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In your hands (or on your screen) is a game of imagination. Role playing grew from the 
wargaming hobby in the 1970s and soon exploded as a major form of entertainment. Barrows & Wights
goal is to produce a version of those classic role playing games that is as simple, useful, and fun as 
possible.  Boiling it down to the very basics and allow the referee and players to add whatever house 
rules they need to give the flavor they wish. 

This is not, was never intended to be a direct clone of any of those great systems. It uses some 
modern gaming ideas to keep it simple, and allow the Referee freedom to alter this how they wish with 
house rules.   You are not really playing Barrows and Wights (or any old school game) without you 
own “House rules” to flavor the game as you see fit.   

 What is a Role playing game? 

Role Playing game provide a structure for group imagination. You can play the heroic knight 
defeating dragons and feared undead like wights. You can play the moody drifter who comes into town 
to set things right, or you can play an anti-hero or even a simple tomb robber who wants nothing more 
then gain untold wealth. The limit is your imagination. In Barrows and Wights there is a few key things
to remember. 

One person will be the Referee, who will provide the adventure background and help adjudicate
when combat or other events happen. Then you have the players, who will control one or more player 
characters (PCs) who will go though the adventure and solve the issues presented, and hopefully return 
with wealth beyond measure. While interacting with Non-player characters (NPCs) run by the Referee. 
Over time, as treasure is collected and monsters are defeated, the PCs will gain additional power to be 
able to solve more difficult challenges.

 A number of dice is used in Barrows & Wights. Most will know of the normal six sided die 
(d6). In addition, 4 sided (d4), eight sided (d8), 10 sided (d10), 12 sided (d12), and 20 sided (d20) dice 
are used. Sometimes there will be abbreviations such as 3d6, This is asking that you roll 3 six sided 
dice.

 There are also some key concepts that players and referees must understand. The first concept 
is that this is to have fun. The 2nd concept is that it is expected that the Referee of your game will have 
additional rules (called house rules) based on the game needs. This is a key part of the charm of the 
game that Role Playing Games are just as much art as a science. However, as a player remember a few 
rules and you will have fun. 

1. The Referee is always right. 
2. Each character has a role. 
3. Bringing friends (henchmen), is almost always a good option. 
4. A good game session will include humor, action, tension, and adventure in equal parts. 
5. Sometimes your character will die. This is a risk of adventure. The good news is that due to the 
simplicity of the rules, you can have a new character in five to ten minutes rejoining the action. There is
also no shame in a PC buying a tavern and retiring



Attributes 

The basic attributes are numbers representing the Strength(STR), Dexterity(DEX), Intelligence(INT), 
Wisdom(WIS), Constitution(CON), and Charisma of a character. Normally this is generated by rolling 
3d6 for each attribute in the above order.  Another option is to choose a class, and then Keep rolling the
Prime requisite of that class till you get a 15+, then roll the rest of the results in order.

Prime Requisite

Each class has it own primary attribute, called its Prime Requisite.   For Fighters, it is Strength (STR), 
For Clerics, it is Wisdom (WIS), for Magic-Users, it is Intelligence(INT), and for Thieves it is 
Dexterity(DEX).   If a PC has a 15+ score in it Prime Requisite, they gain a 10% bonus on all XP 
earned.    Combined classes need a 15+ Score in BOTH Prime Requisites to gain the bonus.  

Attribute Modifiers 

Barrows & Wights does not give a wide range of attribute modifiers to characters. The following chart 
is used to determine the modifiers. 

Attribute Score Description Modifier

3 Very Low -2

4-8 Low -1

9-12 Normal 0

13-17 High +1

18 Very High +2

Strength(STR) Strength represents how strong the character is. It is used in general checks that require
brute force, and the attribute modifies attack and damage of melee weapons. 

Dexterity(DEX) Dexterity represents how quick and sure footed the character is. It is used in general 
checks that require speed or quickness, and the attribute modifies attack and damage of ranged 
weapons like bows. 

Intelligence(INT) Intelligence represents how book smart the character is. It is used in general checks 
that require quick thinking, and determine the number of languages known, and helps a magic user 
learn spells. 

