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- ABILITY SCORES: 3d6 in order: adsuss per BX.

Basic 3 4o *3 Scale. Emecgent characters/

i 2-. RACE’ASCLASS ! Demi-humans are NoT HUMAN. Théy
don't+ reguire and mdy hot unders+and unbeidled choices.
1 Do Except hal€ !In\ﬂs,,,no{.e )i++le. basyard S ace into evere -
Nﬁ@éfwmk +hing. Demi-human leve [ limi+S agply , bu+t for cac{H
2 in your Primary Ability you can reack one higher level.

3. NULTI-CLASS: Humans and Some demi-homans can chpose vpto 3
Classes. LL¥AEC (ues apply.You c3n adopt & closs a+any +ime +hot it
Makes Sense.Tou can Stop advancing in a class when You want, Hé{l,you can

divide your XP bet+ween cdasses howaver You See £+, Tas Your PC,a€4er all.

7, "I.CRIT.S'!: Na+ 20 = Critical hit, In Wha+ world would i+ be Opherwise?

Ona crit choose MAX damase , DOUBLE damdge, or & badass

SPECIAL EFFECT! V'know,.. kKnock @ bas¥ard prone., Kick a lantern

into Some hay, +ake ovt an eyeball, etc. OF Qurse Saving +hrows

May be granted +o esist crippling Special effects. You ain't Gonna
Crit-Crippe  Mister MaXimum Hell Fire Boss Monste +hat easily.

‘{A.FUMBL&s: Na+ 1= Fumble , The LL will make 3 Secre+ 2406

voll 4o +Rs+ +he d€jf€€ o€ Failure, \‘pi““”f'”{g

5. DAVAGE EXPLOSION: A1\ d3mase dice EXPLODE.
_ Now) jouf N\UIS ldY 06_9_96( it Sp +r;w‘al,)

' G-ﬂgﬁ%@%v die when You un out o€
hi+ poin+s. Butr you (an Save vs. death one
+ime per event, Success=1 hi+ ponts, knocked¥
0 0ut 1d6 rounds, And you lose 1 hiy pornt IS
e — ] and i Po?nJr Lrom a3 tandom abF\H—y 1

FUMBLES!{___ PegmANENTLY.

Z= Awe e\ Tes bad. TLUCK 38 ger Y
3-5="lon nexy dHack. [d% uck pointsS €ach Sessign.
6" =L 0se neyr action. | | lvek=| re-colt orl ex+ra 5 Y,
G- U= T meant +o do that. | dcHon, Lyck dges not Qrry ovels
|22 Soooo? No biggie.[ (3 uswally give Cardy...)
—~—rbee ek -







eReIMRILCHICK e
pd With sword-in-hand and

IR CoVe
cat You gxcel a+ 95%-

» 90od doing i+.

R 'P\Egh-l'@r‘.%u can vse any

& fweapon, bur full armoror T Jgg-s

HPclon i\nj will render your SP@Cfal R =,

i bih’+ias vnusable ,~Shields are

g l)l-m-‘“‘.ﬁf .-f,

APBATIECLAD: Bikini (2K ITDICE: d 8+

" armor =AC "], Add S+f and& HITDICE: 48+3
Cha modikiers +o AC ...
pecavse HELL YES.

g

JV.West

barZFlj Znovah “armor +0
rhe v@rgje. house

RAEY
i y
a7 z
! il
: ] T
- o '

You arrack and Save as a7

KicKing...and yov look

REQ:S+rq
£iNC and dandy.  PRIME: S+r+Cha

{ GOOD LOOKS o
2A>and RIGHT HOOKS : Lascivious doks
%5V are easier +o destroy. Enemies are

m

Do &R 1o+ for you on 3 2-in-6.Roll Id6 for effect,
SAVAGE CHARM: 7 A «fs Ehwhatever...,

Your Sex appeal improve
reacrion rolls py 2. A Cha

Check wWill win help or info. { "a

o2 GBWK@r,,+I +OhH"._
3 Perv] Hrohi/dmg. oy
He As abovz, |46 doltS .

e xp  __TTE WrDice®

RBOXJo0E(GRE

are -l +o hi+you. @
5 As above. $

O Cheesecake Champ — 1de+1 €3 Goons are -2
), agains+ you,

22300 Plood Red Peavty 248+ (g ;
4600  Femwe Fighter — 3ds+3 () «6* Mouth brasthersCalRES
9200  Niolen+ Vixen  Hds+it {7 are 3,yovare X
8000 Bonny Balkrusher  s5dg+5 || +2 +o Bl rollS.
36000  Red Slayer  6d 8+6 \§d Taunt them!
72000 Sukry Savage  Tdg+1] oo
144000 Barparic Babe  8dgts |,

