SAVING THROWS (PAGE 112)

Prime: 12 Non-Prime: 18

Physical: STR, DEX, CON
Mental: INT, WIS, CHA

Roll 1d20 and add Level and Attribute

Modifiers (plus any for race, etc.)

STR
INT
WIS

Paralysis, Constriction
Arcane Magic, Illusion
Divine Magic, Confusion, Gaze
Attack, Polymorph, Petrifaction

DEX  Breath Weapon, Traps
CON Disease, Energy Attacks, Poison
CHA Death Attack, Charm, Fear

Spell descriptions explain which attribute
is used for the saving throw.

SPELL RESISTANCE (PAGE 123)

The caster of a spell must make a 1d20
roll equal to or greater than the creature’s
spell resistance to affect the creature.

ATTRIBUTE MODIFIERS (PAGE 5)

1 4
23 -3
4.5 -2
6-8 -1
912 0
13-15 +1 1 Ist
16-17 +2 1 1Ist, 1 2nd
18-19 +3 1 1st, 1 2nd, 1 3rd

*See pages 21 and 22 for details.

ATTRIBVTE CHECKS (PAGE 109)

1. Identify attribute to be checked and
if prime (12) or non-prime (18).
Determine the Challenge Level (CL)
using the general guide provided
below.

Determine the Challenge Class (CC)
by adding the CL to the Challenge
Base (CB), either 12 or 18
(determined in step 1).

Player rolls 1d20, and adds level and

attribute modifiers. Total must be

N

&

b

equal to or greater than the
Challenge Class.

Easy 1-5

Difficult 6-10

Very Difficult 11-15

Heroic 16+

COMBAT (PAGE 114)

COMBAT SEQUENCE
1. CK checks for Surprise.
2. Roll Initiative
a. Each creature rolls 1d10.
b. Highest die roll goes first.
c.  Next highest die roll goes.
d. In case of a tie in the die roll,
high DEX goes first.
e. If DEX scores are tied, actions
occur simultaneously.
3. Determine Combat Action

a. Attack
b. Cast spell
c. Move

d. Use Ability
e. Use Item
4. Resolve Actions in Initiative order.

e Attack: 1d20 plus modifiers. Hit
scored if result equal to or greater
than AC.

o Melee: +STR Modifier to
Hit/Damage

e Ranged: +DEX to Hit, +STR to

Damage if thrown.
®  Ranges: x2 Medium, x3 Long

COMBAT MODIFIERS (PAGE 118)

DEFENDER ACTION MODIFIER
prone/blind +5
prone/defenseless +10
lower elevation +1
stunned,/cowering +2
invisible or attacker blind -10
Melee 2
Ranged -4
One-quarter +/.2
One-half +/4
Three-quarters +/-6
Complete +/-10
Attack into Melee 4
Medium Range 2
Long Range -6

COMBAT MANEVVERS (PAGE 11s)

o  Dodge: Good against up to three
attacks, replaces actions in combat
sequence. +2 to AC.

o  Disengaging From Combat: If a
hasty disengagement, -2 to AC. Foes

get a free attack. A fighting

allows half
movement, and no other actions.

e  Disarm: Fighter, Ranger, Knight,
Rogue, Assassin, Cleric, or Paladin
can attempt to disarm. Must hit AC
equivalent of 18 plus HD/Level of

foe to disarm.

disengagement

e  Evade: +4 versus one foe, but remain
in combat. Counts as action.

o  Flank Attack: +1 to Hit if attacking
from a foe’s flank.

®  Rear Attack: +1 to Hit if attacking
from a foe’s rear.

o Two Weapon Fighting: Primary
weapon -3, Secondary -6. Penalties
are modified by DEX. STR bonus
applies to damage.

VUNARMED COMBAT (PAGE 117)

GRAPPLING

o Attacker rolls 1d20, adds STR
bonus, and BTH bonus at CK whim.

e Standard AC is 15, modified by
STR, DEX, and size differential.

o  Size Differential: +2 to defender’s
AC for every size larger, -2 to
defender’s AC for every size smaller.

e  Success: defender is held and can
only attempt to break hold.
Considered prone and defenseless.

