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SK1 The Corrupt Temple S1 The Harquebusier
The peaceful kingdom of
Jarlburgh is under siege from
unknown foes! Marauders,
attack from their base hidden in
a forgotten sea goddess’
shrine. A call has gone out for
heroes to end this reign of
terror! Will you answer the call?

For adventurers levels 3 to 5.

The Harquebusier brings a
new character class and rules
for the inclusion of firearms to
your Old School fantasy RPGs,
plus an introductory adventure:
“The Trials of the Shootist”.
A firearms shipment has been
stolen and you must recover it!

For harquebusiers levels 1 to 2.

SK2 Scoundrel’s Run S2 Delver’s Delights
The usually peaceful and
serene Alderburgh Valley has
been shaken by a series of
unnatural earthquakes and
predation by a band of brigands
who sail on the pirate ship
“Scoundrel’s Run”. Can you
put a stop to their villainy?

For adventurers levels 3 to 5.

This supplement comprises a
series of four fantasy
misadventures. Your PCs will
explore an elven tree-home,
delve into an ancient tomb,
investigate a suspicious inn,
and awaken to find they are
prisoners aboard a sky-ship!

For adventurers levels 1 to 10.

S3 The Way O’ The Fae SO1 Eternal Knight
Nothing ever happens in your
hometown of Breyburgh…until
now! As if by magic, all the cats
have disappeared and strange
creatures stalk the forest! Can
you solve this mystery and
become a hero? My first set of
rule for Zero Level PCs.

For zero level adventurers.

Demons have disturbed the
well-deserved eternal rest of
Inara Marteen. The paladin’s
spirit reaches out to you,
worthy adventurers. Can you
save this realm from demon
invasion and help a noble
knight to rest in peace?

For adventurers levels 6 to 8.

SO2 Clash at Fort Valour SR1 Zero Level Player Rules
The border village of Dùn
Loachas is under attack! Evil
forces have laid siege to the
village and preparing to invade!
You’ve been conscripted into
the village’s defense, and they
are counting on you! Can you
save the day?

For adventurers levels 4 to 6.

Revised rules for creating Zero
Level Player Characters for
OSR games, including an
introductory adventure:
“The Lair of the Toad”.
A mage in training seeks your
assistance in recovering her
lost signet ring. Will you help?

For zero level adventurers.
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SCAI.1 Cavalier Attitude SR2 The Anti-Paladin
The inaugural issue of our
Old School zine, which focuses
on OSR fantasy role-playing
games, including BECMI, 1E,
2E, OSRIC and other retro-
clones. The zine provides short
adventures, TTRPG articles,
fantasy fiction, new monsters
and magic items and more!

The anti-paladin is a brand
new NPC and character class
for Old School fantasy RPGs.
This supplement includes four
completely detailed dark
knights, each with a sinister
backstory and a map of their
stronghold/fortress to explore.

For players levels 1 to 20.

SO3 Wycked Summons SO4 Wayward Maiden
It is Samhain, and a full moon
glows in the night sky. The veil
between the worlds is thin;
doorways to the Other Worlds
are opened! Captured by the
mad god Arawn, you must race
against race against another
group to earn your survival!

For adventurers levels 4 to 6.

The Maiden of Iasgairen has a
bounty on her head, and now
she has gone missing! The
constable suspects it’s the work
of a band of scurrilous pirates,
and asks for your help. Can
you rescue her and become
“The Heroes of Iasgairen”?

For adventurers levels 6 to 8.

Sch1 The Purloined Pachyderm SC1 Wondrous Adventures
The faire’s prized pachyderm
has been stolen by an
evil wizard who plans to carve
up the great beast for spell
components! Can you rescue
the wondrous beast and save
the faire? Written for the
#PlayForWyatt campaign.

For adventurers levels 2 to 4.

A set of wondrous adventures
awaits you! Can you return a
noble knight to eternal rest?
Will you defend the besieged
village of Dùn Loachas? Can
you survive a mad god’s
dungeon? Will you aid the
Shield Maiden of Iasgairen?

4 adventures for levels 4 to 8.

SCAI.2 Cavalier Attitude SO5 Krampusnacht
The second issue of our Old
School gaming zine, published
December 2017. It features an
article on “8 Reasons to
Check Out OSRIC” and
exclusive OSR adventure, a
giant-themed scenario “The
Shrine of the Titans”.

For adventurers levels 8 to 10.

It is Yuletide and children have
gone missing from a quiet
elven village! You have been
chosen to seek out the culprit,
rumoured to be the demonic
beast Krampus! Can you save
the children and bring this fiend
to justice?

For adventures for levels 4 to 6.
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SUPB1 The SUP Bundle SO6 The Bloody Barrow
This BUNDLE includes the first
three supplements in the
Harquebusier series of
Old School adventures; one of
two epic campaign paths in my
published campaign in the
world of Terrans. This collects
modules S1, S2 and S3.

For adventurers levels 0 to 10.

You thought you had found a
peaceful farm to spend the
night, but all is not as it seems.
The farmer’s son, a scholar,
ran off to examine a nearby
barrow mound, rumoured to
be an ancient vampire lair!
Can you rescue him?

For adventurers levels 6 to 8.

SO7 Shrine of the Titans SCAII.1 Cavalier Attitude
Shepherds report trouble
brewing in the mountains. They
say a giant priestess is
re-establishing an ancient evil
shrine. The soldiers sent to
investigate never returned! You
must find the missing guards
and end the threat.

For adventurers levels 8 to 10.