288000 Chainmai Chick  9dg+9 § HEART of TRON
%10000  Superior Crain Chick9d8+10 _ You get 42 oh
550000 Awcsom? Chain Chick 9d 3+11 ¥ all Saves. (5
680000 Wicked ChainChick qdg+12 @ Add+l +o Y/
310000 Scary Chain Chick Ads+13 Blnit point and X%
Q40000 BadassBabe . ddst 14 &healing rolls. <~

v




8 charac+er <lass
lzj JNV. W

Y

T,

N\scles rippling, skin Kissed by +he
Sun, youenjoy diving into Seas o€
Spears Wit only gour +hong and
3 yard of steelso keep you Warm.
’ You dt¥ack an;l save 2 a fighner
OU €3N uSe any damn Weapgn YoV
please, but i€ it 1S Not 2-handed %U

"W, BH-’acK like 3 Schoolbey (Magic-user),. CROMM!
REQ: Str16 MVUSCLE MANL: Yov can |+ carry, or break
PRIME S+r 3 \o+ of S-\-u@#/gnd people). Double your céyrjry;n_q limit

| HD: d10 and door-busting ability. Oh...and yov CAN Carry o Shicld
while w;erd@% a Pa‘z 2-4isted Pgeavy m@+ai‘5\'~eapon-

GuerNlNG ms’ W QSSTEE "” D1LB) = T e

You are So vipped & o 20
that flexing ca%Ses AVAGERY: Attack with
e (adieS(@and 2-in-6 B\ suaden fury at+ 43 o hit/dmg OR
men) +o Save VS. MIKE an Cx+ra atack. T you miss,
Spells or be ynable you lose all AC mads for 1 yound.
Yo aHACK You HACKERY: On a nat 20 and dmg.
until the save i of 8+ yov have beheaded,
iS made, ey (gurtked) or cur L
. . o i o Your enem
BVEL " Xp. U Taee . _HAD & tein]
O Brawny Brure  1d1o g o
2300 S+rapping Stud  2dio [gp
4600 Loin Grinder  3d10 @J
9200  Herculean Hacker  #dio @)
Hefry HulK 5dio &
36000 Red Rager  6dio §y
12000 ThongMaS+er  "1dI0 ['7
|'+'{ 000 Supec Skyer 3d10 BV
288000  Sinewy Barbarian  9dlo

SIS

000~] NUTWINT
o
Q
S
Q

10 410000 Svage Barbarian 10410

44 550000  Beutal Parbarian 1041042
12 680000  Reckless Barbarian lod10+4-
13 810000  Raging Packarian lodlote
14 940000  Badass Barbarian 1od10+3

<



+1 SHORT SWORD

Bone handle summons (44
shadoWs 3s defenders

once per 43y for 144
rounds.

+X Vs. inVisivle or /
shadoW creatures.

Na+ %0 slay +urns
+3rge+ into
shadow.

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

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

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

grace. anyone?

S40iKing an innocent ¢rea-

7 + 2 TWO-HANDED swong

Zeger KnowWs not+ t+he

sting of regre+. Zeger'
grants +4 Vs. FEAR 3nd
¢3an ¢as+ FEAR spell once
per 43Y.

Na+ 20 slays [ HD
creatures. Those With
-4 HD 9e+ +0 save. ¥

O+hers are not+ as
atfected vy Zesger s
dea+h 9rin. Na+ |
means vser must+ make
3++3¢K roll 333ins+
self. Zeger +olerates
no mis+akes!’

Forged from +ears of 23
g044€ss, bitter pain is
Leld oy +hose i+ cu+ts.
Such Wounds ¢anno+

heal naturally. Magical
healing is only 50%

ekfective.



S3avd will find

[/4d73Y.

SWORD

Cas+s light
35 3 +orch on

coOMmmand.

6 hide in

4

Deals douvle dmg Y or more, dual

3923ins+ undead.
penalty.

I+ is s23id that Sun and Moon,
sister blades, Were forged on 3
£lying anvil during 3 +o+3al eclipse by
3 WereWolf vampire sorcerer, naked
save for 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
parted bY more +han (10" +heir vser
is parted... ripped into +Wo halves.

+2 SCIMITAR/+4 VS.
DJINNI AND EFREET

wWater Within [ mile
on 5 in 6 roll.

“cas+ PIMENSION POOR

Grants 4 in

shadoWs sKill.
With Dex of I3

wield Withouv+

+ DAGGER

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

User ¢an
cas+ LEVITATE each [/43Y vsing +his
[/4d3Y a3and evil blade:
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 commi+
terrivle acts of murder.

Karess has Int 0. Ego 4. I+ spedKs
common + 6 languages and ¢an vse
ESP a3+ Will. I+ refuses +0 be vsed by
Lawkul PCs.

2\ LYCANTHROPES

A piece of +he moon
W3as ¢3s+ down bY
3N 3N3rY 304 3nd
Lorged into 3
powerful blade

bY mor+als!

When +he moon (&
is new, Lune-
Dross sleeps.

During +his +ime
Mmoon runes

the sWord's \: how |
powers are =BOW
dormant § moonlight...

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

Hi+ of &+ deals maX
damage!