Wisdom(WIS) Wisdom represents how good the judgment and insight the character has. It is used in 
general checks that require judgment and self control, and the attribute modifies saving throws (ST). 

Constitution(CON) Constitution represents how healthy the character is. It is used in general checks 
on health, and the attribute modifies the number of hit points per hit die (HD) you can have. 

Charisma(CHR) represents how good looking and personable the character is. It is used in general 
checks that interaction with others, and the attribute modifies the number of henchmen the player may 
have. 



Common terms

Saving Throw(ST) Saving throws are rolls on a d20 to avoid a fate such as being poisoned or taking 
the full brunt of a dragon breath. 

Hit Points(HP) Hit points represent how much damage and injury a character can have before dying. 
As a character takes damage in combat, his or her hit points will be reduced. If hit points goes under 
zero, the character dies! If at zero, the character passes out. (Note: some referees will have a house rule 
on this, so please check with your referee) 

Experience Points (XP) Experience Points are points given out by obtaining treasure, killing monsters,
and general role playing in the game. A guideline is one XP point per gold piece of treasure collected, 
plus 20 XP per HD of creatures defeated, plus any bonus the referee wishes to give. However it is up to
the referee on how many XP will be granted. 

Alignment In game, the overall forces of the nature and the god(s) is represented by three alignments, 
Law, Chaos, and Neutrality. In general (but not always), law is viewed as “Good”, Chaos as “Evil”, and
Neutrality as being indifferent. However referees may use an alignment structure that modifies, or 
completely replaces this system. 

Experience Bonus Many classes have an Experience Bonus if some conditions are met. This allows 
characters to gain additional XP so that they can level faster. For example, if Rusk the fighter has a 
10% XP bonus, and the referee gives everyone 1000 XP for the session, Rusk will gain 1100 XP for the
session. 

Rounding: if a number needs to be rounded, it always in favor of the players

Retirement of Characters At some point, you may have characters that reach their maximum level. 
There is no set rule on what happens at this point. A character might retire to a castle, may seek to be an
immortal, or the referee might make additional levels for the character to advance. 

Player Character Races

There are four races that player characters can be.  It is up to the referee to decide if any “Half races” 
can exist, be it though natural reproduction or the use of magic.   

Humans:   Humans are the standard race in Barrows & Wights.  Humanity excels at being hardy and 
tough, and get an extra 1d6 hit points at character creation. 

Dwarves: The dwarves are an underground people who live in great cities. Due to their underground 
nature, they can detect slopes, rises, and slight turns in underground passages. In addition they have 
darkvision for 60 feet, which allows them to see in the dark (However light/heat sources like torches 
ruins darkvision). Due to their non-magic nature, they gain +2 on all saving throws dealing with Magic.

Elves: While thin and fay, elves are not to be trifled with.  They have darkvision and are immune to 
Ghoul paralysis. Due to their ability to commune with nature, they have a +2 on all saving throws 
dealing with Poison.



Halflings: Looking like child sized humans, most halflings rather work the earth, produce (And eat) 
food and drink, or smoke pipes.   Halfings normally reside in peaceful rural settlements staying away 
from the politics and issues of “Big folks”. Those that do venture out quickly learn they cannot use 
“Long” weapons (Long-swords, Longbows, and two handed weapons), but naturally are resistant to all 
sort of things.  (+1 on all saves.)  

Classes

A Class is the archetype or role that each character plays in the overall adventuring party. In Barrows &
Wights there are four classes, The Fighter, The Cleric, The Magic User, and the Thief.  

Humans can be any class, while other races are restricted on what class they can be.  Races are on the 
vertical, classes are on the horizontal (IE a Dwarf can be a fighter and cleric, but not a magic user or 
thief.

Race Fighter Cleric Magic-User Thief

Human Y Y Y Y

Dwarves Y Y N N

Elves Y N Y N

Thief Y N N Y

Combination Classes

Sometimes someone wishes to play two classes combined.    This is allowed as long as the Race can be 
both classes (For example, a Dwarf can be a Fighter-Cleric, but not a Fighter-Magic user)  

However the following restrictions apply.

