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Table 1: Saving/Skill Throws 

Danger, Effect, or Difficulty 
Ability or 
Modifier 

Alcohol (getting drunk) STR 

Ambush PER 

Charm CHA 

Climb STR 

Death STR 

Deception PER 

Drowning STR 

Explosion DEX 

Falling DEX 

Grappled STR 

Magic (avoiding attack spells, 
wands, etc.) 

PER 

Magic (resisting mind control, 
illusions, etc.) 

KNO 

Paralysis STR 

Poison STR 

Polymorph STR 

Remembering facts KNO 

Rock fall DEX or PER 

Secret Doors PER 

Stealth DEX 

Tasks - Difficult -5 

Tasks - Easy +5 

Tasks - Normal/Average +0 

Tasks - Very Difficult -10 
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Table 2: Ability Scores 

Ability Score Description 
Traditional Ability 

Score 

-4 Abysmal Below 3 

-3 Very poor 3 

-2 Poor 4 or 5 

-1 Below average 6 to 8 

+0 Average 9 to 12 

+1 Above average 13 to 15 

+2 Good 16 or 17 

+3 Exceptional 18 

+4 Superhuman Above 18 
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Table 3: Special Retainers 

Charisma 
# of Special 
Retainers 

-4 0 

-3 1 

-2 2 

-1 3 

+0 4 

+1 5 

+2 6 

+3 7 

+4 8 

 



 

- 14 - 

is



 

- 15 - 

 
Table 4:  Experience Points per Level 

Level XP Required 
S/SR for 
Humans 

S/SR for 
Demi-

humans 
1 0 14+ 16+ 
2 150 13+ 15+ 
3 300 12+ 14+ 
4 600 11+ 13+ 
5 1,200 10+ 12+ 
6 2,500 9+ 11+ 
7 5,000 8+ 10+ 
8 10,000 7+ 9+ 
9 20,000 6+ 8+ 

10 30,000 5+ 7+ 
11 40,000 5+ 6+ 
12 50,000 5+ 6+ 
13 60,000 5+ 6+ 
14 70,000 5+ 6+ 

15 80,000 5+ 6+ 
16 90,000 5+ 6+ 
17 100,000 5+ 6+ 
18 110,000 5+ 6+ 
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Table 5:  Cleric Advancement 

Level Hit Points 
Attack 
Bonus 

Armor Class 
Bonus 

1 8 +0 +0 

2 +1d6 +0 +0 

3 +1d6 +0 +0 

4 +1d6 +1 +0 

5 +1d6 +1 +1 

6 +1d6 +2 +1 

7 +1d6 +2 +1 

8 +1d6 +3 +1 

9 +1d6 +3 +2 

10 +1d6 +4 +2 

11 +1d6 +4 +2 

12 +1d6 +5 +2 

13 +1d6 +5 +3 

14 +1d6 +6 +3 

15 +1d6 +6 +3 

16 +1d6 +7 +3 

17 +1d6 +7 +3 

18 +1d6 +8 +3 
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Table 6:  Turning Undead 

Monster 
HD and 

Example 

Level of Cleric 

1 2 3 4 5 6 7-8 
9-
10 

11-
12 13+ 

1 
Skeleton 

10+ 7+ 4+ T T D D D+ D+ D++ 

2 
Zombie 

13+ 10+ 7+ 4+ T T D D D+ D+ 

3 
Ghoul 

16+ 13+ 10+ 7+ 4+ T T D D D+ 

4 
Shadow 

19+ 16+ 13+ 10+ 7+ 4+ T T D D 

5 
Wight 

- 19+ 16+ 13+ 10+ 7+ 4+ T T D 

6 
Ghast 

- - 19+ 16+ 13+ 10+ 7+ 4+ T T 

7 
Wraith 

- - - 19+ 16+ 13+ 10+ 7+ 4+ T 

8 
Mummy 

- - - - 19+ 16+ 13+ 10+ 7+ 4+ 

9 
Specter 

- - - - - 19+ 16+ 13+ 10+ 7+ 

10 
Vampire 

- - - - - - 19+ 16+ 13+ 10+ 

11 
Lich 

- - - - - - - 19+ 16+ 13+ 

12 
Demon 

- - - - - - - - 19+ 16+ 
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Table 7:  Spells per Day - Cleric 

Cleric 
Level 

Spells by Level, per day 

1st  2nd  3rd  4th  5th  

1 1 - - - - 

2 2 - - - - 

3 2 1 - - - 

4 3 2 - - - 

5 4 2 1 - - 

6 4 2 2 - - 

7 4 3 2 1 - 

8 4 3 3 2 - 

9 5 3 3 2 1 

10 5 4 3 3 2 

11 5 4 4 3 3 

12 5 4 4 4 4 

13 6 5 4 4 4 

14 6 6 5 4 4 

15 6 6 6 4 4 

16 6 6 6 5 5 

17 6 6 6 6 5 

18 6 6 6 6 6 

 

1st Level Cleric Spells 

1 
Cure Light 
Wounds* 

5 
Protection from 
Evil* 

2 Detect Evil* 6 
Purify Food and 
Drink* 

3 Inspire 7 Remove Fear* 

4 Light* 8 Sanctuary 

 

2nd Level Cleric Spells 

1 Bless* 5 Locate Object 

2 Delay Poison 6 Resist Fire 

3 Find Traps 7 
Silence, 15’ 
radius 

4 Light, continual* 8 
Speak with 
Animals 

 

3rd Level Cleric Spells 

1 Cure Disease* 5 Gust of Wind 

2 
Cure Serious 
Wounds* 

6 Hold Person 

3 Dark Vision 7 
Protection from 
Normal Missiles 

4 Detect Illusion 8 Remove Curse* 

 

4th Level Cleric Spells 

1 
Cure Critical 
Wounds* 

4 Plant Growth 

2 Extension 5 
Protection from 
Evil, 10’ radius 

3 
Neutralize 
Poison* 

6 Speak with Dead 

 

5th Level Cleric Spells 

1 Commune 4 Hold Monster 

2 
Create Food and 
Drink 

5 Raise Dead 

3 Dispel Evil 6 Sticks to Snakes 
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Table 8:  Dwarf Advancement 

Level 
Hit 

Points 
Attack 
Bonus 

Armor 
Class 

Bonus Crafts 

1 10 +0 +0 +1 

2 +1d8 +1 +0 +2 

3 +1d8 +2 +1 +2 

4 +1d8 +2 +1 +3 

5 +1d8 +3 +2 +4 

6 +1d8 +4 +2 +4 

7 +1d8 +4 +3 +5 

8 +1d8 +5 +3 +6 

9 +1d8 +5 +4 +6 

10 +1d8 +6 +4 +7 
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Table 9:  Elf Advancement 

Level 
Hit 

Points 
Attack 
Bonus 

Armor 
Class 

Bonus 

1 8 +0 +0 

2 +1d6 +1 +0 

3 +1d6 +2 +1 

4 +1d6 +2 +1 

5 +1d6 +3 +2 

6 +1d6 +4 +2 

7 +1d6 +4 +3 

8 +1d6 +5 +3 

9 +1d6 +5 +4 
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Table 10:  Spells per Day - Elf 

Elf 
Level 

Spells by Level, per day 

1st  2nd  3rd  4th  5th  

1 1 - - - - 

2 2 - - - - 

3 2 1 - - - 

4 3 2 - - - 

5 4 2 1 - - 

6 4 2 2 - - 

7 4 3 2 1 - 

8 4 3 3 2 - 

9 5 3 3 2 1 
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Table 11:  Fighter Advancement 

Level 
Hit 

Points 
Attack 
Bonus 

Armor Class 
Bonus 

1 10 +0 +0 

2 +1d8 +1 +0 

3 +1d8 +2 +1 

4 +1d8 +2 +1 

5 +1d8 +3 +2 

6 +1d8 +4 +2 

7 +1d8 +4 +3 

8 +1d8 +5 +3 

9 +1d8 +6 +4 

10 +1d8 +6 +4 

11 +1d8 +7 +5 

12 +1d8 +8 +5 

13 +1d8 +8 +6 

14 +1d8 +9 +6 

15 +1d8 +10 +7 

16 +1d8 +10 +7 

17 +1d8 +11 +8 

18 +1d8 +12 +8 

 



 

- 23 - 

Table 12:  Goblin Advancement 

Level 
Hit 

Points 
Attack 
Bonus 

Armor 
Class 

Bonus Stealth 

1 8 +0 +0 +3 

2 +1d6 +1 +0 +4 

3 +1d6 +1 +0 +5 

4 +1d6 +2 +1 +6 

5 +1d6 +2 +1 +7 

6 +1d6 +3 +1 +8 

7 +1d6 +3 +2 +9 

8 +1d6 +4 +2 +10 
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Table 13:  Rogue Advancement 

Level 
Hit 

Points 
Attack 
Bonus 

Armor 
Class 

Bonus Skills 

1 6 +0 +0 3 

2 +1d6 +0 +0 +0 

3 +1d6 +1 +0 +0 

4 +1d6 +1 +0 +1 

5 +1d6 +2 +1 +0 

6 +1d6 +2 +1 +0 

7 +1d6 +3 +1 +0 

8 +1d6 +3 +1 +1 

9 +1d6 +4 +2 +0 

10 +1d6 +4 +2 +0 

11 +1d6 +5 +2 +0 

12 +1d6 +5 +2 +1 

13 +1d6 +6 +3 +0 

14 +1d6 +6 +3 +0 

15 +1d6 +7 +3 +0 

16 +1d6 +7 +3 +1 

17 +1d6 +8 +3 +0 

18 +1d6 +8 +3 +0 
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Table 14:  Wizard Advancement 

Level 
Hit 

Points 
Attack 
Bonus 

Armor 
Class 

Bonus 

1 6 +0 +0 

2 +1d4 +0 +0 

3 +1d4 +0 +0 

4 +1d4 +1 +0 

5 +1d4 +1 +1 

6 +1d4 +1 +1 

7 +1d4 +2 +1 

8 +1d4 +2 +1 

9 +1d4 +2 +2 

10 +1d4 +3 +2 

11 +1d4 +3 +2 

12 +1d4 +3 +2 

13 +1d4 +4 +3 

14 +1d4 +4 +3 

15 +1d4 +4 +3 

16 +1d4 +5 +3 

17 +1d4 +5 +3 

18 +1d4 +5 +3 

 



 

- 26 - 

 

 

 

Table 15:  Spell Failure Side Effects 

1d6 
Roll Side Effect 

1 Allergy 

2 Phobia 

3 Animal Aversion 

4 Disfigurement 

5 Nocturnal Lifestyle 

6 Ability Loss 
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Table 16:  Ability Loss 

1d6 Roll Ability 

1 Strength 

2 Knowledge 

3 Perception 

4 Dexterity 

5 Charisma 

6 Hit Points 
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Table 17:  Spells per Day - Wizard 

Wizard 
Level 

Spells by Level, per day 

1st  2nd  3rd  4th  5th  

1 1 - - - - 

2 2 - - - - 

3 2 1 - - - 

4 3 2 - - - 

5 4 2 1 - - 

6 4 2 2 - - 

7 4 3 2 1 - 

8 4 3 3 2 - 

9 5 3 3 2 1 

10 5 4 3 3 2 

11 5 4 4 3 3 

12 5 4 4 4 4 

13 6 5 4 4 4 

14 6 6 5 4 4 

15 6 6 6 4 4 

16 6 6 6 5 5 

17 6 6 6 6 5 

18 6 6 6 6 6 

 

1st Level Wizard Spells 

1 Charm Person 10 Message 

2 Command 11 
Protection from 
Evil* 

3 Detect Evil 12 Read Languages 

4 Detect Magic 13 Read Magic 

5 Hold Portal 14 Remove Fear* 

6 
Invisibility to 
Undead 

15 Shield 

7 Light* 16 Sleep 

8 Magic Aura* 17 Spider Climb 

9 Mending 18 Summoning 

 

2nd Level Wizard Spells 

1 
Audible 
Glamour 

10 Knock 

2 Augury 11 Levitate 

3 Change Self 12 Mirror Image 

4 
Detect 
Invisibility 

13 
Phantasmal 
Creature 

5 Enthrall 14 Resist Fire 

6 ESP 15 
Silence, 15’ 
radius 

7 Find Traps 16 Wall of Fog 

8 Forget 17 Web 

9 Invisibility 18 Wizard Lock 
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3rd Level Wizard Spells 

1 Crystal Ball 10 Haste* 

2 Dark Vision 11 
Invisibility, 10’ 
radius 

3 Detect Illusion 12 Lightning Bolt 

4 Dispel Magic 13 
Phantasmal 
Creature, 
improved 

5 
Explosive 
Runes 

14 
Protection from 
Normal Missiles 

6 Fireball 15 Secret Page 

7 Fly 16 Speak with Dead 

8 Gaseous Form 17 Suggestion 

9 Gust of Wind 18 Water Breathing 

 

4th Level Wizard Spells 

1 
Charm 
Monster 

10 
Massmorph 

2 Confusion 11 Plant Growth 

3 
Creation, 
minor 

12 Polymorph 

4 
Dimension 
Door 

13 
Protection form 
Evil, 10’ radius 

5 Divination 14 Remove Curse* 

6 Extension 15 
Shadow 
Monsters 

7 
Globe of 
Invulnerability 

16 Spell Immunity 

8 
Hallucinatory 
Terrain 

17 
Wall of Fire or 
Ice 

9 
Invisibility, 
improved 

18 Wizard Eye 

 

5th Level Wizard Spells 

1 Airy Water 10 Insect Plague 

2 Animal Growth 11 Magic Jar 

3 Animate Dead 12 Passwall 

4 Cloudkill 13 Stone Shape 

5 
Conjure 
Elemental 

14 
Telekinesis 

6 
Contact Outer 
Sphere 

15 Teleport 

7 Creation, major 16 
Transform Rock 
to Mud 

8 Faithful Hound 17 True Seeing* 

9 Feeblemind 18 
Wall of Iron or 
Stone 
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Table 18:  Woodsman Advancement 

