy off traits.

Roleplaying Ideas

Characters with this trait might consistently urge talk-
ing rather than fighting, or they might do little to en-
courage their companions to avoid combat and simply
remain as far away from foes as possible, using ranged
weapons or spells.

DETACHED

You maintain a distance from events that keeps you
grounded but limits your reaction speed.




Benefit

You gain a +1 bonus on wisdom checks.

Drawback

You take a -1 penalty on dexterity checks.

Roleplaying Ideas

Characters with this trait are likely to be quiet and re-
strained, but they might be vocal when others falter in
their beliefs.

DISHONEST

You are naturally deceitful and insincere with others.
You have a talent for lying, but have difficulty convinc-
ing others when you do speak truthfully.

Benefit

You gain a +1 bonus on charisma checks to bluff another.

Drawback

You take a -2 penalty on charisma checks to be diplo-
matic.

Roleplaying Ideas

Characters with this trait might be portrayed as crafty
liars, or lying might simply be second nature to them,
making actually telling the truth a difficult chore.
DISTINCTIVE

You have some distinctive physical feature such as a
scar, a prominent nose, a limp, or some similar charac-
teristic that is hard to disguise or conceal.

Benefit

You gain a +1 bonus on reputation checks. For informa-
tion on reputation, see p. ?.

Drawback

You take a -1 penalty on disguise checks.

Roleplaying Ideas

Characters with this trait might be sensitive about it,
or they might play up its presence to gather attention,
sympathy, or notoriety.

EASYGOING

You are naturally friendly and trusting. Others feel
comfortable around you, but this trait also makes it
more difficult for you to be pushy or suspicious.

Benefit

You gain a +1 bonus on charisma checks to be friendly,
diplomatic, or gain information.

Drawback

You take a -1 penalty on charisma checks to intimidate
another, and on wisdom checks to detect falsehoods,
lies, or ulterior motives.
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Roleplaying Ideas

Characters with this trait might be more easily manipu-
lated in interactions with NPCs, or they might simply
prefer not to argue and instead use their natural talent
to learn more about the world around them.
FARSIGHTED

You have difficulty focusing on nearby objects, but your
distance vision is more keen than normal.

Benefit

You gain a +1 bonus on wisdom checks related to spot-
ting things in the distance, or on the fly. This bonus
stacks with class or racial abilities to notice secret com-
partments, unusual stonework, or anything hidden.
Drawback

You have a -2 penalty on wisdom checks to search areas up
close. This penalty also affects to class or racial abilities to
search for traps, secret compartments, or anything hidden.
Roleplaying Ideas

Characters with this trait might be sensitive about it, or
they might simply be oblivious to its presence, having
never known any different way of experiencing the world.
FOCUSED

You can keep your attention on a task despite many dis-
tractions; however, events in the background pass you by.
Benefit

You gain a +1 bonus on attribute checks involving con-
centration. The GM determines the situations in which
this trait applies.

Drawback

You take a -1 penalty on wisdom checks to spot some-
thing hidden or out of place, or to hear unusual sounds
unless you are concentrating on the task of listening or
searching a specific area.

Roleplaying Ideas

Characters with this trait often seem single-minded or
even obsessive in their focus on a specific task.

HARD OF HEARING

You have a slight hearing impairment, and to compen-
sate, you have become more in tune with your other
senses.
Benefit

You gain a +1 bonus on attribute checks involving sight.

Drawback

You take a -2 penalty on attribute checks involving hearing.

Roleplaying Ideas

Characters with this trait might be sensitive about it, or
they might simply be oblivious to its presence, having
never known any different way of experiencing the world.
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HARDY

You are made of tougher stuff than the average person,
but you’re not quite as quick to react to dangerous situ-
ations.

Benefit

You gain a +1 bonus on constitution-based saves.

Drawback

You take a -1 penalty on dexterity-based saves.

Roleplaying Ideas

Characters with this trait might see their physical prow-
ess as normal and look down on less hardy individuals, or
they might see it as their duty to play the role of protector,
helping those less able to endure physical hardship.
HONEST

You are naturally straightforward and sincere. This qual-
ity helps you persuade people to your viewpoint, but you
have difficulty telling lies and seeing deception in others.
Benefit

You gain a +1 bonus on charisma checks to be diplo-
matic or make the truth work to your advantage.
Drawback

You take a -1 penalty on charisma checks to be dishon-
est or wisdom checks to sense dishonesty in others.
Roleplaying Ideas

Characters with this trait might be naive and too un-
sophisticated to lie, or they might be aware of worldly
matters and simply choose to take a higher ground.
ILLITERATE

You cannot read, but you have devoted yourself to
learning other skills.

Benefit

Choose any one attribute that is designated prime for
your character. You gain a +1 bonus on checks using
that attribute.

Drawback

You are illiterate.

Special

You can'’t select this trait if your character is already il-
literate because of race, class, or any other reason.
Roleplaying Ideas

Characters with this trait might be sensitive about being

>

unable to read, or they might not value “book learnin’.

INATTENTIVE

You are alert and skilled at finishing simple tasks
quickly, but you have a difficult time dealing with long-
er, more complex tasks.
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Benefit

You gain a +1 bonus on wisdom checks to spot some-
thing hidden or out of place, or to hear unusual sounds
unless the listening or searching requires patience and
concentration. You also gain a +1 bonus to all attribute
checks involving tasks that can be completed quickly
(excluding combat).

Drawback

You take a -1 penalty on attribute checks involving con-
centration or focus for more than a few moments, or on
ongoing tasks. Situations where this applies are at the
GM’s discretion.

Roleplaying Ideas

Characters with this trait might flit from subject to sub-
ject in conversation, or they might seem typical in most
situations but leave most of their long-term projects
perpetually unfinished.

MUSCLE-BOUND

You are good at almost everything that requires
strength, but less adept than most at tasks requiring
coordination.

Benefit

You gain a +1 bonus on strength-based attribute checks.

Drawback
You take a -2 penalty on dexterity-based attribute checks.

Roleplaying Ideas

Characters with this trait are likely to solve problems
with physical strength rather than through trickery or
finesse.

NEARSIGHTED

You have difficulty focusing on distant objects, but your
eye for detail is more keen than normal.

Benefit

You gain a +1 bonus on wisdom checks to search areas
up close. This bonus stacks with class or racial abilities to
search for traps, secret compartments, or anything hidden.

Drawback

You have a -2 penalty on wisdom checks related to spot-
ting things in the distance, or on the fly. This penalty
also applies to class or racial abilities to notice secret
compartments, unusual stonework, or anything hidden.

Roleplaying Ideas

Characters with this trait might be sensitive about it, or
they might simply be oblivious to its presence, having
never known any different way of experiencing the world.

NIGHTSIGHTED

Your eyes are particularly well suited to using some
form of night vision, but they are less well adapted to
what others consider normal light.




Benefit

Increase your night vision by one level. If you don’t nor-
mally have it, you gain Duskvision. Duskvision, in turn,
becomes Twilight Vision. Twilight Vision becomes Dark-
vision, and Darkvision becomes Deepvision.

Drawback

You take a -1 penalty on all attribute checks and com-
bat rolls when in areas of bright light.

Roleplaying Ideas

This trait might not affect a character’s personality at
all, but it might make the character prefer going on un-
derground or nighttime adventures.

PASSIONATE

You are made of tougher stuff than the average person,
but you are highly suggestible.

Benefit

You gain a +1 bonus on constitution-based saves.

Drawback

You take a -1 penalty on wisdom-based saves.

Roleplaying Ideas

Characters with this trait might be gruff and place ex-
treme value on overcoming physical obstacles, or con-
versely, their weakness against magical enchantments
might leave them fascinated and fearful of such things.

PLUCKY

You have a strength of will not reflected in your limited
physical gifts.

Benefit

You gain a +1 bonus on wisdom-based saves.

Drawback

You take a -1 penalty on constitution-based saves.

Roleplaying Ideas

Characters with this trait might be annoyingly positive-
minded, or they might only show their mental resilience
in times of dire need.

POLITE

You are courteous and well spoken.

Benefit

You gain a +1 bonus on charisma checks made to be
diplomatic.

Drawback

You take a -2 penalty on charisma checks when at-
tempting to intimidate another.

Roleplaying Ideas

Characters with this trait might be honestly polite and
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kind, or they might simply be adept at mimicking social
conventions to get what they want.

QUICK

You are fast, but less sturdy than average members of
your race.

Benefit

Your base movement rate increases by 10 feet, and you
gain +1 to initiative.

Drawback

Subtract 1 from your hit points gained at each level,
including 1st (a result of O is possible).

Roleplaying Ideas

Characters with this trait typically try to stay away from
physical combat, but a rare few might relish it, striving to
see if their superior speed is enough to best hardier warriors.

RECKLESS

You naturally sacrifice accuracy to put more power be-
hind your blows.

Benefit

You gain a +1 bonus on damage rolls after successful
melee attacks.

Drawback

You take a -1 penalty on melee attack rolls.

Roleplaying Ideas

Characters with this trait might be loudly passionate
about entering combat and overcoming foes through
strength of arms, or they might be quiet and so desperate
to avoid confrontation that they put extra effort into eve-
ry blow in an attempt to end the encounter more quickly.

RELENTLESS

You don’t know the meaning of the word “tired.” You go
all out until you simply can’t continue.

Benefit

You gain a +2 bonus on constitution checks and similar
checks made to continue tiring activities or to resist fa-
tigue. In cases of level drain, you are entitled to a sepa-
rate constitution check to avoid becoming fatigued from
the level drain. The CL of this check is equal to the HD
of the creature inflicting the level drain.

Drawback

Any effect or condition that would normally cause you
to become fatigued instead causes you to become ex-
hausted (See Fatigue and Exhaustion, p. ?).

Roleplaying Ideas

Characters with this trait may see others as soft or weak,
especially anyone who complains about being tired or fa-
tigued. They might openly scoff at others’ weaknesses,
or they might quietly encourage them to “tough it out.”
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SADDLEBORN

You are a natural in the saddle, but you have little pa-
tience for handling animals when not riding them.
Benefit

You gain a +1 bonus on dexterity checks to ride animals,
including animals not normally thought of as mounts.
Drawback

You take a -1 penalty on attribute checks to handle,
train, or otherwise care for animals.

Roleplaying Ideas

Characters with this trait rarely bother to consider ani-
mals as good for anything other than mounts, but they
are extremely confident about their riding abilities.

SKINNY

You are very slender for your race.

Benefit

You gain a +1 bonus on attribute checks made to escape
from bonds such as rope or shackles. You also use your dex-
terity rather than your strength to attempt to escape from
bonds. This trait stacks with appropriate class abilities.

Drawback

You take a -2 penalty on strength checks to
avoid over bearing.

Roleplaying Ideas

Skinny characters tend to be pushed around
by tougher types, so those with this trait might
be shy, or they might be very defensive when
faced with such situations.

SLIPPERY

You are less adept at grappling and wrestling
than others of your size and strength, but you
are adept at slipping out of another’s hold.

Benefit

You gain a +1 bonus on checks to escape a
grapple or avoid being grappled.

Drawback

You take a -1 penalty to attempt to grapple
another.

Roleplaying Ideas

Characters with this trait might fear close com-
bat, knowing they are less adept grapplers than
most opponents. On the other hand, good es-
cape artists with this trait might enjoy baiting
larger foes into grappling them, knowing they
can easily slip out of the grasp of most foes.
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SLOW

You are slow, but sturdier than average members of
your race.

Benefit

Add +2 to your hit points gained at each level.

Drawback

Your base movement is halved (round down to the near-
est 5-foot interval).

Special

You must have a base land speed of at least 20 feet to
select this trait.

Roleplaying Ideas

Characters with this trait tend to be relatively immobile in
combat. They typically prefer to wear strong armor (or other
protective devices), since it’s hard for them to flee a fight.

SPECIALIZED

You have a knack for one kind of work or study, but
other tasks are harder for you to accomplish.

Benefit

Choose one specific background or skill. You gain a +2
bonus on checks using the specified background or skill.




Drawback

You take a -2 penalty on checks using all other back-
grounds or skills.

Special

This trait is only available in campaigns using back-
grounds or skills.

Roleplaying Ideas

Characters with this trait often see themselves as elite
artists or experts rather than mere professionals, and
they might regard their chosen vocation or study as
more useful or interesting than other tasks.

SPELLGIFTED

You have a gift for casting spells of certain type. Al-
though your spells in this area are more potent than
those of other casters, you are not as effective at casting
spells from other schools.

Benefit

Choose a type of magic from the following list: con-
juring/summoning, defensive, divination, elemental
(choose an element), enchantments/charms, illusion,
necromancy/healing, offensive (spells that cause di-
rect damage), transmutation/alteration. Add 1 to your
caster level when casting spells of this type. Some spells
may be at the GM’s discretion for the category under
which they fall.

Drawback

Reduce your caster level by 1 whenever you cast a spell
that is not from your chosen school.

Special

Not all spells on the charisma spell list are considered
illusion spells. Color spray, for example, is an offensive
spell; fog cloud could be defensive or conjuring/sum-
moning, and light could be enchant, transmutation, or
conjuring, at the GM’s discretion. The GM always has
final ruling on what school a spell falls under.

Roleplaying Ideas

Characters with this trait might be loudly vocal about
the merits of the school of magic that they understand
most readily, or they might feel awkward and out of
place around “normal” spellcasters as a result of their
unusual aptitude.

STOUT
You are stocky and heavy.

Benefit

You gain a +2 bonus on strength checks to avoid being
bull rushed or overrun.

Drawback

You take a -1 penalty on dexterity checks to escape bonds.
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Roleplaying Ideas

Overweight characters are often bullied, so those with
this trait might be shy, or they might be very defensive
when faced with such situations. Some turn to humor
to defuse such situations, while others become bitter.
SUSPICIOUS

You are naturally suspicious of everyone and everything.
While this trait makes you hard to fool, it makes others
slightly less likely to agree with you or find you threatening.
Benefit

You gain a +1 bonus on wisdom checks to detect lies,
falsehoods, or ulterior motives in others.

Drawback

You take a -1 penalty on charisma checks to be diplo-
matic or intimidate others.

Roleplaying Ideas

This trait might express itself as comic levels of para-
noia, or it might make the character quietly cautious
about others.

TORPID

You are sluggish and slow to react to danger, but also
resistant to others’ commands.

Benefit

You gain a +1 bonus on saves against enchantment
(compulsion) effects.

Drawback

You take a -2 penalty on initiative checks.

Roleplaying Ideas

Torpid characters may be seen as lazy, or as methodical
and measured in their actions.

UNCIVILIZED

You relate better to animals than you relate to people.

Benefit

You gain a +1 bonus on charisma checks to handle ani-
mals (See Animal Handling, p. ?).

Drawback

You take a -1 penalty on charisma checks to bluff, gath-
er information, or be diplomatic.

Roleplaying Ideas

Characters with this trait are likely to feel awkward in
many social situations; that might be expressed as shy-
ness and quiet behavior, or it might be expressed through
an overly exuberant need to participate in conversations.
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SANITY

This optional system allows you to introduce an element
of dark horror into your game. In campaigns using these
rules, characters gain a new attribute called sanity. This
statistic functions like an ability score in some ways, but
it has its own unique mechanics representing the char-
acter’s descent from a stable and healthy mental state
into confusion, dementia, and mental instability. As a
character encounters monsters, witnesses horrible acts,
masters forbidden knowledge, or casts spells, his san-
ity score, and his corresponding ability to function as a
normal member of his race, deteriorates. This gradual
descent is balanced in part by the powers that charac-
ters gain each time they overcome a horrific foe or grow
in skill and expertise, but even as those characters grow
in power, they know or fear that an even greater peril lies
ahead—the threat of becoming permanently insane.

These optional rules are not recommended for Game
Masters who desire their games to be of the heroic, two-
gun, fast and furious style. Games including sanity
tend to be more nihilistic in tone and generally involve
either inevitable slides into madness or raging against
an equally inevitable dying of the light. There’s rarely a
light at the end of the tunnel in games involving sanity,
so think carefully before importing it into your game.
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WHAT IS SANITY?

Sanity is the natural mental state of ordinary life. Normal
mental balance is endangered when characters confront
horrors, entities, or activities that are shocking, unnatu-
ral, and bewildering. Such encounters cause a character
to lose points from his sanity score, which, in turn, risks
temporary, indefinite, or permanent insanity. Mental
stability and lost sanity points can be restored, up to a
point, but psychological scars may remain.

Insanity occurs if characters lose too many sanity points
in a short time. Insanity does not necessarily occur if
sanity points are low, but a lower sanity score makes
some forms of insanity more likely to occur after a char-
acter experiences an emotional shock. The character’s
sanity may be regained after a few minutes, recovered
after a few months, or lost forever.

A character may regain sanity points, and may even in-
crease her sanity point maximum. However, increasing
a character’s ranks in the knowledge (forbidden lore) al-
ways lowers her maximum sanity by an equal amount.

FORBIDDEN LORE

The sanity rules assume some knowledge is so alien to
human understanding that simply learning of its exist-
ence can shatter the psyche. While magic and nonhu-
man races form an everyday part of an Amazing Ad-
ventures character’s life, even a seasoned adventurer
cannot conquer or understand some things. Knowledge
of these secrets and creatures is represented by a new
knowledge skill that goes hand in hand with a char-
acter’s sanity score: Forbidden lore. Even if the GM
decides not to use knowledge skills or backgrounds in
game, if sanity rules are adopted, this particular knowl-
edge should be included.

This type of knowledge permanently erodes a charac-
ter’s ability to maintain a stable and sane outlook, and
a character’s current sanity can never be higher than
99 minus the modifier the character has in the knowl-
edge (forbidden lore) skill. This number (99 minus for-
bidden lore skill) is the character’s maximum sanity.

KNOWLEDGE (FORBIDDEN LORE)

You know That Which Should Not Be Known. You have
had horrible supernatural experiences and read forbid-
den tomes, learning truly dark secrets that challenge
everything you thought you knew. Since these revela-
tions defy logic or commonly accepted fact, it does not
matter how intelligent or wise you are when using this
skill—only how much exposure to these dark secrets
themselves you have experienced.

KNOWLEDGE SIEGE CHECKS

The knowledge (forbidden lore) skill works identically
to other knowledge skills discussed in Amazing Adven-
tures. In short, having a knowledge skill grants +3 to
any SIEGE check when using that knowledge. Each
“improvement” to the skill grants an additional +1.




Unlike other SIEGE checks, the only characters that add
their level to knowledge (forbidden lore) checks are ar-
canists, who are already tuned into knowledge of Things
that Should Not Be Known. You cannot gain this knowl-
edge through normal experience advancement. You can
only gain ranks by reading forbidden tomes or having
experiences with horrible creatures. Likewise, you can-
not take the knowledge (forbidden lore) skill during char-
acter creation. The GM will tell you when you gain an
improvement in your knowledge (forbidden lore) skill.

The thing that makes forbidden lore dangerous is its
utility; despite its devastating effects on sanity, charac-
ters will likely want to learn more forbidden lore once
they first access it.

Answering a question about the horrible deities and se-
crets lurking at the edges of reality has a CL, which will
vary by difficulty:

CL of 3 (for really easy questions)
CL of 5 (for elementary questions)
CL of 10 to 20 (for difficult or really tough questions).

Unlike in other fields of study, there are exceedingly few
really easy questions associated with this dark knowledge.

A character can use this skill to identify monsters and
their special powers or vulnerabilities. In general, the
CL of such a check equals the monster’s HD. A success-
ful check allows a character to remember a bit of useful
information about that monster. For every 5 points by
which a character’s check result exceeds the CC, the
GM can give another piece of useful information.

The GM can decide which monsters are subject to the
knowledge (forbidden lore) checks and which monsters
are subject to one of the standard knowledge skills. For
example, the GM may rule that knowledge (myth and leg-
end) is still the relevant skill for learning or knowing about
vampires and werewolves, rather than allowing them to be
identified by knowledge (forbidden lore). However, in most
campaigns using sanity, such creatures as aberrations,
oozes, demons and devils should be able to be identified
with knowledge (forbidden lore). If the GM wants to make
this knowledge skill especially attractive, all monsters
could be identified by this skill, while other knowledge
skills grant limited information about specific creatures.

SANITY POINTS

Sanity points measure the stability of a character’s
mind. This attribute provides a way to define the sanity
inherent in a character, i.e. the most stability a charac-
ter can ever have, and the current level of sane rational-
ity a character preserves, even after numerous shocks
and horrid revelations.

Sanity is measured in three ways: starting sanity, cur-
rent sanity, and maximum sanity. Starting and current
sanity cannot exceed maximum sanity.
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STARTING SANITY

A character’s starting sanity equals his wisdom score
multiplied by 5. This score represents a starting charac-
ter’s current sanity, as well as the upper limit of sanity
that can be restored by the heal skill (see The Heal Skill
and Mental Treatment below). After creation, a character’s
current sanity often fluctuates considerably and might
never again match starting sanity. A change in a charac-
ter’s wisdom score changes his starting sanity in terms of
what treatment with the heal skill can restore. Current
sanity, however, does not change if wisdom rises or falls.

CURRENT SANITY

A character’s current sanity score fluctuates almost as often
as (and sometimes much more often than) his hit points.

MAXIMUM SANITY

A character’s maximum sanity score is equal to 100 minus
his knowledge (arcana) bonus times 5. Thus, as soon as a
character gains the knowledge (arcane lore) skill, max san-
ity is reduced by 15, to 85. With each improvement granted
the GM grants thereafter, maximum sanity goes down by
an additional 5 points. This maximum is permanent, re-
gardless of how much treatment a character has had; you
cannot unlearn the terrible secrets of the beyond.

This is even worse for arcanists, whose knowledge (arcane
lore) skill improves with their level (arcanists are the only
class to add their level to knowledge (arcane lore) checks).
Thus, for an arcanist who has picked up the knowledge
(arcane lore) sill, maximum sanity is equal to 100 — (5 x
(3 + lore improvements + class level)), or put simply, every
time an arcanist with this knowledge gains a level, his
maximum sanity goes down by 5, above and beyond nor-
mal reductions from knowledge advancements.

MAKING 4 SANITY CHECK

When a character encounters a gruesome, unnatural, or
supernatural situation, the GM may require the player
to make a sanity check. This check is a wisdom-based
saving throw with a CL equal to 10 minus 10% of the
character’s current SAN score, rounded down. Thus, a
character with SAN 90 makes a SAN check at CL 1 (10-
9), while a character with SAN 50 makes a SAN check
at CL 5 (10-5). SAN loss creates diminishing returns.

On a successful check, the character either loses no san-
ity points or loses only a minimal amount. Potential sanity
loss is usually shown as two numbers or die rolls sepa-
rated by a slash, such as 0/1d4. The number before the
slash indicates the number of sanity points lost if the san-
ity check succeeds (in this case, none); the number after
the slash indicates the number of sanity points lost if the
sanity check fails (in this case, between 1 and 4 points).
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SIMPLER SANITY CHECKS

A simpler method for making sanity checks is to
have a player roll percentile dice against his charac-
ter’s existing sanity score. A result under the char-
acter’s current SAN is successful. This yields simi-
lar (though not mathematically identical) results to
the wisdom save, but does not require the GM to
figure out the CL for the save. On the other hand,
it is not a standard SIEGE method of resolution, so
for players insisting upon standardized task resolu-
tion, this method may not be ideal.

A character’s current sanity is also at risk when the
character reads certain books, learns certain types of
spells, and attempts to cast them. These sanity losses
are usually automatic (no sanity check is allowed); the
character that chooses to undertake the activity forfeits
the indicated number of sanity points.

In most cases, a new sanity-shaking confrontation re-
quires a new sanity check. However, the GM always
decides when characters need to make sanity checks.
Confronting several horribly mangled corpses at one
time or in rapid succession may call for just one san-
ity check, while the same corpses encountered singly
over the course of several game hours may require
separate checks.

GOING INSANE

Losing more than a few sanity points may cause a char-
acter to go insane, as described below. If a character’s
sanity score drops to O or lower, she begins the quick
slide into permanent insanity. Each round, the char-
acter loses another point of sanity. Once a character’s
sanity score reaches 10, she is hopelessly, incurably in-
sane. The heal skill can be used to stabilize a character
on the threshold of permanent insanity (see The Heal
Skill and Mental Treatment below for details).

A GM’s description of a sanity-shaking situation should
always justify the threat to a character’s well being.
Thus, a horde of frothing rats is horrifying, while a sin-
gle ordinary rat usually is not (unless the character has
an appropriate phobia, of course).

MAXIMUM SANITY

Ranks in the knowledge (forbidden lore) simulate a
character’s comprehension of aspects of the dark crea-
tures at the edges of reality. Once gained, this horrible
knowledge is never forgotten, and the character con-
sequently surrenders mental equilibrium. A character’s
sanity weakens as his comprehension of these hidden
truths increases. Such is the way of the universe.

The first time a character gains knowledge (forbidden
lore), his maximum sanity score is permanently reduced
by 5 points. Thereafter, each improvement a character
gains in this knowledge permanently reduces a charac-
ter’s maximum sanity by 1 point: The more a character
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knows about the horrible truths underlying reality, the
less capable a character is of leading a normal life.

A character’s current sanity can never be higher than
99 minus the character’s total modifiers in the knowl-
edge (forbidden lore) skill. This number (99 minus the
knowledge (forbidden lore) modifier) is the character’s
maximum sanity.

LOSS OF SANITY

Characters ordinarily lose sanity in a few types of cir-
cumstances: when encountering something unimagina-
ble, when suffering a severe shock, after casting a spell,
when learning a new spell, when being affected by a
certain type of magic or a particular spell, or when read-
ing a forbidden tome.

ENCOUNTERING THE UNIMAGINABLE

When people perceive creatures and entities of un-
speakable horror, this experience costs them some
portion of their minds, since such creatures are in-
trinsically discomforting and repellent. We never lose
awareness of their slimy, fetid, alien nature. This in-
stinctive reaction is part and parcel of human nature.
In this category, we can include supernatural events
or agents not always recognized as specifically devoted
to these dark gods, such as hauntings, zombies, vam-
pires, curses, and so on.

Sanity loss from creatures is generally based upon
their size, perceived threat, and appearance. In gen-
eral, small creatures such as rats (perhaps covered
in viscera) net a sanity loss of 0/1d4, while medium-
sized creatures or swarms of smaller creatures may
net 1d4/1d6. Large creatures can net anywhere from
1d6/1d8 to as much as 1d10/1d20 for colossal, mon-
strous creatures such as, for example, if the char-
acters were to encounter an enormous, real, undead
dragon. These are only suggestions—the GM can and
should adjust individual monsters he deems more or
less horrible than others of their size.

In addition, certain types of monstrous behavior might
force additional sanity checks, much like those de-
scribed under Severe Shocks (below).

In most games, no character should need to make a
sanity check when encountering a normal human, or
for encountering domesticated or otherwise common-
place animals. Of course, stumbling upon a group of
otherwise normal humans performing unspeakable
acts of torture and sacrifice is another issue entirely.

SEVERE SHOCKS

A shocking sight of a more mundane nature can also
cost sanity points. Severe shocks include witnessing an
untimely or violent death, experiencing personal muti-
lation, losing social position, being the victim of treach-
ery, or whatever else the Game Master decides is suf-
ficiently extreme. The following list gives some examples
of severe shocks, and the sanity loss each one provokes.




SANITY LOST! SHOCKING SITUATION
Loss on a successful check/loss on a failed check.
0/1d2 Surprised to find mangled animal carcass
0/1d3 Surprised to find human corpse
0/1d3 Surprised to find human body part
0/1d4 Finding a stream flowing with blood
1/1d4+1 Finding a mangled human corpse
0/1d6 Awakening trapped in a coffin
0/1d6 Witnessing a friend’s violent death
1/1d6 Seeing a ghou.l, zombie, or qther human-
shaped and -sized abomination
1/1d6+1 Meeting someone known to be dead
0/1d10 Undergoing severe torture
1/d10 Seeing a corpse rise frorp itg grave or en-
countering a large abomination
2/2d10+1 Seeing a gigantic severed head fall from the sky
1010/0% | SR Creature of che Deeper Dark
INSANE INSIGHT

At the GM’s option, a character slipping into insan-
ity may gain an insight into the situation or entity
provoking the insanity. The player needs to make
a CL 3 wisdom check to gain the insight. The GM
decides exactly what information such a sudden
burst provides, but it may include something about
a creature’s origin or a fact about its nature (feed-
ing habits, natural habitat, weakness, etc.), a clue
to the identity of a murderer at a murder scene, or
some hint at a location of great importance.

TYPES OF INSANITY

Character insanity is induced by a swift succession of shock-
ing experiences or ghastly revelations, events usually con-
nected with dark gods or creatures from the Outer Planes.

Horrifying encounters can result in one of three states
of mental unbalance: temporary, indefinite, and per-
manent insanity. The first two, temporary insanity and
indefinite insanity, can be cured. Permanent insanity
results when a character’s sanity points are reduced to
0 or below. This condition cannot be cured.

TEMPORARY INSANITY

Whenever a character loses sanity points equal to or
greater than one-half her wisdom score from a single
episode of sanity loss, she has experienced enough of a
shock that the GM must ask for a sanity check. If the
check fails, the character realizes the full significance
of what she saw or experienced and goes temporarily
insane. If the check succeeds, the character does not
go insane, but she may not clearly remember what she
experienced (a trick the mind plays to protect itself).

Temporary insanity might last for a few minutes or a
few days. Perhaps the character acquires a phobia or
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fetish befitting the situation, faints, becomes hysterical,
or suffers nervous twitches, but she can still respond
rationally enough to run away or hide from a threat.

A character suffering from temporary insanity remains in
this state for either a number of rounds or a number of
hours; roll d% and consult Table 2-3: Duration of Tempo-
rary Insanity to see whether the insanity is short-term or
long-term. After determining the duration of the insanity,
roll d% and consult either Table 2-4 or 2-5 to identify the
specific effect of the insanity. The GM must describe the
effect so the player can roleplay it accordingly.

Successful application of the heal skill (see The Heal
Skill and Mental Treatment below) may alleviate or
erase temporary insanity.

Temporary insanity ends either when the duration
rolled on Table 2-3 has elapsed, or earlier if the GM
considers it appropriate to do so.

After an episode of temporary insanity ends, traces or
even profound evidence of the experience should remain.
No reason exists why, for instance, a phobia should de-
part from someone’s mind as quickly as a warrior draws
his sword. What remains behind after a brief episode of
temporary insanity should exert a pervasive influence on
the character. The character may still be a bit batty, but
her conscious mind once again runs the show.

As a variant rule, if the amount of Sanity lost exceeds
the character’s current Wisdom score, consider the tem-
porary insanity to always be of the long-term variety.

TABLE 2-3: DURATION OF TEMPORARY INSANITY

d% Temporary Insanity Type Duration
01-80 Short-term 1d10+4 rounds
81-100 Long-term 1d10%10 hours

TABLE 2-4: SHORT-TERM
TEMPORARY INSANITY EFFECTS

d% Effect

Character faints (can be awakened by vigorous

01-20 action taking 1 round; thereafter, the character
is shaken until duration expires).
21-30 Character has a screaming fit.
31-40 Character flees in panic.
Character shows physical hysterics or emotional
41-50 . .
outburst (laughing, crying, and so on).
51.55 Character babbles in incoherent rapid speech or in
logorrhea (a torrent of coherent speech).
Character gripped by intense phobia, perhaps
56-60 .
rooting her to the spot.
Character becomes homicidal, dealing harm to
61-65 - .
nearest person as efficiently as possible.
66-70 Character has hallucinations or delusions (de-
tails at the GM’s discretion).
Character gripped with echopraxia or echolalia
71-75 . .
(saying or doing whatever those nearby say or do).
76-80 Character gripped with strange or deviant eating de-

sire (dirt, slime, cannibalism, and so on).
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81-90

91-99

100

Character falls into a stupor (assumes fetal posi-
tion, oblivious to events around her).

Character becomes catatonic (can stand but has no
will or interest may be led or forced. to simple actions
but takes no independent action).

Roll on Table 2-5: Long-Term Temporary In-
sanity Effects.

TABLE 2-5: LONG-TERM

TEMPORARY INSANITY EFFECTS

d%

Effect

01-10

11-20
21-30

31-40

41-45

46-55

56-65

66-75

76-85

86-90

91-95

96-100

Character performs compulsive rituals (washing
hands constantly, praying, walking in a particu-
lar rhythm, never stepping on cracks, constantly
checking to see if crossbow is loaded, and so on).
Character has hallucinations or delusions (de-
tails at the GM’s discretion).

Character becomes paranoid.

Character gripped with severe phobia (refuses to
approach object of phobia except on successful
CL 10 will save).

Character has aberrant sexual desires (exhibi-
tionism, nymphomania or satyriasis, teratophil-
ia, necrophilia, and so on).

Character develops an attachment to a “lucky
charm” (embraces object, type of object, or person
as a safety blanket) and cannot function without it.

Character develops psychosomatic blindness,
deafness, or the loss of the use of a limb or limbs.
Character has uncontrollable tics or tremors (-4
penalty on all attack rolls, checks, and saves, ex-
cept those purely mental in nature).

Character has amnesia (memories of intimates usu-
ally lost first, knowledge skills useless).

Character has bouts of reactive psychosis (inco-
herence, delusions, aberrant behavior, and/or
hallucinations).

Character loses ability to communicate via
speech or writing.

Character becomes catatonic (can stand but has
no will or interest, may be led or forced into sim-
ple actions but takes no independent action).

TABLE 2-6: RANDOM INDEFINITE INSANITY

d% Mental Disorder Type

01-15 Anxiety (includes severe phobias)

16-20 Dissociative (amnesia, multiple personalities)

21-25 Eating (anorexia, bulimia)

26-30 Impulse control (compulsions)

31-35 Mood (manic/depressive)

36-45 Personality (various neuroses)

46-50 Psychosexual (sadism, nymphomania)

51-55 Psychospecies (character fa.lsely believes he i§ something
other than human—vampire, werewolf, goblin, etc.)

56-70 Sphizophrenig/ psychotig (delusions, hallucina-
tions, paranoia, catatonia)

71-80 Sleep (night terrors, sleepwalking)

81-85 Somatoform (psychosomatic conditions)

86-95 Substance abuse (alcoholic, drug addict)

96-100 Other (megalomania, quixotism, panzaism)
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INDEFINITE INSANITY

If a character loses 20% (one-fifth) or more of her cur-
rent sanity points in the space of 1 hour, she goes in-
definitely insane. The GM judges when the impact of
events calls for such a measure. Some GMs never apply
the concept to more than the result of a single roll, since
this state can remove characters from play for extend-
ed periods. An episode of indefinite insanity lasts for
1d6 game months (or as the GM dictates). Symptoms
of indefinite insanity may not be immediately apparent
(which may give the GM additional time to decide what
the effects of such a bout of insanity might be).

The Random Indefinite Insanity Table aids in selecting
what form a character’s indefinite insanity takes. Many
GMs prefer to choose an appropriate way for the insan-
ity to manifest, based on the circumstances provoking
it. These rules will not go into detailed breakdowns of all
different kinds of insanity; this isn’t a psychology text-
book, and the author feels that overly detailed rules and
strictures for portraying madness in a roleplaying game
interfere with the pulpy nature of these rules.

The state of indefinite insanity is encompassing and in-
capacitating. For instance, a schizophrenic may be able
to walk the streets while babbling and gesticulating, find
rudimentary shelter, and beg for enough food to survive,
but most of the business of the mind has departed into
itself: She cannot fully interact with friends, family, and
acquaintances. Conversation, cooperation, and all sense
of personal regard have vanished from her psyche.

As a general rule, a character suffering from indefinite
insanity should be removed from active play until she
recovers. At the GM’s discretion, the player of the char-
acter might be allowed to use a temporary character
until the end of the story. Whether this “stand-in” char-
acter is an incidental NPC in the adventure, a character
of the same level as the rest of the group, one or two lev-
els below the rest of the characters, or even a 1st-level
character, is up to the GM. Different GMs have different
ways of handling this transition.

If a character goes indefinitely insane near the end of an
adventure, the GM may decide to set the next adventure
to begin after the insane character has recovered.

After recovery, a victim retains definite traces of madness.
For example, even though a character knows she is no long-
er insane, she might be deathly afraid of going to sleep if
her insanity manifested itself in the form of terrifying night-
mares. The character is in control of her actions, but the
experience of insanity has changed her, perhaps forever.

PERMANENT INSANITY

A character whose sanity score falls to O goes perma-
nently insane. The character becomes an NPC under
the GM’s control.

A character with permanent insanity may be reduced to a
raving lunatic or may be outwardly indistinguishable from




ADVANCED CHARACTER CUSTOMIZATION

a normal person; either way, she is inwardly corrupted by chiatrists) to help characters recover lost sanity points.
the pursuit of knowledge and power. Some of the most The CL and effect of a SIEGE check made to restore lost
dangerous cultists in the world are characters who have sanity depend on whether the therapist is trying to offer
become permanently insane, been corrupted by forbidden immediate care or long-term care.

knowledge, and “gone over to the other side”.

A character might be driven permanently insane by IMMEDIATE CARE
forces other than dark gods or forbidden knowledge. In When someone suffers an episode of temporary insanity,

such cases, moral corruption need not necessarily oc- a therapist can bring him out of it—calming his terror,
cur. The GM might decide to consider different sorts of snapping him out of his stupor, or doing whatever else
permanent insanity, rolling randomly or choosing from is needed to restore the patient to the state he was in be-
among the mental disorders on the Table 2-6: Random fore the temporary insanity—by making a CL 3 wisdom
Indefinite Insanity (above). check. This check is the only thing the alienist can do for

the entire round—no other action may be taken.
A permanently insane character can never be normal

again. She is forever lost in her own world. This need A therapist can also use immediate care to stabilize the
not mean a lifetime locked away from society, merely sanity score of a character whose current sanity hits O or
that the character has retreated so far from reality below. On a successful CL 5 wisdom check, which takes
that normal mental functions can never be restored. the entire round and during which the therapist can take
She might be able to lead, within restricted bounds, a no other actions, the character’s sanity score improves to 1.
more or less normal life if kept away from the stimulus

triggering strong responses in her individual case. Yet LONG-TERM CARE

a relapse may come quickly. Her calm facade can be

destroyed in seconds if even the smallest reminder of = Providing long-term care means treating a mentally dis-
what drove her mad disturbs her fragile equilibrium. turbed person for a day or more in a place away from
In any event, the eventual fate of a permanently insane stress and distractions. A therapist must spend 1d4
character is a matter for individual Game Masters and hours per day doing nothing but talking to the patient.

players to decide. If the therapist makes a CL 10 wisdom check at the end
of this time, the patient recovers 1 sanity point. A thera-
GAINING OR RECOVERING SANITY pist can take care of up to six patients at a time; each

] ] ' patient beyond the first adds 1 hour to the total time
A character’s sanity score can increase during the per day that must be devoted to therapy. The check

events of a campaign. Although a character’s maximum  must be made each day for each patient. A roll of 1 on
sanity score can never exceed 100 minus her knowledge  any of these wisdom checks indicates the patient loses
(forbidden lore) bonus, her maximum sanity and cur- 1 point of sanity that day, as she regresses mentally due
rent sanity can exceed her starting sanity. to horrors suddenly remembered.
LEVEL ADUVANCEMENT Recqvery from indefinite inganity only comes with time
(typically, 1d6 months). It is not dependent upon the
A character’s current sanity can become higher than her  character’s sanity points and is not connected to them.
starting sanity as a result of gained levels: Whenever a A character can be sane with 24 sanity points and in-
character gains a new level, she rolls 1d6 and adds the sane while possessing 77 sanity points.

result to her current sanity. Some GMs may feel such

self-improvement to be antithetical to this variant’s dark TREATMENT OF INSANITY

tone, and thus may not allow it. Others may allow it if

the player can roll over her character’s current sanity = Temporary insanity ends so quickly that schedules of

points after the character gains a level. Most Game Mas- treatment are essentially pointless; it runs its course
ters should find the question to be of no consequence, soon enough that one merely need protect a deranged
since characters continue to go insane regardless of how  character from further upset or harm. On the other
many sanity points they gain. This is a point for players =~ hand, treatment of permanent insanity has no real
to be aware of, but not to worry about. meaning. By definition, a permanently insane charac-

ter never recovers, no matter how good the therapist or
the facility. Thus, indefinite insanity is the only form of

STORY AWARDS mental illness intervention and treatment can address.

The GM may decide to award increases in character’s

current Sanity if they foil a great horror’ a demonic After 1d6 months, if undisturbed by further trauma

plan, or some other nefarious enterprise_ and with the agreement of the Game Master, an indefi-
nitely insane character finds enough mental balance to

MENTAL TREATMENT reenter the world. Two kinds of care may help the char-

acter regain sanity points during this recovery period.
The sanity rules presented here provide a new use for When choosing among them, the GM and player should
characters with a psychology background or knowl- consider the character’s resources, her friends and rel-
edge, allowing trained alienists (psychologists or psy- atives, and how wisely she has behaved in the past.
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PRIVATE CARE

The best care available is at home or in some friendly
place (perhaps a small church or the home of a wealthy
friend) where nursing can be tender, considerate, and
undistracted by the needs of competing patients. This
can include outpatient therapy sessions with a skilled
alienist (psychologist or psychiatrist) combined with
rest, relaxation, and natural recovery.

If mental healing or medications are available, roll d%
for each game month that one or the other is used. A
result of 01-95 is a success: Add 1d3 sanity points for
either mental therapy or proper use of medications,
whichever is used (a character can benefit from both
used together, increasing gain to 1d6). On a result of
96-100, the healer fumbles the diagnosis or the char-
acter rejects the alchemical treatments. She loses 1d6
sanity points, and no progress is made that month.

INSTITUTIONALIZATION

The next best alternative to private care is commitment
to a good insane asylum. These institutions are of une-
ven quality however, and some may be potentially harm-
ful. Some are creative places of experiment and thera-
py, while others offer mere confinement. In any setting,
concentrated and nourishing treatment by strangers
is rare. Therapy using the psychology background or
knowledge is usually the only treatment available, but
in some cases, primitive institutions offer no treatment
at all. Sometimes an institution can convey an uncaring
sense that undermines the useful effects of alchemical
medications, leaving the character with a sense of anger
and loss. He is likely to be distrustful of the organiza-
tion and its motives. Escape attempts are common by
inmates, even in the most enlightened fantasy settings.

Roll d% for each game month a character is in the care
of an institution. A result of 01-95 is a success; add 1d3
sanity points if therapy with the heal skill was available,
or 1 sanity point if no treatment was present. On a re-
sult of 96-100, the character rebels against the environ-
ment. He loses 1d6 sanity points, and no progress can
be made that month.

WEALTH

The system for wealth in Amazing Adventures is fluid
and freeform; that is, there is no tracking of specific
funds, and in general, when a player wishes his or her
character to purchase something, it’s up to the GM to
decide whether that’s possible. For those who wish a
more concrete method of purchasing and wealth, to
represent the treasure-hunting mentality of some pulp
heroes, we present this optional wealth system.

Rather than tracking every penny a character has, each
character has a Wealth rating based upon their class,
level, and any situational factors the GM deems ap-
propriate. Whenever an expense is required, be it pur-
chasing a car or bribing a prison guard, players make a
SIEGE check using their level and Wealth rating. The CC
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for this check is standard; a base of 15 with increasing
challenge levels based upon the expense in question.

Mundane purchases like cigarettes or boots should
never see themselves subject to a Wealth check. More
expensive and luxury items, however, are subject, as
are certain mundane items that are necessary for sur-
vival—for example, if a PC is running out of ammuni-
tion in a foreign country where she may not have easy
access to her funds, a Wealth Check may be required to
purchase more ammunition or weapons.

“Big Ticket” items like cars, airship or rail trips, or the
like, are subject to checks, as are such things as bribes.

As a general guideline, every $50 of an item’s price (or frac-
tion thereof) represents +1 to the CL of the Wealth check;
this CL tops out at +15 for a CC of 30. This may seem
like a very high CC and it is, but characters can work up
to it; low-level characters will have a difficult time pur-
chasing high-end items, but this also makes it valuable to
have a wealthy socialite in the party. As characters gain
in experience, they add their level to wealth checks, and
GMs may opt to grant permanent or temporary wealth bo-
nuses based on victorious adventures wherein treasures
are found and sold, or new investments had. Characters
who find themselves in the employ of a government agen-
cy or adventurers’ guild, for example, may gain +1 or +2
to wealth checks as a result; characters who discover a
vast underground treasure to which they lay claim and
are able to sell off in part or whole, investing the profits
wisely, could gain +4 or +5 to wealth checks.

The opposite also holds true; the Black Tuesday Stock
Market Crash of 1929, for example, may see characters’
wealth ratings decreased by a full 5 points as a result.

Each character begins with a wealth rating dependent
upon their class. Class-based wealth ratings are as follows:

WEALTH RATING BY CLASS

Arcanist: +2
Gadgeteer: +2
Gumshoe: 0
Hooligan: -1
Mentalist: 0
Pugilist: -2
Raider: +1
Socialite: +3

The Wealthy Generic Class Ability (p.45) adds +5 to
wealth checks, in addition to making the purchase of
most widely available mundane items (even a Mercedes
Benz) automatic, without the requirement for a check.
In addition, any character with a negative class-based
Wealth Rating (Hooligans and Pugilists) who takes
Wealthy, is now presumed to have a class-based Wealth
Rating of O instead of their normal negative score.




—BOOK THREE: PARANORMAL—

“He}lo Ladies. Call me ....Jack..”

A SIEGE ENGINE GAME FOR THE PULP ERA 63



BOOK THREE: PARANORMAL

his book is most important for Game
Masters and players running arcan-
ist and mentalist characters, though it
will also be useful for gadgeteers look-
ing for new effects upon which to base
their gadgets. Herein you will find
rules for magic and psychic powers, as
well as complete spell tables and lists.

PSIONIC POWERS

Psionic powers are abilities imparting great and broad
power, but they are far more focused than the magic
arcanists wield. Mentalists may have far more control
over one or two areas of power, but they will never have
the diversity of effects available to them that their more
traditional magic-using counterparts have. Even still,
psionics is a gateway to vast power that creates suspi-
cion and jealousy in more traditional magic users.

Many games use psionics as little more than another
form of magic: psionic power accomplishes many of the
same things that magic does, is broken down into spell-
like lists of effects, and mentalists resemble little more
than arcanists or magi with a different flavor. Worse,
systems doing this fail to present psychic powers that
ring true of those described in many science fiction nov-
els, and those that fall into the realm of what we grudg-
ingly (and for lack of a better term) call “believability.”
We've all heard of clairvoyance, E.S.P., telekinesis, or
even pyrokinesis. Outside of systems emulating stand-
ard magic systems, whoever heard of psychic telepor-
tation or psychic time travel? This system presents a
psychic powers system differing from magic, but one
that remains in the realm of “familiar” insofar as what
psychic power is and what it can do.

USING PSIONIC POWERS

Like all abilities in the SIEGE ENGINE system, psionic
powers work off of an attribute check. Psionic powers
have a challenge base of 15, and the caster may add +5
to the check for prime-based attribute checks. For this
reason, wisdom-based psionic powers are the most com-
monly encountered ones (given that wisdom is the prime
for the mentalist class), though human mentalists often
exhibit a range of powers dedicated across their three
mental attributes. Unless otherwise noted, any psychic
powers that affect others have a range of “line of sight.”

Since the range of effects possible with many psionic
powers is broad and varied, GMs and players are en-
couraged to invent new effects and manifestations of
their powers, using those listed as examples. The GM
decides upon the CL required to use these effects, as
well as whether an attribute check or a psychic attack
roll (see below) is required to activate the power.

PSYCHIC BACKLASH

Any time mentalists attempts an ability beyond their current
expertise, there is a chance of suffering psychic backlash, a
sort of burnout for pushing their limits. If at any time a men-
talist fails her roll to activate a psionic power, she suffers 1d4
points of subdual damage per CL of the power, and may not
access that particular ability for 24 hours.
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Example: Clara, a 3rd-level mentalist with an 18 wis-
dom, attempts to activate her pyrokinesis power to
mimic a fireball spell. Since fireball is a damaging spell,
3rd-level for arcanists, it has a CL of 6 (see Psionics and
Magic, below). This means the CC to activate the power
is 21 (base of 15 + CL 6=21). Pyrokinesis is a wisdom-
based ability (p. 63), a prime for mentalists. Hence, she
gains her prime bonus to cast the spell, and she may
add 5 to the roll’s result. She rolls a 5 on the d20. She
adds her wisdom modifier (+3), her level (+3), and her
prime bonus (+5), getting a final result of 16. As 16 does
not equal the required 21 to activate the power, it fiz-
zles. Clara suffers 6d4 points of subdual damage (CL
6 power; d4 per level), and she may not use her pyro-
kinetic abilities for another day. Perhaps she would’ve
been better off attempting burning hands....

PSIONICS AND MAGIC

Despite our earlier assertion that psionics and magic
should be distinct and separate, there are inevitably
areas where the two overlap (pyrokinesis, for example,
has the ability to create flame effects similar to burn-
ing hands and fireball). In general, a power mimicking
an existing spell has a CL equal to the spell level +2
for non-damaging spells, and spell level +3 for combat-
oriented spells. The power’s effect then functions identi-
cally to the spell it mimics. If a spell appears on two dif-
ferent tables, the psychic should always determine level
for CL based on the wisdom table first; if the spell is not
on the wisdom table, then check the charisma table,
with the intelligence table being lowest in the hierarchy.

PSYCHIC ATTACK ROLLS

In some cases, usually when an ability causes direct,
physical harm to an opponent (such as hurling an object
with telekinesis, or using pyrokinesis against a living op-
ponent) a power will indicate the necessity for a psychic
attack roll. In this case, rather than a standard attribute
check, treat the power’s usage as an attack roll, substi-
tuting the power’s associate attribute for strength. Thus,
if a power is wisdom based, a psychic attack roll for that
power would be Wis bonus + BtH + 1d20.

The AC of the target of a psionic attack, for attacks
creating physical effects, such as telekinetic attacks,
equals the target’s existing AC, unless the effect mimics
a spell, in which case the effect is subject to the same
restrictions as the spell it is mimicking (fireball, for ex-
ample, doesn’t require a roll vs. AC to activate; it goes
off based on the spell’s CL and is then subject to the
same restrictions and effects as the spell, meaning the
target is allowed a saving throw versus the spell’s ef-
fects). For effects such as biokinetic harm, which deals
damage by manipulating the victim’s biological process-
es, the target’s AC equals the target’s level + wisdom
bonus modifier + 10, with no armor bonuses applying.
As always, the GM is the final arbiter of the target’s AC.

RESISTING PSIONIC POWERS

In most cases, an unwilling victim of a psychic power
resists with a wisdom-based saving throw. Generally,
the CL for this save equals the psychic’s level + the pow-
er’s activating attribute modifier.




In cases where a psionic power mimics a spell effect, the
power (once successfully activated via the appropriate at-
tribute check or psychic attack roll) is subject to the same
restrictions, limitations, and resistances as the spell.

BASIC PSIONIC POWERS

Listed below are descriptions of the basic psionic pow-
ers. These abilities have no prerequisite, and a psionic
character can select them at any time a new power be-
comes available.

BiokiNETIC HEALING (CHA)

Biokinetic healing allows a psychic, with a successful cha-
risma check, to heal injury or disease in another individu-
al. So long as the patient is conscious and mobile (i.e., hit
points are still above 0), this charisma check is a stand-
ard attribute check. The amount of damage that may be
healed by this ability is 1d4 per every 2 mentalist levels.

For patients reduced below O hit points, two charisma
checks must be made; the first, modified by the num-
ber of hit points below O the patient is, stabilizes the
patient. Thus, if the patient is currently at -5 hit points,
the psychic suffers -5 on her charisma check to stabi-
lize him. The second is a normal roll that restores hit
points as standard. Once a patient is stabilized, no fur-
ther stabilization checks need be made to heal addi-
tional hit points; all checks heal hit points as standard.

In addition, this ability can restore 1d4 points of at-
tribute damage if the psychic makes a charisma check
with a penalty equal to the attribute damage suffered; if
a patient has suffered 4 points of attribute damage, the
charisma check to attempt to restore is at -4.

Finally, biokinetic healing can cure diseases and purge
the body of poisons in the same manner as the cure
disease and remove poison arcanist spells, though the
psionic version requires a charisma check.

This ability requires a “laying on of hands”; in other words,
the psychic must touch the patient to heal him. Note that
biokinetic healing only works on others; the psychic may
not use it on herself. Also, unlike an arcanist’s healing,
biokinetic healing has no harming effect on undead.

CLAIRAUDIENCE (INT)

Clairaudience is an ability that allows the psychic to hear
things far away. Unlike most psychic powers, this ability
and its cousin, clairvoyance, are designed to transcend
normal senses and step outside of “line of sight.” To use
this ability, the psychic must know exactly where his
target is, or be intimately familiar with the target (fam-
ily member, lover, very close friend, etc.), or must have
some personal item of the target’s to use as a psychic
focus. This ability is focused upon a living creature, not
upon a place, unless used in conjunction with a success-
ful Clairvoyance attempt (see below). Using this ability
requires an Intelligence check with a CL equal to 1 per 5
miles of the target. If successful, the psychic can hear as
though she were in the room with the subject.

PARANORMAL

CrairvoYaNCE (INT)

Also known as “remote viewing,” clairvoyance allows the
psychic to see people, places, and things far from his
current location. The Challenge Level to use this ability
is the same as Clairaudience (see above) but Clairvoy-
ance may be focused upon a location or object as well as
a person; the rules of familiarity still apply just as with
Clairaudience, however. If a psychic makes a success-
ful clairvoyance roll, he may use any psychic powers
he possesses as though his target were in direct line
of sight (including clairaudience, which requires only a
basic (CL 0) Intelligence check to activate in this case).

Clairvoyance has another use as well, however; the psy-
chic can use it to gain visions of the future. This ability
works exactly as a Divination or Communion spell, but
the answers come from within the arcanist, and require
an Intelligence check to activate; simulating a Divination
spell is CL 5; simulating a Communion spell is CL 8.

ComBAT AWARENESS (INT)

In many ways, Combat Awareness is an extension of the
psychic’s basic psionic senses, but geared specifically to-
wards the dangers involved in battle. Activating the abil-
ity requires an Intelligence check with a CL equal to the
average of all attackers currently threatening the psychic.
While this power is active, the psychic may substitute his
Intelligence bonus for his Strength or Dexterity bonus
during combat. This includes substituting Intelligence
bonus for Dexterity bonus to Armor Class. The psychic
must make this check each round to maintain the power.

Finally, any time a Hooligan attempts to Sneak Attack
the psychic while this power is active, the psychic may
make an Intelligence Check opposed by the Hooligan’s
Dexterity Check; if the psychic wins, he is immune to the
effects of the Sneak Attack (but may still be struck as a
regular attack, if the Hooligan’s attack is successful).

EmPATHIC TRANSMISSION (CHA)

Empathic Transmission lets you project an emotion at
an opponent and cause them to feel it. For example,
you could cause someone to feel afraid or hopeless, giv-
ing you an advantage in combat; alternately, you could
cause that hot bar maid to be consumed with desire to
guarantee a fun night (at least, until her father finds out).

Use of this ability requires a full round; it cannot be used
while the psychic engages in combat, as it requires focused
concentration. Once successfully invoked, the power lasts
as long as the psychic concentrates on the victim or for 1D4
rounds per level of the psychic after concentration stops.
The opponent resists with a Wisdom check.

Emotions that can be invoked with this power are divid-
ed into the groupings of Easy, Medium, and Hard. Easy
emotions have a CL of 0 to invoke; medium emotions have
a CL of 5, and hard emotions have a CL of 10. Some pos-
sible emotions are listed below; others may be devised by
the player or GM as the game goes on. Note that the GM
should always roll uses of this power in secret; unless he
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possesses the Empathy power (see below) the psychic has
no way of knowing if he was successful in the use of this
power until he observes the target’s behavior.

Easy Emotions:

Antipathy: the target’s attitude is worsened by one step.
Good Will: the target’s attitude is improved by one step.

Trepidation: the target is shaken, suffering a -2 mo-
rale penalty on attack rolls, damage rolls, and saving
throws.

Medium Emotions:

Amiability: the target’s attitude is improved by two steps.
Discord: the target’s attitude is worsened by two steps.

Fright: the target is frightened, fleeing as well as it
can. If unable to flee, the target is shaken and will
attempt to flee at the first opportunity.

Love/Lust: the target is charmed.

Rage: The target enters a blind rage and attacks the
nearest creature immediately.

Weariness: the target feels fatigued.

Hard Emotions:

Hopelessness: The target loses all hope and sub-
mits to simple demands from opponents, such as to
surrender or get out. If no foes are present to make
demands, there is a 25% chance that the hopeless
creature is unable to take any action except hold its
ground. If the creature remains free to act, there is a
25% chance that it retreats at normal speed.

Nausea: The target is unable to attack, cast spells,
concentrate, or do anything else requiring attention
or concentration. The target can do nothing on his
turn except move at standard speed.

Panic: The target becomes panicked and suffers a -2 mo-
rale penalty on all attack rolls, damage rolls, and saving
throws, and must flee at the first opportunity. If cornered,
the victim will simply cower. Generally, panic involves cry-
ing, screaming, begging, and other noisy factors.

EMPATHY (CHA)

Empathy allows you to detect the emotional state of a
single creature, gaining insight into the target’s mood
and attitude. To perform this ability, you must spend
an entire round concentrating on the target and make a
Charisma Check with a CL equal to the target’s Wisdom
bonus. There is no way to actively resist this ability. If
the roll succeeds, you receive a general description of the
target’s emotional state. This ability grants the user a +4
bonus on all attempts to bluff, intimidate, charm, or oth-
erwise non-psychically influence the target (this bonus
does not apply to the use of Empathic Transmission.)
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MEeNTAL STuN (CHA)

By making a Charisma-based psychic attack roll, the
character fires a blast of psychic energy at his oppo-
nent, causing nonlethal damage and potentially stun-
ning his opponent. This ability deals 1d6 points of non-
lethal damage, and requires the opponent to make a
Wisdom-based save (CL 1) or be stunned, suffering a -2
to AC, losing his dexterity bonus to AC, and being un-
able to take any actions for 1d4 rounds. At the end of
this d4 rounds, the victim may attempt another save;
if successful, he shakes off the effects of the stun. If
unsuccessful, he remains shaken for an additional 1d6
minutes, suffering -2 to all attack rolls, ability checks,
and saving throws. Repeated uses of this ability against
the same victim deal extra nonlethal damage, and re-
quire additional saving throws or the amount of time
the victim remains stunned increases.

Mesmerism (CHA)

Mesmerism requires a Charisma check resisted by the
target’s Wisdom check. If successful, the psychic can
create the effect of any of the following spells: Command
(CL 1), Sleep (CL 1 and affects one creature only, but is
not restricted by HD), Suggestion (CL 5), or Confusion
(CL 7). The difficulty for the victim to resist this effect
is equal to the result of the psychic’s Wisdom Check,
and the psychic must declare which effect he is trying
to invoke before using this power.

MeTaBoLic ConTRoL (Wis)

The basic use of Metabolic Control works in an identi-
cal fashion to Biokinetic Heal, but works on the psychic
rather than on another.

A secondary, albeit just as important, use of this power
is the classic “mind over matter.” Any time a character
with Metabolic Control fails a Constitution-based Save,
he may immediately roll a second, Wisdom-based save
against the same CC or target as the failed Con-based
save, though the Wisdom save suffers a -4 penalty. If
this second save is successful, treat the situation as
though the Constitution save had succeeded.

OBFuscATION (CHA)

Obfuscation is an ability that allows a psychic to move
undetected, even when in plain sight or in the mid-
dle of a crowd. The psychic makes a Charisma check;
this check is opposed by the Wisdom check of any who
might spot the psychic. If the psychic wins the opposed
roll, he is able to move completely undetected unless he
does something to give himself away (such as attack-
ing an opponent, moving an object in plain sight, etc.)
It is possible to use this ability in combat, providing
the psychic cover similar to that granted by an invis-
ibility spell, though doing this after the first attack is
made requires a Psychic Attack Roll based on Charisma
each round in which the psychic remains in combat,
and any attacks made while the psychic is obfuscated
suffer a -4 penalty due to the concentration required to
maintain the effect. Note that the psychic using this




power is not actually invisible; she just telepathically
convinces anyone looking at her that she isn’t, in fact,
there. Thus, she still may cast a shadow on a sunny
day, giving herself away. On the other hand, since this
invisibility is based on a form of mind control, success-
fully obfuscated Mentalists are invisible even to abilities
that normally allow one to see the invisible.

PsycHic Derense (Wis)

Psychic Defense is a powerful psionic ability that builds
a mental wall up to protect the psychic’s mind and
emotions from intrusion. With this power, the psy-
chic may substitute a Wisdom check for any attribute
saving throw that would normally require Intelligence,
Charisma, or Wisdom. Note this ability only works for
saving throws, not for other kinds of attribute checks.
This ability stacks with the standard Mental Resistance
ability granted by the Mentalist character class.

PsYCHOMETRY (INT)

Psychometry is also often known as Object Reading.
This ability allows a psionic to detect properties, his-
tory, and abilities (if any) of any inanimate, nonliving
object she touches. In a fantasy game, its most common
use is to mimic the first-level spell identify. Identifying
the properties of a magic item requires an Intelligence
check at a CL of 3; success indicates the Mentalist di-
vines 1d4 properties of the object in question. The read
can be repeated to learn more, though each subsequent
attempt adds 1 to the CL of the test.

Another use of psychometry is to discover secrets about
the item’s past. With an Intelligence check, the Men-
talist can divine where the item has been, the ways in
which it has used, or even facts about its previous own-
ers. The CL for this test is 1 per five years in the past
the Mentalist attempts to look. Thus, attempting to di-
vine information about someone who owned the object
a century ago is a CC 20 challenge. Each successful
psychometry check will divine 1d4 pieces of information
about the item’s past or about a past owner.

PyrokiNEsis (Wis)

Pyrokinesis is the destructive ability to control heat and
fire. Using this ability requires a Wisdom check; the CL
depends upon the effect the Mentalist is trying to generate.
Generally, an offensive use of this power (causing direct
damage to another in combat) uses a Wisdom-based psy-
chic attack roll and allows a Dexterity save for half damage
by the opponent; the CL of this save is equal to the level (or
hit dice, in the case of monsters) of the Mentalist.

The effects of any fire-based arcane magical spell can
be duplicated by this ability; the CL of these effects is
equal to the spell’s level plus 3. Thus, to mimic Burn-
ing Hands, a first-level spell, has a CL of 4. Mimicking
Fireball, a third-level spell, has a CL of 6. In addition,
both of these effects, since they are offensive in nature,
would use a Wisdom-based psychic attack roll instead
of a standard Wisdom check.
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Controlling fire in other ways is also possible. Simple
effects, such as creating a spark to ignite kindling for a
campfire in dry conditions, or lighting a lamp or pipe,
have a CL of 0. Moderately difficult effects (the kindling is
soaked; a small bonfire needs to be staunched) have a CL
of 2. More difficult effects can have a CL of anywhere from
10 (engulfing a carriage in flames) to 50 (engulfing an en-
tire building in flames) or greater, at the GM’s discretion.

It gets worse; this power is as dangerous to the Men-
talist as it is to the target. Any time a Mentalist fails
a roll to activate a power, the ability turns back upon
him, dealing 1d6 damage per CL of the attempt (CL O ef-
fects deal no damage; the backlash just causes a minor,
small, but painful burn). The Mentalist may make a
Constitution save against a CL equal to that of the effect
he tried to create, for half-damage.

TeLekINESIS (INT)

Telekinesis, as most everyone knows, is the ability to
move objects with the mind. The basic functionality of
TK is one of the simpler psionic manifestations. The
Mentalist makes a standard Intelligence check; the re-
sult is his telekinetic strength, functioning exactly as
though it were the character’s Strength attribute for
purposes of using his Telekinesis. Thus, a character
who rolls d20 + Int bonus + level and achieves a result
of 15 can with his TK move any object that could be
moved by a character with a strength of 15. It is possi-
ble for a character to use Telekinesis to wield a weapon
in combat; however, use of this ability requires constant
concentration and doing so robs the Mentalist of his
dexterity bonus to AC, as well as imposing an additional
-2 penalty to AC. For this reason, telekinetic combat is
generally performed from a distance.

If the telekinetic character suffers damage or has his
concentration interrupted in any way, the ability ends.
Treat these conditions exactly as the interruption of an
arcanist’s spell.

TeLePaTHIC CommuNicATION (INT)

This ability allows the Mentalist to send messages via
telepathy. It does not allow the reception of return mes-
sages. Sending a message requires nothing more than
an Intelligence check; unwilling recipients resist with a
Wisdom save having a CL equal to the Mentalist’s level
(or hit dice, if a monster).

TeLePATHIC ProBE (Wis)

Telepathic Probe is, quite simply, mind reading. It is
this ability, in conjunction with Telepathic Communica-
tion that allows a Mentalist to conduct two-way psychic
conversations; using this ability to receive thoughts
projected from friends requires concentration and a
Wisdom check with a CL of 1 per willing mind.

It is also possible to read unwilling or unsuspecting
minds with this power, though this is a bit more diffi-
cult. Gleaning immediate surface thoughts are the easi-
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est; this requires a Wisdom check with a CL equal to the
level (or hit dice, if a monster) of the target. Attempt-
ing to go deeper is more difficult; attempting to read
the mind of a target in order to learn secrets requires a
Wisdom check as described above, but also grants the
target a saving throw with a CL equal to the Mental-
ist’s level (or hit dice, if a monster). Going even deeper,
to probe for the roots of phobias, childhood trauma, or
similarly blocked memories might impose even greater
CLs, at the GM’s discretion.

ADVANCED PSIONIC POWERS

The abilities below may not be selected before the Men-
talist reaches ninth level. In addition, each ability has
prerequisite powers that must first be possessed before
the advanced version is selected.

BiokiNETIC HARM (CHA)

Prerequisites: Mental Stun, Biokinetic Heal

Biokinetic Harm is, quite simply, the ability to hurt some-
one through manipulating their body. Heart attacks,
hemorrhages, lesions, contusions, all of these can be ac-
complished by the psychic with this brutal power. All
uses of this ability are performed with a Charisma-based
psychic attack roll. This psychic attack roll bypasses AC
granted by armor, and the victim’s Dexterity is replaced
with Wisdom. The basic game effects of this power cause
the victim to suffer 1d6 points of damage per level of the
Mentalist.

Another use of this power is to cause temporary abil-
ity damage to a victim. In this case, the victim’s AC
is equal to 10 + level (or Hit Dice) + Wisdom bonus. A
successful attack deals 1d4 damage to an attribute of
the psychic’s choosing.

More powerful effects may be possible, but the conse-
quences and CL of such uses are always at the discre-
tion of the GM.

EmpaTHIC Bonp (CHA)

Prerequisites: Empathy, Empathic Transmission

This ability allows you to establish an empathic rapport
between yourself and another thinking creature. Estab-
lishing this rapport requires ten minutes of total con-
centration from both the psychic and the recipient of the
bond. At the end of ten minutes, the psychic makes a
Charisma check with a CL of 10. If successful, the bond
is created for a duration of 2d4 + the psychic’s Charisma
modifier in hours. It has no maximum range; the shared
bond can be felt across opposite ends of the world.

It is possible to create a bond with more than one per-
son simultaneously; for each person after the first add-
ed, the CL increases by 2.

While the bond is in effect, the joined parties can sense
each other’s emotional state, and general direction to-
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wards one another, as well as perceive the general dis-
tance separating you (very near, far, hundreds of miles,
thousands of miles, etc.).

It is also possible to establish a permanent rapport be-
tween two individuals. This requires a full day’s concen-
tration, a successful Wisdom check with CL 15, and the
expenditure of S00 XP by both the psychic and the target.

Minp ConTROL (CHA)

Prerequisites: Mesmerism, Empathic Transmission

By making a Charisma-based Psychic Attack Roll, the
psionic can control the actions of any single intelligent,
humanoid creature through a telepathic link that she
establishes with the subject’s mind. If the Mentalist and
the subject have a common language, the Mentalist can
generally force the subject to perform as the Mentalist de-
sires, within the limits of its abilities. If no common lan-
guage exists, the Mentalist can communicate only basic
commands, such as “Come here,” “Go there,” “Fight,” and
“Stand still.” The Mentalist knows what the subject is ex-
periencing, but does not receive direct sensory input from
it, nor can it communicate with the Mentalist telepathical-
ly (unless an empathic or telepathic bond has been estab-
lished with the creature—see those abilities for details).

Once the Mentalist has given a dominated creature
a command, it continues to attempt to carry out that
command to the exclusion of all other activities except
those necessary for day-to-day survival (such as sleep-
ing, eating, and so forth). Because of this limited range
of activity, an observer making a Wisdom check at CL 5
can determine that the subject’s behavior is being influ-
enced by an enchantment effect.

This ability lasts for one day per level of the Mentalist,
and is resisted by the creature’s Wisdom-based save. If
the creature is ever mistreated or is routinely placed in
danger or forced to do anything outside its nature, it is
entitled to a new save. An order to commit suicide or
engage in blatantly suicidal behavior entitles the victim
to a new save at +10.

TeLeraTHIC Bonb (Wis)

Prerequisites: Telepathic Communication, Telepathic Probe

As Empathic Bond is with emotions, this ability is with
thoughts. The requirements are identical, but all rolls
are based on Wisdom, rather than Charisma, and as
long as the characters are bound, they know everything
there is to know about one another, including one’s
deepest, darkest secrets. This is an extremely personal
ability, and most Mentalists only use it upon those they
trust and care for the most. Characters bound by this
ability are constantly and continually aware of what
each other is thinking, no matter how far apart they
are, so they generally know exactly what is going on
with each other at any given time; however, without a
shared empathic bond (see that power for details) they
don’t experience the emotions of one another.




Two characters bound in this manner can call upon the
knowledge and experience of one another, allowing each
other to mimic intuition-based class abilities possessed
by either, though any class abilities not possessed by
the user are performed at half usual proficiency, using
the level of the character who knows the ability. Magi-
cal and spell knowledge is never shared in this manner,
however, as calling upon the spells of a friend would de-
plete that friend’s reserves for the day. In general, any
abilities that are based on physical attributes (Strength,
Dexterity, or Constitution) are not transferred, as these
require muscle memory as much as they do knowledge.
Any non-magical abilities based upon Intelligence, Wis-
dom, or Charisma can be shared.

For example, James is joined to his raider friend, Alex,
who is not currently with the party. The party needs to at-
tempt to track a bugbear through the wilderness. James
can call upon Alex’s Raider Tracking ability, using his own
Wisdom, but adding only half Alex’s class level to the roll.

A side effect of this ability, however, allows the Mental-
ist to use Telepathic Communication as a 2-way power,
both transmitting and receiving telepathic communica-
tion with anyone within line of sight.

TeLeEKINETIC DEFENSE (INT)

Prerequisites: Telekinesis, Psychic Defense

Telekinetic Defense allows the user to manipulate the
kinetic energy in the air surrounding himself or anoth-
er, to the end of making the target harder to hit in com-
bat. In effect, he creates an area of mild chaos in the
air surrounding his body, making weapons go astray as
they target him. In game terms, the character declares
the AC bonus he wishes to add to a target; double this
bonus to determine the CL of the Intelligence roll. The
ability isn’t quite as taxing as other concentration-based
psychic powers, but does require a degree of attention,
so all actions performed while the psychic maintains
the shield are at -2. If the psychic creates more than
one telekinetic defense field, penalties are cumulative;
-2 per shield being maintained.

Another use of this power, albeit a far more difficult one,
is that of creating a telekinetic barrier. By making an
Intelligence Check at CL 10, the psychic creates an im-
mobile wall of force that covers a 10’x10’ area, providing
9/10 cover from attacks coming from the direction of
the wall. Any creatures attempting to move through the
wall must make a Strength Check with a CL equal to
the psychic’s level + Wisdom modifier. Failure indicates
they have been repulsed. This ability requires a full
round to enact, and constant concentration to main-
tain, meaning the psychic loses all actions, loses Dex
bonus to AC, and suffers an additional -2 to AC.

TELEMAGRY (CHA)
Prerequisites: Obfuscation, Mesmerism
This ability, an advanced form of Obfuscation, allows

the Mentalist to create illusions in the minds of her vic-
tims, so that she can appear as someone else, or fool
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the senses of the onlooker in another way. In this man-
ner, the psychic can, with a Charisma-based Psychic
Attack Roll, mimic the effects of the spell Alter Self.
Alternately, she can choose to make the victim believe
something that isn’t quite true; i.e. a quarter is actually
a dollar. Telemagry allows most types of illusory powers
to be used by the psychic. In general, and at the GM’s
option, any spell with the “illusion” descriptor can be
mimicked; the CL for doing so is equal to the spell level
(using the Arcanist spell list) plus 3.

MAGIC AND SPELLCASTING
MANNA AND DIVINE ENERGY

Manna is the mystic energy that all spell casters draw
upon to create magical effects. It is a natural force that
permeates the world, created by living things, and by
the world itself. Manna circles the world in dragon lines,
or lines of magical power. At places where dragon lines
intersect, there are nexus points possessed of vast mys-
tical energy. Effects of dragon line nexus points will be
discussed later.

MANNA ENERGY POINTS

All magic using characters have a pool of Manna En-
ergy Points (MEP) from which they draw the energy
to cast spells. Every time a magical character casts a
spell, subtract the appropriate number of points from
the character’s MEP pool; casters can continue to cast
spells until their MEP reaches zero, at which point they
are fatigued and cannot under normal circumstances
perform any further magical feats. In addition, any
character with an MEP of zero or below (see emergency
spells, later) is considered fatigued, and suffers a -2 to
Strength and Dexterity as per the standard rules, until
his MEP again reaches 1 or better. All spells are still
subject to the listed casting times and components.

REGAINING MEP

MEP is regained through meditation or (preferably)
sleep. Each hour of meditation restores MEP at the
rate of the caster’s level plus his primary spellcasting
attribute bonus, be it Int, Wis, or Cha (see the Arcan-
ist class for more on primary spellcasting attributes).
Meditation restores half this amount, and each hour of
meditation requires a successful Concentration (DC 15)
check. Mild distractions, such as setting up camp, quiet
conversation, etc., allow taking 10 but not 20. Attempt-
ing to meditate in an area of high distraction such as a
crowded tavern room requires a roll for every half hour,
and taking 10 or 20 is not possible.

This process is the same for arcane or divine casters,
as during these quiet periods, the body gradually opens
itself back up to the return of magical energies.

STARTING AND INCREASING MEP

Arcanists start play with d4 + Con bonus + Primary
Spellcasting Attribute bonus. At each additional Arcan-
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ist class level, a character in a spell casting class gains
1d10 additional MEP. Multiclass characters only gain
MEP when they advance in the Arcanist class, not in
their non-spellcasting class.

CASTING SPELLS

Spells are organized into levels based upon their basic
power. All spells of a given level are considered and as-
sumed to be of equal power to all other spells of that
same level. Thus, each spell of a given level costs the
same number of MEP to cast. Spells cost a number of
MEP equal to the spell’s level + 1. O-level spells cost 1
MEP, 1st level spells cost 2, etc.

There is no limit to how many times a magic using char-
acter can cast a given spell on his or her list, so long as
she has enough Manna Energy Points left in her pool
to cast the spell. However, spell casting is a complex
business, and as such, arcanists must still refresh their
knowledge and prepare spells each day by studying
their spell book, according to the table for their charac-
ter class. Preparing spells is more than simply reading
and memorizing arcane formulae. Spellcasting is a rit-
ual business, and thus to be able to quickly cast spells,
the arcanist must daily begin the rituals for every spell
she feels she may need that day, consuming spell com-
ponents, and leaving only the briefest of incantations
unsaid. In this manner, the spells in her repertoire are
ready to be launched at a moment’s notice. However,
magic energy fades with the passing hours, and thus,
the arcanist much prepare her arsenal daily.

So, while a character does not need to prepare Arcane Bolt,
for example, multiple times if she feels she might need to
cast the spell more than once, she will still not have ac-
cess to all of her spell knowledge at all times. Rather, the
first level arcanist character can now prepare four com-
pletely different zero level spells, and two first level spells,
and may cast among those spells with impunity, so long
as she has the MEP to spend on powering the spells.

Finally, MEP is only spent upon completion of spell
casting, not during daily preparation. So the two MEP
spent on a casting of Arcane Bolt is only expended when
the arcanist attempts to use the spell against a foe or
target, not in the morning when she prepares it.

THE SPELLCRAFT CHECK

The next step in casting a spell is to make a spellcraft
check, representing the caster’s skill at crafting his
magic. This check has a CL equal to the level of the
spell being cast. If the check is successful, the MEP is
spent and the spell goes off. The result of the Spellcraft
check, in this case, is also the CC of any saving throws
allowed by the spell.

For Example: A sixth-level arcanist casts Lightning
Bolt, a third-level spell. This requires the expenditure
of four MEP, and a spellcraft check at a CC of 18 (CL=3
for the spell level). The player rolls and gets a 20 on his
spellcraft check. The spell goes off, and Dexterity saves
for half damage are rolling against a CC of 20.
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If the check fails, on the other hand, the spell fails. The
MEP is still lost, and the caster suffers spell burn for his
troubles. Spell burn is equal to 1d4 points of subdual dam-
age per level of the spell that was attempted and failed.

Spell burn can also be applied to casters who fail spell-
casting based on interference from another caster (see
Spell Interference, p. 79).

MEP AND SPELL-LIKE ABILITIES

Spell-like abilities for monsters, spells granted as “per
day” features, and similar magical effects are not gov-
erned by MEP and function exactly as outlined for a
given creature or item.

BONUS SPELLS

As stated in the arcanist character class description,
any time a character would receive bonus spells for
high attributes, he receives extra spells on his daily list,
as well as bonus MEP equal to that needed to cast each
extra spell one time. This bonus MEP is gained at the
level in which the character gains the bonus spell.

For Example: An arcanist with an Intelligence of 18 re-
ceives a bonus spell to his daily list, plus 2 MEP at first
level. He then receives a second level spell plus 3 MEP
at fourth level, and an extra third level spell plus 4 MEP
at sixth level. By fifth level, he has received a total of 9
bonus MEP, as well as three extra spells per day (one
first, one second, and one third level).

Bonus MEP is added to the character’s base just as
though he had gained MEP through a normal level ad-
vancement. This bonus MEP may be used to cast any
spell in the character’s repertoire; it is not restricted to
the casting of bonus spells.

EMERGENCY SPELLS

Sometimes things get desperate. Youre up against the
wall, and the mummy is closing in. Your gunslinger is
down; your psychic is reeling from backlash. You've got a
perfect cover spell prepared, but damn it all, you’re out of
MEP and fatigued. Maybe, just maybe, if you put enough
willpower and faith into the casting, you can still...

Emergency spells are for just these kinds of instances.
When a spell caster is at zero MEP, sometimes it’s pos-
sible to channel his very life energy into the casting of
one last spell, to (hopefully) save the day. Casting an
emergency spell is only possible in the direst of circum-
stances, and results in severe and permanent conse-
quences to the caster. To cast an emergency spell, the
caster must first make a Wisdom check with a CL equal
to the level of the spell being attempted. If this check
is successful, he may use his own life energy to cast
the spell. The caster takes temporary Constitution dam-
age equal to half the MEP cost of the spell being cast;
this energy replaces MEP in the cost of casting the spell
(each point of Constitution spent is equal to 2 MEP),
and the spell goes off as normal. This ability damage
returns as normal at the rate of 1 point per day.




However, the end result of this casting is that the caster
suffers 1d4 points of semi-permanent ability loss divided
as the player chooses between Constitution and his pri-
mary spellcasting attribute. Also, the moment the spell
goes off, the character is reduced to -1 hit points and is
unconscious (but automatically stabilizes). This “perma-
nent” ability loss can only be recovered by resting for days
at a Site of Power (see below). If the spell requires the
caster to remain conscious for the duration, unconscious-
ness sets in immediately after the spell has completed its
intended function. The experience is quite harrowing for
the caster, and is not something to be undertaken lightly.
Still, there are times when it can save the day.

SPELL INTERFERENCE

In this system it is also possible for a spellcaster to in-
terfere with another spellcaster by channeling personal
MEP. The process for this is simple: the caster attempt-
ing to interfere first makes a Spellcraft check, using his
primary spellcasting attribute (CL = the level of spell be-
ing cast). If the targeted spellcaster happens to be using
the same primary spellcasting attribute, the character
gains a +2 to all related spellcraft checks. If success-
ful, he may devote a number of MEP up to his primary
attribute bonus + arcanist class level to interfering with
the spell, making it more taxing on the caster.

The caster must then make a Primary Spellcasting At-
tribute check (CL = %2 the MEP spent to interfere, round-
ed down) to successfully cast the spell. If he is unable
or unwilling to make the check, his spell simply fails.

For Example: Martin the Mysterious finds himself and
his comrades in battle with a horde of skeletons led by
an evil Nazi necromancer. The necromancer begins to
cast a spell, and Martin makes a spellcraft check. The
GM secretly sets the CC at 17 (the necromancer, with
primary spellcasting attribute Charisma, is casting a
Sth-level spell), and Martin, whose primary spellcasting
attribute is also Charisma, rolls a 16. However, since
he shares the same primary casting attribute as the
necromancer, he gains +2 to his spellcraft check, rais-
ing the result to 18. The GM says, “The evil sorcerer is
casting a Sth-level spell.”

Martin, being an eighth-level arcanist with a Charisma
score of 18, can devote up to 11 MEP to interfere with
this spell. Since MEP interference is rounded down,
spending 11 is pointless; Martin decides to spend 10.
The necromancer is caught off guard by Martin’s ex-
penditure of power; his Charisma check is only a 16,
and he needed a 17. His spell fails, but Martin is now
down 10 MEP for his trouble. Combat continues...

DRAGON LINES

Magic energy is created by everything in the world, from
the smallest blade of grass to a rock to a human being. It
is a cosmic force generated by all matter. Dragon Lines
are lines of mystic energy that crisscross the world. It
is from these lines of magical energy that arcane cast-
ers draw their power. Dragon lines are invisible to the
naked eye, and can only be detected by arcane spell
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casters who pass an Intelligence check with a CL of O.
While standing directly on a Dragon Line, an arcane
spell caster sees the MEP cost of all spells reduced by
one. Some of the more powerful Dragon Lines may even
reduce the cost of spell casting by two, though these are
rare indeed. Regardless, however, the cost of casting a
spell can never be reduced below one point by a Dragon
Line. It should be noted that Dragon Lines only exist
in areas where the mystical energy of the world is par-
ticularly strong, and they are not incredibly common.
They are like eddies and currents, streams or rivers of
magical energy. Direct encounters with Dragon Lines
are always at the discretion of the GM.

Where Dragon Lines intersect, places of magical power,
much revered to sorcerous types, exist. These places are
commonly known as Sites of Power, or Nexus Points.
Places such as this are rare indeed, with perhaps five on
the continent, and an estimated twenty to thirty existing
throughout the entire world. Nexus Points are sanctuar-
ies for arcane and natural magic users of all types, and
provide a number of tangible benefits. First, when at a
nexus, spell casters may cast zero level spells without ex-
pending any magic energy whatsoever. Spells of first level
and up see their costs reduced by a full five MEP, to a
minimum of one, always see all variable, numeric effects
increased by %, and are cast as though the caster were
two levels higher. These effects are at no additional MEP
cost, and since the effects are constant, magi must be ex-
tremely careful about casting spells on nexus points. With
such power at their disposal, magic users have in ancient
times gone to open war over control of a nexus point, until
finally at a Grand Conclave of magic users, it was decreed
that no arcane or natural user of magic would be allowed
to create a domicile or exercise sole control over one of
these sites. Rather, it fell to the druids to maintain groves
near (but not on) Sites of Power and protect them from
interlopers. In the modern era, this convention nominally
remains, though political maneuvering and wealth often
lead to some powerful and rich arcanist owning a Site of
Power on his or her estate. With magic being the secret
that it is, it’s difficult to enforce the “no sole control” law
in the face of real, human property laws and the battle
for nexus points rages again. Often, secret societies such
as the Templars or Brotherhood of the Rose Cross make
arrangements to purchase the land upon which Sites of
Power rest, ostensibly to maintain the neutrality of the
site, but the real-world advantage of a group owning such
a site cannot be overstated.

