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Character Generation Overview
1. Roll ability scores, arrange to taste, and record attribute modifiers. 

a. Roll 4d6, drop the lowest and assign to taste. Racial modifiers cannot take a score higher than 
18 or lower than 3.

2. Pick Race: Human, Dwarf, Elf, Half-Elf, Halfing *Racial class restrictions apply, see table below.
a. Record any racial bonuses/abilities.
b. Roll for or decide on your age, height, weight and determine starting languages.

3. Pick Class: Fighter, Cleric, Mage, Thief, Assassin, Barbarian, Druid, Paladin, Ranger
a. Keep in mind some classes have minimum ability score requirements that must be met to qual-

ify for that class.
b. Note any special class features on your sheet + saving throw and document any XP bonus from

class prime requisites 
4. Level one Hit Points is your class Hit Dice max value + Con bonus. Example: A level 1 fighter uses 

1d10 for HD and has no Con bonus, his HP would be 10. *Multi-class characters follow a different 
method, see the Dual Classing and Multi-Classing chapter for more information.

5. Pick an Alignment allowed by your class: True Neutral, Neutral Good, Neutral Evil, Lawful Good, 
Lawful Neutral, Lawful Evil, Chaotic Good, Chaotic Neutral, Chaotic Evil.

6. Roll 3d6, multiply result by 10 for gold & buy equipment
7. Calculate your AC: 10 + Armor + Shield + Dex Bonus
8. Update your weight carried and move rate. 20 Coins=1lb. Weight Carried =  Armor/weapon 

weights + equipment + coins/treasure
9. Base Move Rate: 0-75 lbs. = 12, 76-100 lbs. = 9, 101-150 lbs. = 6, 151-300 lbs. = 3

a. These rates can be affected by your Str modifier, ex. Str15 gives +10 lbs to above rates. 
10. Name your character, think of any physical quirks, and write a couple lines about their background 

and personality.
11. XP Gain:

a. XP=GP – All gold, gems and other valuables secured from dungeons, monsters, etc, are worth 1 
point of XP per 1 GP of value.

b. XP per Defeated Monster/Enemy – This counts enemies slain, captured, avoided through trick-
ery, made an ally, or otherwise ‘defeated’. It should be noted this gives much less XP than trea-
sure recovered.

Race / Class Restriction Table
Dwarf Elf Half-Elf Halfling Human

Cleric Yes Yes Yes - Yes

Druid - Yes Yes Yes Yes

Fighter Yes Yes Yes Yes Yes

Paladin - - - - Yes

Ranger - Yes Yes - Yes

Mage - Yes Yes - Yes

Thief Yes Yes Yes Yes Yes

Assassin Yes Yes Yes - Yes

Multi-Class: Advance in multiple classes, simultaneously.
Dual-Class: Stop advancing in first class and choose a new class to go forward, regaining your former abili-
ties once your new class = the level of your old class.
Multi-Class Options:
Dwarf: Fighter/Thief
Elf: Fighter/Mage, Fighter/Thief, Mage/Thief, Fighter/Mage/Thief
Half-Elf: Cleric*/Fighter, Cleric*/Ranger, Cleric*/Mage, Fighter/Mage, Fighter/Thief, Mage/Thief, Cleric*/
Fighter/Mage, Fighter/Mage/Thief
* or Druid
Halfling: Fighter/Thief
Human: Single-class or Dual-class only
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Ability Scores
Roll 4d6 drop the lowest number, arrange to taste for each ability score. Scores modified by racial bonuses 
can not be above 18 or lower than 3.

Strength
Strength is a measure of muscle, endurance, and stamina combined. Strength is the forte of fighters, for they
must be physically powerful in order to wear armor and wield heavy weapons. This attribute has a chance 
to modify your to-hit and damage rolls for melee weapons and thrown weapons. It also how much weight 
you can carry, as well as your chances of forcing open doors or great feats of strength such as bending iron
bars/liing iron gates. 

Strength

Score To-Hit & Damage Adj.* Open Doors (d6)
Bend Bars/Li

Gates %
Carry Adj.

3 -3 1 0 -15

4-5 -2 1 1 -10

6-8 -1 1-2 4 -5

9-12 0 1-2 7 0

13-15 +1 1-3 10 +10

16-17 +2 1-4 13 +15

18 +3 1-5 20 +30

*This adjustment applies to all melee weapons and all thrown weapons.

Dexterity
Dexterity encompasses a number of physical attributes including hand-eye coordination, agility, reflexes, 
precision, balance, and speed of movement. A high dexterity indicates superiority in all of the above at-
tributes, while a low dexterity might well indicate that one of these attributes is actually superior, but that the 
others are very poor. 

Dexterity

Score Ranged To-Hit Adj. Armor Class Adj.

3 -3 -3

4-5 -2 -2

6-8 -1 -1

9-12 0 0

13-15 +1 +1

16-17 +2 +2

18 +3 +3

Constitution
Constitution is a term which encompasses the character’s physique, fitness, health, and resistance. Since con-
stitution affects the character’s hit dice and chances of surviving such great system shocks as being resur-
rected from the dead, it is of considerable importance to all classes. 

It is of utmost importance to understand that a character’s initial constitution score is also the maximum 
number of times the character can be raised from the dead/resurrected, and that each such revivification re-
duces the character’s constitution score by 1. Although a character’s constitution can be restored to its former
score, or even raised above this number, by magical means, this in no way alters the initial score limitation, 
nor dœs such magical change in constitution restore to the character additional chances for revivification. 
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The HP modifier indicates the number of points to adjust, plus or minus, your hit points per hit dice. A char-
acter with a Con score of 15 will receive one bonus hit point for every hit dice they have, as an example a 
level 1 fighter would start with 11 HP.
 

Constitution

Score HP Modifier System Shock

3 -3 40%

4 -2 45

5 -2 50

6 -1 55

7 -1 60

8 -1 65

9 0 70

10 0 75

11 0 80

12 0 85

13 +1 90

14 +1 92

15 +1 94

16 +2 96

17 +2 98

18 +3 100

Intelligence
Intelligence is quite similar to what is currently known as intelligence quotient, but it also includes mnemonic 
ability, reasoning, and learning ability outside those measured by the written word. Intelligence dictates the 
number of languages in which the character is able to converse. Moreover, intelligence is the forte of mages,
for they must be discerning in order to correctly understand magic and memorize spells. 

Intelligence

Score Bonus Languages Max Spell Lvl Learn Spell Chance

3-7 0 4 30%

8 1 5 40

9 1 5 45

10 2 5 50

11 2 6 50

12 3 6 55

13 3 7 65

14 4 7 65

15 4 8 75

16 5 8 75
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17 5 9 85

18 6 9 95

Wisdom
Wisdom is a composite term for the character’s enlightenment, judgment, wile, will power, and (to a certain 
extent) intuitiveness. It has a certain effect on saving throws against some magical attack modes. It is of ut-
most importance to clerics. Clerics with a Wisdom of 15 or greater will be able to cast an additional 1st level 
spell, on top of their normal progression pattern. Any character with a Wisdom of 13+ will receive a +5% XP 
Bonus.

Wisdom

Score Magic Saving Throw Adj.

3 -3

4-5 -2

6-8 -1

9-12 0

13-15 +1

16-17 +2

18 +3

Charisma
Charisma is the measure of the character's combined physical attractiveness, persuasiveness, and personal 
magnetism. A generally non-beautiful character can have a very high charisma due to strong measures of 
the other two aspects of charisma. It is important to all characters, as it has an effect on dealings with others,
principally non-player characters, mercenary hirelings, prospective retainers, and monsters. It absolutely dic-
tates the total number of henchmen a character is able to retain. It affects loyalty of all hirelings and retain-
ers. It is the key to leadership. Any character with a Charisma score of 13 or more receives a +5% XP Bonus.

Charisma

Score Max # of Retainers Retainer Base Morale Reaction Adj.

3 1 4 -2

4-5 2 5 -1

6-8 3 6 -1

9-12 4 7 0

13-15 5 8 +1

16-17 6 9 +1

18 7 10 +2

Character Races
The dealings which a character has with various races will be affected by racial preferences to some extent. 
Similarly, the acquisition of hirelings by racial type might prove difficult for some characters if they go out-
side a narrow field. Your Referee will certainly take racial preferences into account during interaction be-
tween your character and the various races which he or she will encounter. The following table serves as a 
general guide in determining which races your character will like, be rather indifferent to, or dislike. 
 

Basic Acceptability of Racial Type

Race Dwarves Elves Half-Elves Halflings Humans
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Dwarves P A N G N

Elves A P G T N

Half-Elves N P P N T

Halflings G G N P N

Humans N N T N P

P: indicates that the race is generally preferred, and dealings with the members of the race will be reflected 
accordingly
N: shows that the race is thought of neutrally, although some suspicion will be evidenced.
G: means that considerable goodwill exists towards the race.
A: means that the race is greeted with antipathy.
T: indicates that the race is viewed with tolerance and generally acceptance, if not loved.

Dwarves
Ability Score Adjustment: +1 Con, -1 Cha
Starting Languages: Alignment, Dwarvish

Dwarves are stout, bearded demi-humans, about 4’ tall and weighing about 150 pounds. Dwarves typically 
live underground and love fine crasmanship, gold, hearty food, and strong drink. They have skin, hair, and 
eye colors in earth tones. Dwarves are known for their stubbornness and practicality. They are non-magical 
in nature which gives them resistance to harm from magic and poison.

Combat: Due to their short height, dwarves cannot use longbows or two-handed swords or axes. However, 
they’re close enough to human-size that they may wear human sized armors without resizing.

Defensive Bonus: Due to their small size, dwarves gain a +2 bonus to Armor Class when attacked by large 
opponents (greater than human-sized).

Detect Construction Tricks: Dwarves are naturally cunning when faced with natural stone. When actively 
searching within 10 feet of natural stone they make a special check to detect the following:

• Grade or slope in passage: 1-5 on 1d6
• New tunnel or passage: 1-5 on 1d6
• Sliding/shiing walls or rooms: 1-4 on 1d6
• Stone traps and pits: 1-3 on 1d6
• Approximate depth underground: 1-3 on 1d6

Darkvision: Dwarves have darkvision up to 60’.

Listening at Doors: Dwarves have a 2-in-6 chance of hearing noises when listening carefully.

Resilience: Dwarves’ natural constitution and resistance to magic grants them a bonus to saving throws ver-
sus poison, spells, and magic wands, rods, and staves. This bonus depends on a dwarf’s CON score, as fol-
lows:

• 6 or lower: none
• 7-10: +2
• 11-14: +3
• 15-17: +4
• 18: +5

Elves
Ability Score Adjustment: +1 Dex, -1 Con
Starting languages: Alignment, Elvish

Elves are slender, fey demihumans with pointed ears. They have extremely long lifespans, being nigh im-
mortal. This long-term perspective gives them a tendency to seem aloof to the concerns of humans, or even 
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frivolous. Elvish music, arts and cras are renowned as the finest among all folk. Elves typically weight about
120 pounds are are between 5 and 5 ½ feet tall.

Charm and Sleep Resistance: Elves are 90% resistant to sleep and all charm-related spells.

Darkvision: Elves have darkvision to 60’.

Detect Secret Doors: Elves have keen eyes that allow them, when actively searching, to detect hidden and 
secret doors with a 2-in-6 chance and may even detect a hidden door by passing within 10 feet.

Immune to Ghoul Paralysis: Elves are completely unaffected by the paralysis ghouls can inflict.

Listening at Doors: Elves have a 2-in-6 chance of hearing noises when listening carefully.

Spirit-folk: Elves do not have souls the other races and their spirit remains tethered to the world if they are 
slain. Due to this difference, slain elves cannot be affected by Raise Dead or Resurrection. However, their lin-
gering spirit can inhabit a new body if a Reincarnation spell is used.

Half-Elves
Ability Score Adjustment: None
Starting languages: Alignment, Common, Elvish

Half-elves are the rare and blessed off-spring of elves and humans. Physically, they tend to combine the best
features of their parents, having the innate beauty of elves and the robust physique of humans. They are hu-
man-like in stature, but always have a feature that marks their elvish heritage (e.g. pointed ears or unusually
bright eyes).

Charm and Sleep Resistance: Half-elves are 30% resistant to sleep and all charm-related spells.

Darkvision: Half-elves have darkvision up to 60’.

Detect Secret Doors: Half-elves have keen eyes that allow them, when actively searching, to detect hidden 
and secret doors with a 2-in-6 chance and may even detect a hidden door by passing within 10 feet.

Human Soul:  Unlike their full elven parent, half-elves are imbued with the souls of humans and can raised 
using Raise Dead, Resurrection, in addition to Reincarnation.

Halflings
Ability Score Adjustments: +1 Dex, -1 Str
Starting languages: Alignment, Halfling

Halflings are small, rotund demi-humans with furry feet and curly hair. They weigh about 60 pounds and 
are around 3’ tall. Halflings are a friendly and welcoming folk. Above all, they love the comforts of home—
they are not known for their bravery. Halflings who gain treasure through adventuring will oen use their 
wealth in pursuit of a quiet, comfortable life.

Combat: Armor must be tailored to halfings’ small size. Likewise, halflings can not use Large weapons. They 
can not use longbows or two-handed swords or axes.

Defensive Bonus: Due to their small size, halfings gain a +2 bonus to Armor Class when attacked by large 
opponents (greater than human-sized).

Listening at Doors: Halflings have a 2-in-6 chance of hearing noises when listening carefully.

Resilience: Halfings’ natural constitution and resistance to magic grants them a bonus to saving throws ver-
sus poison, spells, and magic wands, rods, and staves. This bonus depends on a halfings CON score, as fol-
lows:

• 6 or lower: none
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• 7-10: +2
• 11-14: +3
• 15-17: +4
• 18: +5

Humans
Ability Score Adjustments: +1 to one ability score of choice 
Starting languages: Alignment, Common

Humans are spread far and wide on the land and represent the dominant race.  Humans are also more so-
cial and tolerant than most other races, accepting the company of elves, dwarves, and the like with notice-
ably less complaint. Because of these abilities and tendencies, humans have become significant powers 
within the world and oen rule empires that other races (because of their racial tendencies) would find diffi-
cult to manage.

Blessed: When rolling hit points the player of a human PC may roll twice and take the best result.

Leadership: All of a human’s retainers and hirelings gain a +1 bonus to loyalty and morale.

Additional Languages:
New characters with high Intelligence scores can choose to learn additional languages at the start of the 
game, or reserve their additional language “slots” for a future time.

Player Character Languages

PC Language Typical Speakers

Common (Regional) Most civilizations; may differ by region

Dwarven Dwarves

Elven Elves

Giant Ogres, giants, trolls

Goblin Goblins

Gnoll Gnolls

Gnome Gnomes

Halfling Halflings

Hobgoblin Hobgoblins

Kobold Kobolds

Orc Orcs

Age, Height, Weight
The below table represents the average age, height and weight of each race in conjunction with their class. 
The maximum age of your character is determined and tracked in secret by the Referee.

Race

Starting Age Aging Effects

Base Age Variable
Max Age
Range

Middle Age** Old Age*** Venerable****

Human 15 1d4 90+2d20 45 60 90

Half Elf 15 1d6 125+3d20 62 83 125

Elf 100 5d6 350+4d100* 175 233 350
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Halfling 20 3d4 100+1d100 50 67 100

Dwarf 40 5d6 250+2d100 125 167 250

*Upon attaining this age, an elf dœs not die. Rather he feels compelled to migrate to some mysterious, 
other land, departing the world of men.
** -1 Str/Con; +1 Int/Wis
*** -2 Str/Dex, -1 Con; +1 Wis
**** -1 Str/Dex/Con; +1 Int/Wis

Race

Height in Inches Weight in Pounds

Base* Variable Base* Variable

Human 60 / 59 2d10 140 / 100 6d10

Half Elf 60 / 58 2d6 110 / 85 3d12

Elf 55 / 50 1d10 90 / 70 3d10

Halfling 32 / 30 2d8 52 / 48 5d4

Dwarf 43 / 41 1d10 130 / 105 4d10

* Females tend to be lighter and shorter than males. Thus, the base numbers for height and weight are di-
vided into male/female values. Note that the modifier still allows for a broad range in each category.

Classes

Assassin
Requirements: STR: 12, DEX: 12, INT: 12
Prime requisite: Strength, Dexterity, Intelligence all 13+ (+5% XP Bonus)
Hit Dice: 1d6/level (Max 15 Hit Dice)
Armor: Gambeson, hide, leather, studded leather and any shield permitted.
Weapons: Any
Race: Human, Dwarf, Elf, Half-Elf
Alignment: Any Evil, Chaotic Neutral, Lawful Neutral

Assassins are a rare sub-class of thieves; they are trained killers, members of secret guilds and societies of 
their kind. As an assassin, you may begin the game as a very minor member of the nearest assassins’ guild,
a secret organization to which you and your fellow assassins have given dire oaths and pledges of loyalty. 
You are not an indiscriminate killer for hire, for the guild strictly regulates the actual assassination missions 
its members are permitted to undertake; and those that free-lance are quickly dealt with. As an assassin-ad-
venturer, you provide your allies with a mixture of thieving skills and combat capabilities, although you are 
not as proficient with thieving skills as a true thief, nor are you truly a front-line fighter. However, your ability
to disguise yourself can be of great advantage in certain situations, and your ability to use poisons and poi-
soned weapons can oen turn the tide in a desperate combat. It should be noted that most assassins attempt
to conceal their true profession as they are not well accepted in many societies nor is their use of poisons.

Class Overview

Saving Throw Bonus: Assassin’s gains a +2 bonus on saving throws against poison due to their inoculation 
during their training with poisons.

Retainers: An assassin cannot have any retainers until he attains 4th level; at that time lower level assassins 
may be taken into service. Upon reaching 8th level, the character may also include thieves among his retain-
ers. Upon reaching 12th level, the assassin may hire any class desired. However, only neutral or evil charac-
ters will serve an assassin.
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Backstab: When attacking with surprise, from behind, the assassin gains +4 to hit and multiplies their dam-
age with a level dependent modifier:

Levels
• 1-4: x2
• 5-8: x3
• 9-12: x4
• 13-16: x5

 Only the damage rolled on the damage die is multiplied, additional damage modifiers (strength, magic 
weapon etc.) are added aer multiplication. Note: The assassin may choose to use this ability to knock an 
enemy unconscious by using subduing damage during the backstab.

Assassination: When attacking an unaware and relaxed person the assassin has a percent chance to out-
right kill his target.

