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A ABILITY SCORES: 346 in order: adsust per BX.

Basic 3 403 Scale. Emecgent+ characters/

2'. RACE-AS-CLASS: Demi-humans are NaT HUMAN. They
don't require and mdy not unders+and vnbeidled choices.
I Do Except hal€ !in\gs...no&e Jit++le. bastard S ace into everq -
NE@éEW‘mK +%Inj, Demi-human leve! limi+S 2oply ) but for c&a{ﬂ
% in Your Primary a'é,-‘/;'{fj you can reack pne hfﬁher tevel.

3. N\ULT"CLASS: Humans and Some demi-humans can chpose vp to 3
Classes. LLFAEC fues apply.You can 3dopt & class a+any +ime +hat it
MakeS Sense.Tou can &fop advancing in 3 class when You want, Héll, you can

divide your XP between dasses however You See €i+. Iis Your PC,a€4er all.

K/ ‘IaCR,TS.’: N&+20:Cri+563( hit, In Wha+ world would j+ ke Otherwise?
Ona crit+ choose MAX damase , DOVBLE damdge | or & badass
SPECIAL EFFECT! V'know,..Knock @ basvard prone., Kick a lantern
into Some hay, +ake ovt an eyebal|, etc. OF Qurse Saving +hrows
May be granted “o resist crippling Specigl ettects. You 3in+ Gonnd
Crit-Crippe  Mister MaXimum Hell Fire Boss MonsteC +hat easily.
‘IA.Fummas; Na+ 1= Fumble., The LL will make 5 Secrex 246
roll 4o +es+ +he d€jr€€ o0& Failure. SERGED

5 DAN\AGE EXPLOS’ON: Al A;majz dice EXPLODE.
\‘@ow your NW's 1df dagger din't So +eivial.)

d G-Bm_ﬁé@%v die when You (un ou+ o€
h'f+ Poin+S. Bui*jou N Savé s, death Oné.
+ime per event, Success=1 hit points, knockedd
0ut 1d6 rounds, And you lose 1 hi+ point  UIATRE

immeee=m1 3nd 4 poing £rom 3 Tandom 3bility (
FUMBLES!{___ PERMANENTLY.

2= Awe hel\! T+s bad. ‘7.lUCK*= You ge+ 2

3-5="lon nexy aHack.” [dY Juck pointS €ach Sessign. iy 7
6B =L ose nexr action. | lvek= | re-colt orl exsra -
G- U= T meant +o do that- | dcHon, Lyck dges not Qrry ovels
|22 Sooou? No biggie.[ (3 uswally give Cardy...)
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v i@ %’ b

e HRINMBILCHICK =
= With sword-in-hand and

barZFlj Znovgh “armor" +0
6 Cover rhe “Baverage house
cat, you gxcel o+ 9SS-
KicKing...and yov look

‘ ° % %. ,!
41 & 9ood doing it. ,_ <

You at+ack and save as 3 g
% 'P\Egh'i'@r".‘ﬁou can vse any
sait\weapon, bur full armor or -t
FPclothing will render your specidl
R abili+ics vnusable,”Shiclds are Re@: S+r 9
h“n\‘\d)u-m‘_“'\-{r‘-ﬂ ‘PDZ l’}d daﬂy. PR]ME: S_‘.r‘.l,Cha
{BATTIECLAD: BiKini IR HIT DICE: d8+1
armor =AC"7, Add St¢ and& GOODLOOKS
Cha Modikiers 4‘%0 éﬁc corand RIGHT HOOKS : Lagaivi ous dol+s
pecavse HELLYES. oY Are easiCr +o destroY. EnemieS are
R SRR CRE 7?%"-"@%/ hot for you Oh 3 l—fn%.ﬁoll Id6 for eftect,
SAVAGE CHARMN: £ e Ehwhstever...
Your Sex appeal improve ] *2- Gawker/+| +ohit.
reacion rol\s by 2. A Cha B B PerV/ + tohiy/dmg. D
Ccheck wWill win help or info. 4N\ Yo As above, |d6 dol+s i

g " e =Y W 3rC -l 10 hit you. @
'-.:'.E..V_E.L.., Xp . __TTLE —. NI DCE & -5 As above. g
O Cheesecake Champ  1dg+1 %) Goons are -2 &
7200 PloodRedPavty  2d8+L (g8 a9ainst you. &
4600  Femme Fighter — 3d3+> \H)6* Mouth brastherse8
4200  \Niolen+ Vixen Ydg+4 3T are 3,yovare
8000 Bonny Balcrusher  5dg+5 {42 +o Bl rollS.
36000  Red Slayer 6d 8+6 \§& Tount them!
'742 Lfgoo FjSMwy Saga_ge, dg+T 0 N,
| 00 Parbaric Babe Bdgt+y |
288000 Chainmai Chick  9dg+9 § HEART of TRON
#10000  Superior Chain Chick9d$+10 _ You gt 41 oh
550000 Awcsom€ Chain Chick 9d 3+11 ¥ 3/l Saves. (&%
1) 680000 Wicked Chainchick qds+i2 @ Add+ +o (K
15 810000 Scary Chain Chick Ads+|2 Blnit point and XK
14 Q40000 BadassPabe . qde+ 14 healing rolls. <
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8 charac+er <lass

- Rl

N\vscles rippling, skin kissed by +he

Sun, Youenjoy diving into Seas o€

Spears WiF only Jour +hong and
3 yard of Steelto keep yov Warm.
You dt+iack and save asa £ighier

You caih use any damn W&apon yYov
please, but if it 1S not 2-handed yov

"V Atack like a Schoolbey Magic-vser) , CROMM!
REQ: Str16 MVUSCLE MANL: Yov can |+ carry, or break
PRIME S+r a o+ of SwH‘A(gnd people)s Double géur céyrjryin_q limit

| HD: d10 and door-busting ability. Oh..and youCAN carry 3 Shield
while Wielding a {34, 2-{ist¢d hedvy mel weapon.

ou are So vipped YN Yov are § :
that flexing caPuSes +?9h+ 305 P\VAG RY: Attack with

e ladies@nd 2-in6 “BN dpply Str ﬁ Swdden fury at+ +3 +o hit/dmg OR

QU4 e T

men) +o Save VS. N andCon modsa MIKE an Cxtra atHad. T4 you miss,
Spells or be ynable Al , to AC. A yov lose all AC mods {or 4 yound.
Yo aHICK You R it SAHACKERY: On a nat 20 and dmg.
until the save %97 Fl of "8+ yov have beheaded,
iS made. i gutted) or cur L
BVEL ~ xp_ Y Tmiee S . | DAY

e ! O Brawny Bruse  Idlo d pBe

Z 2300  Sttapping Stud  2dlo @k

> 4600 Loin Grinder 3410 @J

4 9200 Herculean Facker  4djo 3§

5 18000 Hefry HulK 5d1o

6 36000 Red Rager  6dlio

7 12000 ThoraMaSter 1410

8 [|tHoo0 Supec Skyer 3dl10

q 288000  Sinewy Barbarian  9dlo

10 410000 Sovage Barbarian 10410

411 550000 Brusal Barbarian 1041042 }

12 680000 ®eckless Barbarian lodlo+:

13 8l0000  Raging Packarian lodlote

14 940000  Badass Barbarian 10d10+3

D



+ 1 SHORT SWORD

Bone handle summons (44
shadoWs as defenders

once per 43y for 144
fOUNds.