Again, nominally, Sites of Power are considered neu-
tral ground, where sorcerers can meet without fear of
violence, and sometimes are the subject of permanent
Sanctuary spells, to ensure that no violence occurs with-
in. All arcane or natural magicians resting at a Site of
Power regain MEP at double their normal rate, and it is
only at a Site of Power that permanent ability loss from
the casting of emergency spells can be healed (at a rate
of one point per day, as though it were ability damage).
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INT-BASED CASTERS

O-Level
Arcane Mark
Dancing Lights
Detect Magic
Detect Poison
Endure Elements
Ghost Sound
Light

Mage Hand
Mending
Message
Open/Close
Prestidigitation
System Shock
1st-Level
Alter Size

Arcane Bolt

Burning Hands

Change Self

Charm Person
Comprehend Languages
Erase

Feather Fall

Floating Disk

Hold Portal

Identify

Jump

Protection from Chaos, Good,

Evil, Law

Read Magic
Shield

Shocking Grasp
Sleep

Spider Climb
Summon Familiar
Unseen Servant
2nd-Level

Acid Arrow

Bulletproof
Continual Flame
Darkness

Detect Thoughts
Enhance Attribute
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SPELL TABLES

Fog Cloud
Invisibility
Knock
Levitate
Locate Object
Magic Mouth
Mirror Image
Pyrotechnics
Ray of Enfeeblement
Rope Trick
Scare

See Invisibility
Shatter

Web
3rd-Level
Blink

Clairaudience/Clairvoyance

Dispel Magic

Explosive Runes

Fly

Gaseous Form

Glyph of Warding

Gust of Wind

Haste

Hold Person

Invisibility Sphere
Lightning Bolt

Magic Circle (against chaos/evil/
good /law)

Nondetection

Stinking Cloud
Suggestion

Summon Lesser Monster
Tiny Hut

Tongues

Water Breathing
4th-Level

Arcane Eye

Charm Monster
Confusion
Detect Scrying
Dimension Door
Fear

Fire Shield

Fire Trap

Hallucinatory Terrain
Ice Storm

Locate Creature
Minor Globe of Invulnerability
Mnemonic Enhancer
Polymorph Self/Other
Remove Curse
Resilient Sphere
Scrying

Shout

Wall of Fire

Wall of Ice

Sth-level

Animate Dead

Bind Elemental
Cloudkill

Cone of Cold

Contact Other Plane
Faithful Hound
Feeblemind

Hold Monster

Magic Jar

Passwall
Permanency
Secret Chest
Summon Monster
Telekinesis
Telepathic Bond
Teleport
Transmute Mud and Rock
Wall of Force
Wall of Iron

Wall of Stone

Antimagic Shell

Chain Lightning
Control Weather
Disintegrate

Geas

Globe of Invulnerability
Guards and Wards
Legend Lore

Mass Suggestion

Move Earth

Project Image
Transmute Flesh and Stone




7th-level

Finger of Death
Greater Scrying
Instant Summons
Limited Wish

Mass Invisibility
Phase Door

Power Word Stun
Sequester

Summon Greater Monster
Teleport Without Error
Veil

Word of Recall
8th-level

Antipathy

Binding

Clone

Earthquake

Mass Charm

Maze

Mind Blank
Polymorph Any Object
Power Word Blind
Symbol
Teleportation Circle
Trap the Soul
9th-Level

Astral Projection

Disjunction
Gate
Imprisonment
Power Word Kill
Prismatic Sphere
Refuge
Shapechange
Temporal Stasis
Time Stop
Whirlwind

Wish

WIS-BASED CASTERS

O-Level

Blinding Flash

Create Water

Detect Chaos, Evil, Good, Law
Detect Neutrality

Detect Magic
Detect Poison

Endure Elements
First Aid

Know Direction
Light

Purify Food/Drink
Message
Prestidigitation
1st-Level

Alarm

Animal Friendship
Bless

Bless Water
Command

Cure Light Wounds
Detect Secret Door
Detect Snakes/Pits
Detect Undead
Faerie Fire
Invisibility to Undead
Magic Stones
Obscuring Mist
Pass Without Trace

Protection from Chaos,
Good, Law

Remove Fear

Evil,

Resist Elements
Sanctuary
Shield of Faith
Sound Burst
2nd-Level

Animal Messenger

Armor

Aid

Augury

Charm Person/Animal
Consecrate

Darkness

Delay Poison

Detect Traps

Entangle

Fire Trap

Heat Metal

Hold Person or Animal
Lesser Restoration
Produce Flame
Remove Paralysis
Silence

Speak with Animals
Speak with Dead

PARANORMAL

Shillelagh

3rd-Level

Animate Dead

Call Lightning

Continual Flame

Create Food /Water

Cure Serious Wounds
Dispel Magic

Fireball

Magic Circle (against chaos/evil/
good /law)

Neutralize Poison

Prayer

Protection from Elements
Pyrotechnics

Remove Blindness/Deafness
Remove Curse

Remove Disease

Snare

Shape Stone or Wood
Spiritual Weapon

Wall of Wind

Warp Wood

4th-Level

Air /Water Walk

Control Plants

Control Water

Discern Lies

Dismissal

Divination

Freedom of Movement

Hallow

Healing Circle

Restoration

Quench

Repel Vermin

Sending

Sleet Storm

Spike Stones

Summon Animals

Tongues

Shatter

Scare

Wall of Force
 Sthilevel

Animal Growth

Atonement

Awaken
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Commune

Control Winds

Cure Critical Wounds

Death Ward

Dispel Chaos, Evil, Good, or Law

Ethereal Jaunt

Fire Shield

Flame Strike

Ice Storm

Insect Plague

Plane Shift

Scrying

Summon Beasts or Plants

Transmute Rock and Mud

True Seeing

Wall of Fire

Wall of Thorns
6thlevel

Banishment

Blade Barrier

Create Undead

Find the Path

Fire Seeds

Geas

Heal

Ironwood

Wind Walk

Delayed Blast Fireball

Stone Tell

Wall of Stone

7th-level

Control Weather

Creeping Doom

Fire Storm

Greater Restoration
Greater Scrying
Holy Word

Legend Lore

Refuge

Regenerate
Repulsion
Sequester
Transmute Metal to Wood
8th-level

Animal Shapes

Command Plants
Create Greater Undead
Discern Location
Incendiary Cloud
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Finger of Death
Holy Aura

Mass Heal
Shapechange
Summon Planar Ally
Sunburst

Symbol

9th-Level

Antipathy
Astral Projection
Energy Drain
Gate

Meteor Swarm
Mind Blank
Prismatic Wall
Raise Dead

Soul Blind
Storm of Vengeance
Trap the Soul
Word of Recall

CHA-BASED CASTERS

0-Level

Arcane Mark

Dancing Lights
Detect Illusion
Detect Magic
Detect Undead
Ghost Sound
Influence

Light

Magical Aura
Mage Hand
Message
Prestidigitation
Stun

1st-Level
Change Self
Charm Person or Animal

Color Spray
Command
Darkness

Daze

Erase

Faerie Fire
Hypnotism
Identify
Obscuring Mist
Read Magic

See Invisibility
Shield

Silent Image
Sleep

Summon Familiar
Undetectable Aura
Unseen Servant
Ventriloquist
2nd-Level

Alter Self

Animal Messenger
Blur

Burning Hands
Continual Flame
Detect Thoughts
False Trap

Fog Cloud

Hold Person
Hypnotic Pattern
Invisibility

Magic Mouth
Minor Image
Mirror Image
Misdirection
Pyrotechnics
Remove Blindness/Deafness
Remove Paralysis
Scare

Silence

3rd-Level

Aid

Augury

Blink

Charm Monster

Clairaudience/Clairvoyance
Dispel Illusion

Fear

Hallucinatory Terrain
Heat Metal

Nlusory Script
Invisibility Sphere
Major Image
Nondetection
Produce Flame
Remove Curse

Rope Trick

Secret Page

Stinking Cloud
Suggestion




Tongues
4th-Level

Animate Dead

Confusion

Discern Lies
Dismissal

Dispel Magic
Emotion

Explosive Runes
Fear

Freedom of Movement
Nlusory Wall
Improved Invisibility
Lightning Bolt
Minor Creation
Mirage Arcana
Phantasmal Killer
Rainbow Pattern
Seeming

Shadow Conjuration
Shout

Solid Fog

Sth-level

Antilife Shell

Create Undead
Death Ward

Dream

Faithful Hound

False Vision

Feeblemind
Greater Shadow Conjuration
Guards and Wards
Hold Monster
Major Creation
Mass Suggestion
Magic Jar
Nightmare
Persistent Image
Project Image
Sending

Shadow Evocation
Telepathic Bond
True Seeing
6th-level
Anti-Illusion Shell
Creeping Doom

Greater Shadow Evocation
Geas
Mass Suggestion

Mislead

Permanent Image
Programmed Image
Repulsion

Shades

Veil

Wind Walk

7th-level

Create Greater Undead
Insanity

Mass Invisibility
Maze

Power Word Stun
Prismatic Spray
Sequester
Shadow Walk
Simulacrum
Vanish

Vision

Wall of Force
8th-level
Antipathy

Distort Reality

PARANORMAL

Find the Path
Mass Charm
Polymorph
Power Word Blind
Prismatic Wall
Screen
Sunburst
Symbol

Trap the Soul
Wind Walk
9th-Level

Astral Projection

Binding

Clone

Disjunction
Imprisonment

Maze

Mind Blank
Polymorph Any Object
Power Word Kill
Prismatic Sphere

Regenerate
Weird
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SPELL DESCRIPTIONS
SPELL DESCRIPTION FORMAT

As mentioned, each spell is defined by a description
of the effect it causes and a set of terms necessary for
game play. The spell descriptions appear after the abil-
ity-based spell lists. A summary reminder on spell for-
mat and terms appears prior to the spell descriptions,
but the following provides more detail and information
on spell terms.

CASTING TIME (CT)

Most spells take one round to cast. A spell that takes
one round (CT 1) to cast comes into effect during the
caster’s initiative turn for that round. Complex spells
may take more time to cast, and such casting times are
expressed in rounds (rd), minutes (min), hours, turns
(tn), hours (hr), or days. For relative understanding of
casting time, a round is 10 seconds.

Spells taking more than one round to cast come into ef-
fect during the caster’s initiative turn on the last round
of the casting time for the spell.

Most Game Masters make you announce at the begin-
ning of the round whether you are going to cast a spell.
If so, and you roll a low initiative roll, then you have
a chance of being struck before the spell goes off. For
those Game Masters who do not require announcement,
some disallow any spell in the same round in which you
were hit before your initiative turn. For Game Masters
who do neither of the above, it would be more a situ-
ation of simultaneous swings with an enemy or some
sort of environmental or magical effect situation dis-
rupting the spell.

For example, Carlos rolls a 6 for initiative and he
acts third in that round after his fighting compan-
ion, Quinn, and the giant ape they are fighting. Car-
los casts a spell with a casting time of one round.
The spell takes effect that round. If Carlos chose
to cast a spell with a casting time of two, then the
spell would take effect in the next round of combat
during Carlos’ turn for the next round. So, if Carlos
acted first in next round, the spell would take effect
then, but if he acted last, then it would take effect
after all others had taken their action.

RANGE (R)

A spell’s range is the maximum distance from the char-
acter that the spell’s effect can occur, as well as the
maximum distance at which the character can desig-
nate the spell’s point of origin. The character aims a
spell by making some choice about the spell’s target
and where the spell’s effect is to originate, depending on
the spell’s type. If any portion of the spell’s area extends
beyond the range, that area is wasted.

Sometimes a spell’s range is only personal (affecting
only the caster) or touch (the caster must touch a crea-
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ture or object to affect it), as noted in the spell’s descrip-
tion. There are also four distance ranges in Amazing
Adventures: 50 feet (close), 150 feet (medium), 450 feet
(long), and unlimited (reaching anywhere on the plane
of existence). Some rare spells have no standard range
category, just a range expressed in feet.

Some spells create or summon things rather than af-
fecting things already present. The character must des-
ignate where the summoned things are to appear, either
by seeing it or defining it. Range determines how far
away an effect can appear, but if the effect is mobile, it
can move without regard to the spell’s range.

TARGET OR AREA OF EFFECT (T/AOE)

Spells not affecting the caster personally generally have
a target or an area of effect. This part of a spell’s de-
scription defines the number of creatures, dimensions,
volume, weight, and so on that the spell affects, if it is
not otherwise obvious from the spell’s description.

TARGETED SPELLS: Targeted spells are cast directly
on creatures or objects, as defined by the spell itself. In
most cases, the character must be able to see or touch
the target, and the character must specifically choose
that target. If the character casts a targeted spell on the
wrong sort of target, the spell has no effect. If the target
of a spell is the caster, the caster does not receive a sav-
ing throw, and spell resistance does not apply.

AREA SPELLS: Some spells affect an area. The charac-
ter selects where the spell originates, but otherwise does
not control which creatures or objects the spell will affect.
Sometimes a spell describes a specially defined area, but
usually an area falls into one of several categories:

Burst: The character selects the spell’s point of ori-
gin, and the spell bursts out from this point, affecting
whatever it catches in its area.

Cone: The cone shoots away from the character in
the direction the character designates, starting di-
rectly before the character and widening out as it
goes, though some spells affect all creatures in an
area rather than individual creatures.

Cylinder: The character selects the center of a hori-
zontal circle as the spell’s point of origin; the spell
shoots down from the circle, filling a cylinder.

Emanation: Some spells have an area like a burst,
but the effect continues to radiate from the point of or-
igin for the spell’s duration. Some spells affect objects
within an area the caster selects. Some spells spread
out like a burst, but can turn corners; the caster se-
lects the point of origin, and the spell spreads out for
a given distance in all directions.

OBSTACLES: Some spell effects like rays, bursts, and
cones are affected by obstacles. The character must
have a clear line of effect to any target that the char-
acter casts a spell upon or to any space in which the




character wishes to create an effect. The character must
have a clear line of effect to the point of origin of any
spell the character casts. For bursts, cones, cylinders,
and emanating spells, the spell only affects areas, crea-
tures, or objects to which it has line of effect from its
origin (a burst’s point, a cone’s starting point, a cylin-
der’s circle, or an emanating spell’s point of origin). An
otherwise solid barrier with a hole of at least 1 square
foot through it does not block a spell’s line of effect.

A caster aims a ray as if using a ranged weapon, though
typically the character makes a ranged touch attack
rather than a normal ranged attack. As with a ranged
weapon, the character can fire into the dark or at an
invisible creature and hope to hit something. The char-
acter doesn’t have to see the creature he or she is trying
to hit, as the character does with a targeted spell. Inter-
vening creatures and obstacles, however, can block the
character’s line of sight or provide cover for the creature
the character is aiming at. If a ray spell has a duration,
the duration refers to the effect that the ray causes, not
to the length of time the ray itself persists.

Bursts and cones spread out from a point of origin to
a distance described in the spell. The effect can extend
around corners and into areas that the caster cannot see.
The caster must designate the point of origin for such an
effect if the spell description does not specify one.

DURATION (D)

Duration measures how long a spell’s effect lasts. Many
durations are measured in rounds, minutes, hours, or
some other increment. When the time is up, the magic
goes away and the spell ends. Some spells have a perma-
nent duration, and some require the caster to concen-
trate in order to maintain the spell’s effect. A character
can typically dismiss personal spells at will before the
duration ends, or if the spell description so states. A spell
requiring concentration is dismissible by its very nature.

Sometimes a spell lasts for a short time after the charac-
ter ceases concentrating. In these cases, the spell’s effects
continue for the stated length of time after the character
stops concentrating. Otherwise, the character must con-
centrate to maintain the spell, but the character cannot
maintain it for more than the stated duration in any event.

If a spell affects creatures directly, the effects travel with
the subject for the spell’s duration. If the spell creates an
effect, the effect lasts for the duration. The effect might
move or remain still. Such effects can be destroyed prior
to their duration’s end. If the spell affects an area, then
the spell stays with that area for the spell’s duration.
Creatures become subject to the spell when they enter the
area and become free of it when they leave. Certain spells
last for a set duration, or until triggered or discharged.

SAVING THROW (SD)

Most harmful spells allow an affected creature to make
a saving throw in order to avoid some or all of the spell’s
effect. The spell description details whether the spell al-
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lows a saving throw, what type of saving throw is made,
and the effect of a successful save. If a spell does not
include a saving throw entry, then assume no saving
throw is allowed.

A creature successfully saving against a spell without
obvious physical effects feels a hostile force or a tingle,
but cannot deduce the exact nature of the attack. Like-
wise, if a creature’s saving throw succeeds against a
targeted spell, the caster senses the spell’s failure. The
caster does not sense when creatures succeed at saving
throws against effect and area spells.

SAVING THROW CHALLENGE CLASS: A spell’s chal-
lenge class always equals its caster’s Spellcraft check to
cast, unless otherwise specified.

NEGATES: This term means the spell has no effect on a
targeted creature that makes a successful saving throw.

PARTIAL: The spell causes an effect on its subject, but a
successful saving throw means some lesser effect occurs.

HALF: The spell deals damage, and a successful saving
throw halves the damage taken (round down).

NONE: No saving throw is allowed.

DISBELIEF: A successful save lets the subject ignore
the effect.

OBJECT: The spell can be cast on objects, which re-
ceive saving throws only if they are magical or if the
spell specifies otherwise.

HARMLESS: A parenthetical (h) indicates a harmless
spell. The spell is usually not harmful, but a targeted
creature can attempt a saving throw if it wishes.

VOLUNTARILY GIVING UP A SAVING THROW: A crea-
ture can voluntarily forego a saving throw and willingly
accept a spell’s result. Even a character with a special re-
sistance to magic can suppress this if he or she wants to.

ITEMS SURVIVING AFTER A SAVING THROW: Some-
times a spell specifies whether items in the area of effect
for the spell are potentially damaged. These items are re-
quired to make a saving throw or are destroyed.

SPELL RESISTANCE (SR)

Spell resistance is a special defensive ability. A defend-
er’s spell resistance is like an armor class against magi-
cal attacks. If a defender with spell resistance resists a
spell, the spellcaster must roll 1d20 to affect him. The
result of that roll must be equal to or greater than the
target’s spell resistance for the spell to take effect. The
caster adds any intelligence modifier and/or prime bo-
nus (+5) to the roll. The spell resistance line and/or the
descriptive text of a spell description explains whether
or not spell resistance applies to the spell, as not all
spells are affected by a target creature’s spell resist-
ance. Spell resistance applies even if a given spell also
allows the target creature a saving throw. The effects of
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spell resistance, if any, are applied first, and then the
creature may also make a saving throw against the spell
if it surpasses the spell resistance. In most cases, spell
resistance applies only when a resistant creature is tar-
geted by the spell, not when a resistant creature en-
counters a spell already in place, such as a wall of iron.

The terms “object” and “harmless” mean the same thing
for saving throws. A creature with spell resistance must
voluntarily drop the resistance in order to receive the ef-
fects of a spell noted as “harmless” without the check de-
scribed above. If a spell does not include a spell resistance
entry, then assume no spell resistance check is allowed.

COMPONENTS (C)

A spell’s components line includes abbreviations for the
components required to cast the spell. Spells can have
verbal (V), somatic (S), material (M), focus (F), divine focus
(DF) components, any combination thereof, or any other
special components. If the components line includes F/
DF or M/DF, the arcane version of the spell has a focus
component or a material component and the divine ver-
sion has a divine focus component. If the necessary com-
ponents are not used, the casting fails. If a material com-
ponent, focus or define focus has a monetary cost, the
cost is listed; otherwise the character can assume that the
actual materials involved have no significant monetary
value, unless the Game Master rules otherwise. Material
components are always consumed during the casting of
a spell; a focus or divine focus is not. If a special focus or
divine focus is required, it is unique to the spell and can-
not be used as the focus for other spells.

That being said, pulp is a visceral genre of play, and
having fantasy-style spell slingers running around can
change the entire feel of the game. We recommend that
arcanist characters be required to keep careful track of

all spell components—even things as seemingly mun-
dane as salt or as odd as fecal matter—for purposes of
having what they need to cast spells. Given the power-
ful nature of some of the spells herein, this will put a
cap on the potential imbalance and altered feel magic
can bring to a two-fisted pulp action game. When re-
quired to keep track of what components they have
handy, and to describe what they’re doing to cast their
spells, arcanists will become much more mysterious
and focused, and will play out as the strange outcasts
they are intended to be.

V (VERBAL): A verbal component is a spoken incan-
tation. To provide a verbal component, the character
must be able to speak in a strong voice. A silence spell
or a gag spoils the incantation.

SOMATIC (S): A somatic component is a measured and
precise movement of the hand or some other part of the
body. The character must have at least one hand free to
provide a somatic component.

MATERIAL (M): A material component is a physical
substance or object that focuses a spellcaster’s energies
during the casting process. The component is generally
destroyed in the process of casting the spell.

F (FOCUS): A focus component is a prop of some sort.
Unlike a material component, a focus is not consumed
when the spell is cast and can be reused. As with mate-
rial components, the cost for a focus is negligible unless
a specific price is listed.

DF (DIVINE FOCUS): A divine focus component is
an item of spiritual significance. The divine focus for a
faith-based arcanist is a holy symbol appropriate to the
character’s faith. For an evil arcanist, the divine focus
is an unholy symbol.
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ACID ARROW, LEVEL 2 INT
CT1R450 ft. D 1 rd.+1 rd./2 Ivl.
SV none SR yes Comp V, S, M

A magical arrow of acid springs from the caster’s
hand and speeds toward a single target. The caster
must succeed with a ranged touch attack to hit the
target. The acid arrow deals 2d4 points of acid dam-
age if it hits. For every two caster levels, the acid, un-
less somehow neutralized, lasts an additional round
and deals another 2d4 points each round (2 rounds at
3rd to 4th level; 3 rounds at Sth to 6th level; etc.). The
material components of this spell are a drop of acid or
corrosive substance.

AID, LeveL 2 Wis, LEVEL 3 CHA
CT 1R touch D 1 tn./lvl.
SV none SR yes (h) Comp V, S, DF

This spell allows the arcanist to heal, inspire, and raise
the morale of one creature. The subject gains 1d8 tempo-
rary HP, +1 to hit, and +1 on saving throws against fear.

AIR/WATER WALK, LeveL 4 Wis
CT 1R touch D 10 tn./lvl.
SV wisdom negates (h) SR yes (h) Comp V, S, DF

This spell allows a single target creature to tread on air
or liquid as if walking on solid ground. The caster must
choose the version of the spell desired upon the initial
casting of the spell.

Air Walk: The maximum upward or downward angle pos-
sible is 45 degrees, at a rate equal to one-half the crea-
ture’s normal movement. A strong wind (21+ mph) can
push an air walker along or hold the walker back. Each
round at the end of the walker’s turn, the wind blows the
walker 5 feet for each 5 miles per hour of wind speed.

Water Walk: The creature’s feet hover an inch above the
surface. Any liquid may be traversed, including mud,
oil, snow, quicksand, running water, ice, and even lava
(although creatures crossing molten lava or other harm-
ful surfaces still take damage from the heat or other
harm). The creature can walk, run, charge, or otherwise
move across the surface as if it were normal ground.
If the spell is cast underwater (or while the subject is
partially submerged), the subject is borne toward the
surface at 60 feet per round until they can stand on it.

ALARM, Lever 1 Wis
CT 1 R 50 ft. D 2 hrs./lvl.
SV none SR N/A Comp V, S, F/DF

The caster summons a small animal to watch over an
area. Each time a creature enters the warded area, a
mental or audible alarm is triggered. Whether the alarm
is mental or audible is left up to the caster but must be

decided upon at the moment the spell is cast. A crea-
ture that speaks the password, also determined at the
time of casting, does not set off the alarm. The caster
may elect to have small animals not set off the alarm.
Ethereal or astral creatures do not trigger the alarm un-
less the intruder becomes material while in the warded
area. The spell’s area of effect is a 50-ft. diameter circle
and requires a small bell to activate.

Mental Alarm: A mental alarm alerts the caster so long
as the character remains within a mile of the warded
area. It will also awaken the caster from normal sleep,
but does not otherwise disturb concentration. A silence
spell has no effect on a mental alarm.

Audible Alarm: An audible alarm produces the sound of
a bell, and anyone within 60 feet of the warded area can
hear it clearly. Doors and walls will reduce the distance
by 10 to 20 feet. In quiet conditions, the ringing can be
heard faintly up to 180 feet. The ringing lasts for 1 round.
Creatures within a silence spell cannot hear the ringing.

ALTER SELF, LevEL 2 CHA
CT 1 R person D 10 min./lvl.
SV none SR none Comp V,S

This is a more powerful version of change self. As with
change self, the caster can assume the form of a crea-
ture of the same type as the caster’s form. However, the
caster also gains extraordinary special attacks and qual-
ities, such as darkvision, low-light vision, and so on. The
caster does not gain any supernatural abilities though.

ALTER SIZE*, LeveL 1 INT
CT 1R 50 ft. D 1 tn./lvl.
SV constitution negates SR yes Comp V, S

This spell allows the caster to enlarge or reduce a crea-
ture or object, increasing/decreasing both size and
weight. The subject may be altered by up to 10% per
caster level, increasing by this amount in height, width
and depth (to a maximum of 50%). Alter size affects one
creature or one object of up to 10 cubic ft/1vl in volume.

Weight increases by approximately the cube of the size
increase, as follows:

HEIGHT WEIGHT

+10% (X 1.1)
+30% (X 1.3)
+20% (X 1.2)
+70% (X 1.7)
+30% (X 1.3)
+40% (X 1.4)
+50% (X 1.5)
+120% (X 2.2)
+170% (X 2.7)
+240% (X 3.4)

Weight decreases proportional to the cube of the new
height, as follows:

A SIEGE ENGINE GAME FOR THE PULP ERA 79




BOOK 3 —

HEIGHT WEIGHT

10% (X 0.9)
20% (X 0.8)
30% (X 0.7)
40% (X 0.6)
50% (X 0.5)
60% (X 0.4)
80% (X 0.2)
90% (X 0.1)

All equipment worn or carried by a creature is also
changed by the spell. If insufficient room is available
for the desired growth or reduction, the creature or ob-
ject attains the maximum possible size, bursting weak
enclosures in the process. However, it is constrained
without harm by stronger materials: the spell cannot be
used to crush a creature by its own growth.

Magical properties are not increased by this spell. Weight,
mass, and strength are affected though. A creature’s hit
points, armor class, and base attack bonus do not change,
but strength increases along with size. For every 20% of
enlargement, the creature gains a +1 bonus to strength.

ANIMAL GROWTH, LeveL 5 Wis
CT 1R 150 ft. D 1 tn./lvl.
SV none SR yes Comp V, S

The caster causes up to a maximum of eight animals to
grow to twice their normal size. This doubles each ani-
mal’s height, length, and width, increasing its weight by
a factor of eight. The increase in size has a number of ef-
fects. The animal’s HD doubles, increasing the animal’s
bonus to hit and saving throws accordingly. The increase
in size increase the damage the animal delivers by one-
third. It also doubles the animal’s constitution bonus.
When the spell ends, the animal’s HP return to normal,
and all damage taken while enlarged is divided by 2. The
spell gives the character no special means of command
or influence over the enlarged animals. Thus, the spell
is often combined with speak with animals and a charm
spell. Animal growth has a 25 x 25 foot area of effect.

ANIMAL MESSENGER, LeveL 2 Wis, LEvEL 2 CHA
CT 1 R 50 ft. D 1 day/lvl.
SV none SR yes Comp V, S, M (food)

Using food to initiate the spell, the caster compels a small
animal to go to a spot the caster designates. The spell has
no effect on an animal tamed, trained or under the influ-
ence of someone else. The caster can mentally impress on
the animal a certain place well known to the caster or an
obvious landmark. The directions must be simple, as the
animal depends on the caster’s knowledge and can’t find
a destination on its own. The caster can attach a small
item or note to the messenger. The animal travels to the
location and waits there until the spell expires. During the
period of waiting, the animal allows others to approach it
and remove any scroll or token it carries. The intended
recipient of a message gains no special ability to commu-
nicate with the animal or read any attached message.
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ANIMAL SHAPES, LeveL 8 Wis
CT 1R 50 ft. D 1 hr./lvl.
SV none SR yes (h) Comp V, S, DF

The caster polymorphs up to one willing creature per
level, in a 25 x 25 foot area, into a small or medium ani-
mal of the caster’s choice. Recipients remain in the ani-
mal form until the spell expires or the caster dismiss-
es the spell. The caster can designate the new form’s
physical qualities (such as hair color, hair texture, skin
color, height, weight and gender), but all must fall with-
in the norms for the species.

Upon changing into an animal, a subject regains lost hit
points as if having rested for a day (though this healing
does not restore temporary ability damage or provide oth-
er benefits of resting for a day). Further, the polymorphed
subject acquires the physical and natural abilities of the
animal while retaining its own mind. In general, the sub-
ject’s new scores and faculties are average ones for the
species into which it has been transformed. Natural abili-
ties include armor class (if better), attack routines and
damage, movement capabilities such as walking, swim-
ming and flight, and extraordinary vision. The subject
does not gain any extraordinary abilities of the animal.

The subject retains its prime attributes, intelligence, wis-
dom, and charisma scores, level and class, hit points (de-
spite any change in its constitution modifier), alignment
and attack bonus. The subject can cast spells for which it
has components. When the polymorph occurs, however,
the subject’s equipment, if any, melds into the new form
and becomes nonfunctional; material components and fo-
cuses melded in this way cannot be used to cast spells. A
humanlike voice is required for verbal components, and
humanlike hands are required for somatic components.

ANIMATE DEAD*, Leve. 3 Wis, LEveL 4 CHa, LevaL 5 INT
CT1R50 ft. Dn/a
SV none ST none Comp V, S, M

This spell turns the bones or bodies of dead creatures
in a 25 x 25 feet area into undead skeletons or zombies
that follow the caster’s spoken commands. The undead
can follow the caster, or can remain in an area and at-
tack any creature or specific type of creature entering
the area. The undead remain animated until they are
destroyed. Destroyed undead can’t be animated again.
Regardless of the type of undead, the caster can’t, in
any single casting of the spell, create more HD of un-
dead than the caster has levels.

The undead remain under the caster’s control indefi-
nitely. No matter how many times the caster uses this
spell, however, the character can only control 2 HD
worth of undead creatures per caster level. If the caster
exceeds this number, all the newly created creatures fall
under the caster’s control, and any excess undead from
previous castings become uncontrolled (the character
chooses which creatures are released). If the caster is
an arcanist, any undead the character might command
by virtue of the caster’s power to command or rebuke
undead do not count toward the spell’s limits.




A skeleton can be created only from a mostly intact corpse
or skeleton. The corpse must have bones. If a skeleton is
made from a corpse, the flesh falls off the bones. A zombie,
however, can be created only from a mostly intact corpse.
The statistics for skeletons and zombies are detailed in
Book 5: Bestiary; undead created with this spell do not
return any abilities the creature may have had while alive.

PRESERVE DEAD: This reverse version has two ef-
fects. First, the caster preserves the remains of the tar-
get corpses so they do not decay, for one day per level
of the caster. Doing so extends the time limit on raising
that creature from the dead. The spell works on severed
body parts and the like. Second, the spell permanently
prevents the target corpses from being animated by an
animate dead spell. If a target corpse is preserved, and
then raised from the dead or resurrected, the spell ends.

ANTI-ILLUSION SHELL, LeverL 6 CHA
CT 1 R person D 1 tn./lvl.
SV none SR see text Comp V, S.

This spell creates an invisible, mobile, 20-ft. diameter
sphere of energy around the caster that affects all il-
lusions, whether created by spell, spell-like ability,
device, or supernatural ability. It suppresses any illu-
sion used within, passing into, or cast into the area,
but does not dispel it. Time spent within an antimagic
shell counts against the suppressed spell’s duration.
The shell prevents the entrance of illusory creatures;
if the caster casts anti-illusion shell in an area occu-
pied by such a creature, the creature is forced away.
Should the character be larger than the area enclosed
by the shell, any part of the character’s person that
lies outside the barrier is unaffected by the field. Illu-
sions created by creatures of demigod or higher sta-
tus may be unaffected.

ANTILIFE SHELL, LeveL 5 CHA
CT 1 R person D 1 tn./lvl.
SV none SRy Comp V, S, DF

This spell creates a mobile, 20-ft. diameter sphere of energy
around the caster that prevents the entrance of all living
creatures, but not constructs, elementals, outsiders or un-
dead. The shell is transparent, but it is not invisible. It moves
with the caster. This spell may be used only defensively, not
aggressively; an attempt to force the shell against a creature
normally kept at bay causes the shell to collapse.

ANTIMAGIC SHELL, Lever 6 INT
CT 1 R person D 1 tn./lvl.
SV none SR see text Comp V, S

This spell creates a mobile, 20-ft. diameter sphere of
energy around the caster that is impervious to most
magical effects, including spells, spell-like abili-
ties, and supernatural abilities. An antimagic shell
suppresses any spell or magical effect used within,
brought into or cast into the area, but does not dispel
it. Time spent within an antimagic shell counts against
the suppressed spell’s duration. Likewise, the shell
prevents the functioning of any magic items or spells
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within its confines. The shell prevents the entrance of
summoned or conjured creatures and incorporeal un-
dead; if the caster casts antimagic shell in an area oc-
cupied by such a creature which has spell resistance,
the caster must make a check against the creature’s
SR or the spell fails.

Normal creatures can enter the area, as can normal
missiles. Unless they are summoned, golems and other
magical constructs, elementals, outsiders, and corpo-
real undead may enter in an antimagic area, but the
antimagic area temporarily nullifies their spell-casting
supernatural, spell-like, and other magic abilities.

The shell is transparent, but it is not invisible. Should
the character be larger than the area enclosed by the
shell, any part of the character’s person that lies out-
side the barrier is unaffected by the field.

Dispel magic does not affect an antimagic shell. Certain
spells remain unaffected by an antimagic field, as detailed
in their descriptions. Artifacts and creatures of demigod or
higher status are unaffected. Two or more antimagic shells
sharing any of the same space have no effect on each other.

ANTIPATHY*, LeEveL 8 INT, LEVEL 8 CHA, LEVEL 9 Wis
CT 1 hr. R 50 ft. D 2 hr./lvl.
SV Cha (see text) SR yes Comp V, S, M, DF

By means of this spell or its reverse variation, the caster
causes one location or one object to emanate magical vi-
brations that repel or attract a specific order of intelligent
creature or creatures of a particular alignment. The crea-
ture to be affected must be named specifically and defined
by the caster during the casting of the spell; larger groups,
such as a type or subtype, are not specific enough. Alter-
natively, a specific alignment can be named. For example,
the caster could specify zombies, but not undead; alterna-
tively, the caster could specify neutral evil creatures. This
spell cannot be cast upon living creatures.

If the spell is cast upon a location, the area affected is a
10-foot-square area per level of the caster. If the spell is
cast upon an object, only the object is affected. Casting
the spell requires at least $150 worth of gems or jewelry.

ANTIPATHY: The spell emanates eldritch vibrations
that repel specified creatures, forcing them to abandon
the area or item. The creatures will not willingly return
while the spell is in effect. A creature which makes a
successful saving throw can stay in the area or touch the
item, but feels very uncomfortable doing so. This discom-
fort, while in effect, reduces the creature’s charisma by 4
points. Antipathy counters and dispels sympathy.

SYMPATHY: The reverse of the spell causes designated
creatures to feel elated and pleased to be in the area, or
desire to touch or to possess the object. The compulsion
is overpowering. If the save is successful, the creature is
released from the enchantment, but a subsequent save
must be made every hour if the creature remains in the
area or within the presence of the item (within 10 feet
per level of the caster). If a subsequent save fails, the af-
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fected creature attempts to return to the area or object.
Sympathy counters and dispels antipathy.

ARCANE BOLT, Lever 1 InT
CT 1R 150 ft. Dn/a
SV none SRyes Comp V, S

A bolt of magical energy flies from the caster’s hand and
unerringly strikes its target. The bolt deals 1d4+1 points
of damage. As long as the caster can see the target and
all the targets are in a 25-foot-diameter area, the bolt will
hit. Specific parts of a creature cannot be singled out.

For every two levels of experience past first level, the cast-
er gains an additional bolt. The caster has two at 3rd level,
three at 5th level, four at 7th level, and so on. If the caster
shoots multiple bolts, the caster can have them strike a
single creature or several different creatures. The caster
must designate targets before rolling for damage or SR.

ARCANE EYE, LeveL 4 INT
CT 1 tn. R unlimited D 1 tn./lvl.
SV none SR none Comp V, S, M

The caster creates an invisible magical eye that sends
the caster visual information. The material component
for the spell is an eye. The arcane eye travels at 30 feet
per round, and sees exactly as the caster would see if
the caster were there. If the eye examines walls or ceil-
ings, it moves at 10 feet per round. Solid barriers pre-
vent the passage of an arcane eye, although it can pass
through a space no smaller than a small mouse hole
(one inch in diameter). The caster must concentrate to
use the eye. If the caster does not concentrate, the eye
becomes inert until the caster again concentrates.

The powers of the eye cannot be enhanced by other
spells or items (though the caster can use magic to im-
prove the caster’s own eyesight). The caster is subject to
any gaze attack the eye encounters. A successful dispel
magic cast on the caster or the eye ends the spell. With
respect to blindness, magical darkness and other phe-
nomena that affect vision, the arcane eye is considered
an independent sensory organ of the caster (including a
creature). Creatures with intelligence 12 or higher can
sense the arcane eye by making an intelligence check.
Spells such as detect scrying can also detect the eye.

ARCANE MARK, LeveL O INT, LEVEL O CHA
CT 1 R touch D permanent
SV charisma negates (h) SR yes Comp V, S

This spell allows the caster to inscribe a rune or mark,
which can be no taller than six inches in height and consist
of no more than six characters. The writing can be visible or
invisible. The caster can etch the rune upon any substance
without harm to the material upon which it is placed.

If an invisible mark is made, a detect magic spell causes
it to glow and be visible. See invisibility, true seeing,
and the like allow their users to see an invisible arcane
mark. A read magic spell reveals the words, if any. The
mark cannot be dispelled, but it can be removed by the
caster or by an erase spell.
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Creatures and items with charisma receive a charisma
saving throw to prevent the inscription of the mark. If
cast on a creature, normal wear gradually causes the
mark to fade in about a month.

ARMOR, Lever 2 Wis
CT 1 R touch D 10 tn./lvl.
SV none SR yes (h) Comp V, S, M, DF

The caster needs a piece of bark to cast the spell, which
grants a +4 bonus to AC due to the toughening of the
caster’s skin. This bonus increases to +5 at 6th level
and to +6 at 12th level and higher.

ASTRAL PROJECTION, LeveL 9 ALL
CT 30 min. R touch D see below
SV none SR yes (h) Comp V, S

This spell frees the spirit from the body, allowing the
caster to project an astral body into another plane. The
caster can bring the astral forms of other creatures as
well, provided the creatures are linked in a circle with
the caster at the time of the casting. These fellow travel-
ers must accompany the caster at all times to remain in
an astral state. If something happens to the caster dur-
ing the journey, the companions are stranded wherever
the caster left them. The caster can bring one additional
creature for every two levels of experience.

The bodies of the caster and companions are left behind,
in a state of suspended animation. The spell projects an




astral copy of them and all they wear or carry onto the
astral plane. Because the astral plane touches upon other
planes, the caster can travel astrally to any of these other
planes as the caster wishes. The caster then leaves the as-
tral plane, forming a new physical body (and equipment)
on the plane of existence the caster has chosen to enter.

When on the astral plane or another plane, the caster’s
astral body is connected at all times to the caster’s ma-
terial body by a silvery cord. If the cord is broken, the
caster is killed both astrally and materially. Very few
things can destroy a silver cord. When a second body
is formed on a different plane, the incorporeal silvery
cord remains invisibly attached to the new body. If the
second body or the astral form is slain, the cord simply
returns to the caster’s original body, reviving it from its
state of suspended animation. Although astral projec-
tions can function on the astral plane, their actions af-
fect only creatures existing on the astral plane.

The caster and the caster’s companions may travel
through the astral plane indefinitely. The spell lasts un-
til the caster desires to end it, or until it is terminated
by some outside means, such as dispel magic cast upon
either the physical body or the astral form, or the de-
struction of the caster’s body (which kills the caster).

ATONEMENT, Lever 5 Wis
CT 1 hr. + 1 hr./lvl. of recip. R touch D see description
SV none SR yes (h) Comp V, S, F DF

This spell removes the burden of evil acts or misdeeds from
the subject. The creature seeking atonement must be truly
repentant and desirous of setting right its misdeeds. The
spell removes the burden from a creature that committed
the evil act unwittingly or under some form of compulsion.
A suitable focus worth at least $50 and ceremonial compo-
nents totaling $10 in cost are needed to cast the spell.

It may also be used to atone a creature that committed de-
liberate misdeeds and acts of a knowing and willful nature.
In such cases, the caster’s deity becomes directly involved
in the atonement. Such intercession has a debilitating ef-
fect on the caster. Upon completion of the spell, the caster
loses all spellcasting ability for one week and must rest for
one day before resuming normal, daily activity. Many cast-
ers first assign the atoning subject a quest or similar pen-
ance before casting the atonement spell on their behalf.

Atonement may be cast for one of several purposes:

Reverse Magical Alignment Change: If a creature has
had its alignment magically changed, atonement re-
turns its alignment to its original status.

Redemption or Temptation: The caster may cast this
spell upon a creature of an opposing alignment in order
to offer it a chance to change its alignment to match
the caster’s. The prospective subject must be present
for the entire casting process. Upon completion of the
spell, the subject freely chooses whether it retains its
original alignment or changes to the caster’s alignment.
No duress, compulsion or magical influence can force
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the subject to take advantage of the opportunity offered
if it is unwilling to abandon its old alignment. This use
of the spell does not work on outsiders (or any creature
incapable of changing its alignment naturally).

AUGURY, LeEveL 2 Wis, LEveL 3 CHA
CT 1 R person D see below
SVn/aSRn/aCompV,S, F, DF

By using a suitable focus worth at least $25, an augury
can tell the caster whether a particular action will bring
good or bad results for the caster in the immediate fu-
ture. The base chance for receiving a meaningful reply
is 70% + 1% per caster level; the Game Master makes
the roll secretly. The Game Master may determine that
the question is so straightforward that a successful re-
sult is automatic, or so vague as to have no chance of
success. If the augury succeeds, the caster gets one of
four results: (1) Weal (if the action will probably bring
good results), (2) Woe (for bad results), (3) Weal and woe
(for both), or (4) Nothing (for actions that don’t have es-
pecially good or bad results). If the spell fails, the cast-
er gets the “nothing” result. An arcanist who gets the
“nothing” result has no way to tell whether it resulted
from a failed or successful augury.

The augury can see into the future only about half an
hour, so anything that might happen after that does
not affect the augury. Thus, it might miss the long-term
consequences of the contemplated action. All augury
spells cast by the same person upon the same topic use
the same dice result as the first casting.

AWAKEN, Lever 5 Wis
CT 1 day R touch D permanent
SV wisdom negates SR yes Comp V, S, DF

The caster awakens a tree or animal to humanlike sen-
tience. To succeed, the caster must make a wisdom
save, with the target’s hit dice constituting the chal-
lenge level. The awakened animal or tree is friendly
toward the caster. The caster has no special empathy
or connection with the awakened creature, although it
serves the caster in specific tasks or endeavors if the
caster can communicate their desires to it. An awak-
ened tree has characteristics of an animated object.
Awakened trees gain the ability to move their limbs,
roots, vines, creepers, etc., and have senses similar to a
human’s. An awakened animal gets 3d6 intelligence, a
+1 charisma bonus, and +2 hit dice. An awakened tree
or animal can speak one language the caster knows.
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BANISHMENT, Lever 6 Wis
CT 1 R 50 ft. D permanent
SV charisma negates SRyes Comp V, S, F

Banishment enables the caster to force extraplanar
creatures within a 25-x-25-foot area, back to their
home plane. Up to 2 hit dice of creatures per caster
level can be banished. To target a creature, the charac-
ter must present at least one object or substance that
it hates, fears or otherwise opposes. For each such ob-
ject or substance, the creature suffers a -2 penalty on
its saving throw, and the caster gains +1 bonus on the
check to overcome the target’s SR (if any).

BIND ELEMENTAL, LeveL 5 INT
CT 10 min. R 50 ft. D 10 min./lvl.
SVn/aSRn/aCompV,S, M

Upon casting this spell, the caster forcibly transports a
powerful elemental from one of the elemental planes to
the plane in which the caster is located. The type of el-
emental summoned must be designated by the caster
before the spell is begun. This elemental has 12d8 HD,
physical primes, a slam attack dealing 3D6 damage, and
is capable of casting any spell from any list that could be
directly associated with its element. As the elemental will
be a large specimen, fire and water elementals will require
a large source of either element in order to be able to take
shape. Earth and air are typically present in abundance.
The caster can use any item, which can reasonably be as-
sociated with the element being summoned.

The elemental does not come willingly, nor will it do the
caster’s bidding without a struggle. The caster must main-
tain concentration upon the elemental to force it to serve. If
the caster moves, speaks, takes damage, or performs any
other action other than concentrating on forcing the ele-
mental to do his or her bidding, the elemental attacks the
caster immediately, and will not stop until destroyed. Con-
trol over the elemental cannot be regained. It will ignore any
and all opponents save for the sorcerer who summoned it.
The caster may release the elemental at any time.

BINDING*, LeveL 8 INT, LEVEL 9 CHA
CT 1 tn. R 50 ft. D see below
SV charisma negates SR yes Comp V, S, M

A binding spell creates a magical restraint to hold a
creature. The target only gets an initial saving throw
if its HD is equal to at least half the caster’s level. The
caster may employ up to six assistants with the spell.
For each assistant who casts suggestion, the caster’s
effective caster level increases by +1. For each assistant
who casts a charm or other appropriate spell, the cast-
er’s effective level increases by +2 (provided the target is
appropriate for the spell). All the assistants must join in
chanting the spell as detailed below.
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The binding spell has six versions. The caster chooses
one when the spell is cast. Regardless of the version
cast, the caster can specify triggering conditions that
end the spell and release the creature whenever they
occur. These can be as simple or elaborate as the caster
desires (subject to the Game Master agreeing that the
condition is reasonable and has a likelihood of com-
ing to pass). The conditions can be based on a crea-
ture’s name, identity or alignment, but otherwise must
be based on observable actions or qualities. Intangibles
such as level, class, HD or HPs do not qualify. Once
the spell is cast, its triggering conditions cannot be
changed. Setting a release condition results in a saving
throw penalty of -2, if the subject gets a saving throw.

A creature may only be subject to one binding spell at a
time. Additional binding spells cast on a subject already
bound have no effect.

Chaining: The subject is confined by restraints that
generate an antipathy spell affecting all creatures that
approach the subject except the caster. Duration is one
year per caster level. The subject is confined to the spot
it occupied when it became subject to the spell’s effect.

Slumber: Imposes a comatose sleep upon the subject
for up to one year per caster level. The subject does not
need to eat or drink while slumbering, nor does it age.
Saves are made at +1.

Bound Slumber: A combination of chaining and slum-
ber that lasts for up to one month per caster level. Saves
are made at +3, if the subject gets a saving throw.

Hedged Prison: The subject is transported to or oth-
erwise brought within a confined area from which it
cannot wander by any means. The spell is permanent.
Saves are made at +4, if the subject gets a saving throw.

Metamorphosis: The subject assumes gaseous form,
except for its head or face. It is held harmless in a jar or
other container, which may be transparent. The crea-
ture remains aware of its surroundings and can speak,
but cannot leave the container, attack or use any of its
powers or abilities. The binding is permanent. The sub-
ject does not need to breathe, eat or drink while meta-
morphosed, nor does it age. Saves are made at +5, if the
subject gets a saving throw.

Minimus Containment: The subject is shrunk to a
height of one inch or less and held within some gem
or similar object or jar. The binding is permanent. The
subject does not need to breathe, eat or drink while
contained, nor does it age. Saves are made at +4, if the
subject gets a saving throw.

Freedom: The reverse of this spell, freedom, simply
cancels the effect of any binding spell cast by an arcan-
ist of equal or lower level.

BLADE BARRIER, LeveL 6 Wis
CT 1 R 150 ft. D 3 rd./1vl.
SV dexterity negates SR yes Comp V, S




This spell creates a wall of whirling blades. The wall is
immobile, standing 30 feet tall, 60 feet long, and 5 feet
thick. Any creature passing through the blade barrier
takes 12d6 points of damage. Creatures within the blade
barrier when it is invoked take the damage as well, but
they can avoid the damage with a successful dexterity
check, provided they can and do physically leave the area
of the blades by the shortest possible route. Once the
barrier is in place, anything entering or passing through
the blades automatically takes damage.

BLESS*, LeveL 1 Wis
CT1RS50ft. D 1 tn./lvl.
SV none SR yes (h) Comp V, S, DF.

The caster’s allies gain +1 to hit, and a + 1 on saving
throws against fear. The reverse spell, bane, causes the
caster’s enemies a -1 to hit and saving throws against fear.

BLESS WATER*, Lever 1 Wis
CT 1 tn. R touch D permanent
SV n/a SR yes (object) Comp V, S, DF

This spell turns a flask (one pint) of water into holy wa-
ter or unholy water. Holy water and unholy water have
special effects on certain creatures, such as undead and
evil outsiders, upon which a flask deals 1d8 points of
acid damage. The reverse is called curse water, and has
a similar effect on holy creatures and good outsiders.

BLINDING FLASH, Lever 0 Wis
CT 1 R 10 ft./1lvl D instant
SV Neg. SR no Comp V,S

This spell creates a blinding flash of light within 10
ft. per level of the caster. All characters within 10 feet
of the burst (including the caster and his allies) must
make a constitution-based saving throw with a CL
equal to the caster’s level + 1, or they are blinded and
disoriented for one round, suffering -6 to all actions. If
targets (ally or enemy) are aware the attack is coming
and know to close or avert their eyes, they automati-
cally save against the spell’s effects.

BLINK, Lever 3 INT, LEVEL 3 CHA
CT1Rn/aD1rd./Ivl
SVn/aSRn/aCompV,S

This spell rapidly cycles the caster in and out of exist-
ence (into the ethereal plane). Blinking has several ef-
fects. Attacks against the caster are made at -10. If the
attacker, however, is capable of striking ethereal or in-
corporeal creatures, or can see invisible creatures, then
attacks are made at only -2. If the attacker can both see
and strike ethereal creatures, the attacker suffers no
penalty. Individually targeted spells have a 50% chance
to fail against the character while blinking unless the
attacker can target invisible or ethereal creatures. Area
attacks, such as fireball or a burst of bullets from an
automatic firearm, cause full damage.

The caster’s own attacks are made at -2. Likewise, the
caster’s own spells have a 50% chance to activate just
as the character goes ethereal, in which case they take

PARANORMAL

effect on the ethereal plane. Since the character spends
about half the character’s time on the ethereal plane, the
character can see and even attack ethereal creatures.
The character interacts with ethereal creatures roughly
the same way the character interacts with material ones.

While blinking, the character can step through, but not
see through, solid objects no more than 5 feet thick. If
the caster attempts to walk through material thicker
than 5 feet, he blinks into the solid object, the spell
ends, and he is shunted off to the nearest open space,
suffering 1d6 points of damage per 5 feet traveled
through solid matter.

BLUR, LEVEL 2 CHA
CT 1 R touch (one) D 1 tn./1vl.
SV wisdom negates (h) SR yes Comp V

The subject’s outline appears distorted, granting a +2 bo-
nus to armor class. A see invisibility spell does not counter-
act the blur effect, but a true seeing spell does. Opponents
who cannot see the subject ignore the spell’s effect. This
spell’s effect does combine/stack with the armor spell.

BULLETPROOF, LeveL 2 INT
CT 1 R touch D 10 min./lvl.
SV none SRyesComp V, S, F

This spell shields the recipient against attacks from
normal missiles and ranged weapons for the spell’s du-
ration. This protection also shields the recipient from
one attack by a large missile, such as a catapult or
hurled boulder, though such a powerful attack causes
the magic of the spell to be consumed after the first de-
flected strike. The material component of this spell is a
pendant shaped like a shield.

BURNING HANDS, LeveL 1 INT, LEVEL 2 CHA
CT 1 R 5 ft. D instant
SV none SR yes Comp V, S

A thin sheet of flame shoots from the caster’s outspread
fingertips, striking any creature in the spell’s semicircu-
lar area of effect (5 feet long and 10 feet wide). Creatures
in the area of the flames take damage at 1d4+1 HP per
level of the caster. Flammable materials such as cloth,
paper, parchment and thin wood ignite and burn if the
flames touch them.
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CALL LIGHTNING, Lever 3 Wis
CT 10 min. plus 1 rd per bolt R 450 ft. D 10 min./lvl.
SV dexterity half SR yes Comp V, S

If the caster is outdoors in a stormy area, this spell al-
lows him to call bolts of lightning from the sky. The
caster can call down one bolt every 10 minutes, for the
spell’s duration. The character need not call a bolt of
lightning immediately. Other actions, even spellcasting,
can be performed during the spell’s duration. Calling a
bolt, however, takes the caster’s action for that round.
A bolt causes 1d10 hit points of damage per caster level.
It strikes in a vertical stroke at whatever target point
the character chooses, within the spell’s range. The bolt
takes the shortest possible unobstructed path between
a nearby cloud and the target. Any creature within a 10-
foot radius of the path or the point where the lightning
strikes is affected. This spell can only be used outdoors.

CHAIN LIGHTNING, LeveL 6 INT
CT 1 R 450 ft. D instant
SV dexterity save half SR yes Comp V, S

Bolts of lightning spring from the caster’s fingertips,
striking a target and then arcing to other targets within
S50 feet of the prime target. The bolt deals 1d6 points
of damage per caster level on the primary target. After
the bolt strikes, the lightning can arc to as many sec-
ondary targets as the caster has levels. The secondary
bolts each strike one target and deal half as many dice
of damage as the primary (rounded down). All subjects
can attempt dexterity saving throws for half damage. The
character chooses the secondary targets, but they must
all be within 50 feet of the primary target, and no target
can be struck more than once. The character can choose
to affect fewer secondary targets than the maximum.

CHANGE SELF, LeveL 1 INT, LEVEL 1 CHA
CT 1R touch D 10 tn./lvl.
SV Intelligence negates SR no Comp V, S

The spell changes the caster’s appearance, including
clothing, armor, weapons and equipment. The caster can
seem one foot shorter or taller, thin, fat, or in between.
The character cannot change the character’s race. Other-
wise, the extent of the apparent change is up to the cast-
er. The spell does not provide the abilities or mannerisms
of the chosen form. It does not alter the perceived tactile
(touch) or audible (sound) properties of the character or
any equipment. Creatures get an intelligence save to rec-
ognize the glamour as an illusion if they interact with it.

CHARM MONSTER, LeEveL 3 CHA, LEVEL 4 INT
CT 1 R 50 ft. D 1 day/1vl.
SV charisma negates SR yes Comp V,S

This charm makes a monster regard the caster as a trust-
ed friend and ally. If the monster is being threatened or
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attacked by the caster or the caster’s allies, however, the
monster receives a +5 bonus to its saving throw. The spell
does not enable the caster to control the charmed creature
as if it were an automaton, but it perceives the caster’s
words and actions in the most favorable way. The caster
can try to give the subject orders, but the caster must
succeed at a charisma check to convince it to do anything
it wouldn'’t ordinarily do. Any act by the caster or the cast-
er’s apparent allies that threatens the charmed creature
breaks the spell. Note also that the caster must speak the
creature’s language to communicate commands.

CHARM PERSON, LeveL 1 INT
CT 1 R 50 ft. D 1 hr./1vl.
SV charisma negates SR yes Comp V,S

This charm makes a medium-size or smaller human-
oid regard the caster as a trusted friend and ally. If the
target is being threatened or attacked by the caster or
the caster’s allies, however, it receives a +5 bonus to its
saving throw. The spell does not enable the character to
control the charmed creature as if it were an automaton,
but the subject does perceive the caster’s words and ac-
tions in the most favorable way. The caster can try to
give the subject orders, but the caster must succeed at a
Charisma check to convince it to do anything it wouldn’t
ordinarily do. Any act by the caster or the caster’s ap-
parent allies that threatens the charmed creature breaks
the spell. Note also that the caster must speak the crea-
ture’s language to communicate commands.

CHARM PERSON OR ANIMAL,

LeveL 1 CHA, LeveL 2 Wis

CT 1 R 50 ft. D 1 hr./1lvl.

SV charisma negates SR yes Comp V,S.

This spell is exactly like charm person, but it can also
affect animals, beasts, and magical beasts.

CLAIRAUDIENCE/ CLAIRVOYANCE,
LeveL 3 INT, LEVEL 3 CHA

CT 1 R see below D 1 tn./lvl.

SV none SR no Comp V, S, F/ DF

Clairaudience or clairvoyance enables the character to
concentrate upon some locale and hear or see (the char-
acter’s choice) almost as if the character were there.
Distance is not a factor, but the locale must be a place
familiar to the character. The spell does not allow magi-
cally enhanced senses to work through it. If the chosen
locale is magically dark, the character sees nothing. If it
is naturally pitch black, the character can see in a 10-
foot radius around the center of the spell’s effect. Lead
sheeting or magical protection blocks the spell, and the
caster senses that the spell is so blocked. The spell can
be dispelled, and it functions only on the plane of exist-
ence the character is currently occupying.

CLONE, Lever 8 INT, LEVEL 9 CHA
CT 1 hour R touch D permanent
SVn/aSRn/aCompV,S, M

This spell creates a duplicate of a creature. To create the
duplicate, the caster must spend $500 for research and
creation and must have a piece of flesh taken from the




original’s living body, with a volume of at least one cubic
inch. The piece of flesh need not be fresh, but it must be
kept from rotting. Once the spell is cast, the duplicate
must be grown in a laboratory for 2d4 months.

The clone has the personality, memories, levels, attrib-
utes, and abilities that the original had at the time the
piece of flesh was taken. The spell duplicates only the
original’s body and mind, not its equipment.

CLOUDKILL, Lever 5 INT
CT 1 R 150 ft. D 1 tn./lvl.
SV see text SR yes Comp V, S

A bank of yellowish-green poisonous fog billows out from
the point the caster designates and affects a 20 foot high
x 30 foot wide x 20 foot thick area. The fog obscures
all sight, including extraordinary vision, beyond 5 feet.
A creature within 5 feet has one-half concealment. Crea-
tures farther away have total concealment. The fog’s
vapors kill any living creature with 3 or fewer HD (no
save), and it causes creatures with 4 to 6 HD to make
constitution saving throws or die. Living creatures above
6 HD, and creatures of 4 to 6 HD who make their saving
throws, take 1d10 points of poison damage each round
while in the cloud. Holding one’s breath doesn’t help, but
creatures immune to poison are unaffected by the spell.

The cloudkill moves away from the caster at 10 feet per
round, rolling along the surface of the ground. Because
the vapors are heavier than air, they sink to the lowest
level of the land, even pouring down openings. It cannot
penetrate liquids, nor can it be cast underwater. A mod-
erate wind (11+ mph) disperses the fog in four rounds;
a strong wind (21+ mph) disperses the fog in one round.

COLOR SPRAY, LeveL 1 CHA
CT 1 R 25 ft. D instant
SV wisdom negates SR yes Comp V, S, M

A rainbow cone springs forth from the caster’s hand,
causing nearby creatures to fall asleep. The spell can
affect a number of creatures equal to 1d4 + level. The
cone is 5 feet wide and 25 feet long, and the closest
creatures in the cone are affected first. The material
component are small colored objects.

The result of the spell depends upon the HD of the tar-
geted creatures. Creatures of 2 HD or less are struck
unconscious for 2d4 rounds; creatures of 3 to 4 HD are
blinded for 1d4 rounds; and creatures of 5 HD or greater
are stunned for one round. Creatures of the same level or
HD as the caster, and all creatures with 5 HD or greater
may make a wisdom saving throw to shake off the color
spray. Sightless creatures are not affected by color spray.

COMMAND, Lever 1 Wis, LEveL 1 CHA
CT1R25ft.D1rd
SV charisma negates SR yes Comp V

The caster utters a one-word directive, which the subject
or subjects, up to one creature for every 2 levels, obeys to
the best of their ability unless they make a charisma sav-
ing throw. The command must be clear and understood
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by the targeted creature. A command of “die” causes the
subject to fall unconscious for the duration of the spell,
whereas a command of “suicide” would fail because it
is generally used as a noun, not as a command. A com-
mand of “awake” counters magically induced uncon-
sciousness caused by sleep and color spray.

COMMAND PLANTS, Lever 8 Wis
CT 1 R 150 ft. D see text
SV see text SR yes (see text) Comp V, DF

The caster causes plants, fungi and plant creatures to
do the character’s bidding with a 50-foot-diameter circle.
There are three versions of the spell described below.

Animate: The spell imbues trees or other large, inanimate
vegetable life with mobility. The animated plants then at-
tack whomever or whatever the character first designates.
Animated plants gain humanlike senses. The plants’ ar-
mor class, attacks, and special abilities vary with their
size and form, as described for animated objects. The
character can animate two trees, four shrubs, or eight
vines. All plants to be affected must be within 50 feet of
each other. The character can animate different types of
plants if desired. The effect lasts one hour per caster level.

Charm: Against plant and fungus creatures, command
plants functions in the same manner as a mass charm spell.
The character can command a number of plant creatures
whose combined level or HD do not exceed three times the
character’s level. No two affected creatures can be more than
25 feet from each other, and each is allowed a charisma sav-
ing throw. The effect lasts 1 day per caster level.

Enhanced Entangle: This version acts as an enhanced en-
tangle spell, allowing all plants within the area of effect to
entwine about any creatures within, or moving through,
the area, holding them fast. A successful dexterity save
means the creature avoids becoming entangled for that
particular round. An entangled creature suffers a -2 pen-
alty to attack, a -4 penalty to effective dexterity, and also
cannot move, making the casting of a spells with a somatic
component impossible. Breaking free requires a successful
strength check. Each round, the plants once again attempt
to entangle all creatures that have avoided or escaped en-
tanglement. Spell resistance does not keep creatures from
being entangled. Plants can also free creatures trapped by
an entangle spell or the enhanced entangle version of com-
mand plant. The effect lasts one hour per caster level.

COMMUNE, LeveL 5 Wis
CT 10 min R see text D special
SVn/aSRn/aCompV,S, M, DF

The caster can attempt to contact the character’s deity or
agents to ask questions that can be answered by a simple
yes or no answer. An arcanist with no particular deity con-
tacts a philosophically allied deity. This spell should be used
sparingly, as disfavor could be gained with frequent use. The
caster needs incense, a holy symbol, or other religious items.

The caster is allowed one question per caster level. The
answers given are correct within the limits of the de-
ity’s knowledge. Any question that cannot be answered
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with an answer of yes or no will result in no answer
and will count against the caster’s maximum number
of questions. If a caster doesn’t focus on the conversa-
tion, such as discussing answers with others, the deity
becomes angry or irritated, and ends the spell.

COMPREHEND LANGUAGES, LeveL 1 InT
CT1Rn/aD 10 min./lvl.
SVn/aSRn/aCompV,S

The character can understand the spoken words of crea-
tures and read otherwise incomprehensible written mes-
sages. Note that the ability to read does not necessarily
impart insight into the material, merely its literal meaning.
Note also that the spell enables the character to understand
or read an unknown language, not speak or write it. Writ-
ten material can be read at the rate of one page (250 words)
per minute. Magical writing cannot be read, other than to
know it is magical. The spell does not decipher codes or
reveal messages concealed in otherwise normal text.

CONE OF COLD, LeveL 5 INT
CT 1 R see below D 1 rd.
SV dexterity half SR yes Comp V, S, M

A cone of extreme cold shoots from the caster’s hand,
affecting an area 5 feet wide x 50 feet long, or from a
focus, causing 1d6 points of damage per caster level.
Water is needed to cast the spell.

CONFUSION, LeveL 4 INT, LEVEL 4 CHA
CT 1R 150 ft. D 1 rd./1lvl.
SV wisdom negates SR yes Comp V, S

This spell causes creatures in an area 50 feet x 50 feet
to behave randomly, as indicated on the following table:

1D10 BEHAVIOR

1 Wander away for 1 turn (unless prevented)
2-3 | Attempt mundane task, like cooking, for 1
round

4-6 | Do nothing for 1 round

7-8 | Try to locate lost items for 1 round
9 Attack nearest creature for 1 round
10 Act normally for 1 round

Except on a result of one, roll each round to see what the sub-
ject does. Wandering creatures leave the scene as if disinter-
ested. Any confused creature that is attacked automatically
attacks its attackers on its next turn.

CONSECRATE*, LEveL 2 Wis
CT 3 R 50 ft. D 2 hrs./1vl.
SVn/aSRn/aCompV,S, M, DF

This spell blesses an area 50 feet x 50 feet with posi-
tive energy. All attempts to turn undead made within the
area gain a +3 bonus. Undead entering this area suffer
minor disruption, giving them a -1 penalty on attacks,
damage, and saving throws. Undead cannot be created
or summoned into a consecrated area. If the consecrat-
ed area contains a permanent fixture dedicated to the
character’s deity, pantheon, or aligned higher power, the
modifiers listed above are doubled. Consecrate counters
and dispels desecrate, but not within a permanent fix-
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ture of the opposing spellcaster’s deity. The caster needs
religious materials worth 25gp to cast the spell.

Desecrate is the reverse of this spell. It imbues an area with
negative energy, and all attempts to turn undead within it
suffer a -3 penalty. Undead entering this area gain +1 to
attacks, damage, and saving throws. Undead created with-
in or summoned into a desecrated area gain +1 hit points
per HD. If the desecrated area contains an altar, shrine,
or other permanent fixture dedicated to the caster’s deity,
pantheon, or aligned higher power, the effects are doubled.

Desecrate counters and dispels consecrate, but not with-
in a permanent fixture of the opposing spellcaster’s deity.

CONTACT OTHER PLANE, LeveL 5 INT
CT 10 min. R see below D 1 rd./2 lvls.
SVn/aSRn/aCompV

The caster projects his mind to another plane of exist-
ence in hopes of receiving advice and information from
powers residing there. The powers reply in a language the
character understands, or by telepathy, but they often
resent such contact, and as a result, give brief answers.
The Game Master answers questions with yes, no, maybe,
never, unclear, irrelevant, or some other one-word answer.

The character must concentrate to maintain the spell, and
may ask one question per round. The question is answered
during the same round. A caster may ask one question for
every two caster levels. Upon first making contact, the cast-
er must make an intelligence saving throw. Failure results
in the spell ending immediately, and the caster suffering
an attribute loss and possible insanity as indicated on the
table below. Except for contact with an elemental plane, a
saving throw roll of natural one always results in insanity.

The caster can contact an elemental plane or some plane
further removed. Contact with a mind far removed from
the caster’s home plane increases the likelihood of a
successful answer, but likewise increases the probabil-
ity that the caster will suffer adverse effects. On rare
occasions, this form of divination may be blocked by an
act of certain deities or forces. The following table shows
the possible consequences and results of the attempt.

Failed Saving Throw: If the caster fails an intelligence
save against the indicated CL, the caster’s intelligence and
charisma scores are decreased, as indicated on the table,
for one week’s duration. Lowering of intelligence can re-
sult in the loss of bonus spells, and if reduced to 8 or less,
the loss of daily spells entirely. Additionally, the caster
may go insane when contacting a plane other than an el-
emental plane. A saving throw failed by 5 or more results
in insanity in the caster. A saving throw roll of natural 1
always results in insanity. Insanity lasts as follows:

Astral: 1 week

Demigod: 1d4 weeks
Lesser Deity: 1d8 weeks
Greater Deity: 1d12 weeks

Results of a Successful Contact: The Game Master
rolls % to generate the result shown on the table:
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CONTACT OTHER PLANE

Plane Con- Saving Throw Loss of
tacted Challenge Level Int Cha
Elemental Plane 3 1 01-35
Astral Plane 5 2 1
Outer Plane,
demigod 7 4 2
Outer Plane,
lesser deity K 6 3
Outer Plane,
greater deity 12 8 4

True Answer: The character gets a true, one-word an-
swer. Questions not capable of being answered in this
way are answered as unclear.

Don’t Know: The entity tells the character that it doesn’t know.
Lie: The entity intentionally lies to the character.

Random Answer: The entity tries to lie, but it doesn’t
know the answer, so it makes up one.

CONTINUAL FLAME,

LeveL 2 INT, LEVEL 2 CHA, Lever 3 Wis
CT 1 R 5 ft. D permanent

SV none SR yes Comp V, S

A flame, equivalent in brightness to a torch, springs
forth from an object that the character touches. The
flame looks like a regular flame, but it creates no heat
and doesn’t use oxygen. The flame can be covered and
hidden, but not smothered or quenched.

CONTROL PLANTS, Lever 4 Wis
CT 1R 50 ft. D 1 tn./lvl.
SV charisma negates (see text) SR yes Comp V, S

This spell allows the caster to control and to converse,
in very rudimentary terms, with all sorts of plants and
plantlike creatures (including fungi, molds and plant-
like monsters) in a 25 foot x 25 foot area. The caster
automatically exercises limited control over normal
plants, but plantlike creatures can negate the control
effect with a charisma save. The spell does not enable
plants to uproot themselves and move about, but it does
allow them to move their branches, stems, and leaves.
The plants can duplicate the effect of an entangle spell,
or free creatures trapped by that spell.

CONTROL WATER, LeveL 4 Wis
CT 1 R 450 ft. D 10 min./lvl.
SVn/aSRn/aCompV,S, M/DF

The spell allows the caster to either raise or lower water.

Lower Water: This use of the spell causes water (or any
similar liquid) to sink away to a minimum depth of 1
inch. The depth can be lowered by up to 2 feet per cast-
er level. The water is lowered within a squarish depres-
sion whose sides are up to 10 feet long per caster level.
In extremely large and deep bodies of water, a powerful
caster can create a whirlpool that sweeps ships down-
ward, putting them at risk of damage and rendering
them unable to leave by normal movement for the du-

Random An-

True Answer Don’t Know Lie
swer
36-65 66-85 86-100
01-40 41-65 66-85 86-100
01-55 56-75 76-90 91-100
01-70 71-85 86-95 96-100
01-90 91-92 93-100

ration of the spell. When cast on water elementals and
other water-based creatures, this spell acts as a slow
spell. The spell has no effect on other creatures.

Raise Water: This use of the spell causes water (or any
similar liquid) to rise in height. Boats raised in this way
slide down the sides of the hump that the spell creates.
If the area affected by the spell is adjacent to land, the
water can spill over onto dry land.

CONTROL WEATHER, LevEL 6 INT, LEVEL 7 Wis
CT 10 min. (see text) R 2 miles D 4d12 hrs.
SVn/aSRn/aCompV,S, M/DF

The caster changes the weather in the local area, 2 miles x
2 miles centered on caster. It takes 10 minutes to cast the
spell and an additional 10 minutes for the effects to mani-
fest. The caster can only call forth weather appropriate to
the climate and season of the area, but can almost always
change the direction of the wind and control its intensi-
ty from calm to strong. The character cannot control the
specific applications of the weather. When the character
selects a certain weather condition to occur, the weather
assumes that condition 10 minutes later (changing grad-
ually). The weather continues as the caster left it for the
duration, or until the character designates a new kind of
weather, which fully manifests 10 minutes later. Contra-
dictory conditions are not possible simultaneously. Control
weather can do away with atmospheric phenomena (natu-
rally occurring or otherwise) as well as create them.

SEASON POSSIBLE WEATHER

Spring Tornado, thunderstorm, or sleet
Summer  Torrential rain, heat wave, or hailstorm
Autumn Hot or cold weather, fog, or sleet
Winter Frigid cold, blizzard, or thaw

CONTROL WINDS, LEverL 5 Wis
CT 1 R 50 ft. D 10 min./lvl.
SV none SR none Comp V, S

The caster alters wind force in a 100-foot diameter
sphere/level, centered on the caster. The caster can
make the wind blow in a certain direction or manner,
and increase or decrease its strength. The new wind di-
rection and strength persist until the spell ends or the
caster chooses to alter the spell, which requires concen-
tration. The caster may create an “eye” of calm air up to
50 feet in diameter at the center of the area if the charac-
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ter so desires, and the character may choose to limit the
effect to any area less than the spell’s full area of effect.

Wind Direction: The caster may choose one of four
basic wind patterns to function over the spell’s area:
a downdraft blows from the center outward in equal
strength in all directions; an updraft blows from the
outer edges in toward the center in equal strength from
all directions, veering upward before impinging on the
eye in the center; a rotation causes the winds to circle
the center in clockwise or counterclockwise fashion; a
blast simply causes the winds to blow in one direction
across the entire area from one side to the other.

Wind Force: For every three caster levels, the charac-
ter can increase or decrease wind force by one level of
strength. Strong winds (21+ mph) make sailing difficult.
A severe wind (31+ mph) causes minor ship and building
damage. A windstorm (51+ mph) drives most flying crea-
tures from the skies, uproots small trees, knocks down
light wooden structures, tears off roofs, and endangers
ships. Hurricane-force winds (75+ mph) destroy wooden
buildings, sometimes uproot even large trees and cause
most ships to founder. A tornado (175+ mph) destroys
all non-fortified buildings and often uproots large trees.

CREATE FOOD AND WATER*, LeveL 3 Wis
CT 10 min R 50 ft. D permanent
SVn/aSRn/aCompV,S, DF

This spell creates simple food of the caster’s choice and a
volume of drinking water. The food decays as normal food,
but the water does not go bad. The caster can create enough
food and water to sustain three humans or one horse for 1
day per caster level. The reverse of this spell, spoil food and
water, makes the same amount of food or water inedible.

CREATE GREATER UNDEAD, Lever 7 CHAa, 8 Wis
CT 1 hour R 50 ft. (one) D permanent
SVn/aSRn/aCompV,S, M

This evil spell allows the caster to create powerful kinds
of undead if the arcanist is of the appropriate level:
mummy (13), spectre (15), vampire (17) or ghost (19).
The caster may create less powerful undead than the
caster’s maximum capability if desired. Created undead
are not automatically under the control of their anima-
tor. The caster may gain command of the undead as it
forms by making a successful Wisdom check with a CL
equal to the hit dice of the monster. This spell must be
cast at night and the caster must spend $100 per corpse.

CREATE UNDEAD, LeverL 5 CHA, 6 Wis
CT 1 hour R 50 ft. (one) D permanent
SVn/aSRn/aCompV,S, M

This evil spell allows the caster to create powerful kinds
of undead if the arcanist is of the appropriate level:
ghouls (9), shadow (10), ghasts (12), wights (14) or
wraiths (18). The caster may create less powerful un-
dead than the caster’s maximum capability if desired.
Created undead are not automatically under the con-
trol of their animator. The caster may gain command of
the undead as it forms by making a successful turning
check. This spell must be cast at night.
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CREATE WATER, Lever 0 Wis
CT 1 R 50 ft. D permanent
SVn/aSRn/aCompV,S

This spell generates wholesome, drinkable water. Water
can be created in an area as small as will actually con-
tain the liquid, or in an area three times as large (pos-
sibly creating a downpour or filling many small recepta-
cles). The caster can create 2 gallons of water per caster
level (enough to fill 4 waterskins). Water weighs about 8
pounds per gallon, and one cubic foot of water contains
roughly 8 gallons and weighs about 65 pounds.

CREEPING DOOM, LeveL 6 CHA, 7 Wis
CT 1R 150 ft. D 1 tn./lvl.
SV none SRno Comp V, S

The caster calls forth a mass of 1,000 venomous, biting
and stinging spiders, scorpions, beetles and centipedes.
The carpetlike mass swarms in a square 25 feet on a side.
Upon the caster’s command, the swarm creeps forth at 10
feet per round toward any prey within 150 feet. Each ver-
min in the creeping doom effect automatically bites a crea-
ture for 1 point of damage and then dies. Each creature
overrun by the swarm takes enough hit points of damage
to kill it, destroying that number of vermin in the process.
If there aren’t enough vermin to kill all the creatures in the
spell’s effect, damage is distributed among the survivors
equally. If the creeping doom travels more than 100 feet
away from the character, it loses 50 of its number for each
additional 10 feet it travels. Anything that would deter or
destroy normal insects is effective against these insects.

CURE CRITICAL WOUNDS*, LEvEL 5 Wis
CT 1 R touch D permanent
SV see text SR yes (h) Comp V, S, DF

When the caster lays hands upon a living creature, the
target is cured of 5d8 hit points of damage. The curative
version of this spell automatically deals the same damage
against undead, while the reverse of the spell, cause criti-
cal wounds, deals damage to living creatures. In those sit-
uations, a successful wisdom save indicates half damage.

CURE LIGHT WOUNDS*, LeveL 1 Wis
CT 1 R touch D permanent
SV see text SR yes (h) Comp V, S, DF

When the caster lays hands upon a living creature, the tar-
get is healed for 1d8 hit points of damage. The curative
version of this spell causes the same amount of damage
to undead creatures, while the reverse of this spell, cause
light wounds, deals damage to living creatures. In those sit-
uations, a successful wisdom save indicates half damage.

CURE SERIOUS WOUNDS*, LeveL 3 Wis
CT 1 R touch D permanent
SV see text SR yes (h) Comp V, S, DF

When the caster lays hands upon a living creature, the target
is cured for 3d8 hit points of damage. The curative version
of this spell causes the same amount of damage to undead
creatures, while the spell’s reverse, cause serious wounds,
causes the same damage to living creatures. In those situa-
tions, a successful wisdom save indicates half damage.
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DELAY POISON, LeveL 2 Wis
CT 1 R touch D 1 hr./1vl.
SV constitution negates (h) SR yes (h) Comp V, S, DF

The caster imbues one subject with immunity to poison.
Any poison in the subject’s system, or any poison the sub-
ject is exposed to during the spell’s duration, does not affect
the subject until the spell has expired. Delay poison does
not cure any damage that poison may have already done.

DANCING LIGHTS , LeveL O INT, O CHA
CT 1R 150 ft. D 1 tn.

SV see text SRno Comp V, S
. . . . DELAYED BLAST FIREBALL, LeveL 6 Wis
Depending on the version selected during casting, the cast- CT 1 R 450 ft. D up to 5 rnds

er creates up to four lights that resembI.e lanterns or torch- SV dexterity half SR yes Comp V, S, M

es (and provide the same amount of light), or up to four ] ] )

glowing spheres of light (which look like will-o>wisps), or ~ This spell is an enhanced version of fireball, except
one faintly glowing, vaguely humanoid shape. The dancing the caster can choose to delay the detonation for up

lights must stay within 20 feet of each other, but otherwise =~ to 5 rounds. With a gesture, the caster sends a small
move as the caster desires (no concentration required): for- ~ ball of fire hurtling through the air to detonate with a
ward or back, up or down, straight or turning corners, etc. low roar at the height and distance the caster desires
The lights can move up to 100 feet per round. A light winks as long as it is within the spell’s maximum range.
out if its distance from the caster exceeds the spell’s range. The explosion fills the area of effect, a 40 foot diam-
A creature that interacts with a dancing light gets a wisdom eter sphere, with intense fire and heat, causing 1d6
saving throw to recognize it is an illusion. +1 per level fire damage to all creatures and objects

within the area. It ignites combustibles and damages
objects, and melts anything with a low melting point
such as bronze, copper, silver, lead or gold. The ex-
plosion creates almost no pressure. A small lump of
coal is required to cast the spell.

DARKNESS*, LEveL 1 CHa, 2 InNT, 2 Wis
CT 1 R 50 ft. D 10 min./lvl.
SV none SR none Comp V, M/DF

This spell causes an object or surface to radiate dark-
ness out to a 20-foot radius. Not even creatures that The fireball can detonate immediately in the same

can normally see in the dark can see in an area shroud- round that the spell is cast, or the caster can choose
ed in magical darkness. Normal lights do not work, nor to delay the explosion for up to 5 rounds. The caster
do light spells of a lower spell level. chooses the amount of delay upon completing the spell,

and the delay cannot be changed once it has been set.
The reverse of this spell is called daylight. Daylight caus-
es an object or surface to shed light as bright as full day- Unlike the fireball spell, impact against a solid barrier
light in a 60 foot radius. Creatures that suffer penalties does not cause early detonation. If the caster chooses a
in bright light suffer them while exposed to this magi- delayed blast, the glowing bead sits at its destination until
cal light. Darkness and daylight cancel each other out, it detonates. A creature can pick up and hurl the fireball
leaving whatever light conditions normally prevail in the like a rock. If the caster attempts to send the ball through
overlapping areas of the spells. Higher-level light spells a narrow passage, such as an arrow slit, the character
are not affected by darkness, and the reverse is true for must hit with a ranged attack roll, or else the bead strikes
daylight. If either spell is cast on a small object that is the barrier and falls to a resting point until detonation.
then placed inside or under a lightproof covering, the
spell’s effects are blocked until the covering is removed. DETECT CHAOS, EVIL, GOOD, OR LAW, Lever 0 Wis
CT 1R 150 ft. x 10 ft. D 10 min./lvl.
DAZE, LeveL 1 CHA SV none SR none Comp V, S, DF
CT 1R 25 feet D 1 rd.

B f thi 11, th t th -
SV intelligence neg SR yes Comp V, S, M y means of this spe e caster can sense the pres

ence of a specific alignment aspect (chaos, evil, good or

This enchantment clouds the mind of a humanoid crea- law) in the direction the caster is facing, along a path
ture with 4 or fewer hit dice so that it takes no actions. 150 feet long and 10 feet wide. The caster must spend
Humanoids of 5 or more hit dice are not affected. A dazed one round concentrating along the path to detect the
subject is not stunned, so attackers get no special advan- alignment aspect, although the caster may both cast
tage against it. A pinch of wool is needed to cast this spell. the spell and begin detecting in the same round as the

spell is cast. Chaos radiates a wave-like aura, whereas
DEATH WARD, LeveL 5 CHa, 5 Wis law’s aura is constant. Good’s aura creates pleasurable
CT 1 R touch D 10 min./Ivl. emotion, whereas evil’s aura creates brief irritation and
SV none SR yes (h) Comp V, S, DF anger in the caster. The strength of each aspect’s aura

) ) o ] will be revealed as faint, strong, or overwhelming if it is
The caster imbues one subject with immunity to all supernatural. The spell can penetrate barriers, but 1

death spells and magical death effects. The spell does foot of stone, 1 inch of common metal, a thin sheet of
not protect against other sorts of attacks, such as hit lead or 3 feet of wood or dirt blocks it.

point loss, poison, petrification or other effects even if
they might be lethal.
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DETECT ILLUSION, LeveL O CHA
CT 1R touch D 1 tn./lvl.
SV none SR none Comp V, S

By means of this spell, the caster can detect the presence
of illusions in the direction the caster is facing, along a
path 50 feet long and 10 feet wide. Unlike detect magic,
this spell may be cast on another creature by touch.

The caster must spend one round concentrating along the
path to detect any illusion, although the caster may both
cast the spell and begin detecting in the same round that
the spell is cast. The strength of the illusion detected will
be revealed as lingering, faint, moderate, strong or over-
whelming. The spell can penetrate barriers, but 1 foot of
stone, 1 inch of common metal, a thin sheet of lead or 3
feet of wood or dirt blocks it. [llusory areas, multiple types
of illusion or strong illusory emanations may confuse or
conceal weaker auras, although the Game Master may al-
low the caster to spend additional rounds concentrating
to decipher the confusion or reveal auras. The Game Mas-
ter may require an intelligence check to do so.

DETECT MAGIC, Lever O CHa, O INT, 0 Wis
CT 1RS50 ft. x 10 ft. D 1 tn./1vl.
SV none SR none Comp V, S

By means of this spell, the caster can detect the pres-
ence of magical auras in the direction the caster is fac-
ing, along a path 50 feet long and 10 feet wide. The
caster must spend one round concentrating along the
path to detect magic, although the caster may both cast
the spell and begin detecting in the same round that the
spell is cast. The strength of the magic detected will be
revealed as lingering, faint, moderate, strong or over-
whelming. The spell can penetrate barriers, but 1 foot of
stone, 1 inch of common metal, a thin sheet of lead or 3
feet of wood or dirt blocks it. Outsiders and elementals
are not inherently magical, but if they have been con-
jured, the conjuration spell will be detected.

Magical areas, multiple types of magic or strong local
magical emanations may confuse or conceal weaker au-
ras, although the Game Master may allow the caster
to spend additional rounds concentrating to decipher
the confusion or reveal weaker auras. The Game Master
may require a intelligence check to do so.

DETECT NEUTRALITY, Lever 0 Wis
CT 1R 150 ft. x 10 ft. D 10 min./lvl.
SV none SR none Comp V, S, Df

By means of this spell, the caster can sense the pres-
ence of neutrality in the direction the caster is facing
along a path 150 feet long and 10 feet wide. The caster
must spend one round concentrating along the path,
although the caster may cast the spell and detect in the
round the spell is cast. If an additional round is spent
concentrating, the spell reveals the type of neutrality,
either lawful neutral, neutral good, neutral, neutral
evil, or chaotic neutral. The spell can penetrate barri-
ers, but 1 foot of stone, 1 inch of common metal, a thin
sheet of lead or 3 feet of wood or dirt blocks it.

92 AMAZING ADVENTURES

DETECT POISON, LeveL O INT, 0 Wis
CT 1 R S50 ft. D 10 min./lvl.
SVn/aSRn/aCompV,S

The caster can determine whether one creature, one ob-
ject or a 25 foot x 25 foot area has been poisoned or is poi-
sonous. The character can determine the type of poison
with a successful wisdom check. The spell can penetrate
barriers, but 1 foot of stone, 1 inch of common metal, a
thin sheet of lead or 3 feet of wood or dirt blocks it.