Weapons:  They can use the most weapons of the MORE permissive class
Armor: They can use the armor of the LEAST permissive class
Magic Items: They can use the magic items of the MORE permissive class
Alignment:  They can be the alignment of the LEAST permissive class
XP: Add the XP for each class and combine them, that is the XP required to gain a level.
Prime Requisite: To gain the XP bonus, the PC must have 15+ in BOTH Prime Requisites
Hit Dice (HD):  Roll both dice, and divide by two (2) then add any CON bonus.
Attack and Saving throws: whichever is the most favorable to the player.
Special Abilities:  The PC has the special abilities of BOTH classes.

Example:   Amy wants to play a Dwarven Fighter-Cleric named Kalli.    Kalli will be able to use any 
weapon, (per the fighter), use any armor, and read clerical scrolls.   Kalli will roll a 1d8 and a 1d6, and 
divide the result by two.  Only at that point will any con bonus be added.   Kalli will be able to turn 
undead, cast clerical spells, and get the extra attacks as a fighter as Kalli advances.   However Kalli will
need 3,502 XP to go from 1st level to 2nd level.   



Fighter

Prime Requisite: Strength (STR)
Weapons: Any
Armor: Any
Hit Dice: D8
Special abilities:  At 5th level, The fighter gets a 2nd attack per combat round.   At 8th level, the fighter 
gets three attacks per combat round.

Level Hit Dice(D8) XP required Notes

1 1 0

2 2 2,001

3 3 4,001

4 4 8,001

5 5 16,001 Two attacks per combat round

6 6 32,001

7 7 64,001

8 8 128,001 Three attacks per combat round



Clerics

Prime Requisite: Wisdom (WIS)
Weapons: Any blunt weapon
Armor: Any
Hit Dice: D6
Special abilities:  Starting at level 1, Clerics can attempt to “Turn Undead”.  At level 2, Clerics begin to
be able to obtain clerical magic.

Level Hit Dice(D6) XP required Notes L1 L2 L3 L4 L5

1 1 0 Can Turn undead

2 2 1,501 Gains spell slot 1

3 3 3,001 Gains spell slot 2

4 4 6,001 Gains spell slot 2 1

5 5 12,001 Gains spell slot 2 2

6 6 24,001 Gains 2x spell slots 2 2 1 1

7 7 48,001 Gains 2x spell slots 2 2 2 1 1

8 8 96,001 Gains 2x spell slots 2 2 2 2 2

Turning Undead

Clerics can turn undead.  Once per encounter, the cleric can instead of casting a spell or carrying out 
combat can call on the divine  by displaying their holy symbol to force the undead to retreat, or in some
notable cases, destroy them.  

The player rolls 2d6 to see if they succeed, and if they do, they roll 2d6 again to determine how many 
hit dice are turned.   The lesser undead are always turned before the more powerful undead.  

Level HD 1 2 3 4 5 6 7-9 10+

1 7 9 11 - - - - -

2 5 7 9 11 - - - -

3 3 5 7 9 11 - - -

4 T 3 5 7 9 11 - -

5 T T 3 5 7 9 11 -

6 D T T 3 5 7 9 11

7 D D T T 3 5 7 9



8 D D D T T 3 5 7
- Unable to turn    T Turned automatically   D Destroy undead 
Magic Users

Prime Requisite: Intelligence(INT)
Weapons: Knives, staffs
Armor: None
Hit Dice: D4
Special abilities: Cast Arcane Magic

Level Hit Dice(D4) XP required Notes L1 L2 L3 L4 L5

1 1 0 Gains spell slot 1

2 2 2,501 Gains spell slot 2

3 3 5,001 Gains spell slot 2 1

4 4 10,001 Gains 3x spell slots 4 2

5 5 20,001 Gains spell slot 4 2 1

6 6 40,001 Gains spell slot 4 2 1 1

7 7 80,001 Gains 3x spell slots 4 3 2 2

8 8 160,001 Gains 2x spell slots 4 3 3 2 1

Learning Arcane Spells

Unlike Clerics, who simply pray for their spells, Magic Users must study arcane books, known as 
spellbooks.   These expensive tomes allow Magic users to memorize spells, and once they are cast, they
are forgotten until the magic user can after a long rest read and memorize the spell again.

