IBYZACEL
PUDDING
EHVY HELP J;G

8,0, 0o g
%@ LA %&%!g;»* :
ey

Ci L
g Ak (o N s
o T Mgt o
500 8y ir B ihe
B, SR 55 o g
‘f&%"’ IALAL N Sk O3
B b p @ W -t
2 A0 BTG g e
) ; ﬁ .';J“'ﬂp %@ 4@"& q%@? .
B ) ket U 6e%0et:
i, o e e i,
TS

wk);j‘;’a'

@

4
J N
(NZ)) . ¥
- i o
%

" /‘-’
—

....
......

........
---------------
..............






BLACK
PUDDING

HEAVY HELPING
VOLUIME ONE

What you hold in your hands (or claws, as it be
the case) is a compilation of the materials pre-
sented in the first four issues of my Old School
Roleplaying zine Black Pudding. This project is
one part OSR gaming and one part draw-what-
pleases-me. The game statistics are given in
formats generally compatible with older editions
of the first and most popular RPG and the clones
thereof. Specifically, much of this material is
written with Goblinoid Games' Labyrinth Lord
in mind.

Rather than reprint the issues in order, I decided
to arrange the contents of each into categories.
Just for you. Enjoy what you find herein and
remember when you encounter a black pudding

kill it with fire.

BLACK PUDDING HEAVY HELPING VOL ONE © 2018 J.V. West, published by Random Order Creations. All art, layout, and writing by J.
V. West except where noted. Contact: jywest@gmail.com or visit www.doomslakers.blogspot.com or www.jwarts.com. Thanks to my Doomslakers
group for subjecting themselves to playtesting, fiendish illegal experimentation, and for lending their eyes and ears while | make shit up: Andy
Solberg, Bill Brecht, Cyd Praxis, and Matt Hildebrand (among others). Thanks to Gary, Dave, Tom, and the gang, as always.

BLACK PUDDING s & J.V. West and distributed under the Open Game License version 1.0a.
OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Cop it 2000 Wizards of the Coast, Inc ("Wizards"), All Rights Reserved,

1. Definitions: (a)"Contributors” means the copyright and/or trademark owners whe have contributed Dpt n 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
5 and routines to the extent such content does not embaody the Product ldentity and is an enhancernent over the prior art and any additional
ributor, and means any work covered by this License, including translations and derivative works under copyright law, but specifically excludes
. logos and identifying marks including trade dre: 5, storylines, plots, thematic elements,
. formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descri

tions of charact spells, enchantments, per: lities, teams, 5, places, locations, environments, creatures, equipment, magical or supernatural abilities or effects,

logos, symbaols, or s; and any other trademark or registered 1mdo|nmk clearly identified as Product identity by the owner of the Product Identity, and which specifically exclude: Open
Game Content; (f) "Tradernark” means the logos, nam sign, motto, designs that are used by a Contributor to identify itselfl 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, moedify, 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 itsell, Mo other teyms or conditions may be applied to any

Open Game Content distributed using this License.
3.0ffer 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-exclusi icense 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. Motice 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,
maodifying 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 ldentity, including as an indication as to compatibility, except as expressly licensed in another, independent Agreement with the owner of each
element of that Praduct ldentity. 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
went with the owner of such Trademark or Registered Trademark. The use of any Product ldentity in Open Game Content does not constitute a chal-
title and interest in and to that Product Identity,
tributing are Open Game Content.

mechanic and includes the methods, procedures, proc
content clearly identified as Open Game Content by the
Product Identity. {e) "Product ldentity” means product and 1u'mlu('l line namas,
dialogue, incidents, language, artwork, symbols, designs, depi

; artifacts; creatures characters; stori

independent Agree

as expressly licensed in anothe
lenge to the ownership of that Product ldentity. The owner of any Product ldentity used in Open Game Content shall retain all right:
8. ldentification: If you distribute Open Game Content You must clearly indicate which portions of the work that 4
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 anse with respect to some or all of the Open Game Content due to statute, judicial order, or governmental regula-
tion 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 tervns 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 1,0a Copyright 2000, Wizards of the Coast, Inc,
Systern Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R.
Cordell, John D, Rateliff, Thomas Reid, James Wyatt, based on original material by E. Gary Gygax and Dave Armeson,
END OF LICENSE
DESIGNATION OF PRODUCT IDENTITY
The names 'Doomslakers’. ‘Doomslakers Adventures’, 'K'lixtra’, and other awesome cerations along with artwork, logos, and presentation when used in any context, is Product ldentity.
JESIGNATION OF OPEN GAME C |
If it ain’t Product ldentity then | guess it must be Open Game Content.
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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 to

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.

LEVEL TITLE

CRNNCTE 0N -

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



PRINE : S+ S A+ level 6 You Moy
HD:d3 Contact an ageny of
Boen in +he Chaos (demon’ dack Mage,

REQ: None BL[\(‘C ENI(E-H]'BLME& ARMOR:

ol

VOID witha Soo) _ e+c.) and asic For 3 black
3s black as & cavern L e bless Fvy o'FPOU-‘ef. gfant -
pool youace an i (N A ing vour BAK prote

incarnation o€ pure armor (you DO have

DEATH. Yov Iive £ ) some.. righv¢) +1d2
BATTLE, BlLooD, // and |d2" specid |
and VictoRY! ~ // powers. First Hime
> ' WA AD ov waar it Save or
Q 2 &" "“ yDIE! Of course i¥

SRR e 3*‘ -Hqﬂ, (eaction (oll

DR e Lo i
tIn +he v it Yyou Ianyway.

Shadows you 3@ a5 B[ XP ITLE}HD "é"w - ;
hard o spot ds 2 O " Dark Sqite 143 IACKEST BLADE:
sectet doofs Yov Gon 2400 Dack Warrior 248 A+ level 9 you may
summgn o Dackness [ 3] 4800 N ight Warrior  3d8  <al| voon +he forces of
Spell V/day (2/day 9600  Bidck Crampion 1d®  chaos 3gain +o infuse
3+ level"10). 19000 Shadow Knight 548 the BLACK wéapon o€your
o~ S ol 33000 Midknight 643 choice with darkness,
BLACK AFTACK: You KZL oo Bad oGt Td$  granving it +ldZ and Id2
cany 9e+ b\memgh! E 150000 Ebon 3d 8 SPec}a! POWENS.o. With
T€ your Wlapons or armory AL 30000 Blackknight 9d8  the Same cavests

are black you get o +/., {10l 420000 Qds+1x  desdiled dbove.
C et e\ | 540000 g+ ¥ o —— Nt S
T LOVE THE N\GHT: I eceo 94940 % FEAR ME:

Tou Sek€er no penalty [13] 790000 94848 ¥ Use an ac4ion +o

n ddrkness and only 11} 900000 Biackest K- Ad8+10%  adiate BADASSERY

-/ in /mj:‘@[ darkness | #Con bonus no longer applies. dnd everyone in |0’
(no penalty a+ level 5+). N N Mus+ pass 3 mordle
OV TN N o YOU dtack and chéck 60 beé too damn
T HATE He SuN: Sve 35 a Fightec and Scared +o ahhack you

Can use any weapon ot 8

Aoy that 1sns Lawéul
Ci+ BURNS us]), You must

" until the negt found.
A+ level ' +he covards
have 2. on morale.

n dajlijh-} ov haveé
a -2 4o h'ng and -l

E‘h\\wn i i T": i

S e

+o Saving throws. You £ b

are NoT a Summer B | be CHAOTIC. A+ level || you can

Kind o& person, - o —S call on Chaoys o (ast
{ 20 05K CPBPBC%:I’VE\E;S! Fear once per day,

17



e |
i —
Z
.
4 q jj
.
)
.
,a”,
it
.t 9
ainty
v o
r, o ok,
.
s we’y o A
1 B en
et g
-;"n
. *
' "
. v
- .y
~ .
5 .
.
. .
LR
@
}

SIGHT Tl"oujb\ bl n&l Jo\j
| Nove and Fight withou pemt.

SO BHND

RIGHTEOUS ViSLON: You
can'see’ vil and Malice |0

You ga\le, uP youc
EYES +o berrec see.

You are @ DEFENDER.

(o] e level inany dicecrion.
< EYeLesS UNDERSTANDING :
A"“‘ ﬁCK /5 AVE -CLERIC 4w Once perday each yov AN cas+
You €an wear any armor .\ READNAGIC and READ LANGUAGES.
bor you Can only use +he type DEFENDER: 1 an innpcen+
o \‘\OL‘( WEAPol\I With which  You Mmusy be Suflers 3+ the hangd ot EVIL dve +o
Jou were TRANED...or else, st e Ut vfor

oo/
arrack like g Wizacd | [ ‘G .

Your Negligence or FAILURE yov mus+

AVENGE them...or DIE-/

LEVEL._ XP . _ TILE _ _ WTDee  TNCHTEOUS BLow:
1 ) Lower Guard 146 0 T4 you hir a Chaokic or euil enemy
2 ||5'00 Keepﬂ- of Light 9_&6 % 0% HD lower +han your leye| with
%2 3000  Stawac+ 346 = anat 1Tor20 shey mst saveoc
4 6,000 Righteous Guard 446 ’.&._ DIE. If you colla 3 you Fall it
AN
5 12,000 Defender 546 % spiritual TURMOIL and can do
b 2500 Righec Guard ©do A NOTHING £or 144 (oonds
7 50000 Unseeing Shield  Td6 N\ '
+ & 100,000  Ligkt Seer 346 Nl SRIELD of L IGHT: Tou can
b
9 200,000 Blind Guardian 146 (| 3bser> +he damage €om any blow
IO 300.000 or Spel| aimed 3+ an 3y or innecenr
I 00,000 within fo' Once per doy/level.
[z 500,000 . '
{13 ©00,000
{4  Too.000
| S

18



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

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

e 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

o 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 xXp HD CLAWV SNEAK CLIMB
1 KITTEN 0} D6 103 50 80
2 POUNCER 1,600 2D6 103 55 82
3 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 104 75 90
7 TGER 52,000 706 1D4 80 92
8 CATGIRL 104,000 8D6 D4 85 94
9 QUEEN 208,000 D6 1De 90 96
10 CATGIRL QUEEN 328,000 We+* 106 95 98
1 CATGIRL QUEEN 448,000 D6+2* 1Deé 96 99
12 CATGIRL QUEEN 568,000 9D6+3* 1D6 97 9
13 CATGIRL QUEEN 688,000 D6+4¥ D6 98 9
14 CATGIRL QUEEN 808,000 9D6+5* 108 & 99

*CON BONUS NO LONGER APPLIES
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EL EMENTARIAN
Genius Elficus Cerebricus

While others struggle to think their wayout
of paper sacks you find it all so very obvious. Q\
In fact, it’s quite elementary, when halfa  §
brain is applied to it. Thankfully you have
more than half a brain.

You are an elf, they say. You attack and

save as a Magic User and you are perfectly ¢
capable of reading magic scrolls. You can
puzzle out weird languages and the use of
magic items with an Int check. In fact, o\
much to the chagrine of your studious and ?-“3'
stuffy wizard friends, you can puzzle out -
any puzzle, riddle, book, or scrap of paper
with a simple Int check. Naturally, penal-
ties may apply for the really nasty stuff.

As an elf, as they say, you have some kind of
access to the “fae” world. It seems like a
bunch of rubbish but you can slowly deci-
pher that connection in order to perform _
acts of - dare you say it - faerie charm. By passing your Fae Stuff roll you can perform
cute magic tricks, such as making little lights or szZght/y influencing how people see you.
You might also try summoning small animals to aid you, though it seems like a bore.

pUTIGOPTIE] 1IN 4q 31y

ELEMENTARIAN XP TABLE Though it seems elementary
LEVEL XP TITLE HD “Fae” Stuff and should go without
I @ Thinker 1dy o saying, you are quite capable
2 1200 Puzzler 2ds4 Llite of discerning the presence of
3 2400 Brain Trust 3d4 2in 6 i .
_ : secret or hidden doors, being
4 4800 Intellectualist 4dsg 2iné6 :
: _ successful on a 3in 6 roll. To
5 10000 Cerebralist sdg 2iné6 ;
i . boot, you can detect magical
§ 20000 Brainiac 6d4 3iné ... o
: . auras and invisible entities -
7 40000 Mental Giant ~dg 3iné6 )
8 80000 Professor 8d4 3iné6 t;tl['Ollgh Sheer: logical deduc-
9 160000 Elementarian odg 4iné¢ tion - by passig a Fae roll.
10 260000 Elementarian odg* 4iné6 NOTE: If you say the name of
- 360000  Elementarian ody* 4in6 the technique you are using to
- j5000 Hlementarian ody* L ins ﬁgl%re s?omethmg out, such as 1“:he
: - : obviousicus deducto, the Judge might
13 §6oooo  Elementarian odg 4iné e e
] . grant advantage on your dice
14 660000  Elementarian odg* yin 6

rolls, or a bonus. Plus you will be
*Isn’t it obvious by now that Con bonus no longer applies? educating your dull friends.
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You are the child of a dainty fairy
and a human barbarian. The combi-
nation has resulted in extremes of
behavior that make your friends
uncomfortable. You are about 3' to
4' tall and you smile a lot, especially
while in bloody battle. Life is good.

Fey Choice: You must choose between the
berserk rage of your human heritage or the
otherworldly charms of your fairy lineage.
This is a permanent choice.

Barbaric Rage: Once per combat you can
Mmake 3 attacks in a single round.

Fey Charms: You can cast Charm Person
once per day.

Goblin Foe: Fairies hate goblins. Fey Savages
despise them! When attacking goblins or
hobgoblins you deal double damage.

22

FEY SAVAGE

REQ: None PRIME: None HD: d4
Attacks: Thief Saves: Dwarf
LEVEL TITLE XP HD
1 Fairy Mutt 0 1d4
2 Halfbreed 1,200 2d4
3 SsuylvanScrapper 2,400 3d4
4 Fairy Fighter 4,800 4d4
5 Un-EIf 9,600 5d4
6 Savage Sprite 20,000 644
7 Fairy Flogger 40,000 704
8 Fey Rager 80,000 8d4
9 Fey Savage 160,000 9d4
10 Fey Savage 400,000 9d4+2%

*COon bonus no longer applies

You know how to use one weapon of any
Kind. With any other weapon you attack like
a Magic-User. You can use a shield if the
mood strikes, but will only wear really funky
fairy armor and only if a really pretty fairy
gives it to you. Or... if it has gossamer wings.

Fey Savagery: You get +4 to hit on your first
attack in any combat due to your sudden,
terrifying zeal for battle. Your lack of true
wisdom (despite what your ability score
may say) allows you to ignore damage by
passing a saving throw vs. Spells. Once you
begin making this save you must make it
every round of battle or every turn after a
pbattle until fully healed. Each time you pass,
reduce the damage that has been dealt to
you by 1. The moment you fail... all the
damage is rendered at once.

Fey Magic: Even though most elves and
other fairy folk think you are quite dull, you
can at least create one magical effect. At
level 1roll for a random first level spell. This is
your magic trick. You can do it once per day.
You also have a 50% chance of using magic
scrolis. A failed roll means no magic and the
scroll bursts into flames.



GOBILT

Req: None
Prime: None
HD: do

You are a green-skinned black-heart. You are about 3' or 4'
tall and fifty pounds soaking wet. Your people are known for
murder, mayhem, and cannibalism. Maybe you are
different? Maybe not.

You can use any weapon except those requiring two
hands (they're just too much). You can wear any kind of
armor that fits you (steal some halfling bits if you need
to). Adorning your duds with skulls, bones, and symbols
of evil makes you feel tough (+1 to hit and saving throws
for 1 turn per day, per level). You make saving throws and
attacks like a thief.

As a creature of the darkness, you ain't scared. You gain
+1 to save against Fear spells.

You have sneaking skills. You can burglarize non-magical, non-fortified abodes such as houses

and cottages.

7/ (N
At first level, you must choose 1 of 3 possible goblin paths: sneak, sniper, or goon. -
Sneak: Add your Dexterity score to all your sneaking skills, including burglary.

Sniper: When using any ranged weapon, add +2 to your hit rolls.

Goon: You get +1 to hit and damage in melee.

GOBLIN EXPERIENCE TABLE

Level Title Xp HD Hide Sneak Burglary
B Squirt o 1d6 25 20 10
2 Pucker 1000 2d6 30 25 20
3 Goob 2000 3d6 35 32 30
4 Mugger 4000 4d6 42 40 40
5 Thugger 8000 5d6 50 48 50
6 Gobbo 16000 6d6 58 56 60
7 Goblin 32000 7d6 66 64 70
8 Goblin Lord 64000 8dé6 75 72 8o



“TUNGLE 1ORD;

I¥h z A WILD CHARACTER CLASS , 5 ¢ o =<
PRIMEMNONE

You were raised in the wilds. The jungle is your domain
and sometimes you even protect those who enter it!

REQ: STR, DEK, CONE

You only use the weapons of jungle tribes, such as
spears, javelins, bolas, and stone axes. You never wear
armor but you may use a wooden or

hide shield. You are about as good with

magic items as any Fighter and you

make attacks and saving throws as a

Fighter.

CANOPY ACROBATICS

You are at home in the trees and other high places. You can
climb any natural surface and swing on vines and other dangly
bits with 99% skill. You can climb most walls and other con-
structed surfaces as a Thief of the same level. If you fall, you
ignore 10’ per level if you have things to grab onto within rea-
sonable reach.

JUNGLE FRIENDS .

You know the animals of your domain and can, with caution and AN 2
humility, ask them to aid you in times of need. This requires a favor- &/

able reaction roll, modified by your Charisma. It is the Judge's deci-

sion just how much aid animals will lend, with a very good reaction

leading to more help. Animals will not simply die for you, but may TN XD

TOTAL NATURAL

put themselves at risk in LEVEL XP S WD MAXHD WD a0
conpbat or other feats 9f . = Junsts Waed 128 i i 5
action. You can call animals 2 - Tree Scamper 2d8 . 3 8
to your aid with a mighty 3 4000 Bush Runner 3d8 2 5 7
jungle scream or sing-song 4 8000 Wild One 4d8 2 = 7
yell and a random number of 5 16000 Hunter 5d8 3 9 6
them will arrive within 1d6 6 32000 Savage 6d8 3 1 6
rounds per the limits 7 64000 Beast Master 7d8 4 13 5
described on your XP table. 8 128000  Jungle Master ~ 8d8 4 15 5
They may hang around for a 9 256000 Jungle Lord 9ds 5 17 4
long time, as friends, but will i0 381000 Jungle Lord od8+2” 5 19 4
only lend aid for 1d6+level L 506000  Junglelord  9d8+4~ 6 “l 3
rounds... unless you get a L RILNR. Murin ENes QRS WAy L 23 3
flawless reaction roll. jad manun:  jagvlasd 34N ' %3 y
14 881000 Jungle Lord 9d&+10* 8 27 2

*Con bonus no longer applies



KBBPER LEVEL| XP | TiTLE { HD

REQiNone A o © Lef e
PeIE: Dexfuis L5 2) 1500 Sapling 2d6 |1 - -
HD: d6 3 3000 Teee 3d6 (2 | -
You are 3 child § ‘1] 6000 Rive 4d6 12 | -
of +he fores+ and ) g_r 2,000 Fire 2:: (2 2 1
5] 21,000 Water 2 2 )
Z;fi?dﬁofhl\f & 1]18000 Bacth 7d6 "3 aa
Na+uce. g o Jome Ar Bde |3 9 %
Youv attack and § -‘-L 400,000 .Keﬁpe( 46 135 3
410J300000 Keeger d6tlx[ 't 3 3

| ARROW MAGIC
You can imbye an
arfow with a spell
I+has will be cast

Upon impact
inS+ead of damage,

L€ you miss, +he

Spell 1S loS+. I+
Yakes 1 hour per

Svell level 40 make

Save 35 a Clefic. ..
+100,000/.evel {¥ Con, 35 no longer applies

a Magic arrow.

You prefer bows$,
light dcmor, and
Small weapons,
You ace. probably
Nev+cal.

- ,&&CH_LRYENE'G Yov hunt
and +rack like & Ranger, Yov ge+
+ +ohip/42 dmg. with bows .
This improves +o
¥2/+4 3+ level 5 and
+3/+6 3+ leve| 9,
Yov can make bows
and arrows.

You can Sanc—h‘{fj
loo SfﬁuarQ feed

of paturdl Space

and dttnact disciples.

-

Pt _,\;{/ o

CRN 7

%

perteve| for vp +o hi;c .L -
one hour. Allies inthe Space gain

+o dack S, saves,a~d ealing rolls, A4 level

9 Yov WOn Mafe 3 permh nent Sanctwry

SPELLS
Yov can cas+ Driid
Spells learned thruwgh
Wwild MySteries,
You can cast M-U
spells based on
FIRE ,\WATER, AIR,
and EARTH.,

ik, .
o g,

p".

v/

“z



REQ: None

PRIME: Str, Dex

HD: d8

LUCHADOR XP TABLE
Combat
Level Title Experience Hit Dice Damage
1 Jobber 0 1d8 1d4
2 Curtain Jerk 2000 2d8 1d4
3 Glorified Jobber 4000 3d8 1d6
4 Rub 8000 4d8 1d6
5 Mechanic 16000 5d8 1d6
6 Maestro 32000 6d8 1d8
7 Push 64000 7d8 1d8
8 Draw 120000 8d8 1d8
9 Luchador 240000 9d8 1d8
10 10th level Luchador 360000 9d8+2* 1410
11 11th level Luchador 480000 9d8+4* 1d10
12 12th level Luchador 600000 9d8+6* 1d10
13 13th level Luchador 720000 9d8+8* 1410
14 14th level Luchador 840000 9d8+10* 1d12

*Con bonus no longer applies.



Attacks/Saves: Fighter
You need no weapon... you ARE a weapon |ra ‘ =

AC: No armor! AC =19 minus DeX.  Combat p
: 1 Lose table. Y, 5 mbat da
: Your mask is sacred ou can jm . mage per
A Lovels...yes this could KILLbottlesin 5 nch.p;gﬁfﬁg’}’fap ons like table oge s

pi _
. ‘1 +1to hit and €soteric technj . ed strikes are traj
t it back and gain +1 10 # 00 ques, mak; ined b
g(;;;};e for 146 turns. If you ain'tinto - Weapons agajn 78 them as

d‘ st mOnsterS_p potent as magl‘c
masks, choose a belt or armband:
o ?M&

mg= YOLI deal co

Sacre
it and lose 1d4 levels..

Ankle Locks +4 attack vs: s Z Gainll special move per level or “stack” a move

% to gain +1to hit, +1 to damage, and +1 round
prone target. No fimg.-Target stun duration when using the move. RAAA!
cannot move until saving vs. DDT: Grab their head Flvi
Paralysis (minus your Strmod) and drop them to the Ch}; ;ng ClOthesline/Forearm;
or hitting you (you save vs. ground! Target stunned = ge target and punch. Target
Paralysis to maintain the hold). 1 round and prone.Ona perS Vs. l;?I}”IaIYSJS (add Str mod

: i : One. it i :

Arm Lock: Exact}y 1iken miss, target can hit back. target gets nols ;f, 26 T(;I;‘ higher
ankle lock but agains - Haymaker/Super Kick: be at least 10 away‘ ek
target. No hit bonus. -2 attack, dmg x3! Dex '

check to regain feet or lose

next action. Flying Elbow/Elbow Drop:

Piledriver: Drive lug's

head into ground between ) - Must drop 6’ or more. Dive onto
legs as you fall on butt. It'sa Senton Bomb: Massive flip,  target. All falling dmg delivered
thing. Must hit first (no land on target backside firstas  to his ugly mug (1d6/10’). You

if entire body was giant mace!

take zero falling damage.
Deals x2 dmg! 3x dmg vs.

damage), target save vs.
Paralysis. Fail = x3 dmg and

! Miss = deal Spinnij .

¢ d1d4 ds. O prone targets ing Kick/gp:... -

STAnRe h rounes kr? combat dmg to self. If you Punch: ;¢ ta Splnn‘ng
miss, other guy attacks! have Flying Elbow move, you Paralysijs . st:;get Saves vg,

4 n
Sleeper: On hit, put target 3% do Senton Bomb from Follow up witp, n:riflilmtl:il ‘
. ] . . . a

ogre size or smaller into ?;ég;‘l'; ;'nguidvgail;gﬁtdmg to 2:0:7; rtr? hit and damage No
1r:leck ?old. No dglg blut . : ihe Sami‘;f)cm; be made jp,
arget saves vs. Paralysis und.

1/round to break hold. If Throat punch: -2 _

hold not broken, target to hit and target

rendered unconscious in runned 1 10UNE

1d6 rounds for 2d6+level q11 attackers gain

further rounds. Move can |4 to hit the poor

be used to hold target sap)-

rather than put them to

sleep. nch adds +1to hit

Torque Punch: ]_umpmg pu;
and +1d4 dmg agafmst ogre-se
opponents. On miss your e;l
you until end of next round.

zed or smaller )
mies gain +2 to hit




REQ: None
PRIME: None

HD: d8

Attack/Save:

Cleric

You are a snake-haired woman with magic powers. Your gaze can turn others to stone. Unlike
your wild, monstrous sisters you have learned to control this power. Does this make you less of a

monster?

Gaze Attack: Your aura can turn onlookers to
stone on a failed save vs. Paralysis. You control
it, gazing at target enemies only. If you use
this power more times per day than your level
you must save vs. Spells or become an NPC
monster. If you look into a mirror you must
save or yourself become stone (add level).

Serpent Summoner: At level 3 you may cast
Conjure Animals (snakes, lizards, and other

reptiles only) once per day. You may cast it an
additional time per day at levels 7, 11, and 15.

Magical Nature: You are a natural witch able
to cast Magic-User and Cleric spells, use
arcane scrolls, and use magic items the same
as a wizard.

Snake Bites: You bite in melee with your
snake hair for 1d6 points of damage. You can
choose to use venom, forcing a saving throw
vs. Death. But if you do this you must save vs.
Spells or become an NPC monster.

Spells
Level Title Experience Hit Dice I 2 3 4 5
I Snake Lady o 1d8 - = . = =
2 Serpent Seer 2,500 2d8 I - - - -
3 Snake Summoner 5,000 3d8 I - - - -
4 Scaled Witch 10,000 4d8 2 I - - -
5 Snake Charmer 20,000 5d8 2 1 - - -
6 Sister of Snakes 40,000 6d8 2 2 I - -
7 Spiral Gazer 80,000 7d8 2 2 I - -
8 Serpentine 160,000 8d8 2 2 - -
9 Medusa Witch 320,000 9d8 3 2 2 1 -
10 1oth level Medusa 470,000 9d8+1* 3 3 2 2 -
11 11th level Medusa 620,000 9d8+2* 3 3 2 2 -
12 12th level Medusa 770,000 9d8+3* 4 3 3 2 1
13 13th level Medusa 920,000 9d8+4* 4 3 3 2 I
14 14th level Medusa 1,070,000 9d8+5* 4 4 3 3 2
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Mouldwarp

Mould, as in “soil”. And warp,
as in “one who throws”.

