
 

Microlite81 

Advanced 
OGL2 0  Ru les f o r  Tab let op  Fan t asy  Ro lep lay in g  Cam p aig n s 

w i t h  Old  Sch oo l  ( B/ X an d  1 e)  Fla i r  
Ver sion  1 .0  Si l v er  

 

  



 
 

Sp ecia l  Th an k s t o  Ou r  Sp on so r s 
 
The author would like to thank the following indiv iduals who sponsored the product ion of Microlite81 by m aking donat ions to the 
Ret roRoleplaying Cancer Fund to help pay the huge cancer bills t reat ing m y wife’s Stage 3 Oral Cancer without  insurance ran up. 
 
Br on ze Don or s:  Kenneth Bailey, Rob Baseel, I saac Boekelheide, Jason Decker, Pascal Furlan, Nathan Harwell, Sean McKeon, Sandra 
Misse, Alex Muscar, Thom as Sim m ons 
Cop p er  Don o r s :  August  Beirm ont , Stacey Conover, Silas Crowe, Dennis Davis, Chris Harvey, Tom Hayes, Michael Julius, J.E. Leem s, 
Tom  Lewis, Juan Lopez, Marianne Marlow, Brian Marstella, Chad Nal, Joseph Nelson, Keith Nelson, Brennan O'Br ien, Peter Reynolds, 
Bertel Robbins, Ed Roberts, Bret t  Slocum, Harold Sm ith, Scot t  Sutherland, George Taylor, Lisann Towwer, Don Turner, Harald Wagener 
Si lv er  Don or s:  Gabriel Barrenechea, Chris Brandon, Tim othy Brannan, Alistair  Caunt , Marion Hill,   John Lockard, Oliver Korpilla, John 
Lee, Oliv ier Lefebvre, Allan MacKenzie, Jonathan Mayo, Lloyd Rasmussen, John Seabury 
Gold  Don or s:  Penelope Anders, Sebast ian Dietz, Br ian I sikoff, Helen Perez, Nelson Singer, Steven Wales 
Elect r u m  Don or s:  Robert  Gibson, Ralph Williams 
Plat in u m  Don or s:  Bill Morr ison 

And thir ty- five addit ional donors who wish to rem ain anonym ous. 

 
Ar t  Cr ed i t s 

All art  is in the public dom ain. 

John Bat ten:  16 

Luigi Castellani:  Front  Cover, 21, 33, 56, 71, 162, 165, 170, 175, 181, 182, 188, 191 
Nate Furm an:  6 

Earl Geier:  2, 19, 49, 75, 96  

David L. Johnson:  Back Cover, 26, 37, 38, 135, 156, 178, 184 

Andrew Krahnke:  187 

I an MacLean:  50, 58, 143, 153, 154, 169 

Joyce Maureira:  4, 59, 185, 190 

Miguel Santos:  17, 158 

 

From  Celt ic Myths:  28, 36, 92, 96 

From  Creatures in Art :  125, 144 

From  Mythical Monsters:  117, 138, 150 

Medieval Clip Art :  7, 12, 16, 35, 40, 55, 98, 112, 113, 114, 116, 149, 151, 159, 161, 164 

 
 

 
 

 
 

 
 
 
 
 
 
 

Micr o l i t e8 1  Ad v an ced  

Version 1.0 Silver (Novem ber 23, 2015)  
Copyright  ©  2015 Randall S Stukey 

Special Thanks to the Sunday Gam e Crew for Playtest ing 



 

Contents 

INTRODUCTION ................................................................................................................................................................................... 1 

Versions of Microlite81 ............................................................................................................................................................................ 1 

What is a Role-Playing Game? ................................................................................................................................................................. 1 

How Do You Play? .................................................................................................................................................................................... 1 

What is “Old School”  Play? ...................................................................................................................................................................... 2 

Styles of “Old School”  Play ....................................................................................................................................................................... 3 

CHARACTER CREATION ........................................................................................................................................................................ 4 

Stats ......................................................................................................................................................................................................... 4 

Standard Classes ...................................................................................................................................................................................... 4 

Optional Human Classes .......................................................................................................................................................................... 7 

Optional Non-Human Classes ................................................................................................................................................................. 10 

Other Character Information.................................................................................................................................................................. 13 

Class Special Abilit ies .............................................................................................................................................................................. 13 

Background ............................................................................................................................................................................................ 15 

Alignment ............................................................................................................................................................................................... 15 

Character Tagline (Optional) .................................................................................................................................................................. 16 

CORE RULES ...................................................................................................................................................................................... 17 

STANDARD RULES SET ...................................................................................................................................................................................... 17 

Skills ........................................................................................................................................................................................................ 17 

Magic ..................................................................................................................................................................................................... 17 

Hit Points and Healing ............................................................................................................................................................................ 18 

Combat ................................................................................................................................................................................................... 18 

EXTENDED RULES SET ...................................................................................................................................................................................... 19 

Skills ........................................................................................................................................................................................................ 19 

Weapon Mastery .................................................................................................................................................................................... 19 

Magic ..................................................................................................................................................................................................... 20 

Hit Points and Healing ............................................................................................................................................................................ 20 

Combat ................................................................................................................................................................................................... 21 

COMMON RULES SET ....................................................................................................................................................................................... 23 

Saving Throws ........................................................................................................................................................................................ 23 

Hirelings ................................................................................................................................................................................................. 23 

Monsters ................................................................................................................................................................................................ 23 

Experience Points ................................................................................................................................................................................... 23 

Level Advancement ................................................................................................................................................................................ 24 

OPTIONAL RULES ............................................................................................................................................................................................ 24 

Stats ....................................................................................................................................................................................................... 24 

Advantages and Disadvantages ............................................................................................................................................................. 24 

Character Goals and Personality Traits .................................................................................................................................................. 25 

Contest of Skills ...................................................................................................................................................................................... 27 

Encumbrance .......................................................................................................................................................................................... 27 

Individual Init iative ................................................................................................................................................................................. 27 

No Init iative ............................................................................................................................................................................................ 27 

Overwhelming Opponents ...................................................................................................................................................................... 27 

Shield Wall .............................................................................................................................................................................................. 28 

Climbing On Enemies .............................................................................................................................................................................. 28 

Simple Combat Maneuvers .................................................................................................................................................................... 28 

Weapon Damage By Class...................................................................................................................................................................... 28 

Armor for Everyone ................................................................................................................................................................................ 28 

Miniatures and Battle Maps .................................................................................................................................................................. 29 

Energy Drain ........................................................................................................................................................................................... 29 

Raise Dead Spell Expansion .................................................................................................................................................................... 29 

Avoiding Save-or-“Die”  ........................................................................................................................................................................... 29 

Traditional Experience for Treasure ....................................................................................................................................................... 29 



Traditional Saving Throws ...................................................................................................................................................................... 30 

Item Saving Throws ................................................................................................................................................................................ 30 

Metamagic ............................................................................................................................................................................................. 30 

Counterspells .......................................................................................................................................................................................... 31 

Material Components ............................................................................................................................................................................ 31 

Fire-And-Forget Magic ........................................................................................................................................................................... 31 

Action Points .......................................................................................................................................................................................... 32 

Fame ....................................................................................................................................................................................................... 32 

Sanity ...................................................................................................................................................................................................... 32 

Aspects ................................................................................................................................................................................................... 32 

Psionics ................................................................................................................................................................................................... 33 

Spirits ...................................................................................................................................................................................................... 35 

Deities and Divine Intervention .............................................................................................................................................................. 36 

Science Fantasy ...................................................................................................................................................................................... 37 

WEAPONS AND EQUIPMENT ............................................................................................................................................................. 38 

Money .................................................................................................................................................................................................... 38 

Equipment Packs .................................................................................................................................................................................... 38 

Standard Equipment List ........................................................................................................................................................................ 38 

Equipment Descriptions ......................................................................................................................................................................... 40 

Equipment Availability (Optional) .......................................................................................................................................................... 44 

Hirelings, Henchmen, Mercenaries, and Specialists ............................................................................................................................... 45 

Poison ..................................................................................................................................................................................................... 49 

ADVENTURING .................................................................................................................................................................................. 51 

B/X Conventions ..................................................................................................................................................................................... 51 

Dungeon Exploration .............................................................................................................................................................................. 51 

Wilderness Exploration........................................................................................................................................................................... 51 

Ocean Exploration .................................................................................................................................................................................. 53 

Encounter and Combat Example ............................................................................................................................................................ 54 

CREATING A STRONGHOLD ................................................................................................................................................................ 55 

MAGICAL RESEARCH .......................................................................................................................................................................... 56 

Researching Spells .................................................................................................................................................................................. 56 

Creating Magic Items ............................................................................................................................................................................. 57 

MICROLITE81 SPELL LISTS .................................................................................................................................................................. 59 

CLERIC SPELLS ................................................................................................................................................................................................ 59 

DRUID SPELLS ................................................................................................................................................................................................. 65 

ILLUSIONIST SPELLS .......................................................................................................................................................................................... 71 

MAGIC-USER SPELLS ....................................................................................................................................................................................... 76 

SPELL LISTS BY CLASS AND LEVEL ........................................................................................................................................................................ 93 

Cleric Spell List ........................................................................................................................................................................................ 93 

Druid Spell List ........................................................................................................................................................................................ 93 

Illusionist Spell List ................................................................................................................................................................................. 94 

Magic-User Spell List .............................................................................................................................................................................. 94 

MONSTERS ........................................................................................................................................................................................ 96 

MONSTER LISTINGS ......................................................................................................................................................................................... 98 

A ............................................................................................................................................................................................................. 98 

B ........................................................................................................................................................................................................... 100 

C ........................................................................................................................................................................................................... 103 

D ........................................................................................................................................................................................................... 106 

E............................................................................................................................................................................................................ 115 

F ............................................................................................................................................................................................................ 119 

G ........................................................................................................................................................................................................... 120 

H ........................................................................................................................................................................................................... 125 

I ............................................................................................................................................................................................................ 127 



 

J ............................................................................................................................................................................................................ 128 

K ........................................................................................................................................................................................................... 128 

L ............................................................................................................................................................................................................ 128 

M .......................................................................................................................................................................................................... 131 

N ........................................................................................................................................................................................................... 134 

O ........................................................................................................................................................................................................... 135 

P ........................................................................................................................................................................................................... 137 

R ........................................................................................................................................................................................................... 138 

S ............................................................................................................................................................................................................ 140 

T............................................................................................................................................................................................................ 146 

U ........................................................................................................................................................................................................... 149 

V ........................................................................................................................................................................................................... 149 

W .......................................................................................................................................................................................................... 150 

X ........................................................................................................................................................................................................... 152 

Y............................................................................................................................................................................................................ 152 

Z ............................................................................................................................................................................................................ 153 

SAMPLE WANDERING MONSTER/DUNGEON STOCKING TABLES ............................................................................................................................. 154 

MICROLITE81 TREASURE .................................................................................................................................................................. 156 

DETERMINING TREASURE HORDES .................................................................................................................................................................... 156 

Random Treasure Generation .............................................................................................................................................................. 156 

Planned Treasure Generation............................................................................................................................................................... 156 

How Much Treasure? ........................................................................................................................................................................... 156 

MUNDANE TREASURE DESCRIPTIONS ................................................................................................................................................................ 156 

Scavenged Items .................................................................................................................................................................................. 156 

Gems .................................................................................................................................................................................................... 157 

Jewelry.................................................................................................................................................................................................. 157 

Special Treasures .................................................................................................................................................................................. 157 

MAGICAL TREASURE ...................................................................................................................................................................................... 158 

Identifying and Using Magic Items....................................................................................................................................................... 158 

Magic Item Tables ................................................................................................................................................................................ 158 

MAGIC ITEM DESCRIPTIONS ............................................................................................................................................................................ 162 

Potions ................................................................................................................................................................................................. 162 

Rings ..................................................................................................................................................................................................... 164 

Scrolls ................................................................................................................................................................................................... 165 

Rods, Staves, and Wands ..................................................................................................................................................................... 166 

Miscellaneous Magic Items .................................................................................................................................................................. 169 

Weapons, Armor, and Swords .............................................................................................................................................................. 182 

GAMEMASTER INFORMATION ......................................................................................................................................................... 187 

DUNGEON DESIGN ........................................................................................................................................................................................ 187 

Dungeon Scenarios ............................................................................................................................................................................... 187 

Adventure Locations ............................................................................................................................................................................. 188 

Stocking the Dungeon .......................................................................................................................................................................... 188 

Traps..................................................................................................................................................................................................... 188 

Unique Encounters ............................................................................................................................................................................... 189 

Finishing the Dungeon Design .............................................................................................................................................................. 189 

Groups of NPCs ..................................................................................................................................................................................... 189 

WILDERNESS DESIGN ..................................................................................................................................................................................... 189 

Wandering Monsters............................................................................................................................................................................ 190 

Wilderness Wandering Monsters ......................................................................................................................................................... 190 

ADVICE FOR THE GAMEMASTER ....................................................................................................................................................................... 191 

Characters of Different Levels .............................................................................................................................................................. 191 

Characters and Treasure ...................................................................................................................................................................... 191 

Character versus Player Knowledge ..................................................................................................................................................... 191 

Character Wealth ................................................................................................................................................................................. 192 

Running a Game Without Skills ............................................................................................................................................................ 192 

On Failure ............................................................................................................................................................................................. 192 



Impossible Tasks ................................................................................................................................................................................... 192 

Gamemaster as Judge .......................................................................................................................................................................... 192 

Monsters and NPCs in Play ................................................................................................................................................................... 193 

Random Rolls ........................................................................................................................................................................................ 193 

Ruling Wishes ....................................................................................................................................................................................... 193 

Stun and Paralysis ................................................................................................................................................................................ 193 

Vision .................................................................................................................................................................................................... 193 

Invisibility ............................................................................................................................................................................................. 193 

Potion Mixing ....................................................................................................................................................................................... 193 

Humanoid Spell Casters ........................................................................................................................................................................ 194 

Adventures and Settings ...................................................................................................................................................................... 194 

Cosmology (Optional) ........................................................................................................................................................................... 194 

Making Magic Items Distinctive and Unique ....................................................................................................................................... 195 

Cumulative Magical Effects .................................................................................................................................................................. 196 

Guidelines Not Rules ............................................................................................................................................................................ 196 

OLD SCHOOL INTERNET RESOURCES ................................................................................................................................................ 196 

Old-School Blogs ................................................................................................................................................................................... 196 

Major Old-School Forums ..................................................................................................................................................................... 196 

Old School Product ............................................................................................................................................................................... 196 

MICROLITE81 TRADEMARK LICENSE................................................................................................................................................. 197 

OPEN GAME LICENSE VERSION 1.0A ................................................................................................................................................ 197 

 
 
 



M I CROLI TE8 1  ADVANCED 1 .0  SI LVER        -  1  -  

I NTRODUCTI ON  
Microlite81,  like it s parent  game, Microlite20 ,  is a t r im m ed-down, 
sub-m iniature version of the Pr im ary Fantasy SRD rules (see 
license for m ore info)  that  has been designed to be quick and easy 
to play. The goal of Microlite81 games, however, is to recreate the 
style and feel of those two boxed sets ( “B/ X” )  published back in 
1981. 
 
The Microlite81 rules are based on the two boxed sets (Basic and 
Expert )  published in 1981, often referred to as B/ X. The rules are 
not  intended to be a clone of the B/ X rules, but  rather a 
conversion of them  to a rules- lite D20-based system  that  
encourages old-school play without  st r ict ly old-school rules.  
 
While Microlite81 Advanced has more details than standard 
Microlite81 or Microlite81 Extended,  these rules st ill assume a 
basic fam iliar it y with tabletop role-playing games in general and 
with the basic pr inciples of “D20”  based rules. I f you are 
completely new to tabletop role-playing games, you may want  to 
star t  by playing with som eone who is fam iliar with how they work. 
These rules also assum e that  your Gam e Master (GM) is at  least  
som ewhat  fam iliar with creat ing dungeons, wilderness areas, and 
running cam paigns. 

Ver sion s o f  Micr o l i t e8 1  

There are several versions of Microlite81 available. 
 
Micr o l i t e8 1 :  This version is intended to be fair ly standard B/ X 
converted to a Microlite20-based system . This version is the 
“standard”  version of Microlite81. 
 
Micr o l i t e8 1  Com p let e :  This version is intended to be standard 
Microlite81 with m ore com plete descr ipt ions of spells, m onsters, 
and m agic item s and a few ext ras like an example of play which 
will hopefully m ake the gam e m ore fr iendly to players with less 
experience with old school gam ing.  
 
Micr o l i t e8 1  Ex p an d ed :  This version is Microlite81  with the 
author’s house rules from the 1977-1983 era. Most  of the house 
rules used in Microlite74 Expanded are also be used in Microlite81 

Expanded,  m odified as needed to work with a system  based on 
B/ X instead of one based on 0e. A num ber of opt ional rules are 
also included. 
 
Micr o l i t e8 1  Ad v an ced :  This is the version you are current ly 
using. This version of Microlite81 uses the spell lists, monsters, 
and t reasure from  the 1e (Advanced)  version of the wor ld’s m ost  
popular fantasy RPG com bined with author’s house rules from  the 
1977-1983 era. There are a large number of opt ional rules:  
psionics, mutat ions, etc. 
 
These system s are all var iat ions on the basic Microlite81 gam e and 
are referenced in this book as “Microlite81”  unless it  is necessary 
to refer to a specif ic version of the gam e. 

 

W h at  i s a  Ro le- Play in g  Gam e? 
Role-playing games have been around since the m id 1970’s. When 
they first  started, they had their  roots in war-gam ing (m oving 
m odel arm ies around in sim ulat ion of histor ical bat t les)  and 
descr ipt ions of roleplaying games would have used those war 
gam es, along with such childhood gam es as “Cops and Robbers”  
and “Cowboys and I ndians”  as reference points. 
 
However, now that  we’re in the second decade of the 21st  
century, t im es – and cultural reference points – have changed. 
 

For most  people today, the term “ role playing game”  is usually 
found abbreviated to “RPG”  and is usually preceded by the let ters 
“C”  (becom ing “CRPG”  or “Computer Role Playing Gam e” )  or 
“MMO”  (becom ing “MMORPG”  or “Massively Mult iplayer Online Role 
Playing Game” ) . 
 
I n this genre of com puter gam es, the player takes on the role of a 
character in an ongoing storyline – usually the main protagonist  of 
the story. The game consists of t rying to get  the story to progress 
towards it s climax, often involving combat  and problem solving. 
 
Table- top role-playing gam es like Microlite81 have a sim ilar  basis, 
except  that  the gam e is cont rolled by a hum an Gam e Master 
rather than by a com puter, and rather than the act ion taking place 
on a com puter screen the act ion takes place in the im aginat ions of 
the players. 
 
While this m ay sound like a step backwards at  first  glance, it  is 
m uch m ore flexible and adaptable. On a CRPG, you are lim ited to 
telling the single story that  the gam e designers wrote. You can’t  
go “off the m ap” . I n a tabletop role-playing gam e, however, you 
are not  lim ited to fixed stor ies. The Gam e Master and the players 
can between them  create an infinite num ber of stor ies, lim ited 
only by their imaginat ions. The Gam e Master can create whatever 
scenarios and situat ions they want  to, and the players are not  
const rained to only doing what  has been ant icipated. 
 
I f they want  their  characters to do something, they don’t  have to 
sim ply hope that  som e designer wrote it  into the gam e. They 
simply tell the Gam e Master what  their character is t rying to do 
and the Gam e Master can im provise in a way that  a com puter 
never could (although the rules and guidelines in this book cover 
m ost  com m on situat ions so that  they can be handled in a 
consistent  manner) . 
 
The other m ain difference between a table- top role-playing gam e 
and a CRPG is the social aspect . Although m any CRPGs allow the 
player to cont rol a whole party of characters rather than just  a 
single one, they are st ill largely solitary affairs. Table- top 
roleplaying games are generally designed for groups of players to 
play together and Microlite81  is no except ion. Although it  can be 
played with only a single player and a Gam e Master, it  plays best  
with 3-8 players playing together, each cont rolling a single 
character . I nteract ion between the characters cont rolled by the 
different  players, as well as non-scripted interact ion between the 
characters cont rolled by players and characters cont rolled by the 
Gam e Master , is one of the chief elements of a table- top role-
playing gam e. 
 

How  Do  You  Play ? 
Before start ing, one person will decide to be the Gam e Master. 
That  person is responsible for  establishing a set t ing for the gam e 
(either creat ing their  own or using a published one) . The other 
players create characters that  live in that  set t ing. The characters 
have a set  of abilit ies which represent  their capabilit ies;  for 
exam ple how st rong they are or what  sort  of m agic they are 
capable of using. 
 
Then, normal play consists of the Gam e Master describing the 
situat ion that  the characters find themselves in, and the players 
responding by telling the Game Master what  their  characters are 
doing. 
 
I n many situat ions, this is all that  is required, but  to provide 
st ructure and consistency to the gam e, this book provides rules 
covering what  characters can do in various situat ions. 
 
Addit ionally, m any situat ions involve random  factors, where a 
character has a chance of successfully doing som ething (which 
m ay vary depending on their  abilit ies)  rather than being 
autom at ically successful or relying on the Gam e Master’s whim ;  
for exam ple, when fight ing with m onsters. 
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I n these situat ions, the rules tell you which type of dice to roll and 
how to interpret  the results. 
 

W h at  i s “ Old  Sch oo l ”  Play ? 
While Microlite81 is designed using t r ied and t rue “D20”  system s 
filtered through the Microlite20 rules, it  is designed for a 
com pletely different  style of play than m any players who started 
to play in the last  20 years or  so m ay be used to. This sect ion will 
give a br ief overview of “old school”  play. 
 
There are two m ajor sty les of roleplaying gam es. The first  (and 
older)  sty le says “Here is the situat ion. Pretend you are there as 
your character , what  do you want  to do?”  This sty le has been 
superseded over the years with a style that  says “Here is the 
situat ion. Based on your character 's stats, abilit ies, skills, etc. as 
listed on his character sheet  and your knowledge of the m any 
detailed rules of the gam e, what  is the best  way to use your 
character’s skills and abilit ies and the rules to solve the situat ion?”  
Old school play st rongly favors the first  style and frowns on too 
m uch of the second.  
 
Here are som e m ajor points where old school play is different :  
 
Her o ic, n o t  Su p er h er o ic:  Old school play, especially at  low to 
m iddle character levels, is about  fair ly norm al people put  in 
situat ions where they can be heroes, not  about  ext raordinary 
people doing things that  would m ake a four-color com ic book 
superhero proud – and at  first  level yet . Just  like in the real world, 
the m ore a character im proves his abilit ies, the harder it  is to 
im prove them  further, while new characters m ay advance rapidly, 
the higher their level the m ore effort  and t ime (and XP)  it  takes to 
advance to the next  level.  
 
Ach iev em en t , n o t  Ad v an cem en t .  Many m odern gam es are 
often all about  what  special feats, ext ra classes and special game 
mechanics the players wish to obtain for their  characters as they 
increase in level. I n old school gam es, a character’s abilit ies are 
generally predeterm ined by his character class, so old school 
games focus on the things that  the characters wish to accomplish 
in the gam e world rather than on what  gam e m echanics they want  
to acquire. Level advancement  is often much slower than in 
m odern fantasy RPGs which m akes in cam paign achievem ents 
even m ore im portant  as a m easure of character success. 
 
No Sk i l l s:  Unlike in most  modern RPGs, there aren’t  any skills in 
Microlite81 - -  not  even the st ream lined four skills of Microlite20. 
Players are intended to have their characters act  like adventurers. 
So don’t  search your character sheet  or the rules for the perfect  
solut ion in Microlite81 .  I nstead, you just  tell the GM what  your 
character is t rying to do. Note that  you are assum ed to be 
com petent  with all com mon act ivit ies associated with your class 
and background. I f you need to keep a door open or shut , you 
m ight  tell the GM your character is using a spike to keep the door 
open or closed. A ten foot  pole is your fr iend for checking for 
t raps. Searching a room  m eans looking in and under objects, not  
rolling a skill check. While this may seem  st range at  f irst , you will 
quickly learn to appreciate the freedom it  gives you. No longer are 
you lim ited to the skills and feats on your character sheet , you can 
t ry anything your character should be capable of t rying. You m ight  
not  succeed, but  the rules generally will not  stop you from  t rying. 
 
Lim i t ed  Mag ic I t em s:  Modern fantasy RPGs often assum e that  
m agic items are easy to buy and/ or to create. I n m ost  old school 
campaigns, magic item s are relat ively rare and hard to create. 
Only pot ions and scrolls are generally relat ively easy to create or 
purchase. Other magic item s are seldom  found for sale (and are 
very high pr iced when they are found for sale)  and are usually 
very expensive in money and t ime to t ry to create – often 
requir ing rare ingredients that  the characters m ust  quest  to find. 
Therefore characters are usually lim ited to the magic item s they 
find in t reasures or take from  defeated enem ies on adventures.  
 

 
No  Assu m p t ion  o f  “ Gam e Balan ce” :  Old style gam e sessions 
aren’t  about  carefully balanced characters (who are all able to 
shine equally at  all t im es)  who only run into situat ions carefully 
designed by the GM to be beatable by the characters present ly in 
the party and to provide t reasure that  fits their current  level. 
I nstead, part  of player skill is learning to evaluate situat ions so 
situat ions well over the party’s current  abilit ies or which will waste 
the party’s resources for lit t le gain can be avoided. Don’t  assum e 
that  you can beat  every m onster that  you encounter , running 
away from  m onsters too tough to handle can m ean the difference 
between character survival and character death. You can also get  
creat ive in how you defeat  m onsters. Perhaps those goblins you 
bypassed could be talked into (or t r icked into)  at tacking that  giant  
you know you can’t  beat , perhaps killing it  for you or at  least  
softening it  up so your party has a chance of defeat ing it  and 
liv ing to tell the tale. Also remember that  t reasure can be turned 
into XP, even if you can’t  k ill the monsters, perhaps you can st ill 
acquire some of their  t reasure. Part  of the skill of playing “old 
school”  style is com ing up with creat ive solut ions when a direct  
at tack is likely to fail.  
 
I t ’s No t  A l l  Ab ou t  Com b at :  Many m odern fantasy RPGs have 
made combat  the star of the system , combats in these system s 
are t im e-consum ing and very crunchy with rules for everything. 
Microlite20 avoids this by having a fast -playing abst ract  com bat  
system . Microlite81 takes this one step fur ther, com bat  isn’t  
intended to be the m ain source of fun in the gam e. The gam e is as 
m uch about  explorat ion and t reasur ing finding as it  is about  
com bat . Sure, you are going to have to fight  things to explore and 
find t reasure, but  always rem em ber that  com bat  m ay not  be the 
best  or safest  way to handle every situat ion. Think before you 
rush into combat . After all,  it ’s not  the only way to earn a good 
pile of exper ience – and m onsters don’t  have to be killed to be 
defeated (and get  XP for them ) . 
 
Real i t y / Com m on  Sen se Tr u m p s Ru les:  Old-school games use 
loose and sim ple rules that  cover average cases and the GM and 
players are supposed to apply com m on sense and their  knowledge 
of how reality works to cover the unusual and edge cases. 
“Reality / Com m on Sense”  as interpreted by the GM always t rum ps 
the wr it ten rules if they conflict . For example, a character has a 
m agic weapon and the rules for that  weapon say it  always causes 
it s target  to fall prone if hit .  The character hits a gelat inous cube 
m oving down the corr idor toward them with the weapon. The rules 
say that  the target  should fall and be in a prone posit ion. Reality , 
however, says otherwise. Gelat inous cubes don’t  have a top and 
bot tom  (so prone penalt ies m ake no sense)  and a 10 foot  cube 
can’t  fall when it  is m oving through a 10 foot  corr idor. I n som e 
m odern gam es, the rules would be applied anyway and the cube 
would suffer the effects of falling prone no m at ter how lit t le sense 
that  m akes. I n an old school gam e like Microlite81 ,  the GM ignores 
the rule because it  m akes no sense in the specific situat ion.  
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For g et  “ Ru les Mast er y ” :  As som e of the above differences have 
hinted, player skill in “old school”  sty le gam es isn’t  about  
m aster ing the gam e rules so you can solve any problem  by 
knowing the r ight  com binat ion of rules from  20 different  rule 
books. Microlite20 is designed to be rules light  and Microlite81 
t r ies to st ress this even more by encouraging GMs to m ake rulings 
on the spot  taking into account  specif ic circumstances instead of 
t rying to hunt  up special cases in the SRD or a stack of opt ional 
rule books. This is faster and helps players imm erse them selves in 
their  character  and the gam e world instead of in rule books. GM 
rulings will be based on specific circum stances and com mon sense, 
not  just  on the writ ten rules and pr ior rulings. Just  because it  
requires a certain roll to jum p one 10 foot  pit  does not  m ean all 10 
foot  wide pits will require the sam e roll.  After all,  all sor ts of 
variables can affect  the roll ( terrain, weather, light ing, pressure to 
jum p quickly, etc.) . Players need to rem em ber that  these rules are 
m erely a tool for the GM. They are just  guidelines for the GM, not  
something wr it ten in stone that  the GM must  obey. I f som ething 
herein does not  work r ight  in your cam paign (or the GM just  does 
not  like a rule) , the GM is well within his r ight  to change it .  
Microlite81 is not  a gam e for rules lawyers or  for those who 
believe that  the gam e designer always knows what  is best .  
 
No Scr ip t  I m m u n i t y :  I n m ost  old school gam es, player 
characters do not  have any form  of scr ipt  im m unity. Player 
characters can die, lose equipment , suffer st range m agical effects 
and other often unpleasant  consequences if they are not  careful or 
are just  very unlucky. On the other hand, there are no rules 
lim it ing their  success. I f they take on an adult  red dragon as first  
level characters and m iraculously manage to win, there are no 
rules about  level appropriate wealth or level appropriate m agic 
item s to interfere with their  becom ing r ich and probably flush with 
m agic item s from  the dragon’s hoard. 
 
Not  Men t ion ed  d oes n o t  m ean  Pr oh ib i t ed :  Many people seem  
to read RPG rules and com e away with the idea that  anything not  
specifically ment ioned in the rules as allowed is prohibited. While 
this really doesn’t  m ake m uch sense given that  no set  of rules 
could ever cover everything that  characters m ight  at tempt  to do in 
an adventure, it  seem s to be a very com m on way to view RPG 
rules. I n an old school gam e like Microlite81 ,  this is specifically not  
t rue:  the m illions of possible act iv it ies not  ment ioned in the rules 
are not  prohibited, they are up to the GM to allow or disallow 
based on his knowledge of how reality works and how his specific 
cam paign wor ld differs from  reality . Unless the rules specif ically 
prohibit  some act ion, players should ask their  GM instead of 
simply assum ing it  is prohibited because the rules do not  ment ion 
it .  
 

St y les o f  “ Old  Sch oo l ”  Play  
I f you read som e “old school”  blogs, forum s, and web sites, you 
m ight  get  the impression that  there is only one “old school’”  sty le 
of play:  a style with expendable player characters who spend all 
their  t im e in dungeons designed in the style of the old “Tom b of 
Horrors”  m odule where an adventuring party is only one slipup 
away from  death. This style of play is often shown in ear ly 
modules. 
 
What  m ost  people forget  is that  these ear ly modules were 
designed for tournam ent  play where the party that  lasted longest  
and m ake it  deepest  into the dungeon was the winner. While a few 
gam ing groups did run their  regular cam paigns like this and enjoy 
it ,  m ost  people did not  enjoy such gam es and the GMs who ran 
them  were often referred to as “Killer GMs”  (who often found 
themselves without  players) . I nstead m ost  hom e cam paigns were 
a m ixture of the following four styles – som e cam paigns st ressing 
one or two styles over the others.  
 
Pow er - Gam in g :  Many players star t  out  playing in this style. Most  
soon get  bored with it  and add m ore and m ore of other styles. A 
power-gam ing cam paign is all about  character power. Characters 
are known by their  class, level, special item s, and amazing powers 

and deeds. ( “ I  killed the Dem on King with m y 15th Level 
Fighter/ Magic-User/ Druid. I t  only took two hits from  Thor’s 
Ham m er to knock him  out . Then I  cut  off his head with m y vorpal 
blade.” )  There is often a lot  of player compet it ion for the m ost  
powerful character in cam paigns that  st ress power-gam ing. A lot  
of people look down on this style, but  it  can be a lot  of fun to play 
a pure power-gam e in a group of players who all like the style. 
 
W ar g am in g :  This is probably the style old school rules were 
or iginally writ ten for. The wargam ing style of play is a com pet it ion 
between the player group and the GM. The GM sets up tact ical 
bat t les, puzzles, and the like and the players solve them for 
t reasure and experience. Fudging die rolls and ignor ing rules 
(either for or against  the players)  is frowned upon as it  det racts 
from  the challenge and fun of the adventure. Characters in pure 
wargam ing cam paigns often were expendable and had lit t le 
personality or goals (beyond staying live and get t ing r ich)  as a 
character with such m ight  be tem pted to do things dysfunct ional 
to survival. Published tournam ent  dungeons like Tom b of Horrors 
could be considered examples of ext reme form s of this sty le. Once 
the RPG hobby becam e known outside of the m inis and board 
wargam ing com m unity, pure form s of the wargam ing sty le quickly 
became uncom mon. 
 
Ro le- Play in g :  A pure role-playing cam paign is alm ost  the 
opposite of a pure wargam ing cam paign. Player skill,  tact ics, and 
rules aren’t  really important . What  is im portant  is the player’s 
character and that  character ’s life in the gam e. I n a pure role-
playing cam paign, players create the personality of their  
characters in great  detail and players generally have a large 
emot ional investments made in them and do not  consider their  
characters expendable. Players tend to have their  characters act  
within their personalit ies and within the beliefs they're supposed 
to hold – even when doing so is not  the best  thing to do at  the 
t ime within the game. The object  is to live your character ’s life in 
the cam paign world. You “win”  be having your character achieve 
his goals, goals which m ay or m ay not  have anything to do with 
the gam e’s goals of explor ing and accum ulat ing t reasure and 
experience points. The m odern com puter gam e The Sim s is an 
exam ple of this sty le of play. 
 
St o r y - Te l l in g :  While all cam paigns tell a story after- the- fact  ( that  
is, you can tell a story based on the characters act ions in the 
game) , in a story- telling cam paign, the GM has worked out  a story 
in advance and the player characters are the protagonists. The 
cam paign wor ld usually has a detailed background and back story 
behind it .  Knowing this background m ay be m ore im portant  than 
knowing the rules. Som e pure story telling campaigns are lit t le 
m ore that  single- line railroads where the characters play their 
alm ost  pre-scripted parts in the story. I n other cases, things are 
m ore free- form  with story flow and events created by interact ions 
between the GM's basic out line of story events and the act ions of 
individual characters dur ing the cam paign. Som e people consider 
the m ore pure form s of story- telling cam paigns boring st raight -
jackets while others love the idea of being a m ajor part  of a real 
story. 
 
These four m ajor styles of play appeared ear ly in the history of 
role-playing gam es. They were first  m ent ioned in a general 
circulat ion publicat ion in Glenn Blacow's art icle “Aspects of 
Adventure Gam ing”  in Different  Wor lds # 10 ( the October 1980 
issue) .  
 
The important  thing to take from this sect ion isn’t  the four styles 
or their labels (as there are other systems for descr ibing this with 
their own labels) , but  the idea that  there were m any different  
styles of “old school”  play back in the “old school”  days – not  just  
the single style st ressed in some “old school”  blogs, forum s, and 
web sites. Don’t  let  those sites make you believe that  you aren’t  
playing old school r ight  if your campaign isn’t  st rongly in the 
wargam ing camp. Most  successful campaigns back in “old school”  
days were a m ixture of all four m ajor sty les – and a heaping 
helping of m inor styles. 
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CHARACTER CREATI ON  

St at s 
There are 4 stats:  St rength (STR) , Dexterit y (DEX) , Mind (MI ND) , 
and Charism a (CHA) . 
 
St r en g t h  m easures your character ’s m uscle  and physical power 
as well as your character ’s health and stam ina. 
 
Dex t er i t y  m easures hand-eye coordinat ion, agilit y , reflexes, and 
balance. 
 
Min d  is a m easure of a PC’s form al educat ion, knowledge, 
willpower, percept ion and intuit ion. I t  is not , however, a measure 
of how sm art  the PC is – as a PC’s wit  and cleverness are that  of 
the player. For NPCs and m onsters, however, this stat  is also a 
m easure of raw intelligence.  
 
Ch ar ism a  m easures a character ’s force of personality, 
persuasiveness, personal magnet ism , abilit y to lead, and physical 
at t ract iveness. This stat  represents actual st rength of personality, 
not  m erely how one is perceived by others in a part icular social 
set t ing. 
 
Roll 3d6, Total the 3 dice and allocate to one of the stats. Repeat  
for rem aining stats.  
 
Stat  bonus =  (STAT-10) / 3, round toward zero. 

St an d ar d  Classes 
The Fighter , Magic-User, Cler ic and Thief classes are available to 
hum ans. Non-hum ans (elves, dwarves, and halflings)  each have 
their  own class. Characters normally begin at  Level 1 (unless 
directed otherwise by the GM) . Hum ans m ay reach a m axim um  
level of 14, Dwarves m ay reach a m axim um  of level 12, Elves a 
m axim um  of level 10, and Halflings a m axim um  of level 8. 
Abbreviat ions:  PCB –Physical Com bat  Bonus;  MCB – Magical 
Combat  Bonus;  FB – Fighter Bonus;  Mem  – Mem ory Slots;  XP – 
Minimum Experience Points Required ( to reach level) .  
 
Dw ar v es  are f ierce warr iors. Prime Requisite:  STR. 
Requirem ents:  none. 
 
Weapons and Armor:  Dwarves m ay use any kind of arm or or 
weapon and m ay use shields. Due to their height , they cannot  
wield large weapons over 4 feet  in length (except  axes and 
ham mers) , specif ically two-handed swords, pole arms, and 
longbows. 
 
Class Abilit ies:  + 4 to m agic saves;  note slant ing passages, t raps, 
shift ing/ false walls and new/ hidden const ruct ion in underground 
set t ings (d20 +  MI ND bonus;  DC 12 if carefully checking, DC 16 if 
just  passing through area) ;  speak languages of dwarves, gnom es, 
kobolds and goblins;  can see in darkness half as well as in light . 
 

Bat t lefield Prowess:  At  5th level, a dwarf inspires other dwarves 
under his com m and. Any dwarf hirelings or  m ercenar ies hired by 
the dwarf have a + 1 bonus to their  m orale when personally led by 
the dwarf.  
 
Stronghold:  When a dwarf reaches level 9, he has the opt ion of 
creat ing an underground st ronghold that  will at t ract  dwarves from  
far and wide. Dwarves usually live in clans, so dwarves of the 
character’s clan will be at t racted to live under his roof, but  
dwarves from  other clans will also com e and live nearby to be 
ruled by the character . A dwarf ruler is able to hire dwarven 
soldiers or mercenar ies, but  may only hire m em bers of other races 
for other tasks, such as hum an alchem ists or elves for spell 
cast ing. 
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Experience Base:  2200/ 120000. 
 
Dw ar f  Ad v an cem en t  Tab le  

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d8 + 0/ + 0 + 1 0 14 0 
2  2d8 + 0/ + 0 + 1 0 13 2200 
3   3d8 + 1/ + 0 + 1 0 12 4400 
4  4d8 + 2/ + 1 + 1 0 11 8800 
5  5d8 + 3/ + 1 + 2 0 10 17600 
6  6d8 + 4/ + 1 + 2 0 9 35200 
7  7d8 + 5/ + 1 + 2 0 8 70000 
8  8d8 + 5/ + 2 + 2 0 7 140000 
9  9d8 + 6/ + 2 + 3 0 7 260000 
1 0  9d8+ 3 + 7/ + 2 + 3 0 6 380000 
1 1  9d8+ 6 + 7/ + 3 + 3 0 6 500000 
1 2  9d8+ 9 + 8/ + 3 + 3 0 5 620000 

 
Elv es  are warr ior mages. Prime Requisite:  MI ND. Requirements:  
none. 
 
Weapons and Armor:  Elves m ay wear any kind of arm or or 
weapon and m ay use shields. 
 

Class Abilit ies:  + 2 to hit  and dam age goblinoid m onsters;  speak 
languages of elves, orcs, hobgoblins, and gnolls. Elves can cast  
arcane spells – either m agic-user or illusionist  spells as selected 
when the character is created. 
 
Bat t lefield Prowess:  At  5th level, an elf inspires those under his 
com m and. Any elf hirelings or  m ercenar ies hired by the elf have a 
+ 1 bonus to their  m orale when personally led by the elf.  
 
Magical Research:  At  5th level, an elf is able to research spells, 
scr ibe scrolls, and brew pot ions. When an elf reaches the 9th 
level, he is able to create spells and m agic item s.  
 
Stronghold:  Elves can establish a st ronghold in a natural set t ing, 
such as a forest  or glen, when they reach the 9th level. Rather 
than im pose upon nature, this keep must  blend seam lessly with it .  
Because of the elven connect ion to nature, within 5 m iles of the 
st ronghold all ordinary animals will be k ind and helpful to elves. 
This helpfulness includes the ability to warn of dangers and pass 
inform at ion, or  even m essages to others nearby. However, in 
exchange, an elven ruler m ust  always defend the anim als within 
this terr itory. Elven rulers can hire m em bers of other races in the 
capacity of retainers or specialists, but  only soldiers of elven stock 
m ay be hired. 
 

Experience Base:  4000/ 200000. 
 
El f  Ad v an cem en t  Tab le  

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d6 + 0/ + 0 + 1 1 17 0 
2  2d6 + 0/ + 0 + 1 2 16 4000 
3   3d6 + 1/ + 1 + 1 3 15 8000 
4  4d6 + 2/ + 2 + 1 4 14 16000 
5  5d6 + 3/ + 3 + 2 5 13 32000 
6  6d6 + 4/ + 4 + 2 6 12 64000 
7  7d6 + 5/ + 5 + 2 7 10 130000 
8  8d6 + 5/ + 5 + 2 8 9 280000 
9  9d6 + 6/ + 6 + 2 9 8 480000 
1 0  9d6+ 2 + 7/ + 7 + 3 10 7 680000 

   
Fig h t er s  are soldiers, champions, and other warr iors who are 
exclusively t rained in the arts of com bat  and war. They are 
specialists in dealing dam age with weapons and in the other arts 
of physical com bat . They are t rained to lead others in bat t le. 
Prime Requisite:  STR. Requirem ents:  none. 
 

Weapons and Armor:  Fighters m ay use any kind of arm or or 
weapon and m ay use shields. 
 

Bat t lefield Prowess:  At  5th level, a f ighter inspires those under his 
com m and. Any hirelings or m ercenaries hired by the fighter have 
a + 1 bonus to their  m orale when personally led by the fighter. 
 
Stronghold:  At  level 9 a fighter m ay becom e a great  leader of 
m en, taking cont rol of a parcel of land and a leadership rank in his 
society. A fighter will,  assum ing money is at  hand, build a cast le. 
He m ay ult im ately cont rol several villages and towns, but  must  be 
a good, st rong leader and provide protect ion. 
 
Experience Base:  2000/ 120000. 
 
Fig h t er  Ad v an cem en t  Tab le  

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d8 + 0/ + 0 + 1 0 14 0 
2  2d8 + 0/ + 0 + 1 0 13 2000 
3   3d8 + 1/ + 0 + 1 0 12 4000 
4  4d8 + 2/ + 1 + 2 0 11 8000 
5  5d8 + 3/ + 1 + 2 0 10 16000 
6  6d8 + 4/ + 1 + 2 0 9 32000 
7  7d8 + 5/ + 1 + 3 0 8 65000 
8  8d8 + 5/ + 2 + 3 0 7 130000 
9  9d8 + 6/ + 2 + 3 0 7 250000 
1 0  9d8+ 2 + 7/ + 2 + 4 0 6 370000 
1 1  9d8+ 4 + 7/ + 3 + 4 0 6 490000 
1 2  9d8+ 6 + 8/ + 3 + 4 0 5 610000 
1 3  9d8+ 8 + 8/ + 4 + 5 0 5 730000 
1 4  9d8+ 10 + 8/ + 5 + 5 0 4 850000 

 
Hal f l in g s  are a hum anoid race about  half the height  of a hum an. 
They m ake excellent  warr ior-scouts. Prime Requisite:  DEX. 
Requirem ents:  none. 
 
Weapons and Armor:  Halflings who can wear light  or m edium 
arm or, use shields, and use any light  or medium weapon. Due to 
their  stature, they m ust  wield m edium weapons with two hands 
and they cannot  use a long bow. 
 
Class Abilit ies:  + 4 to m agic saves;  + 2 to hit  and dam age with 
slings and light  bows;  can blend in background (d20 +  DEX 
Bonus;  DC 12 if outdoors, DC 16 if indoors – this is an 
ext raordinary ability above and beyond sim ply hiding in available 
cover which anyone can t ry to do) . They can m ove silent ly 
outdoors. 
 

Bat t lefield Prowess:  At  5th level, a half ling inspires other halflings 
under his com mand. Any half ling hirelings or m ercenar ies hired by 
the half ling have a + 1 bonus to their  m orale when personally led 
by the half ling. 
 

St ronghold:  When a halfling reaches level 8, he can build a 
st ronghold. These st rongholds will be in serene, beaut iful valleys 
and half lings will come from  great  distances to set t le there. The 
character becom es the sheriff of the people ( their leader)  and 
m ust  rule them  wisely and well.  
 
Experience Base:  1800/ - .  
 
Hal f l in g  Ad v an cem en t  Tab le 

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d6 + 0/ + 0 + 1 0 15 0 
2  2d6 + 0/ + 0 + 1 0 14 1800 
3   3d6 + 1/ + 0 + 1 0 13 3600 
4  4d6 + 2/ + 1 + 2 0 12 7200 
5  5d6 + 3/ + 1 + 2 0 11 14400 
6  6d6 + 4/ + 1 + 2 0 10 28800 
7  7d6 + 5/ + 1 + 3 0 8 60000 
8  8d6 + 5/ + 2 + 3 0 6 120000 
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Mag ic- User s  (somet imes called wizards, sorcerers, or m agicians)  
study arcane secrets and cast  spells. While early in their career 
m agic-users have only lim ited power, experienced m agic-users are 
able to cast  a great  num ber of powerful spells.  Pr ime Requisite:  
MI ND. Requirements:  none.  
 
Weapons and Armor:  Magic-Users wear no arm or and can only use 
daggers, slings, or staves as weapons.  
 
Class Abilit ies:  Magic-Users can cast  arcane (magic-user)  spells. 
 

Magical Research:  At  5th level, a magic-user is able to research 
spells, scr ibe scrolls, and brew pot ions. When a m agic-user 
reaches the 9th level, he is able to create m agic item s.  
 
Stronghold:  A m agic-user m ay build a st ronghold, often a great  
tower, when he reaches level 11. He will then at t ract  magic-user 
apprent ices (1d6) , who will range from  level 1-3. 
 
Experience Base:  2500/ 150000. 
 
Mag ic- User  Ad v an cem en t  Tab le  

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d4 + 0/ + 0 + 0 1 16 0 
2  2d4 + 0/ + 0 + 0 2 15 2500 
3   3d4 + 0/ + 1 + 0 3 14 5000 
4  4d4 + 1/ + 2 + 0 4 13 10000 
5  5d4 + 1/ + 3 + 0 5 11 20000 
6  6d4 + 1/ + 4 + 0 6 10 40000 
7  7d4 + 1/ + 5 + 0 7 9 80000 
8  8d4 + 2/ + 5 + 0 8 8 160000 
9  9d4 + 2/ + 6 + 0 9 7 310000 
1 0  9d4+ 1 + 2/ + 7 + 0 10 6 460000 
1 1  9d4+ 2 + 3/ + 7 + 0 12 6 610000 
1 2  9d4+ 3 + 3/ + 8 + 0 14 5 760000 
1 3  9d4+ 4 + 4/ + 8 + 0 17 5 910000 
1 4  9d4+ 5 + 5/ + 8 + 0 20 5 1060000 

 

Cler i cs  have pledged their lives to serve a specific deity (or 
pantheon) . While cler ics are a form of pr iest , they seldom serve a 
pr iest  at  a tem ple;  instead they are warr ior-pr iests serving as an 
arm  of their  deity in the world. Pr ime Requisite:  CHR. 
Requirem ents:  none.  
 
Weapons and Armor:  Cler ics can wear any type of arm or and use 
shields. They can use any weapon except  edged weapons.  
 
Class Abilit ies:  Cler ics can cast  divine m agic. 
 
Magical Research:  At  5th level, a cler ic is able to research divine 
spells and scr ibe div ine scrolls. When a cler ic reaches the 9th 
level, he is able to create magic item s usable by cler ics.  
 
Turn Undead:  A Cler ic can Turn Undead with a successful Magic 
At tack. DC is 10 +  twice the Hit  Dice of the undead. One undead 
flees per point  over the roll needed. This can be used (2 +  Level +  
MI ND bonus)  t im es per day. 
 
Stronghold:  Once at taining 9th level, a cler ic may establish or 
build a st ronghold. So long as the cler ic is current ly in favor with 
his god, he m ay buy or build a keep at  half the normal pr ice due 
to divine intervent ion. Once a st ronghold is established, the 
cler ic’s reputat ion will spread and he will at t ract  1st  and 2nd level 
followers of the fighter class (num ber ing 5d6 x10) . They are 
completely loyal (never checking morale) . The GM chooses which 
proport ions of followers are bowman, infant ry, etc. 
 
Experience Base:  1500/ 100000. 
 
Cler i c Ad v an cem en t  Tab le  

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d6 + 0/ + 0 + 0 0 15 0 
2  2d6 + 0/ + 0 + 0 1 14 1500 
3   3d6 + 0/ + 0 + 0 2 13 3000 
4  4d6 + 1/ + 1 + 0 3 12 6000 
5  5d6 + 1/ + 1 + 0 4 11 12000 
6  6d6 + 2/ + 2 + 0 5 10 24000 
7  7d6 + 2/ + 2 + 0 6 9 50000 
8  8d6 + 2/ + 2 + 0 7 8 100000 
9  9d6 + 3/ + 3 + 0 8 7 200000 
1 0  9d6+ 1 + 3/ + 3 + 0 9 7 300000 
1 1  9d6+ 2 + 4/ + 4 + 0 10 6 400000 
1 2  9d6+ 3 + 5/ + 5 + 0 12 6 500000 
1 3  9d6+ 4 + 6/ + 6 + 0 14 5 600000 
1 4  9d6+ 5 + 6/ + 6 + 0 16 5 700000 

 

Th iev es  are sneaks and t rouble-shooters who specialize at  
infilt rat ion and obtaining item s from  others through nefar ious 
means. Prime Requisite:  DEX.  Requirem ents:  Alignm ent  cannot  
be Law.  
 
Weapons and Armor:  Thieves can wear light  armor, use shields, 
and use any light  or m edium  weapon.  
 

Class Abilit ies:  Thieves are specialists at  urban survival as well as 
at  picking pockets, hiding in cover, sneaking silent ly, opening 
locks, rem oving t raps, climbing walls, and other tasks associated 
with theft . Thieves m ay also at tem pt  to clim b sheer surfaces and 
hide in shadows with a successful secondary skill roll.  Thieves also 
have special t raining in listening at  doors and detect ing t raps and 
secret / hidden doors, see the sect ion on Adventuring for the 
details. 
 

Backstab:  I f a thief successfully sneaks up on a foe, they can 
Backstab which adds + 4 to the at tack roll and does m ore dam age 
if successful (Levels 1-4, x2 dam age;  Levels 5-8, x3 dam age;  
Levels 9-12, x4 damage;  Level 13+ , x5 damage) . 
 

Read Languages:  At  4th Level, a thief gains the ability to read 
languages ( including ciphers, t reasure m aps, and dead languages, 
but  not  m agical writ ings)  on a roll of 1-4 on a d6. On failure, the 
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thief cannot  at tempt  to read that  docum ent  again unt il he gains a 
new level.  
 
Read Arcane Scrolls:  At  10th level, a thief can read and cast  m agic 
from  arcane scrolls on a roll of 3 or higher on a D20 with the spell 
level subt racted from  the roll.  Failure means the spell does not  
funct ion as expected (with hum orous or negat ive effects up to the 
GM) . 
 
Stronghold:  When a thief at tains level 9 he can establish a thief 
den, and 2d6 thief apprent ices of 1st  level will come to work with 
the character. These thieves will serve the character with som e 
reliabilit y;  however, should any becom e arrested or killed the 
character will not  be able to at t ract  more followers of this type to 
replace them. A successful character m ight  use these followers to 
star t  a Thieves’ Guild. 
 
Experience Base:  1250/ 100000. 
 
Th ief  Ad v an cem en t  Tab le  

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d4 + 0/ + 0 + 0 0 15 0 
2  2d4 + 0/ + 0 + 0 0 14 1250 
3   3d4 + 0/ + 0 + 0 0 13 2500 
4  4d4 + 1/ + 1 + 0 0 12 5000 
5  5d4 + 1/ + 1 + 0 0 11 10000 
6  6d4 + 2/ + 2 + 0 0 10 20000 
7  7d4 + 2/ + 2 + 0 0 9 40000 
8  8d4 + 2/ + 2 + 0 0 8 80000 
9  9d4 + 3/ + 3 + 0 0 8 180000 
1 0  9d4+ 1 + 3/ + 3 + 0 0 7 280000 
1 1  9d4+ 2 + 4/ + 4 + 0 0 7 380000 
1 2  9d4+ 3 + 5/ + 5 + 0 0 6 480000 
1 3  9d4+ 4 + 6/ + 6 + 0 0 6 580000 
1 4  9d4+ 5 + 6/ + 6 + 0 0 5 680000 

 

 
 
 
 

Op t ion al  Hu m an  Classes 
The following classes are not  suitable for all cam paigns but  m ay 
be used if the GM allows. Unless otherwise noted, these classes 
are only available to humans. 
 
Assassin s  are t rained to k ill by ambush and t reachery. Like 
fighters they are specialists in dealing dam age with weapons but  
they are not  t rained in bat t lefield combat . Pr im e Requisite:  DEX. 
Requirem ents:  none. 
 

Weapons and Armor:  Assassins m ay use any kind of arm or or 
weapon but  m ay not  use shields. Wearing m edium or heavy arm or 
prevents the use of som e special abilit ies. 
 

Class Abilit ies:  Assassins are specialists at  disguise, hiding in cover 
and sneaking silent ly (and m ay also at tempt  to hide in shadows 
with a successful secondary skill roll) , provided they are not  
wearing m edium  or heavy arm or. Assassins also have the sam e 
special t raining in listening at  doors and detect ing t raps and 
secret / hidden doors as thieves, see the sect ion on Adventuring for 
the details. 
 

Backstab:  I f an assassin successfully sneaks up on a foe, they can 
Backstab which adds + 4 to the at tack roll and does m ore dam age 
if successful (Levels 1-4, x2 dam age;  Levels 5-8, x3 dam age;  
Levels 9-12, x4 damage;  Level 13+ , x5 damage) . An assassin 
wearing m edium or heavy arm or cannot  backstab, 
 

St ronghold:  At  level 9 an assassin m ay build a hideout  and 2d6 
assassin apprent ices of 1st  level will com e to work with the 
character . These assassins will serve the character with som e 
reliabilit y;  however, should any becom e arrested or killed the 
character will not  be able to at t ract  more followers of this type to 
replace them. A successful character m ight  use these followers to 
star t  an Assassins Guild. 
Experience Base:  1700/ 120000. 
 
Assassin  Ad v an cem en t  Tab le 

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d6 + 0/ + 0 + 1 0 16 0 
2  2d6 + 0/ + 0 + 1 0 14 1700 
3   3d6 + 1/ + 0 + 1 0 13 3400 
4  4d6 + 2/ + 1 + 1 0 12 6800 
5  5d6 + 2/ + 1 + 2 0 11 13600 
6  6d6 + 3/ + 1 + 2 0 10 27200 
7  7d6 + 3/ + 1 + 2 0 9 55000 
8  8d6 + 4/ + 2 + 2 0 8 110000 
9  9d6 + 4/ + 2 + 3 0 7 230000 
1 0  9d6+ 2 + 5/ + 2 + 3 0 7 350000 
1 1  9d6+ 4 + 5/ + 3 + 3 0 6 470000 
1 2  9d6+ 6 + 6/ + 3 + 3 0 6 590000 
1 3  9d6+ 8 + 6/ + 4 + 4 0 5 710000 
1 4  9d6+ 10 + 7/ + 5 + 4 0 5 830000 

 
Bar b ar ian s  are tough, hardy warr iors from  cultures outside of the 
civ ilized wor ld. Som e barbar ians live on the edge of t rue savagery, 
while others hail from  r ich cultures with epic poet ry and weapons 
of steel, but  all share an out lander’s m ix of contem pt  and awe for 
the grand tapest ry of civ ilizat ion. There are three types of 
barbarians:  northern, plains, and jungle. Prim e Requisite:  STR. 
Requirem ents:  none. 
 

Weapons and Armor:  Barbar ians m ay use light  or m edium  arm or 
and may use shields. They have a lim ited select ion of weapons 
depending on their  regional or igin (northern, plains, j ungle) . 
Northern barbarians:  bat t le axe, club, dagger, great  axe, hand 
axe, short  bow, spear, sword, two-handed sword, war ham m er. 
Plains barbarians:  com posite bow, dagger, hand axe, javelin, 
lance, net , sling, short  sword (scim itar) , spear, whip. 
Jungle barbar ians:  bola, club, dart , dagger, hand axe, javelin, net , 
short  bow, short  sword, spear. 
 



- 8 -   M I CROLI TE8 1  ADVANCED 1 .0  SI LVER 

Class Abilit ies:  Barbarians have a + 1 bonus to init iat ive and 
surprise rolls. Barbarians can deal m assive dam age either via 
m elee or m issile weapons as selected when the character is 
generated, adding double their  Fighter Bonus ( instead of just  their  
Fighter Bonus)  to all damage done with the selected type of 
weapon. Barbarians have a savage resilience that  allows them to 
withstand body point  dam age and st ill funct ion normally:  they 
only suffer the -1 to all at tack, success, saving, and sim ilar  rolls 
(also to st r ike speed)  for every three points of body dam age 
suffered ( instead of every two points) . Northern barbar ians are 
experts are clim bing. Plains barbarians are experts at  r iding. 
Jungle barbar ians are experts in survival. 
 

Bat t lefield Prowess:  At  5th level, a barbar ian inspires those under 
his com mand. Any hirelings or m ercenar ies hired by the f ighter 
have a + 1 bonus to their m orale when personally led by the 
barbarian. 
 
Stronghold:  At  level 9 a barbarian can build or claim  a chieftain’s 
hall and seek to rule on the st rength of his axe. When the 
barbarian establishes his hall, 1d4+ 1x10 mercenaries and 1d6 
barbarians of 1st -3rd level seeking plunder and rapine will j oin his 
service. I f hired, they m ust be paid standard rates for 
mercenar ies. Barbarians’ halls are otherwise ident ical to fighters’ 
cast les. 
 
Experience Base:  2600/ 120000. 
 
Bar b ar ian  Ad v an cem en t  Tab le  

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d8 + 0/ + 0 + 1 0 14 0 
2  2d8 + 0/ + 0 + 1 0 13 2600 
3   3d8 + 1/ + 0 + 1 0 12 5200 
4  4d8 + 2/ + 1 + 2 0 11 10400 
5  5d8 + 3/ + 1 + 2 0 10 20800 
6  6d8 + 4/ + 1 + 2 0 9 41600 
7  7d8 + 5/ + 1 + 3 0 8 85000 
8  8d8 + 5/ + 2 + 3 0 7 170000 
9  9d8 + 6/ + 2 + 3 0 7 290000 
1 0  9d8+ 2 + 7/ + 2 + 4 0 6 410000 
1 1  9d8+ 4 + 7/ + 3 + 4 0 6 530000 
1 2  9d8+ 6 + 8/ + 3 + 4 0 5 650000 
1 3  9d8+ 8 + 8/ + 4 + 5 0 5 770000 
1 4  9d8+ 10 + 8/ + 5 + 5 0 4 890000 

 
Bar d s  rem em ber and recite the sagas and songs of history, 
m ythology, and successful adventurers. Most  bards are content  to 
recite the deeds of others, but  som e bold few part icipate in the 
dangers them selves and become inspir ing heroes in their  own 
r ight . Pr im e Requisite:  CHR. Requirem ents:  none. 
 

Weapons and Armor:  Bards m ay use light  arm or and light  
weapons but  may not  use shields. 
 

Class Abilit ies:  Bards can sing, recite poet ry, or play a group of 
inst ruments in a skilled manner. The bard chooses the type of 
perform ance that  his character knows. I nst rum ent  groups include 
st r inged inst ruments, percussion inst ruments, brass inst ruments, 
and woodwind inst rum ents. Their study of ancient  annals and 
legends, allows bards to decipher  occult  runes, rem em ber ancient  
history, ident ify histor ic art ifacts, and sim ilar tasks. 
 
I nspire Courage:  By recit ing heroic lays and epic poem s, bards can 
inspire courage. This requires  a m inute or two of orat ion before a 
bat t le, and grants the bard’s allies within a 50' radius a + 1 bonus 
to at tack throws, dam age rolls, m orale rolls ( for m onsters or NPCs 
allied with the caster) , and saving throws against  m agical fear. 
The bonus lasts for 10 m inutes. A bard can inspire courage in any 
given character once per day per class level.    
 
Dabble in the Arcane:  Their study of ancient  annals and legends 
allows bards to at tem pt  to use wands, staves, and other m agic 
item s only useable by m ages. At  1st  level, the bard m ust  m ake a 

roll of 18+  on 1d20 or the at tem pt  backfires in som e negat ive 
m anner (GM’s discret ion) . The roll required reduces by 2 per level, 
to a m inim um of 3+ . 
 
Read Languages:  At  4th Level, a bard gains the abilit y to read 
languages ( including ciphers, t reasure m aps, and dead languages, 
but  not  m agical writ ings)  on a roll of 1-4 on a d6. On failure, the 
bard cannot  at tem pt  to read that  docum ent  again unt il he gains a 
new level.  
 

St ronghold:  At  level 9 a bard may build a hall and 2d6 assassin 
apprent ices of 1st  level will come to work with the character.  
 
Experience Base:  1400/ 120000. 
 
Bar d  Ad v an cem en t  Tab le  

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d4 + 0/ + 0 + 0 0 15 0 
2  2d4 + 0/ + 0 + 0 0 14 1400 
3   3d4 + 0/ + 0 + 0 0 13 2800 
4  4d4 + 1/ + 1 + 0 0 12 5600 
5  5d4 + 1/ + 1 + 0 0 11 11200 
6  6d4 + 2/ + 2 + 0 0 10 22400 
7  7d4 + 2/ + 2 + 0 0 9 45000 
8  8d4 + 2/ + 2 + 0 0 8 90000 
9  9d4 + 3/ + 3 + 0 0 8 210000 
1 0  9d4+ 2 + 3/ + 3 + 0 0 7 320000 
1 1  9d4+ 4 + 4/ + 4 + 0 0 7 440000 
1 2  9d4+ 6 + 5/ + 5 + 0 0 6 560000 
1 3  9d4+ 8 + 6/ + 6 + 0 0 6 680000 
1 4  9d4+ 10 + 6/ + 6 + 0 0 5 900000 

 
Dr u id s  have pledged their  lives to serve a Nature (and it s deity 
the Earth Mother) . Prime Requisite:  CHR. Requirements:  none.  
 
Weapons and Armor:  Druids can wear any type of arm or m ade of 
natural, non-m etal m ater ial. They can use wooden or leather 
shields. They can only use clubs, daggers, slings, sickles, and 
staffs as weapons.  
 
Class Abilit ies:  Druids can cast  divine (druid)  m agic. They save at  
+ 2 vs fire and lightning. They have a + 1 chance of surpr ise in the 
wilderness. They gain + 2 to all react ion rolls when encountering 
normal animals, and can take animals as henchm en. They are 
good at  wilderness survival. 
 
One with the Wilderness:  At  3rd level, a druid can go to ground, 
disappearing into woods and underbrush with a proficiency throw 
of 3+  on 1d20. At  4th level, a druid m ay speak with animals at  will 
and they acquire im m unity to the powers of woodland fey. 
 
Magical Research:  At  5th level, a druid is able to research divine 
(druid)  spells and create fet ishes (one use item s equivalent  to 
divine scrolls) . When a cler ic reaches the 9th level, he is able to 
create magic item s usable by druids.  
 
Shapeshift :  At  7th level, a druid m ay shape shift  to a 
sm all/ m edium animal up to 3 t im es per day (once every eight  
hours) . When shape shift ing back to their  or iginal form , a Druid 
can heal 2 HP per level of dam age. 
 
Stronghold:  Once at taining 9th level, a druid may establish a 
grove in a t rue wilderness area. Once a grove is established, all 
ordinary animals within 5 m iles will become fr iendly and helpful to 
the druid. The druid will then at t ract  1d6 apprent ices of 1st -3rd 
level plus 2d6 norm al m en and wom en seeking to becom e druids. 
Their  wisdom  scores will be above average, but  m any will becom e 
discouraged from  the r igorous m ental t raining and quit  after 1d6 
m onths, if failing a throw of 14+  m odified by their  Wisdom 
m odifier . Those who succeed becom e 1st  level druids. Each year 
the druid tends to the grove, he will at t ract  an addit ional 1d6 
norm al m en, unt il she has a m axim um  of 6 apprent ices of any 
level, and 12 norm al m en, studying at  any t im e. 
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Experience Base:  2000/ 120000. 
 
Dr u id  Ad v an cem en t  Tab le  

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d6 + 0/ + 0 + 0 0 15 0 
2  2d6 + 0/ + 0 + 0 1 14 2000 
3   3d6 + 0/ + 0 + 0 2 13 4000 
4  4d6 + 1/ + 1 + 0 3 12 8000 
5  5d6 + 1/ + 1 + 0 4 11 16000 
6  6d6 + 2/ + 2 + 0 5 10 32000 
7  7d6 + 2/ + 2 + 0 6 9 65000 
8  8d6 + 2/ + 2 + 0 7 8 130000 
9  9d6 + 3/ + 3 + 0 8 7 250000 
1 0  9d6+ 1 + 3/ + 3 + 0 9 7 370000 
1 1  9d6+ 2 + 4/ + 4 + 0 10 6 490000 
1 2  9d6+ 3 + 5/ + 5 + 0 12 6 610000 
1 3  9d6+ 4 + 6/ + 6 + 0 14 5 730000 
1 4  9d6+ 5 + 6/ + 6 + 0 16 5 850000 

 
I l lu s ion ist s  are specialized m ages whose spells usually deceive 
and manipulate the senses and the m ind. Their m ore powerful 
spells use a combinat ion of illusory com ponents and proto-mat ter 
drawn from  the plane of shadows. These potent  spells produce 
pseudo-  and quasi- real effects that  may actually harm  an 
opponent . Pr ime Requisite:  MI ND. Requirements:  none. Special:  
except  where specified in this sect ion, t reat  illusionists as m agic-
users. 
 
Weapons and Armor:  I llusionists wear no arm or and can only use 
daggers, slings, or staves as weapons.  
 
Class Abilit ies:  I llusionists can cast  illusion (arcane)  spells and 
have the Arcane Blast , Arcane Dueling, and Minor Magic special 
abilit ies.  
 

Magical Research:  When an illusionist  reaches 5th level, he is able 
to research spells, scr ibe m agical scrolls, and brew pot ions. When 
an illusionist  reaches 9th level, he is able to create more powerful 
m agic items such as weapons, r ings, and staffs. At  11th level, an 
illusionist  may learn and cast  r itual illusion (arcane)  spells of great  
power (7th level and higher) , craft  magical const ructs, and create 
magical cross-breeds. I f chaot ic, at  11th level the illusionist  may 
create necrom ant ic servants and becom e undead.  
 
Stronghold:  An I llusionist  may build a st ronghold, often a great  
tower, when he reaches level 11. He will then at t ract  illusionist  
apprent ices (1d6) , who will range from  level 1-3. 
 
Experience Base:  2500/ 150000. 
 
I l l u s ion ist  Ad v an cem en t  Tab le  

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d4 + 0/ + 0 + 0 1 16 0 
2  2d4 + 0/ + 0 + 0 2 15 2500 
3   3d4 + 0/ + 1 + 0 3 14 5000 
4  4d4 + 1/ + 2 + 0 4 13 10000 
5  5d4 + 1/ + 3 + 0 5 11 20000 
6  6d4 + 1/ + 4 + 0 6 10 40000 
7  7d4 + 1/ + 5 + 0 7 9 80000 
8  8d4 + 2/ + 5 + 0 8 8 160000 
9  9d4 + 2/ + 6 + 0 9 7 310000 
1 0  9d4+ 1 + 2/ + 7 + 0 10 6 460000 
1 1  9d4+ 2 + 3/ + 7 + 0 12 6 610000 
1 2  9d4+ 3 + 3/ + 8 + 0 14 5 760000 
1 3  9d4+ 4 + 4/ + 8 + 0 17 5 910000 
1 4  9d4+ 5 + 5/ + 8 + 0 20 5 1060000 

 
Palad in s  are cham pions of Law who crusade against  those who 
seek to ext inguish the light  of civilizat ion. Wherever the forces of 
Chaos m arshal to threaten m an, paladins can be found, bat t ling 
back the darkness with courage and steel. Pr im e Requisite:  CHA. 
Requirem ents:  alignm ent  m ust  be Law. 

Weapons and Armor:  Paladins m ay any type of arm or and m ay 
use shields. They may use all medium and heavy weapons. 
 
Class Abilit ies:  Aura of Protect ion (+ 1 to AC and saving throws 
against  at tacks m ade or created by those aligned with for created 
by Chaos) ;  im m une to disease ( including m agical diseases) ;  
Detect  Evil ( can detect  evil or  chaos, 60 foot  range, requires 10 
m inutes prayer and concent rat ion) ;  Lay on Hands (may heal by 
touching target  and praying for 5 m inutes;  m ay heal up to his 
level in Body Points per day total, m ay heal diseases (costs 2 BP 
of healing per disease, 3 BP of healing for m agical diseases) . 
 

Holy Fervor:  At  5th level, a paladin inspires those under his 
com m and.  Any hirelings or m ercenar ies of the sam e religion as 
the paladin have a + 1 bonus to their  m orale when personally led 
by the paladin. 
 
Alignm ent :  All paladins m ust  be of Lawful alignm ent . A paladin 
who changes to Neut ral or Chaot ic alignm ent  loses his class 
abilit ies and powers.  I f he later reverts to Lawful alignm ent  and 
atones for any m isdeeds (possibly through a quest  spell)  he can 
regain his lost  class abilit ies and powers.   
 

St ronghold:  At  level 9 a paladin m ay build a fort ress in the 
borderlands or  wilderness. 1d4+ 1 x 10 reliable mercenar ies will 
apply for jobs and 1d6 low level paladins will apply for t raining. 
The fort ress will at t ract  set t lers over t ime and they will look to the 
paladin for leadership. 
 
Experience Base:  1850/ 120000. 
 
Palad in  Ad v an cem en t  Tab le  

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d6 + 0/ + 0 + 1 0 14 0 
2  2d6 + 0/ + 0 + 1 0 13 1850 
3   3d6 + 1/ + 0 + 1 0 12 3700 
4  4d6 + 2/ + 1 + 1 0 11 7400 
5  5d6 + 2/ + 1 + 2 0 10 14800 
6  6d6 + 3/ + 1 + 2 0 9 29600 
7  7d6 + 3/ + 1 + 2 0 8 60000 
8  8d6 + 4/ + 2 + 2 0 7 120000 
9  9d6 + 4/ + 2 + 3 0 7 240000 
1 0  9d6+ 2 + 5/ + 2 + 3 0 6 360000 
1 1  9d6+ 4 + 5/ + 3 + 3 0 6 480000 
1 2  9d6+ 6 + 6/ + 3 + 3 0 5 600000 
1 3  9d6+ 8 + 6/ + 4 + 4 0 5 720000 
1 4  9d6+ 10 + 7/ + 5 + 4 0 4 840000 

 
Ran g er s  are scouts and t rackers, adept  at  both woodcraft  and 
archery. Few adventuring part ies would dare the wilderness 
without  an experienced ranger to guide them. Pr ime Requisite:  
STR. Requirem ents:  none. 
 

Weapons and Armor:  Rangers m ay use light  or m edium arm or and 
may use shields. They may use all m issile and light  weapons. 
 
Class Abilit ies:  + 1 bonus to init iat ive and surpr ise rolls;  can blend 
in background (d20 +  DEX Bonus;  DC 8 if outdoors/ wilderness, DC 
16 if indoors/ urban - -  this is an ext raordinary ability above and 
beyond sim ply hiding in available cover which anyone can t ry to 
do) ;  can move silent ly and t racklessly in the wilderness (d20 +  
DEX Bonus;  DC ranges from  8 to 20 depending on terrain) ;  + 1 to 
lost  rolls if outdoors (applies to any party a ranger is guiding) ;  + 1 
to Chance of Encounter rolls outdoors (+ 2 if alone) ;  + 2 to Fighter 
Bonus with m issile weapons;  t racking and t railing in the 
wilderness. 
 

Wilderness Prowess:  At  5th level, a ranger inspires those under his 
com m and.  Any hirelings or m ercenar ies hired by the fighter have 
a + 1 bonus to their  m orale when personally led by the ranger in 
the wilderness. 
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Stronghold:  At  level 9, a ranger m ay build a border fort  in the 
borderlands or  wilderness. 1d4+ 1 *  10 reliable mercenar ies will 
apply for jobs and 1d3 low level rangers will apply for t raining. The 
fort ress will at t ract  set t lers over t ime and they will look to the 
ranger for leadership. 
 
Experience Base:  2000/ 120000. 
 
Ran g er  Ad v an cem en t  Tab le  

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d6 + 0/ + 0 + 1 0 14 0 
2  2d6 + 0/ + 0 + 1 0 13 2000 
3   3d6 + 1/ + 0 + 1 0 12 4000 
4  4d6 + 2/ + 1 + 1 0 11 8000 
5  5d6 + 2/ + 1 + 1 0 10 16000 
6  6d6 + 3/ + 1 + 1 0 9 32000 
7  7d6 + 3/ + 1 + 2 0 8 65000 
8  8d6 + 4/ + 2 + 2 0 7 130000 
9  9d6 + 4/ + 2 + 2 0 7 250000 
1 0  9d6+ 2 + 5/ + 2 + 2 0 6 370000 
1 1  9d6+ 4 + 5/ + 3 + 2 0 6 490000 
1 2  9d6+ 6 + 6/ + 3 + 3 0 5 610000 
1 3  9d6+ 8 + 6/ + 4 + 3 0 5 730000 
1 4  9d6+ 10 + 7/ + 5 + 3 0 4 850000 

 
W ar lo r d s  are warr iors t rained to lead in com bat . Any fighter is 
able to lead others in bat t le but  warlords specialize in bat t le 
leadership. Pr ime Requisite:  STR. Requirem ents:  CHR 9+ . 
 

Weapons and Armor:  Warlords m ay use light  or m edium  arm or 
and m ay use shields. They m ay use any weapon. 
 

Class Abilit ies:  When leading a group of hirelings under their  
com mand, the hirelings subt ract  the war lord’s fighter bonus in any 
m orale checks and add one-half the warlord’s fighter bonus ( round 
up)  to their  at tack and dam age rolls. War lords are expert  at  r iding 
and at  small unit  tact ics. 
 
Bat t lefield Prowess:  At  5th level, a war lord inspires those 
organized units (mercenary com panies, etc.)  under his direct  
com mand. Any organized m ilitary units under the com mand of the 
warlord have a + 1 bonus to their  morale. At  10th level, this bonus 
becomes + 2. 
 
I nspirat ion:  Warlords are able to inspire allies dur ing com bat  by 
bat t le cr ies and shout ing encouragem ent . Only allies who can 
clearly hear the warlord are affected by these abilit ies. Each of 
these abilit ies m ay only be used once per com bat  (and cannot  be 
used again unt il the war lord has rested for at  least  one turn (10 
m inutes) . The effects of these abilit ies do not  stack under any 
circum stances. 
 

• I nspire Courage:  Warlords can use their  act ion to grant  
all allies who can hear them + 2 bonus to saves against  
charm  and fear effects and a + 2 bonus on at tack and 
weapon dam age rolls for a num ber of rounds equal to 
twice his Fighter Bonus. Using this ability costs the 
Warlord 3 hit  points. 

• I nspire Greatness:  Warlords of at  least  5th level can use 
their  act ion to inspire greatness in a single willing ally 
who can hear them . The ally gains 12 (plus twice the 
target ’s Const itut ion modifier)  temporary hit  points, a + 2 
bonus on at tack rolls, and a + 2 bonus to saves against  
charm  and fear effects for a num ber of rounds equal to 
twice the Warlord’s Fighter Bonus. Using this ability costs 
the Warlord 5 hit  points. 

• I nspire Derr ing-Do:  Warlords of at  least  9th level can use 
their  act ion to inspire dar ing-do in a single willing ally 
who can hear them . The ally gains a + 4 bonus to their AC 
and all saving throws for a num ber of rounds equal to 
twice the Warlord’s Fighter Bonus. Using this ability costs 
the Warlord 7 hit  points. 

• I nspire Heroism :  War lords of at  least  11th level can use 
their  act ion to inspire heroism  in a single willing ally who 
can hear them . The ally gains the effects of a Heroism  
pot ion for a num ber of rounds equal to the Warlord’s 
Fighter Bonus. Using this ability costs the Warlord 10 hit  
points. 

 

Mercenary Unit :  At  level 9 a warlord can raise a mercenary unit  
from  a fr iendly populated area. The Warr ior m ust  spend 2d4 days 
doing nothing but  spreading the word in the local region and 
rally ing interest . On the morning following his efforts, the Warr ior 
will have gathered together a fight ing force of (his level +  CHA 
bonus)  x 10 m en-at -arm s. The GM m ay increase or decrease this 
num ber by up to 50%  to reflect  the populat ion of the area.  The 
warlord is responsible for food and supplies for these m en, and 
they will follow him  so long as they are t reated well.  A warlord 
m ay only have one such m ercenary unit  at  a t im e. 
 

St ronghold:  At  level 12 a warlord m ay build a fort ress in the 
borderlands or  wilderness. The fort ress will also at t ract  set t lers 
over t im e and they will look to the war lord for leadership. 
 
Experience Base:  2200/ 120000. 
 