Level of
the As-
sassin

Level of the Intended Victim

0-1 2-3 4-5 6-7 8-9 10-11 12-13 14-15 16-17 18+

1 50% 45% 35% 25% 10% 1% - - - -

2 55 50 40 30 15 2 - - - -

3 60 55 45 35 20 5 - - - -

4 65 60 50 40 25 10 1% - - -

5 70 65 55 45 30 15 5 - - -

6 75 70 60 50 35 20 10 1% - -

7 80 75 65 55 40 25 15 5 - -

8 85 80 70 60 45 30 20 10 2% -

9 95 90 80 70 55 40 30 20 5 -

10 99 95 85 75 60 45 35 25 10 1%

11 100 99 90 80 65 50 40 30 15 5

12 100 100 95 85 70 55 45 35 20 10

13 100 100 99 95 80 65 50 40 25 15

14 100 100 100 99 90 75 60 50 35 25

15 100 100 100 100 99 85 70 60 40 30

Disguise: Characters of any class may don disguises, but assassins are masters of the art— able to create 
disguises that pass even close scrutiny.

• Chance of detection: Everyone the assassin meets has a 2% chance of spotting the disguise. This 
roll is repeated once every subsequent day of meeting. 

• Posing as another class, race, or sex: Increases the chance of being detected by 2% per change. 
Height and weight: A disguise may alter height (up to 3” shorter or 5” taller) or weight (slightly thin-
ner, much bulkier). 

Poison: Assassins are able to use poison on their weapons without the risk of making basic errors. Fighters 
who coat their swords with poison might – just might – make the mistake of absentmindedly rubbing their 
eyes before remembering to wash the deadly toxin from their hands. Assassins are not, however, trained at 
concocting poisons; most guilds employ an alchemist for such purposes. Below is a basic table showing the 
types of poisons that may be available to you through your guild. Tread carefully though as the use of poi-
sons is despised by all cultures and being caught possessing or administering poisons will most certainly re-
sult in a sentence of death.

Bloodstream Poisons
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Type Cost (GP)
Save Modi-

fier
Chance of
Detection

Onset Time
Effect (Save
Succeeds)

Effect (Save
Fails)

I 10 +4 80% 1d4+1 rounds None 15 hp damage

II 75 +3 65% 1d3 rounds None
25 hp dam-

age

III 600 +2 40% 1 round None
35 hp dam-

age

IV 1,500 +1 15% Instant None Death

Ingested Poisons

Type Cost (GP)
Save Modi-

fier
Chance of
Detection

Onset Time Effect (Save)
Effect (Safe

Fails)

I 5 +6 80% 2d4 rounds
10 hp dam-

age
20 hp dam-

age

II 30 +5 65% 1d4+1 rounds 15 hp damage
30 hp dam-

age

III 200 +4 40% 1d2 rounds
20 hp dam-

age
40 hp dam-

age

IV 500 +3 15% Instant
25 hp dam-

age
Death

V 1,000 +2 0% 1d4 turns
30 hp dam-

age
Death

Thief Skills (3rd): Starting at third level, the assassin begins training in thief skills to aid in his assassination 
missions and follows the table Assassin Skills Chance of Success below.

• Pick Pockets: The percentage chance is what the assassin needs to succeed in pilfering and filching 
small items. This skill can be raised above 100% to account for the increased chance of detection by
leveled characters. For each level of experience possessed by the target of pick pockets, there is a 
cumulative 5% reduction of the success rate. For example, an assassin with a 40% chance of suc-
cess targets a 5th level NPC so his success target is modified to 15%. If the Referee rolls a number 
greater than twice the chance of success, the assassin’s attempt is seen. This can also be used for 
other sleight of hand activities such as hiding a knife from a watchful guard.

• Open Locks: Assassin’s can pick locks but require thieves tools to do so. The quality of the lock 
may change improve or diminish the chance of success, this is calculated by the Referee. If the as-
sassin fails the attempt, the time is wasted but the assassin may attempt against but each attempt 
takes a 10-minute turn and may necessitate a wandering encounter check.

• Find/Remove Traps: This skill is used by the assassin to first detect, then remove small mechanical 
traps such as poisoned needles. The assassin can also use the Find Traps skill to represent their 
chances at setting small traps such as arrow traps, trip wires and spring-propelled missiles if they 
have the components on hand.
◦ Whenever an assassin desires to set a trap, they must provide a simple drawing or explanation 

to the Referee how the trap will function. If the chance to successfully set the trap results in fail-
ure, there is a chance of causing injury to the trap setter, just as if he had set such a trap off. 
This chance is rolled for separately. The drawing/description of the trap can modify the chances
for injury in cases where failure results. Modification can be upwards or downwards according 
to the complexity and danger of the trap. Note that even with a prepared mechanism for a poi-
son needle, for example, the trap must be set, and failure can result. Gloves or protective hand-
wear cannot be worn when setting such traps. 

• Move Silently: Any character may attempt to sneak up on an enemy but his is the ability to move 
with little sound and disturbance, even across a squeaky wooden floor, for instance. The Referee 
rolls this in secret and the assassin always assumes he is successful. If the roll fails the Referee will 
also check for surprise against the creatures the assassin is sneaking up to/past.

• Hide in Shadows: Assassins can make themselves very hard to see when lurking in the shadows. 
Anyone can hide, of course, but assassins are virtually invisible and can move around while hiding. 
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This can be used automatically when skulking in an area free of light sources, but a roll is necessary
when entering an area with a light source where shadows may be limited or the is a need to dart 
from shadow to shadow.

• Detect Noise: A good assassin pays attention to every detail, no matter how small, including faint 
sounds that most others miss. His ability to hear tiny sounds (behind heavy doors, down long hall-
ways, etc.) is much better than the ordinary person’s. Listening is not automatic; the assassin must 
stand still and concentrate on what he’s hearing for one round.

• Climb Walls: The percentage chance is what the assassin needs to climb a wall that others cannot 
climb. If the wall is more difficult than normal (very slippery, for example), the Referee may lower 
the assassin’s chances of success. If the assassin fails he is assumed to fall from the halfway point 
of whatever he is scaling and suffers 1d6 points of damage per 10.

Languages (9th): Ninth and higher-level assassins with Int 15+ may learn languages that would be impossible
for a non-assassin to learn. An assassin can learn an alignment tongue other than his own, druids’ cant, and 
thieves’ cant as additional languages, but can only learn a maximum of four such special languages, one for
each point of intelligence above 14. Only one such additional language can be learned per level, so if the as-
sassin has a 16 INT he can learn one special language at 9th level and another at 10th. These additional lan-
guages are bonuses on top of the normal amount of languages allowed by intelligence.

Read Scrolls (12th): When an assassin reaches 12th level he has received sufficient training to cast spells from 
scrolls normally usable by mages.

Guildmaster Assassin (14th Level): In order to advance in level above Prime Assassin (13th level) to Guildmas-
ter Assassin (14th level), the assassin must meet the XP requirements and then either assassinate the local 
Guildmaster Assassin or challenge him to a duel to the death.

• As Guildmaster Assassin, the character will have a body of guild members which numbers between 
7-28. Upon change of leadership it is 75% likely that each guild member will leave the area. Thus, it
will be necessary for the new guildmaster to allow new members into the guild. These new assas-
sins will all be 1st level and must be worked up in experience levels. The number of these new re-
cruits will be determined by the Referee. Note that guild members are loyal only to strength, power, 
and profit.

• The headquarters of a guild is always within a large town or big city. It must not be a noticeable 
fortress or an ostentatious place. It is typically a warehouse or other nondescript structure, with 
safeguards and traps added to avoid unwanted notoriety. All expenses of maintaining the guild and 
its members – excluding the Guildmaster – are assumed to be fully paid for by normal guild activi-
ties. Any improvements, changes, the expenses of the leader, and all other special costs must be 
borne by the Guildmaster Assassin.

Grandfather of Assassins (15th): In order to advance in level above Guildmaster Assassin (14th level) to 
Grandfather of Assassins (15th level), the assassin must meet the XP requirements and can then journey to the
place where the current Grandfather of Assassins has his headquarters and slay him by assassination or in a
duel.

• The headquarters of the Grandfather of Assassins can be virtually anywhere and any form – cav-
ern, castle, monastery, palace, temple, etc. However, if it is a large and obvious place, the head-
quarters must be located well away from all communities – such as in the midst of a murky woods, 
a dismal marsh or fen, a lonely moor, a deserted island, remote coast, or far into forsaken hills or 
atop a mountain. Upon attaining the headship of all assassins, the new Grandfather must pay all re-
maining followers of the former head 1,000 gold pieces for each of their experience levels, destroy 
the old headquarters, and construct a new one elsewhere.

Assassin Skills Chance of Success

Level Pick Pockets Open Locks
Find/Remove

Traps
Move

Silently
 Hide in
Shadows

Hear
Noise

Climb
Walls

3 30% 25% 20 20% 20% 17% 85%

4 35 29 25 25 25 20 86

5 40 33 30 30 30 23 87
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6 45 37 35 35 35 26 88

7 50 42 40 40 40 29 90

8 55 47 45 45 45 31 92

9 60 52 50 50 50 34 94

10 65 57 55 60 60 37 96

11 70 62 60 70 70 40 98

12 80 67 65 80 80 43 99

13 90 72 70 90 90 46 99

14 100 77 75 95 95 49 99

15 105 82 80 99 99 51 99

Assassin Skill Racial Adjustments

Skill Dwarf Elf Half-Elf

Pick Pockets - +5% +10%

Open Locks +10% -5% -

Find/Remove Traps +15% - -

Move Silently - +5% -

Hide in Shadows - +10% +5%

Detect Noise +17% +17% +17%

Climb Walls -10% - -

Assassin Skill Dexterity Adjustments

Dexterity
Pick Pock-

ets
Open
Locks

Find/Re-
move Traps

Move
Silently

Hide in Shadows Climb Walls

16 - +5% - - - +5%

17 +5% +10% - +5% +5% +10%

18 +10% +15% +5% +10% +10% +10%

Assassin Advancement Table

Level
XP Required for

Level
Hit Dice (d6) Saving Throw Base Attack Bonus

1 0 1 15 -

2 1,500 2 14 -

3 3,000 3 13 +1

4 6,000 4 12 +1

5 12,000 5 11 +2

6 25,000 6 10 +2

7 50,000 7 9 +3
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8 100,000 8 8 +3

9 200,000 9 7 +4

10 300,000 10 6 +4

11 425,000 11 5 +5

12 575,000 12 5 +5

13 750,000 13 5 +6

14* 850,000 14 5 +7

15** 1,000,000 15 5 +8

*To obtain the 14th level, see Guildmaster Assassin

**To obtain the 15th level, see Grandfather of Assassins

Barbarian
Requirements: STR: 15, DEX: 14, CON: 15
Prime requisite: None – no bonus XP%
Hit Dice: 1d12/level (Gains 4 hp/level aer 8th)
Armor: Up to chainmail (AC +4) and any shields
Weapons: Any
Race: Human
Alignment: Any

Barbarians are primitive tribal warriors from wild, uncivilized lands. A savage warrior hardened by your time
in the untamed wild, you have a primal connection to the world lost by most civilized people. You help your 
group with your heightened senses, knowledge of survival and ability to work yourself into a fighting frenzy.
The isolated nature of the tribes leaves in you a deep seated mistrust of the arcane and dark arts of magic, 
only accepting of the magics performed by your tribal shamans. Your reasons for leaving are your own, will
you leave your mark on the world and bring honor to your tribe?

Class Overview

Illiterate: Barbarians cannot read or write any languages irrespective of INT score at level 1.

Uncouth: Barbarians are not able to hire retainers or hirelings until they reach level 3 and some of their bar-
baric tendencies soen.

Saving Throw Bonus: Barbarians gains a +2 bonus on saving throws against devices, including traps, magi-
cal wands or staffs, and other magical devices.

Foraging and Hunting:  A party with a barbarian succeeds at foraging with a 2-in-6 chance and finds prey 
when hunting with a 5-in-6 chance.

Alertness: A barbarian is only surprised on a die roll of 1-in-6. If his party is surprised, he can still act as 
normal during the round but as if he had lost initiative. Additionally, if the barbarian is alone (and wearing 
studded leather or lighter) or with other barbarians he can surprise enemies on a die roll of 3-in-6.

Primal Athleticism: Barbarians have a base movement rate of 15. Additionally, a barbarian can perform a 
standing jump of 10' forward or 3' backward or 3' upward.  With a running start these distances increase to 
15+d6' forward or 4+d4/2' upward.  Using a step or other raised surface from which to spring enables a 
standing upward jump of 3+d4'.

Berserker Rage: A barbarian may work himself into a fighting frenzy, increasing his effectiveness in com-
bat. To use this ability, he must spend one round doing nothing but building up his rage; he chews on his 
shield, stomps his feet, and growls like a bear. At the end of this round, he is frenzied into a rage. A barbar-
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ian remains enraged for 5 combat rounds. An enraged barbarian acquires the following benefits, which per-
sist until his rage ends: 

• He gains +2 on his attack and damage rolls. 
• He gains +15 temporary hit points
• He gains a +2 bonus to all saves vs charms or mental-based attacks

Aer the rage subsides, the barbarian will be winded for 1 turn, suffering a -2 to attack and damage rolls as 
well as a -2 to his armor class. This ability can be used once per day, gaining one additional use per day, 
every four levels. Additionally, aer the 4th level the barbarian no longer has to spend a round working him-
self into a frenzy to use this ability.

Hide in Undergrowth: Barbarians are very capable at setting ambushes or sneaking through the wild-lands 
they are familiar with. Works as the thieves’ Hide in Shadows ability. Modifiers may be applied based on the 
terrain the barbarian is attempting to hide in and what he is familiar with.

Move Silently: Through years of stalking prey and conducting raids on rival tribes, the barbarian has the 
chance to pass through an area with little to noise such as a forested area with crackling leaves and snap-
ping branches.

Climb Sheer Surfaces: The barbarian can climb natural cliffs and trees as a thief climbs walls.  He can 
climb walls and other smooth surfaces at half the given chance of success.

Bypass Magic Resistance: To compensate for their reluctance to use magic items, the barbarian is pre-
sumed to have the ability to hit creatures that are immune to normal weapons and require a magical 
weapon to be hit.  This is based on the power and ferocity of the barbarian's attack; it dœs not indicate an 
increased chance to hit.  The level of the barbarian affects the degree of this ability shown below as Level / 
Can Hit:

• 1-3 / No Special Creatures
• 4-5 / Creatures hit by +1 weapons
• 6-7 / Creatures hit by +1 and +2 weapons.
• 8-9 / Creatures hit by +1, +2 and +3 weapons.
• 10-11 / Creatures hit by +1, +2, +3, and +4 weapons.
• 12+ / Creatures hit by any magic weapons.

Natural Antidote: The barbarian has the ability to concoct cures for natural poisons, with a 10% chance of 
effecting a cure of an unknown poison. This becomes 50% plus the victim’s constitution score if the poison is
known. 

Aversion to Magic: Outside of their tribal shamans, barbarians have a strong aversion to magic practition-
ers. Restrictions are lied slowly as the barbarian gains experience:

• Level 3 – May use potions
• Level 4 – May use magic weapons; +1 on saves v. spells
• Level 5 – May use magic armor
• Level 7 – May use protection scrolls
• Level 9 – May use most magic items available to Fighters.
• Level 10 - +2 on saves v. spells
• Level 12 - +3 on saves v. spells

Summon Horde (9th level): The barbarian of tenth level or higher can summon a horde of his people. The 
horde size is determined by dividing the barbarian’s XP by 2,000. It will also contain one aide for each 500 
men, at half the level of the leader, and several shamans or witch doctors (who provide spell support but 
also tend to meddle).  It grows by 500 per week at the designated meeting place, and must be given a spe-
cific mission which is unalterable.  The horde must be active, or it will disperse.  It may be held together for 
a number of weeks equal to the leader's level, provided the leader stays busy keeping the peace between 
rivals, factions, and feuding families.  It may be kept together longer if a large amount of treasure is cap-
tured.  If the mission is successful and/or profitable, the leader will be able to raise another horde easily.  
However, failure results in the character being unwelcome at home.

Barbarian Skills Chance of Success

Level Climb Sheer Surfaces Hide in Undergrowth Move Silently
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1 60% 25% 25%

2 65 30 30

3 70 40 40

4 75 45 45

5 80 50 50

6 85 55 55

7 90 65 65

8 95 70 70

9 95 80 80

10 95 90 90

11 95* 95* 95*

*95% is the max

**Increase 5% per level until a max of 95% is reached

Barbarian Advancement Table

Level
XP Required for

Level
Hit Dice (d12) Saving Throw Base Attack Bonus

1 0 1 13 -

2 6,000 2 12 -

3 12,000 3 11 +1

4 24,000 4 10 +2

5@ 48,000 5 9 +2

6 80,000 6 8 +3

7 150,000 7 7 +4

8 275,000 8 6 +5

9* 500,000 8+ 4 hp 5 +6

10@ 1,000,000 8 +  8 hp 4 +7

11 1,500,000 8+ 12 hp 4 +7

12 2,000,000 8 + 20 hp 4 +8

13+ +200,000 XP 8 + 24 hp 4 +9

@ Extra attack per round, max three per round at 10th level.
*Constitution bonus no longer applies hereaer

Cleric
Requirements: None
Prime requisite: Wisdom 13+ (+5% experience bonus)
Hit Dice: 1d8/level (Gains 2 hp/level aer 9th)
Armor: Any
Weapons: Bludgeoning weapons (hammer, flail, mace etc.) and slings.
Race: Human, Dwarf, Elf, Half-Elf
Alignment: Lawful Good or Evil

Clerics are armored warrior-priests who serve their chosen deity. You are a champion of your faith and 
moral alignment. You might be a shining knight of the faith, an exorcist of demons, a sinister witch-hunter, or 
work in the shadows for your evil god. Because most of a Cleric’s abilities are oriented toward healing and 
protecting, Clerics tend to play a support role during combat: backing up the front line, but able to stand 
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shoulder to shoulder with the party’s Fighters if the need arises—at least for a while. As your cleric grows in 
power and reputation, the character might establish a stronghold for the faith: a fortified monastery, a soar-
ing cathedral in the wilderness, or whatever strikes the cleric as the best way to protect and serve a growing 
flock of acolytes and loyal peasant followers. 

Class Overview

Saving Throw Bonus: Clerics gain a +2 bonus on saving throw rolls against being paralyzed or poisoned. 

Holy Symbol: In order to commune with their deity and cast spells and banish the undead, clerics must 
carry a holy symbol. Evil clerics must carry instead an unholy symbol, though they may carry a holy sym-
bol to hide their true faith.

Spell Casting: Clerics cast “divine” spells from a specific list, with numbers as per the Cleric Advancement 
Table. Each day, the cleric selects and prays for a particular set of spells, choosing any spells from the stan-
dard list. Once a spell is cast it cannot be cast again until the next day, unless the cleric has prepared 
(prayed for) the spell more than once. 

Turn Undead: Lawful good clerics can “turn” undead monsters (see “Turning the Undead” below), making 
them flee from the cleric’s holiness. Evil clerics are normally considered to be in league with undead crea-
tures, or at least share their aims and goals. They have no ability to turn undead but rather attempt to com-
mand these creatures.

Scribe Scrolls (1st): Starting at the 1st level, clerics may (with their deities favor) create spell scrolls in their 
downtime of spells they already have access to. Scribing scrolls takes 1 week of time and 100 gold per level 
of the spell; for example a 5th level spell scroll will take a cleric 5 weeks and 500 GP to create.