>



Wﬂ'h 3 Sworal n Yyour £+ hand and s
D HWin in your right you can sling DEATH

a l, - i+sl€/
X mg\R You +ack/save like a €ighter, You

CHARACTER CLASS NLvEr war 3/Mof,as j+gets in Your domn
wd Cbu‘l’ Cool @pes and Codts ace OK), Tou
-Cijh+ with TWo Swodls o€ Yowhly +he Same s;ze/b,/e,when uSing
Only one Swocd You Hkack |ike a +hie€ and when LSing dny other
Wepon You -PfjH* Jike & magic-usel. ﬂepn‘ce o€ pure Focos!
- The %ollowing Speciol abilities apply when yov v twe SwWods.
TWIN DEATH: When you his a +arge+ you get +[ on the next d+HA ck.
BLAZING FURY: As you gdin levels you get multiple attacks.
PARRY: Wi+h 2 Swords You Con Parr blows like crézy as

REQ: Dex 13 long a5 you dont H3ck the Some round. See below.
PRIME: Dex QfesSss"——— =SS TS
HD:d06 ARROWSLASHER: I+ you havent o+4a cked ina round you

Qn _block non-magicsl missiles (I per level) by passing d

Save VvS. paradlysiS. FINESSE: You add Dex mod +o d+Hdck (olls, not S+

PRECISION: You make guick, precise Strikes +hat+ des |

dé damay-e, regardless 6€ Sword -{:wye, %u Can MoKe
on €X+ra Attack 2y ('educfrlj +o d‘-{ damaf_e,

Tou Can put on dn
elabordte Show o€ swordplas, farcing g4
enemies +o Save vS. Spells or have -2 +o hi+you, ld4 counds.

XP | TITLE |HD |#Atk P%Rg‘r
O Twin Vet ldG / S
22060  Blade Wartioc 246 3/2 B
4400  Blademaster 3do 3/ 1
¥%00 Twin Hero  Ydg 32 6
17600  Sword Uancer 546 3/ @
6 d36p00  DacingDuvo  6d6 3/ 5
717000 DovbleTheat 740 2 Y
190000  Twin Daath ¢de 2 Y

Swords |10 ger q \ 2%0,000 S{N()rd Sf?njer 9d6 2 L) ’
level Withno ¢ 10 ) 00,000 Masve”  Qlp+ax 2 2
pemlty, S+eik- 520000 High Master Qp+yx 3 2
ing Separate |ZL ¢dop00  Twin Master qde+br 3 |
Rargexs in 13 J7T60000 Gand Masser 9de+3* 3 O

!
—

‘ }"I $%0000 S'uzlaerGrand Noser Gd6+ipr 4
% Con bonus no longer dpplies



REQ: None ]}LI\CK' KNIGHT eickest Avor:

PRINE : S+ S At level 6 you vay
HD:d3 % Comtact an agent of
Born in +he ' Chaos (demon’ dack Mage,
VOID witha Sool _— ¢+¢) and ask For 3 black
25 black 35 & covern 8 B\ blessing of e grani-
pool Youdre an g-{?:i;‘é“ = ) ing you BlACK pate
incarnation o€ pure — / armor (youv DO have
DEATH. You live {4 ) some..cig?) +ld2
BATTLE, BLooD, // and |d2" specid |
And VictroRY/ A 7 powers. First +ime
o ':.g‘ yOU wéar it Save or
9 DIE! 0f course i€

B A the (eaction (oll

?)VARAPPED_'I'N' SUCKS +he entity iy

RKNESS: In +he Jusk Kill you nguay.
Shadows you A€ A5 LI:E_VEL xXP ITLE}HD ﬂé-w'—-"‘l"-—“
hard +o )ijpo-k as 2 O  Darkogquite 148 JACKEST BLADE:
Sectet doot Tov N 2400 Dack Warrior 248 At level 9 you mdy
summgn o Dackness [ 3] 4800 Nignt Warrior 348 Q|| ypon +he forces of
Spell Velay (2/day JI1 9600  Biack Crampion 443 Chaos' again to infuse
2+ level710). g™ 19000 Shadow Knight 548 the BLACK weéapon o€your
Ny 0

Gl 35000 Midknicht+ 648  choice with darkness,
BIACK AFACK: You KZL 76000 Bad Ooieit TTas  gronsing it 2 and iz
can'y 9e+ blak @novgh! 2l 15000  Ebon 343 Special powers... with
Ie Your W&apons or armor

9] 300000 BlackKnight 148 +he same cavéats

28 black you ger o+l 10l 420000 Q43 +1x  dewiled dbove.

