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Introduction
I was working on our 2021 Zine Quest 3 offering, The Child Thieves when I was struck with a
need and desire to put out something as a surprise for St. Patrick’s Day this year. I decided to
offer a leprechaun class, as they are characters I have enjoyed in gaming from games such as
Talisman to Tunnels & Trolls. In the 1990s I even tailored a leprechaun for my friend Rick to play
during our time playing AD&D 2nd Edition. Needless to say, they have long been a part of my
gaming. The creature, coming from Irish folklore seemed to be an appropriate offering for a St.
Patrick’s Day release.

What you now have is my take on the leprechaun as both a new class and as an advanced race.
The text within presumes that you are using, or at least have access to Old-School Essentials
Advanced Fantasy, as many of the spells on the Leprechaun Spell List come from the Druid and
Illusionist spell lists. If you do not have access to these spells but still want to use the class, feel
free to replace them with spells from Old-School Essentials Classic Fantasy.Whatever the case,
I hope you enjoy this work.

Ryan Thompson

March 14th, 2021
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Leprechaun
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About Leprechauns
Leprechauns are magical demihumans that
stand between 2’ and 3’ tall. Most have red
hair and pale complexions. Leprechauns are a
long lived people. They are tricksters who
enjoy drink, music and mirth to excess.

Leprechauns are industrious folk and make
excellent crafters. Chief among their crafts is
cobbling. A pair of shoes made by a
leprechaun is a true treasure, especially if
enchanted.

Often, leprechauns will live apart from others
due to a misconception among humans that if
a leprechaun is caught they will either deliver
their captor to a great treasure, or else grant a
wish.

Leprechaun: Advanced Race

Leprechaun’s are magical demihumans
typically red haired and standing 2’-3’ tall.
They tend to be tricksters and crafters who
enjoy mirth and strong drink. Leprechaun’s
are a long lived people, aging similarly to
dwarves.

Maximum Level By Class
• Bard: 10th
• Druid: 10th
• Fig!ter: 8th
• Illusionist: 10th
• "agi#$user: 8th
• T!ief: 12th

Awareness

Leprechauns are only surprised on a roll of 1.
This may mean that a leprechaun may be able
to act in the surprise round while their
companions are surprised.

Combat

Armor must be tailored to a leprechaun’s
small size. Likewise leprechauns can only use
weapons appropriate for their stature.

Illusion

Leprechauns can create minor visual and
audial illusions once per day per character
level. The exact nature is at the discretion of
the referee.

Invisibility

Leprechauns can turn invisible three times per
day as the spell !nvisi"ility, but this only
works if no one is looking at them.

Luc!

Once per day a leprechaun may re-roll any die
roll. If a leprechaun is bested by a person;
being caught, beaten at a game etc. the
leprechaun must give the person a coin that
bestows this ability to the recipient. Only one
coin per person may ever be given and may
only be used once.

Ma"ic Resistance

Leprechauns are naturally resistant to magic,
gaining a bonus to saving throws versus spells
and magic wands, rods and staves. This bonus
is dependent upon the leprechaun’s CON
score:
• % or lower: No bonus
• &$'(: +2
• ''$'): +3
• '*$'&: +4
• '+: +5

#olymorph $b%ects

Once per day per 2 levels a leprechaun can
turn non-living objects into another object of
similar size. 1 item at level 2, 2 items at level
4 etc. This does not affect magic items.

,e-uire.ents: Minimum INT 9, minimum
DEX 9, minimum CHA 9, maximum STR 13
A/ility "odi0ers: -1 STR, +1 DEX

Languages:Alignment, Common, Dwarvish,
Goblin, Gnomish, Kobold, Leprechaun
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Leprechaun’s are magical demihumans
typically red haired and standing 2’-3’ tall.
They tend to be tricksters and crafters who
enjoy mirth and strong drink. Leprechauns are
a very long lived people, aging similarly to
dwarves.

Awareness

Leprechauns are only surprised on a roll of 1.
This may mean that a leprechaun may be able
to act in the surprise round while their
companions are surprised.

Combat

Leprechauns can use all types of armor and
shields, but it must be tailored to their size.
They can use any weapon appropriate to their
size (as determined by the referee.A They
cannot use long bows or two-handed
weapons.

'e(ensive Bonus

Due to their small size, leprechauns gain a +2
bonus to Armor Class when attacked by large
opponents (greater than human-sized.A

Illusion

Leprechauns can create minor visual and
audial illusions once per day per character
level. The exact nature is at the discretion of
the referee.