Beard-like
hair tuft

Minimum
coverage

Mouldwarp Level Progression Table

W 0 -~ & 5 & W N =

Bl -

Downy Digder

Bushy Burrower
Unshaven Snuffler
Hirsute Scooper
Tufted Tunneler
Bristly Delver

Shagdy Shoveler
Unshorn Sifter
Mouldwarp

10th level Mouldwarp
11th level Mouldwarp
12th level Mouldwarp

2 thumbs
per paw

0 1d8
2200 2d8
4400 3d8
8800 4d8
17,000 5d8
36,000 6d8
70000 7d8
140,000 8d8
270,000 9d8
400,000 9d8+3*
530,000 9d8+6*
660,000 9d8+9*

*Constitution adjustments no longer apply

CONCEPT, DESIGN AND ARTWORK Matt Hildebrand — bighaldmatt.com

Maybe you are the evolved cousin of the common mole,
maybe a wriggling worm god has cursed your race to only thrive
underground, or maybe you represent a devolved race of
dwarves from some potential future. In any case, youare a
powerful digging machine, similar in size to a dwarf. To you,
there's nothing more delicious than a juicy worm, made fragrant
and chilled by the dark soil, ready to devour - or store for later.

Requirements: None
Prime Req: Strength

Hit Points: d8
Attack & Save: As Dwarf

You have very small ears and eyes,
and your cylindrical body is covered
with a thick silky fur much coveted
by certain taller creatures who can't
grow it themselves. Because you
need very low amounts of oxygden to
breathe, you can stay underground
(and hidden - see below) for
extended periods. You det a

natural +2 on saves versus inhaled
poisons/spell effects. You may use
weapons as a dwarf, but prefer
close fighting using your own natural
weapons. Mouldwarps can find
slanting passages, traps, shifting
walls, and new constructionona
roll of 1-4 on a d6. All mouldwarps
speak Common, goblin and can
communicate with any burrowing
creature. Mouldwarps travel

light and aren't tempted by shiny
treasure or magic, although a bag
of holdingfilled with worms sounds
quite delicious.

Burrow Away from Trouble: You
can use your powerful claws to dig
through soil at 20 per round. You
can travel forwards or backwards
through the earth (your short,
napless fur helps in this regard). In
addition, mouldwarps will eschew
armor and always choose clothing
that doesn't interfere with their
ability to make a fast getaway, or
keep hidden when beneath the soil.

Smell Food and Lies: While you
are essentially blind above ground
(-4 to attack), you are at home
underground. Below the surface,
you can use your tremorsense to
find food. Additionally, if anyone
tells a lie within 30" of you, you
have a b in 6 chance of sensing
the untruth,

Natural Claw Attacks:

1d6 + STR bonus. At bth level, the
mouldwarp can viciously attack
with both claws in the same round
in a single round as long as no shield
is being used. You do not take
kindly to strangers who threaten
you or your brood. You are slow to
ander, but respond fiercely when
attacked. Grudges keep you warm
at night.

Toxic Saliva: Your saliva contains
amild poison, super-effective on
worm-like creatures, less so on
anything else. Foes on the receiving
end of your bite take 1d3 damage
and must save vs paralysis or
become dizzy and suffer -2 on
attacks and saves for 1d3 rounds.
Worm-type creatures save or die.
These poisoned worms make a
perfect addition to your larder,
which can be made up of hundreds
of worms, all secreted away for a
future feast.

29



—_— — e

- You can use Mag;c-u)’e'r Scrolls and
b ( Magic items. Tpu can Use +he unholy
N\ scoolls ¢f dark 9ods. - ShiverZ

LT TR
ARKlHF-ARTE You live in GLOOM,

IATTA Ck: Magic-Use( 1§

2 R[N\ J P\RE A W/2'4 ﬁﬁzf,ﬂfﬁy/gﬁwgzﬁm
{ AASNN "(fﬂa NIGHT. o0 48 AN INGS oF THE NIGHT: §
(@

y ARCANE BLACK: | A+ level 9 ain +he

3 P |
9o 9 ]
Dack spiri+s power to +eansform £ully or
whisper Secrets... packidlly into 8 RAVEN £ur
You will l€ara Spells 41 4+ven per level,
afer the kind +hat CHARISMA (VRSE: Cha
Modifier is apphed +o Saves
| o€ those Saving 3gainst Jour

?leases your Pack heark,
You can Car+ DARKNESS o
Once per day + once S Magic. Thus with @ Low cha

every 5th level. You can Your Spells are Mye Poweré|,
See Pef{&”y indll dackness.) QND_E_BD LOVER: You may

SHADOWS: You can voll +o BEFRIEND undead €xactl
Summon 3 SHADOW) +o . like a <lecic TurRNS +hem.
do your bidding, It will SAD VoSE o DRANA!

cemadin {+ven ﬁevel. Everj
3rd level Yov g€+ an
ex+(3 shadow.

The weight of Your Soul M3y
be eylaleding POSE «Thoe
Wiknessing Your noked PARKNESS

GLOOM ® You Suck mv s+ Savevs. DEATH oc £eel
the life £rom the toom. A Sorcowkul LOVE unable +o

inYour presence the Firss
Fime mus+ Savevs, DEATH
or Suléer ld(o founds O‘F enn] :,_
Cusing -l on al| Saves and 3
a+ack (olls. BLESS 3nd NN
2 HGHT—SMIS Q3+ near
Yov FAlLon 3 2inb m'*- ‘\*
voll, - chill: LEVEL BREATH

A+HAck You until the Save is
made. A natural save of 1
Means +he Victia IS Cursed
with PAINTUL DARK LOVE and
. Will love ygu farever,
i PoSsibly Committing

W

ST
TE, ARA WAND SPEiLs

36 |12 (13 1z
A 4-Cli5 Lo (Ul |lo
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B Y7914 |¢g qaq’u
gl Qo (=17 |8 1719
A d 31 10 (5 (66T
M o 8 13 4.4 15
THi 7 < Bb =



LEVEL XP ~ TITLE HD 1
10 Black Swan |44 I -
2 2400  Night Feather 244 %
> 4300  Deeam Crow 3d4 %
4 10000 Neil Lord {4 %
5 20000 Rue 5d 3
b6 %0,000 Wight 6dt 3
7 80000 Nightkind 7744 3
B 160000 DackEl|der gd¥ 3
1 320000 TRavenHearr 944 3
10 190000 D\yrepoaker) 9di+ Y
11 560000 2 Ui Y
12 680000 7 £ 413 Y
13 300,000 TRNAMEE VY H
Jif 920,000 Azcae| =~ TdH5 5 Y
< WS &

W SPELLS

*RAVEN CLAWS

Level: | Ducation: | round/jeve|
Range: 20'

You form TALONS in +he air +hat
Swipe a+ your €nemies for \do

dmj per Stcike on @ hit roll,

‘BLACKHEART-
Leve|:3 Ducation: G turns
Rayﬁe: Sel€ or Touch ((as+on QII_I,_)

YOU close You( set€ of€ Lrom 21\
emotion. Tov cannet be influenced by
Magic or +cickery to act ajainﬂ Youl ¢
will, Al\ perceiving You will detect
an avra of dackness Similar +o \
EVIL. Deyect Alisnment will derect
You S EVIL,You Can see magical )
3vrds as by a Derect Magic
spell. In this Stat€, Your 2yes
.are solid BLACK,

‘ Q o

o

\Q&/ =

e

==ssRAVEN HEAR T <==m=

Z 3 4 5 6 ARMogaQ\ucHr*
- - = = - 8
= e o B 7
| - - - = 7
o o = (A
/I - -~ - - 5
L | - o = 4
2 1 - - g
2 ! - - - 2
3 2 1 - - 3
3 3 2, - 2
32 3 2 - |
% 3 % 94 | [
4 % 3 4 2 0

) _ % ThiS 1S Your naturdl AC
when in darkpess.

*ENNU I

Level: 2 Duration: |dé dayg
Range: Tovch
One target becomes gloomy and
Svffers -3 + hi+ and Saves for
ld6 days if it fails +o Save
VvSs. SpellS‘.

- PLAT WITH THE DEAD*
Level:3  Duration: l+umn/leve|
Range: 120'

You cavse 244 HD of undead
toriSe up and be Your paIS, You
Must +reat them intisat€ly 35
friends, They will et for you,
df.‘(ef\dyoul and -(—\,]H Lor you.
These crextures will number 1d¥and
Shovld be counted as 3houl£,17|€y
gain the 3bility +o pass +hrovgh
walls ard become immune +o
+wnii\9 when You reach level 9. 3



SHIELD  Ree:vore
TAMDEN 1

dYou wefle (ai5¢d with @ shield in
hand and lus+ for hastie in Your heacs!

® You dt+dcKk and Save a5 a igheer When
(i'.th:.tlg withour a shield yov dH Ak &

35 & ¥iek. Your shiely grants you
9(earer defense 3ad offense thon ¢
0+he, warriors. You maj a++£mp+ :
d My 2| ng Shield S+unes, with 3
d'.“it....H‘) Mod i £ier o -0 +o
+(6 (add St or Dex Mod),
@ You CaMot wear drmor heavier +han Chan
3nd S+i\\ use your Special 3bili+ies.

@ One Ally S+anding bekind you 9oins your shield bonus vs. BREATH!

SHIELD SHiewo SHEeLD

Eve- TirbE XP HD  PONUSY DAMAGE STUNTS
1 BukleGirl 0 143 +2 a4 15
Z  Defende 2,500 248 +3 1dY |4
3 Fendirljfemme 5,000 348 3 1d5 13
"f Chield LQd_j 10,000 Hd8 +Y4 145 i 2
5  Prorecror 20,000 548 +4 146 I
© GQudian 40,000 648 +5 146 10
7 WarJWoman 30,000 43 +5 1d3 9
g  ShieldMaiden 1e0.000 843 +6 148 2
q 320,000 943 to 110 7
o) 445,000 9dg+2  +7 ldio 6
Ll 570,000  948+4  +7 1412 =
12 045,000 48+ +3 1412 5
1> 310,000  943+8  +3 2d0 =
14 Shied Queen 915,000  148+0  +9 344 5

* Apglies +o AC and saves vs.BReAtH
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3 chardc+er <lass
'33 JNV. W

N\scles rippling, skin Kissed by +he
Sun, you enjoy diving into Seas o€
Spears Wit only Jour +hong and
3 3ard of Steelo keep ysv warm.
You d+tack and save asa £ighter
You can use any damn Wéapgn you
please, but if it 1S not 2-handed yov
Aiack like a Schoolbey (Magic-user), CROMM!

7 MVUSCLE MAN:Yov can Iift carry, or break

- 3 o+ of S+ubf Gnd people), Double your carrying limit

HD: d10 and 'door-l?uSJan abiliy. Oh..,and youCAN carry a~Shicld
while wielding a a7, 2—£‘s+e hedvy mMe+al weapon.

GLSTENING GAMS: HARD 2sSTEEL: -
AVAGERY: Ariack with

You are So vipped

Yhat €lexing cavses &~ +ight you

He [adies@nd 2-in-6 BN dpply Str ﬁ Sudden fury at+ +3 +o hit/dmg OR

men) +o Save VS. N andCon mods MOKE an €x+ra at+ack. T you miss,

Spells or be ynable you lose all AC mads for 1 yound.

Yo atrack yov ACKEKY: On a nat 20 and dmg-
i of 8+_yov have beheaded,

ey (gurtked, or cur L

until +he save
Your enemy

IMBMIE
X

iS made,

EVEL ~ xp_ Ve | T_THD i tain)

1 O Brawny Brute 410 |'
2 2300 S+l‘2\??]w Stvd 2410 GNE v
5 4600 Loin Grinder  3d10 @J

4 9200  Werculean Hacker  #djo &)

5 18000 Heéry Hulk 5dl0 g

6 36000 Red Rager  6dio y

7 12000 ThongmaS+er  Tdio ['f

8 |tHoo0 Supec Skyer 3d10

q 233000 Sanewj Barbarian  9dlo

10 410000  Sslage Barbarian 10410

441 550000  Brytal Parbarian 1041042 }
12 680000 Reckless Barbarian lod10+4-

810000 Raging Bacharian 1odloto
940000  Badass Parbarian 10d10+2

(YWY
W



N Know their Names. Throvgh
Sécrer rituals 8nd St3r Pacts youcan
S, (2l on +he power of the TWINKLING ONES)
A\ You have +he limiS and abilities

= 50 ot a Majic”ufef -and More.

> NAVIGTION: o ace never lost as
lov_g as you_Can S€¢ +he S+arcs,
; leve | ('7300 don+ even neeo{ +o

see +them., +you FEEL +hem,
ld4 names jn your S+arbook i1

Q with «Cr;end(_-j relationships, thn You ffnd '

3 New JH3/ name make a (eachion roll modicied by It 4o Se+- the
n3+ur€ o€ your (elationship. Avoid hosyile s1ars! Each name learnel

may drive you infane , per the toble pelow. You can +alk +o a
5+ar(d‘{ tun cit@|) to sk €or inbo o-help. Your plea + @ (€3 Gion
(ol.k-f the sRr ppct will guid€ the GM in (uling on +he ovtcome.
I€ you £H3il the foujou oS4 Save VI, Spells or Suffer
-yhg effects ok COHFUS:OI'\ /et{ J¥orS are Swnj_gy.

TITLE | HD [INswIy Gieck |
Astlologec 134 30 Yo T+
Star Grarter 744 719 Yp-Int
Sky Gazer  3dH 18 Yo-Tnt
Sun Reader  Hqu  271% Int
Solar Scamer 544 26%-Int

CONT'ACT StAR: \©@Y44000 SkyMage  Gd+  257%Int
w.sm 1d6 hours o€ prep and 83000 (CoStologis+ “d4 24 o=t
Citwl 4ime you cdn Cas+ |%ooo AS+tonomer  BdY 23% -Int
the spell Convac+ Dther 19 351900 SrarWizard  9d4d 21 %It
Plane in ordér to ask Yj_o 500000 S+ellar M’Qg@ Jd4+|* 2| %-Int
multiple questions ok 1124650000 StelprSedr  qdH4+2x 20 %-Int
3 torget SHar, 12.1 300000 SyellarGnostic 9dH+3* 207 —Int
STEMAR VISION: You can cast [33 950000 Space Wizacd qdH+x 2.0% -Int
ESP once per day by Focusing (24§ 100000 Space Masx€r qd4+5% 20% -Int
on a friendly sxar, *¥Con bonus no longer appli€s.,

'REQ.Im- |3 R:.\ME Int

a4 good Fr check. Ny S wikh




_AV-_ASTRAL: Axlevt| 5 you can cas+ Asyea | Brojection |/day Moo @n only +ravel
In Yhe Asaial Plne and you canndt 1oke passengers. Avievel 9 2/l Such
limi+s are gone and gov can do i+ Id3 +imes per'day-

SThH ;

ﬁ "TOLJER * A+ level 1 you can build your tower in the Skyl
o Hidden +o 3l bu+t these +o w hom Yyouv Wllfj‘pé’f'
“S \acation i+ 15 mdgicolly locked . Only a m3ge SRS

ok 5 levels eyond Your Pow€r M2y oyen

i+ —0nd only 1 € they kngw where (477,

Thé oS+ o0& €ach leyel 15 IOO!OOOﬁP

and each lepel reguir€s §u€Sting Lor

Ul ra -rare materipls oftentivad only @

in hostile locoles.usuch a5 HEH Hsek i

Inside your tower yav may heal o+ /

3y +he narmpl ret€ and cas+ an

addi+ionp! S(JCN per .S‘Fe[[ kevel. Tou
My gpen the porhil +o govr tower i | round
by Seeaking the masic word,

There 55 & cumulptive 1% chance per tower

leve | +ha+ dn unknown SHar oar othér §pace

en¥ity will +0ke notice dnd Came HKnicking
(roll every monyh)

CREATING

S—]—ARS ’ (@ gui Ckﬂvidef)‘* GM rolls random monster, S+ar's basic

powers /wesknesses are based on mon S+er. AC=9 minvs HD. HD= l0+1d10.7%
N\'Q/CL-/IH' 544 levels of eao!n,* SUNBUQST,’ ld20 x HD alamaje@a«e for ha\%).
500'/HD range , [db +imes/day K Magic.item forgd in hear+ o€ s3ac =DovBLE pouer.
(Good \uek neqotid+ing far ¥he privilege )‘K Cannot be Charmed Held , putto Sleep
sk o Mmentdlly scamed ordomineted. Save VS dea+h i€ you HrYy.
MOINAT'ON Té\CPa-H\'}(. (OMMURICd+i0N (I or 2 wby) dcrosl
1-FeAR the Astdl, Caa r€ack iato Yhe materia | :
72~(>REED plane |d4+imes per daj.¥ ldo wicked &% .
3-PRIDE 5[9€076f F’OwerS@f’um GN's Fovarive s+ ¥ it
Lf“GOOD 64 Sweetr Swee+t Magic {éf\domn-efj). S
5-Vow K Can grant a wish, Mayke will,
6"REVENGE n\atjbe will not, Care £al when Yov
TIUSTCE §  wish vpon » S+ar K Has a prime
8-EVIL motivation (ree +able),
9-SECRETS | STAR NRWMES: M'Bo9a, Tkki O,
lo-LAW Anz o Zozantanton, Q'Go+'B ' Tok

- 11-CHAOS . Woles +he Insvant, Mentarr/
12-MISCHIEF




SUMMONER

Requirements: Int 9
Prime Requisite: Int, Cha
Hit Dice: d4

You are a wizard who sends arcane calls to
strange and terrible beings in hopes of
controlling them. Gods be with you if you
fail...

You are a magic-user for the purposes of
fighting and saving and you have all the
advantages and disadvantages of a magic-
user. You cast magic-user spells as a
wizard of half your actual level.

Bodyguards: At level 7 you may cast
either Faithful Hound or Conjure Elemen-
tal once per day.

Conjure Animals: You may cast Conjure
Animals once per day and an additional
once per day at levels 3, 6, 9, and 12.

Contact Other Plane: You may Contact
Other Plane, per the spell of the same name,
once per day.

Monster Summoning: You may cast 1 spell
level of Summon Monster spells per day, per
level. Therefore at level 1 you may cast
Summon Monster I once per day but at level 2
you may cast it twice or you may cast
Summon Monster II once. At level 5 you may
cast Summeon Monster V once per day or
Summon Monster III once and Summon
Monster I twice or any combination that
equals the correct number of levels allowed.

Take Control: Once per day you can attempt
to seize control of monsters within 40’. The
creatures must save vs. Spells (minus your
Charisma modifier) to avoid your power. You
cannot control creatures with HD greater than
your level nor can you control creatures
immune to Charm spells. The total HD of
creatures that can be controlled is equal to or
less than your level x2. You retain control of
monsters for 1d4 rounds plus your level.

7777777 TT 1A

Permanent Mastery: At level 5 you can, once
per day, attempt to gain permanent control
over a monster you have already summoned
or taken control of. You must be within 5' of
the monster. The monster must save vs. Spells
(minus your Charisma modifier) or be forever
under your control exactly as if by a Charm
Person spell. If the monster succeeds in its
saving throw it is immediately freed from all
control and will be able to act however it
wishes. The number of monsters permanently
controlled at the same time cannot exceed
your level.

SUMMONER EXPERIENCE TABLE

Level Title Experience HitDice
I Convener o] 1d4
2 Gatherer 2500 2d4
3 Beckoner 5000 3d4
4 Caller 10000 4d4g
5 Rouser 20000 5d4
6 Assembler 40000 6d4
7 Spellbinder 80000 7d4
8 Master Invoker 16000 8d4
9 Master Summoner 310000 od4

+1 hp and 150,000 XP per level after g
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Wt'%h 3 Sword in your |e€+ hand and j+s
D/ Hwin in your right you can sling DEATH

= - RERAEY

: L,_,lm E\R You a+ack/save like a €ighter, You

RACTER CLASS NevEr wWer 3/mof,3s i+ gets in Your doamn
wa Cbu‘i’ Cool @pes and CootS € a<) Tou
-C}ﬁh-l* with two Swydds o€ Cowghly the Some Sizé’./ﬁy/E.Wh'eﬂ uSing
Onlj one Swocd You Mack |ike 3 +hie€ and when LSing dny other
Wepon You Fight [ike 3 magic-usel. The price o pure FOCUS |
. The following Speciol abilities ap‘pzj when you vie +we SWoas.
TWIN DEATH: When you his a Yorget You get +[ on the neyt- d+Ack.

BLAZING FURY: As yougdin levels you get multiple a+acks.
PARRY With 2 Swords You Can Farrj blows like crdzy as

REQ: Dex 13 long a5 gou dont SHdck the Same round. See below.
PRIME: Dex @fFsesSss———— =S50S
HD:d0o ARROWSLASHER: I+ you haven't d++acked ind round you

Can _block Non-Magca| miSSi€S Gper levf!) 197 pa.S‘J“iny o

Save VvS. pardlysiS. FINESSE: You add Dex mod +o dHdck (olls, not S+

PRECISION: You make guick, precise Stcikes +hat deg |

dé damay-e, regardless € Sword -@pe, %u Can MK
on €X+r3 atack 0y ('@ducfrzj +o d‘-f damaf_e,

Tou Can put on an 7
elpborate Show of Swaf’dﬁf?&,'parcfng il
enemies to Save vS. SpellS or hove -2 -f—,,h;ou] [d9 coungs.

L. XP | TITLE  [HD [#Atk PAANS‘

1 O Twin Ver  1dG / S

Zi 2200  Plade Wartor 24 3/2 B

3 | 4900  Blademaster 3de  3/2 "I

g | ¥%00 Twin Hero 4d6 /2 G

5117600  Sword Udncer 546 3/ @

Gl3cp00 DaringDvo  6d6 3/ 5

717000 DovbleTheat 74 2 Y

2 1140000  Twin Death wde 2 4

swords 10' ger §4 1 280000  Swod Shinger 9dp 2 B

level Withno 410 ) 900,000 Maste” Q¥ 2 2
pendlty, steik-L11 ) 520,000 High Master Qggiyx 3 2

ing Segraie |ZL ¢d0000  Twin Master Qderbr 3 ]
Pl  ervers i 760000 Gand Maser 9de+3* 3 )

|
—

$%0000 Super Giand Masier Gdgwipt 4
% Con bonus no longer dpplies



WEREWOLF HUNTER

o ; &
22 0,

You hunt and destroy
werewolves. It's a how-
ling good time! You are a
bit surly in social situations...
After all, anyone you meet could
be a howler!

g You rely on speed
Q and instinct and thus
ﬁ don’t wear armor heav-
o ier than chain mail or use
é’@ 2-handed weapons. You can
employ magic items as easily as

Y@& a fighter. You attack and save as a
thief.

Wolfsbane: You know how to acquire and prepare
wolfsbane for use against your hairy nemesis. At level
5 your preparation of wolfsbane (1d4 bundles per
week) can force a werewolf to save vs. Poison or be
weakened by half its hit points for 1d6 turns.

B
Silversmith: You have devoted time to b
learn the art of silverworking. You can make 1
arrowhead per hour per 1 sp worth of material. At
level 3 you can forge a silver-edged dagger or silver
spear tip in 1d4 days and at level 9 you can make a
silver-edged sword in a week.

Resistance: You get a saving throw vs. Poison to Track ‘em Down: You can acquire the trail of a
resist becoming a werewolf when injured by one. If you werewolf and track them across 1 mile per level, per
have access to your supplies, add +1 to the save due to your experience table. When within 40" of a werewolf
the use of wolfsbane and other rare concoctions. you have a chance of detected them, per your level.
Upon reaching level 5 you have a chance of detecting

Wolf Fighter: When engaged in battle against any the past presence of werewolves after they have left an
wolf-like creature such as werewolves, dire wolves, or area... the smell lingers on your nostrils. You can also
even coyotes, you gain +1 to hit and damage. detect the presence of other lycanthropes, but at 4 levels
lower.

LVL TITLE XP HD HUNT

Cub Slayer 0 1d6 1in6
Pad Tracker 1,200 2d6 1in6
Wolf Hunter 2,400 3d6 2in6
Pack Tracker 4. 800 4d6 2in6
Wolf's Bane 10,000 5d6 3in6
Silversmith 20,000 6d6 3in6
Alpha Killer 40,000 7d6 4in6
Pack Slayer 80,000 8d6 4in6
Werewolfer 160,000 9dé6 5in6
Werewolfer 260,000 9d6+2 5in6

BORNAU R WN -
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w s The2 be sfy'.riJ:S N +the woods >
’tc and You Know ‘em! The veil % &
Chacactec Class between worlds ainy So +hick .

BEQ: None

af+ec alls With @ bit of hemlock,
RRIME: Wis

3 ginch of luckK,and a +winkle
HD: d4 o' the nose you can make Jove
-f-‘. M, potions, faecy charms, and
Maybe Summon Some DEMONS.
You B+ack and Save |ike 3 Magic-uses, cas+ Spells, and
ace usvally female @Aotigk i+ ain+a cule), You can
tease +he magic out of jus+ about any Magic item

VA Wi ;
(Sa\fe, s. Spells,add Wis mod). gupar b 8 {

SPEU.S3 You cn leaen Ny Kind o{gpell.lﬂ all
N Magic o You. RHYMES- 8:9 SFeakinj 3 litvle
A rhyme (ho mavter howo Tame) You can Magic each
Y +ime (unless they are +he Same). Saves apply,awid (€pea+s. P
CHARMS: With 146 +ums ok pPrep you can mpke a charm (hex bag, necklace e4c,)
O
+hat mimicS aspell o half youclevel (cound ""P) or less with 399 effect, I£ no+
used in 3 days it is dead. HEXES:, A+ level 3 you can Cucse or Remove
Cucse | /day, Ax level 7 you can Curse items permanensly by Saving VS,
) - 4y 9
Spells... failvre= You cursZ YouRSELF!
FAMILARITY: You avredct | £am;liar every 3dd |evel (B,G,Ci}e«.) +had
haS gour HD . You have 3 Psychic +W0*W87 link< With your dnitols
anging | mile Nevel. e ) _
% SSPEEELSH paions | Ponns SPoll

}‘, gy T r
; e
4y

A“.-

TLE HD (11213 |% |5 |PeRMoNTH | APTER MoNTH

Kettle Keeper ()44 bl—=]— = |=|=WiSmod! 90,

Herbalis+ 1 2dY 12 |— |= |~ . +| 30 Y%

. Charmer 244 ;7_ —i=1=1=-{ +2z ! 0%

Spiciv Friend  14dy 211 |=1=)=: +3 0 Go%

! Diviner 4'544 3 | 2= |~ = +Y 50 %

48000 {Summoner GdY 3(2l—|-1-1 *5 ! 40%

96000 Ceone Tdd 23 |2 ] 1=}=1 +¢ 30%

192000 )Enchanver L gdY |4 13 |2 = |- +7 25%

2%0000 | Witch F 9dY 413 21=1—-1 #% | 20%

£10)510000 i(limmec Witch | lodd 4 |3 1z |1'=| +1 15 %

£11) 700000 | Saboath Wit ch ‘ Nd4 Y5 {4 |32V +0o | 10%

L12)%60,000 Nigh Witch | N\dy+|%:5 |4 |3 (241 +n1 3 Y,

113)1620000 lerea-r Witch Nd442%{ 5 f 4 1312 =7—f 12 5%
W8 0000 § Grand Witch  § |1d4+3%16 | & 1 3 }7*;

13 l | %
% Con bonus no longer agplies ;
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- COMMWNE- You can draw a magic Ciccle and Symmon 8 Stonge
enti+y +rapping it |d6 rounds/leve (16 +urns a+ leve | 12). You can
do +his |/o(aj. The b-ewlg cannot o+tdck or S’F(t’c-f'anj%?n_g outSide
the circle.You can ask 1 question and with 3 9c0d (€3ction (ol You
Might Ge+ 3 usebul dnswer. The collis modi€ieq by In+, Wis oc Chy,
per Your Chgice- Ax \evel 9 you can cas+ Commune spell once
perivee k. B caretul...otherwaridly beings never fucgest,
EXTRAPLANAR: Axlevel 12 you can Cast (ontact Other Plane, Gare,
or Asyral Proyection once per day. e
AlRBOF\NE-' With 3 favored broom, cavldron, i “
Chair, or other l3cge object you Can Fly once
perday. 33 leve| 9 you dont n€ed 3 prop. ’
STRANGE BREWS: You can miy vp Magic Potions
'crﬁm notv/ ol }hﬁffdi{n-lfj,facl“ ‘PO‘f'?On
AEY). (equires | day +o Creae, See XP table for detdils,
W\ SPIR]T FK'END' YOU Con detect S\airf-}-S, undead,
demons, and devils Within 60" with @ Save vs. spells.
Reaction rolls ¥ar Such @ntities /ca;habanur o€ |,
BOOK oF SHADOWS: Your spellbook iS .l
3 window +0 your Seul. I+ +e\iS t+he +rvth 7
o€ you. T# i+ is Srolen and deciphered ;
+he’ +hiet may place a Geas upon
You &10 S&Vé), I£ ;4 iS damaged
You 4ake €quwl dmg. T+ Shares your hp-
L you SUrvive | You may cre€3¥€ 3 new bock in one
Monthu.but you are reduced +o level 1 vatil i+is Linishel,

NO BLAZING ARTILLERY: Yovare nrature's child,
No+ 3 War maching, Flowers  not Fice! When casying

Spells vhot deal multiple dice of damage you
nevec deal moce +han 2d.

