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Leprechauns  
for The Hero's Journey 

 
Leprechauns are small humanoids that live in the same general areas as do elves. While elves 
prefer the open spaces, Leprechauns live underground in elaborate burrows. They share many 
similarities with halflings and gnomes but are more closely related to pixies, faeries, and distantly 
elves.   
 
Leprechauns tend to be Neutral in alignment, but quite a 
few are Lawful.  Chaotic leprechauns are known as Fear 
Deargs.  These leprechauns are of sour temper and typically 
wear red. 
The typical Leprechaun stands 3' to 3½' tall, and weighs 
about 50-55 lbs; About the same size as a Halfling. Females 
are slightly smaller and lighter than the males. Their skin 
color ranges from tan to a pale, if pinkish hue. The hair of 
a leprechaun is typically any shade or red though some are 
darker. Their eyes can be any shade of green. Leprechaun 
males typically have long beards the same color as their hair. Leprechauns generally wear 
natural fibers with quite a bit of green in them, though they decorate their clothes with intricate 
stitching or fine jewelry. Leprechauns reach adulthood at about age 40, and they live about 
400 years, though some can live almost to 600 years.  
 
Leprechauns get along with most races as a general rule but 
tend to keep all but the family at arm's length.  Most get 
along fine with halflings, seeing them as something akin to 
more civilized, if somewhat lazy, cousins.  They find dwarves 
humorless, elves too haughty, and humans as too greedy.  
For a leprechaun, a hot hearth, warm bed, and a good 
meal are worth more than any gold.  They value gold, but 
it is something they can come by easily.   
 
Leprechauns are inherently magical, many excel in areas of 
enchantment and other magic, and most all Leprechauns 
know at least a little magic.  
 
Weapons and Armor:  Leprechauns may use any weapon, 
but it needs to "sized" to fit them. Typically any weapon 
sized for a Halfling character will be suitable for a 
Leprechaun. Leprechauns may not use "two-handed" handed 
weapons such as two-handed swords, long bows, battle axes, 
and other larger weapons. 
Leprechauns may wear any armor, but most prefer "natural" armor such as leather or hide.             

 
Luck: Leprechauns typically have some of the highest Luck scores in a group. To maintain this 
luck, they must follow some superstitions as indicated below. 
 

Leprechaun Attributes 

Strength 2d6+2 
Dexterity 2d6+4 
Constitution 2d6+1 
Intelligence 3d6 
Willpower 2d6+4 
Charisma 2d6+4 
Appearance 3d6 
Luck 2d6+6 

Leprechaun Classes 

Acrobat -  
Barbarian 3 
Bard 8 
Cavalier - 

Cleric 3 
Druid 8 
Duelist - 
Fighter 4 
Jester 4 
Monk - 
Paladin - 
Thief 7 

Witch* 6 
Wizard 5 
* Witches to be detailed on a future supplement 



Combat: All Leprechauns gain the following bonuses when in combat due their small size.  
They get a -2 (+2) bonus to Armor Class when attacked by creatures man-size or larger. They 
also gain a +1 bonus to initiative rolls. 
 

Superstitions:  This is considered to 
be the other side of their luck ability. 
To have good luck, the leprechaun 
has to observe some 
superstitions.  While they might seem 
to be harmless or even non-sense, 
the leprechaun must follow them or 
take steps to avoid them.  For 
example, a leprechaun will typically 
carry a lucky charm, such as a four-
leaf clover or rabbit's foot, for every 
level they have gained.  If they do 
something that would normally cause 
bad luck (lighting three on a single 
flame, walking under a ladder, letting 
a black cat cross their path) they 
must use their luck item or do a 

small ritual to "break the curse". This could include putting a lucky copper piece in their shoe, 
kissing a "blarney" rock, whistling a song backward, or any number of other small rituals. 
Failing to perform this ritual right away will result in the loss of one point of good luck. 
 
Hiding: Leprechauns are difficult to spot. In their natural habitat, densely wooded areas, low hill 
lands and natural (not man-made) underground formations a Leprechaun can only be detected 
25% of the time (GM rolls). In man-made dungeons, this increases to 35%. The Leprechaun 
must remain still and not be carrying any light.  
 
Languages:  In addition to the common and alignment languages Leprechauns may also speak 
Leprechaun, elf, gnome, and goblin. 
 
Vision: A Leprechaun can see twice as well as a human in low-light conditions (starlight, 
moonlight, torchlight and a "light" spell, but not "Continual Light").  
 
Advancement 
At maximum level for any class, a Leprechaun may settle in the area and attract other 
Leprechauns to form a clan, or gather their family together for a clan as its Chieftain. In any 
case, there will only be a small gathering of immediate family and some close 
relations.  Leprechauns are so spread out though they immediately assume any other leprechaun 
they meet must be related and refer to each other as "cousins." 
 
Leprechauns are known as "solitary faeries." This makes them great candidates for an 
adventuring race.  They will settle down in an area, but there must not be any other faerie 
species in the area, especially pixies, and other "trooping faeries".  Leprechauns and Pixies have 
an uneasy truce. 
 

