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1   Introduction 
 

 

Wizards & Warriors is a fantasy role playing game (RPG). When 
playing Wizards & Warriors (W&W), players control characters 
adventuring in an imaginary world controlled and moderated by the 
Game Master. 

The point is to have fun while imagining fantastic realms filled with 
ŘŀƴƎŜǊΣ ƳȅǎǘŜǊȅΣ ŀƴŘ ŀŘǾŜƴǘǳǊŜΦ LǘΩǎ ōŀǎƛŎŀƭƭȅ ŀ ǎŜǎǎƛƻƴ ƻŦ άƭŜǘΩǎ 
ǇǊŜǘŜƴŘέ ǿƛǘƘ ŀ ŦǊŀƳŜǿƻǊƪ ƻŦ ƎǳƛŘŜƭƛƴŜǎ ǘƻ ƘŜƭǇ ŘŜǘŜǊƳƛƴŜ the course 
of events.  

Unlike board games or computer games, the options are virtually 
infinite, limited only by the imaginations of those playing.  
 

 

Learning to Play is easiest when playing with others who already 
know how. Teaching yourself the game from the rule book is possible, 
ŜǎǇŜŎƛŀƭƭȅ ƛŦ ȅƻǳΩǊŜ ŀƭǊŜŀŘȅ ŦŀƳƛƭƛŀǊ ǿƛǘƘ Ƴƻǎǘ ƻŦ ǘƘŜ ŎƻƴŎŜǇǘǎ ŦǊƻƳ 
other similar games. But nothing beats playing a few sessions with 
those who already know the system. 

 

Players are the participants in a game of Wizards & Warriors and will 
control one or more player characters (PCs) which are the in-game 
alter-ŜƎƻǎ ƻŦ ǘƘŜ ǇƭŀȅŜǊΦ 5ŜǇŜƴŘƛƴƎ ǳǇƻƴ ǘƘŜ t/Ωǎ ŎƭŀǎǎΣ ǘƘŜ ŎƘŀǊŀŎǘŜǊ 
will have a number of different skills and abilities available to use while 
adventuring. The player decides what the character does and when to 
use these abilities. 

It is not vital that players know all the rules of W&W before playing. In 
ŦŀŎǘΣ ƛǘΩǎ Ŝŀǎƛƭȅ ǇƻǎǎƛōƭŜ ǘƻ Ǉƭŀȅ ǿƛǘƘƻǳǘ ŀŎǘǳŀƭƭȅ ƪƴƻǿƛƴƎ any of the 
rules. Understanding how things work provides many advantages, but 
that knowledge will come after a couple of sessions. 

 

The Game Master is the administrator and referee of the game. 
Unlike players, it is important that the game master have a good 
understanding of the W&W rules. Usually, it is best for players to spend 
at least a few sessions playing W&W before jumping into GMing a 
game. 

The Game Master is the final arbitrator of rules and rules decisions. He 
guides the progress of the game, and plays the roles of monsters and 
non-player characters (NPCs). Non-player characters are characters 
that share many similarities with the characters played by the players, 
but the Game Master decides on their actions, personalities, and 
motivations. 

 

Playing Wizards & Warriors is very simple. Get a game master (GM) 
and a few players around a table, roll up some player characters (PCs) 
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 going 
on around them. 

2. The players tell the GM what their characters do. 
3. The GM tells the players what happens. 
4. If anything anyone tries to do is not sure to work, roll some dice to 

see if it did. 

Lƴ ŀ ƴǳǘǎƘŜƭƭΣ ǘƘŀǘΩǎ ŀƭƭ ǘƘŜǊŜΩǎ ǘƻ ƛǘΦ ¢Ƙƛǎ ōƻƻƪ ƳŜǊŜƭȅ ƻǳǘƭƛƴŜǎ ǎƻƳŜ ƻŦ 
the basics as a foundation to build characters, worlds, and adventures 
on. 

 

Success in Wizards & Warriors can 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 followers; this may be the definition of success for 
some. As characters are played, they gain experience points and will be 
able to rise in level, gaining additional skills and abilities as they do so; 
this is another possible measure of success.  

Adventuring, however, is dangerous work. A game of Wizards & 
Warriors is filled, of course, with magic and monsters. Not all 
characters will survive their encounters with them. Character death is a 
άƭƻǎǎέ ŦƻǊ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΣ ōǳǘ ǘƘŜ ǇƭŀȅŜǊ ƳŜǊŜƭȅ Ƙŀǎ ǘƻ Ǌƻƭƭ ǳǇ ŀƴƻǘƘŜǊ 
character to rejoin the game. 

It is up to each player to determine what success if for his or her 
character. Sometimes, PCs may embark upon a mission to save the 
village, the kingdom, or even the world; succeeding in this mission 
could be the end of the story or it could just be the beginning. As with 
everything else in W&W, imagination is the only limit and it is the 
playing that is the fun. 

 

Dice in Wizards & Warriors use a standard format to prevent 
confusion. Six different kinds of dice are used to determine the results 
of actions and situations, but these same dice might be used to 
generate numbers of varying ranges. Dice rolls are described with 
ŜȄǇǊŜǎǎƛƻƴǎ ǎǳŎƘ ŀǎ άоŘпҌоΣέ ǿƘƛŎƘ ƳŜŀƴǎ άǊƻƭƭ ǘƘǊŜŜ ŦƻǳǊ-sided dice, 
ǎǳƳ ǘƘŜƳΣ ŀƴŘ ŀŘŘ оέ όǊŜǎǳƭǘƛƴƎ ƛƴ ŀ number between 6 and 15). The 
first number tells you how many dice to roll (adding the results 
ǘƻƎŜǘƘŜǊύΦ ¢ƘŜ ƴǳƳōŜǊ ƛƳƳŜŘƛŀǘŜƭȅ ŀŦǘŜǊ ǘƘŜ άŘέ ǘŜƭƭǎ ȅƻǳ ǘƘŜ ǘȅǇŜ ƻŦ 
ŘƛŜ ǘƻ ǳǎŜ όǎƻƳŜǘƛƳŜǎ ǘƘƛǎ ƛǎ ƴƻǘ ŀ άǊŜŀƭέ ŘƛŜΣ ǎŜŜ ōŜƭƻǿύΦ !ƴȅ ƴǳƳōŜǊ 
after that indicates a quantity that is added, subtracted, or multiplied 
with the result. Wizards & Warriors uses the following die notations: 

d2 A result of 1 to 2 is obtained by rolling 1d6. A result of 
1-3 = 1, and 4-6 = 2. 

d3 A result of 1 to 3 is obtained by rolling 1d6. A result of 
1-2 = 1, 3-4 = 2, and 5-6 = 3. 

d4 Four sided die 
d6 Six sided die 
d8 Eight sided die 
d10 ¢Ŝƴ ǎƛŘŜŘ ŘƛŜΣ ŀ άлέ ƛƴŘƛŎŀǘŜǎ ŀ ǊŜǎǳƭǘ ƻŦ мл 
d12 Twelve sided die 
d20 Twenty sided die 

d% or 
d00 

Percentile dice (a number between 1 and 100 is 
generated by rolling two different ten-sided dice. One 
(designated before rolling) is the tens digit. The other is 
the ones digit. Two 0s represent 100.) 

X-in-Y Rolling X or lower on dY indicates success (2-in-6 means 
a roll of 1 or 2 on a d6 is successful) 

 

 
A Note on Ψ¢he RulesΩΥ ¢ƘƻǳƎƘ ƻŦǘŜƴ ǊŜŦŜǊǊŜŘ ǘƻ ŀǎ άǊǳƭŜǎΣέ ǘƘŜ 
materials in this book are really just some basic guidelines. Many games 
or GMs will not use all the rules here, and most will alter them or add 
new ones. That is the nature of a game that is only limited by the 
imagination of those who play. 

Take the game. Make it your own. 
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2   Characters 
 

 

Player Characters (PCs) are the in-game personas of the players and 
are controlled by players throughout the game. Each player must have 
at least one PC, though controlling more than one PC at a time is 
possible. 

In addition, players will sometimes take control of non-player 
characters (NPCs) such as hireling and retainers for the game master. 

 
Character Creation Checklist 

1. Roll up and arrange Ability Scores (pg 3) 
2. {ŜƭŜŎǘ ŎƘŀǊŀŎǘŜǊΩǎ Color and Class (pg 4-5) 
3. Determine Hit Points, Languages, and Saving Throws (pg 6) 
4. 5ŜǘŜǊƳƛƴŜ ŎƘŀǊŀŎǘŜǊΩǎ Starting Age (pg 6) 
5. Select ŎƘŀǊŀŎǘŜǊΩǎ Weapons and Equipment (pg 6-8) 
 

 

Ability Scores represent a ǇŜǊǎƻƴΩǎ ǇƘȅǎƛŎŀƭ ŀƴŘ ƳŜƴǘŀƭ ŀǘǘǊƛōǳǘŜǎΦ 
These five scores generally range from 3 to 18 though adjustments may 
alter them higher. Scores from 9 to 12 are considered average. 

To generate ability scores, roll 3d6 six times and record the results in 
order for strength, wisdom, dexterity, constitution, and charisma. The 
seventh roll ǊŜǇǊŜǎŜƴǘǎ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ starting number of gold pieces. 

They player may swap the seventh roll for any of the other five if 
desired. 

 

Changes to Ability Scores are possible due to magical effects, special 
attacks, or other causes. If any ability score is lowered below 3, the 
character falls unconscious. If it is a permanent condition, the character 
remains comatose unless it can be raised to 3 or higher. 

If any ability score is lowered to 0 or lower, the character dies 
immediately, no save allowed. 

 

Strength (STR) ƳŜŀǎǳǊŜǎ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ƳǳǎŎƭŜ ŀƴŘ ǇƘȅǎƛŎŀƭ ǇƻǿŜǊΦ Lǘ 
is especially important for warriors because it helps them prevail in 
combat. It affects chances to hit in combat, to cause damage, and to 
open stuck doors. 

STR 
Score 

Damage 
Modifier 

Attack  
Modifier 

Door  
Modifier 

3 -3 -2 -2 
4-5 -2 -1 -1 
6-8 -1 0 -1 
9-12 0 0 0 
13-15 +1 0 +1 
16-17 +2 +1 +1 

18 +3 +2 +2 
19 +4 +3 +2 

Damage Modifier applies to melee attacks; all hits cause at least 1 point. 
Attack Modifier applies to melee attacks only. 
Door Modifier applies to opening stuck doors, bending bars, or lifting gates. 

 

 

Wisdom (WIS) determines how well a character learns, remembers, 
and reasons as well as ŀ ŎƘŀǊŀŎǘŜǊΩǎ ǿƛƭƭǇƻǿŜǊΣ ŎƻƳƳƻƴ ǎŜƴǎŜΣ 
perception, and intuition. It is important for wizards because they must 
study and memorize complicated arcane magical spells. It affects the 
number of languages a character knows and the number of spells a 
wizard can cast per day. 

WIS 
Score 

Bonus 
Languages 

Bonus 1st 
Level Spells 

Bonus 2nd 
Level Spells 

Bonus 3rd 
Level Spells 

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 

Bonus Languages are selected during character creation. 

Bonus Spells are 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 spells 
of those levels. 

Dexterity (DEX) measures hand-eye coordination, agility, reflexes, 
and balance. It is the most important ability for thieves. It affects a 
ŎƘŀǊŀŎǘŜǊΩǎ ŀǊƳƻǊ Ŏƭŀǎǎ ό!/ύΣ ŜŦŦŜŎǘƛǾŜƴŜǎǎ ǿƛǘƘ ƳƛǎǎƛƭŜ ǿŜŀǇƻƴǎΣ ŀƴŘ 
the chances of success when attempting thief skills. 

DEX 
Score 

Armor Class 
Modifier 

Missile Attack 
Modifier 

Thief Skill 
Adjustment 

3 +3 -2 -4 
4-5 +2 -1 -2 
6-8 +1 0 0 
9-12 0 0 0 
13-15 -1 0 0 
16-17 -2 +1 +1 

18 -3 +2 +2 
19 -4 +3 +2 

AC Modifier does not apply when the defender is unable to move. 
Missile Attack Modifier applies to to-hit only, not damage. 
Thief Skill Adjustment applies to all thief skills except Hear Noise. 

 
 
Constitution (CON) ǊŜǇǊŜǎŜƴǘǎ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ƘŜŀƭǘƘΣ ǎǘŀƳƛƴŀΣ ŀƴŘ 
ability to survive life-threatening situations. It can affect the number of 
hit points a character has, the ability to resist the effects of poison and 
injury, and magical transformations.  

CON 
Score 

Hit Point Modifier 
per HD 

Save vs. Poison 
and Death 

System Shock 
Survival

@
 

3 -3 -2 40% 
4 -2 -1 45% 
5 -2 -1 50% 
6 -1 0 55% 
7 -1 0 60% 
8 -1 0 65% 
9 0 0 70% 
10 0 0 75% 
11 0 0 80% 
12 0 0 85% 
13 +1 0 90% 
14 +1 0 92% 
15 +1 0 94% 
16 +2 +1 96% 
17 +2 +1 98% 
18 +3 +2 99% 
19 +4 +3 100% 

Hit Point Modifier per HD applies only to HD rolls; minimum 1 hp per die. 
Save vs. Poison and Death applies to saving throws. 
System Shock Survival includes resurrection survival. 

 
 
Charisma (CHA) ƳŜŀǎǳǊŜǎ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ŦƻǊŎŜ ƻŦ ǇŜǊǎƻƴŀƭƛǘȅΣ 
persuasiveness, personal magnetism, ability to lead, and physical 
attractiveness. It can affect how others react to the character, how 
many close retainers the character may acquire, and how loyal 
followers and hirelings will be. 

CHA 
Score 

Reaction 
Adjustment 

Hirelings and 
Retainers Morale 

3 +2 2 4 
4-5 +1 3 5 
6-8 +1 4 6 
9-12 0 5 7 
13-15 -1 6 8 
16-17 -1 7 9 

18 -2 8 10 
19 -3 9 11 

Reaction Adjustment applies encounters with intelligent creatures. 
Hirelings indicates the maximum number which may be employed at one time. 
Retainers indicates the maximum number which may ever be acquired. 
Morale applies to both hireling and retainers. 
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! /ƘŀǊŀŎǘŜǊΩǎ /ƻƭƻǊ is a defining characteristic of the PC. Players 
must choose carefully, as the selection is permanent and will have a 
ƎǊŜŀǘ ŜŦŦŜŎǘ ƻƴ ǘƘŜ t/Ωǎ ŀōƛƭƛǘƛŜǎΦ 

Each of the five colors in Wizards & Warriors has two allied and two 
opposed colors as shown in the diagram. 

The colors on either side of a 
given color are allied with that 
color, while the two across the 
pentagon are opposed. Red, 
for instance, is allied with 
Green and Black and is 
opposed to White and Blue. 

Though individuals of the 
same or allied colors will not 
always be friendly towards 
each other, and in some cases 

may be sworn enemies, there is usually much more cooperation 

between characters of like or allied colors than there is between those 
of opposed colors. 

Likewise, individuals of opposed colors are not necessarily enemies. In 
some instances, they will join forces when their goals overlap and may 
even become friends. 

Here is a summary of the basic tenets of each color: 

White: order, equality, righteousness, healing, law, community, peace, 
ŀōǎƻƭǳǘƛǎƳκǘƻǘŀƭƛǘŀǊƛŀƴƛǎƳΣ ŀƴŘ ƭƛƎƘǘΣ ǘƘƻǳƎƘ ƴƻǘ ƴŜŎŜǎǎŀǊƛƭȅ άƎƻƻŘΦέ 

Blue: intellect, reason, illusion, logic, knowledge, manipulation, and 
trickery, classical elements of air and water. 

Black: power, ambition, greed, death, necromancy, corruption, 
ǎŜƭŦƛǎƘƴŜǎǎΣ ŀƴŘ ŀƳƻǊŀƭƛǘȅΣ ǘƘƻǳƎƘ ƴƻǘ ƴŜŎŜǎǎŀǊƛƭȅ άŜǾƛƭέΦ  

Red: freedom, chaos, passion, creativity, impulse, fury, warfare, 
lightning, classical elements of fire and rock. 

Green: life, instinct, nature, reality, evolution, neutrality, ecology and 
interdependence. 

 

 

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

 White Blue Black Red Green 
Ability Bonus +1 CHA +1 WIS +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 

once per day 
+1 Bonus to Detect 

Secret Doors 
Thief Skills +1 Attack Bonus Tracking Skills 

WhiteΩǎ IŜŀƭƛƴƎ ability must be used on someone else. 

BlueΩs Bonus to Detect Secret Doors also gives them a 1-in-6 chance to 
notice a concealed door simply ōȅ ǇŀǎǎƛƴƎ ǿƛǘƘƛƴ млΩ ƻŦ ƛǘΦ 

BlackΩǎ ¢ƘƛŜŦ {ƪƛƭƭǎ are described on page 18. 

RedΩǎ !ǘǘŀŎƪ .ƻƴǳǎ applies to to-hit rolls with both melee and missile 
weapons. 

GreenΩǎ ¢ǊŀŎƪƛƴƎ {ƪƛƭƭǎ are described on page 19.

 

 

Warriors are basic adventurers and skilled fighters.   

Warriors are tough survivors and can use any weapons or armor. 
Warriors with great strength and constitution may focus on melee 
(hand-to-hand) combat while those with high dexterity may be more 
likely to use missile weapons from a safer distance. 

