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The Dungeon Song
A Dungeon we will go
A Dungeon we will go

Strap on a Sword and don’t get bored
A Dungeon we will go

Tips to surviving the dungeons
D100 Dungeon does not suffer fools lightly, and knowing when to quit is an important part of surviving the 
dungeon. Invest your gold, and don’t be too quick to sell your items. If you don’t need the gold to buy supplies 
for your next quest, then don’t sell them. Gaining experience can be slow, so train regularly, and don’t 
underestimate the use of armour, shields and the defence characteristic. Only equip essential items as they may 
get damaged. Use fate points to manipulate dice rolls, and use them for greed as well as getting you out of 
tricky situations. Your adventurer will always need a weapon, so carry a spare, or even a couple, in case one 
gets lost or destroyed. Whilst the adventurer can equip many kinds of weapons, the dice are your weapons, 
however, not all dice are manufactured very well, so if they are not being kind to you, check their balance. After 
all, your adventurer would always check a weapon’s balance before using it.

Good luck the Dungeon awaits!

https://www.facebook.com
https://www.facebook.com
https://boardgamegeek.com
https://www.mk-games.co.uk
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THE LOST TOME OF EXTRAORDINARY RULES
Advanced Rules for D100 Dungeon by Martin Knight © 2020

Welcome to the D100 Dungeon – The Lost Tome of Extraordinary Rules. This book adds lots of new rules that 
can be added to your D100 Dungeon games. None of them have to be included, and you are free to pick and 
choose which ones to use. Just follow their instructions and have fun.

BEAST MASTERY
This section deals with the use of beasts that can be trained and used during your quests to aid tests and assist 
in combat. During the “Search the Markets” step of the “BEFORE YOUR NEXT QUEST” phase, the player 
may include table Y-Beasts with all other tables showing the symbol “O” when rolling for items the markets 
have to offer. In addition, if the adventurer encounters a monster from an encounter table during a quest that 
is listed on table Y-Beasts, they may, as a combat action, try to tame it to become their Beast. They must 
perform the TAME test below. Pack monsters encountered that the adventurer wishes to tame, can only be 
tamed if their HP value has been reduced down enough to show only a single monster is surviving, for 
instance, if a monster’s HP is 5/5/4, the monster could only be tamed when its HP have been reduced to 0/0/4 
(or less). If the test is successful, the monster is tamed and can be added to the adventure sheet (this brings 
the combat to an end). Note, the tamed monster still remains on the combat track. However, if the test fails, 
the monster’s attack roll is automatically successful during step 5 of combat and it gets to roll 1 extra damage 
die (i.e. it will roll 2d6 for damage). Note, that if the monster’s reaction roll for the combat round was to 
escape, it will instead remain and attack the adventurer.

TAME – Test: Int +/- Beast Bonus [S: monster is tamed] [F: monster attack hits for +1 Dmg die]

BEASTS CHARACTERISTICS
Beasts come with their own set of characteristics and abilities. They are always acquired at level 1, but have the 
potential to be trained up to level 10 (the maximum). Below shows an example of a level 3 beast, and how it is 
recorded to the new adventure sheet (found at the end of this book). You can see how its characteristics have 
changed from level 1 to level 3 by comparing the example to the details on table Y.

Beast (Level)
This section displays the beast’s name and is followed by its current level in parenthesis.

Beast Bonus
This section shows the modifier that is applied to tests when an adventurer is attempting to train their beast.

Beast GP
This section displays the current value of the beast in gold pieces. The adventurer can sell a beast during Step 4 
of the “BEFORE YOUR NEXT QUEST” phase. 

4



Training Track
This section tracks the beast’s current training progress. When all pips have been shaded on the track, they are 

removed and the beast goes up 1 level.

Abilities
This section shows the abilities the beast has which can help the adventurer during a quest.

Beast HP
This section displays the beast’s maximum HP and in parenthesis its current HP. When it is dealt damage, the 

player only deducts damage from its current value, and never reduces damage from its maximum HP value. 

When a beast’s current HP has been reduced to 0 (zero) or less, it has been killed and is removed from the 

adventure sheet. If an adventurer has the ability, they may of course attempt to resurrect the beast.

Example of a level 3 Hunting Dog
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BEASTS ABILITIES
Below shows the various beasts abilities and how they are used to help an adventurer during a quest. Only the 

abilities shown for the beast accompanying the adventure may be selected from the list below during a quest.

Confuse – The monsters Attacks ability is reduced by 1 point for the next combat round.

Attack – At the start of a combat round, deal 4 HP of damage to the monster.

Guard – The adventurer gains +10 to their Dodge skill for their next test.

Guide – The adventurer gains +10 to their Aware skill for their next test.

Lure – The adventurer ignores a monsters Fly ability for the next combat round.

Mighty - The adventurer gains +10 to their Strong skill for their next test.

Poison – The monster is poisoned and suffers -2 Dmg penalty for the rest of this combat.  

Resurrection – Whenever the adventurer has been killed, the dragon may sacrifice one of its hearts to bring them 

back to life, just as if they had spent a life point. The dragon has two hearts, but can survive perfectly well with just 

one. However, each time it revives the dead adventurer, it has to use a heart to power its ability, and when its last 

heart has been sacrificed, the dragon will unfortunately die. Therefore, after the first resurrection has been 

performed, the player adds “(R)” after its name as a reminder, and the next time it resurrects the adventurer it will 

die. Nothing can prevent the dragon’s death, and the player must remove it from the adventure sheet.

Roar – The adventurer gains +10 to their Bravery skill for their next test.

Strike – The adventurer gains +X Dmg on their next damage roll, where x is equal to the beasts level.

Stun – The monster does not get to escape or attack during the next combat round.

Trick - The adventurer gains +10 to their Escape skill for their next test.

Webbing – The monster suffers -10 AV and the adventurer gains +10 to their next attack roll.

RULES WHEN USING BEASTS
While the adventurer has a beast, it will accompany them everywhere they go, including into towns when they 

are performing the “BEFORE YOUR NEXT QUEST” phase, and during quests and mission. All the while a 

beast is recorded on the adventure sheet the following rules apply.

1. The adventurer may only have 1 beast at a time. If they tame or buy another, the old one will wander off
and be lost forever.

2. Beasts are added to the new style adventure sheet in the space provided, and there is a section there that
shows a training track. At the start of each “BEFORE YOUR NEXT QUEST” phase, the adventurer can
train their beast by making training tests. They can test a number of times equal to the beasts current level
until they either fail a test, or the beast gains a level. When the test is successful, the player shades one pip
on its training track, shading from left to right. However, if the test fails, the beast is uncooperative for the
next quest, and none of its abilities can be used (see 4), and no damage can be deflected to it during combat
(see 5). However it will still accompany the adventurer on the mission. After the quest has been performed,
the beast will resume its cooperation and the adventurer can benefit from its abilities again. Note, a beast
can still be trained even if it was uncooperative during the last mission.