(L W o Wy (RN G 5‘40000 ng.l,t.{ ¥ —-\——N\‘

T LOVE THE N\GHT: 12 oo 94846 ¥ FEARR ME:

You Svk€er no penalty [13] 790000 94848 ¥ Use an action +o
in ddrkness and only m 900000 Blackest K. 4d8+1o%  adiate PADASSERY
-~ in maj;ca[ darkness | #Con bonus no longer applies. and everyone in 10’
(no pénalty at |evel 5+), TN TN Mus+ pass 3 mordl€
O AN N You sthack and check 6c be +oo damn
T HATE HE SuN: Sve as a Fighter and Scared +o d++ack you
In daghjm ov havé Can use any waapon ot SEEHY until the neyt found.
a -2 %o IME and - armoy that isny Lawdul A+ level T +he counrds

S (14 BORNS us)), You mus+

" .
be CHAOTIC -

V 2n O353R CmraC%gufv\zis d
V4

have -2 on morale.

At level || yov €an
call on chaos +o (ast
Fear once per day.

+0 Saving +hrows. You
are NOT a Summer
Kind o¢ person,

SRR Se




ﬂ%’%ﬂ W X
MV: 120 o) xe
ATK: | £is+ orSpecia |
DMG: 1d6 or Special

HAPP: 240 .0\, O
SV F32 ,(3'\\ Ud\MgNs QSB\\
MLUG WX g of
AL:CE \& pe

o
HoaRo:xzxz W79\
These Summened demonic 3

goons possess 50% magic
resiStance, Where they

Step vegetdtion dies, food - .

and water ar spsiled. T S
Onxe Summonal 1y wys be put 40 il work o 370w bred in 142
rounds and smash EVERTTHING. Their eve powers are usable B-/4+urn.
Random Eye fowers@io): 1: Arcane By 2: Charm Person 33 ESP, 4 Fly
511wv?S;b?IE-D« !G Miff()(If"\a}e ,7(' Slnif’ld, %:'T{LLKMQS'[J,
A Ventcilo 3&5’/1/1 . 10" Webp

L] {e\‘ -
BO-DUNK Bo-dunks are Weicd mute jecks from V)0 2*39“*3""9\""'*
Act T the Abyss, They Joiter indeep caverns  ¥9'gue O 1y

HD: | and Jove 4o 3bsorb life force throuh their
NW: 120640) DEATH VISION. Once you pass 3 Save vs. Death
ATK:| wpn or6aze  393inst i you are forever immune
PMG:1d6 o special

#Apf:idb Bodunks are ‘Prauol ok their be“- bUd’(l‘@S-
,SV\VLE; Buckle designs MIGHT indicase a minor magica |
AL:CE power reiared +o the design (2116 ).
HOARD: X1X

Id Bel+ Buckies:
12 Skull,2=Moon, 3=5un ,‘ffRaven‘E:Draﬁonlfa:Raf

*Bo-dun s are NoT immune.,

B




CaTTARUSK

AC: 5

HD: B+2

mv: (20" (40"

ATK: [ punch or bite
DMG: 148 or special
#App: X244

Sl F8

mL: (0

Al CE

Hoard: XV

Slorching and slothering from some slimy hole, +he
grotesque ¢a3ttarusK bares i+s +ee+h and snorts,
rather apeliKe, vefore biting +he head off i+s prey
and suceKing ovt 3all +he Jvice. These A 0' long mon-
sters often live in pairs but ¢an occasionslly form

N3st+y dens of vp +0 eight members. They sleep B 0% \tk\\\\ ‘
of +he +ime 3nd WaKe vp on 3 roll 0f 3 in 6 if intrud- \\ \:
ers are not using stealth. They are alwars ¢rankKy and S NN W\

hungry vpon WaKing. The smell of 3 ¢a++arusK den can
be detected vp +0 (A0 feet+ 3WaY. The dens are
a3lWars infest+ed With slugs and +here is a3 | in 6
chance +that+ 3 green slime Will be hanging ov+ on +he
ceiling. Slimes ¢anno+ ea+ ¢a3t++aruskKs due +o0 +heir
protective secretions.

Yo

CattarusK's secrete slime +hat Will put out 3ny fire i+ +touches, 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 19 or 20
+he +3rget mus+t pass 3 saVing +hroW Vs. deat+h or be Killed. O+herWise, +he
bite 3++3cK deals X410 points of damage.

Armor magically coat+ed With ¢at+t+arusK slime renders +he Wearer immune +o
Lire damage and +he a++a3cKs of green slimes.

Ree 7
Wizard c¢andles burn +0 +he vase, HD: 2
163‘.’1\’\3 3 MYs+tical mess of ash and mv: 120" (40"
WaX. Spellcratt debris and vears of .PxTK° [ pise
arc¢ane antics have 3 Ix chance per :
month of forming 3 gretch. Gretches pMme: 146
obey +heir Wizard 75% of +he +ime *App: 144
and have 3 penchant for murder. When Sv: ¥
burned in 3 Wizard's fire. +he gretch's MmL: (l
melting bodY has 3 [ in 6 chance of AlL: CE
pooling into a3 random potion. Hoard: None

CT



Heavy! Cannot be moved or

GRHV\TY GUP\RD knocked prong ...evén when

An dutomaton Sentine| DEAD. A+ 9' +oll, Aead 9uas
AQ O Created by d wizard of look like S4a+tves.
HO: 9343 13+ levels, Mindless, A \13h+nin9 bol+
MV 90' (30') -|~hgj are. immunl .., will cévive
AlK: | to Sleep, cham, = g N +hem.
PNG: 1d20 and Hold +yge '
¥ APP: 1do spells.
SV: F9q
NL- 12~ Bi9 Damn
AL: N HAMMER !