/’/, A 4
s/,

+X Vs. invisible or
shadoW creatures.

Na+ 20 slay +urns £
target into 4
shadow.

+1LONGSWORD , + 3 VS.
CHAOTIC OR EVIL FOES

+ure With Cross No+ch
cavses +he vser +0 save

or DIE. No screwing
around. When an evil foe
is hi+ With 3 natural 20
i+ must save vs. Paraly-
sis Of be unable +0 move
Lor 144 rounds. Coup de

9race. anyone?

S40iKing an innocent ¢rea-

Zeger KnoWs not+ the
sting of regre+. Zeger'
grants +4 Vs. FEAR 3nd
¢3an ¢as+ FEAR spell once
per 43Y.

Na+ X0 slays | HD

creatures. Those With //
-4 HD 3e+ +o save. ¥ 4
O+hers are no+ a3s g
atfected vy Zesger s
dea+h 9rin, Nat+ [ §_
Mmeans vser must+ make
3++23¢K roll 333ins+
self. Zeger +olerates
no mis+akes!

+1 BROADSWORD

Forged from +ears of 3

9044ess, bitter pain is

Leld by +hose i+ cu+ts.
Such Wounds ¢anno+

heal naturally. Magical
healing is only 50%
effective.



+2 SCIMITAR/+4 VS.

+1 DAGGER
DJINNI AND EFREET
Savd Will find A blacK-
Wat+er Within | mile  hearted PC
on 5 in 6 roll. of Chao+tic align-
‘ User ¢an Ment+ M3y <as+
cas+ LEVITATE each [/43Y vsing +his
[/4d3Y and evil vlade: W
7 Will alwars CAUSE LIGHT WOUNPS '
g7y Know North. CHARM PERSON
User ¢an PARKNESS
“cas+ DIMENSION POOR  Karess is a +alKing vlade
1/4d3Y. +hat+ Whispers +0 i+s vser.

becKoning +hem +o0 commi+
t+errivle acts of murder.

Karess has Int 0. Ego 1. I+ speaKs
common + 6 languages and ¢an vse
ESP a3+ Will. I+ refuses +0 be vsed by
Lawkul PCs.

+2 TWO-HANDED
\  SwoRrD/+4 Vs,
<\ LYCANTHROPES

A piece of +he moon
W3s ¢a3s+ down bY
3N 3Nn3rY 304 3nd
Lorged into 3
powerful blade

bY Mmor+als!

SWORD , SWORD  gyver

Cas+s light Grants 4 in

6 hide in
35 3 torch on :
SRR shadoWs sKill,

/ " With Dex of I3
) or more, dval
wield Withou+
penalty.

Deals douvle dmg

393ins+ undead. R
when +he moon T4

is new, Lune-
I+ is s3id +hat+ Sun and Moon, Dross sleeps.

sister blades. Were forged on 3
£lying anvil during 3 +o+3al eclipse by
3 Werewolk vampire sorcerer. naked

save for 3 sMocK made from +he POSEs gve

leathery hide of a3 purple Worm. HOTMBAE.

When these blades are Wielded in User ¢an:

unison +he vser may ¢all down 3 CREATE WATER [/d3Y
FLAMESTRIKE [/WeeK 3nd +urn lycan- LOWER WATER [/weeK

thropes eXactly as a Cleric turns PART WATER [/mon+h
undead. But if +he vlades are ever
parted by more than (A 0" +heir vser  Hit of [&+ deals max
s parted... ripped into +Wo halves. damage!

5

During +his +ime

+he sWord's Moon runes

shoW in
moonlight...



WH’I\ 3 Sword in Your €+ hand and +s
Hwin in your right you can Sling DEATH
i+sel€/

You a+ack/save like a €ighter. You
NLVEr wear 3/Mo/,as j+gets in Your domn
wa Cbu‘f Cool @pes and Cadts ace OK), Tou

-Cijh-l* with two Swydds o€ Cowghly the Some S/’zeﬁ;y/e,b\/h& uSing
On lj one Swocd You Htack |ike a +hie€ and when using dny other
Wepon You -pfjH* Jike & magic-usel. neprice o€ pure Focos!
. The following Speciol abilities Appij when you vie twe SWodas.
TWIN DEATH: When you his a 4arge+ you get +[ on the next d+HA ck.
BLAZING FURY: As you §oin levels You get Multiple a+tacks.
PARRY With 2 Swords You Can (Jarrj blows like crazy as

REQ: Dex 13 10'\5 a5 yov don't dHRck the Some round. See below.
PR|ME: Dex ﬂe"’:* S S =S
HD:d06 ARROWSIASHER : 14 you havent d++acked ind round you

Cn block non-magical missiles (I per level) by passing 3

Save VS. pardiysiS. FINESSE: You add Dex mod +o d+Bck wollS, not+ S+.

PRECISION: You make guick, precise Sicikes thot dea |

d6 domage, regardless o€ sword type, Tov Can Mdk<
dn €X¥13 IHAck by (educing +o dY damage.

Tou Can put on an
elabarate Show of Sword plas farcing __
enemies to Save vS. SpellS or hove -2 'f-ahfou, [d4 coungs.

XP | TITLE |HD |[#Atk PAAREY
O Twin Vet ldG / S
2200  PBlade Wartior 24 3/~ B
4900  Blade master 3de 3/ T
¥%00 Twin Hero  Yde 32 6
17600 Sword Dancer 546 3/ @
36000  DacingDvo  Gde 3/ 5
2000 DoubleThreat Tde 2 Y
190000  Twin Dea+h ¢de 2 Y

Swords 10" per 280000  Swodd Shnjer e =z 3
level With no 400,000 Masve”  Qoerx 2 2
pemlty, S+eik- 520000 High Master Qg+yx 32 2.
ing Separate 640000  Twin Masker qdovbx 3 |
Rargers in 760000 Gnd Masser 9de+3* 3 )
$%0000 Super Gand Moser GdGeipt 4

% Con bonus no longer dpplies

6



ReQ: None BLI\(K NIGHTBLACKE& ARMOR !

PRINE : S+ Ui NG e A level 6 You M3y
HD: d3 : Contact an ageny o€
Born in +he v Chaos (demon’ dack Mage,
VOID witha Sool _—_— e+¢) and asic For 3 black
Js black 3s 3 cavern e e b{aﬁ@ o\cpowef, gfant -
pool Youare an e, £ ) ing you BIACK pate
incarnation o€ pur€ . - armor Cyou DO have
DEATH. You Ve £or ) some..ciga7) +1dz
BATTLE, BlooD, // and [d2” specia|
And VicToRY! A // / powers. First +ime

o }g; vOU wéar H’ul Sa\fe ofr
® DIE! 0f course i€
the (eaction (ol

\[;{A?ENPEDN - SUCKS +he entity mdy

ESS: In +the "ust kil you dnywdy.