PUMMELING

e  Attacker rolls 1d20, adds STR bonus
plus other bonuses as CK desires.

e  Success: 1-2 hit points of subdual
damage plus STR bonus.

OVERBEARING

e  Attacker rolls 1d20, adds STR bonus
plus other bonuses as CK desires.

e Standard AC is 15, modified by STR
and size differential.

e  Size Differential: +2 to defender’s
AC for every size larger, -2 to
defender’s AC for every size smaller.

e  Success: knocks foe prone and deals
1-2 points subdual damage. Attacker
suffers -2 penalty to AC for round.

TOUCH ATTACK
e Standard AC is 10, modified by DEX

plus other bonuses as CK desires.

COMBAT MOVEMENT (PAGE 116)

e Can always move 5 feet unless
restrained or unable to move.

e Can move up to %2 the movement
rate and still attack unless charging.



o  Charge: Precedes a melee attack by
Jogging or Running. Adds +2 bonus
to hit, but imposes -4 penalty to AC.

Movement: Normal (x1), Jog (x2),
Run (x4)

SVURPRISE (PAGE 115)

Requires a WIS check. GM rolls for
surprise or simply declares it for one side
or both. Those surprised can’t act for the
round.

FALLING DAMAGE (PAGE 121)

A failed DEX check results in 1d6
damage for falls of 6-10 feet. Each
additional 10 feet adds a cumulative 1d6
to damage.

Example: 18 feet fallen results in 3d6
damage (1d6 for the first ten feet, 2d6 for
the second 10 feet).

VISION (PAGE 123)

Torch: 40 ft

Lantern: 30 to 60 ft.

Magic Dagger/Sword: 10ft/20ft.
Deepvision: affected by bright lights,
see in the dark up to 120 ft.

Twilight Vision: see up to a mile
with detail in twilight.

Darkvision: affected by bright light,
can see in shades of gray, 60 ft.

Duskvision: see in

starlight or
moonlight as if it were dusk.

SVBDVAL DAMAGE (PAGE 120)

Every 5 points of subdual damage equates
to 1 point of “real” damage. Subdual
damage heals at the rate of lhp per 10
minutes.

HIT POINTS (PAGE 120)

NEGATIVE HIT POINT EFFECTS
HP EFFECT
0 Passes out and cannot take
any actions. Recovery in
1d6 hours, limited to %2
movement.

-1to-6 Requires 24 hours rest, and
can be brought back to 0 hp
by magical healing but no
higher with one spell, etc.

-7to-9 Loss of 1 hp per round. Aid
will stop hit point loss but
takes one round.

-10 Death.

RATE OF RECOVERY

e  Standard Rate: 1 hp/day if resting,
eating, warm, etc.
Seven Days: Add CON bonus daily.
Fourteen Days: double rate.

e  Thirty Days: triple rate.

TVURNING UNDEAD (PAGE 121)

Requires a successful WIS check.
Challenge Level: HD of undead creature
Range: 60 feet.

One type of undead can be turned each
renders that group
immune to turning for the remainder of

round. Failure
one combat and one day thereafter. New
groups of that type can still be turned.
Turned undead will flee or cower.

The number of undead that are turned or
destroyed is modified by the CHA bonus.

TYPE NUMBER TURNED
Common 1d12
Extraordinary 1d6

Unique 1

Clerics 5+ levels higher than the undead
destroy instead of turn. Clerics 10+ levels
higher than the undead automatically
destroy the maximum number.

Evil Clerics can command undead, turn
paladins. Paladins turn as a cleric two

levels lower than their level.