 TRAINING – Test: Int +/- Beast Bonus [S: shade 1 pip] [F: uncooperative on next quest]
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NEW FIND TABLE
On page 29 you will find an alternative table to table F – Find 

from the main D100 Dungeon rulebook. At the beginning of any 

quest the player may decide which table they would like to use, 

either table F – Find, or table FA – Find A, and for the duration of 

the quest they are obliged to roll on the chosen table.

The new find table will add greater variation when searching the 

areas compared to the standard find table. It has 100 separate 

entries and follows a similar pattern from that table. For instance, 

you will notice that a few of the entries are the same or similar, 

and the number of  that must be added to the time track 

generally match the results from that table. Like table F – Find, the 

higher you roll on table FA – Find A the better the adventurers 

search will have been.

Once all 10 pips have been shaded on its training track, the beast has gained a new level, which the 

player writes after its name in parenthesis. It will look something like this: Dire Wolves (1), Tiger (3). 

The player then resets its training track by removing all the shaded pips. Each new level a beast obtains, 

allows it to assist the adventurer during quests one extra time (see 4). It also gains the following: +1 HP, 

its gold value is increased (see 3), it can have more damaged deflected to it during combat (see 5),  and it 

gains +1 to its Beast Bonus, and the player makes the adjustment to the beasts characteristics on the 

adventure sheet.

3. The value of a beast is equal to its gold piece value multiplied by its level. When they are bought or

tamed, its level begins at (1). An adventurer may only sell a beast during Step 4. SELL ITEMS of the

“BEFORE YOUR NEXT QUEST” phase.

4. A beasts abilities can only be used a number of times equal to its level during a quest. Therefore, a beast

with a level of (3) would only provide the use of its abilities 3 times during a quest.

5. When the adventurer is damaged in combat, some of the damage may be deflected to their beast instead.

The number of points of damage that can be deflected is equal to the beast’s current level. However, if

the beast is currently uncooperative (due to a failed training test) no damage may be deflected. A beast

will never suffers poison or disease.

6. When an adventurer receives damage outside of Combat (with the exception of Spell/Scroll costs), roll

1d10, and if the result is equal to higher than the beasts current level, then the beast suffers half of the

damage rounding down and the rest is applied to the adventurer.

7. Beasts can be healed by the adventurer using spells, potions, and brews etc. and may even be

resurrected. After a quest, each point of damage a beast has suffered can be restored during Step 2.

HEAL of the “BEFORE YOUR NEXT QUEST” phase, for 20gp per point.

TRAINING – Test: Int +/- Beast Bonus [S: shade 1 pip] [F: uncooperative on next quest]
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ARTISAN
The following rules have been designed to provide a way for adventurers to craft items from salvaged and 

bought materials. However, before any salvaging and crafting can take place, the adventurer must have some 

starter knowledge of how to be an Artisan. Therefore, at any time during the “BEFORE YOUR NEXT 

QUEST” phase, the adventurer may seek out training from a Master Artisan and gather the necessary crafting 

and salvaging equipment from the Artisans guild. To train with a Master costs the adventurer 2,000gp and to 

buy the necessary equipment costs 200gp. As soon as both have been paid, the adventurer may begin using 

the artisan sheet and can use all the following rules. The artisan sheet can be found at the end of this book, or 

downloaded from www.mk-games.co.uk.

THE ARTISAN RULES
The new Artisan sheet can only be used once the adventurer has learnt the basics of salvaging and crafting from 

a Master Artisan, and has paid for the necessary equipment (See above). Once the sheet has been unlocked, the 

adventurer is provided with a place to store all their crafting materials and schematics, and most importantly 

their new Artisan (Art) characteristic and Salvage and Crafting skills (see below).

Artisan (Art) - The new Artisan (Art) characteristic has an experience track and a starting value of 40, and 

through experience can be raised to as high as 80, in a similar way that Str, Dex and Int can. 

Salvage/Crafting Skill – The Salvage and Crafting skills begin at +0, and like all other skills have the potential 

through experience to be raised to a skill bonus level of +20.

When the artisan sheet is unlocked for the first time, the player adds a starting Artisan (Art) value of 40, and a 

starting skill bonus of +0 for both the Salvage and Crafting skills on the artisan sheet in the spaces provided. 

They may then use all of the artisan rules presented below.

THE ARTISAN STEP
All Artisans may now perform a new step that is added to the “BEFORE YOUR NEXT QUEST” phase, 

called 11. ARTISAN (Optional). During this new step the Artisan adventurer is able to salvage materials 

from unwanted items, craft new items from those materials, and use contacts at the Artisans guild to further 

develop their skills and abilities through training. They may also use contacts at the guild to buy materials 

and schematics that can also be used to craft items. Below details all of the activities the artisan adventurer 

can perform during step 11. 

1. Salvage Tests
During a quest, the adventurer will come across different items, such as armour and weapons, and others 
that have no real use other than their resale value. Once the adventurer has become an Artisan, they may 
attempt to salvage materials from these items by making the Salvage test below. The item must appear on 
one of the X – Salvage tables, otherwise nothing can be gained from the attempt. If the test is successful, 
the player finds the item where it appears on the X – Salvage table to see what materials have been gained.

https://www.mk-games.co.uk
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They remove the item from the adventure sheet and add the salvaged materials to the artisan sheet. If the test is 

failed, the salvage has gone badly, and the item has been destroyed, and it is removed from the adventure sheet, 

and nothing is salvaged. The adventurer may perform any number of salvage tests during the Artisan step.

SALVAGE – Test: Artisan (Art) [S: salvage materials] [F: item destroyed) (Salvage)

Example Salvage Test:  Brunel wants to salvage materials from a Mighty Claymore. His Art is 40 and he has a 

salvage skill of +5. He sees that Mighty Claymore is an item on table X – Salvage - Weapons and therefore 

material from it can be salvaged. He needs to roll 45 or less and rolls the d100 scoring a 9. As the result is 10 

or less, he has gained experience from the process, and decides to shade in one pip on the Art experience track. 

Lastly, he looks up the materials gained from the test, as it was also successfully tested. As the Mighty Claymore 

is a standard item (i.e. it is not a Finer Greater, Superior or Legendary item) Brunel salvages the standard 

materials and adds 3 Leather/Hide and 21 Iron to his artisan sheet.

Note if the player is using the new rules “Special Blues”, items with the prefix “Exceptional” may not be 

salvaged. They are woven with far greater skill and arcane knowledge for any aspiring artisan to dabble with.

When a salvage test has been successful, and the item has 

the prefix “Finer”, “Greater”, “Superior” or “Legendary” 

before its name, as well as salvaging the standard materials 

shown on table X - Salvage, the adventurer also salvages the 

extra materials found in the column to the right that matches 

the items prefix (i.e. Finer, Greater, Superior or Legendary). 

Lastly, if the item is a legendary item, there is also a chance 

that some Aztopaz shards may be salvaged, and the player 

rolls on table XA – Aztopaz Salvage, to see if any are 

salvaged, and if so how many. All materials are then added 

to the artisan sheet.

