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1 Introduction {_he/basl,ics a{s,%ZlfjoSnféaﬁcfn ftozbuilélJ cﬁaml;st,Qw%rldé, ;nfd adseﬁtﬁrys‘s o2

on.

Success iWizards & Warriorscan be measured in many different
ways. As characters adventure, they will have opportunities to
accumulate wealth and eventually can establish a stronghold, castle, or
tower and attract follovers; this may be the definition of success for

Wizards & Warriorsis a fantasy role playing game (RP@hen
playing Wizards & Warriors(W&W), players control characters
adventuringin an imaginay world controlled andmoderated by the

GameMaster. o . some. As characters are played they gain experience points and will be
The point is to have fun while imagining fantastic realms filled Witlable to rise in IeveI arnrng additional skills and abilities as they do so; |
RI YISNE YeauSNEZ 'Y R F R@Sy dzNBtﬁ?stjan@tfpea dAbrddof sBcceds., aSaarzy " 27¥ a f
LINSUSYRE gAUK I FNI YSg2 N]thexdused %@rﬁuﬁ f{b ver % daﬂwéetrobg WO uAS &l‘,%é W&ards &

of events ) ) \Warriors is frlled of course, with magic and monsters. Not all
Unlike board games or computer games, the options are virtyallyharacters wIIsurvrve their encounters with them., Character death is a i
infinite, limited only by the imaginations of those playing. af2a3aé¢ F2N GKIF OKIF NI OGSNE o6dzi K8

character to rejoin the game.

It is up to each player to determine what success if for his or her
Learning to Playis easiest when playing with others who alreadycharacter. Sometimes, PCs may embark upon a mission to save the
know how. Teaching yourself the game from thierbook is pgssible, village, the kingdom, or even the world; succeeding in this mission

SaLISOALFtte AF @2dzOQNB | £ NBF R& T EoMidHe zhe &l cﬁmelew oryt anrlﬁjusebTG thelib nln@ Z\y\@tls LJG a
other similar games. But nothrng beats playing a few sessions widverything else inW&W, imagination is the only limit and it is the
those who already know the system. playing that is the fun.

Playersare the participants in a game Wizards & Warriorand will  Dice in Wizards & Warriorsuse a standard format to prevent

contrgl one or more player_characters (PCs) which_are thgame confusion. & different kinds of dice are use determine the results o

ater-S32a 2F (GKS LJ @SN 5SLISYyRAy I aghars yandiisiustions,/ batathegs f sanze adice mhigh§ beCuged Na- O i

will have a number of different skills and abilities available to use whilgenerate_numbers of varying rangeBice rolls are descrlbed with .

adventuring. The player decides vifthe character does and whento SELINSaadA2ya 3dz0K _ I a d&oRn tsweddliceg KA OK

use these abilities. ddzYy GKSYZ | YR I RBmber betwedils ardrfls). Alye3d Ay
first number tells you how many dice tq roll (addlng the results

It is not vital that players know all the rules \Wf&W before playing. In “
FIOGS AGQa SkaAte LIZAAADO @y ofihe ﬁg% @%mgdz@ gpérfﬁ$§'§é’ Y szAAy'auf',fQ%
{ﬁﬁskngcvrlj(aeésteatr\;ﬂ;{rgorrhogva]t{grrr%sc\évgrlrerz)rfo;/gisesﬁorrrrsany acsges, but after that indicatesa quantity that is added, subtracted or multiplied
9 P ) with the result.Wizards & Warriorsises the foIIowing die notations:
d2 A result of 1 to 2 is obtained by rolling 1d6. A result

The Game Mastelis the administrator and refereef the game 1-3=1,and 6 = 2.

Unlike players, it is important that the game master have a good d3 A result of 1 to 3 is obtained by rolling 1d& result of
understanding of thaV&W rules. Usually, it is best for players $pend 1-2=1,24=2,and %5 = 3.

at least a few sessions playiMy&W before jumping into GMing a d4 Four sided die

game. gg Erxhsideéi gi%_

TheGame Masteis the final arbitrator of rules and rules decisions. He ight sided die L

guides the progress of the game, and plays the roles of monsters and_d10 ¢Sy aARSR RASY | ane AYyF
non-player characters (NPCs). Nplayer characters are characters 12 Twelve sided die

that share many similarities with the characters played by the players. d20 Twenty sided die

but the Game Masterdecides on their actions, personalities, and| 8% or — Percentile dice (a number between 1 and 100
motivations. doo generated by rolling two different tessided dice. One

(designated before rolling) is the tens digit. The othel
) ] ) the ones digit. Two Os represent 100.)

Playing Wizards & Warriords very simple. Get a game master (GM) X-in-Y  Rolling X or lower on dY indicates success-@2means
and a fev players around a table, roll up some player characters (PCs) aroll of 1 or 2 on a d6 is succesyful

and begin adventuring.

The basic format of play goes more or less like this: - | .
1.The GM tells the players where they are and what they see gd A Note onWie RuleS¥ ¢ K2 dza3K 2Fu0Sy NBTFSNNSF
on around them. materials in this book are realjyst some basiguidelines. Many games
2.The players tell the GM what theiharacters do. or GMswill not use all the rules hereind most will alter them or add
3. The GM tells the players what happens. new ones. That is the nature of a game ttha only limited by the
4.1f anything anyone tries to do is not sure to work, roll some dice| imagination ofthose who play
see if it did. Take the game. Make it your own.




2 Characters Dexterity (DEX)measures hangye coordination, agility, reflexes,

and balance. It is the most important ability for thieves. It affects a
OKIF N} OGSNR&a FN)¥2NJ Oflaa o6!'/0z S¥
the chances of success when attempting thief skills.

Player Character§PCs)re the ingame personas of the players ard DEX Armor Class Missile Attack Thief Skill
are controlled by players throughout the game. Each player must have Score Modifier Modifier Adjustment
at least o PC, though controlling more than one PC at a tim¢ i 3 +3 -2 -4
possible. 4-5 +2 -1 -2
In addition, players will sometimes take control of Rolayer 6-8 +1 0 0
characters (NPCs) such as hireling and retainers for the game mastger. 9-12 0 0 0
1315 -1 0 0
. . 16-17 -2 +1 +1
Character Creation Checklist ?8 3 +2 +2
1. Roll up and arrang@bility Scores(pg3) 19 4 +3 +2
2.{ St SOU Go&ldr anH @ESB@)ME)&\ AC Modifierdoes not apply when the defender is unable to move.
3. DetermineHit Points, Languagesand Savmg Throwgpg 6) Missile Attack Modifierappliesto to-hit only, not damage.
4.5S G SNX)YAYS Strfing NdgeQok)S NI & Thief Skill Adjustmenapplies to althief skills except Hear Noise.
5. SelectO K I NJ \@aagohsEnd Equipment (pg 6-8)
Constitution (CONNBLINBE&aSyidia I OKIF NI Ol SN
i & = lityJossyryjve kifethiegieningsi ns. it gan affect the number of
Ability ScoresepresentalLISNE 2 y Q&  LIK&aA Ol h zyf t\:laafsulzﬂter ha?efhg{%ybiﬁt@ %g rgs%sta%e effects of poison and

Thesefive scores generally range from 3 to 18 though adjustments ma?'t pomtsd | 2 |
alter themhigher. Scores from 9 to 12 are considered average. njury, and magical transformations.

To generate ability scores, roll @dixtimes and record the resulis CON  Hit Point Modifier ~ Save vs. Poison ~ System Shock

order for strengthwisdom_dexterity, constitution, and charismahe Score per HD and Death Surviva
seventh roINS LINBS a Sy U a staf(tlﬁgntmm&r ofdold picsds ) & 2 g % igo/z
They player may swap the seventh roll for any of the other five if 5 2 1 50%
desired. 6 1 0 55%
7 -1 0 60%
e : : : 8 -1 0 65%
Changes to Ability Scorese possible due to magical effects, special 9 0 0 70%
attacks, or other causes. If any ability score is lowered below 3, the 10 0 0 75(;
character falls unconscious. If it is a permanent condition, the character 11 0 0 800/0
remains comatose unless it can besed to 3 or higher. 12 0 0 850/2
If any ability score is lowered to O or lower, the character dies 13 +1 0 90%
immediately, no save allowed. 14 +1 0 92%
15 +1 0 94;%
Strength (STRY S| adzNB& | OKI NI OGSNDa v uLdéII:glL S ry rstg LUINE dA UT I% Lz B S N\}ggéod_ u
is especially important fowarriors because it helps them prevail in 18 +3 +2 99%
combat. It affects chances to hit in combat, to cause damage, and tagmig +4 +3 100%
open stuck doors. Hit Point Modifier per HD applies only to HD rolls; minimum 1gdgpdie.
STR Damage Attack Door Save vs. Poison and Deatippliesto saving throws.
Score Modifier Modifier Modifier System Shock Survivaicludes resurrection survival.
3 -3 -2 -2
45 -2 -1 -1 . A . - “ 4 oA .
6-8 1 0 1 Charisma (CHA)Y S & dzNk a I OKI NJ Ou SNDa
0-12 0 0 0 persuasiveness, personal magnetism, ability to lead, and physical
1315 +1 0 +1 attractiveness. It can affect how others react to theacdcter, how
16-17 +2 +1 +1 many close retainers the character may acquire, and how loyal
18 +3 +2 +2 followers and hirelings will be.
19 +4 +3 +2 CHA Reaction Hirelingsand Morale
DamageModifier applies tomelee attacksall hits cause at least 1 point. Score Adjustment Retainers
Attack Modifier applies tomelee attackonly. 3 +2 2 4
Door Maodifier applies toopening stuck doa; bending bars, or lifting gates. 4-5 +1 3 5
6-8 +1 4 6
9-12 0 5 7
1315 -1 6 8
Wisdom (WI$ determines how well a character learns, remigers, 16-17 Al 7 9
and reasonsas well asl OKF NI OG SND& 6AC¢E LIZ o NE OZ2¥YPYZ2Yy asSygsS:z 10
perception, and intuition It is important forwizardsbecause they must 19 -3 9 11

study and memorize complicated arcane magical spells. It affects th&keaction Adjustmentppliesencounters with intelligent creatures.
number of languages a character knows and thenber of spells a  Hirelingsindicates the maximum number which may be employed at one tir

wizardcan cast per day. Retainersindicates the maximum number which may ever be acquired.

wis Bonus Bonus 1st Bonus 2nd  Bonus 3rd Morale applies to both hireling ancetainers.
Score Langiages LevelSpells Levd Spells LevelSpells
3-12 0 = -- --

13 1 1 -- --

14 1 1 -- -

15 1 1 -- --

16 2 2 1 --

17 2 2 1 ==

18 3 2 2 1

19 3 3 2 1

BonusLanguagesire selected during character creation.

Bonus Spellare added to the number of spells a wizard may cast per day;
bonus 2nd and 3rd level spells are not available until the wizard can cast ¢
of those levels.



I/ K NI O iSaNdafiing thardctribtit of the PC. Playerdetween characters of like or allied colors than there is between those
must_choose carefully, as the selection is permanent and will havedd opposed colors.

ANBFU STFSOU 2y UKS t/ Qa oAt A 0Nk individuals of opposed colors are not necessarily enemies. In
Each of the five colors in idards &Warriors has two allied and two some instances, they will join forces when their goals overlap and may

opposed colors as shown indfdiagram. even become friends.
The colors on either side of a Here is a summary of the basic tenets of each color:
WHITE given color are allied with that \whijte: order, equality, righteousness, hew, law, community, peace,_

color, while the two acrossthe | g 32t dziAaYku2GFf AGFENRAFYAAYS FyR £ A

GREEN ELUE ]poernt?ngstzgncaée gppglﬁggRsﬁt’h Blue intellect, reason, illusion, logic, knowledge, manipulation, and

Green and Black and is trickery, classical elements of air and water.

opposed to White and Blue. Black power, ambition, greed, deathnecromancy, corruption,
Though individals of the aSt TAaKySaas YR FY2NIXtAueées UKz2dAK

RED BLACK same or allied colors will not Red freedom, chaos, passion, creativity, impulse, fury, warfare,
always be friendly towards lightning, classical elements of fire and rock.

_ _each other, and in some cases Green life, instinct, nature, reality, evolutiomeutrality, ecology and
may be sworn enemies, there is usually much more cooperatiofterdependence.

Wizards and warrioref each color gain bonuses and special abilities as noted below:

White Blue Black Red Green
Ability Bonus +1 CHA +1WIS +1 DEX +1 STR +1 CON
Save Bonus +1 vs Wands +1 vs Spells +1 vs Poison/Death +1 vs Breath +1 vs Paralyze/Petrify
Special Ability Heal 1hp per level +1 Bonugo Detect Thief Skills +1 Attack Bonus Tracking Skills
~ once per day Secret Doors L
WhiteQ a | Sbility mysdbe used on someone else. Redda ! U U | apdlies to 2ekfitdrdls with both melee and missile

Blue®@ Bonus to Detect Secret Dooss gives them d-in-6 chance to ~ Weapons. .
noticeaconcealed doosimplyd € LI aaAy 3 A UKAY @rea a2 ¢ NI UCkrd désgribéain pabyef B
BlackQ & ¢ K AafeHesdribedl dnfpagedl

i - o Color Abilities: In addition to the above abilities which apply to
WarrlorSare basic adventurers arskilledfighters. warriors of every colg warriors gain the following colespecific special

Warriors aretough survivors and can use any weapons or armombilities at the indicated levels:
Warriors with great strength and constitution may focus on melee
(handto-hand) combat while those with high dexterity mag more

likely to use missile weapons from a safer distance. First Level
White: Immune to the paralyzing touch of ghouls.
Weapons Any Blue:+1 bonus to find traps
Amelné Any Black:+1 bonus to surprise if with only other Black characters.
Shie Yes Mini ;
Abilities One melee attacker round per level against Red.M.ln{ng skills (see pageg).
opponents with 1 hit die or less Green:Hide outdoors at +1

{(+28 +i bm gad YIFIAO &
Fourth Level

Warrior ~ Hit Dice Attack Roll to Gain Extra White: +2 attack bonus vs. undead creatures.
Le:c/el (]fjdsg BT}_US Ad\iz;nce Att_"i‘Ck Blue: Can use wizard magical items of a divination nature.
2 2d8 +2 19 - Black:Can dodgenagic missileby saving vs. spells.
‘31 43132 +§ %% %8 Red:Heal self for 1 hit point peevel once per day.
+ . . . . .
5 548 = 24 19 Green:Pass through vegetation without leaving a trail or trace.
6 6d8 +4 26 19
7 7d8 +5 28 18 Eighth Level
8 8d8 +6 29 18

White: Summon a special mount to serve for ten years.