Level 
Hit 

Points 
Attack 
Bonus 

Armor 
Class 

Bonus Stealth 

1 12 +0 +0 +1 

2 +1d6 +1 +0 +2 

3 +1d6 +1 +0 +3 

4 +1d6 +2 +0 +3 

5 +1d6 +2 +1 +4 

6 +1d6 +3 +1 +5 

7 +1d6 +3 +1 +6 

8 +1d6 +4 +1 +6 

9 +1d6 +4 +2 +7 

10 +1d6 +5 +2 +8 

11 +1d6 +5 +2 +9 

12 +1d6 +6 +2 +9 

13 +1d6 +6 +3 +10 

14 +1d6 +7 +3 +11 

15 +1d6 +7 +3 +12 

16 +1d6 +8 +3 +12 

17 +1d6 +8 +3 +13 

18 +1d6 +9 +3 +14 
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Table 19:  Druid Advancement 

Level 
Hit 

Points 
Attack 
Bonus 

Armor 
Class 

Bonus 

1 0 +1 +1 

2 +1d6 +2 +1 

3 +1d6 +2 +1 

4 +1d6 +3 +2 

5 +1d6 +3 +2 

6 +1d6 +4 +2 

7 +1d6 +4 +2 

8 +1d6 +5 +3 

9 +1d6 +5 +3 
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Table 20:  Spells per Day - Druid 

Druid 
Level 

Spells by Level, per day 

1st  2nd  3rd  4th  5th  

1 1 - - - - 

2 2 - - - - 

3 2 1 - - - 

4 3 2 - - - 

5 4 2 1 - - 

6 4 2 2 - - 

7 4 3 2 1 - 

8 4 3 3 2 - 

9 5 3 3 2 1 

1st Level Druid Spells 

1 
Detect Snares 
and Pits 

3 Locate Animals 

2 Faerie Fire 4 Predict Weather 

 

2nd Level Druid Spells 

1 Heat Metal 3 Produce Flame 

2 Obscuring Mist 4 Warp Wood 

 

3rd Level Druid Spells 

1 Call Lightning 3 
Protection from 
Fire 

2 Hold Animal 4 Water Breathing 

 

4th Level Druid Spells 

1 
Control 
Temperature, 10’ 
radius 

3 Speak with Plants 

2 Plant Door 4 Summon Animals 

 

5th Level Druid Spells 

1 
Animal Ward, 10’ 
radius 

3 Repel Wood 

2 Insect Plague 4 
Summon 
Weather 
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Table 21:  Necromancer Advancement 

Level 
Hit 

Points 
Attack 
Bonus 

Armor 
Class 

Bonus 

Corrup-
tion 

Penalty 

1 0 +3 +2 -2 

2 +1d4 +3 +2 -4 

3 +1d4 +4 +2 -6 

4 +1d4 +4 +2 -8 

5 +1d4 +5 +3 -10 

6 +1d4 +5 +3 -12 

7 +1d4 +6 +3 -14 

8 +1d4 +6 +3 -16 

9 +1d4 +7 +3 -18 
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Table 22:  Spells per Day - Necromancer 

Paladin 
Level 

Spells by Level, per day 

1st  2nd  3rd  4th  5th  

1 1 - - - - 

2 2 - - - - 

3 2 1 - - - 

4 3 2 - - - 

5 4 2 1 - - 

6 4 2 2 - - 

7 4 3 2 1 - 

8 4 3 3 2 - 

9 5 3 3 2 1 

1st Level Necromancer Spells 

1 Chill Touch 3 
Ray of 
Enfeeblement 

2 
Command 
Undead 

4 Remove Fear* 

 

2nd Level Necromancer Spells 

1 
Command 
Undead, 
improved 

3 Spectral Hand 

2 Gentle Repose 4 Vampiric Touch 

 
3rd Level Necromancer Spells 

1 Remove Curse* 3 Speak with Dead 

2 Remove Fear* 4 Turn Undead 

 
4th Level Necromancer Spells 

1 Animate Dead 3 Cure Disease* 

2 Blight 4 Ray of Pain 

 
5th Level Necromancer Spells 

1 Circle of Death 3 Create Undead 

2 
Contact Outer 
Sphere 

4 Magic Jar 
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Table 23:  Paladin Advancement 

Level 
Hit 

Points 
Attack 
Bonus 

Armor 
Class 

Bonus 

Lay on 
Hand 

Healing 

1 0 +3 +2 4 

2 +1d8 +4 +2 8 

3 +1d8 +4 +3 12 

4 +1d8 +5 +3 16 

5 +1d8 +6 +4 20 

6 +1d8 +6 +4 24 

7 +1d8 +7 +5 28 

8 +1d8 +8 +5 32 

9 +1d8 +8 +6 36 

 Table 24:  Spells per Day - Paladin 

Paladin 
Level 

Spells by Level, per day 

1st  2nd  3rd  4th  5th  

1 1 - - - - 

2 1 - - - - 

3 2 - - - - 

4 2 - - - - 

5 2 1 - - - 

6 2 1 - - - 

7 3 2 - - - 

8 3 2 - - - 

9 4 2 1 - - 
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Table 25:  Ranger Advancement 

Level 
Hit 

Points 
Attack 
Bonus 

Armor 
Class 

Bonus 

Blood 
Foe 

Damage 
Bonus 

1 0 +2 +1 +1 

2 +1d6 +3 +1 +2 

3 +1d6 +3 +1 +3 

4 +1d6 +4 +2 +4 

5 +1d6 +4 +2 +5 

6 +1d6 +5 +2 +6 

7 +1d6 +5 +2 +7 

8 +1d6 +6 +3 +8 

9 +1d6 +6 +3 +9 
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Table 26:  Spells per Day - Ranger 

Ranger 
Level 

Spells by Level, per day 

1st  2nd  3rd  4th  5th  

1 1 - - - - 

2 1 - - - - 

3 2 - - - - 

4 2 - - - - 

5 2 1 - - - 

6 2 1 - - - 

7 3 2 - - - 

8 3 2 - - - 

9 4 2 1 - - 

Table 27:  Worg-rider Advancement 

Level 
Hit 

Points 
Attack 
Bonus 

Armor 
Class 

Bonus 

Bow 
Damage 
Bonus 

1 0 +2 +1 +1 

2 +1d6 +3 +1 +2 

3 +1d6 +3 +2 +3 

4 +1d6 +4 +2 +4 

5 +1d6 +5 +3 +5 
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Chaos 
(0-1) 

Neutral 
(3-7) 

Law 
(9-10) 

Evil 
(1-3) 

Good 
(7-9) 
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  For: Against: 

A
lig

n
m

en
t 

La
w

 

Orderly civilization, 
structure, 
permanence 

Disorder, crime, 
anarchy 

Rigid social hierarchy 
Lying, cheating, all 
dishonorable deeds 

G
o

o
d

 Natural order, peace, 
and learning 

Cruelty, crime, 
dishonesty 

Duty, hard work 
Unprovoked or 
excessive violence 

N
eu

tr
al

 Financial gain Extreme violence 

Self-preservation 
Extreme politics or 
religion 

Personal freedom 
Bureaucracy, 
taxation 

Ev
il 

Greed and 
materialism 

Law and society 

Crime and violence Social behavior 

Self-glorification 
Anything that gets in 
the way 

C
h

ao
s Anarchy and violence 

Permanence, 
responsibility, duty 

Death and 
destruction 

Tradition and 
organization 

 

PP GP EP SP CP 

1 5 10 50 500 

 

PP GP EP SP CP 

1/5 1 2 10 100 

 

PP GP EP SP CP 

1/50 1/10 1/5 1 10 
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Table 28:  Adventuring Gear 

Item Description/Notes Enc. Cost 
Arrowhead For use when manufacturing arrows in the wild 1/10 1 sp 
Backpack Capacity of 40 lbs 2 5 gp 
Backpack, explorer’s Capacity of 80 lbs 8 10 gp 
Backpack, waterproof Capacity of 30 lbs 6 30 gp 

Bandages 
Prevents further blood loss; enough for 1 
character’s wounds from 1 combat 

1/10 1 sp 

Bedroll Heavy blanket and small pillow 5 1 gp 
Belt Used to hold up trousers 1/2 2 sp 

Block and tackle 
Effectively reduces the weight of hauled object 
to 25% but requires 4 times the amount of rope 

10 5 gp 

Boots They are made for walking 1 1 gp 
Bow strings, 10 To replace broken string 1/10 1 gp 
Candle Burns for 1 hour, sheds 10’ radius light 1/10 1 sp 
Cloak Warmth and rain protection 2 5 gp 
Clothes, extravagant Tunic and pants, blouse & skirt, etc. 3 50+ gp 
Clothes, fine See above 2 2 gp 
Clothes, outdoors See above 2 5 gp 
Drill, hand For drilling through wood or metal 5 20 gp 
Garlic, bulb Useful against vampires; good on pasta 1/10 5 sp 
Grappling hook Holds up to 500 lbs. 8 25 gp 

Fast Pack “Scholar”  Fast Pack “Caving”  
Fast Pack 
“Outdoors”  Fast Pack “Thief” 

Backpack 
Papyrus 
sheets, 10 

 
Backpack 

Iron 
spikes 
(10) 

 
Backpack, 
explorer’s 

Pot, 
cooking 

 
Backpack 

Rations, 
iron 1 week 

Candles 
(10) 

Quill pens, 
5 

Bandages 
(5) 

Lantern 
Bandages 
(5) 

Rations, 
iron 1 
week 

Candles 
(10) 

Rope, 50’ 

Cloak 
Rations, 
iron 1 
week 

Bedroll 
Oil, metal 
flasks (4) 

Bedroll Salt, 1 lb. 
Clothes, 
fine 

Sacks, small 
(2) 

Clothes, 
fine 

Scroll case Boots 
Rations, 
iron 1 
week 

Boots 
Sewing 
kit 

Drill, hand Shoes 

Ink vials, 2 Shoes 
Clothes, 
outdoors 

Rope, 50’ 
Clothes, 
outdoors 

Tent, 2-
man 

Gloves, 
soft 

Thieves’ 
tools 

Knife, utility Tinderbox 
Gloves, 
heavy 

Tinderbox 
Gloves, 
heavy 

Tinderbox 
Knife, 
utility 

Tinderbox 

Magnifying 
glass 

Wax, 1 lb. 
 Hammer, 

utility 
Water 
skin 

 
Hat 

Water 
skin 

 Mirror, 
hand 

Wax, 1 lb. 

Total Cost:  40 gp  Total Cost:  50 gp  Total Cost:  60 gp  Total Cost:  70 gp 
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Table 28:  Adventuring Gear 

Item Description/Notes Enc. Cost 

Gloves, heavy 
Prevents rope burns and contact poisons and 
needles, impossible to pick locks or remove 
traps wearing these 

1 5 sp 

Gloves, soft 
Protects against contact poisons, useless 
against needle traps 

1/2 1 gp 

Hammer, utility 1d3 damage if used as weapon 1 2 gp 
Hat Blocks sun, looks dashing 1/2 2 sp 
Holy symbol Needed to turn undead 1 25 gp 
Holy symbol, inexpensive -3 penalty on turn undead checks 1 5 gp 
Holy water Breakable glass vial, 1d6 damage vs undead 1/10 25 gp 
Ink, vial of Enough to write 50 pages 2 1 gp 

Iron spike 
One spike needed for each 5’ of sheer surface 
being climbed, useful for holding doors closed 

1 1 sp 

Journal, blank 6”x9”, includes 50 pages 3 20 gp 
Knife, utility Does 1d3 damage if used as a weapon 1/2 1 gp 
Lantern Burns 4 hours; 30’ radius light 3 10 gp 
Lantern, bullseye Burns 4 hours; 100’ long, 20’ wide cone of light 3 20 gp 

Lockpicks 
Optional portion of Thieves’ tools, does not 
permit trap removal 

1/2 15 gp 

Magnifying glass For studying fine details 1/2 3 gp 
Mirror, hand Made of steel 1/2 5 gp 
Musical instrument, 
stringed 

Lute, mandolin, etc. 10 20 gp 

Musical instrument, wind Flute, recorder, etc. 3 5 gp 

Oil, ceramic flask 
Does 1d6 damage per round, or covers 10’ 
radius circle, burns for 3 rounds 

1 2 gp 

Oil, metal flask 
Prevents accidental breakage, cannot be used 
as missile weapon 

2 1 gp 

Papyrus One 12”x12” sheet 1/10 1 sp 
Parchment One 10”x10” sheet 1/2 1 gp 
Parka For warmth in cold climates 4 5 gp 
Pot, cooking Two-quart capacity 5 1 gp 
Pouch, belt Capacity 5 lbs. 1/2 5 sp 
Quill pen For writing 1/10 5 sp 
Quiver Holds 20 arrows 2 1 gp 
Rations, iron Week’s supply, good for 2 months 7 15 gp 
Rations, standard Week’s supply, good for 7 days 20 5 gp 
Rope, 50’ length Supports 750 lbs. 10 5 gp 
Sack, small Capacity 20 lbs. 1/10 1 gp 
Sack, large Capacity 60 lbs. 1/2 2 gp 

Salt, 1 lb. 
For preserving meat and pelts, 1 lb. needed per 
each 5 lbs. of meat 

1 10 gp 

Scroll case, waterproof 
Holds 1 map, scroll, or 10 sheets of parchment 
or papyrus 

2 5 gp 
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Table 28:  Adventuring Gear 