 

Weapons Any 
Armor Any 
Shield Yes 
Abilities One melee attack per round per level against 

opponents with 1 hit die or less 

{ŀǾŜ ŀǘ Ҍм ǾǎΦ ƳŀƎƛŎ ǎǇŜƭƭǎ ƻŦ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ŎƻƭƻǊ 

 
Warrior 
Level 

Hit Dice 
(d8) 

Attack 
Bonus 

Roll to 
Advance 

Gain Extra 
Attack 

1 1d8 +1 17 -- 
2 2d8 +2 19 -- 
3 3d8 +2 21 20 
4 4d8 +3 22 20 
5 5d8 +4 24 19 
6 6d8 +4 26 19 
7 7d8 +5 28 18 
8 8d8 +6 29 18 

 

Gain Extra Attack indicates the natural (unadjusted) to-hit roll required 
to gain a second attack that round. If the unadjusted extra attack roll is 
one higher than the number indicated, the warrior gets an additional 
extra attack. 

Color Abilities: In addition to the above abilities which apply to 
warriors of every color, warriors gain the following color-specific special 
abilities at the indicated levels: 

 

First Level 

White: Immune to the paralyzing touch of ghouls. 

Blue: +1 bonus to find traps. 

Black: +1 bonus to surprise if with only other Black characters. 

Red: Mining skills (see page 18). 

Green: Hide outdoors at +1 

 

Fourth Level 

White: +2 attack bonus vs. undead creatures. 

Blue: Can use wizard magical items of a divination nature. 

Black: Can dodge magic missiles by saving vs. spells.  

Red: Heal self for 1 hit point per level once per day. 

Green: Pass through vegetation without leaving a trail or trace. 

 

Eighth Level 

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

Blue: Immune to ESP and other forms of mind reading. 

Black: {ǳŦŦŜǊ ƴƻ ŦŀƭƭƛƴƎ ŘŀƳŀƎŜ ƛŦ ǿƛǘƘƛƴ рΩ ƻŦ wall for entire fall. 

Red: Successful save for half damage means no damage suffered. 

Green: Immune to non-magical poison and venom. 
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Wizards cast magic spells and have magical abilities.  

Wizards study arcane secrets and cast magical spells, utilizing science, 
physics, and mathematical formulae to tap into the mystical force 
which permeates the universe. They siphon off a small amount of this 
power and harness it so they can exploit it. Though immensely 
powerful at higher levels, wizards begin their careers as weak and frail 
adventurers with poor combat skills, few weapons to choose from, and 
usually no armor allowed due to years in the classroom poring over 
ancient texts. 

! ǿƛȊŀǊŘΩǎ ŎƻƭƻǊ ŘƛŎǘŀǘŜǎ ǿƘƛŎƘ ǎǇŜƭƭǎ ƘŜ ƻǊ ǎƘŜ Ŏŀƴ ƭŜŀǊƴΣ ŀƴŘ ǿƛȊŀǊŘǎ 
of each color have special abilities which they gain as they advance in 
level. 
 

Weapons Staff plus 
White: Mace 
Black: Dagger 
Red Short Sword 
Green: Sling 

Armor None 
Shield No 
Special 
Abilities 

{ŀǾŜ ŀǘ Ҍм ǾǎΦ ƳŀƎƛŎ ǎǇŜƭƭǎ ƻŦ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ŎƻƭƻǊ 

2nd level: Create magic scrolls 

3rd level: Create magic potions 

4th level: Save at +2 vs. magic spells of the 
ŎƘŀǊŀŎǘŜǊΩǎ ŎƻƭƻǊ 

 
Wizard 
Level 

Hit Dice 
(d6) 

Attack 
Bonus 

Roll to 
Advance 

Allied Color 
Spells

 

1 1d6 0 19 -- 
2 2d6 +1 21 -- 
3 3d6 +1 23 -- 
4 4d6 +2 26 1st Level 
5 5d6 +2 28 1st Level 
6 6d6 +3 30 1st and 2nd 
7 7d6 +3 33 1st and 2nd 
8 8d6 +4 35 1st, 2nd, and 3rd 

 

Allied Color Spells of the indicated level become available for use when 
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 
the other allied color or opposed colors are unlearnable. 
 
Spells ŀǊŜ ŀ ǿƛȊŀǊŘΩǎ Ƴƻǎǘ ǇƻǿŜǊŦǳƭ ŀōƛƭƛǘȅΦ {ǇŜƭƭǎ ŀǊŜ ǿǊƛǘǘŜƴ ƛƴǘƻ ǘƘŜ 
ǿƛȊŀǊŘΩǎ ǎǇŜƭƭ book, which he or she must study daily. Each day, the 
wizard can cast a number of spells of each level as listed below: 
 

Wizard 
Level 

1
st
 Level 

Spells 
2

nd
 Level 

Spells 
3

rd
 Level 

Spells 
4

th
 Level 

Spells 
1 1 -- -- -- 
2 2 -- -- -- 
3 2 1 -- -- 
4 2 2 -- -- 
5 2 2 1 -- 
6 2 2 2 -- 
7 3 2 2 1 
8 3 3 2 2 

 

Color Abilities: In addition to the above abilities which apply to 
wizards of every color, wizards gain the following color-specific special 
abilities at the indicated levels: 

 

First Level 

White: Turn Undead (see page 22). 

Blue: Magic Blast (see below) and save at +1 vs. all magic. 

Black: Compel Undead (see page 20). 

Red: Can wear leather armor. 

Green: +1 bonus to surprise others if alone or with other Green 
wizards. 

 

Fourth Level 

White: Can wear leather armor. 

Blue: Save at +3 vs. charm, suggestion, and hypnosis effects and magic 
blast does 1d6 damage. 

Black: Dodge non-magical missiles by saving vs breath weapon. 

Red: Can use sword. 

Green: +1 attack bonus with missile weapons. 

 

Eighth Level 

White: Immune to all disease and illness. 

Blue: Immune to charm effects of woodland creatures and magic blast 
does 1d6+1 damage. 

Black: Shadow Form once per day for up to 1 hour (see below). 

Red: Failed saving throw means half damage only. 

Green: Shape change to animal three times per day. 

 

.ƭǳŜΩǎ Magic Blast requires the use of a wand or similar focus item. 
The magic blast can be used once per round and attacks as a thrown 
ŘŀƎƎŜǊ όǊŀƴƎŜ млΩ-нлΩ-олΩΣ мŘп ŘŀƳŀƎŜ ŀǘ м

st
 level). The wizard must roll 

a successful to-hit. The target does not get a saving throw. 

 

.ƭŀŎƪΩǎ Shadow Form allows the wizard to transform into a shadow 
with all normal abilities (see monster section) for up to one hour. The 
wizard transforms back to his or her normal form at the end of an hour 
or when he or she wishes. Only the wizard, his or her clothing, and 
personal possessions are transformed. They can be turned (but not 
compelled) as an undead monster of hit dice equal to half the wizardΩs 
level (round down). The wizard retains his or her hit points, spell 
abilities, and intelligence while in shadow form. 

 

DǊŜŜƴΩǎ Shape Change allows the wizard to transform into one 
normal animal or bird between the size of a gopher and a horse. The 
wizard, his or her clothing, and personal possession transform, and the 
wizard retains his or her hit points and intelligence. Spells cannot be 
cast while in animal form. There is no time limit on the transformation 
and the transformation may be cancelled at any time. 
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Hit Points ǊŜǇǊŜǎŜƴǘ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ŀōƛƭƛǘȅ ǘƻ ǿƛǘƘǎǘŀƴŘ injury, pain, and 
fatigue. 
Characters automatically receive maximum hit points for their first hit 
die. 

Each time a character gains a level, reroll ALL hit dice and compare the 
total to the previous number of hit points. Use the new total if it is 
higher than the old one. Characters cannot lose hit points when gaining 
a level but they may necessarily not gain any. 

 
Languages allow communication between characters and creatures. 
All characters begin the game with the ability to speak the Common 
tongue. 

Bonus starting languages for possessing a high wisdom (WIS) are 
chosen during character creation but the selection may be limited by 
the game master depending on the campaign. 

Additional languages may be learned during play. 

 

Saving Throws ǊŜǇǊŜǎŜƴǘ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ŀōƛƭƛǘȅ ǘƻ ǊŜǎƛǎǘ ƻǊ ŘƻŘƎŜ 
dangerous situations. Characters (and monsters) will have a number for 
each saving throw category, and when affected by a type of spell or 
attack which requires a saving throw, the player or Game Master will 
roll 1d20. A result that is greater than or equal to the value listed for 
the saving throw is a success.  

Some races and classes give extra bonuses for some saving throws. 
Unclassed characters save as 1

st
-level warriors. 

 
Warrior Saving Throws 

Level Breath 
Attacks 

Poison or 
Death 

Petrify or 
Paralyze Wands Spells  

1-3 15 12 14 13 16 
4-6 13 10 12 11 14 
7-9 9 8 10 9 12 

 
Wizard Saving Throws 

Level Breath 
Attacks 

Poison or 
Death 

Petrify or 
Paralyze Wands Spells 

1-4 16 13 13 13 14 
5-8 14 11 11 11 12 

 
 
Character Age is determined by rolling: 
Wizard 18 + 2d6 years 
Warrior 18 + 1d6 years 
 
Aging effects begin to occur at Middle Age: 

Category Adult Middle Age Elderly Venerable 
Age in Years 20 41 61 86 

Middle Age STR -1, CON -1, WIS+1 
Elderly STR -1, DEX -1, CON -1 

Venerable STR -1, DEX -1, CON -1, WIS +1 
 

Aging cannot alter an ability score below 3 or above 18. 

Starting Gear is selected from the following lists. Characters also start 
with a small number of gold pieces (gp) as determined during rolling 
abilities.  
 
Each character begins with the following equipment: 
¶ Backpack 
¶ Bedroll 
¶ Flint & Steel 
¶ Trail Rations (7 days) 
¶ Waterskin 
¶ Torches (6) 
¶ 1 weapon of choice  
¶ The following class item: 

o Wizard: Spell Book 
o Warrior: Leather Armor 

 
And any four of the following items (multiples of the same item okay) 
¶ 50 Rope and Grappling Hook 
¶ Iron Spikes (10) and Small Hammer 
¶ Holy Water (2 vials) 
¶ ¢ƘƛŜǾŜǎΩ ¢ƻƻƭǎ 
¶ Helmet 
¶ Upgrade torches to Lantern and Oil (3 pints) 
¶ Oil in individual flasks (4 x 1 pint) 
¶ Weapon  
¶ Shield 
¶ 10Ω Pole 
¶ Upgrade Armor 1 AC level 

 
Items chosen from this list cannot be sold before the character reaches 
second level. 

Once initial gear has been chosen, additional items may be purchased 
using the gold rolled during ability score generation. 
 
 
Money in Wizards & Warriors consists of copper, silver, and gold 
pieces. Other metals are sometimes used as coins, as well. Also, gems 
and pieces of jewelry are often used as currency. 
 
Coins generally weigh 50 to the pound. 
 
Standard Exchange Rate: 
10 copper pieces (cp)  = 1 silver piece (sp) 
10 silver pieces = 1 gold piece (gp) 
5 gold pieces = 1 platinum piece (pp) 
 
Or 100 cp = 10 sp = 1 gp = 1/5 of a pp. 
 
Money changers will usually charge 5% or more to exchange one type 
of coin for another. 

 
 

 
Character Advancement 

 
Advancing in Level is possible at the end of each session of play. 
When characters advance in level, they immediately gain the new hit 
dice and abilities of the new level.  

Particularly long gaming sessions may be split up and XP and an 
attempt to advance during the middle allowed if 1) the GM permits it 
ŀƴŘ нύ ŎƘŀǊŀŎǘŜǊǎ ŀǊŜ ŀōƭŜ ǘƻ ǘŀƪŜ ŀ άōǊŜŀƪέ ƻŦ ǎƻƳŜ ǎƻǊǘ ŦǊƻƳ ǘƘŜ 
regular rigors of adventure. 

 

Experience Points (XP) are awarded at the end of each gaming 
session. Every character which participated in the entire session is 
awarded one experience point (1 XP) which is added to any others 
which have been accumulated after previous sessions. 

A character who joined in the middle of the session and survives has 
the option of taking the experience point or attempting a roll to 
advance, but not both. 

9ŀŎƘ ·t ǇǊƻǾƛŘŜǎ ŀ Ҍм ōƻƴǳǎ ǘƻ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ Ǌƻƭƭ ǘƻ ŀŘǾŀƴŎŜΦ 

 

 Rolling to Advance is performed with 1d20. If the roll plus XP 
equals or exceeds the number required for the characters current 
class and level, the character advances to the next level.  

Any XP needed to reach the required number are deducted from the 
ŎƘŀǊŀŎǘŜǊΩǎ ǘƻǘŀƭΦ ¦ƴǳǎŜŘ ·t ŀǊŜ ǊŜǘŀƛƴŜŘ ŦƻǊ ǳǎŜ ƛƴ ŦǳǘǳǊŜ Ǌƻƭƭǎ ǘƻ 
advance. 

 

The Cost of Advancing is 100 gold pieces per level being advanced 
to. Thus a third level character advancing to fourth level requires 400 
gold pieces. 

This cost is a game mechanic and the gold is simply deducted from 
ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ǘƻǘŀƭΦ Lǘ ƛǎ ƴƻǘ άǎǇŜƴǘέ ƻƴ ŀƴȅǘƘƛƴƎ ƛƴ ƎŀƳŜ ŀƴŘ ƛǎ 
considered to be the incidental non-played expenses of the character 
over the previous level for minor equipment repairs, new basic 
clothing, bridge tolls, and other minor things.  

If a character does not have the necessary funds, he or she may not 
attempt a roll to advance. The XP is still earned. 
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3   Weapons, Armor, and Equipment 
 
Weapons 

Weapon Cost Damage 
Axe, Battle # 6 gp 1d8 
Axe, Hand 2 gp 1d6 

Bow 25 gp 1d6 
Bow, Long 40 gp 1d6 

Club 1 gp 1d4 
Crossbow 16 gp 1d4 

Crossbow, Heavy 25 gp 1d6 
Dagger 3 gp 1d4 

Dagger, Silver 30 gp 1d4 
Dart 5 sp 1d4 
Flail 3 gp 1d6 

Flail, Heavy * 8 gp 1d8 
Hammer 1 gp 1d4 

Hammer, War # 5 gp 1d6 
Javelin 1 gp 1d6 
Lance 7 gp 1d6 
Mace 7 gp 1d6 

Morningstar # 6 gp 1d6 
Pick @ 8 gp 1d6/1d8 

Pole Arm * 7 gp 1d8 
Sling 2 gp 1d4 

Spear @ 3 gp 1d6/1d8 
Staff * 2 gp 1d6 
Sword 10 gp 1d8 

Sword, Bastard @ 20 gp 1d8/1d10 
Sword, Short 7 gp 1d6 

Sword, Two-Handed * 15 gp 1d10 
Trident @ 4 gp 1d4/1d6 

*  Two-handed weapons 
#
  Two-handed weapons, can be wielded one-handed with STR 11+ 

@
 Can be wielded one-handed/two-handed 

 
Missiles 

Weapon Cost Short 
Range 

Medium 
Range 

-1  to-hit 

Long 
Range 

-2 to-hit 
Arrow (Bow) 2 sp сΩ-5лΩ рмΩ-100Ω млмΩ-150Ω 

Arrow (Long Bow) 2 sp сΩ-7лΩ тмΩ-140Ω мпмΩ-210Ω 
Axe (thrown) -- сΩ-10Ω ммΩ-20Ω нмΩ-30Ω 
Bolt/Quarrel 2 sp сΩ-60Ω смΩ-120Ω мнмΩ-170Ω 

Bolt/Quarrel (Heavy) 3 sp сΩ-80Ω умΩ-160Ω мсмΩ-240Ω 
Dagger (thrown) -- сΩ-10Ω ммΩ-20Ω нмΩ-30Ω 

Dart -- сΩ-мрΩ мсΩ-30Ω омΩ-прΩ 
Javelin -- сΩ-20Ω нмΩ-40Ω пмΩ-60Ω 

Mystic Water -- сΩ-10Ω ммΩ-30Ω омΩ-50Ω 
Oil -- сΩ-10Ω ммΩ-30Ω омΩ-50Ω 

Spear (hurled) -- сΩ-20Ω нмΩ-40Ω пмΩ-60Ω 
Stone (Sling) -- сΩ-40Ω пмΩ-80Ω умΩ-160Ω 

 
Armor 

Armor Cost Armor Class Move Rate *  
Leather Armor 10 gp 8 120 (40) 

Studded Leather 20 gp 7 120 (40) 
Ring or Scale Mail 40 gp 6 90 (30) 

Chain Mail 70 gp 5 90 (30) 
Banded Mail 90 gp 4 90 (30) 
Plate Mail 150 gp 3 60 (20) 

Shield 10 gp (-1) -- 
Helmet 

# 
10 gp -- -- 

* A person wearing no armor moves at 120 (40) and has an AC of 9. 
#
 Helmets provide protection for the head in certain circumstances 

but provide no AC adjustment. 
 