SKYCLAD: When W23Cing nothing

3+ 3|, Yo dre wpped in naturdsS
embrace, Your Saves are 3+ +3

PolioN RISk : You can
uS€ the ble below
£or potion-vaKing i€ 1
You feel luokg. Modi€y

% ;‘ and Your AC iS JmpfO\/é—’d by
by Wis o Int. 5 our Int, Wis, and Chy mods.
ldlo_RESULT . _ . ’\ﬁ DOM SUNNONED ENTITIES :

5
F 1= Demon 6= Gross n’BS-{—j Abomina+jpn
5-9({ Good ob-. -

%,
10 | Excellent | 1ex+ra dose. ;
2= Devil '7‘-'-Ang<’.lic.

34 Yooc 3ualf+y.50% filure dm‘."f_ S 3= Asyral B=Elemenb| o s
4= Spirit 4= Honest M @ '
52 Fae,r_tj 10= Liar ‘/’/ﬂﬁ; m @ 5

2 | Failed. 10"’\‘1_9 + Navsés, &

1 :Botch I'Save vs. 2db d”y
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+1 SHORT SWORD

Bone handle summons (44
shadoWs as dekenders
once per 43y for 144

rOUNnds.

+X Vs. invisible or
shadoW creatures.

N3+ %0 slay +urns
+3arge+ into
shadow.

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

ture With Cross No+ch
cavses the vser +0 save

or DIE. No sc¢crewing
around. When an evil foe
is hit With 2 natural 20
i+ must save vs. Paraly-
sis Of be unable +o0 move
for 144 rounds. Coup de

grace. anyone?

S40iKing an innocent ¢rea-

Zeger KnoWs not+ +he
st+ing of regre+. Zeger'
grants +4 Vs. FEAR and
¢an ¢a3s+ FEAR spell once
per 43Y.

Na+ X0 slays | HD
¢reatures. Those With /g
-4 HD 9e+ +o save. ¢

O+hers are not+ 3as 3
attected vy Zeger s
dea+h 9rin. Na+t+ |
means vser mus+ makKe
3++3¢K roll 333ins+
self. Zeger tolerates
Nno Mmis+akes!

):.Es ERCYT

Forged from tears of 3
9044€ss, vi+t+er pain is
Lel+ by +hose i+ cu+ts.
Such Wounds ¢anno+

heal naturally. Magical
healing is only 50%

etfective.
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Savd will &ind

on 5 in 6 roll.

[/43Y.

+1 LONG- X
SWORD

Cas+s light
35 3 +orch on

coOMmmand.,

6 hide in

)

Deals douvle dmg Y or more, dual
393ins+ undead.

penalty.

I+ is s3id +hat Sun and Moown,
sister blades, were forged on 2
£lying anvil during 3 +o+3al eclipse by
a3 Werewolf Vampire sorcerer, naked
save Lor 3 smocK made from +he
leathery hide of 3 purple Worm.
When +hese vlades are Wielded in
unison +he vser may ¢all down 3
FLAMESTRIKE [/WeeK and +urn lycan-
+hropes exactly as 3 Cleric +urns
undead. But it +he blades are ever
par+ed by more +han [A0' +heir vser
is parted... ripped into +Wo halves.
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+2 SCIMITAR/+4 VS.
DJINNI AND EFREET

wWater Within [ mile

“cas+ PIMENSION POOR

SWORD
Grants 4 in

shadoWs sKill.
With Dex of I3

wield wWithou+

+ DAGGER

A blacK-
hearted PC
of Chao+tic align-
Mment maY ¢as+

User ¢an
cas+ LEVITATE each [/43Y vsing +his

[/4d3Y 3and evil vlade:

will alwars CAUSE LIGHT WOUNPS
Know Nor+h. CHARM PERSON

User ¢an PARKNESS

Karess is 3 +3lKing blade
+hat+ Whispers +0 i+s vser.
becKoning +hem +o0 commit
terrivle acts of murder.

Karess has Int 0. Ego 4. I+ spesKs
common + 6 languages and ¢an vse

ESP a3+ Will. I+ refuses +0 be vsed by

Lawful PCs.

S\ LYCANTHROPES

A piece of +he moon
W3as ¢a3s+ down bY
3N 3Nn3rY 30d 3nd
Lorsed into 2
poWerful blade

bY mor+als!

when +he moon %A
is new, Lune-
Dross sleeps.

Duting +his +ime "
3 Moon runes

the sWord's \: hou i
powers are SACHE 10
dormant § moonlight...

User ¢an:
CREATE WATER [/43Y
LOWER WATER [/weeK
PART WATER [/mon+h

Hi+ of &+ desls maX
damage!



CLITTERYEIL QUICKSILYER BLESSING
Level: | Level: 3
Duration: | +urn/level Duration: | round/level
Range: 10'/level Range: Touch

The Wizard's face shimmers and i L The +arge+'s movement is mulsi-
shif+s 3s her mind extends into o . plied by +he Wizard's level. A+
Mmany realms of existence a3+ i the end of +he spell's duration
once. She is avle +0 see invisi- 2 +he +arget sutbers [ hit point of
ble beings. hidden doors, and i damage per level of the Wizard,
Mmagical objects or beings of :

K X but MaY maKe 3 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 3gainst magic and ;
breath Weapons but loses any
DexteridyY vonus +0 ACL.

™
9

REFLECTION OF THE SOUL
Level: 5

Duration: Permanent
Range: Specisl

MIRROR HEART _
Level: 2 AN T T The Wizard puts her
Duration: | +urn/level © By R - life force into a sil-
Range: 100'/level vered mirror Which

moror rears gaces (GLITIERING TOME } i
force into +he hear+ \ OF THE SIIVER SACE / points 3s +he Wizard.

of another living ) The mirror has an AC

being +ouched by +he This shiny booK made of pure \ €gual $0 T minus +he

2 L . . Wizard's level and
wizard and £ailing +o silver bears +he emblem of a3 silver S, omelpilonsl wlingn

save Vs. Spells. As bird on it+s cover. Before +he booK equal +0 +he Wizara.
L‘;";—"‘ff; ﬁiﬁ‘\“ﬁ"e can be safely opened +he bird's I8 it is desiroved. +he
spell's ¢ange, the Leathers must bve stroKed. Other- Wizard is destroved.
WEESRE ASKEE W Wik wWise i+ Will caw lovdly and s+rike All damage dealt +o
point damage. With i+s beaK. dealing 146 points *‘;faw.‘j:{i\g;ﬂ";of‘;
Instead, +he damage ' 0f damMage and SEVEring 3 faNdOM | .ciiced 1o 2610 1 che
;i_r?‘gjog_:ib’;;iie ' finger (save vs. Paralysis +o 0255€5 3 SaVing +hrow
e Uikl 1, -che avoid). The Wizard reading +his Vs. Spells With 3 +2
rrekare Ker o booK Will alwWars detect +he pres- Mmodifier. It she fails
hit points With +he ence of silver Within (20" 3nd maY the save she faKes

normal damage, and so

- does +he mirror.
t+he s-pell SYm:O\O+IC. +hat+ lie Within. Against masical
I£ +his spell is cas+ Jamase she 5ess 1o
on 3 lycanthrope, +he G T~ — 0

¢reature must save saVing HhtoW LOnUS.

mircor heart+ +o maKe divine +he functions of +he spells k

vs. Death or die 20" cavsing 144 +argets +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+t save Vs.

web Will deal (46 points of damage per Death or die. If suc-

SHIMMERWED round a3g3ains+ lycanthropes and i+ canno+ cesstul, the mirror is

Level: & be cut except bY 3 magical blade. The des+roved and the

Duration: [ +urn/level Wizard ¢an blocK 3 +Ypical doorway or spell broKen bu+t +he

Range: 0" hall, seal 3 door (4reat 3as Wizard LocK), Wizard +a3Kes no

3Nnd even catch 3 falling person or obJject. damage. The mirror

The caster spins The Web's shimmering surface Will reflect mus+t remain Within 40

silvery Webs from her anY light sovurce, even 3s small 3s 3 of +he caster +o bve

Lingertips. She can candle, and cast +he reflection 60' in 2 efhective.
sling +he wevs up +o single direction.
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SILVER SAXLVE

Level: &

Duration: Immediate
Range: Touch

The c¢3ster squeezes 3 piece of silver in her
hand until i+ forms soft. Viscous. glimmering
oil. If +he oil is 3pplied +0 Wounds i+ Will
heal (46 Wit points of damage. If applied +o
+he sKin of 3 lycanthrope +he creature
+3Kes 146 points of damage. The salve
remains usavble for [ +urn per level and a+
least | sp Worth of silver must be used
With each cas+ting.

SIIVER SWORD

Level: 3

Duration: 246 rounds

Range: Special

A glitt+ering silver +& magic sWord appears
in +he ¢aster's hand (+5 vs. lycanthropes).
The sWord ¢as+s light in 3 40' radius, even
penetrat+ing magical darkness. On a3 roll of
natural 0. +the swWord Will vehead i+s
+arget on 3 £ailed saving +throw vs. Death.
The swWord confers an aura of protection
around +he caster, improving her AC by 3
and granting her +& on 3ll saving +hrows,
The swWord Will remain until +he end of +he
spell or until +the Wizard ¢a3s+s another
spell,

SILYER TONCUE
Level: 3

Duration: 146 furns
Range: Special

This spell maKes +he caster's Words sound
+rue even ik +hey are false. Her Charisma is
+reated 3s veing (9 and anYyone she +3lKs
+0 Must save Vs. Spells (minus her Cha mod-
ifier) or be compelled +o 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 body of
Water, +ransforming [0 cubic feet per level
into mol+en ho+ silver. Any ¢reature in +he

3rea of effect Will suffer 246 points of

d3amage per round until +he spell ends or
+hey emerge from +he akfected area. The
silver reverts +0 Water When +he duration
ends. AnY lYcanthropes caught in +the Water
Mmust+ save Vs. Death or die.

TRUE AS SILVER
Level: 4

Duration: Permanent
Range: Touch

The Wizard +ransforms one Weapon +o silver,
granting i+ a +l bonus agains+ lYcanthropes
and other ¢reatures susceptivle +o silver.
The Weapon 3lso grants its Wielder +he
3bili+y +o see 3ll lycanthropes Within 60' for
Wha+ +hey really are for | +urn per 43Y. The
Weapon retains 3ll other original properties.
In order +0 cast +his spell 3 guantity of
silver Worth 10,000 sp must be mel+ed in 3
Vat or ¢avldron in Which +he wWeapon 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 canines of any Variety
Within range mus+ save vs. Spells or sukler
146 points of damage per round 3nd -3 on
all at++acK rolls. All allies in range Will g3ain
+3 +0 hi+ 3nd d4amage against 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 Wwill
be removed if i+ survives 3 rounds of the




ELEGRAIN'S FEARFUL BOOK OF DEATH

ELEGRAINS LITTLE SPELLBOOK IS ABOUT
oX9 INCHES WITH A PLAIN BLACK COVER.
IT IS LOCKED SHUT WITH A WIZARD LOCK

/«I_ ” b AND FIRE TRAP.
J / ,I g 17 I ™~ ).. v JLﬁL

&>
ANY NON-WIZARD OPeENING THE BOOK &2
@”"“

WILL Se€ NOTHING BUT PAGES OF ﬂ
S
NS

SKULLS, BONES, AND HORRIFYING
IMAGERY MIXeD WITH DISTURBING
DEATH DENIAL
= _ Level: 2
SWEAR THEIR SOUL TO THE MASTER OF
TO SAVE OR DIE FOR EACH SPEL L If the target of this spell is killed during the

THEY ATTEMPT TO LEARN. ACCEPTING m duration of the spell he may roll a save vs.

ALIEN SCRIPT. A WIZARD OPENING THE
BOOK IS CONFRONTED BY THE SPIRIT
OF ELEGRAIN. SUCH A WIZARD MUST 3
ELEGRAIN BEFORE THE ARCANE. | 22/ Duration: 1 turn per level
SECRETS CAN BE LEARNED. REJECTION \meg) Range: touch
OF THE OFFER REQUIRES THE WIZARD ?

THE OFFER ALLOWS THE WIZARD TO ¥ Death. If successful, he is alive, unconscious,

LEARN EACH SPELL WITHOUT EFFORT, and at 1 hit point.
UP TO THE MAXIUM SPelLL. LeVel THeY
ARE CAPABLE OF USING.

4
¢ A

DEATH SENTINEL

Level: 4
Duration: 1 hour per level
Range: 120’

DEATH AUGUR ¢
Level: 2
Duration: See below
Range: 50" radius If the target of the spell dies during the spell’s
duration an elemental of the caster’s choice
will immediately appear over the fallen
victim. The elemental is an 8 HD creature and
will carry out whatever simple instructions
the caster declared at the time the spell was
cast. The action may be to take his body to a
specified location or attack a specified foe or
any other simple instruction. If no instruc-
tions are given, the sentinel will simply defend
the body, only allowing it to be touched if the
intention is to aid or honor the fallen charac-
ter. The elemental remains for a number of
hours equal to the caster’s level, or until it has
delivered the body to a specified location, or
until destroyed.

This dark spell allows the wizard to divine
information within a 50’ radius of the scene of
any death or deaths of sentient beings within
the last 100 years. The wizard can learn 1d6
random facts about deaths in the area or she
can focus on 1d2 specific inquiries and learn
something about them. During this time the
wizard appears incorporeal, like a ghost. She
cannot be harmed by non-magical weapons
and she cannot interact with the physical
world. The spell lasts 5 minutes per fact
learned. If interrupted before the duration is
complete the wizard must pass a save vs. Spells
or she will forget everything she learned.

15373018330

»
¢}

If undead creatures exist within 100’ of the
caster they will be alerted to her activities and
will approach the area with great interest.

q
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DEATH WHISPER

Level: 6
Duration: Instant
Range: 120’

When the wizard casts this fearful spell he
whispers a curse that is carried on the wind and
all creatures within range with 2 HD or less are
instantly killed. Creatures with 3 or more HD
take 10 points of damage. A successful save vs.
Death negates all effects. The death whisper
travels up to 120’ in a 10" wide swath. The
caster must roll 1d6 to control the whisper’s
direction. On a 1-3 the spell targets only the
creatures directly in front of him within the 10’
x 120’ path. On a 4-5 the spell only carries 1d10
x 10’ in front of the caster. On a 6 the spell
swirls around the caster, affecting any crea-
tures within a 60’ radius except the caster
himself.

DEATH WINGS

Level: 3 ,

Duration: 1 turn per level
Range: 120’

If the target of this spell dies during the spell’s
duration his soul will fly above the scene of his
death for a number of rounds equal to the
caster’s level before passing into whatever
afterlife awaits him. If the caster can reach the
body during that time he may draw the soul
back into it, leaving the target alive with 1 hit
point.

DEATH ZEAL

Level: 3
Duration: Special
Range: Touch

This spell kills the caster in a horrifying
manner and reconstitutes him a number of
rounds or turns later specified when the spell is
cast. For each turn that passes before reconsti-
tution, there is a cumulative 1% chance that the
wizard is truly and rightly dead. The spell can
be cast on a willing target.

33080<
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? Necrom Org is a +2 sword that

SCRAWLED IN THE MARGINS OF
ELEGRAIN'S BOOK ARE SECRET CLVES
THAT MAY LeAD TO TWO FABLED
TREASURES. ONLY PCS WILLING TO
BRAVE DEATH ITSELF CAN eVER HOPE
TO FIND THESE POWERFUL RELICS OF
A LONG PAST AGE..

NECROM ORG

Hunter Raven once slew Momg-
anagog the Mountain Eater with
this blade. He lost the sword in
the battle and no one has found it 2@
since. Any one touching it will
be faced with the undead spirit
of Momganagog and most like-
ly destroyed.

cannot be broken. A human skull*%8
is impaled upon it and cannot be
removed. This hindrance reduces
the damage die to d6. When a nat
20 is rolled in combat against a

mortal foe the target is slain outright.

SHIP OF SOULS

There are waterways that no mundane ship
can navigate. But the Ship of Souls can sail any
waters, even into the realms of death itself.

The Ship moves at the same speed as any oar-
powered boat until the magic word is spoken.
Then the Ship of Souls takes on a shroud of
otherworldly doom and bends space and time
to the will of the speaker, taking them any
place they wish to go in 1d6

turns. During the journey there is(_\

a 1in 6 chance of encountering

weird extraplanar entities...

A dead person may be
placed in the Ship and
taken to see Black Wing,
Bringer of
Death. He
might show
mercy... /




AC: ] <
HD: 3+2 e g2
MV: 126 {0)
6{]’% | 5‘.9— orSpecia |
MG ! 1d6 or Special(
#1240 wiot V¢
SV-' F‘g ,(3'\\Ud \-305
ML: G X sy of
ALice N @@
HoARD:xzxz ¢
These Summened demonic 3

goons possess 50% magic
(¢Sist+ance, Where they

Step veyetation dies €uod -

and water are spsiled. - W 2
One Summoned +h<z7 MUS+ be put +o evil work ¢ grow bored in [d3
rounds and sMAsh EVERYTHING. Their eve powers acre usable Y-/+urn.
Random Eye fowers@io): 1: Arcane Byz \Z: Charm Person,3: ESP, 4 Fly,
g Inv}s;b}[}-!— ! G5 M}(ro(Ima?Q ,7'. Shield i R}: T-QLLI"(MQS'(}"
9iVentcilo 5uirm CJovweb

‘BO"DUNK Bo-dunks are Weird mute yerks from \ \

; the Abuss, They Joiter in deep caverns
&é? dnd !o\?j +o Bl:;.iybrb life force throwh their
NWV: 12.6(40) DEATH VISION. Once you pass 3 Save vs. Death
INTK:| wonoraze  393inst it you are focever immune*
PMG: 1d6 o specia|

#APp:1d6 Bodunks are proud of their bel+ buckles.
?XLE;} Buckle a¢signs MIGHT indicate 3 minor Magica |
AL:CE power relared 4o the design (2in6).
HOARD: X1X

Id @ Bel+ Buckles:
12 Skull, 2=Moon, 3=5un 1= Raven 5=Dagon, 6=Rar




HAG'S HUSBAND(:

Sometimes a hag needs a man. If a hag has some dried mandrake root, a bunch of lover's lace,
hair from a gunderpig, a pinch of narwhal bone dust, and the spells Charm Monster and Geas...
well, all that's left to do is spend a few quiet nights at home working on her man. After getting a
fresh man's body, of course. And it doesn't have to be a nice body... the spell will take care of that.
It just needs raw material.

The hag's husband arises 3 days later and does her bidding, every day, forever. Now the thing is
he's not really happy about it. After all, he was dead. Now he's alive, sort of, and a slave. So a kind
of roiling hatred wells up in his soul. He can never focus this hate on the hag herself (or himself...
let's be quite fair about this... there are male witches too). But he can focus it on anyone else he
chooses!

The husband's gaze will deal 1d10 points of psychic damage to anyone meeting that gaze who
fails to save vs. Paralysis. This gaze is constant. It is not an attack form or action. By the mere act
of looking at an opponent the hate beams out. Meanwhile, the husband's thick fists are pounding
2 times per round for 1d8+3 per strike. He can knock down any door with those fists, even if they
are sealed with a Wizard Lock.

Being a sort of golem, the hag's husband is unaffected by Charm spells, illusions, phantasms,
Fear, and mind control. However, the spell Geas works on him as normal... a fact the old hag
probably knows but knows but figures how many people actually know how to cast such an
obscure spell? Even under a geas, the husband cannot do direct
harm to his maker.

AC:6 (or13) Dmg: 1d8+3/  SV:F8

HD: 8+1 1d8+3 and ML: 12
MV:120’(40')  hategaze AL:N |
#App: 1 XP:2850
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SZEZNIN (Curos SERTENT)

AC:3 Out o€ +he @o’amj waves HvdS +he Spry

HD:IB o4 €npur Mmoo u)d SerFen+}n-Q DEA'TH meéwn
m;iff (0) h Al Szeznin (them what Can SAT
S ;‘8:;;“ the name). Answering the cafl o4 the
#APP: | Mo S+ Power Lvl Sorcerers ar Sim,a'; fe&k?nﬁ
van_::‘::g Fentint Sustendnce Szeznin Slithers !
AL-CE These beasy 3r¢ vp 4o 1000" long. The, are
HOARD : X XI| immue to Fire  water and £ear. The (AZE
X P: 5250 0k Szezain Can trans€it Idio HD o levels

06 +argets within 50° who £ail +p Save v Seels,
Such vickims ae pacdlyzed aS5 long a5 +he beast looks Won
then, Whea SZeznin YhasheS I Ship |3l 0n deck must

Fave vl pardlysis or €o1 iato the real

SzezZnias Speak. +he |daguages o Serpents, izad s,

d}hojavrS,dr)?ods' dnd Cormmon i The S+imach oL Yhe
btAsx Contains 145 +c€asure,
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“fou CoMing 10 M& ... Yu |
U asking QUESTIONS. You f——— i
Ac: 9(-2) can PAY?" |

HD: 4 The MANGU <an answeyr

NW: |26 (40) oOne ques+ion with 4 50%

ATK: | chance of honesty, This

DNG: 242 (€quires one turn as the

H#APP: | Mangu Contacts s Patn |

SV: Flo Spicirs. The cratue Ask s i

N B a boon of \oloucl.,.‘jou mus+ B
AL N Sacrifica 1db hit pomis _Each 3ddi+i0na| Wik Poink
HoARD: VI Given in blood incRases +he chance of an hones+

XP: 249 dn fwee bj 5%'

a*ﬂw_ mav.\g: .Can '\&lCQO(-\-— vy to oo’ pec mudol OR it Con
Yack wivh S black l;jh-l-niqﬁ Gaze (zo‘ range , 2d% dm_,),

GOZOG

Ac: 3 ATK . | fisyor bite SY: FIl HoarD: XV
HD: 1 DMNG- 248 or 2o +5pecidl ML || xpi 2000
NV : 90'(%0") #APP: 1dY AL:CE

Gozoj +he Cjogzarim is the
DESTROYER of filthy litsle lpeel

Goz_oj lives in caves and dungeon 5.
Glﬁz‘oj £ears magic LIGHT!

If 30‘-’ come near‘clbzaj SMASH!
N\ajm Gotoj BiTE.1£ Glc'z-ng
Col\ 17 or berter you Saveé V.
Pardlysis or Go Sof+ like <ookie
and Canngx MmMoveé |d G rtounds.

Goug +ooth Wworkh 10,000 GP +o
WIZARD for HI\GH LEVEL N\33,’c,




ORK WORGTRAINER

e TRAINER WORG
<o AC: 7 6
7 HD: 3+ 5+|
NV 120 (40) 150 (50')
ATK: | whig | Bire
DN\G: S pecial 246
#APP: ldY 2dY
Sv: 3 FS
ML 9 q
AL NE NE
HOARD: XX None
AP 135 960

4 ij ' Don'+ le+ her good lovks fool yo ..
el '\‘%'}1 She's a K‘.ller:jS\ne can Czomri’anJ
her wWorgs +o do anj-l—k‘:v. Such is their fer ok vhe wln]f—-Hu_?)
will NEVER disobey. The Whip? I+ has a ange o€ 20 34
desis 1db dmy. Ona hit of lb* the +arge+ must Sove vs. Para -
lysij or be SnAjfeJ, The ork can pull vhe targe+ 10' or Knock
them prone. Ona hi+ of 20+ @JJusfc’J)ﬁhe Victims neck

is Sadcedo. ldb dmg/round uavi) the Save i3 made. Edch traines
Caries 3 horn +ha+ She aa bPlow +o Sommpn 21l 0the VA 4ers
wi¥kin Oone mile,

Wor S A& Vvicigus and Cunn‘mg i
The 3\lways attackihe weakest

enemies Lirs+.Theq wil allow

Yheir masters +o ride them.

Worgs are +otdll unatfectel

by Magic Speis”25% of the
+ine,
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WO 'KNOW YE,MAStER | +ha+
HD. 13 THUNDROM ObejS ‘H'IJ
NNV: |20 0)  Command withou+
P\TK: | Punch  Cauvrion or Mercy,
DNG.3410 Thundro Stands +ceg -
IJHAPP: | +anand rock-Sebid!
S\:F13  Know,master, that+ thy
ML:12  youw +0 the LORDS o ¢

g .~ NEN THUNDER camo+ be
DHON\ HOHRE" NIiL  broken lest the FISTS o4
e 530 THINDRoM <fush -H”J soubk."

Thundrom 35 iMmone +o LIGHTNING and will 001y be hesle) by i+. Whe,

hix bj lijiﬂ'n‘wg,f’hj ConStruct deo|s Jauﬂﬂ- domagse par/glé foun JS,
Noa-magical 8+accs deal only holf domage agoinsr THUNDROM.