Salvage Experience - Each time the salvage test is made, if a 

natural 10 or less is rolled on the d100, the adventurer has 

learnt something from the test and the player may shade in 1 

pip on the Artisan experience track, or 2 pips on the Salvage 

skill’s experience track, just as they would for other 

characteristics and skills. However, if a natural roll of 05 or 

less is scored, as well as gaining the usual experience for 

rolling 10 or less, the adventurer manages to salvage extra 

material and the player changes all materials salvaged to their 

full counterpart (i.e. Leather Scraps become Leather and Bone 

Shards become Bone etc. See Salvaged Materials below).



Salvaging from the Dungeon

In addition to salvaging materials from items, the adventurer may also perform the test below and salvage 

materials from the broken items left laying around the dungeon. The player may perform the test below each 

time they search an area and roll on a Find table. If the test is successful, the player shades 1 pip on the 

scraps track on the artisan sheet. There are 50 pips that can be shaded, and once all pips are shaded, the 

adventurer is unable to collect any more.

DUNGEON SALVAGE – Test: Artisan (Art) -10 [S: Shade 1 Scraps pip] [F: nothing) (Salvage)

At any time during the Artisan step, the adventurer may collect the materials from the scraps they have 

collected. The player rolls 1d100 for each shaded pip, and adds 1 material to the result found on the materials 

section of the artisan sheet. They then remove the shaded pip.

2. Salvaged Materials
The materials are broken down in to standard, and upgraded materials, and the table below shows them as full 

materials and their lesser counterparts. The player may upgrade lesser parts in to a full material at any time 

during the artisan step, by simply removing 10 of the lesser materials and adding 1 full material of its larger 

counterpart to the artisan sheet. They may also reverse the process, by removing 1 full material and adding 10 

lesser ones to the artisan sheet.

Example: Brunel has 11 Leather/Hide Scraps and decides to create 1 piece of Leather/Hide. He removes 10 
Leather/Hide Scraps from the artisan sheet and adds 1 Leather/Hide.

1The Azure Bars and Ingots appear as a strange blue metal that glows with Arcane Energy.
2The Aztopaz Crystals and Shards come in a variety of colours depending on their Arcane Function.

3. Crafting Items
Once the adventurer has managed to acquire some materials, they may be able to craft them in to items. The 

tables XB – Crafting, provide details of the items that can be crafted and the materials that will be needed. The 

adventurer may perform any number of crafting tests during this step, and may craft standard or upgraded items, 

if they have the correct material and schematic (for upgraded items).

Standard items that do not have the prefix “Finer”, “Greater”, “Superior”, or “Legendary” can be crafted 

without the need of a schematic or special materials; the player can simply select any standard item from the 

list, and use the standard crafting materials required to try and craft the item.
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Finer, Greater, Superior, and Legendary items are upgraded items, and require a schematic before they can be 
crafted. Schematics can be obtained by buying them from a contact at the Artisans Guild (See 4b. Buying 
Materials/Schematics, below). Without this blueprint, these special items may not be made.

In addition to a schematic, the adventurer will need to have all of the standard crafting materials, plus the 
upgraded materials required. Upgraded materials can be salvaged from Finer, Greater, Superior, or Legendary 
items, or can be purchased from contacts at the artisan guild. 

Legendary Items also need Aztopaz shards to power the magic that is contained inside them. The crystals come 
in a variety of colours, and all work in different ways to produce different legendary effects. To create a 
legendary item, as well as a schematic, and the standard and upgraded materials shown on the tables XB – 
Crafting, the adventurer also needs a number of Aztopaz Crystals of a specific colour. You can find the colour 
and number of crystals needed on table XC – Crafting with Crystals.

Once all the correct materials are accounted for, and providing the adventurer has the correct schematic if one is 
needed (i.e if they are creating a Finer, Greater, Superior, or Legendary item) they may attempt to craft the item 
and the player performs the CRAFTING test below. 

If the item is being crafted from a schematic, there is a modifier applied to the test (see 5. Schematics, below). If 
the test is successful, the item is created, and can be added to the adventure sheet or immediately sold. However, 
if the test is failed, the crafting went terribly wrong, and nothing has been created. Whether the test is successful 
or not, all the materials used for the items craft test are removed from the artisan sheet.

CRAFTING – Test: Art (- Schematic Modifier) [S: Item is Crafted] [F: Nothing is Crafted) (Crafting) 

Crafting Experience - Each time the Crafting test is made, if a natural 10 or less is rolled on the d100, the 
adventurer has learnt something from the test, and the player may shade in 1 pip on the Artisan experience 
track, or 2 pips on the Crafting skill’s experience track, just as they would for other characteristics and skills. 
However, if a natural roll of 05 or less is scored, as well as gaining the usual experience for rolling 10 or less, 
the adventurer has learnt a new schematic (see, 5. Schematics below).

4. The Artisan Guild
The Artisan Guild is where the adventurer can buy materials and schematics, and seek out training to advance 
their Artisan characteristic and skills. During each Artisan phase the adventurer has access to a number of 
contacts equal to their current REP value. They use contacts one at a time, for training and buying materials/
schematics and selling schematics. Therefore, each time a pip is shaded on an experience track whilst training, 
or when ever the player rolls on Table XD – Contacts, or sells a schematic, one contact allowance is used up. 

Example: Brunel has a REP value of 6 and decides to train and buy some materials. He wants to train 3 times, 
and so this only leaves three contacts left to buy materials from, and so he trains 3 times and buys 3 times.
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4a. Training

The Artisan Guild is the perfect place to brush up on crafting and salvaging techniques. The guild usually has 

a vast number of Master Artisan, who for a price will help the less experienced Artisans advance in their 

skills. Therefore, for 200gp the player may shade 1 pip on the adventurers Crafting or Salvage experience 

track, or for 2000gp they may shade 1 pip on the adventurers Artisan (Art) experience track. Note, each time 

the player shades in a pip on their Artisan (Art), Crafting, or Salvage experience tracks, they will use up one 

of their contacts for this phase.

4b. Buying Materials/Schematics

The adventurer may seek out contacts at the Artisan Guild to see if they have any materials or Schematics 

that they would be willing to sell. The player rolls on table XD – Contacts to see what they have to offer. 

The adventurer is then free to buy the material/schematic. Each time the player rolls on table XD – 

Contacts, regardless if the material/schematic is purchased or not, this will use up one of the adventurers 

contacts for this phase. When a schematic is for sale, the player will need to generate the details of the 

schematic (see Schematics below).

4c. Selling Materials/Schematics

Materials can be sold in any quantities and in either full or lesser parts. The player simply deducts the item 

and adds the gold to the adventure sheet. However to sell a schematic, the adventurer must find a contact 

willing to buy it. Therefore each one that is sold uses up one contact allowance for the phase.

4d. Guild Storage

All schematics and materials added to the Artisan sheet are kept at the Artisan Guild, and therefore, there is no 

limit to the number that the adventurer may have. The space is rented for 50gp each time the adventurer 

performs the Artisan step, and must be paid in full by the end of the “BEFORE YOUR NEXT QUEST 

PHASE” or the player must remove all materials and schematics from the artisan sheet as the adventurer no 

longer has any personal guild storage. 