While every Magic User understands the spells read magic (which allows scrolls to be Identified), and 
write Magic (which allows scrolls to be written) all other spells must be learned the hard way.   When a
Magic user wishes to add a spell to his or her spellbook, they roll on the following table to see if they 
understand the spell.

Intelligence score Chance of learning Spell Max Spells per level

3 25% 4

4-8 40% 5

9-12 60% 6

13-17 80% 7

18 95% Unlimited

If a magic user fails to learn the spell, they can never add it to their spellbook and can only cast it from 
scrolls or items.   



Thieves

Prime Requisite: Dexterity(DEX)
Weapons: Any 
Armor: Leather only (No Shield)
Hit Dice: D4
Special abilities:  Backstab, Thief abilities
Note: can only be of Neutral or Chaotic alignment

Level Hit Dice(D4) XP required Notes

1 1 0 Backstab x2

2 2 1,201 Backstab x2

3 3 2,401 Backstab x2

4 4 4,801 Backstab x2

5 5 9,601 Backstab x3

6 6 20,001 Backstab x3

7 7 40,001 Backstab x3

8 8 80,001 Backstab x4

Backstabbing

If the Thief is behind the target, they get a +4 to hit.  If successful, the damage is multiplied by the 
backstab multiplier.  

Thief Skills

Thieves are famous for their ability to do special tasks.  The Referee may provide a modifier on some 
of these actions, thus the reason why some of these skills exceed 100% chance.  Any roll of 98 or 
higher is a failure no matter the modification.

Level Climb Pick-pocket Traps Hide Open Locks Read Language Scrolls Wands

1 85 30 20 35 25 30 10 5

2 90 35 25 40 30 35 15 10

3 95 40 30 45 35 40 20 15

4 100 45 35 50 40 45 35 20

5 105 50 40 55 45 50 40 35

6 110 55 45 60 50 55 45 40

7 115 60 50 65 55 60 50 45



8 125 70 60 75 65 70 60 55
Languages

There is more then one language spoken, thus some will be able to speak more then one language.

Everyone will be able to speak “Common” at some level.   

Intelligence Score Reading/Writing Languages

3 Illiterate 1 (common)

4-8 Basic figures 1 (common)

9-12 Literate 1 (common)

13-17 Highly Literate 2 languages

18 Polymath 3 languages

Optional rule:  Alignment Language

Some prefer to allow an Alignment language.   This simple language allows general concepts 
(examples: Danger, food, friend) to those who share an alignment but do not speak a common 
language.   This is a referee choice on if this is included.

Example languages

Language Name Who Speaks it Notes

Common All civilized folks This is the “common” language of the realm

Elvish Elves This is the Elven spoken in elvish courts, Elves who do not
know Elvish speak a local dialect.

Dwarf Dwarves This is the Language of the high halls of the Dwarves, 
Dwarfs who do not know dwarf speak a local dialect.

High Common Aristrocrats, Clergy Old texts are also sometimes found in the high common

Rockgrumble Trolls, Gargoyles Guttural and hard for many to speak it.

Orkish Orcs, Ogres A foul language of bad grammar

Goblin Goblins, Hobgoblins Debased Elvish, still good for limericks 

Draconic Dragons Dragons have been speaking this since the dawn of time

Lizardvolk Lizardmen, Snakemen A Smooth language of reptilian nature



Equipment 

Generally most items are sold in gold pieces(GP). The gold piece is a golden coin which has gold 
alloyed with lesser metals, and is the main coin of society. In addition to the gold piece there is other 
coins, which have the following values. 

• Copper Pieces (CP) are the least valuable coin, and 10 CP make one silver piece. 
• Silver Pieces (SP) are the next value coin, and 10 SP make one gold piece. 
• A Platinum Piece (PP) is worth five GP. 
• Referees may include other coins, one of the most common being Electrum pieces, which are worth 
five silver pieces, or ½ a gold piece. 

New characters start with 3d6x10 GP to equip a character. Treasure may be found in all sorts of coins, 
but merchants want gold pieces, and the local money changer will gladly exchange your coins for local 
gold pieces for a 10% fee. 