Gain Extra Attackndicates the natural (unadjusted) uit roll required ~ Blue:Immune toESFand other forms of mind reading. .
to gain a second attack that rounti.the unadjusted extra attack roll is Black:{ dzF F SNJ y 2 FI f t A y\thll f&letie BB AT G A (F
one higherthan the number indicated, the warrior gets an additiona'Red:Successful save for half damage means no damage suffered.

extra attack. . .
Green:Immuneto non-magical poison and venom.



I . . i Color Abilities: In addition to the above abilities which apply to
leardS:ast magic spells and have magical abilities. wizardsof every color, wzardsgain the following colespecific special
Wizardsstudy arcane ecrets and cast magical spells, utilizswence, abilities at the indicated levels:
physics, and mathematical formulae to tap intoetmystical force
which permeates the univers@heysiphon off a small amourdf this .
power and harnesst so they can exploit it. Though immensely First Level
powerful at higher levels, wizardsegin their carees as weak and frail White: Turn Undead (see pad@®).
adventurers with poor combat skills, few weapons to choose from, a”@lue:Magic Blasi(see below) and save at +1 vs. all magic

usuallyno armor allowed due to years in the clemsm poring over
ancier%/t texts. y poring Black:CanpelUndead (see pagg0).

I AT FNRQa O2f 2N RAOGH Sa ¢ KA OrRedGaggweqr fpatherarmarng 3 kS Oty € SIENY S | y¥F
of each colo have special abilities which they gain as they advance iBreen: +1 bonus to surprise others if alone or with other Green

level. wizards.
Weapons Staff plus
P White[? Mace Fourth Level
Black:Dagger White: Can wear leather armor.
RedShort Sword

Blue: Save at +3 veharm, suggstion, and hypnosisffects andmagic

Armor (I\El’(rneneen:S"ng blastdoes 1d6 damage.

Shield No : : : Black:Dodge noamagical missiles by saving vs breath weapon.
Special {Fro9s d bm Gad YIIAO & Red:Canuse sword.

Abilities 2ndlevel: Create magic scrolls Green:+1 attack bonus with missile weapons.

3rd level Create magic potions

4th level: Save_at +2 vs, magic spells of t Eighth Level

OKI N} Od sNDa Ozt 2N White: Immune to all disease and illness.

Blue: Immune to charmeffects of woodland creatures andagic blast

Wizard  Hit Dice Attack Roll to Allied Color
Level (d6) Bonus Advance Spells does 1d6+1 damage.
1 1d6 0 19 = Black:ShadowForm once per day for up to 1 hour (see below).
% %gg +% %% == Red:Failed saving throw means half damage only.
+ - . . .
2 496 9 26 1stLevel Green:Shape chang® animal three times per day.
5 5d6 +2 28 1st Level
6 6d6 +3 30 1stand 2nd .t d28aQia Bhst requires the use of a wand or similar focus item.
! 7d6 +3 33 1st and 2nd Themagic blastcan be used once_per round and attacks as a thrown
8 806 +4 35 Ist,2nd,and 3rd R 33 SNJ &N RS MR SHekel. T Sizdrdimusaroll

Allied Color Spellsf the indicated level become available for use wher@ Successful tit. The target does not get a saving throw.
a wizard reaches 4th level. The character must choose one of the two
allied colors and can only learn allied spells of that color; spells from ¢ | SHadp

the other allied color or opposed colors are unlearnable. & Formallows the wizard to transform into a shadow

with all normal abilities (see monster section) for up to one hour. The

. a7 - Lo . A wizard transforms back to his qr heg nor, rm at the end af an hour. .,
Spellsk N5 I gAl I NRQa Y2al LI gSNFdzy 'h@r?\i%”grusﬁe isheb.j?i)%ﬂ;f| the \Aﬂ;ﬂ‘g bigh &1 5tn ,\Zmdfg\) u
g A1 I NR boak, whiclSHe for she must study YaiEach day, the personal possessions are transforméihey can be turnedbut not
wizard can cast a number of spells of each level as listed below: compelled)as an undead monster of hit dice equal to half the wigard
) o - u . level (round down).The wizard retains his or her hit points, spell
Wizard 1" Level 2" Level 3" Level 4" Level  japilities, and intelligence while shadow form
Level Spells Spells Spells Spells
1 1 -- -- -- A
2 2 -- -- -- D NB SShapa Changallows the wizard to transform into one
3 2 1 -- -- normal animal or bird between the sizf a gopher and a horse. The
4 2 2 -- -- wizard, his or her clothing, and personal possession transform, and the
5 2 2 1 -- wizard retains his or her hit points and intelligence. Spells cannot be
6 2 2 2 -- cast while in animal form. There is no time limit on the transformation
7 3 2 2 1 and the tansformation may be cancelled at any time.
8 3 3 2 2



Hit POints NB LINB & Sy G | OKI NI Oifj8yNdaia ant 6 Starting) Sealisxselestadliréna thelfoffldwing lists. Charactatso start

fatigue. with a small number of gold pieces (gp) as determined during rolling
Characters automatically receive maximum itints for their first hit ~ abilities.
die.

. . L Each ch i ith the followi i :
Each time a character gains a level, reroll AtHibé and compare the 1? cBa%k%g;\:;er begins with the following equipment

total to the previous number of hit points. Use the new total if it iS ¢ gagroll
higher than the old one. Characters cannot lose hit points when gainin Flint & Steel

a level but they mapecessarilyhot gain any. {1 Trail Rations (7 days)

Waterskin
Languagesallow communication between chacters and creatures. % Torches (6)
All characters begin the game with the ability to speak the Commony 1 weapon of choice
tongue 1 The followingclass item:
Bonus starting languages for possessing a higlisdom (WIS)are 0 Wizard Spell Book
chosen during character creation but the selection may be limited by o Warrior: Leather Armor
the game master dependimmn the campign.

e ; Andany four of the following items (multiples of the same item okay)
Additional languages may be learned during play. 1 50 Rope and Grappling Hook

) . L . o 1 Iron Spikes (10) and Small Hammer L
Saving ThrowsNBE LINBa Sy a | OKI NI Ou SNID&a § HolyWéter(d dals) 2 NBaAaud 2N R2R3AS
dangerous situation€Charactergand monsterywill have a numberfor ¢ KAS@ZSaQ ¢22f a

eachsaving throw category, and when affected by @dyof spell or  § Helmet

attack which requires a saving throw, the player@ame Mastemill 1 Upgrade torches to Lanterand Oil (3 pints)

roll 1d20.A result that is greater than or equal to the value listed for q Oil’in individual flasks (4 x 1 pint)

the saving throw is a success 1 Weapon

Some races and classes gasdra bonuses for some saving throws. { Shield
Unclassed characters save asldvelwarriors 9 10¢Pole
1 Upgrade Armor 1 AC level

Warrior Saving Throws

Breath Poison or  Petrify or Items chosen from this list cannot be sold before the character reaches

Level  Atacks  Death  Paralyze Vands Spells  second level.
Once initial gear has been chosen, additional items may be pseth
4-6 13 10 12 11 14 using the gold rolled during ability score generation.
7 9 8 120 9 12
WizardSaving Throws ) Money in Wizards & Warriorsconsists ofcopper, silver, and gold
Level Breath  Poison or Petrify or Wands spells pieces. Other metals are sometimes used as coins, as well. Also, gems
Attacks Death Paralyze and pieces of jewelry are often used as currency.
5-8 14 11 11 11 12 Coins gaerallyweigh50 to the pound.
Standard Exchange Rate
Character Agésdeterminedby rolling 10 copper piece&p) = 1 silver piecésp)
Wizard 18 + 2d6 years 10 silver pieces 1 gold piecégp)
Warrior 18 + 1d6 years 5 gold pieces 1 platinum piecépp)

Agingeffects begin to occur at Middle Age: Or100cp=10sp=1gp=1/50fapp.
- Category — Adult  Middle Age  Elderly  Venerable Money changers will usually charge $%more to exchange one type

Age in Years 20 41 61 86 of coin for another.

Elderli STR1, DEX1, CON1

Aging cannot alter an ability scorelbe 3 or above 18

6



3 Weapons Armor, and Equipment

AdventuringGear Cost
Backpack (empty) 2 gp Paper (sheet) 4 st
Bedroll 1 sg Parchment (sheet) 2sg
Weapons Blanket, winter 5sp t AO1 S YAYSN 3gr
Axwe%pct)trll gOSt Da}Ln('j\gge Block and tackle 5gp Pole,10foot wooden 2 st
Afé I-?an% 2 gg 1d6 Bottle, wine, glass 29p Qui!l pen 1sy
Bow 25 gp 1d6 Candles (10) 10 ¢ Rations(per day) 2sg
Bow, Long 40 gp 1d6 gﬁs_e, ggpﬁo)r scroll 3% gp gationijron (?Seé ?te;y f Sk
Club 1gp 1d4 ain . gr Rope, hemp - or
Crosshow 16 gp 1d4 Crowbar 2 gp Rope, silk (50 ft.) 10 g
Cros[s)bow, Heavy 235 ap %3461 E:fzstk (e(rjnptty)I g cp gaet, Iargc?I ((emptty)) i St
agger ap int and stee gr Sack, small (empty St
Dagger, Silver 30 gp 1d4 Garlic (3 cloves) 59gp Saddle 259
Dart 5sp 1d4 Grappling hook 1gp Saddle bag 1sp
Flail 3gp 1d6 Hammer 5sp Spade or shovel 201
Flﬂla’gr%ae\;y ? gp %gg Holysymbol,iron 10gp Vialglass 1gr
Ui T 5 gp 1d6 Holysymbol| wooden 1 gp Waterskin/Wineskin lor
Javelin 1%’; 1d6 Holywater (flask) 25 gr Wine (2 pints) lor
Lance 7 gp 1d6 Ink (1 oz. Vial) 8.gp Spell book (blank) 15 g
Mace 79p 1d6 Ladder, 1€foot 5cp Spikes, iron (@) lor
Morningstars 6gp 1d6 ll:amkem Zg gp gtpyk@ass den (3) 1,0050 gl
Picke 8 gp 1d6/1d8 oc gr Stakes, wooden , Cr
Pole Arm * 7 gp 1d8 Manecles 159gr ¢ KAS@PSaQ 02 30 gr
Sling 2gp 1d4 Mirror, small steel 10 gr Torches®) 3sr
Ssrie%rg g ap 1d16c/j]éd8 Oil (Epint flask) 1 sg Wolfsbane (fist full) 10 gf
a ap
Sword 10 gp 1d8 Animals andTrans
port Cost
S Gl Shon. T e can 100 g Horse, riing Jsa
Sword, TweHanded * 15gp 1d10 o9 SE MOrse, war 9
Tridente 4gp 1d4/1d6 Dog, guard 25gr Mule 30 gr
* Twohanded weapons Donkey 8gp Pony 30 gr
Twohanded weapog can be wielded onénanded with STR 11+ Feed (per day) 5 cp Stabling (per day) 5 s
@ Can be wielded onbanded/two-handed Horse, draft 40 gr Wagon 200 g
Missiles Water Transport Cost
Short Medium Long Boat, river 4,000 gy Lifeboat 800 gf
Weapon Cost Range Range Range Boat, sailing 2,000 gr Longship 17,000 g
-1 to-hit -2 to-hit Canoe 55¢gr Rafto LISNJ mQ lor
Arrow Bow) 2sp  cH1Q pwMQQ vAWE  Galley, large 32,000 gy Sailing Ship, large 22,000 g
Arrow (Long Bow) 2sp c@n Q T MO mMnRI0Q  Galley, small 12,000 gy Sailing Ship, small 7,000 g
gﬁt/(glgg\;\rlgl) 2“Sp g gg C“"m M”H% Galley, war 65,000 g} Sailing Ship, transport 30,000 g
B%Itéllggg\:rg:]gm\? 3_§p ggg yMMh]é(,i? MHCNggQ Most equipment and other items listed above are described here. Note
Dart - c@pl mc3n 0 M Q that, should theplayers wish to purchase items not provided in the
Javelin B ¢ 000 H MA00 n MeoQ equipment lists, theGame Mastermay use the items available as
Mystic Wder - CN0  MMEOO 0 MO0 AdZA RSt AySa F2NJ RSGSNVAYAYy3d ySg A
Oil _ ¢ 000 M MR0O 0 ME00 and damage if additional weapons are desired.
Spear (hurled) -- c -20Q H mMA0Q n MeaQ Animals of burden: Most horses and mules can carry up to 200 Ibs.
Stone (Sling) -- c -40Q n M30Q y mM180Q and move at 18. A maximum of twice this encumbrance can be carried
and will reduce this movement to 1/2.
Armor Backpack:Holds up to 40 pounds.
Armor Cost Armor Class Move Rate* Boat, River: A riverboat can carry 3,000 pounds. It is 10 feet wide an
Leather Armor 10gp 8 120 (40) between 2030 feet long, and has a draft of2feet. Riverboats are
Studded Leather 20 gp 7 120 (40) rowed, or poles are used to push it along. The cost of the boat
Ringor ScaleMail 40 gp 6 90 (30) increases by 1,000 gp if it has a roof.
B%.kr}l?ilngh?Iall| 58 gp 2 88(%) Boat, Sailing: This boat may be 10 feet longer than a riverboat, but is
L 'II 1509p 2 60(20) otherwise similar in dimensions and travels by sail. A sailing boat can
gheieldal 10 ggp? 1) _(_ ) carry the weight of 2,000 pounds.
Helmet" 10 - - Candles:A candle dimly illuminates a-f6ot radius and burns for 1

* A personwearing no armor moves at T40) and has an AC of 9 hour.
Helmets provide protedon for the head in certain circumstances  Canoe: A canoe is a small boat that weighs 50 pounds. It can carry
but provide no AC adjustment. weight up to 60@ounds and is about 15 feet long.