Shadows ygv 3@ as ‘LEVEL XP ITLE HD ,EJ.—-\-—-\._.?\A-\:.?J.
57 O  Dark Squite 148 JACKEST BLADE:

hard +o ot as

sectet dootu ov on - § 2y 2400 Dack Warrior 248 A+ level 9 you may
Summgn o DPackness [ 3] 4300 Nignht Warrior 348 g ypon the forces of
Spell Yday (2/day LIl 9600  Bidck Chempion e chaos again +o infuse
a+ |ev€( lO?- 19000 Shadow Kn'igh'l' 548 the BLACK W&"ipoﬂ G'ijodf
A~ S ol 33000 Midknight 648 choice with darkness,
BLACK ARACK: You KIL Teooo Bad Ouctéi+ Td8  granving it +Id2 and 1d2
/ E 150000 Ebon 3d % Spec}a! POWENS.u. With

can'y 9e+ black @novgh!
T€ your W&apons or armor 9] 30000 Black Knight 148 +he same Cavésts

ace black you get o +/. 10l 420000 943 +2x  dewiled dbove.

T LOVE THe N\GHT: Izl eceow q4s+6%  FEARR ME:

Yoo Svkfer no penalty Y13} 790000 94848 ¥  Use an ackion +o
n darkness and only 14) 900000 Blackess K. 4dg+lo%  adiate PADASSERY
- in NBj}cal darkness  ¥Con bonus no longer applies. and everyone in 10’
(ﬂO p&al‘l’j at J@V@{ 5"’), (N N MuSs+ 'PaSS 3 mordle
! i e S Ty WY \I/OU dtrack and check 6c be +om damn
T HATE 1HE SuN: Sve as a Fighter and Scared +o 3hhack you
In dajlijh-f ov hayé Can use any weapon of SEY until the negd roonds
2 -2 %o lmE and - Ao that isny Lawéd A+ level T +he counrds

Ci+ BRNS vs]), You must

. Yo

V 2n O353R Cl'a“aaeffﬁgﬁ J
7

have =2~ on mordle.
At level || you an
call on chaos 4o os
Year once per day,

+0 Saving throws. You
are NOT a Summer
Kind o& person,

TSI S

WA
‘__..m



BINOCLLON .

e ¥y Sm%&*“@'
AC: 7 \WQX <*"3%_gd\"> on +able
2 L) X
kr{? g:)‘- ?‘—lo‘) Wt
ATk: | £ist orSpecia |
DMG: 1d6 or Specia(
#HAPP: 240 \ag 0%
SV-‘ F’g ,(a'\\ W \-at‘d S-o\\
AL CE \\&;S Q%(?(;“e.
HOARD: X1x2 ' \« 2
N //'Z/
These Summened demonic Yy )
00nS possess 50% magi YN
éif i$ +aﬁce, Where D+he.gm //////lmm s
Step Veyetation dies, {uod -~ d®

and water are spsiled. -
One Summoned +‘4§7 MUS+ be put 4o evil work 97 grow bored in (43
round3 and smash EVERTTHING. Their eve powers ace usable Y-/4+urn.
Random Eye fowers@io): 4: Arcane By 2: Charm Person,3: ESP, 4 Fly,
£ IV\V'!S;b?[E-U % N\‘,frorima?e N Slnfeld, B Telekinesis,
9Q:Ventcilo BUES’M CJovweb

. e\
BO-DUNK Bo-dunks are Weird mute jerks from  \)0 5*3{“*3
Act 7 the Abyss, They Joiter in deep caverns Yf,‘jesaq
HD: | And Jove 40 3bsorb life force -H«ro«gh their
NV:120@0)  DEATRVISION. Once you pass o Save vs. Death
ATK:| wpnor6aze 393inst i you are forever immune

e\

PMG: 1do of specia

#APe:1d6 Bodunks are provd o€ +heir bel+ buckles.
%’LF’; Buckle designs MIGHT indicate 3 minor Magica |
AL:CE power relatred +o the design (2in6).
HOARpD: X1X

Id o Bel+ Buckies:
12 Skull,22Moon,3=5un 1= Raven 5=Dagon, 6=Rav

B



CaTTARUSK

AC: 5

HD: B+X

mv: (20" (40"

ATK: [ punch or bite
DMG: (48 or special
#App: 144

SV T8

mL: 10

AL: CE

Hoard: XV

\

P < \
(‘i“ﬂ\

Slorching and slothering from some slimy hole, +he
grotesque ¢attarusK bares i+s +ee+h and snorts,
rather apeliKe, vefore biting +the head off i+s prey
aNnd sucKing ovt all +he Jvice. These A 0' long mon-
sters often live in pairs but can occasionally form
nas+y dens of vp +0 eight members. They sleep B0%

of +he +ime 3nd WaKe vp on 3 roll of 3 In 6 ik intrud-
ers are not+ vusing stealth. They are alWars ¢rankKy and
hungry vpon WaKing. The smell of 3 ¢at+arusK den can
be detected vp +0 (A0 feet+ 3WaY. The dens are
alWars infested With slugs and +here is a3 | in 6
chance +ha+ 3 green slime Will be hanging out on +he
ceiling. Slimes ¢anno+ ea+ ¢a3t++aruskKs due +o0 +heir
protective secretions.

Cat+arusK's secrete slime +hat Will put out any fire i+ +ouches. maKing
these c¢reatures immune +0 fire damage. In ¢combat, 3 ¢a3++arusK Will punch
With i+s huge fis+s until i+ has scored a3 couple of hits, +hen i+ will deliver
i+s poWerful bite. I£ +he vite 3++3cK hits With 3 natural roll of (9 or 20
+he +3rget must pass 3 saVing +hroW Vs. deat+h or be Killed. O+herWise, +he
bite 3++3cK deals X410 points of damage.

Armor magically coated With ¢a++arusK slime renders +he Wearer immune 4o
Lire damage and +he a3++a3cKs of green slimes.

Res 7
Wizard c¢andles burn +0 +he base. HD: 2
lea‘ﬂmg 3 MYs+tical mess of ash and mv: (20" (40"
WaX. Spelleraft deoris and vears of .P\TK‘ [ vise
3rcane antics have 3 Ix chance per :
month of forming 3 gretch. Gretches pme: 146
obeY +heir Wizard 75% of +he +ime #App: [44
3nd have 3 penchant for murder. When Sv: ¥
burned in a Wizard's fire. +he gretch's mL: [l
mel+ing bodY has 3 | in 6 chance of AL: CE
pooling into a3 random potion. Hoard: None

CT



Heavy!  Cannot e moved or
GRHV\TY GUP\RD Enocke‘d pronk ,,.evén when

An dutomaton Sentine| DEAD, A+ 9" 43I, dead guadds
AC @) Credted bj d wizard of lookk like S+atves.
HO: 933 13+ levels, Mindless, M\ A lightning bolt
MV 90' (30 ‘Hl@j dre. inmunl 2 —c Wil Ceuive
ATK: | to” Sleep, charm, e N +hem.
PNG: 1d20 and Hold +ype :
#A?? ldo spells.

F9q

ML 12~ Big Damn
AL: N HAMMER !