Spell Research (5th): At 5th level clerics may conduct research to research spells of a spell level he can cast. 
However, such research requires a library and the cleric performing the research must remain focused on 
the task or lose progress. It is also typical for the cleric’s deity to replace an existing spell on their spell list if 
a new spell is granted. Detailed magical research rules are found in the Magical Research section.

Manufacture Potions (5th / 9th): At 5th level clerics may attempt to concoct class appropriate potions with the
help of an alchemist. At the 9th level a cleric no longer requires the assistance of an alchemist but can hire 
one to reduce the time and cost of potion creation. The manufacture of potions requires a laboratory stocked
with the appropriate equipment and reagents as well as a library for any necessary research and an altar.

Magic Item Creation (9th): At the 9th level clerics may undertake the research and work necessary to create 
items imbued with magical effects. However, such research requires a laboratory as well as a library and al-
tar to perform this work and will most likely require special components and help from specialists to com-
plete. Additionally, clerics can only create items that are usable by them.

Religious Stronghold (9th level): At 9th level, a cleric character may establish a stronghold dedicated to their 
faith and attract a body of men-at-arms who will swear fealty to the character as loyal (or perhaps even fa-
natical) soldiers and retainers. 

Turning* the Undead

Chal-
lenge

Level of
Undead

Specific
Undead

Clerical Level

1 2 3 4 5 6 7 8 9 10-13 14-17 18+

1 Skeleton 10 7 4 T T D D D D D D D

2 Zombie 13 10 7 4 T T D D D D D D

3 Ghoul 16 13 10 7 4 T T D D D D D

4 Shadow 19 16 13 10 7 4 4 T D D D D
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5 Wight 20 19 16 13 10 7 7 T T D D D

6 - 20 19 16 13 10 10 4 T T D D

7 Wraith - - 20 19 16 13 13 7 4 T T D

8 Mummy - - - 20 19 16 16 10 7 4 T T

9 Spectre - - - - 20 19 19 13 10 7 4 T

10 Vampire - - - - - 20 20 16 13 10 7 4

11 Vampire - - - - - - - 19 16 13 10 7

12 - - - - - - - 20 19 16 13 10

13 Lich - - - - - - - - 20 19 16 13

Clerics need to declare Turn Undead before Initiative is rolled. When turning, the player should roll 2d10 and
consult the above table for results.
- If the number on the dice is equal to or greater than the number shown on the table, 2d6 creatures of the
targeted type are turned and will depart, not returning for 3d6 rounds.
- If the table indicates “T,” 2d6 undead creatures of the targeted type are automatically turned and will de-
part for 3d6 rounds.
- If the table indicated “D,” 2d6 of the undead creatures are automatically destroyed and will crumble to 
dust.
Note: Vampires and more-powerful undead cannot be turned automatically.
*Evil clerics roll to command undead in place of turning.

Cleric Advancement Table

Level
XP Required

for Level

Hit
Dice
(d8)

Sav-
ing

Throw

Base At-
tack Bonus

Number Of Spells / Level

1 2 3 4 5 6 7

1 0 1 15 - 1 - - - - - -

2 1,500 2 14 - 2 - - - - - -

3 3,000 3 13 +1 2 1 - - - - -

4 6,000 4 12 +1 3 2 - - - - -

5 12,000 5 11 +2 3 3 1 - - - -

6 24,000 6 10 +2 3 3 2 - - - -

7 48,000 7 9 +3 3 3 2 1 - - -

8 100,000 8 8 +3 3 4 3 2 - - -

9 170,000 9 7 +4 4 4 3 2 1 - -

10* 270,000
9 + 2
hp

6 +5 4 4 3 3 2 - -

11 370,000
9 + 4
hp

5 +5 5 5 4 3 2 1 -

12 470,000 9+6 hp 4 +6 6 6 5 3 2 2 -

13 570,000 9+8 hp 4 +7 6 6 6 4 2 2 -

14 670,000
9+10
hp

4 +7 7 7 6 5 3 2 -

15 770,000 9+12 hp 4 +8 7 7 7 5 4 2 -

16 870,000 9+14 hp 4 +8 8 8 7 6 5 3 1

17 970,000 9+16 4 +9 8 8 8 6 5 3 1
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hp

18 1,070,000
9+18
hp

4 +9 9 9 8 7 6 4 1

19 1,170,000
9+20
hp

4 +9 9 9 9 7 6 4 2

20 1,270,000
9+22
hp

4 +9 9 9 9 8 7 5 2

21 1,370,000
9+24
hp

4 +9 9 9 9 9 8 6 2

22 1,470,000
9+26
hp

4 +9 9 9 9 9 9 6 3

23 1,570,000
9+28
hp

4 +9 9 9 9 9 9 7 3

24 1,670,000 9+30hp 4 +9 9 9 9 9 9 8 3

*Constitution bonus no longer applies hereaer

Druid
Requirements: WIS: 12, CHA: 15
Prime requisite: Wisdom, Charisma both 13+ (+5% experience bonus)
Hit Dice: 1d8/level (Max 14 hit dice)
Armor: Gambeson, hide, leather, studded leather + wooden shields
Weapons: Club, dagger, dart, spear, sling, staff
Race: Human, Elf, Half-Elf, Halfling
Alignment: Neutral

Druids are part of a mysterious religious order who worship and serve the powers of nature. As a druid, you
have great reverence for the natural world, and are more comfortable with plants and animals than with 
other people. You can cast spells to talk with wildlife, or enlist animals and even plants as your allies; but you
are also an able fighter in defense of your forest and your friends. You have similar spell-casting abilities to 
the cleric and mage but your nature spells are unlike anything they can harness. You are ready to extend 
the balance of nature to human affairs, and have little tolerance for those who go to excess either for good 
or evil, law or chaos. You keep your rituals secret, and prefer to live in the wilderness rather than in cities. 
One day, when you gain all your powers, you might choose to leave the life of adventuring and retreat to 
the ancient forests, never to be seen again. Or you might choose to establish a druidic citadel in a forest, 
around a newly-raised henge of stones. The druid character is a member of a druidic order,  a hierarchy of 
power and authority – essentially a pyramid – culminating in the person of the Grand Druid. This august and
mysterious personage is the ultimate leader of all Druids in the Order. There might be more than one Grand 
Druid, each ruling different far-flung regions, but in the specific locale where a druid character begins play, 
there is, and can be, only one.

Class Overview

Druids’ Cant: The druidic hierarchy speaks a secret language known to all members.

Magic Item Usage: Druids are able to use any magical item clerics can, with the exception of clerical-spell 
scrolls.

Saving Throw Bonus: Druids gain a +2 bonus on saving throw rolls against fire.

Mistletœ: A sprig of mistletœ serves for druids much as a holy symbol servers for clerics, and is necessary 
to focus their ties to nature.

Druid’s Knowledge (3rd): At third level and higher, a druid can identify plant and animal types, and can de-
termine when water is pure and safe to drink with perfect accuracy.
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Wilderness Movement (3rd): At third level and higher, a druid can move through any natural undergrowth 
leaving no trace of his or her passage, and may do so with no reduction in his or her normal movement 
speed. This is like the 1st level spell Pass Without Trace, but the druid leaves behind no magical aura.

Woodland Languages (3rd): The druid can ‘spend’ any additional langauges granted by Intelligence at 3rd 
level, and one more every time he advances a level beyond 3rd on langauges associated with woodland be-
ings. The languages icnlude centaurs, dryads, elves, fauns, gnomes, dragons, giants, lizard men, manticores, 
nixies, pixies, sprites, and treants.

Spell Casting: Druids may memorize and cast druidic spells in accordance with the advancement table be-
low.

Shape Change (5th): At fih level, the druid can change shape into the form of an animal. The animal’s size 
can range from that of a crow to that of a black bear (but not a huge bear such as a grizzly or polar bear). 
The druid can change into as many as three different animal forms per day – one from each category of 
reptile, mammal, and bird – but only once for each form within a single day. When the druid shape-shis, 
10-60% (1d6×10%) of any damage suffered is regained. For example, a Druid with 30 max hit points has 15 
HP when they shi into a bear. When re-entering human form, the player rolls a 4 (so 40%) and regains 
40% of his lost hit points in healing (40% of 15 = 6) and is now at 21/30 HP.

Immunity to Fey Charms (7th): At seventh level, the druid becomes completely immune to the charms of 
dryads, naiads, satyrs, and other such fey creatures of the wild woods and rivers. 

Druidic Stronghold (11th): Upon reaching 11th level, a druid may build a stronghold in the wilderness, usually 
comprised of a stone circle and/or other megaliths, one or more groves, and a fortress redoubt of some kind
to protect the area. Such isolated strongholds oen serve as informal academies for aspirant druids-in-train-
ing, or as fortresses sited to defend wilderness areas. A druid who establishes such a stronghold will gather 
supporters and followers, although many of these will not be human and such followers will be determined 
by the Referee.

Druidic Advancement (12th+): There can only be a certain number of high-level druids in an order. The lim-
its are:

• 12th level druid (High Druid)—no more than nine in the world at any one time; 
• 13th level druid (Archdruid)—no more than three in the world at any given time, 
• 14th level druid (Grand Druid)—no more than a single Grand Druid can exist. 

If a druid receives so many experience points that he is eligible to increase to these levels, but all the vacant 
slots are already filled, then he must create a vacancy. This is done by issuing a formal challenge to the 
druid in question, following which the two characters must compete in a contest of some kind—oen, but not
necessarily, a duel. The loser of the contest gœs down to the next lowest level (losing all experience down to
the very minimum to qualify for the new level). This may, in turn, result in a further contest if the preceding 
level is also fully occupied. Multiple attempts to move upwards are possible as long as the character sur-
vives.

A druid who has lost a challenge, regained the necessary experience to make another, and then declines to 
make that challenge, becomes an outcast. Such druids can continue to advance in levels, but those who 
forgo the challenges and strike out on their own path are forever separated from the protection, assistance, 
and community of the druidic hierarchy. They are considered, for all intents and purposes, to be renegades. 
In rare cases, a druid who declines to challenge may be accepted into the hierarchy instead of becoming a 
renegade if the druid swears an oath never to further seek a place in the druidic leadership. At that time the 
druid would become a counselor, and/or an agent of the Grand Druid, and gain a title such as “Counselor of
Forests” rather than becoming a renegade. 

Druid Advancement Table

Level
XP Required for

Level
Hit Dice

(d8)
Saving
Throw

Base Attack
Bonus

Role in Hierarchy

Number of Spells /
Level**

1 2 3 4 5 6 7

1 0 1 15 - None 2 - - - - - -
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2 2,000 2 14 - Initiate of 1st Mysteries 2 1 - - - - -

3 4,000 3 13 +1 2nd Mysteries 3 1 - - - - -

4 8,000 4 12 +1 3rd Mysteries 3 1 1 - - - -

5 13,000 5 11 +2 4th Mysteries 3 2 1 - - - -

6 20,000 6 10 +2 5th Mysteries 3 2 2 - - - -

7 40,000 7 9 +3 6th Mysteries 4 2 2 1 - - -

8 60,000 8 8 +3 7th Mysteries 4 3 2 1 - - -

9 90,000 9 7 +4 8th Mysteries 4 3 3 2 - - -

10 130,000 10 6 +5 9th Mysteries 5 3 3 2 1 - -

11 200,000 11 5 +5 Druid 5 3 3 3 2 1 -

12 400,000 12 4 +6 High Druid 5 4 4 4 3 2 1

13 800,000 13 4 +7 Archdruid 6 5 5 4 4 3 2

14* 950,000 14 4 +7
Grand Druid (or Renegade

Druid)
7 5 5 4 4 3 2

15 1,100,000 14 4 +8
Grand Druid (or Renegade

Druid)
7 6 5 4 4 3 2

16 1,250,000 14 4 +8
Grand Druid (or Renegade

Druid)
7 6 6 4 4 3 2

17 1,400,000 14 4 +9
Grand Druid (or Renegade

Druid)
8 7 6 5 4 3 2

18 1,550,000 14 4 +9
Grand Druid (or Renegade

Druid)
8 7 6 5 5 3 2

19 1,700,000 14 4 +9
Grand Druid (or Renegade

Druid)
9 8 6 5 5 3 2

20 1,850,00 14 4 +9
Grand Druid (or Renegade

Druid)
9 8 7 5 5 3 2

21+ +150,000 XP 14 4 +9
Grand Druid (or Renegade

Druid)
9 8 7 6 5 3 2

*Druid can advance past level 14 with 150,000 XP per level but hit dice are capped at 14 and he dœs not 
gain further HP.
** Druids continue to gain spells aer the 21st level following the pattern above to a maximum of 9 spells per
level up to 5th level spells.. No additional 6th or 7th level spells are added aer the 13th level.

Fighter
Requirements: None
Prime requisite: Strength 13+ (+5% experience bonus)
Hit Dice: 1d10/level (Gains 3 hp/level aer 9th)
Armor: Any
Weapons: Any
Race: Any
Alignment: Any

The fighter is a warrior, an expert in weapons and, if he is clever, tactics and strategy. He represents many 
different fighting-men of the world: mercenaries, soldiers, archers, swashbucklers and knights to name a few.
There are many famous fighters from legend and history is crowded with great generals and warriors. The 
fighter character is best-equipped of all the character classes to dish out damage and absorb it, too. While 
fighters cannot cast magical spells, they can use many magical items, including potions, protection scrolls, 
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most rings, and all forms of enchanted armor, weapons, and shields. Perhaps one day they will tell legends 
of your battle prowess, and followers will flock to your castle stronghold where you revel in your fame, 
riches, and newly earned nobility. Fail, of course, and you will die, just another forgotten warrior in a dan-
gerous world. 

Class Overview

Battlefield Commander: Any mercenaries hired by the fighter gain a +1 bonus to their morale score when-
ever he personally leads them.

Attack Damage Bonus: Due to their focus on martial technique and skills, fighters start with a +1 damage 
bonus to attacks at first level; this increases by 1 point every 3 levels so +2 at level 3, +3 at level 6, +4 at level
9, and a max of +5 at level 12. This is shown on the advancement table and applies to both melee and mis-
sile attacks.

Magical Items: Fighters can use many magical items, including potions, protection scrolls, most rings, and all
forms of enchanted armor, weapons, and shields.

Multiple Attacks: Every 3 levels of experience the fighter gets one extra melee attack per round up to a 
maximum of 4 attacks per round at level 12. 

Establish Stronghold (9th): At ninth level, a fighter may establish a stronghold. This is done by building 
some type of castle and clearing the area in a radius of 20 to 50 miles around the stronghold, making it free
from all sorts of hostile creatures. Whenever such a freehold is established and cleared, the fighter will at-
tract a body of men-at-arms led by an above-average fighter. These men will serve as mercenaries so long 
as the fighter maintains his freehold and pays the men-at-arms. Additionally, peasants will move to his lands
for safe living and provide the fighter with an income from trade, tariffs, and taxes.

Fighter Advancement Table

Level
XP Required for

Level
Hit Dice (d10) Saving Throw

Base Attack
Bonus

Attack Damage
Bonus

1 0 1 14 - +1

2 2,000 2 13 - +1

3@ 4,000 3 12 +1 +2

4 8,000 4 11 +2 +2

5 16,000 5 10 +2 +2

6@ 32,000 6 9 +3 +3

7 64,000 7 8 +4 +3

8 128,000 8 7 +5 +3

9@ 256,000 9 6 +6 +4

10* 350,000 9 +  3 hp 5 +7 +4

11 450,000 9 + 6 hp 4 +7 +4

12@ 550,000 9 + 9 hp 4 +8 +5

13+ +100,000 9 + 12 hp 4 +9 +5

*Constitution bonus no longer applies hereaer
@ Extra attack per round, max 4 at level 12

Mage
Requirements: None
Prime requisite: Intelligence 13+ (+5% experience bonus)
Hit Dice: 1d4/level (Gains 1 hp/level aer 11th)
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Armor: None
Weapons: Dagger, Dart, Sling, Staff
Race: Human, Elf, Half-Elf
Alignment: Any

As a mage, you are a figure of mystery and a student of mysteries, steeped in ancient and arcane knowl-
edge; this class represents all manner of wizards, warlocks, and sorcerers. It is up to you what you will study
and the influence you will have on the world. You have spent long hours deep into the candlelit nights, delv-
ing into the parchment pages of cobweb-covered magic tomes, learning the intricacies of magical circles and
runes, the strange significance's of the stars and moons, the disquieting theories of mad philosophers, and 
above all, the casting of magic spells. You can be a truly devastating opponent as long as your fellow adven-
turers protect you from physical combat, in which you are the weakest of all the character classes: com-
pletely untrained in the use of armor, barely adequate with even the simplest weapons, and having fewer hit 
points than most other members of an adventuring expedition. You are not limited to the role of providing 
the party with offensive spells, though, for your spellbook provides an array of other spells that can be criti-
cal for surviving the perils of dungeons, lost temples, and other such places where you might venture in 
search of treasure and knowledge. If you succeed in such forays into the wild and dangerous places of the 
world, you might eventually rise to such heights of power that you can build a mystically protected tower for
your researches, create fabulous magic items, and scribe new formulæ for hitherto unknown spells. Such 
great Archmages can sway the politics of kingdoms, commanding respect and fear across the realms. 

Class Overview

Saving Throw Bonus: Mages gain a bonus of +2 on all saving throw rolls against spells, including spells 
from magic wands and staffs.

Starting Spellbook: A mage begins play with a spellbook containing read magic + one spell of each cate-
gory (offensive, defensive, and miscellaneous) for a total of 4 starting spells. These will be counted as under-
stood without necessitating a roll against the mage’s Learn Spells Chance value. These spells can be chosen, 
if so ignore the dice roll column and the (re-roll) entries; however, these are provided if you would rather 
randomize your starting spells of each category. 

Optional
Dice Roll

Offensive Defensive Utility

1 Burning Hands Friends
Comprehend Languages (re-

versible)

2 Charm Person Grease Dancing Lights

3 Enlarge (reversible) Hold Portal Find Familiar

4 Magic Missile Jump Floating Disc

5 Push Shield Light (reversible)

6 Shocking Grasp Spider Climb Magic Aura

7 Sleep
Protection From Evil (re-

versible)
Mending

8 (re-roll) (re-roll) Message

9 (re-roll) (re-roll) Unseen Servant

10 (re-roll) (re-roll) Ventriloquism

Spell Acquisition: Mages will automatically receive one new spell of choice of the highest spell level that he 
may cast upon acquiring a new level of experience. This new spell is considered to be known without requir-
ing a Learn check. Outside of this, new spells must be either researched, found adventuring, stolen from rival
mages or otherwise acquired.
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When encountering a new spell to be learned, the mage must roll against his Learn Spells Chance value; if 
learning from a scroll, the scroll is used up in the process and is destroyed whether successful or not. When 
gaining new levels, the mage can re-check if he understands a spell that was previously a mystery to him. 