ORGTHOO L-

QG4 ATC: L SViET
HD: T DMG: 36 ML 9

NV: 126 (o) #APP:143 AL:CE

HOARD: None  XF: /190

Orgrhoo! are +wisted
dempni ¢ DASYS withput
hearts ., H’Av]v\j no blosd, the
Cratuts dre £orewt 5€eking
o d-?.\lovr' i+, They can
Sonell 2iposed blood far vp
‘o 500" evtn +hf0uj,ln doors

Org+hool haye 3 Mag;¢
€7L ¥Rk C3~ CASHK A ﬁnjtz
Eiesy level spell 3/4,3?.

The owne of the eye §ains
the Joms power ‘/da} (S‘aeu
i) fanc{OM'edd\ da7)

The bite o€ the hm\yy
0cg Yhoot deols an additional
1d6 de 362i15+ wounde) Yargeds.




hNGEL N\AN\P\(GOBLN ANGEL) "She wings €rom beyond gobln sigh+

AC: S +40 ja+her her babies 4or ¥he m_gh#'."
HD: 4+
N\V: 120" (40) Whe goblins die glorious ly +he Mama M3y CoMe 4o +ransform them into
FLY: 270 (A0) Servai Shadow gob 5! Shadow goblins are like Other gobling but wirh
P\TK'-Z(wpa./aaze) +he abili+, ° become INCORPOREAL for L (gund 3+ 3 +1me (an:,
DMNG: 1do* /special MAGIC can harm +hem). The mama 9ains +Wis ability when +ouched
#APP: 143 bj an incorportal goblin, lcho +9 3obs attend her every Nnéed and
SV: v She can make Ide More perday £rom £resh deed gobbos.
ML 10 The ange| mama s guite wicked and feeds on +he pain of mor+als.
AL: CE She uses & +| FLAIL or +| WHIP and €59 demoraliz;ﬁg eye bean,
HOARD: V(| €ach round S+rik.'rn) one rarge+ Lor 146 points ok damage and
XP:500 robbiij | point o€ Wisdom (heaf '/¢a]).
CHUMBRACH " _—
AC: 4 natR L0 o =——
HD: 642 This C(€eping N o M ~ SRR —
MV: 150 (s0") Credture moves a+ WSy -~ S @
ATK: 2 claw/\ bire (apid Speed SurpriSing 2 > o 3 : e
DMWNG: (148 e.adh) 0nad H4inb. Chumbrachs 5 " PEN; '[-_' : ,
#’P\PP'— 143 lgve to Suck brains by . \ / ::
SV-' Fl waJ of eye yocke+s o 2 i wv
ML: 3 Thej fear (vnning water 8 &\- :}:
AL CE and will no+ CroSS or enttr 4 1 “’( ;
HOARD: V| it ﬂej can Cas+ +he ;_ﬂ 77 ,.:'._._2-3
X P: 950 Spen VENTRILOQUISM K N
at will. K U~ o 4**
(O “t @
Absuox 1in b chumbrachs are totally - - -
Immune +o arcane magic. Al of them [T
are comple+e JeERKS. . ; ! 1I 4
i T I\Il VV ViV J 2
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KISSER |
Ac_; i Undaad.‘ HiSS_‘)". NAY'STEE‘
HD: 3 FicS+ she gonna 9rab ya..
MV: 90 (30) then she gonna k1SS ya!
ATK: | grav/IKIsS T4 ya ge+ kissed ya ge+
DNG: Idi/special SUCKED 1d12 points of
#PPP: 1d10 C ons+itution. Ouch.

SV: Fl

ML= Kissecs crowl ovt of 0ld coypis

AL.:CE and graves +dinted by g feyid
HOARD: Nong  fungus o€ uneacihly Ocigins. The

XP: 30 MucK is 9rea+ for PoTjONS!

POTION of UNHEALTH: This wicked Concoction is made €ram kisSer Muek and milk.
Firs+ i+ Steals 1 poiny o€ Conf+itvtion Gr Id6 hi+ |7¢>'.|'1ﬂ|—5)J then heals +he drinker vp to

their new maximum. The drained Con 9rants 1 hir poiny +o +he foTioN NAKER.

RIBBLER
ot
2+

NWV: 90" (30*)
AIK: Specia|
PNG: specia |
KAFP: |de Bdo bir)
QV: F4

ldo feelie arms!

NL: [0

AL: CE

HOMRD: W% (i2i only) '

XP: 425 Sheep's wool cod+ and
jelly Lo+ absorb 50% of

Ribblers have a yecrible blunt damage.

Yem‘:)cr onl USUBUy Ak pN
Sight. They chogse each round one
2tk mode 3+ 3ndoms

1: Bive 4o 1d8+l dmg.  2: Clow/tlaw for Idb each.

%: Claw /claw /bite, 4: Feelie arm Slaps, 1d3 dmg per arm.

5: Triple 2y¢ beam! Red burning dy vs, 1 +3rget,Go' ange, 2d8 dmg.

6. Kiband hda extracrion, Roll'hits for 3ll 3rms, T4 3l hi+, Save VS,
DEATH minuS the # of arms. On Success, |[d6 dmj per drm,

Ribblers love ed¥ing human #lesh, especially Fresh hearss, They duell in
dank coves and dungeons or Sewers beneath civied.
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QCURRAMANCER
C:5

HD: 6 "Oh wicked humo( bedeyil
NYV: 120 (40) 4his ploke ..Give him +he
ATK: | spebbats  PUNCHLINE of my kILLNG Toke!
DMNG: Special

#HPP: 144 The Scorra mancec's tavn+
8\(1 N6 dea\s 640 Poinys of psychic dmg
NML: 6 (Save vs. Spells $or ha\ ) once

HWOARD: V1u pec +urh. Her helmer makes
XP: 950 her IWNE +o M'mJ ma\_,‘.c._ Aﬂy ond
else ?u-\»\-‘.nj W 0N MuS+ Save qs,SPe“s or
9o INSANE FOREVER. Her S+a€€ isa +]
weapon +ha¥ issves LAUGHING GAS in
3 40 radivs once per dy(.taue vs. Foison
o 13ugh vacontrallably €or 146 (ounds.. ~7+o
all a+tack s during +his +ime and ng .SpellcaS-l-'ay!)
Scutramancers ace. Gth level ILLUSIONISTS...

YomGARF

AcC: 2 Some+imes a dog or heickall ge+s all mixed yp in on dlchemy
HD: 4+ expeciment gone wreng. The (eSult 15 @ buach o ¢ Snachng | yop-
N\V: |20’ (40") Ping Yomgar<s.

ATK: | bite ‘

DMNG: 1410 These annoying 3 bas+ards are always huagty €or +as+y Golw,
#MA\PP: 246 oc Flesw (anj fotx W & S+olm), ‘ﬂnej will bite anJHn}n‘), Ona hit+
S\: F4 0§ b+, the Yom arl's reerh have EATEN Some+hing,

N\L: 9 Roll 1do: 17 lvem Such as tacch or wine botule,

2= Boot+ or shoe, 3= Clodk ar Shirt,

HOARD: None
XP: 200 /455_*“//@\ b= Panys, skick, loincloth, 5= Prmoc or Weapon.

\\ 6:Magic item.. or HAND.
>/ \\ 3420 THINGS FOUND in BELLY
| 1:Ring (:0 Magic) 2 :1d12 Fingecs/roes
3:S4ained parws  F:pony +ai)
&= Scel (I:H -‘F‘“‘) 6 Troll's nose
/e 7- Tiny doll  B=Wizad's robe
F:Elajy  10: 1d6 Shurikens 1= Fie
|2:Lute  12: Sak of marbles /§:Kaife
I5: Big book of names 6=Dice
I7= Undies (2:6 chiomail bikini) 18 = Snake
14- ﬁ’lowgun 20: |dlo0O 30\4 (:hewcd)




CATTARUSK W

HD: B+2 PN 4;“5 A

= OR
(‘1“\“ |

mv: (20" (40"

ATK: | punch or vite
DMG: (48 or special
#App: 244

SV: 8

mL: 10

AL: CE

Hoard: XV

Slorching and slothering from some slimy hole, +he
grotesque ¢cattarusK bares its +eet+h and snorts,
rather apeliKe, vefore biting +he head off i+s prey
and suceKing ovut 3all +he Jvice. These A 0' long mon-
sters often live in pairs but ¢an occasionally form
nasty dens of vp +0 eight members. They sleep B0%

of +he +ime 3nd wWaKe vp on 3 roll of 3 In 6 ik intrud-
ers are not vusing stealth. They are 3lwWarys crankKy and
hungry vpon WaKing. The smell of 3 ¢a++arusK den ¢can
be detected vp +0 (L0 feet+ 3WaY. The dens are
alWars infested With slugs and +here is a | in 6
chance +that+ 3 green slime Will be hanging ovu+ on +he
ceiling. Slimes ¢anno+ ea+ ¢a3t++aruskKs due +o0 +heir
protective secrefions.

,./

-

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 mus+t pass 3 saVing +hroW Vs. deat+h or be Killed. O+herWise, +he
bite 3++a3cK deals 1410 points of damage.

Armor magically coated With ¢a3++arusK slime renders +he Wearer immune +o
Lire damage and +he 3++acKs of green slimes.

&tz 7
:Niz.ard candles bu‘m o -an: ba:e. HD: A
€a3Ving 3 MmYs+ical mess Ox 3ash and i ' '
WaX. Spellcratt debris and vears of mv';ﬁﬁ l(‘:iig
3rcane 3ntics have a3 Ix chance per -
month of forming 3 gretch. Gretches pme: 146
obey +heir Wizard 75% of +he +ime #App: [44
and have 3 penchant £or murder. When SV: ¥
burned in 3 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
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Heavu!  Cannot e moved or

GRP\V\TY GUP\RD Enuoked prone ,,.evén when

An dutomdton Sentine| DEAD. A+ 9' 1311, Jead guas
AC: O Credted by 3 wizard of look like Stafves.
HO: 9343 13+ levels, Mindless, A ligh+ning bolt
NV: 9'(30') they dre immunl Wil CEViVE
ATK: | to Sleep, charm, Pt i D, +them.
PNG: 1dzo and Hold +ype ;
KAPP: 1do spells.
SV: F9
NL: 12 Big Damn
AL: N HAWMER !

HORRD: vi | 1d20 dmg.
Ond hit of 15+ You
musy Save VS, olea%
or lose | poine o€ Con f
Permanenﬂj Onl Kemove g0l ok -
Curse can reved{ +hi$ |
b(,dl,-s‘nawermg efect,

Betxer duck. Treasure

Can be Spit or HOMD "\ORROR Ac #Apr: 1

theown vp 4 30 S o+2- Sv: ¥7

{for 1d6 dmo ; e Nw O N\ 12

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

9 na abomina+ion s a—Hm on
s hoard 0'("_90“ T Roll ?or niiasive!

These uslies have Idio usable
appendages 3nd each M3y athack
Once per found for 1d6 dm_g On 3 hit
“the Rrger Saves Vs, panlysis or the
3 hoteor = GODSw+he HORROR!— wil |
"'=':;_-,_ bitt with 1dY WJ maws for 1d6
o K dm_g Cach + S3ve VS. poisen oc
sufter —| to hit for |dd tveas as
limbs G0 Numb. Rl 3 saves

o
(g
-y

IL nov cWaned,

Heasue cauvses Vomi¥ing foc 1dY4 +utas When Peedmj on a Eresh Kill vhe horof Sguicts ovt
On 3 La,\ga Con ohe(,k 1100 Coins, 14 Gems, and | 3ndom Hem. Tts hoacd
z ; - ...-—W is (DmPBrBHC +o that of an 2dvlt PRAGoN.
@ Hovrd horroes ¥oke Yo de £ bluat We Pons and
// = P ‘Tl non- Mag;e3| attacks, Thej are immun€ 45 Al\ mind- a-F-CfcMry
Orle A¥racks .
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OLAGONANAPLIX

AC: 5 Psychic horns! ESP 90 B/Aaj.

HD: @+2 l

NV: [20' ([a") Beain deain!

Fly: |80 (60') Yo' range,
KTK: | Kick oc specid! Save \s spells

DMG: 246 or Special o¢ lose
#APP: | 44 \do Int.
SV: F% A+ @ Int
ML= |0 You become
AL: CE Ca¥ayonic 1d6 +urns.
HOMRD: XV In+ heals V/+urn.

Kick €an Knpck
proneg on failed

Save VS P’clra]j_(',s.
‘4,. x ‘“‘

>
a2R Al lem- v~

These creatures 54 +49 +o Sve
393Ny Meénta| efkecs, They nesy
in old +owers or Mountdin tops.

e Addle-eye] 40 cange, save
77w VS. Spells o suk€er Confusion
spel, 3/9(33.
Olagonana.?hy\ ddins Your NINd 4o ¥ Cor wthen | 35 you i€ in @ Catatonic
poo\ o€ droo\ i Sveks your Nery Soull Without aid you DIE in 1d4 counds.

%,
LN
2

PENANGEDUSA

Ac:7 She waitS in o dark cryps, Silent
HD: 5 nd Stil|, But +he Smell o€ your
NV 120 (40) Llesh wokes her,.and she $2es!
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The doors of the Ox swing open. Smoke and
beer meet your nostrils. An ill tune is spat out
on a poorly-crafted flute. A toothless server long
past her flirting days winks. An old man in the
corner seems to beckon you over. Oh not that guy
again...

A quest needs doing. Time to gather the troops.

- 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.

KERRA YALTEEN 3 Cr/DAY

2ND LEYEL SHIELD MAIDEN (LAWFUL COOD)

Haggle 6 Turn-Ons Mead and righteous quests
AC4HP17 Turn-Off's Murder hobo crews
Str 14 (+1)

Dex 13 (+1) Born with a shield in hand, she seeks to
Con 13 (+1) defend all who need defendin’.

Int 10

Wis 10

Cha 12

Shield of the Sky +1 (reflects sun or moon light as Blind-
ness spell 1/day), sword, armored bikini.

Mead, horse jerky, fluffy warm boots, skull headband
(intimidating... -1 morale), sack of salty rocks.

REI DORMU 30 Cr/DAY

i S5TH LEYEL RANCER (NEUTRAL GOOD)

- Haggle 12 Turn-Ons Wilderness journeys

- AC4 HP 45 Turn-Offs City people, sausage, horns
7 Strl6(+2)
- Dex1l The wilds are in her blood.
Con 18 (+3)
Int13 (+1)
Wis 15 (+1)
Chal0

Gon (+2 sword, grants +3 saves vs. fear, illusions, and
poison), Bracers of Missile Deflection (+1 AC, all mis-
siles miss 75% of the time), chain mail, dagger and knife.
Various dried meats, water, wine, 50’ rope, Fang of Forn
(Tooth necklace grants +1to all damage rolls).
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KEYMASTER OF UUM 1 Cr/DAY
UNKNOWN CILASS (UNKNOWN ALIGNMENT)
Haggle No Turn-Ons Unknown

ACOHPI Turn-Offs Horses

Str 18 (+3)
Dex 18 (+3) The Keymaster of Uum is a mystery. He will
Con ? accompany any party that asks for his service.
Int 18 (+3) H'e gi\}r)esdgocti)dl adv}iIce untli)l ignored, then hs:i

. gives bad advice. He can become a crow an
g:: 11%(+3) cast ESP at will. He does not fight.

Key of Uum (resurrects Keymaster 1d6 rounds after
death; unlocks doors to any crypt or tomb; any other
wearer must save or die upon touching the Key), Robe of
Deep Night (grants Hide in Shadows 99%; casts Dark-
ness l/day).

TOBIAS MOTHWIN 11
ATH LEYEL MACIC-USER (NEUTRAL)
Haggle 11 Turn-Ons Hawt elfs

55 Cr/DAY

AC7THP7 Turn-Off's Goats, cheese, gnomes
- It took him a long time to master his craft
Dex 9

and he wants you to know how damn good
Con 8 (-1) hisis
Int 15 (+1) '
Wis 9 Spells: Jarring Hand, Shocking Grasp, Invisi-

Chal3(+1) bility, Knock.

Amulet of Yo (Grants AC 7 and +1 to reaction rolls), +1
dagger (+2 vs. spellcasters), potion of hypnotism,
potion of gesous form, delicious venison sticks, apple
wine, 50’ rope, 10 iron spikes, 1 small hammer, bag of
weird magic-looking stuff.

GCHAK 2 CPr/DAY
2ND LEYEL FIGHTER (NEUTRAL COOD)

Haggle 3 Turn-Ons Gravy

ACOHP 22 Turn-Off's Loud sounds

Str 18 (+3)

Dex 7 (-1) Ghak hit things.

Con 18 (+3)

Int 8 (-1)

Wis 9

Cha?7(-1)

Club.

Bit of bread, broken doll, Figurine of Wondrous Power:
Bronze Griffon (as toy, doesn’t know what it does).



YARLA OF THE SKULL 25 Cr/DAY
SRD LEVEL FICHTER (NEUTRAL)

Haggle 11 Turn-Ons Bloody battles

AC4 HP 25 Turn-Off's Scenic travel montages

Str 16 (+2)

Dex 13 (+1) Varla was born on a battlefield with an axe
Con 16 (+2) for a nookie. She don’t play your games.
Int 13 (+1)

Wis 13 (+1)

Cha8(-1)

Moon Shield +2 (grants +1 to hit, damage, or AC under
the light of the moon), Skull of the Skull (radiates a Fear
spell once per day), battle axe, leather, dagger.

Cloak, deer jerky, beer, water, 2 torches.

JILLIANTHA STORMSHOT 20 CP/DAY
3RD LEYEL DWARF (CHAOTIC CGOOD)

Haggle 8 Turn-Ons Epicness

AC5HP 24 Turn-Off's Stinky dwarves

Str 17 (+2)

Dex 12 Ain’t nobody tells her what not to do.

Con 13 (+1)

Int9

Wis 8 (-1)

Cha 13 (+1)

Battle axe +1, short sword, studded leather, shield.
3 torches, wine, beer, yak meat, socks, Potion of Invisi-
bility, 1 flask of oil, shiny marble that looks a bit like an

apple.

ZELLZELINA 18 CPr/DAY
2ND LEVEL MACIC-USER (NEUTRAL)

Haggle 9 Turn-Ons Earth magic

AC7HP 8 Turn-Offs Cities

Str 12

Dex 17 (+2) Zellzelina keeps her secrets secret. She is
Con 13 (+1) shy and only comes to town in search of
Int15 (+1) new adventuring partners.

Wis 13 (+1) Spells: Allure, Magic Missile.

Cha 13 (+1)

As a fey creature, she can cast Charm Person, Hypnotism, or
ESP once per day by gazing at her target. She can radiate
fey charm, causing ememies to save vs. Spells or suffer -5
on attack rolls against her. She must not attack when doing
this. She carries nothing and doesn’t seem to require food.
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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...
"0 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 BARDARIAN (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 GCr/DAY
4ATH LEYEL FICHTER (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

Chal3 (+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.



NELL OF THE DELL 11 CP/DAY
IND LEVEL 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

Cha 13 (+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-Offs Undead

Str 13 (+1)

Dex 17 (+2) Hailing from a strange valley some days’
Con 12 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 LEVEL FIGHIER (NEUTRAL GOOD)

Haggle 10 Turn-Ons Shooting goblins and orks
AC8HPO Turn-Off's No goblins or orks to shoot

Str 17 (+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
Chal3 (+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 MUCG 18 Cr/DAY

2ND LEYEL CLERIC (LAWFUL NEUTRAL)
Haggle 13 Turn-Ons Rain
AC6HPO9 Turn-Offs Stairs

Str 11

Dex 7(-1) Be not afraid for the Impartial One sees
Con 15 (+1) all. Father Mug sees most. And the temple
Int 12 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 KOIXF 20 Cr/DAY
3RD LEVEL RANCER (NEUTRAL GOOD)

Haggle 5 Turn-Ons Promise of rivers and streams
AC6HP 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 1l 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.



Old Pilfer Dillfingers’ boy Ziljo says Anders
Rockson’s crew fell through a hole in the floor
of the flooded basement of the old Temple.
Three days later Anders comes crawling out,
wild-eyed, gibbering about floating squids and
streets paved with platinum!

Maybe it’s time to gather a crew...

-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.

ENDULA 5 GCr/DAY

2ND LEYEL FICHTER (NEUTRAL CGOOD)

Haggle 8 Turn-Ons Walking

AC4HP 12 Turn-Offs Whiskey and women

Str 16 (+2)

Dex 13 (+1) Endula is all about the job. She’s handy in
Con 15 (+1) the wilds, born and raised hunting game.
Intll

Wis 12

Cha9

Two-Handed Sword +1 (slays up to 1HD creatures on a
single blow), studded leather +1, dagger.
Water, bread, jerky, small book of creepy bedtime stories.

ALATALAN THE BILACK 50 Cr/DAY

ATH LEYEL MACIC-USER (NEUTRAL EYIL)
Haggle 11 Turn-Ons Power

AC 4 HP 45 Turn-Offs Danger

Str 13 (+1)

Dex 12 Alatalan knows the darkness as well as an old

Con 8 (_1) friend. I_{e speaks_ quietly and casts with deliberate

Int 15 (+1) aggression. He will serve the party well... as long as
. the promise of wealth or power is preserved.

Wis 13 (+1) o it ot Sl .

Chall Spells: Magic Missile, Invisibility, Shield, Web

Displacer Cloak, Wand of Fear, dagger +1.

Potion of Invulnerability, Potion of Healing, Scroll of
Protection From Magic, Ring of Spell Storing
(Phantasmal Force, Floating Disk, Darkness).

Weird black paste (food), wine, rope, quill and parchment.
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DAISHA D’LOOR 40 Cr/DAY

S5TH LEYEL THIEF (NEUTRAL)
Haggle 11 Turn-Ons One-night gigs
AC3HP 21 Turn-Offs Dungeons

Str 12
Dex 16 (+2) Daisha was a king’s daughter... but the king is
Con 15 (+1) long dead. She knows the ways of the palaces

Int 13 (_,_1) as well as the alleys. She suffers no fools and
Wis 13 (+1) has no interest in wasting time or dying.
Chal2

Sword +2 (Nine Lives Stealer), Ring of Protection +2
(also grants Invisibility 1/day), leather armor, rope 50’, cal-
trops, grappling hook, thieves’ tools, 1d4 wigs, 1d4 random
potions.

DOOMIACE 100 Cr/DAY
4 HD DARK IMP (CHAOTIC UNKNOWN)

Haggle 8 Turn-Ons Black chasms

AC6HP 20 Turn-Offs Milk, sunshine

f)t:xgl(;()ﬂ) Doomface is the bee’s knees and the honey
Con 10 in the comb. All the ladies say “Uh-huh”.
Int 14 (+1) Spells: Charm Person, Feather Fall, Shocking
Wis 7 (-1) Grasp, Spider Climb, Darknes Globe, Invisibility,
Cha 3 (-1) Mirror Image, Lightning Bolt

Wand of Cold, Boots of Speed, potion of gaseous form,
potion of healing, Gloves of Midnight (cast Darkness
1/day, cause Blindness on a punch hit of 18+), orange candy, a
bit of string, 3 rubies, a bent horse shoe.

DIRIY DURK OF SPLEEYINGION 5 GP/DAY

3RD LEVEL THIEF (CHAOTIC NEUTRAL)

Haggle 9 Turn-Ons Easy money and mutton
AC7HP 12 Turn-Offs Lawdogs

Str 13 (+1)

Dex 9 He comes from the town of Spleevington.
Con 14 (+1) No good ever came from Spleevington.
In.t 10 Missing left eye, compensates by paranoid
Wis 10 neck turning.

Cha?9

Grinning Pete (+2 dagger; strike as poison 1/day [save or
die]), leather coat +1, Boots of Traveling and Leaping.
Deer jerky, Old Man Tinker’s Finest beer, beard trimming
kit (pristine), rope, lockpick tools, garrot, caltrops,
marbles, spyglass.



KOR ICCIS O Cr/DAY
2ND LEYEL SINEWY DARDARIAN* (CHAOTIC NEUTRAL)
Haggle 12 Turn-Ons Challenges, cornbread

AC5HP17 Turn-Offs Elves

Str 18 (+3)

Dex 12 Kor was raised by werewolf catoblepas
Con 13 (+1) farmers and damn proud of it.

Int9

Wis 9 *See Black Pudding #1.

Cha 12

Long sword +1 (Meatfinder; allows Kor to re-roll a failed
dice roll once per day), dagger.
Bag of rice, broken cup, torch, phoenix feather.

FAY MAY 20 Cr/DAY
3RD LEVEL KEEPER (NEUTRAL GOOD)

Haggle 7 Turn-Ons Eco-friendly campfires
AC5HP 14 Turn-Off's Stale beer

Str 12

Dex 17 (+2) Fay loves the forest yet craves adventures.
Con12 They say she might have a bit of elf in her.
In-t I Spells: Burning Hands, Pass Without Trace,
Wis 13 (+1) Warp Wood

Cha 13 (+1)

Short bow +1, leather, dagger, short sword, 20 arrows, 1
Warp Wood arrow, 1 Faerie Fire arrow.

Pink wine, berries, mushrooms, 2 torches, mirror, wolfs-
bane.

MOOCIN HOWLA 50 Cr/DAY

ATH LEYEL MACIC-USER (NEUTRAL)
Haggle 12 Turn-Ons Rare books of magic

AC8HP 10 Turn-Offs Trivial mundane talk

Str 12

Dex 9 Moogin speaks as if he owns the place and
Con 12 has no patience for dumb people.

In_t 18 (+3) Spells: Read Magic, Sleep, Phantasmal Force,
Wis 12 Floating Disc

Cha7(-1)

Staff of Mow +1 (Casts light 20’, 1d6 melee dmg, stores 2
first level spells/day), dagger, 4 darts, heavy robes.
Parchment and quill, ink, bread, butter, 3 apples, deer
jerky, weird necklace with a frog image.
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See that old man in the corner with the cloak and
pipe? He said there’s fabulous treasures to be
won down in the Brine Caverns! You need to
check it out. But for the gods’ sakes don't go it
alone, friend! This is the Bleeding Ox... you'll
always find a good sword or spell slinger willing to
take the risk at your side. For a price, of course...

NOTES
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.

LUCY 13 Cr/DAY
3RD LEYEL FICHTER (NEUTRAL)

Haggle 12 Turn-Ons Precarious places

AC4HP 20 Turn-Off's Priests

Str 12

Dex 16 (+2) Lucy was raised in a carnival doing acro-
Con 13 (+1) batics and throwing knives. She never

Int 15 (+1) laughs.

Wis 11

Cha 9

Long sword, short sword, 4 daggers, leather bikini, ring
of protection +2.

Potion of Levitation, squirrel jerky, beer, walnuts, 2
torches, 10’ pole.

