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SMALL, BUT MIGHTY

 

     • A full character class description (including new special  

 abilities), for use with Old-School (OSR) games including  

 LABRYRINTH LORDTM 

     • Helpful charts.  Take your Forest Gnome from level 1 to level 20 

     • Suggestions for incorporating Gnomes into your campaign 

     • Pregenerated characters at first and third level.  Just print and  

 play (or use them as NPC’s) 

 

 

 

 

 
Copyright © 2015 John Fredericks.  All Rights Reserved. 

Distributed under the terms of the Open Game License version 

1.0a 

Gaming looks even sweeter from Sharp Mountain! 
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Copyright © 2015 John Fredericks.  All Rights Reserved. 

Distributed under the terms of the Open Game License version 1.0a 

 

Labyrinth Lord
TM

 is copyright 2007-2011, Daniel Proctor. Labyrinth Lord
TM

 

and Advanced Labyrinth.  Labyrinth Lord
TM

 are trademarks of Daniel Proctor. 

These trademarks are used under the Labyrinth Lord
TM 

Trademark License 1.2, 

available at www.goblinoidgames.com. 

http://www.drivethrurpg.com
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FOREST GNOMES 
INTRODUCTION:  Gnomes have been available as 

a player class since early versions of the game. 

However, they weren’t exactly what most people think 

of as gnomes.  This supplement does not seek to 

supplant other versions of gnomes, merely to provide 

another flavor of them for your game.  The forest 

gnomes in this supplement are more like the reclusive 

guardians of folklore.  They protect both the forests 

and the animals that call it home.  They take a dim 

view of anyone who would harm the wilderness in any 

way.  While they accept that some need to hunt for 

survival, they are vegetarians. 

 

BACKGROUND: Forest gnomes developed 

alongside the other races, but apart.  They live in 

cleverly hidden houses deep in the wilderness.  

However, they did learn from their taller neighbors, 

and taught them a few things as well.  Many a master 

gardener owes a few of their tricks to the forest 

gnomes.  They did not share all of their secrets, 

though.  They possess an affinity for plants and 

animals that is surpassed only by the most advanced of 

druids. 

 

Most forest gnomes spend their entire life far away 

from other civilizations.  They work at their trades, 

raise their families, and care for the natural world 

around them.  Some young forest gnomes, though, get 

the itch.  They leave their communities in search of 

adventure in the broader world.  After several years, 

they will usually return home to marry and start a 

family.  While the elder gnomes do not endorse these 

"wandering years", they don't prohibit them.  They 

realize that forcing an adventurous gnome to remain at 

home may turn them into a bitter adult.  Returning 

forest gnome adventurers often become the heroes of 

gnomish folktales 

 

DESCRIPTION:  Forest gnomes resemble stout men 

and women who stand about a foot to a foot and a half 

tall.  They typically weigh about ten pounds, and their 

complexions have the same range as humans.   Male 

forest gnomes generally grow a beard.  Their 

personalities are playful and curious, but never to the 

point of foolishness.  They take a measured approach 

to all problems, especially in a dungeon or in the 

wilderness.  They are more resistant to magic than 

humans, and have a lifespan of almost 450 years.  

CONSTITUTION is the PRIME REQUISITE for a 

forest gnome.  Forest gnomes with a 

CONSTITUTION score of 13 or higher receive a 10% 

bonus on earned experience points. 

 

A forest gnome is rarely without his pointy cap.  In the 

forest, they wear red caps so birds of prey will not 

mistake them for mice.  Adventuring forest gnomes 

often wear a cap of maroon or dark green to better 

blend in with their environment.  Even when they 

wear a helmet, they prefer that it is at least a bit pointy.  

(This has led some to speculate that their heads are also 

pointy, but that isn't true.) 

 

RESTRICTIONS:  Forest gnomes roll a six-sided 

die (d6) for their hit points.  They may not have a 

STRENGTH score above 10. They may advance to 

20th level (at the GM's discretion).  They may wear 

any type of armor, helmets, and may use shields.  

However, these must be custom made at double the 

normal cost.  They must also use smaller versions of 

normal weapons.  These weapons do 1d4 damage, 

though the STRENGTH bonus is added to melee and 

thrown weapons as normal.  Forest gnomes are 

generally outfitted with appropriate weapons when 

they leave their communities. They may use magic 

items, though they may need help holding them.  (A 

kind GM may rule that wearable items automatically 

adjust themselves to gnome size.) 

 

SPECIAL ABILITIES:  Forest gnomes have several 

special abilities that offset their restrictions.  

 

Armor Class Bonus:  Forest gnomes gain a -2 bonus 

to their armor class against any opponent man-sized or 

larger.  The bonus is +2 is using the ascending armor 

class scale. 