ARMAMENTS (PAGE 40)

ARMORS

Padded Armor S5¢p +1 101bs. 2w
Leather Coat Tgp +1 101bs. 2w
Leather Armor 10gp +2 151bs. 2w
Ring Mail 30gp +3 201bs. 3w
Hide 20gp +3 251bs. 4w
Studded Leather 25¢p +3 201bs. 3w
Laminar, Leather 55¢p +3 251bs. 2w
Mail Shirt 100gp +4 251bs. 3w
Scale Mail 50gp +4 301bs. 4w
Cuir Bouille 45gp +4 251bs. 4w
Breastplate, bronze 95¢gp +4 201bs. 3w
Brigadine 85gp +4 251bs. 4w
Breastplate, steel 300gp +5 301bs. 3w
Mail Hauberk 150gp +5 351bs. 4w

Coat of Plates
Ensemble, Greek
Banded Mail
Splint Mail
Ensemble, Greek
Ensemble, Roman
Full Chain Suit
Plate Mail
Ensemble, Roman
Full Plate

Polish Hussar

100gp +5 451bs. 4w
120¢p +5 40lbs. 4w
250gp +6 401bs. 4w
200gp +6 451bs. 4w
230gp +6 501bs. 4w
240gp +6 301bs. 4w
200gp +6 451bs. 4w
600gp +7 451bs. 4w
650gp +7 451bs. 4w
1000gp +8 501bs. 4w
1750gp +8 501bs. 3w

See page 41 for components of ensemble armors.

COST AC WGT EV
Buckler 2gp +11 2lbs. 2
Shield, Small Steel 9¢p +11 5lbs. 2
Shield, Small Wooden 3gp +11 3lbs. 2
Shield, Med. Steel 15gp +12 10lbs. 3
Shield, Med. Wood 5gp +12 6lbs. 3
Shield, Large Steel 20gp +13 151bs. 4
Shield, Large Wood Tgp +13 10lbs. 4
Pavis 55gp +6* 90Ibs. 12

1 Bonus applies to one foe in a round.

2 Bonus applies to two foes in a round.

3 Bonus applies to three foes in a round.

4 Bonus applies to all foes in front of the shield.

HELMS COST AC* WGT

Armet 10gp +6 7lbs. 1w
Bacinet 15gp +4 7lbs. 1w
Benin 8gp +2 5lbs. 1w
Casquetel 10gp +2 8lbs. 1w
Coif, Chain Mail 15gp +4 5lbs. 1w
Coif, Leather 4gp +1 21bs. 1w
Helm, Great 20gp +7 8lbs. 2w
Helm, Normal 10gp +5 41bs. 1w
Helm, Norman 8gp +3 7lbs. 1w
Helm, Pot 5gp +2 6lbs. 1w
War Hat Tgp +2 6lbs. 1w

*Armor Class adjustments for helmets apply to strikes
against the head only, they do not otherwise adjust AC.

WEAPONS COST DMG /
Axe, Battle 10gp 1d8 Tlbs. 3
Axe, Bearded* 20gp 3d4 151bs. 4
Axe, Piercing 17gp 1d8+1 Tlbs. 3
Axe, Two-Handed* 20gp 1d12 201bs. 4
Bardiche 15¢p 2d4 10lbs. 4
Bec De Corbin 60gp 1d10 4lbs 5
Bill or Billhook 12gp 2d4 6lbs. 5
Brass Knuckles lgp 1d3 11b. 1w
Cat-O-Nine-Tails 9¢p 1d3 11b. 2
Cestus lgp +1dmg ~ 1w
Cleaver 5sp 1d4 11b. 2
Crowbill 15gp 1d6 6lbs. 2
Dirk 3gp 1d4+1 11b. 1
Fauchard* 6gp 1d6 6lbs. 5
Fauchard Fork* 15gp 1d8 6lbs. 5
Fist - 1d2 -~ -~
Flail, Heavy 15¢p 1d10 201bs. 4
Flail, Light 8¢ 1d8 51bs. 3
Flamberge* 75gp 2d4+2  12lbs. 4
Flatchet 5gp 1d6+1 6lbs. 3
Fork, Military 10gp 1d8 Tlbs. 5
Gauntlet, Spiked 5g] 1d3 2lbs. 1w
Glaive 8gp 1d8 151bs. 5
Glaive Guisarme 15gp 2d4 8lbs. 5
Godentag 15gp 1d6+3 Tlbs. 5
Guisarme 10gp 2d4 151bs. 5
Halberd 10gp 1d10 151bs. 5
Hammer, War 6gp 1d8 8lbs. 4
Hatchet lgp 1d4 21bs. 2
Hook Sword 25gp 1d4+1 41bs. 3
Hook, hafted 5gp 1d6 3lbs. 4
Katar 3gp 1d4+1 11b. 2
Lance, Heavy 10gp 1d8 10lbs. 7
Lance, Light 6gp 1d6 5lbs. 5
Lucerne Hammer 60gp 1d12 8lbs. 5
Mace, Heavy 12gp 1d8 121bs. 4
Mace, Large 25¢p 1d10 101bs. 4
Mace, Light 5¢p 1d6 6lbs. 1
Main Gauche 25gp 1d4+1 11b. 2
Man Catcher 45¢p 1d4 6lbs. 4
Maul* 12gp 1d10 151bs. 5
Morningstar 8gp 2d4 8lbs. 3
Nine Ring 30gp 1d10 101bs. 3
Broadsword