HORRD - vi | ld2o dmg.
Ona hit of IS5+ You
Mmust+ Save VS, dea-l)n
or lose | poine o€ Con
permanetly. Only Reeave NI Y| 3
Curse can reved{ +h§ \ -
lg(,dn,-s‘naﬂermg efLect,

Betrer duck. Treasure HOARD HORROR

Can be spit or AC: 7 #HApr: 1
theown v to 80 HD: lo‘q—ﬁ- SN: ¢7
for 1do dmog M: O N3 12

ATK: 1 per appendage AL:CE
DMG: 1db €ach+Specia |

once per

A nasky abomination sqiating
i+S hoard o€ 301& T Roll ?or m:f:&h\’e"

These uslies have Idio usable
appendages 3nd each M3y athack
once per found For 1do dmg. On 2 hit
“the Rrger Saves Vs, pamlysiS of +he
QS5 horcor = GoDSw+he HORROR!— will
7 bite with 1d9 +oo+‘=j mawS for 146
SRR dmg €ach + Save V5. poison or

subér —| +o hit for |44 tvrns as

limbs Go aumb. Rl 3 saves
o 4w and DIE.

o
(4
-~y

IL nov Claned,

Heasue Cavses Vomiting foc ldY +uras When Leeding on & £eesh Kill vhe Wl Sguicks ovt

On 3 La;led Con oheck ldioo  Coins, 1d4 Gems, and | Bndom Hem. Tis heard
- i _,...——@ iS Compardbc +o +hat o an dult PRAGON.
Hoord hoerors +ake Yo dwng om bluat Weagons and
lr= v \T‘ non-mag;d( dttacks. They are Mmune +s A\ g dFFecting
(¢ AR N dYacks .

(0



OLAGONANAPLIX

AC: 5 Psychic horas! ESP 90" B/Aaj.
HD: Q+2 (
MV: 20 §{o") Bain deain!
Fly: 180 (¢0') Yo' range.,
ATK: 1 Kick oc special Save Vs spells

DMG: 246 or special o¢lose
#APP: | 44 \de Int.
SV: F3 A+ @ Int
ML:' iy ' Yyou become
AL: CE B cavavonic. 1d6 +urns.
HORRD: XV WL In+ heals V/turn.

Kick €an Knpck

proneg on failed

Syve VS P’clra]j_(',s.
“; xﬂ.“

b

Ky
N
-

-’/:.

€
ég'f: These creatures g4 +9 4o Save
- 893iINsy menta| e€Lecks, They nes

in old +towers or Mountain tops.

e,

3

] -
* 417 ] - ® ] 2- e ' 1_{ 2
S S 4 Addle-eye! 40' cange, save

gl VS. Spells o suk€er Confusion
spel, 3/9(35,.
O]ajonana.?h)\ ddns Your nind o ‘Ts Core then 35 yov i€ jn @ Catatonic
o ! i i 2
pos\ o€ droo\ i+ sveks Your Very Soul! Withovt aid You DIE in Id4 counds

PENANGEDUSA
Ac:7 She wairS in o dark crypr, Silent
HD: 5 And Stil|, But +he Smell o€ your
MV 120 (H0) Llesh wokes her..and she £2eis!
Fly: )50° (50)

ATK: | bire/Special  On 3 hit she KiSses, Save
DNG: 1d6/Special s, Spelis or be Held 1dY

0 #App: 143 voundS. She then deain$
Sv: };IO ld6 We/round, sucking
ML: our Spiri+ dry,
ALice J

© HOARD: VIl She may atack with |d6 snake

bites cach dedling | dmg + Save ys,
PoiSon oc Suffer vandom efLect:

1:-' ldb ng
She @n only be hiv by mdgic or 2=Sleep(stel)
Silver weaponS, |-in-6 dedined will - 3= Blind 1db tuds.

(i5€ as a penangedvsa o wrdithin 4= Contusion
ldb +urnS, Her body S immobile

(l
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REQ: None PRIME: Dex HD: d6
ATTACKS, SAVES, WEAPONS/ARMOR: Thief

v MEOW!: By turning on the kitty charms you gain +2 on a reaction roll to help you get
what you want-

* CUROSITY CAN KILL YOU: If you are tempted by anything shiny, dangly, or otherwise
irresistible you must pass a Wisdom check to avoid investigating it-

% KILLER INSTINCT: Use your Dex modifier instead of Str for melee attacks: You can
make two claw attacks per round as long as both hands are free: Ouch!

* NINE LIVES: If you die, roll 1d12- On a 9 or less, you are miraculously alive with T hit
point But now you have & lives! each time you cheat death, subtract T more life until
death catches up!

LEVEL TITLE ) [ HD CLAWV SNEAK CLIMB
1 KITTEN o} D6 103 50 80
2 POUNCER 1,600 2D6 103 55 82
2 TAB 3,200 3D6 103 60 84
4 JINX 6,400 4D6 103 65 86
S LYNX 12,800 506 1D4 70 88
6 COUGAR 26,000 6D6 1D4 75 90
7 TIGER 52,000 706 1D4 80 92
8 CATGIRL 104,000 8D6 1D4 85 94
4 QUEEN 208,000 06 1D6 90 96
10 CATGIRL QUEEN 328,000 06+* 1D6 95 98
1 CATGIRL QUEEN 448,000 MD6+2* 106 96 99
12 CATGIRL QUEEN 568,000 D6+3* 1D6 97 9
12 CATGIRL QUEEN 688,000 D6+4¥ D6 b 99
14 CATGIRL QUEEN 808,000 FD6+5* 108 99 99

*CON BONUS NO LONGER APPLIES

[ X



REQ: None PRIME: Str/Dex HD: d8
ATTACKS, SAVES, WEAPONS/ARMOR:
As Fighter; leather and shield only

Leapin’ Lettuce!: You can leap 30" forward, 10'
backward, or 10’ side to side. You can leap 10
straight up. It's kinda cool.

Kick 'Em Up or Down: Your kick deals 1d6 points
of damage and if that is your only action the
target must save vs. Paralysis or be knocked
prone or 10" back. After a successful attack, you
can kick any target within 5" for 1d4 points of
damage.

Lucky Feet: Once per day you can work a little
luck magic (maybe by wiggling your toes) granting
+3 on an attack or saving throw or allowing you o
re-roll something.

Barbaric Strike: Your savage heritage grants you
extra damage per day equal to your level. Divide it
up however you want as you cleave through
enemies like chopping heads of cabbage. Yum.

Quick and Cunning: Double your Dex mod when
applying it to Armor Class or use Dex and Int fo
modify AC, relying on a combination of cunning
and skill.

S ALLIN A
PAY'S

CONANGTEWN -

LEVEL TITLE

Kit
Hopper
Cottontail
Bunny
Thunderfoot
Rabbit Raider
Killer Coney
Deadly Doe
Barbaribunny
Barbaribunny
Barbaribunny
Barbaribunny
Barbaribunny
Barbaribunny

0
2,000
4,000
8,000
16,000
32,000
64,000
120,000
240,000
360,000
480,000
600,000
720,000
840,000

HD
1d8
2d8
3d8
4d8
5d8
6d8
7d8
8d8
9d8
9d8+2*
9d8+4*
9d8+6*
9d8+8*
9d8+10*

*con bonus no longer applies



You got a gig coming up. Big money on the line.
Dangerous, what with the venomous giant ham-
sters and all, but if your crew pulls through... oh
man, the treasures! Can't screw this up. Gonna

need some backup. Gonna need some swords,
spears, and spells to complement your expert team.