5. Schematics
When a Schematic is learnt or offered by a contact, the details of the schematic must be generated. The process 

is fairly straight forward, and will require the player to roll on various tables found in the main D100 Dungeon 

rulebook. However, first the player rolls on the table XE – Schematics, to determine the type of schematic, and 

then rolls on the tables shown to fill in the details.

When a schematic is added to the artisan sheet, the player fills in all the details, by adding the schematics name, 

which also details the item that will be created, the schematic modifier, which must be applied during the 

crafting test, the materials needed to craft the item, and the Schematics value. The player will need to use the 

XB – CRAFTING tables, and possibly table XC – Crafting With Crystals when detailing the schematics 

materials. Lastly the player fills in the lower part of the schematic by recording the details of the item the 

schematic will create, such as its SLOT, ITEM NAME, any STR, DEX, INT, HP, DMG, DEF Adjustments, it’s 

GP and Fix value and if it has one, an A or S value.  
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Example: Brunel has just rolled 93 on table XD – Contacts, and is offered a schematic from a contact at the 

Artisans Guild. First Brunel must determine which type of schematic the contact is offering and so rolls on table 

XE – Schematics. Brunel rolls the d100 and scores 88 and looks up the result. The schematic is for Legendary 

Armour. Following the instructions, Brunel must generate the Schematics name, and so first rolls on table A – 

Armour and scores 69 “Mail Handwraps”. Next he rolls on table L – Legends and scores 32 “LEGEND of the 

Giants”. The instructions on table L, instruct Brunel to “Replace LEGEND with the name of the item found as 

a prefix”. As the item found on table A – Armour was “Mail Handwraps”, Brunel goes ahead and replaces 

LEGEND with “Mail Handwraps” and the schematic is named “Mail Handwraps of the Giant” and if crafted 

will create the item “Mail Handwraps of the Giant”.

Brunel likes the look of this schematic and decides to buy it from his contact. He deducts the gold pieces from 

the adventure sheet and starts adding the schematics details. Firstly, he adds the schematics name in a blank 

schematic box on the artisan sheet, followed by the test modifier and its gold piece value from table XE – 

Schematics. Next, he looks up the standard materials and the upgraded materials needed to craft the Mail 

Handwraps on table XB – Crafting Armour. It shows that they need 4 Wood/Bone, 10 Leather/Hide, 6 Iron of 

standard materials; and 2 Azure of upgraded materials, so he adds them to the schematic. Next, because the 

schematic will craft a Legendary item, it will require Aztopaz crystals, and so Brunel checks on the table XC 

– Crafting With Crystals and finds LEGEND of the Giant on the table. It shows that it will require 4 Red

Aztopaz Crystals, and so he adds this too. With the upper section of the Schematic completed (see below),

Brunel must now complete the lower section.

Brunel copies the Schematics name to the Item Name in the lower section of the schematic box, and then looks 

up the details for Mail Handwraps from table A – Armour. The mail handwraps have A2 and protect the Hands, 

and so Brunel adds these details to the schematic. Lastly Brunel looks up the information for the “LEGEND of 

the Giant” on table L – Legends. It shows it has +3 Dmg, a value of 900gp and a fix value of 180gp. Brunel 

adds the details and complete the schematic (see below).
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INVESTMENTS MADE EASY
This section deals with the use of the original Investments table and makes it easier to apply the results of 

the investment roll that is made during each “BETWEEN YOUR NEXT QUEST” phase, when the 

adventurer owns some shares.

After the investment roll has been made, cross reference each result from table J – Investments with the 

number of shares the adventurer owns for each of their investments. Then using table JA – Investment 

Results, the player can quickly see how the investment roll has affected the total number of shares instead of 

needing to apply the results individually to each share. The player makes the adjustments shown to their 

Investments on the adventure sheet.

When applying the results, note that the adventurer may only hold a maximum of 10 shares in any single 

investment program, and so, if the adventurer ends up in excess of 10 shares in any single investment, they are 

required to sell them, until they have reduced the total number to 10 or below.

Example: Sir James begins the Empire Building phase with 7 Shares in the “Finance” investment and 

makes the investment roll scoring 78. On table J – Investments it states “+3 pips per share”. Finding the 

result on table JA – Investment Results, he cross references the result with the number of shares, to find 

this equates to a gain of +4 Shares and +1 Pip. After adding the 4 shares to his 7 that was held at the start 

of the Empire Building phase, it takes the total number of shares in Finance to 11, and because this is over 

10, he must sell at least 1 share.

COMBAT EXPERIENCE
Combat experience introduces a new set of rules that can be used during any game of D100 Dungeon. It tracks 

each time the adventurer kills a monster on a new sheet entitled “Combat Experience Sheet”, and after 10 and 

20 pips have been shaded on a monsters track, it will unlock some special abilities. 

The player can include the combat experience rules at the start of any quest, however, once they have been 

selected to be used during a quest, they must be followed until the end, and the player is not permitted to stop 

using them midway through. 

When an adventurer kills a monster, they can learn from the combat and gain experience about how best to 

overpower and defeat that type of monster for future battles. Therefore, each time a monster is defeated, 

the player may shade in one pip on the monsters combat experience track. When ten pips have been 

shaded, a special ability is unlocked that can be used one time during each combat with that type of 

monster. When 20 pips have been shaded, it unlocks a second special ability that can also be used once per 

combat. Both the Level 10 and Level 20 special abilities can be used during the same combat with a 

monster as soon as they have been unlocked. Note that in the case of pack monsters, the whole pack needs 

to be defeated in order to gain the experience pip.
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In addition, when 10 pips on a monsters experience track has been shaded, the monsters reaction modifier is 
applied to all reaction checks during the combat. A positive modifier reflects that the adventurers reputation is 
spreading amongst the monsters own kind, and they are becoming fearful, and will attempt to escape more often 
in combat. A negative modifier reflects that they are fighting back, and will enrage more times during an 
encounter. A modifier of zero reflects that the monster is indifferent or lacks the intelligence to make any impact 
on how they will react to the adventurer. A copy of the Combat Experience Sheet can be found at the end of this 
book, and permission is given for it to be copied. Alternatively it may be downloaded as a pdf from www.mk-
games.co.uk, and  printed for each of your adventurers. The sheet lists the monsters alphabetically, and shows 
which abilities are unlocked after 10 and 20 pips have been shaded, and their effect. If a monster is not shown 
on the sheet, it is because it is either rarely encountered, or nothing can be gained from the kill.

When to use the Special abilities, varies greatly between abilities, and the table below will help you and shows 
at which point in combat the ability is to be used.
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THE ARCANIST ‑ ADVANCED CASTERS
Arcane energy is something that surrounds everything in the world of the D100 Dungeon game. Whether it is 

dead, alive, or has never lived at all, the arcane power is there and existing in many forms. It twists and turns, 

blending and manipulating reality in strange ways, and those that know how, can influence it to their will. With 

even the slightest of intelligence, any being can use its power to minor effect, but there are some who have 

devoted their life to studying its power and can produce the most wondrous of effects. They are known as 

Arcanists and are the Advanced Spell Casters of the D100 Dungeon universe. They have spent years of their 

lives in constant study to unlock the secrets of the arcane and command it to do their bidding.