 



- He who is not strong must be clever. 
 
  



Open Gaming License 1.0a 

The following text is the property of Wizards of the Coast, 
Inc. and is Copyright 2000 Wizards of the Coast, Inc 
("Wizards"). All Rights Reserved.  
1. Definitions: (a)"Contributors" means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)"Derivative Material" means copyrighted material including 
derivative works and translations (including into other 
computer languages), potation, modification, correction, 
addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) "Distribute" means to 
reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)"Open Game Content" 
means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content 
does not embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly identified 
as Open Game Content by the Contributor, and means any 
work covered by this License, including translations and 
derivative works under copyright law, but specifically excludes 
Product Identity. (e) "Product Identity" means product and 
product line names, logos and identifying marks including 
trade dress; artifacts; creatures characters; stories, storylines, 
plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, 
poses, concepts, themes and graphic, photographic and other 
visual or audio representations; names and descriptions of 
characters, spells, enchantments, personalities, teams, 
personas, likenesses and special abilities; places, locations, 
environments, creatures, equipment, magical or supernatural 
abilities or effects, logos, symbols, or graphic designs; and 
any other trademark or registered trademark clearly identified 
as Product identity by the owner of the Product Identity, and 
which specifically excludes the Open Game Content; (f) 
"Trademark" means the logos, names, mark, sign, motto, 
designs that are used by a Contributor to identify itself or its 
products or the associated products contributed to the Open 
Game License by the Contributor (g) "Use", "Used" or 
"Using" means to use, Distribute, copy, edit, format, modify, 
translate and otherwise create Derivative Material of Open 
Game Content. (h) "You" or "Your" means the licensee in 
terms of this agreement.  
2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open 
Game Content may only be Used under and in terms of this 
License. You must affix such a notice to any Open Game 
Content that you Use. No terms may be added to or 
subtracted from this License except as described by the 
License itself. No other terms or conditions may be applied 
to any Open Game Content distributed using this License.  
3.Offer and Acceptance: By Using the Open Game Content 
You indicate Your acceptance of the terms of this License.  
4. Grant and Consideration: In consideration for agreeing to 
use this License, the Contributors grant You a perpetual, 
worldwide, royalty-free, non-exclusive license with the exact 
terms of this License to Use, the Open Game Content.  
5.Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation 
and/or You have sufficient rights to grant the rights 
conveyed by this License.  
6.Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include the 
exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright 

holder's name to the COPYRIGHT NOTICE of any original 
Open Game Content you Distribute.  
7. Use of Product Identity: You agree not to Use any 
Product Identity, including as an indication as to compatibility, 
except as expressly licensed in another, independent 
Agreement with the owner of each element of that Product 
Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in 
conjunction with a work containing Open Game Content 
except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game 
Content does not constitute a challenge to the ownership of 
that Product Identity. The owner of any Product Identity used 
in Open Game Content shall retain all rights, title and 
interest in and to that Product Identity.  
8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you are 
distributing are Open Game Content.  
9. Updating the License: Wizards or its designated Agents 
may publish updated versions of this License. You may use 
any authorized version of this License to copy, modify and 
distribute any Open Game Content originally distributed under 
any version of this License.  
10 Copy of this License: You MUST include a copy of this 
License with every copy of the Open Game Content You 
Distribute.  
11. Use of Contributor Credits: You may not market or 
advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the 
Contributor to do so.  
12 Inability to Comply: If it is impossible for You to comply 
with any of the terms of this License with respect to some 
or all of the Open Game Content due to statute, judicial 
order, or governmental regulation then You may not Use any 
Open Game Material so affected.  
13 Termination: This License will terminate automatically if 
You fail to comply with all terms herein and fail to cure 
such breach within 30 days of becoming aware of the 
breach. All sublicenses shall survive the termination of this 
License.  
14 Reformation: If any provision of this License is held to 
be unenforceable, such provision shall be reformed only to 
the extent necessary to make it enforceable.  
15 COPYRIGHT NOTICE  
Open Game License v 1.0 Copyright 2000, Wizards of the 
Coast, Inc. 
System Reference Document Copyright 2003, Wizards of the 
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip 
Williams, Bruce R. Cordell, based on original material by E. 
Gary Gygax and Dave Arneson.  
Basic Fantasy Role-Playing Game Copyright © 2006-2008. 
Chris Gonnerman.  
Labyrinth LordTM. Copyright © 2007, Daniel Proctor. 
Author Daniel Proctor.  
“The Witch”, Copyright ©2012, Timothy S. Brannan  
The Hero’s Journey Fantasy Roleplaying, Copyright 2016 
Barrel Rider Games; Author James M. Spahn. 
 
"Leprechauns for Hero's Journey" Copyright ©2016, 
Timothy S. Brannan, http://theotherside.timsbrannan.com/  
 
Illustration copyright ©2013 Luigi Castellani / Artkid. Used 
with permission. 
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