Where in the hell can an honest adventurer hire

some old-fashioned meatshields? Look no further
than The Bleeding Ox...
9 NOTES G\ __
Haggle is the Reaction Roll needed before the NPC
will accept a slightly lower fee.
Turn-ons will grant +1 to Reaction Rolls and NPC

morale. Turn-Offs will do the opposite.

CARU ERICZEN 10 Cr/DAY
3RD LEYEL SINEWY BDARBARIAN (NEUTRAL)
Haggle 10 Turn-Ons Military prowess

AC3HP 30 Turn-Offs Wizards and redheads

Str 17 (+2)

Dex 13 (+1) Quiet, aloof, impatient. Hates wizards, but
Con 16 (+2) will work with them as long as they keep
Int10 their damn spells to themselves.

Wis 12 Danger sense detects imminent threat on 2 in 6
Chal2

roll.

Long sword, short sword, dagger, shield +1.

Berry wine shows you hidden things after 3 drinks, but
results in -2 penalty to hit for 3 turns (has 9 drinks left).
Deer jerky for 3 days, 2 torches.

KIRIEL 25 Cr/DAY
ATH LEVEL FICHIER (LAWFUL GOOD)

Haggle 8 Turn-Ons Opposing tyrants

AC2HP 27 Turn-Offs Naked money grabs

Str 14 (+1)

Dex 18 (+3) Careful, precise, deliberate. Will only join
Con 14 (+1) parties with good intentions and may have
Int 13 (+1) a quarrel with those that don’t. Will fight
Wis 15 (+1) for less, or possibly for free, if the cause is

Cha 13 (+1) sufficiently epic and just.

Long sword +2/+3 vs. chaos, 2 daggers, leather, shield.
Wrist Cuffs of the Iron Way (-1to AC, +1to damage).
Bag of herbs, delicious meat pies, rare incense.

Lantern with 2 flasks of oil.
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NELL OF THE DELL 11 Cr/DAY

2ND LEYEL CHAINMAIL CHICK (NEUTRAL)

Haggle 11 Turn-Ons Monster teeth

AC4HP 16 Turn-Offs Whiny city folk

Str 15 (+1)

Dex 15 (+1) Eh. Ain't nothin’ in no dungeon she can’t

Con 16 (+2) chop to bits. Gold and battle... bring it on.
Int 10

Wis 9

Chal3 (+1)

Axe, short bow, arrows, dagger, chain bodice +1.
Beer, stale bread, a weird ivory pony figure, a rib bone
from a giant squirrel, 2 torches.

URITA 5 Cr/DAY
1ST LEVEL BARDARIBUNNY (CHAOTIC NEUTRAL)
Haggle 7 Turn-Ons Garden veggies

AC3HP7 Turn-Off's Undead

Str 13 (+1)

Dex 17 (+2) Hailing from a strange valley some days’
Con12 journey to the east, Urtta has come to the
Int 12 city in search of adventure... and her sister
Wis 8 (-1) Zelm.

Chal2

Long sword +1 ("Smiles”), sling, stones, 2 daggers, chain-
mail bikini.

Waterskin, carrots, nuts, book of rustic fables, potion of
healing, 1torch, 3 iron spikes.

SARNO 16 Cr/DAY
2ND LEYEL FICGHIER (NEUTRAL GOOD)

Haggle 10 Turn-Ons Shooting goblins and orks
AC8HPO Turn-Off's No goblins or orks to shoot
Str17 (+2)

Dex 13 (+1) The platinum-haired tribesmen of the
Con 13 (+1) Windy Wild Vale are expert archers with a
Int9 borderline pathological obsession with
Wis 11 goblin killing. Sarno is typical of his
Cha13 (+1) people and has +1to hit with all bows.

Long bow +1/+2 vs. goblinoids, arrows, arrow +1, short
sword, dagger.

Sack of 13 dried mushrooms (eating heals 1 hp each),
moonshine, lantern, 1 flask of oil.
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FATHER MUG 18 Cr/DAY
2ND LEVEL CLERIC (LAWFUL NEUTRAL)
Haggle 13 Turn-Ons Rain

AC6HP9 Turn-Offs Stairs

Str 1l

Dex 7(-1) Be not afraid for the Impartial One sees

Con 15 (+1) all. Father Mug sees most. And the temple
Int12 needs a new roof.

Wis 13 (+1) Spells: Cure Light Wounds

Cha9

Holy Mace of Light +1 (casts light, 1/day), chain mail.
Wine, reddish cheese, potatoes, holy symbol (small disc),
Book of Impartial Wisdom, a shiny yellow pebble, lantern,
2 flasks oil, 2 vials holy water.

DAIZA KOFXY 20 Cr/DAY
3RD LEYEL RANCER (NEUTRAL COOD)

Haggle 5 Turn-Ons Promise of rivers and streams
AC6 HP 30 Turn-Offs Wagons

Str 18 (+3)

Dex 14 (+1) He puffs his pipe and tells tales of the

Con 18 (+3) mountains and fishes. A good, rousing

Int 11 adventure through nature is what he lives
Wis 10 for. Slaying orks is a bonus.

Cha®

2-handed sword +1, bracers of defense +2, dagger,
short bow, arrows, Belt of Might (+2 Str).

Water, unidentified jerky, potion of healing, unsorted
map scrolls, 29 ork teeth, 3 torches.

NEBDS DOORBREAKER 15 CP/DAY

2ND LEYEL DWARF (CHAOTIC COOD)

Haggle 8 Turn-Ons Gold, jewels, silver, copper, etc.
AC6HP 11 Turn-Off s No promise of treasure

Str 13 (+1)

Dex 12 She laughs, she sings, she drinks, and she
Con 14 (+1) loves treasure hunting. A healthy love of
Int 10 treasure has taught her to detect gold,
Wis 7 (-1) silver, and jewels through walls or chests

Cha 13 (+1) onaroll of 3in 6.

Short sword +2, dagger, sling, stones, leather +1.
10’ pole, bag of sand, bag of marbles, salted fish, beer,
wine, bone comb, magnifying glass, 2 torches, small
mirror.

6



BURIED TEMPLE OF K'LIXTRA

K’lixtra, Mother of Vomit, calls her children to dig dark holes and gut innocents, spilling their bloo

d into evj
Some of these wicked temples yet remain, scattered across the earth, buried deep.. il pos

. forgotten

ENTRANCE: TABLE OF ILL EFFECTS

Trog Champ #1 HP: 30
Hidden by black- Die Roll Effect Details Q0000
ened, thomny trees. 1-2 None Forces of good are smiling on you. 0000
Each PC saves vs. 3-5 Nausea -1 to hit for 1d4 rounds. Q0000
Poison (subtracting 6-8 Stinging Pain 1d6 dmg. O 0000
AC) or thorns cause 9-10 Blinding Headache ~ 1d4 dmag., -4 to hit for 1d3 turns. 00000
one Ill Effect (d4). 11-12 Blood Vomit 1d8 dmg., unable to act 1d4 rounds. 00000
13-14 Violent Shakes -4 to hit and saves for 1d10 turns. Trog Champ #2 HP: 25
15-16 Fear Drop items in hand and run for 1d4 turns. - . '
oM o Murder Attack nearest living creature for 1d6 rounds.
fiin e i Darkness Become devotee of K'lix.t_fa become evil. i

Death Save or die. Sir

gain Cause Light
Wounds (1 time).