In this section we detail the path of an Arcanist, and how a spell caster unlocks the Advanced Hero PATH. 

We will detail spells that the Arcanist will have access to, and which equipment they will be allowed to 

use. But first, take a look at the table below, which briefly describes seven orders of magic that have been 

discovered so far. An eighth order exists and is known as Dark Magic. It is used solely by vile monsters 

and diabolic individuals for evil; it is not an order of magic that can be followed by an adventurer, and is 

merely included on the table for completeness.

BECOMING AN ARCANIST
In order for an adventurer to become an Arcanist, they must first have already been following the path of a spell 

caster and achieved some level of aptitude in the arcane arts. Once they have become something of a magician, 

they must attend a ceremonial trial at one of the many Arcane Universities. Under scrutiny, their skills in the 

arcane arts are tested to the full, and if they prove their worth, they will be placed in one of the Seven Orders of 

Magic.  The trial is often referred to as “The Test of Death”, as many will not survive the ordeal. You can follow 

the steps below to try and become an Arcanist.

1. Choosing An Order Of Magic
At the start of any “BEFORE YOUR NEXT QUEST” phase, an adventurer may elect to try and become a 

Arcanist. They must have a Hero Path of either Druid, Warlock, Sorcerer, or Arcane Wizard, and have an Int of at 

least 60, a Magic Skill of +10 or more, and have 5 individual spells (none can be duplicates) recorded in their spell 

book. Providing these requirements are fulfilled the player may select an order of magic for the adventurer to join.



The table below shows the orders of magic available to the adventurers of the different Hero Paths. Once one 

has been chosen. The player writes the name of their order of magic after the Hero Path on the adventure sheet, 

and must then move onto step 2. The Test of Death.

Example: A druid chooses the order of Elements, and so the player writes the adventurers Hero Path as 

“Druid of Elements”.

2. The Test Of Death
The adventurer must now prove their worth to the council by successfully casting 5 individual spells from their 

spell book one at a time. Each spell must be different, and if a spell is cast unsuccessfully, it must be recast until 

it has been cast successfully. When all 5 spells have been successfully cast, the test is over, and the adventurer 

has been accepted in to their chosen order of magic. They have become an Arcanist. During the test the 

adventurer is only allowed to use up to 3 equipped belt items, and once the test has begun there is no turning 

back, and the adventurer must continue trying to successfully cast each spell or die trying.

If the adventurer survives the “Test of Death” the player adds the rank of “Initiate” to the start of the 

adventurers Hero Path.

Example: The adventurer has become an Arcanist, and so the player adds “Initiate” at the start of the druids 

Hero Path on the adventure sheet, and it now reads “Initiate Druid of Elements”.
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FOLLOWING THE ARCANIST HERO PATH
Once the adventurer has passed the “Test of Death” they have become a fully fledged Arcanist and  have 

unlocked the arcane benefits and arcane law, shown below. They will belong to their chosen order for the rest of 

their life, unless they break arcane law.

Arcane Benefits
By becoming an Arcanist, their affiliation with the Arcane Council and their studies bring a lot of benefits to the 

adventurer. Below details those that are gained. 

1. Staves and Quarterstaff

Because all Arcanists endure hours of ongoing training in the use of the “Stave” and the “Quarterstaff”, these 

weapons in the hands of an Arcanist gain +3 Dmg to their damage modifier. The “Stave” (results 7-8 on table 

W) therefore, now has a total damage value of +1 Dmg, whilst the “Quarterstaff” (results 13-14 on table W)

has a total damage value of +2 Dmg when in the hands of an Arcanist.

2. Powering Staves and Quarterstaffs

The Arcanist is able to infuse a Stave or Quarterstaff with Arcane energy prior to beginning a quest, and can 

use that energy to fuel their spells instead of using their own health points. Any spell costs that requires HP to 

fuel, can instead be deducted from a Stave or Quarterstaff the Arcanists has equipped. The amount of arcane 

energy it can store is equal to the Arcanists Magic Skill Bonus. The player can keep a running record of the 

energy stored by writing its current total in parenthesis after its name, such as Stave (20) or Quarterstaff (15). 

The Arcane energy slowly replenishes over time, and therefore each time a  is triggered on the time track, 1 

point of Arcane energy is returned to the stave or quarterstaff. In addition, during combat, the adventurer may 

spend 1 point of energy before making an attack roll to enhance the attack with magic. The player then tests 

the adventurers Int characteristic for the test instead of using Str. 

3. Arcanist Spell Book

The adventurer is given a new spell book called the “Arcanist Spell Book” which is used to record any of the 

advanced spells from tables SA1-6. You can find the new “Arcanist Spell Book” at the end of this book, and 

permission is given for it to be copied. Alternatively you may also download a pdf from www.mk-

games.co.uk and print it out for your Arcanist adventurer.

The adventurer needs to have and maintain an Int of 60 or more in order to cast spells from the Arcanist 

spell book. If the adventurer’s Int drops below 60 they may still collect spells in the new spell book, but 

are no longer intelligent enough to cast them. The player shades the box at the top of the artisan spell 

book, when the adventurer has a Int of 60 or more, and removes the shading if ever the adventurers Int 

drops below 60 as a reminder.
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Only advanced spells may be recorded in the new spell book. All other spells (i.e. from table S) must be 

recorded in the spell book on the front of the adventure sheet. It is important to note that although any 

advanced spell can be recorded in the new Arcanist spell book, only the spells that belong to the adventurers 

order of magic may actually be cast by them. Other order of magic spells are simply recorded in the new spell 

book to sell during the “Between Your Next Quest” phase. For adventurers following the Esoteric order, who 

are permitted to use spells from any order of magic, they may of course cast any spell from the Arcanist spell 

book. With two spell books unlocked, the Arcanist now has the potential to learn 20 individual spells.

The advanced spells require ingredients for their magic work. Therefore, each time a spell is cast, the player 

must remove 1 of each ingredient shown for the spell, from either the adventurer sheet, or the ingredients bag. 

If any of the ingredients are not available, then the spell may not be cast.

The new spell book also has a place to record the ingredients for the advanced spells. However, until an 

ingredients bag is purchased, none of the slots may be used. An ingredients bag may be bought for 

1000gp at any time during the “Between Quest Phase”. When the gold has been removed from the 

adventure sheet, the player shades the ingredients box to signify it is now active and may be used. Until 

the ingredients bag has been activated, the player may record ingredients in their backpack, within the 

usual limits (i.e. 10 per slot). Note, only spell ingredients can be stored in the ingredients bag, and each 

slot can hold a maximum quantity of 10 ingredients.