 
Adventuring Gear Cost    
Backpack (empty) 2 gp  Paper (sheet) 4 sp 
Bedroll 1 sp  Parchment (sheet) 2 sp 
Blanket, winter 5 sp  tƛŎƪΣ ƳƛƴŜǊΩǎ 3 gp 
Block and tackle 5 gp  Pole, 10-foot wooden 2 sp 
Bottle, wine, glass 2 gp  Quill pen 1 sp 
Candles (10) 10 cp  Rations (per day) 2 sp 
Case, map or scroll 1 gp  Rations, iron (per day) 5 sp 
Chain (10 ft.) 30 gp  Rope, hemp (50 ft.) 1 gp 
Crowbar 2 gp  Rope, silk (50 ft.) 10 gp 
Flask (empty) 3 cp  Sack, large (empty) 2 sp 
Flint and steel 2 gp  Sack, small (empty) 1 sp 
Garlic (3 cloves) 5 gp  Saddle 25 gp 
Grappling hook 1 gp  Saddle bag 1 sp 
Hammer 5 sp  Spade or shovel 2 gp 
Holy symbol, iron 10 gp  Vial, glass 1 gp 
Holy symbol, wooden 1 gp  Waterskin/Wineskin 1 gp 
Holy water (flask) 25 gp  Wine (2 pints) 1 gp 
Ink (1 oz. Vial) 8 gp  Spell book (blank) 15 gp 
Ladder, 10-foot 5 cp  Spikes, iron (10) 1 gp 
Lantern 9 gp  Spyglass 1,000 gp 
Lock 20 gp  Stakes, wooden (3) 5 cp 
Manacles 15 gp  ¢ƘƛŜǾŜǎΩ ǘƻƻƭǎ 30 gp 
Mirror, small steel 10 gp  Torches (6) 3 sp 
Oil (1-pint flask) 1 sp  Wolfsbane (fist full) 10 gp 

 
Animals and Transport Cost    
Cart 100 gp  Horse, riding 75 gp 
Dog 3 sp  Horse, war 250 gp 
Dog, guard 25 gp  Mule 30 gp 
Donkey 8 gp  Pony 30 gp 
Feed (per day) 5 cp  Stabling (per day) 5 sp 
Horse, draft 40 gp  Wagon 200 gp 
 
Water Transport Cost    
Boat, river 4,000 gp  Lifeboat 800 gp 
Boat, sailing 2,000 gp  Longship 17,000 gp 
Canoe 55 gp  Raft όǇŜǊ мΩ ǎǉǳŀǊŜύ 1 gp 
Galley, large 32,000 gp  Sailing Ship, large 22,000 gp 
Galley, small 12,000 gp  Sailing Ship, small 7,000 gp 
Galley, war 65,000 gp  Sailing Ship, transport 30,000 gp 
 
Most equipment and other items listed above are described here. Note 
that, should the players wish to purchase items not provided in the 
equipment lists, the Game Master may use the items available as 
ƎǳƛŘŜƭƛƴŜǎ ŦƻǊ ŘŜǘŜǊƳƛƴƛƴƎ ƴŜǿ ƛǘŜƳǎΩ ŎƘŀǊŀŎǘŜǊƛǎǘƛŎǎΣ ƛƴŎƭǳŘƛƴƎ ǇǊƛŎŜǎΣ 
and damage if additional weapons are desired. 

Animals of burden:  Most horses and mules can carry up to 200 lbs. 
and move at 120. A maximum of twice this encumbrance can be carried 
and will reduce this movement to 1/2. 

Backpack:  Holds up to 40 pounds. 

Boat, River:  A riverboat can carry 3,000 pounds. It is 10 feet wide and 
between 20-30 feet long, and has a draft of 2-3 feet. Riverboats are 
rowed, or poles are used to push it along. The cost of the boat 
increases by 1,000 gp if it has a roof. 

Boat, Sailing:  This boat may be 10 feet longer than a riverboat, but is 
otherwise similar in dimensions and travels by sail. A sailing boat can 
carry the weight of 2,000 pounds. 

Candles: A candle dimly illuminates a 5-foot radius and burns for 1 
hour. 

Canoe:  A canoe is a small boat that weighs 50 pounds. It can carry 
weight up to 600 pounds and is about 15 feet long.  

Cart:  A cart must travel on a road, and is pulled by one or two large 
horses, or 2-4 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 four 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 full-round 
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 15-20 feet wide, 120-150 feet long, and have a 
draft of 3 feet. This ship is manned by 180 rowers. Further, in addition 
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to the captain, there is generally a crew of 70. These ships are 
sometimes equipped with catapults and a ram. 

Galley, Small:  This ship is capable of holding a weight of 4,000 pounds. 
These ships are 10-15 feet wide, 60-100 feet long, and have a draft of 
2-3 feet. This ship is manned by 60 rowers. Further, in addition to the 
captain, there is generally a crew of 40. These ships are sometimes 
equipped with catapults and a ram. 

Galley, War:  This is a large ship that is generally ŀ ŦƭŜŜǘΩǎ ŦƭŀƎǎƘƛǇΣ 
capable of holding a weight of 6,000 pounds. These ships are 20-30 feet 
wide, 120-150 feet long, and have a draft of 4-6 feet. This ship is 
manned by 300 rowers. Further, in addition to the captain, there is 
generally a crew of 100. These ships are equipped with 3 catapults and 
a ram. 

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 cleric. It 
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 can buy 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 holding a weight of 1,500 pounds. 
These ships are 4-5 feet wide, 20 feet long, and have a draft of 1-2 feet. 
They are equipped with rations to feed 10 human-sized beings for 1 
week. The mast folds down for storage of the lifeboat on larger galleys, 
where there are typically 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 Picks: This kit contains all of the tools a thief needs to pick locks. 

Lock: This is a common iron lock with a key. 

Longship:  This is a narrow ship capable of holding a weight of 4,000 
pounds. These ships are 10-15 feet wide, 60-80 feet long, and have a 
draft of 2-3 feet. This ship requires 60 rowers, but is also capable of 
being sailed. In addition to 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 fuel, can also be used as a missile weapon. 

Pole, 1лΩ Wooden: Can be used to search for pit 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 well-built rafts, the 
raft can hold a weight of 1,000 pounds. If the raft is makeshift, it will 
only hold 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 fresh but 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 human-sized beings. 

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

Sack, Large:  This sack can hold up to 60 pounds. 

Sack, Small:  This sack can hold up to 20 pounds. 

Saddle Bag:  This bag can hold up to 30 pounds. 

Sailing 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 catapults. 

Sailing Ship, Small:  This 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 large ship 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. 

Spell Book (Blank):  A spellbook has 100 pages of parchment, and each 
spell takes up one page per spell level. These books can be used by an 
magic-user or illusionist for recording spells. 

Torch: A torch burns for 1 hour, clearly illuminating a 30-foot radius. If 
a torch is used in combat, it deals 1d4 damage. 

Vial:  A vial holds 1 ounce of liquid. The stoppered container usually is 
no more than 1 inch wide and 3 inches high. 

Wagon: This is a four-wheeled, open vehicle for transporting heavy 
loads. Generally, two or four draft horses (or other beasts of burden) 
draw it. Two horses can pull a load of 1,500 pounds, while four can pull 
4,500 pounds. A wagon can move at a similar speed and under similar 
conditions to a cart. 

Waterskin/Wineskin:  This container, made of hide, will hold 2 pints (1 
quart) of fluid. 
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4   Magic 
 

Magic is the term used to describe the supernatural powers and 
effects that use the mystic energy field that surrounds everyone, 
penetrates them, and binds the universe together.  

 

Magic Spells can be cast by wizards if the spell is known, written in 
ǘƘŜ ǿƛȊŀǊŘΩǎ ǎǇŜƭƭōƻƻƪΣ ŀƴŘ ǘƘe wizard has studied it. 

Spell casters can cast a certain number of spells of each level per day, 
determined by ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ƭŜǾŜƭΦ Any spell known by the character 
may be cast, though casting the same spell more than once per day is 
not automatically successful. 

 

Casting Spells requires that the character has at least one hand free 
and can speak the mystic words of the magical spell. Casters cannot use 
movement during a round in which they cast a spell. Targets or target 
areas of spells must usually be within sight of the casting character. 

 

Advancing to a New Spell Level occurs when a character gains a 
slot for a spell level previously unknown. When this first occurs, the 
character gains knowledge of one random spell of that new level 
automatically. Learning the spell, creation of the rune, or writing it into 
a spellbook are considered to have been part of the advancement. 

 

Countering a Spell which is already in effect can be attempted by 
ŎŀǎǘƛƴƎ ŀ άŎƻǳƴǘŜǊspellέ ƻŦ ǘƘŜ ǎŀƳŜ ǎǇŜƭƭ ŀǘ ǘƘŜ ǎŀƳŜ ǘŀǊƎŜǘ ƻǊ ǘarget 
point. Base chance for success is 6-in-12, with +1 or -1 for every level of 
difference between the caster and the countering wizard. Successful 
counterspells end the target spell immediately, though indirect effects 
already applied are not undone. 

Instant and permanent spells cannot be countered. Counterspells can 
only be cast to counter the exact same spell, not different spells with 
similar effects, though wizards can counter spells cast by wizards of a 
different color. A failed counterspell has no effect but does count as a 
cast spell. 

 

Interruption of Casting occurs when a character who has declared 
that he or she is going to cast a spell that round is damaged in combat 
for at least 1 hit point of damage. The casting automatically fails and 
the caster must save vs. spells or lose the spell slot for the day. 

Interrupted spells do not count as cast for purposes of determining 
multiple castings. 

 

Known Spells ŀǊŜ ǘƘƻǎŜ ǿƘƛŎƘ ƘŀǾŜ ōŜŜƴ άƭŜŀǊƴŜŘέ ōȅ wizards after 
being copied into their spell books. It must be studied, memorized, and 
practiced before the character knows it. This can be accomplished 
ŘǳǊƛƴƎ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ƴƻǊƳŀƭ ǎǘǳŘȅ ŀƴŘ ƳŜŘƛǘŀǘƛƻƴ ǇŜǊƛƻŘ ŜŀŎƘ ŘŀȅΦ 

 

Learning New Spells in addition to those already known by 
characters can be accomplished in a number of ways. The most 
common is to find a scroll or spell book containing new spells. Spells 
not in spell books must be copied into one before they can be studied 
and learned. After 1 day per spell level studying the new spell the spell 
is known and may be cast normally. 

Learning or copying a spell erases it from the source material. 

 

Multiple Castings of the same spell during the same day are possible, 
but the character must first check to see if the attempt succeeds by 
making a check against INT. The second casting of a spell is a Very Easy 
check (2d6), the third is an Easy check (3d6), and so on. Success means 
that the casting succeeds and spell functions as normal.  

Failure means that the spell fizzles with no significant effect and the 
spell slot is used for the day. Rolling all 6s on this check always means 
failure and that the caster has suffered 1d4 points of damage per spell 
level attempted (save vs. spells for half damage.) 

 

Spell Books are used by magic-users and illusionists to record their 
known spells. If a spell book is lost or destroyed the spells it contains 
are no longer known. Spells must be written into spell books using the 
scribe spell. 

Wizards Ƴŀȅ ŎǊŜŀǘŜ άǘǊŀǾŜƭƛƴƎ ǎǇŜƭƭ ōƻƻƪǎέ ǿƘƛŎƘ Ŏƻƴǘŀƛƴ ǎǳƳƳŀǊƛŜǎ ƻŦ 
spells to take with them and 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. 

 

Spell Slots are the number of spells that a character can cast at a 
particular level. Casting a spell uses that slot until it is regained through 
study and meditation. 

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

 

Starting Spells for a wizard consist of all colorless 1st level spells plus 
ǘƘǊŜŜ ŀŘŘƛǘƛƻƴŀƭ мǎǘ ƭŜǾŜƭ ǎǇŜƭƭǎ ƻŦ ǘƘŜ ǿƛȊŀǊŘΩǎ ŎƻƭƻǊ ŘŜǘŜǊƳƛƴŜŘ 
randomly by rolling 1d12. If the same spell is rolled a second (or third) 
time, the player may choose an alternate 1st level spell. 

 

Stacking Spells is usually not allowed. (Two haste spells do not make 
a creature move at quadruple speed.) However, different spells 
affecting the same attribute or ability will often work together just fine. 

 

Study and Meditation require one uninterrupted hour per day to 
restore spell slots for the following day. The caster must have a 
relatively quiet area to do this. 

LŦ ǎǘǳŘȅ ŀƴŘ ƳŜŘƛǘŀǘƛƻƴ ŀǊŜ ƴƻǘ ŎƻƳǇƭŜǘŜŘΣ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ǳǎŜŘ ǎǇŜƭƭ 
slots are not restored the following day, but unused slots are still 
available.  
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Spell Descriptions of the most common standard spells are listed 
here by color and level. Colorless spells, which all wizards can cast, are 
listed first. 

 

Range may be a specific distance, a variable distance, or one of the 
following: 

Touch: The caster must physically touch the target to be 
affected. Usually the wizard can cast these upon himself. 

Self: The spell only affects the caster. 

0: The spell is centered on the caster. 

The range represents the point of effect of the spell. In some cases this 
is the center point of an area which is affected. 

Duration may be a set time, a time dependent upon the level of the 
caster, or one of the following: 

Permanent: The spell continues to function indefinitely 
unless dispelled. 

InstantΥ ¢ƘŜ ǎǇŜƭƭΩǎ ŜŦŦŜŎǘǎ ǘŀƪŜ ǇƭŀŎŜ ƛƳƳŜŘƛŀǘŜƭȅ ŀƴŘ ǘƘŜƴ 
the spell is complete. 

Until Triggered: The spell is on hold until it is set off. 

SpecialΥ ¢ƘŜ ŘǳǊŀǘƛƻƴ ƛǎ ŜȄǇƭŀƛƴŜŘ ƛƴ ǘƘŜ ǎǇŜƭƭΩǎ ŘŜǎŎǊƛǇǘƛƻƴΦ 

The difference between Permanent and Instant is that Permanent 
spells are a non-stop magical effect while Instant spells do something 
magical and then are gone, with the spell completed and gone. No 
magic remains to be detected or dispelled. 

 
 

Colorless Spells can be learned by wizards of any color. They are mostly standard magical functions common to all magicians. 
           Spell             Level     Duration          Range                                                                       Description of Effects 

Detect Magic 1 1 turn слΩ Caster can see a magical glow around enchanted objects or creatures, including those which are temporarily 
under the effect of magic. The caster must focus on the target in question. 

Erase 1 Perm олΩ 50% chance to wipe away normal (+4% per level) or magical (+2% per level) writing on one scroll or two facing 
pages of paper. Cannot remove explosive runes or glyphs of warding. 

Identify 1 1 rnd/lvl Touch 

Determines magical properties of one item 15% of the time with +5% per caster level. Failures by 10% or less 
give false information. If item has been possessed for more than 1 hour per level of the caster, chance for 
success is halved. GM rolls for success. Caster suffers temporary loss of 8 CON (regain 1 per hour) and is 

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

Light 1 6 turns plus 
1 turn/lvl мнлΩ Causes target object to glow with brightness of torch. Can temporarily blind if cast onto ŎǊŜŀǘǳǊŜΩǎ ŜȅŜǎ όǎŀǾŜ 

allowed). 
Mend 1 Instant олΩ Repairs tears or breaks in one non-magical item, the amount of damage repaired depending on caster level. 

Read Magic 1 5 min/lvl Self 
Caster can read magical writing on scrolls, maps, spell books, and the like. This will not normally set off magic 
triggered by reading, but may in the case of a cursed scroll. Once magic has been read the caster can read it 

again in the future. 

Write Magic 1 1 hour/ 
spell lvl Self 

Allows caster to copy spell into his or her spell book. Caster must make Easy INT check with +1 on roll for 
every level above the level the caster can currently cast. Failure indicates that 1d4 damage per spell level will 

be taken and the spell lost. Spells of opposed colors cannot be copied. 

Arcane Lock 2 Perm млΩ Magically closes and locks door, chest, or portal. Wizard 3 or more levels higher than caster  or knock can pass 
through. Caster can open own arcane locks. 

Continual Light 2 Perm мнлΩ Creates permanent light source which illuminates 30radius equal to sunlight. Can be cast on an item. 
Creatures targeted get a saving throw; those that fail are blinded. 

Encourage 2 6 turns слΩ Fills allies within 20' area with courage, giving them +1 to-hit, damage, and morale. 

Know Alignment 2 Instant млΩ Caster knows the alignment of one targeted creature or object. 

Locate Object 2 2 turns слΩ Ǉƭǳǎ  
млΩκƭǾƭ 

Caster can sense the direction of one specific object or general item (such as stairs) but not the distance. 
Monsters or characters cannot be located. When the object is reached the spell expires. 

Reveal Charm 2 Instant олΩ Detects the presences of charm or similar magical influence on one individual. 

Stumble 2 1 turn/lvl Touch 

Enchants a rope, stick, staff, vine, or similar vegetable object  to trip any who pass over it (save allowed). It is 
only 20% detectable, but those who are aware of it save at +4. If victim was running, it suffers 1d6 damage 

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

Dispel Magic 3 Instant слΩ 
Neutralizes or negates one magical item or effect. Permanent magical items (weapons, armor, scrolls, etc.) 
are negated for 1 turn per caster level. Potions are ruined. Chance for success is 50% plus 5% per level of 

caster minus 2% per level of spell's creator. Potions and items are treated as 12th level. 
Dispel 

Phantasm 3 Instant млΩκƭǾƭ Negates illusions cast by Blue wizards 50% of the time plus 5% per level of caster minus 2% per level of spell's 
creator. Cancels phantasmal force from non-Blue wizards automatically. 

Explosive Runes 3 Until 
Triggered Touch 

Inscribes mystic runes onto a book, map, scroll, or similar object which detonate when read for 6d4+6 points 
of damage in a 10 radius. The reader gets no saving throw, others in blast radius get saving throw for half 
damage. The caster can remove them and other magic-users have a 1-in-20 chance per level of detecting 

them if looking. Thieves have a 1-in-20 chance to detect. 

Illusory Script 3 Perm нлΩ Ǉƭǳǎ 
нлΩκƭǾƭ 

Sends magical writing which can only be read by target(s). Illusionists will recognize nature of writing. Any 
non-targets who attempt to read will be confused for 3d6 turns. 

Infravision 3 1 day Touch Grants 60 infravision to one subject. 
Neutralize 

Poison 3 Instant Touch Detoxifies any poison or venom in the creature or object touched. Can revive person killed by poison (with 1 
hp) if cast within 1 turn of death. 

Non-Detection 3 1 turn/lvl Self /ŀǎǘŜǊ ŀƴŘ ŀƭƭ ǿƛǘƘƛƴ рΩ ǊŀŘƛǳǎ ōŜŎƻƳŜ ƛƳǇƻǎǎƛōƭŜ ǘƻ ŘŜǘŜŎǘ ōȅ ŘƛǾƛƴŀǘƛƻƴ-type spells and items. 