AT

This pool holds the trogs’
treasure along with a wet }=
leather bag containing the

\ § Must give live )

) ghostly giant f
rattler (AC 0

ghostly giant tar-
antella (AC 0).

Lair of the Trogs
This great, stinking room is currently home to 25
1 nobberlochs, 12 troglodytes, and 2 troglodyte

00000 .
O0000 : W Champs
OOOO AC 4; HD 5+1; hp 30, 25; Atk
0000 1d10+2

O Effects upon entering. Every turn These twins wear scale armor

— ;} - i 2d6 nobberlochs emerge from the
= BN dark waters. In 1d4 turns 2d4 trog-

+1 and lug a 2-handed sword
+1. They are champs of K'lixtra
and can cast Cause Light
Wounds once per turn each.
The magic armor is fetid and will
sicken any non-trog wearer
unless it is Blessed or has
Remove Curse cast upon it.

1 iree takeg
Ol

AC: 8

HD: 1

Attk: 1+special
Dmg: 1d4+special

# App: 3d10
Save: F1
Nobberlochs are spawned by evil demons and deities. They are sickly yellow — Morale: 12
and stinky. They do not speak, but are telepathic with one another up to Hoard: None
500°. They stink like troglodytes. They grab their enemies (1d4 dmg) and Align: CE
attempt to bite in order to lay eggs (save vs. Poison or be infected, dving in XP: 22

1d4+4 turns as 1d10 nobberlochs are birthed). They can bite immediately
after a grab. Nobberlochs secrete an acidic, sticky residue that lets them

climb any surface and can erode stone and mortar in 1d4 turns with concen-
trated effort.
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CLITTERYEIL QUICKSILYER DBLESSING
Level: | Level: 3
Duration: | +urn/level Duration: | round/level
Range: 10'/level Range: Touch

The Wizard's £3ce shimmers and 7 Y. The +arget's movement is multi-
shif+s as her mind extends into & . plied by +he Wizard's level. A+
Mmany realms of existence a3+ ;. the end of +he spell's duration
once. She is able +0 see invisi- 2 +he +arget sukbers [ hit point of
ble beings. hidden doors. a3nd i damage per level of the Wizard,
Mmagical objects or beings of :

K % but MaY maKe a3 saving +hrow
magic. While +he spell las+s, +he i I vs. Spells +0 avoid +he damage.
Wizard g3ins +5 +0 saVing q i
+hroWs against magic and
breath Weapons but loses any
Dexteri+y vonus +0 AC.

™
9

REFLECTION OF THE SOUL
Level: 5

Duration: Permanent
Range: Special

MIRROR HEART :
Level: 2 e The Wizard pu+s her
Duration: | +uen/level © B2 OO 5 lite Lorce into 3 sil-
Range: 100'/level vered mirror Which

oro vearssoces (GLITIERING TOME ) o000
et 3 0 \ OF THE SIIVER SAGE /st v e vicwrs

of another living ) The mirror has an AC

being +ouched by +he This shinY booK made of pure v €gual 0 T minus the

) i . . Wizard's level and
wWizard 3nd £ailing +o silver bears +he emblem of a3 silver wskies SaVina Hhows

save Vs. Spells. As bird on its cover. Before +he booK equal +0 +he Wizara.
L‘g—"if; *bta}:‘,"‘v‘\"ﬁ"e can be safely opened +he bvird's I8 it is destroved. +he
spell's tange. +he feathers mus+ be s+roKed. Other- Wizard is destroved.
Wizaed ¥3Kes no Wb wWise i+ Will caw lovdly and s+rike All damage dealt +o
pOint damage. With i+s beaK, dealing 146 points “faw.‘z“:{iﬁg;ngof‘;
Instead, +he damage ' 0f da3M3IE 3NA SEVErING B FBNAOM | euvces fo 2610 (& she
E.«?Z?O\:ﬂ:ﬁj;;:ie ' finger (save vs. Paralysis +o p255€5 3 SaVing +hrow
Iz d Wil 14, she 3void). The Wizard reading +his Vs. Spells With  +2
May shate her o booK Will alwars detect +he pres- modifier. If she fails
Wit points With +he ence of silver Within [20' and maY ¥he save she taKes

: - < normal damage. and so
micror heart +0 make ) divine +he functions of +he spells g byl ltiaiy

If +his spell is ¢as+ : Ag3inst+ magical

on 3 lycanthrope, the (5 — 0 <aMBge Sht 9675 N0

¢re€ature mus+ save 53Ving throWw vonvs.

vs. Death or die 20" ¢cavsing 144 +arget+s +0 save Vs. If +he Wizard is made

ns+ansly. Paralysis or become s+ucK. unable +o +0 peer into the mirror

move until +he save is made. The silver she mus+ save Vs,

web Will deal (46 points of damage per Dea+h or die. If suc-

SHIMMERWED round 3g3ins+ Iycanthropes and i+ ¢anno+ cesskul, +he mircor is

Level: & b€ cut except bY 3 magical blade. The des+roved and +he

Duration: | +ur/level Wizard ¢an blocK a +Ypical doorway or spell broKen but the

Range: X0 hall, seal 3 door (4reat 3as Wizard LocK), Wizard +aKes no

3Nnd even ¢atch 2 falling person or obJject. damage. The mirror

The cas+ter spins The Wevb's shimmering surface Will reflect must remain Within 40

silvery Webs £rom her anY light source, even 3s small 3s 3 of +he cas+er +o ve

Lingertips. She can candle, and ¢ast +he reflection 60' in 2 effective.
sling +he wevs up +o single direction.
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SILYER SALYE

Level: X

Duration: Immediate
Range: Touch

The ¢3ster squeezes 3 piece of silver in her
hand until i+ forms sof+, Viscous, glimmering
oil. If +he oil is applied +0 Wounds i+ Will
hesl 146 hi+ points of damage. I 3pplied +o
+he sKin of 3 lycanthrope +he creature
+3Kes 146 points of damage. The salve
remains usable for [ +urn per level and a+
leas+ | sp Worth of silver must be used
With each cas+ing.

SILVER SWORD

Level: 3

Duration: 246 rounds
Range: Special

A glitt+ering silver +4 magic sWord appears
in +he caster's hand (+5 vs. lycanthropes).
The sWord ¢as+s light in a3 40' radivus, even
pene+ra+ing magical 4arkness. On a3 roll of
natural 20, +the swWord Will vehead its
+arget on 3 £ailed saving +throW vs. Death.
The sWord conkers an aura of protection
around +he caster, improving her AC bY 3
and granting her +4 on 3all saving throws,
The sWord Will remain until +the end of the
spell or until +the Wizard ¢3s+s another
spell,

SILYER TONCGUE
Level: 3

Duration: 146 furns
Range: Special

This spell maKes +he caster's Words sound
+rue even it +hey are false. Her Charisma is
+reated 3s being (9 and anvone she +3alks
+0 Mmust save Vs, Spells (minus her Cha mod-
ifier) or be compelled +0 velieve her, acting
in accordance With +heir velief.