Invisibility

Leprechauns can turn invisible twice times
per day as the spell !nvisi"ility, but this only
works if no one is looking at them.

Luc!

Once per day a leprechaun may re-roll any die
roll. If a leprechaun is bested by a person;
being caught, beaten at a game etc. the
leprechaun must give the person a coin that
bestows this ability to the recipient. Only one
coin per person may ever be given and may
only be used once.

#olymorph $b%ects

Once per day per 2 levels a leprechaun can
turn non-living objects into another object of
similar size. 1 item may be polymorphed at
level 2, 2 items at level 4, 3 items at level B
and 4 items at level 8. This does not affect
magic items.

)pontaneous ArcaneMa"ic

See Magic in Old-School Essentials for full
details on arcane magic. Note that the spell
casting ability of leprechauns is natural and
not studious. They may not perform magical
research or perform rituals, p if Appendix N
Entertainment’s ritual magic rules are being
used. They may, however aid in magical
rituals.

12ontaneous s2ell #asting: Cnlike magic-
users, a leprechaun does not record or
memorize spells. While a magic-user learns
and uses magic, leprechauns are a part of
magic. They can call upon any spell that they
know at will a certain number of times per
day. Leprechauns learn a Dxed number of
spells per level and cannot gain more through
study, even if the Advanced Fantasy rules for
spell books and learning spells are being used.
The number of spells a leprechaun knows is
located in the S#ells $no%n chart (oppositeA.
The number of spells a leprechaun can cast
per day is located in the S#ells &er Day chart
(oppositeA.

Leprechaun
,e-uire.ents: minimum INT 13, minimum
DEX 9, minimum CHA 9, maximum STR 13
Pri.e ,e-uisite: DEX

3it Di#e: 1d4

"a4i.u. Level: 8

Ar.or: Any, including shields

Wea2ons: Any

Languages:Alignment, Common, Dwarvish,
Goblin, Gnomish, Kobold, Leprechaun
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Le2re#!aun Level Progression 1aving T!rows 12ells 5nown
Level 6P 3D T3AC( D W P B 1 ' 7 8 )
1 0 1d4 19E0F 8 9 10 14 11 1 - - -
2 3,000 2d4 19E0F 8 9 10 14 11 2 - - -
3 B,000 3d4 19E0F 8 9 10 14 11 2 1 - -
4 12,000 4d4 19E0F 8 9 10 14 11 3 1 - -
5 24,000 5d4 19E0F 8 9 10 14 11 3 2 - -
B 48,000 Bd4 1GE+2F B G 8 11 9 3 2 1 -
G 9B,000 Gd4 1GE+2F B G 8 11 9 3 2 2 1
8 192,800 8d4 1GE+2F B G 8 11 9 3 3 2 2

D: Death/poison;W:Wands;
P: Paralysis/petrify; B: Hreath attacks;
1: Spells/rods/staves

9sing "agi# Ite.s: Due to their nature as
magical creatures leprechauns may use any
magical item, of appropriate size, that is not
speciDcally for divine spell casters.

Le2re#!aun 12ells Per Day
Level ' 7 8 )
1 1 - - -
2 2 - - -
3 3 1 - -
4 3 2 - -
5 4 2 - -
B 4 2 1 -
G 4 3 1 1
8 4 3 2 1

The(t

Leprechauns have a 1-in-4 chance of pick
pocketing an item from a creature that they
approach from behind, or while invisible. If
the leprechaun is attempting to steal a
particular item there is a 2-in-B chance that
they pick pocket the correct item.

A(ter Reachin" +th Level

A leprechaun has the option of establishing an
underground or woodland stronghold that will
attract other leprechauns.