Tongues 3 5 min/lvl Self Caster can speak and understand any language spoken by any creature within 30'.  

Create Food and 
Water 4 Perm млΩ Creates three human-sized meals and drinks (or enough to feed one larger creature) per caster level. 

Detect Lie 4 1 rnd/lvl олΩ Caster can sense lies and untruths. 

Dig 4 Instant олΩ 
9ȄŎŀǾŀǘŜǎ рΩȄрΩȄрΩ ƻŦ ŜŀǊǘƘ όǎƻƛƭΣ ŎƭŀȅΣ ǎŀƴŘΣ ƭƻŀƳΣ ŜǘŎΦύ ǇŜǊ Ŏŀǎǘer level, depositing it next to the opening 

created. If cast beneath a target, it will fall in; those near must roll under DEX on 1d20 to avoid falling in. Pits 
ŘŜŜǇŜǊ ǘƘŀƴ рΩ ƘŀǾŜ м-in-4 chance of collapsing. 

Divination 4 Instant Self 
A more powerful version of augury, this spell provides the caster with useful information about a small area, 
building, or section of dungeon. It is 60% + 1% per level of the caster accurate. The GM rolls for success and 

will deliver false information if the spell fails. Takes 1 turn to cast. 
Extend Duration 

I 4 Special 0 9ȄǘŜƴŘǎ ǘƘŜ ŘǳǊŀǘƛƻƴ ƻŦ ŀ ŎŀǎǘŜǊΩǎ ŀƭǊŜŀŘȅ-cast and still-in-effect 1st, 2nd, or 3rd-level spell by 50%. 

Mnemonic 
Enhancer 4 1 day Self Caster can cast extra spell levels and/or retain spell levels cast (no casting save required) up to a total of 3 

levels. Takes one turn to cast. 
Phantasmal 

Pseudo-Magic 4 Special плΩ Ǉƭǳǎ 
млΩκƭǾƭ 

Caster creates quasi-real magic-user spell such as fireball, lightning bolt, cone of cold, or magic missile which 
has real effect on targets unless they successfully disbelieve. 

Snuff Fire 4 Instant плΩ Extinguishes all normal fires within 10' radius. 
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Black Spells focus mostly on darkness, fear, death, and necromancy. 
           Spell             Level      Duration          Range                                                                       Description of Effects 

Cause Fear 1 2 turns Touch /ŀǳǎŜǎ ǘŀǊƎŜǘ ǘƻ Ǌǳƴ ŀǿŀȅ ƛƴ ǘŜǊǊƻǊ ŦƻǊ ŀ ƴǳƳōŜǊ ƻŦ ƳƛƴǳǘŜǎ Ŝǉǳŀƭ ǘƻ ǘƘŜ ŎŀǎǘŜǊΩǎ ƭŜǾŜƭ όǎŀǾŜ ŀƭƭƻǿŜŘύΦ 
Cause Light 

Wounds 1 Instant Touch Causes 1d6+1 hit points of damage. 

Dark 1 6 turns plus 
1 turn/lvl мнлΩ Negates all light within 30' radius. 

Destroy Water 1 Instant млΩ Disintegrates 4 gallons of water per caster level. Water cannot destroyed within creatures except for those 
from the elemental plane of water. 

Detect Good 1 6 turns мнлΩ Caster senses the presence of good beings or those with good intentions. Light Side presence always appears. 

Protection from 
Good 1 5 min/lvl Touch 

Provides -1 AC bonus and +2 bonus to saving throws against godd or Light Sided creatures and all summoned, 
conjured, or other-planar creatures. Prevents bodily contact (including natural weapon attacks) but not missile 

or spell attacks. Spell expires if recipient attacks. 
Putrefy Food 

and Drink 1 Instant млΩ Makes food and water unsafe to consume. Affects 6 quarts of water plus either 6 iron rations or 12 servings of 
normal food. Spoils mystic water. 

Shrink 1 1 turn/lvl рΩκƭǾƭ Causes instant reduction of size and weight of one object by 10% per caster level or one creature by 20% per 
caster level. Properties and abilities are unchanged.  

Sleep 1 5 min/lvl олΩ Ǉƭǳǎ 
млΩκƭǾƭ 

Causes mystical slumber to affect one or more targets of 4 HD or less within 30 of spell point. No saving throw 
is allowed. Affects 1 4 HD target, 1d4 3 HD targets, 2d4 2 HD targets, or 4d4 1 HD or lower targets. Noise will 

not awaken targets but slapping or attacking will. 

Summon 
Familiar 1 Special Special 

Obtains an animal ally in 2d12 hours continuous casting time. Requires 100gp of materials which are consumed 
in casting. A familiar grants sight and sound information to the caster as well as granting its hit point total to the 
caster as long as  they are not more than 120 apart, but if slain the caster loses that many hit points from his or 

her own total permanently. The GM determines what sort of familiar, if any, has been summoned. This spell 
can only be cast once per year. 

Unseen Servant 1 1 hour plus 
1 turn/lvl 0 Summons invisible shapeless force which can perform simple tasks for the caster. It can carry 20 pounds or drag 

40 pounds. It cannot attack or be attacked. 

Wall of Vapors 1 2d4 rnd +  1 
rnd/lvl олΩ Creates opaque fog-ƭƛƪŜ ōŀǊǊƛŜǊ ƛƴ ŀ нл ŎǳōŜŘ ŀǊŜŀ ǇŜǊ ŎŀǎǘŜǊ ƭŜǾŜƭ ǘƘŀǘ ƭƛƳƛǘǎ ǎƛƎƘǘ όƛƴŎƭǳŘƛƴƎ ƛƴŦǊŀǾƛǎƛƻƴύ ǘƻ нΩΦ 

Strong winds can dissipate it early. 

Amnesia 2 Perm олΩ Causes up to 4 targets to forget events of past minute plus 1 additional minute per 3 caster levels. If only 2 are 
targeted they save at -1. Lone target saves at -2. 

Blindness 2 Perm 30 Target rendered magically sightless (save allowed). Is not physical condition curable by normal means. May be 
cancelled by caster at any time within range. 

Blur 2 3 rnd/lvl Self Form of caster appears distorted, shifting, and wavery. First attacks against caster are at -4, following attacks at 
-2. Caster also saves at +1 vs. direct magical attacks. 

Cause Minor 
Wounds 2 Instant Touch Causes 1d8+1 hit points of damage. 

Continual 
Darkness 2 Perm мнлΩ Creates pitch blackness in a 30' radius and can dispel continual light. 

Deafness 2 Perm слΩ Target rendered magically deaf (save allowed). Is not physical condition curable by normal means. May be 
cancelled by caster at any time within range. 

Discourage 2 6 turns слΩ Fills enemies within 20' area with fear, giving them -1 to-hit, damage, and morale. 

ESP 2 1 min/level слΩ Perceive the surface thoughts of one target per round. Blocked by lead, gold, or platinum. 

Obscure Charm 2 Instant олΩ Prevents others from detecting charm spells on the subject and lasts for 1 hour. 
SileƴŎŜΣ мрΩ 

Radius 2 1 turn/lvl мулΩ All sound is negated within the area of affect. If cast on a mobile subject, the effect moves with it. Unwilling 
subjects get a saving throw. 

Animate Dead 3 Perm слΩ Re-animates bones or bodies into skeleton or zombies. Can re-animate a number of hit dice equal to caster 
level. 

Cause Blindness 3 Instant Touch Blinds target permanently (saving throw allowed.) 
Cause Major 

Wounds 3 Instant Touch Causes 2d6+2 hit points of damage. 

Clairvoyance 3 1 hour слΩ Allows caster to see whatever one target creature sees. No range limitation once spell is cast, but link is blocked 
ōȅ нΩ ƻŦ ǎǘƻƴŜ ƻǊ ŀƴȅ ǘƘƛŎƪƴŜǎǎ ƻǊ ƭŜŀŘΣ ƎƻƭŘΣ ƻǊ ǇƭŀǘƛƴǳƳΦ 

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

Hold Animal 3 2 min/lvl улΩ Paralyzes 1d4 animals (including giant versions, save allowed). If directed at one target, saving throw is at -3. 

Protection from 
Good, 10' Radius 3 5 min/lvl Touch 

Provides -1 AC bonus and +2 bonus to saving throws for 10' radius against good or Light Sided creatures and all 
summoned, conjured, or other-planar creatures. Prevents bodily contact (including natural weapon attacks) but 

not missile or spell attacks. Spell is centered on recipient and expires if he or she attacks. 

Speak with Dead 3 Special мΩ 
Caster can converse with one dead person. Lasts for 1 minute plus 1 minute for every three caster levels. Caster 
can ask one question per minute. The subject can have been dead for the following length of time: Caster 6th 

level or lower: dead 1 week, 7th-8t level: dead 1 month, 9th-12 level: dead 1 year. Takes 1 turn to cast. 

Suggestion 3 1 hour plus 
1 hour/lvl олΩ 

Causes target to follow the advice or reasonable-ǎƻǳƴŘƛƴƎ ƛƴǎǘǊǳŎǘƛƻƴǎ ƻŦ ŎŀǎǘŜǊ όǎŀǾŜ ŀƭƭƻǿŜŘύΦ /ŀǎǘŜǊΩǎ /I! 
reaction adjustmeƴǘ ƳƻŘƛŦƛŜǎ ǘƘŜ ǘŀǊƎŜǘΩǎ ǎŀǾƛƴƎ ǘƘǊƻǿΣ ŀƴŘ ǾŜǊȅ ǊŜŀǎƻƴŀōƭŜ ǎǳƎƎŜǎǘƛƻƴǎ Ƴŀȅ ƎƛǾŜ ŀƴ ŀŘŘƛǘƛƻƴŀƭ 

-1 or even -2 penalty. 

Arcane Eye 4 1 turn/lvl нплΩ !ƴ ƛƴǾƛǎƛōƭŜ ŦƭƻŀǘƛƴƎ ŜȅŜ ǿƛǘƘ слΩ ƛƴŦǊŀǾƛǎƛƻƴ ǎŜƴŘǎ Ǿƛǎǳŀƭ ƛƴŦƻǊƳŀǘƛƻƴ ōŀŎƪ ǘƻ ŎŀǎǘŜǊΦ Iŀǎ ƳƻǾŜ ǊŀǘŜ ƻŦ мнлΩ. Can 
Ǝƻ ǘƘǊƻǳƎƘ мέ ƘƻƭŜǎΦ 

Bestow Curse 4 Instant Touch Can give a wide range of results including not more than a -2 to combat rolls and saving throws, limits on 
abilities, or non-mechanical effects such as a permanent beard or body odor. GM will adjudicate. 

Cause Serious 
Wounds 4 Instant Touch Causes 1d6+1d8+3 hit points of damage. 

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

Fumble 4 1 rnd/lvl млΩκƭǾƭ Cause target creature to become clumsy and awkward (save to instead operate at half speed), falling if running 
and dropping held items. 

Implant Emotion 4 Special млΩκƭǾƭ 
Creates one of four emotions in a 40 area: 1) Fear (as spell, -2 to save), 2) Rage giving +1 to-hit, +3 damage, +5 
hit points, fight to death, 3) Hate giving +2 to morale, saving throws, to-hit, and damage, 4) Despair (as symbol, 

save allowed) causing surrender or dejection for 3d4 turns. 

Protection From 
Electricity 4 Special Touch 

Either 1) Protects caster from the first 12 points of electrical damage from any source or 2) Gives a subject +4 to 
saves against electricity (with failure indicating half damage and success indicating no damage) for 1 turn per 

caster level. 

Wall of Fire 4 Special слΩ 
Creates vertical curtain of flame up to 20 square per caster level in size that is impenetrable by creatures under 

4 HD. Wall causes 1d8 fire damage to those passing through, double damage to undead and those who use 
cold-based attacks or live in cold environments. Wall lasts while caster concentrates. 
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Blue Spells are focused on illusion, air, and water with a range of basic mystical effects rounding out the list. 
         Spell           Level      Duration       Range                                                                       Description of Effects 

Color Spray 1 Instant млΩκƭǾƭ 
Colored cone 20 long and 20 wide at end stuns 1d6 targets. Targets with HD equal to or less than caster level are 
knocked out for 2d4 rounds, targets 1 or 2 HD greater than caster level are blinded for 1d4 rounds, and those 3+ 

HD higher are stunned for 1 round. Only creatures with 6+ HD get a saving throw to avoid the effects. 

Create Water 1 Instant млΩ Creates 4 gallons per caster level of clean drinkable water. Water cannot created within creatures except for those 
from the elemental plane of water. 

Dancing Lights 1 2 rnd/ lvl плΩ Ǉƭǳǎ 
млΩκƭǾƭ Creates 1 to 4 lights resembling torches or one larger light. They move as directed by the caster. 

Feather Fall 1 1 rnd/lvl млΩκǊƴŘ CŀƭƭƛƴƎ ǘŀǊƎŜǘ ǎƭƻǿǎ ǘƻ мрΩ ǇŜǊ ǊƻǳƴŘ ŀƴŘ ǘŀƪŜǎ ƴƻ ŘŀƳŀƎŜ ǳǇƻƴ ƭŀƴŘƛƴƎ ƛŦ ǎǇŜƭƭ ƛǎ ǎǘƛƭƭ ƛƴ ŜŦŦŜŎǘΦ !ŦŦŜŎǘǎ ǳǇ ǘƻ нлл 
pounds plus 200 pounds per caster level. No saving throw allowed. 

Hold Portal 1 1d6 rnd/lvl млΩκƭǾƭ Magically closes and bars door, chest, or portal. Magic-user 3 or more levels higher than caster, extra-planar 
creature, or knock spell can open it. 

Magic Aura 1 1 day/lvl Touch Imparts mystical field upon one item or creature which will register as magic if detected for. If examiner holds item 
or touches subject, save allowed to recognize the trick. 

Message 1 1 rnd plus  
1 rnd/2 lvl 

слΩ Ǉƭǳǎ 
млΩκƭǾƭ 

Caster can send a whispered message to one target within line of sight and receive a reply. No one else can hear 
the message or reply. 

Pass Without 
Trace 1 1 turn/lvl Touch Subject leaves no footprints, scent, or other trace through any type of terrain. Path will radiate faint magic for 6d6 

turns. 
Phantasmal 

Force 1 Special улΩ Ǉƭǳǎ 
млΩκƭǾƭ 

Creates visual illusion of up to 40 square plus 10 square per caster level with no sound or other effects. Phantasmal 
force lasts as long as caster concentrates or until struck in combat. 

Phantasmal 
Self 1 2d6 rnd +  

2 rnd/lvl Self !ƭǘŜǊǎ ŎŀǎǘŜǊΩǎ ŀǇǇŜŀǊŀƴŎŜ ōȅ ǳǇ ǘƻ мΩ ƛƴ ƘŜƛƎƘǘΣ ǿŜƛƎƘǘΣ ŎƭƻǘƘƛƴƎΣ ŀƴŘ ƎŜŀǊ Ƴŀȅ ōŜ ŀƭǘŜǊŜŘ ƛƴ ŀƴȅ ƳŀƴƴŜǊΦ 

Purify Water 1 Instant плΩ Makes water safe to consume. Affects 8 gallons per caster level. 

Refraction 1 1 rnd 0 Creates a shimmering reflective area of air in front of caster. Gaze attacks do not affect caster and are turned back 
on the attacker. 

Audible 
Glammer 2 2 min/lvl слΩ Ǉƭǳǎ 

млΩκƭǾƭ 
Creates illusionary sound centered anywhere within range. Produces sound level equivalent to 4 humans, adding 4 

more every caster level beyond 3rd. 

False Gold 2 1 hour/lvl млΩ Transmutes 400 pounds per caster level of copper to gold. Those encountering false gold must make a hard INT 
check with a +1 per caster level to notice the ruse. Striking false gold with iron has a 20% chance of dispelling it. 

False Trap 2 1 hour/lvl млΩ Places perception of a trap onto a door, box, chest, etc. that will be detected 80% of the time and believed to be a 
real trap. Removal attempts ŀǊŜ нл҈ Ҍп҈ ǇŜǊ ǊŜƳƻǾŜǊΩs level likely to be believed successful. 

Hypnotic 
Pattern 2 Special 0 Dancing colors form in the air which captivates up to 24 HD of targets (save allowed) within 30. Spell lasts while 

caster concentrates. 
Improved 

Phantasmal 
Force 

2 Special улΩ Ǉƭǳǎ 
10ΩκƭǾƭ 

Creates visual illusion of up to 40 square plus 10 square per caster level with minor sounds. Requires minimal 
concentration and caster may move at half move rate. Lasts 2 rounds after caster stops concentrating. Persists if 

struck in combat while caster still concentrating, otherwise vanishes. 

Invisibility 2 Special Touch Subject vanishes from sight (including infravision) until subject cancels it or makes an attack. Note that the subject 
is not silenced and that powerful creatures may be able to detect him. 

Magic Mouth 2 Until 
Triggered Touch Places message of up to 25 words onto one object or non-speaking creature which can be delivered when triggered 

ōȅ ŀ ǎǇŜŎƛŦƛŎ ƻŎŎǳǊǊŜƴŎŜΦ ! ƳƻǾƛƴƎ ƳƻǳǘƘ ŀǇǇŜŀǊǎ ǘƻ ǎǇŜŀƪ ǘƘŜ ƳŜǎǎŀƎŜΦ ¢ǊƛƎƎŜǊ ǊŀƴƎŜ ƛǎ рΩ ǇŜǊ Ŏŀster level. 

Mirror Image 2 1 hour 0 1d4 illusory duplicates appear next to caster and independently act as if they are real. Mirror images remain close 
to caster and will vanish if attacked. 