Scribe Scrolls (1st): Starting at the 1st level, mages may create spell scrolls in their downtime of spells they 
know and have in their spellbooks. Scribing scrolls takes 1 week of time and 100 gold per level of the spell; 
for example a 5th level spell scroll will take a mage 5 weeks and 500 GP to create.

Spell Research (5th): At 5th level mages may undergo magical research to research spells of a spell level he 
can cast. However, such research requires a laboratory as well as a library and the mage performing the re-
search must remain focused on the task or lose progress. Uniquely created spells are not subject to the char-
acters Maximum Spells per Spell Level value found on the Intelligence table. Detailed magical research rules 
are found in the Magical Research section.

Manufacture Potions (5th / 9th): At 5th level mages may attempt to concoct potions with the help of an al-
chemist. At the 9th level a mage no longer requires the assistance of an alchemist but can hire one to reduce 
the time and cost of potion creation. The manufacture of potions requires a laboratory stocked with the ap-
propriate equipment and reagents as well as a library for any necessary research. Detailed magical research
rules are found in the Magical Research section.

Magic Item Creation (9th): At the 9th level mages may undertake the research and work necessary to create
items imbued with magical effects. However, such research requires a laboratory as well as a library to per-
form this work and will most likely require special components and help from specialists to complete this 
work. Detailed magical research rules are found in the Magical Research section.

Wizard’s Tower (11th): It is possible for a mage of 11th level or higher to construct a stronghold and clear the 
countryside in a 10 or 20 mile radius of all monsters, and he may attract a body of strange followers into his
service.

Mage Advancement Table

Level
XP for

Next Level
Hit Dice

(d4)
Saving
Throw

Base Attack
Bonus

Number of Spell / Level**

1 2 3 4 5 6 7 8 9

1 0 1 15 - 1 - - - - - - - -

2 2,500 2 14 - 2 - - - - - - - -

3 5,000 3 13 - 3 1 - - - - - - -

4 10,000 4 12 +1 3 2 - - - - - - -

5 20,000 5 11 +1 4 2 1 - - - - - -

6 35,000 6 10 +2 4 2 2 - - - - - -

7 50,000 7 9 +2 4 3 2 1 - - - - -

8 75,000 8 8 +3 4 3 3 2 - - - - -

9 100,000 9 7 +3 4 3 3 2 1 - - - -

10 200,000 10 6 +4 4 4 3 2 2 - - - -

11 300,000 11 5 +5 4 4 4 3 3 - - - -

12* 400,000 11+1 hp 5 +5 4 4 4 4 4 1 - - -

13 500,000 11+2 hp 5 +5 5 5 5 4 4 2 - - -

14 600,000 11+3 hp 5 +6 5 5 5 4 4 3 1 - -

15 700,000 11+4 hp 5 +6 5 5 5 5 4 4 2 - -

16 800,000 11+5 hp 5 +7 5 5 5 5 5 5 2 1 -
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17 900,000 11+6 hp 5 +7 6 6 6 5 5 5 2 2 -

18 1,000,000 11+7 hp 5 +7 6 6 6 6 6 5 2 2 1

19 1,100,00 11+8 hp 5 +7 7 7 7 6 6 6 3 2 2

20 1,200,00 11+9 hp 5 +9 7 7 7 7 7 7 3 3 2

21+ +100,000 +1 hp 5 +9 8 8 8 7 7 7 4 3 3

*Constitution bonus no longer applies hereaer

**Mages continue to gain spells up to 9 per spell level.

Paladin
Requirements: STR: 12, CON: 9, WIS: 13, CHA: 17
Prime requisite: Strength, Charisma both 13+ (+5% experience bonus)
Hit Dice: 1d10/level (Gains 3 hp/level aer 9th)
Armor: Any
Weapons: Any
Race: Human
Alignment: Lawful Good

As a paladin, you are a resolute warrior against chaos and evil, and a stalwart defender of law. You might 
resemble the “knight in shining armor,” or you might be a grim, deadly veteran of the dark and desperate 
war against the foul powers of chaos and evil. In either case, you are wholly dedicated to the eradication of 
evil and the protection of civilization. You defend the weak from tyranny, fight injustice where you find it, and
hunt down those who are tainted with the demonic mark of evil. Most paladins are members of an order of 
knights, or are attached to the service of a temple of law, although some of them operate as “knights er-
rant,” following the guidance of higher powers toward the places where law battles chaos. 

Class Overview

Strictures of Servitude
• Magic Item Limit: Paladins may never retain more than ten magic items; these may never exceed

◦ armor, 1 suit
◦ shield, 1
◦ weapons*, 4
◦ any other magic items, 4

*these include daggers, swords, etc; and such items as magic bows and magic arrows are con-
sidered as but 1 weapon

• Charitable: Paladins do not retain wealth, keeping only sufficient treasures to support themselves in 
a modest manner, pay retainers, men-at-arms, and servitors, and to construct or maintain a small 
castle. Excess is given away in tithes to lawful good institutions.

• Retainers: Paladins will only take retainers of lawful good alignment into their service.
• Alignment: Paladins must act in accordance to their lawful good alignment or lose their status and 

abilities as a paladin, reverting to a fighter of the same level. An unintentional alignment shi will re-
quire the paladin to perform some form of a quest of atonement to recover his status.

Improved Saving Throws: Paladins have more favorable saving throws than other classes as shown on the 
advancement table.

Immune to Disease: Paladins are immune to all diseases.

Cure Disease: Paladins can cure disease (as the clerical spell) by touch, once per week. Paladins of higher 
than 5th level may do so twice per week, and those higher than 10th level thrice per week. 

Lay on Hands: Paladins can ‘lay on hands’ once per day to cure others of 2 hit points of damage per level 
of the paladin.

Detect Evil: A paladin may detect evil at any range up to 60  at will, provided he concentrates on doing 
so.
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Protection from Evil: Paladins have an aura of protection equivalent to the cleric spell protection from evil. 

Summon Warhorse: At any level, the character may summon a warhorse that will arrive from the wilder-
ness to serve as the Paladin’s steed. This warhorse will be unusually intelligent and extremely strong (5 HD). 
However, if the horse is killed, the Paladin may not summon another within a period of ten game-years. 

Turn Undead (3rd): Paladins of third level and higher gain the ability to turn undead as a cleric dœs, but as a
cleric of two levels lower than the paladin’s level.

Bonus Attacks: Paladins receive bonus attacks every four levels to a maximum of three attacks per round at
the 12th level.

Holy Swords: Only paladins may employ holy swords, which amplify their powers. These are strong, but 
rare weapons employed by powerful paladins in their battles against evil forces.

Clerical Spells (9th): Beginning at ninth level, the paladin gets access to clerical spells following the below 
chart:

Paladin Spell Ability

Paladin Level
Clerical Spell Level

1 2 3 4

9 1 - - -

10 2 - - -

11 2 1 - -

12 2 2 - -

13 2 2 1 -

14 3 2 1 -

15 3 2 1 1

16 3 3 1 1

17 3 3 2 1

18 3 3 3 1

19 3 3 3 2

20 3 3 3 3

Stronghold (9th): At ninth level, the paladin may build a stronghold, a small castle from which to attack the 
forces of Chaos and support the oen-embattled defenders of Law. A paladin’s castle may not be built as a 
sprawling fortress; it must be no greater than is necessary to house the paladin’s retainers and one or two 
hundred soldiers at the maximum. The paladin dœs not attract followers to his service as dœs the fighter.

Paladin Advancement Table

Level
XP Required for

Level
Hit Dice (d10) Saving Throw Base Attack Bonus

1 0 1 12 -

2 2,500 2 11 -

3 5,000 3 10 +1

4@ 12,000 4 9 +2

5 25,000 5 8 +2
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6 50,000 6 7 +3

7 100,000 7 6 +4

8@ 175,000 8 5 +5

9 275,000 9 4 +6

10* 550,000 9 + 3 hp 3 +7

11 825,000 9 + 6 hp 2 +7

12@ 1,100,000 9 + 9 hp 2 +8

13+ +275,000 9 + 12 hp 2 +9

*Constitution bonus no longer applies hereaer
@ Extra attack per round, max of 3 at level 12

Ranger
Requirements: STR: 13, DEX: 13, CON: 14, WIS: 14
Prime requisite: Strength, Dexterity, Wisdom all 13+ (+5% experience bonus)
Hit Dice: 2d8 at 1st level, 1d8/level thereaer. (Gains 2 hp/level aer 11th)
Armor: Any
Weapons: Any
Race: Human, Elf, Half-Elf
Alignment: Any Good

You and your fellow rangers are the inheritors of ancient scholarship, students of forgotten skills and lore 
passed on from teacher to student over the generations, preserving the legacy through times when the light 
of civilization wavered and dimmed. The rangers retreated to the wilderness and the out-lands long ago; 
they seldom visit the decadent, glittering cities, for these are places that have turned aside from much of the 
lore the rangers protect. As a ranger, you are well-versed in the subtle skills of the wilderness, and you are a
dangerous opponent in battle. Moreover, when you reach higher level, your studies and understanding of 
ancient lore will have developed to the point where you can actually cast spells. You are a guardian of civi-
lization and a protector of the weak, normally hunting the creatures of evil in the wild places where they 
lurk. You take the battle directly to the enemy, in its very lair. 

Class Overview

Burden of Duty – Restrictions in place until the ranger earns the title of Ranger-Knight (8th Level)
• Charitable: Other than whatever is needed for food and shelter, a ranger must donate all treasure 

to charities or temples associated with a good alignment.
• Light-foot: Rangers travel light and may not keep any more treasure or equipment than they can 

li (including any amount the ranger can carry on his steed, if any).
• Followers: Rangers may not employ any mercenaries, servants, retainers or hirelings until 8th level. 

Even aer, the ranger can not employ anyone he suspects (or ought to suspect) is not of good 
alignment.

• Association with Other Rangers: A ranger may not operate in concert with more than three other 
rangers. This dœs not restrict the ranger’s membership in an order of rangers – it only restricts the 
number of rangers that can participate in a particular mission or expedition.

• Alignment: Any change to a non-good alignment immediately strips the ranger of all benefits, and 
the fighter becomes a fighter, with eight-sided hit dice, and can never again regain ranger status. 
This is the only restriction that is not lied when the ranger attains 8th level.

Alertness: A ranger is only surprised on a die roll of 1-in-6. If his party is surprised, he can still act as nor-
mal during the round but as if he had lost initiative. Additionally, if the ranger is alone (and wearing studded 
leather or lighter) or with other rangers he can surprise enemies on a die roll of 3-in-6.

Bonus Attacks: Paladins receive bonus attacks every four levels to a maximum of three attacks per round at
the 12th level.
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Tracking: Rangers are able to track down other creatures in the wild, in cities, and even through under-
ground passages.

• Outdoor Tracking. Outdoors, the basic chance for successful tracking (on a day-to-day basis) is 
90%, modified by a –10% for each day old the tracks are, and modified by –10% (for the entire ef-
fort thereaer) for each day of rain (or snow) that has fallen on the trail.

• Underground and City Tracking. Tracking in the city (any urban or populated area) or underground, 
makes it considerably harder to find and follow a trail. First, the beginning of the trail must be no 
more than an hour old. The base chance to track is still 90%, but each time the trail changes (as 
described below), there is a chance for the Ranger to lose the trail and be unable to track it further; 
that is, the Ranger cannot pick up the trail even by circling the area where the trail was lost. 

• The circumstances under which the prey can “lose” the Ranger are as follows: 
◦ Turns down a side passage: 25% chance to lose trail 
◦ Gœs through a door: 35% chance to lose trail 
◦ Gœs up or down through a trap door or ladder: 40% chance to lose trail 
◦ Climbs a wall up or down (including pits and shas): 50% chance to lose trail 

Foraging and Hunting:  A party with a ranger succeeds at foraging with a 2-in-6 chance and finds prey 
when hunting with a 5-in-6 chance.

Giant/Goblin Hunter: When fighting humanoid-type creatures of the giant and goblin class listed hereaer, 
rangers add +1 per level to their damage rolls in melee combat. These creatures are: bugbears, ettins, giants, 
gnolls, goblins, hobgoblins, kobolds, ogres, ogre magi, orcs, and trolls.

Ranger-Knight (8th): At 8th level the ranger assumes the title of Ranger-Knight and some of his class restric-
tions are lied.

Druidic Lore (8th): Also at 8th level the ranger gains limited druidic spell ability, and additional spells are 
added through 17th level.

Arcane Lore (9th): At 9th level the ranger gains limited mage spell ability, as with the druidic abilities. 
Rangers cannot read druid or mage spells from magic scrolls in any event.

Ranger-Lord (10th): At the 10th level the ranger assumes the title of Ranger-Lord and can at this time establish
a fortress in the wilderness to house his growing number of loyal retainers.  Once the fortress is completed 
the ranger attracts a body of 2-24 followers. These followers are determined by the Referee who informs the
ranger; note that once lost these followers can never be replaced. Also, the ranger’s fortress attracts peas-
ants seeking a safe place to settle.

Scholar of Scrying Magic (10th): Also at 10th level the ranger may employ any and all magic items that in-
volve scrying magic items. Examples would be the clairvoyance spell, or crystal balls.

Ranger Advancement Table

Level
XP Required for

Level
Hit Dice (d8) Saving Throw Base Attack Bonus

1 0 2 14 -

2 2,500 3 13 -

3 5,000 4 12 +1

4@ 12,000 5 11 +2

5 25,000 6 10 +2

6 50,000 7 9 +3

7 100,000 8 8 +4

8@ 175,000 9 7 +5

9 275,000 10 6 +6

10 550,000 11 5 +7
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11* 825,000 11 + 2 hp 4 +7

12@ 1,100,000 11 + 4 hp 4 +8

13+ +200,000 XP 11 + 6 hp 4 +9

*Constitution bonus no longer applies hereaer
@ Extra attack per level, max 3 at 12th level.

Ranger Spell Table

Ranger Level
Druidic Spells Mage Spells**

1 2 3 1 2

8 1 - - - -

9 1 - - 1 -

10 2 - - 1 -

11 2 - - 2 -

12 2 1 - 2 -

13 2 1 - 2 1

14 2 2 - 2 1

15 2 2 - 2 2

16 2 2 1 2 2

17* 2 2 2 2 2

*Maximum spell ability

**The ranger must check as to which spells he can learn, just as if he were a mage

Thief
Requirements: None
Prime requisite: Dexterity 13+ (+5% experience bonus)
Hit Dice: 1d6/level (Gains 2 hp/level aer 10th)
Armor: Gambeson, hide, leather, studded leather, elven chainmail + bucklers
Weapons: Any, but magical weapons are limited to daggers and swords.
Race: Any
Alignment: Any Neutral or Evil

You are a figure in the shadows, an expert in stealth and delicate tasks. Locks, traps, and scouting are your 
trade; you are the eyes and ears of the adventuring party, the one who handles the perils of the dungeon it-
self. In many ways, you are a scholar of the world; in the course of your profession you pick up knowledge 
about languages and even magic. True, in combat you are not the equal of armored fighters or clerics, but 
they rely on your knowledge and specialized skills to get them safely into and out of the dangerous places 
where treasure is to be found. You are the guide; the scout; and when necessary, the deadly blade that 
strikes from the shadows without warning. In your profession, it takes great skill to survive – the life ex-
pectancy of most thieves is very short. However, if you rise to high level, your reputation in the hidden com-
munity of tomb robbers and alley skulkers will attract followers to your side, oen enough allies to place you
in power as a guildmaster of thieves. A high level thief is a deadly opponent, for such an individual has 
learned subtlety and survival in the game’s most difficult profession. 

Class Overview

Backstab: When attacking with surprise, from behind, the Thief gains +4 to hit and multiplies their damage 
with a level dependent modifier:

Levels
• 1-4: x2
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• 5-8: x3
• 9-12: x4
• 13-16: x5

Only the damage rolled on the damage die is multiplied, additional damage modifiers (strength, magic 
weapon etc.) are added aer multiplication. Note: The thief may choose to use this ability to knock an en-
emy unconscious by using subduing damage during the backstab.

Saving Throw Bonus: Thieves gains a +2 bonus on saving throws against devices, including traps, magical 
wands or staffs, and other magical devices.

Read Magical Writings (4th): At fourth level, a Thief has gained enough knowledge to decipher magical writ-
ings (although not the “divine” writings of Clerics), but their understanding is not perfect when the magic is 
complicated (that is, for spells higher than second level). The thief has a 25% chance to read the scroll incor-
rectly and reverse the spell’s effect or cause some other malfunction.

Establish Guild (9th): At ninth level, a Thief is well enough known to assemble a small guild of Thieves if the 
character chooses, attracting a shadowy band of sneaks, thugs, and other unsavory characters into their 
service. 

Thieving Skills:
• Pick Pockets: The percentage chance is what the thief needs to succeed in pilfering and filching 

small items. This skill can be raised above 100% to account for the increased chance of detection by
leveled characters. For each level of experience possessed by the target of pick pockets, there is a 
cumulative 5% reduction of the success rate. For example, a thief with a 40% chance of success tar-
gets a 5th level NPC so his success target is modified to 15%. If the Referee rolls a number greater 
than twice the chance of success, the thief’s attempt is seen. This can also be used for other sleight 
of hand activities such as hiding a knife from a watchful guard.

• Open Locks: Thieves can pick locks but require thieves tools to do so. The quality of the lock may 
change improve or diminish the chance of success, this is calculated by the Referee. If the thief fails 
the attempt, the time is wasted but the thief may attempt against but each attempt takes a 10-
minute turn and may necessitate a wandering encounter check.

• Find/Remove Traps: This skill is used by the thief to first detect, then remove small mechanical 
traps such as poisoned needles. The thief can also use the skill to represent their chances at setting 
small traps such as arrow traps, trip wires and spring-propelled missiles if they have the compo-
nents on hand.
◦ Whenever a thief desires to set a trap, they must provide a simple drawing or explanation to 

the Referee how the trap will function. If the chance to successfully set the trap results in failure, 
there is a chance of causing injury to the trap setter, just as if he or she had set such a trap off. 
This chance is rolled for separately and is the obverse of the chance for successful setting of a 
trap. The drawing of the trap will modify the chances for injury in cases where failure results. 
Modification can be upwards or downwards according to the complexity and danger of the 
trap. Note that even with a prepared mechanism for a poison needle, for example, the trap 
must be set, and failure can result. Gloves or protective hand-wear cannot be worn when setting
such traps. 

• Move Silently: Any character may attempt to sneak up on an enemy but his is the ability to move 
with little sound and disturbance, even across a squeaky wooden floor, for instance. The Referee 
rolls this in secret and the Thief always assumes he is successful. If the roll fails the Referee will also 
check for surprise against the creatures the Thief is sneaking up to/past.

• Hide in Shadows: Thieves can make themselves very hard to see when lurking in the shadows. 
Anyone can hide, of course, but thieves are virtually invisible and can move around while hiding. 
This ability makes them invaluable scouts. This can be used automatically when skulking in an area 
free of light sources, but a roll is necessary when entering an area with a light source where shad-
ows may be limited or the thief needs to dart from shadow to shadow.