Item Description/Notes Enc. Cost 
Sewing kit For repair of clothes 1 1 gp 
Shoes Not as durable as boots, made for cities 1 5 sp 
Spellbook, blank 24”x24”x6”, holds 24 spells 20 100 gp 
Spellbook cover Waterproof 3 10 gp 
Stake, wooden Tents and vampires 1/10 1 sp 
Tent, 2-man 6’x4’x4’, watertight 20 20 gp 
Tent, 6-man 6’x6x’5’, watertight 50 25 gp 
Thieves’ tools Needed for picking locks and removing traps 1 25 gp 
Tinderbox Needed to start fires 1 3 gp 
Torch Burns for 1 hour, 30’ radius light 2 2 sp 
Vial, empty glass Holds 1 pint 1 1 gp 
Water or Wine skin 1-quart capacity 1 1 gp 
Wax, 1 lb. For making impressions 1 3 sp 
Whistle For signaling 1/2 1 sp 
Wolfsbane, 1 sprig To ward off lycanthropes 1/10 10 gp 

Table 29:  Armor 

Armor Armor Reduction Armor Class Enc. Cost 
Unarmored AC 10 10 0 - 
……...Light Armor 
Padded -1 11 10 5 gp 
Leather -2 12 15 10 gp 
Studded Leather -3 13 20 20 gp 
……...Medium Armor 
Ring mail -3 13 25 50 gp 
Chain mail -4 14 30 70 gp 
Breastplate -5 15 35 180 gp 
……...Heavy Armor 
Scale mail -4 14 40 40 gp 
Splint or Banded mail -5 15 45 140 gp 
Plate mail -6 16 50 750 gp 
……...Other 
Shield -1 +1 10 10 gp 
Horse Barding, chain -4 14 60 250 gp 
Horse Barding, leather -2 12 40 100 gp 
Referees will choose EITHER the Armor Reduction method of the standard Armor Class method 
for his game.  See Chapter 8 for more details. 
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Table 30:  Weapons 

Weapon Range Damage Enc. Cost 
Axe, battle± Melee 1d8 4 10 gp 
Axe, hand Short 1d6 2 5 gp 
Bow, long↑ Long 1d8 2 50 gp 
     Arrows (20)   1 5 gp 
Bow, short↑ Medium 1d6 2 25 gp 
     Arrows (20)   1 5 gp 
Club† Melee 1d6 2 1 sp 
Crossbow↑ Medium 1d8 5 25 gp 
     Quarrels (10)   1 2 gp 
Crossbow, heavy↑⌂ Medium 1d10 15 50 gp 
     Quarrels (10)   1 2 gp 
Dagger° Short 1d4 1 2 gp 
Dagger, silvered° Short 1d4 1 30 gp 
Dart Short 1d4 1/4 5 sp 
Flail† Melee 1d8 3 10 gp 
Javelin Medium 1d6 2 1 gp 
Lance Melee 1d12 6 10 gp 
Mace† Melee 1d6 4 5 gp 
Morningstar↑ Melee 1d8 6 15 gp 
Pick, mining↑ Melee 1d8 6 8 gp 
Pole-arm↑ Melee 1d10 6 20 gp 
Quarterstaff↑† Melee 1d6 4 2 sp 
Rapier° Melee 1d6 2 25 gp 
Scimitar Melee 1d8 3 25 gp 
Shovel↑ Melee 1d4 3 1 gp 
Sling† Medium 1d6 - 1 sp 
     Bullets, sling (10)   1 2 gp 
Spear± Short 1d6 3 3 gp 
Sword, long± Melee 1d8 3 15 gp 
Sword, short Melee 1d6 2 10 gp 
Sword, two-handed↑ Melee 1d10 6 50 gp 
Warhammer±† Melee 1d8 3 15 gp 
± Weapon can be used one-handed or two-handed.  +1 damage two-handed. 
↑ Two-handed use only. 
† These weapons are bludgeoning weapons, traditionally allowed to Clerics. 
⌂ Due to time to reload weapon, crossbows only attack every other round. 
° These are finesse weapons, either STR or DEX may be used as modifier. 
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Table 31:  Typical Food and Lodging 

Item Enc. Cost 
Ale or beer, gallon 10 1 gp 
Ale or beer, mug 1 1 sp 
Bread, loaf 1/2 2 cp 
Cheese, wheel 3 6 sp 
Eggs, pickled, cask 20 12 sp 
Fish, dried and salted, barrel 60 40 gp 
Inn stay, per night:   
     Common room  5 sp 
     Private room (sleeps 4)  4 gp 
Mead, gallon 10 2 gp 
Mead, mug 1 2 sp 

Table 31:  Typical Food and Lodging 

Item Enc. Cost 
Meal at inn:   
     Common (incl. meat pie 
or    stew and loaf of bread) 

 3 sp 

     Good (incl. roast meat, 
veggies, possibly fruit) 

 7 sp 

     Poor (incl. broth with 
veggies and loaf of bread) 

 1 sp 

Wine, common, bottle 2 2 gp 
Wine, common, mug 1 2 sp 
Wine, good, bottle 2 6 gp 
Wine, good, mug 1 1 gp 

Table 32:  Transportation  

Item 
Encumbrance 

Capacity Cost Speed Description/Notes 
Boat, row 1,000 80 gp 6 Crew:  1 rower.  12-18 SHP.  AC 11 
Boat, sailing 2,000 2,000 gp 20 Crew:  2 sailors.  20-45 SHP.  AC 12 
Canoe 500 50 gp 6 Crew:  1 rower.  5-10 SHP.  AC 11 
Cart, 2-wheeled 400 100 gp   
Donkey 100 8 gp 12 Movement:  14, 5 HP 
Feed for horse, 
donkey, or mule, 
per day 

 1 sp   

Galley, large 8,000 32,000 gp 30 
Crew:  100 rowers, 50 warriors, 20 
sailors.  2 light catapults.  95-120 SHP.  
AC 13 

Galley, small 4,000 12,000 gp 25 
Crew:  50 rowers, 20 warriors, 10 
sailors.  1 light catapult.  75-100 SHP.  
AC 12 

Galley, war 6,000 65,000 gp 30 
Crew:  100 rowers, 80 warriors, 20 
sailors.  2 light catapults, ram.  125-
150 SHP.  AC 13 

Horse, draft 300 40 gp 18 Movement:  18, 9 HP 
Horse, riding 240 75 gp 18 Movement:  18, 7 HP 
Horse, war 260 250 gp 18 Movement:  18, 9 HP 

Longboat 4,000 17,000 gp 25 
Crew:  10 sailors, 60 rowers/warriors. 
65-80 SHP. AC 12 

Mule 160 30 gp 14 Movement:  14, 9 HP 
Pony 120 30 gp  Movement:  14, 7 HP 

Raft, 12’x8’ 5 per sq. foot 100 gp 1 or 6 
Crew:  2 sailors/pole-men.  5 SHP per 
sq. foot.  AC 11 

Sailing ship, 
large 

30,000 22,000 gp 35 Crew:  20 sailors.  125-180 SHP.  AC 13 
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Table 32:  Transportation  

Item 
Encumbrance 

Capacity Cost Speed Description/Notes 
Sailing ship, 
small 

10,000 7,000 gp 30 Crew:  12 sailors.  65-90 SHP.  AC 12 

Sailing ship, 
transport 

30,000 30,000 gp 30 
Crew:  80 warriors, 12 sailors.  1 light 
catapult.  125-180 SHP.  AC 13 

Stable for horse, 
mule or donkey, 
per day 

 5 sp   

Wagon, 4-
wheeled 

1,500 200 gp   

SHP are Structural Hit Points.  There isn’t an exact formula for SHP to HP but a 10-1 ratio wouldn’t 
be too far-fetched. 

Table 33:  Siege- and Ship-based Weapons 

Item Crew Rate of Fire Damage Cost Notes 

Ballista 
2 
1 

1 per 3 rounds 
1 per 4 rounds 

1d4 SHP or 
2d8 HP vs. creatures 

500 
gp 

Range 120 
yards 

Catapult, heavy 
(aka trebuchet) 

4 
3 
2 

1 per 30 min. 
1 per 40 min. 
1 per 50 min. 

4d6 SHP 
800 

gp 
Range 240-
480 yards 

Catapult, light 
(aka mangonel) 

4 
3 
2 

1 per 5 rounds 
1 per 8 rounds 

1 per 10 rounds 
3d6 SHP 

550 
gp 

Range 150-
300 yards 

Ram, large-ship N/A N/A 
(1d6+5) x10 SHP vs. ships 
or 
6d6 HP vs. monsters 

500 
gp 

 

Ram, small-ship N/A N/A 
(1d4+4) x10 SHP vs. ships 
or 
3d8 HP vs. monsters 

300 
gp 
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 

Level Duration Range 

5 10 minutes/level 0 

 

Level Duration Range 

5 2 hours 120’ 

Level Duration Range 

5 2 hours/level 0 

Level Duration Range 

5 Instantaneous 0 
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Level Duration Range 

2 1 round/level 
60’ 

+10’/level 

Level Duration Range 

2 Instantaneous 0 

Level Duration Range 

2 1 hour Touch 

 

Level Duration Range 

4 See below 1 acre 
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Level Duration Range 

3 1 hour 1000’ 

Level Duration Range 

2 10 minutes/level 0 
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Level Duration Range 

4 Until dispelled 60’ 

Level Duration Range 

1 See below 120’ 

 

Level Duration Range 

1 Instantaneous 0 

Level Duration Range 

5 Instantaneous 120’ 
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Level Duration Range 

5 1 round/level 30’ 

Level Duration Range 

1 1 round 10’ 

Level Duration Range 

1 1 day/level 30’ 

Level Duration Range 

2 1 day/level 30’ 



 

- 52 - 

Level Duration Range 

5 See below 0 

Level Duration Range 

4 2 hours 120’ 

Roll Duration 

2 to 5 
Attack the caster and his 
allies 

6 to 8 Stand baffled and inactive 

9 to 12 Attack each other 

Level Duration Range 

5 See below 0 

Level Duration Range 

5 Until dispelled 240’ 
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Level Duration Range 

4 
30 minutes + 10 

minutes/level 
See below 

Level Duration Range 

4 Instantaneous 120’ 

Level Duration Range 

5 Instantaneous 30’ 

Level Duration Range 

5 10 minutes/level 10’ 

Level Duration Range 

4 1 round/level 10’ 
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Level Duration Range 

3 2 hours 60’ 

Level Duration Range 

4 Instantaneous Touch 

Level Duration Range 

3 Instantaneous Touch 

Level Duration Range 

1 Instantaneous Touch 
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Level Duration Range 

3 Instantaneous Touch 

Level Duration Range 

3 1 day Touch 

Level Duration Range 

2 Instantaneous Touch 

Level Duration Range 

1 Instantaneous Line of sight 

Level Duration Range 

3 
3 rounds + 2 
rounds/level 

Touch 
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Level Duration Range 

2 5 rounds/level 10’/level 

Level Duration Range 

1 Instantaneous Line of sight 

Level Duration Range 

1 
1 hour + 10 

minutes/level 
30’ 

Level Duration Range 

4 Instantaneous 
Minimum10’ 

up to 360’ 

Level Duration Range 

5 Instantaneous 30’ 
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Level Duration Range 

3 Instantaneous 120’ 

Level Duration Range 

4 Instantaneous 0 

Level Duration Range 

2 See below 100’ 

Level Duration Range 

2 10 minutes 60’ 
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Level Duration Range 

3 
Permanent until 

triggered 
Touch 

Level Duration Range 

4 See below 0 

Level Duration Range 

1 1 hour 60’ 

Level Duration Range 

5 1 round/level 10’ 

Level Duration Range 

5 Permanent 120’ 
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Level Duration Range 

2 20 minutes 30’ 

Level Duration Range 

3 Instantaneous 240’ 

Level Duration Range 

3 
10 minutes +10 
minutes/level 

0 

Level Duration Range 

2 Permanent 30’ 

Level Duration Range 

3 1 minute/level Touch 
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Level Duration Range 

2 1 day/level Touch 

Level Duration Range 

4 1 round/level  

Level Duration Range 

3 1 round 10’/level 

Level Duration Range 

4 Permanent 240’ 

Level Duration Range 

3 1 round/level 60’ 

Level Duration Range 

2 1 round/level 30’ 
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Level Duration Range 

2 1 round/level Touch 

Level Duration Range 

3 
1 hour + 10 

minutes/level 
120’ 

Level Duration Range 

5 1 round/level 120’ 

Level Duration Range 

3 2 rounds/level 120’ 

Level Duration Range 

1 1d3 hours 10’ 

Level Duration Range 

5 10 minutes/level 360’ 



 

- 62 - 

 

 
 

Level Duration Range 

1 Instantaneous Touch 

Level Duration Range 

2 10 minutes/level Touch 

Level Duration Range 

4 10 minutes/level Touch 
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Level Duration Range 

1 10 minutes/level Touch 

Level Duration Range 

2 Instantaneous 60’ 

Level Duration Range 

2 See below 20’ 
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Level Duration Range 

1 30 minutes/level 120’ 

Level Duration Range 

2 1 day/level 120’ 

Level Duration Range 

3 Instantaneous 60’ 
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Level Duration Range 

1 1 round/level 60’ 

Level Duration Range 

2 10 minutes/level 
60’ + 

10’/level 

Level Duration Range 

1 Permanent Touch 
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Level Duration Range 

5 See below 10’/level 

Level Duration Range 

4 Until dispelled 240’ 

Level Duration Range 

1 Instantaneous 30’ 
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Level Duration Range 

2 
1 hour or until 

destroyed 
0 

Level Duration Range 

4 Instantaneous Touch 

Level Duration Range 

2 10 minutes/level 30’ 

Level Duration Range 

5 30 minutes 30’ 

Level Duration Range 

2 1 round/level 10’/level 

Level Duration Range 

3 1 round/level 10’/level 



 

- 68 - 

Level Duration Range 

4 10 minutes/level See below 

Level Duration Range 

4 Permanent 120’ 

Level Duration Range 

4 See below See below 

 

 

Level Duration Range 

1 Instantaneous 0 
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Level Duration Range 

2 10 minutes/level 0 

Level Duration Range 

1 1 round/level Touch 

Level Duration Range 

4 1 round/level 0 



 