HORRD: v; | 1d20 dmg.
Ond hit of 15+ You
mus+ Save VS, dea*ln
or lose | poiny o€ Con f
permanently. Only Kemove Jl Y -
Curse can rever5< +h§ - :
Igodlj-ShaJr«lvermy efLect,

Beiver duck. Treasure | HOARD HORROR
Cfn be spit or HD '24_2_ éﬁ?é'?
T el N: O N 12

for 1d6 dmo ATK: 1 per appendage AL:CE

DMG: 1db @ach+Specia |

ﬁ ﬂa aboﬂ\mahon 3~H-1n on
s }laard oﬁgoié 1 Roll ?or miiative!

These uslies have Idio usable
appendages 3nd each M3y athack
once per found For 1do dmg. On 3 hit
“the Rirger Saves Vs, panlysis or the
3 hoteor = GoDSw+he HORROR I— wil |
52 pite with 149 foothy maws 4or 1de
S % dmg €ach + Save V5. poison or
suiér —| +o hit for |44 tvrns as
limbs Go aumb. Ril 3 saves
o 4N and DIE.

o
(34
-y

I% nov cWaned,

teasuce cavses Vomiting Foc 1dY turas When «Feed.n_g on 2 &resh Kill yhe Worf S‘gu‘,r-i-s ovt
on 3 Laaled Con cheik. 1d100  Coins, Id4 Gems, and | andom Hem. Tis hoacd
/ ,._.__@ i Comparabe +o +hat o an dvlt PRAGON.
Hoord horroes ¥ake Yo dmg Fom bluat weagons and
l NON-MAg¢e3| atiacks, The are immun€ 4 A\ wind- B-F&cﬁry
PO‘T Siaads J

(0



OLAGONANAPLIX

AC:5 Psychic horns! ESP 90" B/Aaj.
HD: @+2 l
NMV: [20' @o") Bain deain!
Fly: 180 (60') Yo' fange
ATK: | Kick or S?&’.]al Save Vs 5(-9“5

DMNG: 246 or specidl o¢ lose
#APP: | 44 \do Int.
SV: F3 A+ @ Int
ML= 10 Yyou become
AL: CE ' cavraronic 1d6 +urns.
HOPRD: XV VL Iny heals \/+urn.

Kick €an Knock
prone on Cailed
Save VS Para]jsg

¢ 4 A —

A
é‘efo‘
£
b <

These creatures 504 +1 4o Save
againsy menta| e£kects, They nesy
in old towers or Mouatdin tops.

: —
vl A 4 T ° = f !
il o BT [leeyel o' g sare

il VS Spells oc suk€er Confusion
spel, 3/9(33.

O]ajonana.?hy\ ddins Yyour MInd 4o ¥ Cor® wthen | 35 you i€ in @ Catatonic

poo\ o€ droo\ i Sveks Your Nery Soukl Without aid you DIE in 1d4 rounds.

PENANGEDUSA
Ac:7 She wairS in d dark crypr, Silent
HD: 5 And S+ill. But +he Smell o€ your
MV: 120 (H0) Llesh wokes her..and she 42eis!
Fly: )50° (50)

ATK: | bire/sSpecial  On 3 hit she KiSses, Save
DMG: 1d6/Specidl  \s. Spelis oc be Held 1d4

90 #App: 143 voundS. She +hen drain$
Sv: 210 ld6 We/round, sucking
ML: our Spiri+ dry,
AL:cE J

© HOARD: VIl She may stack with 1d6 snake

bites each dedling | dmg + Save vs,
pPoiSon oc Suffer vandom efLect:

1:-' ldb JM9
She @n only be hix by mdgic or 2=Sleep(stel)
Silver weaponS, |-in-6 devined wil| - 3= Blind 146 Gnds.

(i5€ as a pendngedusy o wrdithin %= Confusion
ldb +urnS, Her body S immobile.,

(l



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

s 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 xp HD CLAWV SNEAK CLIMB
1 KITTEN o} 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 1D4 75 90
7 TIGER 52,000 706 1D4 80 92
8 CATGIRL 104,000 8D6 1D4 85 94
14 QUEEN 208,000 06 1De 90 96
10 CATGIRL QUEEN 328,000 D6+* D6 95 998
11 CATGIRL QUEEN 448,000 MD6+2* 1Deé 96 99
12 CATGIRL QUEEN 568,000 9D6+3* 106 97 99
13 CATGIRL QUEEN 688,000 D6+4* 1De 998 99
14 CATGIRL QUEEN 808,000 9D6+5* 108 99 99

*CON BONUS NO LONGER APPLIES

[



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 o 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 to
modify AC, relying on a combination of cunning
and skill.