TIDE OF SILYER

Level: X

Duration: | round/level
Range: Touch

The Wizard dips her finger into 3 vody of
water, +ransforming [0 cubic feet per level
into molten hot silver. AnY c¢creature in +he

3rea of effect Will sufkfer 246 points of

damage per round until +he spell ends or
they emerge from the akfected area. The
silver reverts +0 Water When +he duration
ends. AnY lycanthropes ¢caught in +the wWater
mus+t save Vs. Death or die.

TRUE AS SILVER
Level: 4

Duration: Permanent
Range: Touch

The Wizard +ransforms one Weapon +o silver,
granting i+ a + bonus agains+ lYcanthropes
and other ¢reatures susceptivle 4o silver.
The Weapon 3lso grants its Wielder +he
3bili+y +o see all lycanthropes Within 60' for
Wha+ +hey really are for | +urn per 43Y. The
Weapon retains 3ll other original properties.
In order +0 ¢ast +his spell 3 guantity of
silver Worth [0.000 sp must be mel+ed in 3
Vat or ¢cavldron in Which +he Weapon is +0 be
sUbMerged.

WOLFSDANE CHANT
Level: 3

Duration: | Round/level
Range: 10" Radivs/level

The caster places a silver coin in her mouth
and chants the spell's incantation. All lycan-
thropes, Wolves, and ¢anines of any Variety
Within range mus+ save vs. Spells or sukler
146 points of damage per round 3nd -3 on
all a++3c¢K rolls. All allies in range Will gain
+3 +0 hi+ 3nd d3mage a3gainst lycanthropes
for +he duration of +he spell. When ¢as+ by
2 Wizard of level 9 or higher agains+t a
single lYcanthrope. +he ¢reature's curse Will
be removed if i+ survives 3 rounds of +he




Chacactec Class between worlds aint So +hick

’ The2 be Sf?'lfHS in +he wopods : Ny
TR
w,tcb and You Know 'em"‘ ']’he veil : -.i"""\'\““\\“'

BEQ: None 3ftec all. With a biv of hemlock,

FRIME: Wis 3 pinch of luck, and a +winkle
HD“d"+ o' the nose you Can Make love
" potions, faecy charms, and

o — Maybe Summon Some DEMONS.

You Btk and save |ike 3 Magic-usec, cast Spells, and
are  ysvally female (”'0‘-_’9“ i+ ain4a ruia), YOU can
tease +he magic out o jus+ about any Magic item

VS, Wi ;
58\f€, S. Spells, add Wis mod) mé‘@ *{

SPElL$= You @n learn afy K ind O-CEPEII.I+S all

N Magic +o you. RHUYMES: Bj SpedKing 3 litvle _
2 frh\‘jm@ 6\0 matriec houu lame ) Yov Can mag;c Cach S s
F +i : = i — -
-+;me(unle$s +hey are +he Samé), Saves appljlavg,«d (€pea+S. ==

m With 1db +ums of Prep you Can make a Clqa(m(hex bag, neckla(ele,{,)
+hat mimicS aspell ¢ ha\ﬁyaurlevfl (ound UP) or less with 599, effect, I no+
vsed in 3 days it is dead. HEXES:, Ay Jevel 3 you can Curse or Remove
Cucse | /day. Ax level 7T you can Curse items permanently by Saving Vs,
Spells... failvte= You Curs€ YouRSELF!

FAMILARITY: You avredct | £am;liar every 3cd |eve| (B,G,q}e.fr,) +hat

: has gour HD . You have @ psychic #Wo-wdy link with your dnimels

o R® (20GiNg | mileevel. _
Ak S ASPEEELS PoTioNS | PoTioNS SeolL
& TLE HD 1121>1%15 PERMONTH | AFTER NoNTH
Kettle Keeper ()44 =)= = |=}=Wismad! 90
Herbalist 1744 B [ e e Lo +] 80%

. Charmer 244 ;2 = o e e +Z | 10 %

Sicit Friend  14q4 2 |1 ‘__ l—1-: +3 | é6o0%

! Diviner 4'5014 212 === +Y 50 %
4gooo {Summener ©dH 32— |-1- iy H0O %
96000 Ccone Tdd 23 |2 ] I=})=) 4+¢ 30%
192000 )Enchanver | g4y 13 lzj—)-: +7 25%

49) 3%0000 | Witch 1 9d Y 213 ;21-}—] 8 | 28%
10) 540000  :(Glimmec Witch lodd (4 |3 1=]1!-1 +1 15 %
{12) 700000 |Soboath Wirch L 11dy 5 P4 (31201 | +0 | .10%
£12)%60,000 Wigh Witch | |\dY+|%:5 |4 |3 |2 i I+l 3%
1131020000 IGrea-r Witch 11d4+2%f 5 ) Y1312 :7.‘ 2 5%
(I4) 80000 { Grand Witch  § ||d4+3%16 | & 14 43 b‘;

13 , | %
* Con bonus no longer agplies ;
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: COMMUNE-.' YOU can draw a mag;c Cilcle an{ Summon 38 J:f'fan?.e
enti+y +rapping it |d6 rounds/level (16 +urns 3+ leve | 12). You can
do +his I/a(aj. The being Cannot 3K or a-F-(ec-f-anjﬂ,Pnj outSide
the cicele.You can asK ij Jtion angd with 3 9c0d (€3ction (ol You
Migh+ Ge+ 3 usedul dnswer, The collis modi€ied by I+, WS or Chy,
per your chgice.- Ax \evel 9 you can cas+ Commune spell once
per nee k. B carefol.. 0+herwar‘!d_i} be}rljj never fucget,
EXTRAPLANAR: Axlevel 12 you can Cast (bntdck Other Plane, Ga+te,
or AStral ?r03€c+fon once pér daj. - : _
AlRBORNE' With 3 favored broom, cavldron, . ;
Chair, oc 0ther |arg1a object+ you can F}j oNnce
perday. By level 9 you dont need 3 prop. :
STRANGE BREWS: You can miy. vp Magic Potions
'Grgm notv/ ol }hjf?d?Cn-I»S,EaCL\ PO‘{'?OH
o create, See XP +oble fur detsils,

5 ) requires | da

o0 N SPIR{T FRIEND: You can deteck spirits, undead,
TR ZLo demons, and devils Within 60' with 9 Save vs, spells.

Reaction rolls ¥ar Such @ntiies fa}habanufaﬁ L

BOOK oF SHADOWS: Your s pellbook iS

3 window +0 your Seul. I+ +e\iS +he +rvth M~
o€ you. T# i+ is Srolen and deciphered
+he’ +hiet may place a Geas upon
You (no save), I+ it iS damaged _

You +ake %Ual dﬂ’lg- I+ Shares Your hpe
TH you Survive  Yyou M3y CrEHE 3 new book in pne
Month..butyou are ceduced +o level 1 vatil i+is Linishel,

NO BLAZING ARTILLERY: Yovare nature's child,
Not+ 8 WAr maching, Flowers  not ficel When cass ng

Sp‘élls Yhat dés| Mu(-HPLe dice. ot Glama/@e jou
nevec deal moce +han 2d.