- 70 - 

Level Duration Range 

3 
30 minutes + 10 

minutes/level 
Touch 

Level Duration Range 

3 2 hours 30’ 

Level Duration Range 

1 Instantaneous 30’ 

Level Duration Range 

5 Until completed 30’ 

Level Duration Range 

5 See below Line of sight 

Level Duration Range 

1 1 round/level 20’ 

Level Duration Range 

4 1 round/level 60’ 
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Level Duration Range 

1 1 hour 
Reading 
distance 

Level Duration Range 

1 1 hour 
Reading 
distance 

Level Duration Range 

3 Instantaneous Touch 

Level Duration Range 

1 See below Touch 

Level Duration Range 

5 10 minutes/level 20’ per level 

Level Duration Range 

2 10 minutes/level Touch 
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Level Duration Range 

2 10 minutes/level Touch 

Level Duration Range 

1 2 rounds/level Touch 

Level Duration Range 

3 Permanent Touch 

Level Duration Range 

4 1 round/level 30’ 

Level Duration Range 

1 20 minutes Touch 
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Level Duration Range 

2 2 rounds/level 120’ 

Level Duration Range 

1 1d3 hours 
30’ + 

10’/level 

Level Duration Range 

2 2 rounds/level 0 

Level Duration Range 

4 See below 10’ 

Level Duration Range 

4 1 round/level 0 
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Level Duration Range 

2 1 round/level 120’ 

Level Duration Range 

4 30 minutes/level Touch 

Level Duration Range 

1 
1 round + 1 
round/level 

Touch 

Level Duration Range 

5 1 hour 120’ 

Level Duration Range 

2 1 round/level 60’ 
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Level Duration Range 

5 Instantaneous Touch 

Level Duration Range 

3 
Permanent until 

triggered 
30’ 
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Level Duration Range 

1 See below 10’ 

D6 Roll Result 

1 
Simply returns to from where it 
came. 

2 
Escape into the world to cause 
destruction. 

3 Attack the summoner. 

4 
Demand a further sacrifice to 
seal the deal. 

5 
Stay where it is and refuse to do 
anything.  Roll again in one day’s 
time. 

6 
Pretend to be under control and 
look for an opportunity to harm 
the summoner. 

 

Level Duration Range 

4 
1 hour + 10 

minutes/level 
30’ 

Level Duration Range 

5 1 hour/level 5 miles 
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Level Duration Range 

5 1 round/level 120’ 

Level Duration Range 

5 Instantaneous Touch 

Level Duration Range 

5 
3d6 days or 

reversal 
120’ 

Level Duration Range 

5 1 round/level Touch 
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Level Duration Range 

3 1 round/level 
30’ + 

10’/level 

Level Duration Range 

2 1 hour/level Touch 

Level Duration Range 

4 Concentration 60’ 
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Level Duration Range 

2 
5 rounds +1 
round/level 

30’ 

Level Duration Range 

5 See below 60’ 

Level Duration Range 

2 Permanent 60’ 
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Level Duration Range 

3 1 hour/level Touch 

Level Duration Range 

2 8 hours 30’ 

Level Duration Range 

4 10 minutes/level 0 

Level Duration Range 

2 Permanent Touch 
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Note: In S&S, the monster’s normal “to-hit” 
bonus is equal to its hit dice (capped at +15). 
For example, a monster with 3 HD attacks with 
a +3 “to-hit” bonus.  
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AC HD Avg HP  # Appear 
18 5 18  1d6 (1d6) 

Attacks Damage Special  Morale 
1 Bite 3d6 Acid  8 
Move S/SR HDE  XP 

12 14 5  24 

 

 

AC HD Avg HP  # Appear 
16 3 10  2d4 (4d6) 

Attacks Damage Special  Morale 
1 Bite 2d6 Poison  7 
Move S/SR HDE  XP 

18 16 2  3 

 

 

AC HD Avg HP  # Appear 

15 3 10  
1d2 

(1d4+1) 
Attacks Damage Special  Morale 
1 Bite 

2 Claws 
1d6 
1d3 

N/A  8 

Move S/SR HDE  XP 
18 16 3  6 

 

 

AC HD Avg HP  # Appear 
14 6+3 24  1 (1d4) 

Attacks Damage Special  Morale 
1 Bite 

2 claws 
1d6 
1d3 

Hug  8 

Move S/SR HDE  XP 
12 13 6  40 

 
 

AC HD Avg HP  # Appear 
15 1 4  1d8 (2d6) 

Attacks Damage Special  Morale 
1 Bite 2d6 N/A  7 
Move S/SR HDE  XP 

12 18 1  2 

 

 

AC HD Avg HP  
# 

Appear 
13 5 18  4d6 (0) 

Attacks Damage Special  Morale 
1 Horns 

1 Stomp 
1d8 
1d8 

Stampede  5 

Move S/SR HDE  XP 
15 14 5  24 
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AC HD Avg HP  
# 

Appear 
13 10 35  1 (0) 

Attacks Damage Special  Morale 
1 

Pseudopod 
3d8 

See 
below 

 12 

Move S/SR HDE  XP 
6 9 11  170 

 
 

AC HD Avg HP  # Appear 

14 4 14  
1d6 

(1d6) 
Attacks Damage Special  Morale 
1 Bite 3d8 Teleport  6 
Move S/SR HDE  XP 

12 15 4  24 

 

AC HD Avg HP  # Appear 
12 3+3 13  1 (1d4) 

Attacks Damage Special  Morale 

1 Tusk 1d6 
See 

below 
 9 

Move S/SR HDE  XP 
15 16 4  12 

 

AC HD Avg HP  # Appear 

14 3+1 12  
2d4 

(5d4) 
Attacks Damage Special  Morale 

1 Weapon 
or  

1 Bite 

By 
weapon 
or 2d4 

Surprise  9 

Move S/SR HDE  XP 
9 16 3  12 

 

AC HD Avg HP  
# 

Appear 

12 2+4 11  
1d4 

(1d4) 
Attacks Damage Specil  Morale 
1 Bite or 

6 Tentacles 
1 or 

Paralysis 
Paralys

is 
 9 

Move S/SR HDE  XP 
12 16 4  12 
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AC HD Avg HP  # Appear 
15 3+2 12  1d4 (1d4) 

Attacks Damage Special  Morale 
1 Bite 

2 Claws 
1d6 
1d3 

N/A  8 

Move S/SR HDE  XP 
18 16 3  6 

 

 

AC HD Avg HP  # Appear 
10 1d4 HP 2  1d8 (2d4) 

Attacks Damage Special  Morale 
1 Bite 0 Poison  7 
Move S/SR HDE  XP 

13 19 1  2 

 

 

AC HD Avg HP  # Appear 
19 4 16  1d8 (2d4) 

Attacks Damage Special  Morale 
1 Bite 3d6 Poison  7 
Move S/SR HDE  XP 

18 15 6  40 

 

AC HD Avg HP  # Appear 
13 
14 
17 

9 32  
1d2 

(1d4) 

Attacks Damg Special  Morale 
1 Head-butt 

1 Bite 
1 Bite 

1d6-1 
1d6 

1d6+1 

See 
below 

 9 

Move S/SR HDE  XP 
Land: 9 
Fly: 18 

10 11  170 

Listings are for: goat, lion, and dragon  

 
 

AC HD Avg HP  # Appear 
13 5 18  1d4 (2d4) 

Attacks Damage Special  Morale 

1 Bite 1d6 
Turn to 
stone 

 7 

Move S/SR HDE  XP 
Land: 6 
Fly: 18 

14 7  60 

 

AC HD Avg HP  # Appear 
15 3 10  0 (1d8) 

Attacks Damage Special  Morale 
1 Bite 1d6 N/A  7 
Move S/SR HDE  XP 

Land: 9 
Swim: 9 

16 3  6 
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AC HD Avg HP  # Appear 
16 6 10  0 (1d3) 

Attacks Damage Special  Morale 
1 Bite 
1 Tail 

4d6 
1d6 

N/A  9 

Move S/SR HDE  XP 
Land: 9 
Swim: 9 

13 6  40 

 

 

AC HD Avg HP  # Appear 
17 12 42  1d3 (1d6) 

Attacks Damage Special  Morale 
1 Sword, 

or  
1 Whip 

1d8+1, 
or 

1d6+Fire 

See 
below 

 10 

Move S/SR HDE  XP 
Land: 6 
Fly: 15 

7 13  230 

 

 

AC HD Avg HP  
# 

Appear 
12 3 11  0 (5d6) 

Attacks Damage Special  Morale 
2 Claws 1d4 Regenerate  6 
Move S/SR HDE  XP 

3 16 4  12 
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AC HD Avg HP  # Appear 
16 7 25  1 (1) 

Attacks Damage Special  Morale 

2 Claws 1d3 
See 

below 
 7 

Move S/SR HDE  XP 
Land: 12 
Fly: 18 

12 8  80 
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AC HD Avg HP  # Appear 
16 6+3 24  1 (3d4) 

Attacks Damage Special  Morale 
2 Claws 
1 Bite 

2d4 
3d4 

Fear  10 

Move S/SR HDE  XP 
12 13 7  60 

 

 

AC HD Avg HP  # Appear 
14 6 21  1 (3d4) 

Attacks Damage Special  Morale 
2 Claws 2d4 Fear  10 
Move S/SR HDE  XP 

12 13 7  60 

 

AC HD Avg HP  # Appear 
13 2+2 9  1d6 (2d6) 

Attacks Damage Special  Morale 
2 Claws 1d6 N/A  9 
Move S/SR HDE  XP 

9 17 2  6 

 

AC HD Avg HP  # Appear 
12 1-1 3  1d6 (2d6) 

Attacks Damage Special  Morale 
2 Claws 1d3 N/A  9 
Move S/SR HDE  XP 

Land: 12 
Fly:  18 

19 1  3 

 



 

- 89 - 

 

AC HD Avg HP  # Appear 
15 13 46  1d4 (0) 

Attacks Damage Special  Morale 
1 Bite 4d6 N/A  9 
Move S/SR HDE  XP 

15 6 13  230 

 

 

AC HD Avg HP  # Appear 
20 7 25  1d8 (0) 

Attacks Damage Special  Morale 
1 Tail 2d6 N/A  6 
Move S/SR HDE  XP 

6 12 7  60 

 

 

AC HD Avg HP  # Appear 
15 26 88  1d3 (0) 

Attacks Damage Special  Morale 
1 Bite and 

1 Tail 
2d6 
3d6 

N/A  8 

Move S/SR HDE  XP 
6 4 18  620 

 

 

AC HD Avg HP  # Appear 
14 4 14  1 (1d6) 

Attacks Damage Special  Morale 
2 Claws or 
1 Weapon 

1d6 
varies 

See 
below 

 10 

Move S/SR HDE  XP 
9 15* 5  24 

 

 

AC HD Avg HP  # Appear 

17 

5 
6 
7 
8 
9 

10 
11 
12 

18 
21 
25 
28 
32 
35 
39 
42 

 1d4 (1d4) 

Attacks Damage Special  Morale 

2 Claws 
1 Bite 

See 
below 

See 
below 

 

5-7HD: 8 
8-10HD: 

9 
11-12HD: 

10 
Move S/SR HDE  XP 

Land: 12 
Fly: 24 

14 
13 
12 
11 
10 
9 
8 
7 

7 
8 
9 

10 
11 
12 
13 
14 

 

60 
80 

110 
140 
170 
200 
230 
260 
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Dragon 
HD 

Damage 
(Claw / Bite) 

Breath 
Weapon 
Damage 

5 1d3 / 2d6 5 
6 1d4 / 2d8 6 
7 1d4+1 / 2d10 7 
8 1d6 / 3d8 8 
9 1d6+1 / 3d10 9 

10 1d8 / 4d8 10 
11 2d4 / 6d6 11 
12 1d8+1 / 5d8 12 

 

Dragon 
Color 

(or 
Type) 

Typical 
HD 

Breath 
Weapon  

Spell 
Ability 

Black 6 to 8 
Corrosive 
acid, 5’x60’ 

5% of 1d4 
1st level 

Blue 8 to 10 
Lightning 
5’x100’ 

15% of 1d4 
1st level and 
1d3 2nd 
level 

Brass 6 to 8 
Cone of sleep 
gas, 20’x70’ 

30% of 1d3 
1st level, 
1d2 2nd 
level 

Bronze 8 to 10 
Lightning, 
5’x100’ 

60% of 1d4 
1st level, 
1d3 2nd 
level, 1 3rd 
level 

Copper 7 to 9 
Corrosive 
acid, 5’x60’ 

30% of 1d3 
1st level, 
1d2 2nd 
level 

Gold 10 to 12 

Poison gas, 
50’ diameter 
cloud, or cone 
of Fire, 
30’x90’ 

25% of 1d4 
1st level, 
1d3 2nd 
level, 1d2 
3rd level, 1 
4th level 

Green 7 to 9 
Poison gas, 
50’ diameter 
cloud 

10% 1d4 1st 
level, 1d2 
2nd level 

Red 9 to 11 
Cone of fire, 
30’x90’ 

20% 1d4 1st 
level, 1d3 
2nd level, 
1d2 3rd 
level 

Sea 7 to 9 
Paralysis gas, 
50’ diameter 
cloud 

20% 1d4 1st 
level, 1d3 
2nd level 

Silver 9 to 11 
Cone of frost, 
30’x80’ 

25% of 1d4 
1st level, 
1d3 2nd 
level, 1d2 
3rd level, 1 
4th level 

Turtle 11 to 14 

Cone of 
scalding 
steam, 
30’x90’ 

20% 1d4 1st 
level, 1d3 
2nd level, 
1d2 3rd 
level 

White 5 to 7 
Cone of frost, 
30’x70’ 

N/A 



 

- 91 - 

 

AC HD Avg HP  # Appear 
14 2 12  0 (1d6) 

Attacks Damage Special  Morale 
1 Dagger 1d4 Charm  6 

Move S/SR HDE  XP 
12 17* 2  6 

 