TREY MOTTLE 25 Cr/DAY

2ND LEYEL FEY SAYACE (CHAOTIC COOD)

Haggle 4 Turn-Ons Certain death, blueberries
AC2HP 16 Turn-Off s Too much chatter, elves

Str 13 (+1)

Dex 15 (+1) The wilds raised him, the city lured him,
Con 13 (+1) the adventure keeps him coming back.
Int9

Wis 7 (-1) Spell: Knock

Cha 12

2-handed sword +1.
Dandelion wine, 3 red bones, 1 torch.



TORCMAK FLAGSTONER 30 CP/DAY
ATH LEVEL DWARF (LAWFUL GOOD)

Haggle 9 Turn-Ons Slaying orks and finding gold
AC 4 HP 30 Turn-Off's Sunny glades

Str17 (+2)

Dex 13 (+1) Torgmak, son of Grogmak, suffers no orks
Con 18 (+3) to live. His love of ale and wine sometimes
Int9 causes problems (save vs. Paralysis after a
Wis 9 night of drinking or -1 to hit for 1 day).
Chal0

Barry Brainbasher (+2 Mace of Crushing; any hit of
adjusted 18 or better breaks normal doors/objects and deals
double damage), Bracers of AC 5, fine short boots, beer-
skin, sunflower seeds, stale bread, small hammer and
chisel.

AYALI I’NALLI 25 Cr/DAY
3RD LEVEL ELF (NEUIRAL GOOD)

Haggle 8 Turn-Ons Shirtless dwarfs

AC6HP 18 Turn-Off's Fully clothed dwarfs

o Ayali, daughter of a woodland queen, ison a

Dex 13 (+1) long quest to find her wayward brother, Leyli
Con 13 (+1) L'Nalli. She has few clues, but doesn’t quit.
Int 13 (+1)

Wis 13 (+1) Spells: Floating Disc, Hold Portal, Knock
Chal2

Sword +1/+2 vs. Spellcasters, potion of ESP, potion of
healing, short bow, 20 arrows, leather armor, leafbread

(restores 1 hp when eaten, 1/day, 5 servings), dagger, rope
50, lantern, 3 vials oil.

DORA DALLAZOM I'NALLI 24 CP/DAY

3RD LEYEL ELF (CHAOTIC NEUTRAL)

/Haggle 10 Turn-Ons Cold steel and coin

AC6HP 19 Turn-Offs Prison, family

Str 14 (+1)

Dex 13 (+1) Dora, sister of Ayali, doesn’t give a damn

Con 14 (+1) about her brother’s fate. He was a jerk anyway.

Int 9 Sheis no fan of her sister either, but will work

Wis 9 with her if gold is the prize. She hates casting

Chal4 (+1) spells, but is prudent enough to know when to
sling magic and when to sling steel.

Spells: Magic Missile, Sleep, Wizard Lock.

Sword +1 (very sharp), ring of protection +2, Boots of
Levitation, super hot peppers (1 dmg on contact, 1d20
peppers), 3 torches, snake jerky, mirror.
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SHEELA FALOM 25 Cr/DAY
4TH LEVEL HALFLING (CHAOTIC NEUTRAL)

Haggle 11 Turn-Ons An easy mark

AC2HP 16 Turn-Offs Battle

Str 12

Dex 18 (+3) Quiet as a mouse, fast as a snake, loyal as a
Con 13 (+1) scorpion. Ever ready to trick and trap to get
Int 13 (+1) her cut.

Wis 12

Cha 15 (+1)

Dagger +2 (casts Darkness 1/day), potion of healing, potion
of giant strength, Cloak of Nighttime Doings (+2 AC,
75% move silently, Invisibility 1/day; powers only work at
night), leather armor, mirror, 1 dose class 17 poison.

OUTIL’MEIK 40 Cr/DAY
S5TH LEVEL ILLUSIONIST (NEUTRAL GOOD)

Haggle 10 Turn-Ons Dark warriors

AC3HP 10 Turn-Off's Fair elves

Str 8 (-1) Out’Lmeik moves like a floating fog across

g:: }‘,7(5)2) an electric sky. They smell of lavender and
Iaelslsy]  VheERsthkepwd,
Wis 10 Spells: Dancing Lights, Hypnotism, Fog

Cha 14 (+1) Cloud, Hypnotic Pattern, Invisibility 10’

Coat of Many Colors (AC 5, Color Spray 1/day), Magnific-
ent Wand (Phantasmal Force 1d10 charges), book of funny
pictures, weird pink wine, dried grass (food), mirror, bag
of salt, aminated toy bat.

ROSIE RIVERBOP 15 Cr/DAY
3RD LEVEL HALFLING (CHAOTIC GOOD)

Haggle 5 Turn-Ons Fights!

AC3HP 27 Turn-Off's Talking.

Str 13 (+1)

Dex 16 (+1) Rosie once wrestled a river raccoon (dire)
Con 18 (+3) until it spit out her favorite rag doll.

Int 11

Wis 6 (-2)

Cha 14 (+1)

Stickim (+2 short sword), Mr. Moonie (+1 shield, +2 under
quarter moon), chain mail, dagger, hatchet, raccoon jerky,

wineskin, 7 weird purple balls, silk rope, 3 torches, rag
doll.



ELAYNA 12 Cr/DAY
2ND LEVEL RANCER (LAWFUL NEUTRAL)
Haggle 10 Turn-Ons Mountains

AC7HP 17 Turn-Offs Valleys

Str 13 (+1)

Dex 12 Elayna grew up on the fringes of civiliza-
Con 18 (+3) tion, friend to animals and enemy to loud,
Int 12 pompous men.

Wis 13 (+1)

Chal0

Short bow +1 (Heatseeker, can shoot blind or around
corners 3/day no penalty), long sword, leather.

Dried berries, mushrooms, mushroom beer, 2 torches,
flask of oil.

SKEEYS 30 CPr/DAY
3RD LEVEL THIEF (CHAOTIC NEUTRAL)
Haggle 10 Turn-Ons Stoic priestesses

AC3HP 12 Turn-Off's God damn goblins
Str 12

Dex 18 (+3) Skeevs is a street kid, born and raised on
Con 12 hard knocks.

Intll

Wis 8 (-1)

Cha 14 (+1)

Dagger +2, 3 daggers, 4 shurikens, studded leather, short
sword.

Lockpick tools, catoblepas cheese, bull idol, marbles, flour,
flask of oil.

RINNY 10 Cr/DAY
2ND LEVEL ILLUSIONIST (CHAOTIC NEUTRAL)

Haggle 7 Turn-Ons Funky situations

ACSHP7 Turn-Off's Pipe smoke

Str7(-1)

Dex 15 (+1) Wait till they get a load of him. Woo!
Con?9

Int 16 (+2)
Wis 9
Cha12)

Wand of Illusion (9 charges), Potion of Barkskin,
Potion of Healing, ball of twine, 50’ rope, book of lim-
mericks, sack of dried flowers, wooden spoon, two
daggers, 3 torches, rice ball.

Spells: Color Spray, Dancing Lights

3
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FHYMY FHLHLY 18 Cr/DAY
18T LEVEL FICHTER & THIEF (LAWFUL EYIL)
Haggle 10 Turn-Ons Easy targets

AC7HP 6 Turn-Offs Risk

Str 14 (+1)

Dex 12 Fhymy has always been a complete prick, but
Con 13 (+1) is capable of hiding this fact if there is profit
Int12 to be gained. He will betray you if he can, but
Wis 12 won't risk his neck to do it.

Chal2

+1 sword, Potion of Invisibility, Clever Lockpick
(advantage on rolls), studded leather, dagger, knife, garrot,
silk rope, whiskey:.

OLD MAN 1 Cr/DAY

O LEYEL HUMAN (NEUTRAL GOOD)

Haggle 8 Turn-Ons Hot oatmeal

AC9HP 3 Turn-Offs Evil portents

i The old man is worried about the evil and
Dex 9

wants to urge you to quash it. He has

f::llg knowledge to offer, and some magic.
g When asked about the evil, he knows

Wis 13 (+1) hi : s ch

Cha 12 something useful on a Wis check.

Mighty Egg of Mysticism (grants old man 50% magic
resistance and +5 saving throws), Map to Evil Place,
blessed dagger to plunge into heart of evil (the evil
must save or die), odd tasting beer, staff of oak, sandals.

RANDU DOS RELL 27 Cr/DAY

2ND LEYEL MACIC-USER (NEUTRAL)
Haggle 10 Turn-Ons Arcana

AC5HP6 Turn-Off s Conversation

Str 10

Dex 11 Randu knows strange things on a roll of 2
Con 9 in 6, but rarely knows useful information
Int17 (+2) about mundane matters. She has a way of
Wis 10 intimidating people by staring at them.
Cha3g(-1)

Spells: Detect Magic, Ventriloquism.

Cloak of Protection (+4 AC, +1saves), Potion of
Healing, Potion of Gaseous Form, Staff of Bolts (Magic
Missile 2/day), dagger, spellbook, quills and ink, parch-
ment, dusty wine, suspect dried meats.



TALLUS METALCAP 2 CPr/DAY

3RD LEYEL CLERIC (NEUTRAL)

Haggle 9 Turn-Ons Salted pork

AC5HP10 Turn-Off's The unfaithful

Str 13 (+1)

Dex 10 Tallus’ skulltop was ritually removed to purify
Con 12 him for the clergy of The High Ones. He seeks
Int13 (+1) Ult.imate Understanding and opposes mental
Wis 16 (+2) laziness.

Chal3(+1)

Metalcap of Wisdom (blocks mental attacks, extends
spells 10, +2 Wis). Chain mail, staff, bolas, water, nuts,
grain, scrolls and books of wisdom.

MILLINKI 50 Cr/DAY
ATH LEVEL THIEF (CHAOTIC NEUTRAL)
Haggle 11 Turn-Ons Danger & Gold

AC5HPI16 Turn-Offs Men

f)t:xglﬁ 42) She was born to a dishwashing couplein a
Con 13 (+1) third-rate tavern. Spending most of her
Int 12 youth picking pockets, she gains Advan-
Wis 10 tage on stealing stuff. And she likes it.
Cha 15 (+1)

Bow of the Blind (+1, negates penalties for darkness or
blindness), +2 dagger, +1 arrow, +1 studded undies,
fruit chews, black pointy shoes that rock, gloves.

TWEETS MCTUSSLE 35 Cr/DAY

3RD LEVEL FICHTER (CHAOTIC GOOD)

Haggle 9 Turn-Ons Aerial crawls

AC3SHP I8 Turn-Off's Tight spaces

Str 12

Dex 17 (+2) From a tall tree kingdom that was burned

Con 10 to the ground. Cursed to speak as a human,

Int1l no longer able speak to her flying friends.

Wis 8 (-1) Can fly without armor. Relentlessly opti-

Chall mistic about killing everyone of the bastards
what done her wrong.

Hook Sword of Hooking (+1, disarms on 16+ hit), Pack
of tasty worms, waterskin, leather armor, 3 daggers, diary
in which she scrawls her revenge fantasies.

5



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.. evil pools.

. forgotten.

ENTRANCE: TABLE OF ILL EFFECTS

Trog Champ #1 HP: 30
Hidden by black- |  Die Roll Effect Details Q00Q0
ened, thomy trees. 1-2 None Forces of good are smiling on you. Oo0000
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 dmg., -4 to hit for 1d3 turns. 00000
one Il Effect (d4). }J 11-12 Blood Vomit 1d8 dmg., unable to act 1d4 rounds. 00000
13-14 Violent Shakes -4 to hit and saves for 1d10 turns. Troq Champ #2 HP: 25
15-16 Fear Drop items in hand and run for 1d4 turns. - o ’
oM o Murder Attack nearest living creature for 1d6 rounds.
PR i kK Darkness Become devotee of K'lixtra, become vil
R g Death Save or die. ey &

Il Effect. Evil Clerics
gain Cause Light
Wounds (1 time).
s i ‘ﬁwﬁ%

€ conwal @
imy. De* cheey’

\:4 Must give live y OO OOO
J{ vermin or face . @) O O Cc)}

Must give live \$53

insect or face :
ghostly giant tar- W
antella (AC 0)

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

. , : i champions. The nobberlochs are concentrated at}

00000 . b \ the south end while the trogs dwell at the north, ' §

0000 O \ g - Y —~«7' W Champs
o000 : i _ O AC 4: HD 5+1; hp 30, 25; Atk
8000 QL 2 141042

Effects upon entering. Every turn
iy — )} '_“ki 2d6 nobberlochs emerge from the
P> BN dark waters. In 1d4 turns 2d4 trog-

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

ot
180 e ki
A ] o™ uf‘éc‘ Ay .
caEY st & "
,;ofv“'ﬁ S‘)ﬁa Pulling it free takag
\ua"@.‘ = 1d20 FOUnds,

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, dying 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.

L |
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CRYPT OF THE WORM IDOL

i t from which wafts a whiff of fetid fragrance. Could thj
s stumble upon a hidden cryp : - Could this be another

THeRe shrine to K'lixtra, Mother of Vomit and Mother of the Deep Dark? unholy

ENTRANCE: The the stink hi Sinister Stinkers: For every turn spent in the crypt there
R R o o5 %% oust saVe U is a 2 in 6 chance that 1d6 nobberlochs will crawl from the

and muit bekpulledd o ?%5 and e 104 oints nearest pool, hole, or crack.

open with spikes an ne -

ropes or some other Lpo‘\gogd Worm Idol: The 6’ stone idol is hollow
clever means taking 2 dﬁ\‘%ﬂz and filled with wriggling yellow worms.
full turns to complete. % o The runes at the base are written in

There is no door
handle.

. the south wall points in order to read it. If they are evil, a
ans © or that can straight check is all that is needed.
oW S geret 89 n
NN e 5 edby spitting The runes read:
‘a“\\) e Oﬁp Worm upon it ; E \h\ y
o i
2 CA=V%e. ENTER.

Those who chew must
vs. Poison or take 1d6
- and vomit 1d6 rounds.

of swirling yellow liquid is a portal
to the Cave of K'lixtra, where no

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.

losers cannot open the door,

Swirling Pool: This stinking pool

one wants to go. Standing next to it

For PC levels 2-4 or an army of level 1s.

ancient Tong Tet, the language of pure
evil. Wizards, Clerics, and other scholarly
sorts must pass an Int check by at least 3

save
dmg

Such 3 v will spawn

# te
, oot of fefid wE{DCS enter the
is Pm s 5001 nto this pool and
900"' s P tue o diving” stream that tex-
yac¥ obbe{\o ad oscaP der gty een soured by
B¢ ? W il

Adventurers
- stashed 2 sacks
hidden by the pool
(3in 6 to find, or 1
turn search).

Bag #1:671 gp,
101 pp, opal (100
gp), potion of
fire resistance.

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

storing. 2

el Jo edwa ] paung woy e| a}ipojson
ay ui sjood auy Jo auo 0} 192uuod Aew [00d IR IO

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

pion of the Deep Mother. Vexx was laid to rest when .Smsm
K’lixtra's temples were destroyed many centuries ago. * Shield
Nobberlochs sealed his coffin with their nasty secretions J *Burning
and he has waited patiently for release ever since. Hands .
Vexx * Read Magic

AC: 5

HD: 7+1

Move: 120° (40")
Attk: 2

Dmg: Wpn or spell
# App: 1d6

Save: F7

Morale: 10

Hoard: XI

Align: NE

Touching the sarcophagus will awaken the Vexx, though he cannot escape on his
own. It takes 1d4 turns to chip away at the resin sealing the coffin, inviting more
nobberlochs to come and kiss the PCs.

When the seal is finally broken, Vexx will rise up! He has waited a long time to dine
on living flesh in the name of K'lixtra. He will waste no time.

In the coffin can be found a small black leather bag containing 7 eyeballs from 7
good Clerics. This evil relic is a prize to the Vexx. But a good aligned Cleric may,
on a successful save vs. Death, pray for the 7 dead Clerics to return and help van-
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
mace +1 that disperses a cloud of poisonous
gas in a 20’ radius once per tumn (save or take
2d6 dmg). He may cast summon shadow 3

times per day.

The eyes of the Vexx can lock the gaze of the
unsuspecting and cast charm person or
hypnotize each once per day on a failed save
vs. Spells. The Vexx bears tattoos that grant it
50% resistance to all magic.

*See the adventure Buried Temple of K'lixtra.
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0dd Things Perceptive PCs Might Notice (d8)
1. exact duplicate of one of the guards/NPCs

2. strange tics or odd mannerisms
3. its speech reveals some foreign dialect/language

4. guard seems fidgety and repeatedly glances up at
tower window, seems to be hearing things

5. guard is emphatic about PCs coming inside the guard
room to inventory (and tax) their belongings

6. the flesh of the guard or the NPCs seems loose or
doughy, and features an unhealthy grayish tone

7. guards uses wrong gender pronoun and doesn't
correct himself/herself/itself (gender confuses it)

8. NPC in vicinity repeats an action, asifin a loop

Weird Aspects 0f These Doppelgangers (d8)

1. natural form features gray mottled doughy skin that
hangs and wobbles in combat

2. skin is very dry, and small flakes constantly drift off

3. doppelgangers hiss and blue barbed tongues flick
from out of their mouths

4. doppelgangers share a hive mind, and know each
others thoughts (see top of tower)

5. when one doppelganger speaks, the same words
come out all of their mouths (creepy!)

6. doppelgangers mouth splits both vertically and
horizontally, to allow giant vicious bite attacks

7. these doppelgangers can only mimic creatures they
have 1. touched 2. killed 3. licked 4. eaten

8. doppelgangers are both sexes and neither one

INTO THE NEST OF THE

PPELGANGERS

Art & Words ©2017 Matt Hildebrand

s the PCs are traveling overland, they encounter a
A swiftly moving river with a well-made stone bridge.

On the close side of the bridge stands a small guard
tower flying the flag of the current king. Beyond a stout closed
portcullis, the bridge arches to the far side of the river, where a
lone guard snoozes under a foreign banner. A few other NPCs
are apparent, out for a walk or lounging in the grass nearby.

A guard emerges from the guard tower, and engages the PCs
and explains the costs associated with crossing the impressive
structure. During this exchange, perceptive PCs might notice
odd details in this guard or in their surroundings (see sidebar).

Each of the visible NPCs, the guard included, is a doppelganger
attempting a ruse to get the PCs inside the guard tower and
then attack them. The shapechanging fiends have created a
nest in the top of the tower after infiltrating the guard post
weeks ago. To their delight, the location supplies them with a
fresh batch of victims daily. At some point, when the jig is up,
all the NPCs suddenly turn toward the PCs and attack, body-
snatcher style. These NPCs were all travelers, now victims of
the doppelgangers’ scheme. Some specifics about this tribe of
doppelgangers follow.




GNARLTOOTH

RIVER

A doppelganger in the form of surly Gorm
Grundleguts emerges to greet the PCs and
usher them inside the Guard Room.

e

e ~= PORTCULLIS S

'BEDROOM |

THE TOP OF THE
L\ GUARDHOUSE = TOWER



A big draw of this short scenario is the fact the referee
can get creative with what foes the PCs will face. The
doppelgangers can take the shape of any monster the
referee has been itching to use. The more variety the
better! Some options are listed to the right.

GUARD ROOM
Large well-used tables dominate this room. A lever to
open the gate is locked inside a cabinet on the wall.

KITCHEN

All the “normal” food in this room is spoiled and smells
awful. Flying bugs and other crawling pests cover the
cooking and preparatory surfaces.

DINING ROOM
This room is being used to stash the equipment stolen
from previous victims. If searched, PCs will find 2 short

swords, a locked chest containing a jewel-encrusted tiara

worth 1,200 gp, and 3 scrolls containing 2 first and 2
second level magic-user spells.

BEDROOM 1

Door is locked. A tossed unmade bed is covered in
blood. The bedclothes are slashed beyond usefulness
slashes and feathers cover the floor. Under the bed is a
blood-caked coin purse holding 132 silver pieces, and a
folded risqué drawing of a busty bearded dwarf.

BEDROOM 2
The door is ajar. This room is in good condition.

STAIRCASE

Two doppelgangers pose as child victims and beg the
PCs to help them escape. Then viciously attack the party
to keep them off the tower stairs.

PORTCULLIS
Can be scaled easily by a thief or halfling. The lever
to open the stout gate is hidden in the guard room.

GUARD BOOTH

A plain old half-orc is snoozing on a wooden stool
on the far side of the bridge. The PCs will rightly be
suspicious of him, play up his idiosyncrasies.

TOP OF THE TOWER

Here’s where things get gross. The doppelgangers use
this room as a nursery for dozens of unhatched eggs. The
room is covered with them, floor and walls both. From
above the eggs hang multiple humanoid bodies acting as
a food source to the growing embryos. From out of the
orifices of these victims extend thick pulsing veins (or
maybe roots). Some of the bodies are exact duplicates of
NPCs encountered outside the guard tower.

=

A wand-wielding one-eyed
creature who claims to be

an apprentice of the wizard
Zeethoque. (Surely you've heard

of him.) In reality, he hasnoidea & *°
how to wield the wand. The best he
can do is make impressive magic-
sounding sound effects, in spite
of his thick lisp.

A smelly hobgoblin with obvious
ochre-colored dungeon-rot
festering up from his toes.

He smells of ear wax and,
strangely, asparagus. Any
PCs who get too close

must roll vs Poison or
blow chow everywhere.
How embarassing!

A crazy suicidal cultist, who just
can’t seem to get the job done.
the doppelganger in control of
her has no idea how to pull off
her particular brand of crazy, in
fact it has no idea what religion
she practices, nor what god she
is devoted to.

The doppelganger eggs. The strange
mouths on the top of the eggs will open
to accept food that is placed close to
them. To the eggs, almost anything
is food, fingers, the ends
of weapons, etc. The
yellow-green corrosive
goo inside can burn
through almost
anything, although
it has no effect on
plant-based matter,
including wood. Piercing
weapons easily pop these eggs, which fling their
acidid contents on adjacent characters.
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By adventure, luck, or crime the PCs come

to a large stone door upon which is scrawled

“It whispers within”. The door is locked.
A barrel sits next to the door. If the lid is removed,
the party is attacked by a nasty barrel snail. The
key to the door is at the bottom of the barrel.

Barrel Snail

AC5o0r2

HD 3

MV 3’ (1)

Atks 1d6 grabs
Dmg 1d4 + malaise
#App 1

SV F3
ML 9
Hoard VI
AL N

XP 65

Those touched by
the snail’s wormlike
appendages must
save vs. Poison or be
sick for 1d6 turns (-1 to saves and attacks). This is a
cumulative effect. If the snail fails a Morale check
it will retreat back to the bottom of the barrel
where it hasan AC of 2.

Inside the door are rough stone steps leading up. A
fetid breeze is blowling softly and carried onitis a
faint whisper. Once the PCs enter the Vault, the
Judge will roll 1d6 once per turn. On a resultof 1, a
single PC has been whispered to... the player must
roll on the Whisper Reaction Table below.

WHISPER REACTION TABLE

dzoRoll ThePC...
-5 itches all over all the time (-1 attacks).
6-9 mutters all the time (no chance of surprising
or sneaking).
10-12 believes the party is being followed.
13-14 cries uncontrollably (-2 attacks).
15-16 sees demons that aren't really there.
17 wants to move as quickly as possible, not
checking for danger.
18 is paranoid that the other PCs are impostors.
19 will try to sabotage the party, leading the
others to danger.
20 will attack a random party member, fully

believing them to be a demon.
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Large chamber with two granite statues

coated with yellow fungus (save vs. Poison

on touch or lose 1 Con per turn for 1d6
turns). West statue is an old woman with a staff
and a scowl. East statue is an old man with a book
and a smile.

Close examination may reveal that the old
woman's staff is a hair's breadth from touching
the base and can be forced down to make contact.
This results in an audible “click”. The old man's
book is open by a hair's breadth and can be forced
closed, again with a “click”. When both clicks have
been achieved, the secret door behind the old
woman will open.

Cultists in the Vault: When the Judge makes a
whisper check and the result is a 2 the PCs will
encounter cultists zealously devoted to protecting
the Whisperer of the Vault. Bell summoners will
be encountered on a 1-2 in 6 and the rest will be
caged cultists.

Caged Cultist

These silent zealots stumble about in the darkness,
seeking only to hear the voice of the Whisperer.
They were rejected as the creature’s dinner and
now exist in a state of anxiety and sorrow, hoping
only to please the master.

They are subordinate to the bell
summoners. Their icky flesh
is slick, causing hits of natural
15 or less to deal only 1 point
of damage. If 2 or more hit
a PCin around they will
grab them, dragging the
PC to the maw of the
beast.

AC6

HD 2+1

MV 120’ (40")
Atks 1 grab
Dmg 1d6
#App 1d8

SV E2

ML 12
Hoard None
ALCE

XP 45




Bell Summoner

AC6 While the caged cultists seem to be random in their

HD 4 pursuit of the Master’s Voice, the bell summoner is a true
MV 120’ (40’) priest of the Whisperer, always carefully measuring his
Atks 1 chime actions in the full confidence that he will one day be
Dmg Special  eaten by the Master.

#App 1d4 ) _ )

SV F4 These priests share the slimy skin of
ML 11 the caged cultist that turns blades (see
Hoard None ¢aged cultist). Their head is covered
AL LE with a brass bell that will be struck by
XP 225 2 out of every 6 attacks. When struck,

the bell calls 1d6 caged cultists who
will arrive in 2 rounds. Bell summoners carry a
small brass bell at all times. They may ring the bell
once per round for 1 of the following effects.

Ear shattering: All within 30’ must save vs. Paralysis or lose
their hearing for 1d6 turns.

Focused sonic strike: One PC within 20’ must save vs. Paralysis or
be hit with sonic force for 1d6 damage and 1d6 turns of deafness. & 5 R

Call of the Whisperer: The priest makes a ring of intonation to the Whisperer itself. The PC targeted
must save vs. Spells or roll on the Whisper Reaction Table at +3 and take 1d10 points of damage. If the
save is good, the bell summoner screams in insane rage and runs away, throwing himself into the maw of
his Master... a great offense!

image of a young, sad girl on a fading A dozen human skeletons lie about. 1d6 gp,

mural. Any PC stopping to pay respect to 1d6 sp, and 1d4 silver rings can be found.
her will notice a tear falling down her face.
Touching the falling tear will heal all wounds,
remove any effects of the Whisperer, and grant a
single blessing of luck that can be used to re-roll a
single failed dice roll. The sad girl only grants her

g Hall leads to a small shrine bearing the e Gathering room. Broken tables and chairs.

Lying silently in the room are 5 caged cultists. They
will rise to action within 1d3 rounds, stirred from
a long, sad slumber. One of the cultists has the key
to the northeast door, which is locked.

blessing one time per PC and only to those who Caged Cultists (5): AC6; HD 2+1; hp 15, 14,12,

are respectful. 12, 8; # AT 1; D 1d6; MV (40'); SVF2; ML 12

Any PC defiling or attempting to rob the shrine 15hp: OO0 14 hp: O0000

will be choked by an invisible stalker. O0000 O0000
00000 0000

Invisible Stalker: AC 3; HD 8; hp 32; # AT 1; D
4d4; MV (40’); SVF8; ML 12

12hp: QOO0 120p: OOQ00O0
32hp: QOOO00 O0O000 O0000 010101010
OO0O00 00000 010 00O
OO0O00 O0000
00 8hp: QOO0O0O
01010
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This devotional chamber includes another
6 granite statue on the south wall. It is the

likeness of a young man with his hands in
the shape of the Whisperer’'s maw (fingers repre-
senting the teeth). If anything is placed between
his hands, they will clamp shut, cutting the object
in half. But if the hands are grasped on the out-
sides and pressed together to close the mouth, a
door opens in the statue’s pedastal to reveal a
strange gauntlet wrapped in a rotted cloth.