4. Gaining Ranks with Spells

The Arcanist begins in their order of magic as an Initiate, and automatically gains one of the spells from their 

orders spell table. The player find the adventurers order of magic from the various SA – Spells Advanced 

tables found at the end of this book, and then rolls 1d10 for a spell. Once the spell has been added to the 

Arcanist spell book, it affirms the adventurers acceptance in to the order and shows that they are now loyal 

subjects to the Arcane Council. For adventurers following the Esoteric order, (who are permitted to use spells 

from any order of magic), they must generate a random order of magic prior to rolling for the spell, and so the 

player rolls 1d6 and uses the result to select the table (i.e. if they roll a 4, they will use table SA4).

Each spell that belongs to the Arcanist’s order of magic that is added to the Arcanist spell book, raises the rank 

of the Arcanist by one level, and unlocks a special power taught by the Arcane Council. For adventurers 

following the Esoteric order, any advanced spell that is added will earn them a rank. The table below shows 

the ranks and at which level their powers are unlocked. When a new rank has been acquired, the new power is 

ready to use from the start of the next quest, thus providing adequate time for the power to be taught by the 

arcane council (i.e. during the “Before Your Next Quest” phase). Once a new rank has been achieved, the 

player replaces the previous ranks name on the adventurers Hero Path with the new one. Note, all previous 

powers taught from the lower ranks are still retained and usable by the adventurer.
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5. Learning Spells
During step 8. MAGIC TUITION of the “Before Your Next Quest” phase, the Arcanist may roll once on the 
advanced spell table that belongs to their order of magic. However, for adventurers following the Esoteric 
order, (who are permitted to use spells from any order of magic), they must generate a random order of magic 
prior to rolling for the spell, and so the player rolls 1d6 and uses the result to select the table (i.e. if they roll a 
4, they will use table SA4). Note that if the spell rolled is learnt by the adventurer and added to the Arcanist 
spell book, it costs 2000gp, double the normal cost of a spell from table S – Spells.

6. Rolling for Spells
When ever the Arcanist is instructed to roll on table S – Spells they may instead choose to roll for a spell from 
one of the advanced spell tables. The player rolls 1d6 and uses the result to select the table (i.e. if they roll a 4, 
they will use table SA4). Next they roll 1d100 for a spell result from that table. The result may then be added 
to the Arcanist spell book, or applied to a scroll, or a legendary item. Note, spells from table S or from one of 
the advanced spell tables may never be recorded in the backpack.

7. Notoriety
As soon as the adventurer becomes an Arcanist, they become a notable member of society and receive instant recognition. 
Therefore the lowest their REP value can be is 4. If the adventurers REP is currently below 4, the player raises it to 4.

8. Ingredients
During step 5. BUY NEEDED ITEMS of the “BEFORE YOUR NEXT QUEST” phase, the Arcanist may also 
buy from table IA – Ingredients. The number of ingredients they may buy is also limited by their REP value. 
Therefore, an Arcanist may purchase a maximum number of needed items and ingredients equal to 20+REP 
from, table IA – Ingredients and N – Needed. In addition, when ever the Arcanist is instructed to roll on table I 
– Items during a quest, they may instead choose to roll on table IA – Ingredients instead.
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Arcane Law
As an Arcanist, the adventurer must abide by a number of arcane laws set out by the Arcane Council. If for any 

reason, any of the laws are broken, whether by mistake or on purpose, the adventurer is in danger of being 

extradited to an arcane prism (see Breaking Arcane Law, below).

1. Restricted Armour

The Arcane Council regards the use of armour as an insult to a wizards abilities. Therefore, the adventurer is 

only permitted to wear armour that has a maximum (A) value of A1. With this in mind, the Arcanist is limited 

to wearing either “Leather” or “Studded Leather” armour, and they are not permitted to use a shield. The 

council extends this view for anyone following the Esoteric order by banning the use of “Studded Leather”. 

Therefore, if the adventurer is a member of the Esoteric order, they may wear “Leather” armour or none at all.

2. Restricted Weapons

The Arcane Council view the use of weapons (especial clumsy and large weapons) as a slight on a wizards art. 

Therefore, the adventurer is only permitted to wield weapons that have a maximum damage value of +1 Dmg 

(results 0-68 on table W). The council extends this view, feeling that anyone following the Esoteric order 

should not need powerful weapons over magic, and have limited the use of weapons that have a maximum 

damage value of +0 Dmg (results 0-44 on table W) to any one following that order. Staves and Quarterstaffs 

are exempt from this restriction, and may be used regardless of their damage value.

3. Donation of Gold

All the arcane universities across the land and seas are open to the Arcanist to stop by at any time and 

brush up on their arcane abilities. They offer a place of sanctuary, as well as a place to study, and provide 

many facilities for the Arcanist outside of the Arcane criteria, such as food, warmth and a place to sleep. 

This all costs a great deal of gold, and so the Arcane Council expects each and every Arcanist to help 

with these costs. Therefore, at the end of each “BEFORE YOUR NEXT QUEST” phase, the player is 

required to remove 150gp from the adventure sheet. Arcanists from the Esoteric order who gain 

significantly more from learning at the arcane universities, are required to donate more, and are required 

to remove 300gp from the adventure sheet.

4. Which Spell Book

Whenever the adventurer is instructed to choose a spell from their spell book, they must first determine which 

of their spell books it will affect. The player calls out a number between 1 and 5 and then rolls 1d6. If the 

number is either 6 or the number they called out, the Arcanist’s Spell Book is affected. For all other results, 

the spell book on the front of adventurer sheet is used.

5. Maintaining Order

The Arcanist must always have at least one spell belonging to their order in their Arcanist's spell book. If for 

any reason the last spell belonging to their order is removed from the Arcanist's spell book, arcane law is 

broken and the adventurer maybe sentenced to an arcane prism, see below.
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6. Losing Rank

As Arcanists add spells of their order to the Arcanist spell book, they gain ranks, that in turn award them 

powers. They will only hold these special ranks and have access to these special powers whilst the 

Arcanist spell book contains the correct number of spells that awarded them the rank and granted them 

the power. As soon as a spell belonging to their order is removed from the spell book, the Arcanist loses 

1 rank and along with it the use of its power.

7. Spell Upkeep

A few of the spells have an upkeep cost that must be paid or the spell comes to an end. Spells that have an 

upkeep cost have details of when the cost must be paid in the spells description, and these types of spells 

clearly show the amount that needs to be paid after the spells initial casting cost on the table. It will look 

something like this “-2/1 HP”. The “2” signifying the spells casting cost and the “1” details the upkeep cost 

that must be paid to fuel the continued effects of the spell.

BREAKING ARCANE LAW
Whenever the player realises that the adventurer has broken one of the Arcane laws they must check to see if the 

offence has been noticed. The Arcane Council is often very busy and will miss many of the Arcane violations.