AC HD Avg HP  # Appear 

15 1+1 5  
1d6 

(5d8) 
Attacks Damage Special  Morale 

1 
Weapon 

By 
weapon 

See 
below 

 8 

Move S/SR HDE  XP 
6 18* 1  2 

 

AC HD Avg HP  # Appear 

17 
8 

12 
16 

28 
42 
56 

 1 (1) 

Attacks Damage Special  Morale 

1 Strike 3d8 

Immune 
to non-
magic 

weapons 

 10 

Move S/SR HDE  XP 
Air: 36 
Earth: 6 
Fire: 12 
Water: 6 

8 
3 
3 

8 
12 
16 

 
110 
230 
350 

 

AC HD Avg HP  # Appear 

14 1+1 5  
1d4 

(2d12) 
Attacks Damage Special  Morale 

1 
Weapon 

By 
weapon 

Spells  8 

Move S/SR HDE  XP 
12 18* 1  2 
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AC HD Avg HP  # Appear 
14 4 14  1d6 (2d4) 

Attacks Damage Special  Morale 
2 Claws 1d6 Flight  11 
Move S/SR HDE  XP 

Land:  9 
Fly:  15 

15 6  40 

 

 

AC HD Avg HP  
# 

Appear 
11 4 14  1 (0) 

Attacks Damage Special  Morale 
1 

Pseudopod 
2d4 Teleport  12 

Move S/SR HDE  XP 
6 15 5  24 

 

AC HD Avg HP  # Appear 
18 10 35  1d2 (1d4) 

Attacks Damage Special  Morale 
2 

Weapons 
2d6 2 Heads  9 

Move S/SR HDE  XP 
12 9 11  170 

 

 

AC HD Avg HP  # Appear 

15 
10+2 
11+2 

37 
40 

 
1d2 

(1d3) 
Attacks Damage Special  Morale 

1 
Weapon 

3d6 
Hurls 

boulders 
 9 

Move S/SR HDE  XP 

12 
9 
8 

11 
12 

 
170 
200 
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AC HD Avg HP  # Appear 

15 8 28  
1d4 

(2d4) 
Attacks Damage Special  Morale 

1 
Weapon 

2d6 
Hurls 

boulders 
 8 

Move S/SR HDE  XP 
12 11 9  110 

 

AC HD Avg HP  # Appear 
11 3+1 12  1d2 (1d3) 

Attacks Damage Special  Morale 
1 

Weapon 
1d6 

See 
below 

 9 

Move S/SR HDE  XP 
9 16 5  24 

 

 

AC HD Avg HP  # Appear 

14 2 7  
1d6 

(3d6) 
Attacks Damage Special  Morale 

1 
Weapon 
or 1 Bite 

1d8+1 or 
2d4 

N/A  8 

Move S/SR HDE  XP 
9 16 2  3 
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AC HD Avg HP  # Appear 

13 1-1 3  
2d4 

(6d10) 
Attacks Damage Special  Morale 

1 
Weapon 

By 
weapon 

N/A  7 

Move S/SR HDE  XP 
9 19 1  1 

 

AC HD Avg HP  # Appear 
10 12 42  1 (1) 

Attacks Damage Special  Morale 

2 Fists 2d8 
See 

below 
 12 

Move S/SR HDE  XP 
8 7* 12  200 

 

AC HD Avg HP  # Appear 
16 13 42  1 (1) 

Attacks Damage Special  Morale 
1 Fist or 

1 
Weapon 

4d8 
See 

below 
 12 

Move S/SR HDE  XP 
6 6* 17  350 

 

AC HD Avg HP  # Appear 
14 16 42  1 (1) 

Attacks Damage Special  Morale 

1 Fist 3d8 
See 

below 
 12 

Move S/SR HDE  XP 
6 5 16  320 
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AC HD Avg HP  # Appear 

17 8 28  
1d2 

(1d4) 
Attacks Damage Special  Morale 

1 Gore 1d6 
Turn to 
stone 

 8 

Move S/SR HDE  XP 
12 11 10  140 

 

AC HD Avg HP  # Appear 
N/A 2 7  1 (0) 

Attacks Damage Special  Morale 

1 Fall 
See 

below 
See 

below 
 12 

Move S/SR HDE  XP 
1 17 4  12 

 

AC HD Avg HP  
# 

Appear 
11 3 11  1 (0) 

Attacks Damage Special  Morale 
1 

Pseudopod 
2d6 

See 
below 

 12 

Move S/SR HDE  XP 
1 16 5  24 

 

AC HD Avg HP  # Appear 
16 7 25  0 (2d8) 

Attacks Damage Special  Morale 
1 Bite 1d6 Flight  8 
Move S/SR HDE  XP 

Land: 12 
Fly:  24 

12 8  80 
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AC HD Avg HP  # Appear 

12 3 11  
1d6 

(2d4) 
Attacks Damage Special  Morale 

1 Talons 1d6 
Flight, 
Siren 
song 

 7 

Move S/SR HDE  XP 
Land: 6 
Fly:  18 

16 4  12 

 

AC HD Avg HP  # Appear 

15 

4 
5 
6 
7 

14 
18 
21 
25 

 2d4 (2d4) 

Attacks Damage Special  Morale 

1 Bite 1d6 
Breathe 

fire 
 9 

Move S/SR HDE  XP 

12 

15 
14 
13 
12 

5 
6 
7 
8 

 

24 
40 
60 
80 

 

 

AC HD Avg HP  # Appear 
14 3+3 14  0 (2d8) 

Attacks Damage Special  Morale 
2 Claws 
1 Bite 

1d6 
1d10 

Flight  8 

Move S/SR HDE  XP 
Land: 12 
Fly:  24 

16 3  6 
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AC HD Avg HP  # Appear 

14 1+1 5  
1d6 

(4d6) 
Attacks Damage Special  Morale 

1 
Weapon 

By 
weapon 

N/A  8 

Move S/SR HDE  XP 
9 18 1  2 

 

AC HD Avg HP  # Appear 

12 
2 
3 

7 
9 

 
0 

(1d10x10) 
Attacks Damage Special  Morale 

2 Hooves 
1d4 
1d6 

N/A  
7 
9 

Move S/SR HDE  XP 

18 
17 
16 

2 
3 

 
3 
6 

 

 

AC HD Avg HP  # Appear 

11 1 4  
0 (1d4 
x10) 

Attacks Damage Special  Morale 
1 

Weapon 
By 

weapon 
N/A  8 

Move S/SR HDE  XP 
12 18 1  2 

 

AC HD Avg HP  # Appear 

12 1+2 6  
1d6 

(3d10) 
Attacks Damage Special  Morale 

1 
Weapon 

By 
weapon 

See 
below 

 12 

Move S/SR HDE  XP 
12 18 2  3 
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AC HD Avg HP  # Appear 
10 1-1 3  0 (1d20) 

Attacks Damage Special  Morale 
1 

Weapon 
By 

weapon 
N/A  6 

Move S/SR HDE  XP 
12 19 1  1 

 

AC HD Avg HP  # Appear 
14 3 11  1 (2d6) 

Attacks Damage Special  Morale 
1 

Weapon 
By 

weapon 
N/A  10 

Move S/SR HDE  XP 
12 16 3  6 

 

AC HD Avg HP  # Appear 

12 1 4  
1d6 

(3d6) 
Attacks Damage Special  Morale 

1 
Weapon 

By 
weapon 

N/A  9 

Move S/SR HDE  XP 
12 18 1  2 

 

AC HD Avg HP  # Appear 
13 1 4  1d20 (0) 

Attacks Damage Special  Morale 
1 

Weapon 
By 

weapon 
N/A  8 

Move S/SR HDE  XP 
12 18 1  2 
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AC HD Avg HP  # Appear 

10 
1-1 
2 

3 
7 

 1 (1) 

Attacks Damage Special  Morale 
1 

Weapon 
By 

weapon 
N/A 

Spells 
 9 

Move S/SR HDE  XP 

12 
19* 
17* 

1 
2 

 
1 
3 

 

AC HD Avg HP  # Appear 

14 

5 
6 
7 
8 
9 

10 
11 
12 

18 
21 
25 
28 
32 
35 
39 
42 

 1 (1) 

Attacks Damage Special  Morale 
1 Bite per 

head 
1d6 N/A  9 

Move S/SR HDE  XP 

9 

14 
13 
12 
11 
10 
9 
8 
7 

5 
6 
7 
8 
9 

10 
11 
12 

 

24 
40 
60 
80 

110 
140 
170 
200 

 

AC HD Avg HP  
# 

Appear 
16 8 28  1 (0) 

Attacks Damage Special  Morale 
1 Touch 4d4 Invisibility  12 
Move S/SR HDE  XP 

12 11 9  110 
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AC HD Avg HP  # Appear 

13 1/2 2  
4d4 

(6d10) 
Attacks Damage Special  Morale 

1 
Weapon 

By 
weapon 

N/A  6 

Move S/SR HDE  XP 
6 19 1  1 

 

AC HD Avg HP  # Appear 

15 2+1 8  
2d4 

(6d6) 
Attacks Damage Special  Morale 
1 Claws 

or 1 
Weapon 

1d6+1 or 
Weapon 

N/A  12 

Move S/SR HDE  XP 
Land: 6 

Swim: 12 
17 2  6 

 

AC HD Avg HP  
# 

Appear 

17 7+3 28  
1d4 

(1d4) 
Attacks Damage Special  Morale 
2 Claws 1d6 Lycanthropy  10 
Move S/SR HDE  XP 

9 12 8  80 

 
 

AC HD Avg HP  
# 

Appear 

13 3 11  
1d8 

(2d6) 
Attacks Damage Special  Morale 

1 
Weapon 

1d6 Lycanthropy  8 

Move S/SR HDE  XP 
12 16 4  12 

 

AC HD Avg HP  
# 

Appear 

14 3 11  
1d6 

(2d6) 
Attacks Damage Special  Morale 
1 Bite 
or 1 
Claw 

1d6 Lycanthropy  11 

Move S/SR HDE  XP 
12 16 4  12 
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AC HD Avg HP  
# 

Appear 

17 2+2 9  
1 

(1d4+4) 
Attacks Damage Special  Morale 
1 Touch 1d8 Combustion  8 
Move S/SR HDE  XP 

12 17 3  6 

 

AC HD Avg HP  # Appear 
15 6+4 25  1d2 (1d4) 

Attacks Damage Special  Morale 
1 to 6 
Tail 

spikes 
1d6 Flight  9 

Move S/SR HDE  XP 
Land:  12 

Fly:  8 
13 8  80 

 

 

AC HD Avg HP  # Appear 
14 6 21  1d3 (1d4) 

Attacks Damage Special  Morale 
1 

Weapon 
1d6 

Gaze, 
Poison 

 9 

Move S/SR HDE  XP 
9 13 8  80 
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AC HD Avg HP  # Appear 
13 6+4 25  1d6 (1d8) 

Attacks Damage Special  Morale 

1 
Weapon 

By 
weapon 

+1 

Never 
lost 

 12 

Move S/SR HDE  XP 
12 13 6  50 

 

AC HD Avg HP  # Appear 

12 3 9  
1d2 

(2d12) 
Attacks Damage Special  Morale 
2 Hoof 

or 
1 Bite 

1d4 
1d3 

N/A  8 

Move S/SR HDE  XP 
14 16 3  6 

 

 

AC HD Avg HP  
# 

Appear 
11 5 28  1 (0) 

Attacks Damage Special  Morale 
1 

Pseudopod 
2d6 

See 
below 

 12 

Move S/SR HDE  XP 
3 14 6  40 

 

AC HD Avg HP  # Appear 
14 4+1 15  1d6 (2d6) 

Attacks Damage Special  Morale 
1 

Weapon 
1d10 N/A  10 

Move S/SR HDE  XP 
9 15 4  12 

 

AC HD Avg HP  # Appear 
     

13 1 8  
2d4 (1d6 

x10) 
Attacks Damage Special  Morale 

1 
Weapon 

By 
weapon 

N/A  8 

Move S/SR HDE  XP 
12 18 1  2 

 

AC HD Avg HP  # Appear 
14 5 18  1 (1d3) 

Attacks Damage Special  Morale 
2 Claws 

and 
1 Bite 

1d6 
2d6 

Hug  10 

Move S/SR HDE  XP 
12 14 5  24 
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AC HD Avg HP  # Appear 
14 2+2 9  1d12 (0) 

Attacks Damage Special  Morale 
2 Hooves 1d6 N/A  8 

Move S/SR HDE  XP 
Land: 18 
Fly:  36 

17* 6  3 

 

AC HD Avg HP  # Appear 

13 15 53  
1d2 

(1d4) 
Attacks Damage Special  Morale 

1 Bite, or 
1 Sting 

2d8, or 
1d8 

Poison  10 

Move S/SR HDE  XP 
9 4 17  350 

 

AC HD Avg HP  # Appear 

12 1-1 3  
3d6 

(3d10) 
Attacks Damage Special  Morale 
1 Bite 1d3 Disease  8 
Move S/SR HDE  XP 

12 19 1  1 

 

 

AC HD Avg HP  # Appear 
15 2+1 8  0 (2d6) 

Attacks Damage Special  Morale 
1 Bite 2d6 N/A  7 
Move S/SR HDE  XP 

Land: 6 
Swim: 

18 
17 2  3 
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AC HD Avg HP  # Appear 
18 5 18  1d4 (1d4) 

Attacks Damage Special  Morale 
1 

Antenna 
See below 

See 
below 

 7 

Move S/SR HDE  XP 
12 14 6  40 

 

AC HD Avg HP  
# 

Appear 

13 5 17  
1d3 

(1d3) 
Attacks Damage Special  Morale 
1 Bite 

1 
Constrict 

1d4 
2d4 

Constric
t 

 8 

Move S/SR HDE  XP 
12 14 5  24 

 

 

AC HD Avg HP  # Appear 
14 4 14  1d4 (1d4) 