W ar lo r d  Ad v an cem en t  Tab le  

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d6 + 0/ + 0 + 1 0 14 0 
2  2d6 + 0/ + 0 + 1 0 13 2200 
3   3d6 + 1/ + 0 + 1 0 12 4400 
4  4d6 + 2/ + 1 + 1 0 11 8800 
5  5d6 + 2/ + 1 + 2 0 10 17600 
6  6d6 + 3/ + 1 + 2 0 9 35200 
7  7d6 + 3/ + 1 + 2 0 8 70000 
8  8d6 + 4/ + 2 + 2 0 8 140000 
9  9d6 + 4/ + 2 + 3 0 7 260000 
1 0  9d6+ 2 + 5/ + 2 + 3 0 7 380000 
1 1  9d6+ 4 + 5/ + 3 + 3 0 6 500000 
1 2  9d6+ 6 + 6/ + 3 + 3 0 6 620000 
1 3  9d6+ 8 + 6/ + 4 + 4 0 5 740000 
1 4  9d6+ 10 + 7/ + 5 + 4 0 5 860000 

 

Op t ion al  Non - Hu m an  Classes 
The following classes are not  suitable for all cam paigns but  m ay 
be used if the GM allows. These classes represent  non-hum an 
races. 
 
Dr ag on b or n  are scaly, quasi- rept ilian hum anoids that  claim  
descent  from  dragons- -  a claim  corroborated by the fact  that  they 
are found in the sam e colors ( though usually m ore m uted, earthy 
shades)  as the various known species of dragon, and by the fact  
that  m any of them  share a breath weapon with the dragons they 
closely resem ble. Dragonborn tend to be about  six feet  tall and 
weigh over 200 lbs. Dragonborn are often very proud, ser ious and 
hum orless, but  exude a predatory confidence. Pr im e Requisite:  
STR. Requirem ents:  none. 
 
Weapons and Armor:  Dragonborn m ay use any kind of arm or or 
weapon and m ay use shields. 
 

Class Abilit ies:  Dragonborn are covered in thick but  f lexible scales 
that  give them  a -2(+ 2)  bonus to their  AC. Dragonborn speak the 
languages of dragons, kobolds, orcs, and goblins. 
 
Breath Weapon:  All dragonborn have a breath weapon sim ilar to 
that  of a dragon which deals 1d6 points of dam age per point  of 
Fighter Bonus, to a m axim um  of 4d6 dam age, along either a cone 
40 feet  long and 20 feet  wide at  its far end ( if fire or cold) , a 20-
foot  diameter cloud ( if toxic gas) , or a 60- foot  line ( if lightning or 
acid) . A successful saving throw against  Dragon Breath reduces 
the dam age by half. The type of is determ ined by the 
dragonborn’s color ( just  as for dragons) . A dragonborn’s color can 
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be determ ined random ly by the GM or selected by the player 
(subject  to GM approval) . Using his breath weapon costs a 
dragonborn 5 HP for the f irst  use in an hour, addit ional uses within 
an hour cost  10 HP each. A dragonborn m ay use his breath 
weapon a m axim um  num ber of t im es a day equal to his Fighter 
Bonus. A dragonborn gains a + 2 bonus to any saving throws 
against  dam age of the sam e type as their  breath weapon. 
 
Bat t lefield Prowess:  At  5th level, a dragonborn inspires other 
dragonborn under his com m and. Any dragonborn hirelings or 
m ercenar ies hired by the elf have a + 1 bonus to their  m orale 
when personally led by the dragonborn. 
 
Stronghold:  Dragonborn can establish a st ronghold in a natural 
set t ing, suitable to a dragon of their  color , when they reach the 
9th level. Dragonborn rulers can hire m em bers of other races in 
the capacity of retainers or specialists, but  only soldiers of 
dragonborn stock m ay be hired. 
 

Experience Base:  2500/ 150000. 
 
Dr ag on b or n  Ad v an cem en t  Tab le  

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d8 + 0/ + 0 + 1 0 14 0 
2  2d8 + 0/ + 0 + 1 0 13 2500 
3   3d8 + 1/ + 0 + 1 0 12 5000 
4  4d8 + 2/ + 1 + 2 0 11 10000 
5  5d8 + 3/ + 1 + 2 0 10 20000 
6  6d8 + 4/ + 1 + 2 0 9 40000 
7  7d8 + 5/ + 1 + 3 0 8 80000 
8  8d8 + 5/ + 2 + 3 0 7 160000 
9  9d8 + 6/ + 2 + 3 0 7 310000 
1 0  9d8+ 2 + 7/ + 2 + 4 0 6 460000 
1 1  9d8+ 4 + 7/ + 3 + 4 0 6 610000 

 
Hal f - Og r es:  Half-Ogres are creatures born of a union between a 
hum an and an ogre. These relat ionships are often born of the 
slaughter and carnal desire of m arauding ogre t r ibes. When the 
half-ogre is born, it  is a beast ly, inhuman creature that  is often 
cast  off by its own parents. Hum ans regard them  as terr ible 
m onsters and ogres consider them  weak and infer ior. The rare few 
who survive to adulthood find that  they have no place in society. 
As such, they take easily to the life of an adventurer, where they 
can live on the road and earn their  way in the world by the inborn 
st rength given to them  by their  m onst rous parent . Half-ogres 
typically stand eight  feet  tall and weigh between 350 and 450 
pounds. They are heavily m uscled and often have sloped 
foreheads and ruddy colored skin. Pr im e Requisite:  STR. 
Requirem ents:  STR m ust  be 11 or higher. 
 
Weapons and Armor:  Half-Ogres can wield any m elee weapon. 
They can wield two-handed m elee weapons one-handed with no 
penalt ies, however, they use very sm all weapons (such as daggers 
and darts)  with a -2 to hit .  For ranged weapons, Half-Ogres are 
lim ited to heavy crowbows and long bows. However, they can use 
any thrown weapon. While they can wear any arm or, arm or m ust  
be specially created for a Half-Ogre at  150%  of the norm al cost . 
 
Thick Hide:  Half-Ogres have a naturally thick hide and because of 
this they receive + 1 to their  arm or class. 
 
Thrown Stones:  Half-Ogres can throw large stones in com bat . 
These stones have a range as a  javelin and do 2d6 points of 
damage (3d6 at  6th level, 4d6 at  12th level, plus the ogre's 
St rength m odifier. Ogres begin play with 3d4 such stones, which 
they typically keep in a belt  pouch. When an ogre wishes to gather 
m ore of these stones, they m ust  t ravel into the wilderness in 
search of them . Such a search takes 4 hours of t im e and yields 
1d4 suitable stones.  
 
Warlord:  At  9th level a Half Ogre becom es known as a warlord. 
Their prowess in bat t le and reputat ion for violence draws the 
at tent ion of 2d6 fighters or half-ogres. I n addit ion, 1d4 ogres will 

actually com e into their  serv ice. All of these followers are chaot ic 
in alignm ent  and will expect  their new m aster to lead them in 
raids on v illages and local farm ing comm unit ies. A half-ogre who 
does not  engage in such act ivity regular ly m ay find his followers 
will turn against  him  unless he rules with an iron fist .  
 
Experience Base:  2400/ 140000. 
 

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d10 + 0/ + 0 + 1 0 14 0 
2  2d10 + 0/ + 0 + 1 0 13 2400 
3   3d10 + 1/ + 0 + 1 0 12 4800 
4  4d10 + 2/ + 1 + 1 0 11 9600 
5  5d10 + 3/ + 1 + 2 0 10 19200 
6  6d10 + 4/ + 1 + 2 0 9 38400 
7  7d10 + 5/ + 1 + 2 0 8 75000 
8  8d10 + 5/ + 2 + 2 0 7 150000 
9  9d10 + 6/ + 2 + 3 0 7 290000 
1 0  9d10+ 3 + 7/ + 2 + 3 0 6 430000 
1 1  9d10+ 6 + 7/ + 3 + 3 0 6 570000 
1 2  9d10+ 9 + 8/ + 3 + 3 0 5 710000 

 
Tief l in g s  are the descendants of nobles of a decadent  hum an 
em pire that  entered into a series of alliances (both m ilitary and 
m arital)  with the forces of Chaos. They resem ble devilish 
hum anoids with an ar istocrat ic bearing, and often have reddish, 
grey, or stark white skin, horns, and tails. Som e have cloven 
hooves for feet . Tieflings tend to be about  the same height  (not  
count ing their horns)  and weight  as hum ans. Prim e Requisite:  STR 
and MI ND. Requirements:  MI ND must  be 9 or higher. 
 
Weapons and Armor:  Tieflings m ay wear any kind of arm or or 
weapon and m ay use shields. 
 

Class Abilit ies:  Tieflings can see 60 feet  in the dark and are 
im m une to the effects of fear. Tieflings can cast  arcane (m agic 
user)  spells as a magic-user, but  cannot  learn spells higher than 
4th level. Tieflings m ay hide in shadows, move silent ly, and 
backstab as a thief of the sam e level provided they are not  
wearing m edium or heavy arm or. I nherent ly Chaot ic m onsters 
rem em ber the old pacts m ade between them  and the first  t ieflings 
and so apply a + 2 bonus to their  react ion rolls and a -2 penalty to 
saving throws against  any Charm  spells the t iefling uses against  
them . 
 
Magical Research:  At  7th level, a t iefling is able to research spells, 
scr ibe scrolls, and brew pot ions. When a t iefling reaches the 10th 
level, he is able to create spells and m agic item s.  
 
Stronghold:  When a t iefling reaches level 9, he can build a 
st ronghold. These st rongholds will be in rem ote areas and t ieflings 
will com e from  great  distances to set t le there. These set t lers will 
look to the character as their leader. 
 

Experience Base:  4000/ 200000. 
 
Tief l in g  Ad v an cem en t  Tab le  

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d6 + 0/ + 0 + 1 1 17 0 
2  2d6 + 0/ + 0 + 1 2 16 4000 
3   3d6 + 1/ + 1 + 1 3 15 8000 
4  4d6 + 2/ + 2 + 1 4 14 16000 
5  5d6 + 3/ + 3 + 2 5 13 32000 
6  6d6 + 4/ + 4 + 2 6 12 64000 
7  7d6 + 5/ + 5 + 2 7 10 130000 
8  8d6 + 5/ + 5 + 2 8 9 280000 
9  9d6 + 6/ + 6 + 2 9 8 480000 
1 0  9d6+ 2 + 7/ + 7 + 3 10 7 680000 

 
W ar f o r g ed  are art if icially-const ructed beings m ade of a wooden, 
leather, and m etal fram e covered in armor- like steel plates, 
brought  to life by m eans of m agical and alchem ical processes. 



- 1 2 -   M I CROLI TE8 1  ADVANCED 1 .0  SI LVER 

They were created for a war that  has since been consigned to 
history, and in the intervening years the secret  of their creat ion 
has been lost . Despite their art ificial appearances, warforged are 
self-aware and are often surprisingly "hum an" in their  out look. 
With the war they were built  to fight  gone, m any turn to 
adventuring in hopes of finding a new purpose in life.  
 
Apart  from  the color of their  eyes and a ser ial rune on the crown 
of their  heads, all warforged look essent ially  alike to human eyes, 
though some paint  ident ify ing markings upon them selves. A 
warforged stands six feet  tall and weighs 275 pounds. Although 
their  bulky, som ewhat  angular appearance suggests masculinity to 
hum an eyes, m ost  warforged are not  st rongly concerned with 
gender ( though they have no problem going along with whatever 
gender others are com fortable assigning them ) . Prim e Requisite:  
STR. Requirem ents:  none. 
 
Weapons and Armor:  Warforged m ay use any kind of arm or or 
weapon and m ay use shields. As they are already covered in 
arm or- like plates of m etal, any arm or they wear m ust  be 
specially- fit ted and costs twice as m uch. 
 
Class Abilit ies:  Warforged are covered in sturdy m etal plat ing that  
grants them  a -2(+ 2)  bonus to their  arm or class. Although they 
have souls and are alive, warforged are imm une to the effects of 
disease and poison, and have no need to eat , dr ink, sleep, or 
breathe (however poison gas such as the breath weapons of green 
dragons is st ill dangerous to them  because it  is corrosive to their  
organic com ponents) . Warforged have m inds and souls and can 
therefore be charm ed, held,  or raised from  the dead. While 
warforged do not  need to sleep, they m ust  m ediate to recover hit  
points. 
 

Rest r ict ions:  Due of their wooden-and-m etal const ruct ion, magical 
effects involv ing metal or wood affect  them . For exam ple, a rust  
m onster m ay use their  feelers to consum e a warforged's plat ing 
and other m etal com ponents, dealing 2d6 dam age per round and 
negat ing their  arm or bonus. Warforged always count  as holding a 
m etal object  for purposes of Heat  Metal spells, Turn Wood repels 
them  on a failed save, and Metal to Wood reduces their  AC bonus 
by 1. 
 
Healing:  Warforged do not  heal body points on their  own and 
receive only half the norm al effect  of healing magic, but  they can 
be repaired by any skilled arm orer with access to a forge with one 
hour of work per point  of dam age suffered. 
 
Stronghold:  When a warforged reaches level 9, he has the opt ion 
of creat ing a st ronghold that  will at t ract  warforged from  far and 
wide. Warforged rulers can hire m em bers of other races in the 
capacity of retainers or specialists, but  only warforged soldiers 
m ay be hired. 
 
Experience Base:  2200/ 120000. 
 
W ar f o r g ed  Ad v an cem en t  Tab le  

Lev el  HP PCB/ MCB FB Mem  Sav e XP 

1  1d8 + 0/ + 0 + 1 0 14 0 
2  2d8 + 0/ + 0 + 1 0 13 2200 
3   3d8 + 1/ + 0 + 1 0 12 4400 
4  4d8 + 2/ + 1 + 1 0 11 8800 
5  5d8 + 3/ + 1 + 2 0 10 17600 
6  6d8 + 4/ + 1 + 2 0 9 35200 
7  7d8 + 5/ + 1 + 2 0 8 70000 
8  8d8 + 5/ + 2 + 2 0 7 140000 
9  9d8 + 6/ + 2 + 3 0 7 260000 
1 0  9d8+ 3 + 7/ + 2 + 3 0 6 380000 
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Ot h er  Ch ar act er  I n f o r m at ion  
The following other inform at ion is available:  
 
Det er m in in g  Hi t  Po in t s:  Each class has an HP colum n on their 
Class Advancement  Table. XdY means roll X dice of type Y and add 
the character’s St rength bonus to each die rolled. The m inim um  
roll (after adding the St rength stat  bonus)  is 1. After level nine, a 
few hit  points (1, 2, or v3 are added at  each level. St rength stat  
bonuses are not  added for levels greater than 9. 
 
For exam ple, a first  level fighter has a St rength of 15 for a STR 
stat  bonus of + 1. At  first  level, the player rolls 1d8 and adds + 1 to 
determ ine his maximum hit  points. At  second level, the player 
would roll another 1d8+ 1 and add the result  to his first  level hit  
point  maxim um to get  the character’s second level hit  points. 
 
Max at  First  Level (Opt ional) :  I nstead of rolling a die for first  level 
characters, assum e the die roll was the highest  possible roll for 
the type of die. This opt ion is st rongly recom m ended. 
 
Reroll All Dice at  Every Level (Opt ional) :  I nstead of just  rolling a 
single die at  every level and adding the result  to the character’s 
previous hit  points, reroll all the dice every t im e the character 
gains a new level, using the higher of the new roll or the previous 
hit  point  total + 1. 
 
W eap on s an d  Ar m or  Lim i t a t ion s:  As noted, many classes are 
lim ited in what  weapons and armor they can ut ilize. Regardless of 
such class lim itat ions, characters of any class m ay purchase, 
carry, and use any weapons or arm or desired. However, 
characters who equip them selves with weapons and arm or 
unusable by their  class will f ight  as 0th level characters while so 
equipped. They also will receive no bonus on their  at tack rolls or 
arm or class from  abilit y scores or equipm ent , m ay not  use any of 
their  class powers, and do not  gain XP. 
 
Det er m in in g  Ex p er ien ce Po in t s Req u i r ed  t o  Ad v an ce:  The XP 
column of each class table lists the m inim um  XP a character  needs 
to reach a given level in a class for standard characters. This table 
will need to be recalculated from  the Exper ience Base num bers of 
the class if any opt ional rules that  m odify the exper ience base are 
used for a character .  
 
Experience Base:  Two num bers are listed for each class, for 
example, the Fighter ’s Experience Base is 2000/ 12000 The first  
number (2000 in the example)  is the Low Level Base and the 
second number (120000 in the example)  is the High Level Adder.  
Opt ional rules m ay have Experience Base modifiers. Again these 
are listed with two numbers (example:  + 100/ + 2500) , if a 
character possesses the opt ional ability , the first  number (+ 100 in 
the exam ple)  is added to the Low Level Base for the character’s 
class and the second num ber is added to the High Level Adder for 
the character ’s class. I f a Fighter had the one opt ional abilit y from  
this example, his f inal Exper ience Base would be:  2100/ 122500. 
 
Calculat ing Experience Points per Level:  To calculate a character ’s 
custom XP advancement  schedule, start  with the Low Level Base 
num ber from  the character ’s final Experience Base ( including his 
class base plus all m odifiers from  opt ional rules) . That  is the 
experience point  total required to advance to 2nd level. The 
experience required to advance doubles each level thereafter unt il 
8th level reached. Except ion:  Round the experience point  
requirem ent  for 7th level to the nearest  5000. 
 
After 8th level, the amount  of experience points required to 
advance no longer doubles. I nstead of doubling, it  increases by a 
flat  amount  each level:  the High Level Adder from  the character ’s 
final Experience Base. 
 
The standard XP advancem ent  charts listed for each class were 
calculated by this m ethod and should serve as exam ples of this 
calculat ion. 

Class Sp ecia l  Ab i l i t ies 
Some classes have special abilit ies which cannot  easily be 
explained in a sentence. These nam ed special abilit ies are 
descr ibed in this sect ion. 
 
Fig h t in g  Classes Sp ecia l  Ab i l i t i es:  All Fighters, Dwarves, Elves, 
Halflings, and Warforged ( referred to collect ively as “ fighters”  in 
the special ability descr ipt ions in this sect ion)  have the following 
special ability:  
 
Cleave -  After a Fighter kills an opponent , he may im mediately 
m ake another at tack against  any st ill- standing foe within 5 feet . 
The m axim um  num ber of at tacks he can m ake in one round is 
equal to his level.  
 
Fighters, Dwarves, Elves, Halflings, and Warforged m ay select  one 
special ability from  the following list  at  levels 3, 6, 9, 12, and 14. 
Each special ability may only be selected once. 
 
Accuracy  – A Fighter with this special ability rolls one die size 
larger for dam age (1d6 instead of 1d4, 1d8 instead of 1d6, etc.)  
with thrown or m issile weapons. 
 
Berserker Rage – A Fighter with this special ability may go into a 
berserker rage when in com bat . Dur ing a berserker rage, the 
Fighter always at tacks the nearest  foe (determ ine random ly if 
m ult iple foes in range) . His ferocity adds his level to his at tack roll 
and his dam age. To break off com bat  (before all foes are dead)  
the berserk Fighter m ust  m ake a MI ND save versus a DC of 10 
(plus 2 for every opponent  st ill standing)  in order to break off 
from  fight ing. Each round the Fighter is berserker costs him  2 hp, 
subt racted im m ediately after  the berserker rage ends. A berserk 
Fighter cannot  use any com bat  stunts nor the Find Weakness or 
Leadership special abilit ies. 
 
Blind- fight ing -  A fighter with this abilit y m ay at tack while blind or 
in condit ions of total darkness with only a -2 penalty to hit .  
 
Brutal At tack – A Fighter with this special ability rolls one die size 
larger for dam age (1d6 instead of 1d4, 1d8 instead of 1d6, etc.)  
with m elee weapons.  
 
Danger Sense:  A Fighter with this special ability has a sixth sense 
for danger and can never be surprised so long as he is conscious 
and aware. 
 
Dodging -  When not  wearing arm or (and conscious and able to 
move) , a Fighter with this special ability may add his level (plus 1 
for every point  of dexter ity above 15)  to his AC. 
 
Dragon Slayer  -  A fighter with this ability ignores the -1 penalty to 
saves against  breath weapons and other blasts. 
 
Find Weakness -  When at tacking an unaware opponent , a Fighter 
with this special ability m ay ignore any AC bonus the opponent  
has due to arm or worn. He is hit t ing at  his opponent ’s weak, 
exposed areas. 
 
Goblin Slayer  -  A fighter with this ability t reats his Fighter Bonus 
as one higher when fight ing kobolds, goblins, orcs, gnolls, 
hobgoblins, bugbears, ogres, t rolls, and giants. At  the GM's opt ion 
sim ilar abilit ies m ight  exist  for fight ing dem ihum ans (hum ans, 
dwarves, elves, half lings, and gnom es)  or other groups of 
m onsters (such as dragons or the undead) . 
 
Grappling Expert  -  A fighter with this bonus retains their  full AC 
while grappling. 
 
Mounted Com bat  -  The character receives a + 1 bonus to at tacks 
while m ounted. 
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Leadership -  When a Fighter with this special ability is leading a 
group of hirelings under their  com m and, When leading a group of 
hirelings under their command, the hirelings subt ract  the Fighter ’s 
Fighter Bonus in any m orale checks and add one-half the Fighter ’s 
Fighter Bonus ( round up)  to their  at tack and dam age rolls. 
 
One Shot  – A Fighter with this special ability incapacitates 
opponents (knocks unconscious or otherwise out  of com bat)  
whose hit  dice or level are less than or equal to the Fighter’s level 
on a cr it ical hit  ( in addit ion to the normal effects of a cr it ical hit ) .  
 
Sniper  -  A fighter with this ability ignores -2 of the penalty for 
using a ranged weapon at  m edium or long range. 
 

St r iker  – A Fighter with this special ability m akes a cr it ical hit  on a 
natural roll of 19 or 20. 
 
Terr ifying Style – A Fighter with this special ability has a terr ify ing 
com bat  style. Opposing side m ust  check m orale every t im e he 
m akes a cr it ical hit .  
 
Toughness -  A fighter with this ability has ext ra hit  points equal to 
twice their Fighter Bonus 
 
Unarm ed Com bat  – A Fighter  with this special ability does 1d6 
dam age with his bare hands ( instead of the standard 1d2 bare 
handed dam age) . 
 
Weapon Focus -  A fighter with this abilit y adds + 2 to their  Fighter 
Bonus with one class of weapon:  Swords and daggers;  spears and 
pole arm s ( including the staff) ;  flails, hamm ers, and maces;  bows 
and crossbows;  axes;  or slings and thrown weapons 
 
El f / I l lu sion ist / Mag ic- User / Tief l in g  Sp ecia l  Ab i l i t i es:  All class 
with the ability  to learn and cast  arcane spells have the following 
special abilit ies. All require the use of a special wand hand-made 
by the caster. Note that  references to “magic-users”  in this sect ion 
actually refer to m agic-users as well as illusionists, elves, and 
t ieflings. 
 
Create Handm ade Wand -  A Magic-User knows how to create the 
handmade wand required for  Magic-User special abilit ies. The 
wand m ust  be m ade by the Magic-User using it  to funct ion. 
Creat ing the wand requires a knife, a liv ing t ree to cut  the wand 
from , and 12 m inus the Magic-User 's level hours (m inim um of 1 
hour)  of uninterrupted t im e. 
 
Arcane Blast  – A m agic-user can shoot  a dart  of m agic energy 
from  the t ip of their  handm ade wand once per round provided no 
other act ion is taken. They m ust  roll to hit  the target  norm ally. 
Range:  short  60;  medium 120;  long 180. Usable once per round if 
no other act ion taken and does 1d4 dam age if it  hits. No saving 
throw is allowed. Requires point ing a handm ade wand at  the 
target  and costs 1 HP per use. The visible effects can be whatever 
the Magic-User desires;  note that  this does not  affect  dam age, it  
only adds color  to the ability.  
 
Arcane Dueling -  By forgoing their  act ion on their  turn, a m agic-
user can engage another m agic-user in an Arcane Duel.  
 
On each of their  turns, both com batants roll a d20 and add their  
Magic At tack bonus -  whoever scores higher wins that  round. Each 
round costs the com batants 1HP, and each round they succeed, 
the do dam age equal to their  Magic At tack bonus (m inim um 1HP)  
to their  opponent . A draw roll m eans both opponents take 2HP 
dam age. An opponent  can leave a duel at  any t ime, but  takes the 
opponent 's Magic Bonus as dam age (as though they had scored a 
successful hit ) .  
 
Both players and GMs should m ake their descript ions v ivid and 
entertaining -  but  appropriate to the level of the com batants. A 
1st - level m age and a Kobold Sham an will be throwing sparks and 

st ings at  each other, while 10th- level mages will have bat t les that  
look m ore like Rush album  covers. 
 
Minor Magic -  Magic-Users can cast  m inor "everyday/ non-com bat"  
magic at  will.  Basically , any everyday thing som eone could do 
m undanely, a m agic-user or illusionist  can do with m inor m agic. 
At tempt ing something the GM considers abusive fails and causes 
the m agic-users wand to explode (doing 1d6 backfire dam age to 
the m agic-user unless a WI L save is m ade) . Usable once per 
round if no other act ion taken. Requires waving a handm ade 
wand. Cost  1 HP per use. 
 
Som e examples:  Light  a candle or pipe with a flam e from  the 
wand t ip. Dust  things – at  f irst  level a m inor m agic spell m ight  be 
needed for each shelf or piece of furniture, while at  third level a 
single spell m ight  dust  a room and at  sixth level the m agic-user 's 
the ent ire f loor  of a house or tower. Tie or unt ie a knot . Float  coins 
from  the m agic-users coin purse to a m erchant 's hand. Open a 
cabinet . Mix dr inks. Dress/ undress. 
 
Cler ic Sp ecia l  Ab i l i t i es:  Cler ical special abilit ies vary by the type 
of deity the character serves.  The following are exam ples special 
abilit ies for com m on types of deit ies. I f a cam paign features other 
types of deit ies, The GM m ay need to create special abilit ies for 
these deit ies their specif ic campaign set t ing.  
 
Priests of Storm / Thunder Gods:  (Exam ple deit ies:  Thor or Zeus)  
Cler ics of storm / thunder deit ies can use javelins. I n place of the 
Turn Undead ability , cler ics of storm  have the ability to throw a 
bolt  of lightning that  can st r ike up to four creatures in a st raight  
line from  you within 30 feet , for 1d8 +  level lightning dam age. Use 
of this abilit y requires a ranged at tack roll vs AC and costs 3 Hit  
Points 
 
Priests of War Gods:  (Exam ple deit ies:  Ares or Tyr)  Cler ics of war 
deit ies can wield non-m agical swords. I n place of the Turn Undead 
ability , cler ics of war gods gain the Tact ical Expert ise abilit y:  
 

Tact ical Expert ise – A cler ic with this special ability gains 
a num ber of Tact ics Points per day equal to his level plus 
one for every point  of charism a above 13. These points 
are spent  direct ly before the at tack roll of anyone in the 
cler ic’s party, giving a + 1 per point  spent . Tact ics Points 
can also be spent  before any enem y’s at tack roll, giving a 
-1 per point  spent . 

 
Priests of Knowledge/ Magic Gods:  (Example deit ies:  Hecate or 
Thoth)  Cler ics of Knowledge/ Magic deit ies are som ewhat  less 
adept  in combat  than normal cler ics, having only the same 
knowledge of weapons and arm or as a m agic-user. I n place of the 
Turn Undead ability , cler ics of knowledge/ m agic deit ies gain the 
Careful Study and a lim ited ability to use arcane m agic:  1)  the GM 
will add adding one spell suitable to the deity from  the magic-user 
spell list  that  is not  also on the cler ic spell list  for each spell level. 
2)  the cler ic m ay at tem pt  to cast  an arcane spell from  any scroll 
successfully on a roll of 1d20 +  MI ND bonus +  Magical Com bat  
Bonus versus a DC of 10 +  (2 x spell level, rounded up) . The spell 
fades from  the scroll whether the at tem pt  is a success or failure. 
 

Careful Study:  I f the cler ic is allowed to study a problem 
or physical obstacle for a full turn without  interrupt ion, 
she can add her MI ND bonus to a skill check to overcom e 
it - -  even if she would add it  already. I f she is allowed the 
t im e and resources to research thoroughly, she can add 
an addit ional bonus to the check as long as she confronts 
the sam e problem  or obstacle again within a num ber of 
days equal to her MI ND score. I f the cler ic is allowed to 
study for a full turn she acquires a + 1 bonus. She can 
im prove this bonus to + 2 with another two hours of 
study. Another three hours beyond that  grants a + 3 
bonus, and so on ( to a m axim um  of fourteen hours of 
study to at tain a + 5 bonus) . By the sam e token, if a cler ic 
is allowed to study an enemy's fight ing style for three 
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rounds without  interrupt ion, she gains her MI ND bonus to 
the next  at tack she m akes against  it  as long as she 
makes the at tack within one turn. 

 
Priests of Craftsm an Gods:  (Example deit ies:  Hephaestus or m any 
gods of the dwarves)  are expert  at  any crafts (such as sm ithing or 
m asonry or sculpture)  that  their  god represents. I nstead of the 
Turn Undead ability , you gain the abilit y to repair  any broken 
small object  and can detect  and ident ify magic item s (with a MI ND 
check, DC 16 if you just  exam ine the item , DC 12 if you have the 
opportunity to closely observe the other propert ies of the item  or 
see it  used) . I f the cam paign is using Weird Science, you are 
probably well-enough t rained with machinery that  a device is only 
DC10 for you to figure out  how to operate.  
 

Repair:  Repairs a broken or torn sm all object  at  a cost  of 
2 HP. I t  does not  restore m agic. The cler ic m ust  know 
what  the item  is to repair  it .   

 
Priests of Nature Gods (Exam ple deit ies:  Pan, Flora) :  The GM will 
add one spell of each level from  the Druid Spell list  ( that  is not  on 
the Cler ic spell list )  that  is appropriate for the specific deity to list  
of spells available to the cler ic. Note:  Followers of deit ies 
considered “Earth Mothers”  should be druids if the opt ional Druid 
class is used. 
 
Priests of Tr ickster Gods (Exam ple deit ies:  Loki, Hermes, Coyote, 
or Anansi)  can use daggers and are experts at  r iddles. I n place of 
the Turn Undead ability , you add a num ber of illusionist  spells 
equal to the higher of your MI ND or CHA bonus (but  always at  
least  1)  to your own at  each spell level. Pr iests of Tr ickster  Gods, 
also have the Minor Div inat ion abilit y (so they can learn secrets 
that  will bet ter  enable them to prepare a clever prank or con) . 
 

Minor Divinat ion -  A cler ic may spend 10 m inutes in 
prayer asking his deity whether or not  a specif ic act ion 
would have generally good or generally bad results from  

the deity’s point  of view .  The cler ic will have vague 
feeling of r ightness or wrongness. A cler ic m ay do this at  
m ost  1 per day (+ 1 addit ional t im e per day every 5 
levels) . 

 
Priests of death gods (Example deit ies:   Anubis, Hades)  have 
learned to ceremonially use sickles, but  usually only favor light  
arm or at  the m ost . The effect iveness of a successful Turn Undead 
is doubled. 
 
Priests of Eldr it ch Horror Gods:  (Example deit ies:  Cthulhu, 
Nyarlathotep)  Cler ics are t rained in daggers for the sake of 
sacrif ice, and often do not  wear arm or. I n place of the Turn 
Undead abilit y, they gain the Whispered Secret  abilit y and the 
ability to use arcane magic scrolls as a thief.   

 
Whispered Secret :  Being inured to the horr ible secrets of 
the universe, you can speak them in an at tempt  to dr ive 
enem ies to madness. Roll 1d20 +  CHA Bonus +  level 
versus a DC of 10 +  twice the Hit  Dice of the creature you 
are addressing, who m ust  be within about  5 feet  to hear 
you clearly. I f you succeed the target  acts as if afflicted 
by a Confusion  spell,  or flees in terror, your choice. This 
costs HP equal to the HD of the being to whom  you are 
speaking. Som e creatures, such as Brain Eaters and Deep 
Scum, are perfect ly aware of these things and are 
unaffected by this abilit y. I f you like, you can instead 
shout  your dark knowledge aloud, but  to do so is to call 
down the wrath of all that  is good and holy, for it  costs 
HP dam age equal to the collect ive HD of all who hear you 
and is indiscr im inate in who it  effects, save for creatures 
that  would be im m une or fellow pr iests of the elder ones. 

 
Note:  Cler ics who lose the Turn Undead special ability may have a 
Turn Undead spell (Level 1)  that  funct ions like the ability if the GM 

considers it  appropriate to the deity if undead are a m ajor  part  of 
the cam paign world. 
 

Back g r ou n d  
Characters m ay select , with the approval of the GM, a one or two-
word background that  represents a broad base of skills and 
knowledge, e.g. Farmer, Merchant , Desert  Nom ad, Noble, 
Sham an, Tem plar, Thyat ian Mercenary, Ritualist , etc. Backgrounds 
need not  be related to the PCs class, e.g. a player who creates a 
deeply religious fighter skilled in the arts of vision interpretat ion, 
divinat ion and orat ion m ight  pick 'Prophet ' as a background. 
Backgrounds m ay not  duplicate a class. 
 
The GM will consider the character 's background just  as he would 
the character 's class when deciding if a character will succeed with 
an act ion. For exam ple, a character with an “Engineer”  
background should have a m uch bet ter chance of dam m ing a 
creek or building a br idge over it  than a character with a 
“Court ier”  background. 
 
The word “word”  should be taken loosely. For exam ple, the nam e 
of a culture/ locat ion should be considered “one word”  even if it  is 
“Holy Panam on I m perium” . “Blue Knight  of the Holy Panam on 
I m per ium”  could count  as “ two words”  if such clearly descr ibes a 
single background in the cam paign wor ld. 
 

Al ig n m en t  
Basic Al ig n m en t :  There are three basic alignm ents:  Law, Chaos, 
and Neut ral. Only intelligent  beings have alignm ent  and the vast  
m ajor ity of those tend to be neut ral. Player Characters should 
select  an alignm ent  for their  characters.  
 
Law:  Characters aligned with Law t ry to avoid unnecessary harm  
to others by their  act ions or inact ion. They often put  the good of 
society/ everyone over the im m ediate good of themselves and 
their  fr iends. They are usually willing to help others/ society even if 
doing so is somewhat  inconvenient . I f given power over others, 
they tend to use it  for the good of all.  
 
Chaos:  Characters aligned with Chaos only care about  themselves 
and those who are current ly useful to them . While they m ay not  
go out  of their  way to harm  others, they do not  care if others are 
harm ed as long as they succeed at  their  personal goals. They are 
generally only willing to help others/ society if they get  som ething 
they want  or need out  of it .  I f given power over others they tend 
to abuse it  and use it  m ainly to help them selves. 
 
Neutral:  Neut ral characters tend to put  themselves and their  
fr iends first , but  will generally not  allow others to come to 
unnecessary harm  or inconvenience in order to succeed. They are 
willing to help others/ society so long as doing so is not  
inconvenient . I f given power over others, they tend to use it  for 
good, but  they and their  fr iends com e first . 
 
Com p lex  Al ig n m en t  ( Op t ion a l ) :  People fam iliar with the 
“advanced”  version of the wor ld’s m ost  popular fantasy roleplaying 
gam e will not ice that  the standard alignm ent  system  does not  
account  for “good”  and “evil.”   This is because these concepts are 
left  to interpretat ion. 
 
This is a philosophy more in line with classic pulp fantasy and 
science fict ion. I n this way of thinking, the “highest  philosophy”  is 
the conflict  between law and chaos, with the balance of neut rality 
between. I n this philosophical universe, concepts of good and evil 
are merely a means to at tain the goals of any one of these greater 
spheres of thought . I n this gam e, then, “evil”  and “good”  are 
much more situat ional than doct r ines of behavior. Evil will often be 
associated with chaos, and good with law, but  this need not  
always be the case. Nonetheless, what  follows is a presentat ion of 
alignm ents that  incorporates good and evil.  This system m ay 
opt ionally be used instead of Basic Alignm ent  for PCs or NPCs, and 
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m ay be assigned to m onsters as the Gam em aster sees fit .  
 
Lawful Good:  A lawful good character opposes evil and believes in 
m aintaining order. He keeps his word and acts against  injust ice. A 
lawful good character hates to see the guilt y go unpunished. He 
believes the best  way to m aintain the greater good is through 
t radit ion, discipline, and order. 
 
Neutral Good:  A neut ral good character opposes evil,  but  no 

part icular im portance is placed on law or chaos. He believes the 

greater good can be achieved at  t im es through both m eans, and a 
balance of the two.  
 
Chaot ic Good:  A chaot ic good character acts as his conscience 

directs him  with lit t le regard for what  others expect  of him . He 

believes in goodness and r ight  but  has lit t le use for laws and 

regulat ions. He follows his own moral compass, which, although 

good, m ay not  agree with that  of society. 
 
Lawful Neut ral:  A lawful neut ral character acts in accordance with 
law, t radit ion, or a personal code. Order and organizat ion are 
param ount . Good and evil are to be m aintained in balance to 
achieve order.  
 
Neutral:  A neut ral character comm its him self philosophically to 

neut rality . He sees good, evil,  law, and chaos as ext rem es that  
must  be maintained ent irely in balance, as nature intends. I n 

nature these forces m ay fluctuate, but  a neut ral character  would 

oppose any art if icial im balance im posed by others. 
 
Chaot ic Neut ral:  A chaot ic neut ral character  believes in 

random ness. Further, the best  way to maintain disorder is to keep 
good and evil in balance. These characters are often 

unpredictable, but  not  cruel.  
 
Lawful Evil:  A lawful evil character cares about  t radit ion, loyalty,  
and order but  not  about  freedom , dignity, or life. He plays by  the 
rules but  without  m ercy or com passion. Dom inat ion is at tained 
through st r ict  adherence to discipline.  
 

Neutral Evil:  A neut ral evil character is selfish and cares nothing 

for life or others. Evil for the sake of evil is the main tenet  with 

these characters, and law or chaos are unim portant  or only a 

m eans to an end.   
 

Chaot ic Evil:  A chaot ic evil character does whatever his greed, 
hat red, and lust  for dest ruct ion dr ive him  to do. He m ay be 

vicious, arbit rar ily v iolent , and unpredictable. He m ay be sim ply  

out  for whatever he can get , or he m ay be com m it ted to the 

spread of evil and chaos. 
 

 

 
 

Vi r t u es an d  Vices ( Op t ion a l ) :  As in real life, each character has 
vir tues (adm irable character t raits)  and vices (not  so adm irable 
character t raits) . Players select  six t raits from  the lists below 
before play starts. Neut ral characters m ust  select  three from  each 
list . Lawful characters m ust  select  at  least  one (but  no m ore than 
two)  vices. Chaot ic characters m ust  select  at  least  one (but  no 
more than two)  vir tues. I f the Complex Alignment  system  is in 
use, vir tues and vices are selected based on the Good-Evil axis.  
Players can select  v ir tues and vices not  on the list  with GM 
approval.  
 

Vi r t u es Vices 

Academ ic Arrogant  
Austere Bigoted 
Bold Capricious 
Cheerful Cowardly 
Com passionate Egoist ical 
Courageous Fearful 
Daring Hateful 
Determ ined Hidebound 
Fair  I mpulsive 
Faithful I nsensit ive 
Friendly Lazy 
Generous Manipulat ive 
Gregarious Miserly 
Honest  Pet ty 
Hopeful Power Hungry 
I ndust r ious Rude 
Just  Self-Centered 
Kind Spendthrift  
Pat r iot ic Stubborn 
Thought ful Thought less 
Thrifty  Vengeful 

 

Ch ar act er  Tag l in e ( Op t ion a l )  
Each character  should have one fair ly unique feature in his 
personality or background that  sets him  or her apart  from  other 
characters and npcs in the cam paign (and from  other characters 
the player m ay play or have played in the cam paign. This feature 
should not  be som ething that  would give a m echanical bonus in 
play, but  som ething interest ing and unique in the character ’s 
personality, background, or history. The GM should work with the 
player to ensure the character ’s tagline is appropriate to the 
cam paign set t ing. A tagline can also be a “catch phrase”  that  sum s 
up the character in som e way. 
 
Som e exam ples of a sim ple character taglines from  history and 
literature would be “never tells a lie”  for George Washington, “ the 
lionheart ”  for Richard I  of England, “dem ands his m art inis be 
shaken not  st ir red”  for Jam es Bond, “ cult ivates a grandfather 
im age but  quiet ly m anipulates others to achieve the greater good”  
for Dum bledore, and “ I  didn't  do it ,  nobody saw m e, you can't  
prove anything”  for Bart  Sim pson. 
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CORE RULES  

There are two sets of Core Rules:  the Standard Rules Set  and the 
Extended Rules Set . The GM should choose either the Standard 
Rules or the Extended Rules for the campaign. Rules in the 
Common Rules sect ion are used in both cases. The Standard Rules 
are less complex and closer to the or iginal B/ X rules. The 
Extended Rules are more complex and incorporate som e of the 
house rules the designer used in B/ X gam es. 

St an d ar d  Ru les Set  

Sk i l l s  
There are no skills in Microlite81. I nstead players are expected to 
think like adventurers, tell the GM what  they are doing and the GM 
decides if it  will succeed in the situat ion, taking into account  the 
characters’ classes. I f the GM decides a random  success chance is 
t ruly needed he m ay resolve the situat ion with a roll of his choice 
(such as an at t r ibute roll or a saving throw)  or he m ay call for one 
of the following rolls:  
 
Primary Skill Roll:  1d20 +  Stat  Bonus +  Class Level if the 
character is at tem pt ing som ething direct ly related to their  class, 
such as using class abilit ies. 
Secondary Skill Roll:  1d20 +  Stat  Bonus +  (Class Level/ 2, round 
up)  if the character is at tem pt ing something only loosely related to 
their class. 
Minor Skill Roll:  1d20 + Stat  Bonus +  (Class Level/ 3, round down)  
if the character  is at tempt ing something not  really related to their 
class. 
 
When the GM calls for a skill roll,  he will declare the type of skill 
roll,  which stat  the skill roll falls under, and any situat ional 
modifiers and the player will make a skill roll.  (The GM should 
m ake the roll in secret  if seeing the result  would give the player 
m ore inform at ion than his character should have.)  
 

 
 
 
Roll higher than the GM assigned Difficulty Class to succeed. 
Unless the GM rules otherwise, a natural roll of 20 always 
succeeds for a Primary Skill Roll with a Difficulty Class below 
Legendary. Suggested Diff iculty Classes:  Easy -  8, Normal -  12, 
Hard -  16, Difficult  -  20, Very Diff icult  – 24, Legendary -  28, 
Unbelievable – 32, Nearly I m possible -  36. 
 
Basic Ad v en t u r in g  Sk i l l s:  Unless a player specifies otherwise 
about  a character at  character creat ion, all characters are 
assum ed to have basic pract ical adventuring skills such as 
m aintaining weapons and arm or, r iding a horse, set t ing up a 
cam p, swimm ing, climbing, cooking, f irst  aid, etc., and have a 
rough idea of the value of com m on coins, t rade goods, gem s, and 
jewels. Success should sim ply be assum ed unless there are 
unusual condit ions. 
 
Lan g u ag es :  All character races speak com mon. Other intelligent  
beings speak their own languages (20%  chance of also speaking 
com m on) . Beings with a MI ND over 10 m ay speak one addit ional 
language per point  of MI ND over 10 ( these are in addit ion to any 
languages known by race) . 
 

Mag ic 
Magic-using characters can cast  any spell from  their respect ive 
spell list  with a spell level equal or below 1/ 2 their  class level, 
rounded up. A Magic-User or Elf starts with Read Magic and 1d2 
addit ional first  levels spells in his spell book (which m ust  be 
approved by the GM)  and can add m ore spells by finding (or 
buying)  them on scrolls or books and copying them  into his spell 
book.  Cler ics do not  need spell books and automat ically have 
access to all divine spells of a level they can cast  (use of certain 
spells m ay be forbidden by the cler ic’s deity, however) . 
 
A Magic-User, Elf, or Cler ic can m em orize up to his m em ory lim it  
( “Mem”  on the appropr iate Level Advancement  Table)  in spells at  
one t im e. A Magic-User or Elf requires his spell book and one hour 
of t im e to change the spells he has m em orized. Clerics sim ply 
need one hour of quiet  m editat ion to change their spell select ion. 
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Cast in g  Cost :  Direct  cast ing a spell of any k ind costs Hit  Points as 
shown on the following table:  
 

Sp el l  Lev el  1  2  3  4  5  6  

HP Cost  2 3 5 7 8 10 

 
This loss can n o t  be healed m agically but  is recovered after 8 
hours rest .  
 

Sp el l  Di f f i cu l t y  Class:  For purposes of things like dispelling, the 
Diff iculty Class (DC)  for all spells is:  10 +  Caster Level +  Caster ’s 
MI ND bonus 
 
Sig n at u r e Sp el l s:  Select  one ‘signature’ spell per spell level from  
first  upward that  they prefer to use over any other. These spells 
are easier to cast  due to fam iliar ity , cost ing 1 less HP to use.  
 
Com b at  Cast in g :  I n com bat , if a character is hit  and takes 
dam age (or other effect  that  could interfere with spell cast ing like 
paralysis)  before cast ing a spell, the spell f izzles. This costs the 
caster 1 HP per level of the spell he was at tem pt ing to cast  and 
the caster loses his act ion for the round. Characters cast ing spells 
in com bat  m ust  rem ain stat ionary. 
 

Hi t  Po in t s an d  Heal in g  
Hi t  Po in t s:   Hit  Points are an abst ract  m easure of the am ount  of 
dam age a character can suffer before falling unconscious and 
taking severe injur ies. I f HP reach 0, the character is unconscious 
and near death. Further dam age direct ly reduces STR. I f STR 
reaches 0, the character is dead. Hit  points should be thought  of 
as a com binat ion fat igue from  dodging and parrying to reduce the 
actual effect  of hits and taking m inor dam age from  hits.  
 
Heal in g :  All characters recover hit  points lost  due to wounds and 
dam age at  a rate equal to one-half their  level ( round up)  in hit  
points per night  of rest . ( I n addit ion, Magic-Users and Cler ics 
recover all hit  points lost  due to spell cast ing with a night 's rest .)  
I f a character has lost  st rength due to wounds, no hit  points are 
recovered, but  the character regains lost  st rength at  the rate 
equal to their STR Bonus (m inim um of 1 point  regained)  per full 
day of rest .  
 

Com b at  
Su r p r ise:  At  the beginning of an encounter , roll 1d6 for each side. 
On a roll of 1-2 a side is surpr ised and m ay not  act  at  all in the 
first  round. I f at tacking from  an undetected ambush, the ambush 
vict im s are surprised on a roll of 1-4. A side cannot  be surprised if 
it  is aware of the other. 
 
I n i t ia t i v e:  Each side rolls a d6 ( reroll t ies) . High roll wins 
init iat ive. The combat  order is:  1)  Side that  lost  init iat ive declares 
act ions. 2)  Side that  won init iat ive declares act ions. 3)  Side that  
won init iat ive acts. 4)  Side that  lost  init iat ive acts. 5)  Any 
bookkeeping is done. This ends a com bat  round. I f the com bat  
cont inues, roll init iat ive again and repeat . 
 
Act ion s:  Com bat  is very abst ract . Each com bat  round lasts 10 
seconds and includes a lot  of jockeying for posit ion, feints, etc. 
The “hit  roll”  determ ines if any dam aging blows were delivered 
during the round. Everyone can do one thing each round;  m ove, 
at tack, cast  a spell, etc. The GM m ay choose to allow som e 
com bined act ions, like a charge at tack, to be one thing (especially 
for characters with a non-zero Fighter Bonus) . Drawing a weapon, 
speaking or sim ilar act iv it ies are “ free”  and do not  count  as an 
act ion.  
 
Opportunity At tacks:  Anyone not  surpr ised and with a ready 
weapon who is not  already involved in a m elee com bat  gets a free 
at tack on opponents t rying to move past  them – this at tack is in 
addit ion to their norm al at tack for the round. I f the at tack is 

successful, the opponents takes dam age and can m ove no further 
that  round. 
 
At t ack  Ro l l s:  Add at tack bonus to d20 roll.  A natural roll of 1 
always m isses, otherwise if the result  is higher than your 
opponent 's Arm or Class (AC) , it ’s a hit . A natural 20 that  would 
otherwise hit  is autom at ically a cr it ical hit  doing maximum 
dam age. 
 
Melee at tack bonus =  STR bonus +  Physical Com bat  Bonus 
Missile at tack bonus =  DEX bonus +  Physical Com bat  Bonus 
Magic at tack bonus =  MI ND bonus +  Magical Com bat  Bonus 
 
Arm or Class (AC)  =  10 +  DEX bonus +  Arm or bonus. Basic Arm or 
Bonuses:  Light  Arm or (e.g. leather)  + 2, Medium Arm or (e.g. 
Chainmail)  + 4, Heavy Armor (e.g. Plate)  + 6;  a shield adds + 1;  a 
large shield adds + 2. 
 
Fight ing classes can use DEX bonus +  Physical Com bat  Bonus as 
Melee at tack bonus instead if wielding a light  weapon. Fight ing 
classes can wield 2 light  weapons and at tack with both in a round 
(making one at tack roll at  -2) . Rapiers count  as light  weapons, but  
you cannot  wield two rapiers at  the same t ime. 
 
Range Penalt ies:  I f the target  is relat ively close, there is no 
penalty to hit  for range. I f it 's m id- range for the weapon you're 
using, take a -2. I f it 's far ther out  than that , the GM will assign a -
4 to -10 penalty to hit ,  depending on his judgm ent  of how far 
away the target  is. 
 
Helpless Targets:  Regardless of at tack throw and AC, all at tacks 
on sleeping, paralyzed, or otherwise helpless targets autom at ically 
hit . I f the at tacker is not  engaged by any other opponents, the 
helpless target  can be autom at ically slain ( if desired) . Otherwise, a 
standard dam age roll is m ade. 
 
Combat  Maneuvers:  At tacker m ay describe a special effect  he 
wishes to im pose on a target  before rolling to hit .  Unless the GM 
rules the maneuver impossible, a cr it ical hit  means the special 
effect  happens instead of dam age characters with a non-zero 
Fighter Bonus m ay do norm al dam age as well on a cr it ical) .  A 
norm al hit  m eans the target  m ay decide (before dam age is rolled)  
to either accept  the special effect  or to take the damage from  the 
at tack. I f the at tacker has a non-zero Fighter Bonus and is a 
higher level than the target , the target  m ust  m ake a successful 
saving throw to reject  the special effect . Possible maneuvers 
include:  disarm , knock down, push back (up to STR feet ) ,  switch 
posit ions, slip past , steal an obvious and accessible item  from  the 
target , etc. GM Notes:  Non- intelligent  and low intelligence 
m onsters will norm ally accept  the m aneuver rather than dam age. 
Average intelligence and bet ter m onsters m ay choice dam age over 
the m aneuver effects if accepted the effects will obviously kill or 
incapacitate them or if they make a morale check. 
 
Fig h t er  Bon u s:  Dwarves, elves, f ighters, and half lings have a 
non-zero Fighter Bonus. They m ay add their  Fighter Bonus to their 
at tack and dam age rolls (both m elee and m issile) . 
 
Cleaving (opt ional) :  I f a character with a non-zero Fighter Bonus 
(or a m onster)  kills or incapacitates an opponent  with a m elee or 
m issile at tack, the character m ay im m ediately m ake another 
at tack (with the sam e weapon)  against  another opponent  within 5 
feet  of the target  he has j ust  dropped. The m axim um  num ber of 
m elee at tacks the character can m ake in one round is equal to his 
level (hit  dice for m onsters) . I f using a m issile weapons, a 
character is  lim ited to a m axim um  of 2 addit ional cleave with 
arbalest  or crossbow, 3 with longbow, and 4 with com posite bow, 
shortbow, sling, or thrown darts, daggers, or  javelins. 
 
Dam ag e:  Light  weapons do 1d4 dam age. Medium weapons do 
1d6 dam age. Heavy weapons do 1d8 dam age.  Add STR bonus 
and any class dam age bonus to Melee dam age (x2 for two-handed 
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weapons) . Opt ion:  Weapons do the dam age listed for the specif ic 
weapon on the equipm ent  table. 
 
Shield Special:  A character with a shield m ay choose to have it  
completely absorb all the damage from  any at tack ( including a 
cr it ical hit ) . A non-magical shield shat ters when it  does so. A 
magical shield permanent ly loses one point  of is magical AC bonus 
when it  does so, becom ing a non-magical shield if it s magical AC 
bonus is reduced to zero. Opt ion:  Non-magical wooden shields 
m ade from  a part icular expensive wood (e.g. Rowan wood)  can be 
used up in this m anner for a successful save versus any spell.  
Such shields are only available one- third of the t im e and cost  10 
t im es as m uch as a regular wooden shield. 
 
Mor a le:  While a few m onsters, such as m indless creatures, are 
fearless and will f ight  to the death, m ost  m onsters have a st rong 
desire to survive and will not  cont inue to f ight  when the bat t le is 
going against  them . They will instead seek to ret reat , to f lee, or 
even to surrender. The GM decides when m onsters abandon the 
bat t le and ret reat , based on the situat ion and the monster ’s 
intelligence. Monsters are assigned a Morale Rat ing ( from  2 to 12, 
with 2 being a com plete coward and 12 being totally fear less)  to 
help the GM m ake these decisions. I f the GM wishes, he may 
sim ply roll 2d6 and have the m onsters break off com bat  if the 
num ber rolled is greater than the m onster ’s Morale Rat ing. 
 
En er g y  Dr a in :  Certain undead and dem onic m onsters can drain 
energy levels from  characters. Each energy level drained reduces 
the character ’s level by one, the character m y regain the level 
norm ally via experience.  
 

 

Ex t en d ed  Ru les Set  

Sk i l l s  
There are no skills in Microlite81. I nstead players are expected to 
think like adventurers, tell the GM what  they are doing and the GM 
decides if it  will succeed in the situat ion, taking into account  the 
characters’ classes and backgrounds. I f the GM decides a random  
success chance is t ruly needed he may resolve the situat ion with a 
roll of his choice or he m ay call for one of the following rolls:  
 
Primary Skill Roll:  1d20 +  Stat  Bonus +  Class Level if the 
character is at tem pt ing som ething direct ly related to their  class or 
background. 
Secondary Skill Roll:  1d20 +  Stat  Bonus +  (Class Level/ 2, round 
up)  if the character is at tem pt ing something only loosely related to 
their  class or background. 
Minor Skill Roll:  1d20 + Stat  Bonus +  (Class Level/ 3, round down)  
if the character  is at tempt ing something not  really related to their 
class or background. 
 
When the GM calls for a skill roll,  he will declare the type of skill 
roll,  which stat  the skill roll falls under, and any situat ional 
modifiers and the player will make a skill roll.  (The GM should 
m ake the roll in secret  if seeing the result  would give the player 
m ore inform at ion than his character should have.)  
 
Roll higher than the GM assigned Difficulty Class to succeed. 
Unless the GM rules otherwise, a natural roll of 20 always 
succeeds for a Prim ary Skill Roll.  Suggested Diff iculty Classes:  
Easy -  8, Norm al -  12, Diff icult  -  16, Hard -  20, Very Hard -  24, 
Legendary -  28, Unbelievable -  32. 
 
Basic Ad v en t u r in g  Sk i l l s:  Unless a player specifies otherwise 
about  a character at  character creat ion, all characters are 
assum ed to have basic pract ical adventuring skills such as 
m aintaining weapons and arm or, r iding a horse, set t ing up a 
cam p, swimm ing, climbing, cooking, f irst  aid, etc., and have a 
rough idea of the value of com m on coins, t rade goods, gem s, and 
jewels. Success should sim ply be assum ed unless there are 
unusual condit ions. 
 
Lan g u ag es :  All character races speak com mon. Other intelligent  
beings speak their own languages (20%  chance of also speaking 
com m on) . Beings with a MI ND over 10 m ay speak one addit ional 
language per point  of MI ND over 10 ( these are in addit ion to any 
languages known by race) . 
 
Talen t s:  At  level 2 (and every 2 levels thereafter) , characters 
m ay select  one narrow area of skill where they are bet ter than 
average:  som ething they are “Good at .”  This talent  should be 
either som ething direct ly related to their class or background - -  or 
something they have spent  game t ime and/ or money learning. I f 
the player wishes (and the GM approves) , instead of select ing a 
new talent  a talent  the character is already “Good at ”  be im proved 
to “Expert  at ”  at  a later even-numbered level and a talent  the 
character is “Expert  at ”  m ay be im proved a final t im e to “Master 
at ”  at  yet  a later even-num bered level. The GM will consider the 
character 's talents just  as he would the character 's class and 
background when deciding if a character will succeed with an 
act ion. 
 

W eap on  Mast er y  
There are three levels of Weapon Mastery:  Good at  (a specif ic 
weapon) , Expert  at  (a specif ic weapon)  and Master at  (a specif ic 
weapon) . Naturally you have to already be "good at "  a specif ic 
weapon before you can becom e "expert  at "  that  specif ic weapon 
and you have to be "expert  at "  a specific weapon before you can 
becom e "master at "  that  specif ic weapon.  
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Classes with a non-zero Fighter Bonus select  a Weapon Mastery at  
1st  level and all odd-num bered levels.  Classes with a zero Fighter 
Bonus can only gain a level of Weapon Mastery by select ing it  in 
place of a regular talent  at  even-numbered levels.  
Only classes with a non-zero Fighter Bonus can reach the "Master 
at "  level. Arcane casters (except  Elves)  can only reach the "Good 
at "  level. No character can take a level of Weapon Mastery in a 
weapon he is unable to use because of class rest r ict ions. 
 
The effects of each level of Weapon Mastery are as follows:  
 
Good at  [ Specific Weapon] :  + 2 to hit  when wielding this specific 
weapon. Roll damage as 1d2+ 2 ( for 1d4) , 1d3+ 3 ( for 1d6) , 
1d4+ 4 ( for 1d8) , etc. (Arcane Casters are only + 1 to hit .)  
 
Expert  at  [ Specif ic Weapon] :  + 2 to hit  when wielding this specific 
weapon. Roll damage as 1d2+ 2 ( for 1d4) , 1d3+ 3 ( for 1d6) , 
1d4+ 4 ( for 1d8) , etc. Add + 1 to damage for every two points you 
beat  the number you need to hit  on your at tack roll.  Crit ical Hit  on 
a natural 19 or 20. Can hit  beings that  require a silver weapon to 
hit  with a normal weapon. 
 
Master at  [ Specif ic Weapon] :  + 3 to hit  when wielding this specific 
weapon. Roll damage as 1d2+ 2 ( for 1d4) , 1d3+ 3 ( for 1d6) , 
1d4+ 4 ( for 1d8) , etc. Add + 1 to dam age for every point  you beat  
the number you need to hit  on your at tack roll.  Crit ical Hit  on a 
natural 18, 19, or 20. Crit ical hit  does double norm al body dam age 
(or adds an ext ra die of dam age on targets without  body points) . 
Can hit  beings that  require a silver or a magical weapon to hit  with 
a norm al weapon. 
 
Specific Weapon m eans just  at  one specific type of weapon:  a 
dagger, a short  sword, a longbow, a sling, etc. 
 
Fighters may instead elect  to take Weapon Mastery in an ent ire 
class of weapons (one-handed swords, bows, thrown weapons, 
pole arm s, etc.) . The effects of Weapon Mastery for an ent ire class 
of weapons are less than for a specific weapon as shown below:  
 
Good at  [ Weapon Class] :  + 1 to hit  when wielding weapons of this 
general type. 
 
Expert  at  [ Weapon Class] :  + 1 to hit  when wielding weapons of 
this general type. Roll damage as 1d2+ 2 ( for 1d4) , 1d3+ 3 ( for 
1d6) , 1d4+ 4 ( for 1d8) , etc. 
 
Master at  [ Weapon Class] :  + 1 to hit  when wielding weapons of 
this general type. Roll damage as 1d2+ 2 ( for 1d4) , 1d3+ 3 ( for 
1d6) , 1d4+ 4 ( for 1d8) , etc. Add + 1 to damage for every two 
points you beat  the num ber you need to hit  on your at tack roll.  
Cr it ical Hit  on a natural 19 or 20. 
 

Mag ic 
Magic-using characters can cast  any spell from  their respect ive 
spell list  with a spell level equal or below 1/ 2 their  class level, 
rounded up. A Magic-User ( including Elves, I llusionists, and 
Tieflings)  starts with Read Magic and 1d2 addit ional first  levels 
spells in his spell book (which m ust  be approved by the GM)  and 
can add m ore spells by finding (or buying)  them  on scrolls or 
books and copying them into his spell book.  Cler ics and Druids do 
not  need spell books and autom at ically have access to all div ine 
spells of a level they can cast  (use of cer tain spells m ay be 
forbidden by the cler ic’s deity, however) . 
 
A m agic-using character can m em orize up to his m em ory lim it  
( “Mem”  on the appropr iate Level Advancement  Table)  in spells at  
one t im e. A Magic-User User ( including Elves, I llusionists, and 
Tieflings)  requires his spell book and one hour of t im e to change 
the spells he has m em orized. Clerics and druids sim ply need one 
hour of quiet  meditat ion to change their spell select ion. 
 

Cast in g  Cost :  Direct  cast ing a spell of any k ind costs Hit  Points as 
shown on the following table:  
 

Sp el l  Lev el  1  2  3  4  5  6  

HP Cost  2 3 5 7 8 10 

 
Although there are ways to reduce the cost  of cast ing spells, the 
cast ing cost  cannot  be reduced below 1 Hit  Point .  
 

Sp el l  Di f f i cu l t y  Class:  For purposes of things like dispelling, the 
Diff iculty Class (DC)  for all spells is:  10 +  Caster Level +  Caster ’s 
MI ND bonus 
 
Sig n at u r e Sp el l s:  Select  one ‘signature’ spell per spell level from  
first  upward that  they prefer to use over any other. These spells 
are easier to cast  due to fam iliar ity , cost ing 1 less HP to use.  
 
Com b at  Cast in g :  I n com bat , if a character is hit  and takes 
dam age (or other effect  that  could interfere with spell cast ing like 
paralysis)  before cast ing a spell, the spell f izzles. This costs the 
caster 1 HP per level of the spell he was at tem pt ing to cast  and 
the caster loses his act ion for the round. . Characters cast ing 
spells in com bat  m ust  rem ain stat ionary. 
 
Ri t u a l  Mag ic:  A spell-caster can perform  r itual m agic to cast  
spells of any level available to his class (and other special r ituals 
that  m ight  be found in old books or scrolls)  provided the caster 
has a writ ten copy of the spell or r itual, any needed m ater ials 
(m ainly required by special r ituals) , and the t im e and space 
needed to perform  the r itual.  
 
Ritual cast ing of a spell of a level the caster  is able to cast  
normally takes 10 m inutes and costs 1 HP per level of the spell 
being r itually cast . Ritual cast ing of a spell of a level the caster is 
not  yet  able to cast  normally takes 10 m inutes per level of the 
spell and costs twice as much in hit  points as it  would to cast  
direct ly. Ritual cast ing of a special r itual takes as long and costs as 
many HP as the r itual states ( that  is, the GM assigns these as 
needed when he creates the special r itual) . Mult iple Magic-Users 
and/ or Cler ics may part icipate in a cast ing a special r itual with the 
HP cost  of cast ing divided am ong them . 
 
Opt ional Sacrif ices:  One or m ore beings with hum an or bet ter 
intelligence m ay be sacr ificed during r itual m agic. Each sacr ifice 
m ade adds 10 m inutes to the r itual and provides 10 plus the 
being’s level or hit  dice in HP to power the r itual. This am ount  is 
t r ipled if the being is t ruly a willing sacr if ice. Som e special r ituals 
may require the sacr ifice of intelligent  beings. The sacrif ice of 
intelligent  beings is normally against  the law in civilized societ ies. 
 

Hi t  Po in t s an d  Heal in g  
Hi t  Po in t s:   Hit  Points are an abst ract  m easure of the am ount  of 
dam age a character can suffer before falling unconscious and 
taking severe injur ies. I f Hit  Points reach 0, the character is 
unconscious and begins to take severe physical injury. Further 
dam age, including any rem aining points of dam age the at tack that  
reduced hit  points to zero, direct ly reduces Body Points. Hit  Points 
represent  stam ina, luck, m inor cuts and scrapes, etc. Opt ional:  To 
avoid confusion, “Hit  Points”  may be renam ed “Fat igue Points.”  
 
Bod y  Po in t s ( BP) :  All characters have 20 Body Points. I f Body 
Points reach 0, the character is dead. Each two points of body 
dam age an Adventurer has suffered gives a -1 to all at tack, 
success, saving, and sim ilar rolls (also to st r ike speed) .  
 
Recovering Hit  Points:  All characters recover all hit  points after six 
hours of total rest . I f a character has lost  Body Points due to 
wounds, only 50%  of total hit  points lost  are recovered per six 
hours of rest .  
 
Healing Body Point  Dam age:  Body points lost  recover at  a rate 
equal to the character’s STR Bonus (m inimum of 1 point  regained)  
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per full day of rest . I f a character with up to 50%  Body Point  
dam age (up to 10 points of BP dam age if the standard 20 BP is 
used)  perform s m ore than very light  act iv ity  or careful t ravel 
dur ing a day, he has a 50%  chance of losing an addit ional body 
point . I f a character with m ore 50%  of Body Point  dam aged (11 or 
m ore points of BP dam age if the standard 20 BP is used)  does 
anything other than rest  quiet ly in bed during a day, he has a 
50%  chance of losing an addit ional body point . 
 
Bleeding (opt ional) :  A character who has been reduced to 0 hit  
points by weapon or other t raum a- related dam age will eventually 
bleed out  and die if their  wounds are not  bound. A bleeding 
character m ust  m ake a STR Save every m inute or suffer one body 
point  of addit ional dam age. Binding wounds takes 1 m inute per 
point  of body dam age taken, but  no fur ther bleeding rolls are 
needed ( including while the wounds are being bound) . Any healing 
spell cast  on a bleeding character will effect ively stop the bleeding. 
 
Healing Magic (Opt ional) :  Healing m agic is not  instantaneous, 1 
body point  will be cured per 10 m inutes of rest  after the spell is 
cast  (up to the m axim um  the spell will cure) , if the rest  in 
interrupted any remaining points of healing are lost .  
 
Second Wind (Opt ional) :  Once per day, characters m ay regain 
20%  of their  total hit  points ( round up)  by rest ing in a safe place 
for an hour while eat ing a m eal. This am ount  is reduced by 2 hp 
per point  of body dam age ( to a m inim um  of 0 hp recovered) . 
 
Monster Body Points (Opt ional) :  I f the GM does not  m ind the 
added com plexity, m onsters m ay have Body Points as well.  A 
m onster’s Body Points are equal to twice the num ber of hit  dice 
the m onster has. This opt ion is not  recom m ended.  
 

Com b at  
Su r p r ise:  At  the beginning of an encounter , roll 1d6 for each side. 
On a roll of 1-2 a side is surpr ised and may not  act  at  all in the 
first  round. I f at tacking from  an undetected am bush, the am bush 
vict im s are surprised on a roll of 1-4. A side cannot  be surprised if 
it  is aware of the other. 
 
I n i t ia t i v e:  Each side rolls a d6 ( reroll t ies) . High roll wins 
init iat ive. The combat  order is:  1)  Side that  lost  init iat ive declares 
act ions. 2)  Side that  won init iat ive declares act ions. 3)  Side that  
won init iat ive acts. 4)  Side that  lost  init iat ive acts. 5)  Any 
bookkeeping is done. This ends a com bat  round. I f the com bat  
cont inues, roll init iat ive again and repeat . 
 
Fig h t in g  Classes:  A Fight ing Class is a character class with a 
posit ive, non-zero Fighter Bonus. Exam ples:  Dwarf, Elf, Fighter , 
Halfling. These classes m ay add their  Fighter Bonus to their  at tack 
and dam age rolls (both m elee and m issile) .  
 
Com b at  St an ce:  Any character able to act  m ay select  a com bat  
stance. Any character who does not  announce their  com bat  stance 
when declar ing their  act ions for the round is assum ed to select  the 
“Standard”  Com bat  Stance. Com bat  Stances (and their  effects)  
are Full Defense (At tack:  no at tack possible;  AC:  + 2 bonus, + 4 
bonus with shield, + 6 bonus with large shield) , Act ive Defense 
(At tack:  -2 penalty;  AC:  + 1 bonus, + 2 with shield) , Standard 
(At tack:  Norm al;  AC:  Norm al) , Act ive At tack  (At tack:  + 1 bonus;  
AC:  -1 penalty) , and Full At tack  (At tack:  + 2 bonus;  AC:  -2 
penalty) . Spell casters cast ing a spell cannot  select  the Full 
Defense or Act ive Defense Stance. 
 
Act ion s:  Com bat  is very abst ract . Each com bat  round lasts 10 
seconds and includes a lot  of jockeying for posit ion, feints, etc. 
The “hit  roll”  determ ines if any dam aging blows were delivered 
during the round. Everyone can do one thing each round;  m ove, 
at tack, cast  a spell, etc. The GM m ay choose to allow som e 
com bined act ions, like a charge at tack, to be one thing. Drawing a 
weapon, speaking or sim ilar act iv it ies are “ free”  and do not  count  
as an act ion.  

 
 

At t ack  Ro l l s:  Add at tack bonus to d20 roll.  A natural roll of 1 
always m isses, otherwise if the result  is higher than your 
opponent 's Arm or Class (AC) , it ’s a hit . A natural 20 that  would 
otherwise hit  is autom at ically a cr it ical hit  doing maximum 
dam age. 
 
Melee at tack bonus =  STR bonus +  Physical Com bat  Bonus 
Missile at tack bonus =  DEX bonus +  Physical Com bat  Bonus 
Magic at tack bonus =  MI ND bonus +  Magical Com bat  Bonus 
 
Arm or Class (AC)  =  10 +  DEX bonus +  Arm or bonus. Basic Arm or 
Bonuses:  Light  Arm or (e.g. leather)  + 2, Medium  Arm or (e.g. 
Chainm ail)  + 4, Heavy Arm or (e.g. Plate)  + 6;  a shield adds + 1;  a 
large shield adds + 2. 
 
Crit ical Hits:  A natural 20 that  would otherwise hit  is autom at ically 
a cr it ical hit  doing m axim um  dam age and doing a num ber of body 
points dam age equal to the num ber of dam age dice rolled 
(norm ally 1) . Most  m onsters do not  have body points, so a cr it ical 
hit  will do m axim um  dam age plus a norm al dam age roll to them  
and cause them  to lose their  next  at tack. 
 
Crit ical Hit  Special Effects (opt ional) :  When a Fight ing Class 
character (or a m onster , at  the GM’s opt ion)   has selected the 
Act ive At tack or Full At tack com bat  stance for a round and scores 
a cr it ical hit  in melee com bat  dur ing that  round, one of the 
following special effects m ay be im posed at  the at tacker’s opt ion:  
 

• Trip:  Target  is knocked prone. 
• Disarm :  Target 's weapon or shield is knocked away in a 

random  direct ion a num ber of feet  equal to half the 
dam age you dealt .  

• Reposit ion:  Force your target  to m ove to a new locat ion 
of your choice, up to a num ber of feet  equal to half the 
dam age you dealt  (plus at tacker’s STR bonus) . At tacker 
m ay m ove with target  if at tacker desires. 

• Shield Slam :  I f  wielding a shield, bludgeon your target  
with it ,  dealing dam age as a shield bash. Target  is then 
forced back from  you a num ber of feet  equal to half the 
dam age dealt  by the or iginal at tack (plus the at tacker’s 
STR bonus) . 

• Disor ient :  Blow leaves your opponent  off-guard. Unt il the 
end of his next  turn, target  is confused. 

• Hinder :  Target  is br iefly slowed, reducing his speed to 
five feet  unt il the end of his next  turn. 
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I f the m ovem ent  effect  of Reposit ion or Shield Slam  would force 
the target  over a cliff , into a pool of dangerous liquid, or the like, 
the target  gets a DEX save to stop safely at  the edge. 
 
Crit ical Miss Special Effects (opt ional) :  When a Fighter Class 
character (or a monster , at  the GM’s opt ion)  has selected the 
Act ive Defense or Full Defense com bat  stance for a round and an 
enem y at tacking him  dur ing that  round rolls a natural 1 on their  
at tack roll,  one of the following special effects m ay be imposed at  
the defender’s opt ion:  
 

• Counterat tack :  You m ake a m elee at tack against  your 
at tacker. This is in addit ion to any other at tacks you 
m ight  m ake during the round. 

• Disengage:  You dart  away from  your at tacker, m oving up 
to your m ovem ent , but  you cannot  engage another by 
doing so. 

• Blind:  You spit , throw sand, or otherwise at tack your 
enemy's eyes. Unt il the end of the next  round, he is 
blinded. 

• Redirect  At tack :  Your opponent 's at tack autom at ically 
st r ikes another creature of your choice within reach of 
your enem y’s weapon. 

• Feint :  You quickly feign an at tack against  your foe. Unt il 
the end of his next  turn, your enemy is has a negat ive 
modifier equal to your level to all act ions. 

• Steal:  You pluck a small unprotected item - -usually no 
m ore cum bersom e than a weighty coin purse- - from  your 
foe. 

 
Light  Weapons:  Fight ing classes can use DEX bonus +  Physical 
Com bat  Bonus as Melee at tack bonus instead if wielding a light  
weapon. Fight ing classes can wield 2 light  weapons and at tack 
with both in a round (m aking one at tack roll at  -2) . Rapiers count  
as light  weapons, but  you cannot  wield two rapiers at  the sam e 
t ime. 
 
Range Penalt ies:  I f the target  is relat ively close, there is no 
penalty to hit  for range. I f it 's m id- range for the weapon you're 
using, take a -2. I f it 's far ther out  than that , the GM will assign a -
4 to -10 penalty to hit ,  depending on his judgm ent  of how far 
away the target  is. 
 
Cover:  Characters behind an object  gain + 2 to + 10 to their  AC 
against  ranged at tacks, depending on the extent  of the cover 
( light  cover =  + 2 to nearly com plete =  + 10) . I n som e situat ions, 
the GM m ay allow half this AC bonus to apply to saves. 
 
Dam ag e:  Light  weapons do 1d4 dam age. Medium weapons do 
1d6 dam age. Heavy weapons do 1d8 dam age.  Add STR bonus 
and any class dam age bonus to Melee dam age (x2 for two-handed 
weapons) . Opt ion:  Weapons do the dam age listed for the specif ic 
weapon on the equipm ent  table. 
 
Shield Special:  A character with a shield m ay choose to have it  
completely absorb all the damage from  any at tack ( including a 
cr it ical hit ) . A non-magical shield shat ters when it  does so. A 
magical shield permanent ly loses one point  of is magical AC bonus 
when it  does so, becom ing a non-magical shield if it s magical AC 
bonus is reduced to zero. 
 
Sp ecia l  Com b at  Si t u at ion s:  

Opportunity At tacks:  Anyone not  surpr ised and with a ready 
weapon who is not  already involved in a m elee com bat  gets a free 
at tack on opponents t rying to move past  them – this at tack is in 
addit ion to their norm al at tack for the round. I f the at tack is 
successful, the opponents takes dam age and can m ove no further 
that  round. 
 
Ranged At tack into Melee:  Shoot ing or throwing into a crowded 
melee is not  a good idea:  there is a 50%  chance you' ll hit  a fr iend 
instead of an opponent . Fight ing classes m ay take -4 to hit  to 
avoid hit t ing a fr iend. 

 
Dodge:  A character who is not  m aking an Act ive or Full At tack 
m ay forgo his next  at tack at  any t im e and dodge out  of the way. 
Roll 1d20 +  DEX bonus +  Physical Com bat  Bonus (PCB) . The total 
is the character ’s effect ive AC unt il his next  at tack. I f it 's lower 
than his real AC, well, the character zigged when he should've 
zagged. The GM m ay m odify the roll by + 2 or -2 (or m ore)  to 
reflect  the terrain and cover of the area. 
 
Aid Another:  A character who can m ake a m elee at tack on an 
opponent  engaging an ally in melee com bat  can help that  
character at tack or defend by dist ract ing or interfer ing with an 
opponent . Make an at tack roll against  AC 10. I f successful, the ally 
gains either a + 2 (Fighter Bonus + 1 for fight ing classes)  bonus on 
his next  at tack roll against  that  opponent  or  a + 2 (Fighter Bonus 
+ 1 for fight ing classes)  bonus to AC against  that  opponent 's next  
at tack (aiding character 's choice) , as long as that  at tack com es 
before the beginning of the aiding character 's next  turn. Mult iple 
characters can aid the sam e ally . 
 
Grapple:  A character can m ake a grapple at tack on an adjacent  
target . A successful at tack roll m eans they are then grappled with 
their target . When grappled, both the at tacker and the defender’s 
AC becom es 10 and neither can m ake m ove act ions. When 
grappled, the defender can’t  m ake normal act ions and m ust  make 
opposed rolls (1d20 +  PCB)  against  the at tacker to at tempt  to 
break free. As long as the defender is grappled the at tacker can 
m ake autom at ic unarmed at tacks on the defender. 
 
Knockout  Blow:  A character can at tem pt  an armed melee at tack 
against  an adjacent  creature to stun them. On a successful hit  the 
target  is stunned one m inute for every point  the at tacker rolled 
higher than their defense. Rogues add their level in m inutes to 
this t ime. 
 
Com bat  Tr icks/ Stunts:  Declare what  the t r ick/ stunt  at tack is going 
to do. I t  could be anything from  knocking a weapon from  your 
opponent 's hand to blowing his hat  off or ext inguishing a lantern. 
Other possibilit ies could be stapling the target  to the wall through 
his clothing with a thrown weapon, ty ing him  up with a bola, 
t r ipping him  and so on. 
 
The at tack roll is made as normal, if the at tack roll is a hit , the 
player rolls 1d6. I f he rolls his Fighter Bonus or less on the D6, the 
com bat  t r ick works. I f the com bat  t r ick roll fails, the character st ill 
hits for norm al dam age. 
 
Characters with a Fighter Bonus of zero, however, will only 
succeed with a com bat  t r ick if they roll at  least  a 20 on their  
at tack roll (and the roll would hit  the target ) . I f they fail to at  least  
roll a 20 and hit  the target , both the combat  t r ick and the at tack 
fail.   
 