DETECT TRAPS, LeveL 2 Wis
CT 1 R 50 ft. x 10 ft. D 10 min./1vl.
SV none SR none Comp V, S

The caster can detect traps, mundane or magical, in the
direction the caster is facing, along a path 50 feet long
and 10 feet wide. The caster must spend one round con-
centrating along the path, although the caster may both
cast the spell and begin detecting in the same round
as the spell is cast. The spell does not detect natural
hazards. The spell can penetrate barriers, but 1 foot of
stone, 1 inch of common metal, a thin sheet of lead or 3
feet of wood or dirt blocks it.

DETECT SCRYING, LeveL 4 INT
CT 1 R unlimited D 1 day
SV none SR none Comp V, S

When using this spell, the caster immediately becomes aware
of any attempt to observe the character by means of clairaudi-
ence, clairvoyance, or any other means of scrying, including
crystal balls or other magic scrying devices. If the means of
scrying is within the area of effect, 150 feet of the caster, the
caster immediately gains knowledge of its location.

DETECT SECRET DOORS, Lever 1 Wis
CT 1 R 60 ft. D 1 min./lvl.
SV none SR none Comp V,S

The caster can use this spell to find secret doors, hid-
den compartments and other such hidden areas specifi-
cally constructed to escape detection. After 1 round of
concentration, the presence or absence of secret doors is
revealed. After 2 rounds, the number of secret doors and
their location are revealed. If the location is out of sight,
the spell reveals what direction the secret item is in, but
not its location. In subsequent rounds, up to the limit of
the spell’s duration, mechanisms or triggers for specific
secret doors or compartments are revealed. This spell can
penetrate barriers, but 1 foot of stone, 1 inch of metal, a
thin sheet of lead or 3 feet of wood or dirt blocks the spell.

DETECT SNARES AND PITS, Lever 1 Wis
CT 1 R 50 ft. x 10 ft. D 10 min./1vl.
SV none SR none Comp V, S

The caster can detect simple pits, deadfalls, snares of
wilderness creatures, and primitive traps constructed
of natural materials in the direction the caster is facing
along a path 50 feet long and 10 feet wide. The caster
must spend one round concentrating along the path,
although the caster may cast the spell and detect in
the round the spell is cast. The spell does not detect
complex traps. The spell detects certain natural haz-




ards such as quicksand (registers as a snare), a sink-
hole (pit), or unsafe walls of natural rock (deadfall). It
does not, however, reveal other potentially dangerous
conditions. The spell does not detect magic traps (ex-
cept those that operate by pit, deadfall or snaring), nor
mechanically complex ones, nor those that have been
rendered safe or inactive. The spell can penetrate barri-
ers, but 1 foot of stone, 1 inch of common metal, a thin
sheet of lead or 3 feet of wood or dirt blocks it.

DETECT THOUGHTS*, LEvEL 2 CHA, 2 INT
CT1R50ft. x 10 ft. D 10 min./lvl.
SV none SR yes Comp V, S, F, DF

The character can detect surface thoughts, and get a gener-
al impression of the level of intelligence involved. The caster
detects the presence or absence of thoughts (from con-
scious creatures with intelligence scores of 1 or higher) in
the direction the caster is facing, along a path 50 feet long
and 10 feet wide. The caster must spend one round con-
centrating along the path, although the caster may both
cast the spell and begin detecting in the same round as
the spell is cast. Once thoughts are detected, if the caster
concentrates an additional round, the general level of intel-
ligence will be revealed as one of the following: animal, very
low, low, average, high, very high, genius, supra-genius, or
deific. The spell can penetrate barriers, but 2 feet of stone
or metal, 2 inches of common metal, a thick sheet of lead
or 5 feet of wood or dirt blocks it. The reverse of this spell,
hide thoughts, obscures a subject’s thoughts and counters
detect thoughts. The spell’s component is a copper piece.

DETECT UNDEAD, LeveL 0 CHA, 1 Wis
CT 1 R50 ft. x 10 ft. D 1 min./lvl.
SV none SR none Comp V, S, DF

By means of this spell, the caster can detect undead in
the direction the caster is facing, along a path 150 feet
long and 10 feet wide. The caster must spend one round
concentrating along the path, although the caster may
cast the spell and detect in the round the spell is cast.
The strength of the undead will be revealed as faint (1
HD or less), moderate (2-4 HD), strong (5-10 HD), or
overwhelming (11+ HD). The spell can penetrate barri-
ers, but 1 foot of stone, 1 inch of common metal, a thin
sheet of lead or 3 feet of wood or dirt blocks it.

DIMENSION DOOR, LevEL 4 INT
CT 1 R 450 ft. D instant
SVn/aSRn/aCompV

The caster instantly transports from the caster’s current
location to any other spot within range. The character al-
ways arrives at exactly the spot desired whether by sim-
ply visualizing the area or by stating direction. After us-
ing this spell, the character can’t take any other actions
until the next round. If the character arrives in a place
that is already occupied by a solid body, the character
becomes trapped in the astral plane. All that the caster
wears and carries is teleported, up to 500 pounds.

DISCERN LIES*, LEVEL 4 CHA, 4 Wis
CT1RS50 ft. D 1 rd./lvl.
SV charisma negates SR yes Comp V, S, DF

PARANORMAL

Each round, the caster may concentrate on one subject
in range and will instantly know if the subject deliber-
ately speaks a lie. The spell does not reveal the truth,
uncover unintentional inaccuracies, or reveal evasions.
Each round, the character may concentrate on a differ-
ent subject. The reverse of this spell, hide lies, obscures
the truthfulness of a person.

DISCERN LOCATION*, LeveL 8 Wis
CT 10 min. R unlimited D instant
SV none SR none Comp V, S, DF

With this spell, the caster learns the exact location of a
person or object. Discern location circumvents normal
means of protection from scrying or location. The spell
reveals the exact name and location (community, coun-
ty, country, continent and plane) where the subject is
to be found. To find a creature with the spell, the char-
acter must have seen the creature or have some item
that once belonged to it. To find an object, the character
must have seen or touched the object at least once. The
reverse of this spell, hide location, obscures the loca-
tion of a person or object from detection by spell, crystal
ball, or other means of scrying.

DISINTEGRATE, LevEL 6 INT
CT 1 R 150 ft. D instant
SV charisma partial SR yes Comp V, S, M.

A thin green ray springs from the caster’s pointing fin-
ger, causing the creature or object it strikes to glow and
vanish, leaving behind only a trace of fine dust. The
ray affects one creature or up to a 10-foot cube of non-
living matter (thus, the spell disintegrates only part of
any very large object or structure). The ray affects even
magical matter, or energy of a magical nature, but not a
globe of invulnerability or an antimagic field. A creature
or object that makes a successful charisma save is only
partially affected, taking 5d6 points of damage instead
of disintegrating. Only one creature or object can be af-
fected, and the ray is not blocked by normal barriers.

DISJUNCTION, LeveL 9 CHa, 9 INT
CT 1 R 50 ft. D see below
SV charisma negates (objects) SR none Comp V

This powerful spell rips asunder all magical effects within
the spell’s 25 foot x foot area of effect. That is, spells and
spell-like effects are separated into their individual com-
ponents (ending the effect as a dispel magic spell does),
and permanent magic items must make successful con-
stitution saves or be turned into normal items. Even arti-
facts are subject to disjunction, though there is only a 1%
chance per caster level of actually affecting such powerful
items. If an artifact is destroyed by the spell, the caster
must succeed at a charisma save or permanently lose all
spell-casting abilities. The abilities cannot be recovered by
mortal magic, nor even by a wish. Destroying artifacts is
a dangerous business, and it is 95% likely to attract the
attention of some powerful being who has an interest in,
or connection with, the device. When casting the spell at
an antimagic field, the caster has a 1% chance per caster
level of destroying it. If the antimagic field survives the
disjunction, no items within it are disjoined.
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DISMISSAL, LeveL 4 CHA, 4 Wis
CT 1 R 50 ft. D instant
SV charisma negates SR yes Comp V, S, F, DF

This spell forces an extraplanar creature back to its
proper plane if the creature fails a charisma saving
throw. If the spell is successful, the creature is instantly
whisked away. The material component is any item dis-
tasteful to the subject.

DISPEL CHAOS, EVIL, GOOD OR LAW, LeveL 5 Wis
CT 1 R touch D 1 rd./lvl.
SV none SR none Comp V, S, DF

Colored energy surrounds the caster, shielding them
against creatures of a chosen alignment aspect chaos
(blue), evil (white), good (black), or law (red). The caster
gains a +4 bonus to armor class against attacks by crea-
tures of the selected aspect, and with a touch the caster
can automatically dispel any one spell cast by them (ex-
cept those spells that cannot be dispelled by dispel magic).
Additionally, the caster may force a summoned, enchant-
ed or extraplanar creature back to its proper plane with
a successful touch attack. The creature gets no saving
throw, but use of this effect immediately ends the spell.

DISPEL ILLUSION, LeveL 3 CHA
CT 1 R 150 ft. D see below
SV none SR yes Comp V, S

This spell ends ongoing illusions within an area 30 feet
x 30 feet x 30 feet, or counters another spellcaster’s il-
lusion. The caster must make a successful intelligence
check against each illusion in the area of effect to suc-
ceed. Some illusions, as detailed in their descriptions,
can’t be defeated by dispel illusion. All illusions in the
area of effect are affected. The caster automatically suc-
ceeds at the dispel check against any arcanist spell that
the character cast, as long as the character is of the
same or higher level as when the spell was cast.

DISPEL MAGIC, Lever 3 Wis, 4 CHA
CT 1 R 150 ft. D see below
SV none SR yes Comp V, S

This spell ends ongoing spells and spell-like effects that
have been cast on a creature or object, temporarily sup-
presses the magical abilities of a magic item or counters
another spellcaster’s spell within an area 30 feet x 30
feet x 30 feet. The caster must make a successful intelli-
gence check against each spell, effect, object or creature
in the area of effect to succeed. Some spells, as detailed
in their descriptions, can’t be defeated by dispel magic.
The effects of spells with instantaneous duration can’t
be dispelled, because the magic effect is already over
before dispel magic can take effect.

All magic within the area of effect is affected. The func-
tioning of magic items is suppressed for 1d4 rounds, but
artifacts are unaffected. Interdimensional portals close
for a number of rounds equal to the caster’s level. A crea-
ture or object whose presence is maintained by an ongo-
ing spell, such as a summoned monster, is sent back to
whence it came, because the spell that conjured it ends.

94 AMAZING ADVENTURES

If an ongoing spell’s area overlaps that of the dispel, the
effect is ended only within the area of the dispel magic.
The caster automatically succeeds at the dispel check
against their own spells as long as the character is of the
same or higher level as when the spell was cast.

DISTORT REALITY, LeveL 8 CHa
CT 1 R n/a D see below
SV see text SR see text Comp V

This spell is similar to limited wish, but reality is al-
tered through illusion. As with limited wish, the caster
must be careful in creating the illusion. The spell may
duplicate the effects of any Int-based arcanist spell of
7th level or lower, or any Wis-based spell of Sth level
or lower. It may also grant other effects in line with the
power of such spells, although any effects must be ap-
proved by the Game Master. Duplicated spells allow
saving throws and spell resistance as normal, except
that all saves will always be against intelligence, not the
designated attribute in the spell duplicated.

DIVINATION, Lever 4 Wis
CT 10 min. R n/a D see below
SVn/aSRn/aCompV,S, M

This spell provides the caster with a useful piece of advice
in reply to a question concerning a specific goal, event or
activity that is to occur within 1 week. The advice can be
as simple as a short phrase, or it might take the form of
a cryptic riddle or omen. The Game Master controls what
information the character receives. It should be noted
that if the caster’s party doesn’t act on the information,
the conditions may change so that the information is no
longer useful. The base chance for a correct divination is
70% + 1% per caster level. The Game Master adjusts the
chance if unusual circumstances require it (if, for exam-
ple, unusual precautions against divination spells have
been taken). If the die roll fails, the character knows the
spell failed, unless specific magic yielding false informa-
tion is at work. Multiple divinations about the same topic
by the same caster use the same die result as the first
divination and yield the same answer each time.

DREAM, LeveL 5 CHA
CT 1 min. R unlimited D see text
SV none SR yes (h) Comp V, S

The caster, or a messenger touched by the caster, sends
a phantasmal message to others in the form of a dream.
At the beginning of the spell, the caster must name the
recipients or identify them by title and in no way leaves
any doubt as to their identities. The messenger then en-
ters a trance, appears in the intended recipient’s next
dream, and delivers the message. The message can be of
any length, and the recipient remembers it perfectly upon
waking. The communication is one-way: the recipient can-
not ask questions or offer information, nor can the mes-
senger gain any information by observing the recipient’s
dreams. Once the message is delivered, the messenger’s
mind returns instantly to his or her body. The duration of
the spell is the time required for the messenger to enter
the recipient’s dream and deliver the message.




If the recipient is awake when the spell begins, the mes-
senger can choose to remain in the trance or to awaken
(ending the spell). The messenger can remain in the trance
until the recipient goes to sleep, then enter the recipient’s
dream and deliver the message as normal. Creatures who
don'’t sleep or dream cannot be contacted by this spell.

If the messenger is disturbed during the trance, the
messenger awakens, and the spell ends. The messenger
is unaware of his or her own surroundings or the activi-
ties around him or her while in the trance. The messen-
ger is defenseless, both physically and mentally (always
fails any saving throw, for example) while in the trance.

EARTHQUAKE, LeveL 8 INT
CT 10 min. R 450 ft. D 1 rd.
SV see text SR no Comp V, S, M, DF

Drawing upon elemental forces, this spell creates an
intense but highly localized tremor, within a 50 foot di-
ameter circle, that ripples the ground, knocking crea-
tures down, collapsing structures, and opening gaping
fissures. The earthquake affects standing creatures in
its area in a variety of ways.

All creatures standing in the area must make a dexter-
ity save or fall down. Even if they remain standing, they
suffer a -10 penalty to any actions attempted during the
spell’s duration, and find it impossible to move at more
than half their normal speed, if at all. All spellcasters
standing in the area find it impossible to cast spells
while the earthquake is in effect, and lose any spells
they were in the process of casting.

Fissures rip open in the ground without warning, with
a 25% chance of opening beneath each creature in
the area. Such creatures must make dexterity saves
to avoid falling into the fissure, taking 1d6 damage if
they fail. The worse threat, however, is that all such fis-
sures grind shut with impossible force at the end of the
round, crushing any trapped creatures to death.

The earthquake also has additional effects based on the
terrain it effects:

Cave or Tunnel: The roof collapses, dealing 8d6 dam-
age to any creature caught under the cave-in (dexterity
save, half).

Cliffs: The cliff crumbles, causing a landslide that travels
as far horizontally as it fell vertically. An earthquake cast
at the top of a 100 foot cliff would sweep 100 foot outward
from the base of the cliff. Any creature in the path of the
landslide suffers 8d6 damage (dexterity save, half).

River, Lake, or Marsh: Fissures open underneath the
water, draining it away from the area to form a quag-
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mire. Soggy marsh or swampland becomes quicksand
for the duration of the spell, sucking down creatures
and structures. All creatures in the area must make
dexterity saves or sink down in the mud and quicksand.
At the end of the spell, the rest of the body of water
rushes in to replace the drained water, possibly drown-
ing those caught in the mud.

Structure: Most structures standing on open ground
collapse, dealing 8d6 damage to those caught in or be-
neath the rubble (dexterity save, half).

EMOTION, LeveL 4 CHA
CT 1 R 150 ft. D concentration
SV charisma negates SR yes Comp V, S

This spell induces a powerful emotion in the hearts and
minds of the creatures it effects, eclipsing their natural
feelings. It effects a 25 foot x 25 foot area.

The caster may choose which emotion to inflict:

Despair: A lack of all hope crushes the targeted crea-
tures’ morale. They suffer a -2 penalty to all saves, at-
tacks, attribute checks, ability checks and damage
rolls. Despair dispels Hate.

Fear: Fear of the caster grips the hearts of the targeted crea-
tures. They flee as if subject to a fear spell. Fear dispels Rage.

Hate: Fiery hate and bile rise in the targeted creatures.
They react poorly to others and may become antagonis-
tic or hostile. They gain a +2 bonus to saves, attacks,
attribute checks, ability checks and damage rolls. Hate
dispels Despair.

Rage: Sheer blind fury and wrath engulfs the targeted
creatures, and they are compelled to fight, heedless of
danger. They gain a +2 bonus to strength and constitu-
tion scores, and a +1 bonus to saves against fear, but
suffer a -1 penalty to armor class. Rage dispels Fear.

ENDURE ELEMENTS, LeveL O InT, 0 Wis
CT 1 R person D 24 hrs.
SV none SR yes Comp V, S, DF

Protective magical energies merge with the caster’s
body, providing protection against natural elements.
The subject can withstand extreme temperatures, such
as sub-zero or extremely hot temperatures, or other
natural effects harmful to a normal person. For exam-
ple, this spell allows the subject to travel through a
snowstorm wearing normal clothing.

ENERGY DRAIN, Lever 9 Wis
CT 1 R 50 ft. D see below
SV constitution negates SR yes Comp V, S, DF

One of the most hated of all spells, this spell wracks the
unfortunate target, draining 2d4 levels of experience. If
cast on an undead creature, it gains 2d4 x5 temporary
HP for 1 hour.
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ENHANCE ATTRIBUTE*, LevEL 2 INT
CT 1R touch D 1 hr./lvl.
SV constitution negates (h) SR yes (h) Comp V, S, M

This spell temporarily raises one attribute score of the
creature touched. The caster selects the attribute to be
raised at the time of casting. It can only affect one crea-
ture. The spell’s effect differs depending upon whether
the attribute to be raised is a prime attribute or non-
prime attribute. The spell raises prime attributes by
1d4+1 points, but only raises non-prime attributes by
1d2+1 points. The material component is a hair or piece
from an animal considered strong, dextrous, tough, in-
telligent, wise, or appealing.

Diminish Attribute is the reverse of this spell. A creature
failing a constitution save suffers a loss of 1d4+1 points in
a prime attribute or 1d2+1 points in a non-prime attribute.

ENTANGLE, Lever 2 Wis
CT 1R 450 ft. D 1 tn./lvl.
SV dexterity (see text) SR no Comp V, S, DF

This spell animates all plants in the affected area, causing
them to attempt to intertwine about and entangle any crea-
ture within, or moving through, their location, holding them
fast. A successful dexterity save means that the creature
manages to avoid becoming entangled for that particular
round. An entangled creature suffers a -2 penalty to attack,
a -4 penalty to effective dexterity, and cannot move, making
the casting of spells with a somatic component impossible.
Breaking free requires a successful strength check. Each
round, the plants once again attempt to entangle all crea-
tures that have avoided or escaped entanglement.

ERASE, LeveL 1 INT, 1 ILLUSION
CT 1 R 50 ft. or touch D see below
SV n/a SR none Comp V, S

This spell removes writings of mundane or magical na-
ture. The spell clears as much writing as might be found
on a scroll, or up to two pages of parchment. It even
removes explosive runes, glyphs of warding and arcane
marks, but does not remove symbols or illusory script.
Removal of dangerous magical writing such as explosive
runes, requires the caster to touch them and make an
intelligence check. Failure indicates that the effect of
the dangerous writing is triggered as it is erased. Non-
magical writings are automatically erased.

ETHEREAL JAUNT, LeveL 5 Wis
CT 1 R see below D 1 rd./lvl.
SVn/aSRn/aCompV,S

The energies of this spell allow the caster to enter the
ethereal plane, a place that overlaps the material world.
The caster may pass through all material objects in
the material world without impediment, and may not
be seen or interacted with by any mundane means. To
the caster, the world appears as a hazy, insubstantial
place. If the caster ends the spell, becoming material
while inside a material object such as a solid wall, they
are shunted off to the nearest open space, taking 1d6
damage per 5 ft. they were shunted. Ethereal travelers
should be aware that some predators and other beings
make the ethereal plane their home.

EXPLOSIVE RUNES, LeveL 3 INT
CT 1 tn. R touch D see text
SV dexterity half (see text) SR yes Comp V, S

96 AMAZING ADVENTURES




This spell allows the caster to inscribe innocuous-looking
runes, which detonate when they are read. The spell is
used to protect and prevent access to a book, map, scroll,
or similar object containing written information. When
read, the runes explode causing 6d6 points of damage
to the reader. The reader receives no saving throw. Crea-
tures and objects within 10 feet of the blast must make a
dexterity saving throw and suffer only half damage if suc-
cessful. The book or other object upon which the runes
are written also takes damage, and may be utterly ruined
in the absence of some protection from magical fire.

The caster, along with anyone else the caster chooses
to specify, may read the runes without triggering them.
The caster can also remove the runes at any time. Oth-
erwise, the runes are permanent until triggered or re-
moved by dispel magic or other counterspell.

FAERIE FIRE, LeveL 1 CHA, 1 Wis
CT 1R 150 ft. D 1 tn./lvl.
SV no SR yes Comp V

This spell outlines creatures or objects with a harmless,
pale-colored fire in a 10 foot x 10 foot area. The fire is about
as bright as a candle, making the things outlined highly
visible in darkness. It also outlines invisible subjects and
those under such spells as blur. Attackers gain a +1 to hit
outlined creatures and objects. All creatures and objects
within the area of effect are outlined by the fire.

FAITHFUL HOUND, LeveL 5 INT, 5 CHA
CT 2 rd. R 50 ft. D 1 hr./lvl. (see text)
SVn/aSRn/aCompV,S, M

Arcane energy forms into a phantom hound dedicated
to guarding an area or the caster. The caster may order
the hound to do either at any time during the spell’s du-
ration. The hound will consider party members as allies
unless ordered otherwise. Should a larger creature ap-
proach within 50 feet, the hound immediately lets out
a frightful and eerie howl. Those hearing the howl must
save versus fear or suffer a -2 to attacks and morale.
This also effects allies of the caster. If an intruder ap-
proaches to within 10 feet of the hound or caster, the
guard dog ceases barking and attacks with a vicious
bite. The hound’s bite is considered a magical weapon,
and it attacks once per round. The hound gains a bo-
nus to hit equal to the caster’s level, and it deals 2d6+3
damage upon a successful bite. It continues to attack
until the intruder retreats at least 25 feet away.

The most effective way to combat the hound is by dis-
pelling it, but it can be hurt by magic and weapons. The
hound has an armor class of 18 and as many hit points
as the caster did when the spell was cast. If the caster is
ever more than 150 feet from the hound, the spell ends.
The spell lasts for 1 hour per caster level, but once the
hound begins barking, it lasts only 1 round per level.

PARANORMAL

FALSE TRAP, LeveL 2 CHA
CT1R50 ft. D 1 tn./lvl.
SV see below SR see below Comp V, S, M

To cast false trap the arcanist needs the shattered frag-
ments of a deliberately distorted mirror ($5) placed in a
small bowl of water, and a pinch of powdered moonstone
($5) cast into the air. The caster cloaks one object with a
shroud of magic, making it appear trapped to any creature
seeking to detect traps by mundane means. If the creature
attempting to find a trap is of an equal or higher level than
the caster of the false trap, the creature gets to make an
intelligence check to detect the illusion. Any manipulation
or attempt to disarm the trap breaks the spell and dispels
the illusion. Magical detection will indicate that there is
no trap, possibly causing confusion if visual inspection
follows. It effects a 25 foot x 25 foot area.

FALSE VISION, LeveL 5 CHA
CT1R50ft.D 1 tn./ lvl.
SV see below SR see below Comp V, S, M

To cast false vision the arcanist needs the shattered frag-
ments of a deliberately distorted mirror ($5) placed in a
small bowl of water, and a pinch of powdered moonstone
($5) cast into the air. The caster cloaks the area of effect
with a shroud of magic, making everything within unde-
tectable to any scrying. Also, if the caster is aware of an
attempt to scry, they may concentrate on creating an il-
lusory image with sound effects, which is what the person
scrying will see and hear. It affects a 25 foot x 25 foot area.

FEAR, LeveL 4 INT, 4 CHA
CT1R50 ft. D 1 rd./lvl.
SV charisma negates SR yes Comp V, S

Panic and terror race through the hearts of the crea-
tures affected by this spell, causing them to flee from
the caster as fast as possible. The creatures cower in
abject horror if cornered, and if forced to confront the
caster, any effected creature suffers a -2 penalty to all
rolls. It effects a 25 foot x 25 foot area.

FEATHER FALL, LeveL 1 INT
CT 1R 150 ft. D 1 rd./1vl.
SV no SR yes (h) Comp V

Creatures and objects affected by this spell fall gently,
drifting downwards through the air much like a feather.
Subjects affected by the spell take no damage from a fall
of any height. The spell may be cast with the utterance
of a single word, making it fast enough to save the caster
in case of an unexpected fall of any notable height. A
total weight of up to 1500 pounds can be affected. The
creatures and objects affected by the spell fall at a rate
of 50 feet per round. Should the spell end while they are
still falling, they fall normally from that point and take
damage only for the distance fallen. The spell works only
upon free-falling objects. It does not affect a sword blow
or a charging or flying creature. It might have effect upon
a ranged weapon or projectile, at the Game Master’s dis-
cretion. It effects a 20 foot diameter sphere.

FEEBLEMIND, LeveL 5 INT, 5 CHA
CT 1 R 150 ft. D see text
SV charisma negates SR yes Comp V, S
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This spell drains the target’s higher intellect, reasoning
and even base cunning, reducing the target to an intel-
ligence below that of even some animals. Still, even at
such low intelligence, the spell’s target instinctively rec-
ognizes friends, and can follow them and protect them
in a very primitive manner. The unfortunate victim re-
mains in this state until a heal, restoration, wish, or
equivalent are used to dispel it.

FIND THE PATH*, LeveL 6 Wis, 8 CHa
CT 3 R touch D 10 min./lvl.
SV none SRyes (h) Comp V, S, F

With unerring instinct, the subject of this spell can locate
the shortest, most direct physical route to a specified loca-
tion on the same plane of existence, though this destination
must be a location, not an object or creature. The charac-
ter can even sense the correct direction that will eventually
lead to the destination, indicating at the appropriate times
the exact path to follow or physical actions to take, enabling
the spell’s target to escape labyrinths, underground tunnel
networks and mazes, magical or mundane. This spell also
instantly counters and dispels the maze spell. The material
component of the spell is a Y-shaped stick.

The reverse of this spell makes the subject lost, no mat-
ter the place being sought. The subject wanders aim-
lessly, always straying off the path. The subject can be
led by someone else, or could even use a map if able to
normally do so.

FINGER OF DEATH, LeveL 7 InT, 8 Wis
CT 1 R 50 ft. D permanent
SV charisma partial SR yes Comp V, S

The caster points at one living creature and utters a death
curse, instantly killing the creature unless it successfully
makes a charisma saving throw. If the creature makes
its save, it sustains 3d6 damage +1 point per caster level.

FIREBALL, Lever 3 Wis
CT 1 R 450 ft. D instant
SV dexterity half SR yes Comp V, S, M

With a gesture, the caster sends a small ball of fire hur-
tling through the air to detonate with a low roar at the
height and distance the caster desires, as long as it is
within the spell’s maximum range. The explosion fills
the area of effect with intense fire and heat, causing
1d6 damage per caster level to all creatures and objects
within the area. It ignites combustibles, damages ob-
jects and melts anything with a low melting point such
as bronze, copper, silver, lead or gold. The explosion
creates almost no pressure. It effects a 40 foot diameter
sphere. The material component is a small lump of coal.

The fireball follows a straight path, and if it impacts a solid
barrier prior to attaining the prescribed range, the impact
causes early detonation. If the caster attempts to send the
ball through a narrow passage, such as an arrow slit, the
character must hit with a ranged attack roll, or else the
bead strikes the barrier and detonates prematurely.

FIRE SEEDS, LeveL 6 Wis
CT 1 per seed R see below D 1 tn./lvl. or burst
SV dexterity half SR yes Comp V, S, M, DF
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The caster binds elemental fire into acorns or holly ber-
ries, making them into weapons that burst into flame
upon impact.

Acorns: Up to four acorns may be altered with this spell.
Each can be thrown with reasonable accuracy up to 50
feet. A successful roll to hit must be made. Each acorn
bursts upon hitting a firm surface, blossoming into flame
that deals 4d8 damage and igniting any combustibles.

Holly Berries: Up to eight holly berries may be altered
with this spell. They are normally placed by hand, but
they can be thrown up to 25 feet. The berries burst into
flame if the caster speaks a word of command from
within 200 feet. They ignite instantly, and each deals
2d8 damage to any creatures within a 5 foot radius. The
explosion will also ignite combustible materials.

FIRE SHIELD, LeveL 4 INT, 5 Wis
CT 1 R see below D 1 rd./1vl.
SV none SR see text Comp V, S, M

Wispy, colorful flame wreathes the caster, surrounding
the character like a cloak of fire. The fire may be freez-
ing cold or burning hot, whichever the caster desires.
Any creature striking the caster with its body or hand-
held weapons deals normal damage, but at the same
time the attacker takes 1d6 points of damage +1 per
caster level due to the intense flames. Spell resistance
applies to this damage. Weapons with exceptional reach
do not endanger the attacker.

The flame-clad character gives off light like a dim torch,
the color of which is selected by the caster (blue or
green for a chill shield, violet or reddish-orange for a
hot shield). Characters surrounded by a hot shield take
only half damage from cold-based attacks, and no dam-
age if the attack allows a save for half damage and the
caster succeeds. Chill shields operate exactly the same
way, but protect against heat/fire-based attacks.

FIRE STORM, LeveL 7 Wis
CT 1 R150 ft. D instant
SV dexterity half SR yes Comp V, S

Raging elemental flame fills the area of effect (10 ft. cubes/
level), causing 1d6 damage per caster level. The flames
do not harm natural vegetation, ground cover, and plant
creatures in the area, unless the caster so desires.

FIRE TRAP, LeveL 2 Wis, 4 INT
CT 10 min. R touch D until discharged
SV dexterity half SR yes Comp V, S, M

Set upon any closeable item, a fire trap erupts into flame
when anyone other than the caster, or any other caster-se-
lected characters, opens the item that the spell is warding.
When triggered, a fiery explosion fills the area within 5 feet
of the item (10 foot diameter sphere). The explosion deals
1d4 damage +1 point per caster level. The item remains un-
harmed by the spell. A knock spell does not prevent the ef-
fects of a fire trap in any way. An unsuccessful dispel magic
spell will not detonate the spell. To cast the spell the caster
needs fragments of flint and a stick of charcoal, the latter
used to draw around the closure, the former scattered over
it, this process leaves no visible runes.




FIRST AID, LeveL 0 Wis
CT 1 R touch D permanent
SV n/a SR yes (h)CompV, S

When the caster lays hands upon a living creature, this
minor healing spell magically bandages any wound on the
creature’s body, preventing further loss of hit points from
bleeding. It prevents infection, but cures no damage.

FLAME STRIKE, Lever 5 Wis
CT 1 R 150 ft. D instant
SV dexterity half SR yes Comp V, S, DF

The caster calls down a roaring, vertical column of divine
fire, in an area 10 feet in diameter and 40 feet high, inflict-
ing 1d6 damage per caster level, to anyone caught within
it. Half the damage is fire damage; the other half results
from divine power and is therefore not subject to being re-
duced by magic or powers that confer protection from fire.

FLOATING DISK, LeveL 1 INT
CT1 R 10 ft. D 1 hr./lvl.
SVn/aSRn/aCompV,S, M

This spell creates a slightly concave, circular plane of
shimmering force that follows the caster about and car-
ries equipment, treasure or any other burden. The disk
is 3 feet in diameter, and can bear up to 1000 pounds of
weight, or hold up to 2 gallons of fluid. The disk floats 3
feet above the ground at all times, and always remains
level, though it may not travel faster than the caster
normally walks. When the spell ends or the caster
moves more than 50 feet away from the disk, it van-
ishes, dropping its contents. To cast the spell the caster
needs a small S5gp glass or metal disk.

-

PARANORMAL

FLY, LEveL 3 INT
CT 1 R touch D 10 min./lvl.
SV none SR yes (h) Comp V, S, M

This spell empowers the caster to fly at up to 90 feet per
round. The character can ascend at 45 feet per round,
or dive at 180 feet per round. This flight feels as natural
as walking, enabling the character to fight or cast spells
quite normally, though the character cannot bear aloft
more weight than a normal maximum load. The mate-
rial component of the spell is a single feather.

FOG CLOUD, LevEL 2 INT, 2 CHA
CT 1 R 150 ft. D 10 min./lvl.
SV none SR no Comp V, S.

A dense bank of bilious fog billows out from the point the
caster designates, obscuring all sight (including special
vision abilities) beyond 5 feet, partially concealing crea-
tures within 5 feet, and totally concealing those further
away. It covers an area 50 feet x 20 feet x 20 feet. The fog
drifts very slowly across the ground, blown by the wind (if
any) though it cannot be blown back towards the caster.
A strong wind disperses the fog in 4 rounds, and a greater
wind will disperse it in 1 round. The heavy vapors pro-
duced by this spell always sink to the lowest level of the
land, even pouring down openings such as sinkholes.

FREEDOM OF MOVEMENT, LeveL 4 Wis, 4 CHA
CT 1 R touch D 10 min./lvl.
SV n/a SR yes (h) Comp V, S, DF

Whether underwater or moving through some other lig-
uid, or impeded by spells such as hold person or web, the
creature affected by this spell can move and attack nor-
mally for the spell’s duration. No benefits other than free
movement are conferred; a character freely moving under-
water still needs to find some other means of breathing.
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GASEOUS FORM, LeveL 3 INT
CT 1R touch D 1 tn./lvl.
SV n/a SR yes (h) Comp S.

The creature touched and all of the creature’s gear be-
comes insubstantial, appearing as a misty, fog-like form.
While in this state, the character cannot be effectively
touched or physically interacted with, becoming immune
to any attacks that are not magical in nature (such as
the strikes of spells and clearly supernatural abilities).
The character cannot walk, but can fly at 10 feet per
round. The character may also filter through small holes
or narrow openings, even mere cracks, with all they were
wearing or holding, as long as the spell persists. On the
downside, the character gains no AC bonus due to mate-
rial armor, cannot physically attack or affect others, can-
not cast spells, cannot move more rapidly, may be blown
about by stiff winds and may not enter water or other
liquids. It effects one willing creature.

GATE, LeverL 9 INT, 9 Wis
CT 2 R 50 ft. D special
SV none SRno Comp V, S

A shimmering, mystical gate appears, hovering just
above the ground. The gate is an interdimensional portal
between the plane the caster is on and another plane of
existence. The caster chooses which plane to connect to
upon casting the spell, but must have some knowledge of
the other plane. The gate can be used in two ways.

First, the gate may be used as a means of travel. An-
ything or anyone moving through the gate instantly
transports to the other plane. The gate is 5 feet in diam-
eter, but the caster can increase the diameter by 1 foot
per level. The caster may hold the gate open for no more
than 1 round per level, and must concentrate to do so.

Second, the gate may be used to summon an individual
creature or type of creature from the plane to which the
gate is connected. The caster names the creature indi-
vidually or a specific creature type upon casting, and
the gate opens near the individual or creature. This spell
does not give the caster any control over creatures sum-
moned through the gate. The actions of a summoned
creature vary depending upon the situation, the caster’s
motive, alignment and perhaps, additional spells that
may be active. Deities and other unique entities are un-
der no compulsion to come through the gate unless they
choose to. An uncontrolled being acts as it pleases, of-
ten to the detriment of the caster, and may return to its
home plane at any time. When used in this manner, the
gate remains open only until the summoned creature(s)
passes through the gate. Neither the caster nor anyone
or anything on the caster’s plane may enter the gate.

Typically, the caster will ask a summoned creature to
perform a service. It is easier to gain service from crea-
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tures weaker than the caster. Deities and beings with
a strong will are often ill-disposed toward the caster for
interfering with their life’s activities.

Even if a service is given, the creature may return to
its home plane at any time, at will, whether the service
is completed or not, unless the caster has used some
other spell to bind the creature and force servitude.
Contractual service is entirely more involved, but more
likely beneficial for the caster, because the summoned
creature is less likely to be ill disposed towards its sum-
moner when some form of recompense is offered. The
negotiation of a contract must be roleplayed, bearing
in mind the nature of the creature, its desires, and its
intellect; few such creatures have any need for gold or
coin, and their desires may seem alien at best, or ut-
terly vile. Some creatures may attempt to subvert their
contract, especially if they feel they have been tricked or
treated poorly, interpreting a contract in ways that will
hopefully cause the caster distress or peril.

Failure to fulfill a contract on the caster’s part can have
terrible consequences. A creature, its liege, or master
may all attempt to enact some measure of revenge at
some time. Or, if the caster violates his alignment or
code, or fails to uphold a sworn oath, the caster’s deity
may impose some penalty or dishonor.

GEAS, LeveEL 6 INT, 6 Wis, 6 CHA
CT 1 R 10 ft. D see text
SV Cha negates SR yes Comp V, DF

“Do as I desire or suffer the consequences” is the essence
of this spell. The caster places a magical command on the
spell’s target to carry out some quest or service, or to re-
frain from some activity or course of action. If the geased
individual fails to do as instructed, they sicken and most
likely die. A geas must be carefully worded by the caster,
or it may lead to a quest with a goal not intended, or the
spell may simply fail altogether. The caster of the geas
may release the effected creature from it at any time.

Although a geas can command almost any course of
activity, it cannot compel a creature to commit suicide
or perform acts that would result in certain death. The
creature affected must be able to understand the cast-
er’s command, or the spell fails. A geased creature is
bound with the spell until the task is completed, no
matter how long it takes, but if the instructions involve
an open-ended task that the character cannot complete
through its own actions, the spell ends after one day.

If a creature ignores the geas, or is prevented from obey-
ing it, they suffer consequences. A creature will lose 1
point of strength and suffer a 1 penalty to all saving
throws for every day during which the quest is not un-
dertaken. If they again take up the quest, the penalties
cease. If a creature ignores a quest for 5 days in a row,
they must make a constitution save or sicken. A sick-
ened character moves at half normal speed, suffers -4
penalty on constitution and dexterity, heals no damage
naturally, and cannot benefit from magical healing. A
sickened character must also again make a constitu-
tion save after a number of days have passed equal to




the creature’s normal constitution score. Failure means
the creature is disabled, unable to move or act beyond a
crawl. All of these effects end 1 day after the character
deliberately attempts to resume the quest.

A geas and its effects can be removed magically by re-
move curse (but only if the caster of the remove curse is
at least two levels higher than the level of the character
who cast the geas , and the caster of the remove curse
makes a successful charisma check), or a wish. Dispel
magic does not affect a geas.

GHOST SOUND, LeveL O InT, O CHA
CT 1R 150 ft. D 1 rd./lvl.
SV intelligence negates SR yes Comp V, S, M

Eerie rattles and wails, wolfish howls, warm laughter,
quiet conversation, the rumble of thunder and clash
of swords, the soft patter of bare feet; all these are
sounds that can be created with this spell, sounds that
can seem to rise, recede, approach or remain constant
as the caster desires. Virtually any type of sound can
be produced, emanating from anywhere within range,
though the volume cannot exceed as much noise as
four normal humans could produce. Small pieces of
earwax are needed to cast this spell.

GLOBE OF INVULNERABILITY, LeveL 6 INT
CT 1 R personal D 1 rd./lvl.
SV none SR no Comp V, S, M

When this spell is cast, a faintly shimmering 10 foot di-
ameter sphere of arcane energy surrounds the caster. The
globe acts as an impenetrable field against any 1st, 2nd,
3rd, or 4th level spell, spell-like ability or spell-like effect,
even if the globe is located within the areas affected by
such spells. Spells and effects targeting or encompassing
the globe are not dispelled, but wash harmlessly against
and over it. Anyone in the globe, however, may cast spells
in, through or outside of the globe. Spells of 5th level and
higher are not affected by the globe, and the globe can be
brought down by dispel magic. The globe moves with the
caster. The caster needs a small, clear 1gp bead or sphere
and a tiny glass sphere (2sp) to cast the spell.

GLYPH OF WARDING, LeveL 3 INT
CT 10 min. R touch D until discharge
SV see text SR yes (to effect) Comp V, S, M

To cast a glyph of warding, the caster inscribes an area
or object with an invisible inscription that harms those
who enter, pass, open the warded area or object, or
otherwise break the conditions of the ward set by the
caster. It can encompass an area up to 25 feet x 25
feet. An ounce of o0il ($1) mixed with incense ($5) and a
powdered gemstone of color appropriate to the caster’s
deity ($20) is needed to activate the spell. Glyphs can
be set to permit or ward against a specific individual
or individuals, or even entire species or groups of spe-
cies. They can be set only to admit characters of certain
faiths or alignments, or carrying certain items, wear-
ing certain garments, colors, or signs or uttering certain
passwords. Any creature violating the warded area is
subject to its magic.

PARANORMAL

Glyphs respond to invisible creatures normally, but can
be fooled by polymorph and nondetection spells, and they
are not triggered by those who travel past them ethereally.
Multiple glyphs cannot be cast on the same area or object,
although more than one glyphed object may be placed in
close proximity. A glyph can be made to conform to any
shape, up to the limitations of the spell’s area.

Read magic permits a character to see a glyph, and a
successful intelligence check allows the same charac-
ter to identify the glyph. Identifying the glyph does not
discharge it and allows the character to know the basic
nature of the glyph. Glyphs are affected by dispel magic.
Depending on the version selected, a glyph either blasts
the intruder or activates a spell:

Blast Glyph: This glyph causes 1d4 damage per caster level
to the intruder and all within 5 feet of the intruder. A suc-
cessful Wis save reduces damage by one-half. Damage may
be either from acid, cold, electricity, fire, or sonic, as deter-
mined by caster. Because the damage is entirely divine, how-
ever, the type of damaging agent has no secondary effect.

Spell Glyph: Stores any single spell of up to 3rd level
that the caster knows. The spell must be cast as part of
the process of inscribing the glyph. When it is violated,
the spell operates as if the caster cast it at that time,
allowing normal saves as per the spell.

GREATER RESTORATION, Lever 7 Wis
CT 1 hour R touch D permanent
SV see text SR yes (h) Comp V, S, DF

This spell cures the draining touch of the undead as
well as many other deleterious effects. Greater restora-
tion dispels all effects reducing or penalizing a char-
acter’s abilities, cures all temporary and permanently
drained attribute scores, and also removes all forms of
insanity, confusion, feeblemind or similar mental ef-
fects. Even more potently, it restores all levels previous-
ly drained (and all class benefits such as hit points and
abilities) by undead. Drained levels can only be restored
if this spell is cast no more than 1 week per caster level
after the drain. It does not restore levels or constitution
points lost as a result of death.

GREATER SCRYING, LeveL 7 InNT, 7 Wis
CT 1tn R see below D 1 tn/lvl.
SV none SR no Comp V, S, M, F

Focusing on a mental image of the person they wish to
observe, the caster sends their mind’s eye to gaze over
the character, watching and listening regardless of dis-
tance. Astute characters (intelligence 13+) may, upon
a successful intelligence check, get the feeling they are
being watched. Successfully focusing the mind’s eye
in this manner is difficult, and requires an intelligence
check adjusted by the following cumulative modifiers:

Caster knows the character well: +5
Caster has only met the character: -5

Caster has only heard of the character: -10

Caster has no knowledge of character: -15
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Caster has likeness of character: +5
Caster has possession of the character: +5
Caster has body part (like a lock of hair): +5

Character is on another plane: -15

If the scrying is successful, the caster may cast the
following spells through the scrying: comprehend lan-
guages, detect chaos, detect evil, detect good, detect
law, detect magic, message, read magic, tongues. The
material component is a $100 gem.

GREATER SHADOW CONJURATION, LEvEL 5 CHA
CT 1R 150 ft. D 1 rd/1vl
SV intelligence (see text) SR no Comp V, S

The caster shapes quasi-real illusions, resembling mon-
sters that can attack the caster’s foes. The shadow con-
jurations remain semi-solid, even to those who disbelieve
them. The caster can create one or more illusions whose
total HD are equal to the caster’s level. The caster chooses
what form the illusions take, be they lion, tiger, bear, Nazi
or flying pugilistey, but size is restricted to medium or
small. The shadow creatures have only 40% of the normal
or maximum hit points of a creature of the chosen type.

Characters interacting with these illusions believe them
to be real creatures, unless they make a successful in-
telligence save. If the saving throw fails, the creatures
deal normal damage and have all the normal abilities
and weaknesses of a creature of that type. If the saving
throw succeeds, the creatures’ special abilities, armor
class, damage and all other aspects will be only 40%
as strong as the real thing. Those who succeed at their
saves see the conjurations as transparent images su-
perimposed on vague, shadowy forms.

GREATER SHADOW EVOCATION, LeveL 6 CHA
CT 1 R special D special
SV Int (see text) SR yes Comp V, S

The caster creates a quasi-real illusion, one possessed
of some substance and reality, that mimics one of the
following spells: cloudkill, cone of cold, fireball, ice
storm, lightning bolt, Arcane Bolt, stinking cloud, wall
of fire, wall of force, wall of ice, wall of iron, wall of stone,
or web. The mimicked spell has its full normal effect,
range, duration, saving throw allowances, SR, and so
on, unless the targeted creature(s) makes an Int saving
throw. A successful saving throw reduces the mimicked
spell to 40% of its normal damage, effect and strength.

GUARDS AND WARDS, LeveL 6 INT, 5 CHA
CT 30 min. R special D 1 hr./lvl.
SV see text SR see text Comp V, S, M

This mighty spell is a useful tool in the defense of tow-
ers, strongholds, and other dwellings. The caster must
be somewhere within the area being warded to cast the
spell. A strand of giant spider’s silk ($2), an ounce of
fine wine $1, a small decorated silver key $2 and a page
of fine parchment to be lit (10 cents) a re the material
components needed to cast the spell. The spell radiates
out and away from the caster in a 20 foot/level diameter
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sphere, creating the effects detailed below within the
building. The whole warded area radiates magic with
incredible intensity. A dispel magic cast on a specific ef-
fect, if successful, removes only that effect. A successful
disjunction destroys the entire guards and wards spell.

Any creature facing a choice in direction, such as a cor-
ridor intersection or side passage, becomes subject to a
minor confusion-type effect, making it 50% likely that
they will believe they are going in the exact opposite di-
rection from the one they actually chose. SR: Yes.

All corridors within the area of the spell fill with an eerie
fog, obscuring all sight, including darkvision, beyond 5
feet A creature within 5 feet has one-half concealment;
creatures farther away have full concealment. SR: No.

All doors are subjected to the lock spell (see knock). SR: No.

One door per caster level is covered by an illusion to ap-
pear as if it were a plain wall, and may only be detected
through with a intelligence (disbelief) save. SR: No.

Webs fill all stairs from top to bottom, the strands iden-
tical to those of the web spell, except that they regrow
in 10 minutes if they are burned or torn away while the
guards and wards spell is in effect. SR: Yes.

The caster may also select one of the following:
A gust of wind in one corridor or room. SR: No.
A magic mouth in two places. SR: No.

A stinking cloud in two places. The vapors appear and
linger in the places the caster designates; they return
within 10 minutes if dispersed by wind while the guards
and wards spell lasts. SR: Yes.

A suggestion in one place. The caster selects a 10 x 10
ft area (or less), and any creature that enters or passes
through the area receives the suggestion mentally. SR: Yes.

Dancing lights in four corridors. The character can des-
ignate a simple routine that the lights will repeat for as
long as the guards and wards spell lasts. SR: No.

GUST OF WIND, LeveL 3 INT
CT 1 R 150 ft. D 1 rd.
SV strength negates SR no Comp V, S.

A powerful, howling blast of air originates from the cast-
er in the direction they are facing, and extending out to
10 feet high and 10 feet wide. This gust automatically
extinguishes candles, torches, and similar small unpro-
tected flames; it fans larger flames such as bonfires; it
scatters any small, light items such as a wind ordinarily
would; and it causes protected flames, such as those of
lanterns, to dance wildly, with a 50% chance that they
too will be extinguished. Small-sized flying creatures
must make a strength save to avoid being blown wildly
out of control by the spell, while small and medium-
sized land borne creatures, as well as medium-sized
flying creatures, must make a strength save to success-
fully continue moving normally.




HALLOW?*, LEveL 4 Wis
CT one day R touch D one year
SV none SR see text Comp V, S, M, DF

This spell sanctifies a large 150 foot radius area of a
holy site. The caster must have religious trappings
worth $100 to cast the spell. The spell has four effects.

First, the entire area operates as a magic circle against evil
(or good, chaos or law, as chosen by the caster). All warded
creatures in the area receive a +2 bonus to armor class and
saves against attacks by creatures of the selected align-
ment. Likewise, the spell blocks any attempt to possess or
mentally control a warded creature, and prevents bodily
contact by summoned or conjured creatures. The protec-
tion against contact by summoned or conjured creatures
ends if a warded individual makes an attack against such a
creature. Spell resistance can allow a summoned creature
to overcome this protection and touch the warded creature.
These effects are not cumulative with protection from evil.

Second, all attempts to turn undead gain a +3 bonus.
Attempts to command undead suffer a -3 penalty.

Third, any dead body interred in a hallowed site cannot
be turned into an undead creature.

Fourth, the character may choose to affix a single spell
effect to the hallowed site. The character must cast
the spell when casting hallow. The spell effect lasts for
one year and functions throughout the entire conse-
crated site, regardless of its normal duration and area
of effect. The caster may designate whether the effects
apply to all creatures, or only to creatures that share
the character’s faith or alignment. At the end of the
year, the chosen effect lapses, but it can be renewed or
replaced simply by casting hallow again. Spell effects
that may be tied to a hallowed site include aid, bless,
cause fear, detect evil (good, chaos, law), detect magic,
dispel magic, endure elements, freedom of movement,
protection from elements, remove fear, resist elements,
silence and tongues.

The reverse of this spell, unhallow, provides the above effects,
but against good creatures. Any dead body buried in an un-
hallowed area, however, will rise as a zombie in 24 hours.

HALLUCINATORY TERRAIN, LeveL 3 INT, 3 CHA
CT 10 min. R 150 ft. D see text
SV intelligence SR no Comp V, S, M

The caster makes natural terrain look, sound and smell
like some other sort of natural terrain. Structures,
equipment and creatures within the area are not hid-
den or changed in appearance. The illusion persists un-
til dispelled or disbelieved by an intelligent creature. It
effects a 10 foot x 10 foot area per level of the caster.

PARANORMAL

HASTE*, LeveL 3 INT
CT 1R 50 ft. D 1 rd./1vl.
SV constitution (h) see text SR yes (h) Comp V, S, M

Haste is a powerful but dangerous magic that is usually
cast in times of great desperation. Haste affects one crea-
ture. Haste doubles the affected creature’s movement rate
and number of attacks per round. Neither spell casting nor
other actions are accelerated. A creature affected by haste
ages one year, and assumes the risk of permanent bodily
damage from the strain of the spell. At the end of the spell’s
duration, an affected creature must make a successful
constitution saving throw or lose 1 hit point permanently.

Slow is the reverse of haste. It reduces by 1/2 a crea-
ture’s movement and number of attacks per round. A
creature affected by slow suffers no aging or other bodily
strain. Haste dispels and counters slow, and vice-versa.

HEAL*, LeveL 6 Wis
CT 1 R touch D permanent
SV none SR yes (h) Comp V, S, DF.

This powerful curative enables the caster to wipe away dis-
ease and injury. It completely cures all hit point damage,
all diseases, blindness, deafness and all temporary ability
damage. It neutralizes poisons in the subject’s system, so
that no additional damage or effects are suffered. It nulli-
fies a feeblemind spell. It cures mental disorders caused by
nature, spell, or injury to the brain. Heal does not remove
negative levels, restore permanently drained levels, or re-
store permanently drained ability scores. If used against an
undead creature, heal acts as its reverse, harm.

Harm drains the target of all but 4 hit points and caus-
es disease in the subject (see remove disease). If used
against an undead creature, harm acts like heal.

HEALING CIRCLE, LeveL 4 Wis
CT 1 R see below D permanent
SV see text SR yes (h) Comp V, S

This spell releases waves of energy in all directions from
the caster, up to a 20 foot radius sphere, curing 2d8
points of damage to all living creatures in the area of ef-
fect, including allies and enemies. The curative version
of this spell deals the same damage to undead, while the
reverse, harming circle, deals damage to living creatures.
In those situations, a successful wisdom save indicates
half damage. Harming circle heals undead creatures.

HEAT METAL*, Lever 2 Wis
CT 1 R 50 ft. D 7 rd.
SV none SRno Comp V, S

This spell raises the temperature of metal items, such
as weapons and armor, while its reverse, chill metal,
lowers the temperature. Magical metal items are not af-
fected. The spell affects the equipment of one creature
per every two caster levels and the creatures can be no
more than 25 feet apart, or it affects 25 pounds of metal
per level (not held or worn by a creature).

This spell lasts for 7 rounds. On the first and seventh
round of the spell, the metal becomes warm or chilly,
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and uncomfortable to touch but deals no damage. Dur-
ing the second and sixth rounds, burning heat or icy
coldness causes pain and 1d4 damage. In the third,
fourth and fifth rounds, the metal is searing hot or
freezing cold, causing disabling pain and 2d4 damage
per round. The disabling pain results in the hands and/
or body becoming totally disabled for a number of days
equal to the creature’s constitution divided by 4.

Any heat or cold intense enough to damage the creature
negates heat or cold damage from this spell (and vice
versa) on a point-for-point basis. Underwater, heat metal
deals half damage and boils the surrounding water, and
chill metal deals no damage, but ice immediately forms
around the affected metal, making it more buoyant.

HOLD MONSTER, LeveL 5 INT
CT 1R 50 ft. D 1 rd./1vl.
SV wisdom negates SR yes Comp V, S, M

This spell holds a single, non-human, creature rigidly in
place. It is aware and breathes normally but cannot take
any physical action. It can, however, execute purely men-
tal actions. This spell can affect any monster or animal, be
it living, undead, constructed or magical in nature.

HOLD PERSON, LeveL 3 INT
CT1RS50ft. D 1 rd./1vl
SV wisdom negates SR yes Comp V, S, M

This spell holds a single medium-sized or less human-
oid target rigidly in place. It is aware and breathes nor-
mally but cannot take any physical action. It can, how-
ever, execute purely mental actions.

HOLD PERSON OR ANIMAL, Lever 2 Wis

This spell holds a single medium-sized or less human or
animal target rigidly in place. It is aware and breathes
normally but cannot take any physical action. It can,
however, execute purely mental actions.

HOLD PORTAL, Lever 1 InT
CT 1 R 50 ft. D see below
SVn/aSRn/aCompV,S

This spell magically bars a door, gate, window, shutter of
wood, metal or stone. The magic holds the portal fast, just
as if it were securely closed and normally locked. A knock
spell or a successful dispel magic can negate the hold portal.
Portals held shut by this spell can still be battered down.

HOLY AURA, LeveL 8 Wis
CT 1 R see below D 1 rnd/1vl.
SV see text SR yes (h) Comp V, S, DF

A divine radiance surrounds all good-aligned subjects in the
radius (one creature/level in a 25 foot radius), protecting
them from attacks, granting them resistance to spells cast
by creatures, and blinding evil creatures when they strike
the subjects. The warded creatures gain a +4 bonus to ar-
mor class and saves, and a SR of 16 against evil spells and
spells cast by evil creatures. The spell also blocks posses-
sion and mental influence just as protection from evil does.
Finally, if an evil creature succeeds at a melee attack against
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a warded creature, the offending attacker is blinded unless
they make an intelligence save (see remove blindness).

HOLY WORD*, LeveL 7 Wis
CT 1 R see below D permanent
SV none SR yes Comp V

A powerful arcanist uttering a holy word (good) or unholy
word (evil) speaks with the voice of their deity. The spell
instantly banishes extraplanar creatures within a 25 foot
radius area to their home planes. Creatures so banished
cannot return for at least 1 day. This effect takes place
regardless of whether the creatures hear the holy word.
Additionally, creatures in the area of effect that hear the
holy word and are not good suffer the following effects:

LEVEL OR HD
12 or more
Less than 12
Less than 8
Less than 4

EFFECT

Deafened

Blinded, deafened

Paralyzed, blinded, deafened
Killed, paralyzed, blinded, deafened

Deafness lasts 1d4 rounds. Blindness lasts 2d4 rounds.
Paralyzation lasts 1d10 minutes with the subject un-
able to move or act in any way. Killed means that living
creatures instantly die (undead are destroyed).

HYPNOTIC PATTERN, LeveL 2 CHA
CT 1 R 50 ft. D concentration
SV intelligence negates SR yes Comp S

The caster creates a pattern of shifting and weaving colors,
fascinating creatures that see it. The spell effects a 25 foot
x 25 foot area. Effected creatures gaze at the lights, do-
ing nothing and heedless of all else. Each creature in the
area gets an intelligence save to avoid the spell’s effect, but
the caster can affect no more than 2d4 +1 HD per caster
level of creatures. Creatures with fewer HD are affected
first. The caster need not utter a sound to cast this spell,
but must gesture and concentrate to maintain the weav-
ing pattern of lights. Sightless creatures are not affected.

HYPNOTISM, LeveL 1 CHA
CT 1 R 25 ft. D 1d2 rnd+1 rnd/1vl.
SV intelligence negates SR yes Comp V, S

The caster gestures and utters a droning incantation,
which causes nearby creatures to stop and stare blankly
at the character. The caster can use this rapt attention
to make suggestions and requests seem quite plausible.
The spell affects 2d4 HD of creatures in a 25 foot x 25
foot area. Creatures with fewer HD are affected first. Only
creatures that can see or hear the character are affected.
Hypnosis can succeed regardless of whether or not the
target creatures can comprehend the caster’s speech.

Hypnotized creatures cannot move or act, though they
can be “snapped out of it” if attacked or disturbed in
any way. Hypnotized creatures will not remember be-
ing entranced. Hypnosis will not succeed in the thick of
combat or other dangerous situations.

While the subject is hypnotized, the caster can make a
suggestion or request. The suggestion must be brief and




reasonable. Each suggestion takes one round to com-
municate. If the suggestion is reasonable, it can influ-
ence the subject’s actions, according to the discretion
of the Game Master. The Game Master may allow ad-
ditional intelligence saves for the subject if the sugges-
tion is less than reasonable. Even once the spell ends,
an affected creature retains its new attitude toward the
caster, but only with respect to a particular suggestion.

ICE STORM, LeveL 4 InNT, 5 Wis
CT 1 R 150 ft. D see below
SV none SR yes Comp V, S, M

This spell causes snow and hailstones to pound the
area of effect, a 50 foot diameter cylinder that is 50 feet
tall. The storm inflicts 5d6 points of damage to anything
in the area. It also reduces subsequent movement in
the area by half, for 1 round per caster level. The spell
caster needs a small drop of water to cast the spell.

IDENTIFY, LeveL 1 INT, 1 CHA
CT 10 min. R5 ft. D 1 rd./lvl.
SV none SR no Comp V, S, M

This spell reveals a single function of one magic item for each
round it is in effect. The most basic functions are revealed
first, including how to activate that function or the item,
and how many charges remain. For a weapon, this will be
the plus to attack and damage. If a magic item has multiple
different functions that are equally basic, the Game Master
determines which is first identified. Multiple castings of this
spell may be cast at the same time, taking 10 minutes per
spell. After casting this spell, the caster becomes exhausted,
and loses 1d4 points of constitution. After resting for 1 hour
per each separate spell cast, constitution is returned to nor-
mal. The caster needs materials valued at $100 to cast the
spell. In a pulp setting, the Legend Lore class ability often
can make this spell unnecessary.

ILLUSORY SCRIPT, LeveL 3 CHA
CT 1 min. R touch D permanent
SV see text SRno Comp V, S, M

This spell writes instructions or other information on
any suitable writing material. The script appears to be
some form of foreign or magic writing. Only the per-
son (or people) designated by the character at the time
of the casting are able to read the writing. The script
is completely unintelligible to any other character, al-
though an arcanist will recognize it as illusory script.

Any unauthorized creature attempting to read the script
triggers a potent illusory effect and must make an intel-
ligence saving throw, or become subject to a suggestion
implanted in the script by the caster. The suggestion
lasts only 30 minutes.

PARANORMAL

If successfully dispelled by dispel magic, the illusory script
and its secret message disappear. The hidden message
can be read by a combination of the true seeing spell with
the read magic or comprehend languages spell. The cast-
ing time depends on the length of the message written,
but it is always at least 1 turn (1 minute). To cast the spell
the caster needs special ink valued at $5.

ILLUSORY WALL, LeveL 4 CHA
CT 1 tn. R 50 ft. D permanent
SV intelligence (if disbelieve) SR no Comp V, S.

This spell creates the illusion of a wall, floor, ceiling or
similar surface. It appears absolutely real when viewed,
but physical objects can pass through it without difficulty.
When the spell is used to hide pits, traps or normal doors,
any detection abilities that do not require sight work nor-
mally. Touching or probing the surface reveals its illusory
nature, though that does not cause the illusion to disap-
pear. It effects an area 10 feet x 10 feet x 1 foot.

IMPRISONMENT, LeveL 9 INT, 9 CHA
CT 1 R touch D permanent
SV none SR yes Comp V, S

This spell requires a successful touch attack to affect
the target that is then entombed, in a state of suspend-
ed animation in a small sphere, far beneath the sur-
face of the earth. For the victim, time ceases to flow.
The creature does not grow older, its body functions
virtually cease and no force or effect can harm it. Most
divinations will not reveal the creature but discern lo-
cation does. The subject remains entombed unless the
reverse of this spell, freedom, is cast where the impris-
onment took place. A wish spell will not free a creature
but will reveal where it is entombed. The imprisonment
spell functions only if the target’s name and some facts
about its life are known.

IMPROVED INVISIBILITY, LeveL 4 CHA
CT1RtouchD 1 tn + 1 rd./1vl.
SV none SR yes Comp V, S.

The recipient (and his or her gear) vanishes from sight for
the duration of the spell. Unlike other forms of invisibili-
ty, improve invisibility allows the recipient to attack, cast
spells or use magic items offensively without causing the
spell to end. The invisibility is effective against all forms
of natural vision. Items dropped or put down by an invis-
ible creature become visible; items picked up disappear
if tucked into the clothing or pouches worn by the crea-
ture. Light, however, never becomes invisible, although a
source of light can become so (thus, the effect is that of
a light with no visible source). Any part of an item that
the subject carries but that extends more than 10 feet
from it becomes visible. The subject is not silenced and
noise can render the recipient detectable, as can other
common-sense factors (e.g. stepping in a puddle).

INCENDIARY CLOUD, LeveL 8 Wis
CT1R150ft.D 1 rd./2 1vl.
SV dexterity halves SR yes Comp V, S
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This spell creates a cloud of roiling smoke shot through
with white-hot embers. The smoke obscures all sight,
including special visions, beyond 5 feet. A creature
within 5 feet has one-half concealment; creatures far-
ther away have total concealment. The spell effects an
area 20 feet high by 30 feet and 30 feet thick.

In addition, the white-hot embers within the cloud deal
3d6 points of fire damage each round (half damage on a
successful dexterity save). A moderate wind (11+ mph)
disperses the smoke in 4 rounds; a strong wind (21+
mph) disperses the smoke in 1 round. The spell does
not function underwater.

INFLUENCE, LeveL O CHA
CT 1R 25 ft. D 3 rd.
SV charisma negates SR yes Comp V,S

This minor charm makes one medium-size or smaller
humanoid regard the caster as a trusted friend and
ally. It lasts for three rounds (during which time an-
other spell is often cast to gain better advantage of the
charm’s effect). If the target is being threatened or at-
tacked by the caster or the caster’s allies at the time
of casting, the target receives a +5 bonus to its saving
throw. The spell does not enable the caster to control
the charmed creature as if it were an automaton, but
the subject perceives the caster’s words and actions in
the most favorable way. The caster can try to give the
subject orders, but must succeed at a charisma check
to convince it to do anything it wouldn’t ordinarily do.
Any act by the caster or the caster’s apparent allies that
threatens the influenced creature breaks the spell. Note
also that the caster must speak the creature’s language
to communicate commands.

INSANITY, LeveL 7 CHA
CT 1 R 50 ft. D permanent
SV intelligence negates SR yes Comp V, S

This spell causes a creature to permanently lose its mind,
becoming unstable and unpredictable. Creatures affect-
ed by this spell will behave randomly. Possible behavior
includes, but is not limited to, wandering away, staring
blankly into the distance, babbling incoherently, suffering
paranoia, or even acting normally, although any of these
behaviors may last anywhere from 1 round to several days
or years. Attackers are not at any special advantage when
attacking stricken creatures. Any creature that is attacked
automatically returns the attack on its next turn. Remove
curse does not remove insanity. Heal, limited wish, distort
reality, and wish can restore the creature.

INSECT PLAGUE, LeverL 5 Wis
CT1R450 ft. D 1 tn./lvl.
SV see text SR no Comp V, S, DF

A horde of insects swarm forth from the spell’s point of
origin, in a 180 foot diameter thick cloud. The insects limit
vision to 10 feet, and spellcasting within the cloud is im-
possible. Creatures inside the insect plague, regardless of
AC, sustain 1 point of damage at the end of each round
they remain within it. All creatures with 2 or fewer HD
are driven from the cloud at their fastest possible speed
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in a random direction, and flee until they are at least 100
feet away from the insects. Creatures with 3 to 5 HD flee
as well, unless they succeed at a charisma saving throw.

The horde of insects does not move from the targeted
area of effect. Heavy smoke or fire drives the insects
away, but single torch is ineffective against the horde.
Lightning, cold, and ice are ineffective, but a strong
wind (21+ mph), that covers the entire plague area, dis-
perses the insects and ends the spell.

INSTANT SUMMONS, LeveL 7 INT
CT1tn.Rn/aDn/a
SV none SR yes Comp V, S, M

This spell allows the caster to summon a pre-prepared
item from virtually any location directly to the caster’s
hand. The item must be a single item weighing no more
than 10 pounds, and it cannot be over 6 feet in length,
width, or depth unless it is the caster’s personal staff.
The caster places a personal mark on the item, and casts
the spell on a gem worth at least $250, which magical-
ly and invisibly inscribes the name of the item on the
gem. Thereafter, the character can summon the item by
speaking a special word set by the character when the
spell is cast, and crushing the gem. The item appears in-
stantly in the caster’s hand. Only the original caster can
use the gem in this way. If the item is in the possession of
another creature, the spell does not work, but the caster
immediately knows who the possessor is, and roughly
where he, she, or it is located when the summons is cast.
The item can be summoned from another plane, but only
if no other creature has claimed ownership of it.

INVISIBILITY, LeveL 2 INT, 2 CHA
CT 1 R touch D permanent
SV none SR yes Comp V, S, M

The recipient of this spell (and all of his or her gear)
vanishes from all forms of natural sight, including spe-
cial visions. Items dropped or put down by an invisible
creature become visible; items picked up disappear if
tucked into the clothing or pouches worn by the crea-
ture. Light, however, never becomes invisible, although
a source of light can become so (thus, the effect is that
of a light with no visible source). Any part of an item
that the subject carries but that extends more than 10
feet from it becomes visible, such as a trailing rope.

The spell ends if the subject attacks any creature. For
purposes of this spell, attacks include any spell that
can inflict damage upon or otherwise negatively impact
a creature, or any similarly targeted action undertaken
with a magical item, such as a wand, ring, or scroll.
Note that spells specifically affecting allies but not foes
are not attacked for this purpose, even when they in-
clude foes in their area.

An eye wrapped in tar. clay or the like is the only com-
ponent used for this spell.

INVISIBILITY SPHERE, LeverL 3 INT, 3 CHA
CT 1 R see below D 1 tn./lvl.
SV none SRyes Comp V, S, M




All creatures (including carried gear) within 10 feet of the
recipient vanish from all forms of natural sight, including
special visions. Items dropped or put down by an invis-
ible creature become visible; items picked up disappear
if tucked into the clothing or pouches worn by the crea-
ture. Light, however, never becomes invisible, although a
source of light can become so (thus, the effect is that of a
light with no visible source). Any part of an item that the
subject carries but that extends more than 10 feet from
it becomes visible, such as a trailing rope.

For each subject, the invisibility ends if the subject at-
tacks any creature. For purposes of this spell, attacks
include any spell that can inflict damage upon or other-
wise negatively impact a creature, or any similarly tar-
geted action undertaken with a magical item, such as a
wand, ring or scroll. Note that spells specifically affect-
ing allies but not foes are not attacks for this purpose,
even when they include foes in they area.

Those affected by this spell cannot see each other or
themselves. Any affected creature moving out of the
area becomes visible, but creatures moving into the
area after the spell is cast do not become invisible.

An eye wrapped in tar. clay or the like is the only com-
ponent used for this spell.

INVISIBILITY TO UNDEAD, Lever 1 Wis
CT 1 R touch D 10 min./lvl.
SV none (See text) SR yes Comp S, DF

This spell completely shields the recipient from all per-
ception by undead creatures. Nonintelligent undead are
automatically affected and act as though the warded
creature is not present. Intelligent undead are entitled
to an intelligence saving throw. Failure indicates that
they cannot perceive the warded creature, but if intel-
ligent undead creatures have reason to believe unseen
opponents are present, it can attempt to find or strike
it despite failure of the save. If a warded character at-
tempts to turn or command undead, touches an undead,
or attacks any creature (even with a spell), the spell ends.

IRONWOOD, LeveL 6 Wis
CT 10 min. + 1 min./lb. R touch D permanent
SV none SR no Comp V, S, M

By using this spell, the caster makes normal wood into
magical wood that is as strong, heavy and resistant to
fire as steel. Spells that affect metal or iron do not func-
tion on ironwood. Spells that affect wood do affect iron-
wood, although ironwood does not burn. Using this spell,
the character can fashion wooden items that function as
steel items, such as weapons and armors. However, the
wood to be transformed into ironwood must be shaped
prior to the transformation. The spell can be used to alter
S pounds of material per level of the caster.

PARANORMAL

JUMP, Lever 1 INT
CT 1 R touch D 1 tn./1vl.
SV none SR yes Comp V, S, M

One recipient may make astounding leaps and bounds,
launching up to 25 feet forward, or 10 feet backward
or upwards, although safe landing at the end of such a
magnificent jump requires a successful dexterity check.
The hind leg of a cricket or other leaping animal or in-
sect is used in the casting of this spell.

KNOCK?*, LeveL 2 INT
CT 1 R 50 ft. D permanent
SV none SR no Comp V

This spell opens stuck or locked doors, even magically
held ones. It slides bolts and lifts latches. It opens se-
cret doors, as well as locked or trick-opening boxes or
chests, and also loosens shackles or chains that have
been employed to hold closures shut. Knocked doors do
not relock themselves once opened. Knock can not raise
portcullises or similar impediments, nor can it undo or
untangle knots. Each spell can undo up to two means
of preventing egress through a portal. If used to open
a magically locked closure, knock does not remove the
spell but simply inhibits its functioning for 10 minutes.
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Lock is the reverse of knock. It magically locks a single
portal, chest or box, preventing it from being opened
by any mundane means short of breaking or bypassing
the portal itself; any magical means of opening, such as
dispel magic or knock work normally. The caster can
freely pass the character’s own lock without affecting it.

KNOW DIRECTION, LeveL 0 Wis
CT 1 Rn/a D see below
SVn/aSRn/aCompV

The caster instantly and unerringly knows which direc-
tion is north. The caster will retain this knowledge for
one day, or longer if the character can locate some ex-
ternal reference point to help keep track of direction.

LEGEND LORE, LevEL 6 INT, 7 Wis
CT see text R see text D see text
SVn/aSRn/aCompV,S, M

Great deeds, events and powers are writ large in legend,
and with this spell the caster can draw upon these great
tales, bringing to light knowledge about a legendary per-
son, place or thing. If the person or thing is close at hand,
or if the caster is in the place in question, the casting time
is only 1d4 x 10 minutes. If the caster only possesses de-
tailed information on the person, place or thing, casting
time is 1d10 days, and the resulting knowledge gleaned
is less complete and specific. If the caster knows little be-
yond rumor, casting time is 2d6 weeks, and the resulting
lore is vague and incomplete, though it may enable the
caster to locate more detailed information. While casting
this spell, the caster cannot engage in anything other than
routine activities such as sleeping and eating. Casting the
spell requires $25 of powdered gems, a magic item, in-
cense, blank parchment, ink, quills or silver pens.

When completed, the spell brings the legends, if any exist,
about the individual, location or thing to the caster’s mind,.
The tales reveal themselves as long-forgotten and sometimes
cryptic memories, riddles or rhymes, regardless of whether
the legends are current, long forgotten or obscure. Sub-
jects lacking legendary importance provide no information
whatsoever. As a rule of thumb, characters of 10th level and
higher are legendary, as are the sorts of creatures they strive
against, the major magical items they wield, and the places
where they performed their great or nefarious deeds.

LESSER RESTORATION, Lever 2 Wis
CT 10 min. R touch D permanent
SV n/a SR yes (h) Comp V, S, DF

The strength-sapping touch of the ray of enfeeblement,
the fiendish attacks of certain foul creatures and the in-
sidious effects of some poisons may sap a character’s at-
tributes, reducing strength, inhibiting constitution and
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so on. Lesser restoration completely dispels any magi-
cal effects that have reduced the character’s attribute
scores, but cannot reverse permanent attribute drain.

LEVITATE, LeveL 2 INT
CT 1 R personal/50 ft. D 10 min./lvl.
SV intelligence negates SR yes (h) Comp V, S, F

Levitate allows the caster to float up or down through the
air at a luxurious pace, moving no more than 20 feet up
or down per round. Alternatively, the caster may levitate
another creature or object weighing no more than 100
Ibs. per level, although an unwilling creature is entitled
to a saving throw. Levitation does not enable horizontal
movement, although a levitating character could clam-
ber along the face of a cliff or push against a ceiling to
move laterally (generally at half base speed). The caster
needs a slender gold wire worth Spg to cast the spell.

LIGHT, LeveL O InT, 0 Wis, O CHA
CT 1 R 150 ft. D 10 min./lvl.
SV none SR no Comp V, F

This spell causes an object to shed light, clearly illu-
minating the area around it as much as a torch, albeit
with clear, white light. Although the effect is immobile,
it can be cast on a movable object. Light taken into an
area of magical darkness does not function. The caster
needs a piece of clear quartz crystal, natural, cut or
polished worth Spg.

LIGHTNING BOLT, Lever 3 InT
CT 1 R see below D instant
SV dexterity half SR yes Comp V, S, M

The caster unleashes a blinding, sizzling arc of fork-
ing electricity that deals 1d6 points of damage per cast-
er level. The caster channels the electricity through a
small iron rod (1sp) that has been left out in a thunder-
storm. The bolt is 10 feet wide x 50 feet long or S feet
wide x 100 feet long. The bolt erupts from the caster’s
fingertips, staff, rod or wand. It strikes creatures and
objects along its sinuous path and even a couple of feet
to either side, igniting combustibles, sundering wooden
doors and melting metals with a low melting point, such
as lead, gold, copper, silver or bronze.

If the damage caused to an interposing barrier shatters
or breaks through it, the bolt continues beyond the bar-
rier to the extent of its range. If the bolt does not break
through or is deflected, it rebounds toward the caster
up the full length of the bolt or until it strikes another
barrier and rebounds again.

LIMITED WISH, LeveL 7 INT
CT 1 Rn/a D see below
SV see text SR see text Comp V.

Though the scope of the wish granted by this potent
spell may be limited, much can be accomplished by the
imaginative caster within its strict bounds. This spell
may duplicate the effects of any Wis-based spell of 6th
level or lower, or any Cha-based arcanist spell of 5th




level or lower. It may also grant other effects in line with
the power of such spells, although any effects must be
approved by the Game Master. The caster must be cau-
tious in phrasing the spell though, for the desires of the
greedy often end in disaster, and the spell is very literal
in its fulfillment of the caster’s wish. Duplicated spells
allow saving throws and spell resistance as normal.

LOCATE CREATURE, LeveL 4 INT
CT 1 R 450 ft. D 10 min./1vl
SVn/aSRn/aCompV,S, F

Using this spell, the caster may locate the nearest crea-
ture of a known type that they have encountered before
(such as a human or unicorn), or a specific individual
creature whom the caster has met, provided it is within
range. The caster must possess part of the creature type
sought (such as a Nazi’s tooth), or part or all of an item,
garment, or part of an individual creature sought (such
as a lock of hair, a strip of cloth from an individual’s
cloak, etc. in order to use the spell. The caster slowly
turns on the spot after casting the spell, attempting to
sense the direction of the creature. The spell locates
the nearest creature of a given type if more than one
such creature is within range. Running water blocks
the spell, and it can be fooled by mislead, nondetection,
and polymorph spells. It cannot detect objects.

LOCATE OBJECT*, LeveL 2 INnT
CT 1 R 450 ft. D 10 min./lvl.
SVn/aSRn/aCompV,S, F, DF

With this spell, the caster need never fear misplacing
his tower key again, for it enables the caster to sense
the direction of a well-known or clearly visualized ob-
ject, including apparel, jewelry, furniture, tools, weap-
ons or even such mundane implements as a ladder. All
the caster needs is a small 2gp glass lens or opaque
crystal. The spell may be used to search for general
items such as a stairway, a sword or a jewel, in which
case the spell locates the nearest such object within its
range, or the spell may be used to find a specific item,
such as a particular piece of jewelry. A unique object
(such as Gideon Thorne’s gold-plated quill) may not be
located unless the caster has observed that particular
item firsthand. The spell is blocked by lead, fooled by
polymorphing, and cannot detect creatures.

Obscure object, the reverse of this spell, may be cast on
an object, thereby preventing it from being located by
spells of this type, or by divinatory means such as scry-
ing, for the duration of the spell.
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MAGE HAND, Lever O INT
CT 1 R 25 ft. D concentration
SV none SR yes Comp V, S

The caster points a finger at an object of 5 pounds or
less, and can then lift and move it at will from a dis-
tance. The caster can move the object up to 15 feet in
any direction in a round, though the spell ends if the
distance between the caster and the object ever exceeds
the spell’s range.

MAGIC AURA, LeveL 0 CHA
CT 1R touch D n/a
SV none SR yes (object) Comp V, S, F

The caster makes an item’s aura appear magical, and
thus register to detection spells (and similar spells).
Identify or a similar detection reveals the aura as false.
The spell can effect 5 pounds per level of the caster.

MAGIC CIRCLE (AGAINST CHAOS, EVIL, GOOD OR LAW),
Lever 3 INT, 3 Wis

CT 1 R creature touched D 3 rd./lvl.

SV none SR no (see text) Comp V, S, M/DF

This spell creates a magical barrier around the subject,
to a distance of 10 feet, that offers protection against
one axis of alignment (evil, good, chaos, or law) that is
decided at the time of casting. Only one such protective
spell can be in effect in one place at the same time, even
if each protects against a different alignment.

The barrier moves with the subject and grants a +2
bonus to armor class and saving throws against crea-
tures of the chosen alignment. The spell prevents bod-
ily contact by summoned or conjured creatures of any
alignment: the melee attacks of such creatures fail
and the creatures recoil from the protective magic. The
protection against contact by summoned or conjured
creatures ends if the warded creature makes an attack
against, or tries to force the barrier against, the blocked
creature. Spell resistance can allow a summoned or
conjured creature to overcome this protection and
touch the warded creature.

The magical circle also blocks any attempt to possess
or exercise mental control over the warded creature by
foes of any alignment. The protection does not prevent a
spell that gains mental control, but it prevents the cast-
er of such a spell from mentally commanding the pro-
tected creature. If the protection ends before the mental
control does, the enemy caster would then be able to
exercise such mental control of the creature. Likewise,
the barrier keeps out a possessing life force but does
not expel one if it is in place before the spell is cast.

This spell has a special function that the character may
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choose when casting the spell. A magic circle can be
focused inward rather than outward. In this case, it
serves as an immobile, temporary magical prison for a
summoned creature. The creature cannot cross the cir-
cle’s boundaries. The caster must beat a creature’s SR
in order to keep it at bay, but the bonuses and the pro-
tection from mental control apply regardless of an en-
emy’s SR. If a creature is too large to fit into the spell’s
area, the spell succeeds but for that creature only.

MAGIC JAR, Lever 5 INT, 5 CHA
CT 1 R 150 ft. D 1 tn./lvl.
SV charisma save negates SR yes Comp V, S, M

By casting magic jar, the caster places their own soul
into a gem (which must be of at least $100 in value)
or large crystal, leaving the caster’s own body lifeless.
The caster may then attempt to take control of a nearby
body, forcing the target’s soul into the magic jar. Then
the caster can attempt to take control of a nearby body,
forcing its soul into the magic jar. While in the magic
jar, the caster can sense and attack any life force within
10 feet per caster level (on the same plane). The caster,
however, cannot determine the exact creature types or
positions of these creatures. In a group of life forces, the
caster can sense a difference of four or more HD and
can determine whether a life force is positive or negative
energy. Attempting to possess a body is an attack, and
it is blocked by protection from evil or a similar ward.
The caster possesses the body and forces the creature’s
soul into the magic jar unless the subject succeeds at a
charisma save. Failure to take over the host leaves the
caster’s life force in the magic jar, and the target auto-
matically succeeds at further saving throws if the caster
attempts to possess its body again.

110 AMAZING ADVENTURES

If successful, the caster’s life force occupies the host
body, and the host’s life force is imprisoned in the
magic jar. The caster keeps his or her intelligence, wis-
dom, charisma, level, class, base attack bonus, prime
attributes, alignment, and mental abilities while the
host body retains its strength, dexterity, constitution,
hit points, natural abilities and extraordinary abilities
such as water breathing or regeneration. A body with
extra limbs does not allow the caster to make more at-
tacks (or more advantageous two-weapon attacks) than
normal. The caster can’t choose to activate the body’s
extraordinary or supernatural abilities. The creature’s
spells and spell-like abilities do not stay with the body.

The caster may move back to the jar, returning the
trapped soul to its body, at any time; and may there-
after attempt to possess another body. The spell ends
when the caster chooses to return to the caster’s own
body (leaving the receptacle empty).

To cast the spell, the magic jar must be within spell
range. When the caster’s soul transfers to the jar, the
caster’s original body is, as near as anyone can tell, dead.

If the host body is slain, the caster returns to the magic
jar, if within range, and the life force of the host departs
(that is, it is dead). If the host body is slain beyond the
range of the spell, both the caster and the host die. Any
life force with nowhere to go is treated as slain.

If the spell ends while the caster is in the magic jar, the
caster returns to the caster’s body (or dies if the caster’s
body is out of range or destroyed). If the spell ends while the
caster is in a host, the caster returns to the caster’s body
(or dies, if it is out of range of the caster’s current position),
and the soul in the magic jar returns to its body (or dies if
it is out of range). Destroying the receptacle ends the spell.
A magic jar may also be dispelled by casting a dispel magic
(or greater) spell on either the receptacle or the host.

MAGIC MOUTH, Lever 2 INT, 2 CHA
CT 1 R touch D permanent
SV n/a SR yes (object) Comp V, S

This spell imbues an object with an enchanted mouth
that appears and speaks its message when a specified
event occurs. The message, which must be twenty-five
or fewer words long, can be in any language known by
the caster. The mouth cannot cast spells.

The spell activates when specific conditions set by the cast-
er are fulfilled. Commands can be as general or as detailed
as desired, although only visual and audible triggers can be
used. The spell reacts to what appears to be real: disguises
and illusions can fool it. Normal darkness does not defeat
a visual trigger, but magical darkness or invisibility does.
Silent movement or magical silence defeats audible trig-
gers. Audible triggers can be keyed to general types of nois-
es or to a specific noise or spoken word. Note that actions
can serve as triggers if they are visible or audible. A magic
mouth cannot distinguish invisible creatures, alignments,
level, HD or class (except by external garb). The range limit
of a trigger is 5 feet per caster level.




MAGIC STONES, LeveL 1 Wis
CT 1R touchD n/a
SVn/aSRn/aComp M

The caster enchants three pebbles or rocks, no larg-
er than sling bullets, to strike with great force when
thrown or slung. The creature using the stones makes
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breaks the spell. Note also that the caster must speak

the creature’s language to communicate commands.

MASS HEAL*, LeveL 8 Wis
CT1R25ft. Dn/a
SV none SR yes (h) Comp V, S, DF

a normal ranged attack at +1 to hit. Each magic stone
that hits deals 1d6+1 points of damage. Against undead
creatures, this damage is doubled (2d6+2 points).

This powerful curative enables the caster to wipe away
disease and injury in several creatures within a 25 square
foot area. It completely cures all hit point damage, all dis-
eases, blindness, deafness and all temporary ability dam-
age. It neutralizes poisons in a subject’s system, so that
no additional damage or effects are suffered. It nullifies
a feeblemind spell. It cures mental disorders caused by
nature, spell or injury to the brain. Mass heal does not re-
store permanently drained levels, or restore permanently
drained ability scores. If used against an undead creature,
mass heal acts like its reverse, mass harm.

MAJOR CREATION, LeveL 5 CHa
CT 10 min. R 10 ft. Dur see text
SVn/aSRn/aCompV,S, M

This spell creates a nonmagical item of vegetable, stone,
crystal, metal or gem matter. The volume of the item
created cannot exceed 1 cubic foot per caster level. The
caster must succeed at an intelligence check to make a
complex item. The duration of the created item varies
with its relative hardness and rarity: vegetable matter
lasts 2 hours/level; stone, crystal and base metals last
1 hour/level; precious metals last 20 minutes/level;
gems last 10 minutes/level; mithral lasts 2 rounds/
level; adamantite lasts 1 round/level.