Y ALl IN A
» paY's
, WORK.

O RGO N -

LEVEL TITLE

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

0
2,000
4,000
8,000
16,000

32,000
64,000
120,000
240,000
360,000
480,000
600,000
720,000
840,000

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

*con bonus no longer applies



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

need some backup. Gonna need some swords,
spears, and spells to complement your expert team.
Where in the hell can an honest adventurer hire
some old-fashioned meatshields? Look no further
than The Bleeding Ox...
-9 NOTES G\ __
Haggle is the Reaction Roll needed before the NPC
will accept a slightly lower fee.
Turn-ons will grant +1 to Reaction Rolls and NPC

morale. Turn-Offs will do the opposite.

CARU ERIGZEN 10 Cr/DAY
3RD LEVEL SINEWY BARBARIAN (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
ATH 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

Cha 13 (+1) sufficiently epic and just.

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

Lantern with 2 flasks of oil.
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NELL OF THE DELL 11 CP/DAY
OND 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 CPr/DAY
1ST LEVEL BARBARIBUNNY (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’
Con12 journey to the east, Urtta has come to the
Int 12 city in search of adventure... and her sister
Wis 8 (-1) Zelm.

Chal2

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

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

SARNO 16 Cr/DAY
2ND LEVEL FIGHIER (NEUTRAL CGOOD)

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

Cha 13 (+1) people and has +1 to hit with all bows.

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

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

AC6HP9 Turn-Offs Stairs

- Strll
Dex 7(-1) Be not afraid for the Impartial One sees
Con 15 (+1) all. Father Mug sees most. And the temple
Int12 needs a new roof.
Wis 13 (+1) Spells: Cure Light Wounds
Cha9

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

DAIZA KOX¥Y 20 Cr/DAY
3RD LEYEL 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 11 adventure through nature is what he lives
Wis 10 for. Slaying orks is a bonus.

Cha®

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

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

NEBDS DOORBREAKER 15 CP/DAY

2ND LEYEL DWARF (CHAOTIC CGOOD)

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

Str 13 (+1)

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

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

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

(6



BURIED TEMPLE OF K'LIXTRA

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

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

. forgotten.
ENTRANCE: TABLE OF ILL EFFECTS Trog Champ #1 HP: 30
Hidden by black- Die Roll Effect Details Q0000
ened, thorny trees. 1-2 None Forces of good are smiling on you. 0000 O
Each PC saves vs. 3-5 Nausea -1 to hit for 1d4 rounds. Q0000
Poison (subtracting 6-8 Stinging Pain 1d6 dmg. Q0000
AC) or thorns cause 9-10 Blinding Headache 1d4 dmg., -4 to hit for 1d3 turns. 00000
one Ill Effect (d4). }J 11-12 Blood Vomit 1d8 dmg., unable to act 1d4 rounds.

13-14 Violent Shakes -4 to hit and saves for 1d10 turns. Ty lea)mo 38{)85
15-16 Fear Drop items in hand and run for 1d4 turns. s P *

oM o 17-18 Murder Attack nearest living creature for 1d6 rounds.
i g = Darkness Become devotee of K'lixtgai become
o) _ Death Save or die. SRl

Il Effect. Evil Clerics
b\ gain Cause Light
b\ Wounds (1 time).

ghostly giant tar- }
antella (AC 0).

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

; , ] p : "4 champions. The nobberlochs are concentrated at
00000 e o, : the south end while the trogs dwell at the north,  §
00000y - gort - : —Z' W Champs
0000 : AC 4; HD 5+1; hp 30, 25; Atk
0000 Evil room. Roll 1d20 on Il 1d10+2

Effects upon entering. Every turn

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

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

Pulling it freg takes
20 rounds,

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

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

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

™
9

REFLECTION OF THE SOUL
Level: 5

Duration: Permanent
Range: Special

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

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

of another living ) The mirror has an AC

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

Level: X

Duration: Immediate
Range: Touch

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

SILVER SWORD

Level: 3

Duration: 246 rounds
Range: Special

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

SILYER TONCGUE
Level: 3

Duration: 146 furns
Range: Special

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

TIDE OF SILYER

Level: X

Duration: | round/level
Range: Touch

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

3rea of effect Will sufkfer 246 points of

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

TRUE AS SILVER
Level: 4

Duration: Permanent
Range: Touch

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

WOLFSDANE CHANT
Level: 3

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

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




w @ The2 be SpifiS in +he woods
,tc and you know ‘em/ The veil

Chacactec Class between woclds ainy So +hick

BEQ: None af+ec alls With a bit of hemlock,

RRIME: WiS 3 pinch of luck,and a +winkle

HD‘!CH o' the nose you Can Make love
" potions, -Faefj ckarmS, and

5.1 =D Maype Summon Some DEMONS.