Partisan* 10gp 1d8 5lbs. 5
Pick, Heavy 8gp 1d6 6lbs. 4
Pick, Light 4gp 1d4 4lbs. 3
Pike* 5gp 1d8 141bs. 6
Poniard 25gp 1d8 5lbs. 3
Ranseur 8gp 2d4 151bs. 5
Sap lgp 1d3 11b. 1
Scimitar, Great* 55¢p 2d6 141bs. 4
Scythe 18¢p 2d4 121bs. 4



WEAPONS COST DMG WGT EV EQUIPMENT EV COST WGT EV
Sickle 6g2p 1d4 31bs. 3 Chisel Ig 0.51bs. 1 - Belt 6sp 11b. *
Sleeve Tangler 100gp 1d10 Tlbs. 5 Cord (50 feet) 5gp 8lbs. 2 - Belt, Baldric 2sp 31lbs. *
Spear, Long 5gp 1d8 9lbs. 4 C?owbar/ Prybar Zep 5lbs. 2 - Boots, Heavy 1lgp 4lbs. 1w
Staff = 1d6  4lbs. 4 LDl dls L0 b - Boots, Soft 4sp 2bs. s
Sword, Bastard 25gp 1d10 101bs. 4 gnme’ A ogp ?ﬁ“ ? - Caftan 3sp 2lbs. Iw
Sword, Broad 12gp 2d4 8lbs. 3 Fi:’:ty ag of 2“ o Z;Ib i - Cap/Hat 4sp - *
Sword, Falchion 40gp 2d4 161bs. 3 File IEE 0.51bs. 1 _ Cape 8sp 11b. *
Sword, Long 15¢p 1d8 4lbs. 3 File. Metal le 0.51b. 1 ~ Cloak 5sp 3lbs. Iw
Sword, Rapier 20gp 1d6 2lbs. 3 Firs’woud, per day IZp 201bs. 3 ~ Cowl 2sp 11b. 3w
Sword, Scimitar 15gp 1d6 4lbs. 3 Fishing Gear 5sp 1lbs. 2 ~ Dalmatic 5sp 41bs. 2w
Sword, Short 10gp 1d6 3lbs. 2 Flask 3cp 0.11bs. 1 - Doublet 1gp 3.51bs. 1w
Sword, Two- 30gp 2d6 151bs. 5 Flint and Steel lgp 0.5lbs * ~ Frock 5sp 1-101bs. 2w
Handed* Flute 15¢p 0.51bs. 1 -~ Girdle Tsp 3lbs. 1w
Tulwar 8gp 1d6 2lbs. 2 Gong 18gp 3lbs. E = Gloves, Cloth 2sp ~ *
Voulge 8gp 2d4 6lbs. 5 Gord 3sp 1Ib. 1 = Gloves, Leather 8sp - *
*Requires two hands to swing. (E"“Ppli“g Hook Lg 4lbs. 2 - Gown lgp 5-201bs. 4w
Certain weapons have additional affects beyond their Grease, Crock (Ib.) Zcp Lb L - Jewelry varies - *
damage rating. See page 41 and 42 for particulars. E:x:z: Sledee égp éil;: i - Leggings 5sp 0.5lbs. 2w
Hnmmnc‘k - gip 81bsi 4 ~ Mantle 1gp 3-51bs. 1w
Harp 35gp 4lbs. 4 - SOb? ;gp 04;?5' 2:”
S / : > car cp .51bs.
Axe,Hénd/ ep 146 10ft. #bs. 2 gzg g::sj: le/lZZrd 2lsggpp 15“ i o Shoes, Normal 2sp 11b. 1w
Tll"”w‘“g . I Holy Water, Flask 30ep 1b. 1 - Signet Ring 5gp = *
Club = 16 10fc. 31bs. 2 Hook, Iron 1gp 0.51bs. 1 - Skirt 4sp 0.51bs. 1w
Dagger 2gp 1d4 10ft. 11b. 1 i )
i s 144 20ft. 2lbs. 2 Horn . 5gp 3lbs. 3 - Smock 3sp 0.5lbs. Iw
Knife 3 142 10ft. 1b. 1 Incense, Stick 1gp - - Trousers 4sp 0.51bs. 1w
P P Ink, 1 oz. 8gp 0.11b. * - Tunic 35, 0.51bs. 1w
Spear lgp 1d6 20ft.  3lbs. 2 Ketde. Iro o 4lbs 3 P