The third issue of our Old
School gaming zine, published
March 2018. It features articles
on deep dwarves, D&D book
collecting, and an exclusive
OSR adventure, the aquatic-
themed scenario “Sea Hag’s
Folly”.

For adventurers levels 2 to 4.

SR3 Knightly Tournaments SO8 Sea Hag’s Folly
The thunder of hooves and the
roar of the crowd. The
deafening clash of a lance
striking metal. It’s time to joust!
This supplement brings rules
for jousting and tournament
combat to your OSR game! It
includes three mini-adventures.

For adventurers of any level.

Something is wrong in the
seaside village of Inverdale.
The local aquatic humanoids
have started attacking ships at
sea. Now a sailing ship, the
Ēostre, has gone missing! Can
you unravel the mystery and
save the citizens of Inverdale?

For adventurers levels 2 to 4.

SCAII.2 Cavalier Attitude SC2 Amazing Journeys
The fourth issue of our Old
School gaming zine, published
June 2018. It features articles
on shadow gnomes, a new
warrior monk class, and an
exclusive OSR setting, an
Under Realm watering hole
called The Crystal Tavern.

For adventurers of any level.

A set of amazing journeys
awaits you! Can you save elven
children from Krampus? What
evil has awoken in an ancient
barrow? Can you best a giant
priestess in her mountain
temple? Can you save
Inverdale from a sea hag?

4 adventures for levels 2 to 10.
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SK4 The Mines of Mayhem SCAII.3 Cavalier Attitude
My master opus! 110 pages of
Old School fun! You must
discover what evil has assailed
the Dwarfhome Mines, and
track it to its source, far below
in the deadly Under Realm of
Terrans! Includes an 18 page
illustration booklet.

For adventurers levels 2 to 4.

The fifth issue of our Old
School gaming zine, published
September 2018. It features
articles on a scout class,
adventurer gear, and an
exclusive OSR adventure; a
high-level scenario entitled
“The Dark Chanterie”!

For adventurers levels 12 to 16.

SO9 Down the Wishing Well SO10 The Pumpkin Man
The folk of the village of
Standown have always been
protected by the goddess,
Brigid, but she has gone silent
and evil grows in her absence.
It’s up to you to go down the
wishing well, find Brigid, and
come back a hero!

For 1 adventurer levels 1 to 2.

A spooky Samhain tale!
A downpour forces you to seek
shelter at Foggybottom
Manor. Trouble is brewing
there; an evil fae being has
kidnapped his children! You
must defeat the Pumpkin Man
before the sunrise, or all is lost!

For adventurers levels 4 to 6.

SO11 Mad Madrigan's Maze SM1 Krampus for OSR
While visiting the gnome
village of Ratchet you cross
paths with a mad archmage
who traps you in his hidden
labyrinth. Now you must fight to
escape, but can you best the
beasts and puzzles of
Mad Madrigan’s Maze?

For adventurers levels 4 to 6.

A holiday beastie compatible
with most OSR games. This
supplement details the foul
demon Krampus. Each winter
he stalks the realms in search
of naughty children to drag off
to the Hells! Can your players
best this ancient yuletide fiend?

For adventurers of any level.

SCAII.4 Cavalier Attitude SO12 Return of Krampus
The sixth issue of our Old
School gaming zine, published
December 2018. It features
articles on alignment change;
a short story, “Death Comes
to Blackrock”; and an
exclusive winter-themed OSR
adventure, “The Icy Hollow”!

For adventurers levels 4 to 6.

This BUNDLE includes the first
three books from our S-series
of Old School harquebusier
adventures; one of two epic
campaign paths in my
published campaign world of
Terrans. This collects modules
S1, S2 and S3.

For adventurers levels 0 to 10.
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SKHB1 SKP Holiday Bundle SX1 2019 SKP Calendar
This BUNDLE includes four
holiday-themed supplements:
SO5 Krampusnacht, SO12
Return of Krampus;
SM1 Krampus for OSR; and
“The Icy Hollow”, a winter
adventure featuring a demi-
snow elemental, from SCAII.4!

For adventurers levels 2 to 6.

New for 2019, we released a
twelve month wall calendar
which highlighted a different
Starry Knight Press module or
supplement each month, in the
month they were produced
and/or released.

SC3 Tales from The Dales SO13 Shrine of Sacrifice
A set of tales from The Dales!
Will you go down the wishing
well and come back a hero?
Can you defeat the fae fiend
The Pumpkin Man? Will you
escape Madrigan’s Maze?
Can you defeat the beast
Krampus and save Yuletide?

For adventurers levels 1 to 6.

While following an old trail in
the forest you stumble upon an
ancient elven shrine. Lost
treasures and dark secrets lie
within: an ancient evil has
been bound inside. Will you
enter the shrine and cleanse its
sacred halls?

For adventurers levels 4 to 6.

SCAIII.1 Cavalier Attitude SCA1 Best of Cavalier Attitude

The seventh issue of our Old
School gaming zine, published
March 2019. It features articles
on law and order in OSR
campaigns, the short story
“Prue’s Fate”, and an
exclusive lycan-themed OSR
scenario, “The Blood Moon”!

For adventurers levels 4 to 6.

A compendium of five
adventures, six RPG articles
and a fantasy fiction short story
gleaned from the pages of the
first two volumes of
Starry Night Press’
Old School Gaming zine
Cavalier Attitude!

5 adventures for levels 2 to 16.