• Detect Noise: A good thief pays attention to every detail, no matter how small, including faint 
sounds that most others miss. His ability to hear tiny sounds (behind heavy doors, down long hall-
ways, etc.) is much better than the ordinary person’s. Listening is not automatic; the Thief must 
stand still and concentrate on what he’s hearing for one round.

• Climb Walls: The percentage chance is what the thief needs to climb a wall that others cannot 
climb. If the wall is more difficult than normal (very slippery, for example), the Referee may lower a 
thief ’s chances of success. In general, if a normal person has a chance to climb a wall, a thief can 
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most likely do it automatically. If the thief fails he is assumed to fall from the halfway point of what-
ever he is scaling and suffers 1d6 points of damage per 10.

• Read Languages: This can be attempted but once per item. Failure – a score greater than the per-
centage chance shown for the experience level of the thief – means that the language is not under-
stood and no amount of reading will make it comprehensible. However, the thief can try again with 
each new experience level he or she gains. 

Thieving Skill Base Scores

Skill Base Score %

Pick Pockets 15

Open Locks 10

Find/Remove Traps 10

Move Silently 10

Hide in Shadows 10

Detect Noise 17

Climb Walls 70

Read Languages 5

Thieving Skill Racial Adjustments

Skill Dwarf Elf Half-Elf Halfing

Pick Pockets - +5% +10% +5%

Open Locks +10% -5% - +5%

Find/Remove Traps +15% - - +5%

Move Silently - +5% - +10%

Hide in Shadows - +10% +5% +15%

Detect Noise +17% +17% - +17%

Climb Walls -10% - - -15%

Read Languages -5% - - -5%

Thieving Skill Dexterity Adjustments

Dexterity
Pick Pock-

ets
Open
Locks

Find/Re-
move Traps

Move
Silently

Hide in Shadows Climb Walls

16 - +5% - - - +5%

17 +5% +10% - +5% +5% +10%

18 +10% +15% +5% +10% +10% +10%

The thief begins by writing down their base score percentages and modifies as appropriate for racial and 
dexterity adjustments. Next the thief has 60 ‘points’ to assign to taste, no more than 30 can put into one 
score. Each time the thief levels up they will receive 30 additional points to distribute into their skills, no more
than 15 can be put into an individual skill. No skill, save for Pick Pockets, can be raised above 99%. Increas-
ing Pick Pockets above 100% allows the thief the chance to pick the pockets of high level NPCs.

Thief Advancement Table

Level
XP Required for

Level
Hit Dice (d6) Saving Throw Base Attack Bonus
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1 0 1 15 -

2 1,250 2 14 -

3 2,500 3 13 -

4 5,000 4 12 +1

5 10,000 5 11 +1

6 20,000 6 10 +2

7 40,000 7 9 +2

8 60,000 8 8 +3

9 90,000 9 7 +3

10 120,000 10 6 +4

11 240,000 10 + 2 hp* 5 +5

12 370,000 10 + 4 hp 5 +5

13 500,000 10 + 6 hp 5 +5

14 630,000 10 + 8 hp 5 +6

15 760,000 10 + 10 hp 5 +6

16 890,000 10 + 12 hp 5 +7

17 1,200,000 10 + 14 hp 5 +7

18 1,430,000 10 + 16 hp 5 +7

19 1,560,000 10 + 18 hp 5 +7

20+ +130,000 XP 10 + 20 hp 5 +8

*Constitution bonus no longer applies hereaer

Dual Classing & Multi-Classing

Dual Classing
Only humans may dual class; in this a character may choose to stop advancing in their current class and 
begin advancement in another. They regain the benefits and abilities of their previous class aer reaching 
the level of their previous class with their new class. Example: A 5th level fighter decides to dual class into 
thief, he will advance as a 1st level thief and will not regain the benefits of the fighter class until he has 
reached 5th level thief whereupon he can make use of both class abilities.

Multi-Classing
Due to their unique cultures, dwarves, elves, half-elves, and halflings have a variety of multi-classing options 
which they can choose from. When multi-classing the character advances in multiple classes simultaneously 
and will act with the abilities, and limitations, of all classes.

Multi-Class Options:
• Dwarf: 

◦ Fighter/Thief
• Elf: 

◦ Fighter/Mage
◦ Fighter/Thief 
◦ Mage/Thief 
◦ Fighter/Mage/Thief

• Half-Elf: 
◦ Cleric*/Fighter 
◦ Cleric*/Ranger 
◦ Cleric*/Mage

~33~



◦ Fighter/Mage
◦ Fighter/Thief 
◦ Mage/Thief 
◦ Cleric*/Fighter/Mage
◦ Fighter/Mage/Thief
* or Druid

• Halfling:
◦ Fighter/Thief

Hit Dice: Multi-class characters begin with a single hit die. Each multi-class hit die is calculated by rolling the 
appropriate die for each class and averaging the result. A multi-classes character is limited to a total of 9 hit 
dice, no matter what combination is used. Aer reaching 9 HD, the character gains only 1 hit point per addi-
tional level.

Abilities and Limitation: The multi-classes character acts with the abilities, and limitations, of both (or all 
three) classes at one time. Therefore, although a Fighter-Thief can choose to wear armor of any kind, the 
character cannot use thief skills while wearing any armor heavier than what a thief can wear. In addition, an
Elf or Half-Elf cannot cast spells while wearing non-magical armor, although magical armor dœs not inhibit 
spell casting (for Elves and Half-Elves only). 

Saving Throws: The saving throw of a multi-classed character is the best available from the different 
choices, including any bonuses from a character class. For example, a elven Fighter/Mage of level 1/1 making
a saving throw against a spell would compare the saving throw of a Fighter to the saving throw of a mage. 
The Fighter’s saving throw would require a roll of 14. The mage’s roll would require a roll of 15, but mages 
have a +2 saving throw bonus against spells, so as a mage the Elf would require a roll of only 13 (since 13 + 
2 is 15, the saving throw’s minimum number). Thus, the saving throw would be made as a mage, requiring a 
minimum roll of 13 to succeed. The character would not use the fighter’s saving throw (14) with the mage’s 
bonus of +2; it must be one way or the other. 

Experience Points: Any experience points received are divided evenly among all the classes of a multi-
classed character, even when the character can no longer advance in one or more classes. Multi-classed 
characters do not receive bonuses to experience points, regardless of their Attribute scores. 

Level Advancement: The abilities of a class are gained as soon as a new level is achieved in that class, but 
a new hit die is not gained until the character has a level in all classes. In other words, a Dwarven Fighter/
Thief would not gain a “Thief” hit die at level 1/2; instead, the character would receive a second multi-class 
hit die (the averaged result of the roll of a d8 and a d4) aer reaching second level as a Fighter also. 

Alignment

Major Divisions

Law and Chaos: The opposition here is between organized groups and individuals. That is, law dictates that 
order and organization is necessary and desirable, while chaos holds to the opposite view. Law generally 
supports the group as more important than the individual, while chaos promotes the individual over the 
group.

Good and Evil: Basically stated, the tenets of good are human or creature rights. Each creature is entitled to 
life, relative freedom, and the prospect of happiness. Cruelty and suffering are undesirable. Evil, on the other
hand, dœs not concern itself with rights or happiness; purpose is the determinant.

The Nine Alignments

Neutral: Absolute, or true, neutral creatures view everything which exists as an integral, necessary part or 
function of the entire cosmos. Each thing exists as a part of the whole, one as a check or balance to the 
other, with life necessary for death, happiness for suffering, good for evil, order far chaos, and vice versa. 

~34~



Nothing must ever become predominant or out of balance. Within this naturalistic ethos, humankind serves a
role also, just as all other creatures do. They may be more or less important, but the neutral dœs not con-
cern himself or herself with these considerations except where it is positively determined that the balance is 
threatened. Absolute neutrality is in the central or fulcrum position quite logically, as the neutral sees all 
other alignments as parts of a necessary whole. This alignment is the narrowest in scope. 

Neutral Good: Creatures of this alignment see the cosmos as a place where law and chaos are merely tools
to use in bringing life, happiness, and prosperity to all deserving creatures. Order is not good unless it brings
this to all; neither is randomness and total freedom desirable if it dœs not bring such good. A baron who vio-
lates the orders of his king to destroy something he sees as evil is an example of a neutral good person.

Neutral Evil: Similar to the neutral good alignment, that of neutral evil holds that neither groups nor individ-
uals have great meaning. This ethos holds that seeking to promote good for all actually brings wœ to the 
truly deserving. Natural forces which are meant to cull out the weak and stupid are artificially suppressed by
so-called good, and the fittest are wrongfully held back, so whatever means are expedient can be used by 
the powerful to gain and maintain their dominance, without concern for anything. An unscrupulous merce-
nary, a common thief, and a double-crossing informer who betrays people to the authorities to protect and 
advance himself are typical examples of neutral evil characters.

Lawful Good: Creatures of lawful good alignment view the cosmos with varying degrees of lawfulness or 
desire for good. They are convinced that order and law are absolutely necessary to assure good, and that 
good is best defined as whatever brings the most benefit to the greater number of decent, thinking creatures
and the least wœ to the rest. An honest and hardworking serf, a kindly and wise king, or a stern but forth-
right minister of justice are all examples of lawful good people.

Lawful Neutral: It is the view of this alignment that law and order give purpose and meaning to everything. 
Without regimentation and strict definition, there would be no purpose in the cosmos. Therefore, whether a 
law is good or evil is of no import as long as it brings order and meaning. An inquisitor determined to ferret 
out traitors at any cost or a soldier who never questions his orders are good examples of lawful neutral be-
havior.

Lawful Evil: Obviously, all order is not good, nor are all laws beneficial. Lawful evil creatures consider order
as the means by which each group is properly placed in the cosmos, from lowest to highest, strongest first, 
weakest last. Good is seen as an excuse to promote the mediocrity of the whole and suppress the better and
more capable, while lawful evilness allows each group to structure itself and fix its place as compared to oth-
ers, serving the stronger but being served by the weaker. An iron-fisted tyrant and a devious, greedy mer-
chant are examples of lawful evil people. 

Chaotic Good: To the chaotic good individual, freedom and independence are as important to life and hap-
piness. The ethos views this freedom as the only means by which each creature can achieve true satisfaction
and happiness. Law, order, social forms, and anything else which tends to restrict or abridge individual free-
dom is wrong, and each individual is capable of achieving self-realization and prosperity through himself, 
herself, or itself. A brave frontiersman forever moving on as settlers follow in his wake is an example of a 
chaotic good character.

Chaotic Neutral: This view of the cosmos holds that obsolete freedom is necessary. Whether the individual 
exercising such freedom chooses to do good or evil is of no concern. Aer all, life itself is law and order, so 
death is a desirable end. Therefore, life can only be justified as a tool by which order is combated, and in 
the end it too will pass into entropy. Lunatics and madmen tend toward chaotic neutral behavior. 

Chaotic Evil: The chaotic evil creature holds that individual freedom and choice is important, and that other 
individuals and their freedoms are unimportant if they cannot be held by the individuals through their own 
strength and merit. Thus, law and order tends to promote not individuals but groups, and groups suppress in-
dividual volition and success. Bloodthirsty buccaneers and monsters of low Intelligence are fine examples of 
chaotic evil personalities. 

Items & Equipment
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This is not meant to be a definitive equipment list, this is for starting equipment; if there is something that is 
not present here ask your Referee and he will determine the item’s availability and cost. It is possible to pur-
chase any number of goods and services such as provisions, clothing, shelter, transportation, livestock, jew-
elry and other fine goods.

Starting Gold
Roll 3d6 and multiply by 10. This represents the number of gold pieces (GP) that your character has at the 
start of the campaign.

General Equipment

Name Cost
Weight
(lbs)

Name Cost Weight(lbs) Name Cost Weight(lbs)

Backpack
(40lbs ca-

pacity)
5 GP 5

Holy Symbol,
wooden

1 GP 1
Rations, trail
(per day)

5 SP 2

Bedroll 2 SP 5
Holy Symbol,

pewter
5 GP 1

Rations, dried
(per day)

1 GP 1

Bell 1 GP -
Holy Symbol,

silver
25 GP 1

Rope, hemp
(50)

1 GP 10

Block and
Tackle

5 CP 5
Holy Water

(flask)
25 GP 0.5

Rope, Silk
(50)

10 GP 5

Bottle of
Wine

5 GP 1 Ink (1oz) 1 GP -
Sack  (20lbs

capacity)
5 CP .5

Candle 1 CP - Ladder (10 ) 5 SP 20
Sack (40lbs
capacity)

1 SP 1

Canvas (sq.
yd)

1 SP 1
Lamp

(bronze)
1 SP 1

Satchel (10lbs
capacity)

1 GP 2

Case (map
or scroll)

1 GP 0.5
Lantern,
bullseye

12 GP 3 Shovel 2 GP 8

Chain (10) 30 GP 10
Lantern,
hooded

7 GP 2 Signal Whistle 5 SP -

Chalk, 1
piece

1 CP - Lock 20+ GP 1
Spellbook,

blank
25 GP 5

Crowbar 2 GP 5 Manacles 15 GP 2
Spike, iron

(dozen)
1 GP 5

Fishing Net
(25 sq. )

4 GP 1
Mirror (small

steel)
20 GP 0.5 Tent 10 GP 20

Flask
(leather)

3 CP -
Musical In-
strument

5+ GP 1 Thieves’ Tools 30 GP 1

Flint & Steel 1 GP -
Oil (lamp), 1

pint
1 SP 1 Torch 1 CP 1

Garlic,
Charmed

10 GP -
Parchment

(sheet)
2 SP -

Twine, linen
(100)

8 CP 0.5

Grappling
Hook

1 GP 4 Pole (10) 2 SP 8
Water-skin (3

pint)
1 GP 1

Hammer 5 SP 2 Pot, iron 5 SP 10 Wolfs-bane 1 SP -
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Clothing

Name Cost

Belt/Sash (leather) 4 SP

Boots, so 1 GP

Boots, heavy 2 GP

Cassock (cleric/mage) 7 GP

Cloak (fur-lined, winter) 15 GP

Cloak (long, hooded) 1 GP

Dress (craer/freeholder 4 GP

Dress (armiger) 20 GP

Gown (lady/noble) 100 GP

Gown (duchess) 1,000 GP

Gloves 4 SP

Hat (armiger) 1 GP

Robe (cleric/mage) 6 GP

Sandals/Shœs (leather) 4 SP

Tunic/Pants (serf) 2 GP

Tunic/Pants (craer/freeholder) 4 GP

Tunic/Pants (armiger) 20 GP

Tunic/Pants (noble) 100 GP

This clothing worn on the person dœs not count towards encumbrance.

Armor

Armor Cost (GP) Weight (lbs) AC Bonus

Gambeson 5 10 +1

Hide 10 30 +2

Leather 20 15 +2

Studded Leather 30 25 +3

Ring Mail 25 30 +3

Brigandine 80 30 +4

Chain Mail 60 40 +4

Scale Mail 80 55 +5

Splint Mail 100 45 +5

Banded Mail 200 35 +5

Plate Mail 300 50 +6

Field Plate 500+ 70 +7
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Full Plate 1500+ 80 +8

Shield Cost (GP) Weight (lbs)
Melee / Missile AC

Bonus

Buckler 2 3 +1 / 0

Medium Shield 5 7 +1 / +1

Tower Shield 7 12 +1 / +3

Horse Barding Cost (GP) Weight (lbs) AC Bonus*

Leather 80 30 +2

Ring 100 60 +3

Chain 240 80 +4

Banded 800 70 +5

Plate 1,200 100 +6

* Horse, donkey, mule, and ox base AC is 13
All prices on this table may fluctuate in-game due to availability and other factors.

Melee Weapons

Name Cost Weight (lbs) Damage Note:

Axe, battle 1, 2 15 GP 4 1d8 * Denotes two-handed weapons

1 – Weapon can be used either 
one or two-handed

2 – When wielded two-handed, 
gains +1 damage bonus

3 – Can be used as both a melee 
and missile weapon

4 – Reach, weapon can be used 
from the second rank

5 – Large weapon, can not be 
used with companions on either 
side. Full 10 space required.

Axe, great *, 5 30 GP 7 1d10

Axe, hand 3 5 GP 2 1d6

Club 1 SP 3 1d4

Dagger 3 2 GP 1 1d4

Flail, heavy * 10 GP 5 1d8

Flail, light 6 GP 2 1d6

Hammer, battle 1,
2 10 GP 4 1d8

Hammer, light 2 GP 2 1d4+1

Lance * 10 GP 8 2d4+1

Mace, heavy * 10 GP 5 1d8

Mace, footman 5 GP 3 1d6

Pole-arm *, 4 10 GP 8 1d8+1

Spear 1, 2, 3, 4 2 GP 5 1d6

Staff *, 4 2 SP 5 1d6

Sword, bastard 1,

2 20 GP 5 1d8

Sword, long 15 GP 4 1d8

Sword, short 8 GP 2 1d6
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Sword, great *, 5 30 GP 7 1d10

Spacing: Because most movement and combat increments are divisible by three, it is easiest to assume that 
a character “occupies” an area about three feet across for purposes of marching. In combat, however, some 
weapons take more space to wield than others. 

• Large weapons that are used two-handed (great axe, battle axe, heavy flail, heavy mace, staff, 
great sword) require a full ten-foot space to wield.

• Thrusting weapons (dagger, short sword, spear and pole-arm) can be used three-abreast in a ten-
foot area.

• All other one-handed weapons can be used two-abreast in a ten-foot area.

Missile Weapons

Name Cost Weight (lbs) Damage Range ()
Shots Per

Round

Axe, hand 5 GP 2 1d6 20 1

Bow, long 75 GP 5 1d6 140 2

Bow, short 30 GP 2 1d6 100 2

Crossbow, heavy 20 GP 12 1d10 160 1/2

Crossbow, light 12 GP 6 1d8 120 1

Dagger 2 GP 1 1d4 10 2

Dart (4) 1 GP 2 1d3 15 3

Javelin 5 SP 2 1d6 40 1

Sling 5 SP 0.5 1d4+1 35 1

Spear 2 GP 5 1d6 30 1

Ammunition When using missiles to attack into a melee, it usually is 
not possible to choose which participant (opponent or 
friend) will receive the attack; the Referee will determine
this randomly.