Spear, Wolf 3gp 1d8  10fc.  4lbs. 3 Le & O“ & ;P zu:' 5 - Vest : Zsp 0.51bs. Lw
Trlemic 10gp 148 10ft. 5lbs. 5 Lamp, F]’;‘h - zgp 3le' 5 - Winter Clothing, Set 5gp 6lbs. 4w
Aclis lgp 1d4 20ft. 11b. 2 Lantern, Hu sdeye{ 7ng pon . 5 = *No appreciable EV singly. EV is 1 per 10 of these carried.
Arrows (20) 2gp bow -~ 3lbs. 2 Lan{te‘rn, ooded 25”1 llis . - i i
Arrows (12) 15sp bow = 2lbs. 1 N;“ “T“e . Sép zu; : - PROVISIONS & LODGING  COST  WGT
Arr., Silver (2) 1lgp bow = 0.21b. 1 M::?liﬂei; Ing 4lb:. 5 : Ale, Mug 5cp 11b. 1
Blowpipe lgp 1 10ft. 1lb. 3 Marbles (bag of 25) lj’f’ i £ - Beer, Mug 2cp 11b. 1
Bolas o 1d4 20ft 21bs. 2 M;rror Sn;fll Steel 15;;» O Slb“ 1 -~ Cheese, Block 2sp 1Ib. 1
’ . R Mug or Tankard 2cp 0.51b. ~ ~ Liquor, Cask 25gp* Y2 gal. 5
}S\ow,]_on‘g, 100gp 1d8 110ft. 3lbs. 4 Nails, Iron (50) 55p b, 1 ~ Liquor, Shot 2sp B B
B:):F;Ij;t:t 30gp 1d6 60ft. 2lbs. 3 Oil, Flask of lep 11b. 1 - Lojg%ng, Com;non I o - -
Bow,Short, 5ep 1d8 20ft. Jlbs. 3 Pack, Shoulder 2gp 2lbs. 3 - Lo ging, Good Inn 2gp - -
Composite Padl‘)_Ck and Key 25¢p 1Ib. 1 - Lodging, Poor Inn Isp - -~
Crossbow, 35gp 1d6 80ft. 6lbs. 4 Panpipes Hep b, l - Mead, Mug Zsp 11b. 1
Light Paper (10 sheets) 10gp - . - Rations (1 day) 5sp 11b. 1
Crossbow, 100gp  1d4  30f  3lbs. 2 Pt (11D el Sep - - Rations (1 week) 3gp s, 4
Hand P¥ckaxe, Minery 3ep 10lbs. ‘I = Tavern Meal, Common 2sp -~ -~
Crossbow, 50gp 1d10 120ft. 9lbs. 5 g;?:ns/S ikes (5) pr 021113: 1 : Tavern Meal, Good lgp -~ -
Heavy Pole (10 ?eet) Zsp 81bs. 5 - Tea Leaves, 11b. 1sp 11b. 1
Dart 5sp 1d3 20fc.  05lb. 1 . 2 P o ) - Tobacco, 11b. 5sp 11b. 1
Harpoon 1lgp 1d6 20ft. 4lbs. 5 Prayer Beads ZEE o = ~ Wine, Common (Bottle) 2sp 1lb. 1
Javelin lgp 1d4 30ft. 2lbs. 3 Quill ) I:p . . - Wine, Fine (Bottle) 10¢p 11b. 1
R(.Jd( = 1d2 J0fe. = =z Quiver, Dozen 2gp 1lb. At 12 proj . i .
Sty - ety S0 - I Quiver, Score 4l b 2 20prof TRANSPORT & TACK COST ___ WGT
Whip lgp 1d2 15ft. 2lbs. 2 Razor ’ Si = ’ 1 F ! Barding, Chain* 500gp 1251bs. 6w
Certain weapons have additional affects beyond their R;<lee's Tools 30;p 1Ib 1 ~ Barding, Full Plate* 4,000gp 2501bs. 8w
damage rating. See page 41 and 42 for particulars. Ro;e, Hemp (50 ft) 1ap IOIb;. 5 - Rriiting, lusther 50gp 50lbs. 5w