SX2 Starry Knight Press 2019 Catalog SSolo1 The Endless Lair

New for 2019, we released a
full colour catalog featuring
our entire selection of currently
available RPG books and
supplements; information on
upcoming titles; a campaign
path; and map of our campaign
world of Terrans.

A solo adventure! You have
heard tales of the maze near
Cùirn Dhubh. Many have
entered seeking their fortunes,
but few make it out. Now it’s
your turn! Will you enter the
labyrinth and test your mettle
against the Endless Lair?

For adventurers levels 1 to 3.
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SCAIII.2 Cavalier Attitude SSolo2 The Endless Lair II

The eighth issue of our Old
School gaming zine, published
June 2019. It features articles
on loot division; a short story,
“The Trouble Twins”; and an
exclusive undead-themed OSR
adventure, “The Copper Hall
of Naren Kaz”.

For adventurers levels 5 to 7.

Another solo adventure!
You thought you had mastered
the shifting mazes of the
Endless Lair, but a new level
has been discovered in this
magical labyrinth. Will you
return, to once again challenge
this other-worldly labyrinth?

For adventurers levels 4 to 6.

SPC1 Old School Character Sheets SO14 Blood Moon
Keep track of all of your OSR
character’s critical information,
including statistics, hit points,
bonuses, gold, saving throws,
spells and magic items on
these handy, easy to read
player character record sheets.
They are form-fillable PDFs
for greater ease of use!

The Hambills are a well-
respected farming family in
Baile Atha Quinith society.
But no one has heard from
them, and those sent to
investigate never returned! Can
you discover what tragedy
befell these poor souls on the
last blood moon?
For adventurers levels 4 to 6.

SCAIII.3 Cavalier Attitude SO15 Headman's Revenge
The ninth issue of our Old
School gaming zine, published
September 2019. It features
articles on player character
death; the conclusion of “The
Trouble Twins” short story;
and an exclusive OSR
adventure, “Tower Inverso”.

For adventurers levels 5 to 7.

A Halloween story featuring a
dullahan! The quaint forest
village of Coomchadalach is
being visited by a terror from its
past. Each night this headless
horseman kidnaps one
unlucky soul. Can you stop the
fiend before he destroys this
village?
For adventurers levels 6 to 8.

SM2 Dullahan for OSR SO16 The Dark Chanterie
This supplement details the vile
fey dullahan, a headless
horseman who stalks the
night, searching for victims.
With his cruel whip, bloody
sickle and exploding pumpkins
he is quite a deadly foe!
Can your players best this
classic Halloween beastie?

For adventurers of any level.

A sage seeks your help in
solving an ancient mystery:
was Evalyn MacGuiness
really a divine goddess or was
she a traveller from another
planet who crashed landed
here? Will you venture into her
cult shrine to find the truth?

For adventurers levels 12 to 16.
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SC4 Perilous Expeditions SCAIII.4 Cavalier Attitude
A thrilling set of perilous
expeditions await you! Can
you cleanse an elven shrine?
What ill fate did the blood
moon bring? Can you stop the
headless horseman? Does
the secret of space travel lie
within the dark chanterie?

For adventurers levels 4 to 16.

The tenth issue of our Old
School gaming zine, published
December 2019. It features a
complete index of the zine’s
run; the fantasy short story,
“The Unstuck Spy”; and an
exclusive OSR adventure
“Seeress’ Rescue”.

For adventurers levels 8 to 10.

SO17 Revenge of Krampus SG1 Rite of the Hero
Krampus is back again!
The children of Dùn Bhriste
have been kidnapped by foul
shadow gnomes and a dark
elf wizardess, all in league
with Krampus It’s up to you to
defeat these fiends and save
Yuletide!

For adventurers levels 2 to 4.

Our first 1E and 5E compatible
adventure. The Temple of the
Blade has stood for time
immemorial. No one knows
who built it, but they know this:
those who enter die below or
come out heroes! Will you
complete the Rite of the Hero?

For adventurers levels 1 to 2.

SG2 Seer's Rescue SG3 The Cursed Keep
Another 1E and 5E compatible
scenario. A seer has foreseen
a great evil rising in the
Parched Desert, but he’s
kidnapped before he can raise
an alarm. Can you rescue the
seer before he is sacrificed to
summon a demon lord?

4 adventures for levels 7 to 10.

Another 1E and 5E compatible
scenario. You happen upon a
village afflicted by a plague.
A local druid claims it was
caused by an evil magus and
the cure lies in an old wizard’s
tower in the forest. Can you
find the cure and save the day?

For adventurers levels 2 to 4.

SCA2 The Best of Cavalier Attitude 2 SKPCOMPAT Compatibility Bundle
A compendium of four
adventures, four RPG articles
and three fantasy fiction
short stories gleaned from the
pages of the third volumes of
Starry Night Press’
Old School Gaming zine
Cavalier Attitude!

4 adventures for levels 4 to 10.

This BUNDLE includes the first
three books of our new series
of generic OSR and 5E
compatible scenarios, all set in
in my published campaign
world of Terrans. This collects
modules SG1, SG2 and SG3.