Name Cost Weight (lbs)

Arrows (20) 3 GP 2

Bolts, heavy (20) 3 GP 2

Bolts, light (20) 3 GP 2

Bullets, sling (20) 1 GP 4

Animals and Gear

Name Cost
Normal / Max Load

(lbs)
Normal / Max Load

Move Speed

Donkey 8 GP 112 / 224 12 / 6

Mule 20 GP 280 / 560 12 / 6

Ox (2,000lb) 40 GP 630 / 1,260 6 / 3

Heavy Dra Horse 40 GP 560 / 1,120 12 / 6

Heavy Warhorse 700 GP 560 / 1,120 12 / 6
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Medium Dra Horse 30 GP 420 / 840 18 / 9

Medium Riding Horse 40 GP 420 / 840 18 / 9

Medium Warhorse 250 GP 420 / 840 18 / 9

Light Riding Horse 75 GP 280 / 560 24 / 12

Light Warhorse 150 GP 280 / 560 24 / 12

Saddle and Tack (dra) 5 GP - -

Saddle and Tack (riding) 10 GP - -

Saddle and Tack (war) 25 GP - -

Saddlebags 5 GP 40 -

Land Transport

Name Cost

Cart, small 25 GP

Cart, large 50 GP

Wagon 200 GP

Cart, small: Open, two-wheeled vehicle. Can be pulled by 1-2 mules. If the cart is pulled by 1 mule, it can 
transport up to 560 lbs at 60 /turn, or up to 840 lbs at 30 /turn. If pulled by 2 mules, it can transport up 
to 1,120 lbs at 60 /turn, or up to 1,680 lbs at 30 /turn. Carts may only move through deserts, mountains, 
forests, or swamps if a road is available. 

Cart, Large: Open, two-wheeled vehicle. It may be pulled by 1-2 heavy horses. 2 mules or medium horses 
can be substituted for 1 heavy horse. If the cart is pulled by 1 heavy. horse, it can transport up to 1,120 lbs 
at 60 /turn, or up to 1,680 lbs at 30 /turn. If pulled by 2 heavy horses, it can transport up to 2,240 lbs at
60 /turn, or up to 3,360 lbs at 30 /turn. Carts may only move through deserts, mountains, forests, or 
swamps if a road is available.

Wagon: Four-wheeled, open vehicle. Generally, 2-4 heavy horses draw a wagon. Two mules or medium 
horses can be substituted for one heavy horse. If the wagon is pulled by 2 heavy horses, it can transport 
up to 2,240 lbs at 60 /turn, or 4,480 lbs at 30 /turn. If the wagon is pulled by 4 heavy horses, it can 
transport up to 4,480 lbs at 60 /turn, or up to 8,960 lbs at 30 /turn. A wagon may only move through 
deserts, mountains, forests, or swamps if a road is available.

Sea Vessels

Name Cost
Crew Feet per Round Miles per Day

Cargo
(lbs)

AC
Hit

PointsSailors Oarsmen Marines Sailing Rowing Sailing Rowing

Boat, river
4,000

GP
- 1 1 - 360 - 36 5,600 19 20-45

Boat, sailing
2,000

GP
1 - - 270 - 72 - 8,400 19 20-45

Canœ 40 GP - 1 - - 360 - 18 840 20 5-10
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Galley, large
30,000

GP
20 180 50 360 720 90 50 56,000 18 95-120

Galley, small
10,000

GP
10 60 20 360 900 90 60 28,000 19 75-100

Galley, war
60,000

GP
30 300 75 270 720 72 50 84,000 18 125-150

Ra
1 GP/sq

.
1 - - - 180 - 12

35 per sq


20
5 per sq



Sailing Ship,
large

20,000
GP

20 - - 270 - 72 - 420,000 18 125-180

Sailing Ship,
small

10,000
GP

12 - - 360 - 90 - 140,000 19 65-90

Troop Transport,
large

30,000
GP

20 - 50 270 - 72 - 420,000 18 150-200

Troop Transport,
small

15,000
GP

12 - 25 360 - 90 - 140,000 19 90-110

Item Saving Throws

Item Type Acid
Blow, 
Crushing

Blow, 
Normal

Disin-
tegrate

Fall 
(5+)

Fire-
ball

Fire, 
Magic

Fire, 
Normal

Frost
Lightning
Bolt

Electric 
Shock

Bone / Ivory 11 16 10 20 6 17 9 3 2 8 11

Ceramic 4 18 12 19 11 5 3 2 4 2 1

Cloth 12 6 3 20 2 20 16 13 1 18 1

Crystal / Vial 6 19 14 20 13 10 6 3 7 15 5

Glass 5 20 15 20 14 11 7 4 6 17 1

Leather / Book 10 4 2 20 1 13 6 4 3 13 1

Liquid 15 0 0 20 0 15 14 13 12 18 15

Metal, hard 7 6 2 17 2 6 2 1 1* 11 1

Metal, so / Jewelry 13 14 9 19 4 18 13 5 1 16 1

Parchment / Paper 16 11 6 20 0 25 21 18 2 20 1

Stone, small / Gem 3 17 7 18 4 7 3 2 1 14 2

Wood / Rope (thick) 9 13 6 20 2 15 11 9 1 10 1

Wood / Rope (thin) 8 10 3 19 1 11 7 5 1 12 1

1. Acid: This assumes a considerable volume of strong acid (black dragon or giant slug spittle) or im-
mersion for a period which would affect the item. 

2. Blow, Crushing: This assumes that the item is struck by a weighty falling object or a blow from an 
ogre’s or giant’s weapon, for example.

3. Blow, Normal: This assumes an attack by a normal-strength opponent or only fairly heavy object 
which strikes the object. This also applies to a (ceramic) flask of oil or a (crystal or glass) vial of 
holy water hurled against a tough, but slightly yielding, surface.

4. Disintegration: This is the magical effect.
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5. Fall (5+): This assumes the item falls about 5 feet and comes into contact with a hard (stone-like) 
surface. A soer surface (wood-like) would give a +1 on the saving throw, and a fleshy-so surface 
gives +5. For each 5 feet over the first 5 feet the item falls, subtract -1 from the die roll to save.

6. Fireball: This is the magical fireball, meteor swarm, (red) dragon breath, etc.
7. Fire, Magic: This is the magical wall of fire, fire storm, flame strike, etc.
8. Fire, Normal: This assumes a hot fire such as produced by a blazing wood fire, flaming oil, and the

like. The item in question would have to be exposed to the fire for an amount of time sufficient to 
have an effect, i.e. paper or parchment for but 1 melee round, cloth for 2, bone or ivory for 3, etc. 

9. Frost, Magic: This is the magical frost or cold such as a (white) dragon’s breath or spells such as 
cone of cold or ice storm.

10. Lightning Bolt: This is a magical attack from lightning called from the sky, (blue) dragon’s breath, 
etc.

11. Electric Shock: The “shock” of an electric eel, magical items, traps, etc.

Generally if a player character makes a saving throw, his or her gear is assumed to pass all its saving 
throws automatically. The table below should be employed only where the player character fails the save or
is slain. Note that magical items gain a +2 on all saving throws. Additionally, magic items with a +2 bonus or 
more gain a +1 saving throw bonus for every magical bonus point over +1. Furthermore, the magic item gains
+5 on saving throws against attack forms in its own mode, i.e. blow vs. shield, fireball vs. ring of fire resis-
tance or fireball wand. 

Weight & Movement

Player Character Base Movement Rate

Weight Carried* Base Movement Rate

0 – 75 pounds 12

76 – 100 pounds 9

101 – 150 pounds 6

151 – 300 pounds (max) 3

* Carry Adj. From your Strength score is added to these values as an adjustment. For example, a character 
with an 18 strength get a +30 adjustment and can carry up to 105 pounds before dropping to a 9 move 
speed.

Below is a table showing the base move rate and the equivalent exploration speed, combat speed, and over-
land travel speed. Generally the players will only move in the 12 to 3 range, unless aided magically or using 
horses, ships, etc.

Base Move Rate Exploration Speed (1 Turn) Combat Speed (1 Round) Overland Travel Speed (1 day)

36 360 /yards see below 120 /yards see below 72 miles

33 330 110 66

30 300 100 60

27 270 90 54

24 240 80 48

21 210 70 42

18 180 60 36

15 150 50 30

12 120 40 24

9 90 30 18
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6 60 20 12

3 30 10 6

Note: Travel rates may be adjusted as needed by the Referee depending on prevailing travel conditions.

Exploration Speed: This is represented in feet (indoor, underground, and city) or yards (outdoor, wilderness).
This represents how far your character can travel over the course of 1 turn.

Combat Speed: This represents how fast your character moves in feet (indoor, underground, and city) or 
yards (outdoor, wilderness) when actively engaged in melee combat.

Overland Travel Speed: This is how many miles you can travel on foot along fairly level terrain.

Rest: Exploring dungeons is strenuous work, and all characters must rest periodically. Characters can ex-
plore, fight, or otherwise remain active for 5 turns before needing to rest for 1 turn. If the characters press on
without resting, they all suffer a cumulative penalty per turn of -1 on attack throws and damage rolls until 
they have rested for 1 turn.

Forced March: When necessary characters may engage in a forced march, traveling 12 hours per day. A 
forced march is a day of hard, tiring travel, but increases miles traveled per day by 50%. However, the char-
acters must rest for a full 24 hours aer a forced march. Otherwise, during wilderness travel the characters 
have to rest one day per six days of travel. Characters who do not get the appropriate rest suffer a cumula-
tive penalty of -1 on attack throws and damage rolls per day until they do rest. 

Combat

Initiative and Order of Battle

When the party comes into contact with enemies, the order of events is as follows
1. Check for Surprise: The Referee determines if a surprise roll is required, and if so, both sides roll to

see if they are surprised by the sudden encounter. 
2. Declare Spells: This is not an option for surprised groups. Any player whose character is going to 

cast a spell must say so before the initiative roll.
3. Roll Initiative: Each side rolls a d6 and the side with the highest result is the winner. One roll is 

made for each side, not for each individual. If this is the first round and one group was surprised, 
the other side gets to go first automatically, without having to roll a die 

4. Movement and First Missiles: Each combatant on the side that won initiative may move, or may 
fire any missile weapons. Then the losers of the initiative roll may move or fire missile weapons. 
Missiles with high rates of fire only use one of their attacks at this point.

5. Melee and Spell Resolution: Each combatant on the side that won initiative makes any melee at-
tacks (if in melee range), or casts spells. Spells take effect immediately. Losers of the initiative then 
make their attacks and cast spells 

6. Remaining Missiles: Any missile weapons with a rate of fire higher than 1 are resolved now.
7. Round Complete: Go back to step 2 (Declare Spells) and repeat the process until combat is finished.

1. Surprise: In general, a group cannot be surprised if they are already aware of an opponent’s presence 
even though they have not yet seen them – due to hearing them on the other side of a door, for instance. If 
one side is surprised, the other side automatically gets to take actions before the first initiative roll. If they 
also win that initiative roll, this means they will have taken two actions before the other side has a chance to 
do anything. If surprise is a possibility, roll 1d6 for either or both groups, as appropriate. (Roll only once for 
each side, not for each individual character or monster.) If the result is a 1 or a 2, the group is surprised. A 
party that includes a Barbarian or Ranger, however, is surprised only on a roll of 1. It is possible for both 
groups to be surprised, effectively canceling out the effect on both sides.

Underground or in a dungeon, the distance between two groups when they discover each other is 
1d6×10 feet. That is very close; the monsters may already be inside the radius of the adventurers’ light 
source. Outside, the distance will be about ten times this number, or, if the visibility is bad, three times. Any-
thing affecting visibility could also affect surprise distance. For instance, someone with darkvision will be able
to see up to 60 feet clearly at night or underground. A party carrying a light will be visible from much far-
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ther away, raising the possibility of an ambush. Other factors that may affect surprise are related to terrain 
types – thick woods or crowded city streets may decrease visibility and make it easier to surprise travelers. 
These and similar factors are le up to the Referee. 

Take note: Monsters do not always leap to the attack. Unless they are on the alert for intruders, the 
Referee may roll 2d6 to determine whether the monsters will attack if they surprise the adventurers. On a 
roll of 2-6, the monsters will be hostile and attack; on a roll of 7-9, the monsters will withhold judgment and 
wait to see if the adventurers are hostile; on a roll of 10-12, the monsters will have a positive initial reaction 
to seeing the adventurers, and might even be convinced to offer some help – if they are well paid, of course!

2. Declare Spells: Any player whose character is going to cast a spell must say so before the initiative roll. 
(The Referee makes a similar determination for the opponents.) The casting of any spell starts at the begin-
ning of the combat round. Thus, if the enemies win the initiative roll and damage the spell caster, the casting 
may be disturbed and the spell lost. 

3. Roll Initiative: At the beginning of a combat round, each side rolls a d6 for “initiative” – the opportunity 
to act first. The side with the highest roll wins and that group acts first. Initiative rolls may result in a tie. 
When this happens, the actions are resolved as happening simultaneously.

4. Movement and First Missiles: Winners of the initiative roll take any movement, including any movement-
like actions that might happen in combat such as climbing onto tables, or swinging from ropes, etc. Missile 
fire would also include things like pushing a boulder off a cliff. The results (deaths, etc) take effect, and then 
the losers of the initiative roll have their turn to move or fire missiles. It is not possible for the winners of the 
initiative roll to wait and see what the fœs do – they either move or not. Only the first shot is resolved in 
this phase, subsequent shots are resolved in phase 6 Remaining Missiles.

5. Melee and Spell Resolution: First, all members of the side that won initiative may make hand-to-hand 
(melee) attacks if they are in melee range of an opponent, and the damage from these attacks is inflicted 
(enemies might die). Spells are also cast and take effect at this time. Next, the losers of the initiative roll make
their melee attacks and cast their spells. Anyone who was killed by the winners of the initiative roll is al-
ready dead and cannot attack. Turning Undead also takes place in this phase. 

6. Remaining Missiles: Missile weapons with a rate of fire higher than 1 make their remaining attacks at this
point.

7. Round Complete: Check spell effects or other actions that last or take a certain amount of time. Then, go 
back to Declaring Spells and repeat the process until the combat is over. Combat ends when one side flees, 
surrenders, or is entirely slain.

Specific Situations

Attacking from Behind: Any melee attack made from behind has a to-hit bonus of +2, or +4 if made by a 
thief or assassin. There are only two ways for most people to get behind someone during combat. One is to 
surprise an opponent and attack from behind during the surprise action. The other is to attack an opponent 
from behind when an ally is attacking from the front. Thieves and assassins can get behind a target during 
normal combat if they successfully hide in shadows, even if no one is attacking the target from the front. Any
ranged attack from behind imparts a +1 bonus for all characters. 

Defensive Movement: Once two opposing combatants are within 5' of each other, they are engaged in 
melee. Engaged combatants may not move except to perform defensive movement. These types of defen-
sive movement may be used by both characters and monsters. Combatants who want to use one of these 
forms of movement must declare their intention to do so before they roll initiative for the round, and may 
not change their mind during the round. 

A fighting withdrawal allows a combatant to move backwards at 1/2 combat movement. However, 
there must be a clear path for this movement. If an opponent follows the withdrawing combatant, the 
withdrawing combatant may attack the opponent on the opponent’s initiative, when he enters reach. 

A full retreat occurs when a combatant moves backwards at a faster rate than 1/2 of combat move-
ment. The combatant making the movement forfeits his attack this round, and all his opponent attacks 
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with a +2 bonus that round. In addition, if the retreating combatant is carrying a shield, it dœs not apply
to their Armor Class during the retreat. Thieves may backstab retreating opponents. 

Note: combatants may perform a simple action that could be accomplished while fighting, such as 
standing up from being knocked down, sheathing one weapon and drawing another, readying or loos-
ing a shield, picking an item off the ground, or retrieving an item from a pack or sack. Simply dropping 
a weapon and drawing a new one dœs not count as movement during a round. 

Falling: Fall damage is calculated as 1d6 damage per 10 feet fallen with a max of 20d6.

Fleeing: One side of an encounter can always successfully flee if combat has not commenced and their 
movement is higher than the other side’s movement. It is up to the adventurers to decide if they will pursue 
fleeing monsters and when they stop; the Referee will adjudicate the actions of the monsters. In any case, if 
either side decides to pursue a chase begins and the Referee resolve the situation on a round by round ba-
sis. If at any point the pursuers are within 5' (melee range) at the start of a round, they may begin melee 
combat. If the fleeing characters or monsters wish to continue to flee aer the pursuers close to melee 
range, they will be subject to 
conditions under Defensive Movement.

A monster will stop chasing the adventurers if they manage to get out of the monster’s range of vision. If the
monsters enjoy treasure, they have a 50% probability that they will stop pursuing characters to collect any 
treasure the characters drop (roll 4-6 on 1d6). Hungry or less intelligent monsters may do the same if the 
characters drop food. 

Invisible Opponents: Attacks against an invisible opponent have a -4 penalty. Powerful magical monsters, 
or monsters with more than 11 hit dice, will usually be able to see invisible creatures normally.

Negotiation and Diplomacy: Some combats can be averted with a few well-chosen words, which may in-
clude lies. If a party is out-matched, or the monsters do not seem to be carrying much in the way of loot, 
the party might elect to brazen their way through, in an attempt to avoid combat—or at least delay it until 
conditions become more favorable. Striking bargains, persuading monsters or non-player characters to do 
things, and getting out of trouble by using wits, are all important parts of the game.

Spacing: Because most movement and combat increments are divisible by three, it is easiest to assume that 
a character “occupies” an area about three feet across for purposes of marching. In combat, however, some 
weapons take more space to wield than others. 

• Large weapons that used two-handed (great axe, battle axe, heavy flail, heavy mace, staff, great 
sword) require a full ten-foot space to wield.

• Thrusting weapons (dagger, short sword, spear and pole-arm) can be used three-abreast in a ten-
foot area.

• All other one-handed weapons can be used two-abreast in a ten-foot area.

Second Rank: Spears and polearms in the second rank of a battle formation can attack by reaching through
the first rank. 

Subdual Damage: A weapon may be used to beat down, rather than kill, an opponent. When the player de-
sires, damage inflicted by a character can be composed of half “real” damage and half “subdual” damage. 
Subdual damage dœs not kill, and such points are recovered at a rate of 1 hp per hour. If an opponent’s hit 
points, including the subdual damage, fall to zero, the opponent is knocked unconscious rather than killed, 
unless the real damage actually reduces real hit points to zero, in which case the opponent is killed acciden-
tally. Not all monsters may be subdued. Generally only humanoids and special creatures such as dragons 
will be subject to such attacks. 

Two-weapon Fighting and Two-handed Weapons: Just as shields improve armor class by 1, fighting two-
handed grants a +1 to damage rolls (except for weapons that can only be used two-handed, where this is al-
ready taken into account in the weapon’s damage), and fighting with a weapon in each hand gives a +1 to 
hit. (Note that fighting with two weapons dœs not actually give two separate attacks; it just increases the like-
lihood of landing a successful blow.) 
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Terrain Features: Characters and monsters will hide behind things, stand on things, lie prone, fight from 
higher ground, shoot arrows from within concealing mists or tree branches, and take every possible advan-
tage of the combat terrain. The Referee will assign bonuses and penalties for terrain features. Most such 
bonuses will only be +/- 1 or 2, depending on the degree of cover or the benefit of higher ground. Trying to 
hit someone through an arrow slit in a castle wall might have a penalty of –4. Remember, however, that the 
penalty to hit an invisible opponent is only -4, so +/- 4 is about the outside limit for terrain adjustments on 
the to-hit roll. 