Cart: A cart must travel on a road, and is pulled by one or two large
horses, or 24 donkeys or mules up to 60 feet per turn. If the cart is

pulled by only one horse or two mules, it can carry 400 pounds. If
pulled by bur mules or two horses, it can carry 600 pounds.

Crowbar: A crowbar is 2 or 3 feet long and made of solid iron. This
object can be used for forcing doors and other objects open.

Flint and Steel:Lighting a torch with flint and steel is a foflund
action, and lighting any other fire with them takes at least that long.

Galley, Large:This is a large ship, capable of holding a weight of 4,000
pounds. These ships are-28 feet wide, 12a150 feet long, and have a
draft of 3 feet. This ship is manned by 1&vers. Further, in addition
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to the captain, there is generally a crew of 70. These ships amorch:A torch burns for 1 hour, clearly illuminating a-f8®t radius. If
sometimes equipped with catapults and a ram. atorch is used in combat, it deals 1d4 damage.

Galley, Small:This ship is capable of holding a weight of 4,000 pound&/ial: A vial holds 1 ounce ofgliid. The stoppered container usually is
These ships are 116 feet wide, 60100 feet long, and have a draft of no more than 1 inch wide and 3 inches high.

2-3 feet. This ship is manned by 60 rowers. Further, in addition to th@/aqon: This is a fouwheeled, open vehicle for transporting heavy
captain, there is generally a crew of 40. These ships are sometimggds. Generally, two or four draft horses (or other beasts of burden)
equipped with catapults and a ram. __ draw it. Two horses can pull aad of 1,500 pounds, while four can pull
Galley, War: This is a large ship that is generdlly ¥t S S U Q a4,5@{pbudda. K Avaghn can move at a similar speed and under similar
capable of holding a weight of 6,000 pounds. These ships a8®2€et  conditions to a cart.

wide, 120150 feet long, and have a draft of64feet. This ship is \yaterskin/Wineskin: This container, made of hide, will hold 2 pints (1
manned by 300 rowers. Further, in addition to the captain, there IZuart) of fluid

generally a crew of 100. €ke ships are equipped with 3 catapults and '
aram.

Hammer:If used to fight, this small hammer deals 1d4 damage. It can
be used for construction, or as a mallet with iron or wooden spikes.

Holy Water: Mystic Water is water that has been blessed by a cléti
is used in some rituals, and is a formidable weapon against the undead.

Horse Barding:Barding is leather armor with metal plates on it, worn
by horses. It weighs 60 pounds and grants an Armor Class of 5 to the
horse.

Ink: This is black ink. One cany ink in other colors, but it costs twice
as much.

Lantern: Lanterns can be closed to hide the light. They burn one oil
flask for each four hours, or 24 turns, and have an effective light radius
of 30 feet.

Lifeboat: This ship is capable of holdingweight of 1,500 pounds.
These ships are-8 feet wide, 20 feet long, and have a draft e Teet.
They are equipped with rations to feed 10 hurasimed beings for 1
week. The mast folds down for storage of the lifeboat on larger galleys,
where there are ypically 2 to 3 lifeboats. There are 1 or 2 lifeboats on
smaller galleys. Lifeboats weigh 500 pounds and will take up this much
weight, each, on a galley.

Lock PicksThis kit contains all of the tools a thief needs to pick locks.
Lock:This is a commoman lock with a key.

Longship: This is a narrow ship capable of holding a weight of 4,000
pounds. These ships are-18 feet wide, 6680 feet long, and have a
draft of 23 feet. This ship requires 60 rowers, but is also capable of
being sailed. In additioto the captain, there is generally a crew of 75
sailors, of which 60 may row when the wind is low.

Manacles: These are used to bind hands or feet.
Oil Flask:Lantern fuelcanalsobe used as a missile weapon.
Pole, In Wooden Can be used to searchrfpit traps or hold lanterns.

Raft: Rafts can be professional or makeshift water vessels that can be
no larger than 40x40 feet. For every 10x10 area of-uilt rafts, the

raft can hold a weight of 1,000 pounds. If the raft is makeshift, it will
only holl a weight of 500 pounds for each 10x10 foot area. A makeshift
raft can be built in 1 to 3 days for each 10x10 foot raft portion.

Rations, iron This food is dried and preserved to be carried on long
voyages when securing other food may be uncertain.

Rations This food is freshut will not keep for more than a few days.
The cost for this food would reflect fresh food fixed for a militia, or the
most basic food at an inn.

Rope, hemp:This strong rope can hold the weight of approximately
three humansizedbeings.

Rope, silk: This rope is stronger than hemp, and can hold the weight of
five humansized beings.

Sack, LargeThis sack cahold up to 60 pounds.
Sack, SmallThis sack can holap to 20 pounds.
Saddle Bag:This bag can holdp to 30 pounds.

Sdling Ship, Large:This large, seaworthy ship is 100 to 150 feet long,
25 to 30 feet wide, a draft of 10 to 12 feet, and has a crew of 70. It can
carry 30,000 pounds of cargo. It has square sails on its three masts and
is sometimes equipped with two catalps.

Sailing Ship, SmallThis ship is much like the larger version, but is 60 to
80 feet long, 20 to 30 feet wide, a draft of 5 to 8 feet, and has a crew of
12. It can carry 10,000 pounds of cargo, and has one mast.

Sailing Ship, Transport:This largeship has similar dimensions and
characteristics to a large sailing ship. However, it is specially designed
to carry troops, mounts, and equipment of war as its cargo.

SpellBook (Blank): A spellbook has 100 pages of parchment, and each
spell takes up onpage per spell level. These books can be used by an
magicuseror illusionistfor recording spells.



4 Magic

Learning New Spells in addition to those already known by
characters can be accomplished a number of ways. The most
common is to find a scrobir spell book containing new spellSpells

Magic is the term used todescribe the supernatural powers an
effects that use themystic energy field thatsurrounds everyone
penetrates them, and binds the universe together.

Magic Spellxan be cast byvizards if the spell is known, written i
UKS @Al I NRQa ewitdBlifhds 6t@edit | YR 0K
Spell casters can cast a certain number of spells of each level pe
determined byl KS OK I NJ Anhy §blkdowrt b BeSchatacte
may be cast, though casting the same spell more than once per d
not automatically accessful.

not in spell books must be copied into one before they can be studied
and learnedAfter 1 day per spell level studying the new spell the spell
is known andnay be casnormally.

Learning or copying a spell eeasit from the source material.

d

N Multiple Castingsof the same spell during the same day are possible,
but the character must first check to see if the attempt succeeds by
dﬁﬁéking a check against INThe second casting of a spell is a Very Easy
I' check (2d6), the third is an Easy check (3d6), and so on. Success mean
AVttt the casting succeeds and spell functions as normal.

Failure means that the spell fizzles with no significant effect and the
spell slotis used for the day. Rolling all 6s on this check always means

CastingSpellsrequires that the character has at least one hand fredailure and that the caster has suffered 1d4 points of damage per spell

and can speak the mystic words of the magical spell. Casters canng
movement during a round in which they cast a spell. Targets or ta

t IReel attempted (save vs. spells for half damage.)
rget

areas of spells must usually tthin sight of the casting character.

Advancing to a New Spell Levetcurs when a character gains
slot for a spell level previously unknown. When this first occurs,

character gains knowledge of one random spell of that new levélizardsY | &

automatically. Leaning the spell, creation of the rune, or writing it int
a spellbook are considered to have been part of the advancement.

Spell Booksare used by magiasers and illusionists to record their
known spells. If a spell book is lost or destroyed the spells it contains
are no longer known. Spelfsust be writteninto spellbooks using the

aacribespell.

th

ONBIGS adNI@StAay3 aLStt o
o spells to take with them r&d leave the actual spell book in a safe
location. The real spell book must be consulted at least once per week

or no spell slots may be regained.

Countering a Spelhich is already in effect can be attempted by

OF a0 Ay 3 speltd @FdziitKSNI & I Y §

& LIS tafget |- Spelh BlGtsarg thy umiger i Bpsli§ that gichgracter can cast at a

point. Base chance for success8-42, with +1 or-1 for every level of particular level. Casting a spell usbattslot until it is regained through

difference between the caster and the counitey wizard Successful

counterspellsend thetarget spell immediately, though indirect effect
already applied are not undone.

Instant and permanent spells cannot be countered. Counterspells

only be cast to counter the exact same spell, not different spells wit
similar effects, thouglwizardscan counter spellsast by wizards of a
different color. Afailed counterspell has neffect but does count as a

cast spell.

Interruption of Castingoccurs when a character who has declar

that he or she is going to cast a spell that round is damaged in com

for at least 1 hit point of damage. The casting automatically fails
the caser must save vs. spells or lose the spell slot for the day.

study and meditation.

S Slots may be used to cast spells of a lower level than the slot, but this
does not provide any bonuses to the casting.
can

gtarting Spellgor a wizard consist of all colorless 1st level spells plus
UKNBES FRRAUAZ2YL T mau fS@St aList
randomly by rolling 1d12. If the same spell is rolled a second (or third)
time, the player may choose an alternate 1st level spell.

e%ﬁ;ackingSpellsis usually not allowed. (Twhastespels do not make

r@ﬁcreature move at quadruple speed.) However, different spells
a

a A . e - >
ecting the same attribute or ability will often work together just fine.

Interrupted spells do not count as cast for purposes of determining

multiple castings.

KnownSpellst NB (K248 6KAOK Kwizabls aited

being copied into their spell bookl.must be studied, memorized, and | F
practiced before the character knows it. This can be accomplish

RdzZNAYy3 (GKS OKI N} OGSNDa y2N)¥I

Study and Maelitation require one uninterrupted hour per day to
restore spell slots for the followingag. The caster must have a

& r);lati\ée%y %uf_et,\?i;@?eqeo thig. 2

dddzRe YR YSRAGFIGARZY FINB y2i (
heglots are not restored the following day, but unused slots are still
adv B. YR YSRAUIUAZY LISNAZ2ZR S|l OK |



Spell Descriptionsf the most common staratd spells are listed Duration may be a set time, #me dependent upon the level of the
here by color and level. Colorless spells, which all wizards can cast, &#ster, or one of the following:

listed first. Permanent The spell continues to function indefinitely
unless dispelled.
Rangemay be a specific distance, a variable distance, or one of the Instanty ¢ KS alJSttQa S¥¥soua uhk1s
following: the spell is complete
Touch The caster must physically touch the target to be Until Triggered The spell is on hold until it is set off. s
affected. Usually the wizard can cast these upon himself. Specia¥ ¢ KS RdzN> GA2Y Aa SELX FAYSR
Self The spell only affects the caster. The difference between Permanent and Instant is that Permanent
0: The spell is centered on the caster. spells are a nostop magical effect while Instant spells do somethin

. agical and then are gone, with thepell completed and goneNo
The range represents the point of effect of the spell. In some cases thr%agic remains to be detgected or dis;?eﬂed. P g

is the center point of an area which is affected.

Colorless Spellsan be learned by wizards of any color. They are mostly standard magical functions common to all mag
Spell Level Duration Range Descripsion of Effect
- Caster can see a magical glowwrd enchanted objects or creatures, including those wiaightemporaril

Detect Magic | 1 1wrn cnQ undergthe gﬁect of magic. The calster must focus on the targ%t in question. P Y
50% chance to wipe away normal (+4% per level) or magical (+2% per level) writing on one scroll or tw
pages of paper. Cannot remoegplssive runesr glyphs of warding
Determines magical properties of one item 15% of the time with +5% per caster level. Failures by 10%

Identify 1 1 md/vl Touch give false information. If item has been possessed for more than 1 hour per level cdister, chance for
success is halved. GM rolls for success. Caster suffers temporary loss of 8 CON (regain 1 per hour)

subject to effects of handling item. Takes 1 turn to cast.

Causesargetobject o glow wth brightness of torchCantemporarilyblind if cast ontdO NB | U dzNJ5 Q §

Erase 1 Perm onQ

. 6 turns plus
Light 1 1 turn/ivl MH g allowed).
Mend 1 Instant 0 n Q| Repairs tears or breaks in one noragical item, the amount of damage repaired depending on caster le!
] ] Caster ca read magical writing on scrolls, maps, spebks, and the like. This will not normally set off mag
Read Magic 1 5 min/Ivl Self triggered by reading, but may in the case afumsedscroll. Once magic has been read the caster can real
again in the future.
] ] 1 hou! Allows caster to copy spell into his or her spelbk. Caster must make Easy INT check with +1 on roll fi
Write Magic 1 spell vl Self every level above the level the caster can currently cast. Failure indicates that 1d4 damage per spell Ig
p be taken and thespell lost. Spells of oppodeolors cannot be copied.
Magically closes and locks door, chest, or poit&kzard3 or more levels higher than caster larockcan pass
Arcane Lock | 2 Perm M Q through. Caster can open ovancane locks
. . Creates permanent light source which illuminates 30radius equal to sunlight. Can be cast on an ite|
Continual Light | 2 Perm MH g Creatures targeted get a saving throw; those that fail are blinded.
Encourage 2 6 turns cnQ Fills allies within 20" area with courage, givingrthel tehit, damage, and morale.
Know Alignment | 2 Instant M Q Caster knows the alignment of one targeted creature or object.
Locate Obiect | 2 2 turns cnQ Caster can sense the direction of one specific object or general item (such asstiaig) the distance.
| M QK Monsters or characters cannot be located. When the object is reached the spell expires.
Reveal Charm | 2 Instant onQ Detects the presences aharmor similar magical influence on one individual.
Enchants a@ope, stick, staff, vine, or similar vegetable object to trip any who pass over it (save allowed
> ) all) JVEl.
Stumble 2 1 turn/Ivi Touch only 20% detectable, but those who are aware of it save at +4. If victim was running, it suffers 1d6 da

and is stunned for 1d4+1 rounds if on hawutface and is merely stunned for 1 round on softer surface. Ca
is not immune to effects.