For adventurers levels 0 to 10.
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Adventure Compatibility by Level

LEVELS ADVENTURES
0 to 1  S2 The Way O’ The Fae  SR1 Zero Level Player Rules and Lair of the Toad
1 to 3  S1 The Harquebusier

 SO9 Down the Wishing Well
 SSolo1 The Endless Lair
 SG1 Rite of the Hero

2 to 4  SK1 The Corrupt Temple
 SK2 Scoundrel’s Run
 SCh1 The Purloined Pachyderm
 SO5 Krampusnacht
 S08 Sea Hag’s Folly
 SCAII.1 (Sea Hag’s Folly)

 SK4 The Mines of Mayhem
 SO11 Mad Madrigan’s Maze
 SO12 Return of Krampus
 SO17 Revenge of Krampus
 SG3 The Cursed Keep

4 to 6  SO2 Clash at Fort Valour
 SO3 Wycked Summons
 SCAII.4 Cavalier Attitude (The Icy

Hollow)
 SO10 The Pumpkin Man

 SO13 Shrine of Sacrifice
 SCAIII.1 Cavalier Attitude (Blood Moon)
 SSolo2 The Endless Lair II
 SO14 Blood Moon

5 to 7  SCAIII.2 (Copper Hall of Naren Kaz)  SCAIII.3 (Tower Inverso)
6 to 8  SO4 Wayward Maiden

 SO6 The Bloody Barrow
 SO15 Headman’s Revenge

7 to 10  SG2 Seer’s Rescue
8 to 10  SO1 Eternal Knight

 SO7 Shrine of the Titans
 SCAI.2 (Shrine of the Titans)
 SCAIII.4 (Seeress’ Rescue)

11+  SCAII.3 (The Dark Chanterie)  SO16 The Dark Chanterie
Multi-
level

 S3 Delver’s Delights (Levels 1-10)
 SR2 The Anti-Paladin (Levels 1-20)
 SC1 Wondrous Adventures (Levels 4-8)
 SUPB1 The SUP Bundle (Levels 0-10)
 SC2 Amazing Journeys (Levels 2-10)
 SKHB1 SKP Holiday Bundle (Levels 2-6)

 SC3 Tales from The Dales (Levels 1-6)
 SCA1 The Best of Cavalier Attitude (Levels 2 to 16)
 SC4 Perilous Expeditions (4 to 16)
 SCA2 The Best of Cavalier Attitude 2 (Levels 4 to 10)
 SKPCOMPAT Bundle (Levels 1 to 10)
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Official Campaign Progression: My published world currently features two separate but interconnected campaigns, known
as the “SK-series” and the “S-series”. Each campaign has your players focused on finding and reassembling an ancient
artifact of power, in order to keep them out of the hands of the forces of Evil, which are presently amassing power in the
Under-Realm for a strike against the forces of Light. The two separate campaigns merge at higher levels, as your players
take on challenges affecting their entire world and beyond, as they set sail for the heavens! The following chart details the
proper order in which my adventures should be played.

SK-series Campaign S-series Campaign
Level Adventure Level Adventure
0-1 The Lair of the Toad (from Zero Level Player Rules) 0-1 The Way O’ the Fae
1-3 Scoundrel’s Run 1-2 Trials of the Shootist (from The Harquebusier)
3-5 The Corrupt Temple 2-4 Mines of Mayhem
4-6 Fane of the Shark Demon (TBD) 4-6 The Crystal Caves (coming May 2020)
6-8 The Dragon’s Heart (TDB) 6-8 Grave Vexation (coming June 2021)

8-10 The Gilded Anchor (from Delver’s Delight)
10+ Skyhold (space-travel based adventure setting, TBD)
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APPENDIX A: OLD WORLD MAPS

These maps depict most of the North and Eastern hemispheres of the world of Terrans, the celestial sphere in my published
campaign. These maps show the nations of Jarlburgh, Alderburgh, The Red Eagle Barony, Dùn Bhriste and The Dales.
A map legend is included below, for reference: each hex equals 3 miles.

Map of Jarlburgh, Alderburgh, The Red Eagle Barony, and Dùn Bhriste

© Louis Kahn / Starry Knight Press 2020. All rights reserved. This image may not be reproduced, copied or distributed for commercial use. Permission is granted to purchasers to print and copy this image for personal use only.
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Map of The Dales and portions of Alderburgh and Dùn Bhriste

LEGEND:

© Louis Kahn / Starry Knight Press 2020. All rights reserved. This image may not be reproduced, copied or distributed for commercial use. Permission is granted to purchasers to print and copy this image for personal use only.



12

(Revised April 2020)

APPENDIX B: NEW WORLD MAPS

MAPS OF THE PARCHED DESERT: In 2020 I introduced two new areas of my world of Terrans, the Parched Desert and the
Viridian Isles. The great arid region known as the Parched Desert is a harsh and dangerous region located between
civilizations to the north (small independent nation states) and a very old empire to the south (not yet explored in my
published campaign). The Copper Hall of Naren Kaz (SCA III.2) lies in this region, deep in the desert roughly 26 leagues
(78 miles) from the Dùn Bhriste village of Dùn Loachas.

THE PARCHED DESERT (CENTRAL)

MAP LEGEND

© Louis Kahn / Starry Knight Press 2020. All rights reserved. This image may not be reproduced, copied or distributed for commercial use. Permission is granted to purchasers to print and copy this image for personal use only.
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This map depicts the northern-most portion of the arid region known as the Parched Desert. The adventure SG3 Seers’
Rescue (based on the mini-adventure Seeress’ Rescue, SCAIII.4) takes place here. The seer/seeress is being held captive in
an underground shrine below an ancient ruin site, roughly 15 leagues (45 miles) south of the Dùn Bhriste village of
Dùn Loachas. A map legend is included for reference: each hex equals 3 miles.