A leprechaun stronghold can only be found by
other leprechauns, fey creatures or by magical
means (scrying etc.A

Leprechaun rulers may hire members of other
races as retainers and specialists, but soldiers
and mercenaries must be leprechauns.
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,st Level
1. Auditory IllusionI
2. Charm Person
3. Dancing LightsI
4. Detect DangerI
5. Detect IllusionI
B. Detect Magic
G. Jaerie JireI
8. GlamourI
9. Read Magic
10. Sleep

-nd Level
1. HlurI
2. Detect Invisible
3. Jalse AuraI
4. Invisibility
5. Knock
B. Magic MouthI
G. Mirror Image
8. Obscuring MistI
9. Phantasmal Jorce
10. Warp WoodI

Leprechaun )pell
List

3rd Level
1. HlacklightI
2. Dispel IllusionI
3. Dispel Magic
4. JearI
5. Hallucinatory TerrainI
B. Improved Phantasmal JorceI
G. Invisibility 10’ Radius
8. Rope TrickI
9. Tree ShapeI
10. Wizard Lock

4th Level
1. Charm Monster
2. Confusion
3. Dimension Door
4. EmotionI
5. Improved InvisibilityI
B. Massmorph
G. Polymorph Others
8. Polymorph Self
9. Rainbow PatternI
10. Veil of AbandonmentI

IOnly appears in Old-School Essentials
Advanced Fantasy
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Appendix A: /ewMa"ic Item
)hoes o( the Leprechaun

Apair of well crafted shoes that aid the wearer
in magic and trickery when worn.

• 12ell slots: An arcane caster gains one
additional spell slot per day of any level
spell they know.

• T!ief skills: All thief skills gain a 10K
bonus.

• Invisi/ility: May become invisible once
per day as the magic-user spell.

Appendix B:Monsters
Leprechaun
Diminutive '2( tall) ma*ical humanoids %ho
deli*ht in mischie+ and the+t. D%ell in lush,
*reen lands.

AC G E12F, HD 1/2I (2hpA, Att None, THAC0
19 E0F, MV 150’ (50’A, SV D12 W13 P14 H15
S1B (1A, ML G, AL Neutral, XP B, NA 1
(1d20A, TT J

1ur2rise: Acute hearing prevents surprise.
Always surprise others, if invisible.
"agi# resistan#e: +4 to saving throws.
"agi# 2owers: Csable without limit:

a: Illusion: Visual and audial. No
concentration reLuired. Remains until touched
or dispelled.

/: Invisi/ility: In combat: cannot be
attacked in the Drst round; in subseLuent
rounds, may be attacked at M2 to hit (locatable
by faint shadowsA.

#: Poly.or2! o/;e#ts: Turn a non-living
object into another object of similar size.

d: <entrilo-uis.: Throw voice B0’.
T!eft: Sneak up on PCs, snatch valuable
objects, and run away. 1-in-4 chance
per round of dropping object if chased.

3oard: If captured, will use trickery to
avoid revealing location of hoard.
Wine: Their love of wine may be used
to outwit them.



,0

In the same manner that the co-creator of the
original game once supplied a list of reading
material that was inspirational to the creation
of the game, under the heading NAppendix N,O
so will the products of Appendix N
Entertainment. This inspirational appendix
will help to give our readers and players a
glimpse into the creative process, possibly
exposing them to something new that they
might enjoy, and as with the original
Appendix N, may help to give a better
understanding of our games and adventures.
Cnlike the original Appendix N, ours features
all manner of inPuential media.

Inspirational 1ritin":
Q W.H. Reats: Fairy and Fol, Tales o+ the

!rish &easantry
Q D.R. McAnnally: !rish -onders
Q Nancy Arrowsmith: A Field .uide to the

/ittle &eo#le

2ilm:
0 Dar"y O(.ill and the /ittle &eo#le
(Disney, 1959A

0 The 1a*ical /e*end o+ the /e#rechauns
(NHC, 1999A

Music:
Q The Chieftans: 2allad o+ the !rish 3orse,

The /on* 2lac, 4eil
Q Clannad: 2an"a, D5laman, /e*end,

1acalla
Q The Dropkick Murphys: Si*ned and

Sealed in 2lood, The -arrior(s Code
Q Gaelic Storm: Ca""a*e, 3o% Are -e

.ettin* 3ome6, Tree
Q Jeff Johnson S Hrian Dunning:1usic o+

Celtic /e*ends7 The 2ard and the
-arrior, &atric,

Q Jon Mark: /and o+ 1erlin, The Standin*
Stones o+ Callanish

Appendix /
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This printing of The /e#rechaun is done under version 1.0a of the Open Game License and the System Reference
Document by permission from Wizards of the Coast, Inc. Designation of Product Identity: The following items are
hereby designated as Product Identity in accordance with Section 1(eA of the Open Game License, version 1.0a: Any and
all Appendix N Entertainment and Gateway To Adventure logos, identifying marks, and trade dress; all proper nouns,
monster names, NPC names, geographic terms, capitalized terms, italicized terms, boldfaced terms, artwork, maps,
symbols, depictions, and illustrations, except such elements that are derived from the System Reference Document or as
designated on the title page of this document. Designation of Open Content: Subject to the Product Identity designation
above, all NPC, creature, and trap statistics are designated as Open Game Content (OGCA, as well as spell names, monster
names, weapon statistics, and other elements that are derived from the System Reference Document. No art or illustration
is Open Content.