Neutralizes or negates one magical item or effect. Permanent magical items (weapons, armor, scrolls
Dispel Magic | 3 Instant cnQ are negated for 1 turn pecaster level. Potions are ruined. Chance for success is 50% plus 5% per lev|
caster minus 2% per level of spell's creator. Potions and items are treated as 12th level.

Dispel 3 Negates illusioscast byBlue wizard$0% of the time plus 5% per level of caster minus 2% per level of sp|

Phantasm Instant M QK creator. Cancelphantasmal forcédrom non-Blue wizardsutomatically.
] Inscribes mystic runes onto a book, map, scroll, or similar object which detaren read for 6d4+6 points
Explosive Runed 3 Until Touch of damage in a 10 radius. The reader gets no saving throw, others in blast radius get saving throw fo|
p Triggered damage. The caster can remove them and other mag@s have a-in-20 chance per level of detecting
them if looking.Thieves have a-th-20 chance to detect.
llusory Scrint | 3 Perm HNQ Sends magical writing which can only be read by target(s). lllusionists will recognize nature of writing
Y p HQK non-targets who attempt to read will beonfusedor 3d6 turns.
Infravision 3 1 day Touch Grants 60 infravision to one subject.
Neutralize 3 Instant Touch Detoxifies any poison or venom in the creature or object touched. Can revive person killed by poison
Poison hp) if cast within 1 turn of death.
Non-Detedion | 3 1 turn/vl Self /TaGSNI FYyR ff gAGKAY pQ NI RA dnipe spllSahdidmsi Y LI
Tongues 3 5 min/vl Self Caster can speak and understand any language spoken by any creature within 30'.
Crea\t;\a/ell:tg?d and Perm MAQ Creates three humasized meals and drinks (or enough to feed one larger creature) per caster leve
Detect Lie 4 1 rnd/Ivl onQ Caster can sense lies and untruths.
9EOF g 0Sa pQEpQEpPQ 2¥ ST NIeKevd, depdsiting it @xt fo th& openihg/
Dig 4 Instant o n Q| created. If cast beneath a target, it will fall in; those near must roll under DEX on 1d20 to avoid falling i
RS S LIS NJ U K{iny charRe oKdoll&gSingm
A more powerful vesion ofaugury, this spell provides the caster with useful information about a small ar
Divination 4 Instant Self building, or section of dungeon. It is 60% + 1% per level of the caster accurate. The GM rolls for succ
' will deliver false information if the spell fails. Eakl turn to cast.
Extend Duration | 4 | gpecig) 0 IEGSYRA GKS RdZNI (i kadtynd2tiin-effectdst, 2ritl, SNERcvel spellgEE0%R &
Mnemonic 4 1 da Self Caster can cast extra spell levels and/or retain spell levels aastfting save required) up to a total of 3
Enhancer Y levels. Takes one turn to cast.
Phantasmal 4 Special nnQ Caster creates quaseal magieuser spell such dgeball, lightningbolt, cone of coldor magicmissilewhich
PseudeMagic P M QK has real effecon targets unless they successfully disbelieve.
Snuff Fire 4 Instant nnaQ Extinguishes all normal fires within 10' radius.
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Black Spellgocus mostly on darkness, fear, death, and necromancy.

Spell Level Duration Raye Description of Effects
Cause Fear | 1 2 turns Touch /1dzaSa GFNBSG G2 Ndzy Fgl& Ay GSNNBN F2NJ I ydz
C\%J;uenla'ght 1 Instent Touch Causes 1d6+1 hit points of damage.
Dark 1 Gfliﬂ?ﬁlmjs MH N ¢ Negates all light within 30' radius.
Disintegrates 4 gallons of water per caster level. Water cannot destroyed within creatures except for tH
Destroy Water | 1 Instant MnQ from the elemental plane of water.

Detect Good 1 6 turns M H 1 { Caster senses the presence of good beings or those with good intentions. Light Side presence always g

Protection from Provides1 AC bonus and +2 bonus to savingptvs against godd or Light Sided creatures and all summon
Good 1 5 min/ivl Touch conjured, or othesplanar creatures. Prevents bodily contact (including natural weapon attacks) but not m
or spell attacks. Spell expires if recipient attacks.

Putrefy Food 1 Instant MA O Makes food and water unsafe to consume. Affects 6 quarts of water plus either 6 iron rations or 12 servi

and Drink normal food. Spoils mystic water.
. Causes instant reduction of size and weight of one object by 10% per tastl or one creature by 20% per|
Shrrink 1 1 turn/ivi pQxt caster level. Properties and abilities are unchanged.
ono Causes mystical slumber to affect one or more targets of 4 HD or less within 30 of spell point. No saving
Sleep 1 5 min/ivl M O K is allowed. Affets 1 4 HD target, 1d4 3 HD targets, 2d4 2 HD targets, or 4d4 1 HD or lower targets. Noig
not awaken targets but slapping or attacking will.
Obtains an animal ally in 2d12 hours continuous casting time. Requirep b0@waterials which are consume
Summon in casting. A familiar grants sight and sound information to the caster as well as granting its hit p0|nt total
Familiar 1 Special Special | caster as long as they are not more than 120 apart, but if slain the caster loses that many hifrpwirtis or
her own total permanently. The GM determines what sort of familiar, if any, has been summoned. This
can only be cast once per year.
Unseen Servant| 1 1 hour plus 0 Summons invisible shapeless force which can perform simpts fasthe caster. It can carry 20 pounds or dr
1 turn/ivl 40 pounds. It cannot attack or be attacked.
2ddrnd+ 1 Createsopaquefof A 1S O0F NNASNJ AY I Hn Odz:0 SR | NBF LISNJ OH
Wall of Vapors | 1 rnd/Ivl onQ Strong winds can dissipate it early.
; Causes up to 4 targets to forget events of past minute plus 1 additional minute per 3 caster levels. If onl
Amnesia 2 Perm onQ targeted they save afl. Lone target saves &2.
: Target renderd magically sightless (save allowed). Is not physical condition curable by normal means. M
Blindness 2 Perm 30 cancelled by caster at any time within range.
Blur 2 3 rnd/Ivi Self Form of caster appears distorted, shifting, and wavery. First attacks against castergriobdwing attacks at
] -2. Caster also saves at +1 vs. direct magical attacks.
C%gﬁmgor 2 Instant Touch Causes 1d8+1 hit points of damage.
CDZ?IERSS;, 2 Perm MH A Creates pitch blackness in a 30' radius and can dispetinual light
Target rendered magically deaf (save allowed). Is not physical condition curable by normal means. Mg
Deafness 2 Perm cnQ cancelled by caster at any time within range.
Discourage 2 6 turns cnQ Fills enemies within 20' area with fear, giving theio-hit, damage, and morale.
ESP 2 | 1 min/level cnQ Perceive the surface thoughts of one target per round. Blocked by lead, gold, or platinum.
Obscure Charm | 2 Instant onQ Prevents others from detecting charm spells on the subject and lasts for 1 hour.
Siley OS = 2| 1 turmnmvi my n ¢ Allsoundis negated within the area of affect. If cast on a mobile subject, the effect moves with it. Unwi
Radius y subjects get a saving throw.
Animate Dead | 3 Perm cno Reanimates bones or bodies into skeleton or z?mbliem f2-animate a number of hit dice equal to caster
evel.
Cause Blindness| 3 Instant Touch Blinds target permanently (saving throw allowed.)

C%gﬁrll\gzsajor 3 Instant Touch Causes 2d6+2 hit points of damage.

- Allows caster tsee whatever one target creature sees. No range Ilmltatlon once spellis cast, butlink is b]

Clairvoyance | 3 1 hour cno 08 HOQ 2F ai0G2yS 2N I ye uK)\O‘[ySaa 2 NJ

Garble 3 5 min/ivl Self All verbal communication impossible within 30' of caster.

Hold Animal 3 2 min/vl y n Q| Paralyzes 1d4 animals (including giant versions, save allowed). If directed at one target, saving thi®w i
Protection from ] Provides1 AC bonus and +2 bonus to saving throws for 10’ radius agaodtay Light Sided creatures and g
Good. 10' Radius 3 5 min/Ivl Touch | summoned, conjured, or othgulanar creatures. Prevents bodily contact (including natural weapon attacks

' not missile or spell attacks. Spell is centered on recipient and expires if he or she attacks.
] ] Caster can converse with odeadperson.Lasts for 1 minute plus 1 minute for every three caster levels. C4
Speak with Dad | 3 Special M Q can ask one question per minute. The subject can have been dead for the following length of time: Cast
level or lower: dad 1 week, 7tk8t level: dead 1 month, 9ti2 level: dead 1 year. Takes 1 turn to cast.
1 hour plus Causes target to follow the adV|ce or reasonabl@ dzy RA y3d AYyauNHzOuAzya 2T (
Suggestion 3 1 hourﬁvl on Q| reactonadjustmg it Y2RAFTASE (KS GFNASIQa &l gAy3a GKNRgGS
-1 or even-2 penalty.
'y Ay@AaaArocotsS Ft2FuAy3a SeS gAuUK cnQ 7\>/¥NJ DA a NGy

Arcane Eye 4 1 turn/ivl H N T2 GKNRAAK Mé K2f &5 ®

Can give a wide range of results including not more thghta combat rolls and saving throws, limits on

Bestow Cu.rse 4 Instant Touch abilities, or noamechanical effects such as a permanent beard or body odor. GM will aaligdic

Ca\l;\/s(;auﬁggous 4| Instant Touch Causes 1d6+1d8+3 hit points of damage.

. : Teleport to area 30 away per caster level. Can be a known area or simply designated by distance and d
Dimension Door | 4 Instant Self If destination is above grounéglling damage will result; if solid, spell fails.

Cause target creature to become clumsy and awkward (save to instead operate at half speed), falling if

Fumble 4 1 rnd/Ivl M QK and dropping held items.
Creates one of four emotions in a 40 area:Hgar(as spell;2 to save), 2) Rage giving +1hit, +3 damage, +5
Implant Emotion | 4 Special M n Qk| hit points, fight to death, 3) Hate giving +2 to morale, saving throwhijtiand damage, 4) Despair @gnbo)
save allowed) causing surrendardejection for 3d4 turns.

Protection From Either 1) Protects caster from the first 12 points of electrical damage from any source or 2) Gives a subj€
o 4 Special Touch saves against electricity (with failure indicating half damagesaredess indicating no damage) for 1 turn pe

Electrici P g 9 g 9 9 P

i caster level.

Creates vertical curtain of flame up to 20 square per caster level in size that is impenetrable by creatureg

Wall of Fire 4 Special cnQ 4 HD. Wall causes 1d8 fire damage to those passiogigir, double damage to undead and those who usg

cold-based attacks or live in cold environments. Wall lasts while caster concentrates.
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Blue Spellsre focused on illusion, air, and water with a range of basic mystical effects rounding out the list.