Mystical 
Sword 2 1 rnd/lvl олΩ 

Caster creates floating weapon of pure force which strikes for 1d8 damage as if wielded by caster.  Can be used to 
attack those hit only by magical weapons. Counts as +1 weapon for every three caster levels for purposes of who 

can be struck but delivers no bonuses. Caster must concentrate or the spell ends. 

Scare 2 3d4 rnd млΩ One target creature of 6 HD or less becomes fearful wreck (save allowed). If cornered, will fight at -1 to-hit, 
damage, and save. Does not affect elves, half-elves, clerics, undead, or creatures from the lower planes. 

Blink 3 1 rnd/lvl Self /ŀǎǘŜǊ ǘŜƭŜǇƻǊǘǎ нΩ ŦǊƻƳ Ƙƛǎ ƻǊƛƎƛƴŀƭ ƭƻŎŀǘƛƻƴ ƛƴ ŀ ǊŀƴŘƻƳ ŘƛǊŜŎǘƛƻƴ ǊŜƭŀǘƛǾŜ ǘƻ ǘƘŜ ŘƛǊŜŎǘƛƻƴ ƘŜ ƛǎ ŦŀŎƛƴƎΦ Dŀƛƴǎ -2 AC 
bonus and can only be attacked if attacker wins initiative. Caster can attack on rounds following casting. 

Clairaudience 3 1 hour слΩ Allows caster to hear whatever one target creature hears. No range limitation once spell is cast but link blocked by 
нΩ ƻŦ ǎǘƻƴŜ ƻǊ ŀƴȅ ǘƘƛŎƪƴŜǎǎ ƻŦ ƭŜŀŘΣ ƎƻƭŘΣ ƻǊ ǇƭŀǘƛƴǳƳΦ 

Gust of Wind 3 1 round 0 
10 wide blast of wind 10 long per caster level extinguishes open flames and puts out lanterns 1-in-20 per caster 

level. Human-sized and smaller cannot move against wind and man-sized flying creatures are blown back 1d6x10; 
larger flying creatures are slowed to half speed. 

Hallucinatory 
Terrain 3 Until 

Touched нлΩκƭǾƭ Causes 10 square area per caster level to look, sound, and smell like different terrain. 

Invisibility, 10' 
Radius 3 Special Touch 

Every person within 10Ω of target touched vanishes from sight (including infravision) until subjects cancel it or make 
an attack. Note that the subjects are not silenced, cannot see each other, and that powerful creatures may be able 

to detect them. Subjects are independent. 
Paralyze 3 Perm млΩκƭǾƭ Paralyzes targets equal in HD up to twice caǎǘŜǊΩǎ ƭŜǾŜƭ ǿƛǘƘƛƴ нлΩ ŀǊŜŀ όǎŀǾŜ ŀƭƭƻǿŜŘύΦ /ŀǎǘŜǊ Ƴŀȅ ŎŀƴŎŜƭ ŀǘ will. 

Phantasmal 
Fear 3 1 min/lvl 0 Causes those within a 60Ω long 30Ω wide cone to flee in panic (save allowed). There is a 60% chance -р҈ ǇŜǊ ǾƛŎǘƛƳΩǎ 

level that those fleeing drop whatevŜǊ ǘƘŜȅΩǊŜ ƘƻƭŘƛƴƎΦ 

Spectral Force 3 Special улΩ Ǉƭǳǎ 
млΩκƭǾƭ 

Creates visual illusion of up to 40 square plus 10 square per caster level with detailed sounds and smells. Requires 
minimal concentration and caster may move at half move rate. Lasts 3 rounds after caster stops concentrating. 

Persists if struck in combat. 

Tree 3 1 hour plus 
1 turn/lvl Self Caster takes form of small living tree or shrub or large dead tree with few limbs. Caster can see and hear as normal 

and can switch back and forth to normal form each round as desired. 

Conceal Lie 4 1 rnd/lvl олΩ Masks lies from the detect lie spell or enable a liar to sound convincing, even when telling bald-faced untruths. 
Hallucinatory 

Trees 4 Perm улΩ Creates illusionary forest 40Ω square per caster level. Druids, centaurs, dryads, green dragons, nymphs, satyrs, 
treants, and other sylvan woodland creatures will recognize its nature. 

Massmorph 4 Special млΩκƭǾƭ Makes 10 man-ǎƛȊŜ ƻǊ ǎƳŀƭƭŜǊ ŎǊŜŀǘǳǊŜǎ ǇŜǊ ŎŀǎǘŜǊ ƭŜǾŜƭ ǿƛǘƘƛƴ ŀ нплΩ ŀǊŜŀ ŀǇǇŜŀǊ ŀǎ ƴƻǊƳŀƭ ǘǊees. Persists until the 
caster cancels or the creatures attack something or leave the area. 

Phantasmal 
Killer 4 1 rnd/lvl рΩκƭǾƭ 

/ǊŜŀǘŜǎ ƛƳŀƎŜ ƻŦ ŀ ǘŀǊƎŜǘΩǎ Ƴƻǎǘ-feared enemy seen only by target and caster. It attacks as a 4 HD monster and 
target dies of fright if it hits (save allowed). Target can disbelieve by passing hard INT check (+2 if surprised, -1 per 

previous attack by this spell, -2 if Blue, -3 if using some form of mind reading). 
Phantasmal 

Pseudo-
Monsters 

4 1 rnd/lvl олΩ 
Creates quasi-real monsters in 20Ω ŀǊŜŀ ǿƛǘƘ ŎƻƳōƛƴŜŘ I5 ƴƻǘ ŜȄŎŜŜŘƛƴƎ ŎŀǎǘŜǊΩǎ ƭŜǾŜƭ ŀƴŘ н Ƙƛǘ Ǉƻƛƴǘǎ ǇŜǊ I5 

each. They attack as normal creatures of their type unless successfully disbelieved (hard INT check) and then are AC 
9 and -80% damage. 

Polymorph 4 Perm нлΩ Ǉƭǳǎ 
рΩκƭǾl 

Turns one target creature into another creature (save allowed). Targets failing a system shock survival check are 
killed by the transformation. There is a 19-in-20 chance of the target taking on the mentality and personality of the 

new form, minus 1-in-20 for each point of INT, plus 1-in-20 for each HD of new creature. 

Polymorph 
Self 4 

6 turns 
plus 1 

turn/lvl  
Self 

Turn into any creature of HD equal to or lower than caster level, gaining its physical shape, natural attacks, AC, and 
movement but not special abilities. No SSS check required. Retain normal personality and hit points. 1d12 hit points 

of damage sustained while polymorphed are restored when spell ends. Can change forms once per turn. At 9th 
level caster may cast spells. 

Speak with 
Plants 4 5 mins/lvl слΩ /ŀǎǘŜǊ Ŏŀƴ ŎƻƴǾŜǊǎŜ ǿƛǘƘ ƴƻǊƳŀƭ Ǉƭŀƴǘǎ ŀƴŘ Ǉƭŀƴǘ ŎǊŜŀǘǳǊŜǎΦ м ǉǳŜǎǘƛƻƴ ƻǊ ǊŜǉǳŜǎǘ ǇŜǊ ƳƛƴǳǘŜΦ /ŀǎǘŜǊΩǎ /I! ǎŎƻǊŜ 

influences discussion. 
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Green Spells involve nature and the natural world as well as the ability to mentally dominate others. 
           Spell         Level      Duration        Range                                                                       Description of Effects 

Animal 
Friendship 1 Perm млΩ 

Befriend one normal animal if it fails a saving throw. If treated well, the animal will become a companion and may 
ōŜ ǘŀǳƎƘǘ ƻƴŜ άǘǊƛŎƪέ όƭƛƪŜ ŀ ǇŜǘ ŘƻƎύ ǇŜǊ ǿŜŜƪ όƳŀȄƛƳǳƳ о ǘƻǘŀƭύ ǿƛǘƘƛƴ о ƳƻƴǘƘǎ ƻŦ ŎŀǎǘƛƴƎΦ ! ǘƻǘŀƭ ƻŦ ǘǿƛŎŜ 

ŎŀǎǘŜǊΩǎ ƭŜǾŜƭ ƛƴ I5 Ƴŀȅ ōŜ ōŜŦǊƛŜƴŘŜŘ ŀǘ ŀƴȅ ƻƴŜ ǘƛƳŜΦ 

Charm Person 1 Special 60' 

Cause one humanoid person ogre-sized or smaller to treat caster as a trusted leader (saving throw allowed). Subject 
INT 3-8 grants new save every week, INT 9-12 grants new save every 3 days, INT 13-15 grants new save every 2 

days, INT 16+ grants new save every day. Unreasonable orders may allow extra check or even completely nullify the 
spell. 

Divine 
Weather 1 Instant Self Accurately predict general weather conditions in 5 mile radius for the next 2 hours per caster level. 

Enlarge 1 1 turn/lvl рΩκƭǾƭ Causes instant growth of size and weight of one object by 10% per caster level or one creature by 20% per caster 
level. Properties and abilities are unchanged.  

Entangle 1 1 turn улΩ Causes plants to entwine all targets within or entering a 40 area (save allows half movement). 

Find Animal 1 5 min/lvl нлΩκƭǾƭ Caster can find one specific type of animal per minute if it is within range. 
Find Snares & 

Pits 1 4 rnd/lvl плΩ The caster can locate simple wilderness traps and basic pits within range by concentrating in the correct direction 
for 1 round. 

Invisibility to 
Animals 1 

1 turn 
plus 1 
rnd/lvl 

Touch Subject vanishes from sight, hearing, and smell of normal (and giant-sized normal) animals until subject cancels it or 
the spell expires. 

Sanctuary 1 2 rnds + 1 
rnd/lvl Touch Recipient cannot be attacked by enemies that fail a saving throw. Recipient cannot attack but can perform other 

non-combat actions. 
Shillelagh 1 1 rnd/lvl Touch /ŀǎǘŜǊΩǎ ƴƻǊƳŀƭ Ŏƭǳō ƻǊ ǎǘŀŦŦ ōŜŎƻƳŜǎ Ҍм ǘƻ-hit and deals 2d4 damage when wielded by caster. 

Speak with 
Animals 1 5 mins/lvl слΩ Caster can converse with one kind of ordinary animal or giant-sized version of ordinary animal. 1 question or 

ǊŜǉǳŜǎǘ ǇŜǊ ƳƛƴǳǘŜΦ /ŀǎǘŜǊΩǎ /I! ǎŎƻǊŜ ƛƴŦƭǳŜƴŎŜǎ ŘƛǎŎǳǎǎƛƻƴΦ 

Spider Climb 1 1 rnd plus 
1 rnd/lvl Touch Subject can climō ƻƴ ǿŀƭƭǎ ŀƴŘ ŎŜƛƭƛƴƎǎ ŀǘ ол ǇŜǊ ǊƻǳƴŘΦ hōƧŜŎǘǎ ǿŜƛƎƘƛƴƎ ƭŜǎǎ ǘƘŀƴ р ǇƻǳƴŘǎ ǿƛƭƭ ǎǘƛŎƪ ǘƻ ǎǳōƧŜŎǘΩǎ 

hands or feet. 

Barkskin 2 4 rnd plus  
1 rnd/lvl Touch {ǳōƧŜŎǘΩǎ ǎƪƛƴ ōŜŎƻƳŜǎ ǘƻǳƎƘ ŀǎ ōŀǊƪΣ ƛƳǇǊƻǾƛƴƎ !/ ōȅ м ŀƴŘ ƎǊŀƴǘƛƴƎ Ҍм ōƻƴǳǎ ǘƻ ŀƭƭ ǎŀǾƛƴƎ ǘƘǊƻǿǎ Ŝxcept vs. spells 

Charm 
Mammal 2 Special улΩ 

Cause one mammal ogre-sized or smaller to treat caster as a trusted leader (saving throw allowed). Subject INT 3-8 
grants new save every month, INT 9-12 grants new save every week, and INT 13+ grants new save every day. 

Unreasonable orders may allow extra check or even completely nullify the spell. 
Find Plant 2 1 turn/lvl млΩκƭǾƭ Caster can find one specific type of plant per minute if it is within range. 

Find Traps 2 2 turns олΩ The caster can locate all normal and magical traps within range by concentrating in the correct direction. 

Fog Cloud 2 4 rnd plus 
1/lvl млΩ Creates greenish 30 bank of vapor which moves away from caster at 10 per round. Looks very similar to cloudkill. 

Knock 2 Instant слΩ Opens closed, stuck, held, or locked doors, chests, shackles or similarly locked portals. Does not open knots or raise 
portcullises. Opens arcane locked doors, but only for 1 turn. Defeats two methods of locking per casting. 

Snake Charm 2 Special слΩ Hypnotizes HD of ǎƴŀƪŜǎ Ŝǉǳŀƭ ǘƻ ŎŀǎǘŜǊΩǎ ƭŜǾŜƭΦ 5ǳǊŀǘƛƻƴ ƛǎ мŘпҌм ǊƻǳƴŘǎ ƛŦ ǎƴŀƪŜǎ ŀǊŜ ƘƻǎǘƛƭŜΣ ƻǘƘŜǊǿƛǎŜ ƛǘ ƭŀǎǘǎ 
1d4+1 turns. 

Stinking Cloud 2 1 min/lvl олΩ Creates 20 bank of nauseous vapors which cause those within to become helpless for d4+1 rounds unless they save 
vs. poison. Helplessness passes the round after emerging. 

Warp Wood 2 Perm млΩκƭǾƭ hƴŜ ƴƻǊƳŀƭ ǿƻƻŘŜƴ ƛǘŜƳ ǳǇ ǘƻ мрέ ǇŜǊ ŎŀǎǘŜǊ ƭŜǾŜƭ Ŏŀƴ ōŜ ōŜƴǘ ƻǊ ǿŀǊǇŜŘΣ ŘŜǎǘǊƻȅƛƴƎ ƛǘǎ ǎǘǊŀƛƎƘǘƴŜǎǎ ŀƴŘ ǎǘǊŜƴƎǘƘΦ 

Web 2 2 
turns/lvl рΩκƭǾƭ 

Creates mass of strong sticky strands filling 80 cubic feet which entangle any within its area of effect. Web must be 
at least 10 thick and anchored at at least two points. Victims can break free in 3 turns minus 1 minute per STR point. 

Web is very flammable. 
Animal 
Growth 3 12 turns мнлΩ One non-ƳŀƎƛŎŀƭ ƴƻǊƳŀƭ ŀƴƛƳŀƭ ǿƛƭƭ ōŜ ŘƻǳōƭŜŘ ƛƴ ǎƛȊŜ ǿƘŜƴ ǘƘƛǎ ǎǇŜƭƭ ƛǎ Ŏŀǎǘ ǳǇƻƴ ƛǘΦ ¢ƘŜ ŀƴƛƳŀƭ Ŏŀƴ ōŜ ŀ άƎƛŀƴǘέ 

version of the animal, but intelligent animals are unaffected. 

Cause Disease 3 Instant Touch Inflicts withering which causes -2 to-hit and healing at half rate; victim will die in 2d12 days; saving throw is 
allowed. 

Fly 3 
1 turn/lvl 

+ 1d6 
turns 

Touch Subject can fly at up to 120 per round. GM rolls the 1d6 for duration and the character does not know exactly when 
the spell expires. 

Plant Growth 3 Perm мслΩ Causes existing vegetation to grow into entangled overgrowth which must be hacked or forced through at a move 
rate of 10 (or 20 for large creatures). Affects 10x10 area per caster level. 

Poison 3 Instant Touch Kills target if successfully hit (save allowed). 

Protection 
From Fire 3 Special Touch 

Either 1) Protects caster from the first 12 points of fire damage from any source or 2) Gives a subject immunity to 
normal fire and +4 to saves against magical fire (with failure indicating half damage and success indicating no 

damage) for 1 turn per caster level. 

Slow 3 3 rnd plus  
1 rnd/lvl 

слΩ Ҍ 
млΩκƭǾƭ 

IŀƭǾŜǎ ǘƘŜ ƳƻǾŜƳŜƴǘΣ ŀŎǘƛƻƴǎΣ ŀƴŘ ŀǘǘŀŎƪǎ ƻŦ ŀ ƴǳƳōŜǊ ƻŦ ŎǊŜŀǘǳǊŜǎ Ŝǉǳŀƭ ǘƻ ŎŀǎǘŜǊΩǎ ƭŜǾŜƭΦ {ǇŜƭƭ ŎŀǎǘƛƴƎ ǘƛƳŜ ƛǎ 
doubled. 

Snare 3 
12 hours 

after 
Triggered 

Touch 

Creates a magical snare trap from a loop of rope, supple vine, or similar. Only 10% detectable by non-magical 
means and will close around one or more limbs of any creature that steps into it, holding fast for up to 12 hours. It 

takes an STR 23 to break free, with one less STR required per hour as the loop loosens, until the spell expires. If 
attached to a tree branch, it will spring up, deal 1d6 damage, and hold the victim suspended in the air. If not 

attached, it will simply entangle the 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. 

Call Animals I 4 Special плΩκƭǾƭ 
Summons 1d8 normal animals of up to 4 HD each to come tƻ ŎŀǎǘŜǊΩǎ ŀƛŘ ƛŦ ǘƘŜȅ ŀǊŜ ǿƛǘƘƛƴ ǊŀƴƎŜΦ /ŀǎǘŜǊ ƴŀƳŜǎ 

type of animal and GM determines if it is available. If not, caster may try up to two more types of animal on 
successive rounds. Animals take 1d4 rounds to arrive and will serve for one task, whether to fight, scout, or assist. 