Mass harm drains the targets of all but 4 hit points and
causes disease (see remove disease). If used against an
undead creature, mass harm acts like mass heal.

MASS INVISIBILITY, LeveL 7 INT, 7 CHA
CT1R50 ft. Dn/a
SV Int negates (h) SR yes (h) Comp V, S, M

The group of creatures targeted vanish from sight, even
from special forms of vision. If the recipients are carrying
gear, the gear vanishes too. Individuals in the group can-
not see each other, unless they can normally see invisible
things or employ magic to do so. Items dropped or put
down by an invisible creature become visible; items picked
up disappear if tucked into the clothing or pouches worn
by the creature. Light, however, never becomes invisible,
although a source of light can become so (thus, the effect
is that of a light with no visible source). Any part of an
item that the subject carries but that extends more than
10 feet from it becomes visible, such as a trailing rope.

MAJOR IMAGE, LeveL 3 CHA
CT 1 R 450 ft. D concentration+3rd.
SV intelligence (if disbelieves) SR no Comp V, S

This spell creates the illusion of an object, creature, or force,
as visualized by the caster. Sound, smell, and thermal illu-
sions are all within the spells powers to create. Creatures
who view the illusion believe it, and can suffer damage
from illusions. Hit point damage is suffered from damage
to the mind/psyche. While concentrating, the caster can
move the image within the range. The image persists for
3 rounds after the caster ceases concentrating. The image
disappears if an opponent makes the saving throw. The
spell affects a 40 foot cube area + 10 feet cube per level.

The subjects are not magically silenced, and certain
other conditions can render the recipients detectable
(such as stepping in a puddle). The spell ends if anyone
in the group attacks any creature, including casting a
spell targeting a foe or whose area or effect includes a
foe. Actions directed at unintended objects do not break
the spell. Causing harm indirectly is not an attack. If
the subject attacks directly it becomes visible immedi-
ately along with all its gear. Note that spells specifically
affecting allies but not foes are not attacks for this pur-
pose, even when they include foes in their area.

MASS CHARM, LeveL 8 INT, 8 CHA
CT 1 R 50 ft. D 1 day/1vl.
SV charisma negates SR yes Comp V,S

This charm affects a number of creatures whose com-
bined HD do not exceed twice the caster’s level (a mini-
mum of one creature regardless of HD) and are located
within a 50 x 50 foot area. If there are more potential
targets than the caster can affect, the caster chooses
them one at a time until reaching a creature whose HD
bring the total above the spell’s maximum.

The spell is broken for any individual who moves more
than 180 feet from the nearest member of the group.
(If only two individuals are affected, the one moving
away from the other one loses its invisibility. If both are
moving away from each other, they both become visible
when the distance between them exceeds 80 feet.)

The targets regard the caster as a trusted friend and
ally. If the creatures are currently being threatened or
attacked by the caster or the caster’s allies, they re-
ceive a +5 bonus on their saving throw. The spell does
not enable the caster to control the charmed creatures
like automatons, but the subjects perceive the caster’s
words and actions in the most favorable way. The caster
can try to give a subject orders, but must succeed at a
charisma check to convince the subject to do anything it
wouldn’t ordinarily do. Any act by the caster or the cast-
er’s apparent allies that threatens the charmed creature

MASS SUGGESTION, LeveL 6 INT, 5 CHA
CT 1 R 50 ft. D 1 hr./1lvl.
SV charisma negates SR yes Comp V, M

The spell is the same as suggestion except that this
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spell can affect more creatures. The caster influences
the actions of the creatures by suggesting a course of
activity (limited to a sentence or two). The number of
creatures affected is equal to one per level of the caster
and all must be within a 25 foot area. The suggestion
must be worded in such a manner as to make the ac-
tivity sound reasonable. The victim must understand
the language of the caster making the suggestion. Any
attempt to suggest an act that would be harmful to the
victim or something severely at odds with their behavior
will allow the affected creature to automatically break
the enchantment. The Game Master is free to factor in
penalties to the victim’s saving throw for quite reason-
able suggestions as well as give the target bonuses to
their saves for unreasonable or harmful suggestions.

The suggested course of activity can continue for the
entire duration. If the suggested activity can be com-
pleted in a shorter time, the spell ends when the sub-
ject finishes what he was asked to do. The caster can
instead specify conditions that will trigger a special ac-
tivity during the duration. If the condition is not met
before the spell expires, the activity is not performed. A
small piece of wool is needed to cast the spell.

MAZE, LeveL 8 INT, 7 CHA
CT 1 R 25 ft. D see text
SV none SRyes Comp V, S

The caster conjures up an extradimensional labyrinth,
and the subject vanishes into it. The subject’s intelligence
score determines the time it takes to find a way out of the
maze: under 3 takes 2d4 days; 3-5 takes 1d4 days; 6-8
takes 5d4 hours; 9-12 takes 4d4 turns; 13-15 takes 3d4
rounds; 16-17 takes 2d4 rounds; 18 takes 1d4 rounds.

If the subject doesn’t attempt to escape, the maze dis-
appears in 10 minutes, forcing the subject to leave. On
leaving the maze, the subject reappears in the spot it
had been in when the maze spell was cast. If this spot
is filled with a solid object, the subject appears nearby.
Spells and abilities that move a creature within a plane
do not help a creature escape a maze spell, although the
character can escape by using spells to a different plane.
Minotaurs and the like are not affected by this spell.

MENDING, LeveL O INT
CT1R25ft. Dn/a
SVn/aSPn/aCompV,S

This spell repairs small breaks or tears in objects of no more
than 5 pounds in weight. In metallic objects, it will weld a
broken ring, a chain link, a medallion or a slender dagger,
providing but one break exists. Ceramic or wooden objects
with multiple breaks can be invisibly rejoined to be as strong
as new. A hole in a leather sack or wineskin is completely
fixed over by mending. The spell cannot repair a magic item.

MESSAGE, LeveL O INT, O CHA
CT 1R 450 ft. D 1 rd./1lvl.
SVn/aSRn/aCompV,S

The caster can whisper messages and receive a reply with
little chance of being overheard. The caster points a fin-
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ger at one creature to be included in the spell effect and
must mouth the words and whisper, possibly allowing the
opportunity to read lips. Magical silence blocks the spell,
but otherwise, as long as the caster can see the targeted
creature, the message is heard. The creature that receives
the message can whisper a reply that the caster hears.
The spell doesn’t transcend language barriers.

METEOR SWARM, LeveL 9 Wis
CT 1 R 450 ft. D instant
SV see text SR yes Comp V, S.

Meteor like fireballs, spewing sparks and leaving a fiery
trail, streak in a straight line from the caster toward a
chosen spot. The caster may choose either four large
spheres (2 foot diameter) or eight small spheres (1 foot
diameter). Any creature in the straight line path of these
spheres takes 9d6 points of fire damage with no save al-
lowed. The large spheres follow a path 10 feet wide, and
the small spheres follow a path 5 feet wide.

If the spheres reach their destination, each bursts in a
spread. Each spread indicated below creates overlap-
ping areas of effect, and creatures in an overlap area
must save against each sphere separately or suffer
damage. A successful dexterity save reduces damage by
half for the burst damage indicated below.

The four large spheres explode with their points of ori-
gin forming a diamond or box pattern around the spell’s
target designated upon casting. Each large sphere has a
30-foot-diameter spread, and each blast is 20 feet apart
along the sides of the pattern, creating overlapping ar-
eas of the spell’s effect and exposing the center to all
four blasts. Each sphere deals 1d4 x 10 fire damage.




The smaller spheres have a 15 foot diameter spread,
and each deals 1d4 x 5 fire damage. They explode with
their target forming a pattern around the spell’s cen-
tral point of origin (which the sorcerer designated upon
casting) of a box within a diamond or vice versa, with
each of the outer sides measuring 20 feet long. The
center has four areas of overlapping effect, and numer-
ous peripheral areas have two or three overlapping ar-
eas of the spell’s effect.

MIND BLANK, LeveL 8 INT, 9 Wis, 9 CHA
CT 1 R 25 ft. D 1 day
SV charisma negates (h) SR yes (h) Comp V, S.

The subject is protected from all devices and spells that
detect, influence, or read emotions or thoughts, and is im-
mune against all mind-affecting spells and effects as well
as information gathering by divination spells or effects.
Mind blank even foils limited wish and wish, when they
are used in such a way as to affect a subject’s mind or to
gain information about him. In the case of scrying that
scans an area the spells’ subject is in, the spell works but
the spell’s subject simply isn’t detected. Scrying attempts
targeted specifically at the subject do not work at all.

MINOR CREATION, Lever 4 CHA
CT 1tn. R 10 ft. D 1 hr./lvl.
SVn/aSRn/aCompV,S, M

This spell creates a magical item of nonliving vegetable
matter. The volume of the item created cannot exceed
1 cubic foot per caster level. The caster must succeed
at an intelligence check to make a complex item. The
material component is a tiny piece of matter to create.

MINOR GLOBE OF INVULNERABILITY, LeveL 4 INT
CT 1 R personal D 1 rd./lvl.
SV none SR no Comp V, S, M

When this spell is cast, a faintly shimmering 10 foot
diameter sphere of arcane energy surrounds and is cen-
tered on the caster. The globe acts as an impenetrable
field against any 1st, 2nd, or 3rd level spell, spell-like
ability or spell-like effect, even if the globe is located
within the areas affected by such spells. Spells and ef-
fects targeting or encompassing the globe are not dis-
pelled, but wash harmlessly against and over it. Anyone
in the globe, however, may cast spells in, through or
outside of the globe. Spells of 4th level and higher are
not affected by the globe itself, but can be brought down
by dispel magic. The globe moves with the caster. The
material component is a small clear 1gp bead or sphere.

MINOR IMAGE, LeveL 2 CHA
CT 1 R 450 ft. D see below
SV intelligence SR no Comp V, S

This spell creates the illusion of an object, creature or
force as visualized by the caster. Its area of effect is a
40 foot cube + 10 cubic feet per level. The spell includes
some minor sounds, but not understandable speech.
The illusion does not create smell, texture or tempera-
ture. The caster’s can move the image within the lim-
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its of the spell’s area of effect. The image persists for 2
rounds after the caster’s concentration ceases.

Creatures who view the illusion believe it, and can suf-
fer damage from it. The image disappears if the viewer
makes a saving throw.

MIRAGE ARCANA, LevEL 4 CHA
CT 5 min. R 150 ft. D see text
SV intelligence SR no Comp V, S, M

This spell is like hallucinatory terrain, but it can effect or
add man-made structures to the illusion. The area of ef-
fect is 10 feet x 10 feet per level. The caster makes natural
terrain look, sound, feel and smell like some other sort of
natural terrain. Structures in the area can be altered to
look different, or illusory structures can be added. Items
and creatures within the area are not hidden or changed
in appearance, although they can hide within the illusion
as if it were real. The illusion includes audible, visual,
tactile and olfactory elements. The illusion persists until
dispelled or disbelieved by an intelligent creature and re-
quires an appropriate piece of terrain to mimic.

MIRROR IMAGE, LevEL 2 INT, 2 CHA
CT 1 R see below D 3 rd./lvl.
SV none SRno Comp V, S

Mlusory duplicates of the caster pop into being and mim-
ic the caster’s actions, making it difficult for enemies to
know which target to attack. The spell creates 1d4+1 im-
ages. The images stay near the caster and disappear when
struck. The images remain in a cluster or form a line, each
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within 5 feet of at least one other figment or the caster.
Observers can’t use vision or hearing to tell which one
is the caster and which the image. Enemies attempting
to attack the caster or cast spells at the caster must se-
lect from among indistinguishable targets. Generally, roll
randomly to see whether the selected target is real or a
figment. Any successful attack roll against a figment de-
stroys it. A figment’s armor class is equal to the caster’s.
An attacker must be able to see the images to be fooled.

MISDIRECTION, LEVEL 2 CHA
CT 1R 50 ft. D 1 rd./1vl.
SV wisdom negates SR no Comp S

This spell misdirects other spells that reveal auras and
information. On casting the spell, the caster chooses a
subject and another object (within range) to serve as the
decoy. For the duration of the spell, detection spells pro-
vide information based on the target rather than on the
actual target of the detection attempt, unless the caster
of the detection succeeds at a wisdom saving throw.

MISLEAD, LeveL 6 CHA
CT 1R 25 ft. D 1 rd./1vl.
SV intelligence (disbelief) SR no Comp S

An illusory double of the caster appears, and at the same
time, the caster is affected as if by an invisibility spell.
The caster is free to go elsewhere while the caster’s double
moves away. The double appears within the spell’s range,
but thereafter moves according to the caster’s intent at the
time of casting. The caster can make the figment appear
superimposed perfectly over the character’s own body so
that observers don’t notice an image appearing and the
caster turning invisible. The caster and the figment can
then move in different directions. The double moves at the
caster’s speed, can talk and gesture as if it were real, and
even smells and feels real. The double cannot attack or
cast spells, but it can pretend to do so.

MNEMONIC ENHANCER, LevEL 4 INT
CT 10 min. R n/a D see below
SVn/aSRn/aCompV,S, M, F

The caster prepares or retains additional spells. The ad-
ditional spell or spells prepared or retained fade after
24 hours (if not cast). The caster requires a $5 item that
has a flat surface, such as a mirror, and a special ink
worth $5. There are two versions of the spell.

PrePARE: The caster prepares up to three additional lev-
els of spells. A O level spell counts as one-half level for
these purposes. The character prepares and casts these
spells normally.

Retamn: The caster retains any spell up to 3rd level that
the caster had cast up to 1 day before casting the mne-
monic enhancer. This version restores the previously
cast spell to the caster’s mind.

MOVE EARTH, LeveL 6 INT
CT see text R 450 ft. D
SV none SR no Comp V, S, M
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This spell moves dirt, possibly collapsing embank-
ments, moving hillocks, shifting dunes, etc. Rock for-
mations cannot be collapsed or moved. The area to be
affected determines the casting time. For every 10 foot
x 10 foot area, casting takes 3 minutes. The maximum
area, 800 feet by 800 feet, takes 4 hours to move. The
earth moved cannot exceed10 feet. Casting the spell re-
quires a handful of earth and a wand, rod or staff.

This spell does not violently break the surface of the
ground. Instead, it creates wavelike crests and troughs,
the earth reacting with glacier-like fluidity until the de-
sired result is achieved. Trees, structures, rock forma-
tions and such are mostly unaffected except for changes
in elevation and relative topography. The spell cannot
be used for tunneling and is generally too slow to trap
or bury creatures. Its primary use is for digging or filling
moats or for adjusting terrain contours before a battle.

NEUTRALIZE POISON, Lever 3 Wis
CT 1 R touch D permanent
SV constitution negates (h) SR yes (h) Comp V, S, DF

The caster detoxifies any sort of venom in one creature
or in one object touched. A poisoned creature suffers no
additional damage or effects from the poison, and any
temporary effects are ended. But the spell does not re-
verse effects the poison may have already inflicted, such
as hit point damage, temporary ability damage, or effects
that don’t go away on their own.

This spell also neutralizes the poison in a poisonous
creature or object. A poisonous creature replenishes its
poison at its normal rate.

NIGHTMARE, Lever 5 CHA
CT 10 min. R unlimited D see below
SV charisma negates SR yes Comp V, S

The caster sends a hideous and unsettling phantasmal
vision to a single specific creature that the caster names
or specifically designates. The nightmare prevents rest-
ful sleep and causes 1d10 points of damage. The night-
mare leaves the subject tired and unrested, and unable
to regain arcane spells for the next 24 hours. Dispel evil
cast on the subject while the caster is casting the spell
dispels the nightmare and stuns the caster for 10 min-
utes per caster level of the dispel evil. If the recipient is
awake when the spell begins, the caster can choose to
cease casting (ending the spell) or enter a trance until the
recipient goes to sleep, whereupon the caster becomes
alert again and completes the casting. If the caster is
disturbed during the trance, the spell ends. If the caster
chooses to enter a trance, the caster is not aware of the
caster’s surroundings or the activities around the caster
while in the trance. The caster is defenseless, both physi-
cally and mentally, while in the trance. Creatures who
don’t sleep or dream are immune to this spell.




NONDETECTION, LeveL 3 INT, 3 CHA
CT1R25ft. D 1 hr./lvl.
SV see text SR yes (h) Comp V, S, M

The warded creature or item becomes difficult to detect
by a divination spell or device. If a divination is attempt-
ed against the warded creature or item, the caster of the
divination must make a wisdom saving throw, with the
challenge level being equal to the level of the spellcaster
who cast nondetection. If cast on a creature, nondetection
wards the creature’s gear as well as the creature itself.
Nondetection can only be cast on one creature or item and
requires a reflective device worth at least $5 to cast.

OBSCURING MIST, LeveL 1 Wis anp LEVEL 1 CHA
CT1Rn/aD 1 min./lvl
SV none SRno Comp V, S

A stationary, misty vapor arises around the caster and
obscures all sight, including special visions, beyond 5
feet but within an area of 25x 20 x 10 feet. A creature
S feet away has one-half concealment, and creatures
farther away have total concealment.

A moderate wind (11+ mph) disperses the fog in 4
rounds. A strong wind (21+ mph) disperses the fogin 1
round. A fire spell burns away any fog within the spell’s
area of effect. This spell does not function underwater.
The caster can move out of the mist once it is created.

OPEN/ CLOSE. LeveL O INT
CT1R25ft. Dn/a
SVn/aSRn/aCompV,S

The caster can open or close a normal latched door, chest,
box, window, bag, pouch, bottle, or other container. If
anything resists this activity the spell fails. The spell can
only open and close things that are of standard weight.
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PASSWALL, Lever 5 INT
CT1R50 ft. D1 hr./lvl.
SVn/aSRn/aCompV,S, M

The caster creates a temporary passage through a wall
that is 5 feet wide, 8 feet tall and 10 feet deep. Sev-
eral passwall spells can form a continuing passage to
breach very thick walls, when one spell is insufficient.
When passwall ends, creatures within the passage are
ejected to the nearest corridor or other exit. The mate-
rial component for this spell is a ball of hardened candle
wax that the caster pierces at the time of casting.

PARANORMAL

PASS WITHOUT TRACE, Lever 1 Wis
CT 1 R touch D 10 min./lvl.
SVn/aSRn/aCompV,S

Upon receiving this dweomer, the subject can move
through any type of terrain and leave neither footprints
nor scent. Tracking the subject is impossible by non-
magical means.

PERMANENCY, LeveL 5 INT
CT 2 + spell made permanent R n/a D permanent
SV none SRno Comp V, S

This powerful spell makes certain other spells perma-
nent, assuming that the caster has attained a required
level of experience and is otherwise able to cast the spell
to be made permanent. Making spells permanent re-
sults in the temporary loss of 1 point of constitution for
1 month, with the caster needing to make a constitu-
tion saving throw to prevent the loss from remaining
permanent.

The caster can make any of these spells permanent
in regard to the character’s person: comprehend lan-
guages, detect magic, detect poison, endure elements,
protection from arrows, read magic, see invisibility,
tongues, and water breathing. This application of per-
manency can be dispelled only by a caster of greater
level than the caster was when he or she cast the spell.

In addition to personal use, permanency can be used
to make the following spells permanent on the caster,
another creature, an object, or an area (as appropri-
ate): alarm, confusion, dancing lights, enlarge, ghost
sound, gust of wind, invisibility, magic mouth, phase
door, prismatic sphere, scare, stinking cloud, symbol,
teleportation circle, wall of fire, wall of force, and web.
Spells cast on other creatures, objects or locations (not
on the caster) are vulnerable to dispel magic as normal.

The Game Master may allow other selected spells to be
made permanent, based on an appropriate amount of time
and money spent researching this application of a given
spell. If the Game Master has already determined that the
application is not possible, the research automatically fails.

PERMANENT IMAGE, Lever 6 CHA
CT 1 R 150 ft. D permanent
SV intelligence SR no Comp V, S, M

This spell creates a permanent illusion of an object, crea-
ture or force, as visualized by the character. Sound, smell
and thermal illusions are included in the spell effect. The
illusion can cover a 20 foot cubic area plus 10 cubic feet
per level of the spell caster. Creatures who view the illu-
sion believe it, and can suffer damage from it. Hit point
damage is suffered from damage to the mind/psyche.
The illusion follows a script determined by the caster,
without requiring the caster’s concentration. The illusion
can include intelligible speech if the caster wishes. The
image disappears if an opponent disbelieves for some
reason and makes the required saving throw. The mate-
rial component of this spell is a $10 lens.
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PERSISTENT IMAGE, LeveL 5 CHA
CT 1R 150 ft. D 1 min./lvl.
SV intelligence SR no Comp V, S

This spell creates the illusion of an object, creature, or
force, as visualized by the character. Sound, smell, and
thermal illusions are included in the spell effect. Crea-
tures who view the illusion believe it, and can suffer
damage from it. Hit point damage is suffered from dam-
age to the mind/psyche. The illusion follows a script
determined by the caster, without requiring the cast-
er’s concentration. The illusion can include intelligible
speech if the caster wishes. The image disappears if an
opponent disbelieves for some reason and makes the re-
quired saving throw. The spell’s area of effect is 20 foot
cube plus 10 cubic feet per level of the caster.

PHANTASMAL KILLER, LeveL 4 CHA
CT1RS50 ft. D 1 rd./lvl.
SV see text SR yes Comp V, S

The caster causes a manifestation, in the target’s mind,
of the most horrific creature imaginable. This creature
is the formulation of all the subconscious fears of the
target, brought into a very convincing and deadly illu-
sion. Only the caster and the target can see the phantas-
mal killer. The killer makes an illusory attack upon the
target, who must make a successful intelligence saving
throw or instantly die from fear and psychic damage. A
successful saving throw results in 4d6 damage.

The phantasmal killer cannot be damaged, and will
pass through all physical barriers to reach the target.
The killer cannot pass through magical protections
such as a minor globe of invulnerability, or through any
area of antimagic.

Likewise, if the arcanist casting the spell is killed before
the effect reaches the target, the spell ends. In rare cir-
cumstances, such as when the target makes a success-
ful saving throw and is wearing a helm of telepathy, the
target can turn the killer back upon the caster just as if
the target cast the spell in the first place.

PHASE DOOR, LEvEL 7 INT
CT 1 R touch D one use/2 lvis.
SVn/aSRn/aCompV

The spell creates an ethereal passage and space through
a wall that only the caster can see and use. The caster
disappears when entering the phase door and appears
again upon exiting. The caster can enter the passage
once for every two levels of experience, and it is per-
manent until the caster has done so. The caster may
take additional creatures through the door, but each
one counts as one use of the spell. The door does not
allow light, sound or spell effects through it, nor can
the caster see through it without exiting or entering it.
Gems of true seeing and similar magic reveal the pres-
ence of a phase door but do not allow its use. A phase
door is subject to dispel magic. Anyone inside a phase
door when it is dispelled is killed instantly. The area of
effect for this spell is a 5 x 8 x 10 feet.
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PLANE SHIFT, LeveL 5 Wis
CT 1R touchD n/a
SV see text SR yes (h) Comp V, S, DF

The caster and others (up to 8 creatures) are transport-
ed to another plane of existence or alternate dimension.
If several willing persons link hands in a circle, up to
eight creatures, including the caster, can be affected
by the spell. The spell transports the creatures to the
designated plane or dimension only. The subject of the
spell must creatures need to find other means to travel
back to the originating plane. Unwilling recipients of the
plane shift can resist the effect with a successful wis-
dom save. The Game Master determines whether the
caster reaches a specific destination and all other mat-
ter related to the travel and arrival on the other plane.

POLYMORPH ANY OBJECT, LeveL 8 INT, LEVEL 9 CHA
CT 1 R 50 ft. D see text
SV wisdom save negates SR yes (h) Comp V, S, M

While this spell can operate as a more powerful version
of polymorph other, it is not restricted to transforming
creatures. Objects and creatures targeted by this spell
can be transformed into any other creature or object the
caster desires. For example, this spell could be used to
change a needle into a sword, a beetle into a dragon, a
chair into a dog or a lizard into a horseshoe. The dura-
tion of the spell is determined by the degree of change
enacted. This spell cannot be used to create magic items.

An unwilling living target is entitled to a wisdom sav-
ing throw to resist the effects of the spell. If the form
assumed is inanimate, creatures are placed in a state
of suspended animation until either the spell expires or
until dispel magic is cast.

A living creature polymorphed into the form of another
living creature risks assuming the consciousness of the
new form as detailed in polymorph other, and the other
details of that spell apply as well. Use of the spell in
that manner has a permanent duration, unless the size
changed into is more than double the creature’s normal
height. If more than double, the spell lasts 12 hours.
Upon changing, the creature regains 1d4 hit points. If
slain, the creature reverts to his or her original form,
but remains dead.

The change is permanent for inanimate objects changed
into other inanimate objects as long as the general size
and volume remains the same or less. Changing an ob-
ject into a larger size results in the spell lasting 12 hours.

Changing a creature into an object, or vice-versa, results
in the spell lasting 1d4 hours if the size and volume re-
mains the same or less. Changing creatures into larger
sizes results in the spell lasting only 1d4 x 10 minutes.

This spell can also be used to duplicate the effects of poly-
morph other, transmute flesh and stone, transmute mud
and rock, and transmute metal and wood. The material
components of this spell are butterfly wings and a bit of clay.




POLYMORPH SELF/OTHER, LevEL 4 INT, LEVEL 8 CHA
CT 1R n/aD 10min./lvl.
SVn/aSRn/aCompV

The caster takes the form of another creature. The new
form can range in size from as small as a humming-
bird to a size up to twice the caster’s normal height. A
polymorphed character can be changed into a member
of his or her own species. The caster can change his or
her form as often as desired during the spell’s duration.
Each transformation takes one round.

The polymorphed caster acquires the physical and nat-
ural abilities of the new form while retaining his or her
own mental abilities and limitations. Physical and natu-
ral abilities include the natural size, armor class, natu-
ral weapon attack types and damage and similar physi-
cal qualities such as mundane movement capabilities
(like flying or swimming), and vision capabilities. Physi-
cal and natural abilities do not include magical flight
and other magical forms of travel, spell-like abilities,
supernatural abilities or other extraordinary abilities.

Moreover, a caster does not gain the ability to make
more attacks than is normal for the character just be-
cause the creature type transformed and naturally has
extra limbs, wings, or a tail. For example, a caster capa-
ble of one attack per round might polymorph into a lion.
A lion can make three attacks per round - bite, and
two claws. The caster polymorphed into a lion, howev-
er, may make only one attack although the caster may
choose either a bite or a claw attack. If the attack suc-
ceeds, the damage inflicted is normal for a lion.

The caster can freely designate the new form’s minor physi-
cal qualities such as hair color, hair texture and skin color
within the normal ranges for a creature of that type. The
new form’s significant physical qualities such as height,
weight and gender are also under the caster’s control, but
must fall within the norms for the new form’s species.

Unlike physical abilities, the caster retains his own
mental abilities, prime attribute designations when
applicable to the new form, level and class, hit points,
alignment and class to hit bonus. If the new form pos-
sesses strength, dexterity and/or constitution attrib-
utes, the new scores are applied and thus may affect
attack bonuses and attribute checks. The character re-
tains his or her own type, extraordinary abilities, spells
and spell-like abilities. A character that can cast spells
needs a humanlike voice for verbal components and hu-
manlike hands for somatic components.

When the polymorph occurs, the caster’s equipment, if
any, transforms to match the new form. If the new form
is a creature that does not use equipment, the equip-
ment melds into the new form and becomes nonfunc-
tional. Components and foci melded in this way cannot
be used to cast spells. If the new form uses equipment,
the caster’s equipment changes to match the new form
and retains its properties. Incorporeal and gaseous
forms cannot be assumed.

PARANORMAL

Upon changing back to his original form, the caster re-
gains 1d4 hit points. If slain, the character reverts to
his or her original form, but remains dead.

Common sense must be applied when a polymorph
spell comes into play. The above description adequately
will address most uses of the polymorph spell. In those
other unique instances, the Game Master should uti-
lize the above as a guideline for issuing rulings on the
spell’s effect to the players.

Alternately, the caster may cause another creature to as-
sume the body, abilities and potentially the conscious-
ness of another form or creature. An unwilling target gets
a wisdom save to resist the spell. Additionally, a creature
polymorphed into the form of another risks assuming the
consciousness of the new form. For every 12 hours spent
in the new form, the creature must succeed at a wisdom
save or become a member of the species in question in
both form and consciousness, forgetting everything as-
sociated with the prior form, including friends, family,
experiences and training. If the magic is dispelled, the
target regains its former memories and personality.

In all other regards, this spell acts like polymorph self.
Size can be no larger than twice the creature’s normal
height. The caster retains control over minor physical
qualities and significant physical qualities. Upon chang-
ing back to an original form, the polymorphed creature
regains 1d4 hit points. If slain, the creature reverts to
his or her original form, but remains dead. The material
components of this spell are butterfly wings.

POWER WORD BLIND, Lever 8 INT, 8 CHA
CT 1 R 50 ft. D see text
SV none SR yes Comp V

This one-word spell unleashes a torrent of power that blinds
one or more creatures within the area of effect to a maxi-
mum of 100 HD. It affects creatures with the lowest hit point
totals first, one at a time until the next target would put the
spell over the limit of 100. Creatures with over 100 hit points
are not affected. The duration of the spell depends on the
total hit points of affected creatures. A creature with up to 50
hit points is blinded for 1d4 minutes, while a creature with
51 to 100 hit points is blinded for 1d4+1 rounds. The area of
effect for this spell is 25 x 25 feet.

POWER WORD KILL, LeveL 9 INT, 9 CHA
CT1R50ft.Dn/a
Sv none SR yes Comp V

This one-word spell can blast the life out of either a sin-
gle creature or a group of creatures within the area of
effect. The caster must decide whether to target an indi-
vidual creature or a group before the spell is cast. If tar-
geted at a single creature, that creature dies if it has 70
or fewer hit points. If cast as an area spell effect, it kills
all creatures in the area of effect that have 15 or fewer hit
points, up to a total of 140 hit points of such creatures.
The spell affects creatures with the lowest hit point totals
first, until the next creature would put the total over the
limit of 130. The area of effect for this spell is 25 x 25 feet.
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POWER WORD STUN, LeveL 7 INT, 7 CHA
CT 1 R 50 ft. D see text
SV none SR yes Comp V

This one-word spell stuns one creature of the caster’s
choice, regardless of whether the creature can hear the
word or not. A creature with 40 or fewer hit points re-
mains stunned for 4d4 rounds; one with 41 to 80 hit
points is stunned for 2d4 rounds; one with 81 to 120 hit
points is stunned for 1d4 rounds; and a creature with
121 hit points or more is not affected. A stunned crea-
ture cannot act for the duration of the spell. The area of
effect for this spell is 25 x 25 feet.

PRAYER, Lever 3 Wis
CT 1 R see below Dur 1 rd./lvl.
SV none SR yes Comp V, S, DF

The caster and the caster’s allies gain a +1 bonus on at-
tack rolls, weapon damage rolls and saving throws while
their foes suffer a -1 penalty on such rolls. The area of
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effect for this spell is 50 feet. Everyone in this
area is effected.

PRESTIDIGITATION, Lever O InT, 0 Wis, O
CHa

CT1R10ft. D 1 tn./lvl.

SV n/a SR yes CompV, S

The rudimentary prestidigitation spell is a
building block for arcane study, and enables
the caster to perform a variety of simple magi-
cal effects. This spell can clean, soil, or alter
the color of items in a 1-foot cube. It can chill,
warm or flavor 1 pound of nonliving material.
It can move up to 1 pound of matter. It can
create effects like a puff of smoke, very minor
illusions, sound effects or temporary change
in color. This spell can never inflict damage or
disrupt the casting of other spellcasters. Pres-
tidigitation lacks the power to duplicate any
other spell effects. Any actual change to an
object (beyond just moving, cleaning or soiling
it) persists for only 1 hour.

PRISMATIC SPHERE, LeveL 9 INT, 9 CHA
CT 1R n/aD 10 min./lvl.
SV see text SR see text Comp V

This powerful spell conjures up an immobile,
opaque globe of shimmering, multicolored
light that surrounds and protects the caster
from all forms of attack. The sphere flashes
in seven colors, each of which has a distinct
power and purpose. The caster can pass in
and out of the sphere without harm. Typi-
cally, only the upper hemisphere of the globe
is seen because the caster is at the center
of the sphere, so the lower half is beneath
ground level.

The sphere blocks any attempt to project
something through it, including spells. Other
creatures, which may attempt to attack the
caster through the sphere or pass through it, suffer the
effects of each color, one at a time.

Any creature with fewer than 8 HD within 20 feet of the
sphere that gazes directly upon it is blinded for 2d4 min-
utes by the colors. The accompanying table shows the seven
colors of the sphere, the order in which they appear, their ef-
fects on creatures trying to attack the caster or pass through
the sphere and the magic needed to negate each color.




PARANORMAL

ORDER COLOR EFFECTS OF GLOBE NEGATED BY

1st Red
2nd Orange
3rd Yellow
4th Green

Sth Blue Stops divination and mental attacks, Wis save or turn to stone
6th Indigo [ Stops all spells, Wis save or become insane
7th Violet | Energy field, Int save or banished to another plane

The sphere can be destroyed, color by color, in consecu-
tive order, by various magical effects; however, the first
must be brought down before the second can be affect-
ed, and so on. A rod of cancellation or a disjunction
spell destroys a prismatic sphere, but dispel magic can
only work against the violet globe. Spell resistance is ef-
fective against a prismatic sphere, but the check must
be repeated for each color present. The area of effect for
this spell is a 20 foot diameter sphere.

PRISMATIC SPRAY, LEVEL 7 CHA
CT 1 R 50 ft. D 10 min./1vl.SV see text
SR see text Comp V, S AoE cone 15 ft wide x 50 ft long

This spell causes seven shimmering, intertwined beams of
multicolored light to spray from the caster’s hand. Each
beam has a different power. Creatures in the area of the spell
with 8 HD or less are automatically blinded for 2d4 rounds.
All creatures in the area are randomly struck by one or more
beams, as determined by rolling 1d8 for each beam.

1D8 COLOR OF BEAM EFFECT

1 Red 10 points damage
2 Orange 20 points damage
3 Yellow 40 points damage
4 Green Poison Con save vs. Poison or die
5 Blue Wis save or turn to stone
6 Indigo Wis save or become insane
7 Violet Int save or banished to
another plane
roll again twice, ignor-
8 Struck by two rays ing any result of 8.

PRISMATIC WALL, LeveL 8 CHa, LEVEL 9 Wis
CT 1 R 50 ft. D 10 min./lvl.
SV see text SR see text Comp V, S AoE 4x2/level wall

The spell is like prismatic sphere, except the spell takes
the form of a wall. In all other respects but form, the
spell acts as a prismatic sphere.

The wall’s maximum proportions are 4 feet wide per
caster level and 2 feet high per caster level. A prismatic
wall materializing in a space occupied by a creature is
disrupted, and the spell is wasted. The area of effect for
this spell is a wall 4 x2 feet high per level of the caster.

PRODUCE FLAME, LeveL 2 Wis
CT1Rn/aD]1tn./lvl
SV none SR yes Comp V, S

Stops nonmagical ranged weapons, causes 10 HP damage
Stops magical ranged weapons, causes 20 HP damage

Stops poisons, gasses, and petrification, causes 40 HP damage
Stops breath weapons, Con save vs. Poison or die

Cone of Cold
Gust of Wind
Disintegrate
Passwall

Arcane Bolt
Continual Flame

Dispel Magic

Upon casting this spell, a bright flame, about the size
of a torch, appears in the caster’s hand. The flames il-
luminate as torches do, and will not harm the caster.
The flame is real, though, and will ignite combustible
materials that are brought into contact with it.

The flames can be used to attack. The caster can hurl
them or use them to touch enemies. Successful touch
attacks deal 1d4+1 point per two caster levels. The
flame can be thrown up to 50 feet, igniting any combus-
tible materials at the point of impact and causing the
same damage as a touch attack to any creature struck.
The spell ends immediately after the attack.

PROGRAMMED IMAGE, LeveL 6 CHA
CT 1R 150 ft. D 1 rd./1vl.
SV intelligence to disbelieve SR no Comp V, S, M

This spell creates the illusion of an object, creature or
force, as visualized by the caster. Sound, smell and
thermal illusions may be all included in the spell effect.
Creatures who view the illusion believe it, and can suf-
fer damage from illusions. Hit point damage is suffered
from damage to the mind/psyche. The illusion activates
when a specific condition occurs, chosen when the spell
is cast. The trigger can be based upon any condition
normally obvious to the senses. The illusion follows a
script determined by the caster without requiring the
caster’s concentration, and can include intelligible
speech if the caster wishes. The image disappears if an
opponent makes the saving throw. The material compo-
nent of this spell is a $10 lens.

PROJECT IMAGE, LeveL 5 CHa, 6 INT
CT1R50 ft. D 1 rd./lvl.
SVvn/aSRnoCompV,S, M

Upon casting this spell, the caster weaves a shadow du-
plicate of himself. The image is intangible, but looks,
sounds and smells like the caster. The shadow mim-
ics the caster’s actions (including speech) unless the
caster concentrates on making the duplicate act differ-
ently. The caster can use the duplicate’s senses, and
during the caster’s turn in a round, the caster can
switch from seeing through its eyes to seeing normally,
or back again. Any spell the caster casts originates from
the shadow instead of from the caster. The caster must
maintain a line of sight to the shadow at all times. If
the caster’s line of sight is obstructed, the spell ends.
The material component of this spell is a doll crudely
resembling the caster.
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PROTECTION FROM CHAOS, EVIL, GOOD, LAW,
Lever 1 INT, 1 Wis

CT 1 R touch D 3 rd./lvl.

SV none SR no (see text) Comp V, S, M/DF

This spell creates a magical barrier around the subject
at a distance of 1 foot offering protection against one
axis of alignment; evil, good, chaos, or law. Only one
protection spell can be in effect at a time, even if each
would protect against a different alignment.

The barrier moves with the subject and grants a +2 bo-
nus to AC and saving throws against creatures of the
alignment chosen. The spell prevents bodily contact by
all summoned or conjured creatures of any alignment:
the melee attacks of such creatures fail and the creatures
recoil from the protective magic. The protection against
contact by summoned or conjured creatures ends if the
warded creature makes an attack against, or tries to
force the barrier against, the blocked creature. Spell re-
sistance can allow a summoned or conjured creature to
overcome this protection and touch the warded creature.

The spell can also block any attempt to possess the
warded creature or to exercise mental control over the
creature by creatures of any alignment. The protection
does not prevent a spell that gains mental control, but
it prevents the caster of such a spell from mentally com-
manding the protected creature. If the protection ends
before the mental control does, the caster would then be
able to mentally command the controlled creature. Like-
wise, the barrier keeps out a possessing life force but
does not expel one if it is in place before the spell is cast.

PROTECTION FROM ELEMENTS, Lever 3 Wis
CT 1 R touch D 10 min./lvl.
SV none SR yes Comp V, S, DF

The target becomes suffused with protective magical en-
ergies that provide some measure of protection against
one element: acid, cold/ice, heat/fire, electricity/light-
ning or sonic/air. The dweomer grants temporary invul-
nerability against the specified energy type. The spell
absorbs 12 hit points per caster level of elemental dam-
age, whether natural or magical. Once it has done so,
the spell ends. The protection absorbs only damage; the
recipient could still suffer unfortunate side effects, al-
though the spell does protect the recipient’s equipment.

PURIFY FOOD AND DRINK, Lever 0 Wis
CT 1 R 10 ft. D permanent
SV none SR no Comp V, S

This spell makes spoiled, rotten, poisonous or other-
wise contaminated food and water pure and suitable
for eating and drinking. It does not prevent subsequent
natural decay or spoilage. Unholy water and similar
food and drink of significance is spoiled by purify food
and drink, but the spell has no effect on creatures of
any type, nor upon magic potions. The caster can purify
1 cubic foot per level. Note: one cubic foot of water con-
tains roughly 8 gallons and weighs about 60 pounds.

120 AMAZING ADVENTURES

PYROTECHNICS, LeveL 2 INT, 3 Wis
CT 1 R 150 ft. D see text
SV see below SR yes Comp V, S, M

Casting this spell transforms a fire into either a burst of
blinding fireworks or a thick cloud of choking smoke, as
chosen by the caster. The fireworks are a flashing, fiery,
momentary burst of glowing and colored aerial lights. This
effect blinds creatures within 100 feet of the fire source for
1d4 rounds (dexterity negates). Creatures must have line
of sight to the fire in order to be affected. Spell resistance
can prevent blindness. The smoke cloud is a writhing
stream of choking smoke, billowing out from the source.
The cloud spreads 20 feet in all directions and lasts for 1
round per caster level. All forms of natural sight (includ-
ing special vision) are ineffective in or through the cloud.
The spell consumes one fire source, which is immediately
extinguished. Magical fires are not affected.
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QUENCH, LeveL 4 Wis
CT 1 R 150 ft. D see below
Sv see text SR yes Comp V, S, DF

Quench extinguishes all nonmagical fires in a 50 foot
x 50 foot area or one magic item. The spell also dispels
fire-based spells in the area. In the latter case though,
the caster must make an intelligence check with a chal-
lenge level equal to that of the level of the caster of the
fire-based spell. Fire-based creatures within the spell’s
area take 1d4 points of damage per caster level.

Alternatively, the caster can target the spell on a single
magic item that creates or controls flame. The item tem-
porarily loses all its fire-based magical abilities unless it
succeeds at an item saving throw. Artifacts are immune
to this effect.

RAINBOW PATTERN, LeveL 4 CHA
CT 1R 50 ft. D 1 rd./lvl.
SV intelligence negates SR yes Comp S, F

A glowing, rainbow-hued pattern of interweaving colors
captivates those within a 25 foot diameter sphere. The
pattern captivates a maximum of 24 HD of creatures.
Creatures with the fewest HD are affected first. Among
creatures with equal HD, those who are closest to the
spell’s point of origin are affected first. Creatures that
fail their saves are captivated by the swirling pattern.
Captivated creatures cannot move away from the pat-
tern, nor can they take actions other than to defend




themselves. An attack on a captivated creature frees
it from the spell immediately. The spell does not affect
sightless creatures.

With a simple gesture, the caster can make the rainbow
pattern move up to 30 feet per round (moving its effec-
tive point of origin). All captivated creatures follow the
moving rainbow of light, trying to get to, or remain with-
in the effect. Captivated creatures that are restrained
and removed from the pattern still try to follow it. If the
pattern leads its subjects into a dangerous area, each
captivated creature gets a second save.

RAISE DEAD*, LEveL 9 Wis
CT 1 tn. R touch D permanent
SV none SR no Comp V, S, DF

This spell restores life to a deceased human or human-
oid. This includes all monstrous humanoid creatures, or
creatures that are partially human, such as centaurs or
sphinxes. The spell can raise creatures that have been
dead longer than 1 day per caster level. The subject loses
1 point of constitution permanently when raised. If con-
stitution is reduced to zero by this loss, the creature is
permanently dead and cannot be brought back to life.

Creatures that are raised from the dead are consider-
ably weakened by the process, and require 12 hours of
complete rest for each day the creature was dead. Dur-
ing this time the creature is considered to have 1 HP
and no mortal wounds. Normal poison and normal dis-
ease are cured in the process of raising the subject, but
magical diseases and curses are not undone. Missing
appendages and parts are not regenerated upon return
from the dead. Raise dead will not work on creatures
that died from old age, or upon creatures that simply
don’t wish to return from the netherworld.

This spell carries with it a high price. The natural forc-
es that govern the wheel of samsara were not meant to
be toyed with, and any character attempting to restore
the dead must make an immediate Con save with a CL
of 15, or suffer 8d6 points of damage, plus one point of
permanent Constitution loss.

The reverse of this spell, Slay Living, functions exactly
as the Int and Cha spell, Power Word Kill.

RAY OF ENFEEBLEMENT, LeveL 2 INT
CT1RS50 ft. D 1 rd./lvl.
SV constitution negates SR yes Comp V, S

This hideously brown-colored, undulating ray strikes
its intended target, who is entitled to a constitution
save to resist the effects of the ray.

1. The spell temporarily changes all physical prime at-
tributes (strength, dexterity, constitution) into non-
prime attributes for the duration of the spell.

2. The victim suffers a -1 to hit and -1 to damage rolls
for every four levels of the caster (-1 at 1st to 4th; -2
at 5th to 8th; -3 at 9th to 12th; etc.) for the duration
of the spell.
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READ MAGIC, Lever 1 INT, 1 CHA
CT 1 R personal D 10 min./lvl.
SVn/aSRn/aCompV, S, F

This spell allows the caster to read magical inscriptions.
This deciphering does not normally invoke the magic
contained in the writing, although it may do so in the
case of a cursed scroll. Furthermore, once the caster
has read the magical inscription, that writing can be
read without recourse to the use of read magic. The
focus for this spell is generally some sort of monocle,
glasses, or magnifying glass.

REFUGE, LeveL 9 INT, 9 Wis
CT 1 R touch D until discharge
Sv none SR none Comp V, S, M

This spell imbues an object, worth at least $100, with
teleportation magic, giving it the power to instantane-
ously transport its possessor to the caster’s abode. . This
travel can occur across any distance, but must be within
the same plane. Once the item is imbued with the spell’s
power, the caster must give it willingly to an individual
and inform him or her of a command word to be spoken
when the item is to be used. To make use of the item,
the subject speaks the command word while rending or
breaking the item. When this is done, the individual and
all that he or she is wearing and carrying (up to a maxi-
mum of 50 lbs./level) are instantaneously transported
to the caster’s residence. No other creatures are affected
(aside from a familiar, if it is touching the subject).

REGENERATE, LeveL 7 Wis, 9 CHA
CT 3 R touch D
SV none SR yes (h) Comp V, S, DF

This spell causes the subject’s severed body parts,
broken bones, and ruined organs to grow back. After
the spell is cast, the physical regeneration will be com-
pleted in 1 round if the severed members are present
and touching the creature, otherwise the process takes
2d10 rounds to complete. Regenerate also cures 1d8
points of damage +1 point per caster level. It can only
be used on one creature.

REMOVE BLINDNESS OR DEAFNESS*, Lever 3 Wis, 3 CHA
CT 1 R touch D permanent
SV constitution negates SR yes (h) Comp V, DF

This spell cures either blindness or deafness whether
normal or magical in origin in one target. The spell does
not restore ears or eyes that have been lost, but it re-
pairs them if they are damaged.

The reverse of this spell causes the creature touched to
become blinded or deafened, as chosen by the caster.
In addition to the obvious effects, a blinded creature
suffers -10 to attack rolls, loses any dexterity bonus to
armor class, suffers a -2 to armor class, moves at half
speed, and suffers a -4 penalty on strength and dexterity
checks. A deafened character, in addition to the obvious
effects, suffers a -4 penalty on initiative and has a 25%
chance to miscast and lose any spell with a verbal (V)
component that he tries to cast. Remove blindness or
deafness counters and dispels the reverse of the spell.
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REMOVE CURSE*, LEveL 3 Wis, 4 INT

CT 1 R touch D permanent

SV charisma (bestow only) SR yes (bestow only)
CompV, S

This spell allows the caster to remove the effects of a
curse from an object or creature. Remove curse does
not remove the curse from a cursed shield, weapon, or
suit of armor, although the spell typically enables the
person afflicted with any such cursed item to remove
it and get rid of it. Certain special curses may not be
countered by this spell, or may be countered only by a
caster of a certain level or higher.

Bestow Cursk: The reverse of this spell allows the caster
to place a curse on a creature. The caster can choose one
of the following effects: -6 to one ability score (which can-
not reduce the score below 1), or a -4 penalty on attack
rolls, saving throws and checks. Subject to the Game
Master’s approval, the caster may invent a new curse,
but it must be no more powerful than the standard curs-
es. The Game Master has final say on a curse’s effect. A
curse cannot be dispelled with dispel magic, but it can
be nullified by limited wish, remove curse, or wish spell.

REMOVE DISEASE*, LeveL 3 Wis

CT 1 R touch D permanent

SV constitution negates cause SR yes (h) Comp V,
DF

This spell cures all diseases that the subject is suffer-
ing from, whether the source was normal or magical. It
can only be applied to one creature. The reverse of this
spell, cause disease, causes a random disease in the
creature touched, although the severity of the disease
is often tied to the level of the caster. The exact effect is
determined by the Game Master. Remove disease coun-
ters and dispels the reverse of the spell, and vice-versa.

REMOVE FEAR*, LeveL 1 Wis
CT 1 R touch D see text
SV none SR yes (h} Comp V, S, DF

The caster instills courage in one creature, granting the
creature a +4 bonus against fear effects for 10 minutes.
If the subject is suffering from a fear effect when the
spell is cast, it gets a new save with a +1 bonus per cast-
er level. Remove fear counters and dispels cause fear.

The reverse of the spell, cause fear, frightens the af-
fected subject. It suffers a -2 penalty on attack rolls,
weapon damage rolls, and saving throws. It flees from
the character as well and as fast as it can. If unable to
flee, the creature may fight. Creatures with 6 or more
HD are immune the cause fear spell. Cause fear coun-
ters remove fear.

REMOVE PARALYSIS, Lever 2 Wis
CT 1 R touch D permanent
SV constitution negates SR yes Comp V, DF

This spell frees one creature from the effects of any tem-
porary paralysis or related magic, including a ghoul’s
touch, a hold spell, or a slow spell.
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REPEL VERMIN, LeveL 4 Wis
CT 1 R see below D 10 min./lvl.
SV see text SR yes Comp V, S, DF.

This spell creates an invisible 20 foot diameter sphere
barrier around the caster that repels all types of ver-
min, including insects, arachnids and rodents. Vermin
with less than one-third the caster’s level in HD cannot
penetrate the barrier. Vermin with at least one-third the
caster’s level in HD can penetrate the barrier if they
make a wisdom saving throw. Even so, vermin that
cross the barrier suffer 1d6 points of damage.

REPULSION, LeveL 6 CHA, 7 Wis
CT 1 R see below D 1 rd./1vl.
SV strength negates SR yes Comp V, S, DF.

This spell causes an invisible, mobile field to spring into
being around the caster. The sphere is 10 feet in diam-
eter per level of the caster. The field physically prevents
creatures from approaching the caster. Creatures within
or entering the field must attempt strength saves, or they
become unable to move toward the caster for the duration
of the spell. Repelled creatures’ actions are not otherwise
restricted. If the caster moves closer to an affected crea-
ture, the creature is not forced back and is free to make
melee attacks against the caster if the caster comes within
reach. If a repelled creature moves away from the caster
and then tries to turn back, it cannot move any closer to-
ward the caster if it is still within the spell’s area.

RESILIENT SPHERE, LeveL 4 INT
CT 1R 50 ft. D
SV dexterity negates (h) SR yes (h) Comp V, S.

This spell causes a globe of force, to completely encase
one creature, provided the creature is small enough
to fit within the sphere. The spell’s area of effect is a
sphere with a diameter of 1 foot per caster level. The
sphere is not subject to damage of any sort except from
a rod of cancellation, a wand of negation, disintegrate,
or dispel magic, all of which destroy the sphere with-
out harm to the subject. Nothing can pass through the
sphere, inside or out, though the subject can breathe
normally. The subject may struggle, but that action will
simply move the sphere slightly, and nothing more. The
globe can be physically moved by people outside, or by
the struggles of those within.

RESIST ELEMENTS, LeveL 1 Wis
CT 1 R touch D 1 tn./lvl.
SV none SR yes Comp V, S, DF

The target becomes suffuse with protective magical en-
ergies providing some measure of protection against one
element: acid, cold/ice, heat/fire, electricity/lightning
or sonic/air. The dweomer grants a +2 saving throw
bonus against the specified energy type, regardless of
whether the source of damage is natural or magical.
The spell protects the recipient’s equipment as well.

Resist elements absorbs only damage: The caster could
still suffer unfortunate side effects. Resist elements over-
laps endure Elements and protection from elements.




RESTORATION*, LEveL 4 Wis
CT 1 hour R touch D permanent
SV see text SR yes (h) Comp V, S, DF

The caster repairs the life energy of a single creature.
Restoration dispels any magical effects that reduce the
subject’s attribute scores temporarily. Restoration will
not restore permanent attribute score loss. The spell
also restores one experience level to a creature who has
had a level drained. The drained level is restored only if
the time since the creature lost the level is equal to or
less than 1 day per caster level. It does not restore levels
or Con points lost as a result of death.

The evil reverse of this spell, life drain, sucks one level
from a creature. This version allows a Con saving throw
to avoid the spell’s effect.

ROPE TRICK, LEeVEL 2 INT, 3 CHA
CT 1 R touch D 1 hr./lvl.
SV none SRnoComp V, S, F

This spell attaches a section of rope at least 5 feet long
to an extradimensional space large enough to hold up
to eight medium-size or smaller creatures. The end of
the rope rises into the air until the whole rope hangs
perpendicular to the ground, as if affixed at the upper
end. Creatures can climb the rope into the space and
can pull the rope up behind them, making the rope dis-
appear. If the rope is pulled up into the space, it counts
as one of the eight creatures.

The extra-dimensional space is invisible from the out-
side, and those inside it cannot see outside. Those
within cannot be targeted by spells or affected by area
effects, but they cannot target spells or area effects out-
side of the space.

The rope is subject to its normal ability to support
weight and withstand punishment. If the rope is not
pulled in, a creature outside the extra-dimensional
space can pull or break the rope free, ending the spell
instantly. Anything inside the extra-dimensional space
drops out when the spell ends, suffering damage from
any fall. The rope can be used for normal climbing pro-
vided the climber does not climb all the way into the
extradimensional space.

SANCTUARY, Lever 1 Wis
CT 1 R touch D 1rd./lvl.
SV charisma negates SR no Comp V, DF

This spell prevents creatures from attacking the caster
or the spell’s recipient. Any creature attempting to at-
tack a character with sanctuary must make a charisma
saving throw in order to make the attack. A failed save
means that the attacker ignores the person under the
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spell (it does not lose its attack, but must choose anoth-
er target). If the warded character attacks or casts of-
fensive spells then the sanctuary spell is negated. This
spell does not prevent the warded creature from being
affected by area of effect spells.

SCARE, LevEL 2 INT, 3 CHA
CT1RS50 ft. D 1 rd./lvl.
SV charisma negates SR yes Comp V, S, M

This spell causes creatures with fewer than 6 hit dice/lev-
els to make a charisma saving throw or be overwhelmed
by a wave of terror. Success allows the target to control
its fear and react normally, while failure causes it to flee
in panic. If cornered, the target fights but with a -1 pen-
alty to attacks and damage. Monsters with more than 6
hit dice/levels are immune to this spell. Arcanists, elves,
undead and planar creatures are unaffected. The spell
requires the flesh or bone of an undead monster to cast.

SCREEN ILLUSION, Lever 8 CHA
CT 10 min. R 50 ft. D 1 day
SV see text SRno Comp V, S

This spell hides a 25 foot cube/level area from scry-
ing and normal vision. The caster creates an illusion
of what will be observed in the spell’s area. Once these
images are set, they cannot be changed. Any attempts
to scry the area automatically detect the illusory image
with no save allowed; though direct observation may al-
low a save at the Game Master’s discretion. Even enter-
ing the area does not cancel the illusion or necessarily
allow a save, assuming that hidden beings take care to
stay out of the way of those affected by the illusion.

SCRYING, Lever 4 InT, 5 Wis
CT 10 min. R see below D 1 rd./lvl.
SV none SRno Comp V, S, M, F

Focusing on a mental image of a particular creature, the
caster’s mind’s eye may gaze upon the target, watching
and listening, regardless of distance. An astute charac-
ter (intelligence 13+) may get the feeling they are being
watched upon a successful Int check. Successfully fo-
cusing the mind’s eye in this manner is difficult. It re-
quires a gem worth at least $10 to channel the spell and
an intelligence attribute check with the roll adjusted by
the following cumulative modifiers:

Caster knows the target well: +5

Caster has only met the target: +5

Caster has only heard of the target: +10

Caster has no knowledge of the target: +15

Caster has likeness or picture of the target: +5
Caster has garment or possession of the target: +5
Caster has character body part, nail clippings, etc.: +5
Target is on another plane: +15

If the scrying is successful, the caster may cast the fol-
lowing spells through the scrying without a chance of
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failure: comprehend languages, read magic, tongues;
the following spells have a 5% chance per caster level
of operating correctly: detect chaos, detect evil, detect
good, detect law, detect magic and message.

SECRET CHEST, LeveL 5 INT
CT 1 hr. R see below D 60 days
SVn/aSRn/aCompV,S, F

This spell allows the caster to hide a chest in the ethereal
plane and retrieve it as needed for up to 60 days. The
chest can contain up to 1 cubic foot of material per cast-
er level, regardless of the chest’s actual size. To prepare
the spell, the caster must have a chest created by mas-
ter craftsmen from rare and expensive materials costing
at least $500, as well as a perfect miniature replica of
said chest, costing $5. Once the chests are complete, the
caster invokes the spell — with the result that the larger
chest and any contents are sent to the ethereal plane.

The caster uses the smaller chest to retrieve the larger
chest at will until the 60 days expiration. After 60 days,
the chest begins to deteriorate rapidly. There is a 5% cu-
mulative chance per day it will be forever lost. If the small
chest is lost or destroyed, then the larger chest and its
contents will be irretrievable, absent a wish. Any living
creatures in the chest must eat, and will age normally.
Only one set of chests can be owned at a single time.

SECRET PAGE, LeveL 3 CHA
CT 10 min. R touch D see text
SV none SR no Comp V, S, M

This spell masks any information on a page or scroll
such that the page appears blank or covered with other
information. The spell can also disguise explosive runes,
allowing their effect without revealing their presence. The
caster may invoke a command word to reveal the hidden
information, and another command word to return the
illusion. Uttering the reveal command word permanently
dispels the dweomer. The caster needs a paste made of
ground jellyfish or similar animal worth at least $5.

Comprehend languages cannot by itself reveal the true
information unless cast with a true seeing spell. True
seeing cast alone will reveal that there is hidden in-
formation, but will not reveal what it is. Detect magic
reveals a dim magical aura, but not its nature. Dispel
magic will dispel the spell, but may affect the hidden
writing as well. Erase will remove both the illusion and
any other information being hidden by the spell.

SEE INVISIBILITY, LeveL 1 CHA, 2 INT
CT 1 R as normal vision D 10 min./lvl.
SV none SRn/a Comp V, S, M

This spell allows the recipient to see any invisible, ethe-
real or astral beings as if they were normally visible. The
dweomer does not allow the caster to recognize illusions
nor detect things hidden by means other than invisibility.
The spell requires a small pinch of dust, flour or powder.

SEEMING, LeveL 4 CHA
CT 1 R 50 ft. D 12 hrs.
SV none (int disbelieves) SR no Comp V, S
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The caster causes the appearance, garb and equip-
ment of the target(s), one creature for every two lev-
els, to change to whatever the caster wishes, with the
following limits. The recipients must maintain their
basic forms (humanoid, horse, etc.), but can appear
either 1 foot taller or shorter, as well as up to 50%
lighter or heavier. The illusion provides the change in
appearance, but not any change in demeanor, class
abilities or other such manifestations. Furthermore,
the dweomer is a visual illusion only; armor disguised
as clothing will still creak and clink and will feel like
armor to anyone touching it. Those disguised by the
spell remain in the illusory form until the spell expires,
the target is slain, or anyone scrutinizing them makes
an intelligence saving throw.

SENDING, Lever 4 Wis, 5 CHA
CT 10 min. R unlimited D see below
SVn/aSRn/aCompV,S, M, DF

This dweomer allows the caster to contact a single
creature with which the caster is familiar. The mes-
sage may be up to 25 words long and can even be sent
to those with animal intelligence and the creature will
understand the message. The message, however, does
not create any compulsion to perform any act, and the
creature’s reaction will depend on its relation to the
caster, its intelligence, alignment, etc. If the target and
the caster are not on the same plane of existence, the
caster must make a successful charisma saving throw,
or the sending will not be transmitted.

SEQUESTER, LeveL 7 INT, 7 Wis, 7 CHA
CT 3 R touch D 1 day/l1vl.
SV see text SRno Comp V, S, M

This spell provides complete protection from diviniza-
tion spells for one creature or object for the duration of
the illusion, and renders the affected creature or object
invisible to any form of sight , divination or scrying. The
spell does not prevent the subject from being discovered
by touch or through the use of magic devices. Living
creatures (and even undead creatures) affected by se-
quester become comatose, and are effectively in a state
of suspended animation until the spell wears off or is
dispelled. If the spell is cast upon an unwilling creature,
the target may resist the spell on a successful charisma
save. There is no save to see the sequestered creature
or object, or to detect it with a divination spell. The spell
requires a rare eye or eyestalk costing $50 or more.

SHADES, LeveL 6 CHA
CT 1R 150 ft. D 1 rd./lvl.
SV intelligence disbelieves SR no Comp V, S

The caster shapes quasi-real illusions resembling mon-
sters that can attack the caster’s foes. The shades re-
main semi-solid, even to those who believe them to be
illusory. The caster can create one or more illusions of
creatures whose total HD are equal to the caster’s level.
The caster chooses what form the illusions take, be it
human, animal, or some other mythic beast, with size
no larger than 1 foot per caster level in height or length.
These shadow creatures, however, have only 60% the
normal HP of a creature of the chosen type.




Characters interacting with these illusions believe them
to be real creatures unless they make a successful in-
telligence save. If the saving throw fails, the creatures
deal normal damage and have all the normal abilities
and weaknesses of a creature of that type. If the saving
throw succeeds, the creatures’ special abilities, armor
class, damage and all other aspects are only 60% as
strong as the real thing. Those who succeed at their
saves see the conjurations as transparent images su-
perimposed on vague, shadowy forms.

SHADOW CONJURATION, LEVEL 4 CHA
CT 1R 150 ft. D 1 rd./1vl.
SV see text SRno Comp V, S

The caster shapes quasi-real illusions resembling mon-
sters that can attack the caster’s foes. The shadow con-
jurations remain semi-solid, even to those disbelieving
them. The caster can create one or more illusions of
creatures whose total normal HD are equal to the cast-
er’s level. The caster chooses what form the illusions
take, human, animal, or mythic beast, but the size of
the creatures must be small or medium. These shadow
creatures have only 20% the normal HP of a creature of
the chosen type.

Characters interacting with these illusions believe them
to be real creatures unless they make a successful in-
telligence save. If the saving throw fails, the creatures
deal normal damage and have all the normal abilities
and weaknesses of a creature of that type. If the saving
throw succeeds, the creatures’ special abilities, armor
class, damage and all other aspects are only 20% as
strong as the real thing. Those who succeed at their
saves see the conjurations as transparent images su-
perimposed on vague, shadowy forms.

SHADOW EVOCATION, LeveL 5 CHA
CT 1 R special D see below
SV see below SR yes Comp V, S.

The caster creates a quasi-real illusion possessed of some
actual substance and reality, that mimics one of the fol-
lowing spells: fireball, ice storm, lightning bolt, Arcane
Bolt, stinking cloud, wall of fire, wall of ice, or web. The
mimicked spell has its full normal effect, range, dura-
tion, saving throw allowances, SR and so on, unless the
targeted creature(s) makes an intelligence saving throw.
A successful saving throw reduces the mimicked spell to
20% of its normal damage, effect and strength.

SHADOW WALK, LeveL 7 CHA
CT 1 R touch D 1 hr./lvl.
SV intelligence negates (h) SR yes (h) Comp V, S.

This spell allows for rapid travel along a shadow path-
way. To cast this spell, the caster must be in an area of
heavy shadows. The caster and any creature touched,
up to 1 per level, are then transported along a swirling
pathway of shadowstuff to the edge of normal reality,
where it borders a plane of shadow. The effect is large-
ly illusory, but the path is quasi-real. Travelers on the
shadow path move at a rate of up to seven miles every
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10 minutes. Movement appears normal on the shad-
ow path, but is in reality rapid relative to the material
plane. The caster is innately aware of location relative
to the material plane and therefore will know exactly
where the party will emerge. Any creature unwilling to
continue traveling with the caster will either wander off
into the plane of shadow, or return to a random spot on
the material plane (50% chance of each).

The spell may also be used to travel to other planes that
border the plane of shadow, but this requires the caster
to actually traverse the plane of shadow and face its
perils. Such a journey requires 1d4 hours to complete.

SHAPECHANGE, LeveL 8 Wis, 9 INT
CT 1 R see below D 10 min./lvl.
SVn/aSRn/aCompV,S, M

The caster assumes the form of any creature known to
the caster. The caster can change forms throughout the
duration of the spell. Each change takes one round. The
form is quite real, and grants the caster most of the
abilities of the creature formed. The caster retains his
own mind and intelligence, as well as wisdom scores
and hit points. Other attributes might change as a re-
sult of the new form. The character retains his or her
extraordinary abilities, spells and spell-like abilities.
The character can cast spells for which he or she has
components. The character needs a humanlike voice for
verbal components and humanlike hands for somatic
components. The caster does not gain the spell-like or
supernatural abilities of the new form, but does gain
the extraordinary abilities of the new form.

The size of the form being taken can range from a gnat
to any creature not more than 200 feet in length. Even
amorphous or gaseous states may be assumed by cast-
ing this spell. Upon changing, the caster regains 1d4 hit
points. If slain, the caster reverts to his or her original
form, but remains dead.

The spell requires a $250 wand created from a shape-
changing creature’s arm or leg bone, gilded with silver
and mystic carvings. This wand is not consumed in the
casting of the spell.

SHAPE STONE OR WOOD, LeveL 3 Wis
CT 1 R touch D see text
SVvn/aSRn/aCompV,S, M, DF

By use of this dweomer, the caster can shape a piece of
stone or wood into any desired form. A stone or wooden
weapon or piece of furniture or any other item is pos-
sible. Doors can be reshaped to allow entry/exit, walls
parted with a passage, or anything else that the caster
can imagine and that fits within the range of material
that the spell effects is possible. It takes one round to
shape each 1 cubic foot of material. Note that the crea-
tions will inevitably be crude, as fine workmanship and
finishing are beyond the scope of this invocation. The
spell’s area of effect is 10 cubic feet +1 cubic foot per
level. Casting the spell requires a splinter of wood or
stone wrapped in clay.
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SHATTER, LEevEL 2 INT
CT 1 R 50 ft. D instant
SV see text SR yes (object) Comp V, S, M

This spell creates a sonic force that shatters any crystal
or brittle substance within a 25 foot x 25 foot area into
dozens of pieces. Such things as potion bottles, win-
dows, mirrors, etc. are vulnerable to this spell so long
as the weight is no greater than 1 pound per caster lev-
el. If the spell is concentrated upon one item, the item
can be up to 10 pounds per caster level and be affected
regardless of the composition the item has. All items
get a constitution saving throw. Any beings of brittle
fabrication as determined by the Game Master (such as
crystal golems) take 1d6 damage per level of the caster
with a successful constitution save meaning only half
damage. Casting the spell requires something the cast-
er can crush in their hand.

SHIELD, LeveL 1 INT
CT 1 R see below D 1 tn/lvl.
SVn/aSRnoCompV,S

Upon the incantation of this spell, a transparent, mo-
bile wall of force appears in front of the caster, protect-
ing him from frontal attacks and Arcane Bolts. Against
melee and ranged attacks, the spell grants the caster a
specified armor class as follows: melee attacks and high-
yield projectiles (such as TNT or grenades), AC 16; de-
vice-propelled missiles such as arrows or bullets, AC 17;
hand-hurled missiles such as spears, axes and darts, AC
18. The caster’s dexterity bonus to armor class is added
to the armor class score granted by the spell. Attacks
from the side or rear are unaffected. The spell blocks and
provides complete immunity against Arcane Bolts. The
spell also grants a +1 bonus on all saving throws.

SHIELD OF FAITH, Lever 1 Wis
CT 1R touch D 1 tn./lvl.
SV none SR yes (h) Comp V, S, M, DF

This spell creates a protective shield of divine energy
around its subject granting a +2 to armor class and to
saving throws. The caster must have a drop of holy/
unholy water to cast the spell.

SHILLELAGH, LEveL 2 Wis
CT 1R touch D 1 tn./lvl.
SV none SR yes (object) Comp V, S, DF

This spell temporarily enchants a club or cudgel, grant-
ing it a +1 to hit allowing it to deal 1d6+1 damage. The
spell also grants the ability to strike any monsters nor-
mally only struck by +1 magic weapons.

SHOCKING GRASP, LeverL 1 INT
CT 1 R touch D until discharged
SV none SR yes Comp V, S

The caster generates a potent charge of electricity with-
in the caster’s hands. The caster who then touches a
target will inflict 1d8 damage +1 damage per level (e.g. a
3rd level caster inflicts 1d8 +3 damage). A target active-
ly defending against a touch attack requires the caster
to make an attack roll. The spell ends after one success-
ful hit on a target, though not when the target attacks
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the sorcerer. The charge can be transmitted by touch-
ing a conducting material that the target holds, such as
a sword blade or length of metal wire.

SHOUT, LeveL 4 INT
CT 1 R see below D instant
SV see text SR yes Comp V

This spell enchants the caster’s vocal cords with mighty
power. The caster can then release a concentrated sonic
blast in a cone up to 10 feet wide and 50 feet long; the
sound deals 2d6 damage to any creature in the area of
effect. Additionally, those that fail a Con save are deaf-
ened for a number of rounds equal to the damage they
suffered. Any brittle substances in the path of this cone
are treated as if subjected to a shatter spell. A shout
spell will cancel a silence spell, but the cancellation also
negates any damage or deafening effect.

SILENCE, LeveL 2 Wis, 2 CHA
CT 1R 450 ft. D 1 tn./lvl.
SV see text SRno Comp V, S

The caster invokes silence in a 15 foot radius around
the target. Within this silent area, no conversations can
be made and no verbal spells cast. No one moving with-
in the area can be heard. The dweomer can be cast at a
target location or even at a point in the air. When cast
on a creature, the area of silence moves with it. Anyone
having the spell cast directly upon them may avoid it
with a successful dexterity save, in which case the spell
is cast upon a point immediately next to the target.

SILENT IMAGE, Lever 1 CHA
CT 1 R 450 ft. D concentration
SV intelligence SR no Comp V, S

This spell creates a visual illusion of an object, creature or
force, as visualized by the caster in a 40 foot cube, + 10 cu-
bic feet per level. It cannot create sound, smell or tactile il-
lusions. Creatures who view the illusion believe it, and can
suffer damage from illusions. Hit point damage is suffered
from damage to the mind/psyche. While concentrating, the
caster can move the image within the range. The illusion
disappears if an opponent makes the saving throw.

SIMULACRUM, LEevEL 7 CHA
CT 12 hrs Rn/aDn/a
SVn/aSRn/aCompV,S, M

This spell creates a duplicate of any creature. A full
magical laboratory is needed to create the duplicate.
Further, some form of formative substance such as ice,
snow, or clay, $100 of powdered gems and a piece of
the creature to be duplicated are needed to complete
this spell. While the duplicate will be a perfect physi-
cal match for the original in appearance, there will be
differences in knowledge and abilities. The simulacrum
will only have 51% to 60% (50+1d10) of the hit points,
knowledge (including level, skills and speech), and per-
sonality of the creature being duplicated. The simula-
crum will radiate magic under a detect magic spell.

At all times the simulacrum remains under the caster’s
verbal command. The simulacrum has no ability to gain




power through experience. It can be repaired by a com-
plex process requiring at least 1 day, $10 per hit point,
and a fully equipped magical laboratory. If destroyed,
the simulacrum melts into nothingness.

SLEEP, LeveL 1 INT
CT 1R 150 ft. D 1 tn./lvl.
SV none SR yes Comp V, S, M

All creatures within range and within a 30 foot diameter
circle that are capable of sleep will fall into a comatose
slumber, with weaker ones being felled prior to stronger
ones. The spell will affect 2d4 HD of creatures. For crea-
tures with equal HD, those who are closest to the spell’s
point of origin are affected first. No creature with 5 or
more HD is affected, and HD that are not sufficient to
affect a creature are wasted. The spell is centered on a
location determined by the caster. Sleeping creatures
are helpless. Slapping or wounding will awaken affected
creatures, but normal noise does not. Sleep does not af-
fect unconscious creatures, constructs or undead crea-
tures. Sand or a pillow feather are the material compo-
nents of this spell.

SLEET STORM, LeveL 4 Wis
CT 1R 450 ft. D 1 rd./1lvl.
SV see text SR no Comp V, S, DF

This spell creates a driving storm of sleet that obscures
the vision of anyone within it. The storm also causes
ground surfaces to become icy and slick, reducing
movement rates by half. Any creature moving within the
sleet must make a successful dexterity save each round
or fall down. The spell effects an area 50 x 50 x 20 feet.

SNARE, Lever 3 Wis
CT 3 R touch D triggered or broken
SV see text SR no Comp V, S, M

The caster creates a magical snare that is unlikely to be
detected by anyone actively searching for it without magi-
cal means (hidden as if set by a 12th level hooligan). It can
be created from a supple vine, rope, leather or any such
similar material. Once enchanted, the snare blends into
its environment and will wrap its loop around anything
that steps within it. The snare can be up to 20 feet long.

If a supple tree is nearby, the snare will attach its other
end to the tree and bend it down, snapping it up again
when the snare is activated; this pulls the victim up into
the air and causes 1d6 damage. If a tree is not available,
the loop will whip around the victim, causing no damage
but tightly binding it. An entangled creature suffers a -2
penalty to attack rolls and suffers a -4 penalty to dexterity.
To break free requires a strength check against challenge
level 5. The snare has 5 hit points and armor class 7.

SOLID FOG, LeveL 4 CHA
CT 1R 150 ft. D 1 tn./lvl.
SV none SRno Comp V, S

This spell summons a barrier of swirling fog that acts like
a fog cloud spell, but only a very strong wind may affect it
and any creature attempting to move through it can only
move at 1/10th the normal movement rate. Furthermore,
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all attacks within the fog suffer a -2 penalty to hit and
damage. Any fire-based attack that does more than 12 hit
points of damage will burn the fog barrier away in a single
round. This spell effects a 25 foot diameter sphere.

SOUL BIND, Lever 9 Wis
CT 1 R touch D permanent
SV none SR no Comp V, S, M, DF

This spell draws the soul from a dead body and places it
into a gem (of at least $500 value). The victim must have
been deceased for no longer than 1 round per caster
level. Once the soul is contained in the gem, it cannot
be returned to life via clone, raise dead, reincarnation,
resurrection, true resurrection, or even a miracle or a
wish. Only destroying the gem can free the soul.

SOUND BURST, Lever 1 Wis
CT1R50 ft. Dn/a
SV see text SR yes Comp V, S, DF

The caster evokes a thunderclap of sound, emanating
from any point up to 50 feet away and in a 20 foot diam-
eter circle. Any creature within the area of effect takes
1d8 damage and must make a successful wisdom sav-
ing throw to avoid being stunned for 1 round.

SPEAK WITH ANIMALS, Lever 2 Wis
CT1Rn/aD1tn./lvl
SVn/aSRn/aCompV,S

This spell allows the caster to converse with animals
with an intelligence score of 1 or more. This allows the
caster to converse, question or have a discussion on
friendly terms with the affected animal. This effect oc-
curs regardless of the animal’s alignment and allows
the animal to reply. The replies are limited in complex-
ity depending on the animals intelligence and ability to
give meaning to the communication. The animal may
even do a small favor for the caster.

SPEAK WITH DEAD, LeveL 2 Wis
CT 10 min. R touch D 1 tn./lvl.
SVn/aSRn/aCompV,S, DF

This spell allows the caster to ask several questions of a
corpse. The corpse can answer questions that the crea-
ture knew in life. It will answer in its own language.
Answers are usually brief, cryptic or repetitive. If the
alignment of the caster is opposed to that of the corpse,
it resists answering and the caster must make a check
as if against spell resistance of 12. Only one speak with
dead spell per week can be used on a corpse.

SPIDER CLIMB, LeveL 1 INT
CT1Rn/aD2rd./lvl
SV intelligence negates (h) SR yes (h) Comp V, S, M

This spell grants the power of movement along walls and
ceilings to the recipient just as if they were a spider. The
recipient of the spell moves at one-half base movement on
vertical and inverted surfaces. Hands and feet must be un-
covered in order to make direct contact with the surface
being climbed. A small spider is needed to enact this spell.
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SPIKE STONES, LeveL 4 Wis
CT 1 R 150 ft. D 10 min./lvl.
SV see text SR no Comp V, S, DF

This spell causes stone formations around the caster
(such as stone walls, floors or natural strata) to form
into long and narrow points of sharpened stone. The
spellcaster can effect a 20 x 20 foot area per level. These
points of stone remain unobtrusive until someone other
than the caster happens upon them. In this case, they
can deal damage and impede movement. The sharpened
stones cause 1d8 damage to the unwary. Those care-
fully searching for the stones must make successful in-
telligence check at -1 per level of the arcanist who cast
the spell to notice them. A creature moving through the
area takes damage for each 5 feet of movement. Those
aware of the stones but who move through the area an-
yway take 1d4 damage per 10 feet.

SPIRITUAL WEAPON, LeveL 3 Wis
CT1RS50 ft. D 1 rd./lvl.
SV none SR no Comp V, S, DF

By invoking a prayer, the caster creates a magical weapon
out of divine energy that moves by telepathic command.
It will move to attack foes in melee with or at a distance
from the caster. The weapon will usually take the form of
the favored weapon of the caster’s patron deity or that of
the caster’s chosen weapon if the deity has no preferred
weapon. The weapon is guided by the caster, and strikes
as if the caster were wielding it in melee (at caster’s level
with strength bonuses). It does not have any special bo-
nus to hit, and it deals 1d8 damage. The weapon can
strike creatures only hit by magic weapons (+1 for every
3 caster levels) as well as incorporeal creatures.

STINKING CLOUD, LeveL 3 INT, CHA
CT 1R 30 ft. D 1 rd./1vl.
SV constitution negates SR no Comp V, S, M

This spell invokes a 20 x 20 x 20 foot cloud of billowing, nau-
seous gas that is impenetrable to sight or special visions. An-
yone caught within it must make a successful constitution
save every round while within the cloud or become nause-
ated and helpless for 1d4+1 rounds. Helpless characters can
only move out of the cloud in a random direction. A strong
wind disperses the fog in 4 rounds, a greater wind dispersing
itin 1 round. The material component is a bit of rotting food,
feces, or other foul smelling item.

STONE TELL, LeveL 6 Wis
CT 10 min. R see below D 1 tn./lvl.
SV none SRn/aComp V, S

This spell allows the caster to speak with stones in the
same manner as plants are conversed with via speak to
plants. The stones relate to the character who or what
has touched them as well as revealing what is covered or
concealed behind or under them. The stones relate com-
plete descriptions if asked. Note that a stone’s perspec-
tive, perception, and knowledge may prevent the stone
from providing the details the character is looking for.
The character can speak with natural or worked stone.
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STORM OF VENGEANCE, LeveL 9 Wis
CT 2 R 450 ft. D up to 10 rd.
SV see text SR yes Comp V, S, DF

Upon invoking this spell, the caster summons and di-
rects a maelstrom of thunder and lightning. Creatures
exposed to the storm must make a constitution sav-
ing throw or be deafened for 1d4 turns. If concentration
ceases, so does the spell. For each additional round the
caster concentrates after the first, the storm has the fol-
lowing additional effect. The area of effect for this spell
is a 750 foot diameter circle that is 300 feet tall.

ROUND | EFFECT

2 Acid rains down in the area, dealing 1d6 points
of acid damage. No save is allowed.

3 The character calls six bolts of lightning down
from the cloud. The character decides where the
bolts strike. All may be directed at a single tar-
get, or they may be directed at up to six separate
targets. Each bolt deals 10d6 points of electricity
damage, with a dexterity save for half damage.

4 Hailstones rain down in the area, dealing 5d6
points of damage (no save).

Violent rain and wind gusts reduce visibility. The rain
obscures all sight, including special visions. Move-
ment is reduced to 1/4th normal. Ranged attacks
within the area are impossible. Spells cast within the
area are disrupted unless the caster makes an intel-
ligence check versus the storm-caster’s level.

STUN, LeveL 0 CHA
CT 1R 10 ft./1vl. D 1d4 rounds
SV Wisdom half SR yes Comp V,S

The caster creates a wave of magical energy that stuns
a single target. Victims of this spell suffer -4 to all ac-
tions and checks and have their movement halved for
1d4 rounds. The victim gets a Wisdom save against the
effect at +2; if successful the penalties and duration are
halved, and movement is not affected.

SUGGESTION, LeveL 3 INT, 3 CHA
CT 1R 50 ft. D 1 hr./lvl.
SV charisma negates SR yes Comp V, M

The caster influences one creature by suggesting a
particular course of action (limited to a sentence or
two). The suggestion must be worded in such a man-
ner as to make the activity sound reasonable. A small
piece of wool must also be rubbed between the fingers
as the suggestion is being made for the spell to work.
The victim must understand the language of the caster
making the suggestion. Any attempt to suggest an act
that would be harmful to the victim, or something se-
verely at odds with its behavior, will allow the affected
creature to automatically break the enchantment. The
Game Master is free to factor in penalties to the victim’s
saving throw for quite reasonable suggestions, as well
as to give the target bonuses to its save for unreason-
able or harmful suggestions.

The suggested course of activity can continue for the
entire duration. If the suggested activity can be com-
pleted in a shorter time, the spell ends when the subject




finishes what it was asked to do. The caster can instead
specify conditions that will trigger a special activity dur-
ing the duration. If the condition is not met before the
spell expires, the activity is not performed.

SUMMON ANIMALS, Lever 4 Wis
CT1RS50ft. D 1 rd./1vl
SV none SR no Comp V, S, DF

This spell summons natural wild animals to aid the
caster. The animals appear wherever the caster desig-
nates within range, and act immediately on the caster’s
turn in the initiative order thereafter. If the caster can
communicate with the animals, the caster can direct
them not to attack, to attack particular enemies or to
perform other actions. If ordered to do so, animals at-
tack opponents to the best of their ability. Summoned
creatures disappear at the end of the spell’s duration.

The spell conjures one or more animals with total HD
equal to the caster’s level. Thus, a 6th level caster can
summon one 6 HD animal, or six 1 HD animals. The
caster chooses the HD distribution desired, and the spell
attempts to accommodate the request. The caster does
not choose the specific type of animal summoned, al-
though a request can be worked into the spell’s casting.
General requests, such as animals that fly, clever ani-
mals or fierce animals are more likely to be answered.
The animals summoned will come from the region where
the spell is cast, and are always determined by the Game
Master. A listing of some possible animals include, but is
not limited to, the following (this includes giant varieties
of each): ape, badger, bat, bear (black, brown, grizzly,
cave, polar), bison, boar, camel, cat, cheetah, crocodile,
dog (wild), eagle, elephant, frog, hawk, horse (wild), leop-
ard, lion, lizard, manta ray, pugilistey, octopus, owl, rat,
raven, shark, snake, squid, tiger, toad, weasel, whale
(blue, sperm, orca), wolves and wolverine.

SUMMON BEASTS OR PLANTS, Lever 5 Wis
CT1RS50 ft. D 1 rd./lvl.
SV none SR no Comp V, S, DF

This spell resembles summon animals. The spell con-
jures one or more beasts or plants with total HD equal
to the caster’s level. Thus, a 9th level caster can sum-
mon one 9 HD creature, two 4 HD creatures plus one 1
HD creature or nine 1 HD creatures. The caster must
choose either beasts or plants; not a mixture of the two.
The caster chooses the HD distribution desired, and the
spell attempts to accommodate the request. The cast-
er does not choose the specific type of creature sum-
moned, but a request can be made (as with summon
animals). The types of beasts that can be summoned
are left to the discretion of the Game Master.

SUMMON FAMILIAR, Lever 1 INT, 1 CHA
CT 1day Rn/aDn/a
SV no SRyes CompV, S, M

This spell calls a familiar, a unique companion and serv-
ant, and binds it to the caster. Doing so takes a day and
uses up materials costing at least $10. A familiar is a
magical, unusually tough and very intelligent version of
a small animal or magical beast. The creature serves will-
ingly. A character may have only one familiar at a time.
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An empathic link forms between the master and famil-
iars, granting special abilities to the master as detailed
below. The empathic link functions only if the familiar
is within one mile of its master.

Familiars do not involve themselves in combat. A familiar
may fight if its master faces a life-and-death situation,
but magical beast familiars, especially those of an evil
alignment, might not do so if the familiar feels its own
life would be jeopardized. If a familiar dies, or the mas-
ter chooses to dismiss it, the master loses a level in the
class that allowed the spell to be cast and permanently
loses the number of hit points the familiar granted the
master. A master’s experience point total can never go
below zero as the result of a familiar’s demise. A slain or
dismissed familiar cannot be replaced for a year and a
day. Slain familiars can be raised from the dead just as
characters can be, but do not lose a level or a constitu-
tion point when this occurs. If a familiar is raised from
the dead, the caster will recover the experience points
and hit points lost as a result of the familiar’s death.