Spell Level Duration Range Description of Effects
Colored cone 20 long and 20 wide at end stuns 1d6 targets. Targets with HDcequeess than caster level are
Color Spray | 1 Instant M n Qk| knocked out for 2d4 rounds, targets 1 or 2 HD greater than caster level are blinded for 1d4 rounds, and thq
HD higher are stunned for 1 round. Only creatures with 6+ HD get a saving throw to avoid the effects,|
Creates4 gallons per caster level of clean drinkable water. Water cannot created within creatures except for
Creae Water | 1 Instant M Q from the elemental plane of water.
Dancing Lights| 1 2 rnd/ vl nM”n% K Creates 1 to 4 lights reseni) torches or one larger lighifThey move as directed by the caster.
CIrftAy3d UGFNHSGO at2é6a G2 MpQ LISNJ NPdzyR FyR GUF15a
Feather Fall | 1 1 mdivi M QK pounds plus 200 pounds per caster levea. $dving throw allowed.
Magically closes and bars door, chest, or portal. Mager 3 or more levels higher than caster, expfanar
Hold Portal 1| 1d6mdivi | mn QK creature, orknockspell can open it.
: Imparts mysticaliéld upon one item or creature which will register as magietectedfor. If examiner holds item
Magic Aura | 1 1 day/lvi Touch or touches subject, save allowed to recognize the trick.
Messade 111 rmdplus [ ¢ n Q Caster can send a whispered message to onestamghin line of sight and receive a reply. No one else can he|
g 1rnd/2 Ivl M QK| the message or reply.
Pass Without 1| 1t Touch Subject leaves no footprints, scent, or other trace through any type of terrain. Path will radiate faint magic fq
Trace turns.
Phantasmal 1 Special ynQ Creates visual illusion of up to 40 square plus 10 square per caster level with no sound or otherRifetissmal
Force P M QK| forcelasts as long as caster concentrates or until struck in combat.
Phantasmal 2d6 rnd+ 5 & 2 x A& x| EL NT vAE A a < &5 o
Self 1 2 rnd/vi Self I'f USNR OF adSNRa I LIJISIFNFYYyOS o0ée dzZLJ 62 MQ Ay KSAST
Purify Water | 1 Instant nnQo Makes water safe to consume. Affects 8 gallons per caster level.
Refraction 1 1rmd 0 Creates a shimering reflective area of air in frggttﬂfe c:tf;ilr(.e(r}aze attacks do not affect caster and are turne
Audible 5 > min/ivl cnQ Creates illusionary sound centered anywhere within range. Produces sound level equvalénimans, adding 4
Glammer M QK| more every caster level beyond 3rd.
Transmutes 400 pounds per caster level of copper to gold. Those encourfidsagoldnustmake a hard INT
False Gold | 2 | 1 hour/\l MnQ checkwith a +1 per caster level to notice the ruse. Stigkmise goldwith iron has a 20% chance aggelling it.
Places perception of a trap onto a door, box, chest, etc. that will be detected 80% of the time and believed {
False Trap | 2| 1 hour/ M Q real trap.Removahttemptsl N5  H /E: b misl| k& lyNdDY IRelig Bl duccessful.
Hypnotic 2 Special 0 Dancing colors form in the air which captivates up to 24 HD of targets (save allowed) within 30. Spell lasts
Pattern P caster concentrates.
Improved no Creates visual illusion of up to 40 square plus 10 square per caster level with minor sounds. Requires mi
Phantasmal | 2 Special leQ K f concentration and caster may move at half move rate. Lasts 2 rounds after caster stops concentrating. Pe
Force struck in combat while ader still concentrating, otherwise vanishes.
I . Subject vanishes from sight (including infravision) until subject cancels it or makes an attack. Note that the
Invisibility 2 Special Touch is not silenced and that powerful creatures may be able tieckehim.
Magic Mouth | 2 Until Touch Places message op to 25 words onto one object or negpeaking creature which can be delivered when trigge
g Triggered 08 | 3LSOAFAO 200d2NNBYOSod I Y2@Ay I Y2 dzi KsteklénelSt
; 1d4 illusory duplicates appear next to caster and independently act as if they arblneal.imagesremain close
Mirror Image | 2 1 hour 0 to caster and will vanish if attacked.
Mystical Caster creates floating weapoffi jsure force which strikes for 1d8 damage as if wielded by caster. Can be us
SX/vord 2 1 rnd/Ivl o n Q| attack those hit only by magical weapons. Counts as +1 weapon for every three caster levels for purposes
can be struck but delivers no bonuses. Caster must concentrrahe spell ends.
Scare 2 3d4 rd MAQ One target creature of 6 HD or less becomes fearful wreck (save allowed). If cornered, will-figiotfait,
damage, and save. Does not affect elves -elis, clerics, undead, or creatures from the lower pk&an
Blink 3 1 md/ivi Self /'TaAauSNI St SLIZ2NIa HQ FNRBY KAa 2NAIAYLFE 20 0A22ACAH
bonus and can only be attacked if attacker wins initiative. Caster can attack on rounds following castin
- . Allows caster to hear whatever one target creature hears. No range limitation once spell is cast but link bloc
Clairaudience | 3 1 hour cnQ HO 2F G2yS 2NJ Fye GKAO Sxx 2F f&r
] 10 wide blast of wind 10 Iqmper caster Ievel extinguishes open flames and puts out lanteim2Q per caster
Gust of Wind | 3 1 round 0 level. Humarsized and smaller cannot move against wind and ssiaed flying creatures are blown back 1d6x1
larger flying creatures are slowed to half speed.
Hallucinabry Until - . .
Terrain 3 Touched H N QK Causes 10 square area per caster level to look, sound, and smell like different terrain.
Invisibility, 10" ] Every person within 1f target touched vanishes from sight (including infravision)lsoibjects cancel it or makg
Radius 3 Special Touch | an attack. Note that the subjects are not silenced, cannot see each other, and that powerful creatures may |
to detect them. Subjects are independent.

Paralyze Perm mn Qk| Paralyzes targets equal in HD up to twick caS NDa f S@St A GKAY wnQ | N&EI
Phantasmal 1 min/ivi 0 Causes those within a 6long 3@wide cone to flee in panic (save allowed). There is a 60% chagice LJS NJ
Fear level that those fleeing drop whatévNJ (i KS&@ QNB K2f RAYy 3@

] no Creates visual illusion of up to 40 square plus 10 square per caster level with detailed sounds and smells. H
Spectral Force| 3 Special yM noxK minimal concentration and caster may move at half move rate. Lasts 3 rafited<aster stops concentrating.
Persists if struck in combat.
Tree 3|1 hour plus Self Caster takes form of small living tree or shrub or large dead tree with few limbs. Caster can see and hear ag
1 turn/ivl and can switch back and forth to nornfalm each round as desired.
Conceal Lie | 4 1 rnd/Ivl onQ Masks lies from theletect liespell or enable a liar to sound convincing, even when telling-taaleld untruths.
Hallucinatory 4 Perm no Creates illusionary forest 4Bquare per caster l@l. Druids, centaurs, dryads, green dragons, nymphs, satyr
Trees Y treants, and other sylvan woodland creatures will recognize its nature.
: MakesIOmaa A1 S 2NJ aYF ff SNJ ONBTF 0dzNB5a LISNJ Ol &es. Paidists Gndl thé
Massmorph | 4 Special M QK caster cancels or the creatures attack something or leave the area.
Phantasmal I NBFGSa AYl IS -fearedememyséeNdhly by acget &h# caster. It attacks as a 4 HD monster a
Killer 4 1 rnd/Ivl p Qk f| targetdies ofright if it hits (saveallowed). Target can disbelieve passing hardNTcheck(+2 ifsurprised-1 per
previous attack by this spelR if Blue -3 if using some form of mind reading).
Phantasmal Creates quasieal morsters in2@ NBI A UK O2YO0AYSR |5 y2ui SEOSSRA
Pseude 4 1 rnd/Ivl o n Q| each. They attack as normal creatures of their type unless successfully disbétiaxetNT checlgnd then are AQ
Monsters 9 and-80% damage.
WO Turns one target creature into another creature (save allowed). Targets failing a system shock survival che
Polymorph 4 Perm Qlk f killed by the transformation. There isl&in-20 chance of the target taking on the mentality and personality of {
p new form, minus 1in-20 for each point of INT, plusit-20 for each HD of new creature.
6 turns Turn into any creature of HD equal to or lower than caster level, gaining its physical shape, natural attacks,
Polymorph 4 us 1 Self movement but not speciaabilities. No SSS check required. Retain normal personality and hit points. 1d12 hit
Self tBrn/IvI of damage sustained whifglymorphedare restored when spell ends. Can change forms once per turn. At ¢
level caster may cast spells.
Speak with . [ TA0GSNI OF Yy O2yO@GSNES ¢6A0K y2NXYIf LXFyda FyR LIXTFY
Plants 4| Smnsivi cnQ influences discussion.
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Green Spelléwolve nature and the natural world as well as the ability to mentally dominate others.

Spell Level Duration  Range Description of Effects
Animal Befriend one normal animal if it fails a saving throw. If treated well, theahwill become a companion and may
Friendshi 1 Perm MnQ 0S GldaKi 2yS GiaNRO1é¢_o6fA1S LS R230 LISNJ 6SS]
p OFraiSNRa tS@St Ay 15 YlI& 6S 0STNASYH
Cause one humanoid persogre-sized or smaller to treat caster as a trusted leader (saving throw allowed). SU
Charm Person| 1 Special 60" INT 38 grants new save every week, INITDgrants new save every 3 days, INTLE3rants new save every 2
p days, INT 16+ grants new save every day. Unreasonal#esamay allow extra check or even completely nullify 1
_ spell.
V\I?el\g%%r 1 Instant Self Accurately predict general weather conditions in 5 mile radius for the next 2 hours per caster level.
Causes instant growth of siaead weight of one object by 10% per caster level or one creature by 20% per cg
Enlarge 1| 1wn/vi pQxf level. Properties and abilities are unchanged.
Entangle 1 1 turn y nQ Causes plants to entwine all targets within or entering a 40 area (save allows half movement).
FindAnimal 1 | 5min/ivl H 1 QK Caster can find one specific type of animal per minute if it is within range.
Find Snares & 1 4 mdiivl nno The caster can locate simple wilderness traps and basic pits within range by concentrating in the correct di
Pits for 1 round.
Invisibility to 1 1Ifjusrq Touch Subject vanishes from sight, hearing, and smell of normal (and-giged normal) animals until subject cancels it
Animals r%d/lvl the spell expires.
2mds+1 Recipient annot be attacked by enemies that fail a saving throw. Recipient cannot attack but can perform o
Sanctuary 1 rnd/Ivl Touch non-combat actions.
Shillelagh 1 | 1rnd/ivl | Touch /T aGSNRa y2NXIf  Of -de@nd 2iedls 2d4 dafiahe vehénOvielvesl By castar. (0 2
Speak with 1 | 5minsivi cno Caster can converse with one kind of ordinary animal or egazeid version of ordinary animal. 1 question or
Animals NBIljdzSad LISNJ YAYydzuSed /FauSNDRa /1! aO02N
. : 1 rnd plus Subjectcanclim 2y gl fta FyR OSAftAy3Ia G on LISNI NRPdzyR®
Spider Climb | 1 1 rnd/Ivl Touch hands or feet.
Barkskin | 2 | 4MAPNST Touch | {dzo2$0G0a alAy 0502YSa (2dAK ba OF NLEZ A YLIEAAE R
Charm ] Cause one mammal ogszed or smaller to treat caster as a trusted leader (saving throw allowed). Subjee8IN
Mammal 2 Special ynQ grants new save every month, INTL® grants new save every week, and INT 13+ grants new seme
Unreasonable orders may allow extra check or even completely nullify the spell.
Find Plant 2 | 1turn/ivl M QK Caster can find one specific type of plant per minute if it is within range.
Find Traps 2 2 turns onQ The caster can locate all norirend magical traps within range by concentrating in the correct direction.
Fog Cloud 2 4 Tﬁvﬁ’lus M n Q| Creates greenish 30 bank of vapor which moves away from caster at 10 per round. Looks very sitoudkiid
Knock 2 Instant ¢ n ol Opens closedstuck;held, or locked doors, chests, shackles or similarly locked portals. Does not open knots 0
portcullises. Openarcane Iockeqﬂoors but onIy for 1 turn. Defeats two methods of locking per casting.
: HypnotzesHDa@ y' I { S& Sldzl €t G2 OFauaSNRa € SISt ® 5dzNF GA2
Snake Charm| 2 Special cnQ 1d4+1 turns
oy . Creates 20 bank of nauseous vapors which cause those within to become helpless for d4+1 rounds unless {
Stinking Cloud| 2 1 min/vi onQ vs. poison. Helplessness passes the round after emerglng
Warp Wood | 2 Perm MANQK hyS y2NXIE 622RSy AGSY dzJ G2 mpé LISNI OFadSNItSg§
2 Creates mass of strong stickyands filling 80 cubic feet which entangle any within its area of effect. Web mug
Web 2 | umns/ivi p Qk f atleast 10 thick and anchored at at least two points. Victims can break free in 3 turns minus 1 minute per ST
Web is very flammable.
Animal 3 12 turns MH OnenorYl 3AO0Ft y2N¥YIt FTYyAYIFE oAttt 0S R2dzt SR Ay aaAl
Growth ] version of the animal, but intelligent animals are unaffected.
Cause Diseasd 3 Instant Touch Inflicts withering which cause2 to-hit and healin”g at r(ljalf rate; victim will die in 2d12 days; saving throw is
allowe
Fl 3 1 _t'_u:rLrgj/IGVI Touch Subiject can fly at up to 120 per round. GM rolls the 1d6 for duration and the character does not know exactl
Y turns the spell expires.
Causes existing vegetation to grow into entangled overgrowth which must be hacked or forced through at a|
Plart Growth Perm Mc rate of 10 (or 20 for large creatures). Affects 10x10 area per caster level.
Poison Instant Touch Kills target if succeasify hit (save allowed).
Protection ] Either 1) Protects caster from the first 12 points of fire damage from any source or 2) Gives a subject immu
From Fire 3 Special Touch normal fire and +4 to saves against magical fire (with failure indicatifiglhalage and success indicating no
damage) for 1 turn per caster level.
Slow 3 3mdplus| cnQ It ¥Sa 0KS Y2@8SYSyuz [OuA2yaz FyR lddaFOol1a 2% |
1 rnd/Ivl M QK doubled.
Creates a magical snare trap from a loop of rope, supple vine, or si@nlgr10% detectable by nemagical
12 hours means and will close around one or more limbs of any creature that steps into it, holding fast for up to 12 hg
Snare 3 after Touch takesan STR 23 to break free, with one less STR required per hour as the Ioop loosens, until the spell exp
Triggered attached to a tree branch, it will spring up, deal 1d6 damage, and hold the victim suspended in the air. If
attached, itwill simply entangl¢he victim, allowing no action or movement.
Stone Shape | 3 Perm Touch Reshapes 1 cubic foot of stone per caster level into form desired. Fine detail is not possible.
Summons 1d8 normal animals of up to 4 HD eachtoc@me OF a i SNXa F AR A ¥ UKSe
Call Animals | | 4 Special nnQk type of animal and GM determines if it is available. If not, caster may try up to two more types of animal
successive rounds. Animals take 1d4 rounds to arrive and will serve for one task, whdiblet, t&cout, or assist.
Woggllgnd 4 Special M H 1 ¢ Summons special sylvan inhabitants if they are within range (saveatibwed). If caster or party act evil, they gg
Beings p M QK another saving throw at +4, otherwise they will assist witond I &7 ® / | aG SNDRa / I'1
Charm Cause one 4HD, 1d2 3HD, 1d4 2HD, or 2d4 1HD creatures to treat caster as their trusted leader (saving
Monster 4 Special MH n{ allowed). 1in-20 chance per level or HD of breaking spell per weith a cumulative +1 per weelkUnreasonable
orders may allow extra check or even completely nullify the spell.
; tIFNFfelrTsa ittt @gS3ISulofS YFUUSNE AYyOfdzZRAY3I [ YAY!]
HoldPlant | 4 | 1minfvl | y n @ plantcre (dzNBa® LT RANBOGSR Fd 2yS nQ aldd NB I
C,\r/lelg(t)ign 4 | 1hour/ivl | Touch Creates vegetable objects of 1 cubic foot per caster level.
I NBFOoSa T pQ KAIK yQ tharauBhall @abiSand vwegetatidel Castér cam hide fvishin tReg
Passplant | 4 | 1 turn/lvl Self Can cast multiple timés to pierce deeper without requiring casting save.
Prevents all ordinary insects (not spiders) from coming within 10 of caster. Giartsios&lcose with 2 HD or mor¢
Repel Insects| 4 | 1 turn/ivl 0 may enter if they save vs. spells, but they suffer 1d6 damage.
Sticks to 4 6 turns cno Transforms 2d8 sticks into normal snakes (50% chance venomous) whichGdiiciv(DigiddsQRevert back to
Snakes sticks upon death or ehof spell.
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Red Spellsgieal with warfare, fire, and brute power.