Call 
Woodland 

Beings 
4 Special мнлΩ Ҍ 

млΩκƭǾƭ 
Summons special sylvan inhabitants if they are within range (save at -4 allowed). If caster or party act evil, they gain 

another saving throw at +4, otherwise they will assist with onŜ ǘŀǎƪΦ /ŀǎǘŜǊΩǎ /I! ǿƛƭƭ ƛƴŦƭǳŜƴŎŜ ŜǾŜƴǘǎΦ 

Charm 
Monster 4 Special мнлΩ 

Cause one 4HD, 1d2 3HD, 1d4 2HD, or 2d4 1HD creatures to treat caster as their trusted leader (saving throw 
allowed). 1-in-20 chance per level or HD of breaking spell per week with a cumulative +1 per week. Unreasonable 

orders may allow extra check or even completely nullify the spell. 

Hold Plant 4 1 min/lvl улΩ tŀǊŀƭȅȊŜǎ ŀƭƭ ǾŜƎŜǘŀōƭŜ ƳŀǘǘŜǊΣ ƛƴŎƭǳŘƛƴƎ ŀƴƛƳŀǘŜŘ ŀƴŘ ƳŀƎƛŎŀƭ ǘȅǇŜǎΦ /ŀƴ ŜƛǘƘŜǊ ŀŦŦŜŎǘ ŀǊŜŀ мŘпȄпΩ ǎǉǳŀǊŜ ƻǊ мŘп 
plant creŀǘǳǊŜǎΦ LŦ ŘƛǊŜŎǘŜŘ ŀǘ ƻƴŜ пΩ ǎǉǳŀǊŜ ŀǊŜŀ ƻǊ ƻƴŜ ǘŀǊƎŜǘΣ ǎŀǾƛƴƎ ǘƘǊƻǿ ƛǎ ŀǘ -2. 

Minor 
Creation 4 1 hour/lvl Touch Creates vegetable objects of 1 cubic foot per caster level. 

Passplant 4 1 turn/lvl Self /ǊŜŀǘŜǎ ŀ рΩ ƘƛƎƘ уΩ ǿƛŘŜ ƻǇŜƴƛƴƎ ǳǇ ǘƻ мл ƛƴ ŘŜǇǘƘ through all plants and vegetation. Caster can hide within trees. 
Can cast multiple times to pierce deeper without requiring casting save. 

Repel Insects 4 1 turn/lvl 0 Prevents all ordinary insects (not spiders) from coming within 10 of caster. Giant insects or those with 2 HD or more 
may enter if they save vs. spells, but they suffer 1d6 damage. 

Sticks to 
Snakes 4 6 turns слΩ Transforms 2d8 sticks into normal snakes (50% chance venomous) which follow ŎŀǎǘŜǊΩǎ orders. Revert back to 

sticks upon death or end of spell.  
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Red Spells deal with warfare, fire, and brute power. 
          Spell            Level     Duration      Range                                                                       Description of Effects 

Allure 1 1 rnd/lvl Self Caster gains 2d4 CHA and the goodwill of those within 10 + 10 per caster level who fail saving throws. Those who 
save perceive the caster as annoying and having lost 1d4 CHA. 

Break 1 Instant олΩ Breaks or tears one non-magical item, the amount of damage repaired depending on caster level. 

Burning Hands 1 Instant 0 {Ƙƻƻǘ оΩ ŦƭŀƳŜǎ ƻǳǘ ƻŦ ŦƛƴƎŜǊǎ ƛƴ ŀ мнл ŘŜƎǊŜŜ ŀǊŎ ŎŀǳǎƛƴƎ м Ƙƛǘ Ǉƻƛƴǘ ƻŦ ŘŀƳŀƎŜ ǇŜǊ ŎŀǎǘŜǊ ƭŜǾŜƭ ŀƴŘ ƭƛƎƘǘ ŦƭŀƳƳŀōƭŜ 
materials. 

Command 1 1 min млΩ Compels recipient to obey single-word command to the best of its ability. Subject must be able to understand 
command. Those with 5 HD or INT of 13 or more get a saving throw. 

Contaminate 
Water 1 Instant плΩ Makes water unsafe to consume. Affects 8 gallons per caster level. Spoils mystic water. 

Faerie Fire 1 4 rnd/lvl улΩ Aurora-ƭƛƪŜ Ǝƭƻǿ ǎǳǊǊƻǳƴŘǎ ǘŀǊƎŜǘǎ ǿƛǘƘƛƴ ǊŀƴƎŜΣ ǳǇ ǘƻ мнΩ όǘǿƻ Ƴŀƴ-sized) per caster level. Targets can include 
those hidden or invisible. Causes no damage but grants attackers a +2 to-hit. 

Jump 1 1 turn Touch Subject can leap upwards or backwards 10 or forwards up to 30. Every 10 leaped forwards or backwards has an 
ŀǇŜȄ ƻŦ нΩΦ {ǳōƧŜŎǘ Ŏŀƴ ƭŜŀǇ ƻƴŎŜ Ǉƭǳǎ ƻƴŎŜ ƳƻǊŜ ŦƻǊ ŜǾŜǊȅ о ŎŀǎǘŜǊ ƭŜǾŜƭǎ ǿƛǘƘƛƴ ǘƘŜ ǎǇŜƭƭ ŘǳǊŀǘƛƻƴΦ 

Manipulate 
Fire 1 1 rnd/lvl рΩκƭǾƭ Affects non-magical fires by doubling them in size or shrinking them to quarter size, also altering light output and 

fuel consumption but not heat level. 
Obscure 

Languages 1 5 min/lvl Touch Turns target's speech to gibberish and makes others' speech unintelligable to target. Prevents spell casting. 

Resist Cold 1 6 turns олΩ Removes effect of non-magical cold. Grants +2 to saving throws vs. cold attacks and removes 1 point from each die 
of damage from cold-based attacks (minimum 1 damage per die). 

Shield 1 5 rnd/lvl Self Creates invisible mystic field to front of caster that grants caster AC 4, AC 2 against missile attacks, and +1 to saving 
throws against frontal effects. It completely absorbs magic missiles. 

Shocking 
Grasp 1 Instant Touch Delivers 1d8 electrical damage to one target plus 1 point per caster level. 

Fire Trap 2 Until 
Triggered Touch 

tǊƻǘŜŎǘǎ ŀƴȅ ƻōƧŜŎǘ ǿƘƛŎƘ Ŏŀƴ ōŜ ƻǇŜƴŜŘ ōȅ ōƭŀǎǘƛƴƎ ŦƛǊŜ ƛƴ рΩ ǊŀŘƛǳǎ ŦƻǊ мŘп Ҍ м ǇŜǊ ŎŀǎǘŜǊ ƭŜǾŜƭ όǎŀǾŜ ŦƻǊ ƘŀƭŦύΦ 
Object is not harmed and caster does not trigger it. Can be found and removed at half normal chances, failure 

triggers it. 

Heat Metal 2 7 rounds плΩ 
Warms the metal weapons, armor, and items of one target (no save). Round 1) Warm; 2) Hot and delivers 1d4 

damage; 3-5) Scorching (2d4 damage); 6) Hot (1d4 damage); 7) Warm. Rounds 3-5 also deliver severe burns and 
may scorch or ignite flammable materials touching the heated metal. 

Misdirection 2 1 rnd/lvl олΩ Deceives detection-type spells by causing them to give wrong information when cast on specific item, area, person, 
or creature. Saving throw by detector allowed to avoid effects. 

Obscuring 
Smoke 2 4 rnd/lvl 0 Smoke rises around caster and persists in that location until spell expires. It reduces vision (including infravision) 

and is 10' in diameter per caster level. Wind will reduce duration up to 75%. 
Produce Flame 2 2 min/lvl 0 /ǊŜŀǘŜǎ ŦƛǊŜ Ŝǉǳŀƭ ǘƻ ŀ ǘƻǊŎƘ ƻƴ ǇŀƭƳ ƻŦ ŎŀǎǘŜǊΩǎ ƘŀƴŘΦ /ŀƴ ōŜ ǘƘǊƻǿƴ ǳǇ ǘƻ пл ŀǎ ŀ ǘƻǊŎƘΦ 

Pyrotechnics 2 Special мнлΩ 

Requires fire source and can either: 1) Produce fiery burst of fireworks 10 times the size of the fire source lasting 1 
round per caster level which blind those under it or within 120 or 2) Produce a choking cloud of smoke 100 times 
ǘƘŜ ǎƛȊŜ ƻŦ ǘƘŜ ŦƛǊŜ ǎƻǳǊŎŜ ƭŀǎǘƛƴƎ н ƳƛƴǳǘŜǎ ǇŜǊ ŎŀǎǘŜǊ ƭŜǾŜƭ ǿƘƛŎƘ ƭƛƳƛǘǎ Ǿƛǎƛƻƴ ǘƻ нΩΦ ¢ƘŜ ǎƻǳǊŎŜ ŦƛǊŜ ƛǎ ŜȄǘƛƴguished 

upon casting. 

Ray of 
Enfeeblement 2 1 turn/lvl 

млΩ 
plus 
рΩκƭǾƭ 

Reduces STR and CON of one creature by 1 plus 1 per caster level (save allowed), but not below 3. All damage rolls 
of target are at an additional -1 (0 damage allowed) and move rate is halved. 

Resist Fire 2 6 turns олΩ Removes effects of non-magical fire or heat. Grants +3 to saving throws vs. fire or heat attacks and removes 1 point 
from each die of damage from fire- or heat-based attacks (min. 1 per die). 

Shatter 2 Instant слΩ Creates loud ringing noise which destroys non-magical objects of glass, crystal, ceramic, and porcelain. Objects 10 
pounds or more get a saving throw. 

Strength 2 1 hour/lvl Touch Increases STR of subject by 1d6 points (1d8 if fighter, ranger, or paladin). STR cannot exceed 18 unless it is already 
18, in which case it increases to 19. 

Call Lightning 3 1 min/lvl ослΩ If outdoors in stormy weather conditions, caster calls down one bolt of lightning per minute on any point within 
range. Everything within 10Ω of bolt takes 2d8 + 1d8/lvl of electrical damage (save for half). 

Fireball 3 Instant мллΩ Ҍ 
млΩκƭǾƭ 

Explosive burst of flame 40Ω in diameter delivers 1d6 damage per level (save for half) and ignites flammable 
materials. 

Flame Arrow 3 1 rnd/lvl Touch Caster can touch one arrow or crossbow bolt (quarrel) per round to give it an extra +1 of fire damage if it hits. 
Flames may light flammable materials. Arrows not fired the round after they are touched burn up. 

Glyph of 
Warding 3 Until 

Triggered Touch 

25 square feet per level of caster may be protected by a magical inscription which can deliver 2 points of damage 
per level of caster anyone who touches or crosses into the protected area without speaking the name of the glyph. 
Instead of damaging target, the glyph can activate a second spell which must be cast into the glyph by the caster 

during creation. Takes 1 hour to prepare to cast. 

Haste 3 3 rnd plus  
1 rnd/lvl 

слΩ Ҍ 
млΩκƭǾƭ 

5ƻǳōƭŜǎ ǘƘŜ ƳƻǾŜƳŜƴǘΣ ŀŎǘƛƻƴǎΣ ŀƴŘ ŀǘǘŀŎƪǎ ƻŦ ŀ ƴǳƳōŜǊ ƻŦ ŎǊŜŀǘǳǊŜǎ Ŝǉǳŀƭ ǘƻ ŎŀǎǘŜǊΩǎ ƭevel. Spell casting is not 
doubled. Subjects suffer aging effects. 

Prayer 3 1 rnd/lvl Self All allies within 60 radius gain +1 to-hit, damage, and saving throws. All enemies within range suffer -1 on same. 
Caster can perform other action after casting. 

Protection 
from Missiles 3 1 turn/lvl Touch 

Provides total invulnerability to man-fired and hurled non-magical missiles such as arrows, axes, crossbow bolts, 
daggers, and spears. Provides -1 from each die of damage from larger missiles such as catapult stones and giant-

hurled rocks and from magical smaller missiles. 
Striking 3 1 rnd/lvl олΩ Gives one weapon an extra 1d6 damage and allows it to strike any creature hit only by magic. 

Summon 
Monster I 3 1 min/lvl олΩ 2d4 1 HD monsters appear in 1d4 rounds to serve caster. GM determines type. 

Enchant Arms 4 5 rnd/lvl Touch Turns an ordinary weapon into a +1 for determining what can be hit but confers no bonuses. Affects one normal 
weapon or two small weapons (arrows, bolts, daggers). Missile weapons lose their enchantment after a hit. 

Fire Shield 4 2 rnd plus  
1 rnd/lvl Self 

²ǊŜŀǘƘŜǎ ŎŀǎǘŜǊ ƛƴ ǿƛǎǇȅ ŦƭŀƳŜǎ όǎƘŜŘǎ ƭƛƎƘǘ ƛƴ мрΩ ǊŀŘƛǳǎύ ǿƘƛŎƘ ŘŜƭƛǾŜǊǎ ŀƴȅ ƳŜƭŜŜ ŘŀƳŀƎŜ ǘŀƪŜƴ ōŀŎƪ ƻƴ ŀǘǘŀŎƪŜǊ 
at double rate. Must specify hot fire (+2 saves against cold-based attacks for either half or no damage but take 

double damage from heat attacks) or cold fire (reversed). 

Flame Charm 4 2 rnd/lvl млΩ Enchants fire to charm any who see it, causing them to stand motionless and stare into the flames (save allowed). 
Those so charmed save at -3 vs. suggestion. 

Flash Fire 4 Instant плΩ Short burst of fire erupts in 10 square area, lighting any flammable materials and causing 1d4 fire damage to any 
within (no save).  

Mystical 
Morningstar 4 1 rnd/lvl олΩ 

Caster creates floating weapon of pure force which strikes for 1d6 damage as if wielded by caster. Gains +1 to-hit 
and damager per three caster levels and can hit creatures only struck by magical weapons. Caster must concentrate 

or the spell ends. 

Stamina 4 3 turns/lvl Touch Up to 4 human-sized targets recover 50% of their damage in illusory hit points and can move double speed one 
minute every turn. Illusory hit points vanish when spell expires. 

Summon 
Monster II 4 1 min plus 

1 min/lvl плΩ 1d6 2 HD monsters appear in 1d4 rounds to serve caster. GM determines type. 

Temperature 
Control 4 

4 turns 
plus 1 

turn/lvl  
0 Raises ambient temperature within 20 radius of caster 50 degrees (F) plus 10 degrees per caster level above 6th. 
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White Spells are often helpful and healing, though a number of militant spells are available to combat the forces of darkness. 
           Spell            Level     Duration      Range                                                                                         Description of Effects 

Comprehend 
Languages 1 5 min/lvl Touch Recipient can understand the speaking and read the writing of any language. The creature heard or the object read 

must be touched.  
Cure Light 
Wounds 1 Instant Touch Restores 1d6+1 hit points of damage or can remove paralysis. 

Detect Evil 1 6 turns мнлΩ Caster senses the presence of evil beings or those with evil intentions. Does not detect dangerous but non-evil 
things or creatures such as snakes or traps. Dark Side presence always appears. 

Detect Illusion 1 3 rnd + 
2 rnd/lvl Special Caster can see illusions for what they are at 10/level. Can share the ability by touching one other person and 

maintaining contact. 
Detect 

Invisibility 1 5 rnd/lvl млΩκƭǾƭ Caster can see invisible, hidden, ethereal or astral creatures. 

Floating Disc 1 5 turns + 
1 turn/lvl сΩ /ǊŜŀǘŜǎ оΩ ŘƛǎƘ ƻŦ ƳȅǎǘƛŎŀƭ ŜƴŜǊƎȅ ǿƘƛŎƘ Ŏŀƴ ŎŀǊǊȅ млл ǇƻǳƴŘǎ ǇŜǊ ŎŀǎǘŜǊ ƭŜǾŜƭΦ Lǘ ǊŜƳŀƛƴǎ ǿƛǘƘƛƴ сΩ ƻŦ ŎŀǎǘŜǊ ŀƴŘ Ŏŀƴ 

ǘǊŀǾŜƭ ŀǘ ǳǇ ǘƻ сл ƳƻǾŜ ǊŀǘŜΦ LŦ ŘƛǎǘŀƴŎŜ ŜȄŎŜŜŘǎ сΩΣ floating disc ends. 

Hypnotism 1 1 rnd + 
1 rnd/lvl олΩ Causes 1d6 targets to follow reasonable-ǎƻǳƴŘƛƴƎ ƛƴǎǘǊǳŎǘƛƻƴǎ ƻŦ ŎŀǎǘŜǊ όǎŀǾŜ ŀƭƭƻǿŜŘύΦ /ŀǎǘŜǊΩǎ /I! ǊŜŀŎǘƛƻƴ 

ŀŘƧǳǎǘƳŜƴǘ ƳƻŘƛŦƛŜǎ ǘƘŜ ǘŀǊƎŜǘΩǎ ǎŀǾƛƴƎ ǘƘǊƻǿΣ ŀƴŘ ǾŜǊȅ ǊŜŀsonable suggestions may give a -1 or -2 penalty. 

Jarring Hand 1 Instant млΩ Ҍ 
нѹΩκƭǾƭ 

An iƴǾƛǎƛōƭŜ ŦƻǊŎŜ ǇǳǎƘŜǎ ŀǘ ǘŀǊƎŜǘ ƻōƧŜŎǘ ƻǊ ŎǊŜŀǘǳǊŜΦ aƻǾŜǎ м ǇƻǳƴŘ ǇŜǊ ŎŀǎǘŜǊ ƭŜǾŜƭ мΩ ǇŜǊ ŎŀǎǘŜǊ ƭŜǾŜƭΦ  /ŀƴ ŀƭǎƻ 
be used to unbalance an opponent (loss of attack for that round, save allowed) if it weighs less than 50 pounds per 

caster level. 

Magic Missile 1 Instant 
рлΩ 
plus 
млΩκƭǾƭ 

Fires mystic energy blast which always hits for 1d6+1 damage. One additional missile for every two levels after 1st. 
Multiple missiles may strike different targets. 