SKYCLAD: When weari@ no+k3n9

3+ 3|\, You dre wpped in naturés
_embrace, Your Saves are 3t +3

é‘ and Your AC iS5 improved by

& your Int, Wis, and Chy mods.
DON\ SUWMONED ENTITIES:

o 1= Demon 6= Gross NSty abomina+jpn
2= Devil 7= Ange\ic.
Y 32 ASyra| B=Eemenid| -

PolioN RISK: You can

us€ the +oble below
£or Potion-MaKing i€ .
you feel lueky. Modify
by Wis oc Int. 3
ldlo_ RESLLT . _ ..

10 | Excellent ! 1ex+ra dose.
5-9( Good job.
34 Yooc qulity. 50% filut dore,?
2. [Failed. 1 dmg + ndusea,

1 :Botch ! Save vs. 2db dmg.




CRYPT OF THE WORM IDOL

The PCs stumble upon a hidden crypt from which wafts a whiff of fetid fragrance. Could this b

e an
shrine to K'lixtra, Mother of Vomit and Mother of the Deep Dark? other unholy

ENTRANCE: The
stone doors are stuck
and must be pulled

ne stink hits Sinister Stinkers: For every turn spent in the crypt there
e o save ";{' is a 2 in 6 chance that 1d6 nobberlochs will crawl from the
4 points nearest pool, hole, or crack.

open with spikes and e :

ropes or some other poe Worm Idol: The 6’ stone idol is hollow
clever means taking 2 é{f@h: and filled with wriggling yellow worms.
full turns to complete. 3 o The runes at the base are written in

ancient Tong Tet, the language of pure
evil. Wizards, Clerics, and other scholarly
sorts must pass an Int check by at least 3
points in order to read it. If they are evil, a

There is no door
handle.

he south wall

JoW gtei\f\sc"'::; door that can straight check is all that is needed.
VL (ne 58 q by spiting The runes read:

C *\E\Hé?\'\:, ENTER.

S e it
OF S T e R
ewes”
o

Those who chew must save
vs. Poison or take 1d6 dmg
“"‘ and vomit 1d6 rounds. Such

« n
will spaw
losers cannot open the door., s

: \{
of fefid WE{DCS enter 1'che ”
i5 5 5000 © js pool an
oo\'— T\\:\\s er ¥ b diving “‘;C;ﬁ cam that tex-
Cu\d esca‘)eunderg our;s peen soured bY

* %
shipers

Swirling Pool: This stinking pool }
of swirling yellow liquid is a portal
to the Cave of K'lixtra, where no

one wants to go. Standing next to it
requires another save vs. Poison.
About 10" below the surface is a
skeletal warrior in scale armor
+2. His fingers are embedded in
the stone wall of the pool as if he

tried but failed to escape the yellow
doom.

Immersion in the pool causes a loss
of 1d4 Con per round, perma-
nently. But if a yellow worm was
successfully chewed prior to enter-
ing the pool no Con loss occurs.

Adventurers
- stashed 2 sacks
hidden by the pool
(3in6tofind, or1
turn search).

Bag #1:671gp, *
101 pp, opal (100
gp), potion of

fire resistance.

Bag #2: Silver
mirror, rare wine (100
gp), dagger +1,
ring of spell

stoﬁng.;

eax ] Jo eidwa ] paung woy e| a}ipojson
ay ui sjood ayj Jo auo o} 192uuocd Aew [00d S IO

Sarcophagus: Here lies the coffin of the Vexx, a Cham-

pion of the Deep Mother. Vexx was laid to rest when .l()::::r:;
K'lixtra's temples were destroyed many centuries ago. *Shield
Nobberlochs sealed his coffin with their nasty secretions J *Burning
V. and he has waited patiently for release ever since. . Rea“md M‘d:gic
AC: 5 Touching the sarcophagus will awaken the Vexx, though he cannot escape on his
HD: 7+1 own. It takes 1d4 turns to chip away at the resin sealing the coffin, inviting more
Move: 120’ (40°) nobberlochs to come and kiss the PCs.
Attk: 2 When the seal is finally broken, Vexx will rise up! He has waited a long time to dine
Dmg: Wpn or spell on living flesh in the name of K'lixtra. He will waste no time.
# App: 1d6
Save: F7 In the coffin can be found a small black leather bag containing 7 eyeballs from 7
Morale: 10 good Clerics. This evil relic is a prize to the Vexx. But a good aligned Cleric may,
Hoard: XI on a successful save vs. Death, pray for the 7 dead Clerics to return and help van-
Align: NE quish the Vexx. These priests and priestesses will deliver a single 10d6 bolt of light-

ning to the creature before their spirits dissipate. He gets no save.

The Vexx fights with a skull-topped, spiked The eyes of the Vexx can lock the gaze of the
mace +1 that disperses a cloud of poisonous unsuspecting and cast charm person or
gas in a 20’ radius once per turn (save or take hypnotize each once per day on a failed save
2d6 dmg). He may cast summon shadow 3 vs. Spells. The Vexx bears tattoos that grant it

times per day. 50% resistance to all magic.

For PC levels 2-4 or an army of level 1s. *See the adventure Buried Temple of K'lixtra.
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QuicK INITY

Combat should be kinetic, cinematic, and unim-
peded by bookkeeping. Here’s a quick and easy
way to handle initiative. It involves you, the DM,
rolling a single die every round and deciding which

PCs get to act in which order. It works. [ use it. Try
it out sometime.

Choose the die! For a typical encounter it
should be a die that is at least 1 bigger than the
number of PCs (or players). If you have 5

players, use a dé. If you have 6 players, use a d7
or d8.

Roll the die and subtract 1. For 5 PCs,

roll 1d6-1, for example.

The result is how many PCs get
to go first. Sometimes they will all go,
sometimes none of them will.

Keep in mind that bigger dice
favor the PCs, smaller dice favor
the enemies.
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If the monsters are really fast, very numerous, or
generally experts at combat then consider rolling a
smaller die to give the enemies a benefit, at least for

the first round. Rolling a smaller die means fewer
PCs will get to go first.

Choose the order in which characters go. Be fair,
logical, and cinematic. If the fighter rushes into a
room of zombies then the fighter should probably
be the first to strike. If there are bows in the mix
they should also be early in the combat order.
Players that insist on carrying too much equipment

might feel the pinch here, being less favored to go
first.

Also, help your shy players. Help your players who
have been rolling crap all night. Let them get the
first shot every once in a while. Describe the action
like a storyteller and the players will buy into it.
Keep that bastard moving! That's my motto.
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I SENSE THE

“"OSR" ROLEPLAYING l o/ PRESENCE or
GAME MATERIALS. IT |
INCLUDES NEW CLASSES, |° ™\ AS WELL.

ARCANE SECRETS, MY BROTHERS, THIS
“"BLACK PUDDING" CAN
POTENTIALLY IMPROVE
OUR ADVENTURING
OPERATIONS.

THERE 1S EVEN A SECOND
VOLUME OF THE TOME

WE SPEAK. THIS ENSURES A
PROFITABLE FUTURE. _/
/“
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