Gauntlet of Goorph:
Increases wearer's Strength to
19 and grants ability to use
ESP at will. Functionsas a +1
weapon dealing 1d6 points of
damage per hit. Can grab
opponents on a hit of 16 or
better, crushing each round
for 1d6 points of damage (save
vs. Paralysis to break hold).
Wearing longer than 2 turns
at a time permanently reduces
Wisdom by 1. When used
against the Whisperer, the
gauntlet can break off a tooth
every round without making a
hit roll.

Hall with granite statue of a man with a
look of utter madness on his face, hands
wrenching at his own hair.

6

The back half of the statue is unusually dark, as if
painted black. It has a knobby look from a dis-
tance. The darkness is in fact a small black pudding
that has oozed into the chamber from a crack in
the wall. Anyone coming within 5’ of the satue will
be attacked by the pudding.

Black Pudding: AC 6; HD 6; hp 36; # AT 1; D 2d8;
MV (20’); SV F5; ML 12

36hp: QOO00 00000
00000 00000
00000 00000

Q0000
O
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Careful examination of the statue might reveal
that the old man is staring straight ahead to the
opposite wall. On that wall can be found a tiny hole
on a lin 6 roll (treat as secret door). On the old
man’s head are 2 stone hairs that can be removed.

Hair #1 is a key that, when inserted into the tiny
hole in the wall, opens a door behind the statue to
reveal a weird thing on a spike... the Forbidden
Cyst.

Hair #2 is a poison needle trap that deals 1d6
points of damage per round for 1d10 rounds on a
failed save vs. Poison.

The Forbidden Cyst:
Removed from the Whisp-
erer’'s mouth by a
zealous follower
(who was eaten,
much to his

delight). Impaled
and kept by the
others. Cyst stinks
and seems unsafe.
Touching requires a
save vs. Death as the
PC dies in a mucous-spew-
ing mess. Striking or cutting the Cyst will
splatter all in a 10’ radius with nastiness
(save vs. Paralysis or blind 1d6 turns). Touching the
Cyst to the Whisperer will cause the creature to
scream and close its mouth for 1d6 rounds.

wal| l
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Large chamber with 20’ chasm and rope

bridge. Foul stench of Whisperer’s breath!

Partially carved, partially natural cavern.
There are 2 caged cultists and 1 bell summoner
lurking in this area, gathering funky bugs from the
chasm walls.

Caged Cultists (2): AC6; HD 2+1; hp 12, 11; # AT
1; D 1d6; MV (40’); SV F2; ML 12

Q0000 00000

2 56000 M 00000
00O O

Bell Summoner: AC 6; HD 4; hp 29; # AT 1; D

Special; MV (40"); SVF4; ML 11

20np: QO000 00000 00000
Q0000 OO000O 0000



If more than 2 PCs cross the bridge at the same
time or if combat occurs upon it, the bridge will
break (save vs. Paralysis or plunge to doom).

Cultists often stash their treasures in a small nook
at the northeast end of the room. In it the PCs can
find 1d20 sp, 1d20 gp, some very nasty beer, and a
Potion of Healing (the cultists think it is poison).

Slimy sleeping chamber where cultists fall
@ into stinking puppy piles, slumbering near

the mouth of their god like psychopathic
sycophants. The floor is treacherously slippery
and requires a Dex check every 10’ of movement
or every round of combat to avoid falling down.

In this area are 6 caged cultists, 1 bell summoner,
and 7 trillobites.

Caged Cultists (6): AC 6; HD 2+1; hp 17, 16, 14,
14,9,5; # AT 1; D 1d6; MV (40’); SV F2; ML 12

17hp: OOQ0OO  16hp OOO0O
00000 O0000
O0000 O0000
00 O

14hp: QOOQQO0O  14hp: QOO00
O0000 O0000
0000 0000

9hp: OQOO0O0 shp: OO0OO00
0000

Bell Summoner: AC 6; HD 4; hp 30; # AT 1; D
Special; MV (40’); SVF4; ML 11

30hp: OO000 00000
00000 00000
00000 00000

Trillobites (7): AC 3; HD 3+1; hp 15, 13, 10, 10, 9,

8, 5; # AT 3; D 1d4/1d4/1d6; MV (40’); SV F3; ML 10

15hp: OO OO0 13hp: OOO000
00000 00000
00000 000

10hp: QOQOQO 10hp: OOO00O0
00000 00000

9hp: OOO0O0O gp,, 00000
0000 000

5hp: QO0OO0O0

Trillobite

AC3 Skittering across the

HD 3+1 cavern floor, the 1’ long
MV 90’ (30') trillobite seeks flesh
Atks 2 pinch/ 1 bite upon which to dine. On a
s 15 ¢ i hit of natural 20, a trillo-
#A g 2d6 bite can burrow into its
SVII%) target’s armor and flesh,
ML 10 dealing an additional 2d6
Pesesec Kisms points of damage per
ALN round. The creature can
XP 100 be cut out with a blade,

causing 1d6 more points
of damage but ending the trillobite’s journey. The
hard exoskeleton of this creature makes it immune
to ranged weapon attacks hitting with anything
less than a hit roll of 18.

Hidden deep in a crevasse is a locked brass box
containing a bizarre treasure the cultists wanted to
keep out of sight, but not too far away...

Staff of the Slug: Weird
staff. Mostly a long, living
slug. Touching the staff
prompts save vs. Paralysis or
be too grossed out to touch it
any more. Slap against surface
to climb at 10' per round. Grab
enemy's shield, weapon, or
held item on a hit of 14 or
better. Control up to 20 HD of
giant leeches, caecilias, or
other slug monsters within 60'
for 1 turn. The Whisperer has
a fear of the slug staff and will
not attack or whisper to
anyone holding it.




Worship chamber littered with debris and

wet with saliva from the mouth of the

Whisperer. Bones of many dead cultists are
strewn about, including 7 skull bells and 15 head
cages. The west wall features a curious relief of a
grim warrior clutching a great sword. The relief is
slightly cracked in a few places but otherwise
seems unusually well preserved. Tapping the wall
reveals it is hollow. Breaking it requires an open
doors roll or 1 turn of hammering with heavy tools
or weapons.

When the wall is broken, a noxious gas is released.
All PCs in the room must save vs. Poison or suffer
2d6 points of choking damage.

Inside the wall is an odd weapon.

Glorpal Sword: Forged from a
tooth of the creature, found to
embody some of the Master's

mental power in form of acidic

ooze. Functions as +2 weapon.
Forces save vs. Death on natural

20. Drips ooze when in use. On 1

in 6, splatter hits random person
within 10' (including user) for 1d6
acid damage. Ooze can penetrate oo
locks, doors, and chests in 1d6 o
rounds. Against the Whisperer it
will cut off 1 tooth per hit point of
damage dealt.

Chamber of the Whisperer. Hot
@ and foul with the monster’s

breath. None know from where
it came.

The chamber is slippery, requiring a Dex check to
move or fight without falling down. Upon entering
the area all PCs must save vs. Spells or roll on the
Whisper Reaction Table at +4. Any PC already
suffering from a result of 15 or higher will con-
template leaping into the mouth out of fear and
reverence. Only a save vs. Death will prevent them
from doing so.

The chamber is occupied by 4 bell summoners, 10
caged cultists, and 13 trillobites. When PCs are
within 10’ of the mouth of the monster it will
attempt to eat one of them every round.
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Bell Summoners (4): AC 6; HD 4; hp 30, 28, 21,
18; # AT 1; D Special; MV (40’); SV F4; ML 11

30bp: QOO0 0O0000
O0000 00000
O0000 00000

28hp: QO OO0 QOO0O000
00000 0O0000
O0000 Q00

21hp: QO OO0 O0000
O0000 O
00000

18hp: OOQO00 OO0
00000
00000

Caged Cultists (10): AC 6; HD 2+1; hp 17, 16, 15,
14,13,10, 10,10, 9, 8; # AT 1; D 1d6; MV (40’); SV
F2; ML 12

17hp: QOQOQQ 16hp: OOQO00O
010101010 010101010
010101010 010101010
QO O

15hp: OOO0O0 14hp: OOO0O0O
00000 00000
010101010 0000

13hp: OOO00O0O 10hp: OOOO0O
00000 Q0000
000

10hp: OOOQ0O0O 108p: OOOQO
010101010 00000

9hp: OOOQOQO 8hp: 00000
0000 000

Trillobites (13): AC 3; HD 3+1; hp 25, 25, 18, 15,
13,12,12,11,10, 8,8, 7, 6; # AT 3; D 1d4/1d4/1d6;
MV (30’); SV F3; ML 10

2 GO000D DOOO0
00000 00000
00000



00000
00000

25hp: QO000
00000
00000

18hp: QOOQO0O0
00000
00000

00000

000

13hp: OO OO0
O0000 010101010
010101010 OO0

12hp: QO QOO0 12hp: OOOO0O
010101010 010101010
OO0 010

15 hp:

11hp: QOO0 10hp: OOO00
goooo 00000

shp: OOQOQQO 8hp: OOO0O0
000 000

7hp: OOO00 6hp: OOOOO

OO O

The Whisperer itself occupies most of the
chamber, but there is at least 10’ between it and
the wall on all sides.

This demonic entity is utterly unknown in all the
lore of the world. It seems to only desire growing
larger. It grows by devouring worthy souls.

The creature does not have hit points, but must be
defeated by breaking its teeth. No other attacks
will harm it. Magic spells that do not deal hit point
damage may affect it, per Judge's discretion. But
the creature cannot be moved from its position by
any spell nor can it be Charmed or otherwise con-
trolled mentally.

The Whisperer has 32 teeth. On a hit of 16 or
more, a tooth is broken off. When all the teeth are
broken, the Whisperer will retreat into the earth to
regrow them... a process taking nearly a hundred
years.

Whisperer: AC 2; HD 12; hp special; # AT 1; D
2d10+special; MV (0’); SVF12; ML 11

When the monster hits a PC with a 16 or higher,
they are impaled on a tooth for an additional 1d6
damage per round (save vs. Paralysis to break free).
But on a natural 20, the monster swallows the PC
whole. The PC must save vs. Death every round to
remain alive while taking 1d10 damage every
round from the creature’s relentless digestion.

Once per round the creature can whisper awful
secrets to a target PC, forcing a saving throw vs.
Death to avoid instant insanity. Insane PCs will
run away on a 1-2, attack their allies on a 3-4, lie
down and weep on a 5, or leap into the maw of the
beast on a roll of 6 on 1d6.

The idol statue bears 101 teeth, all of which are
razor sharp. Inside the maw can clearly be seen a
glove bearing a single eye. The eye occasionally
blinks.

Sacred worship space with mouth idol.
Features an altar stained with blood and
surrounded by brass bells.
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Anyone putting their hand inside the mouth must
save vs. Paralysis or have their hand chomped off
for 2d6 points of damage. Any object placed
between the jaws is snapped in half, including
magic weapons. The back side of the statueisa
mirror image of the front, complete with its own
mouth. Breaking the statue from the rough-hewn
sides requires 1d4+1 turns of labor with hammers,
crowbars, and other heavy tools.

There are two quicker ways to attain the glove. One
way is to don the Gauntlet of Goorph, which will
keep the mouth from closing. Another way is to
break off all 101 teeth by smashing the mouth and
breaking 1 tooth per 1 hit point of damage dealt
(treat as AC 4).

Eye-Glove of the Void: Human skin glove grants
access to infernal and celestial knowledge. When
donned, save vs. Death or become gibbering idiot
for 1d6 turns. Otherwise, each turn scrye the
unknown to gain access to the mind of the
Whisperer. If the creature fails a save vs. Spells,
wearer of the Eye-Glove controls it for 1d6 rounds
and may command it to return to its own hellish
dimension. If worn more than 1 turn, PC will be
seen by an otherworldly being and many bad, bad
things will happen to them.

Mini-shrine alcove. Might have been the
original worship site. Now inhabited by a
nasty giant spider.

Giant Spider: AC5; HD 6; hp42; # AT 1; D
1d8+poison; MV (40’); SV F6; ML 8

22hp: QO000 00000
00000 00000
00000 00000

00000
00000
010

The spider’s bite will cause 1d8 damage per round
for 1d10 rounds on a failed save. It's web contains
the following treasures: 273 gp, 433 sp, 7 gems
(100 gp each), a Scroll of Magic Missile, a
Potion of Gaseous Form, a +1 Shield, and the
Crystal Axe.

The Crystal Axe: Forged from a tooth of the
Whisperer, which is made of unearthly crystal. It
is a +3 weapon that destroys armor on a natural
roll of 20. Magical armor is permitted a saving
throw. Each time it is used, the axe has a 1% chance
of attracting the attention of an extraplanar being,
which might be great fun for the Judge and not so
much fun for the PCs. Against the Whisperer, the
axe will break 1 tooth per
hit point of damage
inflicted. On a roll of
natural 20 it will
cause the monster
to scream in pain
and retreat to its
home dimension
for 5d100 years.

Stairs leading out of the Vault.
@ PCs will immediately notice

the air smells better... even if
the stairs lead to more dungeons!
Perhaps locals are waiting outside to
thank the PCs and shower them with
beer and roast mutton. Or maybe the
Whisperer’s disappearance has caused certain
infernal entities to show up and investiage...

D



BIACKBIRD'S CAVE

Long ago the blackbirds ate all the seeds and the
farmers called upon elder gods to curse the
birds, turning them to ash and stone. But a lord
of blackbirds saw this and vowed an oath of
vengeance for his kind. He summoned a swarm
of demonic birds that devastated the crops until
they and their lord were driven down into the
earth by the farmers' gods.

The cave of the lord of blackbirds, whose name
is uttered as Turula, is now a cursed site in the
forest near the farmlands. No one is permitted to
enter it and children who play near it are
harshly spanked. When fools break the law and
R cnter the cave they never return.

AC3 [16] HD 7; hp 40; Atk 2 claw* 1 bite [1d8 claw,
2d6 bite]; SVF7; ML 10; AL N; Int 14. Spells usable
1/day: Light, Darkness, Fear, Web, Mirror
Image, Invisibility. Turula cannot leave the cave
until a Remove Curse is cast upon the opening.
He may be reasoned with if this service is offered.
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NPCE. ofive APEYCING  ®WHTE Wes (2):AC 6, 1o 4,
As ¥he PCs make +heir wdy 'H\(oujlw hp 28, 175 #AT 1, D 18444,
2 jungle vhey are avaked py 2 MV (40); S F23ML7

WHYE APES. Neadoy s the 13ir... 28: 00000 00000

00000 00000
00000 000

17 0Q0Q0 O0000
00000 00

BHONEYARD
The area ovtside an old
Sshrine is hitiered with bones,
Mostly hwan. Waiting in
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+o the DEATH. If batde begins, there
Z 153 3 b chance +hat +the APE
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© 1ue SHADOW SHRINE 4s 15" 43\, 60" wide,and 40 deep,
King Ok waixs iaside, When he dees ot have his Mace in hand
he will throw I‘OOKS(HH)
The Sheine is 3 mess o€ bones and 9arbage. Lywy a bout Con bg
fourd 37gp %8 5¢, 8 2-handed Sword (bredks on N3+.20) and 3 larse
emerd\d (500 3?). The back W) features 3 Stenge celiet.. i€
+he emerdly s placed in +he reliet's eye Socket,all PCs
9gain 5,000 XP a5 3 ble_f.fmj I€ ;+ .5 ¥3Ken, 3/l bones in +he
- ave camp ¢ise up and 3+RAck! The Pcs Face
1d6+)3 SKELETONS,. XC]y HD L hp Heach #4r 1,
V146, (30); SFloML2.

g\ )y
KING OOK:ACG;HD T hp 40,447 2, D by weapen or 146/1d6 MV (o),
S 7, ML, King OoK js clever and will S+rike €rom a distance then
bash theovgh +he Pcs +o seek 8 +cee, HE can S+rK& once with his
Mace WnS+€ad oL twite -Forc]nj his +3rge+ 4o Save Vs. Para inS i
be knecked Prone. I8 a0 his ages €31, he wint £1€€.

Ho: OOO00 O0000 00000 00000
00000 00000 00000 OOO00O0

THOOLUN) sve Are Mace
The NACE isa +2 Weapon With
2 BUTTONS.

#1:Sword blade! On na+ 2.0
Yarget saves vS. facalysis or 105¢€S
(3Mdom appendage, [-3: Finger(1d1)
4-5=Hond, 67= Acm 3-9: €9, 10:HEAD.

#2-:Speac! Twrwing range as

longbow (fexurns end of Next cound).

Dosble damage Vs. Giant enem;es.
#3: Reser +o Mace. Hix o€ \9q+
desycoyS NoN-Magical acmor/shield.
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WHAT DOES IT TAKE
10 RAISE THE DEAD?
PC Action  d6 Roll HEX = ¢ MiLe
/—\ Standing around 0
Speaking 1 /-\ Small Cave
Holy gestures 1-3 e £0% chance of habitation by
Arcane gestures 1-2 “rant 144 bugl?ears. P]SS may find Emnst Bang
‘)eﬂd rise as ‘Iombstong defacing  1-3 1420 ‘Efgén ":_:i;;aiolng with HHE spe_aks with a salivating
ot‘gi‘ pC 1, HD 1 bt Ptf'aymgB o 1-2 ? sp, asking over and over for
eading from Book o

brains. Answers questions
falsely 50% of the time. Will
grow silent after 2d4 ques-
tions unless live brains are
offered. Never physically rises:

o

0 1d6
ik 3, B Marigold

Omar the Loug
Q Rises as a zombie with Int 16,
Will negotiate for shiny trin-
kets. Will attack if threateneq
or provoked. Aks about his
“dear Zoomie”. AC 5 Hp 2
{9 hpl, Atk 1, Dmg 148 -

i ms-uess Dead E.‘I]Ways rise A
Atk 1, Dmg 1d8 d

Tully sinquest

ises as a ghoul.
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The Marigold Witch once rode these The spirits of the dead, treacherous The Labyrinth Lord
quiet hills on her auroch, tending the as they may be, might be able to should place the book
tombstones of the dead. But she has long help the PCs find this lost, valued somewhere in the hex.
since departed. It is said her spellbook was  treasure. But they must be careful...  Any given spirit that

left behind, no longer needed on her new The wicked Armol, a terrible answers questions has a
journeys into the Astral Plane. spectre, may discover their plans 50% chance of knowing

and unleash all his hellish might the book’s location.
/ﬂj trying to get the book from them. dezzy Bell always

knows and Armol never
knows unless told.

PCs who behave in a generally

, good manner, even if tr_easure -
7 , seeking, may spot the spirit of thell B
7// gold Witchona 1-2ona 1d6 ’(ro c; X
once to see). If spotted, she wil Qf{z ;
the party +2 on all saving throws E
turns, but she will not speak of 1
the location of her book.




Whal does The monslter do wilh ifs kill?

oTenderizes PC with blunt object before cooking and eating.
eCOntinues bashing, stabbing, slicing, or biting for far too long. Leaves ruin behind.

o Immediately eats, starting with the toes and working deliberately toward the head.
°Draws crude but epic art on nearest surface depicting exaggerated victory, then eats PC.

Eats body. Gets choked and dies within 1d6 rounds. ; ;
& o ¥ eThrows body around like a ball until bored.
';""' £ ¥ eGoes to get some side items, starts a fire, cooks a proper meal of it.
o=~ i i
EEU 5 g °Drawsademonsymbol, lights a fire, burns PC in ritual. a e 9
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ePerforms impromptu entrail divination.
ggling.

O

@ Does a victory dance, then kicks the PC and runs away:.
Looks disappointed or terrified as thousands of razor-fanged tiny ants pour from the ground and eat the body in 1d6 rounds
Drags body to a nearby cart, tossing it on where 1d10 other bodies lie. Takes cart to evil wizard, sells bodies for 1d10 cp each.

Cuts body into 1d20 pieces, burying each separately. Keeps head as belt or headgear trophy.
D

[, 78

ifferent monster shows up. Fighting over scraps begins. During melee, third party sneaks in and steals body.

Throws PC over shoulder or back then heads off to the most terrifying black market in the underground.

Sorts PC's stuff, keeping some and discarding the rest. Leaves stripped body for others to eat.
@Carries PC around for 1d12 days, pretending to be best friends.

o S

Is stricken down by a brilliant light from an unknown source. Body glows, levitates, then disappears.

Rubs butt on PC's face before casually walking away.
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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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The Rigors of Readiness!

You made it out of the Dungeon of Dolorous Dooms alive and hauling a hundred pounds of treasure.
Now you're living it up at the Cat's Meow Inn, drinking at least half your treasure in the finest wine and
mead.

You are NOT still wearing your armor. Not here. No way in hell.
But the sneaky Judge decides that one of the treasures you stole from the Glorious Temple of Mog is
being tracked magically by moggian cultists. And now they've found you... fat and drunk and barely

awake! You ain't got time to put on no stinking armor.

At this point you protest! "But I would never take it off!" you say. Right. The Judge's GM sense is tingling
like Peter Parker at an Isis party. But hey... its fantasy. Let's roll for it. Are you GEARED UP or are you

CHILLED OUT? ZLZ = 2
d6 Roll How ready are you?
I You don't even have your pants on.
2 You are in your civies, totally unawares.
3-4 You have a trusted item, just in case.
5 You have two pieces of gear... paranoid. oyt o2
6 You are suited up and ready for action! :
Modifiers \\\\
-2 You were partying hard enough to go into debt.
= Your priorities were skewed to the rest and relaxation end of the spectrum.
+0 You were in down time but ever alert.
+1 You were ready to rock this whole time.
+2 You were literally anticipating trouble.

Aw HELL.

CANT A GlrL
GET HER DAMN
CUISSES oNT
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ADVANTHGE REACTION ROLL

Roll twice, keep best.

DLSADVANTHAGE ZD6 REACTION
Roll twice, keep worst. 2 Attack
3=5 Hostile
COmBHT ORDER' 6-8 Uncertain

1. Morale Checks.
g Z. Movement.

9-11 No attack

3. Missiles. 12 Friendly
4. Magic
. 5 Melee. Q@ 7 INITIATIVE
e\ g ek 6.Nextsidegoes. A3 1d6 per side, high roll wins.
55 ¢ 1@ an 7. Repeat till battle is done.

TIME 6 LIGHT REJSTING 8 HEALING _ ENCUMBRANCE & MOVEMENT

Turn = 10 minutes. L Rest every 6th turn of movement g4 ; NO.ITEMS EFFECT ON MOVE
Round = 10 seconds. or suffer -1 to hit/damage. )i Up Str No effect.
Torch = 30’, 6 turns. Z. Heal 1 HD per “night’s rest”. Str+ 1-4 Slowed.
Lantern =30’, 24 turns.  Add Con Mod to all healing rolls ¥ ;
Candle=10, 12 turns.  (magical or mundane). DSEI{JI;S’St?' m Givgl;?lgllull)%éak
e DERADOORS W4/ DLSTANCE 8 RANGE
1d8 dmg. 2in 6 (use Str mod) oy i
Bl ask: ID6 DIST. FT. BOW THROW SLING
1 turn. F-].ND HIDDEN/TRA 1 Close 0-5’ - e .
HOLY lin6 Oy 2-3  Nearby  5-60°  +1 +0 +1
SPRING TRAP ° y&. 4-5 FarAway 60-120° +0 - +0

WATER . aH A9 6 Distant 120+ -1 - -
1d8 dmg. vs. TR
undead. HEAR NOLSE RETHAINER.S HOW FAR 2d6 x 10’

, > 1in6 Will accept offer on 6+ Reaction nma‘z ARE x 10

Roll. Morale = Reaction Roll.

THEY?

MOVE{DENT "%
Moving counts as 1 action.
. Running (triple move)
counts as 2 actions. PCs
move at 40’ per round
¥ (slow 20°, crawl 10’), 120’
| running, or 120’ exploring
for 1 turn.



ATTHCK ROLL.S: To hit, roll 1d20 + mods (Str

for melee, Dex for ranged) vs. Armor Class.

CRITICHL HIT.S: Nat 20 = double damage

or special effect. Fighters attack again!

Special effect = knock down, disarm, stun, break
something, etc. Get creative. Save may apply.

BUMMBLE.S: Nat 1 = Judge rolls on fumble table.

D6 EFFECT
1~3 Embarrassing!
4 Off-balance, -1 to next attack.
5  Drop weapon or stumble if unarmed.
6 Broken weapon or self-injury:.
COMMBAT MODIF1ER.S
DEFENDER 1.5.. MODIF1ER
Prone/Blind +d
Stunned +2
Facing away ez
Partially covered -3
Fully covered -6
Running away -1 melee
+1 ranged
ATTHACKER LJ.. MODIF1ER
Prone/Blind -4
Mounted or above +1
Charging +2
Firing into melee* -4
Using two weapons -2/-4
Firing unstable -4

*If a ranged attack into melee misses, there is
a 3 in 6 chance a random target is hit instead.

PC DEATH: At zero or fewer hit points, you
go down. Make a death save and lose 1 from a
random ability, surviving with 1 hit point.

~ Check morale when

{ run.

\ UNDEAD MORALE.:

. flee (or maybe be com-

. divine or infernal power.

DAMAGE EXPLO.SION

All damage dice explode! If the die
shows max result, roll again and
add. BOOM!

WREJSTLING: Hit roll, no dmg.

Save or be held, pinned, or knocked
down till save is made.

UNARIMED DMG: 1d2 + Str modi-
fier. Fighters deal 1d3 + Str modifier.

SUBDUHAL: Normal attacks and
damge until 0 hit points. All dmg is
subdual, not actual. Loser will not
attack or flee unless given easy
opportunity.

STUN.J: A punch to the face (16+ hit) or dmg of 10+ may stun
target 1d3 rounds on failed save.

SPLINTERING: Shield or helm may be

sacrificed to absorb 1d6 dmg from enemy.

7 HEL(T)\S: Helm causes disadvantage on hearing,
spotting, and surprise... but grants +1 AC.

FIGHTING WITHDRAWL:

Movement reduced to crawling.

MORHALE: 2d6 roll
equal or less than
morale.

Check morale at start
of battle if sides are
equal or enemies are
fewer. Check morale
when enemies, espe-
cially leaders, die.