GENERAL ITEMS 

Item Cost (GP)

Backpack (300 coin capacity) 5

Bedroll 2

Case (scroll/map) 4

Crowbar 5

Flint and Steel 5

Garlic 10

Grappling Hook 5

Hammer 2

Holy Symbol (wood) 1

Holy Symbol (Silver) 25

Holy Water 25

Lantern 10

Lantern (Hooded) 30

Lantern Oil 1

Mirror (small steel) 5

Pole 10’ 1

Rations regular (Day) 1

Rations, Iron (Day) 5

Rope (Hemp)  50 foot 1

Rope (Silk) 50 foot 10



Sack (300 coin capacity) 1

Sack (600 coin capacity) 2

Shovel 1

Spellbook (Blank) 50

Spikes (12)(iron) 5

Torches (6) 1

Waterskin 1

Wolfsbane 10

TRANSPORTATION ITEMS 

Saddle bag 10

Rowboat 100

Cart 80

Galley (Large) 30,000

Galley (Small) 10,000

Horse, draft 30

Horse, riding 50

Horse, warhorse 500

Mule 20

Raft 40

Ship (sailing) 20,000

Riverboat 5,000

Wagon 160

Rickshaw 300

Saddle 25



Melee Weapons

Weapon Damage Cost

Battle Axe* 1d8 7

Hand Axe** 1d6 5

Short Sword 1d6-1 3

Dagger 1d4 3

Long Sword 1d6 10

Spear** 1d6 5

Club 1d4+1 -

Morning Star 1d6 5

Mace 1d6 4

Warhammer 1d6 8

Two Handed Sword* 1d8 25

Bastard Sword*** 1d6/2d4 (if two handed 15

Staff* 1d6 4

Flail 1d6 4

Polearm* 1d8 15

* Two handed Weapon
** can be used as Melee OR ranged weapon
*** Can be used as a single or double handed weapon

Weapon Damage Range Cost

Arrows (20) - - 5

Bolts (20) - - 5

Hand Ax 1d6 10 5

Longbow 1d6 70 40

Shortbow 1d6-1 40 25

Crossbow 1d6+1 80 25

Spear 1d6 60 5

Javlin 1d4 20 1

Sling 1d6 30 2

Silver arrow/bolt - 5

Stones (20) - 1



Pouch(stones) - 1

Quiver/Cast - 20
Armor

Armor Adjustment Cost

Leather Armor +2 20

Chain Mail +4 40

Plate Mail +6 150

Shield +1 10

Calculating AC

Some systems use a NEGATIVE AC system, where AC is subtracted from nine.   In Barrows & 
Wights, AC is added to 10.

Encumbrance and movement: 

Calculating Encumbrance, or the weight of what the character is carrying is normally a chore.  Barrows
& Wights simplicity is key, so your weapon, armor, and normal gear (normal gear is determined by the 
referee) is abstracted out.   However you do need to note what treasure (extra items, and glorious coin 
you may be carrying) and it is limited.   Items are given in coin weight, which is 1/10th of a pound.

As you wear and carry more, you are slowed down.   Someone who is unarmored not carrying items 
will go 160 feet per turn.   There is a number of ways this  base speed can be slowed down. 

– They are a Dwarf or Halfling, they are slowed down by 30 feet. (due to their short legs)
– If they are wearing leather armor, they are slowed down by 30 feet.
– If they are wearing Chain mail, they are slowed down by 60 feet.
– If they are wearing Plate mail, they are slowed down by 90 feet.
– Having more then 600 coin wight of treasure will slow you down by 30 feet.
– Having more then 1200 coin weight of treasure will slow you down by 60 feet.

These are cumulative (Example: A Dwarf in chain mail is slowed down by 90 feet per turn.)

There are several ways to speed up

– High STR gains 30 feet
– Very high STR gains 60 feet
– High or Very high DEX gains 30 feet.

(Note, base speed cannot exceed 160 feet/turn)

The base speed can be doubled if the area is already mapped or known to the party, or tripled if they are
running.  The maximum treasure that can be carried by any one person is 1800 coin. (180 pounds)



Combat
As the party explores the wilderness or dungeons, on occasion they will meet up with foes. Combat is 
not always the answer, but is always an option. 