Attacks Damage Special  Morale 
1 Bite 1d4 Poison  8 
Move S/SR HDE  XP 

12 15 4  12 

 

 

AC HD Avg HP  # Appear 
12 1 4  1d6 (1d6) 

Attacks Damage Special  Morale 
1 Bite 1d3 Poison  7 
Move S/SR HDE  XP 

12 18 2  3 

 

 

AC HD Avg HP  # Appear 
14 2 7  1d6 (1d6) 

Attacks Damage Special  Morale 
1 Sting 1d3 Poison  7 
Move S/SR HDE  XP 

Land: 9 
Fly:  18 

17 3  6 
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AC HD Avg HP  # Appear 
13 2 7  1d3 (1d3) 

Attacks Damage Special  Morale 
1 Bite 1d6 Poison  8 
Move S/SR HDE  XP 

18 18 2  3 

 

 

AC HD Avg HP  # Appear 
13 3 11  1d3 (1d6) 

Attacks Damage Special  Morale 
1 Bite 1d6 Poison  7 
Move S/SR HDE  XP 

18 16 4  12 

 

 

AC HD Avg HP  
# 

Appear 

15 6+3 24  
1d8 

(1d8) 
Attacks Damage Special  Morale 
2 Claws 1d6 Regenerate  10 
Move S/SR HDE  XP 

12 13 8  80 
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AC HD Avg HP  # Appear 
19 7 25  1 (1) 

Attacks Damage Special  Morale 

1 Touch 1d8 
See 

below 
 10 

Move S/SR HDE  XP 
12 12* 11  170 

 

 

AC HD Avg HP  # Appear 

15 4 14  
1d6 

(1d6) 
Attacks Damage Special  Morale 
1 Claws 
1 Bite 

1d6 
1d8 

Paralyze 
bite 

 9 

Move S/SR HDE  XP 
9 15 3  6 

 

AC HD Avg HP  # Appear 

13 2 7  
1d6 

(2d8) 
Attacks Damage Special  Morale 

1 Claws 1d6 
Paralyze 

touch 
 9 

Move S/SR HDE  XP 
9 17 3  6 
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AC HD Avg HP  # Appear 

13 

12 
13 
14 
15 
16 
17 
18 

42 
46 
49 
53 
56 
60 
63 

 1 (1) 

Attacks Damage Special  Morale 

1 Touch 1d10 
See 

below 
 9 

Move S/SR HDE  XP 

9 

7 
6 
5 
5 
5 
5 
5 

15 
16 
17 
18 
19 
20 
21 

 

290 
320 
350 
380 
410 
440 
470 

 

 

AC HD Avg HP  # Appear 

16 5+1 18  
1d4 

(1d12) 
Attacks Damage Special  Morale 

1 Touch 1d12 
See 

below 
 12 

Move S/SR HDE  XP 
6 14 7  60 
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AC HD Avg HP  # Appear 

12 3+3 14  
1d8 

(1d12) 
Attacks Damage Special  Morale 

1 Touch 1d4 
See 

below 
 12 

Move S/SR HDE  XP 
12 16 4  13 

 
 

AC HD Avg HP  # Appear 
11, or 

12 
1 4  

3d4 
(3d10) 

Attacks Damage Special  Morale 
1 

Weapon 
By 

weapon 
See 

below 
 12 

Move S/SR HDE  XP 
12 16 2  3 

 

AC HD Avg HP  # Appear 
18 9+2 34  1 (1) 

Attacks Damage Special  Morale 

1 
Weapon 

By 
weapon 

+3 

See 
below 

 12 

Move S/SR HDE  XP 
12 10 10  140 

 
 

AC HD Avg HP  # Appear 

17 6 21  
1d4 

(1d8) 
Attacks Damage Special  Morale 

1 Touch 1d6 
See 

below 
 11 

Move S/SR HDE  XP 
Land:  15 
Fly:  30 

13 9  110 
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AC HD Avg HP  # Appear 

17 
7 
8 
9 

25 
28 
32 

 
1d4 

(1d6) 

Attacks Damage Special  Morale 
1 Touch, 
or 1 Bite 

1d6 
See 

below 
 11 

Move S/SR HDE  XP 

Land:  12 
Fly:  18 

13 
9 

10 
11 

 
110 
140 
170 

 

AC HD Avg HP  # Appear 

14 3 11  
1d4 

(1d6) 
Attacks Damage Special  Morale 

1 Touch 
See 

below 
See 

below 
 11 

Move S/SR HDE  XP 
9 16 5  24 

 

AC HD Avg HP  # Appear 

16 4 14  
1d4 

(1d6) 
Attacks Damage Special  Morale 

1 Touch 
See 

below 
See 

below 
 12 

Move S/SR HDE  XP 
24 15 6  40 
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AC HD Avg HP  # Appear 

11 2 7  
2d4 

(4d6) 
Attacks Damage Special  Morale 

1 Claws 1d8 
See 

below 
 12 

Move S/SR HDE  XP 
6 17 3  6 

 

AC HD Avg HP  
# 

Appear 

17 4+5 19  
1d6 

(1d8) 
Attacks Damage Special  Morale 

1 Hoof, or 
1 Horn 

1d6 
See 

below 
 7 

Move S/SR HDE  XP 
24 15* 5  24 

 

 

AC HD Avg HP  # Appear 

11 1 4  
1d10 

(1d10) 
Attacks Damage Special  Morale 

1 Bite 1d4 
See 

below 
 8 

Move S/SR HDE  XP 
Land: 3 
Fly: 18 

18 3  6 

 
 

AC HD Avg HP  # Appear 
13 1+2 5  2d6 (3d6) 

Attacks Damage Special  Morale 
1 Bite 1d6 N/A  8 
Move S/SR HDE  XP 

18 18 1  2 

 

AC HD Avg HP  # Appear 
14 4+2 16  1d4 (2d4) 

Attacks Damage Special  Morale 
1 Bite 1d8 N/A  10 
Move S/SR HDE  XP 

18 15 4  12 
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AC HD Avg HP  
# 

Appear 

16 7 25  
1d2 

(1d6) 
Attacks Damage Special  Morale 

1 Bite, or 
1 Sting 

1d6, or 
1d6+6 

Flight, 
Poison 

 9 

Move S/SR HDE  XP 
Land:  6 
Fly:  24 

12 9  110 

 
 

AC HD Avg HP  # Appear 

N/A 2 7  
1d4 

(1d8) 
Attacks Damage Special  Morale 

N/A 
See 

below 
Spores  N/A 

Move S/SR HDE  XP 
N/A 19 3  6 

 

AC HD Avg HP  # Appear 
13 3 11  1 (1) 

Attacks Damage Special  Morale 
2-12 

Flowers 
See 

below 
Spores  N/A 

Move S/SR HDE  XP 
N/A 16 3  6 

 

AC HD Avg HP  # Appear 

Variable 2 7  
1d2 

(1d2) 
Attacks Damage Special  Morale 

1 
By 

weapon 
N/A  12 

Move S/SR HDE  XP 
12 17 3  6 

neutralize poison
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Table 34: Monster Creation  

Hit 
Dice 

Base 
Attack 
Bonus 

Saving 
/Skill 
Roll 

Avg. 
Hit 

Points 
XP 

Awarded 

< 1 +0 19  1 

1 +1 18 4 2 

2 +2 17 7 3 

3 +3 16 11 6 

4 +4 15 14 12 

5 +5 14 18 24 

6 +6 13 21 40 

7 +7 12 25 60 

8 +8 11 28 80 

9 +9 10 32 110 

10 +10 9 35 140 

11 +11 8 39 170 

12 +12 7 42 200 

13 +13 6 46 230 

14 +14 5 49 260 

15 +15 4 53 290 

16 +15 4 56 320 

17 +15 4 60 350 

18 +15 4 63 380 

19 +15 4 67 410 

20 +15 4 70 440 
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Second Round Minute Hour Day 

86,400 14,400 1,440 24 1 
3,600 600 60 1 1/24 

60 10 1 1/60  
6 1 1/10   

 

 

 

Weight 
Carried 

Careful 
Movement Walk Run Swim 

Less 
than 
1/2x 

6 12 24 6 

1/2x to 
1x 

5 9 18 3 

1x to 1 
1/2x 

3 6 12 N/A 

1 1/2x 
to 2x 

1 3 6 N/A 

2x or 
more 

1 N/A N/A N/A 
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Combat Example:  Gorm, [Level 1 Fighter, 
STR +1 DEX +0, HP 11, wearing chainmail 
armor and carrying a shield (AC 15) armed 
with a sword (d8 damage)] is fighting a 
Hobgoblin [HD 1+1, HP 7, AC 14, armed 
with a battle axe (d8 damage)] near the 
Swamps of Despair. 
Round 1:  Gorm rolls a 7 for imitative and the 
hobgoblin rolls an 11.  The hobgoblin swings 
his axe at Gorm, rolling a total of 10 (9 on the 

d20 roll +1 due to hit dice), which is below 
Gorm’s AC of 14 so the hobgoblin misses.  
Gorm swings his sword and rolls a 13 on the 
d20 which would be a miss as a Level 1 fighter 
does not have an attack bonus; however, 
Gorm’s Strength is added, resulting in a total 
of 14, which is what is needed to successfully 
land a blow on the hobgoblin.  Gorm’s player 
rolls a d8 for damage with a result of 6.  
Adding Gorm’s STR of +1 to this roll gives a 
total of 7, killing the hobgoblin in one blow.  
Six seconds have passed 
Round 2:  Gorm loots the hobgoblin’s body, 
finding 8 silver pieces and a rusty key on a 
leather thong around the hobgoblin’s neck.
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Table 35:  Potion Mixing 
d20 Roll Result 

1-2 
Poisonous brew:  Save vs. poison 
with a 1d4 (-1 to -4) penalty or die 

3-4 
Chemical reaction:  Mixture causes 
internal chemical burns for 2d6 
damage 

5 

Hideous result:  Mixture alters 
imbiber’s body in a horrible and 
permanent way.  Examples are 
mottled skin, withered limb, melted 
eye, etc. 

6-15 
No effect:  Both potions are 
rendered ineffective 

16-18 
Normal effect:  Both potions 
function normally 

19 
Greater effect:  One potion works 
10-100% more effectively while 
other does not work at all 

20 
Different effect:  Potions combine 
to create an entirely new effect 
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Example 1:  A lair of goblins worth 1 XP each 
will have [(1x10) x1d3+1] gold piece value of 
treasure, so a minimum of 10gp and a 
maximum of 40gp worth of treasure   The 
Referee rolls a 2, so the goblin hoard is worth 
30gp. 

Example 2:  A mid-sized dragon worth 200 XP 
will have [(200x10) x1d3+1] gold piece value 
of treasure.  The Referee also rolls a 2 for this, 
so the dragon hoard is worth 6000gp.

Example 1:  The goblin hoard worth 30gp will 
not have a trade out since the total value is less 
than 100gp. 
 
Example 2:  The dragon hoard worth 6000gp 
will have the possibility of a 100gp trade outs, 
a 1000gp trade outs, and a 5000gp trade outs.  
The Referee rolls 3 d20 rolls and they show up 
as 4, 19, and a 20.  This dragon hoard has the 
potential to have a lot of special treasure! 

Example:  The dragon hoard had two 
successful trade outs, one for 1000gp and the 
other for 5000gp.  The Referee now rolls two 
d20 rolls and gets a 20 and a 17.  The 1000gp 
trade out now will be magic item instead of 
gems or jewelry. 
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Table 36:  100gp Trade Outs 

1d6 Roll Result 
1 Gem or jewelry worth 1d6gp 

2-3 Gem or jewelry worth 1d100gp 

4-5 
Gem or jewelry worth 1d100+ 
50gp 

6 
Gem or jewelry worth 1d100 
x10gp 

Table 37:  1000gp Trade Outs 

1d6 Roll Result 

1 
Gem or jewelry worth 
1d100+25gp 

2-3 
Gem or jewelry worth 1d6 
x200gp 

4-5 
Gem or jewelry worth 1d6 
x300gp 

6 
Gem or jewelry worth 1d100 
x100gp 

Table 38:  5000gp Trade Outs 

1d6 Roll Result 

1 
Gem or jewelry worth 1d100 
x10gp 

2-3 
Gem or jewelry worth 1d100 
x80gp 

4-5 
Gem or jewelry worth 1d100 
x120gp 

6 
Gem or jewelry worth 1d100 
x200gp 

Table 39:  Minor Magic Item 

1d6 Roll Result 
1 Roll 1d6 on the Scrolls table 

2-3 Roll once on the Potions table 

4-5 
Roll 1d6 on the Magic Armor 
and Weapons table 

6 
Roll 1d20 on the Misc. Magic 
Items table 

Table 40:  Medium Magic Item 

1d6 Roll Result 
1 Roll 1d6+6 on the Scrolls table 

2-3 
Roll 1d3+1 times on the Potions 
table 

4-5 
Roll 1d6+6 on the Magic Armor 
and Weapons table 

6 
Roll 1d20+20 on the Misc. 
Magic Items table 

Table 41:  Major Magic Item 

1d6 Roll Result 
1 Roll 1d6+12 on the Scrolls table 

2-3 
Roll 1d6+2 times on the Potions 
table 

4-5 
Roll 1d6+12 on the Magic Armor 
and Weapons table 

6 
Roll 1d20+40 on the Misc. 
Magic Items table 



 

- 120 - 

Table 42:  Potions 

1d100 
Roll Potion Description 

1-3 
Animal 
Control 

Same results as the 
Charm Monster 
spell, works on any 
normal (3d6) or 
giant (1d3) animals 

4-6 Clairaudience 
Same results as the 
Crystal Ball spell 

7-9 Clairvoyance 
Same results as the 
Crystal Ball spell 

10-12 Diminution 
Shrinks drinker to 
10% normal size 
for 2d6 hours 

13-15 
Dragon 
Control 

Same results as the 
Charm Monster 
spell, works on one 
specific type of 
dragon (1d3 total 
dragons) 