Protection 
from Evil 1 5 min/lvl Touch 

Provides -1 AC bonus and +2 bonus to saving throws against evil or Dark Sided creatures and all summoned, 
conjured, or other-planar creatures. Prevents bodily contact (including natural weapon attacks) but not missile or 

spell attacks. Spell expires if recipient attacks. 
Purify Food and 

Drink 1 Instant млΩ Makes food and water safe to consume. Affects 6 quarts of water plus either 6 iron rations or 12 servings of normal 
food. 

Remove Fear 1 2 turns Touch Instills courage to resist effects of magical fear. Gives +1 on saving throws per caster level and those already 
affected gain another save attempt. 

Augury 2 Instant Self 70% + 1% per caster level likely to tell whether a specific action will bring good or bad results within the next 3 
turns. GM rolls for accuracy. 

Chill Metal 2 7 rounds плΩ Cools the metal weapons, armor, and items of one target (no save). Rounds 1 and 7: Cool; 2 and 6: Cold delivers 
1d3 damage; 3-5: Icy (1d6 damage). Rounds 3-5 also deliver permanent frostbite effects. 

Cure Minor 
Wounds 2 Instant Touch Restores 1d8+1 hit points of damage or can remove paralysis. 

Feign Death 2 5 min +  
1 min/lvl Touch 

Puts recipient into a cataleptic state which is impossible to distinguish from actual death. The recipient is aware of 
his or her surroundings but cannot respond in any way.  Instant effects such as energy drain or paralyzation will not 

affect subject. Unwilling subjects get a saving throw. 
Hold Person 2 5 mins/lvl мнлΩ Paralyzes 1d4 humanoids smaller than ogres (save allowed). If directed at lone target, saving throw is at -2. 

Levitate 2 1 turn/lvl нлΩκƭǾƭ Caster can float self or target up or down 10 per round. Weight limit of 100 pounds plus 100 pounds per caster 
level. Unwilling targets get saving throw. Caster can cancel as desired. 

Rally 2 Special Self As long as caster remains stationary and chanting, all allies within range get +1 to-hit, damage, and save while 
enemies within range get -1 on the same. Damaging or silencing caster ends spell. 

Rope Trick 2 2 
turns/lvl Touch 

One end of a рΩ-30Ω rope rises into the air and creates an invisible, mystical shelter which can hold up to 5 human-
sized persons and cannot be attacked. Only one person can climb the rope at a time and if the rope is pulled up, it 

will disappear into the shelter. Anything in the shelter when the spell expires falls to the ground. 

Slow Poison 2 1 hour/lvl Touch Halts the effect of poison for the duration of the spell. Temporarily revives those who have been killed by poison 
within 1 turn per level of the caster for the duration of the spell. 

Ventriloquism 2 
2 min 
plus 1 
min/lvl 

Special Caster can make his voice appear to come from any location up to 10 per level (maximum 60) away. 1-in-10 per INT 
point above 12 to catch on. 

Conjure Insects 3 1 rnd/lvl олΩ Summons Insect Swarm (3-in-6 chance to be flying) which moves at double rate and attacks as directed 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 including mummy rot and lycanthropy. Instantly kills Green Slime. 
Cure Major 

Wounds 3 Instant Touch Restores 2d6+2 hit points of damage or can remove paralysis. 

Improved 
Invisibility 3 4 rds plus  

1 rnd/lvl Touch Subject vanishes from sight (including infravision) even when attacking. Note that the subject is not silenced and 
that powerful creatures may be able to detect him. 

Lightning Bolt 3 Instant мулΩ 

tƻǿŜǊŦǳƭ рΩ ǿƛŘŜ ǎǘǊƻƪŜ ƻŦ ŜƭŜŎǘǊƛŎŀƭ ŜƴŜǊƎȅ ŘŜŀƭǎ мŘс ŘŀƳŀƎŜ ǇŜǊ ŎŀǎǘŜǊ ƭŜǾŜƭ όǎŀǾŜ ŦƻǊ ƘŀƭŦύΦ .ƻƭǘ ōŜƎƛƴǎ ŀǘ Ǉƻƛƴǘ 
designated by caster and must travel 60Ω. Delivers half damage to wood, one-fifth damage to stone, and no damage 

to metal walls or doors and continues on, either straight ahead of barrier is destroyed or glancing off in random 
direction if barrier survives. Caster may take shots around corners by intentionally banking blasts off walls. No 

target may be hit more than once by same bolt. 
Protection 

from Evil, 10' 
Radius 

3 5 min/lvl Touch 
Provides -1 AC bonus and +2 bonus to saving throws for 10 radius against evil or Dark Sided creatures and all 

summoned, conjured, or other-planar creatures. Prevents bodily contact (including natural weapon attacks) but not 
missile or spell attacks. Spell is centered on recipient and expires if he or she attacks. 

Tiny Hut 3 1 hour/lvl 0 
Creates a 10Ω opaque hemisphere of force providing a comfortable environment for up to 7 human-sized occupants. 

The hut is transparent from within and protects from environmental hazards through the ground. Attacks pass 
easily through the hemisphere and winds over 50 mph destroy it. It dissipates if the caster leaves it. 

Water 
Breathing 3 3 

turns/lvl Touch Subject can breathe water easily. Air breathing allows water-breathing creatures to breathe air. 

Confusion 4 2 rnd plus  
1 rnd/lvl мнлΩ Befuddles оŘс ǘŀǊƎŜǘǎ όǎŀǾŜ ŀƭƭƻǿŜŘύ ƛƴ пл ŀǊŜŀΦ wƻƭƭ мŘмн ǘƻ ŘŜǘŜǊƳƛƴŜ ŜŀŎƘ ǾƛŎǘƛƳΩǎ ŀŎǘƛƻƴǎ ŜŀŎƘ ǊƻǳƴŘΥ м-3 attack 

nearest creature, 4-с ŀǘǘŀŎƪ ŎŀǎǘŜǊΩǎ ǇŀǊǘȅΣ т-10 stand confused, 11-12 wander away. 
Cure Serious 

Wounds 4 Instant Touch Restores 1d6+1d8+3 hit points of damage or can remove paralysis. 

Exorcise 4 Instant мΩ 
The caster can rid individuals or objects from possession or influence by an outside or supernatural force. The GM 
rolls d00 to determine the percentage chance of success, puls or minus 1% for every level difference between the 

caster and the opposing being. Takes 1 turn to cast. 

Ice Storm 4 1 rnd млΩκƭǾƭ Caster chooses 1) Magical hailstones in 40 area dealing 3d10 damage (save for half) or 2) Sleet in 80 area causing 
half move rate and 50% chance to slip and fall. 

Minor Globe of 
Invulnerability 4 1 rnd/lvl 0 Creates 10Ω sphere which shields against magic spells of 3rd level or lower and their affects. Spells can be cast out. 

Remove Curse 4 Instant Touch Negates one curse on subject. Allows the casting away of a cursed item.  

Snakes to Sticks 4 6 turns слΩ Transforms 2d8 HD of snakes into sticks for duration of spell (save allowed). 

Wall of Ice 4 1 turn/lvl млΩκƭǾƭ 
/ǊŜŀǘŜǎ ǎƘŜŜǘ ƻŦ ƛŎŜ мέ ǘƘƛŎƪ ǇŜǊ ŎŀǎǘŜǊ ƭŜǾŜƭ ŎƻǾŜǊƛƴƎ ǳǇ ǘƻ мл ǎǉǳŀǊŜ ŦŜŜǘ ǇŜǊ caster level. Creatures breaking 

through will suffer 2 hit points of damage per inch of thickness, with fire-using creatures suffering 3 points per inch 
and cold-using 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 

1 Detect Magic Cause Fear Color Spray Animal Friendship Allure Comprehend Languages 

2 Erase Cause Light Wounds Create Water Charm Person Break Cure Light Wounds 

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

4 Light Destroy Water Feather Fall Enlarge Command Detect Illusion 

5 Mend Detect Good Hold Portal Entangle Contaminate Water Detect Invisibility 

6 Read Magic Protection from Good Magic Aura Find Animal Faerie Fire Floating Disc 

7 Write Magic Putrefy Food and Drink Message Find Snares & Pits Jump Hypnotism 

8 
 

Shrink Pass Without Trace 
Invisibility to 

Animals 
Manipulate Fire Jarring Hand 

9 
 

Sleep Phantasmal Force Sanctuary Obscure Languages Magic Missile 

10 
 

Summon Familiar Phantasmal Self Shillelagh Resist Cold Protection from Evil 

11 
 

Unseen Servant Purify Water 
Speak with 

Animals 
Shield Purify Food and Drink 

12 
 

Wall of Vapors Refraction Spider Climb Shocking Grasp Remove Fear 

Second Level Spells 

1 Arcane Lock Amnesia Audible Glammer Barkskin Fire Trap Augury 

2 Continual Light Blindness False Gold Charm Mammal Heat Metal Chill Metal 

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

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

5 Reveal Charm Continual Darkness 
Improved Phantasmal 

Force 
Fog Cloud Produce Flame Hold Person 

6 Shatter Deafness Invisibility Knock Pyrotechnics Levitate 

7 Stumble Discourage Magic Mouth Snake Charm Rally Enourage 

8 
 

ESP Mirror Image Stinking Cloud Ray of Enfeeblement Rope Trick 

9 
 

Obscure Charm Mystical Sword Warp Wood Resist Fire Slow Poison 

10 
 

{ƛƭŜƴŎŜΣ мрΩ wŀŘƛǳǎ Scare Web Strength Ventriloquism 

Third Level Spells 

1 Dispel Magic Animate Dead Blink Animal Growth Call Lightning Conjure Insects 

2 Dispel Phantasm Cause Blindness Clairaudience Cause Disease Explosive Runes Cure Blindness 

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

4 Illusory Script Clairvoyance Hallucinatory Terrain Plant Growth Flame Arrow Cure Major Wounds 

5 Neutralize Poison Garble Invisibility, 10' Radius Poison Haste Improved Invisibility 

6 Non-Detection Hold Animal Paralyze 
Protection From 

Fire 
Infravision Lightning Bolt 

7 Summon Monster 
Prot. from Good, 10' 

Radius 
Phantasmal Fear Slow Prayer Prot from Evil, 10' Radius 

8 Tongues Speak with Dead Spectral Force Snare 
Protection from 

Missiles 
Tiny Hut 

9 
 

Suggestion Tree Stone Shape Striking Water Breathing 

Fourth Level Spells 

1 Create Food and Water Arcane Eye Conceal Lie Call Animals Enchant Arms Confusion 

2 Detect Lie Bestow Curse Polymorph Others 
Call Woodland 

Beings 
Fire Shield Cure Serious Wounds 

3 Dig Cause Serious Wounds Hallucinatory Trees Charm Monster Flame Charm Exorcise 

4 Divination Dimension Door Massmorph Hold Plant Flash Fire Ice Storm 

5 Extend Duration Fumble Phantasmal Killer Minor Creation Mystical Morningstar 
Globe of Invulnerability, 

Minor 

6 Mnemonic Enhancer Implant Emotion 
Phantasmal Pseudo-

Monsters 
Passplant Stamina Remove Curse 

7 
Phantasmal Pseudo-

Magic 
Protection From 

Electricity 
Polymorph Self Repel Insects Summon Monster II Snakes to Sticks 

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

 

Adventuring tasks are often resolved using 1d6. Standard difficulty 
tasks have a  

2-in-6 Chance of Success 
Many modifiers may be applied to the chances of success (or to the die 
roll itself) as the situation warrants. The players will often not be aware 
of these modifiers. Rolling low for these checks is always better. 

A roll of 6 on a 1d6 check always indicates failure. If the chance of 
success is lower than 5-in-6, a roll of 6 usually indicates catastrophic 
failure of some sort. Catastrophic failures usually are not possible when 
the chances of success are 5-in-6. 

Positive modifiers to 5-in-6 chances of success are handled as follows: 

5-in-6 with a +1 modifier becomes 7-in-8 
7-in-8 with a +1 modifier becomes 9-in-10 

9-in-10 with a +1 modifier becomes 11-in-12 
11-in-12 with a +1 modifier becomes 19-in-20 
19-in-20 with a +1 modifier becomes 99-in-100 

 

Negative modifiers to 1-in-6 chance of success are handled as follows: 

1-in-6 with a -1 modifier becomes 1-in-8 
1-in-8 with a -1 modifier becomes 1-in-10 
1-in-10 with a -1 modifier becomes 1-in-12 
1-in-12 with a -1 modifier becomes 1-in-20 
1-in-20 with a -1 modifier becomes 1-in-100 

 

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

 

Ability Checks may sometimes be called for and are rolled against a 
particular ability score with a specified number of d6s. A roll equal to or 
lower than the ability score is a success. The number of d6s rolled 
depends upon the difficulty of the check: 

Very Easy 2d6 
Easy 3d6 
Hard 4d6 

Very Hard 5d6 
Extremely Difficult 6d6 

 

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

 
Climbing (3-in-6) is modified by the type of surface and the 
availability of hand- and foot-holds. Characters wearing heavier than 
studded leather armor suffer -1, while those in plate mail suffer -2. Use 
of rope or other climbing tools gives a positive modifier. DEX missile 
modifier also affects climbing ability. Checks must be made for every 20 
feet climbed. Failure indicates that the character cannot advance 
further and a roll of 6 may indicate that a fall from the top of the 
current section has occurred. 

Only thieves are able to climb extremely steep and difficult surfaces, 
due to their special training and knowledge of the use of climbing 
equipment. 

 

Concealed Doors (2-in-6) are normal doors that are hidden and can 
be searched for in a 10Ωx10Ω area in one turn. They are also found if 
uncovered normally. 

 

Doors (2-in-6) in dungeons or ruins are difficult to open. The chance 
of success is adjusted by STR modifier. Each attempt takes one round. 
Interior doors of normal buildings usually open easily. Failure to open a 
door on the first try means that those behind the door cannot be 
surprised. 

Doors can be broken down 2-in-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 
success is added if an axe is used. Breaking down doors is extremely 
noisy and may attract wandering encounters. 

 

Encumbrance is not tracked closely but the players should not abuse 
this by allowing their characters to carry more than they should. The 
higher the cƘŀǊŀŎǘŜǊΩǎ {¢wΣ ǘƘŜ ƳƻǊŜ ƘŜ ƻǊ ǎƘŜ Ŏŀƴ ŎŀǊǊȅ ǿƛǘƘƻǳǘ ōŜƛƴƎ 

slowed. The GM may rule that over-burdened have dropped to a lower 
movement rate. 

 

Experience is earned by all classed characters that make it through an 
adventure alive. PCs  receive one experience point (XP) which will help 
them advance in level. Retainers earn half of an XP and hirelings, not 
being classed, earn none. See Character Advancement on page 6. 

 

Finding Traps (1-in-6) takes one turn and can usually only detect 
non-magical traps in a млΩȄмлΩ ŀǊŜŀΦ ! Ǌƻƭƭ ƻŦ с ƻƴ ǘƘŜ ŀǘǘŜƳǇǘ ǿƛƭƭ 
usually set off the trap. 

  

Food is an obvious requirement for adventurers (or anyone else.) 
Beginning the second day without food, characters suffer -1 on their to-
hit rolls in combat, -1 on all saving throws, and 2 hit points of damage. 
This continues to increase every day thereafter. 

 

Foraging (1-in-6) provides food for all characters while traveling in 
the wilderness. It costs 1 mile movement per day and is rolled once per 
group. Green characters gain a +1 bonus. 

 

Getting Lost is 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 success at avoiding becoming 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 10-in-20 

 

Green characters always get a +1 bonus, and additional bonuses may 
be gained by characters in certain terrain: 

Plains: White gains +1 bonus 
Mountains or Hills: Red gains +1 bonus 
Forest: Green gains an additional +1 bonus 
Swamp: Black gains a +1 bonus 

Only the best characterΩǎ bonus in a group plus one +1 can be applied. 
Detailed directions from locals or reliable maps will give a +1 bonus. 
Prominent landmarks may give a +1 bonus. Characters which become 
lost head in the wrong direction as determined by the GM. 

 

Healing occurs at a rate of 1d4 hit points per night of sufficient rest, 
food, and shelter. A -1 cumulative modifier applies for substandard 
conditions. (For example, camping in the wilderness with no food, no 
fire, and cold rain would have a -3 modifier to healing.) 
 

Hiding (1-in-6) requires cover or concealment of some sort. Heavy 
cover such as a thick forest or dense crowd may give a +1 or +2 
modifier. Green characters gain a +1 when attempting to hide in 
wooded wilderness areas. Only Black characters may use shadows as 
concealment (see thief skills on page 18). No character under constant 
direct observation can successfully hide.  

 

Hirelings are NPCs that are employed as extra hands during an 
adventure. These can include cooks, porters, and torch bearers or can 
be fighting men known as men-at-arms. A character can only employ as 
many hirelings at once as indicated by CHA score.  

Hirelings will generally work for a set salary (often 1 gp/day for non-
combatants, 2 gp/day for men-at-arms) but will usually want at least 
ǘƘǊŜŜ ŘŀȅǎΩ Ǉŀȅ ƛƴ ŀŘǾŀƴŎŜΦ ¢ƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ǊŜŀŎǘƛƻƴ ŀŘƧǳǎǘƳŜƴǘ 
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 
ŘŜŎƛŘŜ ǘƘŜ ǇƻǘŜƴǘƛŀƭ ǊŜǘŀƛƴŜǊΩǎ ǊŜŀŎǘƛƻƴǎΥ 

2 Agrees to offer, -1 morale bonus 
3-5 Agrees to offer 
6-8 Reroll, chance to better offer or back out 
9-11 Declines offer 
12 Declines offer, +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. 
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Hunting (1-in-6) provides food for 1d6 characters in the wilderness 
and takes all day. It is rolled once per hunter. Green characters gain a 
+1. Any character with a bow, crossbow, sling, javelin or spear gains a 
+1. 