The type of familiar that responds to the spell is randomly
determined, or, some say, is directed by the deities. The
Game Master might apply modifiers to the roll to deter-
mine the familiar, especially if more than the usual spe-
cial materials are used in casting the spell. Or, the Game
Master may allow the character to choose if certain unu-
sual circumstances are met or are part of the story of the
game. The caster may refuse to accept the familiar that is
summoned, but the caster will be unable to successfully
cast the spell again for one year and a day. Some magical
beast familiars serve only a master of a certain alignment.
If such a magical beast is summoned by the spell and
it refuses to serve the caster, the caster can attempt the
spell again after one month and a day has passed.

SUMMONED FAMILIAR TABLE

D20 FAMILIAR NOTES
1-3 Cat Night vision, superior hearing,
move silently, hide
4-6 Hawk Enhanced vision, distance vision
7-9 Owl Night vision, superior hearing
10-12 Raven Enhanced vision, speaks one
human language
13-15 Toad Wide angle vision
16-18 Weasel Superlc?r hear1r}g and smell,
move silently, hide
One of the above, or another
19 CK choice small animal such as a bat,
rat, small snake
. Roll on magical beast sub-ta-
20 Magical Beast ble, or CK chooses.

Some sample stats for the various creatures are includ-
ed as a basis for the Game Master to build upon.

CAT (These neutral animal vital stats are HD 2d2,
ACI14, move 30 feet. Their primary attributes are
physical and mental (see below). Cats threaten in
combat but the damage of their attack is negligible.
See the chart above for special abilities.)
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HAWK (These neutral animal vital stats are HD 2d6,
AC 14/15, move 5/ 10 feet or 60/80 feet in flight.
Their primary attributes are physical and mental
(see below). They attack with their talons for one
point of damage or beak for 1d2. See the chart above
for special abilities.)

OWL (These neutral animal vital stats are HD 2d6, AC
14, move 5/ 10 feet or 60/80 feet in flight. Their pri-
mary attributes are physical and mental (see below).
They attack with their talons for one point of damage or
beak for 1d2. See the chart above for special abilities.)

RAVEN (These neutral animal vital stats are HD 2d2,
AC 14, move 5 feet or 60 feet in flight. Their primary
attributes are physical and mental (see below). They
do not participate in combat and flee when danger
threatens. See the chart above for special abilities.)

TOAD (These small neutral amphibian vital stats
are HD 2d8, AC 16, move 10 feet or 20 foot jump.
Their primary attributes are physical and mental
(see below). They prefer to hide and use their natu-
ral coloration for camouflage. Contact with their skin
necessitates a constitution save or suffer seizures
resulting in death after several days. See the chart
above for special abilities.)

WEASEL (These small neutral rodent vital stats are
HD 2d4, AC13, move 30 feet or climb 20 feet. Their
primary attributes are physical and mental (see be-
low). Weasels avoid combat. Their stealthy abilities
(see chart above) make them ideal scouts.)

FAMILIAR BASICS

Use the basic statistics for a creature of its type, as ap-
pearing in the bestiary or, if you own it, Monsters &
Treasures, except for the following changes:

Hirr Dice: Double the hit dice for a normal animal of the type.

Hir Pomvrs: The familiar’s hit point total is added to the mas-
ter’s own hit points, as long as the familiar is within one mile.

Saving Tarows: The familiar uses the master’s base saving
throw bonuses if they’re better than the familiar’s bonuses.

INTELLIGENCE: Animal familiars are unusually intelligent,
and will have an effective intelligence of 1d4+8 (9-12).
Magical beast familiars have an effective intelligence of
1d4+10 (11-14), unless a typical creature of its type has
a higher intelligence.

SpeciaL ABiuities: Each familiar has its own special abilities,
or enhanced senses, as noted in the table. In addition, the
familiar can communicate with animals of approximately
the same type as itself, and the communication is limited
by the intelligence of the conversing creatures.

EwmpatrHic Link: The empathic link allows the master to
communicate telepathically with the familiar for up to one
mile. Although some familiars may be able to communi-
cate verbally with their master, telepathic communication
is typically better in conveying meaning and intent.
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Additionally, the empathic link allows the master to
share the familiar’s senses as long as the master concen-
trates on doing so (just like spell concentration). When
concentrating, the master shares the familiar’s five sens-
es (sight, hearing, smell, taste, and touch). Thus, for ex-
ample, the master can see through the familiar’s eyes. If
a familiar has an enhanced sense, like superior hearing,
the master gains the benefit of the enhanced sense as
well, but only as to what the familiar can sense. In other
words, an owl familiar does not grant its master the spe-
cial ability of superior hearing, the master simply shares
and listens through the owl when concentrating on do-
ing so. Sharing the familiar’s senses is a somewhat alien
process, as a familiar does not always sense in the same
way a person does. Some familiars may have a deficiency
in one sense, or lack certain body parts, such as ears,
that are normally associated with a sense.

The empathic link also allows the master to cast a spell
on a familiar that normally can only be cast on the caster
alone, without having to touch the familiar (range is up
to one mile). At the master’s option, the master may cast
any spell on himself and it will also affect a familiar (such
as shield). If the spell has a duration other than instan-
taneous, the spell stops affecting the familiar if it moves
farther than one mile away. The spell’s effect will not be
restored even if the familiar returns to the master before
the duration would otherwise have ended. The master and
familiar can share spells in this way, even if the spells
normally would not affect creatures of the familiar’s type.

MAGICAL BEAST SUB-TABLE

D20 FAMILIAR SPECIAL ABILITIES
Spell resistance equal to
1-12 Magical magical animal double the
familiar’s hit dice.
13-14 Demon See text
15-16 Devil See text
17-19 Faerie See text
20 Familiar Dragon See text

MAGICAL BEASTS

Magical beast familiars are more independent than a
normal familiar. Each has its own unique special abili-
ties. The master does not gain the special abilities of a
magical beast unless otherwise indicated.

CeLESTIAL AND FiENDISH ANIMALS: A celestial (good or holy)
or fiendish (evil or unholy) version of an animal. The
Game Master should pick a type on the summoned fa-
miliar table, or roll again on it to determine the type of
celestial animal. A celestial familiar serves only good-
aligned characters, and a fiendish familiar serves only
evil-aligned characters. These creatures have Spell Re-
sistance of 15 plus their Hit Dice. A celestial or fiend-
ish animal shares its spell resistance with its master as
long as the master is within 150 ft.

Demon: A small demon such as a quazit, or other demon
of the Game Master’s creation. A demon familiar is one
of the most independent types, and it will only serve a




chaotic evil or chaotic neutral master. A demon’s special
abilities are determined by the Game Master or are indi-
cated in the demon’s entry in Gods and Demons. They do
not share their unique special abilities with their master,
and are highly unlikely to fight to save their master’s life.

QUAZIT (These minor demon vital stats are HD 2d8,
AC 14, move 40 feet or fly 60 feet. Their primary at-
tributes are physical. They attack with either their
claws (1d2) or bite (1d2). They are able to cast the
following spells once per day at the 3rd level of abil-
ity; protection from good, darkness and pyrotechnics.)

DeviL: A small devil such as an imp or other devil of
the Game Master’s creation. A devil familiar is more in-
dependent than normal, for its lawful nature creates
loyalty. A devil familiar will only serve a lawful evil or
neutral evil master. A devil’s special abilities are deter-
mined by the Game Master or are indicated in the devil’s
entry for them in Gods and Demons. They do not share
their unique special abilities with their master, and are
highly unlikely to fight to save their master’s life.

IMP (These minor devil vital stats are HD 2d8, AC 15,
move 20 feet or fly 60 feet. Their primary attributes
are physical. They attack with either their bite (1d4)
or stinger, which causes one point of damage. The
stinger administers poison and if a constitution check
is not made, the victim suffers 2 points per round for 4
rounds. Imps regenerate one point per round.)

Faerie: A small faerie (sprite) such as a pixie, brownie
or any other such creature of myth, or one of the Game
Master’s creation. Faerie familiars can be independent
but loyal, annoying but playful. A faerie familiar will
serve a master of any alignment, if reasonable for a
creature of its type, but most prefer chaotic good, cha-
otic neutral, neutral good, neutral or neutral evil mas-
ters. Most of their special abilities cannot be shared
with the master, but those with spell resistance will
normally share it with their master.

PIXIE (These faerie being vital stats are HD 2d4 AC
15, move 20 feet or fly 60 feet. Their primary attributes
are physical. They attack with small arrows which do
2-5 points of damage, or another variety that causes
sleep for 1d6 turns, or yet another which causes mem-
ory loss, unless an intelligence save is made. All ar-
rows have a +4 effective bonus to attack rolls.)

FamiLiarR Dracon: A familiar dragon is a very small drag-
on about 2 to 3 feet in length. Some look like a minia-
ture version of a larger, true dragon, while others have
no true draconic counterpart. Their special abilities
may mimic a true dragon’s, or may more resemble those
of a pseudodragon. Each familiar dragon is unique; and
the Game Master determines its details and special
abilities, and which of those abilities are shared with
the master (if any). They are extremely loyal. A familiar
dragon responding to the summons will always be the
same alignment as the caster.

FAMILIAR DRAGON (This magical beast’s vital stats are
HD 2d8 AC 18, move 15 feet or fly 60 feet. Their primary
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attributes are physical and mental. They attack with two
claws for 1d4 points of damage and a bite for 1d6 points of
damage, or a breath weapon (stream of acid) dealing 1d6
points of damage in a 10 foot cone. The familiar dragon
may breathe once per round, up to three times per day.

Victims may make a dexterity save for half damage.)

SUMMON GREATER MONSTER, LeveL 7 INT
CT1R50ft. D1 rd./1lvl.
SV none SR no Comp V, S, DF

This spell is like summon monster, save that it summons
more powerful monsters to aid the caster. The spell conjures
one or more monsters with total HD equal to the caster’s level,
but no monster can have HD greater than 9. Thus, a 15th
level caster can summon one 9 HD monster plus one 6 HD
monster, or fifteen 1 HD monsters. For purposes of this spell,
monsters include anything that is living and not human.

The caster cannot choose the specific type of monster
summoned, although a request can be worked into the
spell’s casting. More general requests, such as mon-
sters that fly, magical monsters, or fierce monsters are
more likely to be answered. The monsters summoned
will come from the region where the spell is cast, and
are always determined by the Game Master.

SUMMON LESSER MONSTER, LeveL 3 INT
CT1R50 ft. D 1 rd./lvl.
SV none SR no Comp V, S, DF

This spell summons monsters to aid the caster. The mon-
sters appear where the caster designates, within range,
and act immediately on the caster’s turn in the initiative
order thereafter. If the caster can communicate with the
monsters, the caster can direct them not to attack, to
attack particular enemies or to perform other actions. If
communication is not possible, the monsters will attack
any apparent enemies of the caster. Monsters attack op-
ponents to the best of their ability. Summoned creatures
disappear at the end of the spell’s duration.

The spell conjures one or more monsters with total HD equal
to the caster’s level, but no monster have a HD greater than
3. Thus, a 7th level caster can summon one 4 HD monster
plus one 3 HD monster, or seven 1 HD monsters. The caster
chooses the HD distribution desired, and the spell attempts
to accommodate the request. For purposes of this spell,
monsters include anything that is living and not human.

The caster does not choose the specific type of monster
to be summoned, although a request can be worked
into the spell’s casting. More general requests, such
as “monsters that fly” or “magical monsters” or “fierce
monsters”, are more likely to be answered. The mon-
sters summoned comes from the region where the spell
is cast, and are always determined by the Game Master.

SUMMON MONSTER, LeveL 5 INT
CT1R50ft.D1rd./lvl.
SV none SR no Comp V, S, DF

This spell is much like summon lesser monster, but
the monsters are considerably more powerful. The spell
conjures one or more monsters with total HD equal to
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the caster’s level, but no monster can have a HD greater
than 6. Thus, a 12th level caster can summon two 6
HD monsters, or two 5 HD monsters plus one 2 HD
monster. For purposes of this spell, monsters include
anything that is living and not human.

The caster does not choose the specific type of monster
summoned, although a request can be worked into the
spell’s casting. More general requests, such as mon-
sters that fly, magical monsters or fierce monsters are
more likely to be answered. The summoned monsters
come from the region where the spell is cast, and are
always determined by the Game Master.

SUMMON PLANAR ALLY, LeveL 8 Wis
CT 1 tn. R 50 ft. D see text
SV see below SR see below Comp V, S, DF

Beseeching their deity, the caster pleads for aid, prompt-
ing the deity to select and send assistance in the form
of a number of appropriate elementals or extraplanar
creatures totaling no more than 16 HD. The caster may
request a known individual creature beholden to the
deity, but the deity can ignore this request and send a
different creature. If the character serves no particular
deity, the spell is a general plea answered by a creature
sharing the character’s philosophical alignment.

The caster may ask the summoned creature or creatures
to perform one task, and a summoned creature may re-
quest some service in return (as befits the creature’s out-
look, alignment, deity and the magnitude of favor asked).
If the caster agrees to these requests, the creature per-
forms the task asked of them, reporting back to the char-
acter afterward if possible, then returning to their home
plane. The caster is honor-bound to perform the return
favor, and may lose any or all arcane abilities if they fail
to do so. This will last until such a point as the caster
properly atones, in whatever manner their deity sees fit,
for the breech of promise. A creature might accept some
form of payment, such as a magic item, in return for its
service. The creature might keep it or may deliver the
item to another member of the character’s religion some-
where else where the item can help the religion’s cause.

SUNBURST, LeveL 8 Wis, 8 CHA
CT 1 R 50 ft. D instant
SV see text SR yes Comp V, S, DF

By use of this spell, the caster causes a brilliant sunburst
of light to explode soundlessly at a predetermined point.
Any creatures within the burst are blinded and take 3d6
hit points of damage. Those making a successful dexter-
ity saving throw avoid blindness and take half the hit
point damage. Creatures to whom sunlight is unusual or
harmful take double damage. Undead who fail a dexter-
ity save take an additional 1d6 damage per caster level
and those who are specifically destroyed or harmed by
sunlight (such as vampires) are automatically destroyed.

SYMBOL, Lever 8 Wis, 8 CHa
CT 10 min. R touch D see text
SV see text SR yes Comp V, S, M

This spell allows the caster to scribe, either in the air or
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on a surface, a variety of mystic sigils and runes. The
effects depend on the caster’s choice of symbols, but
some common symbols are described below. The Game
Master is free to add to this list. The material compo-
nents for this spell are a diamond tipped pen and ink
made from some unusual creature. The total value of
these items should cost no less than $500.

All symbols are inactive after being traced, and are pro-
grammed to activate on a circumstance given to it by the
caster. As a guidance, most symbols are triggered whenever
a creature does one or more of the following, as the caster
selects: reads, touches or passes over the rune; looks at the
rune; or passes through a portal bearing the rune.

In this case, reading the rune means any attempt to
study it, identify it or fathom it’s meaning. Throwing a
cover over a symbol to render it inoperative triggers it if
it reacts to touch. To trigger a symbol, a creature must
be within 30 feet of the rune. The caster can also cre-
ate a command word that can be spoken prior to any of
the above actions, so that the symbol will not activate.
Creatures who subsequently meet an active symbol’s
triggering conditions suffer its effects.

DEeaTH: One or more creatures within 30 feet whose com-
bined total hit points do not exceed 100 must succeed
at constitution save or die. The symbol affects the clos-
est creatures first, skipping creatures with too many hit
points to affect. This symbol must be carefully engraved
on a surface. Once triggered, the symbol lasts until it
has affected 100 hit points worth of creatures.

Discorp: All creatures with an intelligence score of 3 or
higher within 30 feet who fail an intelligence save immedi-
ately fall into loud bickering and arguing. Meaningful com-
munication is impossible. If the affected creatures have
different alignments, there is a 50% chance that they will
attack each other. Bickering lasts 5d4 rounds. Fighting be-
gins 1d4 rounds into the bickering, and lasts 2d4 rounds.
This symbol must be carefully engraved on a surface. Once
triggered, the symbol lasts 10 minutes per caster level.

FEar: Living creatures within 30 feet become panicked un-
less they save versus charisma at -4. Those that fail suffer
a -2 penalty on charisma saving throws for 10 minutes
per caster level, and they flee from the area. A panicked
creature has a 50% chance to drop what it’s holding,
chooses its path randomly (as long as it is getting away
from immediate danger) and flees any other dangers that
confront it. If cornered, a panicked creature cowers. Once
triggered, the symbol lasts 10 minutes per level.

HoreLessnEss: All creatures within 30 feet radius must at-
tempt charisma saves at a -4 penalty. If the save fails, the
creature suffers from hopelessness for 3d4x10 minutes
and submits to simple demands from foes, such as to sur-
render or get out. If no foes are present to make demands,
there is a 25% chance that a hopeless creature proves
unable to take any action except hold its ground. If the
creature remains free to act, there is a 25% chance it will
retreat from the rune at normal speed. In either case, the
creature can defend itself normally if attacked. Once trig-
gered, the symbol lasts 10 minutes per caster level.




InsaniTY: One or more creatures within 30 feet, whose com-
bined total hit points do not exceed 150, become insane
unless they make an intelligence saving throw. Insane
creatures behave randomly, either wandering away for 1
minute (unless prevented), doing nothing for 1 round, at-
tacking the nearest creature for 1 round, or acting nor-
mally for 1 round until the spell ends. The spell lasts un-
til a restoration, greater restoration, heal, limited wish or
wish is cast on the creature. The symbol affects the clos-
est creatures first, skipping creatures with too many hit
points to affect. Once triggered, the symbol lasts until it
has affected 150 hit points worth of creatures.

Paiv: Creatures within 30 feet suffer wracking pains that
temporarily reduce dexterity scores by 2 and impose
a -4 penalty on attack rolls, dexterity saves and abil-
ity checks. A successful constitution save at -4 negates
these effects. The pain lasts 2d10x10 minutes. Once trig-
gered, the symbol lasts 10 minutes per caster level.

Persuasion: All creatures within 30 feet must succeed
at a charisma save at -4 to resist. If the save fails, the
creature becomes the same alignment as the caster for
1d20 x 10 minutes. During this time, affected creatures
become friendly to the caster. The spell does not enable
the character to control the creatures as if they were
automatons, but the creatures perceive the character’s
words and actions in the most favorable way. The caster
can try to give the creatures orders, but must succeed
at a charisma check (difficulty determined by the Game
Master) to convince the creatures to do anything they
wouldn’t ordinarily do. The creatures never obey sui-
cidal or obviously harmful orders. Any act by the char-
acter or the character’s apparent allies that threatens
the creatures breaks the spell. Note also that the caster
must speak the creatures’language to communicate the
character’s commands, or else be good at pantomiming.

SiLeep: Creatures within 30 feet fall into a catatonic
slumber if they have 8 or fewer HD (intelligence save
negates). Sleeping creatures cannot be awakened for
3d6x10 minutes. Once triggered, the symbol lasts 10
minutes per caster level.

StunniNGg: One or more creatures within 30 feet whose
total hit points do not exceed 200 become stunned (con-
stitution save negates). The symbol affects the closest
creatures first, skipping creatures with too many hit
points to affect. A stunned creature can’t act, and loses
any dexterity bonus to AC. Attackers gain a+2 bonus
while attacking stunned creatures. In addition, stunned
creatures will drop what they are holding.

SYSTEM SHOCK, LeveL O INT
CT 1 R 50 ft. D Instant
SV Constitution negates SR yes Comp V,S

The caster sends forth a burst of energy that short cir-
cuits a target’s nervous system. As such, this spell can
only be used on living targets that have nervous sys-
tems. If the victim fails a Constitution save, he suffers
1d4 points of temporary (subdual) damage and -2 to all
actions for the next round. A successful save negates
the effects of this spell.
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TELEKINESIS, LeveL 5 INT
CT 1R 100 ft. D 1 rd./1vl.
SV see text SR yes Comp V, S

By concentrating, the caster can move an object or crea-
ture weighing 25 pound per level of the caster by men-
tal command. Telekinesis can move a creature or object
weighing up to 25 pounds per caster level up to 20 feet per
round. A creature can negate the effect against itself with
a successful charisma save at -4, and against an object
it possesses with a successful strength save, or with SR.

The spell lasts up to 1 round per caster level, but it ends
if the caster ceases concentrating. The weight can be
moved in any direction, but not beyond the spell’s range.
The spell ends if an object is forced beyond the range.

Alternatively, if the caster chooses, the spell energy can
be expended in a single round. The caster can hurl, with
massive force, one object or creature (within range to-
ward any target also within range). The caster can hurl
up to a total weight of 25 pounds per caster level. To hit
a target with a hurled item, caster must succeed at an
attack roll using the caster’s base attack bonus + the
caster’s intelligence modifier. Weapons hurled by the
spell cause double standard damage (with no strength
bonus). Other objects cause 1d6 points of damage per 25
pounds of weight. Creatures who fall within the weight
capacity of the spell can be hurled, but they are allowed a
charisma save to negate the effect, as are creatures that
hold targeted possessions. If a creature is hurled against
a solid surface, it takes damage as if it had fallen 30 feet.

TELEPATHIC BOND, LeveL 5 INT, 5 CHA
CT 1 R see below D 1 hr.
SV none SR no Comp V, S

The caster forges a telepathic bond among intelligent crea-
tures. Only one creature per three levels of caster can be
effected and they must all be within 30 feet of the caster. All
the targets must have an intelligence score of 6 or higher.
Each creature targeted is linked to all the others. The bond
can be established only among willing subjects. All sub-
jects can communicate telepathically through the bond,
regardless of language. Once the bond is formed, it works
over any distance, but not between planes of existence.

TELEPORT, LeEveL 5 INT
CT 1 R touch D instant
SV none SR yes (h) Comp V

This spell instantly transports the caster, and a certain
amount of additional weight, to any designated destina-
tion on the same plane of existence. The caster can trans-
port his body and gear, and bring along objects (not held
by other creatures) and willing creatures, all of which
must not total more than 50 pounds per caster level.
The character must have some clear idea of the location
and layout of the destination. The clearer the character’s
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mental image, the more likely the teleportation works (see plane; anything that blocks astral travel also blocks tele-
table). Areas of strong physical or magical energies may portation. To see how well the teleportation works, roll d%
make teleportation more hazardous or even impossible. and consult the teleport table below. Refer to the following
Teleportation is instantaneous travel through the astral information for definitions of the terms on the table:

TELEPORTATION LOCATION FAMILIARITY

FAMILIARITY ON TARGET OFF TARGET SIMILAR AREA MisHAP
VERY FAMILIAR 01-97 98-99 100 —
STUDIED CAREFULLY 01-94 95-97 98-99 100
SEEN CASUALLY 01-88 89-94 95-98 99-100
VIEWED ONCE 01-76 77-88 89-96 97-100
DESCRIPTION 01-52 53-76 77-92 93-100
FALSE DESTINATION (1020+80) — 81-92 93-100

VERY FamiLiaR: A place where the caster has been very often and feels at home.

StupiEDp CAREFULLY: A place the caster knows well, either because they have been there often or have used other means to study the place.
SEEN CasvaLLy: A place that the caster has seen more than once, but with which the character is not very familiar.

ViEweDp ONCE: A place that the caster has seen once.

DEescripTioN: A place whose location and appearance the caster knows only through someone else’s description, perhaps even
from a precise map.

FaLse DestiNaTION: A place that does not exist. When traveling to a false destination, roll 1d20+80 to obtain results on the table,
rather than rolling d%, since there is no real destination for the character to hope to arrive at, or even be off target from.

ON Tarcet: The caster appears at the desired location.

OrF TargeT: The character appears safely a random distance away from the destination in a random direction. Distance off
target is 1d10 x 1d10% of the distance that was to be traveled. The Game Master determines the direction off target randomly.

SmviLar AreA: The caster winds up in an area that’s visually or thematically similar to the target area. Generally, the caster appears
in the closest similar place, but since the spell has no range limit, they could conceivably wind up somewhere else across the globe.
MisHar: The caster and those teleporting with the caster suffer one of the following: 1-3 scrambled; 4-5 appear above; 6 appear
below the intended destination. Scrambled travelers each take 1d10 points of damage, and the Game Master rerolls on the chart
to see where the travelers wind up. For these rerolls, roll 1d20+80 and each time mishap comes up, the characters take more
damage and must reroll. Characters appearing above do so 1d6x10 feet above the intended destination and suffer appropriate
damage if they fall. Characters appearing below do so 1d6x10 feet below the intended destination and either instantly die from
teleporting into a solid surface or appear in whatever open space exists underground.
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TELEPORTATION CIRCLE, LeveL 8 INT
CT 1 R see below D 1 tn./lvl.
SV none SR yes (h) Comp V, M

By casting this spell, the caster creates a 10 foot diameter
circle on any horizontal surface that teleports any crea-
ture on it to a designated location. Once the caster choos-
es the destination, it cannot be changed. The spell fails if
the caster attempts to set the circle to teleport creatures
into a solid object, to a place with which the caster is not
familiar and has no clear description or to another plane.
The circle itself is nearly impossible to notice. If the caster
intends to keep creatures from activating it accidentally,
the circle must be marked in some way. Teleportation is
instantaneous travel through the astral plane; anything
that blocks astral travel also blocks teleportation. To cast
this spell requires a $10 loop of golden thread.

TELEPORT WITHOUT ERROR, LevEL 7 INT
CT 1 R touch D instant
SV none SR yes (h) Comp V

This spell acts just like teleport, except there is no chance
the travelers will not arrive at the designated destination. If
the caster attempts to teleport with insufficient or mislead-
ing information, the spell fails. Areas of strong physical or
magical energies may still make teleportation impossible.

TEMPORAL STASIS, Lever 9 InT
CT 1 R 10 ft. D permanent
SV none SR yes Comp V, S, M

The caster places the target into a state of suspended
animation. For the creature, time ceases to flow and it
does not grow older. Its body functions virtually cease,
and no force or effect can harm it. The onset of poisons
and disease halt, and bleeding from mortal wounds
ceases. This state persists until the magic is removed
by a successful dispel magic spell, or until the caster
releases the spell. The caster can release the spell at
any time, with a single word of command. To cast this
spell requires the use of a $500 diamond.

TIME STOP, LeveL 9 InT
CT 1 R see below D 1d4+1 rd.
SV none SR see text Comp V

This spell causes time to cease flowing for everyone but
the caster. The caster is free to act in any manner for
the spell’s duration, including attacking, casting spells
or manipulating objects. All other creatures are frozen
in place, unable to act. Creatures with SR can resist the
effect. Energy and effects present in the area can still af-
fect the caster. The caster cannot enter an area protected
by an antimagic field, or by protection from chaos/evil/
good/law, or by a magic circle spell, while under the ef-
fects of time stop. Spells cast or damage inflicted by the
caster on another target during a time stop has no effect
until the time stop ends. At that time, targets of spells
receive a saving throw to avoid or mitigate effects if one is
normally allowed. Physical damage, by weapon or spell,
also accrues after the time stop ends. Spells cast upon
the caster during a time stop take effect immediately
upon casting. Durations of spells cast in this way should
include the time spent in effect during the time stop. For
example, a sorcerer casts shield during the first round of
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a time stop; the duration of his shield should include the
one remaining round of the time stop for the purpose of
determining when the spell dissipates.

TINY HUT, LeveL 3 INT
CT1Rn/aD1hr./lvl.
SV none SR no Comp V, S, M

The caster creates an unmoving, opaque sphere of force
around his or her self. A small opaque glass ball is fixed
in place, and does not move with the caster. The sphere
can be of any color. Half of the sphere projects above the
ground, and the lower hemisphere passes through the
ground. Up to nine other human-size or smaller creatures
can fit into the field with the caster and they can freely pass
into and out of the hut without harming it. However, if the
caster leaves the hut, the spell ends. The temperature in-
side the hut is 70° F if the exterior temperature is between
0’ and 100° F. An exterior temperature below O degrees or
above 100 degrees lowers or raises, respectively, the inte-
rior temperature on a 1-degree-for-1 basis (thus, if it’s 20
degrees outside, inside it’ll be 50 degrees). The hut also pro-
vides protection against the elements, such as rain, dust
and sandstorms. The hut withstands any wind of less than
hurricane force, but a hurricane (75+ mph wind speed) or
greater force destroys it. The caster can dimly illuminate
the interior upon command or extinguish the light as de-
sired. Note that although the force field is opaque from the
outside, it is transparent from within. Missiles, weapons
and most spell effects can pass through the hut without
affecting it, although the occupants cannot be seen from
outside the hut, and thus have total concealment.

TONGUES, LeveL 3 INT, 3 CHA, 4 Wis
CT 1 R touch D 1 tn./lvl.
SV none SR no Comp V, S.

This spell grants the touched creature the ability to
speak and understand the language of any intelligent
creature within a 30 foot sphere. The subject can speak
only one language at a time, although he or she may be
able to understand several languages. This spell does
not enable the subject to speak with creatures that do
not normally speak. This spell does not guarantee a fa-
vorable reaction from any creature addressed.

The reverse of this spell, cipher, garbles verbal commu-
nication between all creatures in the affected area. It
also counters the effects of the tongues spell.

TRANSMUTE FLESH AND STONE, LeveL 6 INT
CT 1 R 150 ft. D permanent
SV wisdom negates (h) SR yes Comp V, S, M

In but an instant, this spell can transform one creature,
and any and all objects it carries, into stone, bereft of
sense, thought or the faintest glimmer of life. Alternately,
this spell can transform a mass of stone into an equal
mass of flesh, though the flesh will possess no bones, or-
gans or life unless the spell is being used to restore a pet-
rified creature. When a petrified creature is turned back
to flesh, any damage it or anything it bears has suffered
afflicts the creature or object, unless the broken pieces
are joined with them as they return to flesh. Only crea-
tures made of flesh may be petrified by this spell. To cast
this spell requires the use of blood, clay, dirt or stone.
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TRANSMUTE METAL TO WOOD, LeveL 7 Wis
CT1R50ft. Dn/a
SV none SR yes Comp V, S, DF

This spell enables the caster to change one metal object
to wood, including weapons, armor and other metal ob-
jects carried by creatures. Magic objects made of metal
effectively have SR16 plus their bonus against this spell.
Artifacts cannot be transmuted. Weapons converted from
metal to wood suffer a -2 penalty to attack and damage
rolls. Armor converted from metal to wood loses 2 points of
AC. Weapons changed by this spell splinter and break on
any natural attack roll of 5 or lower, and armor changed
by this spell loses an additional point of AC bonus every
time it is struck by a natural attack roll of 15 or higher.
Only a limited wish (temporary), wish, or similar magic
can return an object back to its original state.

TRANSMUTE MUD AND ROCK, LeveL 5 INT, 5 Wis
CT 1R 150 ft. Dn/a
SV see text SR no Comp V, S, M, DF

This spell can transform normal mud or quicksand of
any depth into soft stone permanently. Creatures in the
mud are allowed a dexterity save to escape before the
area is hardened to stone. Alternatively, the spell turns
natural, uncut or unworked rock of any sort into an
equal volume of mud. Magical or enchanted stone is not
affected. The depth of the mud created cannot exceed
10 feet. Creatures unable to levitate, fly or otherwise
free themselves from the mud will sink and potentially
asphyxiate. If the spell is cast upon the ceiling of a cav-
ern or tunnel, the mud falls to the floor and spreads
out in a pool at a depth of 5 feet. The falling mud and
the ensuing cave-in deal 8d6 points of damage to any-
one caught directly beneath the area, or half damage to
those who succeed at dexterity saves. Castles and large
stone buildings are generally immune to the effects of
the spell because the spell can’t affect worked stone and
doesn’t reach deep enough to undermine such build-
ings’ foundations. However, small buildings or struc-
tures often rest upon foundations shallow enough to be
damaged or even partially toppled by this spell. Each
substance changed remains thus unless natural (evap-
oration turns mud to normal dirt over a period of days)
or magical forces restore its state (but not necessarily
its form). Each version of this spell dispels the other,
but again, does not restore the original form. The spell
can effect two 20 foot cubes per level. The material com-
ponent for this spell is a piece of clay.

TRAP THE SOUL, LeveL 8 INT, 9 Wis
CT 1 or see text R 10 ft. or see text D permanent
SV see text SR see text Comp V, S, M

This spell forces a creature’s material body and life force
into a gem (the gem must be worth at least $100 value
per level or HD of the creature entrapped). The gem holds
the trapped entity indefinitely or until the gem is broken
and the life force is released, which allows the material
body to reform. If the trapped creature is a powerful crea-
ture from another plane, it can be required to perform
a service immediately upon being freed. Otherwise, the
creature can go free once the gem imprisoning it is bro-
ken. The spell can be triggered in one of two ways.
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SpeLL CompLETION: The spell can be completed by speaking
its final word as if the caster were casting a regular spell
at the subject. This allows SR (if any) and an intelligence
save to avoid the effect. If the creature’s true name is spo-
ken as well, any SR is ignored but the save CL increases
by 2. If the save or SR is successful, the gem shatters.

TricGER OBJECT: The second method tricks the subject into
accepting a trigger object inscribed with the final spell
word, automatically placing the creature’s soul in the trap.
To use this method, both the creature’s true name and the
trigger word must be inscribed on the trigger object when
the gem is enchanted. As soon as the subject picks up
or accepts the trigger object, its life force is automatically
transferred to the gem without the benefit of SR or a save.

TRUE SEEING, LeveL 5 Wis, LEVEL 5 CHA
CT 1 R touch D 1 rd./lvl.
SV none SR yes Comp V, S, M

The caster confers on the subject the ability to see all
things as they actually are. The subject notices secret
doors hidden by magic, sees the exact locations of crea-
tures or objects under blur or displacement effects, sees
invisible creatures or objects normally, sees through il-
lusions and sees the true form of polymorphed, changed
or transmuted things. Further, the subject can see into
the ethereal plane. The range of conferred sight is 120
feet. A liquid is used to pour over the eyes to enact this
spell. The contents and preparation cost at least $25.

The spell does not penetrate solid objects. It does not
cancel concealment, including that caused by fog and
the like, nor does it help the viewer see through mundane
disguises, spot creatures who are simply hiding or notice
secret doors hidden by mundane means. Additionally,
the divine version of this spell allows the subject to see
auras, noting the alignments of creatures at a glance.

UNDETECTABLE AURA, LeveL 1 CHA
CT 1R touchD n/a
SV none SR yes (object) Comp V, S

This spell allows the caster to mask a magic item’s aura
from detection. If the object bearing undetectable aura
has identify cast on it or is similarly examined, the ex-
aminer recognizes that the aura is false and detects the
object’s actual qualities. The object so hidden can weigh
5 pounds per level of the caster.

UNSEEN SERVANT, LeveL 1 INT, 1 CHA
CT 1 R 50 ft. D 1 hr./lvl.
SVn/aSRn/aCompV,S, M

The unseen servant is an invisible, mindless, shapeless
force that performs simple tasks at the caster’s command.
It can run and fetch things, open unstuck doors and hold
chairs, as well as clean and mend. The servant can per-




form only one activity at a time, but it repeats the same
activity over and over again if told to do so. It has an effec-
tive strength score of 2 for lifting purposes. It can trigger
traps and such, but it can exert only 20 pounds of force.
Its speed is 15 feet per round. The servant cannot attack
in any way. It cannot be killed, but it dissipates if it takes
6 points of damage from area attacks. If the caster at-
tempts to send it beyond the spell’s range, the servant
ceases to exist. A Sgp gem is used to enact this spell.

VANISH, Lever 7 CHA
CT 1 R touch D instant
SV none SR yes (object) Comp V

This spell works exactly like teleport, except only ob-
jects can be teleported. The caster can teleport up to
50 pounds or 3 cubic feet of matter per level. Creatures
and magical forces cannot be made to vanish. Mishap is
possible, just as in the teleport spell.

VEIL, LEveL 6 CHA, 7 INT
CT 1RS50 ft. D 1 hr./lvl.
SV see text SR see text Comp V, S

The caster instantly changes the appearance of the target
creature and then maintains that appearance for the spell’s
duration. The caster can effect one creature per two levels
of experience. The recipients of the spell can not be more
than 30 feet apart. The caster makes the subjects appear to
be anything the caster wishes. The subjects look, feel, and
smells just like the creatures whose appearance the target
takes. Affected creatures resume their normal appearances
if slain. The caster must succeed at an intelligence check
at +6 to duplicate the appearance of a specific individual.
Unwilling targets can negate the spell’s effect by making
intelligence saves. Those who interact with the subjects
can attempt intelligence (disbelief) saves to see through the
glamour, but SR doesn'’t help to detect the illusion.

VENTRILOQUISM, Lever 1 CHA
CT 1RS50 ft. D 3 rd.+1 rd./lvl.
SV intelligence to disbelieve SR no Comp V, S

The caster can make his voice (or any sound that the
caster can normally make vocally) seem to issue from
someplace else. The caster can speak in any language
the caster knows. Anyone who hears the voice and rolls
a successful intelligence save recognizes the sound as
illusory (but still hears it).

VISION, LeEveL 7 CHA
CT 1 tn. R n/a D see text
SV see text SR no Comp V, S

Vision quickly brings to the caster’s mind legends about
an important person, place or thing, but produces some
strain on the caster. The caster poses a question about
some person, place or object, then casts the spell and
goes to sleep. If the person or object is at hand, or if the
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character is in the place in question, the caster receives
a vision about it with a successful intelligence check.

If the person, place or object is not at hand, but detailed
information is known by the caster, the intelligence check
is made at -5, and any information gained is incomplete
(though it often provides enough information to help the
caster find the person, place or thing, thus allowing a
better vision next time). If only rumors are known, the
intelligence check is made at -10, and any information
gained is vague (though it often directs the caster to more
detailed information, thus allowing a better vision).

When completed, the divination brings legends (if any) about
the person, place or things to the caster’s mind. These may be
legends that are still current, legends that have been forgotten
or even information that has never been generally known. If
the person, place or thing is not of legendary importance, the
caster gains no information. As a rule of thumb, characters
10th level and higher are legendary, as are the sorts of crea-
tures they contend with, the major magic items they wield
and the places where they perform their key deeds.

WALL OF FIRE, LeveL 4 InT, 5 Wis
CT1R50 ft. D 1 rd./l1vl.
SV none (see text) SR yes Comp V, S, M, DF

With a single bit of burnt wood, a blazing curtain or ring
of shimmering fire springs into existence at the caster’s
command. The wall can take two forms; either an immo-
bile fiery wall, or a ring of fire surrounding the caster that
moves with the caster. In both cases, the wall is 20 feet tall
and only 1 foot thick. The fiery wall or curtain of fire meas-
ures up to 20 feet long per caster level (up to 100 ft long at
10th level). The ring of fire measures up to 10 feet wide per
every two caster levels (up to 50 feet diameter at 10th level).

One side of the wall, selected by the caster, sends forth
waves of heat, dealing 2d4 points of fire damage to crea-
tures within 10 feet and 1d4 points of fire damage to
those between 10 and 20 feet. The wall deals this dam-
age when it appears, and for each round that a crea-
ture enters or remains in the area. In addition, the wall
deals 2d6+1 point per caster level of fire damage to any
creature entering or passing through the wall. The wall
deals double damage to undead creatures. No saving
throw is allowed for any of the heat or fire damage.

If the caster evokes the wall so that it appears where
creatures are already present, each creature takes
damage as if passing through the wall. Each such crea-
ture can avoid the wall by making a successful dexterity
save. (If the creature ends up on the hot side of the wall,
it takes 2d4 points of damage, as normal.)

The caster may maintain the wall indefinitely by concen-
trating on doing so, or may forgo continued concentration,
in which case the wall will last 1 round per caster level.
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The wall can be attacked and cancelled by cold spells and
damage. If any 5 foot length of the wall takes 20 points
of cold damage or more in 1 round, that length goes out.

WALL OF FORCE, LeveL 4 Wis, 5 INT, 7 CHA
CT 1 R 50 ft. D 2 rds./lvl.
SV none SR no Comp V, S, M

This spell creates an invisible, immobile sheet, sphere or
hemisphere of force that is immune to damage of most
kinds, including spells and even dispel magic. The wall
can only be brought down by disintegrate, a rod of can-
cellation, a sphere of annihilation, or disjunction. Spells
and breath weapons cannot pass through the wall in ei-
ther direction, although transportation spells and effects
can bypass the barrier. It blocks ethereal creatures as
well as material creatures. Gaze attacks operate through
a wall of force. The material components of this spell are
20 small silver mirrors and a $10 gem.

The caster can form the wall into a flat, vertical plane
whose area is up to 10 feet long per caster level, 20 feet
tall and 1 inch thick. Alternately, the caster can form
it into a sphere up to 1 foot per level in diameter, or a
hemisphere up to 2 feet per level in diameter.

WALL OF ICE, LEvEL 4 INT
CT 1 R 150 ft. D 1 tn./lvl.
SV none SR no Comp V, S, M

Similar to wall of fire, this spell creates an anchored sheet
or hemisphere of ice. Unlike wall of fire, a wall of ice can-
not form in an area occupied by physical objects or crea-
tures. Its surface must be smooth and unbroken when
created. Fire can melt a wall of ice. Suddenly melting the
wall of ice creates a great cloud of steamy fog that lasts for
10 minutes. The details on the two versions follows:

SHEET OF ICE: A sheet of strong, hard ice appears. The
wall may be created either vertically or horizontally/
slanting. Vertical walls anchor themselves to the floor,
while a horizontal or slanting wall must have two oppo-
site surfaces to anchor itself. The sheet has two possible
measurements: (1) up to 10 feet per caster level long, 1
inch per caster level thick, and 10 feet tall/wide, or (2)
up to S feet per caster level long, 1 inch per caster level
thick, and 20 feet tall/wide. A horizontal sheet of ice
created in the air without two anchor points acts as a
sleet storm spell, but lasts only 5 rounds and covers an
area equaling one of the two possible measurements.

Each 10-foot length (for the former) or 5-foot length (for
the latter) has 3 hit points per inch of thickness. Crea-
tures can hit the wall automatically, and a section of
wall whose hit points drop to O is breached. Even when
the ice has been broken through, a sheet of frigid air
remains that deals 1d6 +1 point per caster level of cold
damage to any creature stepping through it. Fire-using
creatures passing through this cold air suffer double
damage, while cold-using creatures suffer no damage.

HemispHERE oF Ice: The wall takes the form of a hemisphere
of ice over the caster or a designated target. The hemi-
sphere has a maximum possible diameter of 2 feet per
caster level. It is as hard to break through as the sheet of
ice, but it does not deal damage to those who go through
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a breach. The caster can create the hemisphere so that it
traps one or more creatures, though these creatures can
avoid being trapped by making successful dexterity saves.

WALL OF IRON, LEvEL 5 INT
CT 1 R 50 ft. D permanent
SV see text SR no Comp V, S, M

The caster causes an anchored, vertical iron wall to
spring into being. A piece of iron once used in a wall of a
fortress is necessary to enact this spell. The wall cannot
be conjured to occupy the same space as a creature or
another object. The wall inserts itself into the surround-
ings, anchoring itself if possible. The wall must always
form a flat plane, though the caster can shape its edges
to fit available space. Like any iron wall, this wall is sub-
ject to rust, perforation and other natural phenomena.

The wall of iron is 1 inch thick per four caster levels, and
up to 5 feet x 5 feet per caster level. The caster can double
the wall’s area by halving its thickness. Each 5 foot square
of the wall has 30 hit points per inch of thickness. Crea-
tures can hit the wall automatically, but it is so hard that
the first 10 points of damage from each blow are ignored.
A section of wall whose hit points drop to O is breached.

If the wall is created where it cannot anchor itself, either
vertically resting on a flat surface or in the air, it falls
on creatures beneath it. An unanchored vertical wall is
50% likely to tip in either direction if left unpushed after
2 rounds. It can be pushed with a strength check (CL
10). Creatures with room to flee the falling wall may do
so by making successful Dex save. Creatures who fail
take 10d6 points of damage.

WALL OF STONE, LEveL 5 InT, 6 Wis
CT 1 R 150 ft. D permanent
SV see text SR no Comp V, S, M

This spell creates a wall of rock that merges into adjoin-
ing rock surfaces. To enact this spell requires a piece of
tone from a wall. The wall is 1 inch thick per four caster
levels, and up to S feet x 5 feet per caster level. The
caster can double the wall’s area by halving its thick-
ness. The wall cannot be conjured so that it occupies
the same space as a creature or another object.

The caster can create the wall in almost any shape. The
wall need not be vertical, nor rest upon any firm foun-
dation; however, it must merge with and be solidly sup-
ported by existing stone. It can be used to bridge a chasm,
for instance, or to form a ramp. For this use, if the span
is more than 20 feet, the wall must be arched and but-
tressed. This requirement reduces the spell’s area by half.
The wall can be crudely shaped to allow crenellations, bat-
tlements and so forth by likewise reducing the area.

Each 5 foot square area of the wall has 15 hit points per
inch of thickness. Creatures can hit the wall automatically,
but the wall is so hard that the first 8 points of damage from
each blow are ignored. A section of wall whose hit points
drop to O is breached. It is possible, but difficult, to trap
mobile opponents within or under a wall of stone, provided
the wall is shaped so it can hold the creatures. Creatures
avoid entrapment with successful dexterity saves.




WALL OF THORNS, Lever 5 Wis
CT 1 R 150 ft. D 10 min./lvl.
SV none SR no Comp V, S, M

This spell creates a barrier of very tough, pliable and
tangled brush, bearing needle-sharp thorns as long as
a person’s finger that is 10 cubic feet in size per level
of the caster. A simple thorn is used to enact this spell.
Any creature forced into or attempting to move through
the wall of thorns takes 25 points of damage per round
of movement minus 1 point for each point of the crea-
ture’s AC that is granted by armor. Dexterity bonus to
AC does not count for this calculation.

Creatures can force their way slowly through the wall
by making a successful strength check (challenge level
10). A successful creature moves a number of feet equal
to its strength divided by 3 (round down). Of course,
moving or attempting to move through the thorns in-
curs damage as described above.

Any creature within the area of the spell when it is cast
takes damage as if it had moved into the wall, and is
caught inside. In order to escape, it must attempt to
push its way free, or it can wait until the spell ends. A
creature trapped in the thorns can choose to remain
motionless in order to avoid taking any more damage.
Creatures with the ability to pass unhindered through
overgrown areas can pass through a wall of thorns at
normal speed without taking damage.

A wall of thorns can be carefully breached by slow work
with edged weapons. Chopping away at the wall creates
a safe passage 1 foot deep for every 10 minutes of work.
Normal fire cannot harm the barrier, but magical fire
burns it away in 10 minutes.

WALL OF WIND, LeveL 3 Wis
CT 1R 150 ft. D 1 rd./1vl.
SV none SRno Comp V, S

A 10 x 20 foot high invisible vertical curtain of wind ap-
pears. It is 2 feet thick and of considerable strength. The
roaring blast is sufficient to blow away any bird smaller
than an eagle, and tear papers and similar materials from
unsuspecting hands. Small flying creatures cannot pass
through the barrier. Loose materials and cloth garments
fly upward when caught in a wind wall. Arrows and bolts
are deflected upward and miss, while any other normal
ranged weapon passing through the wall suffers a -6 to
hit and -2 points of damage. Massive ranged weapons like
catapult boulders, are not affected. Gases, most gaseous
breath weapons, and creatures in gaseous form cannot
pass through the wall (although it is no barrier to incorpo-
real creatures). While the wall must be vertical, the caster
can shape it in any continuous path along the ground.

WARP WOOD*, LeveL 3 Wis
CT1R50ft. Dn/a
SV no SR yes (object) Comp V, S, DF

The caster causes wood to bend and warp, permanently
destroying its straightness, form and strength. One cu-
bic foot of material can be effected by this spell. Boards
or planks can be affected. Warped weapons are useless.
Magic weapons and wood are not affected. The reverse
of this spell, straighten wood, reforms to original shape,

PARANORMAL

straightness and strength any wood that has been warped
by this spell or by other means.

WATER BREATHING, Lever 3 INT
CT 1 R touch D 2 hrs./lvl.
SV constitution negates (h) SR yes (h) Comp V, S, M, DF

The recipient creatures can breathe water freely. Any
number of creatures can be affected by touching them
in turn, but the duration is divided evenly among them.
A straw like instrument is used to enact this spell.

WEB, LeveL 2 INT
CT1R50ft.Dn/a
SV see text SR no Comp V, S, M

This spell creates a many-layered 20 x 20 x 10 foot thick
mass of strong, sticky strands resembling a giant spider’s
web, that trap objects and creatures caught in them. A
strand or wad of web from a spider’s web is used to enact
this spell. The webs must be anchored to two or more solid
and diametrically opposed points or else it collapses upon
itself. Creatures caught within a web or simply touching its
strands become entangled among the gluey fibers. Anyone
in the spell’s area of effect when it is cast must make a
dexterity save or become stuck. An entangled creature suf-
fers a -2 penalty to attack and damage rolls, a -4 penalty to
effective dexterity and can’t move. An entangled character
cannot cast spells with somatic components. A stuck crea-
ture can break loose by succeeding at a strength check.

Once loose (either by making the initial dexterity save or
a later strength check), a creature may progress through
the web very slowly at a rate of 5 feet per round. Each 5
feet of movement requires a new strength check to avoid
becoming stuck again.

The webs are flammable and fire burns 5 square feet in
1 round. All creatures in the webs take 2d4 points of
damage from the flames.

WEIRD, LeveL 9 CHA
CT1R 150 ft. Dn/a
SV intelligence SR yes Comp V, S

This spell acts like phantasmal killer, but it affects all
creatures within a 25 x 25 foot area. The caster causes a
manifestation, in the targets’ minds, of the most horrific
creature imaginable. This creature is the formulation of
all the subconscious fears of each target, brought into a
very convincing and deadly illusion. Only the caster and
the targets can see the killers. The killers make illusory
attacks upon the targets, which must make a successful
intelligence saving throw or instantly die from fear and
psychic damage. A successful saving throw results in
8d6 damage and stuns the targets for 1 round. The kill-
ers cannot be damaged, and will pass through all physi-
cal barriers to reach the targets. The killers cannot pass
through magical protections such as a minor globe of
invulnerability, or through any area of antimagic.

Likewise, if the arcanist casting the spell is killed before
the effect reaches the target, the spell ends. In rare cir-
cumstances, such as when the target makes a success-
ful saving throw and is wearing a helm of telepathy, the
target can turn the killer back upon the caster just as if
the target cast the spell in the first place.
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WHIRLWIND, Lever 9 INT
CT 1R 450 ft. D 1 rd./1vl.
SV see text SR yes Comp V, S, M

This spell creates a powerful cyclone of raging wind that
is 10 feet wide at the base, 30 feet tall and 30 feet wide
at the top that moves through the air, along the ground
or over water at a speed of 60 feet per round. The caster
can concentrate on controlling the cyclone’s every move-
ment or specify a simple course of motion (that cannot be
changed once set). The whirlwind moves during the cast-
er’s turn in the initiative order. If the cyclone exceeds the
spell’s range, it moves in a random, uncontrolled fashion
for 1d3 rounds possibly endangering the caster or the
caster’s allies before it dissipates (the caster can’t regain
control of the cyclone even if comes back within range).

Any creature less than 40 feet tall/long that comes in con-
tact with the whirlwind must succeed at a dexterity save
or take 3d6 points of damage. Medium-size or smaller
creatures who fail their first save must succeed at a sec-
ond one or be picked up bodily by the whirlwind and held
suspended in its powerful winds, taking 1d8 points of
damage each round with no save allowed. The caster may
direct the cyclone to eject any carried creatures whenever
the caster wishes, depositing the hapless souls wherever
the whirlwind happens to be when they are released.

The material component of this spell is a $100 ornate
Oriental fan, which is not consumed in casting.

WIND WALK, LeveL 6 Wis, LEVEL 8 CHA
CT 1R touch D 1 tn./lvl.
SV n/a SR yes (h) Comp V, S, DF

The caster’s body becomes a cloudlike vapor, allowing
movement through the air at great speed. The caster can
also use the spell to affect additional creatures, each of
which acts independently. The caster can add one crea-
ture per 3 levels of experience. A magical wind wafts a wind
walker along at up to 600 feet per round, or as slow as 5 feet
per round. Wind walkers are not invisible, but appear misty
and translucent. A wind walker can regain physical form as
desired, and later resume the cloud form (during the spell’s
duration). Each such change requires 5 rounds. While
in vaporous form, subjects gain immunity from physical
harm, though they may sustain damage from high winds
(as determined by the Game Master). No spell casting is
possible in vaporous form. For the last minute of the spell,
a wind walker automatically descends 60 feet per round
(for a total of 600 feet) unless the wind walker concentrates
otherwise, although descent may be faster if desired. This
descent serves as a warning that the spell is about to end.

WISH, Lever 9 InT

CT time it takes to word wish Rn/a D n/a
SV see text SR yes Comp V

By speaking aloud, the caster alters reality with this most
powerful of spells. Even wishes, however, have limits. The
caster may wish for anything conceivable, but the wish
must be precisely stated. The longer and more complicated
the wish, the more dangerous the spell becomes. A wish
gives the opportunity to fulfill the caster’s request, but the
spell, for whatever reason, may pervert the caster’s intent
into a literal but undesirable fulfillment or a fulfillment
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with unseen consequence. A wish never restores a level or
constitution loss from being raised, resurrected or reincar-
nated from the dead. The caster of a wish spell always ages
due to the debilitating effects of the spell upon the body.
The caster must make a constitution save (challenge level
9) or age 3 years. Success means the caster ages only 1
year. Typically, a wish can aid one creature but, multiple
subjects can be affected if, for example, they are all cured
of the same type of affliction. In such a case, the caster can
affect one subject for every three caster levels.

Generally, a wish can do any one of the following, if
worded correctly, with little danger of misfortune:

Duplicate a spell of 9th level or lower that the character
knows and has cast, or duplicate any other spell of 6th
level or lower that the character has seen

Undo the harmful effects of other spells

Create a valuable item, even a magic item, of up to
$1,500 in value

Permanently raise or lower an attribute by +1 or -1
Remove injuries and afflictions

A wish can bring a dead creature back to life by dupli-
cating resurrection

A wish can revive a dead creature whose body has been
destroyed, but the feat takes two wishes, one to recreate
the body and another to infuse the body with life again.

A wish can lift one creature per caster level from any-
where on any plane and place these creatures anywhere
else on any plane regardless of local conditions. An un-
willing target gets a Cha save to negate as well as SR

A wish can undo a single recent event. The wish forces a
reroll of any roll made within the last round. Reality re-
shapes itself to accommodate the new result. The reroll,
however, may be as bad as or worse than the original roll.

Duplicated spells allow saves and SR as normal. When a wish
duplicates a spell with a material component that costs more
than $1,000, the character must provide that component.

WORD OF RECALL, LeveL 7 INT

CT 1 R unlimited D n/a
SV see text SR yes (h) Comp V

This spell teleports the caster instantly to the caster’s
sanctuary when a command word is uttered. The caster
must designate the sanctuary when the spell is pre-
pared. It must be a very familiar place. The actual point
of arrival is a designated area no larger than 10 feet
by 10 feet. The caster can be transported any distance
within a plane but cannot travel between planes. The
caster can transport, in addition to himself, objects and
creatures weighing up to 50 pounds per caster level.
Exceeding this limit causes the spell to fail. An unwill-
ing creature can’t be teleported by word of recall. Unat-
tended, nonmagical objects receive no saving throw.
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BOOK FOUR: RULES OF THE GAME

ATTRIBUTE CHECKS

he primary method of task resolution
in Amazing Adventures is the Attribute
Check. Whenever something needs to
be done whose outcome is in doubt or
unclear, a check must be made to see
if the character succeeds at his task.
Every check has an associated attribute. Whenever one
of these checks is made, 1d20 is rolled by the player.
Attribute and level modifiers are added to this roll, if ap-
plicable. If the Attribute in question is Prime, the player
also adds +5 (called the prime bonus) to the roll. Other
factors such as Backgrounds, Knowledge Skills, and
Traits may also add or subtract to this roll. If the final
result is equal to or greater than a number generated by
the Game Master, called the challenge class (CC), then
the attribute check is successful.

The challenge class is a number generated by the Game
Master that represents the degree of difficulty for per-
forming that action. The challenge class is generated by
the Game Master adding or subtracting the challenge
level (CL) to the challenge base of 15. The challenge level
represents the degree of difficulty the Game Master be-
lieves appropriate for the action being taken. This usu-
ally ranges between O and 10, but can go higher. The
sum total is the CC, and the player must roll higher
than that to successfully perform the action. Remem-
ber, if the Attribute in question is Prime, the player
adds the Prime Bonus of +5 to his roll.

For example, a 3rd level raider with a 15 wisdom as a
primary attribute attempts to track a pair of wily hooli-
gans through a mountain pass. The player rolls 1d20 and
adds the raider’s level (+3), attribute modifier (+1), and the
Prime Bonus (+5) to the roll. If the number generated is
equal to or higher than the challenge class determined by
the Game Master, the attempt is successful and the raider
is able to track the hooligans to their secret lair. The chal-
lenge class is the combination of the challenge base (15)
and the challenge level (assume a 3 as the trail is a few
days old) for a total of 18. The player rolls a 13, adds 4 for
his level and attribute modifiers, and 5 more for his Prime,
and gets for a total of 22. This is greater than the 18 nec-
essary, so the raider successfully tracks the hooligans to
their dark and foreboding camp in the caves.

If it seems simple, that’s because it is! All contests, ac-
tions, attempts, and tasks in the system are handled
using these Attribute Checks, save for combat, which
uses a slightly modified version of the same resolution
system, substituting the character’s BtH bonus and
special class-based abilities for the character’s level
and/or prime bonus.

RESISTED OR OPPOSED CHECKS

Some checks represent a contest between two people.
There are two ways to handle these sorts of contest—one
way assumes one party is passive, the other active. One
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requires only one die roll; the other is more dynamic. It’s
up to the GM to decide which works better for her game.

Under the active method of opposed checks, if the abili-
ties of a “defender” can affect the outcome, both parties
make an Attribute Check, with the higher result win-
ning the contest. In the example above, if the raider’s
quarry were actively attempting to cover their tracks,
they might roll an Intelligence check, gaining a +3 bo-
nus from the GM due to the 3 days time between their
passage and the raider’s arrival. In this case, instead
of the Raider’s CC being set at 15 + 3 for the passage of
time, it would be equal to the Hooligans’ check result (if
the Hooligans got a 20 on their Intelligence check, then
the Raider would need a 20 or better to track them).

Under the passive method, the CL of any check is set by
the level or hit dice and appropriate ability bonus of the
target. In the example above, the GM knows the Hooli-
gans have an average hit die of 3 and, deciding that In-
telligence is the appropriate ability to cover their tracks,
an Intelligence bonus of +1. The Raider would need
to make a CL 4 check (CC 19) to track the Hooligans.
This method is faster playing, but by removing a die roll
the players may feel that they have lost some control in
situations where the NPCs are making checks.

AIDING OTHERS

Attribute Checks can also be used to represent multiple
people working together. When this occurs, decide who
the leader of the attempt is. That person will make the
Attribute Check that will determine the final outcome.
Before this, all those attempting to aid make Attribute
Checks. If they succeed, they add +1 to the leader’s
check. If they succeed by more than 5, they add an ad-
ditional +1 for every five points by which they succeeded.
Thus, if a pilot and co-pilot are trying to steer a bomber
through German anti-aircraft fire, the pilot would be the
leader, making a Dexterity check to steer the plane. His
co-pilot, however, could also aid him—Ilet’s say the GM
rules through Wisdom, to spot openings in the wall of
flak ahead. The co-pilot makes his Wisdom check and
scores a 20! He would add +2 to the pilot’s Dexterity
check: +1 for making the basic success of 15, and +1 for
a superior success of 5 above the base. If the co-pilot
had scored 25, he would add +3 to the pilot’s check.

EXPLODING AND IMPLODING DICE

Any time a player rolls a test of 1d20, if the result of the
roll is 20 before modifiers are added (a “natural 20”),
roll an extra d6 and add it to the total. Continue the
process until the die comes up a number other than 6.
So long as you keep rolling 6, keep adding to the total.
This is called an Exploding result.

For example, Luke is making a check against his 3rd-
level character’s Strength of 18, a Prime for his charac-
ter. He throws the bones and rolls a 20. He now rolls
an extra d6 to add to the total, and it comes up as 6,




too! His next d6 roll comes up 4. He’s now rolled a total
of 30 (20+6+4). He then adds his Prime Bonus for his
Strength (+5), his Strength bonus (+3), and his level (+3)
for a whopping total result of 41! He would articulate
this as “41, with an Exploding 30.”

Game masters are encouraged to adjudicate exploding
results as extraordinary successes.

Conversely, if a roll result comes up with an unmodified
result of “1,” roll an extra d6 and subtract it from the
total. If the result of this bonus die is 6, subtract six
and roll again. Continue in the same manner as with
an exploding result, subtracting the total as long as the
additional dice come up 6. This is called an Implod-
ing result. GM'’s should adjudicate imploding results
as disastrous failures or in the case of an imploding
result that still succeeds, some sort of nasty complica-
tion. Generally speaking, at lower levels, a single roll of
“1” is going to result in a failure, but when characters
get to higher levels of play, it might require several suc-
cessive implosion results to cause failure!

SAVING THROWS

The only difference between a normal Attribute Check
and a Saving Throw is that generally, an attribute check
is made to attempt to do something, while a saving
throw is made to attempt to avoid something happen-
ing. Regardless, the system is virtually identical: the
player rolls a d20 and adds her attribute bonus, char-
acter level, and prime bonus (if applicable) against a CC
set by the Game Master.

TYPES OF SAVING THROWS

There are six different kinds of saving throws each corre-
sponding to an attribute. The situations and effects that
trigger a saving throw generally fall into one of the follow-
ing categories. This list is not definitive but should provide
a template for Game Masters to determine a saving throw
category for something not listed here.

SAVE TYPE CATEGORIES

Strength Paralysis, Constriction

Dexterity Breath Weapon, Traps

Constitution Dls.ease, E1:1ergy Drain, Exhgustlon,
Fatigue, Poison, Transformation

Intelligence Magic, Illusion

. Confusion, Gaze Attack, Petrification,

Wisdom ..
Psionics

Charisma Death Attack, Charm, Fear

Variable Spells

BREATH WEAPON (Dexterity or Constitution): Any
character caught in the area of effect of a breath weap-
on must make the appropriate saving throw or suf-
fer the breath weapon’s full effects. The type of saving
throw necessary is described with the monster or spell
that causes the saving throw. Generally, the character
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must dodge the effects of a breath weapon, so a dex-
terity check is appropriate, but on occasions gaseous
clouds require a constitution saving throw.

CHARM (Charisma): Charm spells or spell-like abilities
allow a charisma saving throw to avoid being overcome
by the charm. A failed save means the character suffers
the effect of the charm spell.

CONFUSION (Wisdom): Confusion spells or spell-like
abilities allow a wisdom saving throw to avoid being
overcome by confusion. A failed save means the charac-
ter becomes confused for an amount of time as specified
by the spell or ability.

A confused character’s actions are determined by a 1d10
roll, rerolled each round with the following results: 1
wander away (unless prevented) for 1 minute (and don’t
roll for another random action until the minute is up);
2-6 do nothing for one round; 7-9 attack the nearest
creature for one round; 10 act normally for 1 round.
Any confused creature that is attacked automatically
attacks the attackers on the next turn.

DEATH ATTACKS (Charisma): Death attacks are rare
and only a few monsters and the rare artifact have
them. In most cases, death attacks allow the victim to
make a charisma save to avoid the affect, but if the save
fails the character will die instantly.

DISEASE (Constitution): When a character is injured by
a disease attack such as from a ghoul, touching an item
smeared with diseased matter or consumes disease-
tainted food or drink, the character must make an im-
mediate constitution saving throw. If the character suc-
ceeds, the disease has no effect, for the immune system
has fought off the infection. If failed, damage occurs after
an incubation period. The description for each disease
will give the details on the effects following the incuba-
tion period. It is recommended that the Game Master roll
these constitution saving throws for the player so that he
doesn’t know whether the disease has taken hold.

ENERGY DRAIN (Constitution): An energy drain attack
takes away levels or attribute scores from the victim un-
less a successful saving throw is made. Most energy drain
attacks require a successful melee attack. Mere physical
contact is not enough. The full effect of an energy drain,
such as the number of levels taken away, is specified in
the monster, magic item or spell description causing the
drain. If it is not specified, one level is removed.

A character that loses a level this way suffers the effects
of the drain immediately. The character loses one hit die
of hit points of the appropriate class, and all other class
abilities are reduced to the new level. If a familiar or com-
panion creature has abilities tied to a character who has
lost a level, the creature’s abilities are adjusted to fit the
character’s new level. The victim’s experience point total
is immediately set to the midpoint of the previous level.

Characters drained below 1st level become a 0-level
character with no class or abilities. A character drained
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below O-level is instantly slain. Depending on the crea-
ture that killed the character, the character may rise
the next night as a monster of that kind. If not, the
character may at the GM’s option rise as another type
of undead creature.

Lost levels or attribute scores remain until removed by
spell, such as restoration, or other means. Sometimes,
level or attribute loss is temporary and will return to
normal in a day’s time.

A creature gains temporary hit points each time it suc-
cessfully uses a natural energy drain ability. Unless
specified otherwise, the creature gains the amount of
hit points that the victim loses. Energy drain through
spell or magic item does not grant temporary hit points
unless their description indicates otherwise.

FATIGUE OR EXHAUSTION (Constitution) Pushing
the body beyond its limits, contracting diseases, or be-
ing hit with certain spells or energy drain effects can
cause the character to drop from sheer exhaustion in
his tracks. For more information on how this works,
see “Fatigue and Exhaustion,” below.

FEAR (Charisma): Spells, magic items
and certain monsters can affect char-
acters with fear. The character facing a
monster who emanates fear or who has
a spell cast upon him makes a charis-
ma saving throw to resist the effect. A
failed roll means that the character is
affected by the fear, as detailed in the
spell or monster description.

GAZE ATTACK (Wisdom): Each char-
acter within range of a gaze attack must
attempt a saving throw each round at
the beginning of his turn. Generally
the character can avoid the gaze with
a successful wisdom check. In many
instances, the situation is more appro-
priately handled without a saving throw
through narrative and role playing. If
necessary, the Game Master may re-
quire a saving throw. Failure indicates
the character was unable to avoid the
gaze and suffers its effect.

MAGIC/ILLUSION (Intelligence or
Wisdom): This category is for spells
cast by creatures or from scrolls. It is a
catch all for magic not covered by one
of the other saving throw categories.

Arcane or divine spells cast by a mag-
ic item or other object, or a spell-like
ability possessed by a creature or item
usually allow a saving throw to negate,
lessen, avoid or resist their effect. If the
type of magic is arcane, then an intel-
ligence saving throw is made. If divine,
then a wisdom saving throw is made.
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In some cases, the specific effect of the spell calls for
another type of saving throw. All charm spells, whether
cast by creature, item or spell-like ability make a cha-
risma saving throw (see above). Other saving throw cat-
egories not covered by this catch all would include pa-
ralysis, polymorph, energy drain, death attack and fear.

PARALYSIS/ CONSTRICTION (Strength): Some mon-
sters and spells have the supernatural or spell-like
ability to paralyze or hold victims, immobilizing them
through magical means. Paralysis works on a charac-
ter’s body, but a character can usually resist it with a
strength saving throw. The effects of spell, monster con-
striction and/or paralysis are discussed above in the
spell or monster ability descriptions.

PETRIFICATION/

POLYMORPH (Wisdom): Arcane

and divine magic can cause creatures and characters
to change their shapes, sometimes against their will.
The victim may make a wisdom saving throw to resist
the polymorph. Polymorphed creatures retain their own
minds, but have new physical forms.




A petrified character is not dead if a majority of the body
is intact. No movement or actions of any kind can be
made, not even mental ones while petrified. Strength
and dexterity scores are effectively (but not actually) re-
duced to 0. There is no awareness of what is occurring
since all of the senses have ceased operating. If a petri-
fied character cracks or breaks but the broken pieces
are joined with him as he returns to flesh, he is un-
harmed. If the character’s petrified body is incomplete
when it returns to flesh, the body is also incomplete.

POISON (Constitution): When a character takes dam-
age from a poisoned weapon, an item smeared with con-
tact poison, consumes poisoned food or drink or is oth-
erwise poisoned, he must make a constitution saving
throw. If he fails, he suffers the poison’s initial damage
(usually ability damage). Even if he succeeds, he typi-
cally faces more damage a short time later. Sometimes,
the additional damage allows for another saving throw.

SPELLS (Variable): Magic spells sometimes allow a
saving throw to negate, lessen, avoid, or resist the ef-
fect. Each spell description indicates the type of saving
throw including those spells cast from scrolls, wands,
rings or other magical devices.

TRAPS (Dexterity): When a character sets off a trap,
a dexterity saving throw is allowed to avoid all or some
of the effects of the trap. Each trap is unique and the
effects of a successful or failed saving throw should be
designated beforehand. The CL for avoiding a given
trap is generally equal to the level or hit dice of the ad-
versary who set the trap, though at the Game Master’s
option, the CC can be set by having the adversary make
an Intelligence check (for setting the trap). The result
of this check can be used as the CL instead of adding
the trap-setter’s level to the challenge base of 15. This
makes characters with Intelligence as a Prime much
deadlier at setting traps than other characters.

For example, a 5th level hooligan sets a trap. A 7th level
gumshoe with a 9 dexterity walks into the trap. A sav-
ing throw is required to determine whether or not the
gumshoe sets off the trap and suffers the full effects of
it. The gumshoe’s prime attributes are strength, con-
stitution, and wisdom. Thus, he won’t get his prime
bonus to his attribute check. In this instance, the
trap was set by a Sth level hooligan, so the gumshoe
succeeds on a 20 or better. The player rolls 1d20 and
adds the gumshoe’s level of 7 to the attribute modi-
fier for traps (dexterity). The gumshoe has no dexterity
modifier. Thus, if the result of the 1d20 roll plus the
character’s level is 20 or higher, the gumshoe makes
his saving throw and dodges the trap. If the GM had
rolled an Intelligence check for the hooligan and gotten
a result of 25, the CC for the gumshoe to avoid the trap
would’ve been 25 instead of 20.

FATIGUE AND EXHAUSTION

Fatigue and Exhaustion are conditions every adventur-
er strives to avoid; they are temporary but debilitating
conditions that can in some situations mean the dif-
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ference between life and death. In general, a character
can become fatigued if he suffers 75% of his current hit
points (round down) in damage, or if he fails a Constitu-
tion check for any reason related to pushing the body
beyond its normal limits. Many diseases (GM’s discre-
tion) and all Energy Drain attacks result in fatigue if the
character fails her attribute check against the effects of
the affliction.

The exact effects of fatigue and exhaustion are ex-
plained below.

EXHAUSTED

An exhausted character moves at half speed and takes
a -4 penalty to Strength and Dexterity, and must make
a Constitution check at the end of each round in which
any sort of strenuous activity occurs, with a cumula-
tive penalty of -1 per consecutive round of strenuous
activity. Failure means the character passes out. After
1 hour of complete rest, an exhausted character be-
comes fatigued. A fatigued character can become ex-
hausted by doing something else that would normally
cause fatigue.

FATIGUED

A fatigued character can neither run nor charge (can
only move up to his base movement rate) and takes a
-2 penalty to Strength and Dexterity. Doing anything
that would normally result in fatigue can cause the
fatigued character to become exhausted. After 8 hours
of complete rest, fatigued characters are no longer
fatigued. The only exception to this is in the case of
diseases that cause fatigue. In such cases, diseased
characters generally remain fatigued until the disease
is treated or cured.

AVOIDING FATIGUE AND EXHAUSTION

A character reduced to 25% of his total hit points is
entitled to a Constitution save with a Challenge Level
of 3 (CC 18) to avoid becoming Fatigued. Thereafter,
he must make additional Constitution saves when his
hit points drop to 20% and 10% of their total, with the
Challenge Class increasing to 5 (CC 20) and 10 (CC 25),
respectively. Failing this save means the character has
become fatigued.

Avoiding exhaustion means making a Constitution save
whenever a fatigued character does something that
would result in exhaustion (see “Fatigued” above). This
save has a CL equal to an exhaustion save for the cur-
rent Hit Point level, plus 5. In addition, Constitution
saves against exhaustion are made at -2.

For example, a character dropped to 25% of his total hit
points who has become fatigued attempts to run. He
must now make a Constitution save with a CL of 8 (sav-
ing for fatigue against 25% of current hit points has a
CL 3; we add 5 to that total) for a total CC of 23. Since
he is already fatigued, his save is made at -2. If he fails,
he becomes exhausted.
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COMBAT

uch of the excitement in playing Amaz-
ing Adventures occurs during the char-
acter’s combat with monsters. Whether
a gadgeteer battling a horde of Nazi
cultists, a gumshoe facing off with a ne-
farious crime boss or an arcanist facing
down an ancient mummy, combat is often the climax of
many role-playing sessions. Combat is also the nexus of
many rules in Amazing Adventures. Managing combat
is often a challenging affair as the Game Master must
not only know the rules, but must also know how to ap-
ply the rules fluidly to maintain a sense of excitement
through description and action.

To facilitate this, the rules for combat have been kept
as simple as possible with much maneuver room left for
the Game Master. The rules are designed to organize
the action of combat. Yet, as the essence of combat is
its narrative, they also enable the Game Master to ma-
nipulate the rules in support of the narrative. Narrative
development is as equally important to the game as any
combat’s results. The rules of combat and its narrative
development are discussed below.

BASIC OUTLINE OF 4 COMBAT ROUND

When a combat occurs, each participant will want to
take action. The most common action will be an attack
on a foe, but might also include, for example, drinking a
potion or casting a spell. To facilitate when a character
or monster can act, combat is broken into a series of
time measurements called rounds. Each participant in
a combat generally gets one action each combat round.

Each participant acts during the round in an order
established by the roll of a d10. This is called ini-
tiative. The character with the highest initiative acts
first, and each character in turn performs an action
until the last character with the lowest initiative roll
has acted. If a character attacks during a combat
round, the character’s player rolls 1d20 to determine
if the character hits the opponent. If the resulting
number rolled plus the character’s class bonus to
hit and any attribute modifier totals are equal to or
greater than the opponent’s armor class, the charac-
ter has successfully hit the opponent. A successful
hit results in damage to the opponent. Monsters and
non-player characters follow the same procedure and
rules as characters, but the Game Master manages
their actions. After all participants have acted once in
the combat round, a new round begins.

SAMPLE COMBAT ROUND

With a furious scream and sword in hand, Captain
Spirit, a gadgeteer, charges a Nazi scouting near his
campsite. To resolve the combat, Captain Spirit’s player
rolls initiative for Captain Spirit, and the Game Master
rolls initiative for the villain. Captain Spirit rolls a 7,
and the Nazi rolls a 4. Thus, Captain Spirit acts first.

Captain Spirit, a 5th level gadgeteer with 14 strength,
attacks the Nazi with his sword. The player rolls a 1d20
and the result is 15. Captain Spirit adds his base to hit
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bonus (+1) and his strength bonus (+1) to get a total
attack roll of 17. The Nazi’s SS trench coat imparts an
armor class of 12. Captain Spirit’s attack roll of 17 ex-
ceeds the Nazi’s armor class of 12, thus Captain Spirit
has successfully hit the Nazi with his sword. The sword
inflicts 1d8 hit points of damage, so Captain Spirit’s
player rolls a d8 and adds Captain Spirit’s strength bo-
nus (+1) to the roll. Captain Spirit rolls a 6, for a total of
7 hit points of damage. The nefarious villain only had 6
hit points, so Captain Spirit has defeated it in one swing
of his mighty sword.

If Captain Spirit had only inflicted 2 hit points of dam-
age, the villain would have survived the attack. He then
would get to perform an action, perhaps an attack on
Captain Spirit with his Luger pistol. If both Captain
Spirit and the Nazi survived the first round of combat,
then a new combat round would begin, started by a new
initiative roll. This sequence would repeat until either
Captain Spirit or the Nazi were victorious.

COMBAT TERMS

Amazing Adventures uses a set terminology to describe
combat. The following are the most common terms of
which the Game Master, and eventually the players,
need to understand to successfully run a combat.

ACTION: During each combat round, a character or
monster may either attack, cast a spell, move, use an
ability, use an item, or simply perform some other non-
lethal action such as talking or standing still.

ARMOR CLASS: This is an abstract representation of
the difficulty in hitting a defender. An attacker’s attack
roll must be equal to or greater than a defender’s ar-
mor class to cause damage. All creatures have an armor
class. In most cases, it is determined by the type of ar-
mor being worn. Armor class normally ranges from 10
to 20, but can extend higher than 20.

ATTACK: Attacks generally refer to the use of a weap-
on, whether a melee weapon or a ranged weapon, or an
unarmed attack. Weapon attacks are made by the at-
tacker rolling 1d20, adding or subtracting the appropri-
ate modifiers, and comparing it to the defender’s armor
class. There are other forms of attack, like spells, class
abilities such as turn undead, or magic items, but each
of them are actions that generally have their own rules
for determining the result of their attack.

ATTACKER: The term used to refer to the character or mon-
ster making an attack on their turn during a combat round.

BASE TO HIT BONUS: This feature is distinct to each
class and is listed in the appropriate class table. The
listed modifier is added to the attacker’s die roll during
combat. All monsters possess a bonus to hit equal to
their number of hit dice. For example a 5 HD monster
has a +5 bonus to hit in combat.

COMBAT ROUND: This is the amount of time it takes
for all those involved in combat to take a single action.
A combat round lasts approximately 10 seconds. Six




consecutive combat rounds equal a turn, which is thus
roughly equal to one minute.

COMBAT MANEUVER: These are actions taken by
characters during combat to avoid being hit. These usu-
ally result in armor class adjustments.

DAMAGE: If an attack is successful, the defender takes
damage, typically in the form of hit points. The amount
of damage inflicted depends upon the weapon or attack
used by the attacker. Weapon damage is listed next to
the weapon in the equipment lists. Other attack dam-
age is detailed in the class, spell, magic item or monster
description.

DEFENDER: The term used to refer to the character or
monster being attacked.

HIT DICE: This term has dual meanings. First, it indi-
cates what type of die is rolled to determine a character
or monster’s hit points. For example, a sorcerers gains
1d4 hit points each level earned. Second, it indicates the
level, and thus, the number of the type of die rolled to
determine hit points. For example, a Sth level gumshoe
will have rolled 5d10 over the course of the character’s
history to determine hit points. A monster’s description
details its hit dice. For example, a monster may have
5d8 HD. To determine the monster’s hit points, the
Game Master rolls a d8 five times, adding the numbers
rolled together to get the monster’s total hit points.

HIT POINTS: Hit points represent a body’s ability to
withstand damage. A creature’s hit points equals the
amount of damage it can take before being killed or
knocked unconscious. An object’s hit points equals the
amount of damage it can take before being broken.

INITIATIVE: This roll is used to determine the order of
action in a combat round among the combat’s partici-
pants. Initiative is determined by the roll of a d10 by
each individual or each group in a combat, as deter-
mined by the Game Master.

SURPRISE: This is the act of one party or individual
catching another party or individual unaware. The par-
ty gaining surprise gets one free combat round to act
against the surprised party, who may do nothing.

COMBAT ROUND

One combat round is ten seconds long. During this
round, all the characters, monsters and non-player
characters should get a chance to act. Generally, only
one action is allowed, such as making a melee attack or
casting a spell. The types of actions are discussed ahead.

It is important to remember that each round is an ab-
stract measurement. The actions and activities that
occur in a round are not meant to take place during
specific seconds or segments. It should be viewed as
a short range of time during which many things hap-
pen. Although each character or monster must wait
their turn to act as determined by initiative, they do not
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necessarily act in that same order in a narrative sense.
The moment of occurrence is not necessarily equal to
the initiative roll. Abstract consideration of the combat
round allows for a more fluid and expansive narrative.

SURPRISE

Before combat begins, the Game Master determines if
one or the other party is surprised. Surprise is a situation
in which the adventuring party happens upon monsters
and neither is aware nor expects the other. Surprise es-
tablishes who becomes aware first. The group that suc-
cessfully surprises the other gains a free combat round
in which to act. Those that are surprised get no action.
After the surprise round, combat proceeds normally.

Surprise may involve a situation where two characters or
groups are unaware of each other, or a situation where
one group is attempting to surprise another. Before any
surprise roll is made, the Game Master must determine,
if surprise is possible. A group that is aware of another’s
presence cannot be surprised. Situations often arise in
which one group is not able to surprise another, such
as if they have to pass over a hallway strewn with dead
leaves that crack and pop when stepped on, thus warn-
ing the inhabitants of the room down the hallway.

Even in those instances in which surprise is possible,
there is always a chance something could go awry and
the surprise fails to occur. If a party can be surprised,
a standard wisdom attribute check (prime bonus is ap-
plicable) is made by the individual in the group with the
best chance of succeeding at it, or by each member of the
group individually. If the check is successful, that party
or individual is not surprised. Failure indicates surprise.

When two separate parties could be surprised, both
groups or individuals in the groups must make the wis-
dom check. If both groups fail the check, they are both
surprised and nothing occurs as they stare at one an-
other in a moment of stunned silence. Initiative would
be rolled as normal to begin combat.

The chances for surprise can be mitigated by many cir-
cumstances. If a party is well hidden or camouflaged
and awaiting a group of poorly perceptive thugs on a
brightly lit road, the Game Master may decide to penal-
ize the wisdom check for the thugs. In general, the bo-
nus or penalty should remain within a range of -5 to +5,
although it might be greater in extraordinary situations.

Returning to the example of Captain Spirit and the
Nazi, suppose that Captain Spirit came upon a group
of Nazis and they were unaware of his presence. He de-
cides to leap off a narrow ledge into the Nazis, land-
ing amidst them, reigning blows left and right as they
scratch and claw to get away from his deadly blade. In
such an instance, the Game Master would roll a wisdom
check for the Nazis to determine if they are surprised.
If surprised, Captain Spirit would get a free round to
attack them. If not, Captain Spirit and the Nazis would
roll initiative and combat would proceed.
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INITIATIVE

The order of action in a combat round is determined
by an initiative roll. Every creature or character par-
ticipating in the combat round rolls a d10 to determine
their initiative each round. Those with the highest roll
take their action first, and the actions of others descend
from there. In the case of a tie, the one with the high-
est dexterity goes first. In the case of equal dexterity, a
simultaneous action occurs.

This method of establishing initiative may seem chaotic at
times, especially with large groups of creatures or charac-
ters. In those cases, the Game Master may find it neces-
sary to require a group initiative instead, with the winning
party acting before anyone in the opponent party.

There is one exception to initiative: when a creature uses
a weapon with a reach of greater than 10 feet against an
opponent with a weapon with less than a 6 foot reach,
or when a large creature is fighting a medium or smaller
sized creature. In the first round only, the creature with
the more lengthy reach or of larger size is allowed to at-
tack first, even if the creature with the shorter weapon
or the smaller creature won the initiative roll. This rule
only applies if the creature with the shorter reach or
smaller creature approaches within ten feet. Such ac-
tion counts as the action for that round for the larger
creature or the one with the longer weapon.

For example, The Midnight Avenger draws his knife and
charges a rabid gigantopithecus who just crushed his
companion with a small tree trunk. Screaming in a rage
driven by revenge and loss, the Avenger leaps forward to
attack. He rolls a 9 initiative, and the ape rolls a 3. The
ape is large and the Avenger is medium. Thus, when the
Avenger moves within 10 feet of the ape, the ape is allowed
to swing first even though the Avenger won initiative.

COMBAT ACTIONS

In a combat round, characters can perform a wide va-
riety of actions. Every possible action, however, can be
categorized in one of the five types of actions that may
be performed during combat, which all have a chance of
failure. The five possible actions are attack, cast a spell,
move, use an ability or use an item.

ATTACK

A character or monster is allowed one attack each round
unless they possess a special ability allowing them to
exceed the limitation. Attacks include melee attacks,
either armed with a weapon or unarmed, and ranged
attacks with a missile weapon. An attack allows a char-
acter or monster to move up to one-half their movement
rate. Moving farther than one-half movement rate ne-
gates the ability to make an attack.

CAST SPELL

A character or creature is allowed to cast one spell each
round. Some spells require two or more rounds to cast,
in which case the character must wait until the follow-
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ing round for the effect of the spell to take place. The
magic section fully details how spells are cast and when
they take effect. A character may not move any distance
and cast a spell in the same round unless the spell de-
scription states otherwise.

MOVE

If no other action is taken, a character or monster can
walk a distance equal to their full movement rate. Full
movement also includes jogging (twice the normal move
rate) and running (quadruple the normal move rate).

USE AN ABILITY

A character or monster may perform one class or spe-
cial ability each round. Some abilities, like spells, take
more than one round to complete. Some monsters can
perform more than one ability per round. Ability may
involve movement, but in most cases the movement will
not exceed the normal movement rate. Otherwise, the
Game Master retains discretion as to whether any abil-
ity use involves movement.