You S+ack and Save like 3 Magic-user, Cas+ Spells, ond
are ysvally Female (+hough j+ 3in+a cule), You can
tease +he magic out o jus+ about any Magic item

VS. Wi ’
(Sa\fe, S. Spells, odd Wis mod). guar o O B {

SPELLS= You Gn learn Ny Kind of spell, I+s all ~
J: Magic +o You. RHUMES: B:; SpedKing 3 litxle
;:"\"hjm@ @o matrtec howo lame ) Yov Can MagiC Cach
»+1me (Unlesg -Hnej are +he Samé), Saves apply,avafd (€pea+ts.
CHﬂRMS: With 1db +umns ok Prep You Can make a Cha(m(hex bag, neckla(e,e.}(,)
O

+hat mimicS aSpell of halﬁjgurlev{l (cound UP) or less with 5%, 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 permanent] saving VS,
Spetls...éa;ire: You CU{S@VYOURSELF! p b ‘bj k)
FAMILARITY: You avract | £amiliar every 3ah leve| (3,6,9,€4c) +ha+
haS gour HD . You have 3 Psychic +w.9—way link< With your dnitls
anging | mile Nevel. - ~
0 s ST EEELSH porions TPoiioNs Stoll

\\‘_‘_‘- s

}‘ rhn gy T r
'd o
4y
3 2,

TLE HD (1 1213 | |5 |PeRMoNTH | AFTER MoNTH

Kestle Keeper {144 Ll =)= == }=Wismad! 90

Herbalist 124y 7 % [ Jeseon +] 30 Y%

. Charier 244 ;,’2. = g== e 1 + 2 10 %

Spicix Friend Mgy 2 L1 === 43 { co%

! Diviner 4’ 544 B |2 2= == +Y 50 %

4gooo {Summener odt 32 |—|-1- w5 3 40 %

96000 Ccone Tdd 3 |2 ] I=}=1 4+¢ 30%

192000 )Enchanter | gdY i3 l2l=1=! $7 25%

23%0,000 Witch 1 944 413 v l= = +3 20%

£10) 510000 :(limmec Wikch lodd 4 |3 1=]1!1-| +1 15 %

1112700000 {Sabbath Witch l Ndd4 15 14 [ 32011 =+ § JO%

112)%60,000 High Witch Ndy +|%:5 | 4 |3 |2 i I o+l QY%

A13)1620000 \er Witch Nd4Y+1%{ 5 ) 4 1312 -‘7_; 12 &%
(I4) w8 0000 { Grand Witch  § ||d4+3%16 | & L %7*;

13 , %
* Con bonus no longer agplies ;
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- COMMUNE-* You can draw a magic Ciccle and Summon 8 Stionge
entity +3pping it 1do rounds leve | (d6 +urns 8+ leve | 12). You can
do +his | /day. The being cannot d+tdck or atect anythng outside
the circle.You can ask 1 question and with 3 9c0d F€3ction (6l You
Might e+ 3 uselul dnswer. The collis modi€ied by I+, WS or Chy,
Per your Chyice.- Ax \evel 9 you can cast Commune spell once
per ivee k. BL caredul . otherworidly beings never +ucge+,
EXTRAPLANAR: Axlevel 12 you can Cast (bntdck Other Plane, Ga+te,
or Astrdl Projection once per day' e :
AlRBORNE—: With 3 favored broom, cavldron, G ‘
Chair, or other lacge dbject you can Fly once
perday. 33 leve| 9 You dond need o prop. >
STRANGE BREWS: You can miy vp Mdgic Potions
-@rgm NVl }hjl‘f’d:{n-l»s, Eack potion
A5, requireS | day +o Creak. See X +oble +or deils,

SPIRIT FRIEND: Yov con derect spirits, undead,
demons, and devils Within 60" with 3 Save vs. spells.
Reaction rolls $ar Such €ntidies Gaim @ bonys o€ |,

BOOK oF SHADOWS: Your s pellbook iS

3 window +0 your Seul. I+ +e\iS +he +rvth 2
o€ you. T# i+ is Srolen and deciphered
+he’ +hiet may place a Geas upon
You (no save), I+ it iS damaged _

You +ake %Ual dmg. I+ Shares Your hP'
T+ you Survive  Yyou M3y CrEHE 3 new book in pne.
Monthu.butyou are ceduced +o level 1 vatil i+is Linishel,

NO BLAZING ARTILLERY: Youare nrature's child,
Not+ 8 War maching, Flowers | not ficel when Caseing

Spells that deal multiple dice of damage You
nevec deal moce +han 2d.