Therefore at the end of any “Before your Next Quest” phase, when the adventurer has broken arcane law, 

whether by accident (i.e. the game has instructed the adventurer to remove the last spell that belongs to their 

order of magic from the Arcanist spell book) or on purpose (i.e. the adventurer intentional doesn't pay their 

donation of gold), the player must check the adventurers ability to conceal the crime. The player rolls 1d100 and 

adds +5 to the result for each time a law has been broken. If the result is equal to or less than the adventures 

primary Int, the adventurer has successfully managed to avoid persecution by the Arcane Council, otherwise 

they have been caught and are sentenced to an Arcane Prism, see “The Arcane Prism” below. The test may not 

be modified in any way, with the use of spells, potions, or fate points. The adventurer should keep a running 

total of the number of times arcane law is broken on the Arcanist spell book in the space provided, and each 

time the test to conceal the arcane crime is passed successfully it is reset back to 0.

The Arcane Prism
The Arcane Prisms punish those that will not concur with the Arcane Council’s laws. The punishment is severe, 

stripping the accused of their magic in an agonising and torturous way. The prism is created as a spectral entity, 

that has a hard time accepting the offender that has been forced inside. It cannot recognise the living being nor 

will it accept it, and so it fights back trying to expunge the cause of its concern (i.e. the adventurer). The prism 

begins to jump from reality to reality trying to find somewhere for its unwelcome traveller to be put to rest, and 

this can only be at the offenders own reality. The speed at which the prism jumps is faster than light, and often 

in minutes it will find its way back to the perpetrators own reality. However the journey inside the prism is a 

different story, where time is protracted with each jump, sometimes appearing to take days to complete, and all 

the while the traveller is being pulled and tugged apart at a molecular level as the spectral prism attempts to 

devour the arcane magic, and the life force from its unwanted guest.
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The process causes excruciating pain from the moment the adventurer is placed in the prism, and will only end 

when they are released, which to them may appear to be years later. The ordeal, if it doesn't kill them, will often 

render them insane, or weakened considerably, both mentally and physically.

Surviving the Prism

Once the adventurer has been caught by the Arcane Council, they are sentenced to the arcane prism as 

punishment. The player must now make a series of tests to determine if they will survive the ordeal, and 

return back to their own reality alive.

Each of their 3 primary characteristics (Str, Dex, and Int) are tested, one at a time by rolling the d100. Note, that 

the primary characteristic is tested and not the adjusted value, and the test may not be modified in any way, with 

the use of spells, potions, or fate points etc.
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If the result is equal to, or greater than the primary value of the characteristic being tested, then the 
adventurer has not survived the Arcane Prism and has died. The player must roll up a new adventurer. 
Nothing can change this result, it is definitive. However, if the result is less than the primary value of the 
characteristic being tested, then the number rolled becomes the adventurers new primary value for that tested 
characteristic, and the player alters the adventure sheet appropriately. The player repeats the process until all 
three characteristics have been tested successfully or one fails.

Providing all three tests are successful, the adventurer returns to their reality penniless, and much the worth for 
wear and tear, and the player performs the following steps.

1. All the adventurer’s assets and personal belongings have been seized by the Arcane council, and so the
player removes all gold, equipment, belt items, backpack items supplies, investments and all other forms
of wealth they may have acquired, such as property. However they do retain all materials and schematics
on their Artisan Sheet, if they have become an Artisan.

2. The Arcane Council removes all knowledge of magic from the adventurer that has survived the ordeal of the
prism, and the player must destroy the Arcanist sheet and remove all spells on the front of the adventurer.

3. The arcane council marks them as a “Rogue” spell caster, and the player removes the adventurer’s rank
and order of magic from the adventurer’s Hero Path. They add “Rogue” at the beginning of their original
Hero Path (i.e. Rogue Druid, Rogue Warlock). As a Rogue spell caster they will never be allowed to
become an Arcanist again, and must be resigned to a life of basic magic.

4. The ordeal of the Arcane Prism has left the adventurer utterly defeated, and they have emerged much
less the person they were before. The player rolls 1d6 and deducts the result from their primary HP
value, and then deducts -5 from all 10 skills bonuses on the front of the adventure sheet (even if the skill
bonus becomes a negative value).

5. Lastly, in an act of charity, some of the adventurers contacts at the guild take pity on them, and supply
the adventurer with some basic equipment. The player performs step 5. Equipment of the “CREATING
AN ADVENTURER” section found in the main D100 Dungeon rulebook.

OWNING PROPERTY
During the “Before your next Quest” phase a new option has been provided called Owning Properties, and the 
adventurer is free to look over the table of properties and buy and sell any that are listed there. However, at the 
end of the phase they are only permitted to own one property.

When an adventurer owns a property, they are given the option to store items there before they go off on their 
next quest, and the size of the property will determine how many items can be stored there. Whilst they are 
off on their quest, there is a risk that their property may be broken in to and some or all of their items will be 
stolen. To protect against this, the adventurer may wish to put in place security measures before they begin 
their next quest. Security will cost gold pieces, and the more security they put in place, the more gold pieces 
it will cost, but will provide a better level of security and less of a risk to items being stolen. During the 
“Before your next Quest” phase, the adventurer buys security points and adds them to the properties base 
security value. The cost shown is for 10 points of security.  This new total lasts for the duration of the next 
quest, and once that quest is over, the properties security value drops back to its base value. The maximum a 
properties security value can ever reach is 90 and the cost of security points varies from property to property. 
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Each property has an upkeep cost to reflect taxes and general wear and tear. This cost must be paid during the 

“Before your next Quest” phase or the property must be sold to pay for the costs.

At the end of a Quest, and before your adventurer begins the “Before your next Quest” phase, you must roll 

1d100, and if you roll higher than the security value, set for their property during the last “Before your next 

Quest” phase, it has been broken in to and looted. The player must then roll 1d10, and all items stored in the 

numbered slots equal to or below the result have been stolen and are removed from the property sheet. 

Therefore, if the adventurer rolls a 10, all items are stolen and removed from the property sheet.

When you have bought a property, you tick the box beside its name on the property sheet, and can then begin 

storing items on its item track. The items are stored from top to bottom, starting on the first available line. If an 

item is removed from your property at a later time, all items below its position are shuffled upwards to fill any 

gaps. When storing items with a damage track, only one item can be stored per line, and all items without a 

damage track can be stored in quantities of 10, just in the case for the adventure sheet.

A copy of the property sheet can be found at the end of this book, and permission is given for it to be copied. 

Alternatively it may be downloaded as a pdf from www.mk-games.co.uk, and printed for each of your 

adventurers.

QUICK ADVENTURER
This section provides a quick way to generate an adventurer by rolling on a new table called U – Quick 

Adventurer. The player rolls 1d100 and 1d6 and cross references the results to give them an adventurer with a 

completely random race, hero path, and set of characteristics, and also a chance to roll the new hero path 

“Champions”. After rolling the dice, the following steps are performed in order to complete the adventurer. If 

you happen to roll lucky, and score a champion hero path, please refer to the section below (Champion Hero 

Path) when filling in the details of your adventurer.

1. The table is split in to sections for each hero path, and at the top of each section is a characteristic

marked with an experience star , and some skills. The player shades all the experience stars  rules.

shown for their result, and adds the skill bonuses to the adventurer sheet.