THE PARCHED DESERT (NORTH)

MAP LEGEND

© Louis Kahn / Starry Knight Press 2020. All rights reserved. This image may not be reproduced, copied or distributed for commercial use. Permission is granted to purchasers to print and copy this image for personal use only.
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MAP OF THE VIRIDIAN ISLES: This map depicts two of the three islands that are collectively known as the Viridian Isles.
The isles are the location of the subterranean Tower Inverso (SCA III.3), which lies atop an island mountain peak. The tower is
roughly a league (3 miles) from the village of Port Grand, a dangerous outpost of piratical villainy and home to the worst
flotsam and jetsam of Terrans’ society. Port Grand is nominally ruled over by the Lady of Nighshade Hall, from her castle in
the mountains above the village. She is alleged to be an anti-paladin of immense power.

THE VIRIDIAN ISLES

LEGEND

© Louis Kahn / Starry Knight Press 2020. All rights reserved. This image may not be reproduced, copied or distributed for commercial use. Permission is granted to purchasers to print and copy this image for personal use only.
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A P P E N D IX  B : S A M P L E N E W  M O N S T E R  A N D  M A G IC IT E M S

M y b o o k s  c o n ta in  n u m e ro u s  n e w m o n s te rs a n d  n e w m a g ic  ite m s fo r u s e in y o u r O S R a n d  5 E  c a m p a ig n s , a n d  I w a n te d  to  
s h a re  a  fe w  s a m p le s h e re , s o y o u  c a n  s e e  w h a t th e y y o u  w ill g e t w h e n  y o u  p u rc h a s e  o n e  o f m y s u p p le m e n ts .

S A R N IN T U R G O R ( 4 T H L E V E L  C L E R IC / 9 T H L E V E L  A S S A S S IN )
H a lf- O rc , M a le , A g e  3 6 , A L C E
S  1 6  D  1 7  C N 1 5  I 1 2  W  1 3  C H  1 0
( A C  3 , le a th e r a rm o u r, D E X  b o n u s , rin g o f p ro te c tio n  + 2 ;
M V 1 2 ” ; H P  6 0 ; # A T  1 ; D  1 d 8 + 3 , b a ttle  a x e  + 3 ; S A p o is o n , 
a s s a s s in a te , s p e lls ; S Z  M , 6 .5 ft. ta ll; T h ie f S k ills  - C W 9 6  F T  5 9  
H N  3 2  H S  5 5  M Q  5 5  O L  6 9  P P  6 4  R L 2 0 ) .

S a rn in T u rg o r is a  c o ld , c a lc u la tin g  a n d  c ru e l b a s ta rd . 
H e  is  a n  im p re s s iv e ly b u ilt h a lf-o rc  w h o sta n d s  6 .5 ft. ta ll. 
H e  e s c h e w s  h e a v y  a rm o u r a n d in ste a d  p re fe rs to w e a r a  
lo n g c lo a k , k ilt, b ra c e rs  a n d  fo o t w ra p s a ll m a d e  o f 
le a th e r. H e  w ie ld s  a m a s s iv e tw o -h a n d e d , s to n e  h e a d e d  
b a ttle  a x e  + 3 in c o m b a t. T h e  s to n e  a x e -h e a d  o f th is  
w e a p o n is m a d e  o f m y th ra l, m a k in g  it in c re d ib ly  lig h t 
( 3 lb s ) . It m a y  b e  w ie ld e d  w ith  o n e  o r tw o  h a n d s a n d  m a y  
b e  th ro w n  a s  if it w e re  a  lig h t h a n d  a x e . L ik e m o s t o f th e  
D e m o n ’s  M a w , h e  c a rrie s tw o  v ia ls o n  p o is o n o n  h is  
p e rs o n  a n d u s u a lly  p o is o n s h is  w e a p o n b e fo re  c o m b a t. 
H e  w e a rs  a  rin g  o f p ro te c tio n  + 2 o n h is  rig h t h a n d  a n d  
w e a rs  a  b ro o c h  o f s h ie ld in g a ro u n d h is  n e c k , w h ic h  h e  
h a s  d e c o ra te d  w ith  tro p h ie s  fro m  h is k ills . H e  h a s th e  
fo llo w in g  c le ric s p e lls a t h is  d is p o s a l: (1 s t le v e l) c u re  lig h t 
w o u n d s , c u rs e , lig h t, s a n c tu a ry ; ( 2 n d  le v e l) c h a n t, s p iritu a l 
w e a p o n .

K h e lv a n  M a s o n , a k a  “ T h e  B a s ilis k "
M e d iu m h u m a n o id  ( h u m a n ) , la w fu l e v il

A rm o u r C la s s : 1 2  ( 2 0 w it h  m a g e  a rm o r, s h ie ld )
H it P o in ts : 3 8 ( 6 d 6 + 1 2 )
S p e e d : 3 0  ft.

S T R 9  ( - 1 ) D E X 1 4  (+ 2 )  C O N 1 5  (+ 2 )
IN T 1 8  (+ 4 ) W IS 1 3  (+ 1 ) C H A 1 1  (+ 0 )

S a v in g  T h ro w s In t + 7 , W is + 4
S k ills A rc a n a  + 7 , In s ig h t + 4 , In v e s tig a tio n  + 7 , R e lig io n  + 7
S e n s e s p a s s iv e P e rc e p tio n  1 1
L a n g u a g e s C o m m o n , D w a rv is h , E lv is h , T e rra n
C h a lle n g e 6 ( 2 ,3 0 0  X P )

C o ld Iro n  D a g g e r. T h is m a g ic a l b la d e is fo rg e d  o f c o ld  iro n , a  
h ig h ly m a g ic a l e le m e n t. T h is  b la d e  p ro v id e s  + 2  to  a tta c k a n d  
d a m a g e  ro lls * , a n d a g a in s t  t h e  fa e o r c re a tu re s fro m  F a e rie it 
a c ts  a s  a b la d e  o f w o u n d in g .