USE AN ITEM

An item that is carried and readied can be used. The
most common actions in this category are using or acti-
vating a magic item or piece of equipment. Such actions
include, but are not limited to, drinking a potion, using
a wand, casting a spell from a scroll, or casting a grap-
pling hook. In most cases, no movement will be involved
or allowed when using an item. Readying an item is not
difficult, as long as it is easily accessed. Usually, the item
must be on a belt or hanging from a pack, and readying
it should not take more than a few seconds. Whereas, if
an item is in a backpack, it would take at least a round
to take off the pack, dig through it, and retrieve the item.
The Game Master and players must use common sense
in deciding whether an item is readily available. In some
cases, the Game Master may require the players to in-
dicate on their character sheets which items are readily
available or how and where an item is being carried.

NON-LETHAL AND MULTIPLE ACTIONS

There is of course another broad category encompassing
non-lethal or otherwise mundane actions such as talk-
ing, standing still and doing nothing or picking up an
item. Such actions typically have no chance of failure,
however, so they are not considered combat actions.

No matter the type of action attempted, it is up to the
Game Master to adjudicate how long any action takes
and whether it can be performed in a single round. Most
actions occur in a single round, or if they take longer,
the rules for the specific action usually detail just how
many rounds the action takes to complete. The Game
Master may allow more than one action per round un-
der special circumstances (if a character has a haste
spell cast on him, for example). Also, some non-combat
actions a character may take might not consume a full
round. This latter aspect is important and the Game




Master must use common sense and reason to deter-
mine if an action takes a full round. Drawing a sword
would not take a full round. Tossing someone an item
may not take a full round. As a rule of thumb, simply
think of how long such an action would take in real life.
If it takes just a couple of seconds to perform a non-
combat action, then the character should be allowed
another action, be it combat or non-combat in nature.
The Game Master can, and on occasion should, impose
an initiative penalty for some of these actions.

MOVEMENT IN THE COMBAT ROUND

Once initiative or surprise is determined, each charac-
ter or monster involved in combat is allowed an action.
One allowed action is movement. Movement, like the
combat round, is an abstraction. It is a manner of es-
tablishing the distance that can be moved in a given
period of time. Movement can be in a straight line, a
curve or around a corner. Humans have a base move-
ment rate of 30 feet per round. Base movement rates
for monsters are listed in each monster description. The
listed rate is the distance in feet that can be moved in
one combat round. Movement can be increased by jog-
ging (double the movement rate) or running (quadruple
the movement rate). Drop all fractions when figuring
movement rates (minimum of 1 foot). To translate the
movement rate into inches, hexes, squares, divide the
movement rate by 5.

An attacker can move one-half their movement rate and
still attack. No attack is allowed if a character exceeds
one-half their movement rate. The only exception to this
rule is when a charge is attempted. Charging allows for
an attack and full movement, but the special rules for
charging apply. The Game Master has the option of re-
ducing the movement rate due to terrain, obstacles, in-
juries or other circumstances. Generally, the movement
rate should not be reduced by more than three-fourths
(0.75). The Game Master should always allow a char-
acter to move at least 5 feet in a combat round, unless
the character is restrained or otherwise unable to move.

CHARGING

Charging is a special, movement-based combat maneu-
ver. When charging, a character precedes a melee attack
by jogging or running, with the intent of using the gained
leverage and momentum to inflict greater damage on a
defender. A successful charge attack results in a +2 bo-
nus to damage inflicted, but imposes a -4 penalty to the
attacker’s armor class for the entire combat round. The
charge must be announced prior to the character moving.

When charging, a character is considered to be jog-
ging or running. The character must minimally move
the full distance of their normal movement rate. The
charge must be in a straight line. The total distance
moved while charging cannot exceed the character’s
jogging movement rate. For example, Una the mentalist
announces that she is going to charge a cultist standing
across the room. Una’s base movement is 30 feet, and
thus, her jogging rate is 60 feet. As long as the cultist
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is at least 30 feet away, but no more than 60 feet, Una
may attempt the charge maneuver.

When charging, the attacker suffers a -4 penalty to ar-
mor class for the combat round. The penalty applies
even if the charge attack is not successful. The penalty
also applies if the defender attacks first due to size or
weapon length, or by ranged attack. If a defender scores
a successful hit upon a charging character, the charge
is negated. If a charge is negated, the attacker is still al-
lowed their movement and attack, but a successful hit
does not deal any extra damage.

MELEE COMBAT

Melee occurs when two creatures engage in hand-to-hand
combat. The attacker rolls 1d20 and adds the basic to hit
bonus plus any strength modifier. A monster’s basic to
hit bonus is equal to its total number of hit dice (a 3d8
hit dice creature adds a +3). If the total is greater than
or equal to the defender’s armor class, the attacker has
successfully hit the defender and inflicts damage as deter-
mined by the weapon used. Unarmed combat is a type of
melee attack, but it is addressed separately below.

It is important to note that a melee attack, like the com-
bat round and movement, is also an abstraction. Though
a character usually makes only one attack per round, it
should not be considered a single swing. A melee attack
involves a series of parries and thrusts, along with attack
and defensive maneuvers that sometimes result in dam-
age to the defender. The damage could be from one blow
or could be representative of a series of blows or fatigue.

There are many other bonuses and penalties which may
affect a melee attack to hit roll. These include, but are
not limited to, class ability modifiers, spell effect modi-
fiers, and situational modifiers.

RANGED COMBAT

Ranged combat is much like melee combat except it
occurs when an attack is made with a missile weapon
against a defender some distance away. Dexterity is the
attribute that modifies a ranged attack to hit roll. If the
total of the 1d20 roll plus the character’s basic to hit
bonus and dexterity modifier is greater than or equal to
the defender’s armor class, the attacker has success-
fully hit the defender and inflicts damage as determined
by the missile weapon used.

There are two types of ranged weapons: thrown and
propelled. Thrown weapons are those whose momen-
tums are dependent upon the strength of the character
or monster throwing it. These include javelins, daggers,
spears and the like. Propelled weapons are those whose
momentum and thrust are dependent on the mecha-
nism which propels them forward. This includes cross-
bows, stones from a sling and similar devices. When
attacking with ranged weapons, the attacker’s dexter-
ity modifies the to hit roll. Additionally, a character’s
strength modifier is added to the damage of thrown
weapons, but not propelled weapons.
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Ranged weapons also have range increments, and they
have a maximum effective distance equal to three times
the listed range increment as detailed in the equipment
list. The listed range increment is considered to be close
range. Twice the range increment is medium range and
three times the increment is long range. Medium range
results in a -2 penalty to the ranged attack roll, and
long range imparts a -6 penalty to the attack roll.

Ranged weapons that miss their target continue on their
path and can potentially hit another target within close
range. If the target of the attack is missed, the projectile
continues in a straight line and can hit anything in its
path. For each ten feet traveled within close range, the at-
tack accrues a -1 penalty. If an attacker fires into melee
combat, he suffers -4 to his attack roll; if his attack roll
misses by less than 4, he may, at the GM’s discretion,
hit a different combatant (possibly even an ally!)

FIREARMS

People often complain that firearms in game systems
don’t do more damage than swords. As much as we’d
like to believe it, this just isn’t so. Imagine the dam-
age from smacking someone at the base of the neck
and shoulder with an over handed swing from a broad-
sword. Now imagine that same person taking a hit from
a .40 caliber bullet. The sword does vastly more dam-
age. Firearms are just a lot harder to counter and have
a greater range and accuracy than ancient weapons do.

Firearms are listed with a rate of fire (RoF): 1, 2, or 3.
Some are designated Automatic (A). The way these work
is simple. Weapons may fire one projectile per rate of
fire, per attack; however, additional shots suffer a cu-
mulative recoil penalty indicated on the chart as “Rec.”

For example, Dirk pulls his Walther PPK and fires three
shots (it is designated “3”). The first shot he fires suf-
fers no penalty. The second is at -3, and the third is at
-6 as the recoil increases with each quick shot.

Automatic weapons may fire in bursts of 3, 5, 10, or 50
shots. A burst of 3 or 5 rounds imparts a +3 or +5 to hit, re-
spectively, and for every increment of 5 above the target’s AC
the attack roll achieves, an additional bullet strikes home.

For example, Dirk whips a Tommy gun out of a violin
case and opens up with a 5-round burst on Big Tony.
Big Tony has an AC of 14. Dirk fires, adding +5 to his
roll from the burst, and hits with a 24! Since he beat
Tony’s AC by 10, two increments of 5, a grand total of
three bullets hit home. Tony’s probably hurting a lot.

Firing bursts of 10 or 50 shots is treated as an area ef-
fect attack. A 10-shot burst is called “hosing” a target
and deals damage to a 5’ path in a straight line up to
the weapon’s maximum range (or until it hits a solid
enough object to stop the hail of bullets); all charac-
ters make a Dexterity check against the attacker’s “to
hit” roll for half damage, adding any cover bonuses they
may have as a bonus to the Dexterity check. Rules for
multiple hits apply as per 3- or 5-burst fire, above.

RULES OF THE GAME

For the 10-shot and 50-shot burst, if full cover is avail-
able (i.e. the target can dive behind a wall or car), the
target’s Dexterity save can completely negate damage,
but this also results in the target being “pinned” and
unable to act for one full round (i.e. the target loses
their next action).

A 50 shot burst is called “spraying” an area and is treated
the same as a 10-shot burst, but effects a 10’ wide path.
In this case, the attacker also gains +5 to his attack roll
when determining the CC of the Dexterity save. Rules for
multiple hits apply as per 3- or 5-burst fire, above.

SHOTGUNS

Shotguns are a special case. If using solid slugs, treat
a pump-action shotgun as any other single-action gun.
If using shot, the shotgun imparts a +2 to hit, but deals
half damage at any range other than point blank. At
point blank range a shotgun with shot deals double
damage. Double-barreled shotguns are able to make an
additional shot each round, but suffers its recoil pen-
alty to the second shot, or can fire both barrels simul-
taneously. Treat this as a burst (above) if using solid
slugs, or as an area effect burst (below) if using shot.

Emptying both barrels of a double-barreled shotgun
should not be treated as a burst when using slugs.
Rather, the attack simply does double-damage but re-
quires a full round to reload the weapon. In addition,
shot does double damage at point blank range, normal
damage at first increment, and half damage beyond the
first increment. Slugs do normal damage at any range
increment. Finally, as a clarification, the +2 to hit using
shot should be treated as increasing the weapon’s ac-
curacy rating by 2 when using shot as opposed to slugs
- the tradeoff is less damage at ranges beyond point
blank, since the shot scatters.

UNARMED COMBAT

Unarmed combat is similar to armed combat, only the at-
tacker is not using a melee weapon, but natural weapons
instead, such as claws, hands, fangs or even the whole
body. Many monsters employ unarmed melee attacks, as
do pugilist characters. In most cases, the success of these
attacks are determined as with a normal melee attack.
The attacker rolls 1d20 and adds the basic to hit bonus
plus any strength modifier. A (nonhuman) monster’s ba-
sic to hit bonus is equal to its total number of hit dice (a
3d8 hit dice creature adds a +3). If the total is greater than
or equal to the defender’s armor class, the attacker has
successfully hit the defender and inflicts damage as deter-
mined by the class ability or monster description.

There are also special unarmed attacks of an entirely
different nature and effect: grappling, pummeling, over-
bearing and touch attacks. Each type follows the same
basic principle but with different modifications to the to
hit roll and damage inflicted. For example, characters
that are not of the pugilist class who wish to punch or
kick are attempting a pummeling attack.
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GRAPPLING

Grappling involves grabbing and holding a defender, as
with classical wrestling or a snake constricting its body
around its prey. Grappling is directed at holding an op-
ponent and subduing them. The attacker rolls 1d20 and
adds any strength modifier. The Game Master may or may
not deem the basic to hit bonus an appropriate modifier.

The armor class of a defender in an overbearing attack
is different than normal. A standard armor class of 15
is used for all defenders, as armor has little effect on
the capacity to defend against this type of attack. The
armor class is modified by the strength and the dexter-
ity modifier of the defender, as well as the size differ-
ence between the two opponents. For each size differ-
ence larger, add +2 to the defender’s armor class. For
each size difference smaller, a -2 penalty is imposed on
the defender’s armor class.

For example, a gigantopithecus attacks a socialite to grab
her to carry her up the Empire State Building. The social-
ite has an armor class of 15 and, due to a strength of 14
and a dexterity of 14, adds +1 to each for a total of 16. But
the great ape is two sizes larger, so a -4 adjustment to the
socialite’s armor class results in an armor class of 12.

Should an attack be successful, the defender is held
and cannot act except to attempt to break the hold. The
defender is considered prone and defenseless. The de-
fender can break the hold by making his own success-
ful grappling attack.

PUMMELING

Pummeling involves the use of fists, feet, knees, elbows
or other body parts to inflict damage on an opponent
with the intention of knocking them out or otherwise in-
capacitating them. The attacker rolls 1d20 to hit, adding
any strength modifier plus any other modifier the Game
Master deems appropriate. The Game Master may or
may not deem the basic to hit bonus an appropriate
modifier. If the total equals or exceeds the defenders
armor class, the pummeling inflicts 1-2 hit points of
subdual damage. Damage is modified by strength.

A pugilist’s unarmed combat ability and monsters nat-
ural weapons are not considered pummeling attacks.
Characters who are not pugilists who wish to use hand-
to-hand combat are subject to the pummeling rules.

ODERBEARING

This type of attack is used to knock an opponent down.
This is a tactic used in wrestling and other types of
hand-to-hand combat, as well as when an animal
charges and knocks someone over. The attacker rolls
1d20 to hit and adds any strength modifier or other
modifier that the Game Master deems fit. The Game
Master may or may not deem the basic to hit bonus an
appropriate modifier.

As with grappling, a standard armor class of 15 is
used for all defenders. For overbearing, however, only
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strength and size difference modifies the standard ar-
mor class. For each size difference larger add +2, and
for each size difference smaller subtract -2.

If a hit is successful, the defender is knocked prone for
the remainder of that round. An attacker cannot knock
over a defender two sizes larger. In addition, the de-
fender takes 1-2 points of subdual damage.

An attacker attempting to overbear suffers a -2 pen-
alty to armor class because they are more exposed than
usual. The penalty remains to their armor class for the
combat round.

TOUCH ATTACK

A touch attack is one in which an attacker is simply try-
ing to touch an opponent. This often occurs with spells
that require a touch to be successful. With a touch at-
tack, a standard armor class of 10 is used for all de-
fenders, adjusted only by dexterity of the defender and
special modifiers resulting from, for example, magic
items or spells.

SITUATIONAL MODIFIERS

Situational modifiers are somewhat nebulous and, for the
most part, those that the Game Master deems appropri-
ate. There are often those situations that are impossible
to set a rule or would involve such complex rules as to fill
up an entire tome. In these instances, the Game Master
must use reason, common sense or narrative development
to determine what modifier is applied to the to hit roll. For
example, should a hooligan, after a long night of carousing,
be barreling across town hanging out of his car window,
driving with one hand and brandishing a Tommy gun with
the other, decide to take a spray at a rival crime boss as
he drives by, the Game Master must decide upon the ap-
propriate modifier to the to hit roll (or an attribute check to
determine if it is even possible to make the attack).

In general, combat to hit modifiers can be broken down
into three categories: easy, difficult and heroic. For tasks
that are easy, up to a +/-5 modifier should be imposed.
Difficult tasks would range from +/- 6 to 10, and heroic
acts would range from +/- 11 or above. The instance de-
scribed above may seem ridiculous, but players attempt
all manner of actions with their characters - something
that should be encouraged. However, the Game Master
is left with the task of deciding the modifier to be applied
to a situation. What the hooligan in the example above is
attempting is not heroic, but it most certainly is not easy.
In this instance, the Game Master should probably err
on the high side of difficult since the hooligan is inebri-
ated. A -10 to the attack roll would not be unreasonable.

Some situational modifiers can be applied with regular-
ity. These are listed below and can be used to help in
making decisions about other unusual situations. Con-
cealment includes those circumstances where nothing
physically blocks an attack, but there is something that
interferes with the attacker’s accuracy. The other modi-
fiers should be self explanatory. The modifiers are cu-




mulative. In all instances, attackers must know of a de-
fender’s presence, though not their exact location. Also,
the Game Master should add to this list and keep track
of decisions that are made in the game in order that
they can be made with some regularity and consistency.

SITUATIONAL COMBAT MODIFIERS

Defender prone or blind: +5
Defender prone and defenseless: +10
Defender at lower elevation: +1
Defender stunned or cowering: +2
Defender invisible or attacker blind: -10
Melee attack from mount or unstable platform: -2
Ranged attack at point blank range (within 3 feet): +2
Ranged attack from mount or unstable platform: -4
Ranged attack into melee combat: -4
Defender 1/4 concealed (light fog): -2
Defender 1/2 concealed (dense fog): -4
Defender 3/4 concealed(near darkness): -6
Defender completely concealed: -10
ARMOR CLASS

Armor class is representative of a defender’s ability to
avoid damage. Armor class results from a combination of
armor, dexterous avoidance of attacks, and ability to ab-
sorb the shock of a damaging blow or roll with it. Armor
class takes into account an active defense (aware of the
attacker), the armor worn and a general ability to with-
stand or avoid attacks. It does not represent armor alone.
In Amazing Adventures it takes into account your char-
acter’s signature outfit and the clothes she’s wearing as
welll Indeed, for game purposes, outfit is the primary de-
terminate of armor class, as it is the most easy to quantify.

In game terms, the Armor Class (AC) of a character is
the target number required to hit a character in combat.
Armor class begins at 10. A person wearing “normal”
clothing has a 10 armor class. Armor class can increase
as much as modifiers allow. In rare cases, modifiers can
result in an armor class less than 10, though never be-
low 1. The following rules should be taken into account
when determining the armor class of a defender. It is
not an exhaustive list and the Game Master is encour-
aged to develop her own adjustments as needed.

Armor: Each piece of pulp clothing’s adjustment is de-
scribed in the equipment list. A trench coat, for exam-
ple, has a +3 adjustment to armor class. This gives the
individual wearing it a 13 armor class (10+3).

Shields: At some point, someone might grab a small
chair or table, or trash can lid and hold it up to help
fend off an attack. This is a primitive shield. Every
shield has a +1 modifier to armor class, but the size
of the shield determines how many opponents the +1
modifier applies against. Small shields only offer the ad-
justment against one attacker, medium shields against
two attackers and large shields against three attackers.

RULES OF THE GAME

Dexterity: Dexterity modifies a character’s armor class if
that character can physically react to an attack. Charac-
ters lose their dexterity modifier when they are surprised,
unaware of an attacker or when they are restrained or
otherwise rendered immobile. Dexterity does not apply,
for example, when a character is attacked from the rear.

Cover: Characters will often take cover behind objects
such as tables, doors, chairs or other structures in or-
der to gain some protection. Cover confers an armor
class bonus to the character as follows:

Ya cover: +2 AC
2 cover: +4 AC
% cover: +6 AC
Full cover: +10 AC

Although cover is primarily used as protection against
missile or ranged weapons, it can also be used in melee
combat. For example, when the arcanist Lady Raven
finds her spells useless against a golem, she decides
to jump behind a large column in an attempt to avoid
being smashed by its massive fists. This action offers
3/4 cover from the golem’s attacks. When cover is used
in melee attacks though, the cover applies to both the
attacker and defender until one or the other move out
from behind it. In some cases, the Game Master may
rule that the character seeking cover may not attack.

It should also be noted that a character engaged in me-
lee combat has cover for purposes of firing at him with
a ranged weapon. Each person with whom he currently
battles provides 25% cover. If the missile misses the
character by less than the cover bonus provided by the
other combatants, at the Game Master’s option, anoth-
er combatant is struck instead.

Magic: There are numerous other modifiers that can be
applied to armor class. Spells, magic armor and rings,
or other unique items and situations can increase or
decrease armor class. A character’s condition, such as
being stunned poisoned, or fatigued may affect the ar-
mor class. In general, magical rings, robes or other pro-
tective devices and spells affect armor class for touch
attacks. Magical armors do not effect touch attacks.

Situation and Circumstance: There are innumerable
situational modifiers that can also adjust armor class.
These are too numerous to list, but the Game Master
should always bear in mind the current situation or cir-
cumstances. For example, a rusted suit of armor may
suffer a -1 to its overall armor class adjustment. It is, as
always, incumbent on the Game Master to use common
sense when making these adjustment. Always err on
the side of safety. It is a game, after all.

COMBAT MANEUVERS

Players try all manner of inventive actions during combat,
from using chairs as shields, trying to dodge opponents
blows or running haphazardly away from some mon-
strous beast. It is impossible to enumerate and describe
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all the possibilities and it is unproductive to try and do so.
These generally fall into a category of combat maneuvers.

Some of the more common combat maneuvers and their
effects are listed and described below. These rules can
be considered optional as they are not necessary to game
play. They are provided to allow the Game Master and
players more options in combat and to introduce the
concept of amending and adding rules to fit a group’s
style of play. They should be introduced slowly and with
practice to insure that they meld with the style and tem-
po of play desired by both the players and Game Master.

A character might decide to take his time and get a very
careful bead on his enemy before firing, in an effort to
get a more accurate shot. In game terms, taking careful
aim delays a character’s shot until the end of the round,
but confers a +2 to hit his target. This +2 remains in ef-
fect even when accounting for recoil penalties with guns
that have a rate of fire greater than one. For example, a
gun with a rate of fire 3 and a recoil penalty of 2 would
normally fire at 0, -2, -4. But if the character takes aim,
the gun would fire at +2, O, -2 instead.

DODGE

In this case, a character can dodge up to three attacks
in a round that originate from attacker(s) they are fac-
ing and are aware of. If dodging, the character sacrifices
their action in that round. The character cannot attack,
cast spells, move or use an ability or item. To dodge, the
character makes a standard Dexterity check, and uses
that check to replace their normal AC for the round.
Armor bonuses to AC do not apply when dodging. A
character can dodge every round should they desire. A
dodge can be declared at any time in a combat round
as long as the character has not taken any other action.

DISENGAGING FROM COMBAT

Disengaging from combat is a dangerous maneuver
since it exposes the character to attacks. If disengaging,
a character can take no other action. The character is
only allowed a movement, which is part of the two types
of disengagement. Monsters and non-player characters
can disengage from combat. They can also opt to follow
those disengaging from combat.

A hasty disengagement is one in which the character or
monster attempts to leave combat and expends all effort
to do so. A character disengaging hastily may move as far
as possible up to their maximum running distance, but
they suffer a -2 to armor class and their opponent gets an
attack against them as they run away. This is a free attack
and does not count against the opponent’s other action in
the round, although the opponent may not make a second
attack against the fleeing character. The armor class ad-
justment lasts throughout the combat round and applies
to every attack against the fleeing character.

A fighting disengagement is a more carefully executed with-
drawal from combat. By performing a fighting disengage-
ment, the character moves one-half their movement rate or
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less away from their opponent and they can disengage from
combat. The character suffers no penalty to armor class,
but they cannot take any other action in the round.

DISARM

A character can disarm an opponent. The character
must successfully hit an armor class equivalent of 18
plus the hit dice or level of the defender to successfully
disarm them. For example, a Raider would need to hit
an armor class of 23 to disarm a 5 hit dice creature or
Sth level opponent. The defender receives a dexterity
bonus to this armor class, if applicable.

Active Disarm

If the GM wishes to make resisting a disarm at-
tempt more active on the defender’s part, the CC to
disarm can be equal to the Dexterity check of the
defender instead of 18 plus hit dice.

EVADE

This maneuver is a desperate attempt to avoid being hit
and involves using all one’s energies to dodge and parry
blows but remains engaged in combat. The character
doing this is allowed to evade one opponent they are
facing. Evade confers a +4 bonus to armor class for that
round against that opponent, but results in -2 to armor
class against all other opponents.

FIGHTING DEFENSIVELY

Fighting Defensively is a combat maneuver that allows a
character to remain cautious while in combat, keeping
his guard up and taking only the most well-considered
attempts to injure his opponent. Fighting Defensively
normally provides +2 to the AC of the character, while
inflicting a -4 penalty to attacks the defensive character
makes that round.

FLANK ATTACK

This is an attack that takes places to one or the oth-
er rear sides of a defender. When using flank attack
rules, they should be used consistently for monsters
and characters alike. The defender may or may not be
aware of the attack, but in any case, is less capable of
defending against the flank attack than those from the
front. A flank attack confers a +1 bonus to hit.

REAR ATTACK

An attack to the rear of an opponent gives the attacker
a +2 bonus to hit. The hooligan does not get this in ad-
dition to her back attack bonus, as it is already consid-
ered in her class abilities.

TWO-FISTED FIGHTING

At some point, characters will attempt to fight with a
weapon in both hands. This is a difficult skill to mas-
ter, and it takes much experience to do it well (see the




pugilist class). When using two weapons, the player
must designate which hand is used for the primary at-
tack and which is the offhand attack. Typically, this is
determined by the handedness of the character, either
right handed or left handed. The character is allowed to
swing with both weapons, thus gaining two attacks in
a single round, but the attack with the primary hand
is at -3 and the attack with the off hand is at -6. These
penalties are affected by the character’s dexterity modi-
fier. The character’s strength modifier only applies to
damage inflicted. These penalties can be offset with the
Two-Fisted Generic Class ability (see Chapter Two)

RUNNING COMBAT

A clear understanding of the rules is essential to run-
ning a smooth combat. A competent grasp of initiative,
movement and allowed actions allows the Game Master
to react to circumstances, answer questions and resolve
issues that arise during the course of any combat. But a
technical understanding of combat does not necessarily
create a successful combat.

Combat is an essential part of the Amazing Adventures
experience. It is all-too-often that combat degenerates
into rules manipulation, dice rolling and forays into
number crunching that more resemble an economics
course than a heroic encounter. Combat should be the
epic struggle between good and evil, law and chaos.
Combat pits the raider against the mummy lord, locks
the mentalist in deadly struggle with a manipulative
cult leader and aligns the arcanist in magical opposi-
tion to abyssal creatures threatening his world. Amaz-
ing Adventures often revolves around such struggles,
and it is the Game Master’s duty to make certain that
combat resolution is balanced and challenging, but
most of all fun. The Game Master must engage the play-
ers, make them forget the rules and draw them into the
whirling maelstrom of the bone crunching maw of the
T-Rex. This is combat through narrative.

There are several ways to achieve a successful narrative
in your game’s battles. Vivid descriptions can capture a
group of the most lackluster players and keep them en-
gaged. There is a vast gulf between entering a room with
“three punks with revolvers, sitting at a table drinking,”
and entering a room where “three burly men are ranged
around a table doing shots like there’s no tomorrow; they’re
a foul-looking lot, with scars and pock-marks crisscross-
ing their skin, spindly limbs, wide eyes and mouths full of
yellowed, crooked teeth emitting a putrid breath; the gang
is armed for war with handguns the size of cannons.”

Once the players are captured, the Game Master must
keep hold of them. Battle can be the most exciting part
of the game, and the most memorable. Compare the fol-
lowing two descriptions of an attack in combat. “The
hooligan swings at you. He hits, and you take 3 points
of damage” vs. “The gang member twists about, bring-
ing his razor-sharp knife across your shin, where you
have no armor. The gleaming blade slices the cloth of
your trousers effortlessly to score through flesh and
blood, biting to the bone for 3 hits points damage.”

RULES OF THE GAME

Good descriptions help pace a combat, and keep play-
ers lively and excited. It is important to note that char-
acters should be allowed to participate in the narrative
description. A Game Master who spends 15 minutes de-
scribing or setting up a scene can easily lose a hard-won
audience. Players should be allowed and encouraged to
bring their own descriptive subtext to combat. The best
and most common example of this is the called shot. If
a character wants to strive for the heroic chance against
all odds, they should be allowed to do so. Calling a shot,
or any extraordinary act such as leaping out of your
biplane into the empty copilot’s seat of the one below,
generally throws out all the rules and the Game Mas-
ter must wing the encounter, allowing for chance, while
seeking to achieve the most dramatic narrative possible.

Many factors must be considered, from the reasonable
chance of success to the character’s ability to do so, from
the needs of the party to the game’s need for realism, con-
sistency and fun. This is where the art of running a good
combat reaches its most demanding height, and where
the rules are utterly subject to the narrative. The Game
Master must decide what is best for the game, the group
and the individual player. A bored, frustrated player can
be won back in seconds by a good call from the Game
Master. Even if Luther the gumshoe misses with his called
shot, his bullet may knock over a lamp that encumbers
or trips the enemy, casting them to the ground and thus
buying precious time for the rest of the party to act. Leap-
ing from one plane to another is no easy task and is per-
haps the most deadly of maneuvers, but even if a charac-
ter attempts such a thing and fails miserably, it may be
the distraction needed for the rest of the party to retreat
and survive to fight again another day.

It is important to note that the Game Master must be
careful not to run one-sided fights. Characters can do
the same damage that monsters do. When Luther’s bul-
let strikes home it “pierces the very eye of the sneering
villain, driving him backwards and to the floor in an ex-
plosion of red mist and gray matter!” Running a combat
in a narrative fashion is difficult, but fun. Engaging the
players and keeping them such is one of the most re-
warding experiences a Game Master can have, but do-
ing so means that the Game Master must understand
the rules and when to bend them.

HIT POINTS

Hit points represent the amount of damage, physical
and mental, a character, non-player character or mon-
ster can take before passing out or dying. A character’s
hit points are a mere abstraction and are not a numera-
tion of the character’s physical being. It is generally a
representation of the overall health of the individual.
The higher the hit points, the healthier the individual.

Hit points are determined by a character or monster’s
hit die. There are several hit die types: d4, d6, d8 and
d12. Class descriptions list the hit die type for that class.
Monsters have various hit die types also. These are listed
with the monster descriptions as given in the Bestiary.
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Hit points for the classes are acquired by level. At each
level, the hit die type is rolled and added to the previous
levels total. The constitution modifier is added or sub-
tracted from this roll. At 10th level, all classes acquire
hit points at a specified rate. Constitution modifiers are
added to or subtracted from this. In all cases, a char-
acter gains at least 1 hit point for each level advanced.

Monster hit points are specified in the monster description.
Monsters receive a number of hit die types for hit points.
Some rolls are adjusted. For example, 3d6 indicates that
three, six-sided dice are rolled and added together for that
monster’s hit point total. A 3d12+4 indicates that three 12
sided dice are rolled and 4 added to each die rolled.

In some instances, such as with a socialite’s inspire
ability, characters or monsters can gain temporary hit
points. Temporary hit points are added to a character’s
current hit points. In combat, temporary hit points are
the first to be reduced due to combat, spells or other
instances in which damage occurs. When all temporary
hit points are gone, they are removed from the charac-
ter’s normal hit points. For all intents and purposes,
temporary hit points act as real hit points as long as
the spell or ability is in effect. The only exception is that
temporary hit points cannot be healed or cured.

Hit points can be reduced by weapons, magical spells,
exhaustion and poisons amongst other things. These
are detailed in the following section. Once damage is
taken, it must be healed for the hit points to be restored
to their maximum level. Hit points can never be healed
beyond what they were before taking damage.

In general, when O hit points is reached, the character or
monster passes out. They are not dead, but rather incapa-
ble of acting while passed out due to blood loss and physi-
cal or mental damage. The character or monster is unable
to act and is unconscious or gravely wounded. Those so
wounded can do little more than crawl from the battle-
field or call out for help. Those with O hit points recover
consciousness in 1d6 hours, after which they can move
at 12 their normal move rate, but cannot participate in
combat, cast spells, turn undead or any other strenuous
or demanding action. The full effects of magical healing of
characters reduced to O hit points is immediate.

At -1 to -5 hit points, the character or monster is uncon-
scious and grievously wounded. They require bed rest to
recover, unless magically healed. A character so wound-
ed must rest 24 hours before the process of healing be-
gins, unless magically healed (See “Healing”, p. 158).

At -6 to -9 hit points, the character or monster is mor-
tally wounded and loses one hit point per round after
reaching -6 hit points. Aid administered to the wounds
(as with the Medicine generic class ability or Knowledge
skill; see Chapter Two) stops the hit point loss. This
takes at least one full round, during which no hit point
is lost. After 24 hours have passed, the normal healing
process as described for -1 to -5 hit points begins.

At —10 hit points death occurs immediately. Only pow-
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erful and forbidden magic (or bribes to the Game Mas-
ter) can remedy death.

DAMAGE

If a hit is successful, damage is assessed for the oppo-
nent and its hit points are reduced. Damage delivered
from a blow by a weapon depends on the weapon be-
ing used or as described in the monsters description.
Damage is applied immediately. If a character or mon-
ster dies as a result of damage inflicted, it gets no op-
portunity to swing, cast spells or anything else. There
are several categories of damage that need examining.
From this, the Game Master should determine the type
and nature of any damage inflicted on a character if not
specifically described in the rules.

Damage takes its toll in a variety of ways: a sword cutting
an arm, a club bruising an arm, a flesh wound from a
Saturday night special, or simply physical exertion dur-
ing the course of a difficult or long combat. The Game
Master should not automatically assume that damage
causes flesh to be shorn from limbs and bones crushed.
Four points of damage to a 3rd level raider could simply
be bruising on the arm, a series of small cuts or exer-
tion. Alternately, it could be a mortal blow that fells a
character. In general, it is not wise to break bones, lop
off limbs or inflict significant organ damage, as healing
times for these types of wounds are significant and com-
plete recovery often impossible. Being creative with the
type of damage inflicted should enhance combat rather
than detract from game play. Be sure to keep it that way.

WEAPON DAMAGE

The amount of damage inflicted is determined by the
type of weapon being used or natural weapons such as
the claws of a lion, the fist of a golem or the bite of a giant
rat. Weapon damages are listed in the equipment chart.
Damage from melee weapons is adjusted by the strength
modifier, and other factors or adjustments if applicable.
Natural weapons and their effects are described in the
appropriate monster description or combat rule. Any
modifications to damage are noted in the descriptions.

MAGIC DAMAGE

Damage caused by spell effects are applied in the same
manner as those by melee weapons or natural weapons.
Special considerations are described in the appropriate
spell. Of special note though, damage caused by illusions
can be real. Though not real in a material sense, the view-
er of the illusion believes the damage to be real and suffers
psychic and mental shock as if it were real. The spell de-
scriptions list the details of damage form illusions, but in
general, it can be said that damage received from illusory
attacks is, in reality, subdual damage and the characters
follow all the rules for subdual damage with the follow-
ing exception. Characters or monsters reduced to -10 hit
points by illusory damage die from the psychic shock to
the system, which is too great to withstand.




SUBDUAL DAMAGE

This type of damage is generally not fatal, though on oc-
casion it can be. Subdual damage is more the bludgeon-
ing one receives in a fist fight than the slashing, gashing
bone breaking combat of swords and firearms. It may
hurt and even knock one unconscious, but rarely draws
blood and usually results in damage that heals quickly.

Subdual damage is usually caused in unarmed com-
bat with natural weapons. However, many monsters
use natural weapons that cause normal damage. If a
monster’s attack causes subdual rather than normal
damage, the monster description will note it. Otherwise,
damage from monsters should be considered normal
damage. A pugilist’s unarmed attack is normal damage,
unless he chooses to subdue as if using a weapon.

An attacker can use weapons to deliver subdual dam-
age but it does so at varying rates. When being used for
subdual, weapons inflict normal damage, but it is most-
ly temporary damage. Minimally, these weapons deliver
one point of normal damage. All subdual damage deliv-
ers some normal damage. For every five points of sub-
dual damage inflicted, one point is considered normal
damage. Attempting to use bladed weapons to deliver
subdual damage imparts a -2 to the to hit roll, as it is
awkward to use these piercing and slashing weapons to
deal non-lethal damage. Unless they are using special
ammunition (a shotgun loaded with rock salt, for exam-
ple, or plastic bullets in a more modern game), firearms
cannot be used to deal subdual damage.

Subdual damage heals faster than normal damage as it
is not usually fatal. It heals at a rate of 1 hit point per
every 10 minutes. The normal damage inflicted as a part
of subdual damage heals as previously described. At the
Game Master’s discretion, when a character reaches -10
hit points or more of subdual damage, they have taken
severe enough bludgeoning damage to an internal organ
to cause death or permanent incapacitation. Otherwise,
they should be considered unconscious for 24 hours and
do not begin healing until gaining consciousness.

FALLING DAMAGE

Falling damage occurs when a character or monster
falls from a height of five feet or more. Falling can be
very deadly and players should be made aware of the
potential hazards of a fall prior to beginning a climb.

If a character falls from a height of six to ten feet, a dexterity
check must be made. If the check is successful, the person
falling takes no damage. If the check is not successful, the
person takes 1d6 points of damage. From heights greater
than ten feet, damage accrues significantly. For every ten
feet fallen, the number of d6 used for damage increases by
one. The damage for each 10 feet fallen is cumulative.

For example, if a character falls 18 feet, they take 1d6
damage for the first ten feet and 2d6 damage for the next
10 feet for a total of 3d6 damage. If a character were to
fall from a height of 45 feet, they would take 1d6 damage
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for the first 10 feet, 2d6 damage for the second 10 feet,
3d6 damage for the third 10 feet, and 4d6 damage for the
last 10 feet, for a total 10d6 points of damage.

CRITICAL HITS AND FUMBLES

Whenever an attack roll comes up an Exploding result,
this is a critical hit. The attack automatically hits, re-
gardless of the armor class of the opponent. In addi-
tion, the value of all exploding dice is added to the total
damage from the attack.

For example, Luke rolls a d20 to attack his opponent
and it comes up 20! This is a critical hit. Luke con-
tinues rolling; his first exploding die comes up 6. His
second comes up 6 again! His third comes up 3. Luke
would add 15 to his total damage.

Likewise, when a character rolls a natural 1, this is a
fumble. The GM should adjudicate this as any other
imploding result: a disastrous failure, though at very
least it should cost the character one round of action
from being thrown off balance, dropping (or throwing)
his weapon, or something similar. For truly horrible
results that roll down more than once, weapons could
break, guns could explode, etc, at the GM’s option.

POISON

Poisons come in five varieties, varying in intensity from
minor to lethal. Someone subjected to poison must
make a constitution save. A successful save halves
the listed damage for first round effects and there are
no effects in the following rounds. A failed save on the
first round delivers the damage indicated below and the
character becomes ill, suffering a -1 to all physical at-
tribute checks and a -1 to hit and damage for ten min-
utes. First round effects always occur immediately.

Ten turns, or 10 minutes after the initial ingestion, an-
other constitution save must be made to avoid the fur-
ther effects of the poison. A successful save indicates
the poison has been fought off. A failed save causes the
onset of the effects listed below and the character must
make daily saves thereafter until the poison is success-
fully fought off or runs its course-or the character dies.

Type Save CL }STZS; Second Save  Duration
1 0 1dg | 1d2doubleel )y ook
fects of illness
1d4, triple ef-
2 2 1d4 fects of illness 1 week
1d6, quadru-
3 4 1d6 ple effects of | 1-2 weeks
illness
4 5 14 | 148 incapaci- Iy 4 oeps
tated
S 10 1d10 Death in 2-8 not long
rounds

A failed save indicates that the effects listed continue for
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another day. Additionally, the character loses 1 point of
constitution. The same “second save” process is followed
for each successive day until the character successfully
saves and fights off the poison. For every five points of
constitution lost, one point is lost permanently. Should a
character’s constitution ever reach zero, it is dead.

Game Masters are cautioned to carefully adjudicate the
use of poison, as deadly toxins such as cyanide and
strychnine are cheap and readily available in the pulp
era, though certainly the technology exists to identify
and trace these substances. More exotic, untraceable
substances are likely far less available and may be pro-
hibitively expensive.

DISEASE

The game effects of disease are identical to those of poi-
son (see p.157), though the duration is longer. The first
save should be made upon exposure to the disease, de-
termined by the GM rolling percentile dice against a dis-
ease’s estimated communicability rate; some examples
are listed below:

Disease Type Communicability
Influenza Type 2 75%

The Common o

Cold Type 1 80%
Pneumonia Type 3 0%*

3 ’I‘ype 2 O/ %%

Tuberculosis (CL 10 save) 22%
Malaria Type 4 0%+

*results from 3 failed saves vs. Influenza or cold
**increases to 70% on sexual contact

+results from mosquito bite

Saves should be made weekly, rather than daily, except
in the case of Type 5 diseases, for which saves are still
made daily, and to recover, the victim must make three
consecutive daily saves to fight off the disease, or death
occurs. Type 5 diseases represent ailments like botu-
lism or Ebola, which kill ugly and fast.

HEALING

Hit points heal at a rate of one point per day plus a
character’s constitution bonus, if any, so long as
the character is resting, well fed, kept warm and the
wounds tended to. After seven days, the rate of heal-
ing increases to include the character’s level. After 14
days, the rate of healing doubles and after thirty days,
it triples. Rates of healing can be adjusted by magical
healing, herbs, diet, level of care or other factors the
Game Master deems applicable.

If a character is below zero hit points, magical healing
can only restore hit points to O, after which healing pro-
ceeds normally.
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For example, a pugilist is mauled by a werewolf and re-
duced to -1 hit points. Before healing begins, the pugilist
must wait 24 hours. However, a local priest, an arcanist of
goodly intent with knowledge of mystical healing decides
to share the grace of his god with the gallant warrior, and
casts cure light wounds. The cure is for 8 hit points, but
the pugilist is only brought back up to O hit points. How-
ever, healing can proceed as normal thereafter and any
further magical healing utilized will have full effect.

Damage suffered via poison, disease, or a monster’s
special attack, will heal at one point per day.

REPUTATION

As characters increase in level, their deeds tend to precede
them as storytellers and socialites spread tales of their
exploits. Any time there is a chance of a character being
recognized, the GM makes a Reputation Check using the
Intelligence bonus of the NPC, plus the level of the char-
acter being recognized. A separate check should be made
for each character, unless the party is more important (i.e.
a legendary group such as the Knights Templar). In the
case of a party Reputation Check, use the average level of
all characters in the party, +1 per party member present.

This Reputation check has a CL based on how far from
their usual base of operations the party is, and whether
or not the character(s) are actively trying to remain dis-
creet. If the check succeeds, the character(s) is recog-
nized, providing a +2 to efforts to be diplomatic, intimi-
dating, or social, or in the cases of infamy, may result
in the immediate notification of the proper authorities,
or may cause all manner of other troubles for the group,
at the GM’s discretion.

Game Masters may also assign bonuses to reputation
checks for characters that perform great or evil deeds.
Players who receive these bonuses should note them on
their character sheet, keeping track of bonuses for fame
and bonuses for infamy.

TABLE: CL MODIFIERS FOR REPUTATION

Less than a mile from normal base of operations -5
Less than 10 miles from normal base of operations -2
10-15 miles away from normal base of operations +1
16-30 miles away from normal base of operations +2
31-50 miles away from normal base of operations +3
50-100 miles away from normal base of operations +5
Over 100 miles away from normal base of operations +10
Over 500 miles away from normal base of operations +20
Over 1000 miles away from normal base of operations +30
Characters are trying to remain discreet +1 to +5*
Characters are actively calling attention to themselves | -1 to -10*

*depends on exactly what the characters are doing, at the
GM’s discretion.




MOVEMENT

Movement is a fairly abstract necessity in any game.
The movements rates listed for characters, monsters
and NPCs is an estimation of how far that creature can
move at a normal pace in a ten second round. In gen-
eral, jogging is twice that movement rate, while running
is four times the movement rate. As this is a ten second
movement rate, a full minute would be six times the
movement rate. Movement outdoors equates to move-
ment indoors. For movement outdoors, it should be
noted that at an average walking pace for an unencum-
bered person is about 2 miles an hour.

Moving silently occurs as per class description. Moving si-
lently does not mean that the character is moving without
making a sound. Moving silently means that the character
is attempting to move and make as little noise as possible.
If successful, this means that the character has moved
in such a manner that no one within hearing range has
heard him. Some creatures have a more acute sense of
hearing so adjustments to the roll might be necessary.
For example, a wolf can hear better than a human, so the
Game Master may want to adjust the challenge level by +2
or more. Further, it is easier to move silently in certain ar-
eas. For example, moving silently across a carpet is much
easier than moving silently across a dry forest bed full of
leaves and twigs, so adjustments can be made for this
environment also if the Game Master chooses.

In much the same manner, moving while invisible
does not mean the character cannot be detected. If the
character makes noise, this can be heard. Further, all
creatures smell and the odor of a sweating body can
be detected. Bear in mind, many creatures use sonar
or other abilities to determine the location of prey and
this can reveal the presence of an invisible creature. An
invisible creature does not leave a heat signature.

SPELL RESISTANCE

Spell resistance is a special defensive ability. A defend-
er’s spell resistance is like an armor class against magi-
cal attacks. If a spell is being resisted by a defender with
spell resistance, the caster of the spell must make a
check (d20) at least equal to or greater than the crea-
ture’s SR for the spell to effect that creature. Spell re-
sistance applies even if a given spell also allows a crea-
ture a saving throw. The effects of spell resistance, if
any, are applied first, and then the creature may also
make a saving throw. In most cases, spell resistance
applies only when a resistant creature is targeted by the
spell, not when a resistant creature encounters a spell
that is already in place, such as a wall of iron.

DISION

Light sources provide vision for creatures unable to see in
the dark. The radius of vision depends on the light source.

5 feet
40 feet

Match or lighter:
Torch:
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30-60 feet
20-40 feet

Lantern:

Campfire:

Some creatures have the ability to see in the dark or
in spaces where normal human vision does not work.
There are five gradations of vision: normal, deepvision,
twilight vision, dark vision and dusk vision.

DARKVISION: In a similar manner to deepvision, some
creatures can see in complete darkness for up to 60 feet.
Darkvision produces images that are in shades of gray, but
it is otherwise like normal sight. These creatures can func-
tion well with no light at all. Bright lights, such as from a
lantern or other light source, spoil darkvision. A creature
requires one turn to adjust his or her eyes when a light
source is extinguished before gaining full use of darkvision.

DEEPVISION: Ages spent beneath the earth, and in
the dark and quiet places of the world have imbued cer-
tain creatures with the ability to see into darkness that
a human would find impenetrable with the naked eye.
This vision extends up to 120 feet in even the darkest
of nights and deepest of tunnels. Colors tend to erode
with deepvision, and objects appear in many shades of
gray. It is otherwise like normal sight, and creatures
can function well with no light at all. Bright lights, such
as from a lantern or other light source, spoil deepvision.
A creature requires one turn to adjust his or her eyes
when a light source is extinguished before gaining full
use of deepvision.

DUSK VISION: Nocturnal creatures, often equipped
with large and piercing eyes, can see in starlight and
moonlight just as a human can at dusk. They retain the
ability to distinguish color and some detail under these
conditions, though everything is cast in shadows. They
have no enhanced vision underground, under torch-
light or in similar conditions of poor illumination.

TWILIGHT VISION: Even under starlight, moonlight
or torchlight these creatures have exceedingly good vi-
sion. They can distinguish color and detail under these
conditions for up to one mile when outside.

TIME

In Amazing Adventures, time is represented in two sim-
ple equations: a round is 10 seconds and a turn is one
minute. This allows the Game Master a logical solution
to the unfolding of events in combat or role-play. That
said, the Game Master should be flexible in his inter-
pretation of the round. In normal circumstances, ac-
tions are pretty simple. Greg the pugilist attacks Sly the
hooligan. Greg wins initiative and swings. Sly takes his
swing. Both being high rollers they crack each other on
the head. But throw in parrying, dodging, other com-
batants, the register of gunfire, spells and psychic pow-
ers; not to mention the shouting that innovative players
do, the calls for help or curses upon the unlucky blade,
the wounded and dying and it all adds up to one chaotic
ball of action, consequence and inaction.
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The Game Master has to be very flexible and willing to
move with events and the actions of their players. Track-
ing off seconds of the round can slow the pace of a well
run combat and disconcert players who are immersed in
the cacophony of sound and sight described by the Game
Master. Greg is struck hard by Sly, with what appears
to be a mortal blow. On the next round, Greg tries to
bandage his wounds, swing his meaty fist and trip Nard.
Needless to say this is far too many actions. But if Greg
wants to roll and throw up his sinewy arm to ward off the
blow at the same time, though he’s lost initiative, such
an action would not be impossible and might earn him
some bonus AC points from the Game Master.

VEHICLE COMBAT

What’s a pulp game without gangsters speeding by the
hideout of a rival syndicate and blasting away with Tom-
my guns? Or hotshot pilots zooming to the rescue of
their heroic mercenary squadron? In order to handle
these elements, it’s necessary to have in place a set of
vehicle rules. Combat between two vehicles works ex-
actly the same as combat between two characters. A ve-
hicle has Dexterity and Constitution scores, and AC and
Hit Points, just like characters do. Vehicles also have
a fourth Attribute, Speed. A vehicle’s Speed (Spd) at-
tribute works exactly like a Player Character Attribute,
using the same table for bonuses and penalties. It’s a
rough representation of the real-world speed

FIRING FROM 4 PEHICLE (GROUND VEHICLES ONLY)

Player characters in a car may attempt to fire their guns
at other vehicles or at pedestrians on the street. To do
this the players simply lean out the window and open
up! This requires a Dexterity Save with a CL equal to
the vehicle’s Speed bonus (to avoid falling out!). If suc-
cessful, the player characters may freely attack with
any ranged weapons they have, albeit at a penalty equal
to the vehicle’s Speed Bonus.

ACCELERATING AND DECELERATING

A vehicle does not have to travel its maximum speed
all the time. It may voluntarily reduce its speed to as
low as 1 (if a ground vehicle), representing a dead stop.
Each round, a vehicle may increase its speed attribute
by 1d6 (for ground vehicles) or 1d8 (for aerial vehicles),
all the way up to its maximum.

Deceleration can safely be performed at the same rate.
However, a vehicle can “brake slam” to decelerate sud-
denly; this requires a Dexterity check by the pilot and a
Dexterity save by the passengers, all at a CL equal to the
vehicle’s current speed bonus. Failing this save means
taking 1d4 points of damage times the current speed bo-
nus, from getting violently bounced around and hurled
forward. Post-1949, wearing a seat belt negates damage
from sudden stops.

comparison between any two vehicles. It’s
not a direct conversion of actual miles-per-
hour. Ifyou really need to find out the mph
(or kph, in Europe) of a vehicle, a web search
should fix you up, fine. It shouldn’t be nec-
essary for this game.

Most tasks in vehicular combat are going to
be resolved with Dexterity rolls by the driv-
er or pilot of the vehicle. When piloting a ve-
hicle, a character uses either his Dexterity
score or the vehicle’s, whichever is higher.
However, if the vehicle has a negative Dex-
terity score, this negative acts as a penalty
to the character’s Dex.

For example, a player with an 18 Dexter-
ity (+3) piloting a Motorcycle (Dexterity +2)
would use his Dexterity bonus of +3 when
making piloting rolls. However, that same
character piloting a Ford Model T (Dexterity f -
-1) would gain only +2 on piloting rolls, as the
-1 reduces his own Dexterity.

Combat proceeds between two vehicles ex-
actly as in normal combat, rolling a d10
and adding Dex bonus for initiative, and
using d20 and Dexterity for ranged attacks
from the weapon. In this manner, player
characters can interact seamlessly with
vehicle combat. Remember, the pilot of a
vehicle uses his Dexterity score or the vehi-
cle’s, whichever is lower.

-\ J , {
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When applying penalties based on the current speed
bonus, apply speed penalties as bonuses.

For Example, Ricardo is engaged in a wild chase with the
Feds. He decides to skid to a halt, and allow his boys to
open up with their Tommy Guns. He makes his Dexter-
ity Check to pull off the sudden stop. His car is currently
traveling at a speed of 17, a +2 bonus. He makes his
check at a CL of 2. He rolls and the result is 17, just
barely successful. His boys also make their checks, so
they take no damage. His car skids to a sudden halt, and
is now considered to have a speed attribute of 1. The feds
come speeding up. His boys, now at a stable platform,
turn the -4 speed penalty of his car (the speed attribute of
1 is a -4 penalty) to a +4 to their rolls to hit the feds. It’s
much easier to fire from a set position than a moving one!

A SENSE OF SCALE

In the interest of keeping things simple, vehicle combat
does not take place on a different scale than charac-
ter combat; some vehicular weapons just do a lot more
damage, and some player character weapons are unable
to damage vehicles. In general, for aircraft newer than
1950, a player cannot harm the aircraft with a handgun
or any sort of archaic weapon. For tanks and artillery,
only other tanks and artillery, or aircraft with bombs or
rockets, can harm them. Any vehicle-mounted weap-
ons other than machine guns suffer -6 to their to-hit
roll when trying to target player character-sized targets.

DAMAGE

When a vehicle hits O hit points, it’s severely damaged, but
not necessarily out of the action yet. It loses its Dexterity
bonus to AC, but may make a Constitution save (CL = dam-
age below zero the vehicle currently is) to keep going. When
the vehicle hits -10 hit points, it’s rendered inoperable. If it
takes enough damage to reduce its hit points to its consti-
tution score below zero, it’s completely destroyed.

DEHICLE COMBAT MANEUDERS

Here are a few easy combat maneuvers that pilots of ve-
hicles can attempt, with rules for each and any restric-
tions or exceptions listed. Unless otherwise stated, these
maneuvers take one standard action to accomplish.

PLAYING CHICKEN

Two vehicles head straight for one another. After the
game is initiated, both pilots must make a Wis save
each round at a cumulative CL of 2 per round after the
first. Pilots, if recognized by their foes, may also add
their Reputation bonus (see below) to the CL of their
opponent’s check. Failure means one pilot or the oth-
er breaks off. While the two craft are heading towards
one another they may freely fire upon each other at no
penalty. The GM should secretly roll a d6; this is how
many rounds before the vehicles must break off, or hit
one another, destroying both vehicles and dealing 1d10
damage times the vehicle’s Spd bonus to all occupants.
Cars or aircraft may play chicken.
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KAMIKAZE

While we’re on the subject, if a player or NPC decides
to be suicidal, they can simply drive their vehicle into
another one. Make a Wisdom check. If you succeed,
you've got the guts to pull this off. Make a Dexterity
check opposed by your opponent’s Dexterity check. If
you win, you drive (or fly) your vehicle into your oppo-
nent, and both vehicles (and all occupants inside) suffer
1d10 damage times the ramming vehicle’s Speed bonus
to all occupants. A Constitution or Dexterity save halves
this damage; in aircraft, a Dexterity save indicates you've
managed to bail out (if you've got a parachute).

BOOTLEG STOP

This maneuver can only be performed in a ground-based
vehicle. It’s when a pilot attempts to skid to a sudden
halt, turning his vehicle broadside as he does so, often
to give passengers a chance to open fire on an oncom-
ing vehicle, or to dive out, presenting that vehicle with
an immanent collision. This maneuver calls for a brake
slam, as detailed under “Acceleration and Deceleration,”
above, increasing the CL of the Dexterity check by dou-
ble its normal brake slam level. Thus, for a car traveling
at speed 15 (+1), the Dexterity check would be at CL 2. A
car traveling at speed 16 (+2) would invoke a CL 4.

Success means the passengers immediately get one free
action, be it to fire on their opponents or to dive out of
the car! Oh, and the oncoming pilot had better hope he
can decelerate fast enough to avoid hitting his target!

BOOTLEG TURN

This is when two vehicles are heading towards one anoth-
er and one vehicle attempts to spin around and get into
another’s blind spot for a combat advantage. The attacker
attempting the Bootleg makes a Dexterity Check, opposed
by his opponent’s Wisdom Check. If the opponent wins,
the attacker is unable to bootleg. If the attacker wins,
he’s on the opponent’s “six” (if in the air) or in his blind
spot (if ground-based) and may make one round of free
attacks, against which the attacker cannot defend (the ve-
hicle loses its Dexterity bonus to AC). However, when a
vehicle performs a bootleg turn his vehicle’s current speed
is immediately reduced by 3d6, to a minimum of 1.

SAMPLE DEHICLES

Below we present some sample vehicles, their attributes,
AC, hit points, armament, and general era of use. At-
tributes are listed by their attribute bonus, rather than
their full 3-18 attribute, for ease of reference and use. If
you need to know the exact attribute of a vehicle, assume
it falls in the middle of the range. For example, a Ford
Model T has a +1 Con bonus. Since 13-15 is the +1 range
for an Attribute, assume the Model T has a 14 Con.

Game Masters should feel free to come up with others
based on these quick templates. Note that a designation of
“[Year]-?” under “era” denotes that a vehicle begins in the
year listed, but is still in fairly common use into the 1950’s.
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VEHICLE DEX*** CON*** SPD
Ford Model T -1 +1 -1(8)
Jeep, Military +1 0] +1(11)
Mercedes Benz 0 +1 0(13)
Motorcycle +2 0 +1(14)
1950’s “Muscle” Car +1 +1 +2(16)
WWII Fighter +3 +1 +3(18)
Tank -2 +5 -1(8)
WWI Biplane +2 0 +2(16)

AC

18
13
17
10
17
15
23
12

HP WEAPONS ERA
30 n/a ALL
20 Machinegun 2d10* 1930’s-?
25 n/a 1930’s-?
15 n/a 1930’s-?
30 n/a 1950’s
40 Machineguns 2d10, Rockets 5d10 1940’s-?
80** Artillery 5d12 1930’s-?

20 Machinegun 3d6 1920’s-1940’s

*Civilian models exist—without the machinegun, of course

**Can only be damaged by rockets, explosions or other artillery

*** Note that the Con and Dex attributes aren’t present, but these aren’t necessary for play. If a situation arises in which the 3-18
ability rating itself is needed, pick a number that falls in the range of the provided bonus (i.e. 13-15 for a +1, etc.), and run with it.

EXPERIENCE AND ADVANCEMENT
EXPERIENCE POINTS

After characters defeat monsters or acquire treasure,
they earn experience points (xp). The Game Master is free
to award experience points in whatever manner desired,
but the following is a recommended general method.

MONSTERS

The Game Master adds the value of all monsters de-
feated or overcome on the adventure. Each monster has
a base xp value, and a bonus can be given if a specific
monster was greater than normal for its type. The total
xp are then divided by the number of characters that
defeated the monsters.

MONEY

Although not all Game Masters do so, some award Xp
for non-magical treasure. The Game Master should
award 1 xp to the party for every $1.00 value of non-
magical treasure such as money, gems, art and other
items acquired during the adventure.

STORY

The Game Master should assign an xp value to each
adventure and award that total to each character that
completed the adventure successfully. An easy way to
determine the story xp value is to compare the adven-
ture to a monster of a hit dice that is challenging to the
party. The Game Master can then award xps as if the
party overcame that monster.

ROLEPLAYING

The Game Master can also award specific characters xp
bonuses for good roleplaying (or penalties for bad) in a
specific situation or over the course of an adventure. A
good range to award is 25 to 250 xps, depending on the
level of the character.
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GAINING LEDVELS

Characters gain levels as they adventure. Gaining levels
equates to becoming better and more experienced at one’s
chosen profession. With new levels, the character gains
more abilities and greater chances of performing abilities
successfully. Hit points increase as does bonus to hit.

To gain a level, the character must accumulate enough ex-
perience points to meet the next level’s experience point pro-
gression (EPPs). The EPPs for each class are located in the
appropriate class description. Experience points are gained
by successfully completing an adventure, killing foes, suc-
cessfully performing actions, collecting treasure and as re-
wards for good roleplaying. The Game Master awards experi-
ence points as described in the rules but always has the right
to add or subtract experience points for whatever reason.

Monster experience points are located in the monster
manual. Experience points awarded for treasure acquired
is equal to the dollar value of all the treasure picked up in
the course of adventuring. Optionally, the Game Master
may not allow this or only some percentage of the treas-
ure’s value, as this may speed up the rate of level pro-
gression depending on the amount of treasure acquired.
For experience points awarded for defeating monsters and
roleplaying see the Bestiary. Bear in mind that the Game
Master does not have to award this amount if the player
did a poor job of roleplaying, but can if he wants to.

Once enough experience points are acquired to advance a
level, the character must train for the number of weeks equal
to the level reached before receiving the benefits of that level.
For example, a 6th level arcanist, upon acquiring the expe-
rience points necessary to reach 7th level, must train for 7
weeks before receiving the benefits of that level. Once train-
ing is completed, the character gains the extra hit points,
spells or abilities that that level confers upon the class.

TREASURE

Treasure can consist of any, some or all of the following:
money, jewels, art objects, mundane items, treasure maps,
ancient codices and scrolls, even magic items. Treasure
can be found in lost tombs, hidden in a crime lord’s man-
sion, or serve as the goal of a chase across the world.
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BOOK FIVE: BESTIARY

1 n this section youll find a selection of
monsters that are uniquely appropriate to
a pulp campaign. For more nasty beasties
to add to your game, check out Monsters
and Treasure, for Castles and Crusades,
which is full of monsters that are 100%
compatible with this game, and includes guidelines for
creating your own, new threats!

HOW TO USE THE BESTIARY

This bestiary has statistical write-ups of various monsters
that may be of use in challenging your group. Following
the table listing the monster’s game statistics is an ex-
planatory section discussing the monster’s tactics, special
abilities, etc. For purposes of this game, any enemy or po-
tential enemy of the player characters that does not have
a full character background or development is considered
a “monster.” Non-player characters that have developed
personalities, and recurring important villains and adver-
saries are generally not considered monsters, though they
can certainly be built from a monster template herein.

HOW TO READ THE TEMPLATES

Each template has a list of statistics, which denote the
following:

NO. ENCOUNTERED: The number of creatures normally
encountered. In some cases, two listings exist, denoting
general encounters, and encounters in the creature’s lair.
A giant ant, for example, will be found in groups of 10-60
in the wild, but in colonies of 100-1000 in their nest.

SIZE: There are three sizes of monsters: small, medium,
and large. Small monsters are anything smaller than a
normal adult human; generally anything under 5 feet
tall is considered “small.” Medium creatures are hu-
man-sized, from 5 ft. to 7 ft. in height or length. Large
creatures are anything over 7 ft. Where necessary, the
average height of the creature is listed in parentheses.

HD: Hit dice. The number and type of dice rolled to deter-
mine the monster’s hit points. An average value is given
in parentheses for quick reference and instant use.

MOVE: The speed at which the creature moves. Some
creatures may also have listed climb, flight, or swim speeds.

AC: The creature’s armor class. See the Combat sec-
tion on p. 158-75 for details.

ATTACKS: The type of normal attacks the creature has,
and the damage dealt by each. If attacks are listed as
“and,” that means the creature has multiple attacks per
round. If attacks are listed as “or,” the creature has
several types of attacks from which to choose.

SPECIAL: Special attacks or abilities such as magical pow-
ers, poison, class abilities, etc. are listed here. If a creature’s
“Special” entry has “SR,” this represents the creature’s Spell
Resistance. See p. 75 for more on spell resistance.

SANITY: The sanity loss inflicted by the creature, if the
Game Master chooses to use those rules. See “Sanity” in

164 AMAZING ADVENTURES

Book Two for more information. The number before the
slash indicates Sanity loss from a successful check; the
number after the slash indicates loss from a failed check.

SAVES: Like humans, most monsters have three Primes.
Unlike humans, monsters’ Primes are generally either all
three physical (P) attributes (Str, Dex, Con) or all three
mental (M) attributes (Int, Wis, Cha). Some extraordi-
nary monsters have all attributes as Prime; these are
designated as P, M. Unless otherwise listed, attributes
are average, and thus monsters gain their hit dice plus 5
for Prime checks and their hit dice for non-Prime checks.

For Example, A monster with 3d8 HD and M Saves has
to make a saving throw against a mind-affecting spell.
This would normally be a wisdom save. The monster
is assumed to have an average wisdom, providing no
bonus or penalty. Thus, the Game Master rolls d20 + 5
(M saves give him Wis as a Prime) + 3 (for his 3d8 HD).
If the same monster had P saves instead of M, the Game
Master would not add the prime bonus, and the result
would be determined as d20 + 3.

INT: This is a general assessment of the intellect of the
creature. “Animal” denotes the intellect of a lower animal,
such as adogor cat. Even intelligent animals such as apes
have animal intelligence, as they have not yet evolved to
quite the reasoning power of human beings. “Low” means
low human intelligence, probably denoting an Int score
of between 6 and 8. “Average” is an average Intelligence
score of 9-12, and “High” is any score higher than 12. At
the Game Master’s option, creatures with intellect other
than “Average” may see mental saves or checks based on
Intelligence gain bonuses or penalties for the score.

ALIGNMENT: Where the creature falls on the law-cha-
os-good-evil-neutrality axis.

TYPE: What kind of creature the monster is; animal, con-
struct, magical beast, outsider, undead, etc. Often useful for
determining what kinds of spells will affect the creature, or
what sorts of general powers it might possess based on its type.

ABERRATION: Aberrations have bizarre anatomy, strange
abilities, an alien mindset, or any combination of the three.

ANIMAL: An animal is a non-humanoid creature with
a real-world equivalent.

BEAST: A beast is a creature with no real-world equiv-
alent. It is a vertebrate creature with a reasonably nor-
mal anatomy and no magical or unusual abilities.

CONSTRUCT: A construct is an animated object or
artificially constructed creature.

DRAGON: A dragon is a reptilian creature, usually
winged, with magical or unusual abilities.

ELEMENTAL: An elemental is an entity composed of one
of the four classical elements: air, earth, fire, or water.

FEY: Fey are creatures with supernatural abilities and
connections to natural forces and/or places.




GIANT: Giants are large-sized humanoid creatures of
great strength and bulk.

HUMANOID: A humanoid is a medium-sized creature
that is anthropomorphic: they have two arms, two legs,
one head, and a human-like torso.

MAGICAL BEAST: Magical beasts are similar to beasts
but can have intelligence of inferior or better. Magical beasts
typically have supernatural or extraordinary abilities.

MONSTROUS HUMANOID: These are humanoid creatures
with monstrous or animalistic features, occasionally
possessing supernatural abilities.

OOZE: An ooze is an amorphous or mutable creature.

EXTRA-PLANAR: An extraplanar creature is a non-elemen-
tal that originates from another dimension, reality, or plane.

PLANT: This type encompasses all plants and plant-like creatures.

SHAPECHANGER: This type of creature has a stable
body but can assume other forms.

VERMIN: This type includes insects, arachnids, other
arthropods, worms, and similar invertebrates.

UNDEAD: Undead are once-living creatures animated
by spiritual or supernatural forces. Undead are immune
to all mind-affecting effects (charms, compulsions, etc.)
and to poison, sleep effects, paralysis, stunning, dis-
ease, and death effects.

XP: The experience value of the creature, expressed in a
base value plus a number of XP per hit point of the crea-
ture. Thus, a creature listed as 7+1 gives 7 XP, plus 1 per
hit point. If the creature had 5 hit points, it would give a
total of 12 XP. As with the HD field, an average value is
listed in parentheses for quick reference.

MONSTER EXPERIENCE POINTS

HD Base Per HP I II III
1 5 1 2 4 5
2 10 2 5 7 10
3 20 3 10 15 20
4 40 4 20 30 40
5 80 5 40 60 80
6 120 6 60 90 120
7 180 7 90 135 180
8 250 8 125 200 250
9 400 9 200 300 400
10 600 10 300 450 600
11 750 11 375 550 750
12 950 12 425 650 950
13 1200 13 600 900 1200
14 1500 14 750 1100 1500
15 1900 15 900 1400 1900
16 2100 16 1000 1500 2100
17 2300 17 1200 1800 2300
18 2600 18 1300 2000 2600
19 2900 19 1500 2200 2900
20 3250 20 1700 2500 3500
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EXPERIENCE PER HIT POINT: A monster’s hit point
total influences the amount of experience it confers. To
calculate this, simply multiply the number of hit points
by the hit dice of the creature, and divide by 2. For ex-
ample, a 5 (d10) HD creature has an average of 25 hit
points. The base is 160 experience points plus 5 experi-
ence points per hit point. 125 extra experience points
would be awarded for this creature, for a total of 285.

SPECIAL: There are three categories of special abili-
ties, designated in the chart by the Roman numerals
I, II and III. A given monster’s total experience value
increases by the amount of special abilities it has. Spe-
cial ability experience is added to the base experience
for the monster. For example, Skagg (4HD) has four at-
tacks per round, a category I ability. So its base expe-
rience points are increased by 40 points (for a total of
120) plus 4 per hit point.

SPECIAL I: This category includes three or more at-
tacks per round, spell use of 1st-3rd level (or equiv-
alent spell-like abilities), and unique abilities such
as tracking, hiding, or back attacks.

SPECIAL I1I: This category includes 5 or more attacks
per round, damage of 4d6 or more for a single at-
tack, spell use of 4th-7th level or equivalent, and ex-
traordinary powers like invisibility or etherealness.

SPECIAL IlI: This category includes death attacks,
petrification attacks, and spell use of 8th level and
higher (or equivalent).

ADVANCING CREATURES

It’s possible to “advance” a creature by adding more hit
dice. If you choose to do this, you can calculate the new
experience value from scratch by consulting the “Mon-
ster Experience Points” table, or use a quick-and-dirty
method: a rough guideline for determining the new XP
value of the creature is to double the current “Base” XP
value for each hit die you add on, rounding to the nearest
5, then add 1 XP per hit die per hit point of the creature.

For example, you have a 1 Hit Die creature worth 5+1
XP. You wish to make this critter tougher by increasing
it to a 4 hit die creature. You double the base of 5 for 2
hit dice, raising it to 10. You then double this again for
3 hit dice, raising it to 20. A final doubling to achieve
4 Hit Dice raises the XP value to 40. Since it now has
4 hit dice, you add 4 XP per hit point; its value is 40+4.

If this creature’s XP value were 7+1, you would round up
upon first doubling it. Doubling 7 gives us 14; round-
ing to the nearest value of 5 makes this 15. Double that
again for three hit dice to achieve 30, and one last time
for 4 hit dice and the creature would be worth 60+4.

A SIEGE ENGINE GAME FOR THE PULP ERA 165




MONSTER CREATION

ventually, every Game Master comes
to the realization that a new monster
must be created. The circumstances
behind this may differ; one Game
Master might simply feel creative and
imaginative, and another might need
to create something new out of ne-
cessity. After many years of gaming,
some players may become jaded or complacent, and the
inclusion of a new challenge can keep them on their toes.
Creating monsters is both fun and challenging, whether it
is a hybrid, a genetically enhanced human, or something
completely new and altogether terrifying. While creating
new monsters, the Game Master should be mindful of a
few basic concepts and design elements. After balance
and technical concerns, there is no limit to what imagina-
tion and creativity can do.

The easiest new monster to create is not actually “new”,
but is simply an alteration of an existing monster. The
first method of alteration is through stat changes. The
Game Master simply alters the hit dice, hit die type,
armor class, or spellcasting ability. A Game Master may
alter a monster’s already existing ability, or replace it
with another one. If the Game Master combines class
abilities with monster abilities, many new and interest-
ing monster possibilities suddenly come into being.

Consider the common ghoul. Many players are used to
a “plain vanilla” ghoul, and they can quickly estimate
the threat it poses to their characters. They also know
the best ways of dealing with that threat, much of the
time. However, if the Game Master were to give a ghoul
some spellcasting ability, a new threat has materialized
for the party. A ghoul with the spells of a 4th level ar-
canist, the intellect to use them, and the class abilities
of a hooligan is a challenge indeed!

Another example is the snake-man. While these crea-
tures are generally degenerate, primitive creatures with
some interesting vestigial abilities from before their de-
generation, what if the Game Master gives them high
technology, ray guns, and spacecraft, and instead of a
mystical ability to change shape, they have advanced
prosthetics that allow them to appear human? Sud-
denly you've taken a swamp-dwelling monster and
turned it into a familiar, yet formidable alien menace!

There are limitless possibilities for alteration of existing
monsters, and the Game Master should not be afraid to
experiment with them. However, when altering an existing
monster, the Game Master should always consider the rea-
sons for the change. If the monster is to challenge a party at
its current strength, care must be taken to ensure that the
challenge is appropriate. Some Game Masters may alter
monsters to create a death-dealing machine that the char-
acters cannot ever defeat, but this is not fun for the players.

One way of providing a balance is to give the monster a
weakness that the characters can exploit. However, a rea-
sonable Game Master may choose to challenge a party with
a monster they cannot defeat yet, but could defeat after
gaining experience. In these cases, plenty of opportunity
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should be given for the characters to escape or avoid the
creature, build up their strength, and attack at a later time.

Another method of creating a new monster is to change
the description of a pre-existing monster. This is nei-
ther time consuming nor difficult, and can have dra-
matic effects on play. A troll, for example, can have any
type of shape the Game Master desires — as long as it
maintains its ability to fight with two arms. Perhaps a
new type of troll is made of ice crystals or of tree bark.
The Game Master has but to imagine it and it will be so.

Completely new monsters are more difficult to create. It
involves creating a concept that is plausible, and then
mingling balanced abilities with that concept. This is
quite challenging by itself, but the Game Master creat-
ing a new monster must also determine its appropriate
armor class, hit dice, and other technical stats. Finally,
this whole must be coherent to the players. Organizing
all of this can be an intimidating process.

When creating monsters, the first concept a Game Master
must consider is that of “realism versus fantasy.” Does the
new monster have a basis in reality as we know it? A cave
pygmy, for example, is little more than a human corrupt-
ed by evil. These are monsters grounded in a “real” basis.
Does the monster have a fantastic context, with a design
concept beyond the ken of “realistic” understanding?

A shen-t’aq is a creature that has no basis in reality. Is
the new monster intended to be something that strad-
dles the line between fantasy and realism? Distinguish-
ing between realism and fantasy is important in that it
establishes the mood the monster is designed to convey.
This mood is often as important as the creature’s stats,
if not more so, in many game settings. Assembling a
haphazard collection of human and animal parts to
create a nonsensical creature is more likely to cause
a player to spew milk through his or her nose, rather
than creating a mood of terror or awe. Even fantastic
creatures can have plausibility. Making new monsters
plausible for your game setting is conducive to a last-
ing, positive impact on the game.

When conceiving a monster, consider its ecology. Why
does the creature have the physical attributes it has?
How does it eat, sleep, and procreate? Does it travel, or
is it stationary? What environment is it found in? All of
these factors can make even the most fantastic monsters
seem real. They are not essential, but the Game Master
may find these sorts of details helpful, and enterprising
players often consider these factors when dealing with a
monster’s threat. Many monsters in many books (and a
few in this one) just don’t have this level of plausibility.
Outlandish monsters can always be “magically created”,
but they too should follow some type of ecological design.

A chicken-sized lizard with an elephant-sized head is
just not likely to survive its own birth (and your adven-
ture won’t survive your players’ mirth!). Temper your
fantastic ideas with a dash of realism, and the new
monster will be far more believable and interesting to
both Game Master and player.




After considering these factors, the Game Master must
write the description. This portion of monster creation
is vital, as it will set the tone for how the monster is per-
ceived at the gaming table. Remember to detail aspects
like color, size, shape, and even smell. To add flavor,
you might describe its breath and the shape of its eyes,
for example. A monster with “yellowed teeth and fetid
breath” will have a far greater imaginative impact than
a monster that is simply “gray and shaped like a lizard.”

After a solid description is completed, the Game Mas-
ter must give the creation a life in the context of the
game. This is accomplished by creating its vital stats:
its hit dice, armor class, attacks, and the like. Consider
the level of character that this monster is supposed to
challenge, and create statistics based on that sort of
challenge. Existing monsters are the best guides. Low
level monsters, like fish-men and giant frogs, have few
extraordinary skills and are generally fairly weak in
combat situations. Monsters like giant eagles and allips
are more powerful, and have abilities that are more of a
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challenge to characters of moderate power. Higher level
monsters, such as the vampire and plant-based spawn
of Shub-Niggurath, offer useful templates when creat-
ing monsters to challenge powerful parties.

When assigning the new monster’s stats, use any suitable
monster from this book as a template. Give some thought
to each statistic based on your concept and description of
the monster. Decide how fast the creature should move,
its hit dice, armor class, intelligence, and the rest. Give
them a great deal of consideration. It is more important,
by far, to have creatures that fit the mold of your game
than to have creatures that are a mish-mash of abilities
thrown together to simply challenge players.

Remember to make monsters interesting and challeng-
ing. Good descriptions, reasonable physical attributes,
and balanced abilities all play into the monster’s con-
ception. Paying careful attention to all of these factors
will lead to a more memorable monster.
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THE BESTIARY
ALIEN (GRAY)

NO. ENCOUNTERED: 1-20
SIZE: Medium

HD: 5d10 (30 hp)

MOVE: 30 ft.

AC: 13

ATTACKS: By weapon or psionics
SPECIAL: Mentalism, Gadgets
SANITY: 1d4/1d6

SAVES: M

INT: High

ALIGNMENT: Unknown (Any)
TYPE: Extraplanar

XP: 200+5 (350)

The classic “Invaders from Mars,” these mysterious
creatures appear as short (4 to 5 ft. tall) humanoids,
extremely slender, with large, egg-shaped heads, huge
black eyes, long limbs, and light gray skin with the
texture of marshmallows. They appear to have no no-
ticeable nose or ears, simply possessing holes in the
sides of their heads and small nostrils in their faces,
and their mouth is tiny and lipless. Often, they travel
naked, but have no discernible anatomy to differenti-
ate secondary sexual characteristics. They are clearly
alien, though whether they come from another planet
or another dimension is a matter of some debate, as is
their agenda in coming here.

The grays act in secret, rarely making intentional contact
with human beings, save to abduct humans from their
lives, perform medical and scientific experiments on them,
and return them, often with little to no memory of what
occurred during this “lost time.” Most encounters describe
their mode of transportation as being silver, saucer-shaped
vessels with no visible means of propulsion. These ves-
sels emit a quiet and constant hum and can apparently
shed blinding white light. They are believed to be behind
thousands of abductions across the world, as well as the
mutilation of livestock. They are viewed as a tangible threat
by many world governments, who feel the grays are gear-
ing up for an invasion of Earth. There are rumors that one
or more governments have entered into clandestine agree-
ments with the grays, but to what end nobody knows.

Those grays that have been captured or encountered
in situations where communication has been possible
have never spoken. Rather, they are powerful psychics
who use telepathy and empathy to communicate their
intentions and responses. One gray, being held captive
by an amateur scientist and his paramilitary friends,
threatened, “I am here because it suited me to be here.
You should let me go, now, or suffer the consequences.”

The next day, only the scientist was found, gibbering
madly in the smoldering ruins of the compound, all of
his friends little more than charred remains.

COMBAT: grays shun direct confrontation, but when pro-
voked attack either with ray-guns of alien origin (these weap-
ons deal 4d6 damage and the grays are at a total of +10 to hit
with them) or using their formidable psychic powers.
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GADGETS: grays should be treated as having the abili-
ties of a gadgeteer with 1d10 levels of experience. In
addition, they have access to any advanced technology
the GM wishes (though seriously advanced technology
should increase the XP value of the creature accordingly).

MENTALISM: all grays have the abilities of a tenth-
level mentalist. Their abilities tend to be telepathic, em-
pathic, and pyrokinetic in nature.

ALLIP

NO. ENCOUNTERED: Solitary
SIZE: Medium

HD: 4d12 (26 hp)

MOVE: 30 ft. (fly)

AC: 15

ATTACKS: Touch (ability drain)
SPECIAL: Wisdom Drain, Babble, Madness, Darkvision
60 ft., Incorporeal

SANITY: 1d4/1d6

SAVES: M

INT: Average

ALIGNMENT: Neutral Evil
TYPE: Undead

XP: 170+4 (274)

An allip is a magical, echoing remnant of a spirit gripped
by madness, generated when a mentally troubled be-
ing commits suicide. Vengeful and hateful, allips seek
to draw the living into their eternal insanity. An allip’s
lingering, haunting voice constantly shares the inner
thoughts of a lunatic.

An essence of paranoia and schizophrenia surrounds
an allip, and those unfortunate enough to meet its
touch find a piece of their consciousness slipping into
the allip’s abyss of permanent delusion. Allips are never
encountered in groups.

COMBAT: Allips are incapable of causing physical harm
to their opponents, but they are deadly foes nonetheless.
They rely on their mind-numbing rambling to confuse
their prey, and then use their touch to drive foes insane.

WISDOM DRAIN: An opponent touched by an allip
must succeed at a wisdom save to avoid a temporary
loss of 1d4 points of wisdom. Each time an allip causes
this loss, it heals a number of hit points equal to the
wisdom loss x 2. Creatures with animal intelligence or
lower are not affected by this attack. Creatures reduced
to zero wisdom points by this attack are driven per-
manently insane. This insanity can be cured by a heal
spell. If using the Sanity rules, an allip’s touch drains
1d4/1d6 Sanity points instead of draining wisdom.

BABBLE: An allip constantly mutters, whines, and talks
to itself. Anyone within thirty feet that can hear the crea-
ture’s ramblings must make a wisdom save or become
hypnotized (as the spell hypnotism) for 2d4 rounds.
Once hypnotized, the opponent will be commanded to
embrace the allip and join its unending madness. The
allip’s babble transcends language, and creatures can be
affected regardless of the language the allip uses.




MADNESS: Any effect that is telepathic, mind-control-
ling, or mind-affecting that targets an allip causes the
originator to lose 1d4 points of wisdom for 1 turn (or
0/1d4 Sanity), with no save allowed. An allip is immune
to all such effects.

INCORPOREAL: Allips are incorporeal creatures, and
normal weapons pass through them harmlessly. Only
magic and mentalism can affect them (though at the
GM'’s option, some gadgeteer devices may work).

ANT, GIANT

NO. ENCOUNTERED: 10-60, 100-1000

SIZE: Medium

HD: worker 1d6 (3 hp), soldier 2d8 (8 hp), queen 5d8 (20 hp)
MOVE: 50 ft., 20 ft. (climb)

AC: 16

ATTACKS: Bite, worker (1d3),

soldier (1d4+1), queen (1d8)

SPECIAL: Acid Sting

SANITY: 0/1d4

SAVES: P

INT: Animal

ALIGNMENT: Neutral

TYPE: Animal

XP: worker 5+1 (8), soldier 20+2 (36), queen 80+5 (180)

Giant ants live in underground colonies. The mounds
leading to the underground network of tunnels and
caverns average five feet in height. Unlike their smaller
cousins, giant ants tend to exhaust their local food sup-
plies, so colonies tend to be small, averaging around six-
ty. However, monstrous warrens do exist, usually near or
under large cities. Giant ants range from one and a half
(workers) to three feet (soldiers) in length, and are broken
down into three types, workers, soldiers and the queen,
only having one of the latter within the colony.

The workers are the bulk of the population, accounting
for three-quarters of their number. Workers are not ag-
gressive but will defend the nest. Soldier ants are very
aggressive. The queen is monstrous compared to her
subjects, ranging in size from five to eight feet.

COMBAT: Giant ants possess collective instincts within
the colony. If threatened worker ants immediately return to
the warren to defend the entrance and the queen; soldier
ants attack whatever creature or creatures are threatening
the warren, regardless of size or number. Soldier ants have
mandibles much larger than the workers, and stingers.
Worker ants do not have acid sting or improved grab.

ACID STING: A giant soldier ant has a stinger and an
acid-producing gland in its abdomen. If it successfully
bites an opponent, the following round it can attempt
to sting the unfortunate victim (+3 attack bonus). A hit
with the sting attack deals 1d2 points of damage and
1d4 points of acid damage (constitution save for half).
While using its stinger it cannot bite, and its grip can be
broken with a successful strength check.
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APE

Great Gigantopithecus
NO. ENC.: Soary, Family solitary
SIZE: Medium Large (10-12 ft. tall)
HD: 3d8 (12 hp) 6d10 (33 hp)
MOVE: 301t., 30 ft. (climb) 50 ft., 50 ft. (climb)
AC: 14 17
ATTACKS: %ig?d(é)dzﬂ’ 2Bi$el de(f ((;1)6)’
SPECIAL: Rend, Twilight Vision ~ Rend, Twilight Vision
SANITY: None 0/1d4
SAVES: P P
INT: Animal Animal
ALIGNMENT: Neutral Neutral
TYPE: Animal Animal
XP: 30+3 (66) 180+6 (378)

The great apes live in large family groups in tropical
forests. For every four apes there is one bull and one
infant. Ape family groups are strictly hierarchical,
and they are led by the strongest bull ape. If anything
should happen to him, the next strongest bull replaces
him. The bull ape is generally very aggressive, territori-
al, and protective. Gigantopithecus is a member of the
Great Ape family that is thought to have been extinct
for the last 300,000 years. Given the rarity of these
creatures, however, they are far more solitary than their
more common great ape cousins, though every so often
a giganto might be found as the bull of a great ape tribe.

COMBAT: Apes almost always try to avoid conflict, but
if the family is threatened, the bull leads all the males to
attack, while females defend the younger apes. Giganto
apes are generally slightly more aggressive due to their
great size and might challenge a group of adventurers
to make an opportunity for its chosen family to escape,
or just because it feels ornery. Like great apes, gigantos
are intelligent, and will flee if combat goes badly.

REND: The ape is able to rend for 2d4 points of extra
damage if both claws hit. The giganto ape is able to
rend for 2d6 points of extra damage if both claws hit.