Rope, Silk (50 . 10, 5lbs. 2 » Barding, Padded* 20gp 25lbs. 5w
EQ\JIPMENT (T’AGE 42) Saci, Lnrge( ) Ssip 1lb. 2 5 Barding, Studded* 100gp 60lbs. 6w
Sack, Small lsp 05 1 25 Bit and Bridle lgp 1Ib. 2w
EQUIPMENT COST  WGT __EV / Saw, Metal 5¢p 11b. 2 - Boat, Long 500gp = =
Armor & Weapon Oil lgp 11b. 1 ~ Sealing Wax lgp 0.11b. * - Boat, RU"Y_ 50gp 75lbs. 25
Awl lgp 0.51bs. 1 ~ Sewing Kit 5sp 1lb. 1 ~ Boat, Skiff 300gp - -
Backpack 2gp 2lbs. 2w 8 Shovel 2gp 8lbs. 3 - Boat, Small 250gp - -
Bagpipe 35gp 8lbs. 4 = Soap (per bar) 5sp 1lb. 1 = Canoe 35gp 50lbs. 23
Bandages (2 wounds) Isp 0.51b. * ~ String (50 ft.) 4sp 11b. 2 - Cart 15¢p 2001bs. <
Barrel, Large 4ep 451bs. 9 9 Tent, Large 45gp 501bs. 10 5 men C}mrior 100gp 3501bs. -
Barrel, Small 2gp 30 Ibs. 6 6 Tent, Medium 25gp 30lbs. 7 3 men Coach 200gp -
Basket 4sp 1lbs. 2 2 Tent, Small 10gp 201bs. 4 1 man Donkey 8ep " -
Bedroll Isp 51lbs. 3 ~ Tinder Box 1lgp 4lbs 21 - Feed (per day) 5cp 101Ibs. 2
Belt Pouch, Large 1gp 11b. 1w 2 Tongs 6sp 11b. 1 . Harness lgp 2lbs. 2
Belt Pouch, Small 5sp 0.5lbs.  * 1 Torch lep 1lb. 1 - Horse, Heavy 200gp - -
Belt Pouch, Spell 10gp 0.51bs. 1 ~ Trap, Lg. Animal 35gp 251bs. 9 - Horse, Light 75gp @
Component Trap, Med. Animal 15gp 121bs. 6 - Mule 25gp = -
Blanket, Winter 5sp 31bs. 2 - Trap, Sm. Animal Tgp 3lbs. 3 ~ Ox 18¢gp -
Bottle 2g 0.51b. 1 1 Trunk, Travel 2gp 101bs. 3 Pony 30gp - -
Broom 5cp 1lb. 3 Vellum (10 Sheets) 15gp = * = Raft 100gp 100Ibs. -
Bucket 5sp 2lbs. 2 3 Vial (1 ounce) Isp 01lb.  * 1oz Saddle 20gp 30lbs. 5w
Candle (5 sticks) 5cp 0.11b. 1 - Waterskin (1 gallon) 1gp 4lbs. 31 1 gal. Saddle Bags 4gp 8lbs. 3w
Canteen (%2 gallon) 2gp 2lbs. 1t Y5 gal. Wedge, splitting 2cp -~ * - Saddle Blanket 5sp 1Ib. 1
Case, Map or Scroll 1gp 0.51b. i 10 Whetstone lgp 0.51b. 1 - Sled 20gp 3001bs. -
s Whistle Sm » * » Wagon 35gp 400lbs. -
Casket 2¢p 151bs. 4 6 Wolvesbane 2gp 0.11b. * ~ Walrus 350¢p - -
Chain (20 feet) 30gp 4lbs. 12 - Zither 40gp 5lbs. 3 . Warhorse, Heavy 400gp - -~
Chalk (per piece) Lep 0.51bs. 1 - *No appreciable EV singly. EV is 1 per 10 carried. garhorse, Light }gggp - -
Chest, Large 5 Olbs. 12 8 6 , i ¢ arpony 2p = =
Chese Smagll 2Zg ;EIbs, 4 . 1 EV if full. If empty, reduce EV by 2 (minimum EV of 1). * Pony barding: 1/2 cost, 2/3 weight, EV reduced by 1.