P e trifie d  W o o d  Q u a rte rs ta ff. T h is m a g ic a l q u a rte rs ta ff is  m a d e  
fro m  p e trifie d  w o o d  w h ic h  h a s  b e e n  e n s o rc e lle d  to  m a k e  it 
stro n g e r a n d  m o re  fle x ib le . It g ra n t s  + 2  to  a tta c k a n d  d a m a g e  
ro lls * , a n d g iv e n  it s  w e ig h t it c a n  a ls o b e  th ro w n  b y th e  w ie ld e r, 
to c a u s e  d a m a g e  a s a  fa llin g  o b je c t.

S p e llc a s tin g . T h e  B a s ilis k  is a 6 th -le v e l s p e llc a s t e r. H is s p e llc a s tin g  
a b ility  is  In te llig e n c e  (s p e ll s a v e  D C  1 5 , + 7 to h it w ith  s p e ll 
a tta c k s ) . T h e  B a s ilis k h a s  t h e  fo llo w in g  w iz a rd  s p e lls p re p a re d :
C a n trip s ( a t w ill): lig h t, m a g e  h a n d , m in o r illu s io n , s h o c k in g  g ra s p ; 
( 1 s t  le v e l, 4 s lo ts ) : d e te c t m a g ic , m a g e  a rm o r * , m a g ic  m is s ile , 
s h ie ld * , th u n d e rw a v e ;( 2 n d le v e l, 3 s lo ts ) : d a rk n e s s , h o ld  p e rs o n ,
s h a tte r, w e b ; ( 3 rd le v e l, 3 s lo ts ) : h a s t e , lig h tn in g  b o lt, m a jo r 
im a g e . * T h e  B a s ilis k c a s ts th e s e  s p e lls o n  it s e lf b e fo re c o m b a t.

W a n d  o f S to n e . T h is m a g ic a l w a n d h a s  3 c h a rg e s . W h ile h o ld in g it 
th e  w ie ld e r m a y  u s e  a n  a c tio n  to  e x p e n d  1 c h a rg e  to  c a s t th e  
w iz a rd  s p e ll fle s h  to  s to n e ( s a v e D C  1 5 ), o r its re v e rs e  s to n e  to  
fle s h ( s y s t e m  s h o c k ro ll re q u ire d ) . T h e  w ie ld e r is  n o t re q u ire d to  
c o n c e n tra te o n  th e  s u b je c t.
A c tio n s

D a g g e r. M e le e  o r R a n g e d  W e a p o n A tta c k : + 2 to  h it, re a c h 5  ft. 
o r ra n g e  2 0 / 6 0  ft., o n e  ta rg e t. H it: 1 ( 1 d 4  - 1 )  p ie rc in g  d a m a g e .

Q u a rte rs ta ff. M e le e  o r R a n g e d  W e a p o n A tta c k : + 2 to h it, re a c h  5  
ft. o r ra n g e  1 0 / 2 0  ft ., o n e  ta rg e t. H it: 2 ( 1 d 6 -1 )  b lu d g e o n in g  
d a m a g e o r 3  (1 d 8  -1 ) b lu d g e o n in g  d a m a g e if u s e d  w ith  tw o  
h a n d s ; o r 3  (1 d 6 ) b lu d g e o n in g d a m a g e  p e r 1 0 ’ th ro w n .

S h o c k in g G ra s p . M e le e  S p e ll A tta c k : C a n trip  + 7  to h it, re a c h  5 ft., 
o n e  ta rg e t. H it: 8 ( 2 d 8 )  lig h tn in g  d a m a g e a n d  ta rg e t c a n n o t 
ta k e R e a c tio n s u n til its n e x t tu rn .

* T h e s e b o n u s e s a re n o t a c c o u n te d  fo r in th e  A c tio n  s e c tio n  a n d  
m is t  b e  in c lu d e d  s e p a ra te ly  b y  th e  G M  d u rin g  p la y .
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STAFF OF DARKNESS

These gnarled wooden quarterstaves are a great boon to
those who seek to work in the shadows. For this reason
they are a favourite of spellcasters who follow the path of
Darkness, although they are useable by arcane and
mystical spellcasters of any alignment. These staves
function as +1 weapon for purposes of both “to hit” and
damage rolls, but are considered a +3 weapon for
purposes of what and who they can hit.

These staves have the following spell like abilities: (a) no
charge: the ability to see in the dark (both normal and
magical darkness) as if in full daylight; (2) 1 charge:
globes of darkness (reverse of the magic user spell
dancing lights), which appears in 1 segment, and
darkness (per the magic user spell), which appears in 2
segments; (c) continual darkness (reverse of the magic
user spell continual light), which manifests in 2 segments;
and (d) 3 charges: ray of darkness, which manifests in
3 segments. This intense darkness lasts for but a moment,
has a range of 120’, and forms a 40' diameter sphere of
darkness. Any being within the area of effect must save
vs. spells or be blinded and stunned for 2d6 segments. This
sphere of darkness hails from the negative material plane
and as such it has a devastating effect on all creatures
and beings of holy origin (e.g. angels, devas, and etc.)
causing them 6d6 damage with no saving throw allowed.
Mustaphas’ staff has 25 charges and it may not be
recharged. Once all its charges are expended the staff
retains the “to hit” and damage bonus and the ability to
allow the wielder to see in the dark.
(GP value: 2,500gp)

TELEPORTATION STONE

A teleportation stone is a stone ensorcelled by a powerful
mage to allow instantaneous travel via the magic-user
teleportation spell. When placed on the ground and the
command word is spoken, the stone will teleport all living
beings in a 10’ radius to a pre-determined locale chosen
by the mage who created the item.