Some of the portions of this book that are delineated OGC originate from the System Reference Document and are
Copyright 2000 Wizards of the Coast, Inc. The remainder of the OGC portions of this book are hereby added to Open
Game Content and, if so used, should bear the COPRRIGHT NOTICE TThe Leprechaun,O Copyright 2021, Appendix N
Entertainment; Author: R.J. Thompson. All artwork is copyright the original artist or distributor. Leprechaun shoes
illustration © www.gograph.com/Larysarty. Leprechaun monster stats and entry on page 9 © 2020 Gavin Norman, used
here with permission.

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
(NWizardsOA. All Rights Reserved.
1. DeDnitions: (aAOContributorsO means the copyright and/or trademark owners who have contributed Open Game
Content; (bAODerivative MaterialO means copyrighted material including derivative works and translations (including
into other computer languagesA, potation, modiDcation, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (cA NDistributeO
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (dAOOpen
Game ContentO 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 identiDed as Open Game Content by the Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but speciDcally excludes Product Identity. (eA NProduct IdentityO
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, eLuipment, magical or supernatural abilities or effects, logos, symbols, or
graphic designs; and any other trademark or registered trademark clearly identiDed as Product identity by the owner of
the Product Identity, and which speciDcally excludes the Open Game Content; (fA NTrademarkO 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 (gA NCseO, NCsedO or NCsingO means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (hA NRouO or NRourO
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 Csed under and in terms of this License. Rou must afDx such a notice to any Open Game Content
that you Cse. 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: Hy Csing the Open Game Content Rou indicate Rour acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant Rou a perpetual,
worldwide,
royalty free, non-exclusive license with the exact terms of this License to Cse, the Open Game Content.
5. Representation of Authority to Contribute: If Rou are contributing original material as Open Game Content, Rou
represent
that Rour Contributions are Rour original creation and/or Rou have sufDcient rights to grant the rights conveyed by this
License.
B. Notice of License Copyright: Rou must update the COPRRIGHT NOTICE portion of this License to include the exact
text of the COPRRIGHTNOTICE of any Open Game Content Rou are copying, modifying or distributing, and Rou must
add the title, the copyright date, and the copyright holder’s name to the COPRRIGHT NOTICE of any original Open
Game Content you Distribute.
G. Cse of Product Identity: Rou agree not to Cse 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.
Rou 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

$pen 3ame License
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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. IdentiDcation: If you distribute Open Game Content Rou must clearly indicate which portions of the work that you are
distributing are Open Game Content.
9. Cpdating the License: Wizards or its designated Agents may publish updated versions of this License. Rou 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: Rou MCST include a copy of this License with every copy of the Open Game Content Rou
Distribute.
11. Cse of Contributor Credits: Rou may not market or advertise the Open Game Content using the name of any
Contributor unless Rou have written permission from the Contributor to do so.
12. Inability to Comply: If it is impossible for Rou 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 Rou may not Cse any
Open Game Material so affected.
13. Termination: This License will terminate automatically if Rou 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. COPRRIGHT NOTICE
O#en .ame /icense v 8.9a Copyright 2000, Wizards of the Coast, Inc. System Reference Document Copyright 2000,
Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on original material by E. Gary
Gygax and Dave Arneson
System :e+erence Document 2000M2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip
Williams, Rich Haker, Andy Collins, David Noonan, Rich Redman, Hruce R. Cordell, John D. Rateliff, Thomas Reid,
James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.-
1odern System :e+erence Document 2002M2004, Wizards of the Coast, Inc.; Authors Hill Slavicsek, Jeff Grubb, Rich
Redman, Charles Ryan, Eric Cagle, David Noonan, StanU, Christopher Perkins, Rodney Thompson, and JDWiker, based
on material by Jonathan Tweet, Monte Cook, Skip Williams, Richard Haker, Peter Adkison, Hruce R. Cordell, John
Tynes, Andy Collins, and JD Wiker.
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