Mor a le:  While a few m onsters, such as m indless creatures, are 
fearless and will f ight  to the death, m ost  m onsters have a st rong 
desire to survive and will not  cont inue to f ight  when the bat t le is 
going against  them . They will instead seek to ret reat , to f lee, or 
even to surrender. The GM decides when m onsters abandon the 
bat t le and ret reat , based on the situat ion and the monster ’s 
intelligence. Monsters are assigned a Morale Rat ing ( from  2 to 12, 
with 2 being a com plete coward and 12 being totally fear less)  to 
help the GM m ake these decisions. I f the GM wishes, he may 
sim ply roll 2d6 and have the m onsters break off com bat  if the 
num ber rolled is greater than the m onster ’s Morale Rat ing. 
 
En er g y  Dr a in :  Certain undead and dem onic m onsters can drain 
energy levels from  characters. Each energy level drained reduces 
the character ’s level by one, the character m y regain the level 
norm ally via experience. 
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Com m on  Ru les Set  

Sav in g  Th r ow s 
When subject  to an unusual or m agical at tack, characters 
generally get  a saving throw to avoid or reduce the effect . To 
m ake a saving throw, roll 1d20, add m odifiers based on the type 
of saving throw (and any circumstant ial m odifiers set  by the GM) . 
A natural roll of 1 autom at ically fails. A natural roll of 20 
automat ically succeeds. Otherwise, the saving throw is successful 
if the total of the roll and m odifiers is greater than the saving 
throw listed for  the character ’s level.  Unless noted otherwise, 
m onsters save as a Fighter of a level equal to one-half their  hit  
dice, rounded up. 
 
Sav in g  Th r ow  Mod i f ie r s:  What  a character is saving against  
m odifies the saving throw die roll.  I n cases where m ult iple types 
apply, use the first  one listed below:  
 
Breath Weapons:  Breath Weapons and other blast - like effects give 
a -1 m odifier to the saving throw. 
 
Poison:  Dwarves get  a + 3 bonus. 
 
Death Magic:  This includes negat ive energy at tacks. Cler ics get  + 3 
due to their link with the higher and lower planes. 
 
Rod, Staff, Wand:  All m agical effects created by a rod, staff, or 
wand give + 1 bonus.  
 
Spells:  + 2 bonus for Magic-Users. 
 
Sp ecia l  Sav in g  Th r ow  Mod i f ie r s:  Where applicable, these 
m odifiers are applied in addit ion to those listed above:  
 
Charm  and I llusion Magic:  Add MI ND stat  bonus. 
 
All Magical Effects:  Dwarves and Halflings receive a + 4 bonus to 
all saving throws against  a m agical effect .  
 

Hir e l in g s 
Players m ay find it  useful to have their characters hire bearers to 
carry light  sources into ruins and dungeons (and to carry t reasure 
out )  and m en-at -arms to aid in com bat . I n som e areas there m ay 
be a guild where such people m ay be found and hired, in other 
areas characters m ay have to advert ise. Pay m ust  be negot iated 
and what  will be asked will depend on the situat ion the hirelings 
think they m ay get  into and the reputat ion of the characters hir ing 
them .  
 
Bearers have 2 hit  points and generally will only fight  if cornered 
and there is no other choice – even then their effect ive level (used 
in at tack rolls)  is -2. They will carry light  sources and baggage 
willingly so long as they are paid, fed, t reated well,  and not  
exposed to m uch m ortal danger.  Minim um  pay:  1 SP/ day. 
 
Men-at -Arms will fight  but  consider being used as a bearer (except  
of t reasure they get  a share of)  to be beneath them . Green Men-
At -Arms have 4 hit  points, an effect ive com bat  level (used in 
at tack rolls)  of 0 and can use whatever arm or and weapons their  
em ployers provide. Minim um  pay:  5 SP/ day plus 1/ 20 of a share 
of any non-m agical t reasure found. Veteran Men-at -Arms have 7 
hit  points, an effect ive combat  level (used in at tack rolls)  of 1 and 
can use whatever arm or and weapons their em ployers provide. 
Minim um  pay:  1 GP/ day and 1/ 10 a share of any non-m agical 
t reasure found. Men-at -Arms will serve willingly as long as they 
are fed, paid, t reated well,  and not  asked to take unusual r isks 
that  their employers are not  taking with them. 
 

Mon st er s 
See the Microlite81 Monster List  or use the m onster descript ions in 
any B/ X gam e. To create new m onsters quickly:  Pick a nam e, 
assign a level, hit  dice =  level, hit  points =  1d8 per level, m agic 
save =  as f ighter of level HD/ 2, all at tack bonuses =  level 
(maxim um + 15) , damage =  1d6 for ordinary claws, bites, and 
weapons, 2d6 for large m aws, giant  clubs, 3d6 for dragon bites 
and the like, AC =  armor equivalent ;  pick special abilit ies as the 
level increases. Special at tacks act  like magic at tacks against  an 
appropriate defense. I ntelligent  monsters m ay have classes at  the 
GM's opt ion. I f needed, assign stats to suit . Equip and add abilit ies 
as required. 
 
Mon st er  React ion s:  Som e m onsters ( like skeletons guarding a 
tom b)  m ay always at tack. I n cases where the react ion of the 
monsters to the party is not  obvious, the GM may opt  to m ake a 
react ion roll for the m onsters by rolling 2d6 and adding the CHA 
bonus (and any other appropriate m odifiers)  to the roll and 
consult ing this table. 
 

Ad j u st ed  React ion  Ro l l  Resu l t  

2  o r  less Very Unfavorable 
3 - 6  Unfavorable 
7  Neutral/ Uncertain 
8 - 1 1  Favorable 
1 2  o r  m or e Very Favorable 

 
I nterpretat ion of the results is left  to the GM, however, these 
general pr inciples m ay prove helpful. Very Unfavorable m eans the 
monsters will most  likely at tack unless the odds are 
overwhelm ingly against  them . They will not  help the characters. 
Unfavorable m eans the m onsters are host ile and m ight  at tack 
unless they are given a good reason not  to. They will not  help the 
characters. Neut ral m eans the m onsters are unsure of the party. 
They are not  likely to at tack imm ediately, but  are not  fr iendly or 
helpful. Favorable m eans the m onsters are willing to listen and are 
open to negot iat ion. They m ight  be willing to be slight ly helpful. 
Very Favorable m eans the m onsters like the characters and are 
willing to be som ewhat  helpful and are open to working with the 
party to m utual advantage.  
 
Mook s ( op t ion a l ) :  Som et im es a GM may want  to use a large 
num ber of m onsters but  not  want  to carefully t rack each one. 
Mooks are “cannon fodder”  m onsters that  have 1 hit  point  per hit  
die, never m ake a saving throw, and always run away or 
surrender if the bat t le is obviously going against  them . Any hit  
from  a Fight ing Class character will likely kill a m ook. Mooks 
cannot  be told at  a glance from  non-m ook m onsters.  Mooks m ake 
excellent  m inions for powerful leaders as they are very effect ive 
against  normal people even if they cannot  stand long against  PCs 
and NPCs with class levels. 
 

Ex p er ien ce Po in t s  
Characters get  Experience Points (XP)  through adventur ing, 
defeat ing m onsters, spending m oney from  t reasure, etc. 
 
XP from  Defeat ing Monsters:  Each m onster defeated is worth a 
base XP equal to the monster ’s hit  dice squared mult iplied by 5. I f 
a m onster has both hit  dice and a character level the higher is 
used as “hit  dice”  in this formula. Many m onsters have special 
abilit ies which make them more dangerous than their  hit  dice 
indicate. For each such special ability, add 50%  ( round down)  of 
the m onster’s base XP. Exam ple:  A party defeats 3 Hippogriffs. 
Hippogriff has 3 hit  dice and one special ability ( flight ) , so each 
hippogr iff is worth 67 XP for a total of 201 XP. 
 
At  the end of an adventure, the total XP earned from  defeat ing 
m onsters is div ided by the number of characters in the party. 
Henchmen/ Retainers count  as 1/ 2 person and hirelings count  as 
1/ 10 person ( round up for PCs, round down for others) . Exam ple:  
A party of 5 player characters, 2 retainers, and 10 m en-at -arm s 
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and other hirelings earns 1200 XP from defeat ing monsters. Each 
PC earns 172 XP from defeat ing monsters, each retainer earns 85 
XP, and each hireling earns 17 XP. (Note that  XP for hirelings is 
earned but  usually not  actually t racked.)  
 
XP from  Treasure Found:  At  the end or an adventure, total the 
value of all non-m agical t reasure found dur ing the adventure in 
gold pieces and divide it  by two. Divide the result  by the number 
of characters in the party to determ ine the number of XP each 
character receives from  t reasure. Henchmen/ Retainers count  as 
1/ 2 person and hirelings count  as 1/ 10 person ( round up for PCs, 
round down for others) . Example:  A party of 5 player characters, 
2 retainers, and 10 men-at -arms and other hirelings recovers 
2400gp worth of t reasure on their  latest  t r ip through the dungeon. 
2400 divided by 2 gives 1200 XP from t reasure. Each PC earns 
172 XP from t reasure founds, each retainer earns 85 XP, and each 
hireling earns 17 XP. (Note that  XP for hirelings is earned but  
usually not  actually t racked.)  
 
XP from  Treasure Spent :  I ndividual characters can also earn 
experience points from  spending m oney found in t reasures (or 
taken from  m onsters)  in totally fr ivolous ways (e.g. wine, women, 
song, donat ions to a temple without  get t ing anything in return, 
gener ic “ t raining,”  etc.) . A character earns XP equal to the 
t reasure so spent  in gp divided by his current  level. Note that  XP 
from  t reasure is an abst ract  m ethod of rewarding the var ious 
adventuring act ions like f inding t raps that  allow one to get  
t reasure. Example:  A 2nd level Fighter spending 1000gp on wine, 
women, and song earns 500 XP. 
 
XP from  Explorat ion:  The GM m ay reward explorat ion with XP be 
designing special points on the map as worthy of XP for reaching 
them . The GM should generally not  inform  players in advance as 
to what , if any, special locat ions on the map are worth XP. 
Example:  reaching the top of the tallest  mountain on the map for 
the f irst  t im e m ight  be worth 150 or 200 XP for each character 
m aking it  to the top or enter ing a well-hidden sub- level of a 
dungeon m ight  be worth 50 XP. 
 
XP from  other Act ivit ies:  The GM m ay award XP for excellent  
roleplaying, other important  act ions in the game (successfully 
com plet ing a quest , for exam ple) , etc. I n general, the total award 
from  this category for any one session should not  be m ore than 
100 XP t imes the character ’s current  level. No XP may be awarded 
in this category if the character refuses to even at tempt  to play his 
vir tues and vices or other character lim itat ions. 
 

Lev el  Ad v an cem en t  
At  the end of every adventure (or, at  the GM’s opt ion, at  the end 
of every session) , total up the XP earned and added them  to your 
character’s total XP. I f a character’s XP total is higher than that  
the Minimum Experience Points Required for  the next  level on the 
character ’s class chart . The character goes up a level and gains all 
the benefit s thereof ( increased HP, PCB, MCB, improved Saving 
Throw, etc.) . Note that  a character m ay only go up one level per 
session. Any addit ional XP earned in that  session that  would put  
the character above 50%  in his new level are lost .  
 
Each level adds a die roll or a fixed am ount  after 9 th level to Hit  
Points and the character’s Physical Com bat  Bonus, Magical Com bat  
Bonus, Fighter Bonus, etc. m ay change as indicated in the 
Advancem ent  table for the character’s class. 
 
Cler ics and Magic-Users gain access to new spell levels at  levels 3, 
5, 7, 9, and (Magic-User only)  11. When a Magic-User gains 
access to a new spell level he gets one spell of the new level 
added to his spell books. The player may select  the spell subject  
to GM veto. 
 

Op t ion al  Ru les 
The following rules are opt ional. The GM decides which of these 
rules ( if any)  will be used.  
 

St at s 
I nstead of rolling 3d6 and assigning the result  to a stat , one of the 
following m ethods m ay be used. 
 
Rol l  4 d 6 :  Roll 4d6 then drop the lowest  die, totaling the 
remaining 3 dice, assign the result  to a stat . Repeat  for rem aining 
stats. 
 
Rol l  2 d 6 + 6 :  Roll 2d6, Total the 2 dice and add 6 to the result , 
then allocate to one of the stats. Repeat  for rem aining stats. 
 
Po in t  Bu y  ( Av er ag e) :  Characters have 44 stat  points. Assign 
these points to the character’s stats with a m inimum of 3 and a 
m axim um  of 18 in each stat .  
 
Po in t  Bu y  ( Her o ic) :  Characters have 52 stat  points. Assign these 
points to the character ’s stats with a m inim um  of 3 and a 
m axim um  of 18 in each stat .  
 
Ar r ay  ( Av er ag e) :  Assign 15 to one stat , 11 to two stats, and 7 to 
the remaining stat .  
 
Ar r ay  ( Her o ic) :  Assign 17 to one stat , 15 to another stat , and 13 
to a third stat , and 11 to the remaining stat .  
 

Notes for the GM:  With the except ion of the Point  Buy 
(Average)  and the Array (Average)  opt ions, these 
opt ional m ethods of determ ining character stats tend to 
produce characters with higher than average stats. 
Consider the effects on your cam paign carefully before 
replacing the standard stat  roll m ethod with one of these.  

 

Ad v an t ag es an d  Disad v an t ag es 
Many players like to have characters that  are m echanically  
different  from  other characters of their  class. Backgrounds help 
provide this, but  som e cam paigns m ay need m ore. Characters in 
such cam paigns m ay be created with advantages and 
disadvantages that  adjust  the character’s Experience Base. All 
advantages and disadvantages selected for a specific character 
m ust  be approved by the GM as suitable the cam paign, the style 
of play, and the specif ic character . Things that  any characters 
should be able to t ry to do should never be allowed as 
advantages. The following are exam ple advantages and 
disadvantages that  m ay be used. These are only examples, you 
may wish to remove some of the ones listed that  do not  fit  your 
cam paign or style of play and/ or add new ones tailored to your 
cam paign. 
 
Ad v an t ag es:  The following special abilit ies increase a character ’s 
abilit ies and powers at  the cost  of increasing the num ber of 
experience points a character needs to advance. 
 
Alchem y:  Alchem ists can create pot ions with the effect  of Arcane 
Spells. With access to water , ingredients (5 gp per use per Spell 
Level) , and a successful roll of 1d20 +  Magic At tack Bonus vs. a 
DC of 10 +  (3 x Spell Level) , an Alchem ist  can create pot ions for 
spells of a Spell Level up to 1/ 2 the Alchem ist 's Level ( round up) . 
Pot ions take 30 m inutes per spell level to brew. These pot ions can 
be used up to 24 hours after their  creat ion;  creat ing a pot ion with 
no expirat ion adds (2 x Spell Level)  to the DC. Each pot ion after 
the f irst  created in a day adds + 2 to the DC. Exper ience base 
modifier of + 1000/ + 25000. 
 
Am bidext rous:  Characters are norm ally considered to be r ight  or 
left -handed. Ambidext rous characters can use both hands equally 
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well, even at  the sam e t im e. Experience base m odifier of 
+ 100/ + 2500. 
 
Danger Sense:  The character has a sixth sense for danger. For an 
Experience Base modifier of + 200/ + 5000, he can never be 
surprised.  
 
Direct ion Sense:  For an Experience Base m odifier of + 100/ + 2500, 
a character always knows which direct ion is which (e.g. which way 
is north) . For an Experience Base modifier of + 300/ + 7500, a 
character not  only always knows which direct ion is which but  can 
always ret race his path (e.g. return the way he came in in a 
m aze) . 
 
Dual Class:  The character has two character classes and advances 
in them sim ultaneously ( i.e. Dual Class characters st ill only have 
one level) . A Dual Class character’s Exper ience Base is equal to 
the total of the Experience Bases for each class (e.g. the 
Experience Base for a Fighter / Magic-User would be 
+ 4500/ + 270000 – to which this advantage’s Exper ience Base 
Modifier would be added) . Dual Class characters combine the 
abilit ies and rest r ict ions of both classes, taking the best  in cases of 
conflict , except  where ruled otherwise by the GM. Exper ience Base 
modifier of + 1000/ + 25000. 
 
Form er Magic-User Apprent ice:  The character began t raining as a 
Magic-User or I llusionist  but  did not  complete it .  The character has 
the Magic-User special abilit ies (Arcane Blast  and Minor Magic)  but  
at  a cost  of 3 HP per use. He can create the needed wand, but  
doing so takes a full week instead of a few hours. I f the r itual 
rules are used, the character can cast  f irst  and second level spells 
as r ituals provided he has a readable writ ten copy of the spell 
r itual. Exper ience Base modifier of + 700/ + 17500. 
 
Herbalism :  Herbalists are fam iliar with the m agical m ethods of 
select ing and preparing herbal elix irs, poult ices, etc. with the 
effects of div ine healing spells (effect  level is listed in 
parenthesis) :  Cure Light  Wounds (1) , Gent le Repose (2) , Cure 
Blindness (3) , Cure Deafness (3) , Cure Disease (3) , Cure Serious 
Wounds (4) , Neut ralize Poison (5) , Restorat ion (7) . Successful 
creat ion requires access to water, ingredients (5 gp per use per 
effect  level) , and a successful roll of 1d20 +  Magic At tack Bonus 
vs. a DC of 10 +  (3 x Spell Level) . Effects equal to 1/ 2 the 
herbalist ’s level ( round up)  can be created. Herbal creat ions m ay 
be used up to 24 hours after creat ion. Herbal creat ions affect ing 
disease or poison m ust  be created for a specific disease or poison. 
Experience base modifier of + 700/ + 17500. 
 
Photographic Memory:  For an Experience Base m odifier of 
+ 100/ + 2500, a character may remember details most  would 
forget  on a successful MI ND save. For an Experience Base m odifier 
of + 300/ + 7500, a character can remember everything with t rue 
photographic detail on a successful MI ND save.  
 
Disad v an t ag es:  The following m ajor hindrances to a character 
decrease the num ber of experience points a character needs to 
advance. However, the character ’s Experience Base can never go 
below 50%  of his Experience Base without  any disadvantages. 
 
Frail:  Character is unhealthy and weak of fram e, subt ract ing 1 
from  the number of hit  points gained at  each level (m inim um 0) . 
Experience Base modifier of -100/ -2500. 
 
Hunted by Enemies:  The character is hunted by som e powerful 
person or group who want  to do them  ill.  The Experience Base 
modifier is the total of the modifier for the hunter ’s power and how 
often the enemy has a hand in the character’s adventures. Power:  
slight ly m ore powerful than character -0/ -0;  m uch m ore powerful 
-200/ -5000;  ext rem ely powerful -400/ -10000. Frequency:  20%  of 
game sessions -100/ -2500;  40%  of game sessions -200/ -5000;  
60%  of game sessions -300/ -7500. 
 

Low Self-Esteem:  Character has lit t le self-confidence or self-
worth, taking a -3 penalty on Presence saves. Exper ience Base 
modifier of -100/ -2500. 
 
Meager Fort itude:  Character is sickly and weak of stom ach, taking 
a -3 penalty on Fort itude saves. Experience Base m odifier of -
100/ -2500.  
 
Noncombatant :  Character is relat ively inept  at  m elee com bat ;  take 
a -2 penalty on all m elee at tack rolls. Experience Base m odifier of 
-100/ -2500. 
 
Phobia:  The character has a fear so st rong it  can overwhelm  him . 
Mild phobias can be temporarily overcome with a MI ND save. 
Severe phobias cannot  be overcom e. The Experience Base 
m odifier is determ ined by how com m on the object  of the fear is 
and the severit y. Type of fear:  Rare object / situat ion:  -100/ -2500;  
Uncom mon object / situat ion:  -200/ -5000;  Common 
object / situat ion:  -300/ -7500. Severity of Fear:  Mild Fear:  1x;  
Severe fear:  2x. 
 
Poor Reflexes:  Character zigs when he should zag, taking a -3 
penalty on Reflex saves. Experience Base m odifier of -100/ -2500. 
 
Shaky:  Character is relat ively poor at  ranged com bat , taking a -2 
penalty on all ranged at tack rolls. Experience Base m odifier of -
100/ -2500. 
 
Unlucky:  Your character just  has bad luck, usually at  the worst  
possible t im e. The GM will arbit rar ily make something go wrong 
for the character each gam e session. This bad luck cannot  kill the 
character out r ight , but  just  about  anything else goes. Experience 
Base modifier of -300/ -7500. 
 
Unreact ive:  Character is slow to react  to danger, taking a -4 
penalty on init iat ive checks. Experience Base m odifier of -100/ -
2500. 
 
Vow:  Your character has sworn an oath to do or not  do som ething. 
The num ber of points it  is worth is based on the amount  of 
inconvenience the GM thinks it  will cause the character dur ing an 
average gam e session. Characters who break their  vow dur ing a 
session receive no XP for the session. Minor inconvenience:  -100/ -
2500;  Major inconvenience:  -200/ -5000;  Great  inconvenience:  -
300/ -7500. 
 
Vulnerable:  Character is not  good at  defending him self, taking a -1 
penalty to Arm or Class. Exper ience Base m odifier of -100/ -2500. 
 
Weak Will:  Character is highly suggest ible and easily duped;  
taking a -3 penalty on Will saves. Experience Base m odifier of -
100/ -2500. 
 

Notes for the GM:  GMs should think carefully before 
allowing Advantages and Disadvantages into their  gam e. 
While they can be a great  way to create a special 
character , they can be a pain in play. This is especially 
t rue for disadvantages like “Hunted by Enem ies”  that  
actually create m ore work for the GM. I f you decide to 
allow them , you need to carefully look over characters 
that  use them to be sure that  those taken actually m ake 
sense for the player’s character concept  and aren’t  just  
being used to m in-m ax the character. 

 

Ch ar act er  Goals an d  Per son al i t y  Tr a i t s 
The alignm ent  system  is a sim ple way to handle character 
“personalit ies”  at  a very simple level. While alignm ent  is suitable 
for m any types of cam paigns, a m ore flexible system  is needed for 
others. I f this system  is used, the GM will “ enforce”  it  with 
Experience Point  bonuses for using the character ’s goals and t raits 
in play. 
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Ch ar act er  Goals:  I n order to indiv idual characters, each player 
m ust  select  four goals from  the list  below and arrange them  in 
order of importance to the character from  first  to fourth. Goals not  
on the list  m ay be selected with pr ior GM approval. The GM m ay 
award bonus XP for goal achievem ents during a session. 
Characters can also earn points by helping their  fr iends ( fellow 
PCS and associated NPCS)  achieve their  goals, so long as their  
fr iends goals do not  clash with their  own goals. Players m ay 
change a goal or change the order of their  goals dur ing a 
cam paign with GM approval.  
 

 

Suggested Goals:  (The player must  select  a part icular aspect  to 
st ress for those m arked with an aster isk)  
 

Furtherance of 
Scholar ly Studies*   

History, linguist ics, literature, etc. 

Furtherance of Art *  Music, architecture, crafts, etc. 

Furtherance of Science*  Ast rology, engineer ing, etc. 

Wealth Accum ulat ion of t reasure or other 
wealth  

Earthly Pleasures Wine, wom en/ men, drugs, etc. 

Rom ance True love 

Power over Others Polit ical, religious, in cr im inal 
underwor ld, etc. 

Fam e Personal renown far and wide 

Rank*  On social scale or in inst itut ion like 
religion or m ilitary 

Preservat ion of the 
Status Quo  

Prevent ion of change ( in governm ent , 
religion, social system , etc.)  

Preservat ion of Nature  

Preservat ion of Order Prevent ion of breakdown of law and 
order 

Comradeship Establishm ent  and maintenance of 
fr iendships 

Risk Tasking Taking physical. financial, or spir itual 
r isks 

Com m ercial Business Set t ing up and running profitable 
businesses 

Collect ing*  Jewelry, ant iques, weapons. Etc. ( for 
pleasure of ownership, not  for actual 
use)  

Religious Service Serving religions and Gods 

Bat t le Glory Winning renown in bat t le 

I mage Cult ivat ion Adopt ing a dist inct ive appearance 
and sty le to im press others 

Freedom  Preservat ion of indiv idual freedom s 

Chivalry Mercy, fairness, com passion 

Honor Duty to liege, fam ily, fr iends, or own 
dignity 

Myst ic Power Finding spells, m agic items, etc. for 
own use 

Pat r iot ism   Act ing in count ry’s best  interest  

Discovery Bringing new knowledge to own 
civ ilizat ion 

Experience Wonders Travelling through st range lands, 
other planes, etc. 

I nt r igue Polit ical/ Social secret  schem ing and 
plot t ing 

Mater ialism  Spending m oney on displays of 
wealth:  manors, cast les, useless 
expensive item s, etc. 

Welfare of Others  

Responsibility  Desire to carry out  dut ies, take care 
of charges, etc. 

Expansion of Civilizat ion I nto new lands, etc. 

Wanton Dest ruct ion Desire to dest roy things for the 
pleasure of dest roying 

Cruelty Desire to cause pain in others 

Persecut ion of Evil “Evil”  as defined by your culture or 
religion 

Compet it ion Desire to compete for compet it ion’s 
sake 

Personal Feats The “do it  because it ’s there”  spir it  

Creat ion*  Make m agic items, works of art , etc. 

Self-Discipline  Cont rolling one’s behavior and 
emot ions 

Tr ickery*  Thwart ing authority, playing pract ical 
jokes, etc. 

 
Ch ar act er  Per son a l i t y  Tr a i t s:  I n order to further individualize 
characters, players m ust  select  three of the following Personality 
Traits for their  character . Personality Traits other than those listed 
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m ay be used with pr ior GM approval. Players should be careful not  
to select  t raits that  they are not  interested in playing or that  
st rongly conflict  with their  goals or religion (unless that  is what  
the player wants) . Players should also t ry to avoid select ing 
conflict ing Personal Traits for their  characters. I f such t raits are 
selected ( for exam ple, the f irst  two on the list  below) , the 
negat ive t rait  (passion for dr ink, in this case)  is applied to the 
character while the posit ive t rait  is directed toward the behavior of 
others – which tends to m ake the character a hypocrite. 
 
Suggested Personality Traits:  

True passion for alcoholic beverages 
Disapproves of drunken ways 
True passion for gam bling 
Disapproves of gam bling 
Enjoy a good public brawl and will start  one given a good reason 
Disapproves of public brawling 
True passion for m em bers of the opposite sex 
Disapproves of lewd and/ or flir tat ious behavior 
Braggart  who exaggerates his/ her deeds 
Modest  about  own deeds and disapproves of bragging 
Gourm et  who will not  tolerate poor cuisine 
Glut ton who will eat  just  about  anything and think it  great  
Rather crude and rough m anners 
Excellent  manners, cannot  tolerate bad manners 
Will lie when it  suits his/ her needs 
Truthful character who does not  tolerate falsehood 
Grasping and greedy 
Miserly and begrudges spending m oney 
Spendthr ift  whose money never lasts long 
Tends to forgive (or forget )  personal insults and injur ies 
Tends not  to forgive or forget  personal insults and injur ies, and 
always t r ies to get  even – somet ime 
Social snob who dem ands due respect  from  his/ her social infer iors 
Social egalitar ian that  places lit t le worth in social class differences 
when a person has shown his/ her worth 
Character will not  kill except  in self-defense (and only after all else 
has been t r ied and has failed)  
Sexist  who belit t les the abilit ies of the opposite sex. 
Mild prejudice against  a specific race or class (belit t les their  
abilit ies)  
Overconfident  of own abilit ies 
Lit t le confidence in own abilit ies 
Mild phobia 
Always opt im ist ic 
Always pessim ist ic 
 

Notes for the GM:  Alignment  (especially with the opt ional 
vices and v ir tues)  is enough for m any cam paigns, but  the 
system s here provide m uch finer cont rol over character 
personality for those who what  the fine cont rol 
accom panied by m echanical effects that  benefit  a player 
who plays in character and penalize a player who does 
not . 

 

Con t est  o f  Sk i l l s  
A contest  of sk ills is handled sim ilar to com bat , except  the 
opponents aren’t  t ry ing to k ill one another;  they are t rying to 
defeat  their  opponent  with their  skills. Like in a combat , opponents 
in a contest  of skills m ake an init iat ive roll for each round to 
determ ine who "at tacks" f irst  in the round. I nstead of m aking a 
roll of at tack bonus vs. Arm or Class, each contestant  makes the 
appropriate skill roll based on his class and background. I f the 
at tacker’s result  is equal or higher than the defender’s result , he 
causes “ skill dam age”  equal to 1d6 +  stat  bonus of the stat  used 
by the skill.  Skill Damage is rem oved from  a set  of Contest  Points. 
At  the beginning of the contest , each contestant 's Contest  Points 
which are set  equal to the score of the stat  used by the skill plus 
the character 's level. When a character’s Contest  Points fall to 0 
(zero)  or less, the contest  of skills is over, and the loser is 
defeated (knocked unconscious, hum iliated, loses the bet , etc.) . 

Contest  Points cannot  norm ally be increased during a Contest  of 
Skills – unless someone successfully cheats. 
 

Notes for the GM:  This is a simple system that  can be 
used to resolve non- lethal compet it ions between 
characters (boxing m atches, card gam es, poet ry writ ing 
contests, etc.)  I t  plays fair ly fast  but  usually takes more 
than a single die roll for m ore suspense while taking into 
account  differences in skill and level between characters. 

 

En cu m b r an ce 
Characters can norm ally carry twelve (plus STR bonus)  item s in 
addit ion to arm or, pr im ary weapon, and possibly a shield;  six 
item s can be readily available dangling from  a belt  or slung over 
the shoulders, but  everything else goes into the backpack. Small 
collect ions of things (10 flasks, 20 arrows, 50 gem s, 100 gold 
pieces)  count  as a single item . Oversized item s ( two-handed 
weapons, anything as tall as the character or that  requires two 
hands to carry)  count  as two item s. A character carrying 6 or 
fewer item s is unencum bered. A character carrying 7-12 item s is 
light ly encumbered. A character carry ing 13-18 item s is heavily 
encum bered. A character ing m ore than 18 items is over-
encumbered. Opt ion:  Adjust  num ber of item s for each 
encumbrance class by the character’s STR bonus. One “ item”  
roughly equals one “stone”  of weight . 
 

Notes for the GM:  Tracking how m uch characters can 
carry can be a pain, however, it  is necessary if you want  
to prevent  characters from  cart ing tons of t reasure and 
equipm ent  around. This system is abst ract  enough to be 
usable instead of ignored. 

 

I n d iv id u al  I n i t ia t i v e 
Roll d20 +  DEX bonus for init iat ive order each com bat  round. Use 
Hit  Dice/ 2 instead of DEX for m onsters. Characters and monsters 
act  in I nit iat ive order, from  high to low. Spell casters cast ing a 
spell m ust  declare the spell being cast  and its target  before 
init iat ive is rolled. 
 

Notes for the GM:  This will slow down com bat  som ewhat , 
especially if there are large num bers of NPCs and 
m onsters. I t  is m ore realist ic than standard group 
init iat ive. 

 

No I n i t ia t i v e 
Use Physical Com bat  Bonus (At tack Bonus for m onsters)  to 
determ ine at tack order instead of rolling for init iat ive. 
 

Notes for the GM:  This will speed up com bat  by 
elim inat ing die rolls and will tend to standardize the 
com bat  sequence. I t  has no m ajor effect  on play, except  
making things less random.  

 

Ov er w h elm in g  Op p on en t s 
Each at tacker beyond the first  against  the same target  in the 
sam e round adds + 1 to their  at tack rolls for each at tacker before 
them . So, a second at tack on the sam e target  in the sam e round 
by a party m em ber or m onster would be at  + 1, a third at tack at  
+ 2, etc. 
 

Notes for the GM:  This allows mult iple creatures to wear 
down a m ore powerful target  by overwhelm ing the target  
with m any at tackers. I t  adds a bit  m ore realism  to 
com bat  and allows large num ber of “nuisance”  opponents 
to be a real threat . I f you opt  to use this rule, rem em ber 
that  opponents that  are not  within weapon reach of a 
target  cannot  at tack. Therefore, you as GM m ust  exercise 
com mon sense in applying this rule.  
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Sh ie ld  W al l  
Characters have and can use shields in bat t le can form  a shield 
wall. Form ing a shield wall grants each person in the wall 
( including hirelings)  to autom at ically lose init iat ive in exchange for 
an addit ional + 1 to AC per adjacent  ally (so a m ax of + 2)  so long 
as they rem ain in form at ion.  
 

Notes for the GM:  This is a defensive opt ion that  will not  
overpower your gam es. I ts low com plexity too so it  
should not  m ake com bat  m ore com plex. 

 

Cl im b in g  On  En em ies 
I nstead of at tem pt ing to grapple with an enem y m uch larger than 
herself, a character m ay choose to at tem pt  to clim b up its body. 
While you are clinging to your opponent , you get  a + 2 bonus to all 
at tacks made against  it ,  and in most  cases the only at tack it  can 
safely make against  you is to at tempt  to shake or throw you off. 
I n this event , m ake a reflex save to hang on. I f you fail,  you take 
falling dam age appropriate to the height  you fell from  or distance 
you were thrown. At  the GM's opt ion, part icular ly huge m onsters 
m ight  offer a larger bonus in exchange for addit ional clim bing. 
Large enough m onsters that  are possessed of hands, tentacles or 
other highly dext rous st ructures, m ight  instead be able to grab 
and squeeze a creature that  at tempts to clim b them, dealing an 
appropriate amount  of autom at ic dam age. 
 

Notes for the GM:  This is a Microlite81 version of a 
popular opt ional rule on old school blogs. I t ’s a fun 
alternat ive to grappling. 

 

Sim p le Com b at  Man eu v er s 
I f the standard com bat  m aneuvers rules seems too com plex, 
subst itute the following instead. At tacker may descr ibe a special 
effect  he wishes to im pose on a target  before rolling to hit .  Unless 
the GM rules the m aneuver impossible, the character rolls to hit  
normally. I f successful, no damage is done, but  the target  suffers 
the special effect  unless the target  m akes a saving throw. On a 
cr it ical hit ,  the target  does not  get  a saving throw. Possible 
m aneuvers include:  disarm , knock down, push back (up to STR 
feet ) , switch posit ions, slip past , steal an obvious and accessible 
item  from  the target , etc.  
 

Notes for the GM:  Som e find the stand rule for com bat  
m aneuvers to be com plex enough that  people avoid doing 
anything that  m ight  invoke it . This rules are less complex. 
 

 

W eap on  Dam ag e By  Class 
Characters of any class can use any weapon. However, because of 
different  levels of t raining, the am ount  of dam age a character can 
do with a given weapon var ies the type of weapon and the 
wielder’s class. The Weapon Dam age Table below is used instead 
of any other weapon dam age given in the rules. 
 
W eap on  Dam ag e Tab le  

Class Ty p e Lig h t  W p n  Med iu m  W p n  Heav y  W p n  

Fight ing Class 1d6 1d8 1d10 
Specialist  Class 1d4 1d6 1d8 
Arcane Class 1d4 1d4*  1d6* *  
 
* Arcane classes wielding a Quarterstaff using both hands do 1d6 
dam age. 
* * Arcane classes wielding a heavy weapon do so at  -1 to hit .  
 
Magic Weapons:  A character only benefits from  a m agical hit  or 
dam age bonus on a weapon if the character’s class is able to use 
the weapon under the standard class rules. 
 

Notes for the GM:  I n som e cam paign worlds the weapon 
rest r ict ions on classes m ake lit t le sense. This opt ional rule 
allows any class to use any weapon but  lim its the dam age 
a weapon does based on the am ount  of “weapons 
t raining”  a class receives. A fighter wielding a two-handed 
sword will do m ore dam age with it  than a m agic-user will 
because fighters t rain with them  and m agic-users don’t .  

 

Ar m or  f o r  Ev er y on e 
All character classes can wear arm or;  however, wear ing arm or has 
negat ive effects on the abilit ies of som e classes. Arm or Class in 
this system  is Arm or Class (AC)  =  Base Arm or Class +  DEX bonus 
+  Arm or bonus 
 
Base Arm or Class:  Each class has a base armor class that  is in 
effect  anyt im e the character is conscious and not  t ied up to the 
point  they can't  m ove at  all.  This base arm or class takes into 
account  the character 's com bat  t raining which allows him  to dodge 
and parry blows. 
 
Fighter - -  Base AC of 14 
Paladin/ Ranger - -  Base AC of 13 
Cler ic/ Druid/ Bard - -  Base AC of 12 
Thief/ Assassin - -  Base AC of 11 
Magic-User/ I llusionist  - -  Base AC of 10 
 
Any character that  is unconscious or heavily  rest rained has a Base 
AC of 10. Other classes should be slot ted in on the level of the 
character that  m akes the m ost  sense. ONLY the fight ing m an 
should get  a Base AC of 14, however. Other fighter 
classes/ subclasses should come in on the Paladin/ Ranger line at  
best . The Monk is a special case, and st ill can’t  use armor as their  
t raining replaces it .  
 
Arm or:  Arm or adds to the character 's Base AC when worn. Arm or 
m ay have side effects for som e classes. 
 
Light  Arm or:  + 1 to AC. Magic-Users and I llusionists cannot  cast  
their  highest  level of spells known while wearing Light  Arm or. 
 
Medium  Arm or:  + 2 to AC. Magic-Users and I llusionists cannot  cast  
their  two highest  levels of spells known while wearing Medium 
Armor. Thief abilit ies are halved while wearing Medium Armor. 
 
Heavy Arm or:  + 3 to AC. Magic-Users and I llusionists cannot  cast  
their  three highest  levels of spells known while wear ing Heavy 
Armor. Thief abilit ies are unusable while wearing Heavy Armor. 
 
Shield:  + 1 to AC, only when character is conscious and m obile. 
Magic-Users and I llusionists cannot  cast  their highest  level of 
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spells known using a shield - -  if they are using a shield and armor 
the shield adds 1 to the levels of spells they cannot  use. 
 
Exam ples:  An unarm ored average DEX fight ing m an is AC 14. The 
sam e fight ing m an in plate arm or and using a shield would be AC 
18. 
 
An unarmored average DEX 10th level wizard would be AC 10 and 
could cast  spells normally. I f that  tenth level wizard wears 
chainmail, she would be AC 12 but  would not  be able to cast  any 
of her 4th or 5th level spells. A 1st  through 4th level m agic user 
wearing chainmail would not  be able to cast  any spells at  all.  
 
Wearing Arm or affects Bards based on the type of m agic they 
cast . I f they use I llusionist  m agic, wear ing arm or reduces their  
ability to cast  spells just  as it  does for m agic-users or illusionists. 
I f they use Druid m agic, it  has no effect  on their  abilit y to cast  
spells. 
 

Notes for the GM:  One thing that  really seems to sit  
wrong with som e players in early edit ions are the arm or 
and weapons lim itat ions on classes. Som e players really 
want  their  m agic-users to wield swords and wear arm or. 
This opt ional arm or system  allows this while st ill t ry ing to 
maintain the balance between classes. 

 

Min iat u r es an d  Bat t le  Map s 
I f you have m iniature f igures (about  1 inch or 25 to 28 m m  tall)  to 
represent  the characters and their enem ies and wish to use them 
to create more tact ical bat t les, you will need a ruler or a bat t le 
m ap covered in spaces (squares, hexes or 1 inch m easurements) . 
One space equals 5 feet  or 2 yards, and the average character and 
m onster m oves 6 spaces per turn even diagonally. 
 
Small characters ( like half lings or gnomes)  move 5 spaces per 
turn, while characters wear ing heavy arm or (splint  m ail, banded 
m ail,  half-plate, full plate)  m ove 1 space less each turn. On older-
style m aps, where one space equals 10 feet , the average 
character m oves 3 spaces per turn. 
 
Characters can m ove through the sam e space as another 
character or enem y, but  cannot  end m ovem ent  in the sam e space 
as another figure. At tem pt ing to m ove past  an enem y ( through 
the enemy space or a space next  to an enem y)  m ay t r igger an 
opportunity at tack. Rubble, darkness, heavy growth and other 
difficult  terrain costs 2 spaces of m ovem ent  per space m oved by 
the character. Moving up and down is the sam e as m oving 
horizontally (a character does not  have to spend ext ra movem ent  
to clim b or fly) . Moving just  1 space is considered a “ free”  act ion, 
as long as the character does not  m ove any farther that  turn. 
 
I f there’s a quest ion whether a character could see an enemy to 
hit  it ,  draw an imaginary st raight  line from  the center of the 
at tacker’s space to the center  of the target ’s space (or one of its 
spaces, if it  takes up m ore than one space on the m ap) . I f there is 
no m ajor obstacle or enem y in the path, the character can make 
the at tack. Allies of the at tacker do not  block its path. Characters 
can at tack through windows and other part ial obstacles at  a -2 
penalty to hit .  
 
To avoid calculat ing at tack ranges each turn, m elee at tacks m ust  
be m ade against  an enem y in a space adjacent  to the character . 
Thrown and short - range weapon at tacks can be m ade against  an 
enem y up to 10 spaces away. Long- range weapon at tacks can be 
m ade against  an enem y up to 25 spaces away. 
 

Notes for the GM:  Com bat  in Microlite81 is not  really 
intended to be played out  with m inis and bat t le m aps. 
However, som e groups will want  to use them. These rules 
provide a sim ple system  for those who wish to use it .  
GMs can m ake it  m ore com plex if their  groups really want  
detailed, tact ical combat . 

En er g y  Dr a in  
I f the standard energy drain rule seem s too harsh, t ry the 
following instead. Each energy level drained subt racts one from  
any roll to which the character would add his level (or his level/ 2) . 
1 point  of energy drained is recovered every L days where L is 
equal to the hit  dice of the m onster that  drained the energy level.  
 

Notes for the GM:  Som e groups loathe level draining to 
the point  they would rather lose a character than lose a 
level. These rules are som ewhat  less harsh. 

 

Raise Dead  Sp el l  Ex p an sion   
As B/ X does not  have cler ical spells higher than 5th level, the B/ X 
cler ic lacks a way to restore lost  limbs or restore levels lost . I f the 
GM wishes high level Microlite81 cler ics to have these abilit ies, the 
sim plest  way to add them  is to extend the cler ical “Raise Dead”  
spell so it  does one of four things when cast  (caster’s choice) :  1)  
The standard raise dead funct ion as described in the spell 
descr ipt ion. 2)  Regrow one lost  limb (or part ially lost  limb)  to a 
single liv ing target ;  the limb takes 1 day to regrow. 3)  Restore 
one energy level lost  within the last  ( level of caster)  days to a 
single liv ing target . 4)  Completely heal a single liv ing target  of all 
dam age (both hit  point  and STR dam age) . 
 
The nam e of the spell could be changed to “Restore Life”  if this 
opt ional rule is used. 
 

Notes for the GM:  This rule is opt ional only because it  
m ay seem to m ake things too easy com pared to the 
or iginal game. This opt ional rule is highly recom mended 
by the author, however. 

 
 

Av o id in g  Sav e- o r - “ Die”  
There are a num ber of effects which cause the character to be 
taken out  of play perm anent ly or for a long period of t im e unless a 
saving throw is m ade (e.g. instant  death, turn to stone, etc.) . I f 
this standard rule seem s too harsh, t ry the following instead. I f a 
character fails a save-or- “die”  roll,  the negat ive effect  happens 
im m ediately but  it  can be reversed if the character receives 5 
m inutes of careful care in a non-com bat  environm ent  start ing 
within a num ber of m inutes/ melee rounds equal to the affected 
character’s CON stat . The GM may rule that  certain issues st ill 
require further t reatm ent  within 24 hours or the effect  recurs (e.g. 
poison must  st ill be neut ralized)  or m ay not  be handled this way 
at  all.  
 

Notes for the GM:  Like level drains, some groups simply 
abhor “ save or  die/ suck”  effects. This rule will m ake them  
less severe without  elim inat ing them completely, 
however, while it  m akes it  easier for the characters to 
survive it  also m akes it  easier  for opponents to survive 
which m ay warp the “balance”  of som e encounters in 
published old school adventures. 

 

Tr ad i t ion a l  Ex p er ien ce f o r  Tr easu r e 
Tradit ionally , experience points were only given for t reasure found 
in B/ X and were not  given for  t reasure spent . To use this system , 
ignore the standard rules for experience from  t reasure found and 
experience for t reasure spend and use the following rule instead.  
 
At  the end or an adventure, total the value of all non-magical 
t reasure found during the adventure in gold pieces. Divide the 
result  by the num ber of characters in the party to determ ine the 
num ber of XP each character receives from  t reasure. 
Henchmen/ Retainers count  as 1/ 2 person and hirelings count  as 
1/ 10 person ( round up for PCs, round down for others) . 
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Notes for the GM:  This rule will probably make 
advancement  a bit  faster but  will not  really change the 
game much. 

 

Tr ad i t ion a l  Sav in g  Th r ow s 
Som e Gam em asters and players prefer the t radit ional “ f ive 
category”  saving throw system used in ear ly edit ions of the 
world’s m ost  popular fantasy roleplaying gam e. The following 
saving throw tables can be subst ituted for the standard Microlite81 
saving throw system  if the GM desires. 
 
Cler ic Sav in g  Th r ow s 

Lev el  

Br eat h  

At t ack s 

Po ison  

o r  

Deat h  

Pet r i f y  o r  

Par a ly ze W an d s 

Sp el ls o r  

Sp el l - l i k e 

Dev ices 

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

 
Dw ar f  an d  Ha l f l in g  Sav in g  Th r ow s 

Lev el  

Br eat h  

At t ack s 

Po ison  

o r  

Deat h  

Pet r i f y  o r  

Par a ly ze W an d s 

Sp el ls o r  

Sp el l - l i k e 

Dev ices 

1 - 3  13 8 10 9 12 
4 - 6  10 6 8 7 10 
7 - 9 *  7 4 6 5 8 
1 0 +  4 2 4 3 6 

*   Maxim um  for halflings 
 
El f  Sav in g  Th r ow s 

Lev el  

Br eat h  

At t ack s 

Po ison  

o r  

Deat h  

Pet r i f y  o r  

Par a ly ze W an d s 

Sp el ls o r  

Sp el l - l i k e 

Dev ices 

1 - 3  15 12 13 13 15 
4 - 6  13 10 11 11 13 
7 - 9  9 8 9 9 11 
1 0  7 6 7 7 9 

 
Fig h t er  Sav in g  Th r ow s 

Lev el  

Br eat h  

At t ack s 

Po ison  

o r  

Deat h  

Pet r i f y  o r  

Par a ly ze W an d s

Sp el ls o r  

Sp el l -

l i k e  

Dev ices 

0  l v l  

Hu m an  

17 14 16 15 18 

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

 
Mag ic- User  Sav in g  Th r ow s 

Lev el  

Br eat h  

At t ack s 

Po ison  

o r  

Deat h  

Pet r i f y  o r  

Par a ly ze W an d s 

Sp el ls o r  

Sp el l - l i k e 

Dev ices 

1 - 5  16 13 13 13 14 
6 - 1 0  14 11 11 11 12 
1 1 +  12 9 9 9 8 

 

Th ief  Sav in g  Th r ow s 

Lev el  

Br eat h  

At t ack s 

Po ison  

o r  

Deat h  

Pet r i f y  o r  

Par a ly ze W an d s 

Sp el ls o r  

Sp el l - l i k e 

Dev ices 

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

 

Notes for the GM:  While many like the saving throw 
system  used in Microlite81, som e prefer a saving throw 
system closer to that  used in B/ X. This opt ional system is 
much closer to that  used in B/ X. 

 

I t em  Sav in g  Th r ow s 
When characters (and NPCs)  die from  a part icular ly dam aging 
event , such as the fire breath of a dragon or a fire ball spell,  som e 
or all of their  item s m ay be dest royed. A GM using this opt ional 
rule m ay use either of the following methods to determ ine what  
item s are dest royed:  
 
Method 1:  Whenever characters (and NPCs)  die from  a part icular ly 
dam aging event , such as the fire breath of a dragon or the spell 
fire ball,  all ordinary possessions on a character ’s body should be 
considered dest royed. Magical item s m ay not  be dest royed, and 
are allowed saving throws of the appropr iate type for the at tack 
based on the character ’s saving throw. I tem s that  have bonuses 
will receive an equal bonus on the saving throw. For instance, a 
+ 1 dagger receives a bonus of + 1 to the roll.  
 
Method 2:  Make a roll in the k ind of situat ion ment ioned above, as 
well as in situat ions when items are exposed to crushing dam age 
( from  falls) , acid, or any other event  that  could feasibly dest roy 
them . The GM will roll either 1d4 or 1d6, depending on the 
sever ity of the situat ion. Magic items have a chance of surviving 
based on their  relat ive power. For instance, a + 2 shield would 
survive on a roll of 1-2 on a d4 or d6. I tem s for which “pluses”  do 
not  apply can be assigned a num ber between 1 and 3. Scrolls and 
pot ions m ay survive on a roll of 1 on a d4 or d6, a staff or wand 
m ay survive on a roll of 1-2;  any other item s such as r ings, rods, 
and other m iscellaneous m agical item s are m ore durable and 
survive on a roll of 1-3. I f an item  which has “pluses”  is dam aged, 
it  m ay not  be dest royed out r ight , but  m ay lose one “plus.”  Thus, a 
+ 2 shield becom es a + 1 shield on a failed saving throw roll.  
 
Modifiers:  The GM should apply bonuses or penalt ies depending on 
the situat ion. I f an at tempt  is made to intent ionally damage an 
item , there m ay be a penalty of 2 to the roll.  Bonuses m ay apply if 
an item  is well protected. No penalty or bonus should be more 
than 2. 
 

Notes for the GM:  I tem  saving throws are opt ional 
because they were a very unpopular part  of 1e. However, 
without  them , item s tend to survive everything up to and 
including direct  hits from  fireballs and lightning bolts. 

 

Met am ag ic 
Magic-Users and Cler ics may select  one metamagic ability  from  
this list  at  levels 3 and 6. A spell with metam agic abilit ies applied 
is cast  at  a higher HP cost :  the standard HP cost  for the spell plus 
the HP cost  for  all metamagic being applied to the spell. The GM 
has the final say as to what  m etam agic effects do or do not  m ake 
sense to use with a part icular  spell. Mult iple metam agic effects can 
be applied to a single spell;  however, each m etam agic effect  after 
the f irst  adds an addit ional + 1 to the HP cost  of the spell.  
 
Em power Spell -  All var iable, num eric effects of an em powered 
spell are increased by one-half. Saving throws and opposed rolls 
are not  affected, nor are spells without  random  variables. An 
em powered spell adds + 4 to the HP cost  of the base spell.  
 
Enlarge Spell -  You can alter a spell with a range of close, 
m edium , or long to increase it s range by 100% . Spells whose 
ranges are not  defined by distance, as well as spells whose ranges 
are not  close, m edium, or long, are not  affected. An enlarged spell 
adds + 2 to the HP cost  of the base spell.  
 
Extend Spell -  An extended spell lasts twice as long as normal. A 
spell with a durat ion of concent rat ion, instantaneous, or 
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perm anent  is not  affected. An extended spell adds + 2 to the HP 
cost  of the base spell.  
 
Widen Spell -  You can alter an area shaped spell to increase it s 
area. Any num eric m easurem ents of the spell’s area increase by 
100% . A widened spell adds + 6 to the HP cost  of the base spell.  
 

Notes for the GM:  These abilit ies ported in from  3e allow 
spell casters to manipulate the effects of som e of their  
spells. This can make spell casters somewhat  more 
interest ing to play, but  it  can also m ake them  m uch m ore 
powerful (especially in the hands of m ini-maxing players) . 
GMs should carefully consider the needs of their 
cam paign and the types of players in their  cam paign 
before using the opt ional metamagic rules. 

 

Cou n t er sp el ls 
Arcane spell casters have the ability to disrupt  other arcane 
casters by at tem pt ing to counter the spell. Casters can at tempt  to 
counter any type of arcane spell;  however they get  a -1 penalty 
when counter ing spells cast  by a class different  from  their  class.  
 
The mom ent  that  a spell is cast , any caster  within range (10 feet  
per level)  and who has not  yet  acted that  round m ay abandon 
their planned act ion to t ry to counter the spell.  I n order to succeed 
the counter ing caster m ust  m ake a m agic at tack roll  and beat  a 
DC equal to 20 +  (spell caster 's level)  at  a cost  of 3 +  the level of 
the spell being countered in HP. Before rolling they m ay choose to 
use their m agical energies to im prove their chances of success:  for 
each addit ional 2 HP spent  ( for each 3 HP spent  if the caster is of 
a different  class) , their  roll gains + 1 bonus. 
 
I f a m agic-user was cast ing a spell and stops doing so to counter a 
spell,  the effect  is the sam e as if the m agic-user were hit  in 
com bat . 
 

Notes for the GM:  Counterspells make m agic and com bat  
m ore com plex and can lengthen com bat  quite a bit . 
However, they add a new dim ension to m agical com bat . 

 

Mat er ia l  Com p on en t s 
Many spells are great ly facilitated by the odd bit  of eye of newt , 
bat  guano and sulphur, glass rods, holy incense or sacred 
m ist letoe. Cast ing a spell with mater ial components in hand 
reduces the HP cost  of a spell as m uch again as does having an 
implement  ( to a m inimum of 2) . 
 
Components for a 1st  level spell cost  1 GP, for a 2nd level spell 
cost  5 GP, for a 3rd level spell cost  10 GP, for a 4th level spell cost  
25 GP, for a 5th level spell cost  75 GP, and for a 6th level spell 
cost  250 GP. Some spells have components that  cost  a lot  more, 
while som e have com parat ively cheap ones, so t reat  this am ount  
as a fair ly abst racted average. 
 

Notes for the GM:  This opt ional rule basically allows a 
caster to t rade gold for a lower HP cast ing cost . GMs also 
m ay choose to require specif ic com ponents to cast  
specific (powerful)  spells. 

 

Fi r e- An d - For g et  Mag ic 
The B/ X version of the wor ld's m ost  popular  fantasy roleplaying 
gam e used a m uch different  system  of m agic from  that  of 
Microlite20-based gam es. This system had the m agic-user or cler ic 
select  and prepare a set  num ber of spells of certain levels in 
advance. Each prepared spell could only be cast  once. This system 
can easily be subst ituted for the standard Microlite81 spell cast ing 
system  using the following rules. 
 

Both m agic-users and cler ics m ust  select  and prepare specific 
spells from  their  collect ions in advance. The num ber of spells of 

specific levels a character can prepare is lim ited by their  class 
level (see below for details) . Preparing spells takes one hour of 
uninterrupted t im e:  m agic-users m ust  study their spell books 
while cler ics m ust  meditate and com mune with their deity. 
 
Cast ing a prepared spell does not  cost  any hit  points, but  once 
cast , a spell cast  is no longer in m em ory and m ay not  be cast  
again. Casters m ay prepare m ult iple copies of the sam e spell.  
 
I n com bat , if a fire-and- forget  caster is hit  and takes dam age (or 
other effect  that  could interfere with spell cast ing like paralysis)  
before cast ing a spell, the spell f izzles and the caster loses the 
spell from  m em ory just  as if he had cast  it .  
 
No Cler ical Spell at  First  Level (Opt ional) :  To be t rue to the 
or iginal B/ X source mater ial, first  level cler ics should not  have any 
spells. To duplicate this, change the num ber of first  level spells 
available to first  level cler ics to zero and the num ber available to 
second level cler ics to one on the Cler ic table below. 
 
Nu m b er  o f  Sp el ls Pr ep ar ed  Per  Day  ( Mag ic- User s/ Elv es) :   

 

Mag ic- User /

El f  Lev el  

Sp el l  Lev el  

1  2  3  4  5  6  

1  1      
2  2      
3  2 1     
4  2 2     
5  2 2 1    
6  2 2 2    
7  3 2 2 1   
8  3 3 2 2   
9  3 3 3 2 1  
1 0  3 3 3 3 2  
1 1  4 3 3 3 2 1 
1 2  4 4 3 3 3 2 
1 3  4 4 4 3 3 3 
1 4  4 4 4 4 3 3 

 
 
Nu m b er  o f  Sp el ls Pr ep ar ed  Per  Day  ( Cler i cs) :   

 

Cler i c         

Lev el  

Sp el l  Lev el  

1  2  3  4  5  

1  1     
2  2     
3  2 1    
4  3 2    
5  3 2 1   
6  3 3 2   
7  4 3 2 1  
8  4 3 3 2  
9  4 4 3 2 1 
1 0  5 4 3 3 2 
1 1  5 4 4 3 2 
1 2  5 5 4 3 3 
1 3  6 5 4 4 3 
1 4  6 5 5 4 3 

 
Notes for the GM:  Some people don’t  think it  is “old 
school”  if Magic-Users and Clerics do not  have to 
m em orize their  spells and forget  them as they are cast .  
I f you or your players fall into this category, these Fire-
and-Forget  m agic rules are a drop- in replacem ent  for the 
standard M81 m agic system . They can also be used along 
with the standard m agic system  as a separate 
“m nem onic”  school of m agic from  a different  locat ion or 
culture. 
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Act ion  Po in t s 
All characters have 1 act ion point  per character level. Act ions 
points m ay be used to sim ulate a heroic effort  by a character or to 
sim ulate a lucky break. Act ion Points recover 1 per day of total 
rest  in safe surroundings.  
 
Heroic Effort :  Each act ion point  spent  on heroic effort  allows the 
player to roll a 1d6 and adjust  any single die roll affect ing the 
character or m ade as a result  of the character ’s act ions in the 
character ’s favor by the amount  rolled. The act ion point  m ust  be 
expended before the die roll to be adjusted is m ade. 
 
Luck:  Spending one act ion point  for luck will cause a m inor bit  of 
good luck to com e the character’s way. Spending two act ion points 
for good luck will cause a m ajor bit  of good luck to com e the 
character ’s way. I n both cases, the GM decides exact ly what  the 
good luck is, but  it  should be helpful in a m inor/ major way to the 
character ’s im m ediate situat ion. 
 
Shake Off Fat igue:  Recover half your lost  hit  points instant ly. This 
counts as an act ion. 
 
Str ike Now:  The character can take his act ion r ight  now instead of 
wait ing for his norm al st r ike speed posit ion to com e up. This 
cannot  be used to cast  a spell over 3rd level or if the character has 
taken a defensive Com bat  Stance for the round (Full Defense or 
Act ive Defense) . 
 

Notes for the GM:  Act ion points are a way for players to 
avoid or lessen the effects of t ruly disast rous die rolls at  
cr it ical points or to have something lucky/ helpful happen 
by “chance.”  While some think they go against  the “ let  
the dice fall where they m ay”  old school at t itude (and to 
some extent  they do) , in reality they turn out  to be just  
another very lim ited resource for players to m anage, 
which is a very old school thing. I f your players com plain 
about  bad rolls to the point  they are annoyed with the 
gam e, adding act ion points m ight  be something to 
consider. 

 

Fam e 
A side-effect  of adventur ing is Fam e:  other people m ay recognize 
the character, even if he would rather not  be recognized. Fame is 
rated from  0 to 10.  
 
Gaining Fame:  All character start  with a Fam e (FAM)  of 0 and FAM 
never goes higher than 10. Each t im e a character goes on an 
adventure, the character adds 1 to his Adventure Total. When his 
Adventure Total is equal to (or greater than)  his current  FAM + 1, 
he rolls a d20 at  the end of the adventure. I f the roll is higher than 
his current  FAM, his FAM increases by 1 and his Adventure Total is 
reset  to zero. 
 
Using Fam e:  Fam ous people m ight  be recognized by others who 
see them , even if they do not  wish to be. When the GM thinks a 
character m ight  be recognized by a st ranger, he rolls a D20. I f the 
result  is less than or equal to the character’s Fam e, the st ranger 
correct ly recognizes the character . I f the character is disguised, 
the character will not  be recognized. Characters who wish to be 
recognized m ay drop their  nam e or the like and force a Fam e roll.  
 
Effects of Fam e:  React ion to being recognized will vary depending 
on what  the character has done. A m ass m urderer who is 
recognized will get  a m uch different  react ion than the fam ous 
general who saved the count ry from  invasion, for exam ple. I f a 
character has been recognized, the GM m ay adjust  NPC react ions 
accordingly. 
 

Notes for the GM:  Fam e is an abst ract  way to t rack how 
“ im portant ”  player characters are in the cam paign. You 
m ay want  to m odify how Fam e is gained and used based 

on the needs of your cam paign. NPCs can also be 
assigned Fam e. I f characters recognize them, they should 
be told a bit  about  them as the NPC’s fam e means that  
his life is not  as pr ivate as he m ight  like. 

 

San i t y  
All character start  with a Sanity (SAN)  of 0. To m ake a SAN roll,  
roll d20 +  Mind bonus. I f the result  is greater than the character’s 
current  SAN, the roll is successful. I f the roll is failed, the 
character suffers som e type of overwhelm ing fear or tem porary 
insanity. Roll on the following table:  
 

1. Affected as if by a Fear  spell for (d6 1-2:  1 turn 3:  2 
turns 4:  3 turns 5:  1 hour 6:  1d8 rounds)  

2. Affected as if by a Confusion spell for (d6 1-3:  1d10 
rounds 4:  1d6 turns 5:  1d6 hours 6:  One full day 

3. Catatonic with despair (cannot  at tack, speak, or cast  
spells and m ust  be led around by allies)  for (d6 1-2:  1 
round 3-4:  1 turn 5:  1 day 6:  1 week)  

4. Afflicted with horr ible m aniacal laughter m aking it  
impossible to at tack or cast  spells for 1d4 rounds 

5. Faints out  of shock for 2d6 rounds 
6. Going to be okay, but  not iceably shaken up 

 
When characters see or exper ience som ething m ind-shat ter ing, 
their  SAN may increase. For a m ild exper ience, roll 1d2-1 and add 
the result  to the character’s SAN. For a m ajor experience, roll 
1d3-1 and add the result  to the character ’s SAN. For a t ruly 
terr ible exper ience ( like encounter ing terr ible deit ies of madness) , 
roll 1d4-1 and add the result  to the character’s SAN. I f a 
character’s SAN total ever surpasses 20 +  MI ND bonus, the 
character is totally and perm anent ly insane (and becomes an 
NPC) . Small SAN reduct ions can come from  defeat ing SAN roll 
causing situat ions or from  special spells and/ or r ituals. 
 

Notes for the GM:  Sanity is generally only included in 
cam paigns which feature eldr itch horrors whose m ere 
existence can warp the m ind.  

 

Asp ect s 
Aspects are non-m echanical parts of a Character that  a player 
wants to m echanically influence the gam e. An epithet , quote, 
relat ionship, possession, or anything else can be an Aspect . 
Characters start  with one Aspect  in the 1st  Level and gain an 
addit ional aspect  every 3rd level (at  level 4, 7 10, etc.) . For each 
Aspect , a player gets an Aspect  Point  (often m easured with a 
poker chip or other counter)  at  the beginning of each session. At  
any t ime during the session, the player may invoke an Aspect  
pr ior to any die roll by descr ibing how it  com es into play and 
spending an Aspect  Point , thereby gaining a + 4 to the roll.  The GM 
m ay also invoke a Character 's Aspect  (called a “com pel” )  for a -4 
to the roll.  The player m ay refuse a compel at  the cost  of one 
Aspect  Point ;  if  the player accepts a com pel, he gains one Aspect  
Point .  
 

Notes for the GM:  Aspects are popular feature from  
another RPG. This rule allows the lim ited use of aspects in 
Microlite81 without  allowing them to take over the gam e 
or to have the silly effects ( for exam ple, being pitch black 
in the m iddle of the night  has no effect  on events unless 
som eone spends a point  to invoke the “darkness”  aspect  
as is t rue in some games which use aspects) . 
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Psion ics 
Psionics are m ental powers which aren’t  m agic but  som et im es 
duplicate magical abilit ies. I f psionics are used in a campaign, any 
highly intelligent  being has a slight  change of being psionic.  
 
Cr eat in g  Psion ic Ch ar act er s:  Characters should check for 
psionics ability  at  character creat ion. Roll a d20 and add MI ND 
bonus. On a roll of 21 or higher, the character m ay opt  to have 
psionics abilit ies that  will manifest  as the character go up levels. I f 
the roll is successful and the player opts for the character for the 
character to have psionics, roll 2d6. The result  is the m axim um  
num ber of psionic abilit ies the character will m anifest . Each ability 
a character can m anifest  im m ediately ( from  first  level)  adds 
+ 100/ + 2500 to the character  Experience Base. For exam ple, a 
character who can m anifest  8 psionic abilit ies adds + 800/ + 20000 
to his Exper ience base. 
 
Man i f est in g  Psion ic Ab i l i t ies:  At  character  creat ion and every 
t im e a psionic character goes up a level, the character rolls to see 
if a new psionic abilit y m anifests. Roll 1d20 +  MI ND bonus against  
a DC of (21 – the m axim um  num ber of psionic abilit ies the 
character m ay m anifest ) . On a successful roll,  the character 
m anifests a new psionic abilit y. Roll on the Psionic Ability Table 
below to determ ine the new ability . Reroll if  the character already 
has the ability rolled. 
 
Man i f est in g  Psion ic At t ack  an d  Def en se Mod es:  Psionic 
characters m anifest  psionic at tack and defense m odes as they 
gain psionic abilit ies. Specific modes manifest  as the character 
manifests a specif ic number of abilit ies. See Psionic Combat  below 
for m ore inform at ion. 
 
Nu m b er  o f  

Psion ic Ab i l i t i es 

Man i f est ed  

 
At t ack  Mod e  

Man i f est ed  

 
Def en se Mod e 

Man i f est ed  
1 Mind Thrust  Thought  Shield 
2  Mind Blank 
3 Ego Whip  
4  Mental Barr ier 
5 Psionic Blast   
6  I ntellect  Fort ress 
7 I d I nsinuat ion  
8  Tower of I ron Will 
9 Psychic Crush  
 
Usin g  Psion ic Ab i l i t i es:  Using a psionic ability is an act ion. 
Successful use requires a 1d20 +  MI ND Bonus +  Level/ 2 versus 
the DC given in the ability descript ion. Certain abilit ies also cost  

HP (even if the at tem pt  is unsuccessful) . The power of m any 
psionic abilit ies is determ ined by the Ability Level of the specif ic 
psionic ability. This is the num ber of levels the character has 
possessed the specific abilit y .  Sim ply recording the character ’s 
level when he gets the ability  will m ake calculat ing this easy. 
 
Psion ic Ab i l i t i es:  The following psionic abilit ies m ay m anifest . 
Which abilit ies manifest  should be determ ined random ly. The GM 
is free to create other abilit ies. 
 
Ro l l Psion ic Ab i l i t y  Ro l l  Psion ic Ab i l i t y  

1 Anim al Telepathy 13 Etherealness 
2 Ast ral Project ion 14 Healing Trance 
3 Aura Alterat ion 15 I nvisibilit y  
4 Body Cont rol 16 Levitat ion 
5 Body Equilibr ium  17 Mind over Body 
6 Clairaudience 18 Precognit ion 
7 Clairvoyance 19 Psychic Surgery 
8 Dim ension Door 20 Shape Alterat ion 
9 Dom inat ion 21 Telekinesis 
10 Em pathic Project ion 22 Telepathy 
11 Em pathy 23 Teleportat ion 
12 ESP 24 Suspend Anim at ion 
 
Animal Telepathy:  Character can establish 2-way m ental 
com m unicat ion with an anim al. DC is 12. HP Cost  is 1 HP per 
m inute. Level of comm unicat ion depends on the intelligence of the 
target . Does not  require target  to obey or be helpful.  
 
Astral Project ion:  Character can enter a t rance and project  him self 
into the Ast ral Plane. This works like the Ast ral Spell except  that  
speed of t ravel and other effects depend on Ability Level. DC is 15. 
HP Cost  is 1 HP per 10 m inutes. 
 
Aura Alterat ion:  Character can alter a target ’s aura to either to 
disguise the target ’s alignm ent  and level, or to rem ove a 
com pulsion or charm . Disguise has a DC of 15, costs 5 HP, lasts 
10 m inutes per Ability Level, can m ake the target  appear as any 
desired alignm ent  and can m odify the character ’s apparent  level 
by up to Ability  Level levels. Rem oving a charm , com pulsion, or 
curse costs 10 HP and grants the target  another saving roll.  
 

Body Cont rol:  Character can adjust  his body to exist  in unusual 
condit ions (ext rem e tem peratures, host ile/ dest ruct ive elem ents 
like poison gas, water, acid, f ire, lava, etc.) . DC is 12 for unusual 
condit ions like ext rem e tem peratures, 15 for host ile environm ents 
like underwater or lack of good air . 18 for ext rem e condit ions like 
acids, lava, etc. Costs 1 HP per 10 m inutes. Maxim um  durat ion is 
Ability Level x 10 m inutes. Reroll Ability check every hour. 
 

Body Equilibr ium :  Character can adjust  his body weight  to 
correspond to the surface he is walking on so as not  to sink into 
water , m ud, quicksand, etc. DC is 12.  Costs 1 HP per 10 m inutes. 
Maxim um  durat ion is Ability Level x 10 m inutes. Reroll Ability 
check every hour. 
 

Clairaudience:  Character can hear at  a distance (30 feet  +  Ability 
Level x 10) . DC is 12 (plus + 2 for each foot  of m ater ial between 
psionic and target  area) . Costs 1 HP per m inute. 
 
Clairvoyance:  Character can see at  a distance (30 feet  +  Ability 
Level x 10) . DC is 12 (plus + 2 for each foot  of m ater ial between 
psionic and target  area) . Costs 1 HP per m inute. 
 
Dim ension Door:  Character can teleport  up to Ability Level x 20 
feet . DC is 12 is target  locat ion visible, 15 otherwise. Costs 5 HP. 
 
Dom inat ion:  Character can force another to do their  will.  DC to 
establish is 15 +  target ’s level/ hit  dice. DC to m aintain for another 
round is 15 +  target ’s level/ hit  dice. Costs the target ’s level/ hit  
dice in HP per m inute.  
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Empathic Project ion:  Character projects an em ot ional state upon 
targets. This works sim ilar to the Suggest ion spell but  is lim ited to 
suggest ing em ot ions. DC is 12 if touching a single target , 15 
otherwise. Range:  30 feet  +  (Ability Level x 10) . Can affect  up to 
Ability Level targets. HP Cost  is 3 per target . 
 
Em pathy:  Character senses the emot ions/ em ot ional needs of the 
target (s) . DC is 15. Cost :  1 HP per m inute if a single target , 3 HP 
per m inute otherwise. Range:  30 feet  +  (Abilit y Level x 10) .  
 
ESP:  Character  can read the surface thoughts of the target . DC is 
10 +  target ’s level/ hit  dice. Cost :  1 HP per m inute if touching 
target , 3 HP per m inute otherwise. Range:  30 feet  +  (Abilit y Level 
x 10) . Searching for specific/ deeper thoughts adds 5 to the DC 
(+ 10 if the target  is specifically hiding them )  and doubles the HP 
cost .  
 
Etherealness:  Character can alter his body vibrat ions to those of 
the Ethereal Plane, but  is only able to carry Ability Level *  Ability 
Level pounds of mater ial with him . DC is 12 +  1 per 20 pounds of 
weight  carr ied. HP Cost :  1 HP per 10 m inutes. 
 
Healing Trance:  Character can go into a t rance and heal Body 
Points quickly. A m axim um  of one BP per Ability Level can be 
healed. DC is 10 +  num ber of BP to be healed. Trances lasts a 
num ber of hours equal to the BP to be healed, and 1 BP is healed 
per hour of t rance. HP Cost :  BP healed x 2. 
 
I nvisibilit y :  Character can turn invisible by m aking those in range 
not  not ice the character . Character cannot  at tack and m aintain 
invisibility. Range is Ability Level x 10 feet . DC is 12 (or 15 if the 
targets are highly alert ) . 
 
Levitat ion:  Character can float  in the air . DC to float  is 12 and it  
costs 1 HP per m inute. Character can ascend or descend Ability 
Level feet  per m inute by m aking an ability check with a DC of 15. 
Character can m ove laterally Abilit y Level feet  per m inute by 
m aking an ability check with a DC of 18. 
 
Mind over Body:  Character can suppress bodily needs like food, 
water , and sleep for two days per Abilit y Level. Thereafter  the 
character m ust  spend an equal num ber of days rest ing before this 
ability can be used again. No ability check or HP cost . 
 
Precognit ion:  Character has a vague sense of the future. While 
using this power the character cannot  be surprised and adds his 
Ability Level/ 2 ( round up)  to init iat ive, combat  rolls, and any other 
d20 rolls where an abilit y to know what  m ight  happen in the near 
future would be helpful. DC is 15 and the roll m ust  be m ade each 
m inute the ability is used. HP cost  is 5 HP per m inute. 
 
Psychic Surgery:  Character and target  go into a t rance to heal 
target ’s Body Points quickly. Character m ust  be touching target . A 
maximum of one BP per Ability Level can be healed. DC is 10 +  
num ber of BP to be healed. Trances last  a num ber of hours equal 
to the BP to be healed and 1 BP is healed per hour of t rance. HP 
Cost :  BP healed x 2. 
 
Shape Alterat ion:  Character can m odify his appearance sim ilar to 
the Polym orph Self spell.   DC is 12 to m ake m inor changes to 
appearance ( remaining sam e species) , 15 to m ake m ajor changes 
(another species of sim ilar size) , and 18 to m ake m ore ext rem e 
changes. Cost  is per hour and is based on type of change:  3 HP for 
m inor changes, 8 HP for m ajor changes, and 15 HP for ext rem e 
changes. Maximum durat ion is Ability Level hours. 
 
Telekinesis:  Character can m ove objects up to Ability Level x 
Abilit y Level pounds by m ental power. DC is 12 (18 if precise 
cont rol is needed) . HP Cost  is 3 HP per m inute for slow m ovem ent , 
8 per at tack for com bat  speed m ovem ent .  
 
Telepathy:  Character can establish 2-way m ental com municat ion 
with an intelligent  target . DC is 12 if target  is willing, 18 

otherwise. HP Cost  is 1 HP per m inute. 1 m inute of telepathy 
allows an informat ion exchange equal to 10 m inutes of talk ing.  
 
Teleportat ion:  Character can teleport  up to Ability Level *  100 
m iles. DC is 12 if the target  locat ion is int im ately known to 
character , 18 if the target  locat ion is well known, and 24 if the 
target  is only known from  a clear descript ion. HP Cost  is 15. 
 
Suspend Anim at ion:  Character can vir tually stop all body funct ions 
for a predeterm ined amount  of t im e. Maxim um durat ion is Ability 
Level x Ability Level weeks. Character will not  change dur ing this 
t im e. A num ber of days equal to the num ber of weeks spend in 
suspended animat ion m ust  pass before this ability can be used 
again. No abilit y check or HP cost . 
 
Psion ic Com b at :  Only psionic characters that  have m anifested a 
psionic at tack ability can make a psionic at tack. Psionic at tacks are 
m ade at  St r ike Speed 10 ( the sam e as Glance at tacks) . The 
Psionic At tack Roll is 1d20 +  MI ND bonus +  num ber of psionic 
abilit ies m anifested. The at tack is successful if it  is higher than the 
target ’s Psionic Arm or Class (10 +  MI ND bonus +  arm or bonuses 
from  a psionic defense m ode) .  
 
Psionic at tacks do psionic dam age (see below for am ounts) . Tally 
psionic dam age separately. I f the total psionic damage ever 
becomes greater than the character’s current  hit  points, the 
character falls into a com a and rem ains in a com a unt il he has 
more hit  points than psionic damage points and makes a 
successful WI L save (may be at tem pted once per hour) . With a 
night ’s sleep, psionic damage “heals”  1d6 +  twice the num ber of 
psionic abilit ies manifested, if any. 
 
Psionic Defense Modes:  Defense modes increase the character’s 
psionic arm or class when in use. Only one m ode can be in effect  at  
one t im e. Thought  Shield costs 0 HP to use and gives a + 1 bonus 
to the character’s psionic arm or class. Mind Blank costs 0 HP to 
use and gives a + 2 bonus to the character ’s psionic arm or class.  
Mental Barr ier costs 0 HP to use and gives a + 4 bonus to the 
character’s psionic arm or class. I ntellect  Fort ress costs 2 HP to use 
and gives a + 4 bonus to the psionic arm or class of the character 
and everyone within 10 feet . Tower of I ron Will costs 3 HP to use 
and gives a + 6 bonus to the psionic arm or class of the character 
and everyone within 3 feet . 
 
Psionic At tack Modes:  Mind Thrust  costs 1 HP to use and does 1d8 
points of psionic dam age. Ego Whip costs 2 HP to use and does 
2d6 points of psionic dam age and the target  m ust  m ake a WI L 
save or be stunned for one m inute. Psionic Blast  costs 4 HP to use 
and at tacks everyone in a conic area in front  of the psionic doing 
1d6 dam age to everyone in the affected area, double dam age to 
those in short  range (10') , half dam age at  long range (30') . One 
at tack roll is m ade and used against  all possible targets. I d 
I nsinuat ion costs 2 HP to use and does 3d6 psionic dam age and 
the target  m ust  save vs. Fear or be affected as a fear spell for 1d6 
rounds. Psychic Crush costs 5 HP to use and does 4d6 psionic 
dam age and 2d6 physical (HP)  dam age. 
 

Notes for the GM:  Psionics were one of the least  used and 
poorest  descr ibed abilit ies in 0e and in 1e. While the 0e 
and 1e system s can be m ade to work, neither work well.  
This psionics system therefore has been m ade to have 
sim ilar abilit ies and power levels to the 0e psionics 
system , but  the implem entat ion is much different . Few 
campaigns will need psionics, but  the system is here for 
those ( like one of the author’s)  that  do. 
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Sp i r i t s 
Spir its of m any types occupy the spir it  plane. These spir its can be 
sum m oned to the m ater ial world and even bound by intelligent  
mater ial beings. When a spir it  is encountered it  will generally 
either at tack or flee. I f a spir it  at tacks, the spir it  rolls a d20 and 
adds its power. The m aterial being m akes a m agic at tack roll.  The 
higher roll wins and does the difference between the rolls in spir it  
dam age. Spir it  dam age reduces a spir it ’s power, but  just  
accumulates in a physical being. I f the spir it ’s power reaches zero 
it  loses the com bat  and m ay be bound ( if the defender wishes and 
knows how) . I f the material being takes a total of 20 points of 
spir it  damage from a specif ic spir it ,  it  is unconscious and may be 
possessed by the at tacking spir it  (becom ing a NPC unt il the spir it  
is exorcised) . 
 
Spir its have names, personalit ies, intelligence, power, and may 
have special powers that  they can manifest  if they possess a body 
or are bound. 
 