SK‘{CLAD: when wear?@ nm—k:nj

3+ 3|l, You dre wdpped in natures
z _embrace, Your Saves are 3+ 3

t, and your AC |5 improved by
< your Int, Wis, and Cha mods.
ldlo_RESULT _. _ .. : DON SUWNONED ENTITIES:
1-5" Eicellen-t! Jex+ra dose. ' 1= Demon @2 Gross NSty dbominajpn
5-9( Good job. N 2= Devil  T=Angelic
34 Yooc iy, 50% filurt done,? CWR 3 Asyra| BzElemendd| -
2 |Failed. Ldmg + nausea, < Y= Spiriv 9= Hones-l—-f?*'
1 ;Boteh ! Save vs. 2d6 dmg. 2

PoTiON RISK: You can

us€ the +oble below
£or potion-mMaKing i€
You feel luokg. Modi€y
by Wis or Int,




CRYPT OF THE WORM IDOL

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

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

ENTRANCE: The o stink hits Sinister Stinkers: For every turn spent in the crypt there
stone doors are stuck ofs &gt ust save "5{' is a 2 in 6 chance that 1d6 nobberlochs will crawl from the

and must be pulled e 3% and ol cints O nearest pool, hole, or crack.

open with spikes and ne ?C; of “_3 A a6 rounds

ropes or some other po‘\soﬂé a Worm Idol: The 6’ stone idol is hollow
clever means taking 2 éﬁ\‘%:; e and filled with wriggling yellow worms.
full turns to complete. 3 o The runes at the base are written in

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

There is no door
handle.

= or that can straight check is all that is needed.
oW & cret A% tting
e e 5= ned by SP! The runes read:
at{\\\) e oP worm upon it
[s) !
oo

E: ABW o, ENTER

Those who chew must save
vs. Poison or take 1d6 dmg |
. and vomit 1d6 rounds. Such 3 i

losers cannot open the door, of ’;e,ﬁd w?gecg, enter the

5 n i ol and
s as SO © s PO
oo\- Tc“s ex t\lﬂ‘b d:N\\’\.g \“‘AC;\I eam that ter-
e
\l\d esc-a‘? uﬂd{?‘rgo nas peen sou‘fed by

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

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

tried but failed to escape the yellow
doom.

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

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

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

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

storing.;

e ] Jo eidwa] paung woy 1e| 2}ipojson
ay ui sjood ayj Jo auo o} 192uuod Aew [00d SI IO,

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

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

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

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

times per day. 50% resistance to all magic.

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

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

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

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

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

(2

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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Roll the die and subtract 1. For 5 PCs,

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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C For your arsenal of Wizacdly wonders ! The
£ollowing fUles can apply +o Magic-v3ers and
& L]SE@ their arcane sub-classes and wizarding cgusins.,
Ho @ FIRE-AND-FIRE-PGRIN: Save Vs. Spells Fo (erain 3

I,E o Cas+spell and casragsin, Add your Int. mod, bot
* - Sub+rdct the spell levef. I-Fyau rolt @ 1 +he Spell

Lails and produces an unexpected result.Ona roll g4 20
Something AWESOME should happen.

S‘PEU. FA".URE'@Se this o3 COOLER +aple online)

1 Spetl 'piZ'ZIP.S, leaving the S+ench of failviR . You cannot
Cas+ the Spell agdin for 143 days$, - 3

. ‘-!f/f!; 2 Normal,crappy £ailure. BLAH |
: ) 2: Smok< and foul ador!

% iz Y: You vass out for 44 rounds.

RSl 50 As #4, and +oke (41 dmg.

4 / € & Stumed 1 round... Some+hing
: ' " ] STRANGE crawls into ceality.,
- : : {

V |

\ﬁﬂ A “1: The 0pss|TE ef€ect occurs.
Ml: 8¢ Explosion! Idedms/Spei level , 20" radivs, |
a1 9: Lose 1 Tnt.,reqainedin 143 days.

i 10: Enerzy o€ Foiled speil +urns ;nward,yraaf,‘y H
] JaveS d~d atRcks ¥or [d10 roundys.

@ WANDERFUL W’ZARDRY: Wands can Kick ass +oo.
7 wanD ZAp/: Use 3 wand +o 3fd +1/410% +o any Spell or
[\JC{)’ the atRck ¢€ an 2lly within 10" per level. Can also cause ~(
-3!:‘ b3 I\ P’ U +o Saving throw o€ an enemy. USe wand +3 cast a spe(( +hat
..ﬂa’ Cl<y IS nox cvrreatly prepared, Wands used in dng 0% these
wajj have a 4-in-6 chonce of bé?’lt} dﬁﬁ-f‘o\yed,
TUMing to dogt. 5'WAND BLock!:Use a wand +o
block 3 speil or 3+tack within 10" flevel . Wand
N is destcoged by this action, FWAND BATTLEL: As
N long a5 you™Face another wand-Wielding wizard g ou
M3y Casy anY speil from Your (€pecoire 1 +ime each
1 +ime per round, Tov MuSt Wit the +drged's AcC , then
the Spell Yokes etfect, TL l‘\H‘i ov muS+
L S9ve VS, spells or your wand is detvroged.
A TTEM:DUELING WAND— Th;s wandisa +1
W) Magic itenn when ysed by a wizard o(raqj Kind .