 

Animal Friendship:  Forest gnomes have a limited 

telepathic relationship with all natural animals (not 

monsters).  They can communicate simple commands 

to them, and understand what the animal has seen or 

experienced within the last 1d6 hours.  This 

understanding is at the animal's level, not the gnome's.  

For example, they may have a vision of orcs passing 

this way recently, but no understanding of what was 
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said even if it was in Common.  The forest gnome can 

ask the animal to carry him as a mount.  The animal 

will only do this in wild areas:  it will not enter a 

dungeon, cave, or city.  The forest gnome will not 

allow the animal to engage in combat either.  They 

will dismiss it as soon as a battle begins. 

 

Low Light Vision:  Forest gnomes can see as well at 

night as they can during the day.  However, this is not 

true infravision; there must be some ambient light 

present. 

 

Hiding:  A forest gnome can hide outdoors with a 

90% success rate.  Indoors, the chance is 50%. 

 

Tracking:  A forest gnome's sense of smell is far 

superior to that of other races.  They can track animals 

and sentient beings for up to 24 hours.  This is a 

percentile roll, and the success rate increases with 

experience.  The GM may oppose a penalty if there 

has been heavy rain or snow.  In those situations, the 

forest gnome must make the roll at two levels lower 

than normal.  For example, a sixth level gnome would 

roll as though they were a fourth level gnome.   

 

Healing Remedies:  Forest gnomes are experts in the 

area of medicinal plants.  Given a half an hour, they 

can locate and prepare healing treatments.  The 

number and efficacy of these treatments increases with 

experience.  In the absence of a cleric's healing spells, 

a forest gnome can be an invaluable addition to any 

party. 

 

All forest gnomes can speak Common, Gnomish, and 

Troll 

 

A note about speed:  Adventuring forest gnomes can 

generally keep up with their larger companions.  This 

is an added benefit of their great constitution 

 

 

 

AS PLAYER CHARACTERS (PC’s): Forest 

gnomes are a solid addition to any adventuring party.  

They can provide healing, tracking of opponents, and 

can get valuable information from their animal friends.   

They are also excellent at remaining unseen.  A forest 

gnome might volunteer to hide while an enemy party 

passes by, hoping to gain information about their plans. 

 

Forest gnomes make a great choice for players who 

wish to play a nature-loving character, and adventures 

can be built around threats to nature.  Also, they’re a 

great choice for those who like to play the little guy (or 

gal). 

 

AS NON-PLAYER CHARACTERS:  Forest 

gnomes can provide the party with numerous adventure 

hooks.  A village may wish to hire the party to deal 

with trolls, orcs, or other monsters that are threatening 

them.  They may hire a party to investigate a strange 

blight that is killing trees and plants in their forests.  A 

party can act as an escort for a forest gnome who needs 

to get an urgent message to their king. 

 

The following page contains the charts you’ll need to 

create and advance a forest gnome.  Simply roll or 

assign your ability scores, jot down the information 

from the charts, buy some equipment and say “hello” to 

your little friend. 

 

Immediately following the charts are some 

pregenerated characters to use as PC’s or NPC’s.  Use 

the “Attack Bonus” column instead of the “Roll 

Needed to Hit AC” column if you use ascending armor 

class. 
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GNOME CHARTS 
 

RESTRICTIONS 

 Maximum STRENGTH of 10 

 Must use small size armor and weapons (1d4 damage) 

 

 

Special Abilities 

 AC bonus of  -2  

(+2 ascending) 

 Animal Friendship 

 Low-Light Vision 

 

 Hiding 

 Tracking 

 Healing Remedies  (chart 

lists # of HP and doses) 

 
 

Saving Throws 

 

 

Special 

Abilities 
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9 8 7 6 5 4 3 2 1 0 