I ntelligence:  2d6+ 6 
Power:  Weak:  2d6;  Average:  2d6+ 6;  Above Average:  2d6+ 12;  
St rong:  2d6+ 18;  Powerful:  2d6+ 24;   
Languages:  Spir its know one language for each point  of 
intelligence above 10. 
Powers:  Spir it s m ay have a num ber of supernatural powers that  
they can m anifest  if they possess a body or can be forced to 
m anifest  on com m and if they are bound. Some spir it s may also 
take physical form  to act  as com batants in service of their  binder. 
I f bound by a spell- caster , their  Power points m ay be used by their  
binder as HP to cast  spells. They regenerate daily . 
 
 
 

Spir it  Powers:  
 
d 2 0  Ro l l  Nu m b er  o f  Pow er s 

1-6 1 lesser 
7-10 2 lesser 
11-13 2 lesser, 1 greater  
14-16 3 lesser 
17-18 3 lesser, 1 greater  
19 2 greater  
20 3 greater  
 
 Lesser Spir it  Powers:  
d 2 0  Ro l l  Pow er  

1-2 Charm Person 1/ day 
3-4 Crystal Ball 3/ day 
5-6 Cure Light  Wounds 3/ day 
7-8 I nflict  Light  Wounds 3/ day 
9-10 Knock 1/ day 
11-12 Light  or Dark 1/ day 
13-14 Telekinesis, 10 pounds, 3/ day 
15-16 Purify or Put refy Food and Dr ink 1/ day 
17 Read Languages 3/ day 
18 Read Magic 3/ day 
19 Speak with Animals 3/ day 
20 Take physical form  1 hour/ day;  AC 12, HD 2  
 
Greater Powers:  
d 2 0  Ro l l  Pow er  

1 Animate Dead, 2d6 undead, 1/ week 
2-3 Contact  Other Plane 1/ week 
4 Cure Ser ious Wounds 2/ day 
5 Dim ensional Door 1/ day 
6 Dispel Magic, 1/ day 
7-8 Fly for 1 hour/ day 
9 Hold monster 1/ day 
10  I nvisibility 1/ day 
11-12 Levitate, 1 turn durat ion, 3/ day 
13-14 Phantasmal Force, 1/ day 
15 Protect ion from  Normal Missiles 1/ day 
16-17 Remove Curse 1/ day 
18-19 Take physical form  1 hour/ day;  AC 14, HD 5+ 2, 

Move 6 
20 Telekinesis, 100 pounds, 1/ day 
 
Eg o  Con f l i ct s:  Each spir it  will have an ego equal to its intelligence 
+ 1 for every lesser power and + 5 for every greater power. The 
Ego of a mater ial being is equal to its intelligence +  char isma +  
level. A possessed being m ay t ry once per day to throw out  a 
possessing spir it ,  however, it s ego for future at tem pts falls by one 
for every unsuccessful at tem pt . Ego conflict  is resolved by each 
side rolling 1d20 and adding their  Ego, higher result  wins. I f a 
bound spir it ’s ego is greater than his binder ’s ego, the spir it  m ay 
elect  to restart  spir it  com bat  in an at tem pt  to break it s binding. 
 
Bin d in g  Sp i r i t s:  Mem bers of spell-cast ing classes autom at ically 
know how to bind spir it s they defeat  in spir it  combat  once they 
reach 3rd level. Other classes cannot  bind spir its but  m ay be given 
a spir it  bound to an object  by another person. Binding a Spir it  
costs 15 HP and causes the spir it  to invisibly hover around the 
binder. Binding a spir it  to an object  requires a non-m agical item  
and costs 25 HP. A spir it  bound to an item  m ay be given to 
another person as the spir it  t reats the owner of the item  it  is 
bound to as its binder. I f the item  is severely dam aged or 
dest royed, the spir it  is freed. A spir it  who is not  bound to an item  
is freed im m ediately upon his binder’s death. 
 

Notes for the GM:  These rules are not  appropriate for 
m ost  cam paigns;  however, they m ake cam paigns set  in 
certain types of pr im it ive/ lim ited m agic set t ings possible. 
GMs m ay also use these rules to represent  the powers of 
shamen for t r ibes of hum anoid m onsters like orcs and 
goblins. GMs should feel free to create their  own tables of 
spir it  powers to reflect  their  cam paign world. 
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Dei t ies an d  Div in e I n t er v en t ion  
Characters will f ind it  helpful to follow one of the gods. Although 
Cler ics, Druids, and Paladins have special access to the deit ies, 
other classes may receive advice and assistance at  t imes as well. 
A character m ay select  any deity (or pantheon in som e 
cam paigns)  to follow from  the cam paign allowed by the GM. 
 
Divine I ntervent ion:  Deit ies will occasionally assist  their followers 
when pet it ioned for aid. There is a chance of angering the deity 
and a st rong possibilit y that  the deity will not  deign to take an 
interest  in m ortal affairs at  that  t im e. The pet it ioner may thus 
receive aid, suffer harm , or get  no response at  all. Pet it ioning for 
divine intervent ion m ore often than once a week results in 
automat ic ret r ibut ion. 
 
Pet it ioning for divine intervent ion can be done at  any t im e 
provided the character is capable of thought . A d100 roll on the 
appropriate table using the colum n for the characters level below 
will determ ine the result . Cler ics, Druids, and Paladins add 5 to 
their  level before consult ing the chart . 
 
Gr eat er  Dei t y  

Resu l t  1 - 5  6 - 1 0  1 1 - 1 5  1 6 - 2 0  2 1 +  

Retr ibut ion 01-80 01-70 01-60 01-50 01-40 
No Effect  81-95 71-90 61-85 51-80 41-70 
I ntervent ion 96-00 91-00 86-00 81-00 71-00 
 
Maj o r  Dei t y  

Resu l t  1 - 5  6 - 1 0  1 1 - 1 5  1 6 - 2 0  2 1 +  

Retr ibut ion 01-70 01-60 01-40 01-30 01-20 
No Effect  81-90 61-80 41-70 31-60 21-50 
I ntervent ion 91-00 81-00 71-00 61-00 51-00 
 
Min o r  Dei t y  

Resu l t  1 - 5  6 - 1 0  1 1 - 1 5  1 6 - 2 0  2 1 +  

Retr ibut ion 01-60 01-40 01-30 01-20 01-15 
No Effect  61-85 41-75 31-65 11-55 16-45 
I ntervent ion 86-00 76-00 66-00 56-00 46-00 
 
Dem i- God  

Resu l t  1 - 5  6 - 1 0  1 1 - 1 5  1 6 - 2 0  2 1 +  

Retr ibut ion 01-50 01-30 01-20 01-10 01-05 
No Effect  51-80 31-65 11-55 11-45 06-35 
I ntervent ion 81-00 66-00 56-00 46-00 36-00 
 
Characters m ay m ake an offer ing to their  deity before rolling for 
divine intervent ion. All offer ings m usty be in the possession of the 
pet it ioner at  the t im e of the request  (deit ies do not  accept  I OUs) . 
This table lists the die roll modifier for var ious types of offer ings:  
 
Of f er in g  Die Ro l l  Mod i f ie r  

Treasure (1000gp)  + 1 
Each Pot ion + 2 
Magic Weapon/ Arm or + Bonus 
Magic Scroll (per spell)  + 2 
Magic Ring, wand, or rod + 5 
Magic Staff + 10 
Miscellaneous Magic item  + 10 
Minor Art ifact  + 15 
Minor Art ifact  + 25 
Accept  Minor Quest  + 10 
Accept  Major Quest  + 20 
I ntelligent  Being Sacrif iced + Level or HD 
 
Only evil deit ies accept  the sacr ifice of intelligent  beings. A m inor 
quest  will take 4 to 8 m onths. A m ajor quest  will take 1 to 3 
years. The quest  will be im posed by the deity (and need not  
involve actual quest ing) .  
 
There is an addit ional m odifier of -15 if the character does not  
regular ly donate at  least  10%  of income to the deity’s tem ple. 

Characters who ignore their  deity except  when in need of help 
suffer a die roll m odifier of -10 to -30 as determ ined by the GM. 
 
I f the result  is intervent ion, the deity will do the m inimum needed 
to answer the request . For Dem i-Gods, the m axim um  would be 
about  the abilit y of a lim ited wish spell. For Minor Deit ies, the 
m axim um  would be about  the power of a single wish spell.  For 
Major Deit ies, the maxim um would be about  the about  ability of 
several wish spells. There is no effect ive lim it  for what  Greater 
Deit ies can do. 
 
I f the result  is ret r ibut ion, the pet it ioner takes his level in D6 of 
dam age (plus Body Point  dam age equal to the character ’s level if 
Body Points are being used) .  
 
Conversion (Opt ional) :  Characters m ay not  willingly change their 
allegiance to another deity/ pantheon except  at  a full tem ple of the 
new deity and then only with a favorable react ion roll from  the 
new deity’s pr iests ( large donat ions to the temple will give 
favorable m odificat ions to the roll) .  Lay people accepted by a new 
god m ust  spend 1d4 weeks (at  their own expense)  at  the tem ple 
learning the basic r ituals and dogm a of their  new faith before they 
can receive any benefits from  that  faith. Cler ics and Druids must  
spend 1d6 m onths (plus their level in weeks)  in such study before 
they can cast  divine spells above 2nd level again. Druids can only 
convert  to another nature deity. 
 
Spell Level Availability (Opt ional) :  A character ’s deity m ay lim it  
the level of Div ine Spells the character m ay cast . I f the character ’s 
deity is a Dem i-God, the m axim um  level of Div ine Spells the 
character has access to is 3rd level. I f the character ’s deity is a 
Minor Deity, the maxim um level of Divine Spells the character has 
access to is 4th level. I f the character ’s deity is a Major or Greater 
Deity, the m axim um level of Div ine Spells the character has 
access to is 5th level.  
 
Special Spells by Deity (Opt ional) :  Deit ies may not  offer all of the 
standard Divine Spells (Cler ic)  to their  cler ics. They m ay sim ply 
not  provide som e of the standard spells, subst itute special spells 
for som e of the standard spells, or even add addit ional spells to 
the standard spells.  
 

Notes for the GM:  Div ine I ntervent ion gives characters an 
expensive way to t ry to get  them selves out  of ext remely 
bad situat ions by paying for a m iracle. I t  doesn’t  work all 
that  often (especially for lower level characters) , but  
when it  does it  is often a m em orable m om ent  in the 
campaign. Note that  successful div ine intervent ion need 
not  be splashy and obviously “deit ies act ing in the wor ld”  
if that  is not  suitable for the campaign. The spell opt ions 
allow easy custom izat ion of deit ies so that  each deity has 
a som ewhat  unique list  of spells. The opt ional conversion 
rules m ake it  easy to stop characters from  switching 
deit ies depending on their current  needs. 
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Scien ce Fan t asy  
Som e GMs like to set  their  cam paigns in science fantasy set t ings, 
perhaps a Sword and Planet  set t ing like Barsoom  or an “After the 
Holocaust ”  set t ing when a fantasy world is built  on the ruin of an 
ancient  technological civilizat ion. These types of set t ing were not  
uncom m on in the 1970s and early 1980s. The opt ional rules in 
this sect ion will be useful for such set t ings. 
 
Rad iat ion :  Areas of radiat ion do horr ible dam age and can cause 
mutat ions in those affected. Merely being in an area of radiat ion 
causes dam age unless a FORT save is m ade. A new save m ust  be 
m ade every hour. Radiat ion does both Hit  Point  dam age equal to 
the dam age rolled and Body Point  Dam age equal to the num ber of 
dice rolled. Those affected by Radiat ion are allowed a second FORT 
save to avoid the Body Point  dam age. Those who take Body Point  
damage must  roll a d20 against  the mutat ion chance for the level 
of radiat ion in the area, a roll over the listed “Mutat ion Chance”  
means that  the being will develop a random  mutat ion or defect  in 
1d20 days.  
 

Radiat ion Level Effects 

Low  Lev e l  Save Modif ier :  0 Dam age:  3d6 Mutat ion 
Chance:  19 

Med iu m  Lev el  Save Modif ier :  -4 Dam age:  5d6 Mutat ion 
Chance:  18 

Hig h  Lev el  Save Modif ier :  -8 Dam age:  8d6 Mutat ion 
Chance:  17 

 
Mu t at ion s:  The following random  tables can be used to determ ine 
m utat ions of beings m utated by radiat ion or  can be applied to 
anim als and m onsters to create radiat ion m utated species. Roll 
1d20. A roll of 1-4 m eans a defect ;  any other roll is a regular 
m utat ion. Som e m utat ions have to be act ivated each t im e they 
are used. Act ivat ion costs 5 HP. 
 
Ran d om  Mu t at ion  Tab le:  

d10 Mutat ion Descr ipt ion 

1  Am azing Stat  -  + 1d6 to one stat :  1-5 STR, 6-10 DEX, 11-15 
MI ND, 16-20 CHA 

2  Am azing Defense -  + 1d6 to AC 
3  Tougher -  + 2 Hit  Points per level 
4  I m m unity -  Takes no dam age from :  1 Fire, 2 Cold, 3 Acid, 4 

Poison, 5 Radiat ion, 6 Elect r icity, 7 Sonic, 8 Psionic 
5  Bet ter Senses -  One sense is vast ly superior  1 Sight , 2 

Hearing, 3 Sm ell, 4 Low light  (30’) , 5 Therm al (30’) , 6 
Blindsense (30’)  

6  Melee Weapon -  Natural m elee weapon that  inflicts 
1d8+ STR m od;  alternat ively, player m ay opt  to take this as 
an act ivated touch based healing ability instead (1d8 +  
Mind m od)  

7  Ranged Weapon -  Natural ranged at tack that  inflicts 1d8 
dam age up to 30’;  source:  1 Fire, 2 Cold, 3 Acid, 4-6 
Norm al physical dam age. Act ivat ion required. 

8  Psionic At tack -  Mental at tack that  inflicts 1d8+ Mind bonus 
up to 30’;  source:  1 Fire vs. AC, 2 Cold vs. AC, 3 Sonic vs. 
AC, 4 Elec. vs. AC, 5 Psionic vs. MD, 6 Em pathy (no 
damage, ready & manipulate emot ions, 7 Telepathy (no 
dam age, read thoughts/ m ental com m .) , 8 I llusion (no 
dam age, audio and visual illusions only the target  can see) . 
Act ivat ion required. 

9  Special Mutat ion -  1 Ext ra Arm s (hold ext ra weapons or 
shields) , 2 Bigger (use m ed. Weapons as light  and 2-hnd as 
m ed.) , 3 Prescient  (+ 1 surpr ise, + 4 init iat ive, 4 Aquat ic 
(gills & webbed digits) , 5 Psychic Shield (A)  (ent ire party 
m ay use m utant ’s MD for defense) , 6 Regenerat ion (heals 1 
hp/ m inute as long as alive) , 7 Faster (+ 1 Act ion Point ) , 8 
Telekinesis (A)  ( lift  100 lbs. + 100 lbs./  Mind bonus) , 9 
Special Move (A)  60’ ( teleport , fly , j um p, etc.) , 10 Player’s 
choice. (A)  m eans Act ivat ion required. 

1 0  Player’s Choice -  Player m ay choose specific m utat ion 
subject  to GM approval( i.e. I m m unity to Fire)  

 

Ran d om  Def ect  Tab le  

d10 Defect  Descr ipt ion 

1   Terr ible Stat  -1d6 to one stat :  1-5 STR, 6-10 DEX, 11-15 
MI ND, 16-20 CHA 

2   Poor Defense -1d6 to AC 
3   Weaker -1 HP per level(m in 1hp/ level)  
4   Vulnerability -  Take x2 dam age from :  1 Fire, 2 Cold, 3 Acid, 

4 Poison, 5 Radiat ion, 6 Elect r icity, 7 Sonic, 8 Psionic, 9 
Stun, 10 Player’s choice 

5  Dim inished Sense -  One sense is m uch poorer:  1-2 Vision, 
3-4 Hearing, 5-6 Sm ell, 7 Taste, 8 Touch 

6   Clum sy -1 to all tests and init iat ive 
7  Slower -1d6 to St r ike Speed and m ovem ent  
8  Allergic -  Mutant  suffers -2 on all tests when in contact  

with:  1 Ferrous Metal, 2 Non- ferrous Mental, 3 Plast ic, 4 
Sunlight , 5 I nsect  bites, 6 Alcohol, 7 Chem ical, 8 Player ’s 
choice 

9  Special Defect  -  1 Hem ophilia ( -1 hp/ round after taking 
com bat  dam age) , 2 Narcolepsy ( falls asleep at  very 
inconvenient  t im es) , 3 Phobia ( intense fear of specific 
creature, condit ion or environm ent ) , 4 Poor Respirat ion 
(cum ulat ive -1 on at tack, dam age and init iat ive rolls after  
1st  round of com bat ) , 5 Sm aller (cannot  apply STR bonus to 
melee damage rolls;  penalt ies st ill apply) ;  6 Player’s choice 

1 0  Player’s Choice -  Player m ay choose specific Defect  ( i.e. 
Vulnerability to Sonic or -4 Mind)  

 
Notes for the GM:  Early versions of the wor ld’s m ost  
popular fantasy roleplaying gam e were created at  a t im e 
when science fict ion and fantasy where not  the 
com pletely separate fields of literature they have becom e 
today. I t  was fair ly com m on to m ix science fict ion and 
fantasy in early cam paigns. These rules are a sim ple start  
toward doing so in Microlite81 today.  
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W EAPONS AND 

EQUI PMENT 

Mon ey  
Money takes the form  of coins, with the gold piece being the 
standard unit . 1 plat inum piece (pp)  =  5 gold pieces;  1 gold piece 
(gp)  =  10 silver pieces) ;  1 elect rum piece (ep)  =  5 silver pieces;   
1 silver piece (sp)  =  10 copper pieces (cp) . Coins form  different  
areas m ay look different  and in som e areas only coins from  that  
area are acceptable, other coins will have to be exchanged for 
proper coins at  a m oneychanger who will take at  least  a 10%  
exchange fee. 
 
To put  the value of a gold piece into perspect ive, a single gold 
piece is enough for a peasant  to subsist  at  a wretched quality of 
life for a month. Ear ly in their  career, adventurers will typically live 
on a few dozen gold pieces per m onth, enough to eat  and sleep at  
an inn. A dragon’s t reasure hoard of 50,000gp m ight  keep a 
village of peasants alive for decade, but  m erely cover a pr ince’s 
m onthly budget . 
 

Eq u ip m en t  Pack s 
Suggested start ing packs for new characters:  
 
Pack  A Pack  B Pack  C 

normal clothing normal clothing normal clothing 
backpack backpack backpack 
bedroll bedroll bedroll 
hooded lantern  10 torches tent  
10 oil f lasks 10 oil f lasks 10 torches 
flint  & steel flint  & steel flint  & steel 
shovel chalk ham mer 
2 sets of calt rops 10 ft . pole 10 iron spikes 
signal whist le m irror  grappling hook 
pen & paper crowbar 50 ft .  rope 
water skin water skin water skin 
iron rat ions for four 
days 

iron rat ions for four 
days 

iron rat ions for four 
days 

 
Finally, add the following, based on your Class:  
 
Cler i c:  Silver holy sym bol, light  arm or (AC + 2) , a one handed 
weapon +  shield, and 5 gold pieces 
Dw ar f , Fig h t er , Hal f l in g :  Vial of holy water, m edium  arm or (AC 
+ 4) , a one handed weapon +  shield, or a two handed weapon, 
and 5 gold pieces 

 

 

El f :  light  arm or (AC + 2) , one-handed weapon, spellbook with all 
spells known, and 5 gold pieces. 
Mag ic- User :  Spellbook with all spells known, a dagger, and 5 
gold pieces 

Th ief :  lock picking tools, light  arm or (AC + 2) , light  weapon, and 5 
gold pieces. 
 

St an d ar d  Eq u ip m en t  List  
Players, with the perm ission of the GM, m ay elect  to roll their 
star t ing wealth in gold pieces and buy equipment  piece by piece 
from  the equipment  list  below. I f this is done, each character 
star ts with 120 +  (3d6 x 5)  gold pieces. The GM is free to m odify 
the equipm ent  list  to suit  the star t ing locat ion in his campaign. 
 
Ar m or  Cost  AC 

Clothing Only -  10 
Hide and Fur Arm or 10gp 11 
Leather Arm or 20gp 12 
Ring Mail or Scale Arm or 30gp 13 
Chain Mail Arm or 40gp 14 
Banded Plate or Lam ellar Arm or 50gp 15 
Plate Armor 60gp 16 
Shield  10gp + 1 
Leather Barding 40gp 11 
Scale Barding 75gp 12 
Chain Barding 150gp 13 
Lamellar Barding 300gp 14 
Plate Barding 600gp 15 
 
W eap on s Cost  Dam ag e*

Axes:    
     Bat t le Axe  7gp 1d6/ 1d8 
     Great  Axe ( two-handed)  10gp 1d10 
     Hand Axe 4gp 1d6 
Bows and Crossbows:    
     Arbalest  50gp 1d8 
     Crossbow 30gp 1d6 
          Case with 20 quarrels 2gp  
     Composite Bow 40gp 1d6 
     Longbow  7gp 1d6 
     Shortbow 3gp 1d6 
          Quiver with 20 arrows 1gp  
          1 silver- t ipped arrow 5gp  
Catapults and Ballista:    
     Ballista (1,800lb)  80gp 3d6 
           Ballista Shot   4gp  
     Heavy Catapult  (1,200lb)  200gp 4d6 
     Light  Catapult  (1,800lb)  100gp 3d6 
           Catapult  Shot  (25lb)  5gp  
           Catapult  Shot , Pitch (25lb)  25gp  
Flails, Ham mers, and Maces:    
       Club 1gp 1d4 
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       Flail 5gp 1d6/ 1d8 
       Mace 5gp 1d6/ 1d8 
       Morning Star ( two-handed)  10gp 1d10 
       War Ham m er  5gp 1d6/ 1d8 
Spears and Pole Arm s   
       Lance (m ounted)  1gp 1d10 
       Javelin 1gp 1d6 
       Pole Arm  ( two-handed)  7gp 1d10 
       Spear 3gp 1d6/ 1d8 
Swords and Daggers:    
       Dagger 3gp 1d4 
       Silver Dagger 30gp 1d4 
       Short  Sword 7gp 1d6 
       Sword 10gp 1d6/ 1d8 
       Two-Handed Sword 15gp 1d10 
Other Weapons:    
      Bola 5gp 1d2 
      Darts (5)  2gp 1d4 
      Net  1gp -  
      Sling with 30 Sling Bullets 2gp 1d4 

      Sap 1gp 1d4 
      Staff ( two-handed)  1gp 1d6 
      Whip 5gp 1d2 
* Where two dam age values are listed, the first  is for one handed 
and the second is for two-handed use.  
 
Ad v en t u r in g  Eq u ip m en t  Cost  

Backpack (holds 4 stone)   2gp  
Barrel (20 gallon)   3sp  
Belladonna (1lb)   10gp  
Blanket  (wool, thick)   2gp  
Bir thwort  (1lb)   10gp  
Candle ( tallow, 1lb)   2sp  
Candle (wax, 1lb)   6sp  
Chest  ( ironbound, holds 20 stone)   22gp  
Com frey (1lb)   10gp  
Crowbar  1gp  
Flask of Oil (com m on, 1 pint )   3sp  
Flask of Oil (m ilitary, 1 pint )   2gp  
Garlic (1lb)   5gp  
Goldenrod (1lb)   10gp  
Grappling Hook  25gp  
Ham m er (sm all)   2gp  
Holy Sym bol  25gp  
Holy Water (1 pint )   25gp  
I nk (1 oz.)   8gp  
I ron Spikes (12)   1gp  
Lantern  10gp  
Lock  20gp  
Mirror (hand-sized, steel)   5gp  
Musical inst rument   25–100gp  
Pouch/ Purse (holds 1/ 2 stone)   5sp  
Pole, Wooden (10' long)   1sp  
Rat ions, I ron (one week)   1–6gp  
Rat ions, Standard (one week)   3sp–3gp  
Rope (50' length)   1gp  
Sack (small, holds 2 stone)   3sp  
Sack ( large, holds 6 stone)   8sp  
Spell Book (blank)   20gp  
Stakes (4)  and Mallet   3gp  
Tent   20gp  
Thieves’ Tools  25gp  
Tinder Box ( flint  & steel)   8sp  
Torches (6)   1sp  
Water/ Wine Skin  6sp  
Wolfsbane (1lb)   10gp  
Woundwart  (1lb)   10gp 
 
Food st u f f s Cost  

Ale/ Beer (cheap, 3 pints)  1cp 
Ale/ Beer (good, 1 pint )  2cp 
Bread (white, 4lb)  1sp 
Bread (wheat , 8lb)  1sp 

Bread (coarse, 12lb)  1sp 
Cheese (1lb)  5cp 
Cinnam on (clover, pepper, sugar)  (1lb)  3gp 
Dried Fruit  (1lb)  1sp 
Eggs (1 dozen)  5cp 
Meal (1 person, poor to feast )  1cp-10gp 
Meat  (beef, chicken, m ut ton, or pork, 1lb)  1sp 
Saffron (1lb)  15gp 
Wine (cheap, 1 pint )  2cp 
Wine (good, 1 pint )  1sp 
Wine ( rare, 1 pint )  5sp 
  
Liv est ock  Cost  

Chicken (3lb)  1sp 
Cow (550lb)  10gp 
Dog (hunt ing)  10gp 
Dog (war)  75gp 
Goat  (125lb)  3gp 
Hawk ( t rained)  20gp 
Pig (125lb)  3gp 
Sheep (80lb)  2gp 
  
Lan d  Tr an sp o r t  Cost  

Camel 100gp 
Caparison (warhorse)  20gp 
Cart  (sm all)  25gp 
Cart  ( large)  50gp 
Donkey 8gp 
Horses:   
     Heavy Draft  Horse 40gp 
     Heavy Warhorse 700gp 
     Medium  Draft  Horse 30gp 
     Medium  Riding Horse 40gp 
     Medium  Warhorse 250gp 
     Light  Riding Horse 75gp 
     Light  Warhorse 150gp 
Mule 20gp 
Ox (2,000lb)  40gp 
Saddle and Tack (draft )  5gp 
Saddle and Tack ( r iding)  10gp 
Saddle and Tack (war)  25gp 
Saddlebags ( leather)  5gp 
Stabling (draft / r iding horse, one night )  2sp-5sp 
Stabling (warhorse, one night )   5sp-1gp 
Wagon 200gp 
 
Clo t h in g  Cost  

Belt  /  Sash ( leather)  4sp 
Boots ( leather, low)  6sp 
Boots ( leather, high)  3gp 
Cassock (cler ic /  m age)  7gp 
Cloak ( fur- lined, winter)  15gp 
Cloak ( long, hooded)  1gp 
Dress (crafter /  freeholder)  4gp 
Dress (arm iger)  20gp 
Gown ( lady- in-wait ing /  noble)  100gp 
Gown (duchess)  1000gp 
Hat  (arm iger)  10sp 
Linen (cheap, 1 yard)  1gp 
Linen ( f ine, 1 yard)  7gp 
Robe (cler ic /  m age)  6gp 
Silk (1 yard)  15gp 
Sandals /  Shoes ( leather)  4sp 
Tunic and Pants (serf)  2gp 
Tunic and Pants (crafter /  freeholder)  4gp 
Tunic and Pants (arm iger)  20gp 
Tunic and Pants (noble)  100gp 
Wool (cheap, 1 yard)  6sp 
Wool ( fine, 1 yard)  6gp 
  
Mar i t im e Tr an sp or t  Cost  

Barge/ raft  1gp/ sq ft  
Boat  ( r iver)  4000gp 
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Boat  (sailing)  2000gp 
Canoe 40gp 
Galley ( large)  30,000gp 
Galley (small)  10,000gp 
Galley (war)  60,000gp 
Longship 15,000gp 
Sailing Ship ( large)  20,000gp 
Sailing Ship (small)  5,000gp 
Troop Transport  ( large)  40,000gp 
Troop Transport  (small)  10,000gp 
  
Lod g in g  Cost  

Cot tage (wood)  300gp 
I nn (one person, one night , slum )  1sp 
I nn, one person, one night , average)  5sp 
I nn (one person, one night , superb)  2gp 
Hut  (wat t le)  25gp 
Hut  (wooden)  50gp 
Townhouse (stone)  1,200gp 
  

 
 

Eq u ip m en t  Descr ip t ion s 
 
Ar b a lest :  An arbalest  is a heavy crossbow, pulled with the 
m echanical assistance of a rack and pinion or windlass. Histor ical 
examples include the late medieval arbalest  and the Three 
Kingdom s era Chinese heavy crossbow. 
 
Ax e, Bat t le :  This is a single-  or double-bit ted axe with a 24”  to 
48”  haft , designed for bat t le and useable with one or two hands. 
Histor ical examples include the Scythian sagaris, Vik ing bearded 
and skeg axe, Celt ic war axe, m edieval bat t le axe, and Persian 
tabarzin. 
 
Ax e, Gr eat :  This is a double-bit ted axe or long-shafted single-
bit ted axe, with a 48”  or longer haft , requir ing two-hands to use. 
Histor ical examples included the Greek double-bit ted labrys, 
Viking long bearded axe, and the English longaxe. Great  axes 
impose a -1 penalty on init iat ive rolls.  
 
Ax e, Han d :  This is a single-bit ted axe, with a 12”  to 24”  haft , 
balanced for throwing. Histor ical examples include the Frankish 
francisca, Am erican tom ahawk, and Afr ican m am bele and kasuyu. 
 
Back p ack :  A backpack has two st raps and can be worn on the 
back, keeping the hands free. I t  holds up to 4 stone (40lb) . 
 
Bal l i st a :  A siege weapon, powered either by com posite bow or 
torsion spr ing mechanism s, which hurls large bolts. Histor ical 
exam ples include the Greek oxybeles, Rom an ballista, and 
m edieval spr ingald. 
 
Bar d in g :  Barding is horse arm or m ade from  a variety of m aterials 
(see the descr ipt ions of each type of Arm or for details) . Histor ical 
exam ples include Byzant ine and Persian cataphract ’s barding and 
m edieval dest r ier ’s barding. 
 
Ban d ed  Pla t e  Ar m or :  Banded plate arm or is m ade of overlapping 
horizontal st r ips of lam inated m etal sewn over leather. I t  is 
comparable in protect ion to lamellar arm or, and superior to chain 

m ail.  Banded plate is com monly worn as a cuirass with shoulder 
protect ion, with reinforced leather protect ing the arm s and legs. 
The chief histor ical examples are Sum erian overlapping plate 
arm or and Rom an lor ica segmenta. 
 
Bel lad on n a:  Belladonna, also known as deadly nightshade, is a 
poisonous flower. A character  who eats a sprig of belladonna 
within one hour of being infected with lycanthropy m ay m ake a 
saving throw versus Poison to shake off the afflict ion. I f the 
character fails the saving throw, however, he dies from  the poison 
after one turn. Even if the poison is then neut ralized or the 
character is raised from  the dead, he will st ill be afflicted with 
lycanthropy, and further doses of belladonna will be of no use. 
 
Boat , Riv er :   This boat  is 20’ to 30’ long, has a “beam ”  (width)  of 
10’ to 15’, and has a “draft ,”  or surface depth, of between 2-3’ 
when in the water. Riverboats are rowed, or poles are used to 
push it  along. A r iver boat  requires at  least  1 rower as crew The 
cost  of the boat  increases by 1,000gp if it  has a roof. A r iverboat  
can carry 400 stone (4,000lb)  plus crew.  
 
Boat , Sa i l in g :   This sm all boat  has a single m ast , with a length of 
20’ to 40’, a beam of 10’ to 15’, and a draft  of 2’ to 3’. Sailing 
boats are pr im arily em ployed for fishing on lakes or coasts. A 
sailing boat  requires at  least  1 sailor as crew. A sailing boat  can 
carry up to 600 stone (6,000lb)  plus crew. 
 
Bo la:  These are throwing weapons m ade of weights on the ends 
of interconnected cords, designed to capture animals by 
entangling their legs. A character can use a bola to m ake a knock 
down or disarm  with a thrown at tack 
. 
Boo t s:  Low boots com e to m id-calf. High boots com e to the knee 
or thigh and are popular for r iding. 
 
Bow , Com p osi t e:  A com posite bow is a recurved bow m ade of 
lam inated wood, horn, and sinew. Com posite bows are t im e 
consum ing and expensive to craft  but  offer a bet ter combinat ion of 
m obility and power than longbows or shortbows. Histor ical 
examples include the Scythian horn bow, Chinese lam inated 
bam boo bow, Greek and Rom an com posite bow, Mongolian 
com posite bow, and Japanese yum i. 
 
Bow , Lon g :  A long bow is m ade from  a single piece of wood, as 
tall as the person who uses it .  Equal in range and power to m ore 
expensive com posite bows, longbows require substant ial st rength 
(STR 9 or m ore)  and cannot  be used by m ounted t roops. Histor ical 
examples include the ancient  I ndian longbow, the Nubian longbow, 
and the Welsh and English longbow. 
 
Bow , Sh or t :  A short  bow is m ade from  a single piece of wood, 
usually around 4’ tall.  Shortbows lack the range and power of 
either longbows or com posite bows, but  are cheap and fast  to 
m ake. Histor ical examples include the Neolithic short  bow and 
Com anche self bow. 
 
Can d les:  A candle dim ly illum inates a 5’ radius and burns for 1 
hour. Wax candles burn cleanly, but  tallow candles produce a foul 
sm elling smoke. Adventurers carrying tallow candles will never 
surprise creatures with keen olfactory senses. 
 
Can oe:   A canoe consists of fram e of light  wood wrapped with 
bark, hides, canvas, or other waterproofed covering. Canoes are 
pr imar ily used on r ivers and in swamps. Canoes have a 15’ length, 
5’ beam , ½ ’ draft , and can carry up to 60 stone (600lb)  (plus 
crew) . They can be carr ied overland by two people, at  a cost  of 5 
stone of encum brance. 
 
Car t , Sm al l :   A small cart  is an open, two-wheeled vehicle meant  
for personal t ransport . I t  m ay be pulled by one or two m ules. I f 
the cart  is pulled by only one mule, it  can t ransport  up to 40 stone 
at  60’ per turn, or up to 60 stone at  30’ per turn. I f pulled by two 
mules, it  can t ransport  up to 80 stone at  60’ per turn, or up to 120 
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stone at  30’ per turn. Carts m ay only m ove through deserts, 
m ountains, forests, or swam ps if a road is available. 
 
Car t , Lar g e:   A large cart  is an open, two-wheeled vehicle m eant  
for shipm ent . I t  m ay be pulled by one or two heavy horses. 2 
mules or medium horses can be subst ituted for 1 heavy horse. I f 
the cart  is pulled by only one heavy horse, it  can t ransport  up to 
80 stone at  60’ per turn, or up to 120 stone at  30’ per turn. I f 
pulled by 2 heavy horses, it  can t ransport  up to 160 stone at  60’ 
per turn, or up to 240 stone at  30’ per turn. Carts may only move 
through deserts, m ountains, forests, or swamps if a road is 
available. 
 
Cat ap u l t :  A catapult  is a siege weapon powered by either torsion 
or fixed counter-weight  m echanism s, which hurls rocks, burning 
pitch, or other project iles. Light  catapults inflict  3d6 damage in a 
5’ radius, while heavy catapults inflict  4d6 damage in a 10’ radius. 
Histor ical examples include the Rom an onager and m edieval 
m angonel and couillard. 
 
Ch ain  Ma i l  Ar m or :  Chain m ail is made of small m etal r ings linked 
together in a pat tern to form  a m esh. Chain m ail is super ior in 
protect ion to leather-based arm ors but  infer ior to m etal scale or 
plate- reinforced arm ors. Chain m ail is com monly worn as a shir t  
and coif, with lighter chain, r ing m ail,  or hardened leather 
protect ing the arm s and legs. Histor ical examples include Viking 
byrnies, Norm an mail, and Roman lor ica hamata. 
 
Cloak :  A cloak is a cloth, fur , or leather garment  of knee to ankle 
length, worn outdoors like an overcoat . Cloaks usually include a 
hood.  Adventurers often favor m ilitary cloaks, generally worn 
pinned on one shoulder for ease of m ovem ent  and access to a 
sword. 
 
Clu b :  A club is any sim ple bludgeon used to bat ter opponents. 
 
Cot t ag e:  A cot tage is a 20’ high, 30’ square wooden building with 
a thatched roof and earthen floor, suitable for a wealthy peasant  
fam ily. 
 
Cr ossb ow :  A crossbow is a bow m ounted cross-wise on a stock 
with a t r igger. I t  fires squat  project iles called bolts. Crossbows are 
light  enough to pull by hand or with a quick drawing lever and are 
m uch easier to use than bows. Histor ical examples are the Greek 
gast raphetes, Roman arcuballista, Chinese handheld crossbow, 
and m edieval crossbow and cavalry cranequin. 
 
Cr ow b ar :   A crowbar is 2’ -  3’ long and m ade of solid iron. This 
object  can be used for forcing doors and other objects open. 
 
Dag g er :  A dagger has a sm all 6”  -  12”  blade, either single-edged 
for cut t ing, or doubled edged for stabbing. Daggers m ay be used 
in m elee or for  throwing. Histor ical exam ples include the Asian 
kr is, m edieval poniard, Japanese tanto, Scot t ish dirk, and 
Renaissance st ilet to. Som e daggers have blades coated with silver 
for use against  enchanted creatures. 
 
Dar t :  A dart  is any small project ile designed to be thrown.  Most  
darts are f letched wooden shafts, ranging in length from  6”  to 2’ 
long, but  they m ay also be m etal spikes or stars. Histor ical 
examples include the Roman plumbata, Macedonian kest ros, and 
Japanese shuriken. 
 
Dog :  Hunt ing dogs are fast , lean hounds t rained to t rack and 
br ing down prey by working in packs. Most  hunt ing dogs can scent  
prey, giv ing them  the equivalent  of Tracking proficiency. War dogs 
are heavy, f ierce m ast iffs t rained to k ill on command. While 
dangerous, they are capable of great  loyalty to their masters when 
properly t rained. See the Mon st er s chapter  for gam e stat ist ics. 
 
Don k ey :  A donkey can carry its norm al load of 8 stone and m ove 
120’ per turn. A donkey can carry its maxim um load of 16 stone 
and m ove 60’ per turn.  

 
Fla i l :  This is a bludgeoning weapon der ived from  the agricultural 
flail with a st r ik ing head connected to the haft  by a flexible chain. 
Flails are useable with one or  two hands. Histor ical exam ples 
include the medieval ball-and-chain, Japanese rentsuru and 
nunchaku, and Chinese m eteor ham mer. 
 
Gal ley , Lar g e:   This is a large fully decked ship with a single 
m ast , one large square sail,  and m ult iple banks of oars. Large 
galleys are 120’ to 150’ length, 15’ to 20’ beam , and 3’ draft , and 
can carry up to 4,000 stone (40,000lb)  cargo in addit ion to its 
crew. A large galley is generally crewed by a captain, 50 m arines, 
20 sailors, and 180 rowers. Large galleys m ay be equipped with 
up to 2 light  catapults, one at  the bow and one at  the stern, and a 
naval ram . Catapults m ust  be bought  separately, while a naval 
ram  increase the cost  of the ship by 1/ 3. A heavy catapult  can 
subst itute for 2 light  catapults. A histor ical example is the 
Mediterranean t r irem e. 
 
Gal ley , Sm al l :   The small galley is sim ilar to the larger m odel, but  
smaller and lighter ;  length is 60’ to 100’, beam is 10’ to 15’, and 
draft  is 2’ to 3’. A sm all galley is generally crewed with a captain, 
20 m arines, 10 sailors, and 60 rowers. Besides the crew, the ship 
can carry 2,000 stone (20,000lb)  cargo. Sm all galleys may be 
equipped with up to 2 light  catapults, one at  the bow and one at  
the stern, and a naval ram  ( increase cost  by 1/ 3) . A histor ical 
exam ple is the Mediterranean birem e or penteconter. 
 
Gal ley , W ar :   War galleys are built  to serve as the flagship of a 
fleet . These m ighty ships have two m asts, full decks, a length of 
120’ to 150’, a beam 20’ to 30’, and draft  of 4’ to 6’. Their  crew 
consists of a captain, 75 mar ines, 30 sailors, and 300 rowers. All 
war galleys com e with a naval ram , a full deck over the rowers, 
and light  wooden towers r ising over the bow and stern. These 
plat forms are 10’ to 20’ square, r ising 15’ to 20’ above the deck. A 
war galley can be fit ted with up to 3 light  catapults, and can carry 
6,000 stone (60,000lb)  in addit ion to it s crew. A heavy catapult  
can subst itute for 2 light  catapults. A histor ical example is the 
Mediterranean quinquerem e. 
 
Gar l i c:  Garlic causes a vam pire to cr inge for 1d4 rounds if 
presented with confidence. 
 
Gr ap p l in g  Hook :  These large hooks are m ade of sturdy iron and 
can be used for anchoring a rope. The hook m ay be thrown or 
at tached m anually by a clim ber.  A successful at tack roll is 
required to throw a grappling hook onto a target . 
 
Ham m er  ( sm al l ) :  The sm all ham m er can be used for 
const ruct ion or  as a m allet  with iron or wooden spikes. I f used to 
fight , the small ham mer deals 1d4 dam age. 
 
Hat :  A hat  is a cap, fez, turban, or other headgear for protect ing 
the head from  the elem ents. 
 
Ho ly  Sy m b o l :  A cler ic is required to own a holy sym bol. These 
sym bols will be different  for each religion, but  they are often worn 
as a necklace.  
 
Ho ly  W at er :  Holy water is water that  has been blessed by a cler ic 
of 7th level or higher. I t  is used in som e church r ituals, and is a 
form idable weapon against  the undead, inflict ing 1d8 points of 
dam age for 2 rounds. Holy water cannot  retain its holy power if it  
is stored in any other container than the special v ials it  is placed in 
when blessed. 
 
Hor se, Heav y :  A heavy horse can carry it s norm al load of 40 
stone and move 120’ per turn. A heavy horse can carry it s 
m axim um  load of 80 stone and m ove 60’ per turn. Heavy horses 
are norm ally t rained for draft . Only a sm all percentage of the 
otherwise placid heavy horses can be t rained for war. A histor ical 
exam ple is the m edieval dest r ier (warhorse) . 
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Hor se, Lig h t :  A light  horse can carry its norm al load of 20 stone 
and move at  240’ per turn. A light  horse can carry it s maxim um 
load of 40 stone and move at  120’ per turn. Light  horses are 
t rained for r iding or war. Histor ical exam ples include the m edieval 
palfrey and jennet  ( r iding horse) , m edieval rouncey (warhorse) , 
and Mongolian and Turkom an horse.  
 
Hor se, Med iu m :  A m edium  horse can carry its norm al load of 30 
stone and move at  180’ per turn. A medium  horse can carry its 
m axim um  load of 60 stone and m ove at  up to 90’ per turn. 
Medium  horses are t rained for  draft , r iding, or war. Histor ical 
exam ples include the m edieval hackney (draft  or r iding horse) , 
m edieval courser (warhorse) , and Sarm at ian m edium  horse. 
 
Hu t :  A hut  is a 10’ square building with an earthen floor and 
thatched roof. Serfs, unskilled laborers, and other working poor 
generally live in such homely dwellings. 
 
I n k :  This is a small pot  of black ink. I nk can be purchased in other 
colors, but  it  costs twice as much. 
 
I n n :  An inn is an establishment  that  offers food, dr ink, lodging, 
and stabling. They are a com m on m eet ing place for adventurers. 
Slum inns are gambling dens, whorehouses, and flophouses, 
frequented by gam blers, har lots, and ruffians. Average inns 
include coaching inns, hostels, and t raveler ’s lodges designed for 
t ravelers and t raders. Superb inns are the preserve of wealthy 
m erchants and nobles. 
 
I r on  Sp ik es:  These sturdy pitons can be used to wedge doors 
open or spike them  shut  or to provide belaying points for ropes. 
 
Jav el in :  Javelins are short  spears, 3’ to 6’ long, designed for 
throwing. Histor ical examples include the Greek javelin, Rom an 
pilum  and verutum , ear ly m edieval angon, and Zulu assegai. 
 
Lam el lar  Ar m or :  Lamellar armor is made of small bronze, iron, 
or steel plates laced together in parallel rows with silk, leather 
thongs, or cot ton. I t  is sim ilar  to scale armor, from  which it  
evolved, and com parable in protect ion to banded arm or. Lam ellar 
is generally worn as a cuirass over light  chain or leather, and 
som et im es sewn to the backing. Lam ellar would also include 
leather lam es worn over chain. Histor ical exam ples include 
Mongolian lam ellar, m edieval br igandine and splinted arm or, 
Japanese o-yor i arm or, and Rom an lor ica squam ata. 
 
Lan ce:  Lances are long spears, 12’ to 16’ in length, designed for 
mounted warr iors. Despite their length, they are used one-
handed. Histor ical examples include the Greek xyston, Persian and 
Byzant ine kontos, and m edieval lance. Lances do double dam age 
when used to charge, but  impose a -1 penalty on init iat ive rolls. 
 
Lan t er n :   Lanterns are used in dungeon adventures to provide 
light . They burn one oil flask for each four hours, or 24 turns, and 
have an effect ive light  radius of 30’. Lanterns can be closed to 
hide the light  or protect  it  from  wind. 
 
Leat h er  Ar m or :  Leather arm or is m ade of hardened leather or 
lam inated linen. Leather arm or usually consists of spaulders 
(shoulder arm or) , cuirass, and tassets ( f laps cover ing the groin 
and thighs) . I t  is lighter but  less protect ive then more reinforced 
leather arm ors such as r ing m ail.  A histor ical example is 
Macedonian linothorax arm or. 
 
Li f eb oat :   Lifeboats typically have a 20’ length, 4’ to 5’ beam , and 
1’ to 2’ draft .  They are equipped with rat ions to feed 10 hum an-
sized beings for 1 week. The m ast folds down for storage of the 
lifeboat  on large ships galleys, where there are typically 2 to 3 
lifeboats. There are 1 or 2 lifeboats on small ships or galleys. 
Lifeboats weigh 50 stone (500lb)  and will take up this much 
weight , each, on a vessel. The lifeboat  it self is capable of holding a 
weight  of 150 stone (1,500lb)  in addit ion to crew. 
 

Lock :  This is a com mon iron lock with a key. More com plex locks, 
m ade m y highly skilled locksm iths, m ight  be available (Judge’s 
discret ion) ;  these im pose penalt ies on a thief’s proficiency throws 
to Open Locks. 
 
Lon g sh ip :   The longship is a graceful, light  ship with a single 
square-sailed mast , a 60’ to 80’ length, 10’ to 15’ beam, and 2’ to 
3’ draft . Longships can operate equally well on oceans, coasts, or 
r ivers, m aking them  ideal raiding vessels. The standard crew is a 
captain and 75 sailors, of which 60 m ay row when the wind is low. 
Longship sailors are generally  also m arines ( fighters) . I n addit ion 
to crew, longships are capable of holding a weight  of 2,000 stone 
(20,000lb) . A histor ical exam ple is the Viking drakkar.   
Mace:  A m ace is a bludgeoning weapon consist ing of a 2’ to 3’ 
wood or m etal shaft  and a heavy stone or m etal head, useable 
with one or two hands. Histor ical examples include the Egypt ian 
bronze-headed mace, medieval flanged mace, Persian horseman’s 
m ace, Russian pernach, and Slavic bulawa. 
 
Man acles:   These are used to bind hands or feet . Characters 
bound with m anacles can escape by m aking a proficiency throw to 
Open Locks. 
 
Mor n in g  St ar :  This is any type of large mace- liked weapon with a 
spiked metal head. Histor ical examples include the m edieval 
m orning star, Germ an chain-m orning star, English holy water 
sprinkler , Flem ish goedendag, and Japanese tetsubo. Any flails 
and m aces too large to be used one-handed can also be t reated as 
m orning stars. Morning stars im pose a -1 penalty on init iat ive 
rolls. 
 
Mir r o r :  A m irror can be used to check around corners and defend 
against  m onst rous gaze at tacks. A character  using a m irror to see 
his target  suffers a -2 penalty to at tack rolls, and cannot  use a 
shield, second weapon, or two-handed weapon. 
 
Mu le:  A m ule is the infert ile offspr ing of a horse and a donkey. I t  
can carry its norm al load of 20 stone and m ove 120’ per turn. A 
m ule can carry its m axim um  load of 40 stone and m ove 60’ per 
turn 
 
Net :  This is a round, weighted cast  net  designed to entangle and 
ent rap opponents. The chief histor ical exam ple is the net  of the 
Rom an ret iar ius. A character using a net  gets a + 2 bonus on 
appropriate com bat  m aneuvers. 
 
Oi l :  Com mon oil is burned in a lantern to give light . Com mon oil is 
usually olive oil, castor oil, or animal ext ract . Military oil is a 
weapon m ade of naphtha, and cannot  be easily doused with 
water . Military oil m ay be thrown at  m onsters, dealing 1d8 points 
of dam age for 2 rounds to the creature st ruck, or poured on the 
floor and ignited to delay pursuit .  
 
Ox :  An ox is a cast rated bull,  used for car t  dr iv ing. An ox can 
carry it s norm al load of 45 stone and m ove 60’ per turn. An ox can 
carry it s m axim um  load of 90 stone and m ove 30’ per turn. 
 
Plat e Ar m or :  Plate arm or is m ade from  large m etal plates worn 
over the chest  and vital areas. Chain m ail or other protect ive 
covering m ay cover exposed j oints. Plate arm or provides superior 
protect ion over banded plate and lam ellar , having larger plates 
sewn onto a st ronger backing. Histor ical examples include classical 
panoply ( if worn with arm  and leg arm or) , m edieval plate and m ail 
arm or, Middle Eastern m irror arm or, Eastern European plated 
mail, and Japanese tatam i-do. 
 
Po le, W ood en :  This pole is a shaft  of wood 10’ long and 2”  thick. 
Adventurers often carry 10’ poles to prod and poke areas that  
m ight  be t rapped, test  the st rength of ledges or floors, or m easure 
the depth of pools. 
 
Po le Ar m :  Pole arm s are two-handed slashing and piercing 
weapons with a m etal head and a long wooden shaft . Pole arm s 
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range in length from  6’ to 21’. Histor ical examples include the 
Thracian rhom phaia, Dacian falx, and Macedonian sarissa;  the 
medieval bill,  fauchard, glaive, guisarme, halberd, part isan, pike, 
ranseur, spetum, and voulge;  the Chinese gun dao;  and the 
Japanese bisento, nagam aki, and naginata. Pole arm s can be used 
to at tack from  the second rank in m elee, and inflict  double 
dam age when used in or against  a charge, but  im pose a -1 
penalty on init iat ive rolls. 
 
Pou ch / p u r se:  These are 6”  x 1’ bags of cloth or leather that  can 
contain half a stone (5lb) . They can be carr ied on a shoulder st rap 
or on a belt .  
 
Raf t :  A raft  is a float ing plat form  usually used for r iver cargo. 
Professionally built  rafts are called barges, and have raised edges 
to keep out  water, small wooden huts for shelter, and steering 
oars. Barges can be 30’ x 40’ in size, and can carry 500 stone 
(5,000 lb)  for each 10’ square. Makeshift  rafts are nothing more 
than crude plat form s of up to 20’ x 30’. Each 10’ square sect ion 
will only hold a weight  of 250 stone (2,500lb) . A makeshift  raft  
can be built  in 1 to 3 days for each 10x10 foot  raft  port ion. 
 
Rat ion s, I r on :   This food is dr ied and preserved to be carr ied on 
long voyages when securing other food m ay be uncertain. I t  will 
last  two months in the wilderness and a week in the foul 
condit ions of a dungeon. The cost  for iron rat ions will vary 
depending on quality . The cheapest  iron rat ions consist  of hard, 
dr ied salted biscuits. Bet ter rat ions included salted or pickled m eat  
and dried, pickled, or preserved fruit  and vegetables. 
 
Rat ion s, St an d ar d :   This food is fresh but  unt reated. I t  will last  
for a week in the wilderness;  it  spoils overnight  in dank dungeons.  
The cost  for this food will vary depending on quality . The cheapest  
standard rat ions include fresh bread, cheese, and lard. Bet ter 
standard rat ions will include bacon or other m eat , eggs, beans, 
and fresh fruit  and vegetables. 
 
Rin g  Mai l  Ar m or :  Ring m ail arm or is leather or padded arm or 
that  has a large num ber of sm all r ings sewn direct ly over the 
foundat ion garment . Unlike chain m ail, the r ings are not  physically 
inter locked with each other, so protect ion is infer ior. Ring m ail is 
closely related to scale arm or, which sews leather or horn scales 
onto the foundat ion garm ent , and provides com parable protect ion. 
Histor ical examples include Frankish r ing m ail, Asian r ing arm or on 
leather, and Renaissance eyelet  doublets. 
 
Rop e, 5 0 ’ :  This st rong rope, m ade of anim al hair , hem p, or 
sim ilar fibers, can bear 45 stone, the weight  of approximately 
three hum an-sized beings. 
 
Sack , Lar g e:  This is a 2’ x 4’ burlap, cloth, or leather bag that  can 
contain 6 stone (60lb) . I t  is norm ally carr ied over the shoulder and 
dropped when com bat  begins. 
 
Sack , Sm al l :   This is a 1’ x 2’ burlap, cloth, or leather bag that  
can contain 2 stone (20lb) . I t  is often t ied to a belt  or spearhead. 
 
Sad d le  Bag :   This is a long pocketed leather sack that  can 
contain 3 stone (30lb) . 
 
Sad d le  &  Tack :  This includes a leather and wooden saddle with 
metal fastenings, a leather and metal br idle and bit , and st irrups.  
Draft  saddle and tack is used to harness to a cart  or wagon or 
carry saddle bags;  it  cannot  be used for r iding. Riding saddle and 
tack is designed for the r ider’s com fort . Military saddle and tack is 
designed for stability during com bat . A character in com bat  
without  a m ilitary saddle m ust  save v. Paralysis every t im e he is 
dealt  dam age or be knocked off the horse. 
 
Sai l in g  Sh ip , Lar g e:   This large, seaworthy ship has as m any as 
3 square-sailed masts, with a 100’ to 150’ length, 25’ to 30’ beam, 
and 10’ to 12’ draft . I t  has at  least  one full deck and the bow and 
stern are raised “cast les”  that  give archers a super ior field of fire. 

The crew for a large sailing ship is a captain and 20 sailors. I t  can 
carry 30,000 stone (300,000lb)  of cargo in addit ion to crew. Up to 
2 light  catapults can be m ounted on a large sailing ship. Histor ical 
exam ples include the Rom an cladivata and the m edieval round 
ship. 
 
Sai l in g  Sh ip , Sm al l :   This ship is m uch like the larger version, 
but  has one m ast , a 60’ to 80’ length, 20’ to 30’ beam, and 5’ to 8’ 
draft . Crew consists of a captain and 12 sailors. I n addit ion to the 
crew, it  can carry 10,000 stone (100,000lb)  of cargo. Histor ical 
exam ples include the Rom an corbita, the Viking knarr, and the 
medieval cog. 
 
Sap :  A sap consists of a heavyweight  m aterial wrapped inside a 
leather sack. Used as a weapon, it  provides a + 2 bonus to com bat  
m aneuvers m ade to knock out  opponents. 
 
Sca le  Ar m or :  Scale arm or consists of m any sm all leather, cuir  
bouilli,  or horn scales at tached to a backing m aterial of cloth or 
leather. Scale arm or usually consists of a corselet  or hauberk worn 
with leather or padded cloth. I t  is lighter than lamellar arm or, 
which uses metal scales or lames over leather, and comparable to 
r ing m ail.  Histor ical exam ples include Scythian scale arm or, 
Egypt ian scale arm or, and ear ly m edieval scale arm or. 
 
Sh ield :  A character with a shield equipped has his Arm or Class 
increased by 1 point . A shield does not  protect  a character that  is 
ret reat ing or being at tacked from  behind, however. 
 
Sh oes:  Sim ple leather shoes or sandals are suitable for walking 
long distances. 
 
Sl in g :  A sling is a project ile weapon, m ade of braided flax, hem p 
or wool cord, used to hurl sm all stones or lead bullets. Slings were 
used by all arm ies of the ancient  wor ld. Histor ical exam ples 
include the Hebrew shepherd’s sling and Greek peltast ’s sling. 
 
Sp ear :  Wooden shafts, 6’ to 8’ in length, with m etal heads 
designed for thrust ing, spears are the m ain weapon of the 
com m on soldier. Spears can be used one-  or two-handed. 
Histor ical examples include the Hoplite doru, the m edieval winged 
spear, and the Japanese yari.   Characters arm ed with spears can 
at tack from  the second rank in melee and inflict  double damage 
when used in or against  a charge. 
 
Sp el l  Book  ( Blan k ) :   A spell book has 100 pages of parchment , 
and each spell takes up one page per spell level (one page each 
for 1st  level spells) . These books can be used by an arcane 
spellcaster for recording spells. 
 
St af f :  A staff is a com m on weapon m ade from  a st ick of hardwood 
4’ to 6’ long, and used two-handed. (A one-handed staff is a club.)  
Histor ical examples include the English quarterstaff, Japanese bo 
st ick, and Chinese gun. 
 
St ak es an d  Mal le t :  These 18”  sharpened wood shafts are carr ied 
by adventures to dest roy vam pires. 
 
Sw or d :  The classic weapon of knights and k ings, the sword 
includes st raight  and curved slashing and thrust ing blades of 30”  
to 40”  in length useable with one or two hands. Histor ical 
exam ples include the Rom an spatha, Viking sword, m edieval 
knight ly sword and falchion, Japanese katana, and Chinese j ian 
and dao. 
 
Sw or d , Sh o r t :  The short  sword includes st raight  and curved 
slashing and thrust ing blades, generally less than 30”  in length, 
meant  to be used with one hand. Histor ical examples include the 
Egypt ian khopesh, Greek xiphos, Rom an gladius, Japanese 
wakizashi, Arab scim itar , Persian shamshir ,  Turkish yatagan, and 
I ndian talwar. 
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Sw or d , Tw o- Han d ed :  The two-handed sword includes st raight  
and curved slashing and thrust ing blades, 40”  or m ore in length, 
requir ing two hands to use effect ively. Histor ical examples include 
the medieval longsword, the Renaissance zweihänder, Scot t ish 
claym ore, Japanese no-dachi, and Chinese zhanm adao. Two-
handed swords impose a -1 penalty on init iat ive rolls. 
 
Th iev es’  Too ls:   Thieves’ tools include long metal picks and 
probes, f ine wires, t iny saws, m iniature ham m ers, and an 
assortm ent  of skeleton keys. Thieves’ tools are required to m ake 
proficiency throws to Open Locks and Find/ Remove Traps. 
 
Tin d er b ox :  This is a t inderbox used to star t  fires. Light ing a torch 
with flint  and steel takes a full round, and light ing any other fire 
with them takes at  least  that  long. 
 
Tor ch :  Torches are 1’ to 2’ long pieces of wood t ipped with pitch. 
A torch burns for six turns (1 hour) , clear ly illum inat ing a 30’ 
radius. I f a torch is used in com bat , it  deals 1d4 dam age. 
 
Tow n h ou se:  A townhouse is a 30’ square two-story building with 
a wooden floor  and stairs and thatched roof. Wealthy yeom en, 
master craftsm en, merchants, and other professionals m ight  live 
in such a dwelling. 
 
Tr oop  Tr an sp or t , Lar g e:   This is a large sailing ship reinforced 
for war and m odified to carry addit ional t roops. I t  can carry 50 
m arines in addit ion to it s normal com plem ent  of 20 sailors. 
 
Tr oop  Tr an sp or t , Sm al l :  This is a small sailing ship reinforced 
for war and m odified to carry addit ional t roops. I t  can carry 25 
m arines in addit ion to it s normal com plem ent  of 12 sailors. 
 
W ag on :  This is a four-wheeled, open vehicle for t ransport ing 
heavy loads. Generally , two or four heavy horses draw a wagon. 
Two m ules or m edium  horses can be subst ituted for one heavy 
horse. I f the wagon is pulled by two heavy horses, it  can t ransport  
up to 160 stone at  60’ per turn, or 320 stone at  30’ per turn. I f 
the wagon is pulled by four heavy horses, it  can t ransport  up to 
320 stone at  60’ per turn, or up to 640 stone at  30’ per turn. A 
wagon can m ove at  a sim ilar speed and condit ions as a cart . 
 
W ar h am m er :  A warhamm er is a bludgeoning weapon with a 2’ to 
3’ wooden or m etal shaft  and a broad m etal head shaped like a 
ham mer. I t  is designed for crushing arm or, and useable with one 
or two hands. The chief histor ical example is the late m edieval 
warham m er. 
 
W at er sk in / W in esk in :   This container, m ade of hide or preserved 
anim al bladder, will hold 2 pints (1 quart )  of fluid. 
 
W h ip :  This is a long, single- tailed whip of the sort  used to herd 
cat t le. Used as a weapon, it  provides a + 2 bonus to com bat  
m aneuvers m ade to disarm  or knock down opponents. 
 
W ol f sb an e:  Wolfsbane (dr ied aconite f lowers)  m ay drive off 
werewolves and other lycanthropes if a character st r ikes the 
m onster in hand- to-hand com bat  with the sprig. I f the lycanthrope 
fails a saving throw versus Poison, it  m ust  flee as if turned. 
 

Eq u ip m en t  Av ai lab i l i t y  ( Op t ion al )  
Adventurers m ay som et im es wish to purchase equipment  in 
greater volum e than the town they are in can handle. This is not  
norm ally a concern when characters are just  beginning their  
career. But  if experienced adventurers decide they want  to use a 
dragon’s hoard to equip all their  followers with fur cloaks (15gp 
each)  and purchase a dozen heavy warhorses (750gp each)  with 
plate barding (600gp each) , they m ay find such goods are sim ply 
unavailable in the quant it ies they desire!  
 
Mar k et  Classes:  The amount  of equipm ent  available for purchase 
is determ ined by the pr ice of the equipm ent  relat ive to the size of 

the m arket  he adventurers are in. A m arket  can be anything from  
a village’s hum ble fair  to a city-state’s outdoor bazaar to the ports 
of a m ajor m et ropolis. Markets are rated by Market  Class from  I  to 
VI , which rate their  size and im portance. 
 
The vast  m ercant ile hubs of em pires, with urban populat ions of 
100,000 or more, const itute Class I . Major ports, nat ional capitals, 
and other large cit ies of 25,000 or m ore inhabitants const itute 
Class I I . Provincial capitals and medium-sized cit ies of 8,750 to 
25,000 inhabitants m ake up Class I I I .  Small cit ies and large towns 
of 3,000 to 8,750 inhabitants make up Class I V. Small towns and 
large villages of 1,250 to 3,000 inhabitants are Class V. Any 
village of 1,250 inhabitants or less is Class VI . 
 
Bu y in g  Eq u ip m en t :  The Equipment  Availabilit y by Market  Class 
table shows how m any units of any piece of equipm ent  are 
available in each type of m arket  each m onth. Som e values will 
indicate a percentage chance;  this is chance of one unit  being 
present  at  all in any given m onth. 
 
Note that  the values given are the number of each specif ic item , 
not  the total number of item s at  that  pr ice level. For instance, a 
Class I V m arket  will have 5 swords, 5 bat t le axes, and 5 of each 
other item  pr iced at  2-10gp. Mult iple small items sold as a bundle 
(such as 12 spikes, 6 torches, 20 arrows, etc)  count  as one item  
for purposes of the Equipm ent  Availabilit y table. 
 
Eq u ip m en t  Av a i lab i l i t y  b y  Mar k et  Class  

Pr ice Class 

I  

Class 

I I  

Class 

I I I  

Class 

I V 

Class 

V 

Class 

VI  

1gp or less 1,700 585 260 65 30 10 
2gp-10gp 100 30 15 5 1 1 
11-100gp 15 5 2 1 25%  10%  
101-
1,000gp 

7 2 1 25%  10%  5%  

1,001-
10,000gp 

2 1 25%  10%  5%  1%  

10,001gp 
or m ore 

10%  5%  2%  NA NA NA 

 
Com m ission in g  Eq u ip m en t :  I f equipm ent  the adventurers 
desire to purchase is not  available, they may com mission it  to be 
created. The advantage of com m issioning equipment  is that  m ore 
equipm ent  can be com m issioned than is available as inventory;  
t reat  the equipment  as if it  were one pr ice category less expensive 
to calculate the volum e available. The disadvantage of 
com missioning equipm ent  is that  it  is not  im mediately available. 
Buildings and vehicles, which can be built  by large groups, are 
const ructed at  a rate of 1 day per 500gp value. Anim als take 1 
day per 1gp value to find and t rain. Other equipment  takes 1 day 
per 5gp value. 
 
EXAMPLE:  Cythea is in Voynich, a city of 20,000 (Class I I I  
m arket ) . She wants to buy a war galley (60,000gp) , medium 
warhorse (250gp) , 2 suits of plate arm or (60gp each) , 20 swords 
(10gp each) , 100 bundles of 6 torches (1sp each)  and 200 flasks 
of oil (3sp each) . A Class I I I  m arket  has 260 units of any 
equipm ent  pr iced 1gp or less, so she finds the 100 bundles of 6 
torches and 200 flasks of oil without  problem . A Class I I I  m arket  
has only 15 units of any equipment  pr iced 10gp or less, so only 15 
swords are available. Since she needs the weapons to equip her 
m en, she set t les on 15 swords and 5 bat t le-axes. A Class I I I  
m arket  has 2 units of equipm ent  pr iced at  11-100gp and 1 unit  at  
101-1,000gp, so she is able to buy the 2 suits of plate arm or and 
m edium  warhorse. There is only a 5%  chance of a war galley 
being available, and the GM rolls a 42;  Cythea cannot  find that  
type of ship in Voynich this m onth. 
 
Cythea is in urgent  need of a war galley, so she decides she’d like 
to com m ission a shipwright  to build one. Since Cythea is 
com missioning the war galley, the GM checks for availabilit y as if 
the war galley were one pr ice category less expensive, put t ing it  in 
the 1,001-10,00gp row. There is a 25%  chance that  a war galley 
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could be com m issioned in Voynich this m onth. The GM rolls a 17 
on 1d100, so a shipwr ight  is available. I t  will take 120 days for the 
war galley to be finished (60,000gp /  500gp per day) . 

Buying and Selling Magic Item s 
I n any cam paign, adventurers will seek to buy and sell m agic 
item s. Microlite81 assumes that  the market  for magic item s is 
illiquid and inefficient . Most  m agic item s found by adventurers 
were created long ago, and are of dubious or igin and uncertain 
ownership history, which dr ives their  pr ice down. The m ajor ity of 
m agic item s created during the cam paign are assum ed to be for 
m age’s personal use and research, or com missioned pieces 
created for except ionally wealthy pat rons. The Magic I tem  
Transact ions by Market  Class table governs buying and selling 
m agic items. 
 
Mag ic I t em  Tr an sact ion s b y  Mar k et  Class Tab le  

Pr ice Class 

I  

Class 

I I  

Class 

I I I  

Class 

I V 

Class 

V 

Class 

VI  

1gp or less 1,700 585 260 65 30 10 
2gp-10gp 100 30 15 5 1 1 
11-100gp 15 5 2 1 25%  10%  
101-
1,000gp 

7 2 1 25%  10%  5%  

1,001-
10,000gp 

2 1 25%  10%  5%  1%  

10,001gp 
or m ore 

10%  5%  2%  NA NA NA 

 
Sel l in g  Mag ic I t em s:  Adventurers can sell magic items they 
have m ade for twice the base cost  to make the item . (Magic items 
m ade from  a form ula or sam ple can thus com m and a great  
m argin! )  Adventurers can sell ident ified m agic item s found, 
discovered, looted, or otherwise acquired for the base cost  to 
make the item . The difference in selling pr ice reflects the 
difference in value between an item  of known m ake and 
authent icity and an item  of dubious or igin and uncertain 
ownership history. 
 

I n order to sell one or m ore m agic items, the adventurer m ust  be 
in a m arket  of sufficient  size. The num ber of potent ial buyers for 
magic items in a month will be determ ined by the pr ice of the 
item s and the market  class within which they are sold. 
 
EXAMPLE:  Using a form ula, Nicodemus and his assistants m ade 4 
scrolls of fireball (base cost  1,500gp)  at  a cost  of 750gp each. 
Quintus has a henchman take these to sell them in Voynich (a 
Class I I I  m arket ) . There is a 25%  chance of a buyer for one scroll 
each m onth, at  a pr ice of 3,000gp each. Nicodem us also asks his 
henchman to sell a sword + 2 (base cost  15,000gp)  he found in an 
evil crypt . The sword + 2 will sell for 15,000gp. There is a 25%  
chance of a buyer for the sword each month. After four months, 
Nicodemus’ henchman returns with 27,00gp – 12,000gp from the 
scrolls and 15,000gp for the sword. 
 
Bu y in g  Mag ic I t em s:  Adventurers can buy m agic items for twice 
the base cost  to m ake the item . I n order to buy m agic items, the 
adventurer m ust  be in a m arket  of suff icient  size. The num ber of 
potent ial sellers of magic items in a month will be determ ined by 
the pr ice of the items and the m arket  class within which they are 
sold.  Magic items are generally available only in small quant it ies, 
even in large m arkets. 
 

EXAMPLE:  Cythea is about  to set  out  on an adventure from  
Voynich. She decides to buy pot ions of healing (base cost  500gp) . 
Stopping by the local Temple of the High Sun, she finds one pot ion 
for sale for 1,000gp. Later , Cythea t ravels to the great  city of 
Vultan (Class I  m arket ) . There she can buy 7 pot ions of healing for 
1,000gp each, and even 2 pot ions of ext ra-healing (base cost  
2,000gp)  for 4,000gp each. 
 

Com m ission in g  Mag ic I t em s:  On occasion, adventurers may 
com mission powerful spellcasters to create m agic items on their 
behalf. Spellcasters powerful enough to create m agic item s for 
hire can only be found in Class I  m arkets, or  through adventures.  
The advantage to com m issioning a m agic item  is that  the item  can 
be m ade exact ly to the adventurer’s specif icat ion. The 
disadvantages are cost  and t im e. The base cost  and t im e required 
to create a magic item  is listed on the Magic I tem  Creat ion table in 
the Magic Research sect ion. The adventurer com missioning the 
item  will be responsible up front  for paying the base cost  and the 
cost  of any precious m ater ials, and for providing any required 
special components. I f the spellcaster successfully completes the 
item , the adventurer will then be charged an addit ional fee equal 
to 7,000gp per month, or twice the base cost , whichever is 
greater . 
 
EXAMPLE:  Cythea hires a m age to create a suit  of plate arm or + 3 
(base cost  35,000gp, base t ime 8 m onths) . After descr ibing the 
elaborate appearance she dem ands, Cythea pays 35,000gp. She 
also pays for 30,000gp worth of precious m ater ials to be used in 
the item s const ruct ion, to help ensure its successful creat ion (and 
to make it  look spectacular) . Finally, she delivers the special 
com ponent , the iron hides of 25 gorgons, to the m age. When the 
m age com pletes the arm or 8 m onths later, Cythea pays him  an 
addit ional 70,000gp ( twice the base cost ) . Cythea has spent  
135,000gp on her armor, enough to build a keep.  
 

Hir e l in g s, Hen ch m en , Mer cen ar ies, an d  

Sp ecia l i st s 
I n addit ion to buying equipm ent , adventurers m ay also spend 
their  m oney to hire various NPCs, known as h i r e l in g s, to assist  
them . There are three types of hirelings. Hen ch m en  are NPC 
sidekicks, com panions, and associates. Henchmen are typically 
very loyal and are willing to take reasonable r isks;  in part icular, 
they are the only sort  of hireling who will generally accom pany an 
adventurer into a dungeon, lair , or ruin. Mer cen ar ies  are hired 
soldiers, and will guard, pat rol, and otherwise serve in wilderness 
set t ings, but  only as part  of a larger force, not  an adventur ing 
group. Sp ecia l ist s  are hired indiv iduals who have a part icular 
t rade or who have special knowledge. These individuals are 
usually hired for a specific task.  

Hirelings 
While adventurers often wish to hire as m any hirelings as they can 
afford, hirelings are not  available in unlim ited numbers. I ndeed, in 
small v illages or remote outposts, they may be not  available at  all.  
As with equipment , the am ount  available will be determ ined by 
the m ar k et  class within which the adventurers are recruit ing 
hirelings. The Hir e l in g  Av a i lab i l i t y  b y  Mar k et  Class  table shows 
how m any of each type of henchman, m ercenary or specialist  is 
available in each type of market . Some values will indicate a 
percentage chance;  this is chance of that  type of hireling being 
present  at  all.  One half of the hirelings ( rounded up)  becom e 
available within the first  week the adventurers enter the m arket . 
One quarter ( rounded down, m inim um  1)  becom e available during 
the second week. The rem ainder of the hirelings becom e available 
in the third week. 
 
EXAMPLE:  Cythea is in Voynich, a city of 20,000 (Class I I I  
m arket ) . She wants to hire a sage to decipher a st range book, and 
a com pany of heavy infant ry. There is a 33%  chance of 1 sage 
being present ;  unfortunately, the GM rolls a 98, and Cythea can’t  
find one available. Her search for the heavy infant ry goes bet ter, 
as the GM’s roll of 3d10 yields 22. Cythea finds 11 of these in his 
first  week of searching, 5 m ore in his second week, and the 
remaining 6 in his third week. 
 
PCs m ay som et im es find potent ial hirelings while on adventures. 
Otherwise, in order to find hirelings, the PCs must  carouse in 
pubs, post  not ices of help wanted, hand out  fliers, and seek out  
adventuring com panies, m ercenary brotherhoods, or professional 
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guilds. These act ivit ies cost  m oney. Each week that  the 
adventurers are in the m arket  for hirelings, they m ust  pay the fee 
listed on the table below. This fee is per type of hireling. 
 

Mar k et  

Class 

Cost  Per  W eek  

Per  Hi r e l in g  Ty p e 

I  1d6+ 15gp 
I I  1d10+ 10gp 
I I I  1d8+ 5gp 
I V 1d6+ 3gp 
V 1d6gp 
VI  1d3gp 

 
Hirelings are recruited through negot iat ion. The GM plays the roles 
of the NPCs the PCs at tempt  to hire. The PCs will have to explain 
what  the job entails and the rates of pay. Henchmen are typically 
hired for a share of t reasure (at  least  15%  of the em ployer 's 
incom e)  and m onthly fee for food, lodging and expenses (based 
on level, see below) . Mercenaries and specialists are typically 
hired for a flat  m onthly fee, which varies depending on the type of 
specialist  or m ercenary (see below) . Henchmen, mercenaries, and 
specialists will have equipment  appropriate to their profession, 
class, or level. Adventurers m ay provide addit ional equipm ent  to 
their  hirelings.  
 
Hir in g  Av a i lab i l i t y  b y  Mar k et  Class  

 Class 

I   
Class 

I I  
Class 

I I I  
Class 

I V  
Class 

V  
Class 

VI  

Mer cen ar ies       
Lig h t  I n f an t r y  4d100 5d20 5d10 3d4 1d6 1d2
Heav y  I n f an t r y  2d100 5d10 3d8 1d8 1d3 1 

(85% )  
Cr ossb ow m an  2d100 5d10 3d8 1d8 1d3 1 

(85% )  
Mou n t ed  

Cr ossb ow m an *  

3d20 4d4 2d4 1d2 1 
(75% )  

1 
(25% )  

Bow m an   8d20 4d10 2d10 1d6 1d2 1 
(70% )   

Lon g b ow m an   4d20 2d10 1d10 1d3 1 1 
(33% )  

Lig h t  Cav al r y   4d20 2d10 1d10 1d3 1 1 
(33% )  

Hor se Ar ch er s  3d20 4d4 2d4 1d3 1 
(70% )  

1 
(23% )  

Med iu m  

Cav al r y  

3d20 4d4 2d4 1d2 1 
(70% )  

1 
(23% )  

Heav y  Cav al r y   4d10 1d10 1d6 1d2 
(50% )  

1 
(50% )  

1 
(15% )  

Cat ap h r act  

Cav al r y   

3d10  1d8 1d4 1d2 
(33% )  

1 
(40% )  

1 
(10% )  

W ol f  Rid er s*   3d10  1d8 1d4 1d2 
(33% )  

1 
(40% )  

1 
(10% )  

Sp ecia l ist s       
Alch em ist  1d10 1d3 1 1 

(33% )  
1 
(15% )  

1 
(5% )  

An im al  

Tr a in er  –  

Com m on  

5d10 2d6 1d6 1d2 1 
(65% )  

1 
(20% )  

An im al  

Tr a in er  –  

Ex o t i c 

1d10 1d3 1  1 
(33% )  

1 
(15% )  

1 
(5% )  

Ar m or er  3d10  2d4 1d4 1 1 
(40% )  

1 
(15% )  

En g in eer  1d10 1d3 1  1 
(33% )  

1 
(15% )  

1 
(5% )  

Healer  5d10 2d6 1d6 1d2 1 
(65% )  

1 
(20% )  

Healer  –  

Ph y sick er  

3d10  2d4 1d4 1 1 
(40% )  

1 
(15% )  

Healer  –  

Ch i r u g eon  

1d10 1d3 1  1 
(33% )  

1 
(15% )  

1 
(5% )  

Mar in er  –  

Cap t a in  

4d6 1d6 1d3 1 
(80% )  

1 
(33% )  

1 
(10% )  

Mar in er  –  

Nav ig at o r  

5d10 1d12 1d6 1d2 1 
(60% )  

1 
(45% )  

Mar in er  –  

Sai lo r / Row er  

4d100 5d20 5d10 3d4 1d6 1d2 

Ru f f ian  –  

Car ou ser  

4d100 5d20 5d10 3d4 1d6 1d2 

Ru f f ian  –  

Foo t p ad  

5d20 4d6 2d6 1d3 1d2 1 
(40% )  

Ru f f ian  -  

Reci t er  

5d20 4d6 2d6 1d3 1d2 1 
(40% )  

Ru f f ian  -  Sp y  2d10 1d6 1d3 1 
(65% )  

1 
(25% )  

1 
(10% )  

Ru f f ian  -  Th u g  5d20 4d6 2d6 1d3 1d2 1 
(40% )  

Sag e 1d6 1d2 1 
(65% )  

1 
(15% )  

1 
(5% )  

None 

Sp el lcast er  - - - - -   Varies by Spell Level - - - -  

Hen ch m en        
Nor m al  Men  4d100 5d20 4d8 3d4 1d6 1d2 
Lev el  1  5d10 2d6 1d4 1d2 1 

(65% )  
1 
(20% )  

Lev el  2  3d10  2d4 1d3 1 1 
(40% )  

1 
(15% )  

Lev el  3  1d10 1d3 1 
(85% )  

1 
(33% )  

1 
(15% )  

1 
(5% )  

Lev el  4  1d6 1d2 1 
(45% )  

1 
(15% )  

1 
(5% )  

None 

* Mounted crossbowm en are only found in Dwarven set t lements. 
Wolf Riders are only found in Chaot ic-aligned set t lem ents. 
 