\

it seems like any
sane person would

Undead have perfect
morale, but must save or

manded) in the face of



ABILITY MODIF IERJ HBILIT? CHECK.S 1d20, roll below

1 is awesome success

SCORE MODIFIER LMHPROVE*

3 -3 10+
4-5 -2 12+
6-8 -1 14+

9-12 +0 16+

13«15 *1 18+ §
16-17 42 20 |
18 +3 20
19 +4 20

*1d20, 1 try/level ™

WHAT DOE.S THE {NODIF1ER (HOD?
STR: Melee attacks + dmg, open doors
DEX: AC, ranged attacks, stealth

CON: Hit points, healing, poison saves 1 Calm & Clear Place or Object
INT: Learning & Brecay Natural event
W1.5: Magic saves 2 Cool/Cold Supernatural event
CHH: Reaction rolls Warm/Hot
5 Rainy
6 Stormy D6 CHEJST L1.J..
BLACK PUDDING CLAJSJSE.S 1 Lockedd
D20  CLASS BP# D20 AMBIANCE S
1 Jungle Lord 4 Smells of sulfur Trapped
2 Werewolf Hunter 2 2 Silent 4  Unlocked
3 Blind Guardian 2 3  Thickwithdread g Open
- Catgirl 1 = Distant howls ¢ Bioken
5 Witch 1 5 Soft footsteps =
6 Mouldwarp 2 6 Growling
7 Sword Slinger 1 7 Soft and wet
8 Chainmail Chick 1 8 Warm and dry
9  Sinewy Barbarian 1 9 Mouldy
10 Goblin 4 10 Dusty
11 Black Knight 1 11 Acrid odor
12 Elementarian 4 12 Vibrations
13 Keeper 2 13 Warm and sweet
14 Raven Heart 3 14 Bright
15 Summoner 2 15 Dark
16 Medusa 3 N 16 Dim D4 DIRECTION
17 Luchador 3 1 Metallic taste 1 North
18 Fey Savage 2 18 Dripping water 2 South
19 Shield Maiden 3 Approaching groan 3 East
20 Star Wizard 3 Distant screams 4 West

20 is great failure.
HARD CHECK = You must roll

4 under your score to succeed.

SOFT CHECK = You can go

4 over your score by 4 and succeed.

Animal

+ 2 Common monster

Weird monster
Trap or Puzzle

NPC

LUCK
1d4 per
_adventure.
Spend 1 to
re-roll a die,
force someone
to re-roll, or
take an
additional

{RﬂNm')m STUFF . “sciion

D8 ENCOUNTER DZO BO ’?PEIKT
ea

2 4 Right arm
5 Right hand
6-8 Left arm
9 Left hand
10-14 Chest/back
15-16 Abdomen
17 Right leg
18 Right foot

BOOK. DOOR, g [ft leg

RIRST N :
EDITION DbDIO CLHJ‘ JE.J DfO TH\(’:EKN GRUB [)1210
1 Cleric actus sou

STYLE 2 Druid 2 Venison stegv 12
D8 RACES 3 Fighter 3 Barleg; porridge 13
1 Dwarf 4 Paladin 4 Beans & cornbread 14
2 EIf 5 Ranger 5 Chicken on the bone 15
3 Gnome 6 Magic-User 6 Ribs & beans 16
4 Half-Elf 7 [llusionist 7 Cheese & bread 17
5 Halfling 8 Thief 8 Lentils & bread 18
6 Half-Orc 9 Assassin 9 Fish & rice 19
7-8 Human 10 Monk 10 Oats with honey 20

20 Left foot

D20 ANLMAL

1 Cat

2 Rat

3 Dog
4 Pig

5 Sheep
6 Rabbit
7 Bear
8 Goat
9 Deer
10 Skunk
il Wolf
12 Crow
13 Ox
14 Turtle
15 Snake
16 Lizard
17 Fox
18 Raccoon
19 Mouse

20 Platypus
d- e$ !

TAVERN GRUB
Coney & cabbage
Flatbread with cheese
White rice
Spicy dollops
Head cheese & grits
Veggies in broth
Peppered taters
Mystery mash
Rattlesnake bake
Grilled meats & rice



CHARACTER CREATION,

L Roll for ability scores. 3d6 each, arrange to taste, note bonuses. <
1A. Add 1 to a score by subtracting 2 from another score.
Nothing can be reduced below 9.

2. Choose or roll for race and class. Get spells and special abilities.

ZA. Choose or roll for a specialty. Thieves pick two.

3. Roll for hit points. Re-roll all HD each level, keeping best result.

4.3d6 x 10 silver pieces starting wealth. Buy stuff.

5. Note armor class, attack bonus, saving throws, and save mods. £ 1
6. R‘oll on random stuff tables as you please. No backsies. ( ;;’}WW’# . 2
7. Pick or roll languages, make up a name, play. e e 3
CLHJ‘J‘ SPECIBLT]’EJ‘ EFRIEND.S & FOE.Y CLASS 4
D8 WIZARD.S I:G RE[fTL(_)NJ;uP [;4 (;pz}:ss g
1 Languages & Scripts £qus e ighter 7
2 Flamseisl 2 Good Friend 2 T.hlef .
3 Charms & Illusions 2 Cold Ally 3 leaf’f -
4 Summoning 4 Doesn’t Like You 4 Multi
5 Battle Magic 5 Casual Foe *Pick 2; XP req for both. 10
6 Potions & Alchemy 6 Sworn Enemy HALR 8 EVE.S E
il Legendary Lore D20 RRIEND/ROE I:S }];fui{ :):‘.!ZEIJ 13
8 Prowess 1 Sihinoner - . ac ;.rpke 14
D8 FIGHTER.S 2 Wartior rown in je
1 Shields 3 Tavern Owner 3 Red Teal 16
2 Swords & Blades 4 Dancing Girl 4 Yelow  Blue 17
2 Axes 5 Cult Leader 5 White Green. 18
4 Bows & Slings 6 Wizard 6 Gray  Roll hair
7 Mix2  Mix2
5 Poles & Spears 7 Beggar Master X o
o8 8 Roll Dhair 20
6 Hammers & Maces 8 Street Urchin Rolleyes Roll hair
7 Exotic (choose) 9 Soldier D20 SKILL/TALENT D20
8 Fists & Feet 10 Bard 1 Music i
D20 THIEVE.S i RS : RErrs :
1 Daggers & Knives 12 Cleric gosHIg
2 Getaways 13 Animal Breeder 4 Poetry 4
3 Deception 14 Hunter 5 Visual Art 5
4 Poisons 15 Landlord 6 Direction Sense 6
5 Protocol . 16 Elite 7 Sleight of Hand 7
? Languagr;s & Scripts 17 AR 8 Script 8
ug 5
3 Backstabbing 18 Clever Thief 9 +1d4. Languages 9
9 Climbing 19 Merchant 10 Animal Care 10
10 Lock-picking 20 Roll 2 11 Good Looking 11
L Traps & 12 Streetwise 12
12 Scrolls 15 Cultwise 13
13 Acrobatics 14 Diplomatic 14
ig gteal‘éh 15 Starwise 15
woras .
16 Bows & Slings 1 Healu}g 0
: ; 17 Naturalism 17
17 Ventriloquism ;
18 Throwing 18 History 18
19 Performance 19 Craft 19
20 Lore 20 Roll 2 20

RACE
D4 RACE
i | Elf
2 Dwarf
3 Halfling
4 Human

Rulers
Beggars
Merchants
Slaves
Entertainers
Politicians
Scholars/Clergy
Wilds
Monsters
Servers
Adventurers
Villains
Artisans
Seafarers
Elites
Artists
Workers
Farmers
Gods
Roll 2

TRALIT.S
Religious
Angry
Stoic
Brave
Amused
Paranoid
Vengeful
Honest
Caring
Bumbling
Dramatic
Sarcastic
Superstitious
Pedantic
Mellow
Logical
Grim
Gleeful
Rowdy
Hypercritical



LANGUAGES

Cultural+Common+1 per Int above 12. DIOO
1
DIO LANGUAGE 2
1 Dwarf 3
2 Elf 2
3 Halfling 6
4-6 Regional i
7 Exotic 8
8 Guild 9
9 Weird Tongue i(l)
10 Outer Tongue* 12
- - 13
DREIEEERD 14
D20 WEIRD TONGUE.S 1o
1 Salamander 18
2 Goblinoid** 19
3 Spider 20
4 Giantish** 21
5 Cult %%
6 Tree 24
7 Unknown 25
8 Bee 26
9 Snake 27
10 Naga %g
11 Dragon 30
12 Cat 31
13 Witch 32
15 Wolf 34
16 Ha 35
8 36
17 Wind 37
18 Undead 38
19 Mouse & Rat 39
20 Infernal 40

*QOuter tongues are from lands afar ¢
known by few. Make something up!

**If uncertain about monster heritage, %
roll 1d6: 1-2=Goblinoid, 3-4=Giantish,
5=Common, 6=Local dialect.

Intelligent monsters speak
Common 20% of the time and speak
random additional language 20% of

the time.

LEARNING LANGUAGE.S

1in 6 chance to learn per week of
study & practice. Int bonus applies.
Weird tongues = disadvantage.

BACKGROUNDS

NAME
Actor
Alchemist
Animal Handler
Armorer
Astrologer
Baker
Barber
Beekeeper
Beggar
Blackgsgmith
Bodyguard
Bookbinder
Bounty Hunter
Bowyer/Fletcher
Breeder
Brewer
Butcher
Caravan Guard
Carpenter
Cart Maker
Cheesemaker
Cleric
Cooper
Demonologist
Diplomat
Digger
Dyer
Exterminator
Falconer
Farmer
Fisher
Food Taster
Fortune-teller
Furrier
Gambler
Ghost Whisperer
Glassblower
Glovemaker
Gongfarmer
Healer
Herbalist
Historian
Hostler
Huckster
Hunter
Jailor
Jester
Jeweler
Kept Spouse
Locksmith

DIOO
51
52
95
54
55
56
57

58
59

NAME
Lookalike
Lorimer
Metalworker
Mapmaker
Mason
Mercenary
Merchant
Miller
Miner
Minstrel
Model
Moneylender
Mushroomer
Navigator
Noble
Orphan
Outfitter
Outlaw
Painter
Playwright
Poet
Potter
Preacher
Professor
Rope Maker
Sacrificial Virgin
Sage
Sailor
Savant
Scribe
Sculptor
Secret Sibling
Servant
Shaman
Smuggler
Solgiger
Squire
Tailor
Tanner
Tax Collector
Tinker
Trapper
Undertaker
Urchin
Vintner
Wagoneer
Weaver

Wizard’s Apprentice

Woodcutter
Xenologist




5000~ U KN

CATCHY NAME.S
NAME D20 NAME
Suydam 1 Nell

Dobri 2 Mugg
Falloch 3 Daiza
Yarlswerth 4 Il Imaro
Oria Nim 5 Kroth
Zax 6 Zxek
Abra 7 Callibrin
Kelesh 8 Jilx
Minnikal 9 Mumtra
Olk 10 Kigam
Uddo 11 Bone
Nimashte 12 Ardru
Abigail 13 Grith
Barl 14 Azpiri
Donko 15 Varga
Glorr 16 Bode
Bok 17  Allmunzian
Sturg 18  Waurtilnok
Garu 19 Ko
Kiriel 20 Hrog
THE.. D20 THE..
Dusty 11 Brave
Impudent 12 Wise
Impure 13  Magnificent
Fabulous 14 Forceful
Strong 15 Majestic
Lovely 16 Ambitious
Bull 17 Silent
Dastardly 18 Deadly
Large 18 Skilled

Honest

‘1‘" I n‘.“
ﬂ]‘ ...... \

o

Clean

GUILDS 8 CULT.S
D20 GUILD
1 Order of Illustrious Artists
2 Guild of Cheese and Milk
3 Artisan Guild
4 Merchant Guild
5 Order of Arcana
6 Maximal Offices of Customs
7 Mercenary Guild
8 Cooperative of Farmers
9 Guild of the Shadows
10 Metalworkers’ Collective
1Ll Stoneworkers’ Guild
12 Beer Guild
13 Vintners’ Society
14 Outfitters’ Union
15 Cabal of Cartography
16 Miners’ Group
17 Animal Hander League
18 Trade of Secrets
19 Society of Lofty Means
20 Philosophers’ Coterie
D20 CULT
1 Cult of Nyller
2 Church of the Mindmaker
3 Shadow Shrine
4 Cult of the Worm Witch
5 Doom Cult of Dread
6 Red Cult of Unease
7 Cult of Endless Mirth
8 Silver Church
9 Foon Fom Gar
10 Llyarial’s Church
11 Temple of the Moon
12 Daughters of the Mist
13 Ghoul Cult
Bloody Altar of Ork Gods
Shrine of the Dawn

Altars of Mystery
Temple of the Sun
Cult of the Winged Ones
Book of Secrets
Shrine of Worms

THE. COLOR OR MAGIC
Red
Blue
Yellow
Green
Orange
Purple
Black
White
Silver
Gold
Sparkles + Roll again
Metallic + Roll again

WHAT'S In

YOUR POCKET?
3D12
3 Dagger +1
4 Silver dagger
5 2d6 gp
6 Agate
7 Jade brooch
8 Dragon tooth
9 Copper ring
10 Cricket
11 Rat tail
12 Steel mirror
13 Shiny pebble
14 1d4 cp
15 Brass fork
16 1d6 sp
17 Knife
18 Quill
19 Locket
20 Small chain
21 Tin cup
22 Ruby
23 Arrowhead
24 Flint
25 Wool

26  Flask of whiskey
27 1d6 marbles
28 Shred of map
29 Small book
30 1d6 candles
31 Dried mango

32 4d6 gp

33 Diamond

34 Potion of Healing
35 Potion

36 Magic scroll

D20 YOURVICE

1 Gold

2 Silver

3 Jewels

4 Gadjets
5 Weapons
6 Adventure
7 Beer

8 Wine

9 Whiskey
10 Pipes
11 Sweets
12 Meals
13 Lore

14 Magic
15 Carousing
16 Brawling
17 Religion
18 Talking
19 Music

20 Pretty Things



SCILERIC

LEVEL TITLE Xp HD TOHIT SHAVE

1 Acolyte 0 1d6 +1 15
2 Adept 1,500 2d6 +1 14
3 Priest(ess) 3,000 3d6 +2 13
4 Vicar 6,000 4d6 +2 12
5 Curate 12,000 5d6 +3 11
6 Elder 25,000 6d6 +3 10
7 Bishop 50,000 7d6 +4 9

8 Lama 100,000 8d6 +4 8

9 High Priest(ess) 200,000 9d6 +5 7
10  Supreme Priest(ess) 300,000  10d6 +6 6

PRAY FOR A MIRACLE DIVINE INTERVENTION
You are a vehicle for holy power.  You are no mere clerical function-
Pray for a spell when you need it.If  ary. You are a Chosen One. You

the gods smile upon you, the may beseech the gods in times of
miracle takes place. Choose any  need and ask for direct interven- SAVING THRO® BONU.S
spell from the list. Make a prayer  tion. The chance that your gods You get +2 when saving against
rc:)lldm:1 1d6. }(1)n a reSi;lt ofdl, the hear and respond is equal to poison, paralysis, and death.
ods deny the miracle and you 1% per level, plus your Wisdom
ca%not atte}lfnpt that spell agaSiJn for ? mgdiﬁgr. DIVINE MIRACLE.S
a number of days equal to the The gods grant their divine powers as
spell’s level. The exact nature of the interven-  magic spells. You may pray for these
tion is entirely up to the Judge. level 1 and 2 spells. You may be granted
Each time you pray for the same more powerful miracles as you prove
spell on the same day the chance of your devotion and carry out your gods’
the gods’ denial increases by 1 in 6. commands.
You cannot bring about any miracle ”2)8 S Sl!) l(%{;l;m LEEEL
of a spell level higher than your 3 rﬁ‘?ﬂg Tr 32;3 " 2
own level. 4 Resist Fire 2
YOU FOLLOW THE GOD(5) OF .. e T 5 Silence 15'Radius 2
D8 DOMAIN .. 6  Speak With Animals 2
MmA HOLY SYMBOL 7 Light 1
2 Food The symbol of your chosen god or 8 Bless 2
3 Bugs gods must be carried upon your 9  CureLight Wounds 1
4 Weather person at all times. It can be a 10 Hold Person 2
5 Knowledge staff, rod, scepter, amulet, helm, 11  Protection from Evil 1
6 Peace & Love ring, or whatever is decreed by 12 Detect Evil 1
7 War your faith. Only when possessing 13 Detect Magic 1
8 Beauty & Art your symbol - in whatever form - 14 Resist CoFd 1
9 Magic can you pray for divine spells and 15  Purify Food and Water 1
10 Nature perform other miracles. 16 Remove Fear 1
11 Good or Evil
12 Beer/Wine/Food Temporary or makeshift holy EFAVOR OF THE GOD.S
13 Element (choose) symbols will work fine for one Choose 1 spell from above to be your
lé Seafarlg%fWandermg day... then you must endeavorto  favor of the gods. You have Advantage
iﬁ M anccle replace your symbol with a proper on prayer rolls for this spell. But you
onster (ran g type) one befitting the gOdS. Until you must permanent]y remove some

accomplish that task, all your other spell from the list! To make this
prayer rolls are at Disadvantage. more interesting... roll for both.



TURN THE UNDEAD WHAT DOE.S YOUR GOD HATE? HOLY VESTUNENT.S

Your holy presence can rebuke the
undead, causing them to flee with ID120 Lif "ﬁo i 10110 ?(I)JU WEAR..
all haste and attack you no more. 5 Th . ek 12 thpre 5 'I(‘)'n el
Brandish your holy symbol, speak 3 D is Y 1 1ties llg. Lonit
your oath, and make a prayer roll. arkness 3 Mountains 3 Plain tunic
Unless you fail, all undead within 5’ 4 Evil 14 Blasphemy 4 Colorful robes
per level must save or flee in terror. g gliagﬁnls ig VM(;ney 2 N Cape h
Creatures with more HD than your 7 Pl £A30 17 5’ en}(l:e 7 Q ot Igluc
level have Advantage on the save. If 8 I EelalLe £ atibes0n
your level is 2x the creature’s HD or FLAGES 18 Magic items 8 Lots of straps
greater they take 1d4 pOintS of 9 Wizards ]_9 Undead 9 Conical hat
dama ge per level. 10 Arace(random) Slavery 10  Anything you like

@ 5 @@U-

WHAT POWER.S ARE INVESTED IN YOU?

As a Chosen One, you may have a unique amazing gift. But beware...
not all gifts are good.

DIOO GIFT/CURJSE )
01-05 Light/Darkness 1/day
06-08 Summon 1 HD monster/level as servant
09-13 ESP 1/day
14-21 1d3 Cure Light Wounds/day
22-23 You see invisible things
24-25 Ugly visage (Disad on reaction rolls)
26-54 Nothing special
55-56 You are blind
57-60 +1d3 to random ability
61-63 Monster magnet
64 Fated to die (Judge knows when)
65-66 1d3 spells unavailable
67-69 Fly 1/week
70-74 Transform into random animal 1/day
75-80 Read Languages 1/day
WEHAPON.S YOU CAN USE 81-85 Third eye (never surprised, random Wizard spell)
) ) 86-89 Immune to electricity, fire, or water
The gods may forbid certain 90-92 Great beauty (Adv on reactions)
weapons and armor... 95-91 Prophesied to do a Great Thing
98-100 Permanent Bless on you
D20 WEHAPON.S ALLOWED
21_{7 Anglweapon will do ARMOR YOU CAN WEAR PROHIBITION.S OF LIFESTYLE
- unt weapons Dar roll and roleplay the result?
g Daggersandknives D20 ARMOR ALLOWED e i ;éo‘;ffglfri(fg”
9 The sword! 1-10 Any armor is fine 1 Tati
10 Hammers of the gods 11-12 No shields . g ating gnegtt q
11 Mace only 13-15  Blessed holy chain 3 eeg:]ng}llnl =
12 Staff, sling, club 16-17 Plate only 1 R go0
13-17 Choose only one 18-19  Scales of the divine 5 e
18-19 Bows only 20  Noarmor is allowed e R ! &pg
20 Weapons are forbidden o : delae rléls%
8 Getting angry
9 Riding (must walk)

1 10 Harming plants/trees
11 Using arcane magic
2 Laughing



FIGHTER}, B

LE’.VEL TITLE HD TOHIT SHAVE

Veteran 1d8 +1 14
2 Warrior 2,000 2d8 +2 13
5 Swordmaster 4,000 3d8 +3 12
4 Hero 8,000 4d8 +4 15l
5 Swashbuckler 16,000 5d8 +5 10
6 Myrmidon 32,000 6d8 +6 9
7 Champion 64,000 7d8 +7 8
8 Superhero 120,000 8d8 +8 7
9 Warlord 240,000 9d8 +9 6
10 Battle Master 360,000 10d8 +10 5

MART 1AL PROWE.S.S ‘%’ WEAPON MAJSTER
When you crit, attack again! ¥ Pick a weapon type, or roll
a for one. You get +1 to hit and
Against foes of lower levelor ~ §4 dmg when using it.
HD, you get one extra attack k 1. Shields*
per round. e 2. Swords & Blades
3. Axes

Against foes of 1 HD or less,
you attack once per round
per level!

m,-u

4. Bows & Slings
5. Poles & Spears
6. Hammers & Maces
7. Exotic (choose)
8. Fists & Feet

*Additional +1 AC

CO\SAVING THROW BONU.S
.\ You get +2 when savm%agamst
7 P\ poison and deat

=

When you are a champion or
better, you attack twice per
round against all foes.

In the heat of action you can perform awesome
stunts and amazing deeds. Name the battle move before attack roll!
Battle moves deal no damage. Below are some examples. Get creative!

BLINDING THROAT PUNCH
You strike at enemy’s eyes, blinding them A powerful blow to the throat stuns enemy 1d3
for 1d4 rounds (save applies). rounds, preventing speech or screams.

—— i e o
Aiming for the weak spot, you shatter their ouhs amlggur eE:i 1; C‘b delr s u}rlmmg
non-magical weapon and smite it to the them . d3rounds. Nobocly expects that.

ground! (-2, save applies) ITPROVLSED THROW
KNOCKDOWN You grab a nearby object such as a chair

Kicking, bashing, or sweeping, you drop and hurl it at enemy, causing them to
‘em to the ground. lose 1 round of action.

DL.SARIT PSYCH QUT
A careful strike to the fingers causes You dodge and feint, confusing enemy and
them to drop whatever they are holding gaining +2 to hit and damage on next
(save applies). attack.

DLSPLAY OF PROWE.S.S SMASH THE SCENERY
You do a fancy move, forcing a morale You break stuff to vex your enemies,

check. Only works on lessers! blocking their path and costing them an
attack. 18+ roll = your allies feel it too.




S ITOHIDENF %,

LEVEL TITLE TO HIT SHAVE/SKILL
1 Apprentice 0 1d6 +0 14
2 Footpad 1,200 2d6 +0 13
3 Robber 2,400 3d6 +1 12
4 Burglar 4,800 4d6 +1 1!
5 Cutpurse 9,600 5d6 +1 10
6 Sharper 20,000 6d6 +2 9
i Pilferer 40,000 7d6 +2 8
8 Thief 80,000 8d6 +3 7 SAVING THROW BONU.S
9 Master Thief 160,000 9dé6 +4 6 You get +2 to save against traps,
10 Supreme Master Thief 280,000  10d6 +5 5 magical or mundane.
THRILLING SKILL.S BACKSTABBING ARIMOR
You got skills. You can do sneaky, If you are unnoticed, you  Your basic armor bonus can be a
thiefy type stuff by passing a get +4 on an attackrolland  penalty to certain skill rolls, per
1d20 skill roll vs. your ST deal double damage. Judge discretion.
number. This includes searching
for doors, finding traps, avoiding THIEF SKILL SPECIHLTIEJ
traps, and listening for noises as
well as anything else the Judge A skill roll of WEAPON.S BACKSTAB
accepts as a thiefy thing todo. Add  1isafumble +ite hitidms witha Additional x1 dmg.
the appropriate ability modifierto  whilea 20isa — Vg i
the d20 roll. critical ARG
success. You THUG
You can specialize in 2 skills per can offer THROWING: +1 to hit +1 dmg in melee; stun or
level, gaining +1 on the d20 roll. enthusiastic  with any thrown object. knockout duration x2.
You can stack a specialty, gaining descriptions
+1 or some other benefit noted in of failures
the description. You canstacka  andsuccesses, ~DECEPTION HAGGLE 8 APPRALSE
skillupto 3 times. per Judge’s Lying, cheating, Assess value, detect fraud, get a
discretion. persuading. batior daal
POLSON
Knowing how to handle it PROTOCOL
and where to find it. Knowing etiquette,
CLIMBING rituals, and traditions.

Climb anything. Stack to climb

. TRAP.S
HpBIeEdowD; Finding & disarm-
VENTRILOQUL.S( ing. Stackonceto L ReehS g
LOCKPICKING Throw voice to fool people. set traps.
Knowing how, knowing locks. ~ Stack for weird sound FX.
ACROBHATIC.S LANGUHAGE.S & SCROLL.S
]umpﬁgarg]nd wsl] SCRIPT.S \  Ability to use magicscrollson a
to wall, roof to roof, Advantageon learning. +1d4 skill roll. Stack for ability to copy
amazing stunts! languages. No stacking. scrolls, per Wizard'’s rules.
"~ PERFORMANCE
STEALTH LEGEND.S & LORE Play a tune, sing a song, recite
Sneaking & hiding. Know strange things. poetry. Compel listeners. Stack for

Proper and simple. ability to learn magical bard songs.



LEVEL TITLE Xp HD TO HIT SHAY

1 Medium 0 1d4 +0 15

2 Seer 2,500 2d4 +0 14

3 Conjuror 5,000 3d4 +0 13

4 Magician 10,000 4d4 +0 12

5 Enchanter 20,000 5d4 +1 11

6  Witch/Warlock 40,000 6d4 +1 10

7 Sorceror 80,000 7d4 +1 2,

8 Necromancer 150,000 8d4 +1 8

9 Wizard 300,000 9d4 +1 7

10  High Wizard 450,000 10d4 +2 6 1
SPELL.\S: Memorize spell to cast. 1 turn per spell level to memorize, ) ﬂ”""
1 memorization per spell. Casting erases from memory. Cannot memorize spells of i _n
level higher than your own (except level 2 spells). Spells ready until cast. = m{ ’
THE VULGHK GRIMOIRE, STHARTING SPELLBOOK : Y “[?[

These most common, most banal of
magic spells are taught to lowly con-
jurers and, though their utility is leg-
endary, most wizards of true power
are loath to waste time on them.
Perfect for a budding mage...

SPELL
Floating Disc
Detect Magic
Wizard Lock

Levitate

D12

2
3
4
5
6
7
8
9
10
11
12
13
14
15
16

17
18
19
20
21
22
23
24

Protection from Evil
Charm Person

Phantasmal Force

Continual Light

o

Sleep
Knock

Magic Missile
Read Magic

Web
Light

Mirror Image
Invisibility
Hold Portal

Shield

Ventriloquism

Locate Object

Detect Evi

ESP

Read Languages

23X

LEVEL

(i S I S O S S T S O S B SR T S B S T T e e e e T o B oS T

Roll 1d6 vulgar spells learned from
master (wizard, demon, enchanted
lady in pool, etc.). Get more
through discovery and research.