COMBAT: Apes almost always try to avoid conflict, but
if the family is threatened, the bull leads all the males
to attack, while females defend the younger apes. Great
apes are intelligent, and will flee if combat goes badly.
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BANSHEE

NO. ENCOUNTERED: 1

SIZE: Medium

HD: 7d8 (28 hp)

MOVE: 30 ft. (fly)

AC: 20

ATTACKS: Chilling Touch (1d8)
SPECIAL: Keening Wail, Immune to Cold and Electricity,
SR 10

SANITY: 1d6/1d8

SAVES: M

INT: High

ALIGNMENT: Chaotic Evil
TYPE: Undead (Extraordinary)
XP: 720+7 (916)

The banshee, often referred to as a wailing spirit, is the
angry ghost of a woman whose undying spirit has lin-
gered in the land of the living. These creatures are des-
tined to haunt their homeland with their unholy pres-
ence. Banshees are often found in swamps and moors
in rural areas, but can also be found haunting ruined
buildings they once inhabited in life. Legends whisper
that the maiden must have performed many wicked
deeds in her life to be cursed with such a dire form, and
this malicious desire to do evil is what allows them to
continue their existence in the world of the living. She
usually appears during the night, and her appearance
reflects the visage she wore in life. However, her body
is translucent, and glows faintly with its necromantic
power. The very sight of a banshee causes all who view
her to make a successful charisma save or suffer the
effects of a fear spell. This effect manifests only once
per encounter, so a successful save indicates that the
character viewing the banshee need not make the save
again until another encounter.

COMBAT: A banshee is normally insubstantial like a
ghost and thus cannot be harmed by normal weapons,
though magic and psionics have full effect. She will usual-
ly try to harm opponents with her unearthly touch, doing
1-8 points of damage per strike upon a victim. If combat
begins to go against her, the banshee emits a low, hollow
sounding wail, akin to a song or dirge. This keen builds in
tempo, eventually affecting everyone within 30 feet.

KEENING: Whether or not the lady spirit desired her
current undead existence or not, such an unliving state
inflicts despair upon her mind and soul. This angst can
be concentrated into a wail of anguish and torment,
driving all who listen to it into a confrontation with their
own mortality and its tenuous state. Any living creatures
within 30 feet of a banshee when she keens must make
a successful charisma save or die instantly. Those who
save take no physical damage, but automatically lose
their next initiative roll due to its lingering horror. The
banshee may keen only once per day, so the wail will be
used only in circumstances when her destruction is im-
minent. Due to their tragic state, a banshee is immune
to both cold and electrical attacks of all kinds. However,
a successful restoration (touch attack as if the banshee
were corporeal) cast upon her will sunder her connec-
tion to the mortal realm, obliterating her instantly.
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Brown

Black (Grizzly) Cave
NO. ENC: 1-4 1-6 1-4
SIZE: Medium Large Large
HD: 3d8 (12 hp) 6d8 (24 hp) 8d12 (48 hp)
MOVE: 40 ft. 40 ft. 40 ft.
AC: 13 15 15

2 Claw (1d6), 2 Claw (1d8), 2 Claw(1d12),
ATTACKS: Bite (ld(8) ) Bite (ld(12) ) Bite (3d(8) )
SPECIAL: Hug Hug Hug Blood Rage
SANITY: None None 0/1d4
SAVES: P P P
INT: Animal Animal Animal
ALIGN: Neutral Neutral Neutral
TYPE: Animal Animal Animal
XP: 40+3 (76) 280+6 (424) 500+8 (884)

Bears are omnivorous creatures that inhabit most tem-
perate or arctic climes. The male bear is almost always
solitary. If more than one is encountered, the group
consists of a mother and one to three cubs. Once a year
black and brown bears gather along the banks of rivers
feeding on salmon as they swim upstream to spawn.
Bears generally try to avoid contact with humans or
like creatures. Brown bears dwell in cold, forested en-
vironments, and are encountered in families of up to
six members. Much like their kin the black bear, they
travel in small family groups. Brown bears are particu-
larly strong, aggressive, and very hard to kill.

The cave bear is a prehistoric bear of monstrous size.
They stand up to 14 feet tall on their hind quarters and
can weigh several tons. These creatures are rare, liv-
ing in mountainous environments far from civilization.
They live together in groups of up to four members. The
cave bear is very territorial and fears nothing. They at-
tack any creature they perceive as a threat or a meal.

COMBAT: Bears are not generally aggressive, but if a
bear feels threatened, it will attack by rushing an op-
ponent, attempting to knock it over and grasp it in its
huge claws. Once pinned, the bear bites at the victim’s
head and face until it is satisfied that creature is im-
mobilized or dead. Cave bears always drag their victims
back to their lairs and eat them.

HUG: The bear is able to hug an opponent in a vice-like
grip. If both of the bear’s claw attacks are successful
in a single round, the bear’s foe must make a strength
save or be caught in the bear’s crushing hug. The victim
can attempt to break free of the hug during subsequent
rounds by making additional strength saves. The bear
can bite a hugged victim automatically each round.

BLOODRAGE: A cave bear can continue attacking un-
til it is reduced to -10 hit points, at which point it dies.
Once the bear is reduced to negative hit points, it gains
a +2 bonus to all attack and damage rolls.




CAVE PYGMY

NO. ENCOUNTERED: 2-12, 40-400
SIZE: Small

HD: 1d6 (4 hp)

MOVE: 20 ft.

AC: 15

ATTACKS: 2 Claws (1d6) and Bite (1d4)
SPECIAL: Echolocation 60 ft., Pounce
SANITY: 0/1d4

SAVES: P

INT: Low-Average

ALIGNMENT: Lawful Evil

TYPE: Humanoid

XP: 7+1 (11)

Cave pygmies are short, vicious, and thoroughly evil crea-
tures who were once, long ago, human but have since
degenerated into a bestial, cannibalistic state. They have
large bulbous heads, large eyes covered with cataracts, and
typically have pinkish, white or gray skin tone as a result of
their subterranean existence. They are prodigious diggers,
living in warrens and cave networks carved out of hillsides,
mountain slopes, beneath the roots of trees, or wherever
else they settle. Their warrens can grow to monstrous size,
dark fulsome depths, and maddening complexity.

Cave pygmy tribes can number up to 400 warriors, with
several tribes sometimes making up a great cave pygmy
horde. While most cave pygmy warriors are simply one hit
die with no special abilities, one in 10 will be elite warriors
— 1st level hooligans — and approximately one in 100 will
be a clan chieftain — a 2nd to 4th level hooligan. Tribes
with 200 or more warriors will also be led by a tribal king,
a Sth to 7th level hooligan. The lair will also be home to a
number of females equal to 120% of the males, juveniles
equal to 150% of the warriors, and whelps equal to 200%
of the warriors — altogether, a single cave pygmy warren
can hold upward of 2,000 cave pygmies.

COMBAT: Cave pygmies only attack if they are confident
of victory, whether by greater numbers, or some infallible
trap. They carry all manner of stone-age arms, particu-
larly favoring axes, clubs, mallets, and spears, but most
often fight with their hardened claws and teeth.

POUNCE: Cave pygmies automatically move silently
and surprise their victims on a roll of 1-5 on a d10,
and if successful also gain automatic initiative the first
round, during which their victims lose any dexterity bo-
nus to armor class.

ECHOLOCATION: Due to their evolution suited to a
pitch dark underground environment, they have the
ability to echolocate, sensing movement and sound in
the darkness, giving them the equivalent of darkvision
up to 60 feet; however, this sense can be foiled by loud
noises, which cause them pain and require the pygmy
to make a wisdom save or be stunned with pain for the
duration and 1d4 rounds after the noise stops. The
pygmy may make a new save each round to fight off the
effects for that round (or end the stun effect entirely if
the sound has stopped).

BESTIARY

COUATL

NO. ENCOUNTERED: 1
SIZE: Large { (7
HD: 9d38 (36 hp)
MOVE: 20 ft., 60 ft. (fly)
AC: 21

ATTACKS: Bite (1d3),
Constriction (2d8)
SPECIAL: Constrict,
Poison, Spells, Magic,
Darkvision 60 ft.,
Ethereal Jaunt,
Telepathy 90 ft.
SANITY: 1d4/1d6
SAVES: M, P

INT: Superior
ALIGNMENT: Lawful Neutral
TYPE: Extraplanar

XP: 2225+9 (2,549)

Couatl are winged, flying serpents rarely encountered
anywhere but the warm jungles of Central and South
America, or the ethereal plane. Mortal races dwelling
in their homelands often relegate them to semi-divine
status. Couatl are aloof and often uninterested in the
goings-on of the mortal world.

COMBAT: A couatl rarely engages in combat, having a
wide variety of spells to either escape or alter the situ-
ation. If forced into a confrontation, a couatl is a dan-
gerous foe. They begin combat by unleashing a magical
barrage and then join melee directly with constriction
and their poisonous bite.

CONSTRICT: When a couatl strikes with its bite it au-
tomatically wraps its long body around an opponent.
The victim must make a successful strength save to
avoid a constricting hold. On the round immediately
following the use of this ability, the victim suffers the
effects of the constriction automatically. A new save is
allowed to escape the creature’s clutches every round.
A couatl constricts its victim for 3d8 points of crushing
damage per round. Breaking free requires a successful
strength check against challenge level 9.

POISON: A victim bitten by a couatl must succeed at a
constitution save or die in 4 turns, as a lethal toxin is
injected directly into the nervous system.

ETHEREAL JAUNT: A couatl is able to enter and exit
the ethereal plane at will, once per round.

MAGIC: Couatl can mimic the following spells at will
comprehend languages (3/day), dancing lights (2/day),
polymorph self, nondetection (1/day), teleport (1/day).
These effects are as a ninth level sorcerer.

SPECIAL: All couatl are accomplished spellcasters,
possessing the abilities of a fifth level arcanist would
have, plus bonus spells. Like all arcanists, the couatl
must choose a primary spellcasting attribute upon
which its spells are based (and determining its spell
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list). For purposes of bonus spells a couatl has an ef-
fective intelligence of 17, wisdom of 18, and Cha of 18.

CROCODILE (ALLIGATOR)

NO. ENCOUNTERED: 4-36
SIZE: Medium

HD: 3d8 (12 hp)

MOVE: 20 ft., 30 ft. (swim)
AC: 15

ATTACKS: Bite (2d4), Tail Slap (1d12)
SPECIAL: Roll, Twilight Vision
SAVES: P

SANITY: None

INT: Animal

ALIGNMENT: Neutral

TYPE: Animal

XP: 30+3 (66 hp)

Crocodiles dwell in swamps, marshes or river banks, of-
ten gathering in groups of 4 to 36. They are stealthy and
hunt almost any prey. They live in large communities
and tend to feed together. If one attacks a target, it is
shortly joined by any others in the area. Alligators typi-
cally measure 8 to 15 feet in length and weigh 500 to
1,200 lbs.; crocodiles are slightly larger, and measure
from 10 to 20 feet and weigh 1,000 to 2,000 lbs.

COMBAT: Crocodiles stalk their prey by approaching
slowly under water. They blend perfectly with their en-
vironment and almost always surprise an opponent.
They attack with a sudden lunge, grab their victims,
pull them into the water and attempt to drown them.

ROLL: After a successful bite attack, the victim must suc-
ceed at a strength save or be dragged underwater and held
by the crocodile. The crocodile spins itself and the prey in
a barrel roll as they sink together, making escape difficult.
On subsequent rounds, the reptile deals bite damage to
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the victim automatically. The victim is incapacitated in
2-5 rounds unless the crocodile is slain. This ability may
only be used in water, and only against an opponent up
to double the size of the crocodile. At times, monstrous
crocodiles and alligators are encountered, measuring up
to 30 feet and weighing 2 tons. These creatures are always
large, have 7d8 hit dice (28 hp), an armor class of 17, and
bite for 2d8 points of damage.

DINOSAUR (Aratosaurus/DipLopocuUs)

NO. ENCOUNTERED: 2-16

SIZE: Large

HD: 16d8 (64 hp)

MOVE: 60 ft.

AC: 18

ATTACKS: 2 Stamp (2d6), or Tail (1d12)
SPECIAL: Trample, Twilight Vision
SANITY: None

SAVES: P

INT: Animal

ALIGNMENT: Neutral

TYPE: Animal

XP: 270+7 (466)

These gigantic, quadruped, herbivore dinosaurs repre-
sent some of the largest land animals that ever existed,
with an average length of 75 ft. (23 m) and a mass of
at least 25 tons. They are tremendously large, long-
necked, and possess a long whip-like tail. Their fore-
limbs are slightly shorter than their hind limbs. They
possess a single large claw on each forelimb, with the
first three toes on the hind limb possessing claws. The
claws, however, are rarely used in combat, as the crea-
ture is too unwieldy on two legs to do so, and rather,
use the claws for balance and possibly digging up roots
on which to feed. The skull is small in comparison with
the size of the animal. The jaws are lined with chisel-
like teeth, suited to their herbivorous diet.

The animals are relatively docile and travel in
herds, much like modern elephants or cattle.
They feed on plants and their long neck makes
them particularly adaptable, enabling them to
feed from high trees or roots that they dig up with
their claws.

COMBAT: Apatosaurus and diplodocus are ex-
ceptionally docile creatures and generally do not
engage in combat unless threatened. Even then,
their first instinct is to stampede, and woe betide
any smaller creature (which includes most every-
thing save the Tyrannosaurus) who gets trampled
by an apatosaur stampede. When they are forced
to fight, they generally rely on their whip-like tail
and their ability to stamp on most creatures.

TRAMPLE: An Apatosaurus can flatten anything
smaller than itself that gets in its way. Any such
victim suffers 6d8 points of damage. A successful
dexterity save reduces this damage by one half.




DINOSAUR (PTEROSAUR)

NO. ENCOUNTERED: 1-20

SIZE: Large

HD: 10d8 (45 hp)

MOVE: 15 ft., 100 ft. (fly)

AC: 18

ATTACKS: 2 Claw (1d4), Bite (2d8)
SPECIAL: Darkvision 60 ft., Dive, Twilight Vision
SANITY: 0/1d4

SAVES: P

INT: Animal

ALIGNMENT: Neutral

TYPE: Animal

XP: 900+10 (1350)

Technically not a dinosaur, the pterosaur is a huge fly-
ing reptile with membranous wings, small rear legs, and
elongated, beak-like snouts. They resemble, to the un-
informed, dragons. They have toothless beaks, similar
to those of modern birds, were made of solid, bony mar-
gins that project from the base of the jaws. The beaks
are long, slender, and end in sharp points. The upper
jaw is longer than the lower jaw and curves upward.
The most distinctive characteristic of Pteranodon is its
primary cranial crest, consisting of skull bones project-
ing up and back from the skull. Their primary diet is
fish, though a hungry flight of pterosaurs are not above
attacking groups of land animals if they feel they have
the advantage or are threatened.

BESTIARY

Pterosaurs can move about on all four limbs on the
ground, but do so slowly, as their bodies are adapted
better for flight than ground locomotion. They sleep
by hanging from ledges, much as do modern bats and
gather in communities like modern birds and bats.
These communities are called flights.

COMBAT: Pterosaurs tend to swoop in, rake with their
claws, bite, then fly out of reach again, making them
difficult to combat without ranged weapons. Charac-
ters who gain initiative and opt to hold and ready their
attacks until the pterosaur swoops in may be able to get
an attack in while the creature makes its own.

DIVE: A pterosaur can dive at an opponent, gaining a
+4 bonus on its attack roll. However, the beast must
move at least 50 feet in one round. A successful strike
means that the prey takes damage from both claws, and
must make a successful dexterity check to avoid being
grasped in the talons of the pterosaur. If the check fails,
and the victim is 200 lbs. or less, the pterosaur picks it
up and carries it into the air. In two melee rounds, the
pterosaur will drop the creature from 100 feet in the
air. If a victim manages to stab or otherwise harm the
creature before that time, the pterosaur drops it imme-
diately from whatever height it managed to attain.

DINOSAUR (TRICERATOPS)

NO. ENCOUNTERED: 1-10
SIZE: Large

HD: 16d8 (64 hp)

MOVE: 30 ft.

AC: 18

ATTACKS: 3 Horn (1d12)
SPECIAL: Powerful Charge,
Trample, Twilight Vision
SANITY: 0/1d4

SAVES: P

INT: Animal

ALIGNMENT: Neutral
TYPE: Animal

XP: 4175+16 (5199)

A triceratops is a large dinosaur with a bony crown,
having three protruding horns: two of equal size, and a
center, larger horn. They live in open and spacious tem-
perate areas, and eat ferns and other vegetation. They
are nonaggressive herd animals.

COMBAT: An angry triceratops charges into battle with
its head lowered, using its horns as lances.

POWERFUL CHARGE: When it charges, a triceratops
deals triple damage with all of three of its horn attacks.

TRAMPLE: A triceratops can flatten anything smaller
than itself that gets in its way. Any such victim suffers
6d6 points of damage. A successful dexterity save re-
duces this damage by one half.
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DINOSAUR (TYRANNOSAURUS)

NO. ENCOUNTERED: 1-4
SIZE: Large

HD: 18d8 (72 hp)

MOVE: 40 ft.

AC: 15

ATTACKS: Bite (5d8)
SPECIAL: Swallow Whole, Scent, Twilight Vision
SANITY: 0/1d4

SAVES: P

INT: Animal
ALIGNMENT: Neutral
TYPE: Animal

XP: 5900+18 (7196)

The tyrannosaurus rex is an impressive carnivore, though
not particularly intelligent. They are massive, bipedal sau-
rians, growing to as much as 50 feet long and 24 feet high.
They can be found in almost any temperate or tropical ter-
rain, but they prefer to roam scrublands where they can
use their speed to stalk prey. They have poor hearing, but
a keen sense of smell. Their eyesight is poor, but they are
able to detect the slightest movement at great distances.

COMBAT: A tyrannosaurus engages its victims by biting
them, lifting them, and swallowing them. If this fails, the di-
nosaur will shake the victim violently, trying to fling it apart.

SWALLOW WHOLE: If a tyrannosaurus is larger than its
prey, and rolls a natural 20 on its attack roll when biting,
the tyrannosaurus will swallow the victim whole. Diges-
tion begins immediately. Powerful corrosive stomach acids
will cause 4d6 hit points of damage each round, and will
destroy non-metal goods and equipment. A victim with a
small edged weapon can attempt to cut free of the beast’s
gullet. These attempts automatically hit, but suffer -3 to all
damage rolls due to the confining and constricting space.

DINOSAUR (IeLoCIRAPTOR)

NO. ENCOUNTERED: 1-10
SIZE: Medium

HD: 5d8 (44 hp)

MOVE: 60 ft.

AC: 17

ATTACKS: Talons (1d10),

2 foreclaws (1d6) and bite (1d10)
SPECIAL: Pounce, twilight vision, scent
SANITY: 0/1d4

SAVES: P

INT: High Animal
ALIGNMENT: Neutral

TYPE: Animal

XP: 180+5 (400)

A velociraptor is bright green along its back and flanks,
with a much lighter shade of the same color on its under-
side. The body has darker spots or stripes. Its tail extends
straight out behind itself, held aloft by an intricate struc-
ture of bony supports, thus allowing its weight to be car-
ried entirely by the back legs. It weighs about 600 pounds.
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COMBAT: A velociraptor uses a combination of stealth,
pack tactics, speed, grasping forearms, large teeth, and hind
legs with ripping talons. It hunts by encircling prey with its
pack, then leaping and ripping with its rear talons as it claws
and bites. A velociraptor has a relatively large brain for a di-
nosaur, and its pack hunts with cunning tactics.

POUNCE: velociraptors can automatically move silently,
and surprise foes on a roll of 1-5 on a d10. If they sur-
prise, they gain automatic initiative the first round, dur-
ing which their prey loses any dexterity bonus to AC.

Scent: velociraptors can hunt using their keen sense of
smell. They can track prey using this sense 80% of the
time, and can pinpoint the location of invisible or hid-
den foes with a successful wisdom check (treat wisdom
as though it were Prime for purposes of this ability).

EAGLE, GIANT

NO. ENCOUNTERED: 1-4

SIZE: Large

HD: 4d10 (20 hp)

MOVE: 20 ft., 100 ft. (fly)

AC: 16

ATTACKS: 2 Talon (1d8), Beak (2d6)
SPECIAL: Dive, Twilight Vision, Improved Sight, Detect
Falsehood

SANITY: None

SAVES: P

INT: Animal

ALIGNMENT: Neutral

TYPE: Animal

XP: 60+4 (140)

Giant eagles inhabit high mountain regions. They are large,
often with 24 feet wingspans. They live long lives, some-
times to 300 years of age, and are very intelligent for birds,
able to understand rudimentary language if exposed long
enough, though like most birds they lack the vocal chords
to properly speak the tongues of man. They are territorial
and clannish. A giant eagle nests in the same area for all
of its life unless it is driven from its home. They are aloof,
and avoid other creatures whenever possible. Giant eagles
can see great distances, and are usually very well informed
about the happenings in their realms.




COMBAT: The giant eagle’s preferred method of attack
is to dive, scoop up its prey in its mighty talons, and
carry it to its nest to be killed and devoured. If it wishes
only to kill the prey, the eagle carries the creature to
great heights and drops it.

DIVE: A giant eagle can dive at an opponent, gaining
a +4 bonus on its attack roll. However, the beast must
move at least S0 feet in one round. A successful strike
means that the prey takes damage from both claws, and
must make a successful dexterity check to avoid being
grasped in the talons of the eagle. If the check fails, and
the victim is 200 lbs. or less, the eagle picks it up and
carries it into the air. In two melee rounds, the eagle
will drop the creature from 100 feet in the air. If a vic-
tim manages to stab or otherwise harm the eagle before
that time, the eagle drops it immediately from whatever
height it managed to attain.

DETECT FALSEHOOD: Giant eagles have the ability to
scrutinize people to determine the truth of their state-
ments. Any person that attempts to lie to a giant eagle
(say as an arcanist using “speak with animals”) must
succeed at a charisma check with a challenge level of
4 (equal to the hit dice of the giant eagle), or the eagle
detects the falsehood.

ELEPHANT

NO. ENCOUNTERED: 2-16
SIZE: Large

HD: 7d8 (28 hp)

MOVE: 40 ft.

AC: 15

ATTACKS: 2 Tusk (2d8),

or 2 Stamp (2d6), or Trunk (1d6)
SPECIAL: Twilight Vision
SANITY: None

SAVES: P

INT: Animal

ALIGNMENT: Neutral
TYPE: Animal

XP: 270+7 (466)

Elephants dwell in most tropical plains and scrublands.
They travel in herds, subdivided into family groups. Bull
elephants guard the herd from predators and other threats,
and the females lead the herd to fresh feeding grounds
and water. They are gentle creatures, but when they are
threatened they become highly agitated, and the bulls will
zealously attack anything in sight. A larger version of the
elephant, the Mammoth, existed in prehistoric times and
would, if encountered, have 8d8 HD (32 hp) and an AC of
17, but would be in all other respects identical.

COMBAT: Elephants rely on their size to intimidate
aggressors. They charge headlong at anything they
deem to be a threat, swinging their heads and bellow-
ing through their long trunks. They overrun their op-
ponents, lifting them with their trunks and hurling or
stomping them to death. Elephants can only perform
one of their three attacks in a single round.

BESTIARY

FISH-MEN

(SPAWN OF DAGON, SPAWN OF THE DEEP)

NO. ENCOUNTERED: 20-80

SIZE: Medium

HD: 2d8 (8 hp)

MOVE: 30 ft., 60 ft. (swim)

AC: 16

ATTACKS: Weapon (by weapon), Talon (1d4), Bite (1d4)
SPECIAL: Breeding, Darkvision 60 ft., Freshwater Sensitiv-
ity, Light Blindness, Speak with Sharks, Water Dependent
SANITY: 1d8/1d10

SAVES: P, M

INT: Average to High

ALIGNMENT: Neutral Evil

TYPE: Humanoid

XP: 15+9 (87)

Also known as “Spawn of Dagon,” and “Spawn of the Deep,”
fish-men are aquatic humanoids that dwell in oceans and
saltwater seas. They are roughly the height of humans,
but their bodies are thin and gaunt. They have wide, lu-
minescent eyes, which enable them to see in dark ocean
depths. Their ears are long and fin-like, behind which are
their small gill slits. Their hands and feet are webbed, and
their skin is scaled. They are usually dull blue or green
in color. Fish-men culture reflects the concept that might
determines right, and they are sadistically cruel to weaker
beings. They are the bane of fishermen and mariners, as
fish-men are always on the hunt for plunder and war. They
show little mercy and leave few survivors behind.

Fish-men build underwater communities constructed
of rock and coral where they worship their degenerate
sleeping god, Dagon the lord of sea serpents. They live
in communities of 20 to 80 in number. On rare occa-
sions, large coral kingdoms are created by a fish-man
warlord that rules over several hundred fish-men.

COMBAT: Fish-men delight in taunting and harassing
enemies before killing them. They attack by disabling a
boat or separating some unfortunates from their com-
rades. Their victims are then killed one by one, in horrif-
ic fashion, or simply dragged off to drown in the ocean’s
depths. Sometimes, such victims will not be killed at
all, but will be kept alive to use as forced breeding-stock
(see “Breeding,” below). Fish-men favor long stabbing
spears and knives in battle, often made of shark, whale,
and dolphin bones and exotic, alien metals. They wear
armor fashioned from coral rock.

BREEDING: Perhaps the most repulsive aspect of the
fish-men is their need to interbreed with human beings.
Fish-men cannot breed amongst their own kind, and re-
quire human breeding partners to propagate their spe-
cies. Often, they will engender cults of Dagon amongst
small port and fishing towns, which will make bargains
with the creatures, offering to serve as breeding stock in
exchange for the favor of the dark sea god. Such com-
munities invariably become corrupt and degenerate,
focusing all of their efforts and resources into breed-
ing with fish-men and covering up their existence. A
fish-man hybrid looks human at birth, but undergoes

A SIEGE ENGINE GAME FOR THE PULP ERA 175




BOOK FIVE —

an horrific transformation upon his or her twenty-first
birthday, changing into a full-blooded fish-man.

FRESHWATER SENSITIVITY: A fish-man in freshwa-
ter suffers a -2 penalty on all attacks, damage, saves, and
armor class. Prolonged exposure to fresh water kills fish-
men. They cannot live more than a few days in freshwater.

LIGHT BLINDNESS: Abrupt flashes of light, as from
exposure to the daylight spell, blind a fish-man for 1
round. It then suffers a -2 on all attack rolls and armor
class for 1d4 rounds afterwards.

SPEAK WITH SHARKS: Fish-men can communicate
telepathically with sharks up to 150 feet away. The
communication is limited to fairly simple concepts such
as “food,” “danger,” and “enemy.” In this way, they can
summon sharks to their aid.

WATER DEPENDENT: If removed from water of any
type, a fish-man will die in 1d8 hours.

FLAMEHOOD STALKER

NO. ENCOUNTERED: 1
SIZE: Large

HD: 7d8 (32 hp)

MOVE: 40 ft.

AC: 13

ATTACKS: Bash (1d8) or Stinger (1d10)
SPECIAL: Immolate, Poison
SANITY: 1d8/1d10
SAVES: P

INT: Low

ALIGNMENT: Neutral Evil
TYPE: Extraplanar

XP: 450+7 (674)

The flamehood stalker appears as a hunched, bipedal ro-
dent standing nearly eight feet tall, and covered with a
rancid, viscous goo matted all through its sickly dark gray
fur. The creature gives off a fetid odor that comes from its
constant wallowing in and feasting on undead and decay-
ing animal matter. When angered, threatened, or engaged
in battle, the skin on the back of its neck inflates to form
a hood, not unlike that of a cobra. Its source is unknown,
but certainly it is not of terrestrial origin.

Thankfully exceedingly rare, the stalker can be found in
dark areas amongst rotting matter. It prefers charnel
houses, marshes and bogs and often feeds on ghasts,
ghouls, and zombies, but also has a taste for fresh hu-
man meat. Its entire existence is geared towards killing
and feeding, and it will attack on sight, without mercy
and it is one of the few creatures that ghasts fear.

IMMOLATE: The oil on its fur is flammable and it has the
ability, through biochemical reactions, to produce enough
bio-thermal energy that it bursts into flame. These flames
do not hurt the creature and burn for 1d8 rounds, after
which the creature cannot immolate for another 24 hours.
While immolated, whenever it hits an enemy (or is hit by
an enemy) that enemy takes an additional 1d6 fire dam-
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age and must make a dexterity save or come away with
some of the burning goo on themselves, taking damage
every round for 1d4 rounds until the fire goes out.

POISON: The creature’s tail has a stinger that injects a
nasty poison. Unless a constitution save is made, the
victim suffers 1d8 damage per round for 1d6+1 rounds
and is racked with pain, convulsions and vomiting;
each round the victim gets a new save to avoid further
damage, though it takes 1d4 rounds after a success-
ful save for the pain, convulsions and nausea to cease.
Until the convulsions end, victims cannot take any ac-
tion but to lie in agony.

FROG, GIANT

NO. ENCOUNTERED: 2-24
SIZE: Medium

HD: 2d8 (8 hp)

MOVE: 10 ft., 30 ft. (jump)
AC: 12

ATTACKS: Tongue (1d4)
SPECIAL: Swallow i
SANITY: 0/1d4
SAVES: P

INT: Animal
ALIGNMENT: Neutral
TYPE: Animal

XP: 15+2 (31)

Giant frogs inhabit marshlands, the banks of large riv-
ers, fens and other wetlands; they are found in both
tropical and temperate climates. Armies of these colos-
sal amphibians congregate together, and feed on almost
any living thing that they can swallow. They are expert
swimmers, are adept at blending with their surround-
ings, and can leap great distances when threatened.

COMBAT: Giant frogs conceal themselves in deep water,
muck, and deep reeds, waiting for prey to approach the wa-
ter’s edge. When attacking, giant frogs will strike with their
tongues and attempt to pull victims into their huge maws.
In this manner, they can swallow small creatures whole.

CAMOUFLAGE: Giant frogs can conceal themselves
exceptionally well in their normal environment. When
concealed and motionless, they receive a +5 bonus to
hide checks, and +10 to surprise checks. At night, this
ability can be negated by light, for their huge, bulbous
eyes shine brightly in the dark.

SWALLOW: If a giant frog strikes with its tongue, it inflicts
1d4 points of bludgeoning damage. The target must suc-
ceed at a strength save, or the tongue wraps around the
victim’s waist or one of the victim’s limbs. If the creature is
small in size, the frog will instantly pull it into its maw and
swallow it. Giant frogs can only swallow small creatures,
such as dogs, cats, and birds, though extremely short (un-
der 3’ tall) humans can be targeted, and giant frogs have
been known to feed upon children. If a giant frog success-
fully swallows a creature over 3 feet tall, it takes 2 full
rounds for it to choke the creature down. During this time
it is very vulnerable to attack. Its movement is halved, and
its armor class is reduced to 10. Any creature swallowed




by a giant frog suffers 2d8 points of damage per round. A
creature trapped inside a giant frog’s gullet may attack only
with a dagger that was readied in hand; if such attacks do
total damage equal to at least half the hit points of the giant
frog, the frog dies, and the victim is freed.

GHAST

NO. ENCOUNTERED: 1-6

SIZE: Medium

HD: 4d8 (18 hp)

MOVE: 30 ft.

AC: 17

ATTACKS: 2 Claw (1d4), Bite (1d8)
SPECIAL: Stench, Paralysis, Ghoul Fever, Darkvision
60 ft., Vulnerability: Cold Iron
SANITY: 1d6/1d8

SAVES: P

INT: High

ALIGNMENT: Chaotic Evil

TYPE: Undead (Extraordinary)

XP: 150+4 (222)

Reeking of decay and rotting thoroughly, these creatures
appear as ghouls. Like ghouls, they haunt desecrated
holy sites, unconsecrated burial grounds, battlefields,
and similar desolate and evil areas. Any place where
great suffering or loss has occurred, but has not been
mended through divine power, is subject to infestation
by ghasts. Unlike ghouls, ghasts are exceptionally intel-
ligent creatures. Their cunning makes them quite useful
as eternal minions in the service of powerful evil forces.

COMBAT: Ghasts always attack in ravenous small
packs. They are always watching and waiting, lurking
in the shadows of their haunts on the look out for liv-
ing creatures. Ghasts rarely leave the confines of their
haunts, fearing wide open spaces, light and the un-
known. The ghasts fall upon any poor unfortunate that
is unlucky enough to enter a ghast’s haunt. The victim
is torn to shreds, devoured and their remains left to rot.

STENCH: Any creature within 30 feet (farther if there is a
strong wind) of a ghast is assaulted by the scent of rotting
flesh. This nauseating stench causes the unfortunate vic-
tim to retch continuously, reducing their effectiveness. If
they fail a constitution save, they suffer 1d4 points of sub-
dual damage from initial contact, and suffer a -2 penalty
on all attack rolls. This penalty persists until two rounds
after the victim is no longer able to smell the stench.

PARALYSIS: Any creature struck by a ghast must
make succeed at a strength save or be paralyzed. This
paralysis lasts 1d4+1 turns.

Ghoul Fever: If a creature dies from wounds sustained
by a ghast’s claw and bite damage, and is not eaten by
the foul creature, it will rise again as a ghoul or ghast
in 2d4-1 days unless the corpse is blessed before inter-
ment. The victim will rise as a ghoul if it has less than 4
levels or hit dice, and as a ghast if it has a 4 or more lev-
els or hit dice. The new undead is controlled and gener-
ally mindless, though there is a 1 in 20 chance that the
victim retains much of its memory, intelligence, and 30
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to 80% of its experience and levels. If so, the mentally
acute ghoul or ghast may resist the control of its creator
by making a charisma save (CL 8). Failure indicates it is
controlled until the death of its creator.

GHOST

NO. ENCOUNTERED: 1
SIZE: Medium

HD: 10d8 (25 hp)

MOVE: 30 ft.

AC: 20

ATTACKS: Slam

SPECIAL: Touch of Death, Frightful Moan, Telekinesis,
Incorporeal

SANITY: 0/1d4

SAVES: M

INT: Average

ALIGNMENT: Any

TYPE: Undead (Extraordinary)
XP: 1750+10 (2000)

Ghosts are the restless undead spirits of the tragically
or evil deceased. Generally, in life, these people com-
mitted some crime or act (or series of acts) that doomed
them to forever walk the earth, never finding rest. Many
were cruel, vindictive, and visited needless suffering
upon others. Others were so consumed with anger,
sorrow, or other emotions at the moment of death that
their spirits were forced to remain bound to the physical
world in perpetual torment. Ghosts are as good or evil
as they were in life, and they stalk the forgotten places
of world hoping for some form of release.

COMBAT: Ghosts are morbid, morose spirits. Sadistic
and malevolent, most take great pleasure in cruelty and in
the suffering of others. They enter combat often and with
grave determination. Ghosts long for a final death. They
will taunt, antagonize, and otherwise force combat upon
any creature they think may be able to grant this boon.

TOUCH OF DEATH: A ghost’s touch drains the life
energy of the victim, whether through pure fear or by
sucking in the victim’s psychic force into its insatiable
ectoplasmic gullet. This touch literally takes years off of
the victim’s life. Victims age 1d4 decades.

INCORPOREAL: Ghosts exist only partially within the
mortal realms, most of their essence resides in the ethe-
real. A creature on the mortal realms cannot attack a
ghost except with magic, mentalism, or weapons forged
of cold iron, though a creature in the ethereal can at-
tack the ghost’s manifestation there with normal weap-
ons.

FRIGHTFUL MOAN: Ghosts can wail their eternal griev-
ances, evoking the darkest and most morose sentiments.
This horrific moan causes a cacophonic noise that un-
settles the mind. Any creature hearing this noise must
succeed at a wisdom save, or suffer the effects of fear, as
the spell. A successful save grants that individual immu-
nity to that particular ghost’s moan for 24 hours.
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TELEKINESIS: Ghosts are able to acutely focus their
rage, allowing them to manipulate the physical realm.
This ability is identical to the telekinesis spell.

GHOUL

NO. ENCOUNTERED: 1-38, 2-24
SIZE: Medium

HD: 2d8 (8 hp)

MOVE: 30 ft.

AC: 14

ATTACKS: 2 Claw (1d3), Bite (1d6)
SPECIAL: Paralysis, Darkvision 60 ft.
SANITY: 1d6/1d8

SAVES: P

INT: None

ALIGNMENT: Chaotic Evil

TYPE: Undead (Common)

XP: 30+2 (46)

Ghouls are rotting undead incarnations of gluttony and
greed. Perpetually hungry, they endlessly stalk the liv-
ing for flesh to devour. They are most often found in
cemeteries or battlefields where 2-24 are encountered.
This is particularly the case where dead have been bur-
ied in unconsecrated ground.

Combat: Ghouls are mindless, and attack with a wild
ferocity akin to that of rabid animals. They are always
hungry, and will often stop in the middle of a battle to
feast upon a fallen foe.

Paralysis: Any living creature that is clawed or bitten
by a ghoul must make a strength save or be paralyzed.
This paralysis lasts 1d4+1 turns, or a remove curse or
remove paralysis spell is cast upon the victim.
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GOLEMS (GENERAL)

Golems are magically constructed creatures. They are cre-
ated by sorcerers and arcanists, who use them to serve as
guardians of holy sites, treasure vaults, or place of simi-
lar importance. Golems are usually mindless, and unless
noted in the text below, they should be treated as such.

Magic is fickle, and the process required to make a
golem is risky. Therefore, every golem can potentially
turn against its creator. Each time that the golem is en-
gaged in combat (once per combat) it must make a men-
tal save against the level of the character controlling
it, and, at -2. If this save is failed, the golem remains
under the character’s control. If the golem succeeds,
the bonds between it and the character are temporarily
severed. The golem then rampages, trying to kill any-
thing living that it encounters. The round following a
successful save, the controlling character can make an
intelligence save at CL 4 (with the golem’s hit dice added
to the challenge base). If this save succeeds, the golem
stops its rampaging, and falls under the character’s
control again. If the character that created the golem is
killed, the golem immediately goes berserk.

If a golem goes berserk, it gains a +2 to all hit rolls.

CLAY GOLEM

NO. ENCOUNTERED: 1-4
SIZE: Large

HD: 9d10 (45 hp)

MOVE: 20 ft.

AC: 22

ATTACKS: Slam (3d10)
SPECIAL: Berserk, Immunity to Magic
SANITY: 1d4/1d6
SAVES: P

INT: None

ALIGNMENT: Neutral
TYPE: Construct

XP: 800+9 (1,205)

A clay golem is a humanoid creation, born through po-
tent magic that forever forms a bridge between the clay
form and the elemental planes. The process for making
clay golems is expensive ($1,200, at least) and complex,
but involves the use of resurrection, animate object,
commune, prayer, and bless, as well as the expenditure
of a great fortune, making these creatures very rare.

When created, a clay golem is directly controlled by the
arcanist that created it.

COMBAT: Clay golems are very powerful foes that are im-
pervious to magic. They are able to inflict grievous wounds
with their two fists, slamming opponents in concert.

IMMUNITY TO MAGIC: Clay golems ignore all spells and
spell effects except as follows: move earth inflicts 3d12
points of damage to a clay golem, and drives it back 36
feet, disintegrate affects the clay golem as the slow spell,
and inflicts 1d12 points of damage (physical save negates),
earthquake, when cast directly at a clay golem, prevents it
from moving and inflicts 5d6 points of damage.




FLESH GOLEM

NO. ENCOUNTERED: 1-4
SIZE: Medium to Large
HD: 7d10 (35 hp)

MOVE: 30 ft.

AC: 18

ATTACKS: 2 Slam (2d8)
SPECIAL: Berserk, Immunity to Magic
SANITY: 1d6/1d8
SAVES: P

INT: Animal to Low
ALIGNMENT: Neutral
TYPE: Construct

XP: 270+7 (515)

Flesh golems are a grotesque collection of stitched body
parts, sewn together to form a macabre humanlike
appearance, and then animated by powerful rituals.
These creatures possess a rudimentary level of intel-
ligence, slightly higher than that of a domesticated ani-
mal. Flesh golems do feel pain, and are aware that they
are alive. If a flesh golem’s master insists on sending it
into situations where it can be injured, they gain a +4
on their saving throws to resist control. If they go ber-
serk, they try to flee the area. Flesh golems are made
by evil arcanists. It takes a great deal of wealth ($1,000
at least) and power to fashion such a creature. At mini-
mum, the following spells are needed: wish, polymorph
any object, geas, protection from normal missiles, and
strength.

IMMUNITY TO MAGIC: A flesh golem is immune to all
spells and spell effects, except as noted here: All spells
that inflict fire or cold damage to any degree act as a
slow spell for 2d6 rounds; spells that inflict electrical
damage will instead heal the golem; the golem will heal
1 hit point per die of damage.

TIRON GOLEM

NO. ENCOUNTERED: 1-4
SIZE: Large

HD: 14d10 (70 hp)

MOVE: 20 ft.

AC: 30

ATTACKS: Slam (4d10)
SPECIAL: Breath Weapon, Berserk, Immunity to Magic
SANITY: 1d6/1d8
SAVES: P

INT: None

ALIGNMENT: Neutral
TYPE: Construct

XP: 8000+14 (8,980)

These powerful and enormous metal humanoids are
typically the bodyguards of very powerful sorcerers, cre-
ated to guard their most precious and secure areas and
items. Iron golems are under the complete command of
their creators, having absolutely no mind of their own.
The process to build an iron golem is expensive ($1,500
at least) and requires the following spell effects: wish,
polymorph any object, geas, and cloudkill. Iron golems
are practically immune to all magic.
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COMBAT: Iron golems engage opponents with steadfast
determination, turning away all but the most powerful
attacks, and ignoring nearly every spell. It can breathe
a devastating attack upon its foes, releasing a small
portion of the cloudkill spell required to construct it.

BREATH WEAPON: Once every 7 rounds, an iron golem
can fill an area 5 ft. by 5 ft. by 5 ft. with a green, poison-
ous vapor. This gas enters the lungs of the victim and
prevents them from functioning. A constitution save is al-
lowed. If failed, the victim immediately falls to the ground,
rendered immobile. On the following round, another save
is allowed; a failure results in the victim losing 12 its cur-
rent hit points. The third round allows another save, and
if failed, results in the victim losing 12 of his remaining hit
points. This process continues until 1 hit point remains.
At that point, a failed save results in death. A successful
save on any round negates the need for saves on subse-
quent rounds. Cure disease, cure poison, heal or similar
spells remove the effects of the breath weapon.

Immunity to Magic: Iron golems are immune to all mag-
ical effects, except as noted here: all electrical effects
slow the iron golem, as per the spell, for 3 rounds; spells
that inflict fire damage will instead heal the golem; the
golem will heal 1 hit point per die of damage.

STONE GOLEM

NO. ENCOUNTERED: 1-4
SIZE: Large

HD: 12d10 (60 hp)

MOVE: 20 ft.

AC: 26

ATTACKS: Slam (3d8)
SPECIAL: Slow, Immunity to Magic
SANITY: 1d4/1d6

SAVES: P

INT: None

ALIGNMENT: Neutral (Neutral)
TYPE: Construct

XP: 2300+12 (3,020)

A stone golem is an enchanted stone humanoid statue,
given a semblance of life through arcane formulae. They
are created as guardians, intended to hold a post for
decades and even centuries at a time. They are always
under the direct and complete control of the sorcerer
that crafted it, through a costly process ($1,300 at least)
requiring at least the following effects: wish, polymorph
any object, geas, and slow. Stone golems follow the last
directive they were given by the controlling sorcerer,
even after that sorcerer dies.

COMBAT: Often motionless, a stone golem waits for its
instructions, guarding its post with eternal vigilance.
If conditions are met based on the golem’s last in-
struction, it may move to attack. For example, a golem
guarding a doorway might be instructed to attack any
that try to open the door, or any white man it sees. If no
white men approach the golem, it will not attack unless
an individual tries to open the door.
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SLOW: Once every 2 rounds, any opponent standing
directly in front of a stone golem absorbs some remnant
of the lingering magic used to construct the beast. The
victim must make a successful strength save or be af-
fected by slow, as the spell.

IMMUNITY TO MAGIC: Stone golems are immune to
spells and spell effects unless otherwise noted here: rock
to mud functions as the slow spell for 2d6 rounds, mud
to rock heals a stone golem of all hit point damage it has
taken, and stone to flesh utterly destroys a stone golem.

GREEN SLIME

NO. ENCOUNTERED: 1-6
SIZE: Variable

HD: 4d8 (18 hp)

MOVE: O ft.

AC: 10

ATTACKS: None
SPECIAL: Devouring Assimilation
SANITY: 0/1d4

SAVES: None

INT: None

ALIGNMENT: Neutral
TYPE: Plant

XP: 120+4 (192)

Green slime is an algae-like growth that feeds on moisture
and any organic or metallic material it comes in contact
with. The foul scum can grow anywhere, including at the
bottom of water pools or wooden furniture or paneling; so
long as there is organic or metallic matter for it to feed upon.

The slime occasionally grows on the ceilings or support
beams in a mine or cave complex and any vibrations
upon its perch will shake globules of the slime free of the
main colony to drop upon any unlucky creatures below.

COMBAT: A green slime does not attack its victims,
only reacts when any creature or substance makes
contact with the slime colony. As it grows and converts
more matter to its slime-like state, it can create major
hazards for any creatures in proximity to their location.

DEVOURING ASSIMILATION: When the slime comes
into contact with living flesh, it adheres to the creature
and convert its substance to more green slime, doing
2d6 points of constitution damage to the victim. Alert
victims can quickly scrape the slime away to avoid this
damage, but a successful dexterity check is necessary
to scrape away the filth before it adheres to its body or
gear. In such a case, the scraper will doubtlessly need
to be discarded to avoid further contamination.

Green slime will devour wood and metal as well, but
it consumes such matter at different rates than flesh;
requiring 10 turns to transform 1 inch of wood to slime
and devours metal in 1-2 melee rounds (if enchanted
armor is attacked by the slime, an additional round
per magical plus is necessary before the sludge eats
through the armor). It does no damage to stone or ce-
ramic materials. It can be destroyed/cured by the use
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of a remove disease spell, freezing the slime or burning
it. No other attacks (including weapons and magic ef-
fects not specified above) will harm the slime.

HUMAN

(GENERIC, THUG, OR CULTIST)

NO. ENCOUNTERED: 1-1,000+
SIZE: Medium

HD: Variable, or 1d6 (4 hp)
MOVE: 30 ft.

AC: 13

ATTACKS: by weapon or firearms
SPECIAL: Spells, Tracking,
Survival, Climb, Hide, Move Silently
SANITY: None

SAVES: P or M (Choose one)

INT: Average

ALIGNMENT: Chaotic Neutral
XP: 7+1 (11) or by HD.

These statistics represent a general representation of
human adversaries and cover everything from pygmy
jungle-dwellers to Australian aborigines to Bedouin war-
riors or generic street thugs. Any so-called “mook” the
characters encounter could be represented by this entry.

COMBAT: Humans attack by weapons, generally in
modernized societies using firearms or knives and small
swords dealing 1d6 damage, or using bows or spears
(also dealing 1d6) possibly tipped with paralytic poison
in primitive societies.

CLASS ABILITIES: Most mooks possess one or more of
the following class abilities: Tracking (generic; see Book
4), Survival (Raider), Climb (Hooligan), Hide (Hooligan),
Move Silently (Hooligan). For purposes of using these
abilities, treat physical attributes as Prime and the num-
ber of hit dice the mook has as its level equivalency.

SPELLS: Shamans or cultists may have some spellcast-
ing ability as a Wisdom or Charisma-based arcanist.

SPECIAL: Mooks can be made tougher simply by add-
ing extra hit dice, increasing base XP value to double the
previous level, rounded to the nearest five, plus the num-
ber of hit dice per hit point. Thus, a 2 HD mook is worth
15+2, a 3 HD mook is worth 30+3, a 4 HD mook 60+4, etc.

LION

NO. ENCOUNTERED: 1-12
SIZE: Large

HD: 4d8 (16 hp)

MOVE: 40 ft.

AC: 15

ATTACKS: 2 Claw (1d4), Bite (1d10)
SPECIAL: Rake, Twilight Vision
SANITY: None

SAVES: P

INT: Animal

ALIGNMENT: Neutral

XP: 60+4 (124)




Lions are large cats that inhabit scrub lands and savan-
nah. They travel in prides of up to 12 members, consist-
ing of one male, 6-7 females, and 3-4 cubs. Lionesses
always do the hunting for the pride, and work together
in groups. The male lion defends the pride from inter-
lopers and other predators.

COMBAT: Lionesses fight as a group, while males fight
singularly, but they use the same tactics. When pos-
sible, they will leap upon an opponent, attempting to
clamp their powerful jaws around the throat or head.
The powerful bite will maul and suffocate the victim,
while their forelegs and hind legs rake the victim.

RAKE: If a lion successfully bites, it can make two rake
attacks with its hind legs. These attacks have an ad-
ditional +3 bonus to hit, and inflict 1d4+2 hit points of
damage each.

Mountain lions, or cougars, are slightly smaller than
the savannah lion. They hunt singularly or in small
groups. They have 4d8 hit dice (16 hp), an armor class
of 14, and attack with 2 claws (1d4+1), and a bite (1d8).
They have the rake ability as well. In addition, a moun-
tain lion can suddenly leap upon a foe during the first
round of combat. This pounce is a normal claw or bite
attack. If the attack is successful, the mountain lion
can immediately make an extra attack of the same type.

LIZARD, GIANT

NO. ENCOUNTERED: 1, 2-12

SIZE: Large

HD: 4d8 (16 hp)

MOVE: 30 ft., 30 ft. (climb)

AC: 16

ATTACKS: Bite (2d6)

SPECIAL: Twilight Vision, Poison (only certain species)
SANITY: 0/1d4

SAVES: P

INT: Animal

ALIGNMENT: Neutral

XP: 40+4 (104) or 80+4 (144) with poison

Giant lizards are found in tropical or desert climes. They
are very large, averaging 24 ft in length, and are capable
of moving very quickly on their powerful legs. They may be
responsible for the ancient legends of dragons, and can be
dangerous foes in their own right. Though they are soli-
tary hunters, some varieties of giant lizards will travel in
packs, hunting and eating together. Giant lizards can be
captured, tamed, and trained, and unconfirmed reports
from the Dark Continent exist of jungle-dwelling pygmy
tribes using these beasts as riding animals.

COMBAT: Giant lizards will lie still for many long hours
waiting for prey to come within striking distance. When
prey approaches, a giant lizard will launch from its hiding
place and attack the smallest member of a group. If suc-
cessful in slaying their quarry, a giant lizard will not remain
in the area to fight. It will flee, carrying its meal with it.

POISON: Not all giant lizards have this ability, but
many monitor lizards such as the komodo dragon inject
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a kind of poison with their bite (actually, it’s just a mul-
titude of volatile and fast-acting bacteria). On a suc-
cessful constitution save, this poison inflicts 3d6 dam-
age to the victim and causes paralysis for 1d2 days. On
a failed save unless treated with powerful antiseptics
and anti-venom, within 1d4 hours the limb will become
irrevocably septic and require amputation to avoid the
poison spreading further; the victim will die in 1 day
unless the bite is treated and/or the limb amputated.

LYCANTHROPE, WEREWOLF

NO. ENCOUNTERED: 3-18

SIZE: Medium

HD: 4d8 (16 hp)

MOVE: 30 ft., 50 ft. (as wolf)

AC: 16

ATTACKS: Bite (2d4)

SPECIAL: Curse of Lycanthropy, Wolf Empathy, Trip,
Alternate Form, Twilight Vision, Protect

SANITY: 1d6/1d8

SAVES: P

INT: Average

ALIGNMENT: Varies as human, chaotic evil in wolf
form

TYPE: Humanoid

XP: 120+4 (184)

Werewolves are thoroughly tainted by evil, and in ani-
mal form, they are among the most wicked of creatures.
Their animal form are massive, far larger than a typical
wolf. They dwell in dark forests and prowl only at night.
Werewolves are very protective of their domains, and of
each other, rallying to any howl of distress. These crea-
tures always hunt in packs of 3 to 18.

COMBAT: Werewolves are cunning hunters. They will
utilize pack tactics and harassing techniques before
closing in for a kill. They are cunning, and very danger-
ous, but will flee in the face of capable opposition.

TRIP: A werewolf can attempt to drag an opponent to
the ground when it makes a successful bite. The op-
ponent is allowed a dexterity save to resist being pulled
to the ground. Opponents pulled down in this manner
automatically act last in the next round.

CURSE OF LYCANTHROPY: The wounds inflicted by a
lycanthrope are infected with a magical pathogen that will
eventually cause the victim to be transformed into a lycan-
thrope. The form assumed will be the same as the lycan-
thrope that inflicted the wound. At the end of any combat
encounter with a lycanthrope, human combatants that
were damaged by the beast must make constitution saves
at a penalty equal to 122 the amount of damage that the
beast inflicted. This penalty is assigned on an individual
basis — a character that suffers more damage from a lycan-
thrope has a larger penalty. If this save is failed, the victim
will become a lycanthrope in 28 days. Over that period, the
victim will notice changes in mentality, strange traces of fur
in his bedroll, an appetite for raw meat, or other symptoms.
If a cure disease spell is applied before the 28th day, the
lycanthropy is prevented. After the 28th day, nothing can
reverse the disease short of a wish.
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ALTERNATE FORM: A werewolf’s normal form is that
of a human being. The lycanthrope can choose to as-
sume wolf form once per day, and every 28 days, dur-
ing the three days of the full moon, the lycanthrope is
forced to change into wolf form at night. It retains the
following abilities in human form: alternate form and
twilight vision. Werewolves are immune to polymorph
attacks or effects unless they wish to be affected.

PROTECT: A werewolf that sees another werewolf taking
damage becomes incensed and protective. This instinct
provides the werewolf with a +2 bonus on all attack and
damage rolls. This bonus only applies if at least 2 were-
wolves are in combat, and one sees another suffer damage.

WOLF EMPATHY: Wolves empathize and enjoy the com-
pany of werewolves. Werewolves can telepathically commu-
nicate with any wolf within 1 mile. In addition, the werewolf
can summon 1d6 wolf to its location if the wolf are within 1
mile. The wolves will begin to arrive 2d6 turns later.

LYCANTHROPY

Lycanthropy is a supernatural disease that afflicts only hu-
mankind. It is the cause and creator of were-beasts, trans-
forming its unwilling victims between human and animal
forms. There are many classifications of lycanthropes, but
the most commonly encountered are the dreaded were-
wolves. Though these creatures can be of any alignment
while in human form, they are very aggressive in animal
form, assuming a different consciousness of sorts. It is not
unusual for a lycanthrope to be unable to distinguish be-
tween friend and enemy when in animal form.

Lycanthropes are very susceptible to silver weapons,
taking double damage whenever they are hit by any
weapon made of silver. Weapons that are specially coat-
ed with a layer of silver affect lycanthropes as well — this
vulnerability is not to solid silver alone.
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HUMAN FORM: A lycanthrope in its human form
should be created as an NPC. They are able to be any
class, level or alignment. Lycanthropes retain individu-
al powers in human form, as listed. Player characters
who contract Lycanthropy can still be played, though
they will lose control of their character, becoming an
evil NPC in the hands of the Game Master whenever the
transformation into lycanthropic form is upon them.

MUMMY

Lesser Greater
NO. ENC: 1-4 1
SIZE: Medium Medium
HD: 7d12 (42 hp) 8d12 (48 hp)
MOVE: 20 ft. 30 ft.
AC: 20 21
ATTACKS: Slam (1d12) Slam (1d12) or by
weapon
Despair, Mummy  Despair, Mummy
Rot, Darkvision Rot, Darkvision
SPECIAL: 60 ft., Fire Vul- 60 ft., Fire Vulner-
nerability, Subject ability, Subject to
to Raising Raising, Magic
SANITY: 1d6/1d8 1d8/1d10
SAVES: P P, M
INT: Low High
ALIGN: Lawful Evil Any Evil
TYPE: Undead Undead
XP: 720+7 (1,014) 825+8 (1,209)

A mummy is an undead creature usually wrapped in divine
bandages and urged to existence through prayer and cere-
mony. Mummies are bound to their tombs and are encoun-
tered in their vicinity, which is most commonly the deserts
of Egypt, though mummies have been encountered in Cen-
tral and South America and in arctic, desert, and jungle
climes the world over, where conditions are right for pres-
ervation of the body. Any creature that defiles or loots the
tomb of a mummy is doomed to face the mummy’s wrath.
Their connection with the artifacts of life and the resting
places of the dead are tremendous, and they punish grave
looters with unmediated violence. The process required to
create a mummy gives the creature powerful protections
against physical damage. However, the most terrifying as-
pect of a mummy is not its ability to withstand damage or
doggedly pursue its quarry, but its lingering effects upon
those that managed to escape. The touch of a mummy in-
stills a disease that causes a victim’s body to slowly wilting
and rotting away into a useless mass of pulpy flesh. These
creatures are often created in pairs, but the most unholy
sanctums can be guarded by up to eight.

COMBAT: Mummies enter combat without fear. Mum-
mies of the lesser variety do not take prisoners, and do
not bargain or communicate. They batter their foes until
victorious, or the mummies themselves are destroyed.
Greater mummies, on the other hand, are masterful tac-
ticians, plotters and schemers and may employ all man-
ner of tricks, traps, and henchmen in the furthering of
their plans and schemes. Sleep and charm spells, as
well as poison and paralysis, have no affect on mummies.
They can only be hit and damaged by magical weapons.




DESPAIR: The mere sight of a mummy causes an op-
ponent to become unnerved, shaken and repulsed. This
affect is identical to the spell fear. In addition, an ad-
ditional wisdom save is required by all opponents. If
the save fails, that victim is paralyzed by the mummy’s
presence, and remains so for 1d4 rounds. Humans gain
a +2 bonus to resist this effect. There is safety and secu-
rity in numbers, however. All individuals in a group will
gain a +1 bonus if group members outnumber mum-
mies present by at least 6 to 1. This bonus is cumula-
tive to the bonus given to humans. For example, if two
mummies are present, 12 group members are required
to gain a +1 bonus, giving humans a total of +3.

MUMMY ROT: A victim stricken by this horrible afflic-
tion contracts a dreadful disease that resists natural
methods of healing. Only the spell cure disease can re-
move Mummy Rot. Each time a victim is struck by a
mummy, a successful constitution save is required to
resist the mummy’s scabrous touch. Failure indicates
that the creature has been afflicted with the Rot, and no
further saves are allowed. While afflicted with Mummy
Rot, magical spells and effects that restore hit points do
not function on the victim. Methods of natural healing,
including regeneration, are 10 times slower. In addition,
a victim of Mummy Rot loses two points of charisma
each month, permanently, culminating in the victim’s
death 1d6 months after exposure and contraction.

SUBJECT TO RAISING: A mummy targeted by a raise
dead spell must succeed at a physical save or be re-
stored from undeath. Most will be transformed into a
human of 7th level, but a mummy will typically assume
the race and class it had in life. However, the corruption
of undeath lingers, and these individuals will almost al-
ways retain the lawful evil alignment. Greater Mummies
may make a Wisdom save against raising.

SPELL CASTING: Greater mummies are intelligent,
often the remains of deceased priests or leaders. These
creatures always have the abilities of at least an eighth-
level Arcanist, generally with spells from the Wisdom or
Charisma list. Some may be as high as twentieth level; for
higher level arcanist-mummies, the Game Master should
increase hit points (and experience) proportionally, grant-
ing 6 additional hit points per arcanist level above eighth.

NIGHT-HAUNT

NO. ENCOUNTERED: 1-4

SIZE: Medium

HD: 3d10 (17 hp)

MOVE: 30 ft., 60 ft. (ly)

AC: 14

ATTACKS: 2 claws (1d6) or tail (1d4)
SPECIAL: Poison, Bond, Darkvision 60 ft., Twilight Vision
SANITY: 1d8/1d10

SAVES: M

INT: High

ALIGNMENT: Any (see below)
TYPE: Extraplanar

XP: 60+2 (94)
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A night-haunt resembles a black-skinned, emaciated,
featureless human with long, clawed hands, a barbed
tail and membranous, bat-like wings. They are intel-
ligent and devious servitors of the alien Old Gods in
the Deeper Dark. It is said that they live in the land
of dreams where they guard the nightmares of human-
kind. When summoned to this world, they seek to in-
flict as much pain as possible by sending victims into
paralyzed slumber where they will encounter the dark-
est corners of their worst fears.

COMBAT: A night-haunt always prefers to attack with its
stinger first, to send victims to their poisoned sleep. Failing
this, the creature will attack with claws until it can escape.

POISON: An opponent struck by a night-haunt’s tail
must succeed at a constitution save to avoid falling into
a comatose slumber. This poison is a powerful sedative,
and upon a failed saving throw, a victim is rendered
unconscious and immobile for 6d6 minutes while being
wracked with horrible nightmares. These nightmares
are such that if using the Sanity rules a victim suffers
an additional 1d3/1d4 Sanity loss from the horrors he
or she endures. If not using the Sanity rules, the victim
must make a successful wisdom save or suffer the loss
of 1d3 points of wisdom, permanently. This act is col-
loquially referred to by those in the know as “tickling”
the victim into submission.

OOZE

The various species of ooze are found primarily in dank,
dark, subterranean environments. They move very
slowly, but have a voracious appetite, and seek to de-
vour everything in their paths. All oozes have the follow-
ing two abilities in common:

SLAM/ACID: Oozes secrete a digestive acid that dis-
solves any material except stone and magic items. Any
constriction attack from an ooze drenches the victim
with acid. The victim’s armor and clothing dissolve and
become useless during the first round. Heavy armor re-
quires 2 rounds to dissolve. Once the skin is exposed,
the acid damage begins to take effect. Magical equip-
ment is not destroyed, but the acid soaks through or
flows around it, and will damage the victim on the third
round of constriction.

CONSTRICT: Oozes will attempt to flow over their vic-
tims to digest them. A dexterity save is allowed, and if
successful, negates the attack. If the save is failed, the
ooze engulfs a part of the victim and immediately begins
secreting acid. Each round, a new save is allowed to
escape. It takes 4 rounds for an ooze to completely en-
gulf a man-sized creature. When this occurs, the victim
suffers double damage from the acid and can suffocate.

OOZE (BLACK PUDDING)

NO. ENCOUNTERED: 1-2
SIZE: Huge

HD: 10410 (55 hp)

MOVE: 10 ft.
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AC: 3

ATTACKS: Acid (3d6)

SPECIAL: Acid, Constrict, Split, Immunity (full): Cold
and Electricity

SANITY: 1d8/1d10

SAVES: P

INT: None

ALIGNMENT: Neutral

TYPE: Ooze

XP: 1500+10 (2050)

A black pudding is an amorphous blob of oily-looking
goo made of caustic acids, scouring the underworld, de-
vouring refuse and slime. They are not sentient crea-
tures, and never actively pursue other creatures bent
on killing them. However they consume anything that
comes within their grasp, living or not.

COMBAT: Black puddings, like most oozes, will simply
try to engulf and digest their prey with a mindless deter-
mination. However, they are quick compared to other ooz-
es, and this can startle those who are attacked by them.

SPLIT: If attacked by edged weapons, black puddings
immediately split in two. Their armor class remains the
same, but the hit points are divided equally between
the two halves. The acid damage of these smaller black
puddings is halved as well.

OOZE (GRAY OOZE)

NO. ENCOUNTERED: 1-3
SIZE: Medium

HD: 3d10 (17 hp)

MOVE: 10 ft.

AC: 5

ATTACKS: Acid (1d8)
SPECIAL: Acid, Constrict, Transparent
SANITY: 1d4/1d6
SAVES: P

INT: None

ALIGNMENT: Neutral
TYPE: Ooze

XP: 50+3 (101)

Gray oozes are a heavy masses of single-celled organisms
found only in remote subterranean places, where they lay
in wait for a hapless creature to wander past. Like other
oozes, they are highly acidic. They are often found in small
groups of up to 3 oozes. Gray oozes, through their light
grey color and inherent abilities, are very difficult to see
underground or against worked stone. They often partially
engulf their prey before the victims can react.

COMBAT: Gray oozes lay in wait, blending in with
floors, stairways, lurking in shallow puddles in caverns,
and in other areas where victims are likely to wander
through. A gray ooze will attack anything that comes
within its reach, to surprise and stun it. It will then
move to engulf the victim and devour it.

TRANSPARENT: Gray oozes are difficult to see, even in
well lit, clear conditions, as they are translucent, and their
gray color acts as effective subterranean camouflage. A
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gray ooze that lies still cannot be seen by any creature
more than 5 feet distant. If a victim approaches within 5
feet of a gray ooze, it is allowed a wisdom or mental save,
at a -6 penalty, to notice the creature before it strikes.

OOZE (OCHRE JELLY)

NO. ENCOUNTERED: 1-2
SIZE: Large

HD: 6410 (33 hp)

MOVE: 10 ft., 10 ft. (climb)
AC: 14

ATTACKS: Acid (2d4)
SPECIAL: Acid, Constrict, Split
SANITY: 1d6/1d8
SAVES: P

INT: None

ALIGNMENT: Neutral
TYPE: Ooze

XP: 300+6 (498)

Ochre jellies are, in essence, gigantic amoebas with in-
satiable appetites. They lurk in the caverns and tunnels
of dark subterranean expanses, seeking to devour any
creature encountered to perpetuate their existence.

COMBAT: These creatures often surprise prey by falling
from a high wall, above a doorway, or from a shadowed
ceiling, engulfing and devouring victims as quickly as
possible.

SPLIT: Electrical and slashing attacks deal no damage to
an ochre jelly. Instead, the creature splits into two identi-
cal blobs. Their armor class remains the same, but the
hit points are divided equally between the two halves. The
acid damage of these smaller ochre jelly is halved as well.
No other abilities are lost in splitting, and the smaller jel-
lies can split further if they have more than 1 hit point.

PEOPLE OF THE WORM

NO. ENCOUNTERED: 1-6 (or up to 250)

SIZE: Medium

HD: 10d6 (35 hp)

MOVE: 30 ft.

AC: 15

ATTACKS: By weapon

SPECIAL: Alternate Form, Darkvision 60’, Hive Mind,
Infection, Mentalism, Regenerate 4, Twilight Vision
SANITY: 1d8/1d10 (if seen in true form only)
SAVES: M

INT: Genius

ALIGNMENT: Neutral Evil

TYPE: Extraplanar

XP: 2400+10 (2750)

People of the worm are a vile alien species made up of tiny
creatures who possess genius-level intellect and share a
hive-mind. In their natural form they appear as maggots,
albeit with a circular proboscis surrounded by tiny barbs
at their front end. If caught in this form, people of the
worm have a mere 1 hit point and can be killed simply
by stepping on them. Unfortunately, it is rare that peo-




ple of the worm are ever found singularly. Rather, they
travel in packs of thousands whenever they arrive in a
new place. Their M.O. is to send out scouting parties of
1-4 worms, who are generally small enough to avoid de-
tection. These scouting parties will find slumbering hosts,
and make their way into the victims’ bodies through the
ear or nose. When the worm reaches the brain, it begins
to feed, engaging in parthenogenic reproduction as it does
so; its spawn also feed and reproduce themselves. When
the brain is consumed, the worms move on to other parts
of the body, until eventually the entire host is consumed
by the worms, which take on the form and function of
whatever body part they have eaten—thus, brain worms
adapt the form of the victim’s brain, while bone worms ap-
pear as bones, and so forth. The process is fast, requiring
less than eight hours to complete.

When the victim has been completely replaced by the
worms, it rises possessing all of its former memories
and knowledge, but having only the most rudimentary
emotions and largely existing in a state of blank emo-
tion. Only when driven to what humans would consider
extremes of emotion does it exhibit any emotion at all.
In addition, its alien morality kicks in, and it exhibits a
failure to understand human morals and values.

When killed, the creature explodes into thousands of
worms, revealing its true form. Of these worms, the
several hundred that formed the brain may still survive
and move away to seek other victims; the rest will die
without their link to the brain stem.

So far the creatures’ true agenda is not known, but they
have mounted several small-scale invasion efforts against
rural towns and villages, including experimentation on
humans that has gone so far as to grafting strange bio-
technology composed of worms onto human hosts, and it
is not unreasonable to suspect these efforts are a testing
ground for a larger-scale invasion. It is known, however,
that the People of the Worm worship deities of the Deeper
Dark, and are violent enemies with the grays.

COMBAT: People of the worm fight much as humans
do, using fists, feet, or whatever weapons are available
at the time. Their major advantages are their ability to
infect others, their hive mind, and their psychic powers.

HIVE MIND: People of the worm have a true hive mind
and are always in contact with the rest of their species.
They can send out a telepathic call for help, drawing all
people of the worm within 250 yards to their position.
They also gain +3 to all mental saves as a result (in ad-
dition to their normal Prime bonus and hit dice).

INFECTION: People of the worm can detach individual
members of their species without harm and use these to
infect others. Only brain worms can be used in this fash-
ion. The worm-person will spit the worms from his or her
mouth, requiring a successful roll to hit in melee combat.
If the attack is successful, a worm crawls up the poten-
tial new host’s nose, requiring a constitution save. If the
save is successful, the victim’s body kills and expels the
worm with no further ill effects. If the save fails, the victim
is wracked by exhaustion and must make a save every
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turn, suffering a cumulative -1 penalty on each save, or
fall asleep and be consumed. The only way to save an
infected person is brain surgery performed within 2 hours
of being infected and provided the victim has not yet fallen
asleep. Sedating a victim will also delay the effects, as the
worms are not immune to sedatives and can only work in
naturally sleeping victims.

MENTALISM: People of the worm have the abilities of
a Sth-level Mentalist, focusing mainly on telepathy, em-
pathy, and clairvoyance-type powers.

REGENERATE: People of the worm regenerate 4 hit
points per round until killed.

RAT, GIANT

NO. ENCOUNTERED: 1-10
SIZE: Medium (4’ long)

HD: 1d8 (4 hp)

MOVE: 30 ft., 15 ft. (climb)
AC: 14

ATTACKS: Bite (1d4)
SPECIAL: Disease, Twilight Vision
SANITY: 0/1d4

SAVES: P

INT: Animal

ALIGNMENT: Neutral
TYPE: Animal

XP: 1+1 (5)

Rats are highly resilient rodents that are found in every cli-
mate and every terrain. They shy away from light, but be-
come very bold in the dark. They don'’t generally attack other
healthy creatures, but will feed on almost anything that is
wounded and unable to defend itself. The common variety,
possessing 1 hp and biting for 1d3 damage, are encountered
in groups of up to 100; a small percentage (about 10%) will
be carriers of a disease. The giant variety is far more danger-
ous, with 40% carrying a disease; fortunately, giant rats are
exceptionally rare. Occasionally a pack of giant rats, up to
ten in number, may be encountered.

COMBAT: Rats are skittish and avoid combat at all
costs, fleeing whenever disturbed. They may try to bite
and eventually eat anyone that is wounded and vulner-
able. Large swarms of rats become emboldened, and
may even attack partially wounded people.

DISEASE: 40% of giant rats are disease carriers. Eve-
ry disease has a strength vector, which is expressed as
a penalty to saving throws against the illness. Thus, a
strength 5 disease will impart a -5 penalty to constitution
saves against it. The exact effects of any disease are up to
the individual game master, but generally they include an
incubation period (usually 1d4 hours or 1d4 days) during
which no symptoms are manifest. This period is followed
by the actual effects of the disease, which could be any-
thing from fever, nausea and shakes for the duration (1d6
days to 1d6 weeks, dependent upon the disease) to attrib-
ute damage over the course. If a disease inflicts attribute
damage, be it daily or weekly, and this damage causes an
attribute score to reach 0, the victim dies of the illness.
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SHADOW

NO. ENCOUNTERED: 1-4

SIZE: Medium

HD: 3d12 (18 hp)

MOVE: 30 ft., 40 ft. (fly)

AC: 13

ATTACKS: Incorporeal Touch (1d4)

SPECIAL: Create Spawn, Strength Damage, Darkvision
60 ft., Incorporeal, Blend, Sunlight Vulnerability
SANITY: 1d8/1d10

SAVES: M

INT: Low

ALIGNMENT: Chaotic Evil

TYPE: Undead

XP: 80+3 (104)

Shadows are incorporeal undead creatures. They appear
as wisps of black, vaguely humanoid in shape. They are
either doomed souls who, in life, perpetrated great evil
against innocents, or they are thralls, created and bound
to darkness by another shadow. Shadows are maddened,
and their corruption has made them altogether evil. They
are often solitary, lurking among ancient ruins or in deep
subterranean passageways. On occasion, from 1-4 shad-
ows may be encountered haunting the same area. They
have an overwhelming hatred for all living things and
seek to bring them death and corruption.

COMBAT: Shadows will use their lack of solidity to
their advantage. They will walk through walls, crawl up
through floors, and attack from the shadows that give
them their name. They are incorporeal, and all physi-
cal attacks do half damage unless delivered by spell or
magical weapon.

STRENGTH DRAIN: The touch of a shadow is drain-
ing, as the victim feels the agonizing shock of death.
A creature so touched suffers the loss of 1 point of
strength; creatures without strength scores suffer a -1
penalty to attack rolls, effectively losing 1 hit dice (the
creature’s hit points and saves remain the same, as do
all other hit dice-dependent abilities.) If the victim sur-
vives the encounter, lost strength returns at the rate of
1 point every 2d4 turns.

CREATE SPAWN: A creature reduced to O strength by
a shadow’s strength drain attack is slain. The deceased
will rise again as a shadow within 1d4 rounds, losing all
class abilities, and forever functioning as an ordinary
shadow. A victim rising as a shadow is forever dead,
and cannot be restored to life by any means.

BLEND: In darkness, a shadow is virtually undetect-
able. It is considered invisible, and it can attack without
spoiling this concealment. If several bright light sources
are used, or magical light is cast forth, a shadow can be
seen and combated normally.

Sunlight Vulnerability: If a shadow is exposed to true
sunlight, or any effect creating true sunlight, it is in-
stantly destroyed.
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SHADOW WORM

NO. ENCOUNTERED: 1

SIZE: Large

HD: 15d10 (82 hp)

MOVE: 20 ft., 20 ft. (burrow), 10ft. (swim)
AC: 19

ATTACKS: Bite (2d12), Sting (2d4)
SPECIAL: Swallow Whole, Poison
SANITY: 1d12/1d20

SAVES: P

INT: Animal

ALIGNMENT: Neutral

TYPE: Magical Beast

XP: 5700+15 (6930)

There are few subterranean denizens as feared and re-
viled as shadow worms, and few that encounter one
live through the experience. Voracious carnivores, they
are incredibly huge, inky black creatures that are cov-
ered in a viscous goo. Their bodies terminate in a huge
maw on one end, and a long, finely pointed stinger on
the other. A shadow worm’s mouth resembles that of a
monstrous leech: it has three jaws that, when closed,
are almost impossible to force open. At the base of the
stinger is a gland that produces a deadly poison.

These creatures dig and live in wide tunnels far under-
ground. They are hated and feared by cave pygmies and
other races that make their homes beneath the earth.
They are solitary creatures, and with reason: their ap-
petites make it impossible for one area to support the
feeding needs of more than one worm.

COMBAT: Shadow worms burrow under their prey to at-
tack by surprise, engulfing and swallowing victims with
one quick motion. It uses its tail stinger to defend from
those who would attack it from behind, as it is unable to
attack with both bite and stinger in the same direction.
The burrowing of a shadow worm often causes localized
earthquakes that grow stronger as the creature approach-
es. This is a telltale sign that an attack is imminent.

SWALLOW WHOLE: When a shadow worm makes a
bite attack, and the roll is a natural 19 or better, the
victim must succeed at a dexterity save at a -10 penalty
to avoid being swallowed whole. Once swallowed, the
victim enters the worm’s crushing, acidic digestive sys-
tem. Each round spent inside the worm causes 1d20 +
10 points of damage, and 10 points of acid damage. A
victim can attempt to cut its way out of the worm by us-
ing a light slashing weapon to deal 30 points of damage
to the creature (armor class 17). If a victim manages to
cut free of the worm, peristalsis and other muscular ac-
tions close the hole, and other swallowed victims must
cut their own way out.

POISON: Any creature struck by the shadow worm’s
stinger suffers 2-24 points of damage. A successful con-
stitution save reduces this damage by half.




SHENTAQ

NO. ENCOUNTERED: 1-6

SIZE: Large

HD: 7d12 (45 hp)

MOVE: 20 ft., 60 ft. (fly)

AC: 18

ATTACKS: 2 Claw (1d4), Bite (2d8) or Sting (1d6)
SPECIAL: Poison, Darkvision 60 ft., Immunity: Sleep
and Paralysis, Twilight Vision

SANITY: 1d10/1d12

SAVES: P

INT: Low

ALIGNMENT: Neutral Evil

TYPE: Dragon

XP: 540+7 (8595)

Shen-T’ags are large, foul smelling, winged reptiles with
oily black scales, the heads of horses, and a few tufts of
greasy feathers scattered over their forms. They have thin
bodies, long arms and legs, very large wings and a lengthy
tail that ends in spike. They have mean tempers and are
always hungry. They do kill to eat, but mainly kill for
sport, eat what they need, and leave the rest to rot. They
are not creatures of this earth, but of the Deeper Dark,
where the Old Ones reside. Sometimes, powerful and evil
sorcerers may summon them to serve as steeds. They
normally gather in small groups of about six individuals.

COMBAT: As befits their lack of intelligence, shen-T’aqs
will attack anything. They sweep over their prey, sting-
ing it with their poisoned tail. Once it is immobilized,
they fall upon it and devour it.

POISON: A victim struck by a shen-T’aq’s sting must
make a successful constitution save or suffer 2d6
points of damage and be paralyzed for 4d6 rounds. A
save halves the damage and negates the paralyzation.

SHOGGOTH

SIZE: Large

HD: 17 (d10)

MOVE: 20 ft. (n/a)

AC: 20

ATTACKS: 12 Tentacles (1d12),
Bite (5d10; special, see below)
SPECIAL: Constrict,

Swallow Whole, Poison,
Darkvision 60 ft., Twilight Vision,
Sanity-Blasting Visage
SANITY: 1d6/1d12

SAVES: P

INT: High

ALIGNMENT: Neutral Evil
TYPE: Magical Beast

XP: 11700+17

A shoggoth is a black, fetid, fleshy mass of tentacles,
eyes, and hundreds of tooth-filled mouths. It is a crea-
ture from Beyond the Pale, existing in the spaces be-
tween worlds, those shadowy realms known to arcanists
as The Deeper Dark. It is only one of a species of similar

BESTIARY

creatures, who can be summoned by evil arcanists to
work their dark will, wreaking havoc and destruction
wherever it appears.

COMBAT: the shoggoth lashes out at anyone and eve-
rything in range, without apparent rhyme or reason. It
will grapple with its tentacles, squeezing and dragging
its poisoned victim towards its gaping, toothy maw,
where it simply eats people alive. The creature is mas-
sive, at least 20 feet in diameter, with writhing tentacles
that reach a further forty feet.

SANITY-BLASTING VISAGE: All who see the creature
must make a Wisdom save or spend a Fate Point to
avoid being knocked unconscious for 1d4 rounds from
the sanity-blasting visage of the thing. GMs should in-
form players who fail their save that they can spend a
Fate Point to avoid this...fate.

CONSTRICT: If a shoggoth strikes with 2 or more ten-
tacles, it wraps them around the victim, and begins to
crush and strangle it. On the following round, the vic-
tim is allowed an attempt to break free with a strength
save. Failure means that the character is constricted
and cannot move, save to attack with a small weapon
(already in hand) at a -4 penalty. Each round that the
victim remains constricted, it automatically suffers 3d4
points of damage. A victim can attempt another save
every round. However, a shoggoth can wrap additional
tentacles around a constricted victim. A shoggoth can
automatically strike a constricted creature with addi-
tional tentacles, inflicting tentacle damage as well as
constricting damage. The victim’s saving throws are
penalized, in these cases, by —1 for each constricting
tentacle beyond the first. A tentacle can be severed by
directly attacking it. Tentacles have 20 hit points and
an armor class of 20. If a shoggoth suffers damage to
more than 3 of its tentacles while holding a victim, it
slams its victim against the ground for 6d6 damage.

BITE: The shoggoth may only bite its victim if it pulls
the victim to its mouth, having snared it with 2 or more
tentacles and begun constriction.

SWALLOW WHOLE: When a shoggoth makes a bite
attack, and the roll is a natural 19 or better, the victim
must succeed at a dexterity save at a -10 penalty to
avoid being swallowed whole. Once swallowed, the vic-
tim enters the worm’s crushing, acidic digestive system.
Each round spent inside the worm causes 1d20 + 10
points of damage, and 10 points of acid damage. A vic-
tim can attempt to cut its way out of the beast by using
a light slashing weapon to deal 30 points of damage to
the creature (armor class 17). If a victim manages to cut
free of the monster, peristalsis and other muscular ac-
tions close the hole, and other swallowed victims must
cut their own way out.

POISON: Any creature struck by the shoggoth’s stinger
suffers 2-24 points of damage. A successful constitu-
tion save reduces this damage by half.

A SIEGE ENGINE GAME FOR THE PULP ERA 187




BOOK FIVE —

SKELETON

NO. ENCOUNTERED: 1-10
SIZE: Medium

HD: 1d12 (7 hp)

MOVE: 30 ft.

AC: 13

ATTACKS: Weapon
SPECIAL: Undead
SANITY: 1d6/1d8
SAVES: P

INT: None

ALIGNMENT: Neutral
TYPE: Undead (Common)
XP: 10+1 (17)

Skeletons are the animated remains of dead creatures.
Their bodies are little more than bone and sinew held
together by vile sorcery. They move with a slow gait,
but sometimes have the strength to wield weapons and
wear armor. Skeletons are mindless, but are aware of
living things and always attack them. They are often
encountered under the command of an evil arcanist.

COMBAT: Skeletons attack silently and with a very
frightening intensity, killing anything living in their
path. Because of their boney nature, any slashing or
piercing weapons do half damage, while blunt weapons
do normal damage.

SNAKE

Constrictor, Giant Venomous

NO. ENC: 1 1
SIZE: Large Small
HD: 6d8 (12 hp) 1d4 (2 hp)
30 ft., 30 ft. (climb), 20 ft., 20 ft. (climb),
MOVE: 30 ft. (swim; ) 20 ft. (swim; )
AC: 15 13
ATTACKS: ggﬁ ggg;’ Bite (poison only)
SPECIAL Constrict Poison
SANITY: None None
SAVES: P P
INT: Animal Animal
ALIGN: Neutral Neutral
TYPE: Animal Animal
XP: 210+6 (282) 9+1 (11)

There are many species of snakes, venomous and non-
venomous. They are found in most warm and temperate
climates, and have adapted to most terrain. They are
shy creatures that generally avoid contact with larger
animals. They will strike if cornered or threatened. Only
the giant constrictor actively hunts man-sized prey.

COMBAT: Snakes usually avoid combat altogether un-
less they feel extremely threatened. Giant constrictors are
exceptions. They will lay in wait, perfectly still, shrouded
in foliage until prey passes underneath them. Then, they
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will drop onto the victim, wrapping their coils around it,
and squeezing it mightily until it dies. Then, the snake
will unhinge its jaw and slowly swallow the victim whole.

POISON: Venomous snakes can deliver a wide variety
of poisons of varying toxicities, effects, and onset times.
These range from the relatively mild bite of the copper
head to the very potent bite of the king cobra. To deter-
mine the potency of the snake bite roll on the table be-
low. Someone bitten by a venomous snake must make
a constitution save. A successful save halves the listed
damage for first round effects and there are no effects in
the following rounds. A failed save on the first round de-
livers the damage indicated below and the character be-
comes ill, suffering a -1 to all physical attribute checks
and a -1 to hit and damage for ten minutes. First round
effects always occur immediately.

Ten turns, or 10 minutes after the initial bite, another
constitution save must be made to avoid the further ef-
fects of the poison. A successful save indicates the poi-
son has been fought off. A failed save causes the onset
of the effects listed below and the character must make
daily saves thereafter until the poison is successfully
fought off or runs its course-or the character dies.

Type First Save Second Save Duration
1-2 1d2 1d2,dogble effects of 1 week
illness
3 1d4 1d4, tr'1ple effects of 1 week
illness
4 1d6 1d6, quadruple ef- — , Loy
fects of illness
S 1d8 1d8, incapacitated 1-4 weeks
6 1d10 Death in 2-8 rounds not long

A failed save indicates that the effects listed continue for
another day. Additionally, the character loses 1 point of
constitution. The same process is followed for each suc-
cessive day until the character successfully saves and
fights off the poison. For every five points of constitution
lost, one point is lost permanently. Should a character’s
constitution ever reach zero, it is dead.

CONSTRICTION: A successful attack by the snake
can lead to a constriction attack. In the round following
the successful attack, the victim must make a strength
save. If this save fails, the victim is constricted by the
snake for either 1d6 or 2d6 (depending on the snake’s
size) points of damage per round. A victim can make
addition strength saves every round to escape constric-
tion, but escape becomes more difficult as the snake
tightens its grip. Strength saves to escape therefore suf-
fer a -2 cumulative penalty for each round after the first
that the victim is constricted.