Unarmed Combat: Grappling (or overbearing) an opponent is resolved as follows: the attackers (or attacker)
make individual to-hit rolls. The grapple is resolved among those who hit: each combatant rolls 1d6 per hit 
die. If the sum of the dice of all the attackers is higher than the defender’s total, the hapless defender is 
completely pinned and can be killed in the next round unless help arrives or the victim manages to break 
loose before the knife falls. If the sums are exactly equal, everyone is struggling and none of them can at-
tack with a weapon. If the defender wins, the attackers are beaten back and stunned. They remain stunned 
for a number of rounds equal to the number of points by which the defender beat them. 

For example, if five orcs attempt to overwhelm a fih level Fighter, each orc rolls to hit. Let us assume that 
two of them succeed on the to-hit roll. The orcs roll a total of 2d6 (each orc has 1HD), and the Fighter rolls 
5d6 (the Fighter has 5HD). The orcs get a total of 10, and the Fighter gets a total of 15. Each orc is tossed 
aside and stunned for 5 rounds. Fist-fights can be resolved by assuming that a fist dœs 1 point of damage, 
and that there is a 50% chance per hit that the damage is subdual damage (see Subdual Damage, above). 
All Strength bonuses to damage are considered subdual damage only. A word to the wise: tavern brawls are 
more efficiently conducted with chairs than with fists. 

Death, Healing and Morale

Death and Unconsciousness: Characters are considered unconscious and dying if damage brings them 
down to 0 to -3 hit points. If a single blow brings them to the -4 to -9 hit point range they must roll a saving 
throw; success indicating unconsciousness, failure indicating death. Character’s ‘bleed’ at a rate of -1 hp per 
round to a maximum of -10 hit points before they are slain. Ex. A character with -9 hit points at the start of a
round will be considered dead at the resolution of that round if aid is not administered.

Aid can be administered in the form of a healing spell/scroll/potion/wand/stave etc to return the character to 
positive hit points. The character will be comatose for 1d6 turns. Thereaer, he must rest for a full week, min-
imum. He will be incapable of any activity other than that necessary to move slowly (3 move-rate) to a place
of rest and eat and sleep when there. The character cannot attack, defend, cast spells, use magic devices, 
carry burdens, run, study, research, or do anything else. This is true even if light cure spells and/or healing 
potions are given to him or her; although if a Heal (6th level Cleric) spell is bestowed the prohibition no 
longer applies.

Healing: In addition to the various magical means of restoring hit points, a character recovers naturally at 
the rate of 1 hit point per day of uninterrupted rest. Uninterrupted rest means no traveling or any activities 
that require the character’s focus. Four weeks of rest will return a character to full hit points regardless of 
how many hit points may have been lost. 

Morale: Certain monsters, such as mindless or undead creatures, are fearless and always fight to the death. 
The majority, however, will not continue to fight a hopeless battle; they will seek to retreat, flee, or surrender.
This also applies to hirelings of the adventuring party.

Morale Checks: The Referee rolls 2d6 and compares the result against the creatures’ morale score: 
• Higher than morale score: The creature will surrender or attempt to flee. 
• Equal to or lower than morale score: The creature will continue to fight. 

The Referee usually makes a morale check for creatures under two conditions: 
• First death on side: The first time one of their number is killed in battle. 
• Side half incapacitated: When half the creatures have been killed or otherwise incapacitated. 

*Two successes: If a creature makes two successful morale checks in an encounter, it will fight until 
killed, with no further checks necessary 
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Situational Adjustments: The Referee may decide to apply bonuses or penalties to morale (from –2 to +2), 
depending on the circumstances. For example, the side that is losing or winning might receive a penalty or 
bonus to morale of –1 or +1, respectively. 
Scores of 2 or 12: Adjustments are never applied to creatures with a morale of 2 or 12. 

Mercenary Morale: Mercenaries have a morale rating and check morale in exactly the same way as mon-
sters.

• Morale rating: determined solely by the type of troops. The Charisma adjustment of the hiring char-
acter has no influence.

• Modifiers: the morale score of a group of mercenaries may be modified based on working condi-
tions, at the Referee’s discretion. If mercenaries from the group are being killed frequently or sub-
jected to other abuses, morale will be low. If the mercenaries are enjoying riches and excitement, it 
might be higher.

Retainer Morale: Retainers signed up to work as adventurers, so are not frightened off at the first sign of 
danger. Retainers do not make morale checks in combat, but a loyalty check may be required in extreme 
peril or at the end of an adventure if treatment has been unfair. If they fail they will terminate their employ-
ment with the player characters and go their own way.

Hired Help

In addition to buying equipment, adventurers may also spend their money to hire various NPCs, known as 
hirelings, to assist them. There are three types of hirelings:

• Retainers are NPC sidekicks, companions, associates, and henchmen. Retainers are typically very 
loyal and are willing to take reasonable risks; in particular, they are the only sort of hireling who 
will generally accompany an adventurer into a dungeon, lair, or ruin.

• Mercenaries are hired soldiers, and will guard, patrol, and otherwise serve in wilderness settings, 
but only as part of a larger force, not an adventuring party. 

• Specialists are hired individuals who have a particular trade or who have special knowledge. These
individuals are usually hired for a specific task. 

While adventurers oen wish to hire as many hirelings as they can afford, hirelings are not available in un-
limited numbers. Indeed, in small villages or remote outposts, they may be not available at all 

Retainers

Retainers are NPCs that are hired by characters to accompany them on an adventure. (NPCs hired for non-
adventuring tasks are treated as hirelings.)

Limit per PC: Each character is limited to a finite number of retainers, as indicated by the character’s 
Charisma score.

Duties: Retainers are not mindless slaves and, although they will usually share the party’s risks, they will not 
willingly act as battle fodder. If abused in any way, retainers will typically warn others of this and the PCs will
soon find it difficult to hire other retainers. 

Class and Level
Retainers can be of any class (including normal humans—effectively of level 0), but must be of equal or 
lower level to the hiring PC. 

Recruitment
Potential retainers may be located by frequenting drinking establishments or by paying to post notices of 
help wanted. Applicants are recruited through negotiation, with the Referee playing the roles of the NPCs a 
character attempts to hire. The PC should explain what the job entails and the wages paid.

Applicant Reactions
Once an offer is made, the Referee determines the potential retainer’s reaction by rolling 2d6 on the table 
below, modified as follows:
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• Charisma: The roll is modified by the hiring character’s reaction modifier due to Charisma
• Generosity: The Referee may apply a bonus or penalty, depending on the attractiveness of the 

deal (+1 or +2 for generous offers, –1 or –2 for poor offers).
• Reputation: A penalty of –1 or –2 may be applied, if the hiring PC has a bad reputation.

Retainer Hiring Reactions

2d6 Result

2 or less Ill will*

3-5 Offer refused

6-8 Roll again

9-11 Offer accepted

12 or more Offer accepted, +1 loyalty

*Ill will: A –1 penalty applies to further hiring reaction rolls while recruiting in the same town or area. 

Wages and Upkeep

The Referee will determine the rate of pay desired by potential retainers, taking the following factors into ac-
count: 

• Skill level: More experienced retainers will want a higher rate of pay, whereas those employed for 
unskilled tasks will have lower demands.

• Competition: Retainers may accept lower rates of pay if there are many applicants, but may de-
mand higher rates if there is little competition for the job. 

Standard Rate: Retainers will usually want a guaranteed fee (per day or per adventure) and a share of trea-
sure recovered (at very least a half share). For example: a fee of 3 gp per day plus a half share of treasure. 

Shares of Treasure: Fractional shares of treasure are calculated by dividing the treasure by the total num-
ber of shares. For example, a party consisting of 5 PCs (who receive full shares) plus one retainer (who is 
paid a half share) discover 2,750gp of treasure. The total is divided by 5.5 (five full shares plus one half 
share): 500gp. Thus, each PC gains 500gp and the retainer gains 250gp. 

Experience
Although retainers are played by the Referee, they acquire experience in the same way PCs do, can advance
in level, and are affected by all of the same class rules as PCs. 

XP penalty: Because retainers follow instructions when on an adventure, thus not directly engaging in prob-
lem solving, XP they receive is penalized by –50%. 

Normal people: When a normal person (i.e. a retainer of level 0 with no character class) gains XP, they must
choose an adventuring class. 

Loyalty Checks
To make a loyalty check, the Referee rolls 2d6 and, if the result is lower than or equal to the retainer’s loy-
alty rating, accounting for any adjustments, the roll has succeeded. 

Loyalty checks are made in two circumstances:
• Peril: Each time the retainer is exposed to a particularly perilous situation. If the roll fails, the re-

tainer will likely flee. 
• Aer an adventure: If the roll fails, the retainer will not work for the PC again. 

Mercenaries

Mercenaries are hired soldiers and men-at-arms who will guard, patrol, and otherwise serve in wilderness 
settings, strongholds, camps, etc. but only as part of a larger force, not an adventuring party. Note that as 
mercenaries are hired by a character to perform specific services, they are not treated as retainers and thus 
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do not count toward a character’s maximum number of retainers. The below listed monthly costs encompass
wages, clothing, lodgings and provisions, as well as any basic equipment, but not such expenses as the arms
and armor due to a man-at-arms, which must be provided separately if they do not already have their own 
arms and armor. Monthly rates of payment assume that the hireling is provided with lodgings and that his 
other day to day needs are attended to; if this is not the case then the Referee will let you know the costs as-
sociated.

Locating Mercenaries
Mercenaries can be located by posting notices of help wanted, hiring town criers or others to relay the offer, 
frequenting inns and taverns. The response will depend on the availability of suitable troops in the area and 
the offer made. It should be noted that the hiring of non-human mercenaries is generally rare, and some 
such as orcs are socially unacceptable.

Wages
Outside of wartime: As listed below. 
During wartime: All wages are doubled. 

Upkeep
The monthly rate of pay assumes that you have a stronghold in which to house and feed your followers. 
Some mercenaries may have the necessary war gear on-hand, others may require equipment to be pro-
vided, this will be relayed to you by the Referee during the hiring process. Note that armorers and other spe-
cial hirelings are required to maintain a standing army, (see General Hirelings and Specialists).

Mercenaries

Type
Base

Morale Wage Per Month

Human Dwarf Elf Orc Goblin

Archer 8 2gp - 4gp 2gp 1gp

Archer, mounted 9 6gp - 12gp - -

Artillerist 8 5gp 10gp - - -

Crossbowman 8 2gp 4gp - 2gp -

Crossbowman,
mounted

9 4gp 8gp - - -

Footman, light 8 1gp - 4gp 1gp 5sp

Footman, heavy 8 2gp 4gp 6gp 2gp -

Horseman, light 9 3gp - 6gp - -

Horseman,
medium

9 4gp - - - -

Horseman, heavy 9 6gp - - - -

Longbowman 8 4gp - 8gp - -

Peasant 6 1gp - - - -

Sapper/Miner 8 4gp 8gp - - -

Slingers 8 3gp - - - -

Wolf rider 9 - - - - 5gp

Archer: Typically equipped with a shortbow, short sword,  leather armor. They will fight hand-to-hand only if
circumstances force this action upon them.
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Archer, mounted: Can be mounted on a light warhorse. They can wear leather, ring, or chain mail, and they
can carry small shields and swords for use when not plying their bows. They will fight hand-to-hand only if 
circumstances force this action upon them.

Artillerist: These troops are required to operate any missile engines larger than a heavy crossbow. They will
fight as light infantry only in extreme cases. Can be armed with daggers or hand axes.

Crossbowman: Can be equipped with any crossbow, one-handed weapons, and wear any armor up to 
chainmail (+4 AC). Heavy crossbowmen will desire light footman to accompany them to act as shield bearers.
Crossbowmen will fight as light footmen if meleed by enemy troops. 

Crossbowman, mounted: Can be mounted on a light warhorse, or mule if dwarven. Can be equipped with a
light crossbow only, one-handed weapons, and any armor. They will fight hand-to-hand only if circum-
stances force this action upon them.

Footman, light: Accustomed to fighting in open order and traversing broken or rough terrain, light footmen 
are armed and armored accordingly. Can be quipped with any weapons not considered Large and wear up 
to studded leather (+3 AC).

Footman, heavy: Intended primarily for fighting and maneuvering in close order on open ground, heavy 
footmen employ the appropriate arms and armor. Can be equipped with any weapons, shields, and armor.

Horseman, light: Swi in pursuit and quick to retreat, light horsemen fight in open order and make excellent
skirmishers. Typical equipment includes a light warhorse with gear, leather barding, studded armor, small 
shield, lance, and long sword. 

Horseman, medium: Capable of delivering a powerful charge over open ground and in close order, well 
used medium horsemen can prove decisive. Mounted on a medium warhorse with scale barding. Typical 
equipment includes a lance, long sword, shield and scale mail.

Horseman, heavy: Most effective when attacking in very close order on open terrain, heavy horsemen are 
well armed and fearsome in combat. Typical equipment includes a heavy warhorse with gear, chainmail 
barding, plate armor, shield, lance, long sword, and dagger.

Longbowman: Typically equipped with a longbow, a sword, and chainmail. These troops will operate as light
footman when not employing bows, and they can use any normal weapons.

Peasant: Typically equipped with a spear, staff or stones for throwing. Flighty and generally unreliable troops
used to bolster numbers. These troops cannot be raised in the standard method and are instead raised by 
levy in times of need.

Sapper/miner: These troops are required for any military operations which involve use of siege machinery, 
towers, trenches, mines, etc. Although they will fight only to preserve their lives they are typically equipped 
with short swords and leather armor.

Slingers: Adept in the use of the sling to disrupt and harass the enemy, slingers are also able fight as light 

footmen, though they are generally restricted to light armor and weapons. Typically equipped with a sling, 
hand axe, shield, and leather armor.

Wolf Rider: Mounted on a dire wolf. Typically equipped with a spear, short sword, shield, and leather armor. 
These goblin wolf riders are generally rare, and never employed by those of good-alignments.

Leadership: Large groups of hired troops require leaders to be used effectively.
• Sergeants: Equivalent to a 1st level fighter, but incapable of conventional advancement by level. A 

sergeant can lead up to 10 men independently or in service to a lieutenant or captain. In any given 
company, there must be 1 sergeant for every 5 to 10 men-at-arms. The monthly wage required by 
a sergeant is 10 times that of the troop type he leads. 

• Lieutenants: Equivalent to a 2nd or 3rd level fighter, but incapable of conventional advancement by 
level. A lieutenant may lead 10 men-at-arms for every level of experience he possesses, as well as 
the necessary number of sergeants; in addition, he may command a number of unassigned 
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sergeants equal to his level. When serving a captain, only the lieutenant counts against the number 
of men that may be led. The monthly wage demanded by a lieutenant is equal to his level multi-
plied by 100 gold pieces. 

• Captains: Equivalent to a 5th to 8th level fighter, but incapable of conventional advancement by level.
A captain may lead 20 men-at-arms and 1 lieutenant for every level of experience he possesses, as 
well as the necessary number of sergeants; the monthly wage demanded by a captain is equal to 
his level multiplied by 100 gold pieces. 

General Hirelings and Specialists
The short term services of simple crasmen and laborers are relatively easily procured in large settlements, 
but even small villages are usually able to supply something in the way of this sort of hireling. Specialists 
may be more difficult to find and hire. Also, it is more difficult to find individuals willing to uproot their lives 
and to take service for longer than a few days, especially if considerable travel is involved. Some hirelings 
will not travel along for assignments lasting less than one month. Monthly rates of payment assume that the 
hireling is provided with lodgings and that his other day to day needs are attended to; if this is not the case 
then the Referee will let you know the additional costs associated.

Alchemist
Upkeep and Wage: 300 gp/month
Initial Equipment: A fully equipped lab costs 1,000 gp.

Alchemists are required to be hired by 5th level mages and clerics if they wish to brew potions; at 9th level the
restriction is lied, but alchemists can still be hired to reduce the costs and time requirements of potions. It is 
unlikely that they will take service with a player unless retained for a year or more, provided with a well 
stocked laboratory and an initial lump sum signing bonus.

Recreating potions: Based on a sample or recipe, an alchemist can produce a potion at twice the normal 
speed and for half the normal cost. 
Researching potions: An alchemist may also research new potions, but this takes twice as long and costs 
twice as much as normal. 

Animal Trainer
Upkeep and Wage: Referee will determine this, including costs for the animal(s) being trained.
Initial Equipment: This is dependent on the animal being trained.

Animal trainers are required when attempting to train any sort of animals and their price will vary based on 
animals they’re able to train and how many different types of animals they can train. 

It will take a minimum of 1 month to tame a wild animal. Likewise it takes a minimum of one month to teach 
an already tame animal one behavior. Aer the first month, an animal has become accustomed to a trainer 
and can be taught additional behaviors at half the time per behavior. If training is interrupted, all time al-
ready spent on that particular behavior is lost. If an animal is being tamed and the time is interrupted, the 
animal will rebel and cannot ever be tamed. In some cases, animal training may take years, a fact that ad-
venturers may find inconvenient as well as expensive. A single animal trainer can train and manage no more
than 6 animals at a time. Once an animal is fully trained and put into service the animal trainer won’t be 
needed to handle it any longer. 

Specialty: All animal trainers are specialized in a particular kind of animal. Number of animals: A trainer can
have up to six animals under their care at a time.
Time required: The Referee decides how long an animal must be trained, based on the nature of the train-
ing. It will take a minimum of one month to teach an animal the first new behavior or trick. Aer this first 
month, an animal has become accustomed to the trainer and can be taught additional behaviors at twice the
rate (two weeks per behavior). 
Interruptions: If training is interrupted, all time already spent on that particular behavior is lost and the ani-
mal becomes unable to learn further behaviors. 

Armorer

~51~



Upkeep and Wage: 100 gp/month+ 10% of the normal price of any items fashioned.
Initial Equipment: A fully equipped workroom and forge costs 400 gp.

This occupation cares for and manufactures armor and shields. One armorer is required per 40 soldiers. If 
the armorer is caring for troops, only spare time may be used to produce items. Every four soldiers main-
tained reduces the amount of time he can spend each month by 15%; once he is maintaining 31-40 troops 
he will not have free time for extra production. Example: In a month with 30 days, the armorer is maintain-
ing 9 troops and his free time is reduced by 9 (30×0.3) days.
 
Dwarven armorers: Hired dwarf armorers are twice as efficient as humans but cost three times as much 
and will not generally labor anyone beyond one year of service.
Elven armorers: The services of an elf armorer can only be obtained for five times the usual wage, but will 
produce mail of the highest quality and reduce the production time by half. 

Armorers can produce armor and shields according to the below table; time to produce items will be in-
creased if they are also responsible for maintaining troops:

Armor Days to Produce Skill Level Required Hirelings

Gambeson 30 days Low Tailor

Hide 5 days Low Armorer, Leatherer

Leather 10 days Low Armorer, Leatherer

Studded Leather 15 days Low Armorer, Leatherer, Tailor

Ring Mail 20 days Low Armorer, Leatherer, Tailor

Brigandine 40 days Average Armorer, Leatherer, Tailor

Chain Mail 45 days Average Armorer

Scale Mail 30 days Low Armorer, Leatherer, Tailor

Splint Mail 20 days Low
Armorer, Blacksmith,

Leatherer

Banded Mail 30 days High Armorer

Plate Mail 90 days High Armorer

Field Plate 150 days High Armorer

Full Plate 210 days High Armorer

Buckler 1 day High Armorer

Medium Shield 2 days High Armorer, Carpenter

Tower Shield 4 days High Armorer, Carpenter

Assassin
Upkeep and Wage: Varies by mission, determined by the Referee.
Initial Equipment: None.