After the offers are m ade, the GM will m ake a r eact ion  r o l l  of 
2d6 on the React ion to Hir ing Offer table to decide the potent ial 
henchman’s react ions, m odified by the prospect ive em ployer’s 
Charism a bonus or penalty The GM m ay apply any other 
adjustm ents he or she feels are appropriate (a bonus of + 1 for 
higher- than-average pay, signing bonuses, or equipment ;  a -1  
 
Ref u se an d  slan d er  m eans that  all fur ther react ion rolls m ade 
toward that  adventurer in the given town or region will be at  a 
penalty of -1 due to unkind words said by the NPC to his fellows.  
I f the adventurer t r ies again in a different  town, the penalty does 
not  apply. Ref u se simply means the NPC declines the offer. 
 
I f a Tr y  ag ain  result  is rolled, the potent ial hireling is reluctant , 
and needs m ore convincing;  the adventurer m ust  “ sweeten”  the 
deal in order to get  an addit ional roll,  such as by offer ing m ore 
pay, a m agic item , or other appealing suggest ion.  I f the 
adventurer m akes no bet ter offer, t reat  Tr y  ag ain  as a Ref u sa l  
result .  
 
Accep t  m eans that  the NPC has agreed to becom e the character ’s 
hireling for the stated term s. Accep t  w i t h  é lan  m eans the offer is 
accepted with very good spir it ,  and the hireling’s m orale rolls 
receive a bonus of + 1 penalty if the adventurer offers poor term s 
or a very r isky job) . 
 
React ion  t o  Hi r in g  Of f er  

Ad j u st ed  Die  Ro l l  Resu l t  

2-  Refuse and slander 
3-5 Refuse 
6-8 Try Again 
9-11 Accept  
12+  Accept  with élan 

Henchm en 
Henchm en should be rolled up with ability scores, classes, hit  
points, and equipment , just  like player characters. Henchmen are 
typically hired for a share of t reasure (at  least  15%  of the 
em ployer 's incom e)  and a m onthly fee for food, lodging and 
expenses. A henchmen’s monthly fee is based on his level, as 
noted on the Henchm en Monthly Fee table, below. 
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Hen ch m en  Mon t h ly  Fee  

Class 

Lev el  
Mon t h ly  W ag e 

( g p )  
Class 

Lev el  
Mon t h ly  W ag e 

( g p )  

0  12 8 3,000 
1  25 9 7,250 
2  50 10 12,000 
3  100 11 35,000 
4  200 12 60,000 
5  400 13 145,000 
6  800 14 350,000 
7  1,600   

 
When they are hired, potent ial henchm en should be of lower level 
than their  em ployer.  A first  level character can only hire norm al 
men as henchmen;  second level characters can only hire first  level 
characters;  and so on. There is no way for the henchm en to 
direct ly know the level of the PC em ployer, but  if a henchman ever 
concludes he is m ore powerful than his em ployer, it  is cause for an 
im mediate Henchman Loyalty roll ( see below) . Note that  
henchm en of greater than 4 th level are not  generally for hire on 
the market , though they can somet im es be found on adventures. 
 
Mor a le:  All henchmen have a m orale score, which is generally 0 
plus the em ployer 's Charism a bonus or penalty. This rat ing can be 
adjusted at  the GM’s discret ion. I t  can be increased if the PC has 
been part icular ly good to the henchm an, or reduced if the PC has 
been cruel or cont rary to his word. 
 
Morale rolls are m ade each t im e the henchm an suffers a calam ity. 
A calam ity includes suffer ing an energy drain, a curse, a m agical 
disease, or being near ly killed (GM’s discret ion) . I n addit ion, the 
GM should m ake a m orale roll for each henchm an at  the end of 
each adventure whenever the henchman has leveled up, to 
determ ine if the henchman st r ikes off on his own or rem ains with 
the adventurer .  The GM will roll 2d6 on the Henchman Loyalty 
table, adding the henchm an’s m orale, to decide how the 
henchman responds to the recent  events.  The GM m ay apply 
adjustm ents to this roll,  probably no m ore than + / -2, if the 
henchman is part icular ly well or poorly paid. 
 
Hen ch m en  Mon t h ly  Fee  

Ad j u st ed  Die  Ro l l  Resu l t  

2-  Host ility  
3-5 Resignat ion 
6-8 Grudging Loyalty 
9-11 Loyalty 
12+  Fanat ic loyalty 

 

Host i l i t y  means that  the henchman will leave the service of the 
character , and will consider him  a r ival and enem y in the future. 
The henchman can never be at t racted to the character’s employ 
again. A result  of Resig n at ion  m eans the henchm an will leave the 
character’s em ploym ent , but  he bears no ill will to his form er 
m aster , and could be recruited to work for the character again in 
the future.  
 
Gr u d g in g  Loy a l t y  means the henchman is reluctant  to cont inue 
in the character’s service, but  sees no bet ter  opt ions. I f the 
character does not  m ake any improvem ents to the term s of 
service, the henchman’s next  loyalty roll will be at  a -1 penalty. 
 
Loy al t y  means that  the NPC will cont inue in the character’s 
service with enthusiasm. Fan at ic Loy a l t y  means the henchman 
has becom e a dedicated and sworn servant  of the character. All 
future m orale rolls will be at  + 2. 
 
A henchman’s m orale score is perm anent ly decreased by 1 each 
t im e he suffers a calam ity, and perm anent ly increased by 1 each 
t ime he gains a level while in the adventurer ’s service. 
 
A player character m ay hire at  m ost  4 henchm en, adjusted by the 
character 's Ch ar ism a  bonus or penalty.  Any at tem pts to hire 

m ore than this num ber of henchmen will cause the character to 
lose one of his exist ing henchmen. Mercenar ies and specialists do 
not  count  toward a character’s m axim um  num ber of henchmen, 
since they do not  require the sam e level of personal loyalty. 
 
Ex p er ien ce:  Henchmen gain exper ience when they part icipate in 
adventurer ;  however, as they are under the com mand of a player 
character , only one-half of a share of XP is allocated to each 
henchman.  See Ear n in g  Ex p er ien ce f r om  Ad v en t u r es ,  below, 
for an exam ple. 

Mercenaries 
Mercenar ies are generally hired to garr ison a st ronghold or wage 
war in m ilitary campaigns. Mercenar ies will not  accompany their  
em ployers on highly dangerous adventurers such as dungeon 
explorat ion unless they becom e h en ch m en .  The GM should 
determ ine what  const itutes a m ilitary campaign and what  
const itutes an adventurer depending on the overall circum stances. 
 
The Mercenary Troop Type table below list  the typical wages of 
m ercenary types based on type. The costs listed are the 
m ercenar ies’ wages only. The cost  of arm orers to m ake and repair  
t roop arm or and weapons, stablehands to groom  horses, caravans 
to provide supplies while in the field, and other m iscellaneous 
expenses are not  included. Mercenaries in garr ison need only be 
paid their  wages, but  m ercenaries on cam paign will expect  a share 
of m ilitary plunder in addit ion to wages. 
 

 GP W ag e p er  Mon t h  
Mer cen ar y  Tr oop  Ty p e Man  Dw ar f El f Gob l in Or c

Peasant  (spear)  3 -  -  -  -  
Light  I nfant ry (spear, 
shield, leather)  

6 -  10 2 4 

Heavy I nfant ry (spear, 
sword, shield, chainmail)  

12 20 24 -  6 

Crossbowm an (heavy 
crossbow, dagger, 
chainmail)  

12 24 -  -  8 

Mounted Crossbowm an 
(crossbow, chainmail, mule)  

-  45 -  -  -  

Bowm an (short  bow, 
dagger, leather)  

15 -  30 6 9 

Longbowm an ( long bow, 
sword, chainm ail)  

30 -  60 -  -  

Light  Cavalry ( lance, shield, 
leather, light  warhorse)  

30 -  60 -  -  

Horse Archers (composite 
bow, scim itar, leather, light  
warhorse)  

45 -  90 -  -  

Medium Cavalry ( lance, 
shield, chainm ail, m edium 
warhorse)  

45 -  -  -  -  

Heavy Cavalry ( lance, 
sword, shield, plate, barded 
m edium  warhorse)  

60 -  -  -  -  

Cataphract  Cavalry 
(composite bow, sword, 
shield, plate, barded 
m edium  warhorse)  

75     

Wolf Riders (spear, leather, 
shield, dire wolf)  

-  -  -  15 -  

 

Mer cen ar y  Ty p e Base Mor a le  

Peasants, conscript  m ilit ia -2 
Barbarians, auxiliar ies -1 
Men-at -arms 0 
Cavalry, elite m en-at -arms + 1 
Elite cavalry + 2 
Fanat ics, berserkers + 4 

 
Mercenar ies have m orale like henchm en, but  m ercenary m orale is 
based on their t raining and equipment  rather than the personal 
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m agnet ism  of their em ployers. Mercenar ies m ay have addit ional 
bonuses or penalt ies to m orale based on working condit ions. I f the 
m ercenar ies are being killed frequent ly or subjected to other 
abuses, m orale will be low. I f the m ercenar ies are enjoying r iches 
and excitem ent , it  m ight  be higher. All of these factors are 
considered by the GM. 

Specialists 
Below are several possible specialists and typical monthly pay 
rates. This list  is not  exhaust ive, and the GM may create more 
kinds of specialists as needed.  
 
Alch em ist  (250gp/ month) :  Alchem ists are valuable specialists 
because they dedicate their expert ise to creat ing pot ions and 
other concoct ions. They m ay work as assistants to m ages to help 
them create pot ions. They m ay also research new pot ions as if 
they were 5 th level mages, but  at  twice the base t ime and cost . 
See Magic Research. 
 
An im al  Tr a in er  (25gp to 250gp/ m onth) :  Characters wishing to 
r ide hippogriffs or em ploy carnivorous apes as guards will need 
the assistance of an anim al t rainer.  The lowest  cost  above is for a 
standard anim al t rainer, able to t rain one type of “norm al”  anim al 
such as warhorses;  those able to t rain m ore than one sort  of 
anim al, or to t rain m onsters such as hippogriffs, are m ore 
expensive to hire. The GM decides how long an anim al m ust  be 
t rained, based on the nature of the t raining. I t  will take a 
m inim um  of 1 m onth to tam e a wild animal. Likewise it  takes a 
m inim um  of one m onth to teach an already tam e animal one 
behavior . After the f irst  m onth, an animal has become accustomed 
to a t rainer and can be taught  addit ional behaviors at  half the t im e 
per behavior. I f t raining is interrupted, all t im e already spent  on 
that  part icular behavior is lost .  
 
I f an anim al is being tam ed and the t im e is interrupted, the animal 
will rebel and cannot  ever be tam ed. I n som e cases, animal 
t raining m ay take years, a fact  that  adventurers m ay find 
inconvenient  as well as expensive.  A single anim al t rainer can 
t rain and m anage no m ore than 6 anim als at  a t im e. Once an 
anim al is fully t rained and put  into service the animal t rainer won't  
be needed to handle it  any longer. 
 

Ar m or er  (75gp/ m onth) :  Each m onth, an arm orer can m ake 40gp 
worth of weapons, arm or, or shields. I n addit ion to being hired for 
producing weapons and arm or, armorers must  be hired at  the 
frequency of 1 per 50 t roops in order m aintain fix arm or and 
weapons. Arm orers m ay be assisted by up to two journeymen 
(25gp/ m onth)  and four apprent ices (5gp/ month) . An armorer with 
one journeyman and two apprent ices produces 100gp per m onth 
and can maintain 125 t roops;  an armorer with two journeymen 
and four apprent ices produces 160gp per m onth and can m aintain 
200 t roops. 
 
En g in eer  (250gp/ month) :  Engineers plan and oversee large 
const ruct ion projects, such as building st rongholds. The num ber of 
engineers required is based on the value of the project . A 
m inim um  of 1 engineer is needed, with an addit ional engineer per 
100,000 gp value of the project . For example, if a project  is 
60,000gp it  will require 1 engineer, and if it  is 200,000gp it  will 
require 2 engineers. Hum an engineers usually handle large 
aboveground st ructures, while dwarves are usually hired for 
underground const ruct ion.  
 

 

Healer  (healer  1gp/ day/ pat ient , physicker 2gp/ day/ pat ient , 
chirugeon 4gp/ day/ pat ient ) :  Healers are t rained to t reat  wounds 
and diagnose illnesses. Being t reated by a healer requires clean, 
sanitary condit ions and bed rest . A pat ient  under t reatm ent  of any 
healer regains an ext ra 1d3 hit  points per week. I n addit ion, 
physickers can non-m agically  neut ralize poison, cure disease, or 
cure light  wounds with a skill roll of 18+  once per day per pat ient . 
Highly skilled chirugeons can non-magically neut ralize poison, cure 
disease, or cure ser ious wounds with a skill roll of 14+  once per 
day per pat ient . A normal healer can t reat  up to three pat ients per 
day, a physicker can t reat  up to four pat ients per day, and a 
chirugeon can t reat  up to five pat ients per day. 
 
Mar in er  ( rowers, 3gp/ month;  sailors 6gp/ m onth;  navigator 
25gp/ m onth;  captain 100gp/ m onth) :  Rowers are unskilled normal 
hum ans who m an oars of vessels. Sailors are skilled norm al 
hum ans who can handle a ship. The navigator understands how to 
read charts and navigate based on inst rum ents and the posit ion of 
the stars. He is required any t im e a ship will venture beyond sight  
of a coast . A captain is required for any large ship, is skilled like a 
sailor, and has m ore int im ate knowledge of the part icular coasts 
he frequents. I n general, all such characters are norm al m en, and 
are not  arm ored;  they will usually be arm ed with clubs, daggers, 
or shortswords. 
 
Ru f f ian  (carousers, 6gp/ m onth;  footpads, 25gp/ m onth;  reciters, 
25gp/ m onth;  spy 125gp/ m onth;  thug 25gp/ m onth) :  Ruffians are 
specialists in pet ty cr ime. Carousers are 0 th level brawlers and 
hoodlums that  populate inns and taverns. Reciters are 1st level 
bards. Footpads are 1st level thieves. Spies are 4 th level thieves. 
Thugs are 1st level assassins. Ruffians are hired on a m onthly 
basis. They can be used as enforcers or m uscle, or sent  on various 
hij inks,  such as assassinat ing, carousing, spying, stealing, or 
t reasure-hunt ing. Ruffians hired for hij inks receive a success fee in 
addit ion to a m onthly wage, and will expect  their  em ployer to bail 
them out  of t rouble should they be caught . Ruffians will not  go on 
adventures unless recruited as henchmen, but  m ay gain XP from  
hij inks. Ruffians who advance in level from  successful hij inks will 
earn higher wages;  use the Henchm en Monthly Fee table for high 
level ruffians. Ruffians m ay or m ay not  be reliable, and could stab 
the hir ing character in the back (m aybe literally ! ) . 
 
Sag e (500gp/ month) :  Sages are rare;  they usually specialize in a 
subject  area, such as a sage specialist  in dragons. Sages m ay be 
consulted for inform at ion. I f the informat ion is part icular ly difficult  
to obtain, it  will cost  the characters ext ra. Characters m ay have to 
pay the m onthly rate in addit ion to any other supplies the sage 
needs to research their quest ion. The GM will decide these costs. 
Despite the special knowledge sages have, they are occasionally 
wrong when it  com es to part icular ly obscure quest ions. The GM 
will decide what  quest ions are obscure and the probability of 
achieving a wrong answer. I f the characters receive a wrong 
answer, they may not  realize it !  
 
Sp el lcast er  (Various) :  Spellcasters are arcane and divine casters 
retained to cast  a spell for an adventuring party. Most  often these 
are cler ics asked to cast  cure disease, rem ove curse, raise dead, 

and so on, but  mages may be sought  out  from  t im e to t ime as 
well. The Spell Availability by Market  table shows how many divine 
and arcane spellcasters capable of cast ing a given spell level can 
be found in any given m arket . Each spellcaster will be able to cast  
a spell of the given level once per day. The cost  per cast ing is 
listed for each spell level as well. Just  because a spellcaster can be 
found does not  m ean he will cast  a spell for the adventurer – he 
m ust  st ill be recruited through negot iat ion. Cler ics will never cast  
spells for adventurers of opposite alignm ent , and m ay charge 
double if the adventurers do not  belong to their faith.  
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Sp el l  Av a i lab i l i t y  b y  Mar k et  Class  

 
EXAMPLE:  Cythea has been slain, while her companions 
(Nicodem us, Sal, and Bran)  have been infected with lycanthropy in 
a bat t le with wererats. The adventurers t ravel to the town of 
Voynich (a Class I I I  m arket )  to seek raise dead for Cythea and 
cure disease for the rest  of the party. The GM rolls on the Spell 

Availabilit y by Market  Table to determ ine the availabilit y of these 
spells. 
 
Cure disease is a 3rd level spell, so the GM rolls 1d3 to determ ine 
how many spell cast ings are available. Unfortunately, he rolls a 1, 
so only one cure disease spell is available each day. Raise Dead is 
a 5th level spell, so the GM rolls 1d2-1. He scores another 1, -1, 
yielding 0. No raise dead spells are available in town at  all!  The 
adventurers m ust  decide whether to stay in town the three days 
necessary to get  everyone cured of lycanthropy, or to press on 
im mediately to t ry to find a cler ic who can raise Cythea. 
 

Po ison  
This sect ion describes different  poisons that  can be int roduced into 
the campaign. They are part icular ly important  if the assassin class 
is in play, but  poisons can be used to m ake foes m uch m ore 
form idable or to add addit ional dangers through unlabeled and 
m yster ious pot ions, or poisoned t raps and food. 

Poison Basics 
When a character takes dam age from  an at tack with a poisoned 
weapon, touches an item  sm eared with contact  poison, consumes 
poisoned food or dr ink, or is otherwise poisoned, he m ust  m ake a 
saving throw versus poison. I f he fails, he dies or takes the 
poison’s dam age. Even if he succeeds, he m ay face dam age. 
One dose of poison sm eared on a weapon or some other object  
affects just  a single target . A poisoned weapon or object  retains its 
venom  unt il the weapon scores a hit  or the object  is touched 
(unless the poison is wiped off before a target  com es in contact  
with it ) . Unless otherwise determ ined by the Gam em aster, any 
poison sm eared on an object  or exposed to the elements in any 
way remains potent  unt il it  is touched or used. Poisons are divided 
into four basic types according to the m ethod by which their 
effects are delivered, as follows. 
 
Con t act  ( CT) :  Touching poison necessitates a saving throw. I t  
can be delivered via a weapon or other physical at tack. Even if the 
at tack causes no physical dam age, the poison m ay affect  the 
target . An object  can be sm eared with contact  poison as a t rap. 
 
I n g est ed  ( I G) :  I ngested poisons are v ir tually impossible to 
ut ilize in a com bat  situat ion. I t  could be adm inistered to an 
unconscious creature or som eone m ay be dupes into consum ing 
som ething poisoned. 
 
I n h a led  ( I H) :  I nhaled poisons are usually contained in fragile 
vials or eggshells. They can be thrown as a ranged at tack just  as 
when throwing flasks of oil. When it  st r ikes a hard surface (or is 
st ruck hard) , the container releases it s poison. One dose spreads 
to fill the volum e of a 10’ cube. Each creature within the area 
m ust  m ake a saving throw. Holding one’s breath is ineffect ive 
against  inhaled poisons;  they enter the body through the nasal 
m em branes, tear ducts, and other parts of the body. 
 
I n j u r y  ( I N) :  This poison m ust  be delivered through a wound. I f a 
creature does not  suffer dam age from  an at tack, the poison does 
not  affect  it .  Traps that  cause dam age from  weapons, needles, 
and the like som et im es contain injury poisons. 
 
The character ist ics of poisons are sum marized on the Poison 
Table. Terms on the table are defined below. 
 
Class:  This is an abst ract  ident if ier for a specif ic poison. I t  does 
not  suggest  anything about  the ingredients, as any num ber of 
form ulas m ight  produce sim ilar effects. 
Ty p e:  The poison’s m ethod of delivery;  contact  (CT) , ingested 
( I G) , inhaled ( I H) , or via an injury ( I N) . 
Sav e Ad j u st m en t :  Som e poisons are weaker or st ronger than 
others, and saving throws are m odified accordingly. 
On set :  The amount  of t im e it  takes for the poison to take effect . 
Fai led  Sav e Dam ag e:  The damage the character takes 
im mediately upon failing his saving throw against  this poison. 

Sp el l  

Ty p e 

an d  

Lev el  Cost  I   I I  I I I  I V V VI  

Div in e-

1 st  l ev e l  

10gp 2d3 
x100 

4d4 
x10 

5d10 4d6 2d6 1d6 

Div in e-

2 n d  

lev e l  

40gp 8d10 4d6 2d6 2d3 1d3 1d2 

Div in e-

3 r d  lev e l  

150gp 2d6 2d3 2d3 1d2 1d2-
1 

-  

Div in e-

4 t h  l ev e l  

325gp 2d6 2d3 2d3 1d2 1d2-
1 

-  

Div in e-

5 t h  l ev e l  

500gp 1d6 1d4 1d4 1d2-
1 

-  -  

Ar can e-

1 st  l ev e l  

5gp 2d4 
x100 

2d10 
x10 

2d4x10 3d10 2d6 1d4 

Ar can e-

2 n d  

lev e l  

20gp 2d6 
x10 

6d6 2d6 2d4 1d4 1d2 

Ar can e-

3 r d  lev e l  

75gp 4d6 2d6 2d3 1d4 1d2 -  

Ar can e-

4 t h  l ev e l  

325gp 2d4 2d3 1d4 1d2 1d2-
1 

-  

Ar can e-

5 t h  l ev e l  

1,250gp 1d4 1d4 1d2 -  -  -  

Ar can e-

6 t h  l ev e l  

4,500gp 1d3 1d3 1d2-1 -  -  -  
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Sav e Dam ag e:  The am ount  of hp dam age the character suffers 
even if the save versus poison succeeds. 
Pr ice:  The cost  in gp of one dose (one vial)  of the poison. I t  is not  
possible to use or apply poison in any quant ity sm aller than one 
dose. The purchase and possession of poison is always illegal, and 
even in big cit ies it  can be obtained only from  specialized, less 
than reputable sources. 

Perils of Using Poison 
A character has a 5%  chance of exposing him self to a poison 
whenever he applies it  to a weapon or otherwise readies it  for use. 
A character that  rolls a natural 1 on an at tack roll with a poisoned 
weapon m ust  succeed in a DEX at t r ibute check or he poisons 
him self and m ust  m ake a save versus poison. Assassins are 
t rained in the use of poisons and there is no chance an assassin 
will poison him self when em ploying it  in any way. 
 

POI SON TABLE 

 

 

Class 

 

 

Ty p e 

 

Sav e 

Ad j . 

 

 

On set  

Fa i led  

Sav e 

Dam ag e 

 

Sav e 

Dam ag e

 

 

Pr ice 

1 CT + 2 2d4 
rounds 

10 0 20 

2 CT + 1 1d6+ 1 
rounds 

20 0 80 

3 CT -  1d4 
rounds 

30 10 800 

4 CT -1 1d2 
rounds 

40 15 2,000 

5 CT -2 1 round death 30 4,000 
6 I G + 4 2d4 

rounds 
20 10 6 

7 I G + 3 1d4+ 1 
rounds 

30 15 35 

8 I G + 2 1d2 
rounds 

40 20 220 

9 I G + 1 1 round death 25 520 
10 I G -  1d4 

turns 
death 30 1,200 

11 I H + 3 1d4 
rounds 

5 0 5 

12 I H + 2 1d2 
rounds 

10 5 25 

13 I H + 1 1 round 15 7 35 
14 I H -  instant  20 10 150 
15 I H -1 instant  death 15 1,200 
16 I N + 4 2d4+ 1 

rounds 
15 0 15 

17 I N + 3 1d3 
rounds 

25 0 75 

18 I N + 2 1 round 35 0 650 
19 I N + 1 1 round death 0 1,700 
20 I N -  instant  death 10 2,500 

 
There is a chance that  a target  in close proxim ity to poison will 
detect  it s presence due to its appearance, smell, or taste, before it  
is significant ly contacted. The chance is related to the save 
adjustm ent  of each poison. Poisons with + 4 have an 80%  
probability of detect ion;  + 3, 60% ;  + 2, 40% , + 1, 20% . 
 
 
 
 
 
 
 
 
 
 
 
 
  



M I CROLI TE8 1  ADVANCED 1 .0  SI LVER        -  5 1  -  

ADVENTURI NG 

B/ X Con v en t ion s 
Alm ost  any m aterial you com e across for B/ X or other ear ly 
edit ions of the world’s m ost  popular roleplaying gam e can be used 
in Microlite81 with lit t le modificat ion. However, there are som e 
descr ipt ive convent ions that  B/ X used that  m ay need explanat ion.  
 
Tim e Con v en t ion s:  B/ X talks about  t ime in term s of rounds 
(combat  rounds)  and turns. A round was 10 seconds and a turn 
was 10 m inutes, so there were 60 rounds in a turn. 
 
Mov em en t / Dist an ce Con v en t ion s:  B/ X gave distances in 
inches. When underground or in buildings or the like, one inch 
equaled 10 feet . When outdoors, however, one inch was 10 yards. 
Yes, this meant  spell and weapon ranges were greater outdoors 
than indoors. Normal human movem ent  (when carefully explor ing)  
was 12”  per m ove, with two m oves per turn. Carrying too m uch 
weight  cut  this down to 9”  or even 6” . Running m ovem ent  was 
double the above. 
 
Descen d in g  Ar m or  Class:  B/ X and other pre-SRD edit ions used 
a descending Arm or Class system  where an unarm ored character 
was AC 9 (AC 10 in som e edit ions)  and bet ter arm or used lower 
num bers (e.g. AC 5 was Chain, AC 2 was plate) . Magic arm or 
could even have a negat ive arm or class. Microlite81 uses the 
ascending Arm or Class system used in the OGL SRD. I f you have 
old adventures using the original descending AC system  and wish 
to use them , it  is easy to convert  descending ACs to ascending 
ACs.  
 
Unarm ored AC is 9:  I f the adventure is for B/ X (or other edit ion 
where the unarm ored AC is 9) , subt ract  the descending AC listed 
in the adventure from  19 to get  the ascending AC used by 
Microlite81.  
 
Unarm ored AC is 10:  I f the adventure is for 1e or 2e (where the 
unarm ored AC is 10) , subt ract  the descending AC listed in the 
adventure from  20 to obtain the ascending AC used by Microlite81. 
 

Du n g eon  Ex p lo r at ion  
Explor ing dungeons is an iconic part  of old school roleplaying 
games. The guidelines in this sect ion will help the GM run 
adventures in dungeons, cast les, caverns, and other “ indoor”  
spaces. 
 
Lig h t :  Hum ans and m any other races require a light  source (or 
m agical ability)  to see in the dark. Torches, lanterns, etc. will 
produce lim ited areas of light  (generally 20 feet  of br ight  light  and 
a further 10 feet  of dim  light ) , but  they also m ake it  easy for 
monsters to see the party com ing, making surpr ise impossible. 
Torches can be blown out  by st rong gusts of wind (d6 roll:  blown 
out  on a 1 or 2) . Lanterns use flasks of oil as fuel, and a lantern 
can burn cont inuously on 1 flask of oil for 24 turns (4 hours) . 
Torches burn cont inuously for 6 turns (1 hour)  before burning out . 
Most  monsters liv ing in a dungeon have infravision or som e other 
m eans of seeing in the dark;  however these m ethods do not  work 
in the presence of a light  source. 
 
Seein g  Mon st er s:  Unless surprised, characters will see m onsters 
when they are 2d6 x 10 feet  apart . Surpr ise distance is 1d3 x 10 
feet . 
 
W an d er in g  Mon st er s:  The GM should roll 1d6 every 2 turns for 
wander ing m onsters (m ore often if the party is m aking a lot  of 
noise or otherwise at t ract ing at tent ion) . On a roll of 1, wandering 
m onsters stum ble across the party from  a random  direct ion and 
distance. 

Av o id in g  Mon st er s:  Unintelligent  monsters normally 
automat ically at tack. I ntelligent  monsters may follow their orders, 
m ake a react ion check, autom at ically at tack, etc. depending on 
circum stances. Unless surpr ised a party m ay t ry to flee to avoid a 
bat t le. Monsters will generally pursue if there is less than 120 feet  
between the two groups. Monsters will only pursue around a 
corner or through a door on roll of 1 or 2 on a d6 (1 if a secret  
door is used) . Fire will deter many monsters. Food will dist ract  
many monsters:  unintelligent  monsters 90%  of the t ime, sem i-
intelligent  monsters 50%  of the t im e, intelligent  monsters 10%  of 
the t ime. Treasure may also dist ract  m onsters:  unintelligent  
monsters 10%  of the t ime, sem i- intelligent  monsters 50%  of the 
t ime, and intelligent  monsters 90%  of the t ime. All chances may 
be adjusted by the GM depending on circum stances. These sam e 
rules determ ine how m onsters will pursue if the characters 
disengage and ret reat  (or rout )  from  a bat t le. 
 
Rest :  One turn in six m ust  be sent  in rest  or all characters suffer 
a -1 to all d20 rolls and to dam age rolls per rest  m issed. Tim e 
spent  searching is not  t im e spent  rest ing. 
 
Door s:  Dungeons often have m any doors, som e secret  and others 
obvious. Many are locked, and a thief will need to at tem pt  to pick 
locks. However, characters can at tem pt  to break a door down. I n 
this case, the player rolls 1d6. A result  of 2 or less m eans the door 
has been broken down. St rength adjustm ents apply, but  no 
m at ter what  the adjustm ent  there m ust  always be a chance of 
success or failure. Bonuses cannot  take the success range above 5 
or below 1 on 1d6. 
 
Players will somet imes want  their character  to listen at  a door to 
hear any noises beyond. Again, the GM rolls 1d6. A roll of 1 
results in success, and a roll of 1 or 2 succeeds for dem i-hum ans 
due to their  keen hearing. A thief has specially t rained for this 
task, and succeeds on a roll of 1-2 (Level 1-4) , 1-3 (Level 5-8) , 1-
4 (Level 9-12) , and 1-5 (Level 13+ ) . This at tempt  may only be 
m ade one t im e at  any door by a character. Note that  som e 
creatures, such as undead, do not  m ake noise. 
 
Tr ap s an d  Tr ap  Det ect ion :  A t rap will usually spr ing on a d6 roll 
of 1 or 2 when a character passes over or by them  or otherwise 
t r iggers them . 
 
Characters of all classes can search for non-m agical t raps. All 
characters except  dwarves and thieves can succeed in spot t ing a 
t rap on a roll of 1 on 1d6. Dwarves succeed on a roll of 1 or 2 on 
1d6. Thieves are specially t rained for this task, and succeed on a 
roll of 1-2 (Level 1-4) , 1-3 (Level 5-8) , 1-4 (Level 9-12) , and 1-5 
(Level 13+ ) . Players m ust  declare that  their  characters are 
act ively looking for t raps, and they m ust  be looking in the r ight  
place. This roll m ay only be m ade once in a part icular locat ion, 
and it  takes 1 turn per effort  m ade. Since the GM rolls the dice, 
the player never know if the roll failed or if there sim ply is no t rap 
in the area searched. 
 
Secr et / H id d en  Doo r s:  Secret  (and hidden)  doors can only be 
spot ted if characters are specifically looking for them . The GM rolls 
1d6 when a player declares that  his character is looking for secret  
doors. A result  of 1 on 1d6 is a success, except  that  elves have 
bet ter vision and succeed on a roll of 1 or 2 on 1d6. Thieves are 
specially t rained for this task, and succeed on a roll of 1-2 (Level 
1-6) , 1-3 (Level 7-10) , and 1-4 (Level 11+ ) . A character can only 
at tem pt  to look for secret  doors once in any given area, and it  
takes 1 turn. A second at tem pt  cannot  be m ade in the sam e area. 
On a roll of 1 on 1d6 an Elf will not ice a secret  door even if he is 
not  act ively searching for secret  doors. Since the GM rolls the dice, 
the player never know if the roll failed or if there sim ply is no door 
in the area searched. 
 

W ild er n ess Ex p lo r at ion  
Explor ing the wilderness is an iconic part  of old school roleplaying 
games. The guidelines in this sect ion will help the GM run 
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adventures in the great  outdoors, whether explor ing new lands or 
sim ply go from  one place to another along well- t ravelled routes. 
 
Tim e an d  W i ld er n ess Mov em en t :  The wilderness is not  
cram ped like in a dungeon, and characters can usually see further 
ahead and not  be as wary of obstacles. For this reason, m ovem ent  
is m easured in yards rather than feet  in the wilderness.  
 
A character that  could move 120’ per turn in a dungeon can move 
120 yards (360’)  per turn in the wilderness. Further, characters 
can m ove, per day, their  m ovem ent  rate divided by 5 in m iles per 
day. So a character that  moves at  120 ( feet  or yards, depending 
on environm ent )  can move 24 m iles in the wilderness per day. I t ’s 
likely that  not  all characters will have the same movement , so if 
they wish to stay together they m ust  m ove as fast  as the slowest  
character . Also note that  the num ber of m iles characters can m ove 
in 1 day presented here assum es a clear t rail and easy t ravel. 
Other condit ions will reduce the distance t raveled in a day by 
fract ions, as detailed below. 
 

Ter r a in  Mov em en t  Mod i f ier  

Desert , hills, wooded areas -1/ 3 
Thick jungle, swamps, mountains -1/ 2 
Road t ravel, clear wide t rails + 1/ 2 

 
For exam ple, if  characters can t ravel 24 m iles normally, but  are 
following roads, they can t ravel 36 m iles a day (24 +  12) . I f they 
are t raveling through swampy land, they t ravel 12 m iles (24 – 12)  
per day. Furthermore, certain kinds of terrain can slow t ravel at  
the GM’s discret ion, such as if the characters have to cross 
canyons, large r ivers, or other format ions. I n addit ion to these 
condit ions that  can influence t ravel rates, characters m ay engage 
in a forced m arch. A forced m arch is a day of hard, t ir ing t ravel, 
but  increases t ravel speed by + 1/ 2. However, the characters m ust  
rest  for 24 hours after a forced m arch. Otherwise, dur ing 
wilderness t ravel the characters have to rest  one day per six days 
of t ravel. Weather can also affect  t ravel rates or even prevent  safe 
t ravel altogether. 
 
Missile weapon and spell ranges are m easured in yards in the 
wilderness also, but  note that  areas of effect  rem ain the sam e for 
spells and other effects. 
 
Unless there is an encounter, the GM will direct  players through 
t im e in increm ents of days while t raveling in the wilderness. When 
an encounter occurs, t im e is m easured in rounds. Unlike in 
dungeons, wilderness adventures do not  often m easure t im e in 
turns. 
 
Seein g  Mon st er s:  Unless surprised, characters will see m onsters 
when they are 4d6 x 10 yards apart . Surpr ise distance is 1d3 x 10 
yards. 
 
W an d er in g  Mon st er s:  The GM should roll 1d6 every day of 
t ravel for wandering m onsters. I f the party is cam ping, an 
addit ional roll should be m ade at  night . I f a wander ing m onster is 
indicated ( roll var ies by terrain, see terrain table below) , 
wander ing m onsters stumble across the party from  a random  
direct ion and distance. At  night , the GM should random ly 
determ ine which watch is on duty when the at tack is made. 
 
Av o id in g  Mon st er s:  Unintelligent  monsters normally 
automat ically at tack. I ntelligent  monsters may follow orders, 
m ake a react ion check, autom at ically at tack, etc. depending on 
circum stances. Unless surpr ised a party m ay t ry to flee to avoid a 
bat t le. Monsters will generally pursue so long as the party can be 
detected, there is a 50%  chance monsters faster than the party 
will catch it  (30%  chance for m onsters about  as fast  as the party)  
in each hex t raveled through. Woods or swam p reduce the chance 
of being caught  by 25% . Monsters will pursue into another hex on 
the map 50%  of the t ime. The chase cont inues unt il combat  
occurs or the m onsters break off. The party m ust  rest  for  one-half 
day for each hex t ravelled during a pursuit . All chances m ay be 

adjusted by the GM depending on circumstances. These sam e 
rules determ ine how m onsters will pursue if the characters 
disengage and ret reat  (or rout )  from  a bat t le. 
 
Becom in g  Lost :  A group t ravelling off a well-marked t rail or road 
without  an accurate m ap or a knowledgeable guide m ay becom e 
lost . The chance of becom ing lost  is rolled on a d6 and depends on 
the type of terrain the party is in (see table below) . I f lost ,  the 
party actually m oves in a random  direct ion but  believes they have 
moved in the direct ion intended.  
 

Ter r a in  Ty p e  Ch an ce Lost  Ch an ce o f  En cou n t er  

Plains 1 1 
Woods 1-2 1-2 
Forest  1-3 1-2 
River 1 1-2 
Swam p 1-3 1-3 
Hills 1 1-2 
Mountains 1-2 1-3 
Desert  1-3 1-2 

 
St r on g h o ld s:  Characters m ay encounter a st ronghold during their  
wilderness t ravels. I f the GM decides the characters pass near a 
cast le or other kind of st ronghold, he can roll on the following 
table to random ly determ ine how any pat rol that  spots them m ight  
react . These rolls m ay be m odified one way or another if the 
characters are act ing suspicious, or if they are approaching 
peacefully and potent ially with offer ings. 
 

Ru ler    React ion  ( 1 D6 )  

Class Level Pat rol Type I gnore Chase Friendly 
Cler ic 6+ 1d8 Lt  mounted, 2d6 1-2 3-4 5-6 
Dwarf 8+ 1d4 Hvy infant ry, 2d6 1-4 5 6 
Elf 9 or 10 Lt  mounted, 2d6 1-4 5 6 
Fighter  8+ 1d6 Hvy m ounted, 

2d6 
1-2 3-5 6 

Halfling 6+ 1d2 Lt  infant ry, 2d6 1-3 3 4-6 
MU 10+ 1d4 Hvy infant ry, 2d6 1-4 5 6 

 

Rat ion s an d  Fo r ag in g :  When adventuring in a dungeon, there 
m ay be very lit t le available to eat . Characters m ust  take rat ions 
with them to cover the extent  of t im e they expect  to be away from  
town. However, they may occasionally kill an edible monster. 
 
When in the wilderness, characters can hunt  or scavenge for food. 
Scavenging for  food is an act ivity that  can be accom plished 
without  hinder ing t ravel by gather ing fruit , nuts, or small animals. 
For each day of t ravel while scavenging, roll 1d6. A result  of 1 
indicates that  sufficient  food for 1d6 hum an sized beings has been 
acquired. Hunt ing follows the sam e roll,  but  succeeds on 1-2, and 
m ust  be engaged as the sole act ivity for a day. No t raveling is 
possible. I n addit ion, there will be one Wandering Monster check, 
from  the table appropriate for the terrain, while the group is 
hunt ing. 
 
Characters that  go without  food and/ or water will soon begin to 
suffer from  the effects of starvat ion and/ or dehydrat ion:  
 
Starvat ion:  Characters generally need 2 pounds of food per day. 
After 2 days without  food, a character takes 1d6 dam age per 
addit ional day without  food and no longer heals lost  HP. 
 
Dehydrat ion:  Characters generally need 1 gallon of water per day. 
Each day after the f irst  without  water, a character loses 25%  of 
his full HP in dam age (and can no longer heal) .  
 
Ot h er  Hazar d s 

Fa l l in g :  1d6 dam age per 10 feet  fallen, save for half dam age.  
Sp ik es:  add + 1 point  to falling dam age per 10' fallen, m ax + 10 
Ex t r em e Heat  &  Co ld :  I f not  wearing suitable protect ion, save 
once every 10 m inutes ( -1 per previous check) , taking 1d6 
dam age on each failed save. 
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Ocean  Ex p lo r at ion  
On occasion, characters will need to t ravel by sea, whether to find 
a lost  island full of r iches, or simply to get  from  one coast  to 
another. The rules in this sect ion also cover t ravel on r ivers. 
Characters m ight  have to t ravel by r iver deep into im penet rable 
forest  or jungle to reach a set  of ruins. 
 
W at er  Vessels:  The characters m ight  em ploy any num ber of 
watercraft . Som e vessels are sm all, and they can steer them on 
their  own, while others require a great  num ber of people to 
operate. The  Watercraft  Table details different  k inds of water 
vessels, as well as their  speeds when rowed or sailed, their  
st ructural hit  points and arm or class, and m axim um  cargo load. 
 
Hit  points operate in the sam e m anner as hit  points do for 
m onsters and characters. I f a vessel is dam aged to 0 or fewer hit  
points, it  will no longer move and ship weapons no longer 
funct ion. The ship has 1d10 rounds before it  will sink. 
 
Sh ip  W eap on r y :  Galleys are capable of having a ram , but  only a 
war galley autom at ically has one. Galleys that  are not  equipped 
with a ram  can be purchased with a ram  at  + 30%  of the norm al 
cost  for the ship. All galleys and longships m ay be equipped with a 
catapult . Catapults m ust  be equipped with shot , which weighs 200 
pounds per 20 shot .  
 

W at er  Con d i t ion s:  When t raveling on r ivers, the listed distances 
various vessels can t ravel in a day can be m odified if the current  is 
part icular ly fast  or if vessel is m oving up st ream . Adjust  the 
average m iles t raveled each day up or down by 1d8 + 4 m iles, as 
appropriate. The Gam em aster m ight  invoke other penalt ies, 
depending on what  hardships a vessel encounters on a r iver. 
Shallow water, waterfalls, twist ing waters, rapids, or sand bars 
m ight  impact  t ravel t imes.  
 
When t raveling at  sea far from  shore, smaller boats, including all 
galleys, are not  appropriate and cannot  handle the potent ial 
difficult ies the open sea can offer. These vessels are rest r icted to 
water voyages in r ivers, lakes, and near the shore at  sea. 
There are many possible condit ions at  sea that  m ight  impact  the 
average t ravel t im es listed for  each vessel. The Gam em aster will 
check water condit ions at  the start  of each day by rolling 2d6. A 
result  of 12 indicates st rong winds and storm s, and a 2 m eans 
that  the day is completely devoid of wind and a ship that  is 
incapable of rowing cannot  m ove all day. Any vessel with sails can 

at tem pt  to m ove with the wind to avoid dam age from  st rong 
winds. However, this m ay not  carry the ship in the direct ion of 
preferred t ravel. The direct ion will be chosen by the Gam em aster. 
The vessel t ravels at  the average speed x3. I f the ship encounters 
land dur ing this t ravel, it  has a 25%  chance of finding a safe place 
to hide along the shore. Otherwise, the ship is dest royed on the 
shore, by landing too fiercely or otherwise hit t ing shallow waters 
and rocks. I n these windy, storm y condit ions a galley has an 80%  
chance of being overrun with water and sinking. I f it  is near shore 
when the storm  hits, a galley can find a safe harbor 100%  of the 
t im e if the shore relat ively clear of physical dangers. Otherwise, a 
galley will f ind a safe harbor on a roll of 1 or 2 on 1d6. Note that  if 
the roll indicates no wind for the day, ships that  can m ove by 
rowing can m ove their  normal rowing speed for the day. Sailing 
ships are unable to m ove significant ly under these condit ions. 
 
The system  out lined above is a sim ple system for deciding 
condit ions at  sea. I f the Gam em aster desires a m ore detailed set  
of guidelines, he should roll 2d6 at  the star t  of each gam e day and 
consult  the Wind Condit ions table. 
 
 
W in d  Con d i t ion s Tab le  

Rol l  

Resu l t  

Mov em en t  Ad j . W in d  

Con d i t ion s 

2 - 4  None Normal 
5  No sailing, -2/ 3 rowing No wind 
6  -2/ 3 all movement  Slight ly 

unfavorable 
7  -1/ 2 all m ovem ent  Unfavorable 
8  -1/ 3 all movement  Great ly 

unfavorable 
9  + 1/ 3 all m ovem ent  Light  favorable 
1 0  + 1/ 2 all m ovem ent  Medium 

favorable 
1 1  All m ovem ent  x2*  Ext rem ely 

favorable 
1 2  All m ovem ent  x3* *  Fierce wind 

* All ships have a 10%  probability of taking on water 
(20%  for galleys) , which will incur a penalty of –1/ 3 to 
m ovem ent . The ship will need to seek m aintenance at  a 
dock to rem ove the water. 
* * The ship will t ravel in a random direct ion determ ined 
at  the Gam em aster’s discret ion, as discussed previously. 
 
En cou n t er s a t  Sea:  Monsters can surprise a ship, but  because 
monsters nat ive to the water cannot  generally be seen, or 

W at er cr af t  Tab le         

  Sai l in g  Row in g  Sai l in g  Row in g     
 Req u i r ed  

Cr ew  

Feet  p er  Rou n d  Mi les p er  Day   

Car g o  ( lb s.)  

Ar m or  Class St r u ct u r a l  

H i t  Po in t s 

Boat , r i v er  10 -  60 -  36 3,000 8 20 to 45 
Boat , sa i l in g  1 120 -  72 -  2,000 8 20 to 45 
Can oe 1 -  60 -  18 600 9 5 to 10 
Gal ley , lar g e 250 120 90 72 18 4,000 7 95 to 120 
Gal ley , sm al l  100 150 90 90 18 2,000 8 75 to 100 
Gal ley , w ar  400 120 60 72 12 6,000 7 125 to 150 
Li f eb oat  1 -  30 -  18 1,500 9 12 to 18 
Lon g sh ip  75 150 90 90 18 4,000 8 65 to 80 
Raf t  1 -  30 -  12 5 per sq. foot  9 5 per sq. 

foot  
Sai l in g  Sh ip , 

lar g e 

70 120 -  72 -  30,000 7 125 to 180 

Sai l in g  Sh ip , 

sm al l  

12 150 -  90 -  10,000 8 65 to 90 

Sai l in g  Sh ip , 

t r an sp or t  

12 120 -  72 -  30,000 7 125 to 180 
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“ sneaked up on,”  a ship m ay never surpr ise a m onster . When the 
Gam em aster rolls for a random  encounter , the distance the 
m onster is from  the group is the sam e as in other wilderness 
encounters (4d6 x10 yards) . 
 

Assum ing weather condit ions are norm al, other ships can be seen 
when up to 300 yards away and land can be seen from up to 24 
m iles. These visibilit y distances could be reduced by 90%  their 
norm al distance when in harsh weather or dense fog, or som e 
other penalty m ight  be used depending on condit ions. 
 
W at er b o r n e Ch ases:  When two waterborne vessels, or a ship 
and a m onster, encounter one another, one party m ay choose to 
flee. The distance between each of the groups is determ ined as a 
norm al encounter. Success depends ent irely on luck and the 
difference between the two groups speeds.  
 
I f the f leeing party is faster than the pursuer, the base chance of 
escape is 80% . The base is 50%  if both part ies have the sam e 
m ovem ent , and decreases by 10%  for every 30’ m ovem ent  the 
escapee is slower than the pursuer (m inim um  of 10% ) . I f the 
fleeing party is successful, the pursuing group cannot  t ry to catch 
up with the fleeing party for 24 hours, and then only if a random  
encounter roll indicates an encounter. I f a party fails their  roll to 
flee, the pursuer will gain on the fleeing party at  a rate of 10 yards 
per round if the pursuer is slower than the other party or if the 
pursuer’s speed is no greater  than 30’ m ore than the fleeing party. 
I f the pursuer’s speed is m ore than 30’ faster than the fleeing 
party, the pursuer will gain on the fleeing party at  a rate equal to 
the pursuer’s speed per round. 
 
W at er b o r n e Com b at :  Tim e and m ovem ent  funct ions in the sam e 
way in water com bat  as it  does in other encounters. However, one 
of the m ajor differences to note is that  at tacks and dam age m ay 
be directed at  water vessels in addit ion to characters and 
monsters. St ructural hit  points (shp)  belonging to vessels are 
slight ly different  than hit  points (hp)  belonging to characters and 
m onsters. They t ranslate at  a rate of 1 to 5, or 1 shp =  5 hp. This 
is important  to note, because some monster  or spell descript ions 
list  shp dam age when directed at  vessels.  
 
Vessels an d  Dam ag e:  I t  takes 5 crewmembers 1 turn to repair 1 
shp. This task requires full at tent ion, so any crew involved in 
repair  cannot  take any other act ion dur ing a turn repair ing a 
vessel. Only half of all damage sustained to a ship can be repaired 
at  sea by the crew, the rem aining dam age can only be repaired by 
facilit ies at  dock. 
 
Dam age to a vessel also im pacts vessel m ovem ent , due to taking 
on water and st ructural dam age influencing how the ship passes 
through water. I n 10%  increm ents of dam age to shp m axim um , 
the ship’s m ovem ent  will be reduced by an equal percentage. For 
exam ple, if a ship loses 20%  of its shp, its m ovem ent  will also be 
reduced by 20% . Movem ent  is also affected in a sim ilar m anner 
when the num ber of rowers is reduced, such as when rowers are 
used to repair dam age. For example, if 10%  of the num ber of 
rowers are being used to repair  vessel dam age, the ship can m ove 
at  –10%  of its normal speed. 
 
Sh ip - t o - Sh ip  Com b at :  Com bat  between ships is usually fought  
by either catapults or ram s, both of which are detailed below. 
Som e ships m ay be equipped with these weapons, as indicated 
previously.  
 
Cat ap u l t  

Rate of fire:  var iable;  1/ 5 rounds with 4 crew;  1/ 8 rounds with 3 
crew;  1/ 10 rounds with 2 crew 
Range:  150-300 yards 
At tacks as:  Fighter level equal to crew num ber fir ing 
Area effect :  10’ square 
Dam age:  3d6 shp or 1d6 shp fire per turn 
Catapults can be operated by a variable num ber of crew, and this 
will affect  rate of fire and at tack ability as indicated above. The 

standard 3d6 dam age reflects fir ing a solid m issile. Burning 
dam age from  com bust ible loads and pitch do the indicated fire 
dam age. I n takes a m inim um  of 5 crewm em bers 3 turns to 
ext inguish flames caused by a fire at tack. For every five addit ional 
crewmembers, this t ime can be reduced by 1 turn to a m inim um  
of 1 turn. A catapult  cannot  be used to at tack a ship that  is closer 
than the m inimum range indicated. 
 
Ram  

Range:  Touch 
At tacks as:  Monster of under 1 HD 
Dam age:  (1d4 + 4)  x10 shp or 3d8 hp;  (1d6+ 5)  x10 shp or 6d6 hp 
The different  dam ages listed for a ram  apply as follows. The first  
shp value listed applies to ram s on sm all vessels when at tacking 
another vessel. The first  hp value listed applies to at tacking large 
aquat ic m onsters. Sim ilar ly, the second dam age values apply to 
ram s on larger ships to other ships or large aquat ic m onsters, 
respect ively. 
 
Boar d in g  Vessels:  When the occupants of both side-by-side 
vessels wish to board one another, their  m utual intent  m akes the 
act ion succeed with no chance of failure. I f only one side wishes to 
board the other, then the side that  wishes to board has a 35%  
chance (1-35 on d00)  of being able to successfully m aneuver the 
two ships to a boarding posit ion and clam p them  together with 
grappling hooks. Once crewm em bers com e into contact  with one 
another, com bat  ensues following the standard com bat  rules. 
When characters are in the act  of boarding another ship, they 
suffer a penalty of –2 to at tack rolls and arm or class. 
 

En cou n t er  an d  Com b at  Ex am p le 
I n this example of an encounter with combat , we have the 
following four characters:  Alexi (1st  level elf) ;  Nimrod the Holy 
(2nd level cler ic) ;  Pancho (1st  level half ling) ;  and Rentol (1st  level 
fighter) . The gam e is using the Standard Rules Set . 
 
The four brave adventurers proceed down a winding, dam p cavern 
corr idor. Rentol leads the m arching order, followed by Pancho, 
Nimrod, and Alexi. Abrupt ly, 5 orcs leap into the corr idor from  a 
hidden alcove. The GM checks to see if the PCs are surprised, and 
rolls a 3 on 1d6. Luckily , the characters are able to react .  
 
Alexi announces that  she will be cast ing the spell magic m issile at  
an orc this round. The others announce that  they will be at tacking 
the orcs with weapons. Next , the GM and one player each roll 1d6 
to see which side of the encounter wins init iat ive. The GM rolls a 6 
and the players roll a 3. The orcs get  to at tack first !  
 
One snarling, pig- faced orc at tacks Alexi, wielding a short  sword. 
The GM rolls 1d20 for the orc, to see if it  hit s. The orc rolls a 17;  
since this is higher than Alexi’s AC of 12, he stabs Alexi with the 
short  sword. The GM rolls a 3 on 1d6 for dam age. Alexi now has 3 
hp from  her m axim um  of 6. 
 
One orc lashes at  Pancho, rolling a 4. He m isses Pancho’s AC of 
13. 
 
Two orcs at tack Rentol. One orc rolls a 15 and the other rolls 16. 
Rentol’s AC is 14, so they both hit .  The first  orc deals 4 hp of 
dam age. The second deals 6 points of dam age, for a total of 10 hp 
of dam age. Rentol only had 7 hp, so his new total is 0. He is 
unconscious and the rem aining 3 points of dam age reduce his 
st rength by 3 points from  15 to 12. Rentol gasps, bleeding his 
wounds, and drops to the cavern floor . 
 
Nim rod the Holy is at tacked by one orc. I t  rolls a 6. I t  needed to 
roll 12 or higher to hit  Nim rod’s AC of 12, so it  m isses. 
 
Since the orcs have acted, it  is now t im e for the PCs to act . Alexi 
intended to cast  a spell this round, but  since she took damage 
from  the orcs her spell does not  take effect  and it  is lost . She loses 
1 hit  point  for at tem pt ing the spell and m ay take no other act ion 
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this round. She now has only 2 hp left  (but  one of her 4 points of 
dam age taken is exhaust ion from  m agic and will recover with a 
night ’s rest ) .  
 
Pancho stabs at  an orc with his short  sword, and rolls a 14. The 
orcs has an AC of 13, so he hits. He rolls a 1, for 1 hp of dam age. 
The orc now has 4 hp. 
 
Nim rod at tacks an orc with his m ace, rolling a 15, he needed to 
roll 14 or higher, so he hits. He rolls 4 hp of dam age. The orc had 
exact ly 4 hp, so it  crum ples to the floor dead. 
 
The first  round of the encounter ends. 
 
There are 4 orcs rem aining at  the beginning of the next  round, 
and Rentol, the PCs dear fr iend lies unconscious severely wounded 
nearby. The GM asks the players what  they intend to do on the 
second round, and they all announce that  they at tack the orcs. 
Each side rolls for init iat ive again. The GM rolls a 1, and the 
players roll 4. The players act  first  this round. 
 
Alexi at tacks an orc with her long sword. She rolls a 15 to hit , 
which is one bet ter than she needed to hit  the orc’s AC of 6. She 
rolls 8 hp of dam age!  The orc had 8 hp, so with a groan it  falls to 
the ground dead. 
 
Pancho stabs at  his orc again and rolls 15. He hits, and rolls 2 hp 
dam age. The orc now has 2 hp rem aining. 
 
Nimrod at tacks a new orc, rolling 17, for another hit !  He rolls a 5, 
and since the orc had 4 hp, it  is now at  –1 hp and it  dies. 
 
The orcs get  to at tack now, but  there are only 2 orcs left . The first  
orc at tacks Nim rod, rolling 13. The orc needed 13 or higher to hit  
Nim rod’s AC of 12, so he hits. The orc rolls 5 hp of dam age. 
Nim rod only had 5 hp, so he now has 0. He falls in a heap near 
Rentol, unconscious. 
 
The second orc at tacks Pancho. I t  rolls a 19 to hit , which is well 
above the 14 it  needed to hit  Pancho’ AC of 13. I t  rolls 3 hp of 
dam age, and since Pancho had 4 hp, he is now badly hurt  with 
only 1 hp remaining. 
 
The second round of the encounter ends. Since all but  one orc has 
been k illed, the GM decides to make a m orale check for the last  
orc. The roll result  is 7 on 2d6. The orc’s m orale score is 8, so the 
GM rules that  the orc will stay and fight  to the death. 
 
The players announce that  their characters will at tack the 
remaining orc this round, and each side rolls init iat ive. The GM 
rolls a 1, and the players roll a 6. The players at tack first . Alexi 
at tacks the orc, and rolls a 15. Since she needed to roll 14 or 
higher, she hits. She rolls 5 hp of dam age. The orc only had 2 hp 
left ,  so it  falls to the ground with the rest  of it s com panions, dead. 
 
Alexi and Pancho are hurt , Nim rod is unconscious, and Rentol is 
unconscious and wounded with 3 points of STR dam age. They 
search the pockets of the dead orcs and find a few m ore gold 
coins. Pancho reluctant ly pulls out  a pot ion of healing from  his 
pack and he and Alexi carefully and slowly pour it  down Nim rod’s 
throat . The GM rolls a die and finds the pot ion cures 6 points of 
dam age. Nim rod is now back at  6hp one short  of full health (7 
hp) . Nim rod casts a Cure Light  Wounds on Rentol, cur ing 4 points 
of dam age. This cures his 3 points of STR dam age and restores 
1hp, leaving him  conscious, his severe wounds healed, but  with 
only 1 hit  point . The PCs quiet ly head fur ther down the corr idor, 
looking for a safe place to rest . 
 
 
 
 

 

CREATI NG A  

STRONGHOLD  
All of the Character classes have som e abilit y, at  some level, to 
establish a st ronghold – or to take over a guild, in the case of 
Thieves. St rongholds are usually built  by claim ing an area of 
wilderness, clearing out  the monsters that  lair  in the region, and 
then beginning const ruct ion of the new owner’s fort if ied place of 
residence. The nature and type of st ronghold will differ, of course, 
for the indiv idual’s choices will play an im portant  role. For 
instance, it  is t radit ional for you, the player, to create a m ap of 
your cast le. I n general, a st rong leader who clears out  an area 
with a radius of ten m iles or so will end up in charge of between 2 
and 8 (2d4)  small set t lem ents. The peasants in these ham lets, 
cots, and v ils will be overjoyed to find themselves under the 
protect ion of a powerful and renowned protector – unless your 
Character is a tyrannical over lord in the service of Chaos. Each 
set t lement  holds roughly 1d4 x100 villagers, and the norm al 
feudal tax is 10 gp per year per villager. Somet imes, of course, 
this is paid with chickens and oxen, and your st ronghold m ight  
take on the appearance of a m arketplace, around tax t ime – but  a 
good reeve or bailiff can sort  it  all out  quickly, without  the 
Character ’s needing to get  involved. 
Owning a st ronghold allows a person to house and feed loyal 
retainers without  paying for their  room and board in local inns, or 
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building cam psites in the cold rain. I t  is a base of operat ions and a 
secure place to keep Treasure. 
 
Building the actual cast le, of course, is quite expensive. The owner 
will need to hire wagons for t ransport ing m ater ials, as well as 
m asons and other exper ienced craftsm en from  m ore civ ilized 
areas to raise the st rong stone walls and towers of the fort ress. 
While the const ruct ion costs could change drast ically depending 
upon how far a freehold is from  the rest  of civilizat ion and what  
mater ials are available in the area, the following sample costs will 
provide a baseline:  
 
St r on g h o ld  St r u ct u r e  Cost s  

St r u ct u r e  Cost  

Barbican (gatehouse, 2 sm all towers, and a 
drawbridge)   

38,000gp  

Bat t lem ent  (100' long, crenellated parapets)   500gp  
Building, stone (20' high, 30' square, wood doors, 
floors, roof, stairs) *   

3,000gp  

Building, wood (20' high, 30' square, wood doors, 
floors, roof, stairs) *   

1,500gp  

Corr idor, dungeon (10'x10'x10', hewn stone walls, 
flagstone floor)   

500gp  

Drawbridge, wood (10' x 20')   250gp  
Gatehouse (20' high, 30' x 20', m etal por tcullis, 
wood doors, floors, stairs)   

6,500gp  

Keep, square (80' high, 60' square, wood doors, 
floors, stairs) *   

75,000gp  

Moat , unfilled (100' x 20' x 10' deep)*   400gp  
Moat , f illed (100' x 20' x 10' deep)*   800gp  
Palisade, wood (10' high, 100' long, 1' thick)   125gp  
Ram part , earthen (10' high, 100' long, 15' thick)   2,500gp  
Tower, sm all round (30' high, 20' diam eter , wood 
doors, floors, stairs)   

15,000gp  

Tower, m edium  round (40' high, 20' diam eter, 
wood doors, floors, stairs)   

22,500gp  

Tower, large round (40' high, 30' diam eter , wood 
doors, floors, roof, stairs)   

30,000gp  

Tower, huge round (60' high, 30' diam eter, wood 
doors, floors, roof, stairs)   

54,000gp  

Wall, stone cast le (20' high, 100' long, 10' thick)   5,000gp  
Wall, stone cast le (30' high, 100' long, 10' thick)   7,500gp  
Wall, stone cast le (40' high, 100' long, 10' thick)   12,500gp  
Wall, stone cast le (50' high, 100' long, 10' thick)   17,500gp  
Wall, stone cast le (60' high, 100' long, 10' thick)   22,500gp  

* The dim ensions of these const ruct ions can be altered as long as 

the square footage rem ains the sam e.  
 
I n addit ion to the building costs, the character will need to hire at  
least  one engineer (250gp/ m onth)  per 100,000gp cost  of the 
st ronghold. The t im e required to const ruct  a st ronghold depends 
ent irely on its total pr ice. For every 500gp it  will take one day of 
gam e t im e. The const ruct ion t im e can be reduced by 25%  by 
paying 50%  addit ional const ruct ion costs, or reduced by 50%  by 
paying 100%  addit ional const ruct ion costs. The const ruct ion t im e 
cannot  be reduced by m ore than 50% . 

MAGI CAL RESEARCH  
As descr ibed in their  class descr ipt ions, spell casters are able to 
research new spells and create m agic item s. These are expensive 
procedures which often do not  succeed. 
 
All magical research requires a magic research skill roll of some 
type to succeed. This throw is a Secondary MI ND Skill Roll unless 
otherwise listed. An unmodified die roll of 1-3 is always a failure 
when conduct ing m agical research, however. When a m agic 
research throw fails, the t im e and m oney spent  on the research is 
lost . I n addit ion, any precious mater ials or special components 
(described below)  are consum ed. 

 

Resear ch in g  Sp el l s 
Resear ch in g  Kn ow n  Sp el ls :  A spellcaster of 5th level or higher 
m ay use spell research to gain access to spells on the standard 
Microlite81 spell list  that  he does not  have access to from  scrolls, 
spell books, or ( if a div ine spellcaster)  his deity. Spell research 
costs 1,000gp, and takes two weeks of research, per level of the 
spell. Spell research requires a m agic research throw versus a DC 
equal to 12 plus twice the level of the spell being researched. 
EXAMPLE:  Riddle is an 11th level m age with a MI ND of 15 
researching a 4th level spell.  I t  will take 8 weeks and cost  
4,000gp, and require a Secondary MIND Skill Roll versus a DC or 
20 to succeed. 
  
Resear ch in g  New  Sp el ls:  A spellcaster m ay also use spell 
research to create a new spell not  on the standard spell lists. The 
spellcaster m ust  descr ibe in detail the k ind of spell he wants to 
create, and the effects it  will have. The GM will then determ ine if 
the spell can be created, and if so what  the spell level will be. The 
spellcaster m ust  be capable of cast ing spells of the spell level the 
potent ial new spell will be;  otherwise he must  wait  unt il he at tains 
a high enough level to research and cast  the spell. Spell research 
costs 1,000gp, and takes two weeks of research, per level of the 
spell. A m agic research roll is required for success versus a DC 
equal to 12 plus three t im es the level of the spell being 
researched. 
 
I d en t i f y in g  Mag ic I t em s:  Spell research can also ident ify the 
propert ies of a m agic item . I t  takes 1,000gp and two weeks of 
research to ident ify a m agic item , and a m agic research throw (A 
is required. The required DC is determ ined by how com m on the 
GM rules the m agic item  is:  Com m on, DC 14, Uncom m on, DC 17;  
Rare, DC 20;  Very Rare, DC 24;  Art ifact / Unique, DC 30 (or  
higher) .  
 
A m age or other arcane caster can only research a spell if  he can 
st ill learn spells of that  level. A cler ic or other divine caster can 
only research a spell with the perm ission of his deity (GM’s 
discret ion) . The deity will usually rem ove a spell of the sam e level 
from  the cler ic’s spell list  in exchange for grant ing the new spell.   
 
Lib r ar ies :  To research a spell,  a spellcaster m ust  have access to 
a library. Wizard’s guilds and m ajor tem ples often will provide 
their  m ages and cler ics access to such a library. I f a spellcaster 
wishes to com pile his own library, a m inim um  of 4,000gp m ust  be 
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invested to allow research on 1st  level spells. For each subsequent  
spell level to be researched, another 2,000gp must  be invested. 
Having an except ionally large library aids research. For every 
10,000gp of value above the m inim um  required for the spell, the 
spellcaster receives a + 1 bonus on his m agic research throw (up 
to a m axim um  + 3 bonus) .  
 
Every t im e a wizard successfully researches a spell, 10%  of the 
gold spent  for that  effect  is added to his library value, reflect ing 
the value of notes and annotat ions m ade dur ing research. 
Author itat ive tom es or rare books found as t reasure m ight  provide 
an addit ional bonus to research specific spells or types of spells. 
 

Cr eat in g  Mag ic I t em s 
Start ing at  5th level, spellcasters m ay begin to scr ibe scrolls and 
brew pot ions. At  9th level, they m ay begin to m ake other types of 
m agic items, such as rods, r ings, swords, and other items. An 
arcane spellcaster m ay never create m agic item s that  are 
exclusive to divine spellcasters. A div ine spellcaster m ay m ake any 
item  his class is eligible to use.  
 
I n order to create a m agic item , the spellcaster m ust  know the 
spell(s)  that  replicate the m agic item ’s effect , or m ust  find a 
sam ple or formula of the item . I f a m agic item ’s effect  does not  
com pare to any exist ing spell, the spellcaster m ust  either research 
a new spell that  will produce the desired effect , or he m ust  find a 
sam ple or formula of the item . 
 
Cost  an d  Tim e:  The base cost  and t im e required to create a 
magic item  is listed on the Magic I tem  Creat ion tables.  
 
Mag ic Resear ch  Ro l l :  Creat ing a m agic item  requires a m agic 
research roll for success versus a DC equal to 12 plus three t im es 
the level of the spell needed to create the effect  being enchanted. 
I f mult iple effects are being enchanted, each m ust  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.   
 
For m u las an d  Sam p les:  A formula is a magical “ recipe”  for the 
creat ion of an item . A spellcaster autom at ically has a form ula for 
any m agic item  he has previously created. Form ulas m ay also be 
found as t reasure. A sam ple is sim ply an exist ing magic item  that  
is available to the spellcaster while he is working.  
 
There are three advantages to having a formula or sam ple:   
 
1)  I t  enables the spellcaster to create a magic item  without  having 
to learn or invent  the spells imbued in the item .  
 
2)  I t  reduces the cost  and t im e to m ake the item  by 50% .  
 
3)  The DC for the m agic research roll is 12 plus two t im es the 
level of the spell needed to create the effect  ( instead of the 
standard plus three t imes the level of the spell needed to create 
the effect ) .  
 
Pr eciou s Mat er ia ls:  Rare woods, noble m etals, such as silver, 
gold, and plat inum , and precious gem s, such as rubies and 
diam onds, retain m agic bet ter than com mon woods, crude m etals, 
or simple stone. Using precious mater ials can thus improve the 
chances of success of creat ing a m agic item . For every 10,000gp 
of value in gems, jewelry, precious m etals, and rare or elaborately 
carved woods added, the spellcaster receives a + 1 bonus on his 
m agic research throw. A character m ay not  spend m ore on 
precious mater ials than the base cost  of the item . 
 
Sp ecia l  Com p on en t s:  Creat ing magic item s requires special 
com ponents for each spell effect  in the item . Com ponents are 
usually organs or blood from  one or m ore m onsters with a total XP 
value equal to the gp cost  of the research. The cost  of any special 
com ponents is in addit ion to the base cost  of the research. I f a 

character does not  have a formula when he begins creat ing the 
item , he will not  learn the special components unt il the work is 
50%  complete. The GM will determ ine the specific components 
required for each item . Different  formulas for the sam e item  m ay 
require different  com ponents. For instance, one form ula for a 
wand of fireball m ight  require the fangs of 20 hellhounds, while 
another form ula for a wand of fireball m ight  require the ichor of 
four efreet . 
 
W or k sh op s:  Just  as a spellcaster needs a library to research 
spells, he needs a workshop in order to create m agic items. 
Wizard’s guilds and m ajor tem ples often will provide their  m ages 
and cler ics access to a workshop. I f a spellcaster wishes to build 
his own workshop, a m inim um  of 4,000gp m ust  be invested to 
allow creat ion of 1st  level spell effects or item  bonuses. For each 
subsequent  spell level or bonus, another 2,000gp must  be 
invested. Having an except ionally valuable workshop aids item  
creat ion. For every 10,000gp of value above the m inim um  
required for the spell,  the spellcaster receives a + 1 bonus on his 
m agic research throw (up to a m axim um  + 3 bonus) . 
 
Mag ic I t em  Cr eat ion :  Base Cost  

I t em  Ty p e  Base Cost   

One Use Effect   500gp x spell level  
Charged Effect   500gp x spell level x charges*   
Permanent  Effect , Unlim ited 
Use  

500gp x spell level x 50  

Permanent  Effect , Use 1/ turn  500gp x spell level x 33  
Permanent  Effect , Use 1/ 3 
turns  

500gp x spell level x 25  

Permanent  Effect , Use 
1/ hour  

500gp x spell level x 16  

Perm anent  Effect , Use 3/ day  500gp x spell level x 12  
Permanent  Effect , Use 1/ day  500gp x spell level x 10  
Permanent  Effect , Use 
1/ week  

500gp x spell level x 6  

Magical Weapon + 1  5,000gp* *   
    I ncrease bonus from  + 1 
to + 2  

+ 10,000gp* *   

    I ncrease bonus from  + 2 
to + 3  

+ 20,000gp* *   

Magical Arm or + 1  5,000gp* *   
    I ncrease bonus from  + 1 
to + 2  

+ 10,000gp* *   

    I ncrease bonus from  + 2 
to + 3  

+ 20,000gp* *   

 
Mag ic I t em  Cr eat ion :  Tim e Cost  

I t em  Ty p e  Tim e  

One Use Effect   1 week x spell level  
Charged Effect   2 days x spell level x charges  
Permanent  Effect , Unlim ited 
Use  

100 days x spell level  

Permanent  Effect , Use 1/ turn  80 days x spell level  
Permanent  Effect , Use 1/ 3 
turns  

70 days x spell level  

Perm anent  Effect , Use 1/ hour  60 days x spell level  
Perm anent  Effect , Use 3/ day  50 days x spell level  
Perm anent  Effect , Use 1/ day  40 days x spell level  
Permanent  Effect , Use 
1/ week  

30 days x spell level  

Magical Weapon + 1  1 m onth x weapon base cost  /  
10* * *   

    I ncrease bonus from  + 1 to 
+ 2  

+ 1 m onth x weapon base cost  /  
10* * *   

    I ncrease bonus from  + 2 to 
+ 3  

+ 1 m onth x weapon base cost  /  
10* * *   

Magical Arm or + 1  1 m onth x Arm or Class  
    I ncrease bonus from  + 1 to 
+ 2  

+ 1 m onth  

    I ncrease bonus from  + 2 to 
+ 3  

+ 1 m onth  
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*  I f a charged item  has mult iple spell effects powered by the sam e 
charges, use the base cost  and t im e for the highest  level spell 
effect , plus half the base cost  and t im e for each other spell effect . 
The m inimum t im e to create a charged item  is never less than 1 
week per spell level of the highest  level effect .  
 
* *  I f the weapon or arm or has a bonus that  is rest r icted to a 
part icular class or type of opponents, the ext ra bonus is half pr ice. 
I f the weapon or arm or is enchanted with spell- like effects, the 
spell- like effects are enchanted separately using the cost  and t im e 
for charged or perm anent  effects. 
 
* * * Arrows, bolts, and sling stones are enchanted in bundles of 20 
at  a base cost  of 10gp. 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 

Don at e t o  t h e 

Ret r oRo lep lay in g  

Can cer  Fu n d   
an d  Get  Som e PDF 

Good ies 
 

Many Microlite81 gam ers know that  Randall Stukey, the 
author of Microlite81 and other M20-based old school gam es 
is t ry ing to raise funds to pay the bills from  his wife’s oral 
cancer t reatments and that  he worked on the or iginal 
Microlite81 as way to cope during her recovery from  6 weeks 
of radiat ion t reatm ent  in 2008. Randall and Donna are som e 
of the 40 to 50 m illion people in the US who do not  have 
health insurance nor did they qualify for governm ent  aid as 
they live in Texas and have no children. Donna’s cancer 
t reatm ents have cost  over $110,000. While some of this has 
been absorbed by hospital foundat ions and the like, they st ill 
owe a lot  of it .  You can donate to the Ret roroleplaying 
Cancer Fund (via PayPal)  and help them pay their bills. 
 

Can  You  Help  Pay  t h e 

Can cer  Bi l l s? 

Everyone who donates any amount  at  all get  a password 
giving them  access to a number of special downloads. Some 
of the current ly available downloads include:  

• Pdf copies of the two issues of The Grim oire Randall 
published in the late 1970s (which Randall blogged 
about  here:  The Grim oire # 1 (  
ht tp: / / blog.ret roroleplaying.com/ 2009/ 05/ gr imoire-
1-spr ing-1978-d- fanzine.htm l )  and The Grimoire 
# 2 
(ht tp: / / blog.ret roroleplaying.com / 2009/ 05/ gr imoire
-2-sum mer-1979-d- fanzine.htm l )  

• Pdf copy of The Second Grim oire of Pharesm  the 
Bright -Eyed, a set  of house rules for a BECMI  
cam paign Randall ran at  a gam e shop in the m id-
1980s. 

• A copy of the Player’s I nt roduct ion to the Fourth 
Campaign Arn ( from  about  1984)  

• Microlite81 2.0 Special Edit ion - -  a 60-page PDF 
designed to be pr inted in booklet  format  from  
Adobe Acrobat . Artwork is by Håkan Ackegård. This 
Special Edit ion incorporates the rules from  the first  
supplem ent . The text  has been reform at ted into a 
single colum n in a large enough font  to easily read. 

To get  access to these downloads and access to a pr ivate 
donor forum  where you can get  advance inform at ion on 
upcom ing Microlite81 releases, help Randall pay the cancer 
bills by sending a donat ion in any amount  - -  small or large - -  
to the Ret roRoleplaying Cancer Fund via Paypal at  this link:  

h t t p : / / w w w .r et r o r o lep lay in g .com / n od e/ 1 5 3  

Su p p or t  Micr o l i t e8 1 :  
Please d on at e i f  y ou  can !  
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M I CROLI TE8 1  

SPELL L I STS 
 
Sp el l  Det a i ls  

Each spell has level, durat ion, and range listed for convenience, 
with addit ional inform at ion about  each spell in the descr ipt ion. 
Level is the spell level,  and availability is determ ined by the 
caster ’s level. Durat ion is the amount  of t im e the spell is in effect . 
Range is where the spell effect  is centered,  not  the area of effect  
of a spell, which is ment ioned in the spell descr ipt ion, where 
applicable. For exam ple, a spell range of 0 is centered on the 
caster, whereas with a range of 30’ a spell could be centered 
anywhere within 30’ of the caster . A range of touch indicates that  
a thing or creature m ust  be touched for the spell to take effect . 
Somet imes the range of a spell is the sam e as the area of effect , 
due to the nature of the spell.  
 

Cler ic Sp el ls 
An im al  Gr ow t h  

Level:  3 
Durat ion:  12 turns 
Range:  120’ 
 
One non-magical normal animal will be doubled in size when this 
spell is cast  upon it . The anim al can be a “giant ”  version of the 
animal, but  intelligent  anim als are unaffected. 
 
An im at e Dead  

Level:  3 
Durat ion:  Permanent  
Range:  60’ 
 
This spell turns the bones or bodies of dead creatures into undead 
skeletons or zom bies that  follow the caster’s spoken com m ands.  

 
 
The undead can follow the caster , or they can rem ain in an area 
and at tack any creature (or j ust  a specif ic k ind of creature)  
entering the place. They rem ain animated unt il they are dest royed 
or unt il a dispel magic spell is cast  upon them. 
 
The caster m ay anim ate a num ber of hit  die worth of zom bies or 
skeletons equal to the caster’s level. For example, a 7 th level cler ic 
can anim ate seven skeletons, but  only three zom bies. These 
creatures are unintelligent , and do not  retain any abilit ies that  
they had in life. All skeletons have an AC of 7 and hit  dice equal to 
the creature in life. Zombies have an AC of 8, and the num ber of 
hit  dice of the liv ing creature + 1. I t  is important  to note that  if a 
character is animated in this fashion, he will not  have hit  dice 
related to his class level, but  instead will have the standard 
skeleton or zom bie hit  dice. A lawful character that  casts this spell 
m ay draw disfavor from  his god. 
 
At on em en t  

Level:  5 
Durat ion:  Permanent  
Range:  Touch 
 
This spell rem oves the burden of unwilling evil acts or m isdeeds 
from  the subject . The creature seeking atonem ent  m ust  be t ruly 
repentant  and desirous of set t ing r ight  its m isdeeds. Atonement  

m ay be cast  to reverse m agical alignment  change. This r itual 
takes 1 turn to cast . 
 
Au g u r y  

Level:  2 
Durat ion:  See below 
Range:  0 
 
An augury can tell the caster whether a part icular act ion will br ing 
good or bad results in the im m ediate future. The base chance for 
receiving a t rue reply is 70%  +  1%  per caster level;  this roll is 
made secret ly.  The augury can see into the future only 3 turns, so 
anything that  m ight  happen after that  does not  affect  the result . 
Thus, the result  will not  take into account  the long- term  
consequences of a contemplated act ion.  
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Bless ( r ev er sib le)  

Level:  2 
Durat ion:  6 turns 
Range:  60’ 
 

Bless f ills the caster’s allies with courage, but  does not  affect  
enem ies within the affected area of 20’ x 20’. Each ally gains a + 1 
m orale bonus and + 1 on at tack and dam age rolls.  
The reverse of this spell does not  affect  allies within the effect  
area, and incurs penalt ies of –1 instead of bonuses to the rolls 
indicated above. 
 