Sometimes it might be best to talk to them, or to sneak away. Sometimes you will run away like the 
proverbial Monty Python knights from the holy grail. And sometimes, you just want to put your ax in 
the enemy. Combat has three stages: 

• rolling for surprise 
• rolling for initiative 
• carrying out combat. 

Surprise:
 If the referee deems that surprise check is needed, roll a 1d6. On a 1 you are surprised. Referee is 
allowed to alter that roll if the other side is quiet or set an ambush. Sometimes you will surprise the 
enemy. It is also possible (and quite humorous) when BOTH side are surprised. 

If one side is surprised, the other side gets a free round of action. If both are surprised, they stare at 
each other for a round. 

Initiative: All players roll a 1d20. This is the order of combat from lowest to highest. Anyone using a 
two handed weapon (both melee or ranged) goes at the end of the combat round. If tied, they are 
simultaneous. 

All henchmen go on a single roll, and all monsters do, unless the referee deems one a “hero” monster 
who gets an independent roll. Once combat initiative is set, it is not altered. 

Carrying out combat: At each player turn (as determined by initiative) the player decides what they 
wish to do. Some of the common actions are 
• Striking a foe with a weapon 
• Casting a spell 
• Using a magical item like a potion 
• Switching a weapon 
• changing position for an advantage 

This is no way a complete list 

To hit and roll for damage:

To hit:
To hit is calculated by rolling a D20, and adding any adjustments.  If it equal to, or exceeds the armor 
class of the target, it is a hit.  If it below the AC, then it is a miss.

Rolling a 1 on a D20 is always a miss, and a 20 is always a hit, and does max damage.



Combat adjustments

Class Combat bonus

Normal Men 0

Fighter L1-3 +1

Fighter L4-6 +3

Fighter L7 +5

Fighter L8 +7

Cleric and Thief L1-4 +1

Cleric and Thief L5-7 +3

Cleric and Thief L8 +5

Magic User L1-5 +1

Magic User L6-7 +3

Magic User L8 +4

Monster HD < 1 0

Monster HD 1 +1 

Monster HD 2 +2

Monster HD 3 +3

Monster HD 4 +4

Monster HD 5-6 +6

Monster HD 7-8 +8

Monster HD 9-10 +10

Monster HD 11+ +12

In addition, the adjustments for any magical weapon is added to this roll.

For example:   If Howard is a 4th level fighter with a +1 sword, the adjustments would be +4, (+3 from 
Howard’s level, and +1 from the sword.

Damage: Roll for damage based on the weapon. The Referee will tell you of any adjustments needed. A
natural 20 always does max damage. 



Spells and Combat: 

Spell-casters can cast spells in combat. At the start of the combat round, the player will announce that 
they will cast a spell. The spell will go off at their initiative. 

For example: If Tomas the Mage wants to cast a spell magic missile, he will say at the start of the round
that he is casting magic missile.

 To cast a spell, a spell caster must be able to speak and not have his or her hands bound. In addition, 
the spell caster must not have been hit or otherwise disturbed in that combat round. If a spell caster is 
disturbed while casting the spell, the spell fails and is lost without it being cast. 

Needless to say, making sure enemy spell casters are hit each round (and keeping your spell casters 
from being hit) is a key tactic in combat. 

Spells cast from devices (such as wands, rods, and staffs) cannot be cast by a spell caster that has been 
hit, but will not be wasted. Scrolls however will be wasted if disturbed. 

Hirelings:

 Hirelings are highly recommended. These are men (or woman) at arms who help the party fight.   Most
PCs will be able to get 2 hirelings each, but this is adjusted by the Charisma score, so if the PC has a 3 
Charisma, they will be unable to hire any, and one with 18 will be able to hire four.

Hirelings will start as level zero men at arms. They will ask for 1/2 of a share of the treasure. 

They are normally armed with a weapon, leather or chain armor, and sometimes a shield. . You can hire
hirelings to also carry stuff and not fight (Many times called torchbearers), they will ask for ¼ of a 
share. 

The referee may decide after a Hireling has earned 500 XP that they become a first level fighter.