Spell Level Duration Range Description of Effects
Allure 11 1mdam Self Caster gain2d4 CHA and the goodwill of those within 10 + 10 per caster level who fail saving throws. Thosq
save perceive the caster as annoying and having lost 1d4 CHA.
Break 1 Instant onQ Breaks or tears one nemagical item, the amount of damage repaired deging on caster level.
. {K220 oQ FfFYSa 2dzii 2F¥ FTAYISNR AYy [ wmMHn RSINBS |
Burning Hands| 1 Instant 0 materials.
: Compels recipient to obey singheord command to the bef its ability. Subject must be able to understand
Comm.and 1 1 min M Q command. Those with 5 HD or INT of 13 or more get a saving throw.
Cor\}b&;@pate 1 Instant nnQ Makes water unsafe to consume. Affects 8 gallons per caster level. Spoils mystic water.
N Aurorat A1 S It 2¢ & dzNNP dzy Ra I NH Ssizad) geicastelglel. Ndrggts carzincldrlg
Faerie Fire 1| 4mdiv ynQ those hidden oinvisible Causes no damage but grants attackers a #itto
Jum 1 1 turn Touch Subject can leap upwards or baeards 10 or forwards up to 30. Every 10 leaped forwards or backwards has
P LISE 2F HQO® {dzoZSOu OFy S+ 2)/05 LX dza 2y OS
Manipulate 1 1 rnd/vi Ok f Affects nonmagical fires by doubling tinein size or shrinking them to quarter size, also altering light output a
Fire P fuel consumption but not heat level.
Lgr?SLCJgg%s 1| 5min/ivl Touch Turns target's speech to gibberish and makes others' speech unintelligable to target. Prevents spgll cast
! Removes effect of nemagical cold. Grants +2 to saving throws vs. cold attacks and removes 1 point from eq
Resist Cold | 1 6 wrns onQ of damage from colkbased attacks (minimum 1 damage per die).
Shield 11 5mdv Self Creates invisible mystfeeld to front of caster that grants caster AC 4, AC 2 against missile attacks, and +1 to
) throws against frontal effects. It completely absorbagic missiles
Sg?g';'gg 1 Instant Touch Delivers 1d8 electrical damage to one target plus 1 topém caster level.
Until t NBGSOua ye 202S0O0 gKAOK OlFly 06S 2LISYSR o0e ofl 4
Fire Trap 2 Triggered Touch Object is not harmed and caster does not trigger it. Can be found and removed abtma#l chances, failure
triggers it.
Warms the metal weapons, armor, and items of one target (no save). Round 1) Warm; 2) Hot and delivers
Heat Metal 2 | 7rounds n n Q| damage; 35) Scorching (2d4 damage); 6) Hot (1d4 damage); 7) Warm. Rodnals@ déver severe burns and
may scorch or ignite flammable materials touching the heated metal.
T Deceives detectiofype spells by causing them to give wrong information when cast on specific item, area, pq
Misdirection 2 | 1mdiv onQ or creature. Savinthrow by detector allowed to avoid effects.
Obscuring 2 | 4mdivi Smoke rises around caster and persists in that location until spell expires. It reduces vision (including infra
Smoke and is 10" in diameter per caster level. Wind will reduce tiareup to 75%.
Produce Flame| 2 | 2 min/ivl I NBld5a FANB Slddt d2 I d2NOK 2y LFfY 2F O
Requ&res fire sourlce alnd r::arrll glithgr:hl) Prod(thce fiery erJ]rst of firewc;rks ldO times :]hnékﬂ;ize‘ilre sdoufrce IaEting 1
; ; | round per caster level which blind those under it or within 120 or 2) Produce a choking cloud of smoke 100
Pyrotechnics | 2 | Special | MHN{ (§ 53416 2F GKS FANB a2dNDS fFatGAy3 H YAy dzi §ashetdd
upon casting.
Ray of 2 | 1 turn/vl Nllu}; Q Reduces STR and CON of one creature by 1 plus 1 per caster level (save allowed), but not below 3. All dan
Enfeeblement g Ok f of target are at an additionall (0 damage allowed) and move ratédaved.
- Removes effects of nemagical fire or heat. Grants +3 to saving throws vs. fire or heat attacks and removes 1
Resist Fire 2 6 turns onQ from each die of damage from firer heatbased attacks (min. 1 per die).
Creaes loud ringing noise which destroys rmragical objects of glass, crystal, ceramic, and porcelain. Object
Shatter 2 Instant cnQ pounds or more get a saving throw.
Increases STR of subject by 1d6 points (1d8 if fighter, ranger, or paladicarBibRexceed 18 unless it is alread
Strength 2 | 1hour/vl | Touch 18, in which case it increases to 19.
- : ! | If outdoors in stormy weather conditions, caster calls down one bolt of lightning per minute on any point wi
Call Lightning | 3 | 1 min/ivl ocn range. Everything within Xbf bdlt takes 2d8 + 1d8/Ivl of electrical damage (save for half).
Fireball 3 Instant M AN Explosive burst of flame 4B diameter delivers 1d6 damage per level (save for half) and ignites flammabl
M QK materials.
Caster ca touch one arrow or crossbow bolt (quarrel) per round to give it an extra +1 of fire damage if it hi
Flame Arrow | 3 | 1 rnd/vl Touch Flames may light flammable materials. Arrows not fired the round after they are touched burn up.
25 square fet per level of caster may be protected by a magical inscription which can deliver 2 points of da
Glyph of 3 Until Touch | Per level of caster anyone who touches or crosses into the protected area without speaking the name of the
Warding Triggered Instead of damaging target, the glyphncactivate a second spell which must be cast into the glyph by the cag
during creation. Takes 1 hour to prepare to cast.
Haste 3 3rmdplus| ¢cnQ 52d20tSa 0KS Y2@0SYSyidaX [OGA2YAazX [ yR I dvelSgelcastirg s not
1 rnd/Ivl M1 QK doubled. Subjects suffer aging effects.
All allies within 60 radius gain +1-hit, damage, and saving throws. All enemies within range stffen same.
Prayer 3 1 mdfivi Self Caster can perform other action after casting.
Protection Provides total invulnerability to mafired and hurled normagical missiles such as arrows, axes, crossbow bo
from Missiles 3 | 1turn/ivl Touch daggers, and spears. Providésrom each die of damage from larger missiles such as cataputtstnd giant
hurled rocks and from magical smaller missiles.
Striking 1 rnd/Ivl onQ Gives one weapon an extra 1d6 damage and allows it to strike any creature hit only by magic.
l\%nmsrtne?r} 1 min/ivi onQ 2d4 1 HD monsters appear in 1d4 roundséove caster. GM determines type.
Turns an ordinary weapon into a +1 for determining what can be hit but confers no bonuses. Affects one n
EnchantArms | 4 | 5rnd/vi Touch weapon or two small weapons (arrows, bolts, daggers). Missile weapons loserthkantment after a hit.
2 mnd olus 2 NBlFUuKSa OFauaSNI Ay gAalle FilYSa o0aKSRa tAIKIG Ay
Fire Shield 4 1 rnd?lvl Self at double rate. Must specify hot fire (+2 saves against-bakkd attack for either half or no damage but take
double damage from heat attacks) or cold fire (reversed).
Enchants fire teharmany who see it, causing them to stand motionless and stare into the flames (save alloy
Flame Charm | 4 | 2md/M M Q Those seharmeal save at3 vs.suggestion
. Short burst of fire erupts in 10 square area, lighting any flammable materials and causing 1d4 fire damage
Flash Fire 4 Instant nnQ within (no save).
Mystical Caster creates floating weapar pure force which strikes for 1d6 damage as if wielded by caster. Gainshitl t
M or)r/ﬂngstar 4 1 rnd/Ivl o n Q| and damager per three caster levels and can hit creatures only struck by magical weapons. Caster must cor|
or the spell ends.
. Up to 4 umansized targets recover 50% of their damage in illusory hit points and can move double speed
Stamina 413 tu'rns/IvI Touch minute every turn. lllusory hit points vanish when spell expires.
ﬁgrrgrt\;cr)m 4 11rm?n/p|{/lljs nnQ 1d6 2 HD monsters appear in 1d4 rounds toveecaster. GM determines type.
Temperature 4 turns ; : s ;
Control 4 plus 1 0 Raises ambient temperature within 20 radius of caster 50 degrees (F) plus 10 degrees per caster level abg
turn/ivl
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White Spellsare often helpful and healing, though a numtmmilitant spellsare available tocombat the forces of darkness.

Spell Level Duration Range Description of Effects
Comprehend 1| 5minvi Touch Recipient can understand the speaking and read the writing of any language. The creature heard or the obj¢
Languags must be touched.
C\:/L\'/[)euh'gsht Instant Touch Restores 1d6+1 hit points of damage or can remove paralysis.
. ‘ Caster senses the presence of evil beings or those with evil intentions. Does not detect dangerousewiit no
DetectEvil 1 6 trns MH T things or creatures such as snakes or traps. Dark Side presence always appears.
: 3rnd+ . Caster can see illusions for what they are at 10/level. Can share the ability by touching one other person
Detect lllusion | 1 2 rnd/Ivl Specia maintaining contact.
Inei(;}giclzitty 1| 5rnd/vl M QK Caster can see invisible, hidden, ethereal or astral creatures.
Floating Disc | 1 | 2 fums+ cO I NBFiSa oQ RAAK 2F YeaduAOFrft SySNHeé ¢gKAOK OIly QIN
9 1 turn/ivl N} @St F G dzld G2 con YQtE!)Sting\mscnrﬂSD LT RAAGLE Y
Hvbnotism 1 1rnd+ ono Cauyes 1d6 targegto follow reasonabled 2 dzy RAY 3 Ay adNHzOGA2ya 2F Ol ausS
yp 1 rnd/Ivl FR2dza 0 YSYy i Y2RATASE (KS &dnahE Sujgesionsinma@divilar-2ipenbll. & =
MO Any BAaAotS FT2NDOS LlMzaKSa [0 GaFNHSU 202S0O0 2NJ ONBI
Jarring Hand | 1 Instant H oyQ K be used to unbalance an opponent (loss of attack for that round, save allowed) if it weighs less than 50 pou
caster level.
T pnQ Fires mystic energy blast which always hits for 1d6+1 damage. One additional missile for every two levels a|
Magic Missie 1 Instant Mpwsb W Multiple missiles may strike different targets.
Protection Provides1 AC bonuand +2 bonus to saving throws against evil or Dark Sided creatures and all summong
from Evil 1| 5min/ivl Touch conjured, or otheplanar creatures. Prevents bodily contact (including natural weapon attacks) but not missi
spell attacks. Spell expires if recipient attacks.
Purify Food and 1 | 0 Makes food and water safe to consume. Affects 6 quarts of water plus either 6 iron rations or 12 servings of
Drink nstant M7 food.
Instills courage to resist effects of magical fear. Gives +1 on savewstiper caster level and those already
Remove Fear | 1 2 umns Touch affected gain another save attempt.
70% + 1% per caster level likely to tell whether a specific action will bring good or bad results within the ng
Augury 2 [ Instant Self turns. GM rolls for accuracy.

: Cools the metal weapons, armor, and items of one target (no save). Rawamdl 7:Cool; 2and 6:Cold delivers
Chill M?td 2 | 7rounds nnQ 1d3 damage; &: Icy (1d6 damage). Roundsb3also deliver permanent frostbite effects.
C\L/J\;gu,\rﬂjnsor 2 Instant Touch Resbres 1d8+1 hit points of damage or can remove paralysis.