SPELLCAJSTING
Hands free, voice ready. If
hit in same round before
casting, spell is ruined.

POTION.S 8 SCROLL.S .
Cost 100 x 1d6 gp and 1d4
days to prepare. If inventing

new, add 1d6 days.

Scrolls cost 100 x

1d6 gp per spell

level and 1 day per

spell to write or
half time and
money to copy.

ARMOKR

Must pass save

minus armor bonus

when casting in

armor, or spell fails.

Magical bonus
doesn’t apply.

magic.

] LEARNING SPELL.S
Make an Int check, adding
spell level to roll. Only 1 try
per level, per spell. Spells
copied from scrolls must still
be learned! If casting Read
. Magic or being taught by a
; higher level wizard, no Int

check is required.

ks

MAGICAL RESEARCH

Inventing spells, rituals, and magic items takes
time, money, rare lore, and strange ingredients. A
quest may be involved, or you may have to pay out
the rear for the stuff you need. The cost of invent-
ing the simplest new spell or magic item or re-cre-

ating an existing spell or item that has thus far

eluded you is at least 1,000 gp (x 1d10, 1d20, or
1d100, in most cases) and the time required is on
the order of 1d6 weeks or more.

There is a 15% or greater chance that these efforts
will be in vain and the research will fail.
Regardless of the outcome of that final fateful
dice roll, the money and time are already spent.



3 G WIZARD STUFF Fo Chpet ay ro

D20 HIGH WIZARD OF..

7 CHOOSE OR ROLL ROR ONE SPECIHLTY 1 the Magic Shoppe
2 the East Winds
L LANGUAGE.S 8 SCRIPT.S 1. CHARIMS & ILLU.SION.S 3 the Tower of Eyes
Advantage on learning. +1 language  +1 to save against charms and illusions. 4 Black Fire
per level. Advantage on Int checksto -1 target saves against yours. Spell-like 5 the Deadbone Night
learn spells. 25% reduced cost to power: Charm Person, 1/day. 6 Heain
create scrolls. 7 Bli
iss
3. ELENENTHAL 4. SUMMONING 8 the Sublime Garden
+1 vs. or to save against elemental  +1 to save against summoned creatures, 9 Endless Curiosities
magic and monsters. Advantage on Spell-like power: Summon a 1 HD 10 the Witching Hour
damage rolls for elemental spells monster 1/day to do bidding for 1 the Seven Screaming Dizz
(Lightning, fire, etc.). turn/level. Find Familiar known. Blood Sorcery
Red Robed Majesty
5. BHTTLE MBGIC 6. POTLONJ 8 HLCHEmY Sugarbone Rattlesnakes
Spell-like power: Magic Missile lfdafz 25% less cost to mix potions. Advantage Starlight
Advantage on damage rolls from spells. ~ on potion duration rolls. +2 to save thell.och of Nare
against negative potion effects. Batwing Dreams
7. LEGENDARY LORE 8. PROWE.S.S the Castle of Daggers
Advantage on Int checks to know You are tougher than the average the Rookery
things. Advantage on saves against ~ wizard. Advantage on hit point rolls. Rainbows
going nuts upon learning of the vast-  Also, roll your Strength again and keep
ness of cosmic time and space. the higher result. RO 3 @
DARE YOU ROLL A RANDO ARCANE MARK?
D20  ARCANE MARK ACQUIRED BY MAGICAL MLSADVENTURE D6 CURJSE OF THE BODY
1 Firebreathing 1/day. 1-2 -1d3 from Str
2 Levitate at will (low height, but terribly mysterious). o4 -1d3 from Con
3 Command 1/day. 5-6 -1d3 from Dex
4 Voice of Dread (-2 morale checks).
5 Eyes of the Magi (3 in 6 exploration rolls). D6 CURJSE OF THE MIND
6 Curse of the Body. 1-2 -1d3 from Int
7 Bane of Demons (infernal at disadvantage against your power). 3-4 -1d3 from Wis
8 Ghost Walk (semi-invisible at will until action taken). 5-6 -1d3 from Cha
9 You have a familiar. Take care of it.
10 Telekenetic (move small objects with mind, open doors, etc.). Dé CURJSE OF THE SP,]',K]'T
11 Guardian Spirit (advantage roll 3/day). ‘S‘ 31,_2 11ffr0m21 randdom %bihty
12 Forbidden Magic (random spell requires save or die to learn or cast). S 5:6 i rcir{lﬁ_ ;;nal?ﬁs esl S
13 Second Sight (know 1d4 unkown facts per day, given by Judge).
14 Curse of the Mind.
15 Doppleganger (you have a duplicate plotting against you).
16 Fear of the Dark (save or run in fear from encounters, 1/night).
17 See you in Hell (damned to hell upon death... quest to avoid!).
18 Curse of the Spirit.
19 Supernaturally Good-looking (+2 reaction rolls).
20 Judge breaks out some next level weirdness.
DZO FAMILIAR DZO FAMILIAR D20 FAMILIAR DZO FAMILIAR
Cat Snake 11 Owl Rabbit
2 Bat ? Monkey 12 Raven 17 Butterfly
3 Dog 8 Fox 13 Songbird 18 Bumblebee
4 Frog 9 Lizard 14 Pig 19 Mouse
5 Rat 10 Wolf 15 Squirrel 20  Tiny Unicorn



pegumal-t) WAND.S, ROD.S, 8 STAVE.S

A WIZARD'S BE.ST FRIEND.S

You can use wands, rods, and staves to augment your wizardly powers and look more awesome.
But there is a hierarchy. Wands first, then rods, and finally staves may be mastered in this way.

WIZARD MASTERY MASTERY wARDbS
LEVEL 0 A wand can hold 1d2 spell levels.
3 Wands 0 Mastery allows you to use your RODS
5 Rods ’31, < ® implement to cast Spells or A rod can hold 1d4 spell levels.
7 Staves g 2; ) 5) absorb magic that is aimed at _ ‘S?ﬁrfﬁ's —_—
5 @0 you. When you acquire the I st b

M

INTERCEPTION
You can intercept or block a
spell cast at you or an ally (10’
range per level) by sacrificing
your wand, rod, or staff.

~J
'mem >~ implement, roll for it's spell
- 8 ) . .. .
8f>-. S o levels. This is the life and power
e

of the item.

STRANGE PROPERTIES OR YOUR WAND, ROD, OR STAFRR
D20  HOWDOES 1T ZAP?

1 ‘Sp'arkles DOE.S 1T HAVE A BETTER TO BURN OUT
2 Swirling colors DIO0O JSECRET POWER? THZAN TO RADE AWA
3 Rainbow 1-50 No, sorry : - Q-
4 Black lightning 51-52 Whispers randomly When an implement is used at
5 Red mist 53-55 Casts candlelight max power (all spell levels), there
6 Wet spray 56-58 Casts torchlight is a 2 in 6 chance it will burnout
7 Energy hum 59-60 Cursed! -1 saves upon casting its final spell.
8 Toxic burst 61-62 Detects poison
9 Green flare 63-64 Detects evil -9 D6  HOWDOES IT BURNOUT?
10 Golden spheres 65-67 Detects invisible 1 Silently
11 White light 68-72 Detects magic 2 2 Puff of smoke
12 Kirby Krackle ¥3~15 Detects lies 3 Cracks into shards
76-78 Cursed! -1 attacks + Burst of flame or ice
WHAT'SIT 79-80 Vulgar spell, 1/day 5 Implosion
D20 MADE OR? 81-82 Vulgar spell, 2/day 6  Explosion (save vs. 1d6 dmg)

1 Bone 83-84 Turns undead

2 Amber 85-87 Cursed! Brings undead

3 Oak 88-90 Intelligent (10+1d10)

4 Fire 91-92 Lightning Bolt 1/day

5 Black wood 93-94 Fireball 1/day

6 Gold 95-97 Teleport 1/day

7 Silver 98-99 Cursed! Disad. all rolls

8 Bronze 100 Grants Wish, burns out

9 Jade

10 Obsidian D20 WHATDOES IT WANT?

1Ll Iron 1-9 Nothing

12 Ice 10-12 To serve you

13 Tooth 13 To spread love

14 Horn 14 To help

15 Stone 15 To slay enemies

16 Energy 16 Power

17 Souls 17 Knowledge

18 Snake 18 Treasure

19 Worms 19 To rule all

20 Vines 20 To burnout




HﬂVOR].TE BEER
Granny'’s Drool
Dewy Mountain

Firewater Full
Yellow Snow

THALENT.S & POWER.S
® You find hidden doors, traps,
unsafe stonework, 1dent1fy stone-

\DOQ*JO\U!#(.NMHE
N

work, and hear noises on2 in 6 + Black Pete
Wisriod. Hoary Lady l
@ Re-roll Con and keep higher result. | Stone C?‘tte&go d
@ You can’t be knocked down 5T
without failing a save. 10 i OnkYo;\lTr i
®Advantage on damage with axes, 11 (? SO bose
hammers, and maces. 12 o li*ew
® When rolling hit points, re-roll | T
any 1s. Because to hell with that noise. / ANCE.STRAL MOUNTAIN
CLAJSS RESTRICTION.S HIGHBORN
All dwarfs are Fighters by nature, D6 MILISISING TEETH D20 MOUNTHAINTOP.S
getting all the benefits of the warrior 1 None (milksop!) 1 King’s Climb
class. But you can multi-class as any- 2 1d3 in back 2 Gods’ Halo
thing else you like. 3 1d3 in front 3 Star Maker
Your XP requirements are a bit 4 2d3 all over 4 Death’s Door
higher than wimpy human Fighters. 5 2d3, both fronts gone 5 Ice King
LEVEL XP 6 Only 1d12 teeth remain 6 Blue Kraken
7 Light’s Apex
1 0 8 Zenith
2 2,200 9 Godhead
3 4.400 10 Wind Vault
4 8,800 il Hammertop
5 18,000 12 Thunderpeak
13 Risen One
6 36,000 14 Iron Spike
7 72,000 15 Gold Head
8 144,000 16 Devil’'s Dance
9 288,000 17 Rainy 10p
10 400,000 18 Ruceztop
19 Cosmic Reach
SHAVING THROW BONUJE.S 20 Sky Window
You get +1 when saving against LOWBORN
anything. You get +2 against traps D20 MOUNTHINTOP.S
and being paralyzed or turned to 1 Speckled Pecker
_stone. You get +4 against poison, 2 Knobby Top
intoxication, and, best of all, death. 3 Little Knobby Top
DO DWARF WOMEN HAVE BEARD.S? ‘54’ }II{ ;gilél&ggi
That’s between you and the dwarf gods. 6 Chimney.
f Hoot Owl Height
DIZ YOURBEARD LS. 8 Icetop
1 Very short and neat. 9 Little Icetop
2 Short and curly. D10 YOUR EXPERTISE 10 Greater Icetop
3 Short with long mustache. 1 Iron & Steel il Middling Mound
4 Long with short mustache. 2 Bronze & Copper 17 Thirty-One League
5 Everything is really long. o Gold & Silver 15 The Boot
6 Long and braided. 4 Orichalch 14 Little Boot
7 Long and dangly. 5 Electrum 15 Gnarly Old Bastard
8 Long and wispy. 6 Platinum 16 Udderpeak
9 Falls in flowling locks. 7 Star Metals 17 Skidome
10 Spiked and awesome. 8 Precious Stones 18 Grizzly Mountain
11 Frilly and fragrant. 9 Forging 19 Thurm's Romp
12 Bushy and full and dwarfly. 10 Excavation & Construction 20 Thurm's Rump




TALENT.S & POWER.S
® You find hidden doors, magical
objects, detect invisible & spirits,
and hear noises on a 2 in 6 roll.
®Re-roll your Int or Cha score. Keep
the higher result.
®You must re-roll Strength and keep
the lower result.
®In the forest you have advantage
on all stealth rolls and are only
surprised on a 1 in 6 roll.
®1/day you can step into the faery
realm, Land of the Elfs, wherever
a doorway is found. You find such
doorways by making a save.
®You must choose to be common or
faery and abide the results.

CLAJSS RESTRICTION.S

Faery elfs are Wizards, commons are
Thieves but may only choose 1 Thief
skill per level. Commons get +1 to hit

with a single kind of weapon.

ELF FHAERY COMMON

LEVEL XpP XpP

1 0 0

2 3,000 1,500
3 6,000 3,000
4 12,000 6,000
5 24,000 12,000
6 48,000 24,000
7 100,000 48,000
8 200,000 96,000
9 400,000 200,000
10 650,000 350,000

SAVING THROW BONUJSE.S

You get +1 when saving against any
form of magic and +4 against being
paralyzed or turned to stone.

HOMEWOOD

A Green Wood

A Red Wood

A Black Wood

A Blue Wood

A Gray Wood

A White Wood

A Dead Wood

A Wood of Spirits

A Wood of Devils
An Evergreen Wood
A Giant Wood

An Enchanted Wood

[ — =
MHO\OOOHJG\M%MMP—':

accessed via magical doors, you heal

»aS [ | \..ﬁrs‘
—yq )L )
CONNON ELF.S
You have a random vulgar spell as a

daily power that comes as naturally
to your mind as a favorite tune.

RAERY ELF.S

The Land of the Elfs is a place

where space is molded at the whim
of your people. In this place,

LIHINORTALLTY
It is possible that you will never die.
Of old age, that is. Only one legend
tells of any elf that ever died seem-

ingly due to growing old. And that

legend is from the annals of a half-
elf wizard - sketchy at best. A long age
means you may have a few extra

skills stored away.

twice as fast and gain +5 on all Roll 1d4 times on the Secondary
saving throws against poison or § Skills table to see what your long life
death as long as you remain at least® has seen. This roll also establishes
1d12 days. Leaving early angers the Ssome notion of your age... interpret
spirits, which 1is always bad. as you will.
Mortals may only access Arcazia by
guidance from an elf or by arcane FAERY AFFINITY
wizardry... but never bring guests ¥ Faery elfs may have magical affinity.
unannounced. Roll to see what it is. Affinity means
you gain advantage when dealing

D6 EARS with such things. But affinity will

Routidad also invite trouble... so watch out!
Slight point = py7  AFFINITY WITH
ngplca} . 1 Water
g poin Aln
Large 3 Earth
Extra long 4 Fire
AURA 5 Insects
Jolly 6 Birds
Lithe 7 | Reptiles
Dainty 8 | ' Goblinoids
Exotic 9 Giantish
10 Weather
11 Trees

)

HALF ELF
You are not quite elf and not quite human.
You can be any class, but your HD cannot be
higher than dé.

THALENT.S & POWER.S
®You find hidden doors and hear noises on
a2in 6 roll.

®You have Disadvantage on finding doors
to the faery realm.

®You have 1 vulgar spell-like power, ran-
domly determined, usable once per day.

NOBODY LIKE.S YOU
People are leery of things they don’t
understand, and hybrids are among /
the mix. You suffer -1 to all reaction /

rolls as a result. o




v oroaezs JAOIT LINGHS coumenmuseron

® You are small and silent, gainin Dé FEET You can take the halfling out of the
Advantage on any attempt to hide 1 Bit dainty country but you can’t take the
and +6 when hiding outdoors. 2 Flat & broad country out of the halfling. You
® Your keen eyes and coordiation 3 Big & hairy might fancy yourself a city dweller
lend you +1 to all ranged attacks. 4  Soft & downy these days, but your blood is in the
® You always add +1 to initiative. 5 Rough rolling hills of home and you damn
® You gain +2 to AC when fighting 6  Furry & fleet well know it. For that reason alone,
creatures larger than a human. you will heal twice as fast and gain
®You must re-roll Strength and keep +1 to all saving throws for 1d4 days
the lower result. upon returning home or entering a
D20 WHERE (zn BROM? rustic country farmland.
1 Yellowgold Hills
2 Tater Grove WHATS INITS
3 Nevernever Nothome D20 POCKET?
4 Dumplingburg 1 1d6 taters
5 Cabbage End 2 1d6 carrots
6 - Rl:)otnot 3 1d6 raddishes
i iskey Burrow 4 Frying pan
CLASS RESTRICTIONS g Thumiperton 5 Bacon
You advance as a Fighter, but may 9 Fallow 6 Sausages
multi-class as anything you like. The  1g Corn Row 7 1d6 tomatoes
cannot exceed level 8. Your HD is 12 Bookletum 9 Rosemary
always d6. 13 Hail Knob 10 Various herbs
14 Acorn Top 11 Stout flask
LEVEL Xp 15 Raddish 12 1d4 maps
1 0 16 Thumbfinger Handle 13 Silver dagger
2 2,000 17 Tollywog 14 1d20 mushrooms
3 4,000 18 Four Crows 15 Flute
4 8 000 19 Backland 16 Gold ring
5 1 6’ 000 20 Misthovel ig Ridc]ge book
’ ice
6 32,000 D6 CHEEK.S 19 Pipe & weed
T 64,000 Ruddy 20 Pocket knife
8 120,000 Pll’ink
ump
DO %E HAVE THE OLE
SAVING THROW BONU.SE.S LUCKY FEET, THEN?

You save at +4 vs. everything.

DiZ RFAVORITE PIPEWEED Some got it, others don't. Halflings

1 Shuckberry Root tend to got it. But be warned before
Old Toe you make this roll... you could get

3 Old Toad the cursed luck of bad halflings

4 New Shoe past!

5 Underfoot

6 Brown Leaf Roll 1d6. If you geta 1 or 2, you

7 Goldenrod have cursed luck. The Judge may

8 Townie put Disadvantage on youupto 3

9 Puffbottom times per adventure. If you get any-

10 Farmdale's Best thing else, you got the famous hal-

11 Lost Leaf fling luck. This means you get

12 Mashweed Advantage 3 times per adventure.

Use as you choose.




PRICES IN GP WEHPONJ‘_ ARMOR, & EQU],PmENT NO REFUND.S

ITEM COST ITEM CO0ST TRANSPORTHTION COJST
Backpack (+1 inventory slot) 5 Pole, 10 ft. 1 Armor, horse (barding) 320
Bedroll 2 Rations, trail (day) 1 Bags, saddle 10
Belladonna, bunch 10 Rations, dried (day) 3 Boat 100
Bottle of wine 1 Rope (50 ft.), hemp 1 Cart 30
Case (map or scroll) 3 Rope (50 ft.), silk 5 Galley, large 30,000
Crowbar 5 Sack, small 1 Galley, small 10,000
Flint and Steel 5 Sack, large 2 Horse, draft 30
Garlic bag 10 Shovel 5 Horse, light riding 40
Grappling Hook 5 Sledge Hammer 5 Mule 20
Hammer 2 Spellbook (blank) 100 Raft 40
Holy Symbol, wooden 2 Spikes (12), iron 1 Saddle 25
Holy Symbol, silver 25 Stakes (12), wooden 1 Ship, sailing (large) 20,000
Holy Water, small vial 25 Tent 20 Ship, sailing (small) 5,000
Lantern 10 Thieves Tools 25 Wagon, small 160
Mirror, steel 5 Torches (6) 1 Warhorse, heavy 200
0Oil (lamp), 1 pint 2 Waterskin 1 Warhorse, medium 100
Parchment, in tube 2 Wolfsbane, bunch Mule

20

Note: Items in bold have special notes below.

MELEE WEAPON.S COST DING RANGED WEAPON.S COST DING RATE OF RIRE*
5 —

Axe, battle* 7 1d8+1 Arrows (20) o
Axe, hand$ 3 1d6 Arrow, silver 5 - -
Club - 1d4 Axe, hand 3 1d6 1
Dagger 3 1d4 Bolt, crossbow (30) 5 - -
Dagger, silver 30 1d4 Bow, long 40 1d6 2
Flail 8 1d6 Bow, short 25 1d6 2
Mace 5 1d6 Case (30 bolt capacity) 5 - -
Morning Star 6 1d8 Crossbow, heavy 25 1d8 1/2
Polearm* 7 1d10 Crossbow, light 15 1d6 1
Speartt 2 1d6 Javelins (4) 2 1d6 2
Staff* 1 1d4 Pouch (20 stone capacity) 1 = =
Sword, long 10 1d8 {  Quiver (20 arrow capacity) 5 - -
Sword, short 8 1d6 Sling 2 = 1
Sword, two-handed* 15 1d10 Spear 2 1d6 1
Warhammer 5 1d8 Stones (20) 1 1d6 =
* Two-handed weapon * Rate of Fire is the number of projectiles than
t Can be used as either a one-handed or two- can be fired per combat round
handed weapon 1. Battle axes, two-handed swords,
f Can be used as melee or missile weapon and polearms are heavy and count as 2 INVENTORY

inventory slots. SLOT.S
ARMOR AC COST 2. On a crit, a silver weapon slays any Equal to Str
Chain mail +4 40 lycanthrope failing a save.
Gambeson +1 10 3. On a fumble, a morningstar will
Helmet** +1 10 become stuck. Lose an attack freeing it.
Leather +2 20 4. Javelins are meant to be thrown. In
Mail undies* +1 15 melee, they can be used like a spear but
Plate mail +6 100 will break on any fumble or crit and will CONVERJSION.S
Ring mail +3 30 always snap when set against a charge. 10 silver 1 gold
Scale mail +3 30 5. A large shield slows movement, but 10 copper  1silver
Shield +1 10 you can crouch behind it for +4 AC, 5gold 1 platinum
Shield, large +2/+4 40 total. You can't attack in that round PRLICE RANGE
* All the cool savages wear ‘em unless you are throwing something. STARTING RI a

6. Thieves’ tools can only be purchased  WEALTH (GP) D6 PRICE
from certain unseemly dealers. 1 Half
7. Spellbooks are not just journals. 3d6x 10 2-5 List
They must be procured from an arcane 6 Double
vendor in an arcane locale.

** Affects vision and perception



2 C For Your d(senal of Wizacdly wonders ! The
-CollOwin_g fules can apply to Magic-vsers and
E@ their arcane sub-classes and wizaraliﬂ_g cousins,

@HOOS S, @ FIRE'ANDFIRE-AGPIN: Save VS. Spells +o (eRin 3
LE s cas+spell and cas+ dgein, Add yovs Iny, Mad, bt
) — Sub+ract Yhe spell level(. I-Fyau coll @ L the spell
Lailsand Produces an unexpected resuli.Ona roll g4 2o
Something AWESOME should happen.

'S‘PE“. FA".UREl @Se this o3 COOLER +dple online.)
% 1 Spell €izzles leaving the S+ench of failviR . You cannot

‘(m cast the spell 3gvin for 1d3 days, 2,

. 2 Normal,crappyfailure. BLAH |

7x  3: Smoke and fovl ador!

W Y: You vass ovt foc 144 counds.

SEUE 52 As #4, and +oke 144 dmg.

! 6: Stunned 1 round... Some+hing
STRANGE crawls into ceality.
= ,"m' L “1: The 0PPuS | TE et€ect occurs.

Ml 8¢ Explosion! Idedng/rpei level ,2.0" radivs.

F a0 P Lose 1Tnt. reqaimedin (43 days,

Y 10: Enerzg o€ Foiled spell +vrns inwdrd, Granting H +o
Sayes d~d dthdcks ¥or [d10 roundys,

@ WANDERF uL WIZARDRY Wands can Kick ass +oo.
fwanD ZAP/: Use 3 wand +o 3)d +1/410% +o any Spell or
BV 2L)  the atiack o€ anally within 10" per level. Can 3lso cause I
‘3!?‘ c )V 5 (7" +o Yavirg thraw o€ an énemy. USe wand +3 cast a spe(| +hat
‘ﬂd’ ClL=4 is nox curreatly prepared. Wands used in dny 0% these
ways have a 4-in-6 chance of being destroyed,
tuning +o dugy. ¥ WAND BLockl:Use a wand +o
block 3 speil or sttack within 10" fevel . Wand
N S dest cog ed by this action, % anp BATTLE!: As
Y long as You Fack " another wand-Wielding wizard you
Ma} Cafx An Jflel( £rom Your epertoire 1 +ime each
1 +ime per round, Tou muS+ it +he +drget's AcC | then
the spell Yokes etfect, T hit you must
Save S, spells or your wand IS desiroyed,

. N TTEM:DUELING WAND— This wandiss +1
W) agic ften when used by & wizard of 91y feind .




CERS]
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A ABILITY SCORES: 346 in order; adiuss per BX.

Basic 3 +o *3 scale. Emecgent characters/

2-. RACE'ASCLASS' ! Demi-humans are NoT HUMAN. They
dont require and mdy not unders+and vnbeidled choices.
Except hal€ !fn\gs...no\r.e )i+4le. bas+erd S ace into eve% -
-f«fninﬁ. Demi-human leve! limi+S dﬂaf , bu+ for each +|
in your Primary dbility you can r€ack one higher level.

I Do
NEEDLEWORK
TOOo

3. MULT"CLASS: Humans and Some demi-humans can chpose vp to =
Classes. LLFAEC fues apply.You can adopt & class a+any +ime +hat it
MakeS Sense.Tou ¢can 5+op advancing in 3 class when You want, Hell,you can

divide your XP bet+ween dasses however You See £+, Iis Your PC,a€4er all.

%Y, ‘I.CRITS!«' Na+ 20 = Critical hit, In Wha+ world would i+ be Qtherwise?

Ona crit choose MAX damase , DOUBLE damdge, or & badass

SPECIAL EFFECT! V'know,.. kKnock @ basvard prone., Kick a lantern

into Some hay, +ake ovt an eyebsll, etc. OF Qurse Saving +hrows

M3y be granted o resist crippling Speciol ettects. You ain’+jonna
Crit-Cripple Mister Maximum Hell Fire Boss Mons+eC +hat+ easily.

‘{A.FUMBL&s: Na+ 1= Fumble ,, The LL will make 5 Secre+ 246

roll +o s+ +he degree of f3ilure, ORI

5. DAVAGE EXPLOSION: A\ K g2 dice EXPLODE.
_ Now) jouf N\U'_S ldY &ajje( it Sp ~+riviaf.>

dl G-ﬂmﬁé@%u die when You un out o€

‘nH— poin+S. Buvr You Can Save vs. ¢eath one
+ime per event, Success=1 hit poinis, Knocked Voo
out 1d6 rounds, And You lose 1 hit poin+ ' '

ot and 1 point £rom 3 random ability
FUMBLES!{ __ pPeRmANENTLY.

2.= Awe helll Trs bad. FI.I.UCK*i You g9e+
35="lon nexy dHack.” ldY |uck poindS €ach Sessign.
6°% =L ose neyr action. | lvek= | re-colt ocl ex+ra
9-11=T meant +o do that- | IctHion, Lyck dges not Qrry ovels

|22 Seoco? No biggie.[ (x useally give cardy...)
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BOYS. HOPE You
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BARBARIAN.S, WITCHE.S,
MONJSTER.S, AND DE{TON.S !

LIVING STARYS, MAGIC
BLFADE.S, AND BOOK.S
OF DEATH!

FOUR VOLUIME.S OF 1ICHY
BLACK PUDDING COLLECTED
HEREIN, SQULSHY WITH
OLD SCHOOL ROLEPLAYING
JELLIES OF THE
GLORPIEST ORDER