Quick Rules:

• Fall damage is 1d6 per 10 foot of falling. 
• Most characters have a 1 in six (1 on a d6) chance of finding secret doors. Thieves and Dwarves find 
them in a 2 in six (1-2 on a d6) chance 
• PCs only have one amulet, one pair of boots, one amulet, two hands, two rings, one belt, and so on.  
Unless all have darkvision, someone will need to carry a light or the party may become terribly lost.



Magic

Spells are the stuff of magic.   By the gods, or deep research in things that ought not be known, the 
spell caster learns how to channel arcane (magic users, elves), or divine (cleric) energies for their 
bidding. Clerics cannot cast arcane magic, and magic users and elves cannot cast clerical spells. (Note: 
referee is always right).

. Gaining spells: Clerical spells come from the gods, and thus they need just pray for them at rest and 
they will gain the spells as per allowed by their level. Magic Users and Elves rest and memorize spells 
from spell books. 

Magic Users and elves can copy a spell found on a scroll or spell book into their own spell books, 
which will use up the spell in that spell book or scroll.  (If they are able to understand the spell)

 Memorizing a spell from a spell book does not use up the spell.  

 Spells must be cast from a device (such as a wand), from memory, or from a scroll. Magic scrolls can 
be read by Magic Users and Elves,  Clerical scrolls can be read by Clerics, and both types of scrolls can
be read by thieves of who pass their skill check (failure results in the spell being lost. There is no rule 
that prohibits a magic user or elf creating a backup spellbook. 

Spell Lists: 

The Default spell list is found in the book “Yew Games Little Book of Magic for Old School Games”

Saving throws 

Note, Monsters save as Fighters of the level of their HD unless otherwise noted.  Thieves save as 
Clerics.  Roll a d20 and roll equal or higher.

Level Breath Wand/Touch Poison/ray Gaze Wand/Rod

Normal Men 16 14 13 15 17

Fighter 1-3 15 13 12 14 16

Fighter 4-6 13 11 10 12 14

Fighter 7-8 10 9 8 10 12

Cleric 1-4 16 12 11 14 15

Cleric 4-8 14 10 9 12 12

MU 1-5 16 14 13 13 15

MU 6-8 14 12 11 11 12

Monster 9+ HD 8 7 6 8 10
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not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as
Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and product
line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots,
thematic  elements,  dialogue,  incidents,  language,  artwork,  symbols,  designs,  depictions,  likenesses,  formats,  poses,
concepts,  themes  and  graphic,  photographic  and  other  visual  or  audio  representations;  names  and  descriptions  of
characters,  spells,  enchantments,  personalities,  teams,  personas,  likenesses  and  special  abilities;  places,  locations,
environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and
any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity,
and which specifically excludes the Open Game Content;  (f)  "Trademark" means the logos, names, mark, sign, motto,
designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open
Game License by  the  Contributor  (g)  "Use",  "Used"  or  "Using"  means  to  use,  Distribute,  copy,  edit,  format,  modify,
translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms
of this agreement. 
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game
Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that
you Use. No terms may be added to or subtracted from this License except as described by the License itself. No other
terms or conditions may be applied to any Open Game Content distributed using this License. 
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content. 
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent
that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this
License. 
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of
the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title,
the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you
Distribute. 
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except
as expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You
agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a
work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of
such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall
retain all rights, title and interest in and to that Product Identity. 
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are
distributing are Open Game Content. 



9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under any
version of this License. 
10.  Copy of  this  License:  You MUST  include a  copy of  this  License with  every  copy  of  the Open Game Content You
Distribute. 
11.  Use  of  Contributor  Credits:  You  may  not  market  or  advertise  the  Open  Game  Content  using  the  name  of  any
Contributor unless You have written permission from the Contributor to do so. 
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all
of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open
Game Material so affected. 
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License. 
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable. 
15. COPYRIGHT NOTICE 
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 
System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip
Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James
Wyatt, based on original material by E. Gary Gygax and Dave Arneson.
Swords & Wizardry Core Rules, Copyright 2008, Matthew J. Finch
Swords & Wizardry WhiteBox Rules by Marv Breig, copyright 2008-2011 Matthew J. Finch 
Barrows & Wights by Zachariah S. Edwardson (2014-2023)
END OF LICENSE