16-18 Ethereality 

Can move through 
solid objects but 
cannot attack.  
Worn and carried 
equipment also 
becomes ethereal 

19-21 
Fire 
Resistance 

Immune to normal 
fires, +2 saving 
rolls vs. fire attacks 
and for attacks 
without saves, will 
take half damage 
only 

22-24 Flying 
Same results as the 
Fly spell 

25-27 Gaseous Form 
Same results as the 
Gaseous Form spell 

Table 42:  Potions 

1d100 
Roll Potion Description 

28-30 Giant Strength 

STR becomes +4 
and melee attacks 
do an extra 1d6 
damage 

31-33 Growth 
Grows to 300% 
normal size 

34-36 Heroism 
+2 on all attack and 
damage rolls 

37-39 Invisibility 
As per the 
Invisibility spell 

40-42 Invulnerability 
+2 on all saving 
rolls and armor 
class 

43-45 Levitation 
As per the Levitate 
spell 

46-48 Plant Control 

Same results as the 
Charm Monster 
spell, works on all 
normal plants 

49-55 Poison 

Must save vs. 
poison or die.  
Most are 
instantaneous but 
some will take a 
few rounds 

56-58 Slipperiness 
Creates a nearly 
frictionless surface 

59-61 
Treasure 
Finding 

Can detect 
treasure hoards 
within 400 feet 

62-64 
Undead 
Control 

Same results as the 
Charm Monster 
spell, works on 2d4 
undead of fewer 
than 4 HD and 1d4 
undead of 4+1 or 
more HD 

65-75 Extra Healing 
Recovers 3d8+3 HP 
immediately 

76-00 Healing 
Recovers 1d8+1 HP 
immediately 
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Table 43:  Scrolls 

Roll Scroll 
1 1 spell, level 1 
2 1 spell, level 1d3 
3 2 spells, level 1d2 each 
4 3 spells, level 1 each 
5 Cursed scroll 
6 Protection scroll, normal duration 
7 2 spells, level 1d4 each 
8 2 spells, level 1d4+1 each 
9 3 spells, level 1d4 each 

10 4 spells, level 1d4+1 each 
11 Cursed scroll 
12 Protection scroll, double duration 
13 5 spells, level 1d3 each 
14 5 spells, level 1d4+1 each 
15 6 spells, level 1d4+1 each 
16 7 spells, level 1d4+1 each 
17 Cursed scroll 
18 Protection scroll, triple duration 
19 7 spells, level 1d3+2 each 
20 7 spells, level 1d2+3 each 

Table 44:  Cursed Scrolls 

1d20 
Roll Scroll 

1 Blind for 1d3 hours 

2 
Fear of something (snakes, wood, 
bathing, etc.) 

3 
Confusion for 1d3 hours, must save 
to perform any action 

4 
Despondency for 1d6 days, 
character refuses to move himself 

5 
Dimensional vortex, character is 
transported onto the scroll as a 
glyph or word 

6 Hallucinations for 1d3 hours 
7 Instant death 

8 
Fall madly in love with first living 
creature seen 

9 Lose 1d10 x10 XP 

10 
Lose 1 point of randomly 
determined Ability 

11 
Must carry scroll in hand, causing 
hand to be unable for further use 

12 
Will obey any order or suggestion 
given for next 1d3 hours 

13 Paralysis for 1d3 hours 

14 
Polymorphed into small creature 
(frog, mouse, newt, etc.) 

15 
Body gives off foul-smelling odor for 
1d8 days 

16 
Magical sleep, broken by kiss of a 
virgin 

17 Turned to stone 
18 Unable to speak for a year and a day 

19 
Uncontrollable laughter for 1d3 
hours, probably causing a wandering 
monster to arrive 

20 
Constantly attract a pack of rats, 
which follow character 
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Table 45:  Protection Scrolls 

1d8 
Roll Scroll 

1 

Demons and Devils:  All within a 10-
foot radius of reader are protected 
from all the attacks of one demon or 
devil per round.  30 minute (or 180 
round) duration 

2 
Drowning:  All within a 10-foot radius 
of reader gain the ability to breathe 
water.  One-day duration 

3 

Elementals:  All within a 10-foot 
radius of reader are protected from 
all the attacks of one elemental per 
round.  30 minute (or 180 round) 
duration 

4 

Magic:  An anti-magic dome with a 
radius of 10 feet surrounds and 
moves with the reader.  No spell may 
pass in or out of it.  One-hour 
duration 

5 
Poison:  No poison will affect the 
reader for six hours; additionally, any 
poison currently in effect is nullified 

6 
Metal:  No metal weapon may harm 
the reader.  One-hour duration 

7 

Undead:  All within a 10-foot radius 
of reader are protected from all the 
attacks of undead, based on HD of 
undead.  Protects against 2d12 
undead with fewer than 4 HD, 2d6 
undead with fewer than 6 HD, and 
1d6 undead with 6+1 or more HD.  
30 minute (or 180 round) duration 

8 

Lycanthropes:  All within a 10-foot 
radius of reader are protected from 
all the attacks of all lycanthropes.  30 
minute (or 180 round) duration 

 

Table 46:  Magic Armor and Weapons 

Roll Armor or Weapon 

1 
Cursed armor or shield (roll 1d6: 1-3: 
-1, 4-5: -2, 6: -3) * 

2 +1 missile weapon 
3 +1 shield 
4 +1 melee weapon 
5 +1 armor 

6 
Cursed weapon (roll 1d6: 1-3: -1, 4-5: 
-2, 6: -3) * 

7 +2 missile weapon 
8 +2 shield 

9-10 +2 melee weapon 
11 +2 armor 
12 Minor unusual weapon 
13 +3 missile weapon 
14 +3 shield 

15-16 +3 melee weapon 
17 +3 armor 
18 Major unusual weapon 

*: Cursed weapons may not be put down 
without a Remove Curse spell 

Table 47:  Minor Unusual Weapon 

1d6 Roll Weapon 

1 
+1 melee weapon with a +2 
bonus vs particular type of foe 

2 
+1 melee weapon with a +3 
bonus vs particular type of foe 

3 
+1 melee weapon with a +4 
bonus vs particular type of foe 

4 
+2 melee weapon with a +3 
bonus vs particular type of foe 

5 Sheds light in a 30-foot radius 

6 
Sheds light in a 5-foot beam 
with a distance of 70 feet 
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Table 48:  Major Unusual Weapon 

1d12 
Roll Weapon 

1 
+1 blunt weapon which destroys 
undead with less than 6 HD 

2 
+1 thrown weapon which returns to 
hand 

3 
+1 weapon which grants an 
additional attack per round 

4 
+1 melee weapon which flames for 
an additional 1d6 damage per hit 

5 
+2 melee weapon which flames for 
an additional 1d6 damage per hit 

6 
+1 missile weapon which explodes 
for an additional 1d6 damage per hit 

7 
+2 missile weapon which explodes 
for an additional 1d6 damage per hit 

8 
+1 melee weapon which gives 
bearer Dark Vision (as spell) 

9 
+2 melee weapon which awakens its 
owner when danger is near 

10 
+2 melee weapon which detects 
magic when asked 

11 
+2 melee weapon which allows 
owner to Detect Evil (as spell) 

12 
+2 missile weapon which attacks 
again if it misses the first time 

Table 49:  Miscellaneous Magic Items 

Roll Item Description 

1 Wand (W) 
Level 1 spell.  Holds 
10 charges 

2 Wand (W) 
Level 2 spell.  Holds 
10 charges 

3 Wand (W) 
Level 3 spell.  Holds 
10 charges 

4 
Ring of 
Protection 

+1 AC 

5 
Ring of 
Protection 

+2 AC 

6 
Ring of 
Invisibility 

Invisibility as per 
spell 

Table 49:  Miscellaneous Magic Items 

Roll Item Description 

7 
Ring of Fire 
Resistance 

Immunity to normal 
fire, +5 saving rolls 
vs. magical fire, 
breath weapons, 
etc. 

8 
Ring of 
Mammal 
Control 

Control 1d6 normal 
sized mammals with 
a 60 foot range 

9 
Ring of Poison 
Resistance 

+5 to saving rolls vs. 
poison 

10 
Arrow of 
Direction 

Points the direction 
of whatever holder 
wants.  Usable seven 
times per week 

11 Bag of Holding 

Interior dimensions 
are 10x5x3 feet and 
can hold 1000 
encumbrance 

12 
Boots of 
Elvenkind 

Wearer moves with 
absolute silence 

13 
Boots of 
Speed 

Doubles wearer’s 
movement rate 

14 
Bracers of 
Defense 

AC 13.  No effect if 
AC is already better 

15 
Chime of 
Opening 

Chime unlocks door, 
even if barred or 
Wizard Locked 

16 
Cloak of 
Elvenkind 

Wearer is nearly 
invisible 

17 
Cloak of 
Protection 
(C,W) 

+1 AC and +1 on all 
saves 

18 
Horseshoes of 
Speed 

Doubles horse’s 
movement rate 

19 
Rope of 
Climbing 

50-foot rope which 
climbs magically and 
can tie knot to 
support weight 
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Table 49:  Miscellaneous Magic Items 

Roll Item Description 

20 
Rope of 
Entanglement 

10-foot rope which 
will wrap itself 
around up to 2d4+1 
human-sized foes on 
command.  It has an 
AC of 20 and has 20 
HP before being 
useless. 

21 Wand (W) 
Level 1 spell.  Holds 
20 charges 

22 Wand (W) 
Level 2 spell.  Holds 
20 charges 

23 Wand (W) 
Level 3 spell.  Holds 
20 charges 

24 Wand (W) 
Level 4 spell.  Holds 
10 charges 

25 
Wand of 
Magic 
Detection 

As Detect Magic 
spell with 20-foot 
range.  Always active 
when held, does not 
use charges 

26 
Wand of Trap 
Detection 

Detects traps and 
secret doors with 
20-foot range.  
Always active when 
held, does not use 
charges 

27 
Ring of 
Protection 

+3 AC 

28 
Ring of Human 
Control 

Allows Charm 
Person as spell once 
par day.  Can have 
up to three 
individuals charmed 
at one time 

29 
Ring of X-ray 
Vision 

Can see through sold 
rock up to 10 feet 
and through metal 
up to 1 foot, all 
other materials up 
to 40 feet 

Table 49:  Miscellaneous Magic Items 

Roll Item Description 

30 
Amulet 
Against 
Scrying 

Protects the wearer 
from all scrying, 
such as Crystal Ball 
spell or ESP 

31 Boots of Flying 
Winged boots allow 
flying in one hour 
increments 

32 
Bracers of 
Defense 

1d6 roll:  1-3: AC 15, 
4-6:  AC 17 

33 
Carpet of 
Flying 

Can carry up to 
three people, speed 
of 18 with more 
than one passenger.  
Speed of 30 with 
only one passenger 

34 
Cloak of 
Protection 
(C,W) 

+3 AC and +2 on all 
saving throws 

35 
Gauntlets of 
Ogre Power 
(C,F) 

STR +4 (damage and 
S/SRs, not to hit 
rolls) 

36 
Helm of 
Languages 

Wearer can read all 
languages including 
magic script 

37 
Horn of 
Valhalla (F) 

Summons 2d4 
berserk warriors (HD 
1+2, HP 8 each, AC 
12, 1d8 damage, +2 
on attack rolls).  
Disappear after one 
combat. 

38 
Manual of 
Quickness 

Increases DEX by +1 

39 
Robe of 
Blending 

Makes wearer 
appear as part of 
surroundings (rocks, 
plants, creatures, 
etc.)  Those with 9 
HD or more have a 
10% chance to 
observe the wearer 
as he really is 
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Table 49:  Miscellaneous Magic Items 

Roll Item Description 

40 
Robe of 
Wizardry (W) 

Allows wearer to 
cast Charm Person, 
Hold Person once 
per day each, and 
Polymorph once per 
week. 

41 
Wand of 
Enemy 
Detection 

Detects enemies in a 
radius of 60 feet, 
provided enemies 
are thinking hostile 
thoughts.  Always 
active when held, 
does not use 
charges 

42 
Wand of 
Polymorph 
(W) 

Casts Polymorph 
spell.  Holds 10 
charges 

43 
Wand of Fear 
(W) 

Causes creatures in 
a cone-shaped path 
to flee if they fail 
saving throw.  60-
foot range with 30’ 
cone.  Holds 25 
charges and cannot 
be recharged 

44 
Wand of 
Paralysis (W) 

Causes creatures in 
a cone-shaped path 
to be paralyzed if 
they fail saving 
throw.  60-foot 
range with 30’ cone.  
Duration 1d3 hours.  
Holds 25 charges 
and cannot be 
recharged 

45 Ring of Wishes 
Grants the wearer 3 
wishes.  Outrageous 
wishes backfire 

46 
Ring of 
Regeneration 

Wearer regenerates 
1 HP per round 
except for acid or 
fire damage 

Table 49:  Miscellaneous Magic Items 

Roll Item Description 

47 
Ring of Spell 
Storing (C or 
W) 

Contains 1d6 spells 
of any level, wearer 
can cast them if they 
were prepared.  
Spells will either be 
Cleric or Wizard but 
not both 

48 
Ring of Spell 
Turning 

Any spell directly 
aimed at wearer is 
partially reflected 
back to caster.  1d10 
x10% each spell. 

49 
Staff of 
Healing (C) 

Heals 1d6+1 damage 
per charge.  Holds 
40 charges 

50 
Staff of the 
Snake (C) 

+1 attack and 
damage rolls.  When 
commanded and 
attack succeeds, the 
staff coils around 
target and holds in 
place for 1d4 x10 
minutes 

51 
Staff of Power 
(W) 

Casts Light (no 
charges used), 
Fireball (4d6 
damage; 4 charges 
used), Lightning Bolt 
(4d6 damage, 4 
charges used), or 
Telekinesis (move up 
to 200 lbs. weight at 
a range of 120 feet; 
2 charges used).  
Can also be used in 
combat and inflicts 
2d6 damage (no 
charges used).  
Holds 40 charges. 
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Table 49:  Miscellaneous Magic Items 

Roll Item Description 

52 
Amulet of 
Demon 
Control (C,W) 

Functions as a 
Protection from Evil 
spell and allows the 
wearer to attempt a 
Charm Monster 
upon a demon.  
Success means the 
demon is enslaved 
for 1d6 weeks. 