Com m an d  

Level:  1 
Durat ion:  1 round 
Range:  10’ 
 
When a cler ic casts this spell, he may give the subject  a single 

word com mand, which it  obeys to the best  of its ability. The single 
word m ust  m ake sense as a single com mand, such as approach, 
drop, fall,  flee, halt , surrender, sleep, etc. Although a target  could 
be inst ructed to “die,”  this will only m ake the target  take on a 
com atose state for a single round. Note that  the caster m ust  be 
able to speak the language of the target . Any intended target  who 
has m ore than 5 HD or an I NT of over 12 is ent it led to a saving 
throw versus spells. This spell is ineffect ive against  undead. 
 
Com m u n e 

Level:  5 
Durat ion:  3 turns 
Range:  0 
 
The caster calls upon divine powers in order to seek knowledge. 
This spell may only be cast  one t im e per week, and the caster m ay 
ask three quest ions that  can be answered by “yes”  or “no” . Divine 
powers do not  look kindly upon those who call upon them  for 
t r iv ial m at ters, or who call upon them  too often. The GM will m ake 
certain this spell is not  abused. One t im e per year of gam e t im e, 
the caster m ay ask six quest ions instead of the norm al three. 
 
Con t in u a l  Lig h t  ( r ev er sib le)  

Level:  3 
Durat ion:  See below 
Range:  120’ 
 
When cast , this spell produces light  as br ight  as sunlight  in a 60’ 
diam eter, and any creatures that  suffer penalt ies (not  including 
damage)  for being in sunlight  are affected by this spell. This spell 
can be cast  on objects, so that  an object  under this spell can be 
carr ied around. I f the spell is cast  on a creature, a saving throw is 
allowed. This spell can be cast  on a creature’s eyes, causing 
blindness. Unless dispelled, cont inual light  is perm anent . 
 

Cont inual darkness ( reverse of cont inual light )  produces darkness 
in the sam e area and m anner as cont inual light . I t  can be 
countered with cont inual light  or dispel m agic. Like cont inual light , 
this spell can be cast  on a creature’s eyes, producing blindness. 
Normal eyesight , including infravision, cannot  penet rate this 
darkness, nor can lam ps, torches, or the spell light .  
 
Cr eat e W at er  ( r ev er sib le)  

Level:  1 
Durat ion:  Permanent  
Range:  10’ 
 
This spell generates wholesome, dr inkable water , in a quant ity of 
4 gallons per level. Water can be created in an area as sm all as 
will actually contain the liquid, or in an area of a 3’ cube. Dest roy 

water  is the reverse of this spell,  and dest roys a likewise am ount  
of water. No steam , water droplets, or any other t race of 
dest royed water rem ains. This spell cannot  create water within a 
creature. 
 

Cr eat e Food  an d  W at er  

Level:  4 
Durat ion:  Permanent  
Range:  10’ 
 
The caster can create 1 cubic foot  of water and/ or nut r it ious food 
per level of experience. One cubic foot  of food can feed three 
hum ans or sim ilar sized creatures, or one larger anim al such as a 
mule. 
 
Cu r e Bl in d n ess ( r ev er sib le)  

Level:  3 
Durat ion:  Permanent  
Range:  Touch 
 
The caster m ay touch a being and cure blindness. This blindness 
m ay be m agical or physical. Cause blindness m ay be inflicted by 
touching a being;  however, a saving throw versus spells is allowed 
to avoid the effect  completely. 
 
Cu r e Cr i t i ca l  W ou n d s ( r ev er sib le)  

Level:  5 
Durat ion:  Permanent  
Range:  Touch 
 
When this spell is cast , the cler ic touches one character or 
creature (or him self)  and heals it  of 3d8+ 3 hit  points or ( if the 
HP/ BP system  is being used)  3d3+ 3 body points of dam age 
(3d8+ 3 hit  points of dam age on beings without  body points) .  
This spell cannot  grant  more body or hit  points than the being’s 
normal maxim um . Cure cr it ical wounds also heals any condit ions 
listed in cure light  wounds.  
 
Cause cr it ical wounds ( reverse of cure cr it ical wounds)  causes 
3d8+ 3 hit  points of dam age to a being if the caster can touch the 
opponent . 
 
Cu r e Disease ( r ev er sib le)  

Level:  3 
Durat ion:  Permanent  
Range:  30’ 
 
This spell instant ly k ills green slim e, and will instant ly cure all 
diseases, including m um m y rot  and lycanthropy. 
 
Cause disease ( reverse of cure disease)  inflicts a terr ible withering 
disease on a vict im , which will cause death in 2d12 days. A saving 
throw versus spells is allowed. This disease can be cured with the 
cast ing of cure disease.  The vict im  of this disease cannot  be cured 
of dam age from  other spells, and it  takes twice the t im e for 
norm al healing. This suffer ing further results in a penalty of –2 to 
hit  rolls m ade by the v ict im . 
 
Cu r e Lig h t  W ou n d s ( r ev er sib le)  

Level:  1 
Durat ion:  Permanent  
Range:  Touch 
 
When this spell is cast , the cler ic touches one character or 
creature (or him self)  and heals it  of 1d6+ 1 hit  points or ( if the 
HP/ BP system  is being used)  1d2+ 1 body points of dam age 
(1d6+ 1 hit  points of dam age on beings without  body points) .  
 
Alternat ively, this spell also cures paralysis;  it  will not  heal 
dam age and paralysis in the sam e cast ing. This spell cannot  grant  
more body or hit  points than the being’s normal maxim um . 
 
Cause light  wounds ( reverse of cure light  wounds)  causes 1d6+ 1 
hit  points of damage to a being if the caster can touch the 
opponent . 
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Cu r e Ser iou s W ou n d s ( r ev er sib le)  

Level:  4 
Durat ion:  Permanent  
Range:  Touch 
 
When this spell is cast , the cler ic touches one character or 
creature (or him self)  and heals it  of2d6+ 2 hit  points or ( if the 
HP/ BP system  is being used)  2d2+ 2 body points of dam age 
(2d6+ 2 hit  points of dam age on beings without  body points) . This 
spell cannot  grant  m ore body or hit  points than the being’s normal 
maximum. Cure ser ious wounds also heals any condit ions listed in 
cure light  wounds.  
 
Cause ser ious wounds ( reverse of cure ser ious wounds)  causes 
2d6+ 2 hit  points of dam age to a being if the caster can touch the 
opponent . 
 
Delay  Po ison  

Level:  2 
Durat ion:  1 turn per level 
Range:  Touch 
 
The subject  becomes tem porarily im mune to poison. Any poison in 
it s system or any poison to which it  is exposed during the spell’s 
durat ion does not  affect  the subject  unt il the spell’s durat ion has 
expired. Unless cured, saving throws and dam age as appropriate 
are rolled once the spell ends. Delay poison does not  cure any 
dam age that  poison m ay have already done.  
 
However, if the spell is cast  on a subject  who has recent ly died 
from  poison, within 1 turn per caster level, life is restored unt il the 
spell durat ion ends. A revived character will have 1 hp for  the 
durat ion of the spell,  but  if the spell ends pr ior to the poison being 
cured, the subject  dies. 
 
Det ect  Ev i l  

Level:  1 
Durat ion:  6 turns 
Range:  120’ 
 
The caster can sense the presence of evil intent ions, whether from  
a liv ing being or an object  enchanted for evil purposes. Objects or 
creatures within 120’ with evil intent  will magically glow. Note that  
the GM m ust  decide what  is “evil” ,  and som e things m ay be 
potent ially harm ful, like t raps, but  not  “evil.”  This spell does not  
grant  the abilit y to read m inds, but  only grants a general sense of 
evil intent . 
 
Det ect  Lie  ( r ev er sib le)  

Level:  4 
Durat ion:  1 round per level 
Range:  30’ 
 
The caster can use this spell on him self or another being, and will 
be able to know whether words heard are t ruth or lies. 
Undetectable lie ( reverse of detect  lie)  can nullify the effect  of 
detect  lie, or can be used to tell lies in a convincing manner. 
 
Det ect  Mag ic 

Level:  1 
Durat ion:  2 turns 
Range:  60’ 
 
For the durat ion of this spell,  the caster can see a m agical glow on 
any enchanted object  or creature within 60’. This includes objects 
that  are permanent ly m agical, such as weapons or other item s, 
and objects or creatures that  are current ly under the influence of a 
spell or som e other enchantment . 
 
Disp el  Ev i l  

Level:  5 
Durat ion:  1 turn 
Range:  30’ 

When this spell is cast , the caster can take no other act ion but  
concent rate on the spell for the ent ire durat ion. All undead or 
other enchanted creatures that  com e within 30’ of the caster m ust  
succeed in a saving throw versus spells or be dest royed. Any 
creature that  succeeds this roll will instead flee. I nstead of cast ing 
the spell in a 30’ radius, the caster can direct  the spell at  one 
m onster only, and that  m onster saves with a –2 penalty. I n 
addit ion, dispel evil can be used to rem ove a cursed item  from  a 
being within the spell range. 
 
 
Disp el  Mag ic 

Level:  3 
Durat ion:  Permanent  
Range:  120’ 
 
When cast , spell effects within a 20’ cube can be negated. All 
spells cast  by any spell cast ing class are autom at ically negated if 
the caster is of an equal or lower level to the caster of dispel 

magic.  For each level an opponent  is above the caster, there is a 
cum ulat ive 5%  chance dispel magic does not  funct ion. For 
exam ple, if a 7th level character at tem pts to dispel the effects of a 
spell cast  by a 10 th level character , there is a 15%  chance dispel 
m agic fails. 
 
Div in at ion  

Level:  4 
Durat ion:  See below 
Range:  0 
 
Sim ilar to augury but  m ore powerful, a div inat ion spell can provide 
the caster with useful inform at ion regarding an area, building, 
area of a dungeon, and other sim ilar places. I nform at ion gained 
includes a general idea of how powerful the creatures are there, 
the general am ount  of t reasure present , and what  kind of 
resistance to at tack is present  and the nature of it ,  whether it  is 
good, evil,  chaot ic, lawful, etc. The base chance for a correct  
divinat ion is 60%  +  1%  per caster level. The referee should roll 
this secret ly. I f the dice roll fails, false informat ion is delivered. 
 
Ex or cise 

Level:  4 
Durat ion:  Permanent  
Range:  1’ 
 
The cler ic may use this r itual to elim inate foreign influences from  a 
being, whether those influences are from  m agic jar , charm  spells, 
possession by other creatures, and sim ilar m agical and/ or  spell 
effects. The referee rolls d00, and this is the probability that  a 
cler ic is successful in the exorcism , per turn the exorcism  is 
recited. This probability is lowered or raised by 1%  for every level 
difference between the cler ic and the possessing ent ity or level of 
the caster of the spell being opposed. For instance, if the odds are 
50% , and the cler ic is 5 levels higher than the opposed force, the 
odds are 55%  per turn. I f the opposed force were 5 levels higher, 
the cler ic’s odds would be 45%  per turn. 
 
Feig n  Deat h  

Level:  3 
Durat ion:  1 turn, + 1 round per level 
Range:  Touch 
 
With the except ion of durat ion and that  any HD creatures m ay be 
affected, this spell funct ions ident ically to the m agic-user spell of 
the sam e nam e. 
 
Fin d  Tr ap s  
Level:  2 
Durat ion:  2 turns 
Range:  30’ 
 
This spell is centered on the caster, and when a t rapped object  or 
area com es within range it  glows with a blue m agical light . Both 
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m agical and m echanical t raps are detected. This spell grants no 
knowledge about  the nature of the t rap or how to deact ivate it .  
 
Flam e St r ik e 

Level:  5 
Durat ion:  I nstantaneous 
Range:  60’ 
 
A f lam e st r ike produces a vert ical colum n of divine fire 30’ high 
and 10’ in diameter that  roars downward on a target . The spell 
deals 6d8 hit  points of damage. A successful saving throw versus 
spells reduces the dam age to 3d8. 
 
Gly p h  o f  W ar d in g  

Level:  3 
Durat ion:  See below 
Range:  Touch 
 
This powerful inscr ipt ion harm s those who enter, pass, or open the 
warded area or  object . A glyph of warding can guard a br idge or 
passage, ward a portal, t rap a chest  or box, and so on. The area 
of effect  is up to 5’ squared per caster level,  and a m axim um  of 
10’ squared can be inscr ibed per round. Any creature enter ing or 
touching the warded area or opening the warded object  without  
speaking a password (which is set  when cast ing the spell)  is 
subject  to the magic it  stores. 
 
When cast ing the spell,  the cler ic weaves a t racery of faint ly 
glowing lines around the warding sigil.  A glyph can be placed to 
conform  to any shape up to the lim itat ions of the total square 
footage. When the spell is completed, the glyph and t racery 
become nearly invisible. Depending on the version selected, a 
glyph either blasts the int ruder or act ivates a spell.  
 
Blast  Glyph:  A blast  glyph deals 2 points of dam age per caster 
level to the int ruder. This damage is f ire or elect r icity, caster ’s 
choice at  the t im e of cast ing. Each creature affected can at tem pt  a 
saving throw versus spell to take half dam age. 
 
Spell Glyph:  The caster can store a harm ful spell effect  to be 
t r iggered. Effects m ay include blindness, paralyzat ion, and energy 
drain, or sim ilar effects. The cler ic m ust  be of a high enough level 
to cast  these spells. A saving throw versus spells is allowed to 
avoid the effects of this kind of glyph. 
 
Ho ld  Per son  

Level:  2 
Durat ion:  9 turns 
Range:  180’ 
 
When this spell is cast , m ost  hum anoids becom e paralyzed and 
freeze in place.  Undead and any m onster of a greater size than an 
ogre are unaffected. They are aware and breathe normally but  
cannot  take any act ions, even speech. Subjects may at tem pt  a 
saving throw versus spells. This spell can affect  1d4 beings, but  if 
directed at  a single m onster or character, the saving throw is 
at tempted with a –2 penalty. 
 
Ho ly  Ch an t  

Level:  2 
Durat ion:  See below 
Range:  0’ 
 
This spell is intoned cont inuously, br inging about  supernatural 
intervent ion on behalf of the cleric and party m em bers within a 30’ 
radius. All at tacks, damage, and saving throws are m ade with a 
+ 1 bonus. Likewise, all of the rolls at tem pted by enem ies suffer a 
-1 penalty. This effect  cont inues so long as the cler ic does not  
m ove and focuses only on chant ing. However, if he is successfully 
at tacked and dealt  dam age, or otherwise physically dist racted, the 
spell ends. The spell silence also negates the spell.  
 
 

I n sect  Plag u e 

Level:  5 
Durat ion:  1 day 
Range:  480’ 
 
The caster sum m ons a swarm  of locusts in a 60’ diam eter. The 
swarm  causes creatures occupying its area to flee if they are 2 HD 
or fewer. This spell does not  funct ion when cast  underground. The 
caster can cont rol the swarm  to m ove 20’ in a round. The caster 
must  concent rate for the durat ion of the spell to m aintain cont rol 
over the swarm , and if the swarm  leaves the range the caster 
loses cont rol of them. The caster also loses cont rol of them if he is 
successfully at tacked. 
 
Kn ow  Al ig n m en t  

Level:  2 
Durat ion:  1 round 
Range:  10’ 
 
The caster of this spell will im mediately know the alignment  of a 
character or m onster within range. I n addit ion, m agic item s with 
an alignment  or the nature of a holy (or unholy)  place will be 
revealed. 
 
Lig h t  ( r ev er sib le)  

Level:  1 
Durat ion:  12 turns 
Range:  120’ 
 
This spell causes an object  to glow as br ight  as a torch, shedding 
bright  light  in a 15’ radius. The effect  is im mobile, but  it  can be 
cast  on a m ovable object . This spell can be cast  on a m onster’s or 
character ’s eyes if the target  fails a saving throw versus spells. I f 
the save fails, the target  is blind for 12 turns. Light  taken into an 
area of m agical darkness ( reverse of light )  does not  funct ion, and 
vice versa. A light  spell counters a darkness spell. Darkness can 
also be cast  on a target ’s eyes, and a saving throw versus spells is 
allowed. 
 
Locat e Ob j ect  

Level:  3 
Durat ion:  6 turns 
Range:  120’ 
 
The caster can sense the direct ion of a well- known or clear ly 
visualized object . The caster can search for general items, in 
which case the nearest  one of its k ind is located. At tempt ing to 
find a certain item  requires a specific and accurate m ental im age;  
if the image is not  close enough to the actual object , the spell 
fails. Monsters or characters m ay not  be located. 
 
Low er  W at er  

Level:  4 
Durat ion:  1 turn per level 
Range:  120’ 
 
The caster of this spell is able to lower water  or any other fluid by 
a percentage of its volum e at  5%  per caster level and in an area 
of 1 square foot  per caster level. For instance, a 10 th level cler ic 
could lower water by 50%  in a 10’ square area. 
  
Neu t r a l ize Po ison  

Level:  4 
Durat ion:  Permanent  
Range:  Touch 
 
The caster detoxifies any sort  of venom  or poison in the creature 
or object  touched. A poisoned creature suffers no addit ional 
effects from  the poison, and any tem porary effects are ended, but  
the spell does not  reverse instantaneous effects, such as hit  point  
dam age, or other effects that  do not  go away on their  own. I f a 
character dies of poison, neut ralize poison will br ing a character 
back to life if used no m ore than 10 rounds after death. 
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Plan e Sh i f t  

Level:  5 
Durat ion:  Permanent  
Range:  Touch 
 
This spell allows the caster to m ove him self or som e other 
creature to another plane of existence or alternate dim ension. I f 
several willing persons link hands in a circle, as m any as eight  can 
be affected by the plane shift  at  the same t ime. Note that  plane 

shift  t ransports creatures instantaneously and then ends. The 
creatures need to find other m eans if they are to t ravel back. An 
unwilling creature is ent it led to a saving throw versus spells to 
negate the effects of this spell.  
 
Pr ay er  

Level:  3 
Durat ion:  1 round per level 
Range:  0 
 
Prayer  is a m ore advanced form  of the spell holy chant .  The 
funct ion is ident ical, except  that  the area of effect  is a 60’ radius. 
I n addit ion, it  is unnecessary for the cler ic to rem ain chant ing. 
Once the spell is cast  it  lasts for its durat ion, while the cler ic may 
cast  other spells, at tack, or take other act ions. 
 
Pr o t ect ion  f r om  Ev i l  

Level:  1 
Durat ion:  12 turns 
Range:  Touch 
 
This spell wards a creature from  at tacks by “evil”  creatures. I t  
creates a m agical barr ier around the subject  that  m oves with the 
subject . The subject  gains a bonus to AC of –1 and a + 1 bonus on 
saving throws. Both these bonuses apply against  at tacks made or 
effects created by evil creatures. 
 
I n addit ion, this spell prevents bodily contact  by sum m oned or 
created creatures. This causes the natural weapon at tacks of such 
creatures to fail,  and the creatures recoil if such at tacks require 
touching the warded creature. However, these creatures can 
at tempt  m issile at tacks. The protect ion against  contact  by 
sum m oned creatures ends if the warded creature m akes an at tack 
against  or t r ies to force the barr ier against  the blocked creature.  
 
Pr o t ect ion  f r om  Ev i l  1 0 ’  Rad iu s 

Level:  4 
Durat ion:  12 turns 
Range:  Touch 
 
This spell funct ions exact ly like the spell protect ion from evil, 
except  protect ion from  evil 10’ radius extends the protect ive 
barr ier to a 10’ radius around the caster or subject , allowing 
com panions to stay close and gain the benefits of the spell.  
 
Pu r i f y  Food  an d  Dr in k  ( r ev er sib le)  

Level:  1 
Durat ion:  Permanent  
Range:  10’ 
 
This spell m akes spoiled, rot ten, poisonous, or otherwise 
contam inated food and water pure and suitable for eat ing and 
drinking. Either 6 quarts of dr ink, one t rail rat ion, or a quant ity of 
unpreserved food for 12 hum an-sized beings can be affected by 
this spell. This spell does not  prevent  subsequent  natural decay or 
spoilage. The opposite of this spell, put refy food and water ,  spoils 
a like amount  of food or dr ink. 
 
Qu est  ( r ev er sib le)  

Level:  5 
Durat ion:  See below 
Range:  30’ 
 
When this spell is cast  on a character , a saving throw versus spells 

is allowed. Success indicates that  the spell is not  effect ive. I f the 
save fails, the caster can com pel the character to take on a quest . 
This quest  can be dangerous, but  the character cannot  be 
inst ructed to purposefully harm him self.  Should the affected 
character resist  taking on the quest , he will be under the effect  of 
a curse, the nature of which is decided by the GM. The only way to 
rem ove the curse is to undertake the quest , and when the quest  is 
finished the spell term inates. 
 
Alternat ively, the reverse of this spell, rem ove quest ,  can be used 
to rem ove the curse and to dispel an act ive quest  spell. Like dispel 

magic,  the caster of rem ove quest  will have a lower probability of 
successfully counter ing the spell if he is a lower level than the 
caster of the quest  spell. The probability of spell failure is 5%  per 
level the cler ic is below the caster of quest .  
 
Raise Dead  ( r ev er sib le)  

Level:  5 
Durat ion:  Permanent  
Range:  120’ 
 
This spell restores life to a deceased dwarf, elf,  gnom e, half-elf,  
half-orc, human, or half ling. The caster can raise a creature that  
has been dead for no longer than two days at  7th level, and four 
days are added per level above 7. For exam ple, a 9th level cler ic 
can br ing a character back to life that  has been dead for 10 days. 
However, the body of the person to be raised m ust  be fair ly intact . 
For instance, if the head is m issing the being cannot  be raised. 
Com ing back from  the dead is an ordeal. The subject  of the spell is 
brought  back to life with 1 hit  point , and for two weeks the 
character has 50%  of m ovem ent  and suffers from  chronic 
weakness. Further, he m ay not  engage in spell cast ing, combat , or 
any other st renuous act iv ity. This period m ay not  be shortened by 
any m agical healing. I f this spell is cast  on an undead m onster , it  
m ust  save versus spells or die instant ly. 
 
Ray of death ( reverse of raise dead)  can be cast  and directed at  
any character or m onster. A ray of death shoots from  the hand of 
the caster , and if the target  fails a saving throw versus death he 
dies instant ly. The cast ing of this spell is a chaot ic act , and will be 
done by other alignm ents in rare situat ions. 
 
Rem ov e Cu r se ( r ev er sib le)  

Level:  3 
Durat ion:  Permanent  
Range:  Touch 
 
Rem ove curse instantaneously rem oves one curse on a creature. 
Rem ove curse does not  remove the curse from  a cursed shield, 
weapon, or suit  of arm or, although the spell enables the creature 
afflicted with any such cursed item  to rem ove and get  r id of it .  
Rem ove curse counters and dispels bestow curse.  
 
Bestow curse ( reverse of rem ove curse)  can br ing about  any 
num ber of unfortunate effects upon a being, determ ined by the 
caster and refereed by the GM. Som e lim its of effect  must  be 
enforced. Possibilit ies include no more than a –2 penalty to saving 
throws or –4 to hit .  An ability  m ight  be reduced by 50% . These 
effects can have any num ber of creat ive sym ptom s. The vict im  
can avoid being affected by bestow curse with a successful saving 
throw versus spells. 
 

Rem ov e Fear  ( r ev er sib le)  

Level:  1 
Durat ion:  2 turns 
Range:  Touch 
 
This spells inst ills courage in the subject , and potent ially removes 
the effect  of m agic- induced fear by allowing the target  a saving 
throw versus spells to at tempt  to rem ove the effect . The subject  
receives a saving throw bonus of + 1 per level of the caster . 
Rem ove fear counters and dispels cause fear .  The subject  must  be 
touched for the spell to take effect . 
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Cause fear  ( reverse of rem ove fear)  will cause a subject  who is 
touched to run away, hyster ical, at  full running m ovem ent  for a 
num ber of rounds equal to the caster ’s level. 
 
Resist  Co ld  

Level:  1 
Durat ion:  6 turns 
Range:  30’ 
 
While under the effects of this spell,  a character or m onster is 
unharmed by freezing (non-magical)  cold, and grants a bonus of 
+ 2 to all saving throws versus cold-based m agical or breath 
at tacks. I n addit ion, 1 point  of dam age is subt racted from  each 
dice of dam age dealt  by a cold-based at tack. Each die will inflict  a 
m inim um  of 1 hp dam age. 
 
Resist  Fi r e  

Level:  2 
Durat ion:  6 turns 
Range:  30’ 
 
While under the effects of this spell,  a character or m onster is 
unharmed by intense (non-m agical)  heat , and he receives a bonus 
of + 3 to all saving throws versus heat -based m agical or breath 
at tacks. I n addit ion, 1 point  of dam age is subt racted from  each die 
of dam age dealt  by a heat -based at tack. Each die will inflict  a 
m inim um  of 1 hp dam age. 
 
Rev ea l  Ch ar m  ( r ev er sib le)  

Level:  2 
Durat ion:  1 turn 
Range:  30’ 
 
By m eans of this spell, a cler ic m ay exam ine one creature within 
range per round, to a m axim um  of 10 creatures, to determ ine if 
they are under the influence of a charm  spell.  The reverse, 
obscure charm , can protect  one creature only from  detect ion for 1 
turn. 
 
San ct u ar y  

Level:  1 
Durat ion:  2 rounds, + 1 round per level 
Range:  Touch 
 
Any opponent  at tem pt ing to st r ike or otherwise direct ly at tack the 
warded creature m ust  at tem pt  a saving throw versus spells. I f the 
save succeeds, the opponent  can at tack norm ally and is 
unaffected by that  cast ing of the spell. I f the save fails, the 
opponent  will not  at tack the caster and will at tack another 
creature instead. However, area effects m ay st ill affect  the cler ic. 
The cler ic m ust  not  m ake offensive act ions while this spell is in 
effect , but  he m ay cast  non-offensive spells to help companions. 
 
Si len ce 1 5 ’  Rad iu s 

Level:  2 
Durat ion:  12 turns 
Range:  180’ 
 
Upon the cast ing of this spell, com plete silence prevails in a 
diam eter of 30 feet . All sound is stopped and conversat ion is 
impossible. No noise whatsoever issues from  the area, but  noise 
or iginat ing from  outside the silenced area can be heard by those 
within it . The spell can be cast  on a point  in space, but  the effect  
is stat ionary unless cast  on a m obile object . The spell can be 
centered on a creature, and the effect  then radiates from  the 
creature and m oves as it  m oves. An unwilling creature can 
at tem pt  a saving throw versus spells, and if successful the spell 
takes effect  in a stat ionary locat ion near the creature, but  the 
creature m ay m ove out  of the affected area. 
 
 
 
 

Sn ak e Ch ar m  

Level:  2 
Durat ion:  See below 
Range:  60’ 
 
The caster is able to affect  the behavior of snakes, m aking them 
indifferent  to the caster and others. A cler ic is able to affect  
snakes of a num ber of hit  die equaling the caster ’s level. A 7 th 
level cler ic can affect  7 hit  dice of snakes, which can equal seven 1 
HD snakes, or two 3 HD snakes and one 1HD snake, or any other 
combinat ion. 
 
Host ile snakes are m ore difficult  to charm , and if this spell is cast  
on snakes that  are engaged in m elee com bat  with the caster, the 
snakes will only be affected by the spell for 1d4+ 1 rounds. I f the 
spell is cast  on snakes that  are not  at  the m oment  host ile, the 
spell will last  1d4+ 1 turns. 
 
Sp eak  w i t h  An im als 

Level:  2 
Durat ion:  6 turns 
Range:  30’ 
 
The caster can com prehend and com municate with ordinary 
anim als or giant  versions of ordinary animals. The caster can ask 
quest ions of, and receive answers from , one part icular kind of 
anim al, although the spell doesn’t  m ake it  any m ore fr iendly or 
cooperat ive than norm al. The type of anim al is decided when the 
spell is cast . I f an anim al is fr iendly toward the caster, it  m ay do 
som e favor or service. 
 
Sp eak  w i t h  Dead  

Level:  3 
Durat ion:  See below 
Range:  1’ 
 
The caster grants the semblance of life and intellect  to a corpse, 
allowing it  to answer several quest ions put  to it .  The corpse may 
answer no m at ter what  state of decay it  is in. Regardless of the 
num ber of quest ions asked, the spell has a lim ited durat ion based 
on caster level. Unasked quest ions are wasted if the durat ion 
expires. The corpse’s knowledge is lim ited to what  the creature 
knew dur ing life, including the languages it  spoke ( if any) . The 
cler ic m ay cast  this spell on a corpse that  has been dead for a 
period of t im e dependent  on the caster ’s level. Refer to the table 
below. 
 

Cast er  

Lev el  

Du r at ion  Tim e 

Deceased  

Qu est ion s 

6 t h  o r  

f ew er  

6 rounds 7 days 2 

7 t h  t o  8 t h  18 rounds 7 weeks 3 
9 t h  t o  1 1 t h  36 rounds 7 m onths 4 
1 2 t h  t o1 4 t h  1 turn 7 years 5 
1 5 t h  t o  1 8 t h  2 turns 70 years 6 
1 9 t h  t o  2 0 t h  3 turns 140 years 7 
2 1 st  +  6 turns 1,000 years+  8 

 

Sp eak  w i t h  Plan t s 

Level:  4 
Durat ion:  3 turns 
Range:  60’ 
 
The caster can com municate with plants, including both norm al 
plants and plant  creatures. The caster is able to ask quest ions of 
and receive answers from  plants, and can ask plants to m ove in 
such a way to clear a path that  is impassable or covered in difficult  
growth. The spell does not  m ake plant  creatures any m ore fr iendly 
or cooperat ive than norm al. I f a plant  creature is fr iendly toward 
the caster , it  m ay do som e favor or service. 
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Sp i r i t u a l  W eap on  

Level:  2 
Durat ion:  1 round per level 
Range:  30’ 
 
A weapon m ade of pure force springs into existence and at tacks 
opponents in range, dealing 1d6 dam age per hit ,  with + 1 to hit  
per three caster levels. However, the weapon is not  considered 
“m agical”  for the purposes of dealing dam age or st r ik ing foes that  
can only be hit  by m agical weapons. The weapon takes a shape 
favored by the caster ’s deity or a weapon with som e spir itual 
signif icance or symbolism  (a mace, ham mer, etc.)  I t  st r ikes at  the 
opponent  designated, with one at tack per round the spell is in 
effect . I t  uses the caster’s base at tack value, just  as any m elee 
weapon wielded by the caster . The weapon m anifests only as long 
as the caster concent rates, to the maximum  durat ion allowed for 
the caster’s level.  
 
St ick s t o  Sn ak es 

Level:  4 
Durat ion:  6 turns 
Range:  120’ 
 
The caster can t ransform  2d8 st icks into snakes, and there is a 
50%  probabilit y that  the snakes are poisonous. The caster m ay 
give the snakes orders. When killed or at  the end of the spell’s 
durat ion, snakes revert  back into st icks. The monster stat ist ics for 
these snakes are as follows:   AL N, MV 90’, AC 6, HD 1, # AT 1, 
DM 1d4, SV F1, ML 7. 
 
St r i k in g  

Level:  3 
Durat ion:  1 turn 
Range:  30’ 
 
The caster enchants a weapon to deal an ext ra 1d6 hit  points of 
dam age, and m akes an otherwise non-magical weapon able to 
at tack a m onster norm ally only affected by weapons of a m agical 
nature. 
 
Ton g u es ( r ev er sib le)  

Level:  4 
Durat ion:  1 turn 
Range:  0 
 
This spell grants the caster the abilit y to speak and understand the 
language of any intelligent  creature within a 60’ diam eter area, 
whether it  is a racial or alignm ent  tongue. The reverse, garble, 
makes all language incomprehensible within the affected area, or 
m ay be used to negate a tongues spell. No saving throw is 
perm it ted. 
 
Tr u e Seein g  

Level:  5 
Durat ion:  1 round per level 
Range:  Touch 
 
The caster confers on him self or a subject  the abilit y to see all 
things as they actually are. The subject  sees through normal and 
m agical darkness, not ices secret  doors, sees invisible creatures or 
objects normally, sees through illusions, and sees the t rue form  of 
polym orphed, changed, or t ransm uted things. Further, the subject  
can focus its v ision to see into the ethereal plane (but  not  into 
ext radim ensional spaces) . 
 
False seeing, the opposite of t rue seeing,  m akes objects, 
characters, and m onsters appear as their  “ opposite.”  The ugly 
appears beaut iful, the valuable appears worthless, and so on. 
 
 

Dr u id  Sp el ls 
An im al  Com p an ion  

Level:  1 
Durat ion:  Permanent  
Range:  10’ 
 
A druid may use this spell to at t ract  2 HD of normal animals (and 
of ordinary animal intelligence)  per caster level, and befr iend 
them . The anim als m ust  have a neut ral alignm ent . The druid m ay 
t rain these animals, so long as t raining takes place within 4 
m onths of befr iending them . A m axim um  of three specif ic 
behaviors m ay be t rained, m uch like one m ight  t rain a dog. I t  
takes 1 week to t rain an anim al to perform  1 behavior, but  if the 
t raining is interrupted for m ore than 3 days it  m ust  be star ted all 
over. I t  takes 6 turns to cast  this spell.  
 
An im al  Gr ow t h  ( r ev er sib le)  

Level:  5 
Durat ion:  2 rounds per level 
Range:  80’ 
 
The caster m ay use this spell to double the size of up to 8 animals 
within a 20’ x 20’ area. This doubling effect  applies to dam age 
inflicted by the anim als and applies to their  HD num bers, which 
affects their at tack values. The opposite, reduce animal,  has 
exact ly the opposite effect , reducing animals and their  abilit ies by 
half.  
 
An t i - Plan t  Sh el l  

Level:  5 
Durat ion:  1 turn per level 
Range:  0 
 
The spell ant i-plant  shell creates an invisible barr ier that  keeps all 
creatures within the shell protected, as if behind a wall,  from  
at tacks by plant  creatures, animated plants, or m issiles of plant  
m aterial. The shell is centered on the caster and is 20’ in 
diam eter. 
 
Bar k sk in  

Level:  2 
Durat ion:  4 rounds, + 1 round per level 
Range:  Touch 
 
Barkskin toughens a creature’s skin;  this spell m ay be used on the 
caster or another willing creature. The effect  lowers the creature’s 
exist ing arm or class by 1, and provides a + 1 to all saving throws 
except  versus spells.  
 
Cal l  Lig h t n in g  

Level:  3 
Durat ion:  10 rounds per level 
Range:  0 
 
I m m ediately upon com plet ion of the spell,  and once per round 
thereafter, the caster m ay call down a vert ical bolt  of lightning 
that  deals 2d8, + 1d8 per level points of elect r icity damage. The 
caster m ust  be outdoors and in a storm y area—a rain shower, 
clouds and wind, hot  and cloudy condit ions, or even a tornado. 
The bolt  of lightning flashes down in a vert ical st roke at  whatever 
target  point  chosen within a 360’ radius of the caster . Any 
creature within a 10’ radius of the target  area or in the path of the 
bolt  is affected. A bolt  of lightning may be called once every 10 
rounds. This spell does not  funct ion underground, unless there is a 
clear st raight  vert ical path outdoors. Vict ims m ay save versus 
spells for half of the dice dam age. 
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Ch ar m  Per son  o r  Mam m al  

Level:  2 
Durat ion:  See below 
Range:  80’ 
 
This spell funct ions in m uch the sam e m anner as the m agic-user 
spell charm person.  Refer to that  spell descr ipt ion for m ore details. 
However, in addit ion to hum anoids, the druid spell m ay be used to 
charm  mamm als, including intelligent  animals. 
 
Com m u n e w i t h  Nat u r e 

Level:  5 
Durat ion:  See below 
Range:  ½  m ile radius per level 
 
The caster becomes one with nature ( in outdoor set t ings only) , 
at taining knowledge of the surrounding terr itory. The caster may 
gain knowledge of a fact  per caster level from  am ong the following 
subjects:  the ground or terrain, plants, m inerals, bodies of water , 
people, general anim al populat ion, presence of woodland 
creatures, presence of powerful unnatural creatures, or even the 
general state of the natural set t ing. I t  takes 1 turn to cast  this 
spell.  
 
Con t r o l  W in d s 

Level:  5 
Durat ion:  10 rounds per level 
Range:  0 
 
This spell allows the caster to alter wind force within a 40’ radius 
per caster level. The caster can m ake the wind increase or 
decrease it s st rength. The new st rength persists unt il the spell 
ends or unt il the caster chooses to alter his handiwork. An “eye”  of 
calm  air  that  is 40’ in diam eter at  the center of the area surrounds 
the caster . For every caster level, wind can increase or decrease 
speed by 3 m iles per hour, in increm ents of 3 m iles per hour per 
round. Wind speed reduces at  the sam e rate when the spell ends 
or is dism issed by the caster. 
 

• Strong winds (30+  m ph)  m ake sailing difficult ,  m issile 
weapons difficult ,  and forces sm aller airborne creatures 
out  of the air .  

• A severe wind (45+  mph)  causes m inor ship and building 
dam age, and forces hum an-sized airborne creatures from  
the air .  

• A windstorm  (60+  m ph)  dr ives m ost  f ly ing creatures 
from  the skies, uproots sm all t rees, knocks down light  
wooden st ructures, tears off roofs, and endangers ships. 

• Hurricane force winds (75+  m ph)  dest roy wooden 
buildings, som et im es uproot  even large t rees, and cause 
m ost  ships to sink. 

• A tornado (175+  m ph)  dest roys all unfort ified buildings 
and often uproots large t rees. 
 

Note that  in confined spaces, including underground, the spell will 
funct ion. I f the area is confined such that  the radius of effect  is 
less than 400’, then there is no eye of calm  winds and the caster 
will suffer from  the winds just  as any other creature in affected 
radius. 
 
Cr eat e W at er  

Level:  2 
Durat ion:  Permanent  
Range:  10’ 
 
This spell generates wholesome, drinkable water , just  like clean 
rain water. Water can be created in an area as sm all as will 
actually contain the liquid, or  up to 1’ cubed per caster level. I t  
takes 1 turn to cast  this spell.  
 
 
 
 

Cr eep in g  Doom  

Level:  7 
Durat ion:  4 rounds per level 
Range:  0 
 
When the caster ut ters the spell of creeping doom , a m ass of 
cent ipedes, insects, and arachnids is called forth. The swarm  
occupies a volum e of 20’ square, and can be com manded to 
swarm  any target  within 80’. The swarm  m oves at  10’ per round, 
and will consist  of (1d6+ 4)x100 indiv idual bugs, each of which 
deals 1 point  of dam age and then dies. I f a swarm  occupies the 
sam e area as a target , as m any bugs at tack as the creature has 
hit  points. The remaining swarm  may be commanded to at tack a 
new target  in range. I f the swarm  m oves beyond 80’ from  the 
caster, 50 of their  num ber wander away. An addit ional 50 wander 
away per 10’, so that  if they are 100’ away, 150 have been lost . 
 
Cu r e Disease ( r ev er sib le)  

Level:  3 
Durat ion:  Permanent  
Range:  Touch 
 
This spell funct ions in the same way as the cler ic spell of the same 
nam e. 
 
Cu r e Lig h t  W ou n d s ( r ev er sib le)  

Level:  1 
Durat ion:  Permanent  
Range:  Touch 
 
This spell is ident ical to the cler ic spell of the same name. 
 
Cu r e Ser iou s W ou n d s ( r ev er sib le)  

Level:  4 
Durat ion:  Permanent  
Range:  Touch 
 
Cure serious wounds funct ions the same as the cler ic spell of the 
sam e name. 
 
Det ect  Mag ic 

Level:  1 
Durat ion:  2 turns 
Range:  60’ 
 
This spell is ident ical to the cler ic spell detect  magic.  
 
Det ect  Sn ar es an d  Pi t s 

Level:  1 
Durat ion:  4 rounds per level 
Range:  60’ 
 
I n the wilderness, the druid can detect  simple pits, deadfalls, and 
snares as well as m echanical t raps. The spell does not  detect  
com plex t raps, including t rapdoor t raps. I n a dungeon or other 
below ground environm ent , the druid m ay only detect  sim ple pits. 
 
Disp el  Mag ic 

Level:  4 
Durat ion:  Permanent  
Range:  120’ 
 
This spell funct ions the same as the cler ic spell of the same name. 
 
Div in e W eat h er  

Level:  1 
Durat ion:  2 hours per level 
Range:  0 
 
A druid m ay use this spell to divine com ing weather condit ions 
within a 5 m ile radius. The caster can predict  the weather into the 
future by 2 hours per caster level. This spell only grants 
knowledge about  general weather condit ions ( rain, snow, wind, 
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temperature, etc.)  but  cannot  detect  specif ic future locat ions of 
lightning st r ikes, tornadoes, etc. 
 
En t an g le 

Level:  1 
Durat ion:  1 turn 
Range:  80’ 
 
Grasses, weeds, bushes, and even t rees wrap, twist , and entwine 
about  creatures in a 40’ diam eter area or those that  enter the 
designated area, holding them  fast  and causing them  to becom e 
entangled. A creature m ay m ove half it s normal m ovem ent  if it  
succeeds in a saving throw versus spells. 
 
Faer ie Fi r e  

Level:  1 
Durat ion:  4 rounds per level 
Range:  80’ 
 
A pale glow surrounds and out lines the subjects. Out lined subjects 
shed light  that  m akes them  visible in darkness at  a distance of 
80’, or half this if the creatures are near a light  source. The druid 
m ay affect  creatures within a 40’ radius, and m ay out line up to 12’ 
per caster level. For instance, 2 hum an sized targets at  f irst  level, 
and 4 hum an sized targets at  2nd level, etc. The faer ie fire can be 
blue, green, or violet , according to druid’s choice at  the t im e of 
cast ing. The faer ie f ire does not  cause any harm  to the objects or 
creatures thus out lined. However, their  greater visibilit y grants 
at tackers + 2 to hit  while the spell is in effect .  
 
Feig n  Deat h  

Level:  2 
Durat ion:  4 rounds, + 2 rounds per level 
Range:  Touch 
 
With the except ion of the durat ion, this spell funct ions ident ically 
to the magic-user spell of the sam e name. 
 
Fin g er  o f  Deat h  

Level:  7 
Durat ion:  Permanent  
Range:  60’ 
 
The caster m ay use this spell to slay any one liv ing creature within 
range. The target  is ent it led to a saving throw versus death to 
survive the at tack. 
 
Fin d  Plan t  

Level:  2 
Durat ion:  1 turn per level 
Range:  0 
 
The caster of this spell is able to find a specific plant  within a 10’ 
diam eter circle per caster level (30’ at  level 3, etc.) , centered on 
the caster . The caster m ay concent rate on a different  plant  type 
each round, and he m ay m ove around since the area of effect  
follows with him . 
 
Fi r e Tr ap  

Level:  2 
Durat ion:  See below 
Range:  Touch 
 
The druid spell fire t rap funct ions ident ically to the magic-user 
spell of the same nam e. 
 
Flash  Fi r e  ( r ev er sib le)  

Level:  4 
Durat ion:  1 round 
Range:  40’ 
 
The caster causes a 10’ square area within range to suddenly 
erupt  in flam es, potent ially ignit ing flammable materials in 

addit ion to inflict ing 1d4 hp damage to all creatures in the area. 
Dam pen fire,  the reverse of flash fire,  m ay be used to snuff out  
any norm al fires within the sam e area. 
 
Hal lu cin at o r y  Ter r a in , Dr u id ic 

Level:  4 
Durat ion:  Permanent  
Range:  80’ 
 
This spell is very sim ilar to the magic-user spell of the sam e 
nam e, but  with some important  differences. The caster makes 
some terrain look, sound, and smell like som e other natural sort  of 
terrain, but  the ent ire terrain to be hidden must  be encompassed 
by the range this spell may affect . The caster, all druids, and all 
sylvan creatures recognize the illusion for what  it  is. The caster 
m ay affect  a 40’ square area per level. The illusion is perm anent , 
unless dispel m agic is successfully cast  on the enchanted area. 
 
Heat  Met a l  ( r ev er sib le)  

Level:  2 
Durat ion:  7 rounds 
Range:  40’ 
 
Heat  metal makes m etal ext rem ely warm. A creature takes fire 
dam age if it s m etal weapons, arm or, or equipment  is heated. On 
the first  round of the spell, the metal becom es warm and 
uncomfortable to touch but  deals no dam age. The sam e effect  also 
occurs on the last  round of the spell’s durat ion. During the second 
(and also the next - to- last )  round, intense heat  causes pain and 
dam age. I n the third, fourth, and fifth rounds, the m etal is sear ing 
hot , causing m ore dam age, as shown on the table below. 
 

Rou n d  Met a l  Tem p er at u r e Dam ag e 

1  Warm  (Cool)  None 
2  Hot  (Cold)  1d4 (1d2)  hp 
3 – 5  Scorching (Freezing)  2d4 (1d4)  hp 
6  Hot  (Cold)  1d4 (1d2)  hp 
7  Warm  (Cool)  None 

 
Note that  when sear ing dam age is delivered, addit ional effects 
occur depending on the body parts which are in contact  with 
m etal. A target  m ay exper ience m ore than one of these effects if 
metal is contact ing mult iple body parts. Effects are as follows:  
ext rem it ies (hands, feet ) , unusable for 2d4 days;  body (covered 
by m etal arm or) , bedr idden from ext rem e burns for 1d4 days;  
head (covered by a helmet) , severely burned, vict im  is 
unconscious for 1d4 turns. I f searing m etal m akes contact  with 
flam m able m aterial ( leather, cloth, etc.)  it  burns, dealing 2d4 
dam age the next  round. 
 
The reverse of heat  metal, chill metal,  has sim ilar effects as noted 
in parenthesis in the table above. However, when freezing dam age 
is dealt , sm all body parts like the ears, the nose, toes, f ingers, 
etc. are com pletely frozen and m ust  be amputated. At  the 
referee’s discret ion, penalt ies to CHA may apply. Note that  
magical items or spells that  provide protect ion from  fire or  cold, or 
exposure to m agical or m undane heat  or cold sources will all 
negate the appropriate spell effect . Heat  m etal negates chill metal, 
and vice versa. 
 
Ho ld  An im al  

Level:  3 
Durat ion:  2 rounds per level 
Range:  80’ 
 
The caster of this spell can hold norm al animals ( including giant  
versions)  for the spell durat ion, up to 400 lbs. of animals per 
caster level. I f m ore than 4 creatures are affected, they m ay save 
versus spells as norm al to avoid the effects of the spell. I f 
creatures fewer than 4 are affected, each creature receives -1 per 
creature fewer. Thus, if only 1 is affected, it  saves at  -3, -2 for two 
creatures and -1 for 3 creatures. See also hold person.  
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Ho ld  Veg et a t ion  an d  Fu n g u s 

Level:  4 
Durat ion:  1 round per level 
Range:  80’ 
 
This spell m ay be used to hold all form s of plant  and fungus life, 
both intelligent  and unintelligent . Held plant  or fungus m aterial is 
unm ovable by m agical anim at ion or any other m ovem ent  except  
by natural outside means, such as wind. I ntelligent  plants or 
fungus, or plant / fungus m onsters are ent it led to a saving throw 
versus spells to negate the effect . The caster m ay affect  up to 70 
square feet  of plant -covered terrain, or up to 4 intelligent  beings 
or non- intelligent  but  sent ient  and/ or independent ly m obile 
beings. I f creatures fewer than 4 are affected, each creature 
receives -1 to save versus spells per creature fewer. Thus, if only 
1 is affected, it  saves at  -3, -2 for two creatures and -1 for 3 
creatures. 
 
I n sect  Plag u e 

Level:  5 
Durat ion:  1 day 
Range:  480’ 
 
This spell is ident ical to the cler ic spell of the same name. 
 
I n sect  Sw ar m  

Level:  3 
Durat ion:  1 round per level 
Range:  30’ 
 
As soon as this spell is cast , a swarm  of bit ing, pinching, and 
st inging insects engulfs a v ict im . There is a 50%  chance either 
way that  the swarm  is a m ass of fly ing or crawling insects. They 
inflict  2 hp dam age per round, and a vict im  m ay com m it  no other 
act ion than t ry to get  r id of the insect  swarm . The caster m ay 
direct  the swarm  to at tack different  opponents, but  it  takes one 
round for the insects to disengage one opponent  and m ove to 
another. Fly ing insects move at  180’ (60’)  and crawling insects 
move at  120’ (40’) . 
 
I n v isib i l i t y , An im al  

Level:  1 
Durat ion:  1 turn, + 1 round per level 
Range:  Touch 
 
A druid m ay cast  this spell on him self or another willing creature. 
The affected creature is com pletely invisible to ordinary (and 
giant )  anim als of norm al anim al intelligence. 
 
Locat e Cr eat u r e 

Level:  1 
Durat ion:  1 round per level 
Range:  0 
 
By cast ing this spell, a druid m ay stand and detect  whether a 
specific kind of animal is within range, and where in range it  is 
located. The range is direct ly in front  of the caster, in a 20’ wide 
path that  is 20’ long per caster level. The caster may face in a 
different  direct ion per round. 
 
Neu t r a l ize Po ison  ( r ev er sib le)  

Level:  3 
Durat ion:  Permanent  
Range:  Touch 
 
This spell funct ions ident ically to the cler ic spell of the sam e nam e. 
 
Ob scu r in g  Mist  

Level:  2 
Durat ion:  4 rounds per level 
Range:  0 
 
A m isty vapor ar ises around the caster. I t  is stat ionary once 

created. The vapor obscures all sight , including infravision, beyond 
2d4 feet  for 4 rounds per caster level and covers 10’ cubed per 
caster level. A st rong wind disperses the fog, reducing it s durat ion 
to 25%  of norm al. 
 
Pass w i t h ou t  Tr ace 

Level:  1 
Durat ion:  1 turn per level 
Range:  Touch 
 
The caster or a subject  can m ove through any type of terrain and 
leave neither footprints nor scent . Tracking the subjects is 
impossible;  however, for 6d6 turns any area passed over will 
radiate faint  m agic. 
 
Passp lan t  

Level:  4 
Durat ion:  5 turns 
Range:  Touch 
 
The caster creates a passage through vegetat ion, whether natural 
or m agical. The passage is 10’ deep per caster level, 5’ wide and 
10’ high. The caster may choose to hide within a t ree, if it  is large 
enough and falls in a direct  path of the spell. When the spell ends 
the caster is sim ply expelled from  the t ree in a random  direct ion. 
However, if the t ree is killed (cut  down)  or otherwise dest royed 
while the caster is within, he dies. 
 
 
Plan t  Gr ow t h  

Level:  3 
Durat ion:  Permanent  
Range:  160’ 
 
Plant  growth causes normal vegetat ion (grasses, br iars, bushes, 
creepers, thist les, t rees, vines)  within range and a 20’ square area 
per level to become thick and overgrown. The plants entwine to 
form  a thicket  or jungle that  creatures m ust  hack or force a way 
through. Movem ent  drops to 10’, or 20’ for large creatures. The 
area must  have brush and t rees in it  for this spell to take effect . At  
the caster’s opt ion, the area can be any shape. This spell has no 
effect  on plant  creatures. 
 
Pr od u ce Flam e 

Level:  2 
Durat ion:  2 rounds per level 
Range:  0 
 
Flames as br ight  as a torch appear in the caster ’s open hand, for 2 
rounds per caster level (unless dism issed early) . The flam es harm  
neither the caster nor his equipm ent ;  however, they will ignite 
other flam m able m aterials. I n addit ion to providing illum inat ion, 
the f lam es can be hurled at  enem ies up to 40’, burst ing to catch 
fire to any burnable m ater ials within a 2’ radius of the im pact  
point .  
 
Pr o t ect ion  f r om  Fi r e  

Level:  3 
Durat ion:  See below 
Range:  Touch 
 
This spell m ay be used on the caster or another creature, with 
different  effects in each case. When used on the caster, he is 
rendered completely imm une to all dam age from  norm al and 
magical fires, no mat ter their  source, for an unlim ited t im e or unt il 
an accum ulat ion of 12 hp of dam age per caster level is dealt . At  
that  point  the spell ends and im munity ends. I f the spell is used on 
another creature, the durat ion is 1 turn per caster level, dur ing 
which t im e the recipient  benefits from  im m unity to all nonmagical 
fires and 50%  im m unity (half dam age)  from  m agical or other 
fires. I n addit ion, the recipient  m ay save versus fire-based at tacks 
with a + 4 bonus. 
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Pr o t ect ion  f r om  Elect r i ci t y  

Level:  4 
Durat ion:  See below 
Range:  Touch 
 
This spell funct ions ident ically to protect ion from fire,  but  is 
effect ive against  all elect r ical damage and at tacks. 
 
 
Pu r i f y  W at er  ( r ev er sib le)  

Level:  1 
Durat ion:  Permanent  
Range:  40’ 
 
The caster m ay use this spell to m ake poisoned or otherwise 
unsanitary or undrinkable water within a 10’ square area pure and 
ready for dr inking. The caster  m ay convert  a total of 1’ cubed of 
water per level. Spoil water ,  the reverse of purify water , m akes 
water undrinkable due to contam inat ion. Spoil water m ay also be 
used to render holy or unholy water power less. 
 
Py r o t ech n ics 

Level:  3 
Durat ion:  See below 
Range:  160’ 
 
Pyrotechnics turns a fire into either a burst  of blinding fireworks or 
a thick cloud of choking sm oke, depending on the wishes of the 
caster. 
 
Fireworks:  The fireworks are a flashing, fiery, m om entary burst  of 
glowing, colored aerial lights. This effect  causes creatures within 
120’ of the area of effect  to becom e blinded. The size of the 
pyrotechnics is equal to 10x the size of the f ire source. Creatures 
m ust  have line of sight  to the fire to be affected. 
  
Smoke Cloud:  A writhing st ream  of sm oke billows out  from  the 
source, form ing a choking cloud. The cloud obscures all v ision of 
anything 20’ or m ore distant  and lasts for 1 round per caster level. 
The smoke fills a total area equal to 100x the size of the f ire 
source. 
 
 
Rep el  Ver m in  

Level:  4 
Durat ion:  1 turn per level 
Range:  0 
 
The caster of this spell is able to prevent  all ordinary insects, rats, 
spiders, etc. from  com ing with a 10’ radius. Giant  verm in or 
verm in of 2 HD or m ore m ay enter the area if they succeed in a 
saving throw versus spells. However, enter ing the area causes 1d6 
hp damage to them . This spell does not  affect  wererats or 
intelligent  verm in- like creatures. 
 
Sh i l le lag h  

Level:  1 
Durat ion:  1 round per level 
Range:  Touch 
 
The caster’s own nonmagical club or quarterstaff becom es a + 1 
weapon in regard to at tack rolls. The weapon deals 2d4 dam age. 
These effects only occur when the weapon is wielded by the 
caster.  
 
 
Sn ar e 

Level:  3 
Durat ion:  See below 
Range:  Touch 
 
This spell enables the caster to m ake a snare that  funct ions as a 
m agic t rap. The snare can be m ade from  any supple vine, a rope, 

or som ething sim ilar. When snare is cast , the cordlike object  
blends with it s surroundings (only 10%  chance to detect  by 
nonm agical m eans) . One end of the snare is t ied in a loop that  
cont racts around one or m ore of the lim bs of any creature 
stepping inside the circle. 
 
I f a st rong and supple t ree is nearby, the snare can be fastened to 
it .  The spell causes the t ree to bend and then st raighten when the 
loop is t r iggered, dealing 1d6 points of dam age to the creature 
t rapped and lift ing it  off the ground by the t rapped lim b or lim bs. 
I f no such t ree is available, the cordlike object  t ightens around the 
creature, dealing no dam age but  causing it  to be entangled. 
 
The snare is m agical and will rest rain a v ict im  for 12 hours. To 
escape, a t rapped creature m ust  be as st rong as a giant  to break 
the bonds. The bonds lose their  st rength over t ime, so that  after 4 
hours STR 18 or ogre st rength is needed, and after 8 hours STR 
16 is needed.  
 
 
Sp eak  w i t h  An im als 

Level:  1 
Durat ion:  6 turns 
Range:  60’ 
 
This spell funct ions in an ident ical way to the cler ic spell speak 

with anim als.  
 
Sp eak  w i t h  Plan t s 

Level:  4 
Durat ion:  3 turns 
Range:  80’ 
 
This spell funct ions ident ically to the cler ic spell of the sam e nam e, 
but  with a greater range. 
 
St ick s t o  Sn ak es 

Level:  5 
Durat ion:  6 turns 
Range:  120’ 
 
This spell funct ions ident ically to the cler ic spell of the sam e nam e. 
 
St on e Sh ap e 

Level:  3 
Durat ion:  Permanent  
Range:  Touch 
 
This spell can form  an exist ing piece of stone into any shape that  
suits the caster ’s purpose, to a total volum e of 3’ cubed,  + 1’ 
cubed per level. While it ’s possible to m ake crude coffers, doors, 
and so forth with stone shape, f ine detail isn’t  possible.  
 
 
St u m b le 

Level:  2 
Durat ion:  1 turn per level 
Range:  Touch 
 
The caster of this spell m ay enchant  a 10’ length (or shorter)  of 
organic m aterial, such as a hem p rope, staff,  st ick, etc. When a 
creature or creatures walk over the object , it  very suddenly r ises 
to t r ip them (even the caster is not  im mune! ) . I f a vict im  fails a 
saving throw versus spells, he falls to the ground. Any creatures 
passing over the object  and already aware of its m agical behavior 
m ay save with a + 4 bonus. There is only a 20%  chance of 
detect ing this t r ip t rap by nonmagical m ethods. Creatures walking 
when t r ipped suffer no dam age and m ay get  up the next  round. I f 
running, a creature suffers 1d6 dam age from  the fall when on 
stone, rock, or sim ilar unyielding surfaces and is stunned for 
1d4+ 1 rounds. On softer surfaces such as earth, forest  f loor, etc. 
no dam age is suffered and v ict ims are stunned for only 1 round. 
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Su m m on  An im al  I  

Level:  4 
Durat ion:  See below 
Range:  40’ per level 
 
The caster of the spell sum m ons 1d8 ordinary anim als ( including 
giant  types)  of up to 4 HD per anim al, if they are within range of 
the spell. The referee will decide the chance of a part icular anim al 
type being available, and the caster m ay at tem pt  up to three 
different  anim als before the spell is a failure. Sum moned animals 
will serve the caster for a specif ic task, including fight ing, aiding 
on a quest , or other goals that  m ay be short  term  or relat ively 
longer term . The caster may dism iss animals at  any t ime. 
 
Su m m on  An im al  I I  

Level:  5 
Durat ion:  See below 
Range:  60’ per level 
 
This spell is a m ore powerful version of sum m on anim al I .  A total 
of 3d4 animals of up to 4 HD may be sum m oned, or 1d6 animals 
of up to 8 HD. 
 
Su m m on  Sy lv an  Bein g s 

Level:  4 
Durat ion:  See below 
Range:  120’, + 10’ per level 
 
The caster of this spell m ust  be outdoors, and m ust  both chant  
and m ake m agical hand gestures. The cast ing ends when sylvan 
beings appear, or if 2 turns have passed with no results. The 
referee decides the probabilit y of a part icular type of woodland 
creature being available within range, based on the circum stances 
and terrain type. Refer to the table below for the type of creatures 
this spell m ay beckon forth, and how m any of each will appear. 
 

Cr eat u r e Nu m b er  Cr eat u r e Nu m b er  

Cen t au r  1d4 Sprite 1d6 
Dr y ad  1d4 Treant  1 
Nix ie  1d4 Unicorn 1 
Pix ie  1d8   
    

 
Creatures are allowed a saving throw versus spells, with a + 4 
bonus. When creatures arr ive they receive an addit ional ident ical 
saving throw if any com panion of the caster  is chaot ic. Sum m oned 
sylvan beings who fail their  save are fr iendly to the caster , and will 
aid him  in any way that  is within their  abilit ies. However, if  they 
are asked to fight  for the caster, the referee rolls on the m onster 
react ion table, taking into account  how the druid has t reated the 
creature previously. 
 
Tem p er at u r e Con t r o l  

Level:  4 
Durat ion:  4 turns, + 1 turn per level 
Range:  0 
 
By m eans of this spell, the caster can raise or lower the ambient  
tem perature within a 20’ diameter area around the caster. The 
am ount  of tem perature change is 50 degrees (Fahrenheit ) , + 10 
degrees per caster level above 6 th level. So, at  8 th level the 
tem perature m ay be changed by 70 degrees. 
 
Tr an sm u t e Met a l  t o  W ood  

Level:  7 
Durat ion:  Permanent  
Range:  80’ 
 
This spell enables the caster to change one metal object  to wood. 
A m agic object  m ade of m etal only has a 10%  chance of being 
affected by this spell. The caster m ay t ransmute 8 lbs of m etal 
into wood per level. Objects changed in this way are perm anent ly 
altered such that  dispel m agic will not  reverse the effects. 

However, a wish or lim ited wish can return an object  to its or iginal 
state. 
 
Tr an sm u t e Rock  t o  Mu d  ( r ev er sib le)  

Level:  5 
Durat ion:  See below 
Range:  160’ 
 
This spell turns natural, uncut  or unworked rock of any sort  into 
an equal volum e of m ud. The volum e is up to 20’ cubed per caster 
level. The depth of the m ud created cannot  exceed the width or 
breadth of the area chosen. A creature unable to levitate, f ly ,  or 
otherwise free it self from  the m ud sinks and m ay drown if the 
depth is great  enough. The m ud rem ains unt il a successful dispel 

magic or t ransmute m ud to rock spell ( the reverse)  restores its 
substance—but  not  necessarily it s form . Evaporat ion turns the 
m ud to norm al dir t  over a per iod of days. The exact  t im e depends 
on exposure to the sun, wind, and norm al drainage. 
 
Tr an sp or t  v ia  Plan t s 

Level:  6 
Durat ion:  See below 
Range:  Touch 
 
By means of this spell the caster m ay enter any large norm al plant  
and pass any distance to a plant  of the sam e kind in a single 
round, regardless of the distance separat ing the two. The ent ry 
plant  m ust  be alive. The dest inat ion plant  need not  be fam iliar to 
the caster , but  it  also m ust  be alive. I f the caster is uncertain of 
the locat ion of a part icular kind of dest inat ion plant , he need 
m erely designate direct ion and distance and the t ransport  via 

plants spell moves him  as close as possible to the desired locat ion. 
I f a part icular dest inat ion plant  is desired but  the plant  is not  
liv ing, the spell fails and the caster must  leave the ent ry plant  
within 24 hours. There is a 5%  chance that  the spell goes awry, 
sending the caster to a sim ilar plant  1d100 m iles away in a 
random  direct ion. Dest ruct ion of an occupied plant  slays the caster 
(as with passplant  and t reest r ide) .  
 
Tr ee St r id e 

Level:  5 
Durat ion:  See below 
Range:  Touch 
 
The caster gains the abilit y to enter t rees and m ove from  inside 
one t ree to inside another t ree. The t rees entered must  be of the 
sam e kind, must  be liv ing, and must  have gir th at  least  equal to 
the caster . By m oving into an oak t ree, for exam ple, the caster 
may choose to move into the furthest  oak t ree to the east , 
wherever that  m ay be in range. However, if the nearest  oak in 
range is to the west , the caster em erges from  that  t ree instead. 
 

Ty p e o f  Tr ee Tr an sp or t  Ran g e 

Oak, ash, yew 600’ 
Elm , linden 420’ 
Other deciduous 300’ 
Other coniferous 240’ 
All other t rees 180’ 

 
The caster can remain within a t ree for 1 round per caster level, 
but  is forced out  when the spell ends. I f the t ree in which the 
caster is concealed is chopped down or burned, the caster  is slain 
if he does not  exit  before the process is com plete. 
 
Tr ee Sh ap e 

Level:  3 
Durat ion:  6 turns, + 1 turn per level 
Range:  0 
 
By means of this spell, the caster is able to assum e the form  of a 
small liv ing t ree or shrub or a large dead t ree t runk with a small 
num ber of lim bs. The closest  inspect ion cannot  reveal that  the 
t ree in quest ion is actually a magically concealed creature. To all 
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norm al tests the caster is, in fact , a t ree or shrub. While in t ree 
form , the caster can observe all that  t ranspires around him  just  as 
if he were in his norm al form . All clothing and gear carr ied or worn 
also changes. The caster m ay end the spell at  any t im e, and m ay 
at tack or undertake other norm al act ions the sam e round the spell 
is dism issed. 
 
W al l  o f  Fi r e  

Level:  5 
Durat ion:  See below 
Range:  60’ 
 
The funct ion of this spell is ident ical to the m agic-user spell of the 
sam e nam e. 
 
W ar p  W ood  

Level:  2 
Durat ion:  Perm anent  
Range:  10’ per  level 
 
The caster causes wood to bend and warp, perm anent ly 
dest roying it s st raightness, form , and st rength. A warped door 
springs open (or becom es stuck) . A boat  or  ship springs a leak. 
Warped ranged weapons are useless. The caster m ay warp a 
volum e of approxim ately 15 square inches per caster level.  For 
exam ple, at  first  level the caster could warp four arrows or a short  
wooden handle. 
 
W at er  Br eat h in g  ( r ev er sib le)  

Level:  3 
Durat ion:  1 day 
Range:  30’ 
 
This spell is ident ical to the m agic-user spell of the sam e name, 
except  that  the druid version is also reversible such that  a water 
breathing creature m ay be m ade to breath air . 
 
 
 
 
 
 
 

 
 
 
 
 
 

I l l u sion ist  Sp el l s 
Au d i t o r y  I l lu sion  

Level:  1 
Durat ion:  3 rounds per level 
Range:  60’, + 10’ per level 
 
Except  for the durat ion, this spell is ident ical to the m agic-user 
spell of the sam e nam e. 
 
Bl in d n ess 

Level:  2 
Durat ion:  See below 
Range:  30’ 
 
I f the v ict im  fails a saving throw versus spells, he is rendered 
perm anent ly blind. The blindness is m agical,  not  physical, so 
typical spells em ployed for the purpose of curing blindness are 
ineffect ive. The caster m ay rem ove the effect  at  any t im e, 
otherwise the spell dispel magic m ust  be used. 
 
Blu r  

Level:  2 
Durat ion:  3 rounds, + 1 round per level 
Range:  0 
 
The caster ’s out line appears blurred, shift ing and wavering. The 
result  of this distort ion is that  all opponents suffer -4 to hit  the 
caster with m elee and m issile weapons the first  round of an 
at tack, and -2 on subsequent  rounds. The caster also gains + 1 to 
saving throws versus spell- like devices or spells that  require a 
successful at tack to take effect .  
 
Co lo r  Sp r ay  

Level:  1 
Durat ion:  I nstant  
Range:  10’ per  level 
 
A vivid cone of clashing colors springs forth from  the caster ’s 
hand, causing 1d6 creatures to becom e stunned, perhaps also 
blinded, and possibly knocking them unconscious. The cone is 5’ 
wide at  the or igin, 20’ long, and 20’ wide at  it s term inal end. A 
total creature HD equal to the caster’s level m ay be affected. Each 
creature within the cone is affected according to it s Hit  Dice. 
 
HD fewer or equal to the caster:  The creature is unconscious for 
2d4 rounds. 
 
HD up to two greater than the caster ’s:  The creature is blinded for 
1d4 rounds. 
 
HD 3 or greater than the caster ’s:  The creature is stunned for 1 
round. 
 
Only beings of 6 HD or levels, or with m ore HD or levels than the 
caster, m ay save versus spell to avoid the spell’s effects. Sight less 
creatures are not  affected by color spray .  
 
Con f u sion  

Level:  4 
Durat ion:  12 rounds 
Range:  120’ 
 
This spell funct ions ident ically to the m agic-user spell of the sam e 
nam e. 
 
Con f u sion , Gr eat er  

Level:  5 
Durat ion:  12 rounds 
Range:  120’ 
 
This spell is a m ore powerful version of confusion. The funct ion is 
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ident ical, except  every being in a 40’ square area is affected. 
I llusionists can save versus spells to avoid the effects, as m ay 
fighters or subclasses of fighters except  rangers and paladins. 
Non-magical, low intelligence creatures are ent it led to a saving 
throw. 
 
Con j u r e An im als 

Level:  6 
Durat ion:  2 rounds per level 
Range:  30’ 
 
This spell funct ions ident ically to the cler ic spell of the sam e nam e. 
 
Con t in u a l  Lig h t  ( r ev er sib le)  

Level:  3 
Durat ion:  See below 
Range:  120’ 
 
This spell funct ions ident ically to the cler ic spell of the sam e nam e. 
 
Dan cin g  Lig h t s 

Level:  1 
Durat ion:  2 rounds per level 
Range:  40’, + 10’ per level 
 
This spell funct ions ident ically to the magic-user spell of the same 
nam e. 
 
Dar k n ess Glob e 

Level:  1 
Durat ion:  1 turn, + 1 round per level 
Range:  10’ per level 
 
This spell funct ions ident ically to the magic-user spell of the same 
nam e. 
 
Deaf n ess 

Level:  2 
Durat ion:  See below 
Range:  60’ 
 
I f the v ict im  fails a saving throw versus spells, he is rendered 
permanent ly deaf. The deafness is magical,  not  physical, so typical 
spells em ployed for the purpose of cur ing physical ailments are 
ineffect ive. The caster m ay rem ove the effect  at  any t im e, 
otherwise the spell dispel magic m ust  be used. 
 
Det ect  I l lu s ion  

Level:  1 
Durat ion:  3 rounds, + 2 round per level 
Range:  Touch 
 
The caster places this enchantment  on him self to grant  sight  that  
sees through illusion. I llusions can be seen in an area of 10’ wide, 
10’ long per level. The caster  m ay touch one other creature, 
grant ing it  the ability to see through illusion as well, so long as the 
contact  is maintained. 
 
Det ect  I n v is ib le  

Level:  1 
Durat ion:  5 rounds per level 
Range:  10’ per level 
 
This spell funct ions ident ically to the magic-user spell of the same 
nam e. 
 
Det ect  Mag ic 

Level:  2 
Durat ion:  2 turns 
Range:  60’ 
 
This spell funct ions ident ically to the magic-user spell of the same 
nam e. 

Disp el  Ph an t asm  

Level:  3 
Durat ion:  Permanent  
Range:  10’ per level 
 
This spell may be used by an illusionist  to dispel phantasm al force. 
I llusions created by others of the illusionist  class are dispelled with 
the sam e probabilit ies as dispel magic;  however, illusions created 
by other classes are dispelled autom at ically . 
 
Dop p elg an g er  

Level:  1 
Durat ion:  2d6 rounds, +  2 rounds per level 
Range:  0 
 
This spell creates a dweom er of illusion, alter ing the caster ’s 
appearance. The illusion m ust  take the appearance of a hum anoid, 
not  taller or shorter than the caster by m ore than 1’, but  apparent  
weight  and clothing or items m ay be altered in any way. 
 
Fear  

Level:  3 
Durat ion:  See below 
Range:  0 
 
This spell funct ions the same as the magic-user spell of the sam e 
nam e. 
 
Fog  Clou d  

Level:  2 
Durat ion:  4 rounds, + 1 round per level 
Range:  10’ 
 
A 40’ high, 20’ long x 20’ high bank of fog billows forth at  the 
caster ’s com m and. The cloud is ident ical in appearance to that  
produced by the m agic-user spell cloudkill;  however, it s only effect  
is to obscure vision as a wall of vapor .  The fog cloud t ravels away 
from  the caster in a specified direct ion at  a rate of 10’ per round. 
 
Hal lu cin at o r y  Ter r a in  

Level:  3 
Durat ion:  See below 
Range:  240’ 
 
This spell funct ions ident ically to the magic-user spell of the same 
nam e. 
 
Hy p n o t i c Pat t er n  

Level:  2 
Durat ion:  See below 
Range:  0 
 
A twist ing pat tern of subt le, shift ing colors weaves through the air , 
fascinat ing creatures within it s area of 30’ square, centered on the 
caster. A total of 24 HD of creatures are affected, in any 
com binat ion ( twelve 2 HD creatures, four 5 HD and one 4 HD 
creature, etc.) .  Affected creatures becom e fascinated by the 
pat tern of colors and rem ain m ot ionless, dazed, for as m any 
rounds as the caster concent rates on the spell and m akes no other 
act ion. 
 
Hy p n o t i sm  

Level:  1 
Durat ion:  1 round, + 1 round per level 
Range:  30’ 
 
The caster’s gestures and droning incantat ion fascinate nearby 
creatures, causing 1d6 creatures in range to be m entally 
vulnerable to suggest ion,  exact ly as the magic-user spell of that  
nam e. A successful saving throw versus spells m ay negate the 
effect . 
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I l l u so r y  Scr ip t  

Level:  3 
Durat ion:  Permanent  
Range:  20’, + 20’ per level 
 
The caster may write inst ruct ions or other inform at ion on 
parchm ent , paper, or any suitable writ ing m ater ial. The illusory 

script  appears to be som e form  of foreign or  m agical wr it ing. Only 
the person (or people)  designated by the caster at  the t im e of the 
cast ing are able to read the writ ing;  it  is unintelligible to any other 
being, although an illusionist  recognizes it  as illusory scr ipt . Any 
unauthor ized creature at tempt ing to read the scr ipt  t r iggers a 
potent  effect , and m ust  save versus spells or suffer effects 
ident ical to the spell confusion.  This effect  lasts 3d6 turns. 
 
I l lu so r y  St am in a 

Level:  4 
Durat ion:  3 turns per level 
Range:  Touch 
 
When this spell is cast , up to 4 human-sized beings may be 
touched and m ade to feel as if they are healthier than they t ruly 
are. The net  effect  is that  they seem  to have been healed of 50%  
of any dam age they have sustained below their  m axim um . I n 
addit ion, for 1 round every 10 rounds affected beings m ay m ove 
as if under the effects of the spell haste.  However, at  the end of 
the spell’s durat ion, affected beings lose all illusory hit  points in 
addit ion to any new dam age sustained. I f this drops a being to 
below 0 hp, death occurs. 
 
I m p lan t  Em ot ion  

Level:  4 
Durat ion:  See below 
Range:  10’ per level 
 
By m eans of this spell the caster can invoke a specific emot ion in 
a subject  unless he succeeds in a saving throw versus spells. The 
following em ot ions m ay be induced, with the following effects on 
the subject :  fear  as the spell,  -2 to save;  rage,  + 1 to hit ,  + 3 to 
dam age, + 5 to hp, subject  will fight  to the death;  hate,  saving 
throws, to hit , dam age, and m orale + 2;  despair ,  as the sym bol. 
Note that  implant  emot ion m ay also be cast  to negate the effects 
from  a creature influenced by this spell.  
 

 

I n v is ib i l i t y  

Level:  2 
Durat ion:  See below 
Range:  Touch 
 
This spell funct ions ident ically to the magic-user spell of the same 
nam e. 
 
I n v is ib i l i t y  1 0 ’  r ad iu s 

Level:  3 
Durat ion:  See below 
Range:  0 
 
This spell funct ions ident ically to the magic-user spell of the same 
nam e. 
 
I n v is ib i l i t y , Gr eat er  

Level:  3 
Durat ion:  4 rounds, + 1 round per level 
Range:  Touch 
 
This spell is nearly ident ical to invisibility , except  it  is of lim ited 
durat ion and the creature touched is capable of at tacking. When 
at tacking, the invisibility may leave shim mering or other subt le 
indicat ions of the creature’s presence, allowing an opponent  to 
at tack with a -4 penalty. 
 
 

Lig h t  ( r ev er sib le)  

Level:  1 
Durat ion:  See below 
Range:  120’ 
 
This spell is in most  respects ident ical to the 1st level cler ic spell of 
the sam e nam e, except  that  the durat ion is a num ber of turns 
equal to the caster’s level + 6 turns. 
 
Mag ic Mou t h  

Level:  2 
Durat ion:  See below 
Range:  See below 
 
This spell funct ions ident ically to the magic-user spell of the same 
nam e. 
 
Maj o r  Cr eat ion  

Level:  5 
Durat ion:  6 turns per level 
Range:  Touch 
 
Major creat ion is much like m inor creat ion;  however, vegetable 
m at ter m ay be created with twice the durat ion. 
 
Massm or p h  

Level:  4 
Durat ion:  See below 
Range:  240’ 
 
This spell funct ions ident ically to the magic-user spell of the same 
nam e. 
 
Maze 

Level:  5 
Durat ion:  See below 
Range:  5’ per level 
 
The funct ion of this spell is ident ical to the magic-user spell of the 
sam e name. 
 
Min o r  Cr eat ion  

Level:  4 
Durat ion:  6 turns per level 
Range:  Touch 
 
The caster creates an object  of nonliving vegetable m at ter  ( rope, 
cloth, wood, etc.) . The volum e of the item  created cannot  exceed 
1’ cube per caster level. A t iny piece of m at ter of the sam e sort  of 
item  the caster  plans to create must  be used when cast ing m inor 

creat ion.  
 
Mir r o r  I m ag e 

Level:  2 
Durat ion:  6 turns 
Range:  Self 
 
This spell funct ions ident ically to the magic-user spell of the same 
nam e. 
 
Misd i r ect ion  

Level:  2 
Durat ion:  1 round per level 
Range:  30’ 
 
By means of this spell, the caster m isdirects the inform at ion from  
divinat ion spells such as detect  evil,  detect  magic, detect  lie, and 
the like. On cast ing the spell,  an object  or creature is chosen 
within range. For the durat ion, the opposite inform at ion or 
otherwise m isleading or wrong inform at ion is conveyed when a 
detect ion spell is applied. The caster of such a detect ion spell is 
allowed a saving throw to avoid the effect . 
 



- 7 4 -   M I CROLI TE8 1  ADVANCED 1 .0  SI LVER 

Non d et ect ion  

Level:  3 
Durat ion:  1 turn per level 
Range:  0 
 
The caster and all within a 5’ radius become impossible to detect  
by divinat ion spells such as clairaudience/ clairvoyance, locate 

object , and detect  spells. Nondetect ion also prevents locat ion by 
such magic items as crystal balls.  
 
Par a ly ze 

Level:  3 
Durat ion:  See below 
Range:  10’ per level 
 
The caster may affect  creatures up to twice his level of HD total, in 
a designated 20’ x 20’ area, m aking them feel as if they cannot  
m ove. All creatures that  fail a saving throw versus spells are 
affected. The effect  m ay be dism issed by the caster at  any t im e, 
otherwise dispel m agic or dispel illusion can negate the effect .  
 
Ph an t asm al  Door  

Level:  5 
Durat ion:  1 round per level 
Range:  10’ 
 
The caster of this spell fabr icates an illusory door. He m ay then 
appear to enter it ,  and pursuers are fooled into thinking this is the 
case. I n reality , the caster becomes invisible,  as the spell,  and is 
standing next  to the door. The invisibilit y only lasts for the 
durat ion of this spell.  Any beings who pursue the caster through 
the phantom  door believe themselves to enter a featureless 10’ 
square room. 
 