1 0 1d6 +1 10 11 12 10 13 30% 1d4 10 11 12 13 14 15 16 17 18 19 

2 2,200 2d6 +1 10 11 12 10 13 34% 1d4 10 11 12 13 14 15 16 17 18 19 

3 4,400 3d6 +2 10 11 12 10 13 38% 1d4+1 9 10 11 12 13 14 15 16 17 18 

4 9,000 4d6 +2 9 10 10 9 12 42% 1d4+1 9 10 11 12 13 14 15 16 17 18 

5 17,000 5d6 +3 9 10 10 9 12 46% 1d6 8 9 10 11 12 13 14 15 16 17 

6 35,000 6d6 +3 9 10 10 9 12 50% 1d6 8 9 10 11 12 13 14 15 16 17 

7 70,000 7d6 +4 8 9 9 8 11 54% 1d6+1 7 8 9 10 11 12 13 14 15 16 

8 140,000 8d6 +5 8 9 9 8 11 58% 1d6+1 6 7 8 9 10 11 12 13 14 15 

9 270,000 9d6 +6 8 9 9 8 11 62% 2X 1d4 5 6 7 8 9 10 11 12 13 14 

10 400,000 9d6+1* +6 7 8 8 7 10 66% 2X 1d4 5 6 7 8 9 10 11 12 13 14 

11 530,000 9d6+2* +7 7 8 8 7 10 70% 2X 1d4+1 4 5 6 7 8 9 10 11 12 13 

12 660,000 9d6+3* +7 7 8 8 7 10 74% 2X 1d4+1 4 5 6 7 8 9 10 11 12 13 

13 790,000 9d6+4* +8 6 7 7 6 9 78% 2X 1d6 3 4 5 6 7 8 9 10 11 12 

14 920,000 9d6+5* +8 6 7 7 6 9 82% 2X 1d6 3 4 5 6 7 8 9 10 11 12 

15 1,050,000 9d6+6* +8 6 7 7 6 9 86% 2X 1d6+1 3 4 5 6 7 8 9 10 11 12 

16 1,180,000 9d6+7* +8 5 6 6 5 8 90% 2X 1d6+1 3 4 5 6 7 8 9 10 11 12 

17 1,310,000 9d6+8* +9 5 6 6 5 8 92% 3X 1d6 2 3 4 5 6 7 8 9 10 11 

18 1,440,000 9d6+9* +9 5 6 6 5 8 94% 3X 1d6 2 3 4 5 6 7 8 9 10 11 

19 1,570,000 9d6+10* +9 4 5 5 4 7 96% 3X 1d6+1 2 3 4 5 6 7 8 9 10 11 

20 1,830,000 9d6+11* +9 4 5 5 4 7 98% 3X 1d6+1 2 3 4 5 6 7 8 9 10 11 

*CONSTITUTION bonus no longer applies 
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GNOME 1              8 hp    AC 6 (14) 

STR DEX CON INT WIS CHA 

10 14 16 11 9 10 

Saving Throws     

DR/P MW TTS DB Spells 
10 11 12 10 13 

Weapons (Ascending Attack Bonus = +1)                                    

   Small Sword: +0 (1d4)  

   Small bow:  +1 (1d4) 
Gear 

  Leather Armor, Small Sword, Small Box, Healing  

  Potion 

To Hit 
AC 9 8 7 6 5 4 3 2 1 

Roll 10 11 12 13 14 15 16 17 18 

Special Abilities 

 Armor Class Bonus:  -2(+2) 

 Animal Friendship 

 Low Light Vision 

 Hide:  90% outdoors, 50% indoors 

 Tracking: 30% 

 Healing remedies:  1d4 

Languages:  Common, Gnomish, Troll 

 

 
 

GNOME 3            21 hp    AC 6 (14) 

STR DEX CON INT WIS CHA 

10 14 16 11 9 10 

Saving Throws     

DR/P MW TTS DB Spells 
10 11 12 10 13 

Weapons (Ascending Attack Bonus = +2)                                    

   Small Sword: +0 (1d4)  

   Small bow:  +1 (1d4) 
Gear 

  Leather Armor, Small Sword, Small Box, Healing  

  Potion 

To Hit 
AC 9 8 7 6 5 4 3 2 1 

Roll 9 10 11 12 13 14 15 16 17 

Special Abilities 

 Armor Class Bonus:  -2(+2) 

 Animal Friendship 

 Low Light Vision 

 Hide:  90% outdoors, 50% indoors 

 Tracking: 38% 

 Healing remedies:  1d4+1 

Languages:  Common, Gnomish, Troll 
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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, 
non-exclusive license with the exact terms of this 

License to Use, the Open Game Content. 

 
5.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. 
 

6.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. 

 

7. 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. 

 

8. Identification: If you distribute Open Game 
Content You must clearly indicate which portions 

of the work that you are distributing are Open 

Game Content. 
 

9. Updating the License: Wizards or its 
designated Agents may publish updated versions 

of this License. You may use any authorized 

version of this License to copy, modify and 
distribute any Open Game Content originally 

distributed under any version of this License. 

 
10 Copy of this License: You MUST include a 

copy of this License with every copy of the Open 

Game Content You Distribute. 
 

11. Use of Contributor Credits: You may not 

market or advertise the Open Game Content using 
the name of any Contributor unless You have 

written permission from the Contributor to do so. 

 
12 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. 
 

13 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. 
 

14 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. 

 
15 COPYRIGHT NOTICE 

Open Game License v 1.0 Copyright 2000, 

Wizards of the Coast, Inc. 
 

Labyrinth LordTM is copyright 2007-2011, Daniel 

Proctor. Labyrinth LordTM and Advanced 
Labyrinth.  Labyrinth LordTM are trademarks of 

Daniel Proctor. These trademarks are used under 

the Labyrinth LordTM Trademark License 1.2, 
available at www.goblinoidgames.com. 

 

Forest Gnomes, Copyright © 2015 John 
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