If your copy of this Castle Keeper’s
Screen was downloaded on 7/27/06 or
eatlier, add the following entries to the
equipment list (glue them somewhere on
the bottom border of the equipment
section of the screen). The two barrel
entries were combined, and the tinder
box totally omitted.

EQUIPMENT COST WGT EV

Barrel, Large 4gp 451bs. 9 9
Barrel, Small 2gp 301bs. 6 6
Tinder Box (10 fires) lgp 4lbs. 2 -

1 EV if full. If empty, reduce EV by 2 (minimum of 1).

If your Castle Keeper’s Screen was
downloaded on 9/11/06 or earlier,
replace the Attribute Checks section of
page 1 with the following:

1. Identify attribute to be checked and
if prime (12) or non-prime (18).

2. Determine the Challenge Level (CL)
using the general guide provided
below.

3. Determine the Challenge Class (CC)
by adding the CL to the Challenge
Base (CB), either 12 or 18
(determined in step 1).

4. Player rolls 1d20, and adds level and
attribute modifiers. Total must be
equal to or greater than the

Challenge Class.

TASK CL
Easy 1-5
Difficult 6-10

Very Difficule 11-15
Heroic 16+



OPEN GAME LICENSE

This book is published under the Open Game License (OGL) version 1.0a by
permission of Wizards of the Coast, Inc. The Open Game Content appearing
in this book is derived from the 3.0 System Reference Document, copyright
2000 Wizards of the Coast, Inc. All contents, excluding the OGL, is property of
and copyright 2004 Troll Lord Games. All Rights Reserved.

Designation of Open Game Content: The following is designated Open Game
Content pursuant to the OGL v1.0a: all text except the Attribute Checks
section on page 1.

Designation of Product Identity: Product identity is not Open Game Content.
The following is designated as product identity pursuant to OGL v1.0a(1)(e)
and (7): (A) product and product line names, including Castles & Crusades,
Castles & Crusades: Player's Handbook, Castles & Crusades: Monsters and
Treasures, Castles & Crusades: Castle Keeper’s Guide; (B) logos, identifying
marks, and trade dress; (C) all artwork, logos, symbols, graphic designs,
depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual representations; (D) logos and trademarks,
including Castles & Crusades, Castle Keeper, SIEGE engine, and Troll Lord
Games, or any other trademark or registered trademark clearly identified as
product identity by the owner of the product identity, and which specifically
excludes the open game content.

OPEN GAME LICENSE Version 1.0a: The following text is the property of
Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc
(“Wizards”). All Rights Reserved.

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

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

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

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

Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

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

Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of
that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except as expressly licensed
in another, independent Agreement with the owner of such Trademark
or Registered Trademark. The use of any Product Identity in Open Game
Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that Product Identity.
Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

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.

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

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

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

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

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