Ph an t asm al  Fo r ce 

Level:  1 
Durat ion:  See below 
Range:  240’ 
 
The spell is ident ical to the m agic-user spell of the sam e name. 
 
Ph an t asm al  Fo r ce, Gr eat er  

Level:  2 
Durat ion:  See below 
Range:  240’ 
 
This spell is an improved version of the magic-user spell 
phantasm al force.  The area of effect  is a 40’ cube, + 10 square 
feet  per level. I n addit ion to a visual illusion, subt le auditory 
effects accom pany the illusion so that  a creature m akes sound as 
it  m oves, or sim ilar effects are heard. Coherent  speech is not  
possible, but  m um bling sounds m ay be heard. The caster  can 
m ove at  50%  his norm al m ovem ent  rate while concent rat ing on 
the spell,  and the illusion does not  disappear unt il 2 rounds after 
the caster stops concent rat ing on the illusion. Refer to phantasmal 

force for m ore details. 
 
 
Ph an t asm al  Ki l ler  

Level:  4 
Durat ion:  1 round per level 
Range:  5’ per level 
 
The caster creates a phantasmal im age of the m ost  fearsom e 
creature im aginable to the subject  sim ply by form ing the fears of 
the subject ’s subconscious m ind into som ething that  its conscious 
m ind can v isualize:  this most  horr ible beast . Only the spell’s 
subject  and the caster can see the phantasmal k iller . I f the 
phantasm successfully at tacks the subject  (as a 4 HD monster) , 
the subject  may t ry to disbelieve the illusion once by succeeding in 
an I NT at t r ibute check, or die from  fear. I f the subject  of a 
phantasm al killer at tack succeeds in disbelieving and is wearing a 
helm  of telepathy, the beast  can be turned upon the caster . The 

caster m ust  then disbelieve it  or becom e subject  to its deadly fear 
at tack. 
 
Ph an t asm al  Mon st er s 

Level:  4 
Durat ion:  1 round per level 
Range:  30’ 
 
The caster m ay create phantasm al pseudo- real m onsters in an 
area of 20’. The m onster or m onsters created cannot  exceed the 
caster ’s level in HD. Monsters created in this fashion must  all be 
the sam e type. They have 2 hp per the creature’s normal HD. 
Vict ims are allowed an I NT at t r ibute check to realize the creatures 
are only part ly  real. The phantasm al m onsters are able to at tack 
and deal dam age as per a normal creature of their type to any 
being that  fails this check. I f the check succeeds, the phantasm al 

monsters have an effect ive AC 10 and all dam age is -80% , 
rounding up at  .5. 
 
Ph an t asm al  Mon st er s, Gr eat er  

Level:  5 
Durat ion:  1 round per level 
Range:  30’ 
 
This spell is ident ical to phantasmal monsters,  but  the monsters 
created are st ronger. These m onsters have 3 hp per HD. Each 
creature has AC 8 and -60%  to dam age if the I NT at t r ibute check 
succeeds.  
 
Ph an t asm al  Mon st er s, Ad v an ced  

Level:  6 
Durat ion:  1 round per level 
Range:  30’ 
 
This spell is ident ical to phantasmal monsters,  but  the monsters 
created are st ronger. These m onsters have 4 hp per HD. Each 
creature has AC 6 and -40%  to dam age if the I NT at t r ibute check 
fails.  
 
Pr o j ect  I m ag e 

Level:  5 
Durat ion:  6 turns 
Range:  240’ 
 
The funct ion of this spell is ident ical to the magic-user spell of the 
sam e name. 
 
Ref r act ion  

Level:  1 
Durat ion:  1 round 
Range:  0 
 
By m eans of this spell the caster m akes the space in front  of him  
reflect ive, like a m irror. Any gaze at tack directed at  the caster 
does not  affect  him , but  instead is turned back at  the at tacker. 
 
Rop e Tr ick  

Level:  3 
Durat ion:  2 turns per level 
Range:  Touch 
 
This spell funct ions ident ically to the magic-user spell of the same 
nam e. 
 
Sh ad ow  Ev ocat ion  

Level:  5 
Durat ion:  See below 
Range:  50’, + 10’ per level 
 
The caster taps energy from  the plane of shadow to cast  a quasi-
real, illusory version of a magic-user spell. The possible spells 
include f ireball, lightning bolt , cone of cold,  and magic m issile.  
These spells have norm al effects unless an affected creature 
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succeeds in an I NT at t r ibute check. Each disbelieving creature 
takes only one hp dam age per caster level from  the at tack.  
 
Sh ad ow  Ev ocat ion , Gr eat er  

Level:  6 
Durat ion:  See below 
Range:  60’, + 10’ per level 
 
Greater shadow invocat ion is a m ore powerful version of shadow 

invocat ion,  allowing the caster to tap the plane of shadow to cast  
cloudkill,  a wall of fire,  or a wall of ice. This spell is also capable of 
producing the spells allowed by shadow evocat ion;  however, 
should a vict im  succeed in the I NT at t r ibute check, damage from  
spells is 2 hp per caster level,  and the wall of fire and wall of ice 
may inflict  1d4 hp damage per level.  
 
Sp ect r a l  Fo r ce 

Level:  3 
Durat ion:  See below 
Range:  240’ 
 
This spell is ident ical to greater phantasm al force,  except  the 
illusion persists for 3 rounds after concent rat ion ceases. I n 
addit ion, a complete illusion is possible, including all senses. 
 
Sp ect r a l  Fo r ce, Per m an en t  

Level:  6 
Durat ion:  See below 
Range:  240’ 
 
This m ore powerful version of spect ral force persists indefinitely 
when the caster ceases to concent rate on it .  
 
Sp ect r a l  Fo r ce, Pr og r am m ed  

Level:  6 
Durat ion:  See below 
Range:  240’ 
 
This spell funct ions as a spect ral force,  except  it  is t r iggered when 
a set  of circum stances specified by the caster occurs, and/ or when 
a specific com mand is ut tered. Once t r iggered, the spect ral force 
lasts for 1 round per caster level. 
 
 
Su g g est ion  

Level:  3 
Durat ion:  6 turns, + 6 turns per level 
Range:  30’ 
 
This spell funct ions ident ically to the magic-user spell of the same 
nam e. 
 
Su g g est ion , Mass 

Level:  6 
Durat ion:  6 turns, + 6 turns per level 
Range:  30’ 
 
This spell funct ions like suggest ion,  except  that  it  can affect  1 
creature per caster level within 30’. I f used on only 1 being, that  
being m ust  save versus spells with a -2 penalty. The caster m ay 
only issue one mass suggest ion,  he may not  issue separate 
suggest ions per affected creature. 
 
Su m m on  Sh ad ow  

Level:  5 
Durat ion:  1 round, + 1 round per level 
Range:  10’ 
 
By means of this spell, the caster br ings forth 1 shadow per 3 
caster levels. These creatures serve the caster, and will fight  to 
the death if ordered. They rem ain unt il k illed or the spell durat ion 
ends. 
 

Tr u e Seein g  

Level:  6 
Durat ion:  1 round per level 
Range:  Touch 
 
This spell funct ions ident ically to the cler ic spell of the sam e nam e. 
 
Vei l  

Level:  6 
Durat ion:  1 turn per level 
Range:  10’ per level 
 
The caster instant ly changes the appearance of a 20’ square area, 
including creatures in it  if desired. The illusion is maintained for 
the spell’s durat ion. The caster can m ake the subjects appear to 
be anything desired. They look, feel, and sm ell just  like the 
creatures the spell m akes them resem ble, or the area looks, feels 
and sm ells like a different  area desired. Affected creatures resum e 
their  normal appearances if slain. This spell m ay also be used to 
m im ic the effects of hallucinatory terrain,  but  the illusion does 
hold up even under physical inspect ion. The spell t rue seeing or 
sim ilar m agical effects will reveal the illusion for what  it  is. 
 
Ven t r i loq u ism  

Level:  2 
Durat ion:  2 turns 
Range:  60’ 
 
This spell funct ions ident ically to the magic-user spell of the same 
nam e. 
 
W al l  o f  Vap o r  

Level:  1 
Durat ion:  2d4 rounds, + 1 round per level 
Range:  30’ 
 
The caster of this spell creates an opaque, fog- like vapor in a 20’ 
cube area per caster level. All beings caught  within the vapor 
cannot  see beyond 2’. St rong winds of natural or magical or igin 
can dissipate the wall of vapor  before its durat ion has expired. 
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Mag ic- User  Sp el ls 
Al lu r e  

Level:  1 
Durat ion:  1 round per level 
Range:  Self 
 
When this spell is cast , all intelligent  creatures within a 20’, + 20’ 
per level diam eter m ust  save versus spells or perceive the caster 
as if he has an addit ional 2d4 CHA. I n addit ion, creatures that  fail 
the saving throw feel good will,  generosity and lik ing for the 
caster, and will help him  within reason. Thos who succeed in the 
saving throw perceive the caster as if he has 1d4 lower CHA, and 
autom at ically dislike and are annoyed by the caster . 
 
Am n esia  

Level:  2 
Durat ion:  Permanent  
Range:  30’ 
 
This spell allows the caster to obliterate the m em ory of an 
opponent . The t im e span is equal to the previous 1 round, + 1 
round per 3 levels of the caster. This spell only affects memory, it  
does not  alter any actual events that  have taken place or nullify 
any other spell effects. The spell is capable of affect ing up to 4 
beings in range. Beings are allowed a saving throw versus spells, 
which is m odified depending on how m any creatures are targeted. 
No modifier is applied if 3 or 4 creatures are targeted, but  if 2 are 
targeted the save is at  -1, and -2 if only one being is targeted. I f a 
vict im  realizes his m em ory has been altered, the spells heal or 
restorat ion can return the m emory. Note that  these spells must  be 
specifically applied for the purpose. 
 
An im al  Gr ow t h  ( r ev er sib le)  

Level:  5 
Durat ion:  1 round per level 
Range:  60’ 
 
Except  for range and durat ion, this spell funct ions ident ically to 
the druid spell of the sam e nam e. 
 
An im at e Dead  

Level:  5 
Durat ion:  Permanent  
Range:  60’ 
 
This spell funct ions ident ically to the cler ic spell of the sam e nam e. 
 
An t i - Mag ic Sh el l  

Level:  6 
Durat ion:  12 Turns 
Range:  0 
 
An ant i-m agic barr ier is created around the caster. No spells m ay 
pass through this barr ier , whether from  inside or outside. The 
caster therefore m ay not  cast  any spells other than those that  
affect  him  only. The caster m ay end this spell at  any t im e before 
the m axim um  durat ion has expired. 
 

Ar can e Ey e 

Level:  4 
Durat ion:  6 turns 
Range:  240’ 
 
The caster creates an invisible magical sensor that  sends v isual 
inform at ion, and can see with 60’ infravision. The arcane eye 

t ravels up to 120’ each turn. The eye can t ravel in any direct ion as 
long as the spell lasts. Solid barr iers block it s passage, but  it  can 
pass through a hole or space as sm all as 1 inch in diam eter. 
 
 

Ar can e Lock  

Level:  2 
Durat ion:  Permanent  
Range:  10’ 
 
An arcane lock spell cast  upon a door, chest , or portal m agically 
locks it  in a sim ilar manner to the spell hold portal.  The caster can 
freely pass his own arcane lock without  affect ing it ;  otherwise, a 
door or object  secured with this spell can be opened with a 
successful dispel m agic or knock spell. Dispel magic rem oves the 
arcane lock ,  while knock m erely allows passage. I n addit ion, any 
spell caster who is at  least  3 levels higher than the caster of the 
spell m ay pass through unim peded. 
 
Ar can e W in d ow  

Level:  6 
Durat ion:  1 round per level 
Range:  Touch 
 
The caster of this spell is able to see through walls as if a 3’ 
square window is present . For the durat ion of the spell, the caster 
m ay see through m ore than j ust  one wall, but  it  takes one round 
to switch from  one wall to another. The arcane window ,  according 
to the caster’s preference, can be m ade visible to other creatures. 
However, if it  is m ade visible to others it  can only be applied to 
one wall.  The window is always one way. The spell m ay be applied 
to 20’ thick wood, 6’ thick stone, or 4 inch thick metal. Plat inum, 
gold, and lead block this spell.  
 
Ast r a l  Pr o j ect ion  

Level:  9 
Durat ion:  See below 
Range:  Touch 
 
This spell is ident ical to the cler ic spell of the same name. 
 
At m osp h er e Bu b b le  

Level:  5 
Durat ion:  1 turn per level 
Range:  0 
 
The caster of this spell creates a bubble of altered water in a body 
of water (or water-based m edium ) . Within this bubble there is a 
breathable atm osphere. The bubble sinks in water ;  the center of 
the bubble is on the caster and m oves with him . The area of effect  
is either a 20’ radius globe, or a 40’ radius hem isphere, caster ’s 
choice. Aquat ic creatures cannot  swim  while in this bubble, as it  is 
only slight ly denser than air . Likewise, water breathing creatures 
cannot  breathe within the area of affect . I ntelligent  aquat ic 
creatures will not  enter the area of effect  by m istake. 
 
Au d i t o r y  I l lu sion  

Level:  2 
Durat ion:  2 rounds per level 
Range:  60’, + 10’ per level 
 
The caster of this spell is able to create false sound. The sound 
m ay be centered anywhere within range, and within that  range 
the sound can fluctuate and move, im itat ing approaching or 
receding footsteps, laughter, voices, and other possibilit ies. The 
sound produced is the approxim ate equivalent  of noise produced 
by 4 hum an sized beings. The sound m ay increase by 4 for each 
level the caster is above the m inimum required to cast  this spell. 
Note that  the sound does not  have to be hum an- like, but  could be 
anim al or m onster sounds. I n these cases the referee will 
determ ine how m uch sound and how m any indiv iduals it  m ight  
represent . For instance, the sounds of four hum ans m ight  be 
approximately that  of 6 or 8 children, or 2 ogres. Beings are 
allowed a saving throw versus spells to realize the effect  is 
illusory, but  only if they act ively at tempt  to disbelieve. 
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Bl in k  

Level:  3 
Durat ion:  1 round per level 
Range:  Self 
 
The caster of this spell is able to “blink”  back and forth between 
the ethereal plane and the m ater ial plane, seem ing to wink in and 
out  of reality , only to reappear in another locat ion. The caster 
reappears 2’ from  his or iginal locat ion, in a random  direct ion 
relat ive to the direct ion he is facing. Roll 1d8:  1, forward;  2, 
forward r ight ;  3, r ight ;  4, backward r ight ;  5, backward;  6, 
backward left ;  7, left ;  8, forward left .  
 
I f the indicated posit ion is already occupied by solid mat ter , the 
caster is shifted in a random direct ion from  that  point , but  only to 
a distance up to 10’ (and not  into the area or iginally occupied) . I f 
m at ter occupies all possible routes, the caster does not  reappear 
and is t rapped on the ethereal plane. I f the spell caster achieves 
init iat ive in any given round that  this spell is in effect , opponents 
are unable to successfully at tack him , as he blinks away too 
quickly. However, any area effect  at tacks which occupy the sam e 
space the caster occupies at  both locat ions in a round will affect  
the caster . 
 
Beginning the second round blink  is in effect , the caster m ay blink 
and at tack with hand weapons the sam e round. Any other 
act iv it ies, including spell cast ing, m issile at tacks, use of m agic 
item s, etc. fail on a roll of 1-15 on 1d20 due to m isuse, effects or 
weapons fired in the wrong direct ion, or other results determ ined 
by the referee. 
 
Bu r n in g  Han d s 

Level:  1 
Durat ion:  1 round 
Range:  See below 
 
This spell causes a 3’ long cone of sear ing f lam e to shoot  from  the 
caster ’s fingert ips. The cone shoots out  in a 120 degree arc 
centered on the caster . Any creature in the area of the f lames 
takes 1 point  of fire dam age per caster level (no saving throw) . 
Flam mable materials burn if the flames touch them . 
 
Ch ar m  Mon st er  

Level:  4 
Durat ion:  Special 
Range:  120’ 
 
Charm  m onster is ident ical to the spell charm  person (discussed 
below) , except  that  charm  m onster  is not  lim ited to humanoids or 
creatures of ogre size or sm aller. Only one m onster is charm ed if 
it  is 4 HD or greater . A group of m onsters which are 3 HD or fewer 
m ay be affected, with their  num ber determ ined by rolling 3d6. 
 
Ch ar m  Per son  

Level:  1 
Durat ion:  Special 
Range:  120’ 
 
This spell makes a humanoid creature regard the caster as its 
t rusted fr iend and ally ( t reat  the target ’s at t itude as fr iendly) . 
Undead creatures are unaffected by this spell, as are humanoid 
m onsters larger than ogres. The spell does not  enable the caster 
to cont rol the charm ed person as if it  was an autom aton, but  it  
perceives the caster’s words and act ions in the m ost  favorable 
way. The subject  can be given orders, but  act ions it  wouldn’t  
ordinarily do based on its nature or alignment  m ay be abstained 
from . An affected creature never obeys suicidal or obviously 
harm ful orders, but  it  m ight  be convinced that  som ething very 
dangerous is worth doing.  Any act  by the caster or his apparent  
allies that  threatens the charmed person breaks the spell. The 
caster m ust  speak the person’s language to com municate 
com m ands, or else be good at  pantom im ing. Creatures will gain 
addit ional saving throws versus spell at  t im e intervals based on 

intelligence scores. An I NT score of 3-8 grants a new save once 
every month. An I NT of 9-12 grants a new save each week, and 
13-18 grants a new save once every day. Otherwise, charm  

person can be negated by the spell dispel m agic.  
 
Cla i r au d ien ce 

Level:  3 
Durat ion:  12 turns 
Range:  60’ 
 
Clairaudience creates an invisible magical link between the caster 
and one creature within range. This link allows the caster to hear 
whatever the creature hears. The process of linking with one 
creature and perceiving the sam e sounds takes a m inim um  of 1 
turn, such that  the caster m ay choose a new creature once per 
turn. The m agical link between caster and creature is obst ructed 
by lead or rock of a thickness of 2’ or greater. 
 
Cla i r v oy an ce 

Level:  3 
Durat ion:  12 turns 
Range:  60’ 
 
Clairvoyance creates an invisible magical link between the caster 
and one creature within range. This link allows the caster to see 
whatever the creature sees. The process of linking with one 
creature and observing with its eyes takes a m inimum of 1 turn, 
such that  the caster may choose a new creature once per turn. 
The m agical link between caster and creature is obst ructed by lead 
or rock of a thickness of 2’ or greater . 
 
Clou d k i l l  

Level:  5 
Durat ion:  6 turns 
Range:  0 
 
This spell generates a bank of yellowish green and poisonous fog 
in a diam eter of 30’. The fog m oves and grows away from  the 
caster at  20 feet  per round, rolling along the surface of the 
ground. For exam ple, after two rounds the fog will be 40 feet  long. 
Because the vapors are heavier than air, they sink to the lowest  
level of the land, even pouring down den or sinkhole openings. I t  
cannot  penet rate liquids, nor can it  be cast  underwater. These 
vapors kill any liv ing creature with 4 or fewer HD who fails a 
saving throw versus poison. A new save m ust  be m ade each 
round. Otherwise, they suffer 1 hp of dam age per round while in 
the cloud. A liv ing creature with 5 or m ore HD suffers 1 hp of 
dam age per round while in the cloud. Holding one’s breath doesn’t  
help, but  creatures im mune to poison are unaffected by the spell.  
 
Com p r eh en d  Lan g u ag es ( r ev er sib le)  

Level:  1 
Durat ion:  Touch 
Range:  5 rounds per level 
 
The caster can understand the spoken words of creatures or read 
otherwise incomprehensible writ ten messages. I n either case, the 
creature or the writ ing m ust  be touched. The ability to read does 
not  necessar ily  impart  insight  into the mater ial, m erely its literal 
meaning. The spell enables the caster to understand or read an 
unknown language, not  speak or write it .  
Obscure languages,  the opposite of com prehend languages, 
dispels the effects of com prehend languages,  or can be used to 
make spoken or writ ten language incom prehensible. 
 
Con e o f  Co ld  

Level:  5 
Durat ion:  I nstantaneous 
Range:  0 
 
Cone of cold creates an area of ext reme cold, or iginat ing at  the 
caster ’s hand and extending outward in a cone 5’ long per level. I t  
drains heat , dealing 1d4+ 1 points of cold dam age per caster level.  
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Con f u sion  

Level:  4 
Durat ion:  12 rounds 
Range:  120’ 
 
This spell causes 3d6 targets to becom e confused, making them 
unable to independent ly determ ine what  they will do. 
Roll on the following table at  the beginning of each subject ’s turn 
each round to see what  the subject  does in that  round. 
 

Rol l  1 d 1 0  Beh av io r  

1-4 At tack caster’s group. 
5-6 Do nothing but  babble incoherent ly. 
7-10 At tack creature’s group. 

 
A confused character that  can’t  carry out  the indicated act ion does 
nothing but  babble incoherent ly. 
 
Con j u r e Elem en t a l  

Level:  5 
Durat ion:  permanent  
Range:  240’ 
 
With this spell,  the caster m ay sum mon one elemental of a 
part icular kind per day, to a m axim um  of four elem entals per day 
(1 each of fire, water, earth or air) . Only 1 elem ental is 
sum m oned per cast ing of the spell. For the durat ion of the spell, 
the caster can m ove at  ½  m ovem ent  but  m ay take no other 
act ions, because the spell requires full concent rat ion to command 
the elem ental. The caster can give the elem ental orders for the 
durat ion of the spell, and the caster can order the elemental to 
return to its hom e plane at  any t im e. The elem ental is forced to it s 
hom e plane if a dispel evil or  dispel m agic spell is directed at  it .  I f 
the caster loses concent rat ion at  any point  during the durat ion of 
the spell, the elemental will turn to at tack the caster, and the 
caster will be unable to order it  back to its hom e plane. 
 
Con t act  Ot h er  Plan e 

Level:  5 
Durat ion:  Special 
Range:  0 
 
The caster sends his m ind to another plane of existence in order to 
receive advice and informat ion from  powers there. See the 
accom panying table for possible consequences and results of the 
at tem pt . The powers reply in a language the caster understands, 
but  they resent  such contact  and give only br ief answers to 
quest ions. All quest ions are answered with “yes,”  “no,”  “m aybe,”  
“never,”  “ irrelevant ,”  or som e other one-word answer. The caster 
must  concent rate on maintaining the spell in order to ask 
quest ions at  the rate of one per round. A quest ion is answered by 
the power during the sam e round.  The caster m ay choose how 
m any quest ions to ask. The num ber of quest ions asked reflects 
the level of power the contacted being has, and how far away it  is. 
The greater the num ber of quest ions asked the fur ther away the 
contacted place is and the m ore powerful the being is. First  roll on 
the table below to see if the power knows the answer. Then roll to 
see if the power answers t ruthfully. There is a probability that  the 
caster will go insane after cast ing the spell,  and the probabilit y is 
related to the number of quest ions asked. 
 

Qu est ion s Don ’ t  Kn ow  Tr u e An sw er  I n san i t y  

3  75%  50%  5%  
4  70%  55%  10%  
5  65%  60%  15%  
6  60%  65%  20%  
7  50%  70%  25%  
8  40%  75%  30%  
9  30%  80%  35%  
1 0  20%  85%  40%  
1 1  10%  90%  45%  
1 2  5%  95%  50%  

 

Resu l t s o f  a  Con t act :   

Don’t  Know:  The ent ity m ay or m ay not  know the answer, and 
may or may not  tell the caster the t ruth of whether it  knows or 
not .  
True Answer:  The caster gets a t rue, one-word answer.  
Otherwise, the ent ity lies and the lie is undetectable. 
I nsanity:  The chance that  the caster goes insane at  the effort  of 
com m unicat ion. A character that  goes insane will rem ain that  way 
for the sam e num ber of weeks as the total num ber of quest ions 
asked, and the player cannot  play the character during this t ime. 
The base chance indicated on the table is reduced by 5%  for every 
level the caster is above 11. For example, a 14 th level caster 
receives –15%  to the insanity roll.  
 
Con t in u a l  Lig h t  

Level:  2 
Durat ion:  Permanent  
Range:  120’ 
 
This spell is sim ilar to the 1st level cler ic spell light .  A 60’ diam eter 
sphere of light  is brought  into being, and is a permanent  effect . 
This spell can be cast  on objects so that  the light  is portable. This 
spell m ay be cast  direct ly on a creature, but  the creature receives 
a saving throw versus spells. I f successfully cast  on a creature’s 
eyes, blindness results unt il the spell is negated with dispel m agic.  
 
Con t r o l  W eat h er  

Level:  6 
Durat ion:  See below 
Range:  0 
 
This spell differs from  the cler ic spell of the sam e nam e. The 
radius is lim ited to a localized 240 yards in an outdoor set t ing 
only. This spell has an indefinite durat ion so long as the caster 
maintains concent rat ion. Possible weather and their effects are 
detailed below. 
 

W eat h er Ef f ect s 

Calm  Dissipates foul weather 
Hot  Will dry wet  condit ions, all m ovem ent  divided 

by 2 
Cold Water and m ud freezes, all m ovem ent  div ided 

by 2 
Severe 
Winds 

All m ovem ent  divided by 2, no fly ing or 
m issile weapon use possible. Sandy 
condit ions will reduce visibilit y to 20’. Ship 
speed increased or decreased by a m ult iple of 
2 depending on if sailing with or against  the 
wind. 

Tornado The caster can direct  the tornado, which 
moves at  120’. The tornado can be directed to 
at tack, using the character ist ics of an air  
elem ental with 12 HD. Sea vessels have a 
75%  chance of suffer ing 8+ 1d4 st ructural hit  
points dam age. 

Foggy Visibilit y drops to 20’, and all m ovem ent  is 
divided by 2.  

Rainy Missile at tacks hit  at  –2. Mud forms in 3 
turns, and m ovem ent  divided by 2. 

Snowy Visibilit y drops to 20’, and all m ovem ent  is 
divided by 2 

 
Dan cin g  Lig h t s 

Level:  1 
Durat ion:  2 rounds per level 
Range:  40’, + 10’ per level 
 
The caster m ay create up to four lights that  resem ble either 
lanterns or torches (and cast  that  am ount  of light ) , or up to four 
glowing spheres of light  (which look like will-o’-wisps) , or one 
faint ly glowing, vaguely hum anoid shape. The dancing lights must  
stay within a 10’ radius area in relat ion to each other but  
otherwise move as the caster  desires (no concent rat ion required) :  
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forward or back, up or down, st raight  or turning corners, or the 
like. The lights wink out  if the distance between the caster and the 
light  exceeds the spell’s range, or the durat ion ends. 
 
Dar k n ess Glob e 

Level:  2 
Durat ion:  1 turn, + 1 round per level 
Range:  10’ per level 
 
The caster creates a 15’ radius ball of darkness, centered 
anywhere within range. This darkness is com plete, and form s of 
norm al vision which normally can see in darkness are useless, 
including infravision and ult raviolet  vision. The spells light  or 
cont inual light  render the effects of darkness globe ineffect ive, 
such that  the norm al light ing condit ions of the area are present . 
 
Deat h  Sp el l  

Level:  6 
Durat ion:  1 round 
Range:  240’ 
 
This form idable spell k ills creatures of 8 HD or fewer within a 60’ 
cube. A total of 4d8 HD of creatures are killed, and a saving throw 
versus death is allowed. For exam ple, if 20 HD is rolled and there 
are five 4 HD creatures in the area of effect , all m ay potent ially die 
if they fail their  saving throws. A successful save negates all 
effect . 
 
Det ect  Ev i l  

Level:  2 
Durat ion:  2 turns 
Range:  60’ 
 
With the except ion of differences in durat ion and range, this spell 
is ident ical to the 1st  level cler ic spell of the sam e name. 
 
Det ect  I n v is ib le  

Level:  2 
Durat ion:  5 rounds per level 
Range:  10’ per level 
 
The caster can see invisible, hidden, ethereal, or ast ral creatures 
or item s so long as they are direct ly in sight  within a 10’ wide 
range of vision. 
 
Det ect  Mag ic 

Level:  1 
Durat ion:  2 turns 
Range:  60’ 
 
All enchanted items, creatures, places, or other things within 60’ 
of the caster will glow for the durat ion of the spell.  The caster m ay 
m ove around to br ing objects within the radius dur ing the durat ion 
of the spell.  
 
Dim en sion  Door  

Level:  4 
Durat ion:  1 round 
Range:  10’ 
 
The caster instant ly t ransfers him self or another creature from  its 
current  locat ion to any other known spot  within 360’. The being 
always arr ives at  exact ly the spot  desired. An unknown or unseen 
place may be specified. For example, 100’ south and 20’ high, but  
if the dest inat ion is already occupied by a solid body, the spell 
fails. 
 
Disin t eg r at e  

Level:  6 
Durat ion:  Permanent  
Range:  60’ 
 
A thin, green ray springs from  the caster’s point ing finger. No 

at tack to hit  is necessary, but  targets m ay save versus death to 
negate the effects of this spell. Any non-m agical creature of any 
size st ruck by the ray is instant ly disintegrated. When used 
against  an object , the ray sim ply disintegrates as m uch as one 10’ 
cube of nonliving m at ter. Thus, the spell disintegrates only part  of 
any very large object  or st ructure targeted. The ray affects even 
objects const ructed ent irely of force, such as crushing hand,  but  
not  magical effects such as an ant i-magic shell.  

 
Disp el  Mag ic 

Level:  3 
Durat ion:  permanent  
Range:  120’ 
 
The caster can use dispel magic to end ongoing spells that  have 
been cast  on a creature or object  within a 20’ cube area by a spell 
caster of the sam e or lower level. I f the level of the caster  of the 
effect  to be dispelled is higher than the caster of dispel m agic, 
there is a cum ulat ive 5%  chance per level difference that  the 
at tem pt  to dispel will fail.  Note:  The effect  of a spell with an 
instantaneous durat ion can’t  be dispelled, because the m agical 
effect  is already over before the dispel m agic can take effect .  
 
 
Dist o r t  Dist an ce 

Level:  5 
Durat ion:  1 turn per level 
Range:  10’ per level 
 
This spell is cast  after an earth elem ental has been sum moned. 
The elemental will then obey, and spread it self over an area 
specified by the caster , up to 1,000 square feet  per caster  level. 
The area can be distorted to be twice long or equally short .  Thus a 
500’ long x 200’ wide cavern could be shrunk to 250’ long x 100’ 
wide, or expanded to 1000’ long x 400’ wide. Creatures t raveling 
over such a distorted area do not  realize it  is distorted, and there 
is no way to detect  any outside influence. The area will faint ly 
radiate m agic. 
 
Dw eom er  o f  Rag e 

Level:  6 
Durat ion:  1 round per level 
Range:  Self 
 
This spell allows a magic-user to dr ink a pot ion of heroism  or 
superheroism , and exper ience an amplif ied effect . The pot ion is 
quaffed and the spell cast . The caster becomes a wild, im mensely 
powerful berserk fighter with + 2 to dam age and two at tacks per 
round. The caster ’s current  hp total is mult iplied by two, and his 
AC is improved by 4. He at tacks as a fighter of the sam e level as 
the caster . When the caster takes dam age, it  is subt racted from  
the addit ion hp, and if dam age does not  exceed that  addit ion hp 
pool, when the spell durat ion ends the caster will exper ience no 
dam age. However, for every hp dam age beyond the ext ra hp pool, 
the caster suffers double dam age from  his norm al hp total when 
the spell ends. Due to the blind blood rage induced by this spell,  
the caster has no choice but  to cont inue fight ing all enem ies 
present  unt il the spell ends. 
 
En ch an t  Ar m s 

Level:  4 
Durat ion:  5 rounds per level 
Range:  Touch 
 
This com plicated spell takes 1 turn to cast . When finished, 2 
sm aller weapons (arrows, crossbow bolts, daggers, etc.)  or one 
norm al to larger sized weapon (any sword, a m ace, etc.)  is 
enchanted. Such weapons becom e tem porarily m agically honed, 
and are capable of affect ing creatures that  require + 1 weapons to 
hit . Note that  these weapons do not  gain any bonuses to hit  or 
dam age. Missile weapons enchanted with this spell lose their  
enchantm ent  when they hit  a target . Melee weapons retain the 
enchantm ent  unt il the durat ion ends. 
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En lar g e ( r ev er sib le)  

Level:  1 
Durat ion:  1 turn per level 
Range:  5’ per level 
 
This spell causes instant  growth (and corresponding increase in 
weight )  of a single object  or creature that  is in v isible range. This 
increase changes a creature’s size by 20%  per caster level,  and up 
to three t imes the or iginal size of the creature. The effect iveness 
of this spell is half of this on non- liv ing objects, with 10%  per 
level, but  a maxim um of double the or iginal size of the object . The 
caster can affect  10 cubic feet  of liv ing m at ter per level or 5 cubic 
feet  per level of non- liv ing mat ter .Magical item  propert ies are not  
affected by this spell.  For instance, a wand will have the sam e 
funct ion even though it  m ay be the size of a staff,  and pot ion 
dosages are not  increased, though they m ay take longer to dr ink. 
Objects do becom e st ronger or heavier , so that  a sm all rock gains 
the weight  of an appropriately sized larger one, and a person 
enlarged will have a st rength appropriate to his size (as an ogre, 
or any of the various giants, for exam ple)  with corresponding 
st rength adjustm ents. 
 
The reverse of enlarge, reduce,  can reduce objects or creatures in 
size by the sam e proport ions as enlarge.  These spells cancel each 
other out . For either version of the spell a saving throw is allowed 
to negate the effect . This save m ay be forfeited if the recipient  
desires. 
 
Er ase 

Level:  1 
Durat ion:  Permanent  
Range:  30’ 
 
Erase rem oves writ ings of either m agical or m undane nature from  
a scroll or from  one or two pages of paper, parchm ent , or sim ilar 
surfaces. The caster cannot  rem ove explosive runes or  a glyph of 

warding. The probability of success for magical wr it ings is 50% , 
+ 2%  for each level of the caster, or 50% , + 4%  per level of the 
caster for non-m agical writ ings. A saving throw is allowed to 
negate these effects. 
 
ESP 

Level:  2 
Durat ion:  12 turns 
Range:  60’ 
 
The caster can choose a direct ion and focus his concent rat ion for 1 
turn. After this turn, he can perceive the thoughts of all creatures 
within 60’. The caster understands the m eaning of all thoughts 
even if he does not  share the creature’s language. However, if 
mult iple creatures are within the range of the spell, the caster 
m ust  spend an addit ional turn to sort  out  one creature’s thoughts, 
or else all thoughts m ingle into a confusing j umble. The ability to 
hear thoughts is obst ructed by lead or rock of a thickness of 2’ or 
greater . 
 
Ex p losiv e Ru n es 

Level:  3 
Durat ion:  See below 
Range:  Touch 
 
The caster t races m yst ic runes upon a book, m ap, scroll,  or  sim ilar 
object  bearing writ ten inform at ion. The runes detonate when read, 
dealing 6d4+ 6 points of dam age in a 10’ radius. The reader 
suffers full dam age, no save allowed. Anyone else in the area of 
effect  takes the full dam age unless a saving throw versus spells is 
m ade for half dam age. The object  on which the runes were writ ten 
is obliterated, unless it  is unaffected by fire. The caster and any 
other beings specifically inst ructed can read the protected writ ing 
without  t r igger ing the runes. Likewise, the caster can remove the 
runes whenever desired. Another creature can remove them with 
a successful dispel m agic spell. A m agic-user has a 5%  chance per 
level of detect ing the runes, and a thief has a flat  5%  chance. 

Ex t en d  Du r at ion  I  

Level:  4 
Durat ion:  See below 
Range:  0 
 
This spell m ay be used to extend the durat ion of a spell the caster 
has already cast  and is st ill in effect . Only spells of levels 1, 2, and 
3 are extended in this way, and their durat ion is extended by 
50% . 
 
Ex t en d  Du r at ion  I I  

Level:  5 
Durat ion:  See below 
Range:  0 
 
Extend durat ion I I  is ident ical to extend durat ion I ,  except  that  the 
durat ion of spells from  levels 1-4 may be extended by 50% . 
 
Ex t en d  Du r at ion  I I I  

Level:  6 
Durat ion:  See below 
Range:  0 
 
Extend durat ion I I I  is ident ical to extend durat ion I ,  except  that  
the durat ion of spells of levels 1-3 m ay be extended by 100% , and 
spells of levels 4 and 5 may be extended by 50% . 
 
Fai t h f u l  Hou n d  

Level:  5 
Durat ion:  2 rounds per level 
Range:  10’ 
 
This spell conjures up a phantom  watchdog. I t  guards the area 
where it  was conjured. The hound im m ediately starts barking 
loudly if any creature approaches that  is the size of a large rat  or 
bigger. The hound sees invisible, ethereal and creatures that  are 
out  of phase or sim ilar. I f an int ruder turns its back on the hound, 
the dog stops barking and delivers a vicious bite (as 10 HD 
creature, 3d6 points) . The dog also m ay at tack all creatures, even 
those that  can only be hit  with + 3 weapons. I ts bite is the 
equivalent  of a m agic weapon for the purpose of dam age 
reduct ion. The hound cannot  be at tacked, but  it  can be dispelled. 
The caster m ust  always rem ain within 30’ of the guarded area, 
else the spell is broken. 
 
False Go ld  

Level:  2 
Durat ion:  6 turns per level 
Range:  10’ 
 
The caster m ay t ransform  copper or brass within 1 cubic foot  per 
level into pure gold. This is the equivalent  of 400 pounds per cubic 
foot , and the m etal could be in the form  of coins, art , etc. Beings 
that  encounter  false gold can check to see if the ruse is detected, 
by rolling 1d20 against  I NT. A penalty of + 1 is added to the roll 
per level of the caster. So if a shopkeeper has an I NT of 12 and 
the caster is 5 th level, a roll of 7 or fewer is required to detect  the 
false nature of the gold. Alternat ively, if the gold makes contact  
with pure iron there is a 20%  chance it  reverts back to its t rue 
nature. 
 
False Tr ap  

Level:  2 
Durat ion:  6 turns per level 
Range:  10’ 
 
This clever enchantment  m ay be used by the caster to 
permanent ly create the false percept ion that  an item , such as a 
small box, lock, dagger, etc., is t rapped. I f the thief skill detect  

t raps is employed on the item , there is an 80%  chance, -4%  per 
level of the observer, that  a t rap is perceived. I f an at tem pt  is 
made to remove the t rap, there is a slim  20%  chance, + 4%  per 
level of the observer, that  the t rap is perceived to be rem oved. 
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Fear  

Level:  4 
Durat ion:  See below 
Range:  0 
 
An invisible cone (60’ long, 5’ wide or igin, and 30’ diameter at  the 
term inal end)  of terror causes each liv ing creature in the area to 
becom e panicked and run away if they do not  succeed in a saving 
throw versus spells. There is a 60%  probability, -5%  per vict im ’s 
level, that  the vict im  drops whatever he may be holding when he 
runs away. Vict im s flee as fast  as their  m ovem ent  rates allow, for 
a num ber of rounds equal to the caster’s level.  
 
Feat h er  Fa l l  

Level:  1 
Durat ion:  1 round per level 
Range:  10’ per level 
 
The affected creatures or objects in range fall slowly. Feather fall 

instant ly changes the rate at  which the targets fall to that  of a 
feather (about  10’ per round) , and the subjects take no dam age 
upon landing while the spell is in effect . When the spell durat ion 
expires, a normal rate of falling is resum ed. 
The spell affects one or m ore objects or creatures ( including gear 
and carr ied objects up to each creature’s m axim um  
encumbrance) . The maximum  volum e is 10 cubic feet , and 200 
pounds + 200 pounds per level may be affected, such that  a 1st 
level m agic-user can affect  400 pounds. 
 
The spell can be cast  with an instant  ut terance, quickly enough to 
save the caster or another creature if he unexpectedly falls, but  
init iat ive, if appropriate, must  be on the side of the caster . This 
spell has no special effect  on ranged weapons unless they are 
falling quite a distance. The spell may be cast  on falling items or 
creatures and m issiles, but  is ineffect ive against  creatures firm ly 
on the ground or fly ing. No saving throw is perm it ted. 
 
Feeb lem in d  

Level:  5 
Durat ion:  I ndefinite 
Range:  240’ 
 
I f the target  creature fails a saving throw versus spell with a –4 
penalty, it  becomes a mental invalid. The affected creature is 
unable to speak, cast  spells, understand language, or 
com municate coherent ly. The subject  remains in this state unt il a 
dispel magic spell is used to cancel the effect  of the feeblem ind.  
 
Feig n  Deat h  

Level:  3 
Durat ion:  6 rounds, + 1 round per level 
Range:  Touch 
 
The caster of this spell causes a state of death- like paralyt ic arrest  
in him self or another willing creature. This physical state 
completely m im ics death to any observer,  even if the creature is 
physically exam ined. To affect  another creature, physical contact  
must  be made and the target  must have equal or fewer levels or 
HD to the caster. No saving throw is perm it ted. Any being under 
the effect  of this spell is conscious and can hear and sm ell, but  
cannot  m ove and is com pletely num b. Thus, if the body is 
dam aged or otherwise m olested, there will be no discom fort  to the 
spell recipient  and no physical react ion. Dam age inflicted to a 
creature in this state is reduced by 50% , and poison, paralysis, or 
energy drain at tacks are ineffect ive. However, any poison that  
retains it s effect ive durat ion after the spell ends will affect  the 
creature once the spell ends or is negated. The caster m ay negate 
the spell before the durat ion ends, but  1 round m ust  pass for the 
body to resum e norm al life funct ions. 
 
 
 
 

Fi r e Ba l l  

Level:  3 
Durat ion:  I nstant  
Range:  240’ 
 
A fireball spell is an explosion of flame that  detonates with a low 
roar and deals 1d6 points of fire dam age per caster level to every 
creature within a 20’ radius. The caster points his finger and 
determ ines the range (distance and height )  at  which the f ireball is 
to burst . A glowing, pea-sized bead st reaks from  the point ing digit  
and, unless it  impacts upon a mater ial body or solid barr ier  pr ior 
to at taining the prescribed range, blossom s into the f ireball at  that  
point . (An ear ly impact  results in an early detonat ion.)   
 
The f ireball sets fire to com bust ibles and dam ages objects in the 
area. I t  can m elt  m etals with low melt ing points, such as lead, 
gold, copper, silver, and bronze. I f the dam age caused to an 
interposing barr ier causes it  to shat ter or break apart , the fireball 

may cont inue beyond the barr ier if the area perm its;  otherwise it  
stops at  the barr ier just  as any other spell effect  does. All beings 
caught  within the explosion are allowed a saving throw versus 
spells. A successful save reduces dam age by half.  
 
Fi r e  Sh ie ld  

Level:  4 
Durat ion:  2 rounds, + 1 round per level 
Range:  0 
 
This spell wreathes the caster  in flames. Any creature st r ik ing the 
caster with it s body or a handheld weapon deals norm al dam age, 
but  at  the sam e t im e the at tacker takes double that  damage. 
When cast ing this spell, the caster appears to im molate himself, 
but  the f lam es are thin and wispy, giv ing off light  equal to only 
half the illum inat ion of a normal torch (15’ radius) . The special 
powers of each version are as follows, and m ust  be chosen when 
the spell is cast :  
 
Warm Shield:  The flames are warm  to the touch. The caster m ay 
m ake saving throws versus cold-based at tacks with a + 2 bonus, 
and if successful takes no dam age from  spells that  allow a save for 
half dam age, and he takes half dam age from  spells that  do not  
norm ally allow a save. Should the caster fail a save versus a fire-
based at tack, dam age is doubled. 
 
Chill Shield:  The flames are cool to the touch. The caster m ay 
m ake saving throws versus fire-based at tacks with a + 2 bonus, 
and if successful takes no dam age from  spells that  allow a save for 
half dam age, and he takes half dam age from  spells that  do not  
norm ally allow a save. Should the caster fail a save versus a cold-
based at tack, dam age is doubled. 
 
Fi r e Tr ap  

Level:  4 
Durat ion:  See below 
Range:  Touch 
 
Fire t rap creates a fiery explosion when an int ruder opens the item  
that  the t rap protects. A f ire t rap can ward any object  that  can be 
opened and closed. When som eone other than the caster opens 
the object , a fiery explosion fills the area within a 5’ radius around 
the t rapped area. The flames deal 1d4 points of fire dam age + 1 
point  per caster level. A saving throw versus spells is allowed for 
half dam age. The item  protected by the t rap is not  harmed by this 
explosion. A fire t rapped item  cannot  have a second closure or 
warding spell placed on it .  A knock spell does not  bypass a fire 

t rap. Fire t rap is hard to detect  and disable. All at tem pts to 
rem ove the t rap are at  half, and failure t r iggers the t rap. 
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Flam e Ar r ow  

Level:  3 
Durat ion:  1 round 
Range:  Touch 
 
The caster touches and t ransform s arrows or crossbow bolts into 
fiery project iles (1 per caster  level) . Each piece of amm unit ion 
deals + 1 point  of fire dam age to any target  it  hits. A flam ing 
project ile can easily ignite a f lam m able object  or st ructure, but  it  
won’t  ignite a creature it  st r ikes. All m issiles m ust  be used by the 
end of the round after the spell is cast , for they have been 
consum ed by flam e after that  point  and are useless. 
 
 
Flam e Ch ar m  

Level:  4 
Durat ion:  2 rounds per level 
Range:  10’ 
 
The caster of flam e charm  m ay enchant  a f lame source to form  a 
10’ radius circle of dancing, wavering m agical flam e that  has the 
power to charm .  All beings that  see the flame must  save versus 
spells or be m esmerized into a mot ionless daze. I f the spell 
suggest ion is cast  on any being in this state, the save is with a -3 
penalty. Should a m esm erized vict im  have his v ision taken away 
from  the flames, or vision is blocked, he shakes the influence of 
the spell. The flam es are not  illusion, and will inflict  f ire damage 
equal to that  of the flam e’s source. 
 
 
Float in g  Disc 

Level:  1 
Durat ion:  6 turns 
Range:  6’ 
 
The caster creates a slight ly concave, circular plane of force that  
follows him  about  and carr ies loads. The disk is 3 feet  in diam eter 
and 1 inch deep at  its center . I t  can hold 500 pounds. I f used to 
t ransport  a liquid, its capacity is 2 gallons. The disk floats 
approxim ately 3 feet  above the ground at  all t im es and rem ains 
level. I t  f loats along hor izontally within spell range and will 
accom pany the caster with an equal m ovem ent  rate. I f not  
otherwise directed, it  maintains a constant  interval of 6 feet  
between it self and the caster, and will follow the caster without  
prom pt ing to m aintain a m inim um  of 6’ distance. When the disk 
winks out  at  the end of the spell’s durat ion, whatever it  was 
support ing falls to the surface beneath it .  
 
Fly  

Level:  3 
Durat ion:  See below 
Range:  0 
 
For a number of turns equal to the caster’s level + 1d6 turns, the 
caster can fly with a maxim um movem ent  of 120’ each round. The 
caster can vary the speed as desired, and is capable of hovering. 
 
For cef u l  Han d  

Level:  6 
Durat ion:  1 round per level 
Range:  10’ per level 
 
This spell funct ions like interposing hand, except  that  the forceful 

hand pushes away an opponent . The force is capable of shoving 
away beings that  weigh 500 pounds or fewer. Creatures heavier 
than this but  weighing 2,000 pounds or fewer may only m ove 10’ 
per round, and creatures heavier than this but  not  weighing m ore 
than 8,000 pounds move at  half their  norm al rate per round. A 
forceful hand m ay be dam aged (AC 9) , and has the sam e hit  
points as the spell caster. 
 
 
 

Fr eezin g  Sp h er e 

Level:  6 
Durat ion:  See below 
Range:  See below 
 
Freezing sphere creates one of three effects, as chosen by the 
caster when the spell is ut tered. A fr igid globe of cold energy m ay 
be form ed from  the caster ’s fingert ips and thrown, where it  
explodes in a 10’ radius burst , dealing 4d6 points of cold dam age 
to each creature in the area. This globe of energy m ay also be 
gent ly form ed and held or placed on the ground for a delayed 
effect . I t  will explode after 1 round per caster level, regardless of 
whether it  has been deposited or whether it  is st ill in the caster’s 
hand. Creatures caught  or st ruck by the sphere m ay save versus 
spells for half dam age. The freezing sphere m ay be used to st r ike 
a body of water or a liquid that  is pr incipally  water. I t  freezes the 
liquid to a depth of 6 inches over an area equal to 100 square feet  
per caster level. This ice lasts for 1 round per caster level. Finally, 
rather than a globe, the caster m ay spray a ray of freezing energy 
to a distance of 10’ per level, dealing 4 hp dam age per caster 
level. A successful saving throw versus spells avoids all dam age 
from  this effect . 
 
 
Fu m b le 

Level:  4 
Durat ion:  1 round per level 
Range:  10’  
 
The vict im  of this spell becom es horr ibly clum sy if a saving throw 
versus spells fails. I tems held fall to the ground;  likewise, 
at tempts to grab, catch, or otherwise manipulate other objects is 
doom ed to bum bling inept itude. Running vict im s fall down. I t  
takes 1 round to pick an item  back up or to get  up from  a fall,  
assum ing the spell durat ion has ended. I f the vict im  succeeds in 
his saving throw, he is able to concent rate on his magical 
clum siness, but  his act ions m ay only be carr ied on as if under the 
effects of slow  for the durat ion of the spell.  
 
Geas ( r ev er sib le)  

Level:  6 
Durat ion:  See below 
Range:  30’ 
 
This spell funct ions in an ident ical manner to the 5 th level cler ic 
spell quest .  
 
 
Glob e o f  I n v u ln er ab i l i t y  

Level:  6 
Durat ion:  1 round per level 
Range:  0 
 
This spell is ident ical to lesser globe of invulnerability ,  except  that  
it  provides complete protect ion from  4th level spells and lower. 
 
Glob e o f  I n v u ln er ab i l i t y , Lesser  

Level:  4 
Durat ion:  1 round per level 
Range:  0 
 
An im m obile, faint ly shim m ering m agical 10’ diam eter sphere 
surrounds the caster and excludes all spell effects of 3rd level or 
lower. The area or effect  of any such spells does not  include the 
area of the lesser globe of invulnerability .  Such spells fail to affect  
any target  located within the globe. However, any type of spell 
can be cast  through or out  of the m agical globe. Spells of 4th level 
and higher are not  affected by the globe, nor are spells already in 
effect  when the globe is cast . The globe can be brought  down by a 
dispel magic spell.  
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Gu ar d s an d  W ar d s 

Level:  6 
Durat ion:  6 turns per level 
Range:  0 
 
This powerful spell is pr imarily used to defend a st ronghold. The 
ward protects a 20’ diam eter sphere, and an addit ional 10’ radius 
per caster level. The spell creates the following magical effects 
within the warded area. 
 
Fog:  Fog fills all corr idors, obscur ing all sight , including infravision, 
beyond 10’.  
 
Arcane Locks:  All doors in the warded area are arcane locked.  
Webs:  Webs fill all stairs from  top to bot tom . These st rands are 
ident ical with those created by the web spell, except  that  they 
regrow in 10 m inutes if they are burned or torn away while the 
guards and wards spell lasts. 
 
Confusion:  Where there are choices in direct ion—such as a 
corr idor intersect ion or side passage—a m inor confusion- t ype 
effect  funct ions so as to m ake it  50%  probable that  int ruders 
believe they are going in the opposite direct ion from  the one they 
actually chose. 
 
Lost  Doors:  One door per caster level is covered by an illusion to 
appear as if it  were a plain wall.  
 
I n addit ion, the caster can place one of the following five m agical 
effects. 

1. Dancing lights in four corr idors. 
2. A magic mouth in two places.  
3. A st inking cloud in two places. The vapors appear in the 

places designated;  they return within 10 m inutes if 
dispersed by wind while the guards and wards spell lasts. 

4. A gust  of wind in one corr idor or room . 
5. A suggest ion in one place. The caster selects an area of 

up to 5’ square, and any creature who enters or passes 
through the area receives the suggest ion m entally. 

 
The whole warded area radiates st rong m agic. Dispel m agic cast  
on a specif ic effect , if successful, rem oves only that  effect . 
 
 
Gu st  o f  W in d  

Level:  3 
Durat ion:  1 round 
Range:  0 
 
This spell creates a severe blast  of air  that  or iginates from  the 
caster, affect ing all creatures in a path 10’ long and wide, + 10’ 
long per level. I f fly ing, sm aller creatures are blown back 1d6x10 
feet . Hum an-sized creatures are unable to m ove forward against  
the force of the wind, and larger fly ing creatures have half 
m ovem ent . The force of the gust  automat ically ext inguishes 
candles, torches, and sim ilar unprotected flames. I t  causes 
protected flam es, such as those of lanterns, to dance wildly and 
has a 5%  chance per caster level to ext inguish those lights. 
 
 
Hal lu cin at o r y  Ter r a in  

Level:  4 
Durat ion:  See below 
Range:  240’ 
 
The caster m akes som e terrain look, sound, and sm ell like som e 
other sort  of terrain, but  the ent ire terrain to be hidden m ust  be 
encom passed by the range this spell m ay affect . I f the illusion 
comes into contact  with an intelligent  being, the spell is negated. 
Otherwise, dispel magic m ay be used to r id the area of the 
illusion. The caster m ay affect  1’ square area per caster level. 
 
 

Hast e ( r ev er sib le)  

Level:  3 
Durat ion:  3 turns 
Range:  240’ 
 
This spell m akes creatures m ove and act  m ore quickly than 
norm al. A m axim um  of 24 creatures within a diam eter of 60’ m ay 
be affected. A hasted creature m ay m ake double the normal 
num ber of at tacks. However, a creature m ay not  cast  a second 
spell. All of the hasted creature’s m odes of m ovem ent  ( including 
land m ovem ent , burrow, clim b, fly, and swim )  double in speed. 
Mult iple haste effects do not  stack. Haste dispels and counters 
slow  effects. 
 
Slow ,  the reverse of haste,  halves all at tacks and movem ent , 
including spell cast ing such that  only one spell may be cast  every 
two rounds. 
 
Ho ld  Mon st er  

Level:  5 
Durat ion:  See below 
Range:  120’ 
 
The durat ion of this spell is a number of turns equal to the casters 
level + 6 turns. I n all other respects this spell is ident ical to the 
2nd level cler ic spell hold person,  but  can affect  non-humanoid 
m onsters and larger m onsters. 
 
Ho ld  Per son  

Level:  3 
Durat ion:  1 turn per level 
Range:  120’ 
 
I n all respects this spell is ident ical the cler ic spell of the same 
nam e. 
 
Ho ld  Por t a l  

Level:  1 
Durat ion:  2d6 turns 
Range:  10’ 
 
This spell m agically holds shut  a door, gate, window, or shut ter of 
wood, m etal, or stone. The m agic affects the portal j ust  as if it  
were securely closed and norm ally locked. A knock spell or a 
successful dispel m agic spell can negate a hold portal spell.  
 
I ce St o r m  

Level:  4 
Durat ion:  1 round 
Range:  10’ per level 
 
This spell causes great  m agical hailstones in a 40’ diam eter area 
to pound down for 1 full round, dealing 3d10 points dam age to 
every creatures in the area. Alternat ively, the caster can bring into 
being a sleet  storm  with a diameter of 80’. Movem ent  within it s 
area is at  half speed, with a 50%  chance of slipping and falling.  
 
I d en t i f y  

Level:  1 
Durat ion:  1 round per level 
Range:  Touch 
 
This spell m ay be used to determ ine the m agical propert ies of a 
single magic item . However, the magic-user must  be holding or 
wearing the item  according to its funct ion and the spell must  be 
cast  no later than 1 hour after  it  com es into the caster’s 
possession. Weapons m ust  be held, boots worn, etc. I f such an 
item  happens to be cursed or otherwise requires a saving throw, 
the spell caster  receives all norm al defenses. 
  
For each round the spell is in effect , there is a probability of 15% , 
+ 5%  for each caster level that  one power of the item  is 
discovered. I f the item  is powerless this informat ion will be gained 



- 8 4 -   M I CROLI TE8 1  ADVANCED 1 .0  SI LVER 

as well. However, when using this spell,  the caster m ust  succeed 
in a saving throw versus spells each round. Only if this succeeds is 
the informat ion gained correct . I f the save is failed by 5%  (1 lower 
than the target  num ber)  the informat ion gained is false, to be 
determ ined by the referee. I f the roll is failed by m ore than that , 
no informat ion is gained. Note that  while specif ic abilit ies or 
powers are revealed, the specific “+ ”  of a weapon is not , only the 
fact  that  it  is enchanted is revealed and a general sense of 
whether it  is st rong or weak. The specific num ber of charges, if 
relevant , contained in a magic item  is not  revealed. Knowledge of 
an approxim at ion is granted, which will be in the form  of a range 
above and below approxim ately 25%  of the actual num ber. 
 
This spell is very draining on the caster . The caster suffers 
temporary loss of 8 points to CON when the spell durat ion ends. I f 
this should br ing the magic-user to fewer than 3, he falls 
unconscious for 24 hours but  awakens with full CON restored. 
Points of CON m ay only be restored at  the rate of 1 per 6 turns of 
rest . 
 
I n f r av ision  

Level:  3 
Durat ion:  1 day 
Range:  0 
 
The caster or another creature is able to see 60’ in the dark with 

infravision.  
 
 
I n t er p osin g  Han d  

Level:  5 
Durat ion:  1 round per level 
Range:  10’ per level 
 
I nterposing hand creates a large m agic hand that  appears 
between the caster and one opponent . This float ing, disem bodied 
hand then m oves to rem ain between the two, regardless of where 
the caster moves or how the opponent  t r ies to get  around it .  The 
hand does not  pursue an opponent , however. An interposing hand 

has as m any hit  points as the caster when undam aged. I t  has an 
AC of 9. Any creature weighing 2,000 pounds or less that  t r ies to 
push past  the hand is slowed to half it s normal speed.  
 
 
I n v is ib i l i t y  

Level:  2 
Durat ion:  See below 
Range:  Touch 
 
The creature or object  touched becom es invisible, vanishing from  
sight , even from  infravision. I f the recipient  is a creature carrying 
gear, gear vanishes too. I f the spell is cast  on som eone else, 
neither the caster nor any allies can see the subject , unless they 
can normally see invisible things or other m agic is em ployed to do 
so. I tem s dropped or put  down by an invisible creature becom e 
visible;  item s picked up disappear if tucked into the clothing or 
pouches worn by the creature. Light , however, never becom es 
invisible, although a source of light  can becom e so ( thus, the 
effect  is that  of a light  with no visible source) . Any part  of an item  
that  the subject  carr ies but  that  extends m ore than 10 feet  from  it  
becomes visible. 
 
Of course, the subject  is not  magically silenced, and certain other 
condit ions can render the recipient  detectable (such as stepping in 
a puddle) . The spell ends if the subject  at tacks any creature, but  
is otherwise of indefinite durat ion. For the purposes of this spell,  
an at tack includes any spell target ing a foe or whose area of effect  
includes a foe. (Exact ly who is a foe depends on the invisible 
character’s percept ions.)  Act ions directed at  unat tended objects 
do not  break the spell.  Causing harm  indirect ly is not  an at tack. 
Thus, an invisible being can open doors, talk, eat , climb stairs, 
summon monsters and have them at tack, cut  the ropes holding a 
rope br idge while enem ies are on the br idge, rem otely t r igger 

t raps, open a portcullis to release at tack dogs, and so forth. I f the 
subject  at tacks direct ly , however, it  im mediately becomes visible 
along with all it s gear. Spells such as bless that  specifically  affect  
allies but  not  foes are not  at tacks for this purpose, even when 
they include foes in their area. 
 
I n v is ib i l i t y  1 0 ’  Rad iu s 

Level:  3 
Durat ion:  See below 
Range:  Touch 
 
This spell has the same effects as invisibility ,  but  it  affects all 
creatures within 10’ of the caster or subject  and any creatures 
that  m ove beyond the 10’ radius of effect  becom e visible again. 
 
 
I n v is ib le  St a lk er  

Level:  6 
Durat ion:  See below 
Range:  0 
 
The caster uses this spell to sum mon an invisible stalker, which 
can be ordered to undergo a task or m ission. The creature will 
at tempt  to accomplish the task unt il it  is finished or unt il the 
invisible stalker is dest royed. The spell dispel evil will send an 
invisible stalker back to its hom e plane. 
 
 
Jar r in g  Han d  

Level:  1 
Durat ion:  I nstant  
Range:  10’ + 2 ½ ’ per level 
 
The caster of this spell causes an invisible hand to jar or push an 
object  or creature. The weight  that  m ay be pushed is 1 pound to a 
distance of 1 foot , per level (1 foot  pound pressure) . I n this way a 
1 pound object  m ay be pushed 1’ away by a 1st level magic-user, 
in a perpendicular direct ion to the caster. The spell m ay also be 
used to dist ract  or unbalance an opponent . I f used in this way the 
opponent  receives a saving throw versus spells to negate the 
effect , and if failed the opponent  loses his at tack that  round. The 
creature cannot  weigh m ore than the caster ’s level x50 lbs. The 
spell m ay also be directed at  the opponent ’s weapon, in which 
case a failed save results in the opponent  suffer ing an at tack 
penalty of 1 per caster level, or an equal penalty to any saving 
throws being t r ied that  round (not  count ing against  this spell) .  
 
 
Ju m p  

Level:  1 
Durat ion:  1 turn 
Range:  Touch 
 
By use of this spell, the caster m ay leap st raight  up 10’, 
backwards 10’, or forwards 30’. For every 10’ forward that  is 
sprung, the apex of the leap is 2’. When the spell is cast , the 
m agic-user m ay leap 1 t im e at  any point  dur ing the durat ion, and 
m ay leap an addit ional t im e per 3 levels of the caster (2 at  level 4, 
3 at  level 7, 4 and level 10, etc.) . Note that  the durat ion of the 
spell is the same no mat ter how many leaps are possible. 
 
 
Kn ock  

Level:  2 
Durat ion:  1 round 
Range:  60’ 
 
The knock spell opens stuck, barred, locked, or held  doors. I t  
opens secret  doors, as well as locked or t r ick-opening boxes or 
chests. Any secret  doors m ust  of course be discovered first . The 
door does not  relock it self or becom e stuck again on it s own. 
Knock does not  raise barred gates or sim ilar impediments (such as 
a portcullis) , nor does it  affect  ropes, vines, and the like. 
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Leg en d  Lo r e 

Level:  6 
Durat ion:  See below 
Range:  0 
 
Legend lore br ings to the caster’s m ind legends about  an 
im portant  person, place, or thing. I f the person or thing is at  
hand, or if the caster is in the place in quest ion, the cast ing t ime is 
1d4x10 turns. I f the caster has only detailed inform at ion on the 
person, place, or thing, the cast ing t ime is 1d10 days. I f only 
rum ors are known, the cast ing t im e is 2d6 weeks. During the 
cast ing, the m agic-user cannot  engage in other than rout ine 
act iv it ies:  eat ing, sleeping, and so forth. When completed, the 
divinat ion br ings legends or inform at ion about  the person, place, 
or things to m ind, but  always in the form  of r iddles, puzzles, 
sym bols, or other obscure forms that  m ust  be reasoned or  intuited 
to understand. I f the person, place, or thing is not  of legendary 
importance, no informat ion is gained.  
 
Lev i t a t e  

Level:  2 
Durat ion:  See below 
Range:  0 
 
For a number of turns equal to the caster’s level + 6 turns, the 
caster can m ove up and down as he wishes. The caster m entally 
directs m ovem ent  up or down as m uch as 20 feet  each round. The 
caster cannot  m ove hor izontally , but  could clamber along the face 
of a cliff , for example, or push against  a ceiling to move laterally 
(generally at  half base land speed) .  
 
 
Lig h t  ( r ev er sib le)  

Level:  1 
Durat ion:  See below 
Range:  120’ 
 
This spell is in most  respects ident ical to the 1st level cler ic spell of 
the sam e nam e, except  that  the durat ion is a num ber of turns 
equal to the caster’s level + 6 turns. 
 
Lig h t n in g  Bo l t  

Level:  3 
Durat ion:  I nstantaneous 
Range:  180’ 
 
The caster releases a powerful st roke of elect r ical energy that  is 
60’ long and 5’ wide. I t  deals 1d6 points of elect r icity dam age per 
caster level to each creature within its area. The lightning bolt  sets 
fire to com bust ibles and dam ages objects in its path. I t  can m elt  
metals with a low melt ing point , such as lead, gold, copper, silver , 
or bronze. I f the dam age caused to an interposing barr ier shat ters 
or breaks through it ,  the bolt  m ay cont inue beyond the barr ier if 
the spell’s range perm its;  otherwise, it  stops at  the barr ier just  as 
any other spell effect  does. Any creature caught  in the area of 
effect  receives a saving throw versus spells. A successful save 
reduces dam age by half. 
 
 
Locat e Ob j ect  

Level:  2 
Durat ion:  2 turns 
Range:  60’, + 10’ per level 
 
The caster can sense the direct ion of a well- known or clear ly 
visualized object . A search can be m ade for general items, in 
which case the nearest  one of its k ind if m ore than one is within 
range. At tem pt ing to f ind a certain item  requires a specif ic and 
accurate mental image;  if the image is not  close enough to the 
actual object , the spell fails. The caster cannot  specify a unique 
item  unless he has observed that  part icular item  firsthand. 
 
 

Low er  W at er  

Level:  6 
Durat ion:  10 turns 
Range:  240’ 
 
This spell allows the caster to reduce the depth of 10,000 square 
feet  of water by half for the durat ion of this spell.  
 
Mag ic Au r a  

Level:  1 
Durat ion:  1 day per level 
Range:  Touch 
 
The caster m ay alter an item ’s aura so that  it  registers to detect  

spells (and spells with sim ilar capabilit ies)  as though it  were 
m agical. I f the object  bearing m agic aura is physically exam ined 
( touched) , the exam iner recognizes that  the aura is false if he 
succeeds in a saving throw versus spells. Otherwise, he believes 
the aura and no am ount  of test ing reveals what  the t rue m agic is. 
 
Mag ic Jar  

Level:  5 
Durat ion:  Special 
Range:  30’ 
 
By cast ing magic jar, the caster places his soul in a gem  or large 
crystal (known as the magic j ar) , leaving his body lifeless. An 
at tempt  can then be made to take cont rol of a body within 120’, 
forcing it s soul into the m agic jar. The caster m ay m ove back to 
the jar ( thereby returning the t rapped soul to its body)  and 
at tempt  to possess another body. The spell ends when the caster 
sends his soul back to his own body, leaving the receptacle em pty. 
 
To cast  the spell, the m agic j ar m ust  be within spell range.  While 
in the m agic jar, the caster can sense and at tack any life force. 
At tem pt ing to possess a body is a full- round act ion. The caster 
possesses the body and forces the creature’s soul into the magic 

jar unless the subject  succeeds a saving throw versus spell.  
Failure to take over the host  leaves the caster’s life force in the 
m agic jar, and the target  autom at ically succeeds on fur ther saving 
throws if the caster at tem pts to possess it s body again. 
 
I f the caster is successful, his life force occupies the host  body, 
and the host ’s life force is im prisoned in the m agic jar. The caster 
keeps his own I ntelligence, Wisdom, Charisma, level, class, and 
alignm ent . The body retains it s St rength, Dexterity, Const itut ion, 
hit  points, natural abilit ies, and automat ic abilit ies. The creature’s 
spells and spell- like abilit ies do not  stay with the body. The caster 
can be forced out  of a possessed body if a dispel evil spell is cast . 
 
The spell ends when the caster shifts from  the jar to his body. I f 
the host  body is slain, the caster returns to the m agic jar , if  within 
range, and the life force of the host  departs ( it  is dead) . I f the 
host  body is slain beyond the range of the spell,  both the caster 
and the host  die. I f the caster ’s life force is within the m agic jar  
and his own body is slain, the caster is t rapped in the m agic jar  
unt il a creature com es within range and can be possessed. I f the 
caster’s life force is in possession of a host  and the m agic jar  is 
dest royed, the caster’s life force is st randed in the host . Any life 
force with nowhere to go is t reated as slain. Dest roying the 
receptacle ends the spell and destroys any life force inside it .  
 
Mag ic Missi le  

Level:  1 
Durat ion:  1 turn 
Range:  150’ 
 
A m issile of m agical energy darts forth from  the caster’s fingert ip 
and st r ikes its target , dealing 1d6+ 1 points of dam age. The 
m issile st r ikes unerr ingly, even if the target  is in melee com bat  or 
has less than total cover or total concealment . Specific parts of a 
creature can’t  be singled out . For every five caster levels, the 
caster gains two addit ional m issiles—3 total at  5th level, f ive at  
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10th, seven at  15th, and so on. I f the caster  can shoot  m ult iple 
m issiles, they can be directed to st r ike a single creature or several 
creatures. A single m issile can st r ike only one creature. 
 
Mag ic Mou t h  

Level:  2 
Durat ion:  See below 
Range:  See below 
 
This spell imbues the chosen object  or creature with an enchanted 
m outh that  suddenly appears and speaks it s m essage the next  
t ime a specif ied event  occurs. The message, which must  be 
twenty- five or fewer words long, can be in any language known by 
the caster and can be delivered over a period of 1 turn. The m outh 
cannot  ut ter spells or act ivate magical effects. I t  does, however, 
m ove according to the words art iculated;  if it  were placed upon a 
statue, the m outh of the statue would m ove and appear to speak. 
Of course, magic mouth can be placed upon a t ree, rock, or any 
other object , but  not  intelligent  creatures. 
 
The spell funct ions when specific condit ions are fulf illed according 
to a com mand as set  in the spell.  Com m ands can be as general or 
as detailed as desired, although only visual, audible, or tact ile 
t r iggers can be used. Audible t r iggers can be keyed to general 
types of noises or to a specific noise or spoken word. Act ions can 
serve as t r iggers if they are v isible or audible. A magic mouth 

cannot  dist inguish alignment , level, HD, or class except  by 
external garb. 
 
The range lim it  of a t r igger is 5’ feet  per caster level, so a 6 th level 
caster can com mand a magic mouth to respond to t r iggers as far 
as 30’ away. Regardless of range, the m outh can respond only to 
visible or audible t r iggers and act ions in line of sight  or within 
hearing distance. The durat ion of this enchantment  is indefinite, as 
it  is discharged only when the condit ions are met . 
 
Man ip u lat e  Fi r e  

Level:  1 
Durat ion:  1 round per level 
Range:  5’ per level 
 
By use of this spell the caster  can m anipulate the size of a non-
m agical fire ranging in size from  a sm all torch fire to a 3’ diam eter 
fire. The size of the fire m ay be altered only in term s of light  
output , to be made as small as the size of a candle or br ight  in a 
manner equivalent  to the spell light .  However, actual therm al 
energy is not  dim inished, so no m at ter how bright  or dim  a fire is 
made, it  is as hot  as it s t rue size. Nonetheless, shrinking a fire 
cuts use of fuel by 50% , and m aking a fire br ighter increases fuel 
use by 100% . 
 
Massm or p h  

Level:  4 
Durat ion:  See below 
Range:  240’ 
 
Within a diameter of 240’, up to 100 human-sized or equivalent  
creatures are given the illusory appearance of a forest . Any 
creatures that  enter such an enchanted area becom e part  of the 
illusion. Likewise, any creatures that  leave the affected area 
becom e visible for what  they are. This spell can be dism issed by 
the caster at  any t ime, but  unless dispelled by dispel m agic the 
enchanted area is permanent . 
 
Men d in g  

Level:  1 
Durat ion:  Permanent  
Range:  30’ 
 
Mending repairs sm all breaks or tears in objects. I t  will weld 
broken m etallic objects such as a r ing, a chain link, a m edallion, or 
a slender dagger, providing but  one break exists. Ceram ic or 
wooden objects with m ult iple breaks can be invisibly rejoined to 

be as st rong as new. A hole in a leather sack or a wineskin is 
completely healed over by mending. The spell cannot  repair  magic 
item s, including magic rods, staffs, or wands, nor does it  affect  
liv ing (or undead)  creatures. 
 
Messag e 

Level:  1 
Durat ion:  1 round, + 1 round per 2 levels 
Range:  60’, + 10’ per level 
 
This spell grants the caster the abilit y to whisper m essages and 
receive whispered replies. The caster points his f inger at  a 
creature he wants to receive the m essage. The target  m ust  be in 
direct  line of sight , with no barr ier. The whispered m essage is 
audible only to the target . The creature that  receives the message 
can whisper a reply that  the caster can hear if the spell durat ion 
has not  expired. The spell t ransm its sound, not  m eaning. I t  
doesn’t  t ranscend language barr iers. 
 
Mir r o r  I m ag e 

Level:  2 
Durat ion:  6 turns 
Range:  0 
 
Several illusory duplicates of the caster pop into being, m aking it  
difficult  for enem ies to know which target  to at tack. The figments 
stay near the caster and disappear when st ruck. Mirror im age 

creates 1d4 im ages. The figm ents m im ic the caster’s act ions, 
pretending to cast  spells, dr ink pot ions, and so on. Enem ies 
at tempt ing to at tack the caster st r ike a figment . Any at tack 
dest roys an im age even if no physical contact  is m ade, unt il there 
are no im ages left .  
 
Mn em on ic En h an cer  

Level:  4 
Durat ion:  2 turns per level 
Range:  0 
 
This spell allows the caster to prepare addit ional spells or retain 
spells recent ly cast . Up to 3 levels of spells could be retained, or 
m em orized above and beyond the num ber norm ally available for 
the caster ’s level. This can be in any combinat ion of spell levels 
For instance, one 3 rd level spell or three 1st level spells. I f spells 
are to be retained, then rather than m em orize ext ra spells, 
mnemonic enhancer is cast  first  and then used to discharge the 
spells of the stated spell levels, while retaining them  for one m ore 
cast ing. 
 
Mov e Ear t h  

Level:  6 
Durat ion:  6 turns 
Range:  240’ 
 
A total of 60 cubic feet  of loose soil can be m oved per turn within 
the range provided above. Neither solid stone nor large boulders 
m ay be m oved. See lesser m ove earth for addit ional applicat ions 
of this spell.  
 
Mov e Ear t h , Lesser  

Level:  4 
Durat ion:  1 round per level 
Range:  30’ 
 
This lesser form  of move earth allows the caster to dig or excavate 
areas in 5’ cube increments. The caster can m ove a volum e of 5’ 
cubed (125 cubic feet )  of soil, mud, or sand. The dir t  is only 
m oved to just  around the opening of the excavat ion. I f desired, 
the caster can dig a t rench, or dig st raight  down. I f digging 
st raight  down, there is a cum ulat ive probability the walls of the pit  
will collapse, depending on the following medium:  soil, 15%  per 
5’;  mud, 55% ;  sand, 35% . Any being that  comes within 1’ of the 
opening of a pit  m ust  m ake a DEX at t r ibute check to avoid falling 
in. I f a pit  is excavated just  in front  of a fast  m oving being, it  is 
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ent it led to a saving throw versus spells to avoid falling in. I f a pit  
is excavated direct ly under a stat ionary creature, it  will 
automat ically fall in. 
 
Par t  W at er  

Level:  6 
Durat ion:  6 turns 
Range:  120’ 
 
The caster creates a path 10’ wide and a m axim um of 120’ long 
through water, such as a pond, lake, or other body. The caster can 
dism iss the spell effects before the durat ion ends, thus allowing 
water to crash upon unwanted pursuers. 
 
Passw al l  

Level:  5 
Durat ion:  3 turns 
Range:  30’ 
 
The caster creates a passage through wooden, plaster , or stone 
walls, but  not  through m etal or other harder m ater ials. The 
passage is 10’ deep with a 5’ diam eter. 
 
Ph an t asm al  Fo r ce 

Level:  2 
Durat ion:  See below 
Range:  240’ 
 
So long as the caster maintains concent rat ion, he can create a 
persistent , act ive illusion within a 20’ cube. A passive illusion will 
disappear if touched by a creature. However, an illusionary 
m onster m ay be created to at tack a foe. Observers are allowed a 
saving throw versus spells to see through any illusion produced 
with this spell.  I f the save fails, the illusion persists and any 
illusionary monster will seem to inflict  harm  when it  at tacks an 
opponent . I llusionary m onsters have an effect ive AC of 9, and 
they vanish if a foe successfully st r ikes them . I f a foe appears to 
lose all hit  points, he falls unconscious rather than dying. 
Sim ilar ly, other special effects will not  be real and no dam age is 
ever real. Note that  the caster is not  allowed to take any act ion 
while concent rat ing on the spell.  
 
Ph ase Door  

Level:  7 
Durat ion:  1 passage per 2 levels 
Range:  Touch 
 
This spell creates an ethereal passage through wooden, plaster , or 
stone walls, but  not  other m aterials. This passage is 10’ deep with 
a 5’ diam eter. The phase door is invisible and inaccessible to all 
creatures except  the caster, and only the caster can use the 
passage. The caster disappears when enter ing the phase door and 
reappears when exit ing. I f the caster desires, he can take one 
other creature (hum an-sized or sm aller)  through the door. This 
counts as two uses of the door. The door does not  allow light , 
sound, or spell effects through it ,  nor can it  be seen through. A 
phase door is subject  to dispel magic. I f anyone is within the 
passage when it  is dispelled, he is harm lessly ejected just  as if he 
were inside a passwall effect . 
 
Plan t  Gr ow t h  

Level:  4 
Durat ion:  See below 
Range:  120’ 
 
This spell causes normal vegetat ion (grasses, br iars, bushes, 
creepers, thist les, t rees, vines)  within a maxim um of 3000 square 
feet  to becom e thick and overgrown. The plants entwine to form  a 
thicket  or jungle that  creatures must  hack or  force a way through. 
The area m ust  have brush and t rees in it  for this spell to take 
effect , and the effects last  unt il a dispel m agic spell is cast . This 
spell has no effect  on plant  creatures. 
 

Po ly m or p h  Ot h er s 

Level:  4 
Durat ion:  See below 
Range:  60’ 
 
By means of this spell, one liv ing being may be t ransform ed into 
another kind of being. The creature m ay m ake a saving throw 
versus polym orph, but  if the creature is willing this roll can be 
forgone and the effects are autom at ic. I f the new creature’s HD 
total more than twice the HD of the or iginal creature, the spell 
does not  work. Although the final form  will retain the sam e 
number of hit  points as the or iginal, all other abilit ies of the new 
form  will be acquired, including intelligence level. The creature 
becomes the new creature in every way, including inst incts, 
alignm ent , preferences, etc. This spell m ay not  be used to 
reproduce the appearance of a specific ident ity .  
 