Time: The Referee will determine the time required for the job. 
Chance of success: The Referee judges the probability of success in the mission, based on the circum-
stances. 

Blacksmith
Upkeep and Wage: 30 gp/month + 10% of the normal price of any items fashioned.
Initial Equipment: A fully equipped forge costs around 100 gp.
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There must be a blacksmith in any stronghold, and he and his assistants can care for the needs of up to 40 
men or horses. Another smith is required for up to each additional 160 men or horses. Besides the usual du-
ties (horseshœs, nails, hinges, and miscellaneous bits and pieces) a hired smith can turn out some simple 
weaponry each month:

Weapon Days to Produce

Arrow Head / Bolt Tip 1

Spear or Morning-star head 2

Flail or Pole-arm head 5

Dwarven smiths: Hired dwarf armorers are twice as efficient as humans but cost three times as much and 
will not generally labor for anyone beyond one year of service.

Carpenter
Upkeep and Wage: 2 gp/month + 10% of the normal price of any items fashioned.
Initial Equipment: A fully equipped wood-shop costs around 100 gp.

Skilled in the working of wood, a carpenter might be retained to construct anything from a table to a pal-
isade. Their expertise is also invaluable for the manufacturing of shields and similar items. One carpenter is 
needed for every 40 troops to be supported.

Cook
Upkeep and Wage: 5 gp/month
Initial Equipment: A fully stocked larder and cooking instruments costs 50 gp.

Skilled in cooking for large groups, they’re vital in keeping up morale. Three cooks are needed for every 40 
troops to be supported. Three cooks and their equipment can be transported by one teamster if the need 
arises.

Engineer
Upkeep and wage: 300 gp/month 
Initial Equipment: None.

Engineers plan and oversee large construction projects such as building strongholds or siege engines. 
Number required: One engineer is needed per 100,000 gp cost of the project.
Specialty: Humans usually handle overground structures, while dwarves may be hired for underground con-
struction. 

Jeweler (Gem-cutter)
Upkeep and wage: 100 gp/month + 10% of the normal price of any items fashioned.
Initial Equipment: A fully equipped workroom costing 250 gp.

Able to speedily and accurately appraise the value of most gems, jewelry and other precious objects, a jew-
eler is also capable of repairing, enhancing or newly creating ornamented items and jewelry. Simple tasks, 
such as setting a stone in the hilt of a sword or the forging of a plain ring, might take only a few days to a 
week, whilst more complex undertakings, such as producing a gem studded bracelet, could take up to a 
month; of course, truly opulent and intricate items might take a year or more. 

Oen a jeweler is also skilled at cutting gems; just as in their former capacity they may increase the value of
an item through their cra, as a gem-cutter they may increase the value of poorly cut stones, usually those 
worth less than five thousand gold pieces. A dwarf of this profession oen possesses a greater degree of 
general ability than a human, but commands twice the pay.
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Leatherer
Upkeep and Wage: 2 gp/month + 10% of the normal price of any items fashioned.
Initial Equipment: A fully equipped workroom costs 250 gp.

Capable of producing a wide range of leather goods, such as packs, belts or riding gear; a leatherer is indis-
pensable for the making of scabbards, sheathes, shields and the other leather components of arms and ar-
mor. 

Limner
Upkeep and Wage: 10 gp/month
Initial Equipment: A fully equipped workshop costs 50 gp.

These individuals do all sign painting, drawing of heraldic devices, etc.

Mason
Upkeep and Wage: 30 gp/month + building materials as required.
Initial Equipment: None

Expert in the working of stone or plaster, masons are essential for the construction of many significant build-
ings and fortifications.  

Sage
Upkeep and Wage: To be determined by the Referee on a case-by-case basis
Initial Equipment: To be determined by the Referee on a case-by-case basis

The ultimate receptacle of knowledge and lore, a sage is a sort of medieval research library contained in 
one being. The sage can be summed up as a person with a degree of knowledge on just about everything, a
lot of knowledge in a few specific fields, and authoritative knowledge in his or her special fields of study. 
Sages can be ‘hired’ or consulted by the player on a short term basis. Hiring a sage will require the player 
have a stronghold outfitted with space for the sage as indicated above. Sages will only accept a permanent 
offer of lifetime service. 

Servant (Domestic)
Upkeep and Wage: 5 gp/month
Initial Equipment: None

This occupation encompasses the various forms of body servants, messengers, valets and lackeys one might
find attending a lord in his manor.

Ship Company
Upkeep and Wage: See below
Initial Equipment: See below

The availability of crews and ships in a given port willing to take service with a player character is at the dis-
cretion of the Referee. A vessel must normally be suited to the waters into which it will venture and the crew 
recruited appropriate to the ship, as well as familiar with its handling; a mixed crew, for instance, is required 
for vessels that employ both sail and oar. A vessel and crew intended for river travel will be unsuitable for 
coastal voyages, just as a ship built for coastal trading will be of little use on the open sea. 

Every ship, no matter the size, requires a master, at least one lieutenant and a mate. In all respects other 
than those outlined below, these officers correspond to the mercenary captain, lieutenant and sergeant, re-
spectively. They also are entitled to a share of any prize or treasure taken at sea or on land in their pres-
ence. The master captain gets 25%, each lieutenant gets 5%, each mate 1%, and the crewmen share be-
tween them 5%. The remainder gœs to the player character(s), of course. If any of these or the above crite-
ria are le unmet, there will be a significant chance of mishap. 
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• Lieutenant: Equivalent to a 2nd or 3rd level fighter, but incapable of conventional advancement by 
level. At least 1 lieutenant is required for every 20 crewmen (marines, oarsmen, and sailors) of a 
ship’s company, but not including mates. The monthly wage demanded by a lieutenant is equal to 
his level multiplied by 100 gold pieces. 

• Marine: Trained primarily to repel and engage in boarding actions, marines otherwise fight in close 
order as heavy footmen. They cost 3 gp/month and otherwise have armor and weapons of heavy 
footmen as furnished. 

• Master (Captain): Equivalent to a 5th to 8th level fighter, but incapable of conventional advancement 
by level. A ship must have a master of the appropriate type if it is to operate without fear of pre-
ventable disaster. The monthly wage required by a captain is equal to his level multiplied by 100 
gold pieces. 

• Mate (Sergeant): Equivalent to a 1st level fighter, but incapable of conventional advancement by 
level. At least 1 mate is required for every 10 crewmen or part thereof that makes up a ship’s com-
pany. The monthly wage required by a mate is 30 gp/month

• Navigator: A navigator is a sailor who understands how to read charts and navigate based on in-
struments and the position of the stars. Any time a ship ventures beyond sight of a coastline, it be-
comes lost if a navigator is not aboard. The monthly wage required is 100 gp/month, he is other-
wise like a sailor.

• Oarsman: Accustomed to protracted periods of steady rowing, oarsmen are well paid and willing to
fight as heavy footmen. They cost 5 gp/month and wear any sort of armor furnished, and use 
shields and all sorts of weapons. 

• Sailor: Necessary for the operation of most sailing vessels, sailors will fight as light footmen, but are
unwilling to wear body armor. They cost 3 gp/month and typical equipment includes shield, short 
sword, and dagger.

Spy
Upkeep and Wage: Varies by mission, determined by the Referee.
Initial Equipment: None.

A spy is hired to gather information about a person or group. The spy may be an outsider who tries to infil-
trate or may be a traitor already connected with the person or group to be spied upon. 

Time: The Referee will determine the time required for the job. 
Chance of success: The Referee judges the probability of success in the mission, based on the circum-
stances. 

Steward/Castellan
Upkeep and Wage: 200 gp x level per month
Initial Equipment: None.

Responsible for the administration of a stronghold in the absence or inability of a player character, a steward
holds a position of great prestige and trust. Usually, such an individual is promoted from the position of mer-
cenary captain and will not aerwards take kindly to being asked to re-assume that role, even temporarily. 
Whilst serving within the stronghold, a steward is capable of leading forty men at arms and two lieutenants 
for every level of experience he possesses, as well as the necessary number of sergeants. Given that a 
fortress is well provisioned, garrisoned and supported at the time at which he is appointed, a steward will 
see to it that such remains the case. Of course, if a player character expects his dependents to vigorously 
resist any enemy action in his absence or incapacity, he must ensure that the loyalty of such men is strongly
maintained. The monthly wage due to a steward is equal to his level multiplied by 200 gp. 

Tailor
Upkeep and Wage: 2 gp/month + 10% of the normal price of any items fashioned.
Initial Equipment: A workshop and tools costing 100 gp.

This occupation makes and repairs clothing, bags, shield covers, etc. It also subsumes hatters. One tailor is 
required for ever 40 troops to be supported.
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Teamster
Upkeep and Wage: 5 gp/month
Initial Equipment: Wagon and animals to drive the wagon (use equipment list)

Teamsters are basically drivers of carts and wagons. They will also load and unload their vehicles. They are 
expert animal handlers with respect to their particular specialty of dra animal only, i.e. horses, donkeys, 
mules, oxen. One teamster is required to support every 40 troops in overland travel.

Torchbearer (or Other Adventuring Non-combatant)
Upkeep and Wage: To be determined based on occupation by the Referee
Initial Equipment: Determine from the equipment list.

This occupation will encompass all manner of companions from torchbearers/link-boys to bearers/porters, 
pack handlers.

Weaponsmith
Upkeep and Wage: 100 gp/month + 10% of the normal price of any items fashioned.
Initial Equipment: A workshop and tools costing 200 gp.

A weaponsmith is a sort of smith-armorer specializing in the manufacture of high-quality arms. This occupa-
tion is divided into three categories for hire: Bowyer/arrowsmith/fletcher, swordsmith/daggersmith, and 
weaponsmith general. As with other hirelings of this sort, the weaponsmith must have a forge and a work-
room. He will have various apprentices which are subsumed in the monthly cost. A weapon maker is neces-
sary to support troops, 1 being required to support each 80 men. While otherwise unoccupied and given an 
initial month in which to prepare, or a year in the case of long bows, a weaponer may produce various arms
at the below rates and at a cost determined by the game master. A leatherer is necessary for the creation of
scabbards and sheaths:

Weapon Type Days to Produce

Bow, Long 15

Crossbow, Heavy 2

Sword, Bastard 4

Sword, Long 3

Sword, Short 2

Sword, Great 6

Other Weapons 1

Magical Research

Starting at 5th level, mages and clerics may begin to independently research spells and brew potions. When 
the spell-caster reaches 9th level he is able to create more powerful magic items such as weapons, rings and 
staves. 

All magical research requires a magic research throw to succeed. A result that is greater than or equal to the 
magical research target value listed for the spell-caster’s level indicates the task has been a success. The 
spell-caster adds his Intelligence bonus to the die roll. An unmodified roll of 1-3 is always a failure when 
conducting magical research. 

When a magic research throw fails, the time and money spent on the research is lost. In addition, any previ-
ous materials or special components are consumed.
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Mage Level Magic Research Target

1* 16+

2* 15

3* 14

4* 13

5 12

6 11

7 10

8 9

9 8

10 7

11 6

12 5

13 4

14 3

*May only assist higher level mage in research

Spell Research
Mages and clerics of 5th level or higher may use spell research to gain access to spells that he dœs not 
have access to from scrolls, spell books, or (if a cleric) his deity. Spell research costs 1,000gp, and takes two 
weeks of research, per level of the spell. Spell research requires a magic research throw. The target value for
this throw is increased by ½ the level of the spell, rounded down, being researched. EXAMPLE: Quintus is an 
11th level mage researching a 4th level spell. It will take 8 weeks and cost 4,000gp, and require a magic re-
search throw of 8+ to succeed. 

A spell-caster may also use spell research to create a new spell. The spell-caster must describe in detail the 
kind of spell he wants to create, and the effects it will have. The Referee will then determine if the spell can 
be created, and if so what the spell level will be. The spell-caster must be capable of casting spells of the 
spell level the potential new spell will be; otherwise he must wait until he attains a high enough level to re-
search and cast the spell. When throwing to create a new spell, the target value is increased by the level of 
the spell rather than ½ the level. 

A mage can only research a spell if he can still learn spells of that level. A cleric or other divine caster can 
only research a spell with the permission of his deity (Referee’s discretion). The deity will usually remove a 
spell of the same level from the cleric’s spell list in exchange for granting the new spell. 

Libraries: To research a spell, a spell-caster must have access to a library. If available, Wizard’s guilds and 
major temples oen will provide their members access to such a library. If a spell-caster wishes to compile 
his own library, a minimum of 4,000gp must be invested to allow research on 1st level spells. For each sub-
sequent spell level to be researched, another 2,000gp must be invested. Having an exceptionally large li-
brary aids research. For every 10,000gp of value above the minimum required for the spell, the spell-caster 
receives a +1 bonus on his magic research throw (up to a maximum +3 bonus). 

Every time a spell-caster successfully researches a spell, 10% of the gold spent for that effect is added to his
library value, reflecting the value of notes and annotations made during research. Authoritative tomes or 
rare books found as treasure might provide an additional bonus to research specific spells or types of spells.

Brew Potions & Cra Items

Starting at 5th level, mages and clerics may begin to brew potions with the help of an alchemist. At 9th level,
they may begin to make other types of magic items, such as rods, rings, swords, and other items and no 
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longer require the assistance of an alchemist. A mage may never create magic items that are exclusive to 
clerics and the cleric may only make any item his class is eligible to use. 

In order to create a magic item, the spell-caster must know the spell(s) that replicate the magic item’s effect, 
or must find a sample or formula of the item. If a magic item’s effect dœs not compare to any existing spell,
the spell-caster must either research a new spell that will produce the desired effect, or he must find a sam-
ple or formula of the item. 

Cost and Time: The base cost and time required to create a magic item is listed on the Magic Item Creation 
table. 

Magic Research Throw: Creating a magic item requires a magic research throw. The target value for this 
throw is increased by the level of the spell being enchanted into the item. If multiple effects are being en-
chanted, each must be rolled separately. A +1 item bonus is considered a 1st level spell, a +2 item bonus is 
considered a single 3rd level spell, and a +3 item bonus is considered a single 6th level spell. 

Formulas and Samples: A formula is a magical “recipe” for the creation of an item. A spell-caster automati-
cally has a formula for any magic item he has previously created. Formulas may also be found as treasure. 
A sample is simply an existing magic item that is available to the spell-caster while he is working. There are 
three advantages to having a formula or sample: 

• It enables the spell-caster to create a magic item without having to learn or invent the spells imbued
in the item. 

• It reduces the cost and time to make the item by 50% 
• The target value for the magic research throw is only increased by ½ the level of the spell being im-

bued in the item, rather than the full level.

Precious Materials: Rare woods, noble metals, such as silver, gold, and platinum, and precious gems, such 
as rubies and diamonds, retain magic better than common woods, crude metals, or simple stone. Using pre-
cious materials can thus improve the chances of success of creating a magic item. For every 10,000gp of 
value in gems, jewelry, precious metals, and rare or elaborately carved woods added, the spell-caster re-
ceives a +1 bonus on his magic research throw. A character may not spend more on precious materials than 
the base cost of the item. 

Special Components: Creating magical items requires special components for each spell effect in the item. 
Components are usually organs or blood from one or more monsters with a total XP value equal to the gp 
cost of the research. The cost of any special components is in addition to the base cost of the research. If a 
character dœs not have a formula when he begins creating the item, he will not learn the special compo-
nents until the work is 50% complete. The Referee will determine the specific components required for each 
item. Different formulas for the same item may require different components. 

Workshops: Just as a spell-caster needs a library to research spells, he needs a workshop in order to create 
magic items. Wizard’s guilds and major temples oen will provide their mages and clerics access to a work-
shop. If a spell-caster wishes to build his own workshop, a minimum of 4,000 GP must be invested to allow 
creation of 1st level spell effects or item bonuses. For each subsequent spell level or bonus, another 2,000 
GP must be invested. Having an exceptionally valuable workshop aids item creation. For every 10,000 GP of 
value above the minimum required for the spell, the spell-caster receives a +1 bonus on his magic research 
throw (up to a maximum +3 bonus). 

Magic Item Creation

Item Type Base Cost Time

One Use Effect 500 gp x spell level 1 week x spell level

Charged Effect 500 gp x spell level x charges* 2 days x spell level x charges

Permanent Effect, Unlimited Use 25,000 gp x spell level 100 days x spell level

Permanent Effect, Use 1 / turn 16,500 gp x spell level 80 days x spell level

Permanent Effect, Use 1/3 turns 12,500 gp x spell level 70 days x spell level

Permanent Effect, Use 1 / hour 8,000 gp x spell level 60 days x spell level
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Permanent Effect, Use 3 / day 6,000 gp x spell level 50 days x spell level

Permanent Effect, Use 1 / day 5,000 gp x spell level 40 days x spell level

Permanent Effect, Use 1 / week 3,000 gp x spell level 30 days x spell level

Magical Weapon +1 5,000 gp**
1 month x weapon base cost /

10***

Increase bonus from +1 to +2 +10,000 gp**
+1 month x weapon base cost /

10***

Increase bonus from +2 to +3 +20,000 gp**
+1 month x weapon base cost /

10***

Magical Armor +1 5,000 gp** 1 month x Armor Class

Increase bonus from +1 to +2 +10,000 gp** +1 month

Increase bonus from +2 to +3 +20,000 gp** +1 month

*If a charged item has multiple spell effects powered by the same charges, use the base cost and time for 
the highest level spell effect, plus half the base cost and time for each other spell effect. The minimum time 
to create a charged item is never less than 1 week per spell level of the highest level effect. 
**If the weapon or armor has a bonus that is restricted to a particular class or type of opponents, the extra 
bonus is half price. If the weapon or armor is enchanted with spell-like effects, the spell-like effects are en-
chanted separately using the cost and time for charged or permanent effects.
***Arrows, bolts, and slingstones are enchanted in bundles of 20 at a base cost of 100gp, but a base cost of 
10gp when calculating time required.

Assistants: An assistant is a mage or other arcane spell-caster of at least 1st level that is under the employ 
of a 9th level or higher arcane spell-caster. A spell-caster of 9th level or higher may supervise one assistant,
plus an additional assistant for each point of his Intelligence bonus. Whenever the spell-caster works on item 
creation, each assistant can be assigned an additional magical item creation task. The assistant must have a 
formula or sample to work from. The assistant’s chance of successfully creating the item is based on the as-
sistant’s level. Assistants enable a spell-caster to focus his attention on the most challenging magic item cre-
ation tasks, leaving less critical tasks to his apprentices and minions. 
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