53 
Device of 
Elemental 
Control (W) 

Equal chances of any 
of the following:  
Censer controls air 
elementals, Bowl 
controls water 
elementals, Stone 
controls earth 
elementals, or 
Brazier controls fire 
elementals.  These 
items can be used to 
summon a 12 HD 
elemental, requiring 
10 minutes to 
summon 

54 
Crystal Ball 
(W) 

Allows user to view 
what he desires over 
a considerable 
distance.  If used 
more than 3 times 
per day, user will be 
driven mad.  Rarely, 
Crystal Balls have 
audio or even 
thoughts 

55 
Gauntlets of 
Dexterity 

+1 bonus to DEX 
(max of +3) 

56 
Girdle of Giant 
Strength 

+8 STR on damage 
rolls only 

Table 49:  Miscellaneous Magic Items 

Roll Item Description 

57 
Horn of 
Blasting 

When blown, has 
same effect on 
structures as a 
catapult, causes 2d6 
damage and causing 
deafness for 10 
minutes.  The cone 
is 100 feet long with 
a 20 foot base 

58 
Libram of 
Learning 

Character who reads 
this book gains 1 
level. 

59 
Manual of the 
Golems (W) 

Book contains basic 
instructions and 
formulae for 
creating a single 
type of golem.  
These books are 
often warden and 
those not of the 
Wizard class will 
take 1d6 damage 
just for touching the 
manual. 

60 
Manual of 
Wisdom 

Increases KNO by +1 
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Table A-1:  Mariner Advancement 

Level 
Hit 

Points 
Attack 
Bonus 

Armor 
Class 

Bonus 

1 8 +0 +0 

2 +1d6 +0 +0 

3 +1d6 +1 +0 

4 +1d6 +1 +0 

5 +1d6 +2 +1 

6 +1d6 +2 +1 

7 +1d6 +3 +1 

8 +1d6 +3 +1 

9 +1d6 +4 +2 

10 +1d6 +4 +2 

11 +1d6 +5 +2 

12 +1d6 +5 +2 

13 +1d6 +6 +3 

14 +1d6 +6 +3 

15 +1d6 +7 +3 

16 +1d6 +7 +3 

17 +1d6 +8 +3 

18 +1d6 +8 +3 
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Table A-2:  Exchange Rates 
Coin CP OB DR ST MN 

Copper 
Bit (CB) 

1 10 100 200 10,000 

Obol 
(OB) 

1/10 1 10 20 1,000 

Drachma 
(DR) 

1/100 1/10 1 2 100 

Stater 
(ST) 

1/200 1/20 1/2 1 50 

Mina 
(MN) 

1/10,000 1/1,000 1/100 1/50 1 

 

Level Duration Range 

2 Instantaneous 10’/level 

 

Level Duration Range 

2 
10 rounds + 1 
round/level 

10’/level 

light continual light
 

Level Duration Range 

1 Instantaneous 12 inches 

Lightning 
Bolt
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Table A-3:  Magic Items of the Known World 

Athena’s 
Ointment 

Jar of salve, each jar may 
hold up to 5 uses of 
ointment.  If rubbed into a 
poisoned wound or 
swallowed, it detoxifies any 
poison or disease.  If rubbed 
into the body of a wounded 
character, the ointment 
heals 1d4+8 damage. 

Athena’s Owl 

This is a one-inch tall 
figured of a horned owl.  
When the command word is 
spoken, it becomes a real 
horned own [AC13, HD 
1d4HP, Atks: 2 talons, 1d2 
DMG each].  It 
communicates with owner 
via telepathy and gives its 

Table A-3:  Magic Items of the Known World 

owner the senses of an owl 
(vision, hearing, etc.) 

Broach of 
Shielding 

Appears to be a plain cloak 
brooch.  When worn, it will 
absorb up to 101 HP 
damage of Mage Darts 
before becoming useless. 

Crystal Cusps 
of Hades 

These thin crystal cusps, 
when placed over the eyes 
of a live being, will mold to 
the wearer’s eyes.  This 
allows the wearer to see 
ultraviolet radiation and see 
in the pitch black as it was 
twilight.  Additionally, the 
character sees no illusions. 

Gem of the 
Genie 

This large gem, when held, 
allows the user to 
determine the properties of 
a known magical item.  The 
user must concentrate for 
ten minutes. 

Oil of 
Sharpness 

Thin oil in a bottle, with 
four uses per bottle.  When 
rubbed onto a weapon, the 
weapon gains a temporary 
+4 bonus to hit and 
damage.  Oils lasts for one 
combat. 

Pearls of 
Poseidon 

These sea green pearls, 
when kept in physical 
contact with a character 
(set in a ring, worn as a 
necklace, or even 
swallowed), gives the 
character an additional 
level.  For simplicity sakes, 
just assume the character, 
when first using the pearl, 
gains enough XP to make 
him the next higher level.  If 
the character has more 
than one class, he can 
choose which class receives 
the bonus level. 

 

AC HD Avg HP  # Appear 

N/A 2 7  
1d4 

(1d8) 
Attacks Damage Special  Morale 

N/A 
See 

below 
Spores  N/A 

Move S/SR HDE  XP 
N/A 19 3  6 
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Table A-3:  Magic Items of the Known World 

Potion of 
Giant Control 

Player can choose to control 
either one giant (giant has a 
-4 penalty to S/SR) or two 
giants (though they have a 
+2 bonus to S/SR).  Duration 
is 3d6 hours and potion acts 
otherwise as a Charm 
Monster spell. 

Potion of 
Greater Giant 
Strength 

Similar to a standard Potion 
of Giant Strength, this 
potion gives a STR of +4.  
This potion, however, gives 
a bonus of +2d6 damage in 
melee combat and also the 
ability to hurl boulders for 
1d10 damage, with a range 
of 240’. 

Ring of Apollo 

When worn, this ring keeps 
body’s heat normal, even in 
extreme cold.  All S/SRs vs. 
cold damage are at +2.  
When a cold-based attack 
succeeds, the weather heals 
at a rate of 5 HP/hour. 

Scimitar of 
Sharpness 

This scimitar appears to be 
a +1 weapon.  When a 
“natural 20” is rolled, the 
scimitar will dismember the 
creature struck.  This will 
cause either an additional 
1d8 damage per round or 
instant death, depending on 
limb.  The limb severed is 
rolled randomly.  For a 
typical humanoid, use the 
following 1d10 chart: 
1-2.  Right Arm 
3-4.  Right Leg 
5-6.  Left Leg 
7-8.  Left Arm 
9-0.  Head (instant death) 

Wand of Frost 
Wand holds 2d12 charges 
and has three options for 
use: 

Table A-3:  Magic Items of the Known World 

1.  Sleet storm.  Uses 1 
charge.  Creates a 60’ cloud 
of sleet and fog, blocking 
vision. 
2.  Ice wall.  Uses 1 charge.  
Creates a 6-inch thick wall 
of ice, 60’ long and 10’ high. 
3.  Cone of Cold.  Uses 2 
charges.  Cone is 60’ long 
with a 20’ diameter at end.  
Causes 6d6 cold damage 
with a S/SR for half damage. 

Wings of 
Flying 

This appears to be a black 
linen cloak.  When the 
command word is spoken, 
the cloak spreads into wings 
(20’ span), allowing 
character to fly with a 
movement of 18 for 45 
minutes.  The character 
must then rest for one 
hour.  Up to 500 lbs. weight, 
including character, can be 
supported by the wings. 
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 Phoenician

 Achaemenian

 Ægyptian

 Akkadian

 Atlantean

 Brittonic

 Dwarvish

 Elvish

 Ge’ez

 Getic

 Goblin

 Greek

 Iberian

 Indic
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Table B-1:  Hunter Advancement 

Level 
Hit 

Points 
Attack 
Bonus 

Armor 
Class 

Bonus 

1 8 +0 +0 

2 +1d6 +1 +0 

3 +1d6 +2 +0 

4 +1d6 +2 +0 

5 +1d6 +3 +1 

6 +1d6 +4 +1 

7 +1d6 +4 +1 

8 +1d6 +5 +1 

9 +1d6 +6 +2 

10 +1d6 +6 +2 

11 +1d6 +7 +2 

12 +1d6 +8 +2 

13 +1d6 +8 +3 

14 +1d6 +9 +3 

15 +1d6 +10 +3 

16 +1d6 +10 +3 

17 +1d6 +11 +3 

18 +1d6 +12 +3 
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Table B-2:  Magus Advancement 

Level 
HD 
(d6) 

To Hit 
Bonus 

AC 
Bonus 

Spells by 
level per 

day 

1 2 3 4 5 

1  6  +0  +0 -  -  -  -  -  

2  +1d4  +0  +0 1 - - - - 

3  +1d4 +0  +0 2 - - - - 

4  +1d4  +1 +0 2 1 - - - 

5  +1d4  +1  +1 3 2 - - - 

6  +1d4 +2 +1 4 2 1 - - 

7  +1d4  +2  +1 4 2 2 - - 

8  +1d4  +3  +1 4 3 2 1 - 

9  +1d4 +3  +2 4 3 3 2 - 

10  +1d4  +4  +2 5 3 3 2 1 

11 +1d4  +4 +2 5 4 3 3 2 

12 +1d4 +5 +2 5 4 4 3 3 

13 +1d4  +5 +3 5 4 4 4 4 

14 +1d4  +6 +3 6 5 4 4 4 

15 +1d4 +6 +3 6 6 5 4 4 

16 +1d4  +7 +3 6 6 6 4 4 

17 +1d4  +7 +3 6 6 6 5 5 

18 +1d4 +8 +3 6 6 6 6 5 
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1st Level Magus Spells 

1 Charm Person 11 Mending 

2 Command 12 Message 

3 
Cure Light 
Wounds* 

13 
Protection from 
Evil* 

4 Detect Evil* 14 
Purify Food & 
Drink* 

5 Detect Magic 15 Remove Fear* 

6 Hold Portal 16 Sanctuary 

7 Inspire 17 Shield 

8 
Invisibility to 
Undead 

18 Sleep 

9 Light* 19 Spider Climb 

10 Magic Aura* 20 Summoning 

 

2nd Level Magus Spells 

1 
Audible 
Glamour 

10 Light, Continual* 

2 Augury 11 Locate Object* 

3 Change Self 12 Mirror Image 

4 Delay Poison 13 
Phantasmal 
Creature 

5 Enthrall 14 Resist Fire 

6 ESP 15 
Silence, 15’ 
radius 

7 Forget 16 
Speak with 
Animals 

8 Knock 17 Wall of Fog 

9 Levitate 18 Wizard Lock 
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3rd Level Magus Spells 

1 Crystal Ball 10 Hold Person 

2 Cure Disease* 11 
Howl of the 
Moon 

3 Detect Illusion 12 
Invisibility, 10’ 
radius 

4 Dispel Magic 13 
Phantasmal 
Creature, 
improved 

5 
Explosive 
Runes 

14 Remove Curse* 

6 Fly 15 Secret Page 

7 Gaseous Form 16 Speak with Dead 

8 Gust of Wind 17 Suggestion 

9 Haste* 18 Water Breathing 

 

4th Level Magus Spells 

1 
Cure Serious 
Wounds* 

9 
Neutralize 
Poison* 

2 Creation, minor 10 Plant Growth 

3 
Dimension 
Door 

11 
Protection from 
Evil, 10’ radius 

4 Divination 12 
Shadow 
Monsters 

5 Extension 13 
Speak with 
Plants 

6 
Globe of 
Invulnerability 

14 Spell Immunity 

7 
Hallucinatory 
Terrain 

15 Wizard Eye 

8 
Invisibility, 
improved 

  

5th Level Magus Spells 

1 Airy Water 10 Feeblemind 

2 Animate Dead 11 Hold Monster 

3 Cloudkill 12 Insect Plague 

4 Commune 13 Magic Jar 

5 
Contact Outer 
Sphere 

14 Passwall 

6 Creation, major 15 Stone Shape 

7 
Cure Critical 
Wounds* 

16 
Telekinesis 

8 Dispel Evil 17 Teleport 

9 Faithful Hound 18 True Seeing* 

 

Level Duration Range 

3 
1 hour/level (2 

hours/level during full 
moon) 

Touch 
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₤ ₲

₽

Table B-3:  Armor 

Armor 
Armor 

Reduction 
Armor 
Class Enc Cost 

Unarmored AC 10 10 0 - 
……...Light Armor 
Military 
Coat 

-1 11 15 5 gp 

Leather 
Jack 

-2 12 15 10 gp 

Buff Coat -3 13 20 30 gp 
……...Medium Armor 
Brigandine -3 13 25 30 gp 
Chain mail -4 14 50 50 gp 
Breastplate -5 15 40 140 gp 
……...Heavy Armor 
Cuirassier -6 16 60 400 gp 
……...Other 
Shield -1 +1 10 10 gp 
Horse 
Barding 

-4 14 60 150 gp 

 

Table B-4:  Weapons 

Weapon Damage Enc. Cost 
Blunderbuss⌂ 1d12 8 30 gp 
Carbine‡ 1d8 7 50 gp 
Musket‡ 1d10 15 30 gp 
Pistol, belt⌂ 1d6 4 18 gp 
Pistol, horse⌂ 1d8 5 26 gp 
Pistol, small⌂ 1d8 2 10 gp 
Ammunition for 
firearms (10 
balls and 
powder) 

 2 3 gp 

⌂ Due to time to load weapon, these 
weapons only attack every other round. 
‡ Due to time to load weapon, these weapons 
only attack every third round. 
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