] 5 min + Puts recipient into a cataleptic state which is impossible to distinguish from actual death. The recipient is aw
Feign Death | 2 1 min/ivl Touch | his or her surroundings but cannot resmbin any way. Instant effects such as energy drain or paralyzation wil
affect subject. Unwilling subjects get a saving throw.
Hold Person 5 mins/Ivl MH N | Paralyzes 1d4 humanoids smaller than ogres (save allowed). If directed at lone targettisiavinis at-2.
. Caster can float self or target up or down 10 per round. Weight limit of 100 pounds plus 100 pounds per c
Levitate 1 tumn/lvi H N QK level. Unwilling targets get saving throw. Caster can cancel as desired.
Rall 2> | special Self As long as caster remains stationary and chanting, all allies within range gehitldamage, and save while
y p enemies within range gefl on the same. Damaging sitencingcaster ends spell.
2 One end of @ -B0Crope risednto the air and creates an invisible, mystical shelter which can hold up to 5 hun
Rope Trick | 2 | 1<y | Touch | sized persons and cannot be attacked. Only one person can climb the rope at a time and if the rope is pulle
will disappear into the shelter. Anything in the sleeltvhen the spell expires falls to the ground.
: Halts the effect of poison for the duration of the spell. Temporarily revives those who have been killed by p
Slow Poison | 2 | 1 hour/ivl | Touch within 1 turn per level of the caster for the duration of thpell.
2 min
" : : Caster can make his voice appear to come from any location up to 10 per level (maximum 60)iavi@ypér INT
Ventriloquism | 2 r$1||lrj17|vl| Special point above 12 to catch on.
Conjure Insects| 3 | 1 rnd/lvl o n Q| Summons Insect Swarm+i{36 chance to be flying) which moves at double rate and aaskdirected by caster.
Cure Blindness| 3 Instant Touch Cures recipient of normal or magical blindness.
Cure Disease | 3 Instant Touch Cures all normal and magical diseases includingimy rotandlycanthropy Instantly kills Green Slime.
C\l/l\;gul\ggjsor 3 Instant Touch Restores 2d6+2 hit points of damage or can remove paralysis.
Improved 3 4 rds plus Touch Subject vanishes from sight (including infravision) even wherthittg. Note that the subject is not silenced ang
Invisibility 1 rnd/Ivi that powerful creatures may be able to detect him.
t26SNFdz pQ 6ARS AUNRB1S 2F S{SOUNROFT SySNHeé RS
designaed by caster and must travel 8Delivers half damage to wood, ofith damage to stone, and no damag
Lightning Bolt | 3 | Instant my n{ tometal walls or doors and continues on, either straight ahead of barrier is destroyed or glancing off in ran
direction if barrier survives. Castmay take shots around corners by intentionally banking blasts off walls. N
target may be hit more than once by same bolt.
Protection Provides1 AC bonus and +2 bonus to saving throws for 10 radius against BxtloSided creatures and all
from Evil, 10" | 3 | 5 min/lvl Touch | summoned, conjured, or othgulanar creatures. Prevents bodily contact (including natural weapon attacks) bu|
Radius missile or spell attacks. Spell is centered on recipient and expires if he or she attacks.
Creates a 1paque hemisphere of force prowidya comfortable environment for up t@ humansized occupants
Tiny Hut 3 | 1 hour/ivl 0 The hut is transparent from within and protects from environmental hazards through the ground. Attacks p
easily through the hemispherend winds over 50 mph destroy it. It dissipates if the caster leaves it.
Water 3 . . . - -
Breathing 3 turns/Ivi Touch Subject can breathe water easiBjir breathingallows waterbreathing creatures to breathe air.
Confusion 4 | 2rnd plus MHn‘BefuddIesoRc GFNBSta oal @S FtEt2gSRu AY nn | NBIF & wattatk
) 1 rnd/Ivl nearestcreature,€ | GG 01 OH@Gstadddntused H1REaddEr away.
C%%Sﬁé?us 4 Instant Touch Restores 1d6+1d8+3 hit pagnof damage or can remove paralysis.
The caster can rid individuals or objects from possession or influence by an outside or supernatural force. T
Exorcise 4 Instant M Q rolls dOO to determine the percentage chance of success, puls or minus 1%fptexel difference between the
caster and the opposing being. Takes 1 turn to cast.
Caster chooses 1) Magical hailstones in 40 area dealing 3d10 damage (save for half) or 2) Sleet in 80 areqd
.Ice Storm 4] 1md M QK half move rate and 50% chaato slip and fall.
mv&;(e;rlgt?ielritgf 4| 1rndfvi 0 Creates 1Gsphere which shields against magic spells of 3rd level or lower and their affects. Spells can be c{
Remove Curse| 4 Instant Touch Negates one curse on subject. Allows tasting away of a cursed item.
Snakes to Stickg 4 6 turns cnQ Transforms 2d8 HD of snakes into sticks for duration of spell (save allowed).
I NBFGSa&a aKSSU 2F AOS me&e U0KAO] LISddsteOéval(CRMNUres Bréalbg
Wall of Ice 4 | 1turn/ivl M n Qk| through will suffer 2 hit points of damage per inch of thickness, withugieg creatures suffering 3 points per ing
and coldusing creatures taking only 1 point per inch. Large magical fires will melt wall in 1 minute.
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Wizard Spell List

Colorless Black Blue Green Red White
First Level Spells

3 Identify Magic Dark Dancing Lights Divine Weather Burning Hands Detect Evil

4 Light Destroy Water Feather Fall Enlarge Command Detect lllusion

7 Write Magic Putrefy Food and Drink Message Find Snares & Pits Jump Hypnotism
8 Shrink Pass Without Trace InVISI.b'"ty o Manipulate Fire Jarring Hand
Animals

Speak with
Animals

12 Wall of Vapors Refraction Spider Climb Shocking Grasp Remove Fear

11 Unseen Servant Purify Water Shield Purify Food and Drink

Secom Level Spells

3 Know Alignment Blur False Trap Find Plant Misdirection Cure Minor Wounds

4 Locate Object Cause Nhor Wounds Hypnotic Pattern Find Traps Obscuring Smoke Feign Death

7 Stumble Discourage Magic Maith Snake Charm Rally Enourage

ESP Mirror Image Stinking Cloud Ray of Enfeeblement Rope Trick

‘

Third Level Spells

3 Glyph of Warding Cause Major Wounds Gust of Wind Fly Fireball Cure Disease

4 lllusory Scrip Clairvoyance Hallucinatory Terrain Plant Growth Flame Arrow Cure Major Wounds

Prot. from Good, 10'

7 Summon Monster Radius

Phantasmal Fear Slow Prayer Prot from Evil, 10' Radius

8 Tongues Speak with Dead Spectral Force Snare Pro:aicstlsci)lr;;rom Tiny Hut

Fourth Level Spkd

Dig Cause Serious Wound: Hallucinatory Trees Charm Monster Flame Chan Exorcise

4 Divination Dimension Door Massmorph Hold Plant Flash Fire Ice Storm

7 Phantasmal Pseudo Protection From Polvmorph Self
Magic Electricity ymorp

8 Snuff Fire Wall of Fire Speak with Plants Sticks to Snakes  Temperature Control Wall of Ice

Repel Insects Summon Monster Il Snakes to Sticks
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5 Adventuring

slowed.The GM may rule that ovésurdened have dropped to a lower
movement rate.

Experiences earned by altlasseccharacters that make it through an

Adventuring tasks are often resolved using 1d6. Standard difficnlllt)édvemure alive PCsreceiveone experience point (XP) which will help

taskshave a .
2-in-6 Chance of Success

Many modifiers may be applied to the chances of success (or to th
roll itself) as the situation warrants. The players will often betaware
of these modifiers. Rolling low for these checks is always better.

A roll of 6 on a 1d6 check always indicates failure. If the chand
success is lower than-iB-6, a roll of 6 usually indicates catastroph
failure of some sort. Catastrophiciliares usually are not possible whdg
the chances of success arénso.

Positive nodifiers to 5in-6 chances of success are handled as follow

5-in-6 with a +1 modifier becomesii-8
7-in-8 with a +1 modifier become3-in-10
9-in-10with a +1 modifier beomes11-in-12
11-in-12 with a +1 modifier becomes3-in-20
19-in-20with a +1 modifier become39-in-100

Negative nodifiers to Xin-6 chance of success are handled as follow
1-in-6 with a-1 modifier become4-in-8
1-in-8 with a-1 modifier becomeg4-in-10
1-in-10 with a-1 modifier becomeg4-in-12
1-in-12 with a-1 modifier becomeg4-in-20
1-in-20 with a-1 modifier becomed4-in-100

The GM may rule that some actions are so difficult that they
impossible (or so easy that they are automatically ssstul) and not
require a roll.

i
ic
n

»J

Ability Checksmay sometimes be called for and are rolled against
particular ability score with a specified number of dés. A roll equal to
lower than the ability score is a success. The number of dés roll
depends upn the difficulty of the check:

VeryEasy 2d6
Easy 3d6

Hard 4d6

Very Hard 5d6
Extremely Difficult 6d6

them advance in level. Retainers earn half of an XP and hirelings, not
being classed, earn non8ee Character Advancement on page 6.

E die

Finding Traps (dn-6) takes one turn and can usually only detect
non-magcal traps inav 1 QEmMn Q | NBI ¢ ! NER f €
geually set off the trap.

2

Food is an obvious requirement for adventurers (or anyone else.)
Beginning the second day without food, characters suffesn their to

- hit rolls in combat;1 on al saving throws, and 2 hit points of damage.

This continues to increase every day thereafter.

Foraging(1-in-6) provides food forall characters while traveling in
the wilderness. Itosts 1 mile movement per day and is rolled once per
group. Green charders gaina +1bonus

Getting Lostis easy to do in the wilderness and characters will often
not immediately realize that they are lost. The GM will check once per
day on the following table for the successaabidingbecoming lost:

Plains 17-in-20
Mountains or Hills 13-in-20
Forest 12-in-20

Sea 13-in 20
Desert 10-in-20
Jungle or Swamp 1G-in-20

Green characters always get a +1 bonus, and additional bonuses may

®e gained by characters in certain terrain:

ains White gains +1 bonus

ountains or Hils: Red gains +1 bonus
Forest Green gains an additional +1 bonus
Swamp Black gains a +1 bonus

Only the best charact€? Bonus in a grouplusone +1 can be applied.
Detailed directions from locals or reliable maps will give a +1 bonus.
Prominent landmark may give a +1 bonus. Characters which become
lost head in the wrong direction as determined by the GM.

Rolling all 6s always indicates failure while rolling all 1s always indicates

success.

Climbing (3in-6) is modified by the type of surface and the
availability of hand and footholds. Characters wearing heavier than
studded leather armor sufferl, while those in plate mail suffeR. Use

Healingoccurs at a rate of Mihit points per night of sufficient rest,
food, and shelter. A1 cumulative modifier applies for substandard
conditiors. (For examplegamping in the wilderneswith no food, no
fire, and cold rain would have-3 modiier to healing)

of rope or other climbing tools gives a positive modifier. DEX missile

modifier also affects climbing abilit¢@hecks must be made for every 20

Hiding (%in-6) requires cover or concealment of some sort. Heavy

feet climbed. Failure indicates that the character cannot advanceover such as a thick forest or dense crowd may give a +1 or +2
further and a roll of 6 may indicate that a fall from the top of themodifier. Green charactergjain a +1 when attempting to hide in

current section has occurred.

Only thieves are able to climb extremedyeep anddifficult surfaces,
due to their special training and knowledge of the use of climbin
equipment.

ConcealedDoors(2-in-6) are normal doors that are hidden and can
be searched for in al10Qarea in one turn. They are also found if
uncovered ormally.

Doors(2-in-6) in dungeonsor ruins are difficult to openThe chance
of success iadjusted by STR modifideach attempt takes oneound.
Interior doors of normal buildings usually open eadigilure to open a
door on the first try means thathose behind the door cannot be
surprised.

Doors can be broken downif-6 of the time. Dungeon doors take 1
turn to try to break down. Normal interior doors of standard buildings

take 1 minute to try to break down. A +1 modifier to the chance of

successs added if an axe is used. Breaking down doors is extreme
noisy and may attract wandering encounters.

Encumbrancsés not tracked closely but the players should not abuse

this by allowing their characters to carry more than they shoiilde
higherthe K F NI OU0 SNa {¢wzx

GKS Y2NB KS 2NJ

wooded wilderness areas. OnlBlack charactersnay use shadows as
concealment(see thief skills on page8l No character under constant

girect observation can successfully hide.

Hirelings are NPCsthat are employed asextra hands during an
adventure. These can include cooks, porters, and torch bearers or can
be fighting men known asien-at-arms. A character can onlgmploy as
many hirelings at once as indicated ®A score.

Hirelings will genergl work for a set salary (oftefh gp/day for non
combatants, 2 gp/day for meat-armg but will usually want at least
UKNBES RlIéaQ LokKS AKIFINROLEYAR® NI
modifies the chances of hiring applicants, as will offers of higher pay or
better gear.After the offers are made, roll 2d6 on_the table below to

RSOARS G(KS LRGSYGAFf NBGFAYSNDa |

2 Agrees to offer-1 morale bonus

35 Agrees to offer

6-8 Rerol| chance to better offer or back out
i 9-11 Declines offer

12 Declines ofr, +1 on all other offers for 1 month
Players usually control hirelings but the GM may veto actions or even
take over the character as needed.

A4KS OFy OFNNE ¢AlK2dzi o0SAy3
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Hunting (%in-6) provides food for 1d6 characters in the wildernessIn addition to standard morale checks retainer must make a morale
and takes all daylt is rolled once pehunter. Green charactergain a loyalty check at the end of each session. Failure indicates that the
+1. Any character with a bow, crossbow, sling, javelin or spear gaingedainer is breaking the partnership and setting out on his or her own
+1. career.

Players will usually control retainers that their PCs employ, but the GM
lusionst NE y2 dzyO2vyay byR b Ok (JEgeagions orgven;iae over the daaiagier gsnpefled Retginers
suspected phantasm by spending one round in the attempt. Usually, a )
successfulsave vs. magic means success. The GM rolls saves for
disbelief checks. Failure indicates that the character believes what I®ecretDoors (1-in-6) can be searched for in a0®10Qarea in one
or she sees to be real, though further attempts to disbelieve argyrn. They are also found if the correct method of opening performed.
allowed at a cumulativel for each successive attempt.

Charactes who have successfully disbelieved an illusion can give oth . . . L
a +4 bonus by communicating the true nature of the illusion to them. “heakig (1in-6) cannot be successiul if the subject is already aware
of the character. Unarmored characters or those wearing leather or
) . studded gain a +1. Plate mail giveslaGreen charactergain +1 if
Listening at Doors (An-6) takes one minute. alone or with onlyother Green characters

Magical Scrollsnay be created byizardsof any spell that they know Ships andBoatscan be used for water travel.

begnning at2nd level. Creating a scroll costs 100gp in materials pe Ssail Row Sail Row
spell level and takes 1 week. When a scroll spell is cast or copied int Crew Feet Feet Miles Miles (lggg)o AC  Struc HP
spell bookit vanishes from the scroll. _ [Turn /Turn  /Day  /Day :
Boat, river 10 - 60 - 36 3,000 8 20-45
Boat, sailing 1 120 - 72 - 2,000 8 2045
Mining Skills (2n-6) represent a range of skills most useful in caves, Canoe i - 60 - 18 600 9 510
tunnels, and underground construction. The specific skills include th_""Galley, large ""7250 71207790 " ""72 "/ "18 4,000 7 95120
ability to detect stonework traps, false walls, hidden construction, and__Galley, small 100 150 90 90 18 2,000 8 75100
determining if passageways are mp Gel_lley, war 400 120 60 72 12 6,000 7 125150
Lifeboat 1 - 30 - 18 1,500 9 12t018
Longship 75 150 90 90 18 4000 8 65t080
Morale must be checked whenevertareling or retainers exposed to Raft 1 30 12 pkali 9 pkal

a particularly perilous sjtuatioar given orders which they deem unfair. ' Sailing Ship;arge. 70" 120 "= 720 s 130,000 71125180
w2ftfAy3 dzy RSNJ KS bt/ Qa Y2NIf S _ASAWMNBRPD sl 12 R150 3 RROS | i §29.0007 8] 059 K § QK
successful and the NPC complies or keeps fighting. Failure indicaS@iling Ship, transpor 12120 = 72 i 1130,0001 17 11125180

that the NPC will not followerders andwill likely flee. Roll 1d6 for each |t 5 vessel is damaged to 0 or fewatructural hit points, it will no

hireling and retainer to check for a morale modifier longer move and ship weapons no longendtion. The shipill sink in
1 +1 morale, +1 loyalty 1d10 rounds
2 +1 morale 1 structural hit point equals 5 normal hit points. 1 shp can be repaired
34 No modifier in 1 turn by 5 crew members up to half total damage suffered. The
) -1 morale remaining damage can only be repaired in port or on shore. Every 10%
6 -1 morale -1 loyalty of shp lost reduces speed by 10%.