These stones are generally one-use items, but they may
be recharged by a mage casting a teleport spell while
holding the stone, which absorbs the spell. It is rumoured
arch-mages have created multi-use teleportation stones,
which are exceedingly rare and expensive. Tinus’ stone is
such a device; it is attuned to teleport to his hometown.

The spell functions almost unerringly, with a mere 2%
chance of failure. Magic is unpredictable, however, and
thus each time a teleportation stone is used, the GM
should roll percentile dice: on a roll of 1 the spell fails and
nothing happens; on a roll of 2-99 the device works as
intended; but on a roll of 100 the device malfunctions
catastrophically. If a catastrophic failure occurs the GM
should roll 1d6 and consult the chart below for the result:

Roll Result
1 The player is transported to a completely random

location in time and space (e.g. the player may be
transported to another planet in a different sphere,
such as our modern day Earth). The final destination
is at the GM’s sole discretion.

2 The player is transported to the proper location, but
50’ below the spot intended. If transported into solid
matter they will die.

3 The player arrives at the right place, but a slightly
wrong location. Roll 1d10: on a roll of 1-5 the player
arrives that many feet east of the mark, and on a roll
of 6-10 they arrive that many feet west of the mark. If
transported into solid matter they will die.

4 The player is transported to the proper location but
50’ in the air. Unless they have the means to land
safely, they suffer 5d10 points damage.

5 The player arrives at the right place and time, but
they arrive naked, with all their gear left at the spot
from whence they came.

6 The player is transported to the correct location, but
the wrong time. Roll 1d20: on a roll of 1-10 they arrive
that many days before the present, and on a roll of
11-20 they arrive that many years after the present.

(GP value: 3,000gp, 10,000gp for a multi-use stone

WAND OF DECEPTION

This wooden wad is 18” long and topped with a rose
quart gem, secured with the whiskers of a rakshasas. The
wand may create both visual and audible illusions (e.g.
audible glamour, phantasmal force, and so on), which
manifest in 3 segments. Each illusion created costs
1 charge/round to maintain. Maintaining the illusion
requires the wilder’s full concentration and they may not
engage in combat or any complex action, but they may
move at normal speed. This wand is rechargeable.
(GP value: 3,000gp)
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L E G A L

L ic e n s e s

OPEN GAME LICENSE version 1.0a
1. Definitions:

(a) "Contributors" means the copyright and/or trademark owners who have contributed Open Game Content;
(b) "Derivative Material" means copyrighted material including derivative works and translations (including into 

other computer languages), potation, modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work may be recast, transformed or adapted;

(c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute;

(d) "Open Game Content" means the game mechanic and includes the methods, procedures, processes and 
routines to the extent such content does not embody the Product Identity and is an enhancement over the 
prior art and any additional content clearly identified as Open Game Content by the Contributor, and means 
any work covered by this License, including translations and derivative works under copyright law, but 
specifically excludes Product Identity.

(e) "Product Identity" means product and product line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, 
environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark clearly identified as Product identity by the owner 
of the Product Identity, and which specifically excludes the Open Game Content;

(f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify 
itself or its products or the associated products contributed to the Open Game License by the Contributor;

(g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content;

(h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open 
Game Content may only be Used under and in terms of this License. You must affix such a notice to any Open 
Game Content that you Use. No terms may be added to or subtracted from this License except as described by the 
License itself. No other terms or conditions may be applied to any Open Game Content distributed using this 
License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this 
License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a 
perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open 
Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights 
conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the 
exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and 
You must add the title, the copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, 
except as expressly licensed in another, independent Agreement with the owner of each element of that Product 
Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in 
conjunction with a work containing Open Game Content except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you 
are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may 
use any authorized version of this License to copy, modify and distribute any Open Game Content originally 
distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You 
Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to 
some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not 
Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure 
such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this 
License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only 
to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. System Reference 
Document Copyright 2000, Wizards of the Coast, Inc; Authors Jonathan Tweet, Monte Cook, Skip Williams, based 
on original material by E. Gary Gygax and Dave Arneson.

Acknowledgements: Maps of Jarlburgh, Alderburgh, The Red Eagle Barony, and Dùn Bhriste (p. 10) and Map of 
The Dales and portions of Alderburgh and Dùn Bhriste and Legend (p. 11); Maps of the Parched Desert (Central 
and North) and Legends (p. 12-13); and Map of the Viridian Isles and Legend (p. 14) were all created using 
HexographerTM by Inkwell Ideas.

A rtw o rk  A ttrib u tio n

L u ig i C a s te lla n i: b a c k c o v e r (th ie f).

R ic k  H e rs h e y : c o v e r a n d  fro n tis p ie c e  (V a lk y rie C o v e r) , 
1 5  ( o rc  b y J e ff K o c h ) a n d  1 6  ( s ta ffw iz a n d  w a n d w iz a rd )  
( P u b lis h e r’s C h o ic e  Q u a lity  S to c k A rt, © R ic k H e rs h e y /  F a t 
G o b lin G a m e s ) .