SNAKE MEN

NO. ENCOUNTERED: 2-8, 20-200
SIZE: Medium

HD: 2d8 (9 hp)

MOVE: 30 ft., 20 ft. (swim)

AC: 15

ATTACKS: 2 Claw (1d2),

Bite (1d8) or by Weapon

SPECIAL: Alter Form, Tremorsense, Spells
SANITY: 1d6/1d8

SAVES: P and M

INT: Average to High
ALIGNMENT: Neutral

TYPE: Humanoid

XP: 15+2 (33)

Snake men are reptilian humanoids of roughly the
same stature as humans. It is impossible to distinguish
gender among these reptilian humanoids, and there is
no difference between males and females in terms of
statistics. They live in warm climates, preferring marsh-
lands and riverbanks in isolated country.

Once a powerful and dominant species, they were many
thousands of years ago driven to near extinction and
have since regressed to a more primitive state. They
form rudimentary settlements far away from human so-
ciety, living in daub-and-wattle huts, or in dens fash-
ioned from fallen logs and other debris, always located
deep within swamps, marshes, or thick forests.

Snake men can be encountered in groups from 10 to
40 in size. Snake men are omnivorous, but they have a
taste for human flesh, and often ambush travelers. In
large communities there is always a serpent chief who
has 6 hit dice and an armor class of 17, as well as a
shaman who has 6-8 hit dice and all the abilities of an
arcanist of level equal to the creature’s hit dice.

COMBAT: Snake men prefer simple weapons; especial-
ly blow guns, stone axes, javelins, spears, and the like.
They will engage enemies with tooth and claw if caught
weaponless. They are not risk-takers in combat, and
will retreat if severely overpowered.

ALTER FORM: Snake men can alter their form to ap-
pear as either normal humans, or large serpents, at
will. They can maintain this form for as long as they
like, even while sleeping. If wounded while in an alter-
nate form, the snake man must make a wisdom save
or be forced to revert to its natural form; otherwise ex-
cept for always remaining cold-blooded with a reptilian
anatomy, they are indistinguishable from human be-
ings when in human form and are utterly indistinguish-
able from common snakes when in snake form.

TREMORSENSE: Snake men can sense vibrations and
displacement in the surrounding land and air, enabling
them to function in absolute darkness or when blind.
It is impossible to surprise a snake man, and they can
sense movement out to 60°.

BESTIARY

SPAWN OF SHUB-NIGGURATH

Shub-Niggurath is the Black Goat of the Woods with a
Thousand Young, a god of the Deeper Dark who is the worst
example of a goddess of life and death. She is said to be a
gigantic, black-skinned, six-breasted hag with the horns of
a ram, who continually spews amorphous, vile abomina-
tions from her blasphemous womb, just as quickly con-
suming them again when they move to suckle at her teats.
Some, however, escape into the world to wreak their own
brand of havoc or are summoned forth by cultists for some
nefarious purpose. A spawn of Shub-Niggurath is a horrid
creature of chaos and nightmare, a dark-hued, amorphous
mass of slime and sludge, composed of either animal or
vegetable matter (and there may exist those representatives
of the species who are composed of both).

Other variations may exist beyond the two listed here; Game
Masters are encouraged to use these as templates when
designing your own sanity-blasting, grotesque, amorphous
horrors with which to terrorize your player characters.

All spawn of Shub-Niggurath have the following shared
characteristics: Amorphous, Resistance to Cold, and
Regeneration

AMORPHOUS: Spawn of Shub-Niggurath can attack
opponents in any direction, and are not vulnerable to
backstabs, as they have no discernable front or back.

RESISTANCE TO COLD: Spawn of Shub-Niggurath suf-
fer no damage on a successful save against cold-based at-
tacks. This saving throw applies even if the attack does not
normally allow one. If the spawn of Shub-Niggurath fails
this save, it suffers only half damage from the attack.

REGENERATION: Spawn of Shub-Niggurath are able
to regenerate 2 hit points per round while they are in
swamps, marshes or any type of muck.

SPAWN OF SHUB-NIGGURATH
(FLESH, LESSER)

NO. ENCOUNTERED: 1-4

SIZE: Medium

HD: 4d8 (9 hp)

MOVE: 10 ft., 20 ft. (swim)

AC: 19

ATTACKS: 6 Bite, Spittle

SPECIAL: Gibbering, Spittle, Blood Drain, Engulf, Amor-
phous, Darkvision 60 ft. Resistant to Cold, Regeneration 2
SANITY: 1d10/1d12

SAVES: P

INT: Inferior

ALIGNMENT: Neutral

TYPE: Aberration

XP: 160+4 (196)

This lesser version of a spawn of Shub-Niggurath is
composed of flesh, muscle, tendons, blood and ichor.
Sometimes fresh, sometimes decayed and rotten, often it
is a combination of both. Eyes and mouths emerge ran-
domly from the fetid ooze, spout their madness or feed
on prey, and sink back into the mess later. They are per-
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petually hungry, and will eat anything organic that it can
reach. The flesh-spawn of Shub-Niggurath survives in
thick, dark forests and subterranean environments, feast-
ing easily on the unwary, as it cannot be spotted easily.

COMBAT: To avoid attention and ambush potential
meals, a flesh-spawn of Shub-Niggurath waits silently,
its eyes and mouths closed. When something approach-
es, they lunge forth suddenly, spitting, biting, and pro-
ducing a bewildering assortment of odd noises.

GIBBERING: Flesh-spawn of Shub-Niggurath can vo-
calize a strange plethora of smacks, grunts, shrieks,
and other noises from its multiple mouths, effectively
acting like a confusion spell. All opponents within hear-
ing distance of a flesh-spawn of Shub-Niggurath must
make a successful wisdom save to avoid suffering from
this effect. A new save is required each round.

SPITTLE: Flesh-spawn of Shub-Niggurath are able to
spew an acidic digestive chemical, spitting it at any op-
ponent up to 30 feet away. If the target is successfully hit
it takes 1d4 points of acidic damage, plus must make a
dexterity save or be struck in the eyes. A victim that fails
the saving throw is blinded by the acid for 1d4 turns.

BLOOD DRAIN: The mouths of a flesh-spawn of Shub-
Niggurath have incredible strength. Whenever an op-
ponent is bitten, the mouth clamps down and holds.
This hold automatically inflicts 1d3 points of damage
from blood drain on each successive round, unless the
hold is broken by a successful strength save (CL 3). If
a victim has more than one mouth attached to it, the
strength save Challenge Level is increased by 1 per
mouth, to a maximum of Challenge Level 15.

ENGULF: If an opponent is struck by 3 or more bite
attacks in the same round, the flesh-spawn of Shub-
Niggurath will attempt to pull that victim to the ground
and flow across it. The victim is allowed a strength save
(CL 6+1 per successful bite above 3) to avoid this ef-
fect. If the save fails, the target falls to the ground, the
flesh-spawn of Shub-Niggurath rolls over it in the same
action, and next round it makes 12 bite attacks against
the helpless opponent, which is held in the equivalent
of a Challenge Level 9 grapple.

SPAWN OF SHUB-NIGGURATH
(Plant, greater)

NO. ENCOUNTERED: 1-4

SIZE: Large

HD: 8d8 (34 hp)

MOVE: 20 ft.

AC: 20

ATTACKS: 2 Slam (2d8)

SPECIAL: Amorphous, Blend, Constrict, Darkvision 60
ft., Electrical Conversion, Twilight Vision, Immune to
Fire (half), Resistance to Cold (see below), Regeneration 2
SANITY: 1d12/1d20

SAVES: P

INT: Low

ALIGNMENT: Neutral

TYPE: Plant

XP: 1080+8 (1352)
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Shub-Niggurath does not only spawn creatures of flesh
and viscera; she is also capable of spewing forth abomi-
nations consisting of plant matter, and often those com-
posed of rotting vegetation are more deadly than their
fleshy brethren. These spawn of Shub-Niggurath are
large humanoid heaps of rotting plant life, possessed of
sentience and incredible strength. Spawn of Shub-Nig-
gurath are often found in dark marshes, swamp lands,
fetid ponds, and other similar wetlands.

These creatures are able to merge with the environment
in which they live. They can flatten themselves, altering
shape so they appear as nothing more than an ordinary
part of the landscape. They often pass themselves off as
just more muck and weeds in the midst of a marshland.

COMBAT: Plant-spawn of Shub-Niggurath often sur-
prise their foes, leaping from their hiding locations to
attack when enemies are right beside them. They are
fearless in combat, and are aware of their power, ad-
vantages, and vulnerabilities. They attack by slamming
their opponents with their massive, trunk-like append-
ages. Spawn of Shub-Niggurath will use discretion to
flee from combat when overmatched, if possible.

BLEND: A plant-spawn of Shub-Niggurath is virtually un-
detectable when lying still in a swamp. In these conditions,
spawn of Shub-Niggurath hide as 15th level hooligans.

CONSTRICT: If a plant-spawn of Shub-Niggurath hits
a single opponent with both slam attacks, that oppo-
nent is grabbed, and pulled to the creature. A success-
ful strength save allows the victim to escape this grasp.
Each round thereafter, a constricted victim suffers 1d8
points of damage, and then another strength save is al-
lowed to attempt escape.

ELECTRICAL CONVERSION: A plant-spawn of Shub-
Niggurath struck by an electrical attack suffers no dam-
age. Instead, it thrives on the energy and grows larger,
gaining 1 hit dice. This increase in hit dice provides ad-
ditional hit points and gives it an additional +1 bonus
on all attacks and saves. It also increases the Challenge
Level of all saves against the spawn of Shub-Niggurath’s
abilities by 1. This effect lasts for 20 rounds.

SPIDER

Small Medium Large
NO. ENC: 2-5/10-20 2-5/1-10 2-5/1-10
SIZE: Small Medium Large
HD: 1d4 (2 hp) 3d8 (12 hp) 5d8 (20 hp)
10 ft., 10 ft. 30 ft., 20 ft. 40 ft., 20 ft.
MOVE: (climb) (climb) (climb)
AC: 14 15 16
ATTACKS: Bite (1d4) Bite (1d6) Bite (1d8)
Poison, Poison, Poison,
SPECIAL Web, Twi- Web, Twi- Web, Twi-
light Vision light Vision light Vision
SANITY: None 0/1d4 1d4/1d6
SAVES: P P P
INT: Animal Animal Animal
ALIGN: Neutral Neutral Neutral
TYPE: Animal Animal Animal
XP: 11+1 (13) 52+3 (88) 240+5 (340)




Giant spiders are aggressive predators found in most
temperate and tropical climates. They can be as small
as a rabbit, or as large as an antelope. On rare occa-
sions they grow to monstrous sizes. There are as many
species of giant spider as there are of their smaller kin
and they are found in a variety of colors.

Giant spiders come in two general types: hunters and
web-spinners. Hunters rove about, while web-spinners
usually attempt to trap prey. Hunting spiders can spin
webs to use as lairs, but cannot use their webs as weap-
ons the way web-spinners can.

POISON: A victim bitten by giant spiders must make
a constitution save to prevent the immediate affects of
the venom taking place. A successful save negates the
affects of a small spider’s poison and halves the listed
damage on medium and large spiders. There are no af-
fects in the following rounds. If the victim fails the first
save, they take damage as indicated below. Further, in
the following round, they must make another save to
lessen the venom’s continued affects. There are no fur-
ther affects after the second round. A successful save
in the second round halves indicated damage with no
other affects occurring. A fail indicates full damage and
the onset of the physical reaction indicated.

Size  First round Second round

sl 142 damage L2 ST T 000
Med 1d6 damage ég‘g iirlil;asge, paralyzation for
Large 1d10 damage égg fliilfsge, paralyzation for

WEB: All types of monstrous spiders often wait in their
webs or in trees, then lower themselves silently on silk
strands and leap onto prey passing beneath. A single
strand is strong enough to support the spider and one
creature four times as large. Web-spinners can throw a
web eight times per day. Webspinners often create sheets
of sticky webbing from 5 to 60 feet square, depending on
the size of the spider. They usually position these sheets
to snare flying creatures but can also try to trap prey on
the ground. A monstrous spider can move across its own
web at its climb speed and can pinpoint the location

of any creature touching its web.

TIGER

NO. ENCOUNTERED: 1-3 ‘
SIZE: Large

HD: 5d8+5 (25 hp)

MOVE: 40 ft.

AC: 14

ATTACKS: 2 Claw (1d4); Bite (1d10)
SPECIAL: Rake, Twilight Vision
SANITY: None

SAVES: P

INT: Animal

ALIGNMENT: Neutral

XP: 180+5 (205)

V-4 /,/57*

BESTIARY

Tigers are great predatory cats that inhabit tropical cli-
mates, particularly favoring mountainous jungles. They
are generally solitary creatures, so if more than one is
encountered, it will be a mating pair, or a mother and
her two cubs. Tigers are the largest of the great cats and
are aggressive hunters.

COMBAT: Tigers stalk their prey using the cover of the
jungle for camouflage. They almost always begin an at-
tack by springing on their prey from concealment, and
biting and raking viciously in an attempt to make a
quick kill. Once it has incapacitated its prey, a tiger will
drag it into the foliage to be devoured.

RAKE: If a tiger successfully bites, it can make two
rake attacks with its hind legs. Each attack gains an
additional +3 bonus to hit and inflicts 1d4+2 damage.

VAMPIRE

NO. ENCOUNTERED: 1

SIZE: Medium

HD: 8d12 (48 hp)

MOVE: 40 ft., 60 ft. (fly), 20 ft. (climb)

AC: 20

ATTACKS: Slam (1d6)

SPECIAL: Blood Drain, Children of the Night, Dominate,
Create Spawn, Energy Drain, Alternate Form, Gaseous
Form, Entourage, Electrical Resistance (half), Spider Climb
SANITY: 1d8/1d10

SAVES: M, P

INT: Average to Genius

ALIGNMENT: Chaotic Evil

TYPE: Undead (Unique)

XP: 1885+8 (2269)

Vampires are legendary undead predators, feared and re-
viled by all. Formerly human, these foul creatures have be-
come completely corrupted, lurking in a state between life
and death, and requiring warm, fresh blood for sustenance.
They prowl at night, through decrepit city streets, seeking
healthy but unsuspecting victims. Unlike other undead,
vampires are not ghastly or decayed in appearance. To
most observers, they appear quite normal, and some are
rather attractive. They often have pale skin that takes on
a less pallid tone after they feed. All vampires must retreat
to the safety of their lairs as the sun rises, as sunlight is
fatal to them. They tend to make abandoned crypts and
tombs their homes. They are vulnerable when resting
during the day, sleeping in coffins and sarcophagi, and
therefore rely on remote, avoided locations in which
to lair. Up to four vampires may share a single loca-
tion. However foreboding their chosen shelter, they
always choose a place that is relatively close to cit-
ies and settlements. This provides them with easy
access to a food supply.

\ Vampires are very intelligent, even those who
were not particularly bright before they were
turned. This helps prevent discovery and al-
lows the hunting ground to be used for a
longer period of time. Vampires are freak-
ishly strong. This innate toughness ena-
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bles them to turn aside mundane weaponry and they are
susceptible only to silver, piercing weapons made entirely
of wood, holy water and artifacts, and garlic.

COMBAT: Vampires are aggressive, but not foolhardy,
when stalking prey. They stalk targets traveling alone,
weak stragglers, drunkards, and other vulnerable targets.
They are not favorably disposed to prolonged combats, as
they realize dangers to them despite their own great pow-
er. To avoid battle, they will try to mentally dominate other
creatures. If that fails, and they are pressed, they will call
their nocturnal allies to aid them in the fight. If a battle
goes poorly for them, they will change shape and flee.

BLOOD DRAIN: If a vampire successfully strikes an op-
ponent with its fists (slam), the target must succeed at a
strength save or be held in the vampire’s grip. If the save
fails, a vampire will use its great strength to bring the vic-
tim to its mouth, where it will bite it and begin to drain it
of blood. This attack automatically inflicts 1d4 points of
damage per round. For each point drained from a victim, a
vampire will heal one hit point. If a vampire is able to drain
a victim of 36 hit points in this way, it is satiated, and will
release its grip. A victim of this bite does not experience
pain; instead, they become euphoric during the process,
and some may become addicted to it. Once a victim is bit-
ten, it will not struggle to escape the vampire’s clutches. A
vampire must use this ability every few weeks, or it will die.

ENERGY DRAIN: Along with the blood drain, living crea-
tures hit by a vampire’s bite attack instantly lose one level
or hit die. Thereafter, for every round that the vampire is
able to continue feeding, the victim loses one level or hit
die until the creature has perished. This loss is perma-
nent unless reversed with a restoration spell or a wish.
Vampires can choose not to drain energy, or to do so more
slowly so as to prolong their feeding on a given subject.

CHILDREN OF THE NIGHT: Vampires are able to sum-
mon other night-time predators, having a special bond
with these creatures. A vampire can summon a swarm
of bats, rats, or 3d6 wolves. They can summon only once
per day, but success is guaranteed. Summoned creatures
will arrive 2d4 rounds after being called by the vampire.
The summoned creatures obey the

a way as to bring the deceased into unlife as a vampire
spawn. This spawn is under the control of the slaying
vampire. This ability is not automatic, but must be con-
sciously used. An affected human loses all abilities, and
gains the statistics of a vampire spawn (see below).

ALTERNATE FORM: Any vampire can assume the form
of a large canine, of any non-magical or natural breed or
species, and remain in that form indefinitely. A vampire
can also assume the form of a large bat, and can remain
in that form indefinitely. A vampire in either form retains
all special qualities, but loses its special attacks. True
seeing and other effects will not reveal a vampire in ei-
ther of these forms, and these forms cannot be dispelled.
However, a vampire Killed in either form will become gas-
eous (see below). Vampires are immune to polymorph at-
tacks unless the vampire wishes to be affected.

GASEOUS FORM: A vampire can assume the form of
a thick cloud, at will, as the spell gaseous form. If a
vampire in any form other than gaseous is reduced to O
hit points, it automatically assumes the gaseous state
and retreats to its lair. There, it will heal and prepare
for another attack.

SPIDER CLIMB: Vampires are endowed with the su-
pernatural ability to adhere to and climb any surface.

VAMPIRE VULNERABILITIES: Vampires retreat from
garlic, reflective surfaces, or holy symbols of good deities.
These objects cause vampires to recoil, and deal 1d4 dam-
age per touch from a holy item or through contact with
garlic. Fear of these items causes a vampire to delay any
attack by 1d4 rounds while it tries to find a way to ma-
neuver around the offending object. When exposed to true
daylight, a vampire is rendered powerless and unable to
move or attack. It will begin to smolder, and after 6 rounds
of exposure, a vampire will burst into flame and burn to
ashes. This permanently destroys the vampire. If a vam-
pire is ever immersed in running water, a vampire’s flesh
is rapidly degraded, killing it permanently in 3 rounds.
Each round of immersion causes the vampire to lose one-
third of its hit points. A stake driven through the heart
of a vampire will kill it as long as the stake remains in

place. If it is removed, the vampire

vampire without reservation, and
remain until killed or released.

DOMINATE: The intense gaze of
a vampire is intoxicating, as over-
whelming feelings of both fear and
lust cross the victim’s mind. A crea-
ture that looks into a vampire’s eyes
must make a charisma save at a -2
penalty. Failure results in the victim
suffering the effects of a permanent
duration charm person spell. How-
ever, a person charmed in this man-
ner will defend the vampire at all
costs, even against former allies.

CREATE SPAWN: If a vampire
chooses, it can drain the blood or
energy of a human victim in such

awakens and functions normally.
To permanently kill a staked vam-
pire, its head must be removed,
its mouth filled with holy wafers,
and then the entire corpse must be
buried in consecrated ground.

ENTOURAGE: A vampire may be
encountered with up to 6 vam-
pire spawn.

SPECIAL: Vampires always have
the abilities of either a socialite or
raider of the same level as the vam-
pire has hit dice. By adding the
abilities of other classes and/or
increasing the creature’s hit dice, a
vampire can become an exception-
ally formidable recurring foe for a
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WIGHT

NO. ENCOUNTERED: 2-16
SIZE: Medium

HD: 4d12 (26)

MOVE: 30 ft.

AC: 15

ATTACKS: Slam (1d6)
SPECIAL: Create Spawn, Energy Drain, Darkvision 60 ft.
SANITY: 1d4/1d6

SAVES: M

INT: Average

ALIGNMENT: Lawful Evil
TYPE: Undead (Extraordinary)
TREASURE: 5

XP: 120+4 (224)

Wights are humanoid undead. They were once human,
but are now cursed to haunt the world, living in seclusion,
for some foul act of greed. They hate all life. Far more than
zombies or ghouls, a wight maintains its body, ragged and
unkempt as it may be. They are pale, death-like, with skin
stretched thin. Their fingers are unnaturally long, capped
by thick nails that serve as claws. They inhabit barrows,
crypts and other places where the dead linger and are

WOLF

BESTIARY

found anywhere and in any clime. They avoid sunlight as
it can kill them. Like vampires (q.v.), they will often live
near settlements and graveyards, but the most dreadful
similarity to vampires is the connection to the negative
material plane, which makes their touch deadly. Up to 16
wights can be encountered at once.

COMBAT: A Wight engages an opponent to maim, hurt,
and cripple. They delight in taking what is not theirs,
and killing to collect more. They despise all living things
and need no provocation. They attack with clawed fin-
gers, draining the life from their victims.

ENERGY DRAIN: Living creatures hit by a wight’s at-
tack lose one level. For each such level lost, the wight
heals five hit points.

CREATE SPAWN: A human victim killed by the wight’s
energy drain can be brought back to unlife, as a wight,
under the control of the slaying wight. The slaying wight
must want to use this ability; it is not automatic. A
creature affected loses all abilities, and gains the statis-
tics of a wight. Spawn created in this way are only half
strength; they have 2 hit dice, instead of 4, and lose the
ability to create spawn, but are otherwise identical.

Normal Wolf Dire Wolf Winter Wolf
NO. ENC: 4-24 2-12 1-6
SIZE: Small-Medium Medium-Large Large
HD: 2d8 4d8 6d8
MOVE: 50 ft. 50 ft. 50 ft.
AC: 13 14 15
ATTACKS: Bite (1d6) Bite (1d8) Bite (1d10)
Breath Weapon, Trip, Freezing
. . o .. Trip, Darkvision 60 ft., Twilight Bite, Darkvision 60 ft., Immuni-
SPECIAL: Trip, Scent, Twilight Vision, Track ;401 “scent, Track ty to Cold (half), Twilight Vision,
Vulnerability to Fire, Scent
SANITY: None 0/1d3 1d4/1d6
SAVES: P P P
INT: Animal Low Low
ALIGN: Neutral Neutral Neutral Evil
TYPE: Animal Magical Beast Magical Beast
XP: 10+2 60+4 280+6
NORMAL WOLF DIRE WOLF

Wolves range in size from small to medium. They are fero-
cious predators and often hunt in packs. They will bring down
any prey they sense is weak or alone. There is always a domi-
nate male and female in wolf packs. At times worgs or winter
wolves lead large packs of wolves. They are found in many
environments. Wolves have a superior sense of smell and can
use it to track prey with a Wisdom check. For purposes of
scent tracking only, treat Wisdom as a Prime attribute.

COMBAT: Wolves always attack in groups. Usually one
or two distract their prey while two or three others bite
its feet and legs, trying to bring it down. If the prey falls
the whole of the pack falls upon it, often feeding before
the prey is wholly dead.

Dire wolves, also called worgs, are massive in size; they
stand 4-5 feet at the shoulder, with broader chests and
backs. They are found in most any climate and terrain,
though they prefer the open grassland or scrub land.
They are very aggressive and territorial, and are slightly
more intelligent than the average wolf. Dire wolves trav-
el in packs, normally ranging to twelve in number.

COMBAT: Dire wolves attack in groups, trying to drag
weaker opponents down, injuring them before pursuing
another.

TRIP: A dire wolf can attempt to drag an opponent to the
ground when it makes a successful bite. The opponent is
allowed a save versus dexterity to resist being pulled to
the ground, automatically losing initiative the next round.

A SIEGE ENGINE GAME FOR THE PULP ERA 193




BOOK FIVE —

WINTER WOLF

Winter wolves are large, semi-intelligent wolves. White or
light gray, they can stand 5 feet at the shoulder. They are
found in the high mountains, arctic areas or any snowy
wasteland. They are able to communicate with other wolves
and sometimes lead packs of them. Winter wolves can also
comprehend basic human speech if exposed long enough.

TRIP: As the dire wolf’s ability of the same name.

BREATH WEAPON: Once per day, a winter wolf can
exhale a frigid slush of frost and ice, dealing 4d4 points
of damage to any creature directly in front of it. Save
versus dexterity for half damage.

FREEZING BITE: A winter wolf’s bite is chilling, creat-
ing a frost that deals an extra 1d4 points of damage.

VULNERABILITY TO FIRE: Winter wolves are ex-
tremely sensitive to fire and take double damage from
any fire based attack.

WRAITH

NO. ENCOUNTERED: 1-4

SIZE: Medium

HD: 5d12 (33 hp)

MOVE: 30 ft., 60 ft. (fly)

AC: 15

ATTACKS: Incorporeal Touch (1d6)

SPECIAL: Energy Drain, Create Spawn, Incorporeal,
Darkvision 60 ft., Daylight Powerlessness, Unnatural Aura
SANITY: 1d6/1d8

SAVES: M

INT: High

ALIGNMENT: Lawful Evil

TYPE: Undead (Extraordinary)

TREASURE: 5

XP: 280+5 (450)

Wraiths are powerful wights (q.v.) who have forged a
more powerful bond with the negative material plane.
A wraith is incorporeal, having shed all connections of
the flesh. They haunt only the darkest of shadows and
never venture near sunlight or the open. Dungeons or
deep crypts are their most common haunts. Like their
weaker cousins, wraiths despise all living things, and
being filled with a great wrath towards the living are
always bent on destroying it.

COMBAT: A wraith is normally insubstantial like a
ghost or spectre and thus only magical weapons of +1 or
better can affect her ectoplasmic form. A wraith attacks
by passing through objects to attack their foes una-
wares. They strike, disappear back through an object,
and return again. They slowly whittle a foe to death.

ENERGY DRAIN: Living creatures hit by a wraith’s at-
tack lose one level. For each such level lost, the wraith
heals five hit points

CREATE SPAWN: A human victim killed by the wraith’s
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energy drain can be brought back to life as a wraith,
under the control of the slaying wraith. The slaying
wraith must want to use this ability; it is not automatic.
A creature affected loses all abilities, and gains the sta-
tistics of a wraith. Spawn created in this way are only
half strength; they have 3 hit dice, instead of 5, and lose
the ability to create spawn, but are otherwise identical.

UNNATURAL AURA: Animals, whether wild or domes-
ticated, can sense the unnatural presence of a wraith
at a distance of 30 feet. They will not willingly approach
nearer than that, and panic if forced to do so; they re-
main panicked as long as they are within that range.

ZOMBIE

NO. ENCOUNTERED: 1-10

SIZE: Medium

HD: 2d8 (8)

MOVE: 20 ft.

AC: 12

ATTACKS: Slam (1d8) or grapple and bite (1d6 + 1d4/
round—see special) or by weapon

SPECIAL: Slow, Feed, Create Spawn (only certain varieties)
SANITY: 1d6/1d8

SAVES: P

INT: None

ALIGNMENT: Neutral Evil

TYPE: Undead (Common)

XP: 15+1 (23) or 25+1 (33) (species that can create spawn)

Zombies are undead humanoids, reanimated corpses that
stalk the earth with little purpose or reason. They typically
appear as shambling, rotting bodies, complete with rag-
ged clothes and rusted mail. They are unable to use com-
plicated weapons like guns, cast spells, or even commu-
nicate, though they can use rudimentary clubs, blades,
and other primitive stabbing and bashing weapons. They
possess only a vague instinct to gather in groups, find
living creatures, and kill them. They are shambling and
slow, but have a powerful attack. A zombie is mindless,
fearless, and only seeks to kill and devour living flesh.

SLOW: A zombie never gains initiative and always acts
last in any given round.

FEED: Following a successful grapple check, a zombie
bites its victim for 1d6 damage. Thereafter, every round
the grapple is maintained, the zombie automatically
deals another 1d4 damage from chewing on the flesh of
its victim. A victim may break the grapple with an op-
posed Strength check.

CREATE SPAWN: In some campaigns, zombies may be
able to infect others with their bite, slowly turning the
infected into zombies. In such a case, the victim bitten
must make a constitution save at -2 or be infected. In-
fected victims will lose 1d4 points of strength and con-
stitution each day until one of the two abilities reaches
0, at which point the victim dies, rising within 1d4 min-
utes as a new zombie unless the body is destroyed (often
through decapitation or other destruction of the head)
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INTRODUCTION

his section will function as a Game Mas-
ter’s guide to running a pulp game. It
will carefully lay out a “formula” for cre-
ating pulp adventures, and follow that
with a complete scenario to get you off
and running!

Lester Dent, creator of Doc Savage and one of the fore-
most pulp adventure writers in history, wrote an essay
containing a “master plot” formula for a 6,000-word pulp
story that according to him, never failed to produce a
yarn that didn’t sell. There is absolutely no reason why
his formula cannot be adapted to writing adventure sce-
narios for role playing games, and that’s exactly what
the formula we’re giving you here is based upon and
inspired by. For anyone wishing to read Dent’s original
article, we direct you to http://www.miskatonic.org/
dent.html where the article is reprinted in its entirety.

ESTABLISH THE ADVENTURE

The first thing you need to do to create a pulp adventure
is establish your primary hook. Every adventure has to
start with a hook, and an obstacle for the heroes. This
obstacle should consist of at least two of four possible
elements: An unusual crime, an unusual item or arti-
fact that the villain seeks, an exotic location, or a grand
and shadowy threat of some sort.

The “unusual” or “exotic” need not necessarily be com-
pletely unique; rather, it could be a twist on a com-
mon theme. Take, for example, your unusual crime.
A shooting in the city is not unusual. But what if the
shooting was performed with a poisoned blowgun dart
akin to those used by South American cannibal tribes,
and nobody saw the shooter?

How about combining that with your unusual location?
A restaurant is not unusual; at least, not if it’s your
everyday greasy spoon. But a posh nightclub where the
wealthy and elite of society mingle, with a Caribbean
theme? Suddenly the mundane becomes exotic.

What about an unusual item? A pen is about the most
mundane item one can imagine, but what if it were the
gold-plated favorite pen of Nicola Tesla, and rumor has
it he’s hidden plans inside it for an energy source of
such vast power that it could become a doomsday de-
vice in the wrong hands?

Now, just to throw all four elements in, a shadowy men-
ace: the shooting victim—who of course supposedly had
Tesla’s pen on his person—suddenly gets up and begins
eating people as a ravenous, mindless zombie! The poi-
son on the dart was a type of burundaga powder from
the Caribbean that has a mystical element, raising the
bodies of the dead.

Put those four elements together, and set your scenario
in, say, New York, 1935, and suddenly you'’ve got the
setup for a fantastic adventure.

196 AMAZING ADVENTURES

THE FOUR ACT PLOT

Now it’s time to work that setup into an adventure.
Every adventure has four sections, each one filling a
niche in the story arc and furthering the plot towards
its explosive conclusion. Remember, this is a pulp sto-
ry, so action should be paramount. We’ll look at each
act below, what it should include, and how it breaks
down. After this exploration, we’ll include an example of
how it all fits together in the form of a complete intro-
ductory scenario: The Heart of Yhtill.

ACT ONE: SETUP

Act one introduces all the main characters, usually by
dumping a mess of trouble on the head of the hero.
There are many ways to do this: begin in media res,
with the hero up to his eyeballs in conflict, or have it
start with someone walking up to the hero to deliver
the trouble. This trouble does not have to be the main
mystery. It can be a smaller conflict that leads into
the main plot point; the idea is to start things off with
a bang. Often, a good way to do this is what is some-
times known as “boxed text,” a “cut scene” or, in TV and
movie terms, a “pre-credits sequence.” This is a block
of text that you read aloud to your group which sets the
scene for what is to come. Since you want things to fo-
cus on your PCs, this introductory boxed text shouldn’t
be more than a couple paragraphs at most; you don’t
want to lose your players by having them think you’re
just there to read them a story!

Following this setup, quickly introduce the other charac-
ters to the situation. In a game scenario this could mean
that one character witnesses the crime, or is at least near-
by when everything goes down, and is drawn to the scene.
The others may be passers-by, specialists called in to take
a look at what’s gone down, or they could encounter other
problems related somehow to the main conflict.

Once all the characters are involved, you need to take things
off at a break neck pace. Some sort of conflict should arise,
quickly...that means combat; a skirmish with thugs is
probably your best bet at this point. But this conflict leads
you to your first transition: a clue, revelation, or plot twist
that is unexpected or surprising in some way.

The keys to this first act are suspense, danger, and
menace.

ACT TWO: COMPLICATION

The clue, revelation, or plot twist encountered at the
end of act one should lead the characters directly into
the next stage of their adventure: grief. Not grief as
in “mourning” or “sadness.” Grief as in, “problems
dumped on the heads of our intrepid paragons of jus-
tice.” Something about the revelation or clue in Act One
has marked our PCs as wanted, dangerous, or a threat
to someone involved with the situation, and that some-
one wants them out of the way. Act two is where things
begin to go downhill, where the heroes (though not the
players!) start to think it’s going to be a long night.




Be careful, however, not to make things too dark. Not yet,
at least. There needs to be a sense of hope at the end of
it, or at least something that drives the heroes to determi-
nation. They might be patriotic, heroic, or just downright
pissed off, but something needs to be there to push them
forward so they don'’t get frustrated or hopeless and quit.

In the end, their struggles lead them to a second physi-
cal confrontation. This one should further the plot even
more, leading the adventurers to a revelation or another
plot twist, this one more major, that puts them squarely on
the road to resolving the problem (or so they think, at least).

The key to act two is to build the suspense and sense of
menace even further. Make sure the characters know
they’re in it neck deep, and the only way out is forward.

ACT THREE: CAUGHT IN 4 WEB

Act three is where things get their darkest. Troubles
keep growing for our PCs, and the villain’s menace
seems unconquerable. At this point the heroes are
struggling because they don’t have much other choice.
The bad guy clearly wants them out of the picture and
is willing to do almost anything to make that happen.
And yet, the heroes make progress. Perhaps they final-
ly discover who the shadowy figure is behind the men-
ace, or track the villain to his secret hideaway. They
corner him after battling or sneaking their way through
all his various henchmen. Bravado is shown, speeches
are made, and insults exchanged.

Then, just when the heroes think they have their nem-
esis on the ropes...throw another plot twist at them.
This one needs to give it to them hard. Stick a prover-
bial knife in their guts and turn it a few times. Who
knew, for example, that the villain had a pet: the last
tyrannosaurus in existence? The beast charges in, the
walls slam down, and the heroes are trapped.

Needless to say, the villain escapes, apparently on the
brink of victory, and the heroes find themselves hope-
lessly trapped, perhaps looking at the supposedly dead
body of someone they were supposed to protect or rescue.
This is the point where the game hits its darkest point. If
there were a serious cliffhanger, this is where you’d put
it, though to be honest, every act should end with some
sort of minor cliffhanger. But to use old Saturday morning
serial terms, this is where the hero is literally hanging by
one hand from a cliff and the branch on which he’s hang-
ing is pulling away from the ledge. Or the hero and his
best girl are tied to the railroad tracks with a train speed-
ing towards them, unaware of their plight. This is the big
one, the “how will they ever get out of this one?” moment.

To FIGHT ANOTHER DAy

“But how,” you’re wondering, “can I ensure that the vil-
lain escapes without railroading the players?”

Good question. The answer is that there’s no real fool-
proof answer. You can’t prepare for everything your
heroes are going to do, and if they do something bril-
liant that ends the scenario early, run with it! As long
as everyone’s had a good time, that’s what’s paramount.
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But, should you want to carry things on a little longer,
something to remember: there is no reason and nothing
in the rules that says bad guys can’t have Fate Points,
too. It may seem like a cheap trick, but it’s not. It’s fair
play, all around. There’s an old adage in gaming: if the
players can do it, so can the GM.

This is probably a good place for an aside. Turning
your players’ tricks back upon them is not to say by any
means that tabletop role-playing gaming is adversarial.
Quite the opposite is true, in fact. In most role playing
games, the GM’s job is not to be antagonistic towards
the players, it’s to foster a good time for all. We’ll deal
with that a little later, but that’s why being a game mas-
ter is such hard work. Even though you’re running the
bad guys, you're not out to kill the player characters off.
You're out to provide a challenge for them to overcome,
but only to the end that everyone has a great time tell-
ing a great story together. Some have complained that
the current trend in games is that it’s too hard to kill off
player characters. But in the end, it should be hard to
kill off PCs. How often do the main characters in great
novels or television series die off? Not often: it hap-
pens, but it’s far from a regular occurrence, and gener-
ally when it does happen it’s a major plot development,
never just the consequence of a random combat.

This is a very difficult line for a GM to walk. You don’t
want to throw your PCs bones every die roll of every ses-
sion. There must be a sense of danger and excitement.
The players must realize that their characters are not im-
mortal and can be killed, but at the same time, said char-
acters are pulp heroes. You'll need to learn to put them
into dangerous situations that theylll need to use all of
their wits, skills, and talents to escape, but from which
there is, in fact, a means of extrication. Every so often,
it may be necessary to let the dice fall where they may
and allow a character to meet his end to hammer home
the gravity of the situation, but if you're killing off charac-
ters by the six-pack, then you have probably ramped your
game’s threat level up a bit too high. All of this comes
with practice, with trial and error, and with paying atten-
tion to your players, the comments and suggestions they
make, and their style of play. If theyll just run in and
attack eight T-Rexes at second level without batting an
eye, you've probably been too easy on them. Likewise, if
they’re suspicious of a random cat on the side of the road,
you may have been a bit too harsh with the danger.

ACT FOUR: CLIMAX AND RESOLUTION

This is where everything comes together. Everything
the scenario has been building to wraps up explosively
in this act. The heroes’ first task is to get out of their
predicament, and it should be their own unique tal-
ents and skills that allow them to do so. Avoid deus
ex machina in this bit. This is where the heroes show
their stuff and get to really shine and overcome a seri-
ous, major obstacle. That’s not to say they won'’t see
something that they can use, but sticking with the ty-
rannosaur idea from above, the beast shouldn’t just trip
and fall into a pit. Rather, the characters struggle for
awhile before the gadgeteer, buzzing about like a mos-
quito with his rocket pack, manages to lure the beast
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onto a grate above which a heavy chandelier hangs. En-
couraged by the socialite, one well-placed shot from the
gumshoe drops the chandelier, which combined with
the weight of the dinosaur collapses the grate, drop-
ping the beast into a deep well, where it drowns. All the
while, the hooligan in the group works at the locks on
the doors, his unique talents as a locksmith freeing the
heroes from their prison. Your job here, as GM, is to set
the scene and provide options, then let the players and
their characters come up with clever ideas to use their
own talents to get out of the jam they’re in.

By the same token, don’t forget the rules are there for a
reason: the players are not their characters and no matter
how well you set the scene, they might miss something
that would be plain and obvious to someone in the situa-
tion you've laid out. If the players seem stumped, don’t be
afraid to call for Intelligence or Wisdom checks which yield
hints if successful. For example, a successful Intelligence
check from the gadgeteer yields, “Gee, that dinosaur
seems irritated with you, swatting at you like a fly. You'’re
driving it to distraction.” A Wisdom check by the gumshoe
reveals, “Hey, there’s a huge, iron chandelier hanging just
above that grate. You’d bet the grate couldn’t hold both
the dinosaur and the chandelier...”

Now it becomes a race against time to solve the prob-
lem before everything goes south. The characters fight
their way through scads of bad guys or chase the villain
through an exotic locale: through the mountains, across
rooftops, etc., to a final conclusion. There should be
one big reveal left at this point, something that’s been
held over till now. The villain isn’t who he appeared to
be, or works for someone even higher up. The treasure
turns out to be more or less than originally thought, or
just something completely different. Hit the characters
with one last big plot twist, a real, “Wow, that was cool!”
or even a (light hearted) “Man, that sucks!” moment.

Shortly after this big reveal, the villain is defeated, and
the episode winds down, but there should always be a
punch line to end things. If a more lighthearted game,
the hero kisses the girl or rides off into the sunset. If a
darker, more sarcastic, or even comical game, the hero
never gets his just due. Someone makes a snide remark
that the hero was probably the cause of the whole mess,
or someone else gets credit. Or, the punch line could
be one more clue that the villain they just defeated was
only a little fish in a big pond of badness, and there’s
dark clouds on the horizon. Whatever direction you go,
make sure to end it on a note that gets either a cheer or
a collective (again, light hearted) groan.

PLOT US. RAILROAD

This is an important issue to address, especially when
dealing with a formulaic structure for creating adven-
tures. Never, ever forget the cardinal rule: your players
will think of things you did not. They will attempt tac-
tics you did not anticipate. You absolutely, positively
must be able to think on your feet. Don’t ever force
them on a path they don’t want to take. Don’t ever
make them feel like they have no choice or can’t have
an effect on your world.
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That’s not to say that players always do have a choice.
As much as some new-school gamers might like to
think so, it is absolutely not the job of the GM to pas-
sively sit there, throw an NPC at players, and react to
whatever they do. It’s absolutely not a crime for you to
have a story in mind, or a preferred sequence of events.
You merely need to be prepared for your group to step
outside that story, and you need to always maintain at
very least the illusion of choice on their part.

What this means is, if you intend your players to drive
across country and find themselves beset by enemies
when they stop for the night, but they decide rather to
take a train, let them! Your sequence of events isn’t
remotely compromised. Just move the confrontation
with the enemies on board the train, which can set up
an even more exciting battle including a chase through
(and even on top of) rail cars. If they instead fly, you
can if you're feeling plucky have an encounter on board
a passenger plane, which could result in all kinds of
chaos, or you can simply have the enemy encounter
take place in the airport before they leave or after they
arrive at their destination. Think fast; adjust events
according to your players’ actions, but never blatantly
force them on a course of action.

Even still, you will find after you game with your group
for a few months, that you can anticipate their probable
course of action in almost any given situation... pro-
vided, of course, that they play their characters consist-
ently. As you get to know your players and their char-
acters, you will find yourselves making notes such as,
“They will likely choose this path. But if they don't...”
and “When they inevitably do this,” and the longer you
play with your group, the more often those little notes
will be correct. Even still, it never hurts to include a
“Troubleshooting” section in your notes that deals with
several different avenues the characters might take, and
even then you’ll find you need to think fast as they make
choices that you didn’t account for, no matter how many
avenues and possibilities you prepare in advance. But
as long as you are able to roll with their choices and have
a good time with it, you will be doing your job properly.

There you have it! Sure, this method is a formula, but
it is a tried and true one that has worked not only for
storytellers for thousands of years, but one that has
worked for Game Masters as long as role playing games
have existed. Just remember, your primary job as GM
is to facilitate a good time for everyone, and that in-
cludes yourself. That does not mean if a game isn’t fun
that it is necessarily your fault; it does mean that if peo-
ple are not enjoying themselves, it is time to step back,
assess the situation, see where the problem lies, and
address it, often with the cooperation of your players.
You are the group leader, as it were, but not the group
emperor. Keep your eyes and ears open, and always
listen to your players’ concerns and ideas. Really, in
the end it’s not that difficult if you’re open minded and
creative...and both of those factors are skills that can
be learned with practice.




TWEAKING THE RULES

It’s also possible to make minor tweaks in the rules to
subtly alter the feel of play. For example, changing the
d20 for attacks and ability checks to 3d6 maintains the
general scale of play, but introduces a “bell curve” result,
meaning the vast majority of checks on the dice will fall
into the average range of 9-12. This creates a feeling of
predictability where the characters’ actual abilities mean
more than the dice, but where exceptional successes and
dismal failures are all the more dramatic as they become
rarer. As an added bonus, by switching to solely d6’s,
the game can be played using dice from any old standard
board game you've got laying around.

Other minor rules alterations are possible as well. In
the original Castles and Crusades game, Primes altered
the Challenge Base for a task; for a non-Prime task,
the Challenge Base was 18, while for a Prime it was
12. Amazing Adventures splits the difference, making
the Challenge Base 15, and having Primes add +5 to a
task. For the most part the probabilities are similar,
but rounding off to increments of 5 seems intuitive, and
makes straight comparison of results between two par-
ties easier—just compare the total result rather than
the degree by which one succeeds.

The point is, you can and should feel free to add, excise,
alter, or expand the rules any way you see fit for your
game; just always do so consistently, make sure that there
is a good reason for altering the rules, and always attempt
to maintain the balance so that one aspect of the rules (or
characters, or monsters, etc.) doesn’t overshadow or over-
power the others. It’s your game; read the rules, adapt
them to your taste, and run wild! In the end, you’re the
one who knows what evil lurks in the hearts of men...

A NOTE ABOUT HISTORY

Allow me to present another note that is of vital impor-
tance to those running a Pulp game.

Screw historical accuracy.

While that statement may make the historians and schol-
ars of the three pulp decades (the 20’s through the 40’s)
blanch in horror, it’s true. This is not in any way a game of
historical adventure. Once you introduce fantastic, mysti-
cal, or super-heroic elements into the world, the course of
history changes by its very nature. If you can buy black
sorcerers casting spells that call upon the Great Old Ones,
or gadgeteers using radium bullets or rocket packs, if you
can believe that a man can be a crack shot at 200 yards
with a revolver, then the details of history should not over-
ly concern you. Do not, by any means, be afraid to alter
the course of history, whether it’s having the Desert Fox
lay siege to At Taif, or even having the armies of the Em-
pire of Japan attack California. And do not let your table’s
resident historian tell you it’s wrong. Your best answer is
always, “not in this world, it’s not!”

That being said, it’s important to maintain the feel of his-
tory. Many pulp adventures could be set in just about
any time or place and function as urban fantasy games.
This is because roleplaying games are in a way pulp ad-
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venture at their core. So maintaining the pulp feel of
the game means being descriptive and constantly throw-
ing in anachronisms that remind your players who and
where they are. Nazis for villains go a long way, but don'’t
forget to throw in things like Lucky Strike cigarettes,
propeller-driven airplanes, three-piece suits, fedoras,
the British Empire, Al Capone, bootlegging, terms like
“dame,” “Stella,” “Jake,” “Private Dick,” or even refer-
ences to The Wizard of Oz and other classic movies and
entertainers of the era. It’s these types of flavor elements
that give the game the needed flavor, so don’t be afraid to
live into Sam Spade or His Girl Friday stereotypes!

AMAZING CRUSADES!

Amazing Adventures was constructed for maximum
compatibility with Troll Lord Games’ flagship role
playing game, Castles & Crusades. The character
classes herein, as well as any and all new “bolt-on”
systems, such as the new magic system, psionics,
exploding and imploding dice, and generic class abil-
ities, should work seamlessly with the classes and
rules in that game. The character class experience
charts were created through a careful reverse-engi-
neering of and comparison with the classes in C&C,
so game balance should not be an issue. It is our
hope that by combining C&C with Amazing Adven-
tures, GMs and players can model pulp adventure
in the style of H.P. Lovecraft or Robert E. Howard,
crafting gritty, high-action sword and sorcery games
with just a touch of eldritch horror and madness.

THE HEART OF YHTILL

A complete adventure for 3-5 first-level characters

QUICK SYNOPSIS

Amanda Seymour approaches the group seeking help in
solving her husband’s mysterious disappearance. Mar-
tin Seymour vanished during the night after working
late in his study a week ago. She found him missing in
the morning and he has not been seen since. There is
evidence that Martin was engaged in much research -
lots of cryptic references and what appears to be several
attempts to crack a code of some kind.

The truth is that Martin has become possessed by Abd
Al-Hazred and is making for the Black City of Irem in
the Arabian Desert, for some nefarious purpose the PCs
do not yet know. The PCs must pursue Martin to Irem
and beneath it, and stop the Mad Arab from acquiring
the ancient and powerful Heart of Yhtill.

CUT SCENE

Amanda was having a dream. A nice dream, about
beaches and Mai Tais. There were bikinis and sun in-
volved, and Amanda had the body she’d had when she
was 18. Martin looked like an athlete, and to Amanda’s
knowledge, Martin never looked like an athlete in his
life. In Amanda’s dream, life was good.
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Then something changed. Dark clouds rolled in, a vor-
tex of blacks and grays inter-shot with flashes of yel-
low, red, green, and colors she had never imagined,
let alone was able to identify. Out of the dark vortex, a
face emerged, Arabic, but not Arabic, the nose and ears
cut off so that the face was a leering skull with leath-
ery skin, grinning at her. It swooped down on her and
Martin, and she felt ecstasy and agony unlike anything
she’d ever imagined.

When the darkness passed, Martin was gone. Every-
one was gone, except Amanda, and the writhing masses
of tentacles, flesh, and reproductive organs all around
her. First she was terrified, then sick, then utterly calm,
accepting of her fate, welcoming it.

Amanda sat up in bed, breathing heavily. Her bed-
clothes looked as though they’d been left out in a storm,;
she didn’t realize a person could sweat that much.

“What a strange dream,” she muttered, then turned to
Martin...who wasn’t there.

Amanda shuddered and squinted into the darkness.
Sure enough, a thin beam of light leaked out from be-
neath the door of Martin’s study. She threw on a robe
and approached the door.

“Martin? Martin, you promised you’d be to bed soon. It’s
nearly 3 AM.”

She raised her hand to knock, and at her first gentle
tap the door swung open with the creak of hinges long
overdue for oiling. She padded in and looked around.
Martin was nowhere to be seen. His room was a sham-
bles, filled with notes and scribblings, most of which
looked like nonsensical gibberish. Amanda couldn’t
make heads or tails of any of it.

A quick peek out the window confirmed her worst fears.

Martin’s car was gone.

ACT ONE

Act one begins with a murder most foul. As our heroes
mingle at the Club Cayman, a posh Caribbean-themed
nightclub in the heart of New York, minor chaos erupts
when a woman screams and her companion sinks to
the floor, holding his neck. By the time the heroes get
to him, he’s quite dead. Checking over the body reveals
what appears to be a small needle or dart in his neck.
His lips are blue and his complexion ashen.

Questioning the crowd doesn’t reveal much, though a
CC 20 Charisma check will garner several witnesses who
saw a waiter with what appeared to be an odd-looking
tube or reed, make haste through the kitchen doors just
before the woman screamed. Chasing the man is fruit-
less; he’s gone by the time the PCs make it into the back
alley. However, a Wisdom Check at CC 20 will turn up a
dart in the alleyway identical to that which killed Jimmy.
Closer examination of the dart will reveal the dual-light-
ning bolt symbol of the SS engraved into it.
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As for the woman, she’s an absolute knockout, with
blonde hair, crystal blue eyes, full, pomegranate-red
lips, and long, curvaceous legs that begin with delicate
ankles, and just don’t quit. Even shaken and upset
as she is, this is a Stella whose glance can still melt
a Jake’s heart. Her name is Amanda Seymour, and
the dead man was her brother, Jimmy Diamond. Any
Gumshoes in the group can make an Intelligence Check
with a CC of 18 to recognize the name as a relatively
new player in the city’s social scene; Amanda recently
through a string of “fortunate” investments became a
member of the nouveau-riche set. She’s been quietly
investigated over the suddenness of her success, but
nothing untoward was discovered and the investigation
dropped. Amanda insists that she has no idea why any-
one would want to kill her brother; he went out of his
way never to get on anyone’s bad side, figuring it was
better to be liked all around than to have a few powerful
friends and lots of enemies. She seems very sincere.

AMANDA SEYMOUR (This third-level CN Socialite/ first-
level Arcanist has vital stats HD 3d8+1d6 (20 hp), AC 15
(evening clothes, long gloves, scarf), move 30 feet. her pri-
mary attributes are Dex 15, Wis 14, and Cha 18. She at-
tacks with a small dagger for 1d4 damage or a 2-shot der-
ringer for 1d8 damage (BtH +2). Her special abilities are
Charm Person, Connected, Exalt, and Embolden)

(Amanda won’t show the arcanist aspect of her per-
sona till much later, as she knows it is incriminat-
ing. When she does reveal herselfin Act 4, she has 9
MEP and knows the following spells: O-level — Ghost
Sound, Influence, Mage Hand, Prestidigitation. 1st
level — Command, Daze, Hypnotism. She wears a
special ring that hides her aura, to keep psychics and
other Arcanists from detecting her magical abilities).

As this is a very posh club, the police arrive on the scene
quickly, and the characters likely find themselves unable
to approach the body or Amanda, who is being questioned
by the cops (though a gumshoe currently in the police
force or FBI won'’t have this problem). Things take a turn
for the worse very quickly, however, when poor old Jimmy
Diamond jumps up and bites a cop, after stabbing him in
the throat with the needle that killed Jimmy! The cop falls
over, dead, his throat wound gushing blood onto the floor.

Chaos erupts and a circle clears around Jimmy. Not long
after that (and before the characters can react), the cop
also gets up, his head hanging at an awkward angle from
the bite wound in his throat. Both men are frothing at the
mouth and look completely feral...as well as quite dead.
At this point the characters should roll for initiative before
the zombies start eating people. Assume that the char-
acters, being the elite heroes of their world, react to the
situation 1d4 rounds (6-24 seconds) before the police do.

ZOMBIES (these undead monsters have vital stats
HD 2d8 (8 hp each), AC 12, move 20 ft. Their pri-
mary attributes are physical. They attack by slam
for 1d8 damage or bite for 1d6 damage, following a
successful grapple check. Their special abilities are
slow and feed, dealing 1d4 per round following a
bite until the grapple is broken or the zombie killed).




Nobody else turns into a zombie, even if the zombies man-
age to kill any more bystanders. This should lead the PC’s
to believe that it was, in fact, something on the needle that
created the undead killing machines. GM’s may wish to
give the characters a Wisdom check to note that Jimmy
stabbed the cop with the needle before biting him, if the
PC’s don'’t figure it out on their own. If any arcanists or
characters with medical or chemistry backgrounds want
to get blood samples or anything else, try and roll with
them. Give them an opportunity to do so, just as long as
they’re not stupidly obvious or blatant about it.

Eventually the police will want to clear the scene, and
the PC’s will be asked to leave after giving a statement.

ACTTWO
RUNDOWN

The PCs get a visit from a frightened Amanda Seymour,
whose husband has been missing for a week. Their in-
vestigations yield a mysterious connection to the lost city
of Irem, where the mad Arab Abdul Al-Hazred gained
much of his forbidden knowledge. A visit from Nyarla-
thotep makes the PCs uneasy, as his visits tend to do.

ACTION

VisioNs oF THE Map ARAB

Sometime that night, any characters with psychic abili-
ties (arcanists or mentalists) who make an appropriate
ability check share a psychic vision: a man, slender and
gaunt, looking like he might once have been attractive,
but now is malnourished and obsessed, pours over a
collection of ancient books, scribbling feverishly in one
of a thousand notebooks on his desk. The vision shifts;
Amanda Seymour tosses and turns in her bed, in the
throes of a nightmare. The vision returns to the man,
muttering in strange tongues as he reads and translates.

Suddenly, a vortex opens in the office. Papers blow eve-
rywhere, and the vision is shot with bursts of red, yellow,
green, and purple lights, as well as lights in colors our
psychic heroes have never seen before. A man—at least, it
seems to be a man—steps forth from the portal and into the
light. The man is Arabic, and yet somehow not Arabic. He
wears a head wrap and the robes of a nomad, and sports
a thick black beard, but his nose and ears have been cut
off, leaving him to resemble a skeleton with skin. He ap-
proaches the man, puts his hand on the man’s shoulder,
grins, and says, “It is time, Martin. The Fire awaits.”

Perhaps most horrifying is that the man speaks Arabic,
but the characters understand him clearly even if they
do not. If they do, in fact, speak Arabic, they will know
he is speaking Arabic, but will hear him in English (or
whatever their native language is).

Then, the two men merge into one, the Arab vanishing into
the body of Martin, who hastily collects a couple sheets of
paper, throws on his coat, and walks out into the night.

The vision ends, and the characters wake up. It’s roughly 3 am.
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A New CLIENT

The next morning, the PCs are at work as per normal,
when Amanda Seymour approaches them. She wants
the characters to find her husband Martin, who has been
missing for a week. She simply woke up one night to find
Martin’s office a mess, and his car gone. She suspects
that there are other forces at work who also want her hus-
band, and that the attack last night was directed at her.

The police claim to be looking into where Martin might
have gone. But she doesn’t feel they’re taking his disap-
pearance very seriously, and is well aware that if he’s
left the country the police can’t do anything about it.
She has approached the PCs because of their response
to the situation last night; she is clearly paranoid and
doesn’t trust the police or feds at all. She wants the PCs
to find out where he’s gone and what happened. She is
willing to give any information she can, and will allow
the PCs to come to her house to investigate.

AMANDA’S INFORMATION: Martin had been feverishly
working on some new “pet project” of his lately, some-
thing about the key to translating some ancient histori-
cal text or another. Amanda, who considers herself little
more than a trophy wife, had little interest in her hus-
band’s passion for amateur archaeology and ancient re-
ligions, so she doesn’t know anything about the exact
nature of his studies. She will say, however, that recent-
ly he’d become more and more obsessive, ranting and
raving about “the key” and how the secrets to the uni-
verse were his for the unlocking. Once she’d suggested
he take a break and get away from the work for awhile,
and he went mad, accusing her of working for “them,”
and threatening her life if she ever interfered again (she
doesn’t know who “they” are). A combination of love and
real fear of the madness behind his eyes kept her quiet,
living in terror, until the night he vanished.

VISITING THE SCENE: The Seymours live on a posh
estate, approximately 25 minutes south of the city. The
2-story house has a great hall, 6 bedrooms, 3 baths
(one of which is a powder room on the ground floor),
a smoking room (Martin’s office), a parlor, a library, a
fairly large kitchen, a dining room, and a living room.

The house looks largely undisturbed. The office and li-
brary, however, are a shambles. Not the kind of shambles
you’d expect from someone ransacking the place. No, this
is the shambles of a man so obsessed with his work he’s
been going quietly insane for months. There are stacks
of papers everywhere: newspapers old and new, archaeo-
logical and religious journals, notebooks, you name it. It
could take months to go through everything here.

With a successful Intelligence or Wisdom Ability check
(CC 15 for Int, CC 17 for Wis), however, there is some-
thing of value on the desk: The degree of success reveals
what information the PCs find in the mess. Basically
for every 3 the character rolls over the required target,
he gains one degree of success. Gumshoe characters
who choose to attempt to use their “Cat and Mouse”
ability to examine the scene should make their check
at an additional +3, in addition to any other ability and
situational bonuses.
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1 Success: three photographic prints from some sort
of manuscript, untranslatable, in a script that looks
like some sort of proto-Arabic.

2 Successes: Next to that is a notebook with an impres-
sion on it, as though someone had written on the sheet
above it and pressed down hard. A rubbing might reveal
the writing. If this is attempted (A Dexterity Ability check
is required to do it without smoothing out the indenta-
tions), the PCs can make out a few words: Irem, Name-
less City, Nug and Yeb, Empty Space, and a phrase that
repeats several times: The Heart of Yhtill .

3 Successes: half-buried under the piles of notes is a
small, leather-bound journal that has what appears
to be a partially-finished cipher for the photographed
pages on the desk! It would take a real expert in an-
cient languages and ciphers months to complete the
translation. In addition, the PCs discover in the front
of the notebook a slip of paper with a few words scrib-
bled upon it: “Saudia Arabia, At-Taif, Tuesday 10:00.”

POLICE CONTACTS: Doubtless the PCs will call their
police contacts (if any) to exchange notes and alert the
authorities that Mrs. Seymour has hired them. The po-
lice will be curious as to why they’re on the case, but
will share the information that has just come in: It looks
like Martin purchased a one-way ticket by airship to
Saudi Arabia (if they ask for specifics to confirm, it’s the
city of At Taif and the ship left last Tuesday at 10:00
PM). The police have found no evidence of foul play, and
given that Martin is out of the country, they have no
legal recourse to follow up on his disappearance, save
to keep an eye out for his return.

The PCs know now that Martin was working on some
sort of translation and is after the Heart of Yhtill, and
that he is on his way to the Middle East. But that’s a
very thin thread to try and follow.

MYSTICAL CONTACTS: Calling any mystical contacts
can yield positive results. If the Party doesn’t have any
mystical contacts, Amanda can provide one: Martin was
a personal friend of one Marie Laveau, the daughter of the
Voodoo Queen of New Orleans herself. It seems that Ms.
Laveau has some rare books under lock and key, among
these a copy of the John Dee translation of the Necronomi-
con, considered to be the most accurate translation of Wor-
mius’ Latin edition in existence. Amanda is more than will-
ing to front the cost of a plane ticket and set them up in a
nice hotel. She will also cable ahead to inform Ms. Laveau
that the PCs are coming. When the characters are ready
to return to New York, they have only to cable Amanda and
she’ll send approval for funds for a ticket home.

Likewise, mystical contacts called upon by anyone in the
party will point them to Ms. Laveau (or, alternately, Ms.
Laveau could be set up as one of the party’s contacts.)

Vooboo LanD

The Party land at their destination with no troubles and as
soon as they check into their hotel, they can obtain transport
to Laveau’s cottage deep in the bayou. Marie is something of
a mercenary and will provide services to whoever pays for
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them, but truthfully proclaims to have no love for Nazis.

If the Party have brought with them the dart-fetish used
to create the zombies in our opening scene, she rec-
ognizes the fetish as being in her style and theorizes
a scopolamine derivative was used, but denies (again,
truthfully) having anything to do with it. Though she
knows how, she doesn’t engage in what she calls “black
juju.” If properly motivated, however (money helps, as
does proper displays of deference and etiquette; she can
be talked into helping given her distaste for Nazis), she
will admit that she has had many a student who may
have put it together. When she was taking on students,
many were eventually dismissed for having no respect
for the old ways; these merely wanted power, without
the requisite respect for the loa that comes with that
power. As much as it disgusts her, it’s not outside the
realm of possibility that some may have fallen in with
a mystical Nazi cult known as the Thule Society. The
Thules are obsessed with furthering the esoteric knowl-
edge that drives the Nazis, and seek to use any and all
mystical secrets they can get their hands on, to ensure
that the Third Reich lasts for a thousand years.

She doesn’t know Amanda Seymour personally, but was a
friend of Martin’s. If they mention Amanda Diamond (Aman-
da’s maiden name), Marie says she doesn’t know an Aman-
da Diamond. She once knew a young lady named Alice Dia-
mond, a young urchin Marie took care of on occasion, and to
whom Marie taught a few basic tricks, but that poor Alice got
lost and drowned in the bayou ten years ago. They dragged
her body out, Marie says, half-eaten by gators. She then
gets choked up by the memory, and can’t go on. She will
tell the PCs where Alice’s grave is, if they want, and should
they investigate, they will discover Marie is telling the truth.
There are newspaper clippings and a death certificate in the
archives, and a grave right in Lafayette Cemetery. The body,
though half-eaten by alligators, was identified by Marie, who
also paid for the burial. There will be a note that positive
identification was considered impossible due to the body’s
damage, but Marie was certain it was Alice.

As the PCs talk to Marie in her bayou cottage, a ruckus
sounds outside and the group find themselves under at-
tack! Looking out the windows reveals one zombie for
each Party Member (and one for Marie) and three robed
figures with guns, who seem to be directing the zombies.
The robed figures are Thule Cultists, out to kill Marie so
that she doesn’t share information with anyone else (like
our heroes); these men will not fight to the death: the spell
caster will use an obscuring mist spell to provide cover for
himself and his cohorts to escape into the bayou.

The zombies use the same stats as those in Act One.

THULE CULTISTS (these I°-level NE humans have
vital stats HD 1d10 (5 hp each), AC 13, move 30 ft.
Their primary attributes are Physical (one has mental).
They attack by Luger pistols for 1d 10 damage or knives
for 1d4 damage. Their special abilities are: those with
Physical Primes have hide and move silently, and the
one with Mental Primes has first-level spells as a Cha-
risma arcanist:10 MEP, O-level; Dancing Lights, Ghost
Sound, Influence 1st-level; Command, Obscuring Mist).




MARIE LAVEAU: (this 5*%-level LN Wisdom-based ar-
canist has vital stats HD 5d6 (18 hp), AC 13 (ceremonial
robes and Dex 15), move 30 ft. Her primary attributes
are Dex 15, Wis 18, Cha 16. She attacks by spell or dag-
ger dealing 1d4 damage (BtH +1). Her special abilities
are MEP 35, O-level: Detect Chaos/ Evil/ Good/Law, De-
tect Magic, Detect Poison, First Aid, Purify Food/ Drink,
Prestidigitation; 1st-level: Bless, Cure Light Wounds,
Detect Undead, Faerie Fire, Invisibility to Undead; 2nd-
level: Aid, Charm Person/Animal, Speak with Dead)

If the Party thinks to ask her, or you as GM decide to
volunteer Marie’s ability to speak with the dead, the
cultists know very little. They are low-level followers
of the Thule cult and associated with the Nazi party in
Germany; all are initiate members of the SS. They were
ordered to kill Marie Laveau and anyone with whom she
was talking, so she didn’t give away her secrets to any-
one else. They know of the Heart of Yhtill and the sco-
polamine derivative, but don’t know where the heart is
now, nor do they know who is behind the processing of
scopolamine for the Germans. They do know there’s a
Nazi plan in place to produce undead soldiers under the
direct control of the SS and that, for now, the scopola-
mine simply creates mindless killing machines.

Regardless, Marie will be grateful to the PCs for saving
her, and can in gratitude provide each of them a gris gris
similar to a Native American medicine bag which when
used will grant them the effects of a Bless spell (+1 to hit,
+1 to save vs. fear for 50 minutes), but will only work once.
To use the gris gris, the character must squeeze the bag to
inhale the pungent fumes that cloud forth, then wear it for
the duration of the spell (activation requires one action).
She wishes them good fortune, and tells them that the loa
go with them. If they need her services in the future, they
need only call upon her. She is also willing to let them re-
main to study the Necronomicon as long as they like, but
will of course not allow the book to leave her care.

The Necronomicon includes a few references to the Black
City, which seems to be located at the heart of the Arabian
Desert, somewhere near the northern border of Yemen.
It is described as appearing only infrequently, rising up
from beneath the sand, and is supposed to contain vast
treasures and secrets, among them a great jewel called
the Heart of Yhtill. This jewel is located in a temple be-
neath a great library, the Library of Ashurbanipal, at the
heart of the city. This library is supposed to hold within
it the secrets of the Old Ones, and the means to use the
jewel to gain power over life and death, but most dis-
turbing is a prophecy that the Great Unnameable Chaos
at the center of the universe can be awakened by using
the jewel, and his awakening would unleash a cohesive
thought of entropy that could tear apart all of reality.

It would appear that Martin is seeking the Heart in the
Arabian desert...and walking into a mystical trap of epic
proportions.

ANOTHER FINE MEss

When the PCs return to their hotel, they find their rooms
a shambles. They've been torn apart, rifled through,
and generally vandalized. There is a note in scribbled
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handwriting on one of their pillows, which appears to
have been written in blood (it has; chicken’s blood). The
handwriting is shaky block printing, as though a right-
handed person wrote it left-handed. It reads: “You can-
not stop us. The descendents of Thule will rise again,
and the weapon of God will destroy all of their enemies!”

If the PCs alert the police, theyll be asked to stay in town
while the police investigate; any gumshoe, hooligan, or any-
one with any sort of contacts in the police or FBI would know
this. However, gumshoes in the party can cut through this
red tape with a basic Charisma check (CC 15), allowing the
PCs to head home with contact information left behind. Of
course the feds will get involved; Thule is popping up all over
the East Coast, and if it’s moving inland that’s a real prob-
lem. They suspect it’s connected with the Nazis, somehow,
and that it’s the beginning of a secret invasion force for Ger-
many. J. Edgar Hoover is extremely concerned.

If there are trust issues between the PCs and the authori-
ties, don’t hesitate to remind them that in this era, unless
they have a criminal background, past, or associations,
people tend to trust the government and authorities. The
FBI are, in the eyes of the public, unequivocally the “Good
Guys.” These particular agents, however, know nothing
of the Heart of Yhtill or of Thule beyond the fact that they
suspect it is a cult affiliated with the Nazis.

When the PCs wire or phone Amanda to come home, she
arranges transportation immediately. She can’t imag-
ine Martin being involved with the Thules, but has no
doubt that they've become aware of his research, espe-
cially given the multiple attacks, now. She suggests that
she arrange transport for the group to Saudi Arabia, if
they don’t bring it up themselves. If they want to back
out, she is now adamant that they follow through, even
willing to double her monetary offer. What if the Nazis
get hold of this gem? At very least it’s got to be worth a
fortune, and could fund a lot of military and covert re-
search. She doesn’t have any military connections, and
who is going to believe a raving socialite, or for that mat-
ter anyone who calls the military with a wild story about
zombies and Nazi cultists and magical jewels?

And let’s be real: if the PCs want to back out, the play-
ers aren’t very pulp, are they?

Finally, if the PCs mention Alice Diamond to Amanda,
she denies any knowledge of the girl’s existence. She
will, however, mention that it seems too convenient to be
a coincidence and suggest the PCs keep their eyes and
ears open, because if she has some long-lost relative who
is involved in this, she’d like to know who it is and why.

TROUBLESHOOTING

It’s possible for the PCs to skip over the New Orleans
section of this adventure entirely. They will miss out on
some interesting role playing and important information
if they do so, but this is not the end of the world; rather
than tying the information about the gem and temple to
a study of the Necronomicon, simply allow Arcanist char-
acters to make Intelligence checks, using their Arcanist
class as a background (adding +3 to the check), to divine
the necessary information in the following sections.
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ACT THREE

RUNDOWN

The PCs head to Saudi Arabia on the trail of Martin Sey-
mour, where they encounter The Society of Ormazd, a
group of nomads sworn to protect the secrets of Irem, lest
the evils contained therein be unleashed upon the world.

ACTION

The PCs catch a flight to At-Taif, south of Mecca. This
portion of the episode mostly revolves around their ef-
forts to find the Nameless City, which is entirely moti-
vated by the PCs’s actions.

If the PCs simply start asking people about Abd Al-Haz-
red, Irem, The Nameless City, or anything else they find
in the Necronomicon, the response will be cold at best.
Mostly, the locals will kiss their Ta'wiz talismans and
turn their backs, muttering prayers to Allah. Such open
queries will definitely lead to a confrontation with the
Society of Ormazd (see below).

However, with appropriate Charisma checks (determine CL
and CC based on the tact and tactics used by the players)
they can learn that Martin has caused some trouble at a
temple in Mecca. This is a perfect place for a Gumshoe to
use his Cat and Mouse ability. People are reporting fright-
ening supernatural events occurring in the north of the
city, and even though the trail is somewhat cold in a me-
tropolis, Martin has caused quite a stir with his actions and
the populace definitely counts as hostile towards him—the
man has no friends here. In addition, investigations of this
sort will likely turn up the fact that a small group of Nazi SS
agents have been asking similar questions.

If the group charters a vehicle and goes north to investi-
gate, they can discover that Martin walked into the great
temple at Mecca, announced that the Old Ones were re-
turning, cut off his nose and ears, stabbed several people,
then lifted off the floor and flew out through a hole in the
ceiling! Anyone who participated in the study of the Ne-
cronomicon can make an Intelligence check at CC 16 to
realize that Martin is emulating Abd Al-Hazred, who had
his nose and ears cut off before being castrated by an an-
gry sultan after Al-Hazred violated the sultan’s daughter.
Martin may simply be mad, but given the things they've
witnessed, it’s not outside the realm of possibility that the
man has been possessed by the spirit of the Mad Arab.

THE SocieETYy oF ORMAZD

At some point during their investigations (outside the tem-
ple is ideal), the group will encounter and possibly be at-
tacked in an alley by a group of men who have the holy
symbol of the Zoroastrian god Ormazd tattooed on their
bodies. Use stats for Thule Cultists to represent these guys,
though they are not the same and indeed are staunch ene-
mies of Thule. The exception to the stat block is that Socie-
ty of Ormazd cultists are CG instead of NE. Any characters
with a mythology background or Legend Lore class ability
can make an Intelligence check to recognize the symbol of
Ormazd and know that this is a good god of the Zoroastrian
religion, opposed to the evil Ahriman.
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Taking one alive is difficult, as the agents all wear poi-
soned rings and have false tooth caps with cyanide cap-
sules in them: suicide devices. Still, it should not be
impossible, especially if the PCs don’t have anyone with
them who can speak with the dead. Indeed, with proper
tactics and diplomacy, the PCs may even avoid a conflict
altogether. Upon realizing that the PCs may not be evil, a
handsome Persian man named Arad Hassani might even
allow himself to be captured and questioned. Indeed,
this could be a great opportunity for the PCs to gain al-
lies that they might sorely need later, if they have some-
one with strong social skills amongst them. The revela-
tion that the Nazis are also looking for the Black City
will certainly win points in the favor of the PCs, as the
Ormazd society is well aware of the evils of the Nazi re-
gime, though they will require that the PCs swear sacred
oaths to protect the city’s secrets even unto death.

If they don’t manage to get one alive for questioning,
this might be a time to call upon Marie Laveau’s assis-
tance once more.

If the PCs can engage in diplomacy, capture a prisoner or
summon the spirit of one of the men back, they can learn
that the mysterious men are members of a group called
the Society of Ormazd, whose sacred duty it is to protect
the location of the Black City. Even the members of the
Society don’t the exact location of the city, but it is rumor-
ed that if one follows the rising sun into the center of the
desert for two weeks, the city will appear behind them in
the last rays of dusk. Members of the Society swear their
lives to protecting the secret from the world, and none can
claim to ever have entered the accursed place. Hidden
within the city, the captive reveals, is a gem called the
Eye of Ashurbanipal, or the Heart of Yhtill. The captive
surmises that perhaps if Al-Hazred gets the gem, he can
resurrect himself, but warns that there is a legendary and
horrific guardian at the temple that will devour those who
try to remove the gem from the priest Xuthltan, who is
cursed to hold it in his dead fist for all eternity.

ARAD HASSANI (This 3rd-level LN human has vital
stats HD 3d 10 (16 hp) AC 14, move 30ft. His primary
attributes are Dexterity 16 (+2), Intelligence 14 (+1),
and Wisdom 16 (+2). He attacks by a .308 rifle for
2d8+4 damage or a khopesh desert sword for 1d8.
His special abilities are Survival (as per the Raider
ability) and Hide/Move Silently (as per the Hooligan,).

TROUBLESHOOTING

If the PCs find themselves at a dead end, unable to
question the Ormazd agents, give them a chance to
make a basic Intelligence or Wisdom check to remem-
ber a strange, out-of-context passage in the Necronomi-
con referring to “A fortnight’s journey toward the rising
desert sun, the goal achieved by turning away at twi-
light’s last stroke.”




ACT FOUR

RUNDOWN

The PCs race against the Nazis to the Black City, where
they face down with Martin, possessed by the Mad Arab
Abdul Al-Hazred, who has come to Irem to retrieve the
Heart of Yhtill. While in the Black City, they must do
battle with the guardian of the Heart, unleashed when
someone tries to take the jewel from the hand of the King.

ACTION

From here, it is likely the PCs will acquire camels, hors-
es, or a jeep and try to head into the desert to follow the
instructions given by their prisoner. If they do this, wing
it, keeping in mind the difficulties of surviving in the de-
sert. There are all manner of demons, ghouls, and crea-
tures to plague the PCs, as well as the Thule Society (and
potentially the Society of Ormazd, depending on how the
party handled themselves) who will certainly seek to stop
them from finding Irem. See Book Five for inspiration
regarding monsters with which to harass the heroes.

Here the GM is encouraged to wing it, allowing the ad-
venture to go on as long as he likes, checking for ran-
dom (or even not-so-random) monster encounters at
least once every other day over the course of the two
weeks. The most likely encounters will be ghuls, spir-
its, nomads, and cultists, as well as desert animals like
snakes, jackals, and other predators.

GHuLs

Ghuls make for interesting desert encounters, and add
to the unnatural feel of the overall scenario. To keep
players on their toes, the GM is encouraged to portray
ghuls as wild, but canny and intelligent creatures who
use pack hunting tactics and can employ rudimentary
technology such as ranged weapons. Ghuls use the en-
try for “Ghouls,” but instead of being rotting undead,
are diseased, mutated degenerates who were once hu-
mans that turned to cannibalism in the service of their
master, who they know only as the Dark Man. They are
more likely to aid Al-Hazred than the PCs, but could po-
tentially be “bought” with trinkets or meat. Any Arcan-
ists or characters who have read the Necronomicon can
make an Intelligence check to recall important informa-
tion about the ghuls, including the theory that if bar-
gained with, these creatures may be able to lead them
to the Black City. Bargaining with the ghuls, however,
stands to be a tricky and risky prospect.

THE BLack CiTy

However, you decide to handle the journey through the
desert, it is suggested that it become a wild chase, with
the Party fleeing from a group of SS officers and Thule
Cultists, perhaps either aided by or further harried by
packs of ravenous ghuls. At the end of two weeks of
this, just as twilight approaches, the party find them-
selves at a standoff, hidden behind a small dune while
the Thule cultists take shelter behind another. Sud-
denly, after perhaps a few rounds of ranged combat,
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the ground begins to quake and sand blows over the
field, blinding all within. Turning to look back to the
west, the PCs see the spires of a great pillared city that
appears to be built entirely of obsidian, that has risen
straight out of the sand from beneath the desert. A
successful Wisdom check (CC 17) reveals a lone man,
without ears or nose, who leaps out of a dune where he
had apparently been partially buried to run wildly into
the ruins. He’s out of rifle range, and the only way to
stop him is to give chase and find him within the city.

There’s little time to debate; the Nazis have also seen the
city rise and are racing for the gates. The group leaps on
their horses, camels, or other transportation, and races for
the city. Once they make the gates, they bob and weave
through alleyways, searching for any building where they
might find the gem they seek. How you handle this again,
is up to you. These types of scenarios are best played fast-
and-loose rather than scripted. Eventually, however, a
Wisdom check will spot Martin--possessed by Al-Hazred-
-making a run for a cyclopean building at the far end of the
city. The group can give chase just as the Nazis close in.

With bullets whizzing by their heads, the group makes
the library. The place is vast, at least three stories, the
second and third forming octagonal balconies surround-
ing the first, so that the high, spired ceiling can be seen
if one looks straight up (a dizzying experience). The floor
and balconies, of course, are covered with several inches
of sand, but air vents in the walls have allowed much of
it to drain when the city rose. The codices and scrolls
in this place are a treasure trove of ancient, arcane
knowledge that probably rivals the legendary Library at
Alexandria. The black walls are polished to a high, mir-
rored sheen, which would cause sunlight that filtered in
through the windows at each level to reflect back and
forth throughout the place, casting more than enough
illumination by which one could read. Now, however,
the windows are shuttered, and the only light comes in
through the front door. It still reflects, however, casting
a dim and shadowy illumination throughout the place.

Martin dashes for the front, where he pulls a book and
a ramp drops down. As the ramp descends, there is a
near-blinding flash of light and the sound of multiple
fires springing to life. Descending, the party can see that
there are torches in sconces along the walls, each with
a metallic back plate and a shard of flint attached to a
rod and chain which pulls up when the ramp descends,
causing a spark that lights each torch in succession (a
detail that may be lost upon characters who aren’t me-
chanically inclined; these characters may simply witness
torches mysteriously light as the ramp descends).

The ramp descends for at least sixty feet, leading to a
massive underground temple, square in shape and
measuring forty feet to a side. The place is the very defini-
tion of all that the party would consider sacrilegious, full
of ancient symbols, twisted statues of demonic tentacle
horrors, and invocations to evil and diabolic gods with
names like Shub-Niggurath, Yig, Nug, and Yeb. Even
now, thousands of years after the city had sunk beneath
the desert, the stench of old death and rotted blood still
hangs thick in the air. At the far end, behind an altar,
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a mummified figure sits upon a throne, clutching a fist-
sized glowing yellow diamond: the Heart of Yhtill. Mar-
tin races for the Heart, and just before the PCs catch the
man, a gunshot rings out (perhaps with a bullet whizzing
past one of the PCs’ ears, and striking the black marble
wall ahead) and a female voice yells, “Stop right there!”

The Cast turn to see about twenty to thirty SS officers
(Thule cultists), guns trained on the group. The leader of
the SS group, a woman veiled and clad in a traditional
sari, orders the PCs surrounded and gloats over their
inevitable victory, calling the gem a “great prize” for the
fuehrer. She then steps forward and removes her veil to
reveal that she is Amanda Seymour, and her real name
is Alice Diamond. She used the power the Voodoo Queen
gave her to rise to the status of a wealthy socialite, but
wanted more. She knew Laveau would never teach
her the true secrets to power, so she faked her death,
murdering another young girl who bore a superficial re-
semblance to her, and absconded north. She has sold
her people out to the Nazis in exchange for great power.
When her husband stumbled upon the secret of the gem,
she manipulated him into this little quest. When the PCs
interfered with her zombie experiment at the club, she
knew they had to be either removed or used.

At gunpoint, she commands Martin/Al-Hazred to take
the gem and bring it to him. The horrifically mutilated
man gives a grotesque grin and moves to the altar.

If the PCs do not react at this point, it’s time to spur the
scene into action. More gunfire erupts; the Ormazd society
has followed the PCs, and the place erupts in chaos. Mar-
tin reaches for the gem. The PCs are surrounded by Thule
cultists and likely don’t have time to get there to stop him
(though one can never discount incredible die rolls).

There’s no way to predict how the next few rounds of
combat will go, but if anything happens that causes
the gem to be removed from Xuthltan’s fist, the temple
quakes, and the walls split open, and a horrific tenta-
cled thing emerges, wreaking havoc amongst the com-
batants, many of whom pass out in sheer horror. The
creature is a black, fetid, fleshy mass of tentacles, eyes,
and hundreds of tooth-filled mouths. The PCs must
each make a Wisdom save to avoid being knocked un-
conscious from the sanity-blasting visage of the thing.

The Temple Guardian is a shoggoth, whose entire exist-
ence is dedicated to ensuring that nobody removes the
Heart of Yhtill.

THE TEMPLE GUARDIAN (Shoggoth) (this S5th-level
NE monster has vital stats HD 17d10 (94 hp), AC 20,
move 20 ft. Its saves are P. It attacks by 12 Tentacles
(1d12), Bite (5d10 plus swallow whole). Its special
abilities are Constrict, Swallow Whole, Poison, Dark-
vision 60 ft., Twilight Vision, Sanity-Blasting Visage)

This creature is beyond the ken of the PCs to battle,
and they’ll know it. Their only chance is to find a weak-
ness or attempt to flee, with or without the gem, though
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anyone who picks up the Heart will find themselves the
sole target of the creature’s ire. Still, simply cutting and
running means the SS or Al-Hazred might actually get
the accursed thing. The Nazis and the Ormazd agents
open fire on the creature, with little effect.

A successful Wisdom check allows a PC to realize that the
creature seems to be actively avoiding contact with the
gem; if someone grabs it, the creature kills the person,
but is careful not to draw them into its mouths until the
gem falls to the floor, even going so far as to smack the
body off the floor to knock the thing free. If a PC hurls,
kicks, or otherwise forces the gem into one of the crea-
ture’s mouths, it lets out a horrid scream and explodes
in a blinding flash of light and ichor, and the temple be-
gins to violently shake. The PCs will realize, in their hor-
ror, that the city is once again sinking! Alternately, if the
PCs don't figure out that the gem is the secret to killing
the monster, Amanda could grab it as the creature drags
her to its mouth and try to use it against the monster.
She can’t harness its power, of course, but she might
be dragged in with it. Or that might be just the clue the
PCs need, when the creature hurls her away to knock
the jewel loose. In any case, there should be a suitably
grotesque and/or inconclusive “death” for Amanda Sey-
mour. Perhaps she’s the creature’s last victim, dragged
into its mouth just as it explodes, or is buried in an ava-
lanche of debris as the city sinks.

They barely have time to notice that the Ormazd Society
has emerged victorious in the battle against the Thules as
they race for the city gates. They and seven members of
the Ormazd Society can make it out before the city is once
again swallowed by the Desert, though you may want to
throw in a few Dexterity saves to avoid falling blocks and
other pitfalls as they attempt to race to freedom.

DENOUEMENT

The PCs emerge from the city along with seven surviv-
ing agents of the Society of Ormazd, their goal hopefully
achieved, and possibly with the Heart of Yhtill in hand.
The Society realizes that the party are not threats, and
are not evil, and if the party agrees to let (or help) the
Society bury the Heart deep in the sand, and forever
keep the secret of the Black City, they will be named
brothers in the Society, and allowed to go their own
way. They may return to civilization, having completed
their first heroic adventure.

Of course, somehow or another, Alice Diamond has sur-
vived this little disaster, and she’ll eventually be back, with
a vengeance. After all, every set of heroes need an arch-
enemy, a nemesis who becomes a thorn in their side, the
heel of their greatest victories, and the hammer of their
greatest defeats. Alice and the Thules are set up to fulfill
this function, if this scenario is used to begin a campaign.
Of course, you're free to have this be a one-shot to get
things going and devise your own villains, cults, and other
adversaries, too. In the end, so long as you’re enjoying
the high-flying, two-fisted action, go with it!
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