2. The player finds the race for their new adventurer at the top of the table, and shades its experience star

, and then applies its skill bonus to the adventure sheet.

3. The player fills in the adventurers race, and the primary Str, Dex, and Int from the table.

4. The player chooses two skills that have not yet gained a skill bonus, and adds +5 to each.

5. The player adds 20 primary HP, 1 REP, 3 FATE, and 3 LIFE to the adventure sheet.

6. The player finishes creating the adventurer by using the Quick Equipment rules.
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CHAMPION HERO PATH
Champions are a new Hero Path that are only available to a dwarf, elf, human or halfling race, and can be rolled 
on table U – Quick Adventurer. The table HC – Champions is supplied for reference only, unless of course a 
player wishes to create one from scratch. However, it is recommended that they are only used if they are rolled 
when creating a Quick Adventurer, thus making them rare and unique. 

The steps below can be followed when filling in their details.

QUICK EQUIPMENT
This section replaces step 5. EQUIPMENT from the “Creating an Adventurer” section of the main rule book, 
and provides a quick way to generate an adventurer’s starting equipment by rolling on a new table called UA – 
Quick Equipment. The player chooses a column from the table in order to generate either a hand weapon or a 
ranged weapon, thus giving them the option to tailor the starting equipment to their abilities, and then rolls 
1d100 for a result. 

The player then adds the items generated to their adventure sheet, and fills in the details by looking them up on 
tables A – Armour, and W – Weapons. Lastly they add 20 Oil, 10 Food, 15 Picks, and 3 Lesser Healing Potions 
to the adventure sheet.
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1. The player gets to choose which of the

champions experience star  they will

shade for their primary characteristics. The

player chooses either Str, Dex or Int, and

shades in the star.

2. The player finds the race for their new

adventurer at the top of the table, and shades

its experience star , and then applies its

skill bonus to the adventure sheet.

3. The player get to choose 2 more skills that

will benefit from a shaded experience star

, and then the player applies a +5 skill

bonus to each.

4. The player fills in the adventurers race, and

the primary Str, Dex, and Int from the table.

5. The player chooses two skills that have not

yet gained a skill bonus and adds +5 to each.

6. The player adds 20 primary HP, 1 REP, 3

FATE, and 3 LIFE to the adventure sheet.

7. The player finishes the champion by using

the Quick Equipment rules.
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When rolling on table UA – Quick Equipment, please be aware that some ranged weapon results will yield 

a weapon that may be used as both a hand and a ranged weapon. Also by using the table it will removed 

the randomness of rolling independently for each item. The results found on the table have been balanced 

by the higher the roll that is scored, the better the weapon is generated, but in turn, the worse the armour 

will be. If this isn’t something that appeals to your style of play, you may roll twice on the table, once for a 

weapon and secondly to generate the armour.

SPECIAL BLUES
In this section, blue areas are given some life and become more than just an objective area. The player is given 

the choice to roll on a table to generate what is discovered in the blue map area. The table results will add some 

descriptive text, and then either a Str, Dex or Int based test to overcome, or a special encounter to defeat. If the 

adventurer beats the objective, the adventurer will be rewarded by rolling on a new treasure table called TD – 

Treasure D, which has far greater rewards than those found on the usual treasure table TA-C. It also contains the 

chance to roll a special legendary item that can have two adjustments instead of the normal one.

If the player wishes to include the special blues in their games, they must adhere to the following rules.

1. Whenever the adventurer finds themselves in a blue area, the player is given the option to either follow

the standard rules for a blue area as explained in the main D100 Dungeon rulebook, or roll on table Z –

Special Blues for a completely different experience and the potential to earn additional rewards. Each

time a special blue area is added to the dungeon sheet, it will reduce the chance that another special blue

area may be discovered, or that a more dangerous one will be encountered. Therefore, each time the

player decides to roll on table Z – Special Blues, they must first count up all of the special blue areas

that have already been added to the dungeon sheet, and add +5 to their roll for each one. The player can

also keep a running total of special blues that have been added at the edge of the dungeon sheet for quick

reference. When the modifier has been determined, it is applied to the d100 roll and the player looks up

the result on table Z – Special Blues. They must then follow all instructions provided by that result.

2. Sometimes the adventurer will be performing a quest that requires them to find an Objective Area, and

the player must decide if the blue area will be a result from table Z, or the objective area that they are

seeking. It cannot be both. However, quests with the objective to Explore a blue area (which is to add a

blue area to the dungeon sheet), can be used towards completing the quest and as a special blue area.

3. When a result is generated from table Z – Special Blues, the player is required to add the note (found

in the descriptions) to the dungeon sheet, and when all requirements have been met for the special

blue area, they must mark the note as completed with a . Notes that have a  are now complete and

cannot be completed again.

4. If the player happens to roll a result of a special blue area that has already been added to the dungeon

sheet, the result is ignored and the player must roll again for a new result.
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*You will notice that on the first row of the new table for the result “-2 Shares” the adventurer is
actually losing more shares than they actually own, and they will need to find a way to raise the gold to
cover this loss. The share value is recorded as a minus value, and until enough shares are bought to
bring it back up to a positive number, all investment rolls are ignored for all of their investments.
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*Roll on the table/s shown and replace the word ARMOUR/ WEAPON where applicable with the
result rolled (i.e. if you are creating the name of a FINER ARMOUR schematic, and you roll 1 on
table A, you replace ARMOUR with the result “Leather Boots” and the schematics name is “Finer
Leather Boots”).  For Legendary Weapons/Armour, first generate the item and then follow the
instructions on table L for naming the schematic.
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BEAST ABILITIES
Confuse – The monsters Attacks ability is reduced by 1 point for the next combat round.
Attack – At the start of a combat round, deal 4 HP of damage to the monster.
Guard – The adventurer gains +10 to their Dodge skill for their next test.
Guide – The adventurer gains +10 to their Aware skill for their next test.
Lure – The adventurer ignores a monsters Fly ability for the next combat round.
Mighty - The adventurer gains +10 to their Strong skill for their next test.
Poison – The monster is poisoned and suffers -2 Dmg penalty for the rest of this combat.  
Resurrection – Whenever the adventurer has been killed, the dragon may sacrifice one of its hearts to bring them back to life, just as if 
they had spent a life point. The dragon has two hearts, but can survive perfectly well with just one. However, each time it revives the 
dead adventurer, it has to use a heart to power its ability, and when its last heart has been sacrificed, the dragon will unfortunately die. 
Therefore, after the first resurrection has been performed, the player adds “(R)” after its name as a reminder, and the next time it 
resurrects the adventurer it will die. Nothing can prevent the dragon’s death, and the player must remove it from the adventure sheet.
Roar – The adventurer gains +10 to their Bravery skill for their next test.
Strike – The adventurer gains +X Dmg on their next damage roll, where x is equal to the beasts level.
Stun – The monster does not get to escape or attack during the next combat round.
Trick - The adventurer gains +10 to their Escape skill for their next test.
Webbing – The monster suffers -10 AV and the adventurer gains +10 to their next attack roll.
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