N o e l P ro u lx : p . 8  (o p p o s ite s a ttra c t) a n d 9  (g ra b b in g  
h a n d s )  ( © K a b o u te r G a m e s ) .

L o u is  “ s irlo u ” K a h n : p . 1 -7 (S ta rry K n ig h t P re s s  m o d u le a n d  
s u p p le m e n t c o v e rs  a n d S ta rry K n ig h t P re s s  lo g o ) , a n d  
m a p s a n d  le g e n d s  [ p .1 1 , M a p s o f J a rlb u rg h , A ld e rb u rg h , 
T h e  R e d  E a g le  B a ro n y , a n d D ù n  B h ris te ; 1 2 , M a p  o f T h e  
D a le s a n d  p o rtio n s  o f A ld e rb u rg h a n d  D ù n  B h ris te a n d  
L e g e n d ; 1 3 -1 4 , M a p s o f th e  P a rc h e d  D e s e rt (C e n tra l a n d  
N o rth ) a n d L e g e n d s ; a n d  1 5 , M a p  o f th e  V irid ia n Is le s  a n d  
L e g e n d ].

U p d a te d : 0 3 .0 7 .2 0
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U n lo c k u n lim ite d  a d v e n tu re s  w ith  S ta rry K n ig h t P re s s ?
If y o u ’re lik e  u s , y o u  y e a rn fo r th e  h ig h fa n ta s y  
a d v e n tu re s o f y o re ! M a y b e  y o u ’re a  v e te ra n  
ro le - p la y e r w h o  c a u g h t th e  ro le - p la y in g  b u g  
b a c k in th e  d a y , o r p e rh a p s y o u ’re n e w to th e  
h o b b y , e ith e r w a y  y o u ’re in lu c k , b e c a u s e  w e  
liv e  to  s e rv e  y o u r O ld  S c h o o l G a m in g fix ! 

W h e th e r y o u ’d  lik e  to  try a  B a s ic a d v e n tu re  fro m  
th e  e a rly d a y s  o f fa n ta s y  g a m in g , a  1 E  a d v e n tu re  
fro m  th e  fo u n d a tio n a l p e rio d  o f ro le - p la y in g  
g a m e s , a 2 E  a d v e n tu re  fro m  th e  h e ig h t o f th e  
o rig in a l R P G c ra z e … o r a  m o d e rn  5 E  c o m p a tib le  
a d v e n tu re  w ith th a t s a m e  
O ld  S c h o o l fe e l, w e ’v e g o t y o u  c o v e re d .

S ta rry K n ig h t P re s s m e e ts  y o u r g a m in g  n e e d s b y  
p ro v id in g  h ig h q u a lity , b ra n d  n e w a d v e n tu re s fo r 
a ll fa n ta s y  ro le p la y in g  ru le s e ts . O u r p ro d u c ts  a re  
m a d e  to  th e  h ig h e s t s ta n d a rd s b y a  te a m w ith  
o v e r fo u r d e c a d e s o f ro le p la y in g  e x p e rie n c e . 

E a c h  o f o u r p ro d u c ts  is  p a in s ta k in g ly  h a n d  
c ra fte d  th e  O ld  S c h o o l w a y : o u r p rin te d  p ro d u c ts  
c o m e  w ith o rig in a l- s ty le  d e ta c h a b le  c o v e rs  w ith  
m a p s p rin te d  o n  th e  o v e rle a f in tra d itio n a l O ld  
S c h o o l b lu e . A ll o f o u r b o o k s  c o n ta in  fu lly  
d e ta ile d  a d v e n tu re s re p le te  w ith c la s s ic  s ty le  
m a p s  a n d  illu s tra tio n s fro m  th e  b e s t a rtis ts  in  
fa n ta s y  g a m in g !

O u r w o rk s c a n  b e  u s e d  a s s ta n d - a lo n e  p ro d u c ts , o r th e y  fit in s e a m le s s ly  w ith th e  v a s t a m o u n t o f O ld  S c h o o l c o n te n t 
a lre a d y p u b lis h e d . W e a ls o e x p a n d  th e  O ld  S c h o o l u n iv e rs e  b y in c lu d in g  n e w m o n s te rs , c la s s e s , ra c e s a n d  m a g ic a l g e a r to  
c o n tin u e  y o u r a d v e n tu re s ! A n o th e r p lu s is th a t o u r g a m e s a re  a p p ro p ria te fo r g a m e rs  o f a ll a g e s a n d  ty p e s : fro m  h a rrie d  
a d u lts w h o  lo v e  to  p la y  b u t d o n ’t h a v e  tim e  to  w rite th e ir o w n a d v e n tu re s to fo lk s  w h o  w a n t a  d e ta ile d  a d v e n tu re  fra m e w o rk  
u p o n  w h ic h  to  e x p a n d  to  b u s y  fa m ilie s  w h o  s till w a n t to m a k e  tim e  fo r fa m ily g a m e  n ig h t!

W ith o v e r fifty p u b lis h e d  s u p p le m e n ts  fro m  S ta rry K n ig h t P re s s y o u ’ll b e  tra n s p o rte d  b a c k to th e  h e y d a y o f 
“ O ld S c h o o l”  g a m in g  in  n o  tim e  fla t! S o  p u ll o u t th o s e  d ic e , s h a rp e n th o s e  p e n c ils a n d  g e t o u t th e  m in is … it’s g a m e  n ig h t!!

© 2 0 2 0  L o u is  K a h n
s ta r r y k n ig h tp r e s s .c o m

M a d e in th e  U .S .A .
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