Movement Rate is expressed as a number, usually 120, 9Gfor . - .
characters and is based on armor warnTtis number is used to Swimmingis normally automatic at half normal movement rate unless

determine the distance that can be moved in a time unit depending off!® character does not know how to swim, in which case it hasre6l

the current situation: chance of success every round and movement is atqpragter normal.
Dungeon " Feet moved per turn while moving cautiously Characters with geaexceeding a knife or similar held in the teeth ore
Exploration and/or mapping wearing armor must check for success each round as follows:
Combat Move 1/3 of move rate in feet per round and Leather or Studded 3-in-6
Movemert make an attack or take an action OR 2/3 of Ring or Scale 2-in-6
move rate if the attack/action is skipped Chain or Banded 1-in-6
Running Move full move rate in feet per round Phlate Cannot Swim
Outdoor Light Gear -3
Movement Yards moved per turn Heavy Gear -5

L . . . The first round intie water does not require a check.
Picking Pockets €in-6) includes fiching or snatching pouches, A b d (it sinks to the bottom): Leath d studded i
scrolls, and small weapons or gear. A +tlois given for every three AYMOr can be removed (it sinks to the bottom): Leather and studded in

(sosta GKS UlNBSG Aa oStzs 2N b ASLYDYRES WL ORETT SN Detiodea N2

probably indicates that the attempt has been noticed. immediately.

. Failing a swimming check requires a saving throw vs. death. Failure
Poison indicates death by drowning; success means that the character has
survived but was unable to move or remove any armor that round.

Religionis not a corponent of the gameTheremay bebeings inthe ¢ KS  OKF N} OuSNRa {¢w | Redzauysyu F LI
game who call themselves godsgoddesses, anthere may bepeople
who worship tlem. But thosebeings are really rthing more than very Thief Skillsare listed below. Several of the skills are similar to
powerful monsters. standard adventuring abilities possessed by all characters, but the thief

skill is more specialized and increases as the character goes up in level.

Retainers also known as henchmen, are special liigs whopartner 1 hief skill checks are made by mdi 1d12. If the target number or
with a character in hopes of successful adventuringoer of loyalty. lower is rolled, the attempt is successful. Many times the chance of
They are classeNPCadventurers and earn hatfhares of treasure. A SUCCESS will be modified due to circumstances. Some thief skill checks

PC can only have a limited number of retainers ever, inditate the will be rolled secretly by the GM as the player will not know if the
OKIF NI OlSNDa /1! a202NB® attempt was atually successful or not.

Retaners must be hired in the same manner as normal hirelings, but
the offer must include at least a hahare of treasure and basic
adventuring gear. Once a retainer has been acquired, it begins with a
+1 morale bonus.
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Thief Skills(d12) Backstab Damage Multiplieis not rolled for but simply applied to any
climb Pick Find or Pick Move melee attack made from behind when the target is unaware of the

Level Walls Locks R_?rrgg\s/e Pocket$ Silently attacker.
% ‘g g 2 g 2 Timeistrackedin:
3 6 5 5 5 4 Rounds 10 seconds
4 7 6 5 6 5 Minutes 6 rounds
5 7 6 6 6 5 Turns 10 minutes
6 8 7 7 7 6 _ ,
7 9 7 7 7 7 Tracking (1-in-6) can be attempted outdoors by any character.
8 9 8 8 8 Tracking groups of 5 or more gives a +1 boflmse making obvious
* -1 or +1 peB levels he target is higher or lower than thgicker signs of passing may be tracked automatically.
Level Climb  Hidein Hear ~ Backstab Green characters have advanced tracking skills which can also be used
Walls _Shadows Noise Damage indoors or undergroundRdl 1d12 and onsult the table below when
1 9 3 3 X2 Green characters attempt to track. If the resultdqual to or less than
g 190 2 2 ig the target number, the tracking is successful.
4 10 4 5 X2 Level Outdoors Indoors Underground
5 10 5 5 x3 12 7 3 4
6 11 5 6 x3 3-4 8 4 )
7 11 6 6 X3 >6 9 4 S
8 12 7 7 X3 /-8 10 5 6
Modify the roll as follows:

Pick Locksan only be accomplishedith lock picks. A failed attempt -1 if the target is moving quickly and/or carelessly

may not be tried again until the next hour. Three consecutive failed -1 for every five creates in the group being tracked

attempts on the same lock indicate that the thief cannot try again until +1 for every hour of precipitation

he advances in level. The quality of the lock can affect chances. +1 for every day since tracks were made

+1 if target uses normal door
+2 if target uses concealed or trap door
+3 if target uses secret door

Find/Remove Taps pertains to small mechanical devices such as
poisoned needles, spring blades, and the like. Finding and removing are
separate actions, and roll of 12during either attempt may indicate
that the trap has been accidentally sprung. The GM rolls forirfand
attempts. Traps (1in-6) can be searched for in @0®10Carea in one turn. A roll
Pick Pocketsncludes purse snatching and filching small items. A +1 orof 6 on this check may indicate that the trap has been sprung.

1 modifier applies per three levels that the target is higher or loweRctions that could trigger the trap usually have-an® chance of doing
than tge thief. A high roll may indicate that the attempt has beenso for each group.

noticed.

Move Silently is the aility to move with no discernable sound or Wilderness Movementis calculated by dividing move rate by 5 to

disturbance. The GM may need to make this roll. : ;
. . . et the nunber of miles that can be walked. A character with a move
Climb Wallsincludes other vertical surfaces and assumes that at leaghte of 120 can travel 24 miles in one day in clear terrain.

some cracks and ledges exist for hand and toe holds. A negati
modifier will apply for smodter or slippery surfaces. High rolls may
indicate that a fall from near the top has occurred. g
Hide in Shadowss the ability to blend into dark areas without physical Th.DE%‘»e”,r'"S’ wooded . %g

cover or concealment. No thief already under observation may. |'?° J(ljmg e, lswi’imps,_g]ounllams i

successfully hide. The GM ynaeed to make this roll. oad travel, clear wide trails

Hear Noiseincludes listening at doors and through thin walls. The GNFlyingtravelers move at twice the overland distance as those on the
makes this roll as the thief does not know whether or not there isurface but can be delayed or threatened by hazardous weather
anything to hear. conditions or high moutains.

Waterborne travel is covered und&hips and Boats

her conditions will reduce the distance traveled in a bwyfractions,
as detailed below:

19



6 Encounters and Combat

Combat in Wizards & Warriorsoccurs when communicatioror

negotiation are unsuccessful or undesired. Clever characters do
attack frst and ask questions later, but every adventure will likely hf
at least some combat against inhuman creatuoesigainst NPCs. Mucp
less frequently, player characters may fight other player characters.

Combat rounds are usually resolved in the follagvarder:
. Declaration of movement or actions

. Morale checks are made if required

. Initiative is rolled by each side

. Initiative winner acts first

. Movement is made

. Missile attacks are made and magical devices are used
. Spells are cast and dead are turned

. Melee combat occurs

. Initiative loser performs § 8

10. If combat has not ended, next round begins

O©oOO~NOOTR~hWNE

Melee and missile attacks are made by rolling 1d20. A hit is scored

1d20 + modifiers + target AC = 20+

Modifiers include STR or RiE&djustments, Hit Bonus due to level or hit

dice, magical item bonuses or penalties, and modifiers due to situa
tfl @SNAR oAff y2u Ffgléa 1y26
modifiers the GM is using.

When their character attacks, players shubll 1d20, add or subtrac
known modifiers, and tell the GM the total. The GM will determ
whether or not a hit has been scored and inform the player.

Binding Woundsestores 1d hit pointsafter combat or other evers

which causelamage (such as afl.) Only hitpointslost in that combat
or eventmay be restoredBindingmust be performed withirl turn of

the end of the combat or event. It takes 5 minutes

If a character is unconscious, another character may bind his wound
immediately revive hinwith 1d6-1 (minimum 21)hit points. Characters
can only bind wounds once per combat or event,itlmvn or someone

StasSQao

Blindnesscauses attackers to suffer-4 modifier to their tohit rolls

F'yR GKSe OFy 2yte | ail Ojleraliofatod.K é%dfesa"wﬁ
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heEvasioncan be attempted when more than B6eparates groups. If

Intelligent undead successfully compellediveict as if affected by a
commandspell (normal success),saiggestionspell (success6), or a
charmmonsterspell (success +12).

nG@over and Concealmemiovides a1 to -4 penalty to missiletéacks

veepending upon the amount available and its nature. Cover consists of
physical barriers (such as a low wall) while concealment refers to visual
interference only (such as thick brush).

Cover (but not concealment) also provides a +1 to +4 bonusvinga
throws against attacks which must come through the cover, including
area affects (such debals2 NJ RNJ 32y Qa O NBI 0 Koy

Darknessgrants targets a4 modifier toto-hit rolls against them and
they can only be attacked by those who suspect their galnecation.

Energy Drainattacks can drain either ability scores or levels of
experience from characters. There is usually no saving throw. These
lossescan possiblybe restored by powerful magit.evels lost this way
can also be r@ained by further adenturing.

Characterghat lose pointsor levels ardmmediately altered to use the
new modifiers for the new abilitiesand a charactethat loses a level or

a CON bonus to hit points must immediately roll new hit points. The
. lower between the previous tail and the new is kept. Existing damage
llis deducted from the new hit point level.

ey abjlity gearq§r 1eir |lexel redycggd tq. G die

no saving throw.

one side has surprised the other, the surprising side can evade
automatically. If one group is unaware of the other, evasion is
automatic ifthey remain unaware. Otherwise, roll 1d20 and check on
the following table:

9 gl RS! Base Relativet dzN& dzSNXD & DI
Group Size  Chance Upto25%  26-75% 76%+
Upto4 10 0 +4 +8
Sio 5to 12 7 0 +3 +5

13to 24 5 0 +2 +5
25+ 2 0 +3 +5

For each step of 30 movement rate one side has over the other, apply a
+1 modifier to chance of evasion (if evaders are faster) dahdif
pursuers are faster.) Each evasion attempt takes 1d6 turns.
I targ efndicat Vasion i essful in
6 turns. I%\\Dl%@é? S%trﬁnli%jr% Moﬁf&%ﬂg p%sr&s)uer%?xe caught
the evaders and combat begins. Failure by léss 5 or less means

Chargingattackers must S3IA Yy (G KS NEBdzyR Y2 NBchatkfor gvasionagain. 4 KSANJ Y2 @38
rate but no more than their full move rate from their target and run at

it. Running characters get no DEX or shield bonus to AC, though i i o )
pendties still apply. Targets withote arms, spears, or tridentget a Damageis considered to be a combination of fatigue, loss of mettle, )
free first attack(plus see Setting Shafted Weapanthlen the charging and actualinjuryL U A a RSRdzOU SR T NEbMw whichl I NB S
character attacks with a +2 bonus-hit. Natural 20s on tenit rolls damages a target down to O hit points or lower is always consttieo

when Charging indicate double damage_ have phySICaIIy wounded the target Slgnlflcantly.

Only one charge may be made every 10masiof combat.
Declarationof movement or actions (including attacks) must be made
before initiative is rolled. They cannot be changed, but they can be
lfl:eg?nse‘q‘)ﬁfuur \i/;h%nst%l:rSéJheer(s:kan’u;svlgestijorr?ol\]/(e ‘Etrstﬂfnsar?guSp%e?éle?cgncelled completely and the character takes no further actibat
bgt% p , -1Tp g group und. If a declared target goes down or leaves the combat before a
combat begins. character makes an attack, another nearby target may be substituted if
Both sides roll 1d@ach round Difference in rolls indicates distance inthe GM allows.
tens of fee that the gap widens or close#f. gap closes to less than 10
feet, combat begins. If gap widens to Ql2ndoors/underground, . )
pursuers must check morale; those that fail stop pursuit. If gap widergropping Trea_sure_(-m-6) may cause some pursuing monsters to
to 360 outdoors, check for evasion. stop and collect it. This maysa work if food is dropped for hungry and
lessintelligent monsters.

Campelling the Undeadis similar to turning undead (see below) ) )

except that instead of holding them at bay or driving them off, succedsaze Effectslo not need a tehit roll and work even if the monster
indicates that the wizard has gain¢eimporary control of the undead Wwith the gaze effect lost initiative. Any charactirat looks into the
creatures.Compelled undead will not be able to attack the wizard oreyes of a monster with a gaze attack mustesav be affectecdbased on
neamy allies as long as the wizard continues to compel. the following table

Mindless undeadvith fewer than 3 HBsuch as skeletons and zombies /" Character Surprised " Noattackallowed Save at2
can be given n& orders by the compeller; these orders will be obeyed Viewing Normally No attack allowed Save normally
2d6 rounds (normal success), 2d6 turns (success +6) or permaner Attacking Normally Attack normally Save at +1
(success +12) . Avoiding Gaze Attack at-2 to-hit Save at +2
Using Mirror Attack at-1 to-hit Save at +3
Blindfolded, Etc. Attack at-4 to-hit Cannot be affected
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