 

Illusions ŀǊŜ ƴƻǘ ǳƴŎƻƳƳƻƴ ŀƴŘ ŀ ŎƘŀǊŀŎǘŜǊ Ŏŀƴ ǘǊȅ ǘƻ άŘƛǎōŜƭƛŜǾŜέ ŀ 
suspected phantasm by spending one round in the attempt. Usually, a 
successful save vs. magic means success. The GM rolls saves for 
disbelief checks. Failure indicates that the character believes what he 
or she sees to be real, though further attempts to disbelieve are 
allowed at a cumulative -1 for each successive attempt. 

Characters who have successfully disbelieved an illusion can give others 
a +4 bonus by communicating the true nature of the illusion to them. 

 

Listening at Doors (1-in-6) takes one minute. 

 

Magical Scrolls may be created by wizards of any spell that they know 
beginning at 2nd level. Creating a scroll costs 100gp in materials per 
spell level and takes 1 week. When a scroll spell is cast or copied into a 
spell book, it vanishes from the scroll. 

 

Mining Skills (2-in-6) represent a range of skills most useful in caves, 
tunnels, and underground construction. The specific skills include the 
ability to detect stonework traps, false walls, hidden construction, and 
determining if passageways are sloped. 

 

Morale must be checked whenever a hireling or retainer is exposed to 
a particularly perilous situation or given orders which they deem unfair. 
wƻƭƭƛƴƎ ǳƴŘŜǊ ǘƘŜ bt/Ωǎ ƳƻǊŀƭŜ ǎŎƻǊŜ ƻƴ нŘс ƛƴŘƛŎŀǘŜǎ ǘƘŀǘ ǘƘŜ ŎƘŜŎƪ ƛǎ 
successful and the NPC complies or keeps fighting. Failure indicates 
that the NPC will not follow orders and will likely flee. Roll 1d6 for each 
hireling and retainer to check for a morale modifier: 

1 +1 morale, +1 loyalty 
2 +1 morale 

3-4 No modifier 
5 -1 morale 
6 -1 morale, -1 loyalty 

 

Movement Rate is expressed as a number, usually 120, 90, or 60 for 
characters, and is based on armor worn. This number is used to 
determine the distance that can be moved in a time unit depending on 
the current situation: 

Dungeon 
Exploration 

Feet moved per turn while moving cautiously 
and/or mapping 

Combat 
Movement 

Move 1/3 of move rate in feet per round and 
make an attack or take an action OR 2/3 of 
move rate if the attack/action is skipped 

Running Move full move rate  in feet per round 
Outdoor 

Movement Yards moved per turn 

 

Picking Pockets (1-in-6) includes filching or snatching pouches, 
scrolls, and small weapons or gear. A +1 or -1 is given for every three 
ƭŜǾŜƭǎ ǘƘŜ ǘŀǊƎŜǘ ƛǎ ōŜƭƻǿ ƻǊ ŀōƻǾŜ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ƭŜǾŜƭΦ ! Ǌƻƭƭ ƻŦ с 
probably indicates that the attempt has been noticed. 

 

Poison 
 

Religion is not a component of the game. There may be beings in the 
game who call themselves gods or goddesses, and there may be people 
who worship them. But those beings are really nothing more than very 
powerful monsters.  

 

Retainers, also known as henchmen, are special hirelings who partner 
with a character in hopes of successful adventuring or out of loyalty. 
They are classed NPC adventurers and earn half-shares of treasure. A 
PC can only have a limited number of retainers ever, indicated by the 
ŎƘŀǊŀŎǘŜǊΩǎ /I! ǎŎƻǊŜΦ 

Retainers must be hired in the same manner as normal hirelings, but 
the offer must include at least a half-share of treasure and basic 
adventuring gear. Once a retainer has been acquired, it begins with a 
+1 morale bonus.  

In addition to standard morale checks, a retainer must make a morale 
loyalty check at the end of each session. Failure indicates that the 
retainer is breaking the partnership and setting out on his or her own 
career. 

Players will usually control retainers that their PCs employ, but the GM 
may veto actions or even take over the character as needed. Retainers 
earn a half-point of experience per session. 

 

Secret Doors (1-in-6) can be searched for in a 10Ωx10Ω area in one 
turn. They are also found if the correct method of opening performed. 

 

Sneaking (1-in-6) cannot be successful if the subject is already aware 
of the character. Unarmored characters or those wearing leather or 
studded gain a +1. Plate mail gives a -1. Green characters gain +1 if 
alone or with only other Green characters. 

 

Ships and Boats can be used for water travel. 

Crew 
Sail 
Feet 
/Turn 

Row 
Feet 
/Turn 

Sail 
Miles 
/Day 

Row 
Miles 
/Day 

Cargo 
(lbs.) AC Struc HP 

Boat, river 10 - 60 - 36 3,000 8 20-45 

Boat, sailing 1 120 - 72 - 2,000 8 20-45 

Canoe 1 - 60 - 18 600 9 5-10 

Galley, large 250 120 90 72 18 4,000 7 95-120 

Galley, small 100 150 90 90 18 2,000 8 75-100 

Galley, war 400 120 60 72 12 6,000 7 125-150 

Lifeboat 1 - 30 - 18 1,500 9 12 to 18 

Longship 75 150 90 90 18 4,000 8 65 to 80 

Raft 1 - 30 - 12 рκǎǉ Ω 9 рκǎǉ Ω 

Sailing Ship, large 70 120 - 72 - 30,000 7 125-180 

Sailing Ship, small 12 150 - 90 - 10,000 8 65-90 

Sailing Ship, transport 12 120 - 72 - 30,000 7 125-180 
 

If a vessel is damaged to 0 or fewer structural hit points, it will no 
longer move and ship weapons no longer function. The ship will sink in 
1d10 rounds. 

1 structural hit point equals 5 normal hit points. 1 shp can be repaired 
in 1 turn by 5 crew members up to half total damage suffered. The 
remaining damage can only be repaired in port or on shore. Every 10% 
of shp lost reduces speed by 10%. 

 

Swimming is normally automatic at half normal movement rate unless 
the character does not know how to swim, in which case it has a 1-in-6 
chance of success every round and movement is at one-quarter normal. 
Characters with gear exceeding a knife or similar held in the teeth ore 
wearing armor must check for success each round as follows: 

Leather or Studded 3-in-6 
Ring or Scale 2-in-6 

Chain or Banded 1-in-6 
Plate Cannot Swim 

Light Gear -3 
Heavy Gear -5 

 

The first round in the water does not require a check.  

Armor can be removed (it sinks to the bottom): Leather and studded in 
1 round, ring or scale in 2 rounds, chain or banded in 3 rounds, and 
plate in 4 rounds. Gear, weapons, and shields can usually be dropped 
immediately. 

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

¢ƘŜ ŎƘŀǊŀŎǘŜǊΩǎ {¢w ŀŘƧǳǎǘƳŜƴǘ ŀǇǇƭƛŜǎ ǘƻ ǎǿƛƳƳƛƴƎ ŎƘŜŎƪǎ. 

 
Thief Skills are listed below. Several of the skills are similar to 
standard adventuring abilities possessed by all characters, but the thief 
skill is more specialized and increases as the character goes up in level. 

Thief skill checks are made by rolling 1d12. If the target number or 
lower is rolled, the attempt is successful. Many times the chance of 
success will be modified due to circumstances. Some thief skill checks 
will be rolled secretly by the GM as the player will not know if the 
attempt was actually successful or not.  
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Thief Skills (d12) 

Level Climb 
Walls 

Pick 
Locks 

Find or 
Remove 
Traps 

Pick 
Pockets*

 
Move 

Silently 

1 5 4 3 4 3 
2 6 5 4 5 4 
3 6 5 5 5 4 
4 7 6 5 6 5 
5 7 6 6 6 5 
6 8 7 7 7 6 
7 9 7 7 7 7 
8 9 8 8 8 8 
*  -1 or +1 per 3 levels the target is higher or lower than the picker 

Level Climb 
Walls 

Hide in 
Shadows 

Hear 
Noise

 
Backstab 
Damage  

1 9 3 3 x2  
2 9 3 4 x2  
3 10 4 4 x2  
4 10 4 5 x2  
5 10 5 5 x3  
6 11 5 6 x3  
7 11 6 6 x3  
8 12 7 7 x3  

 
Pick Locks can only be accomplished with lock picks. A failed attempt 
may not be tried again until the next hour. Three consecutive failed 
attempts on the same lock indicate that the thief cannot try again until 
he advances in level. The quality of the lock can affect chances. 

Find/Remove Traps pertains to small mechanical devices such as 
poisoned needles, spring blades, and the like. Finding and removing are 
separate actions, and a roll of 12 during either attempt may indicate 
that the trap has been accidentally sprung. The GM rolls for finding 
attempts. 

Pick Pockets includes purse snatching and filching small items. A +1 or -
1 modifier applies per three levels that the target is higher or lower 
than the thief. A high roll may indicate that the attempt has been 
noticed. 

Move Silently is the ability to move with no discernable sound or 
disturbance. The GM may need to make this roll. 

Climb Walls includes other vertical surfaces and assumes that at least 
some cracks and ledges exist for hand and toe holds. A negative 
modifier will apply for smoother or slippery surfaces. High rolls may 
indicate that a fall from near the top has occurred. 

Hide in Shadows is the ability to blend into dark areas without physical 
cover or concealment. No thief already under observation may 
successfully hide. The GM may need to make this roll. 

Hear Noise includes listening at doors and through thin walls. The GM 
makes this roll as the thief does not know whether or not there is 
anything to hear. 

Backstab Damage Multiplier is not rolled for but simply applied to any 
melee attack made from behind when the target is unaware of the 
attacker. 

 
Time is tracked in: 

Rounds 10 seconds 
Minutes 6 rounds 

Turns 10 minutes 
 

Tracking (1-in-6) can be attempted outdoors by any character. 
Tracking groups of 5 or more gives a +1 bonus. Those making obvious 
signs of passing may be tracked automatically. 

Green characters have advanced tracking skills which can also be used 
indoors or underground. Roll 1d12 and consult the table below when 
Green characters attempt to track. If the result is equal to or less than 
the target number, the tracking is successful. 

Level Outdoors Indoors Underground 
1-2 7 3 4 
3-4 8 4 5 
5-6 9 4 5 
7-8 10 5 6 

Modify the roll as follows: 

-1 if the target is moving quickly and/or carelessly 
-1 for every five creatures in the group being tracked 
+1 for every hour of precipitation 
+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 

 
Traps (1-in-6) can be searched for in a 10Ωx10Ω area in one turn. A roll 
of 6 on this check may indicate that the trap has been sprung. 

Actions that could trigger the trap usually have a 2-in-6 chance of doing 
so for each group. 

 

Wilderness Movement is calculated by dividing move rate by 5 to 
get the number of miles that can be walked. A character with a move 
rate of 120 can travel 24 miles in one day in clear terrain. 

Other conditions will reduce the distance traveled in a day by fractions, 
as detailed below: 

Desert, hills, wooded areas -1/3 
Thick jungle, swamps, mountains -1/2 

Road travel, clear wide trails +1/2 
 

Flying travelers move at twice the overland distance as those on the 
surface but can be delayed or threatened by hazardous weather 
conditions or high mountains. 

Waterborne travel is covered under Ships and Boats 
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6   Encounters and Combat 
 

Combat in Wizards & Warriors occurs when communication or 
negotiation are unsuccessful or undesired. Clever characters do not 
attack first and ask questions later, but every adventure will likely have 
at least some combat against inhuman creatures or against NPCs. Much 
less frequently, player characters may fight other player characters. 

Combat rounds are usually resolved in the following order: 
1. Declaration of movement or actions 
2. Morale checks are made if required 
3. Initiative is rolled by each side 
4. Initiative winner acts first 
5. Movement is made 
6. Missile attacks are made and magical devices are used 
7. Spells are cast and undead are turned 
8. Melee combat occurs 
9. Initiative loser performs 5 ς 8 
10. If combat has not ended, next round begins 

 

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

1d20 + modifiers + target AC = 20+ 
Modifiers include STR or DEX adjustments, Hit Bonus due to level or hit 
dice, magical item bonuses or penalties, and modifiers due to situation. 
tƭŀȅŜǊǎ ǿƛƭƭ ƴƻǘ ŀƭǿŀȅǎ ƪƴƻǿ ǘƘŜ ǘŀǊƎŜǘΩǎ ŀǊƳƻǊ Ŏƭŀǎǎ ƻǊ ŀƭƭ ƻŦ ǘƘŜ 
modifiers the GM is using. 

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

 

 

Binding Wounds restores 1d4 hit points after combat or other events 
which cause damage (such as a fall.) Only hit points lost in that combat 
or event may be restored. Binding must be performed within 1 turn of 
the end of the combat or event. It takes 5 minutes 

If a character is unconscious, another character may bind his wounds to 
immediately revive him with 1d6-1 (minimum 1) hit points. Characters 
can only bind wounds once per combat or event, their own or someone 
ŜƭǎŜΩǎΦ 

 

Blindness causes attackers to suffer a -4 modifier to their to-hit rolls 
ŀƴŘ ǘƘŜȅ Ŏŀƴ ƻƴƭȅ ŀǘǘŀŎƪ ƛŦ ǘƘŜȅ ǎǳǎǇŜŎǘ ǘƘŜƛǊ ǘŀǊƎŜǘΩǎ ƎŜƴeral location. 

 

Charging attackers must ōŜƎƛƴ ǘƘŜ ǊƻǳƴŘ ƳƻǊŜ ǘƘŀƴ Ѻ ƻŦ ǘƘŜƛǊ ƳƻǾŜ 
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  
penalties still apply. Targets with pole arms, spears, or tridents get a 
free first attack (plus see Setting Shafted Weapons), then the charging 
character attacks with a +2 bonus to-hit. Natural 20s on to-hit rolls 
when charging indicate double damage. 

Only one charge may be made every 10 rounds of combat. 

 

Chases occur when pursuers and pursued move at the same speed. If 
fleeing group is faster, check for evasion. If pursuing group is faster, 
combat begins.  

Both sides roll 1d6 each round. Difference in rolls indicates distance in 
tens of feet that the gap widens or closes. If gap closes to less than 10 
feet, combat begins. If gap widens to 120 indoors/underground, 
pursuers must check morale; those that fail stop pursuit. If gap widens 
to 360 outdoors, check for evasion. 

 

Compelling the Undead is similar to turning undead (see below) 
except that instead of holding them at bay or driving them off, success 
indicates that the wizard has gained temporary control of the undead 
creatures. Compelled undead will not be able to attack the wizard or 
nearby allies as long as the wizard continues to compel. 

Mindless undead with fewer than 3 HD such as skeletons and zombies 
can be given new orders by the compeller; these orders will be obeyed 
2d6 rounds (normal success), 2d6 turns (success +6) or permanently 
(success +12) . 

Intelligent undead successfully compelled will act as if affected by a 
command spell (normal success), a suggestion spell (success +6), or a 
charm monster spell (success +12). 

 

Cover and Concealment provides a -1 to -4 penalty to missile attacks 
depending 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 bonus to saving 
throws against attacks which must come through the cover, including 
area affects (such as fireballs ƻǊ ŘǊŀƎƻƴΩǎ ōǊŜŀǘƘΦύ 

 

Darkness grants targets a -4 modifier to to-hit rolls against them and 
they can only be attacked by those who suspect their general location. 

 

Energy Drain attacks can drain either ability scores or levels of 
experience from characters. There is usually no saving throw. These 
losses can possibly be restored by powerful magic. Levels lost this way 
can also be re-gained by further adventuring. 

Characters that lose points or levels are immediately altered to use the 
new modifiers for the new abilities, and a character that loses a level or 
a CON bonus to hit points must immediately roll new hit points. The 
lower between the previous total and the new is kept. Existing damage 
is deducted from the new hit point level. 

Characters who have an ability score or their level reduced to 0 die 
immediately and get no saving throw. 

 

Evasion can be attempted when more than 360 separates groups. If 
one side has surprised the other, the surprising side can evade 
automatically. If one group is unaware of the other, evasion is 
automatic if they remain unaware. Otherwise, roll 1d20 and check on 
the following table: 

9ǾŀŘŜǊΩǎ 
Group Size 

Base 
Chance 

Relative tǳǊǎǳŜǊΩǎ DǊƻǳǇ {ƛȊŜ 

Up to 25% 26-75% 76%+ 
Up to 4 10 0 +4 +8 
5 to 12 7 0 +3 +5 
13 to 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) and -1 (if 
pursuers are faster.) Each evasion attempt takes 1d6 turns. 

A result below the target number indicates that evasion is successful in 
1d6 turns. Failure by 5 or more indicates that the pursuers have caught 
the evaders and combat begins. Failure by less than 5 or less means 
check for evasion again. 

 

Damage is considered to be a combination of fatigue, loss of mettle, 
and actual injury. Lǘ ƛǎ ŘŜŘǳŎǘŜŘ ŦǊƻƳ ŀ ǘŀǊƎŜǘΩǎ Ƙƛǘ ǇƻƛƴǘǎΦ A blow which 
damages a target down to 0 hit points or lower is always considered to 
have physically wounded the target significantly. 

 

Declaration of movement or actions (including attacks) must be made 
before initiative is rolled. They cannot be changed, but they can be 
cancelled completely and the character takes no further action that 
round. If a declared target goes down or leaves the combat before a 
character makes an attack, another nearby target may be substituted if 
the GM allows. 

 

Dropping Treasure (3-in-6) may cause some pursuing monsters to 
stop and collect it. This may also work if food is dropped for hungry and 
less-intelligent monsters. 

 

Gaze Effects do not need a to-hit roll and work even if the monster 
with the gaze effect lost initiative. Any character that looks into the 
eyes of a monster with a gaze attack must save or be affected based on 
the following table: 

Character Surprised No attack allowed Save at -2 
Viewing Normally No attack allowed Save normally 

Attacking Normally Attack normally Save at +1 
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 
 