Po ly m or p h  Sel f  

Level:  4 
Durat ion:  See below 
Range:  0 
 
For a num ber of turns equal to the caster’s level + 6, the caster 
t ransform s him self into another being. A part icular individual may 
not  be m im icked with this spell,  but  only a typical indiv idual of a 
creature type. The new body m ust  be of a creature with a num ber 
of HD equal to the caster or fewer. The caster retains his 
intelligence, hit  points, saving throws, and ability to at tack, but  
does gain physical abilit ies of the new form , including st rength or 
st rength-based at tack form s and dam age. Magical abilit ies or 
other special abilit ies are not  gained. For example, if the caster 
t ransform s into a m ant icore, he will be able to fly. I f the caster 
takes the form  of a m edusa, his gaze will not  pet r ify. The caster is 
unable to cast  spells when t ransform ed. The spell dispel magic 
negates the effects of this spell, and if the caster dies while in a 
different  form  he will revert  to his natural form  in death. 
 
Pr o j ect  I m ag e 

Level:  6 
Durat ion:  6 turns 
Range:  240’ 
 
The caster creates a quasi- real, illusory version of him self. The 
projected image looks, sounds, and sm ells like the caster but  is 
intangible. The projected image m im ics the caster’s act ions 
( including speech)  and any sound or spell effects will seem  to 
com e from  the image. I f the im age is physically contacted by hand 
or with a weapon wielded by hand, it  disappears. However, all 
m issile weapons or spells will pass through the image or otherwise 
appear to do nothing to the caster . 
 
Pr o t ect ion  f r om  Ev i l  

Level:  1 
Durat ion:  12 turns 
Range:  0 
 
This spell wards the caster from  at tacks by evilly intent ioned 
creatures (and creatures not  of the caster’s alignm ent ) , from  
m ental cont rol,  and from  sum moned creatures. I t  creates a 
m agical barr ier  around the subject  at  a distance of 1 foot . The 
barr ier m oves with the subject  and has two m ajor effects. First , 
the subject  gains a + 1 bonus to AC and a + 1 bonus on saving 
throws. Both these bonuses apply against  at tacks m ade or  effects 
created by evil creatures. Second the spell prevents bodily contact  
by sum moned creatures. This causes the natural weapon at tacks 
of such creatures to fail and the creatures to recoil if such at tacks 
require touching the warded creature. This does not  prevent  these 
creatures from  at tem pt ing ranged at tacks. The protect ion against  
contact  by sum m oned creatures ends if the warded creature 
m akes an at tack against  or t r ies to force the barr ier against  the 
blocked creature. 
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Pr o t ect ion  f r om  Ev i l  1 0 ’  Rad iu s 

Level:  3 
Durat ion:  12 turns 
Range:  0 
 
This spell is ident ical to protect ion from evil,  except  that  the 
effect ive protect ion extends 10’ around the caster, and protects 
companions within this area. 
 
Pr o t ect ion  f r om  Nor m al  M issi les 

Level:  3 
Durat ion:  12 turns 
Range:  Touch 
 
While under the effects of this spell, the caster or subject  is 
completely unharmed by sm all and non-magical m issiles. Only the 
subject  receives this protect ion, and it  does not  extend to large 
hurled boulders such as those that  giants em ploy, or enchanted 
arrows. 
 
Py r o t ech n ics 

Level:  2 
Durat ion:  See spell descr ipt ion 
Range:  120’ 
 
This spell is ident ical to the druid spell, with the noted difference 
to range. 
 
 
Ray  o f  En f eeb lem en t  

Level:  2 
Durat ion:  1 round per level 
Range:  10’, + 5’ per level 
 
This spell effects a coruscat ing ray from  the caster’s hand. The 
opponent  takes a penalty to STR equal to 25% , + 2%  per caster 
level beyond level 3. This penalty applies equally to m elee and 
m issile dam age inflicted by an affected creature. A successful 
saving throw versus spells negates the effect . 
 
Read  Lan g u ag es 

Level:  1 
Durat ion:  2 turns 
Range:  0 
 
For the durat ion of this spell, the caster m ay read any language, 
coded m essage, m ap, or other set  of writ ten inst ruct ions. This 
spell does not  grant  any abilit y to speak unknown languages. 
 
 
Read  Mag ic 

Level:  1 
Durat ion:  1 turn 
Range:  0 
 
By m eans of read m agic, the caster can decipher m agical 
inscr ipt ions on objects—books, scrolls, weapons, and the like—that  
would otherwise be unintelligible. This does not  normally invoke 
the magic contained in the writ ing, although it  may do so in the 
case of a cursed scroll.  Furtherm ore, once the spell is cast  and the 
caster has read the m agical inscr ipt ion, he thereafter is able to 
read that  part icular wr it ing without  recourse to the use of read 

magic. All spell books are writ ten such that  only the elf or m agic-
user who owns the book can decipher it  without  the use of this 
spell.  
 
Rein car n at e 

Level:  6 
Durat ion:  Permanent  
Range:  0 
 
With this spell,  the caster returns life to a character by m eans of 
creat ing another body. Since the character is returning in a new 

body, all physical ills and afflict ions are repaired. The condit ion of 
the remains is not  a factor. So long as som e small port ion of the 
body st ill exists, it  can be reincarnated. The magic of the spell 
creates an ent irely new young adult  body. I f the result  on the 
table below indicates reincarnat ion into a PC race, determ ine 
which class random ly and roll 1d6 to determ ine the character ’s 
level. The level may not  exceed the or iginal character ’s class level. 
I f the result  on the table below indicates that  the reincarnated 
character returns as a creature, roll on the column m atching the 
or iginal character ’s alignm ent . Addit ional creatures m ay be used 
to extend the table, but  no creature having m ore than 6 HD 
should be included, and each creature should be m inimally sem i-
intelligent . A character brought  back as a creature m ust  either 
adventure as the creature or the player m ust  ret ire the character . 
Monsters do not  gain exper ience or advance in levels. 
 

 New  

For m  

Ch ao t ic Neu t r a l  Law f u l  

1 Dwarf Bugbear Ape Blink Dog 
2 Elf Gnoll Baboon Gnom e 
3 Gnom e Goblin Centaur Neanderthal 
4 Halfling Hobgoblin Lizardfolk Pegasus 
5 Half-Elf Kobold Pixie Roc (small)  
6 Half-Orc Minotaur Werebear Unicorn 
7 Human Ogre   
8 Creature Orc   
9-10 Same 

race 
   

 

Rem ov e Cu r se ( r ev er sib le)  

Level:  4 
Durat ion:  Permanent  
Range:  0 
 
I n all respects this spell is ident ical to the 3 rd level cler ic spell 
rem ove curse.  
 
 
Rep u lsion  

Level:  6 
Durat ion:  1 round per 2 levels 
Range:  10’ per level 
 
An invisible, m obile field is brought  into being for 10’ in front  of 
the caster and prevents creatures from  approaching. Any 
creatures who com e into contact  with the field are repelled like 
sim ilar poles of a m agnet , with a m inim um  m ovem ent  of 30’ or 
the creature’s current  speed, whichever is greater . Note that  when 
repelled, a creature must  f inish its full m ovem ent  that  round even 
though it  is in an unintended direct ion. 
 
 
Rop e Tr ick  

Level:  2 
Durat ion:  2 turns per level 
Range:  Touch 
 
When this spell is cast  upon a piece of rope from  5’ to 30’ long, 
one end of the rope r ises into the air  unt il the whole rope hangs 
perpendicular to the ground, as if affixed at  the upper end. The 
upper end is, in fact , fastened to an ext radimensional space. 
Creatures in the ext radim ensional space are completely hidden. 
The space holds as m any as f ive hum an-sized creatures. Creatures 
in the space can pull the rope up into the space, m aking the rope 
“disappear.”  Otherwise, the rope dangles in m id air  unless it  is 
rem oved. 
 
Anything inside the ext radim ensional space drops out  when the 
spell ends, from  the appropriate height . The rope can be clim bed 
by only one person at  a t im e. The rope t r ick spell enables climbers 
to reach a normal place if they do not  clim b all the way to the 
ext radim ensional space. 
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Scar e 

Level:  2 
Durat ion:  3d4 rounds 
Range:  10’ 
 
Unless a successful saving throw versus spells is m ade, the target  
of this spell becom es a fearful wreck. Only opponents with fewer 
than 6 HD or levels are affected by this spell, and cler ics, undead, 
and dem onic/ devilish creatures are im m une. While under the 
effects of this spell, a creature will not  init iate combat , but  if 
at tacked will reciprocate with a -1 at tack roll penalty. Likewise, 
any saving throws are at tem pted with a -1 penalty. 
 
Scr ib e 

Level:  1 
Durat ion:  1 hour per level 
Range:  0 
 
This spell allows a magic-user to copy a spell into his spell book, 
even if it  is of a level the caster cannot  use, and even if the spell is 
unusable due to intelligence. The scribing takes 1 hour per spell 
level of the spell t ransferred. For the t im e the spell is writ ten, the 
caster is in a deep state of concent rat ion, and will always be 
surprised.  The caster m ust  succeed in a saving throw versus 
spells. A penalty of -1 is applied if the spell to be copied is 3 levels 
greater than the caster m ay use, and a bonus of + 2 is granted if 
the spell is up to 1 level greater than the caster m ay use, or 
below. I f this saving throw is unsuccessful, the m agic-user suffers 
1d4 damage per spell level of the spell to be scr ibed, and the 
st rain forces the caster unconscious for an equal num ber of turns. 
The caster m ay only heal up to 4 hp per day of this dam age. 
 
Secr et  Ch est  

Level:  5 
Durat ion:  60 days 
Range:  See below 
 
By cast ing this spell, a m agic-user can hide a chest  on the 
ethereal plane for as long as sixty days and can ret r ieve it  at  will.  
The chest  can contain up to 1 cubic foot  of m aterial per caster 
level ( regardless of the chest ’s actual size, which is about  3 feet  
by 2 feet  by 2 feet ) . I f any liv ing creatures are in the chest , there 
is a 75%  chance that  the spell simply fails. Once the chest  is 
hidden, the caster can ret r ieve it  by concent rat ing (a standard 
act ion) , and it  appears next  to him . 
 
The chest  m ust  be except ionally well crafted and expensive. The 
cost  of such a chest  is never less than 5,000 gp. Once it  is 
const ructed, the caster m ust  m ake a t iny replica (of the sam e 
m aterials and perfect  in every detail) , so that  the m iniature of the 
chest  appears to be a perfect  copy. The caster can have but  one 
pair of these chests at  any given t im e—even a wish spell does not  
allow m ore. The chests are nonm agical and can be fit ted with 
locks, wards, and so on, j ust  as any normal chest  can be. 
 
To hide the chest , the spell is cast  while touching both the chest  
and the replica. The chest  vanishes into the ethereal plane. The 
caster needs the replica to recall the chest . After sixty days, there 
is a cum ulat ive chance of 5%  per day that  the chest  is 
ir ret r ievably lost . I f the m iniature of the chest  is lost  or dest royed, 
there is no way, not  even with a wish spell, that  the large chest  
can be summoned back. There is a slim  chance (cum ulat ive 1%  
per week)  that  a denizen or som e other being on the ethereal 
plane will f ind the chest . I f this happens, roll on the table below 
for the outcom e. 
 

Ro l l  d 2 0  Resu l t  

1-3 One item  is added 
4-9 One item  is stolen 
10-16 All new contents are present  
17-20 The chest  is empt ied 

 
 

Sh at t er  

Level:  2 
Durat ion:  Permanent  
Range:  60’ 
 
Shat ter creates a loud, r inging noise that  dest roys nonmagical 
objects of crystal, glass, ceram ic, or porcelain. All such objects 
within range are sm ashed into dozens of pieces by the spell.  
Objects weighing m ore than 10 pounds per caster level are not  
affected, but  all other objects of the appropriate com posit ion are 
shat tered. I tems are ent it led to a saving throw versus crushing 
dam age. 
 
Sh ield  

Level:  1 
Durat ion:  2 turns 
Range:  0 
 
Shield creates an invisible field of force that  protects the caster . 
Against  m issile at tacks, the spell grants the caster an AC of 2. The 
caster has an effect ive AC of 4 for all other at tacks. 
 
Sh ock in g  Gr asp  

Level:  1 
Durat ion:  I nstant  
Range:  Touch 
 
The caster m ust  touch an opponent , which deals 1d8 points of 
elect r icity dam age + 1 per caster level. The spell only deals 
dam age if the caster init iates the contact , not  if the opponent  
does. 
.  
Sleep  

Level:  1 
Durat ion:  4d4 turns 
Range:  240’ 
 
A sleep spell causes a magical slumber to come upon creatures 
with 4+ 1 Hit  Die or fewer. The caster m ay only affect  1 creature if 
it  has 4+ 1 HD, but  the spell will otherwise affect  up to 2d8 HD of 
creatures. Calculate m onsters with less than 1 HD as having 1 HD, 
and monsters with a bonus to HD as having the flat  amount . For 
exam ple, a 3+ 2 HD m onster would be calculated as having 3 HD. 
Hit  Die that  are not  sufficient  to affect  a creature are wasted. 
Creatures with the fewest  HD are affected first . Sleeping creatures 
are helpless and can be k illed instant ly with a blade weapon. 
Slapping or wounding awakens an affected creature, but  norm al 
noise does not . Sleep does not  affect  undead creatures. 
 
Sp id er  Cl im b  

Level:  1 
Durat ion:  1 round, + 1 per level 
Range:  Touch 
 
The subject  can climb and t ravel on vert ical surfaces or even 
t raverse ceilings as well as a spider does. The affected creature 
m ust  have its hands and feet  free and bare to clim b in this 
manner. Any objects weighing fewer than 5 pounds cling to the 
spell recipient ’s hands. No spells may be cast  when under the 
effect  of this spell. This spell m ay be used on another being ( touch 
required)  with no saving throw. 
 
Sp i r i t w r at h  

Level:  6 
Durat ion:  See below 
Range:  10’, + 1’ per level 
 
By using the blood of a dem on or devil,  depending on the intended 
vict im , the magic-user const ructs a powerful scroll used to torture 
an infernal being. This m ethod m ay also be em ployed against  the 
m ost  powerful vam pires or a lich. The being’s nam e m ust  be 
known. The m agic-user m ust  also buy valuable gem s equal to 100 
gp per 1 HD of the intended vict im , and powder them  as part  of 
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the process to fabricate the ink.  
When the caster reads the scroll,  so long as the target  is within 
range, it  is affected if it  fails a saving throw versus spells. I t  is 
held in place and can take no act ions. The first  turn of the 
recitat ion the being becomes increasingly uncomfortable. After 2 
turns, the v ict im  loses 1 hp per it s HD num ber. After 3 turns, the 
vict im  is in absolute agony and loses half its HP, and is propelled 
back to its hom e plane ( the plane of negat ive energy for undead)  
and is there im prisoned for 1 year per caster  level. The vict im  is in 
constant  tor tured pain during it s im prisonm ent . For obvious 
reasons, such a vict im  may seek the caster at  a later date for 
ret r ibut ion. However, this spell is often used to extort  som ething 
from  its vict im , and m ay be stopped at  any t im e short  of 
impr isonm ent . Should a target  succeed in its saving throw, it  is 
st ill uncomfortable and the scroll protects the caster from  at tack 
m uch like a scroll of warding.  There is a 95%  chance the intended 
vict im  will f lee. 
 
St in k in g  Clou d  

Level:  2 
Durat ion:  Permanent  
Range:  30’ 
 
St inking cloud creates a 20’ cubed bank of fog centered anywhere 
within range, m aking liv ing creatures within it  helpless with 
nausea. This condit ion lasts as long as the creature is in the cloud 
and for 1d4+ 1 rounds after it  leaves. Any creature that  succeeds 
in a saving throw versus poison when leaving the fog is not  
affected for the addit ional rounds. 
 
St on e Sh ap e 

Level:  5 
Durat ion:  Permanent  
Range:  Touch 
 
This spell can form  an exist ing piece of stone into any shape that  
suits the caster ’s purpose, to a total volum e of 1’ cubed per level. 
While it ’s possible to make crude coffers, doors, and so forth with 
stone shape, f ine detail isn’t  possible.  
 
St on e t o  Flesh  ( r ev er sib le)  

Level:  6 
Durat ion:  Permanent  
Range:  120’ 
 
This spell restores a pet r if ied creature to it s norm al state, 
restor ing life and goods. Any pet r ified creature, regardless of size, 
can be restored. Flesh to stone ( reverse of stone to flesh)  turns 
one creature into a statue, including all gear and any item s 
current ly held. A saving throw versus pet r ify is perm it ted to resist  
the t ransformat ion. 
 
St r en g t h  

Level:  2 
Durat ion:  6 turns per level 
Range:  Touch 
 
The caster of this enchantment  m ay apply it  to him self or another. 
I t  confers a tem porary STR bonus, which varies depending on the 
recipient ’s class. Druids, cler ics, thieves, and assassins receive 
+ 1d6;  magic-users, illusionists, and m onks receive + 1d4;  f ighters, 
paladins, and rangers receive + 1d8. A character’s STR m ay not  go 
above 18.  
 
Su g g est ion  

Level:  3 
Durat ion:  6 turns, + 6 turns per level 
Range:  30’ 
 
The caster m ay influence the act ions of the target  creature by 
suggest ing a course of act iv it y ( lim ited to a sentence or two) . The 
suggest ion m ust  be worded in such a m anner as to m ake the 
act ivity sound reasonable. Asking the creature to do som e 

obviously harm ful act  autom at ically negates the effect  of the spell. 
However, a v ict im  m ay be led to believe that  an act ion is not  
harm ful. For instance, being told to dr ink something that  is 
poisonous and that  it  is actually a hearty dr ink. The suggested 
course of act ivity can cont inue for the ent ire durat ion. I f the 
suggested act ivity can be com pleted in a shorter t im e, the spell 
ends when the subject  finishes what  it  was asked to do. A very 
reasonable suggest ion causes the save to be m ade with a penalty 
(such as –1 or –2) . A saving throw versus spells is allowed to 
negate the effects of this spell.  
 
Su m m on  Fam i l ia r  

Level:  1 
Durat ion:  See below 
Range:  10’ per level 
 
By cast ing this spell, the magic-user can obtain a fam iliar . The 
cast ing takes from  1-24 hours ( referee’s discret ion)  and uses up 
rare herbs and other m aterials that  cost  100 gp. The m ater ials are 
consum ed dur ing a r itual in which they are burned. The referee 
decides the probabilit y that  a creature will respond to the spell,  
and which type of creature is sum m oned within range. I t  is 
possible that  no creature will respond. This spell may only be 
at tem pted one t im e per year. A fam iliar is able to grant  the caster 
access to its own senses, and is able to comm unicate with the 
caster. I n addit ion, a fam iliar  is loyal, and will follow orders unt il 
it s death. Fam iliars are more intelligent  than ordinary animals;  
they have AC 7 and 2d4 hp. A fam iliar grants the caster addit ional 
hp equal to the fam iliar ’s maxim um total, when the two are within 
120’ of one another. However, if a fam iliar is slain the magic-user 
m ust  subt ract  the fam iliars m axim um  hp from  his own m axim um  
hp, permanent ly. A new fam iliar m ay not  be sum m oned for one 
year. I f a fam iliar is located, the referee m ay use the following as 
exam ples:  
 

Fam i l iar  Sen ses au g m en t ed  

Bat  hearing 
Cat  hearing and night  vision 
Hawk m uch improved distance vision 
Lizard im proved sm ell 
Owl hearing, night  vision  
Raven improved vision 
Toad 180 degree vision 
Weasel hearing, im proved sm ell 

 
Anyt im e a fam iliar is sum moned there is a 5%  chance it  is a 
special fam iliar . The type is determ ined by the caster’s alignment  
and good or evil leanings. Creatures are ent it led to a saving throw 
versus spells, and if successful, the spell fails and the caster must  
wait  1 year before t rying again. Where there is over lap in the 
chart  below, determ ine the fam iliar random ly. 
 

Al ig n m en t  Ty p e 

Lawful Brownie or Psuedo-Dragon 
Neut ral Pseudo-Dragon* , I m p* , or 

Quasit *  
Chaot ic I m p or Quasit  

* The fam iliar will t ry, over t im e, to sway the m agic-user to 
chaos or law, as appropriate. 
 

Refer to the m onster list ings for the powers granted by these 
creatures. 
 
Su m m on  Mon st er  I  

Level:  3 
Durat ion:  2 rounds, + 1 round per level 
Range:  30’ 
 
This spell conjures 2d4 1st - level (1 HD)  creatures that  arr ive in 
1d4 rounds to an exact  locat ion within range which is specified by 
the caster . The m onsters sum moned are chosen by the referee. 
Sum moned m onsters m ay be com manded to fight  nearby foes, 
and will do so unt il death or unt il the spell durat ion ends. 
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Creatures m ay be com m anded to perform  other tasks, and will do 
so if it  is within their  abilit ies. 
 
Su m m on  Mon st er  I I  

Level:  4 
Durat ion:  3 rounds, + 1 round per level 
Range:  40’ 
 
With m inor differences of range and durat ion, this spell funct ions 
m uch like sum mon m onster I ,  but  br ings forth (1d6)  2 HD 
creatures. 
 
Su m m on  Mon st er  I I I  

Level:  5 
Durat ion:  4 rounds, + 1 round per level 
Range:  50’ 
With m inor differences of range and durat ion, this spell funct ions 
m uch like sum mon m onster I ,  but  br ings forth (1d4)  3 HD 
creatures. 
 
Su m m on  Mon st er  I V 

Level:  6 
Durat ion:  5 rounds, + 1 round per level 
Range:  60’ 
 
With m inor differences of range and durat ion, this spell funct ions 
m uch like sum mon m onster I ,  but  br ings forth (1d3)  4 HD 
creatures in 1d3 rounds. 
 
Telek in esis 

Level:  5 
Durat ion:  6 rounds 
Range:  120’ 
 
By concent rat ing on nothing else and taking no other act ions, the 
caster can m ove objects or creatures by concent rat ing on them . A 
total of 20 pounds per caster level m ay be m oved 20’ per round. 
Living beings m ay also be m oved, but  they are allowed a saving 
throw versus spells. 
 
Telep o r t  

Level:  5 
Durat ion:  I nstantaneous 
Range:  10’ 
 
This spell instant ly t ransports the caster or another being to a 
designated dest inat ion, which m ay be any distance. I nterplanar 
t ravel is not  possible. I f t ransport ing another being, it  is ent it led to 
resist  with a saving throw versus spell. The caster m ust  have 
some clear idea of the locat ion and layout  of the dest inat ion. The 
clearer the m ental im age, the m ore likely the teleportat ion works. 
To determ ine how well the teleportat ion works, roll d%  and 
consult  the table below. Refer  to the following informat ion for 
definit ions of the term s on the table. 
 
Fam iliar ity :  “Very fam iliar”  is a place the caster has been very 
often. “Studied carefully”  is a place known well, either because the 
caster can current ly see it ,  he has been there often, or has used 
other means (such as scrying)  to study the place for at  least  one 
hour. “Seen casually”  is a place that  the caster has seen m ore 
than once but  with which he is not  very fam iliar . “Viewed once”  is 
a place that  the caster has seen once, possibly using m agic. 
 
On Target :  The caster or creature appears in the desired locat ion 
 
High:  The caster or creature appears 1d10x10 feet  above the 
dest inat ion. Should this locat ion already be occupied by solid 
mat ter , the caster or creature is instant ly killed. 
 
Low:  The caster or creature appears in the ground and is killed 
instant ly 
 
 

Fam i l ia r i t y  On  

Tar g et  

H ig h  Low  

Very fam iliar  01–95 96–99 00 
Studied carefully 01–80 81–90 91-00 
Seen casually 01–50 51–75 76-00 
Viewed once 01–30 31–65 66-00 

 
Note that  the caster cannot  intent ionally teleport  him self or  
another creature off target  or  into solid m at ter. 
 
Tin y  Hu t  

Level:  3 
Durat ion:  6 turns per level 
Range:  0 
 
The caster creates an unm oving, opaque 10’ diam eter sphere of 
force. Half the sphere projects above the ground, and the lower 
hem isphere passes through the ground. As m any as 6 other 
hum an-sized creatures can fit  into the f ield with the caster ;  they 
can freely pass into and out  of the hut  without  harm ing it .  
However, if the caster rem oves him self from  the hut , the spell 
ends. The tem perature inside the hut  is 70F if the exterior 
tem perature is between 0°  and 100F. An exterior tem perature 
below 0°  or above 100°  lowers or raises the inter ior tem perature 
on a 1-degree- for-1 basis. The hut  also provides protect ion 
against  the elements, such as rain, dust , and sandstorm s. The hut  
withstands any wind up to 50 m ph, but  greater force dest roys it .  
The inter ior of the hut  is a hem isphere. The caster can illum inate it  
dim ly upon com m and or ext inguish the light  as desired. Although 
the force field is opaque from  the outside, it  is t ransparent  from  
within. Missiles, weapons, and m ost  spell effects can pass through 
the hut  without  affect ing it ,  but  the occupants cannot  be seen 
from outside the hut . 
 
Ton g u es ( r ev er sib le)  

Level:  3 
Durat ion:  1 round per level 
Range:  0 
 
The funct ion of this spell is ident ical to the cler ic spell of the same 
nam e (4 th level) , except  for the durat ion. 
 
Tr an sm u t e Rock  t o  Mu d  ( r ev er sib le)  

Level:  5 
Durat ion:  3d6 days 
Range:  120’ 
 
This spell turns 3,000 square feet  of rock 10’ deep into mud for 
3d6 days. Any beings passing through the m ud have m ovem ent  
reduced by 90% . Transm ute m ud to rock  ( reverse of t ransmute 

rock to m ud)  changes an equal volum e of m ud described above 
into rock. This alterat ion is perm anent . 
 
Un seen  Ser v an t  

Level:  1 
Durat ion:  6 turns, + 1 turn per level 
Range:  0 
 
An unseen servant  is an invisible, m indless, shapeless force that  
perform s sim ple tasks at  the caster’s com m and. I t  can run and 
fetch things, open unstuck doors, and hold chairs, as well as clean 
and m end. I t  can open only norm al doors, drawers, lids, and the 
like. I t  can lif t  20 pounds or drag 40 pounds. The servant  cannot  
at tack in any way, and it  cannot  be killed because it  is a magical 
force, not  a liv ing thing. 
 
Ven t r i loq u ism  

Level:  1 
Durat ion:  2 turns 
Range:  60’ 
 
For the durat ion of this spell the caster m ay m ake his voice appear 
to com e from  any locat ion or source within the spell range. 
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W al l  o f  Fi r e  

Level:  4 
Durat ion:  See below 
Range:  60’ 
 
An im m obile, opaque, blazing curtain of shim m ering violet  fire 
springs into existence and persists so long as the caster takes no 
other act ion and focuses concent rat ion on the spell. The wall can 
be as large as 1,200 square feet , and may be shaped in any 
m anner and to any dim ensions the caster desires, so that  it  can be 
a st raight  wall or curved into a protect ive circle. This wall of 
flam es is im penet rable to m onsters with fewer than 4 HD. 
Monsters with m ore than 4 HD suffer 1d6 hit  points of dam age 
when they pass through the wall. The wall deals double dam age to 
undead creatures or creatures that  use cold or are accustomed to 
cold. The wall m ay not  be evoked so that  it  appears where objects 
are. 
 
W al l  o f  Fo r ce 

Level:  5 
Durat ion:  1 turn, + 1 round per level 
Range:  30’ 
 
A wall of force spell creates an invisible wall of force. The wall 
cannot  m ove, it  is im m une to dam age of all kinds, and it  is 
unaffected by most  spells, including dispel m agic.  However, 
disintegrate im m ediately dest roys it ,  as does a rod of cancelat ion. 
Breath weapons, spells, m issile weapons, elect r ical at tacks and 
therm al at tacks cannot  pass through the wall in either direct ion. 
The caster can form  the wall into a sphere or hem isphere whose 
area is up to one 20’ square per level.  
 
W al l  o f  I r on  

Level:  5 
Durat ion:  Permanent  
Range:  5’ per level 
 
With this spell the caster may cause a flat , vert ical iron wall to 
spr ing into being. The wall inserts itself into any surrounding 
nonliv ing mater ial if it s area is suff icient  to do so. The wall cannot  
be conjured so that  it  occupies the sam e space as a creature or 
another object . I t  m ust  always be a flat  plane. I f not  supported, 
the wall has a 50%  chance of falling in either direct ion, sm ashing 
any creatures under it .  A wall of iron is 1/ 4"  thick per caster level. 
Total area can be 15’ per caster level, and the area can be 
doubled if the thickness is halved. Like any iron wall, this wall is 
subject  to rust , perforat ion, and other natural phenom ena. 
 
 
W al l  o f  I ce 

Level:  4 
Durat ion:  12 turns 
Range:  120’ 
 
An im m obile, t ranslucent , wall of ice springs into existence for the 
durat ion of the spell. The wall can be as large as 1,200 square 
feet , and m ay be shaped in any m anner and to any dim ensions 
the caster desires, so that  it  can be a st raight  wall or curved into a 
protect ive circle. This wall of ice is im penet rable to m onsters with 
fewer than 4 HD. Monsters with m ore than 4 HD suffer 1d6 hit  
points of dam age when they break through the wall.  The wall 
deals double dam age to creatures that  use fire or are accustom ed 
to hot  condit ions. The wall m ay not  be evoked so that  it  appears 
where objects are, and it  m ust  rest  on a solid surface. 
 
W al l  o f  St on e 

Level:  5 
Durat ion:  See below 
Range:  60’ 
 
The caster br ings a stone wall into being that  can be any form  the 
caster desires, to a maximum  of 1,000 cubic feet . This wall is 
perm anent  unless otherwise dest royed or a dispel m agic spell is 

cast  upon it .  The wall m ay not  be evoked so that  it  appears where 
objects are, and it  m ust  rest  on a solid surface. 
 
W at er  Br eat h in g  

Level:  3 
Durat ion:  1 day 
Range:  30’ 
 
The caster or another creature can breathe water freely by m eans 
of this spell.  The spell does not  make creatures unable to breathe 
air , and creatures under the influence of the spell are not  granted 
any addit ional proficiency at  swim m ing. 
 
W eb  

Level:  2 
Durat ion:  48 turns 
Range:  10’ 
 
Web creates a m any- layered m ass of st rong, st icky st rands. 
Creatures caught  within a web becom e entangled am ong the gluey 
fibers. Entangled creatures can’t  m ove, but  can break loose 
depending on their  st rength. Any being with st rength in a hum an 
range can break free of the webs in 2d4 turns. Creatures of higher 
st rength or m agically augm ented st rength above 18 can break 
free in 4 rounds. The st rands of a web spell are flam mable. All 
creatures within flam ing webs take 1d6 points of fire dam age from  
the flam es for 2 rounds. After  this t im e surviving creatures are 
free of the webs. 
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Sp el l  List s 

b y  Class an d  Lev el  

Cler ic Sp el l  List  
LEVEL 1  

1. Command 
2. Create Water ( reversible)  
3. Cure Light  Wounds 
4. Detect  Evil 
5. Detect  Magic 
6. Light  
7. Protect ion from  Evil 
8. Purify Food and Drink 
9. Remove Fear 
10. Resist  Cold 
11. Sanctuary 
 
LEVEL 2  

1. Augury 
2. Bless 
3. Delay Poison 
4. Find Traps 
5. Know Alignm ent  
6. Hold Person 
7. Holy Chant  
8. Resist  Fire 
9. Reveal Charm  
10. Silence 15’ Radius 
11. Snake Charm  
12. Speak with Anim al 
13. Spir itual Weapon  
 
LEVEL 3  

1. Animal Growth 
2. Anim ate Dead 
3. Cont inual Light  
4. Cure Blindness 
5. Cure Disease 
6. Dispel Magic 
7. Feign Death 
8. Glyph of Warding 
9. Locate Object  
10. Prayer 
11. Remove Curse ( reversible)  
12. Speak with Dead 
13. St r ik ing 
 
LEVEL 4  

1. Create Food and Water 
2. Cure Ser ious Wounds 
3. Detect  Lie 
4. Div inat ion 
5. Exorcise 
6. Lower Water 
7. Neut ralize Poison 
8. Protect ion from  Evil 10’ Radius 
9. Speak with Plants 
10. St icks to Snakes 
11. Tongues 
 
LEVEL 5  

1. Atonem ent  
2. Comm une 
3. Cure Crit ical Wounds 
4. Dispel Evil 
5. Flame St r ike 
6. I nsect  Plague 
7. Quest  
8. Plane Shift  
9. Raise Dead 

10. True Seeing 
 

Dr u id  Sp el l  List  
LEVEL 1  

1. Animal Companion 
2. Detect  Magic 
3. Detect  Snares and Pits 
4. Div ine Weather 
5. Entangle 
6. Faer ie Fire 
7. I nvisibility , Animal 
8. Locate Creature 
9. Pass without  Trace 
10. Purify Water 
11. Shillelagh 
12. Speak with Anim als 
 
LEVEL 2  

1. Barkskin 
2. Charm  Person or Mam m al 
3. Create Water 
4. Cure Light  Wounds 
5. Feign Death 
6. Find Plant  
7. Fire Trap 
8. Heat  Metal 
9. Obscur ing Mist  
10. Produce Flam e 
11. Stumble 
12. Warp Wood 
 
LEVEL 3  

1. Call Lightning 
2. Cure Disease 
3. Hold Anim al 
4. I nsect  Swarm  
5. Neut ralize Poison 
6. Plant  Growth 
7. Protect ion from  Fire 
8. Pyrotechnics 
9. Snare 
10. Stone Shape 
11. Tree Shape 
12. Water Breathing 
 
LEVEL 4  

1. Cure Ser ious Wounds 
2. Dispel Magic 
3. Flash Fire 
4. Hallucinatory Terrain 
5. Hold Vegetat ion and Fungus 
6. Passplant  
7. Protect ion from  Elect r icity  
8. Repel Verm in 
9. Speak with Plants 
10. Sum mon Anim al I  
11. Sum m on Sylvan Beings 
12. Tem perature Cont rol 
 
LEVEL 5  

1. Animal Growth 
2. Ant i-Plant  Shell 
3. Comm une with Nature 
4. Cont rol Winds 
5. I nsect  Plague 
6. St icks to Snakes 
7. Sum mon Anim al I I  
8. Transmute Rock to Mud ( reversible)  
9. Tree St r ide 
10. Wall of Fire 
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I l l u sion ist  Sp el l  List  
LEVEL 1  

1. Auditory I llusion 
2. Color Spray 
3. Dancing Lights 
4. Darkness Globe 
5. Detect  I llusion 
6. Detect  I nvisibility  
7. Doppelganger 
8. Hypnot ism  
9. Light  
10. Phantasmal Force 
11. Refract ion 
12. Wall of Vapor 
 
LEVEL 2  

1. Blindness 
2. Blur  
3. Deafness 
4. Detect  Magic 
5. Fog Cloud 
6. Hypnot ic Pat tern 
7. I nvisibility  
8. Magic Mouth 
9. Mirror I m age 
10. Misdirect ion 
11. Phantasmal Force, Greater  
12. Vent r iloquism  
 
LEVEL 3  

1. Cont inual Light  ( reversible)  
2. Dispel Phantasm  
3. Fear 
4. Hallucinatory Terrain 
5. I llusionary Scr ipt  
6. I nvisibility 10' Radius 
7. Nondetect ion 
8. Paralyze 
9. Rope Tr ick 
10. Spect ral Force 
11. Suggest ion 
 
LEVEL 4  

1. Confusion 
2. I llusory Stam ina  
3. I mplant  Emot ion 
4. I nvisibility , Greater  
5. Massmorph 
6. Minor Creat ion 
7. Phantasmal Killer  
8. Phantasm al Monsters 
 
LEVEL 5  

1. Confusion, Greater  
2. Major Creat ion 
3. Maze 
4. Phantasmal Door 
5. Phantasmal Monsters, Greater  
6. Project  I mage 
7. Shadow Evocat ion 
8. Sum m on Shadow 
 

Mag ic- User  Sp el l  List  
LEVEL 1  

1. Allure  
2. Burning Hands 
3. Charm  Person 
4. Com prehend Languages 
5. Dancing  Lights 
6. Detect  Magic 
7. Enlarge 

8. Erase 
9. Feather Fall 
10. Float ing Disc 
11. Hold Portal 
12. I dent ify  
13. Jarr ing Hand 
14. Jump 
15. Light  
16. Magic Aura 
17. Magic Missile 
18. Manipulate Fire 
19. Mending 
20. Message 
21. Protect ion from  Evil 
22. Read Languages 
23. Read Magic 
24. Scr ibe 
25. Shield 
26. Shocking Grasp 
27. Sleep 
28. Spider Climb 
29. Sum mon Fam iliar  
30. Unseen Servant  
31. Vent r iloquism  
 
LEVEL 2  

1. Amnesia 
2. Arcane Lock 
3. Auditory I llusion  
4. Cont inual Light  
5. Darkness Globe 
6. Detect  Evil 
7. Detect  I nvisible 
8. ESP 
9. False Gold  
10. False Trap 
11. I nvisibility  
12. Knock 
13. Levitate 
14. Locate Object  
15. Magic Mouth 
16. Mirror I m age 
17. Phantasmal Force 
18. Pyrotechnics 
19. Ray of Enfeeblem ent  
20. Rope Tr ick 
21. Scare 
22. Shat ter  
23. St inking Cloud 
24. St rength  
25. Web 
 
LEVEL 3  

1. Blink  
2. Clairaudience  
3. Clairvoyance 
4. Dispel Magic 
5. Explosive Runes  
6. Feign Death  
7. Fire Ball 
8. Flame Arrow 
9. Fly 
10. Gust  of Wind  
11. Haste ( reversible)  
12. Hold Person 
13. I nfravision 
14. I nvisibility 10’ radius 
15. Lightning Bolt  
16. Protect ion from  Evil 10’ radius 
17. Protect ion from  Normal Missiles 
18. Tiny Hut   
19. Tongues 
20. Suggest ion 
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21. Sum mon Monster I   
22. Water Breathing 
 
LEVEL 4  

1. Arcane Eye 
2. Charm  Monster 
3. Confusion 
4. Dim ension Door 
5. Enchant  Arm s 
6. Extend Durat ion I  
7. Fear 
8. Fire Shield 
9. Fire Trap  
10. Flame Charm  
11. Fumble  
12. Globe of I nvulnerabilit y , Lesser 
13. Hallucinatory Terrain 
14. I ce Storm   
15. Massmorph 
16. Mnemonic Enhancer  
17. Move Earth, lesser  
18. Plant  Growth 
19. Polym orph Others 
20. Polymorph Self 
21. Remove Curse ( reversible)  
22. Sum mon Monster I I   
23. Wall of Fire 
24. Wall of I ce 
 
LEVEL 5  

1. Anim ate Dead 
2. Atm osphere Bubble  
3. Cloudkill 
4. Cone of Cold  
5. Conjure Elemental 
6. Contact  Other Plane 
7. Distort  Distance  
8. Extend Durat ion I I  
9. Faithful Hound  
10. Feeblem ind 
11. Hold Monster  
12. I nterposing Hand 
13. Magic Jar 
14. Passwall 
15. Secret  Chest   
16. Stone Shape  
17. Telekinesis 
18. Teleport  
19. Transmute Rock to Mud 
20. True Seeing 
21. Wall of Force  
22. Wall of I ron  
23. Wall of Stone 
 
LEVEL 6  

1. Ant i-Magic Shell 
2. Arcane Window   
3. Cont rol Weather 
4. Death Spell 
5. Disintegrate 
6. Dweom er of Rage 
7. Extend Durat ion I I I   
8. Forceful Hand  
9. Freezing Sphere 
10. Geas 
11. Globe of I nvulnerability  
12. Guards and Wards  
13. I nvisible Stalker 
14. Legend Lore  
15. Lower Water 
16. Monster Sum m oning I V 
17. Move Earth 
18. Part  Water 

19. Project  I mage 
20. Reincarnate 
21. Repulsion 
22. Spir itwrath 
23. Stone to Flesh 
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MONSTERS 
AC= Arm or;  HD= Hit  Dice;  AT= At tacks;  MR= Morale Rat ing;  

ST= Saving Throw;  TC= Treasure Class;  S= Special Abilit ies 

Undead I m m unit ies= I m mune to sleep, charm , fear, paralysis 

 
I n Microlite81 ,  the term  “m onster”  can generally refer to any being 
other than the player characters. Monsters are listed in this 
sect ion in an encyclopedic format . Each m onster has certain 
character ist ics, which are defined below. Though each m onster 
list ing can be considered to represent  the “average”  specimen of a 
part icular creature, the GM can alter the abilit ies and power level 
of any creature to fit  the situat ion. I t  is assumed that  all monsters, 
except  NPC hum ans, have infravision of 60’. The following terms 
are used to define the characterist ics of m onsters. 
 
 
Nu m b er  En cou n t er ed :  This variable num ber represents the 
typical number of this type of m onster that  will appear together at  
one t im e if encountered on a dungeon level equal to the hit  dice of 
the m onster. For exam ple, if a 4 HD creature has a Num ber 
Encountered list ing of 1d8, then when this creature is encountered 
on the 4 th level of a dungeon, 1d8 of the creatures will be 
encountered. The GM should alter the Number Encountered if the 
m onster is encountered on a different  dungeon level. I n general, 
the num ber should be reduced if the creature is encountered on a 
higher level, and increased if encountered on a lower level. These 
adjustm ents account  for characters of higher level explor ing 
deeper dungeon levels, and lower level characters explor ing higher 
( less depth)  dungeon levels. 
 
A num ber range in parenthesis represents the num ber of m onsters 
of a type that  typically inhabits their “ nest ”  or lair , or the number 
that  will be encountered in a wilderness set t ing. 
 
Al ig n m en t :  All m onsters will be light , neut ral, or dark. Many 
monsters are either unintelligent  or are sim ply unconcerned about  
light  and dark, and are considered neut ral. Note that  a m onster 
must  be intelligent  to speak or understand it s alignment  language. 
 
Mov em en t :  There are two list ings under this category. The first  
represents a num ber in feet  per turn that  a creature m ay m ove. 
The second value provided in parentheses represents the 
m onster’s encounter m ovem ent , which are in feet  per round. I f 
two different  rates are given, the addit ional m ovem ent  will relate 
to m ovem ent  of a different  kind, which will be appropriate to the 
creature. A couple of possibilit ies include fly ing or swim m ing. 
 
Ar m or  Class:  I n gam e terms, the AC of a m onster m eans the 
sam e thing as a character’s AC. For m onsters, this value reflects 
not  only the creature’s general agility but  also it s natural armor, 
from  tough hide or a m agical adjustm ent . 
 

 

 

H i t  D ice:  This value is roughly equivalent  to character level, but  
for m onsters it  always represents a num ber of hit  points 
determ ined by this num ber of d8s. For exam ple, a 2 HD m onster 
will have 2d8 hit  points. Som et im es a value is given as a “+ ”  or “ -
“ , in which case this number is added or subt racted from  the hit  
points rolled. A m onster will have a m inim um  of 1 hp. Hit  dice 
further reflect  the at tack ability of monsters. The hit  dice number 
will be located on the Monster  At tack table, and the number 
needed to hit  different  arm or classes will be used for an 
encounter. Further, the number of hit  dice a monster has is 
related to how m any experience points the characters receive 
when the m onster is k illed. Refer to the Monster Experience Points 
table in Sect ion 4. 
 
Hit  dice also are used to determ ine which dungeon level the 
m onster will be found on. A 2 HD m onster will m ost  typically be 
found on the second dungeon level. As noted above, when 
m onsters are found on a different  dungeon level their Num ber 
Encountered should be adjusted accordingly.  
 
At t ack s:  This list ing descr ibes how many at tacks are available to 
a m onster , per round, and the nature of the at tacks. These will be 
listed in the sam e order as the appropriate dam age in the dam age 
list ing.  
 
Dam ag e:  Dam age is listed in the sam e order as at tacks, and is 
represented by a num ber and kind of die that  should be rolled, 
just  like weapon dam age is rolled. Som e m onsters m ay in fact  
em ploy weapons. There are a num ber of special or unusual 
at tacks that  m onsters can employ, and the effects of these are 
explained in greater detail below. 
 
Acid:  Som e m onsters em ploy acid. When acid successfully hits, it  
does dam age because it  has m ade contact  with flesh. Once 
contact  is m ade, acid does not  need to m ake a new successful roll 
to hit  in another round (unless otherwise noted) . Most  acid can be 
rem oved by r insing it  off with water or other non- flam m able 
liquids (beer, wine) . The acid breath at tack em ployed by black 
dragons performs different ly in that  the acid does not  remain 
act ive round to round, and dam age is only suffered per at tack. I f 
arm or is dest royed by acid, the character ’s AC should be adjusted 
to reflect  having no arm or. 
 

Charge:  I n order to m ake a charge, a m onster m ust  have clear 
terrain and be able to run toward an opponent  for 20 yards. The 
ext ra m om entum  of such an at tack inflicts double the normal 
dam age. Likewise, if a braced at tack is prepared against  a 
charging m onster, such as a spear braced in the ground, a 
successful hit  will deal double dam age to a charging m onster. 
 

Charm :  Som e monsters are able to charm  characters in a sim ilar 
way as the spell charm  person.  The character receives a saving 
throw versus spells. However, when a m onster charm s a 
character , he is also confused and unable to use spells or m agic 
item s that  require either com mands or concent rat ion. Like the 
effects of the spell,  characters charm ed by m onsters will obey 
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inst ruct ions so long as they are not  direct ly harm ful to the 
character . I f the m onster and charm ed character cannot  
com m unicate due to a language barr ier or som e other situat ion, 
the charmed character will act  in the interest  of the monster, to 
protect  it .  Som e charm  effects have a durat ion, but  if the m onster 
is killed the effects will disappear. 
 

Cont inuing Dam age:  Som e m onsters have at tacks that , once 
successful, cont inue to deal dam age on subsequent  rounds 
without  requir ing further rolls to hit . Examples include the 
const r ict ive at tack of a giant  snake, or if a character is swallowed 
by a giant  m onster . 
 

Dive:  Som e m onsters capable of flight  can at tack by swooping in 
to do a dive at tack. Opponents m ust  be in open terrain for this 
at tack to be effect ive. Like a charge, this at tack deals double 
dam age. I f the roll to hit  is 18 or greater and the fly ing m onster is 
of sufficient  size, it  grasps on to the opponent  and at tempts to 
carry him  away. 
 

Energy Drain:  Som e monsters, especially undead, have an energy 
drain at tack. No saving throw is perm it ted. This at tack leaches 
experience levels from  characters (or hit  dice if used against  other 
m onsters) . This effect  can be reversed by the 7 th level cler ic spell 
restorat ion.  Note that  if a character is drained of a level, all 
abilit ies, including hit  points, saving throws, etc., are affected as 
appropriate for the character of the new class level. 
 

Paralysis:  The paralysis at tack of m ost  m onsters lasts 2d4 turns, 
and a saving throw versus paralysis is allowed. When a character 
is paralyzed, he collapses and is incapable of any m ovem ent  
whatsoever, including speaking or cast ing spells. Characters 
rem ain conscious and aware of their surroundings. The cler ic spell 
cure light  wounds can negate the paralysis, but  no hit  points are 
healed when the spell is used in this way. Paralyzed characters are 
very vulnerable to at tack, and no roll to hit  them  is required. 
 

Poison:  One of the m ost  dreaded at tacks of som e m onsters is 
poison. A character exposed to the poison of a m onster, unless 
otherwise noted, must  succeed in a saving throw versus poison or 
be instant ly killed. The 4 th level cler ic spell neut ralize poison can 
be used to counter this effect .  
 

 

Swallow At tack:  Som e m onsters are capable of swallowing a 
character whole, and will ordinarily do so in an at tack if a “20”  is 
rolled to hit .  Characters who are swallowed will suffer dam age 
every round unt il they die, or unt il the m onster is k illed. I f a 
character who has been swallowed has a sharp weapon, he m ay 
at tack the monster from  inside it s belly with a to hit  penalty of –4. 
Should a swallowed character die and rem ain in a m onster ’s belly 
for 6 turns, he has been irrecoverably digested. 
 

Tram ple:  When a m onster t ram ples, it  stomps or throws it s weight  
against  an opponent  to deal dam age due to its im mense bulk. This 
at tack adds + 4 to hit  if the opponent  is hum an-sized or sm aller. 
Any m onster capable of this at tack will do so 3/ 4 of the t ime (1-3 
on a d4) , and the rem aining t im es will em ploy any other forms of 
at tack available to it .  Large num bers (20 or greater)  of normal 
sized anim als m ay also at tem pt  a t ram ple at tack, such as a herd 
of cat t le. These kinds of t ram ple at tacks deal 1d20 hit  points of 
dam age. 
 

Sav e:  Like characters, monsters have saving throws. Monsters 
have saving throws that  are the equivalent  of a part icular class 
and class level. Usually, this is the Fighter class, but  it  can be any 
class. Monsters that  are unintelligent  often save as a Fighter of a 
level equal to one-half of the monster’s hit  dice number, rounded 
up. The following abbreviat ions are used in the m onster list ings, 
and are followed by a num ber indicat ing which level of the class a 
monster saves as:  Cler ic, C;  Fighter, F;  Magic-User, MU;  Thief, T;  
Dwarf, D;  Elf, E;  Halfling, H. 
 

Mor a le:  This is the number that  the GMrefers to when test ing for 
m orale. The GMwill roll 2d6 according to the Morale Check opt ional 
rule in Sect ion 5. Any monster that  fails this check will at tempt  to 
flee or surrender. 
 
Hoar d  Ty p e:  This list ing refers to the Treasure Hoard Type of the 
m onster , and will consist  of a rom an num eral. This rom an num eral 
is cross- referenced on the Treasure Hoard Type table to determ ine 
the t reasure that  is found in the lair  of a m onster. I f the t reasure 
quant ity is fair ly sm all,  a m onster m ay have this on it s person, but  
usually t reasure is kept  in a secure locat ion. 
 
XP:  This abbreviat ion stands for experience points. I t  is the 
precalculated total for the monster, taking into account  its HD and 
any special abilit ies. Note that  if a monster has variable HD, this 
total reflects a monster with the lowest  HD possible, and XP will 
need to be recalculated for m ore powerful m onsters. 
 
Ab b r ev ia t ion s 

I n writ ten adventures, when m onsters are indicated, their 
character ist ics are typically abbreviated in the following order and 
form at :  AL, alignm ent ;  MV, Movem ent ;  AC, arm or class;  HD;  hit  
dice;  # AT, number of at tacks;  DG, damage;  SV, save;  MR, 
m orale. 
 
For example:  
AL N, MV 90’, AC 6, HD 1, # AT 1, DG 1d4, SV F1, MR 7 
Alignm ent  is abbreviated as follows:  L, light ;  N, neut ral;  D, dark. 
 
Hab i t a t  Den si t y  ( Op t ion a l )  

I n any habitat  appropriate to a creature, a h ab i t a t  d en si t y  rank 
can be used to give an indicat ion of the relat ive com m onality of 
that  creature, in the context  of all available creatures that  m ight  
be encountered. This value is m ost  relevant  when designing 
random encounter tables, as the probabilit y corresponding to the 
ranks is considered when designing which proport ion of 
encounters will result  in any given specif ic creature encounter. 
Habitat  density rank is idiosyncrat ic to the campaign world and 
specific region;  therefore, no standard habitat  density ranks are 
assigned to m onsters. This should be done by the referee.  
 
Hab i t a t  Den si t y  Ran k s  

Ran k  Pr ob ab i l i t y  d 0 0  

Profuse 65%  01-65 
Common 20%  66-85 
Sparse 10%  86-95 
Rare 5%  96-00 

 
The referee creates a list  of creatures that  can be encountered in 
an environm ent . He then assigns each creature a habitat  density 
rank appropriate for the gam e world, cam paign, and specific area. 
A habitat  m ight  be as broad as “ forest ”  or as specific as “ forest  
within 5 m iles of the cast le,”  depending on the scope and needs of 
the referee. The environm ent  could be an ent ire dungeon level, or 
a port ion of a dungeon level or sublevel. On any given encounter 
table there will be a 65%  chance of encountering profuse 
creatures. The chance of encountering any specific profuse 
creature is relat ive to how m any profuse creatures are in that  
environm ent , and odds are divided evenly between them within 
that  65% .  
 
There are various ways these encounter tables m ight  be 
const ructed. A more complicated method is to assign percent ile 
points to each creature, account ing for the likelihood of 
encountering each creature within a habitat  rank. For example, if 
there are 5 common creatures on a table, and since there is a 
20%  chance of encountering com mon creatures, each com m on 
creature would be assigned 4% . I f there were 10 com m on 
creatures, they would each be assigned 2% . 
 
Another m ethod is to sim ply have a list  of creatures for each 
environm ent  divided into sect ions by density rank. Roll percent ile 
dice on the habitat  density ranks table when an encounter occurs. 
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Then roll for a creature from  your list , with an equal chance per 
creature. 
 
Lai r  En cou n t er  ( Op t ion a l )  

Since t reasure hoards (except  personal t reasure Hoard Typees I -
I V)  will only be present  in a creature’s lair , and since the number 
of creatures encountered som et im es varies depending on whether 
they are found in their  lair ,  guidelines can be helpful for 
determ ining whether a creature in a random encounter is in its 
lair . The guidelines presented here are broad and m eant  to be 
used as an easy way of determ ining lair  encounters. This system 
could be m ade m ore com plicated, with addit ional factors, and this 
is left  to the preference of the Gamemaster.  
Note that  in the monster list ings the num ber provided for No. Enc. 

is the num ber found in a dungeon. The num ber in parentheses is 
the num ber of creatures encountered when in the wilderness or  in 
a lair . I t  is important  to note that  not  all creatures actually  have 
lairs. Som e always wander. I f a creature has 0 (2d4)  listed under 
num ber encountered, for example, the creature is never found in a 
dungeon and when encountered in the wilderness it  m ay or m ay 
not  lair .  
 
I t  is im portant  for the referee to dist inguish between creatures 
that  do and do not  have lairs. This is determ ined solely by the 
judgm ent  of the referee. I f a creature has a Hoard Type, then 
unless there are special circumstances it  almost  certainly has a lair  
somewhere to store that  t reasure. Of course, if a creature has no 
t reasure and the num ber encountered is the sam e whether found 
in a dungeon or wilderness/ lair , then whether they have a lair  
m ight  be irrelevant .  
 
As a general rule, creatures encountered in the wilderness will be 
found in their  lair  a base 50%  of the t ime. Creatures encountered 
in a dungeon that  lair  there will be encountered in their lair  a base 
30%  of the t im e. Modifiers can be applied to this base depending 
on the nature of the creature, at  the discret ion of the referee. 
Modifiers need not  always be applied. See the following table for 
suggested m odifiers based on characterist ics of the m onsters. 
These m odifiers should generally not  be cum ulat ive;  the larger 
m odifier should be used. 
 

Mon st er  Tr a i t s Mod i f ier  

Solitary + 10 to 30%  
Ext raplanar + 20 to 40%  
Winged, avian -20%  
Pack anim al -25%  
War- like, hum anoid bands -25%  
Secret ive, hides lair  -30%  

 

Mon st er  List in g s 

A 
Aer ia l  Ser v an t  

No. Enc.:  1 (1)  
Alignm ent :  Neut ral 
Movem ent :  240’ (80’)  
Armor Class:  16 
Hit  Dice:   16 
At tacks:   1 
Dam age:  8d4 
Save:   8 
Morale:   10 
Hoard Type:  None 
XP:   3,300 
 
Aerial servants are sem i- intelligent  creatures from  the elem ental 
plane of air  that  often roam  the ast ral and ethereal planes. On 
those planes they have a vaguely v isible form , but  when on the 
m aterial plane they are invisible. They norm ally are only found on 
the m aterial plane as a result  of being sum m oned by a cler ic and 
com m anded to perform  som e task, often being required to use 

their im m ense st rength to carry objects or aid the sum m oner. 
They may carry 1,000+  pounds, and have an imm ense st rength 
which they can use to hold a hum an-sized or sm aller target  
im m obile. To break free, the vict im  m ust  have a STR of 18, and 
even then there is only a 50%  chance to break away. Vict ims with 
STR of 19 or higher m ay escape with no roll.  Aerial servants have 
keen senses, and are only surprised on 1-4 on a d6. An aerial 
servant  that  fails or is thwarted in it s m ission becomes insane and 
im m ediately returns to the caster who sum moned it  and t r ies to 
kill him . 
 
An k h eg  

No. Enc.:  1d6 (1d6)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  16 
Hit  Dice:   1d6+ 2 
At tacks:   1 
Dam age:  3d6, + 1d4 
Save:   14 
Morale:   9 
Hoard Type:  XI X 
XP:   80-2,800 
 
The ankheg is a burrowing m onster with a taste for fresh m eat . I t  
has six legs, and som e specimens are yellow rather than brown. I t  
is about  10 feet  long and weighs about  800 pounds, and has an 
insect - like exoskeleton. An ankheg burrows with legs and 
m andibles, and m oves at  half speed when it  does so. I t  often digs 
a winding tunnel up to 40 feet  below the surface in the r ich soil of 
forests or farm lands. The tunnel is 5 feet  tall and wide, and from  
60 to 150 feet  long. An ankheg usually lies 5 to 10 feet  below the 
surface unt il it s antennae detect  the approach of prey. I t  then 
burrows up to at tack. I n addit ion to bite dam age, the ankheg has 
acidic, digest ive saliva that  inflicts an addit ional 1-4 hp dam age 
each round. I f desperate, the creature can produce an acid spray 
once per day that  inflicts 8d4 hp dam age, but  this uses up the 
acidic saliva for a 24 hour period. 
 
An t , Gian t  

No. Enc.:  2d4 (4d6)  
Alignm ent :  Neut ral 
Movem ent :  180’ (60’)  
Armor Class:  16 
Hit  Dice:   4 
At tacks:   1 
Dam age:  2d6 
Save:   16 
Morale:   7 
Hoard Type:  VI  
XP:   80 
 
Giant  ants are hardy and adaptable. Workers are about  6’ long, 
but  the queen may be im mense. Giant  ants eat  almost  anything, 
since they are om nivores, and will never ret reat  if defending the 
nest . They will tend to only have a sm all am ount  of t reasure 
around, from  past  opponents, but  in some rare instances giant  
ants will inexplicably m ine precious metals. This occurs in about  
30%  of nests, and there will be as m uch as 1d10x1000 gold 
pieces worth of raw gold nuggets. 
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Ap e 

  Ch im p an zee Gor i l la  

No. Enc.:  1-4 (3d4)  1-4 (3d4)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  120’ (40’)  120’ (40’)  
Armor Class:  13  13 
Hit  Dice:   3  4+ 1 
At tacks:   3  3  
(2 claws, 1 bite)  (2 claws, 1 bite)  
Dam age:  1d3/ 1d3/ 1d6 1d3/ 1d3/ 1d6 
Save:   16  15 
Morale:   9  8 
Hoard Type:  None  None 
XP:   50  80 
 
  Alb in o   Man - Eat in g  

No. Enc.:  1d6 (2d4)  2d4 (3d4)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  120’ (40’)  120’ (40’)  
Armor Class:   13  13 
Hit  Dice:   4  5 
At tacks:   2 (2 claws)   3  
(2 claws, 1 bite)  
Dam age:   1d4/ 1d4  1d4/ 1d4/ 1d8 
Save:    16  13 
Morale:    7  10 
Hoard Type:   None  XI X 
XP:   80  350 
 
Apes are distant ly related to hum ans, and usually live in t ropical 
wooded environm ents. They have different  behaviors depending 
on the species, but  deal powerful claw and bite at tacks when 
threatened.  
 
Chim panzee:  These apes are m ost  closely related to hum ans, and 
are m uch m ore aggressive than gorillas. They m ay at tack with 
very lit t le provocat ion, and have a taste for  m eat . 
 
Gorilla:  Gorillas are larger than chimpanzees but  less aggressive. 
They often fight  only when threatened or to defend their  terr itory. 
They are exclusively vegetar ian. 
 
Albino:  Albino apes are adapted to liv ing in a subterranean 
environm ent , only ventur ing to the surface to forage for food at  
night . As such, they have lost  all pigm ent . Albino apes will vocalize 
and act  aggressive if other creatures com e near their lair , and 
m ay at tack. I n addit ion to two claw at tacks, albino apes can throw 
rocks for 1d6 hit  points of dam age per round. Albino apes m ay 
occasional be found as pets to Neanderthals or Morlocks. 
 
Man-Eat ing:  Man-eat ing apes are related to chim panzees, but  are 
m uch fiercer, larger than gorillas, and have an insat iable desire to 
consum e hum anoid flesh. They at tack with powerful claws and a 
bite, and if both claws hit  the sam e target  in the sam e round, the 
vict im  suffers an ext ra 1d8 hp dam age. Man-eat ing apes are m ore 
intelligent  than other apes (average I NT 8) , and have sharp 
senses that  allow them to be surpr ised only on 1 in 1d6. 
 
Ast r a l  Ra id er s 

No. Enc.:   1-8 (3d12 in Ast ral lair)  
Alignm ent :   Chaot ic 
Movem ent :   90’ (30’)   
Armor Class:   16 
Hit  Dice:   4 
At tacks:   1  
Dam age:   1d6 or by weapon 
Save:    14 
Morale:    8 
Hoard Type:   VI I  
 
From  the depths of the Ast ral plane com e the dreaded Ast ral 
Raiders, thin, emaciated beings that  wield st range swords and 

even st ranger powers. These sinister hum anoids wear ornate and 
efficient  arm or and m ost  will carry Crystal Swords (q.v.)  with 
them . What  they do on this plane is largely unknown and these 
creatures keep to them selves, although the Ast ral Raiders 
som et im es appear to be st randed or lost  and will,  at  these t im es 
of apparent  duress, work with wizards or others that  m ight  be able 
to get  them back to the Ast ral Plane. 
 
Ast ral Raiders have powers that  can be considered spell- like 
abilit ies, although these powers seem  to com e from  the m ind 
alone. These powers are:  
 
Ast ral Bolt :  Twice per day an Ast ral Raider can project  a m ental 
blast  at  a target , if the vict im  of this power fails a save versus 
spells and spell like devices they suffer 1-6 hit  points of dam age. 
This power can be adjusted to 1d6 per level of the creature, 
assum e a typically encountered Ast ral Raider is around the 4th 
level of exper ience. 
 
Despair:  Once per day an Ast ral Raider m ay at tack by at tem pt ing 
to cause a sense of m alaise or despair in any foe within 100 feet . 
Those who fail a save versus m agic and m agical devices are -1 to 
st r ike an Ast ral Raider. 
 
Planar Travel:  Two or m ore Ast ral Raiders can t ravel to another 
plane with concent rat ion, yet  four or m ore can do so with m ore 
precision. I f a band of Ast ral Raiders is whit t led down to a solitary 
creature, then the remaining indiv idual is considered planebound 
and may not  leave without  the assistance of someone or 
something that  can return him  or her to the Ast ral plane. 
 
Sustenance:  I f an Ast ral Raider concent rates for thir ty m inutes 
undisturbed he or she m ay som ehow be able to funct ion norm ally 
without  food or dr ink for 1d6 days. This abilit y m ay only be used 
twice within a 30 day period of t im e. 
 
Magic-User Ast ral Raiders are also somet im es encountered on the 
Prim e Mater ial plane and these are usually 4th-8th level in 
experience, with appropriate spells. The typical Ast ral Raiders will 
usually be the m ore m art ial type as descr ibed above. 
 
Bands of Ast ral Raiders who rout inely visit  the Pr im e Mater ial 
plane m ay have m ade pacts with different  types of m onsters 
(dragons, m ant icores, t rolls, etc)  and will often return to the lairs 
of these creatures as soon as they arr ive for protect ion and 
informat ion gather ing purposes. 
  
Ax e Beak  

No. Enc.:  1d6 (2d4)  
Alignm ent :  Neut ral 
Movem ent :  180’ (60’)  
Armor Class:  13 
Hit  Dice:   3 
At tacks:   3 (2 claws, 1 bite)  
Dam age:  1d3/ 1d3/ 2d4 
Save:   15 
Morale:   8 
Hoard Type:  None 
XP:   50 
 
The axe beak is a prehistor ic flight less, carnivorous bird that  
resem bles a 7’ tall ost r ich. I t  is an aggressive hunter and has a 
st rong, thick neck and a sharp beak. 
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B 
Bab oon  

  Nor m al   H ig h er  

No. Enc.:  2d4 (1d4x10)  2d6 (5d6)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  120’ (40’)  120’ (40’)  
Armor Class:  12  13 
Hit  Dice:   1+ 1  2 
At tacks:   1 (bite)   2 (bite, club)  
Dam age:  1d4  1d3/ 1d6 
Save:   18  16 
Morale:   7  8 
Hoard Type:  None  VI  
XP:   15  20 
 
Baboons are powerful and aggressive pr im ates adapted to life on 
the ground. They prefer open spaces but  climb t rees to find safe 
places to rest  overnight .  A typical baboon is the size of a big dog. 
Males can be 2 to 4 feet  long and weigh as m uch as 90 pounds. 
When encountered as a large group, there will be 2d4 males that  
have + 1 to dam age. I n these large groups, 50%  of their  total 
num ber are young that  do not  engage in com bat . 
 
Higher Baboon:  Higher baboons are larger, m ore intelligent  
om nivores that  have a higher tendency to hunt  for m eat . They 
bite, but  also m ay use st icks as clubs. The higher baboon lives in 
packs like it s smaller , less intelligent  cousin, and are led by the 
biggest , st rongest  m ale. Higher baboons are aggressive, and are 
easily st im ulated to fight . 
 
 
Bad g er  

  Nor m al   Gian t  

No. Enc.:  1d2 (1d4+ 1)  1d2 (1d4+ 1)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  60’ (20’)   60’ (20’)  
Armor Class:  15  15 
Hit  Dice:   1+ 2  3 
At tacks:   3 (2 claws, bite)  3 (2 claws, bite)  
Dam age:  1d2/ 1d2/ 1d3 1d3/ 1d3/ 1d6 
Save:   18  16 
Morale:   8  8 
Hoard Type:  None  None 
XP:   15  50 
 
The badger is a furry anim al with a squat , powerful body. I ts 
st rong forelim bs are arm ed with long claws for digging. They m ove 
at  half their  norm al m ovem ent  when burrowing. An adult  badger is 
2 to 3 feet  long and weighs 25 to 35 pounds. Badgers at tack with 
their  sharp claws and teeth. I f found in a group, it  will consist  of a 
m ated pair and offspring. 
 
Giant  Badger:  Giant  badgers have the sam e habits as their  sm aller 
cousins, but  are double their size. 
 
 
Basi l i sk  

No. Enc.:  1d6 (1d6)  
Alignm ent :  Neut ral 
Movem ent :  60’ (20’)  
Armor Class:  15 
Hit  Dice:   6 +  1 
At tacks:   2 (bite, gaze)  
Dam age:  1d10/ pet r ify  
Save:   13 
Morale:   9 
Hoard Type:  XVI I  
XP:   570 
 
A basilisk is a rept ilian monster that  pet r if ies liv ing creatures with 
a m ere gaze. A basilisk usually has a dull brown body with a 
yellowish underbelly. Some specim ens sport  a short , curved horn 

atop the nose. An adult  basilisk’s body grows to about  10 feet  
long. Basilisks often live in dense woods or dungeons. Any vict im  
that  either gazes direct ly at  the basilisk or touches the basilisk is 
required to m ake a saving throw versus pet r ify or he turns to 
stone. The only way a character m ay avoid m eet ing the basilisk’s 
gaze when in com bat  is to look away or view the creature through 
a m irror. Looking away reduces at tack rolls by –4, and at tacking 
while viewing through a m irror has a penalty of –1. A basilisk is 
not  im mune to its own gaze, and if it  sees it self in a m irror  ( roll 
35%  or less on d00)  it  must  succeed in a saving throw versus 
pet r ify or it  turns itself to stone. 
 
 
Bat  

  Nor m al   Gian t  

No. Enc.:  1d00 (1d00)  1d10 (1d10)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  9’ (3’)   30’ (10’)  
 Fly:  120’ (40’)  180’ (60’)  
Armor Class:  13  13 
Hit  Dice:   1 hp  2 
At tacks:   confuse  1 (bite)  
Dam age:  None  1d4 
Save:   18  15 
Morale:   6  8 
Hoard Type:  None  None 
XP:   6  20 
 
Bats live in sheltered caverns or abandoned buildings, and are 
nocturnal m am mals with leathery wings. Their nocturnal lifesty le 
has m ade typical eyesight  useless to them , but  they are able to 
navigate with a refined use of sound, or echo locat ion. For this 
reason, no spells or other influence that  would normally blind an 
opponent  will affect  bats, but  the spell silence 15’ radius negates 
their ability to echolocate. 
 
Bats, Normal:  These bats are sm all and do not  at tack for 
signif icant  dam age. However, when in a group of 10 or m ore they 
are able to confuse by swarm ing around an opponent . When 
confused by a swarm  of bats, an opponent  m akes all rolls to hit  
and all saving throws with a penalty of –2. No spell cast ing is 
possible. Norm al bats are not  part icular ly prone to fight , and as 
such they are suscept ible to a m orale check once each round. This 
does not  apply to bats that  are under another’s cont rol.  
 
Bats, Giant :  These bats are larger than norm al bats and are fierce 
carnivores. About  95%  of giant  bats are of this norm al variety, but  
the remaining port ion are also vampir ic and have a paralyzing bite 
that  will cause paralysis if a saving throw versus paralyze is not  
rolled successfully. This paralysis lasts for 1d10 rounds. Unless 
otherwise dist racted, a giant  vam pir ic bat  will feed on a paralyzed 
vict im , dealing 1d4 hit  points of dam age per round. I f the 
opponent  is killed by this at tack, he m ust  succeed in a saving 
throw versus spells or he will r ise again as a vam pire one day after 
his death. 
 
Bear  

  Black   Gr izzly  

No. Enc.:  1d4 (1d4)  1 (1d4)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  120’ (40’)  120’ (40’)  
Armor Class:  13  13 
Hit  Dice:   4  5 
At tacks:   3 (2 claws, bite)  3 (2 claws, bite)  
Dam age:  1d3/ 1d3/ 1d6 1d3/ 1d3/ 1d6 
Save:   16  16 
Morale:   7  8 
Hoard Type:  VI   VI  
XP:   80  200 
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  Po lar   Cav e 

No. Enc.:  1 (1d2)   1d2 (1d2)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  120’ (40’)  120’ (40’)  
Armor Class:  13  14 
Hit  Dice:   6  7 
At tacks:   3 (2 claws, bite)  3 (2 claws, bite)  
Dam age:  1d3/ 1d3/ 1d6 1d3/ 1d3/ 1d6 
Save:   15  14 
Morale:   8  9 
Hoard Type:  VI   VI I  
XP:   320  440 
 
Bears can live in m any different  clim ates, and are dangerous 
predators. They at tack with both claws and a bite, and if both 
claws successfully st r ike in one round, the bear also squeezes the 
character in a powerful hug that  does an addit ional 2d8 hit  points 
of dam age. All bears are omnivorous, but  som e kinds of bears 
prefer flesh m ore than other kinds. 
 
Black Bear :  A black bear averages 6’ tall,  has black fur, and eats a 
variety of fruits and other foliage m ore frequent ly than m eat . 
Though they will give their lives in defense of their  cubs, black 
bears do not  usually engage in com bat  unless they are forced to. 
 
Cave Bear:  These im m ense prehistor ic bears are 15’ tall and are 
vicious hunters. They live in caves and caverns, and part icular ly 
savor hum anoid flesh. They are able to follow wounded creatures 
by the sm ell of their  blood. 
 
Grizzly Bear:  A gr izzly bear m ay have red or  brown fur, and in 
older indiv iduals it  m ay be silver- t ipped. These large bears 
average 9’ tall,  and are m ore aggressive and interested in m eat  
than black bears. 
 
Polar Bear:  These bears live in very cold climates, usually by the 
sea. They average about  11’ tall and alm ost  exclusively eat  m eat . 
They are adept  at  swim m ing and m oving on ice and snow. 
 
Bee, Gian t  K i l ler  

No. Enc.:  1d6 (5d6)  
Alignm ent :  Neut ral 
Movem ent :  150’ (50’)  
Armor Class:  12 
Hit  Dice:   1d4 hit  points 
At tacks:   1 (st ing)  
Dam age:  1d3, see below 
Save:   19 
Morale:   9 
Hoard Type:  None 
XP:   7 
 
Although many t imes larger, growing to a length of about  1’, giant  
killer bees behave generally the sam e as their  sm aller aggressive 
cousins. Generally , the giant  killer bees will at tack any creature 
they encounter , especially if it  is near their  hive, which is an 
underground labyrinth of tunnels. They at tack with a poisonous 
st ing that  requires a successful saving throw versus poison. 
Failure indicates death. A st inger always breaks off inside the 
vict im , and if the vict im  survives the poison he suffers an 
addit ional 1 hp of dam age per round unt il the st inger is rem oved. 
A bee that  successfully st r ikes dies the following round from  the 
t rauma of losing it s st inger. A character m ust  spend 1 round to 
rem ove a st inger. A queen is guarded by 10 giant  killer bees. 
Som e of this num ber (3 +  1d6)  will be larger than other giant  
killer bees, with 1 HD apiece. A queen is a m uch larger killer bee, 
with 2 HD. She may st ing mult iple t imes, because her st inger does 
not  break off with a successful at tack. 
 
 
 
 
 

Beet le , Gian t  

  Fi r e  Sp i t t in g  

No. Enc.:  1d8 (2d6)  1d8 (2d6)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  120’ (40’)  120’ (40’)  
Armor Class:  15  15  
Hit  Dice:   1 +  2  2 
At tacks:   1 (bite)   1 (bite)  
Dam age:  2d4  1d6, see below 
Save:   18  18 
Morale:   7  8 
Hoard Type:  None  None 
XP:   15  38 
 
  Car n iv o r ou s Bor in g  

No. Enc.:  1d6 (2d4)  3d6 (3d6)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  150’ (50’)  60’ (20’)  
Armor Class:  16  16 
Hit  Dice:   3 +  1  5 
At tacks:   1 (bite)   1 (bite)   
Dam age:  2d6  5d4 
Save:   18  11 
Morale:   9  7 
Hoard Type:  VI   VI I I  
XP:   65  200 
 
  Rh in ocer os St ag  

No. Enc.:  1d6 (1d6)  2d6 (2d6)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  60’ (20’)   60’ (20’)  
Armor Class:  17  16 
Hit  Dice:   12  7 
At tacks:   2 (bite, horn)  3 (Bite, 2 horns)  
Dam age:  3d6/ 2d8  4d4/ 1d10/ 1d10 
Save:   9  12 
Morale:   8  8 
Hoard Type:  I X   XXI  
XP:   1,200 440 
 
Fire Beet le:  These subterranean, nocturnal beet les are about  2 ½ ’ 
long. The fire beet le is so nam ed for the light -producing organs it  
exhibits on it s head and abdom en. They produce light  within a 10’ 
radius. Two of these organs are on the head, and one is on the 
abdom en. I f rem oved from  the corpse of the beet le they will 
cont inue to illum inate an area for 1d6 days. 
 
Spit t ing Beet le:  These 3’ long beet les have imm ense horn- like 
jaws that  inflict  dam age, in addit ion to a toxic spray that  can 
squir t  an opponent  within 5’ of the beet le. When the toxic fluid 
successfully st r ikes an opponent , it  is ext rem ely painful and 
causes chem ical burns and blisters. This effect  makes the 
opponent  suffer a –2 penalty to hit  rolls for 1 day, or unt il the 
spell cure light  wounds is used. These beet les can be found above 
and below ground. 
 
Carnivorous Beet le:  These fierce carnivorous beet les have a 
carapace with m arkings resem bling the hide of a t iger. Though 
they often hunt  giant  insects, they also at tack and eat  large 
m am mals, including hum anoids. 
 
Boring Beet le:  These 9’ long beet les live beneath the earth, where 
they cult ivate and harvest  var ious molds and fungi on rot t ing 
wood or vegetable m at ter they hoard underground. They have 
social behavior  not  unlike ants, where each beet le seem s to 
intuit ively understand its job. 
 
Rhinoceros Beet le:  These 12’ long beet les have a 6’ long horn, 
which they use as an effect ive weapon. Rhinoceros beet les feed 
pr imar ily on leaves, plants, fruits, and other vegetat ion, but  are 
terr itor ial and will at tack creatures when threatened. 
 
Stag Beet le:  These creatures are ser ious pests that  greedily 



- 1 0 2 -   M I CROLI TE8 1  ADVANCED 1 .0  SI LVER 

devour cult ivated crops. A single beet le can st r ip an ent ire farm  in 
short  order. An adult  giant  stag beet le is about  10’ long, with 8’ 
long horns. 
 
 
Black  Pu d d in g  

No. Enc.:  1 (0)  
Alignm ent :  Neut ral 
Movem ent :  60’ (20’)  
Armor Class:  13 
Hit  Dice:   10 
At tacks:   1 
Dam age:  3d8 
Save:   9 
Morale:   12 
Hoard Type:  None 
XP:   3,100  
 
This black gooey m ass slithers about  in dungeon corr idors, eat ing 
anything in it s path. I t  is typically 10’ to 30’ in diam eter. I t  is 
capable of m oving not  just  on the floor, but  also on the wall and 
ceiling, and m ay com press it self through small fissures and under 
the cracks of doors. I t  digests through even m etal and wood. A 
black pudding is only dam aged by fire, but  does take full dam age 
from  a flam e tongue sword. I f a black pudding is at tacked with 
other weapons, it  splits into m ore indiv iduals of reduced m ass. 
Every successful at tack creates a smaller pudding that  has 2 HD 
and deals 1d8 hit  points of dam age to opponents. 
 
 
Bl in k  Dog  

No. Enc.:  1d6 (1d6)  
Alignm ent :  Lawful 
Movem ent :  120’ (40’)  
Armor Class:  14 
Hit  Dice:   4 
At tacks:   1 (bite)  
Dam age:  1d6 
Save:   15 
Morale:   6 
Hoard Type:  XX 
XP:   135 
 
The blink dog is an intelligent  canine that  has a lim ited 
teleportat ion ability . Blink dogs have their  own language, a 
m ixture of barks, yaps, whines, and growls that  can t ransm it  
complex informat ion. Blink dogs hunt  in packs, teleport ing, or 
“blinking”  out  of one locat ion and “blinking”  in close to prey for 
their at tack. They blink again imm ediately after their  at tack, and 
will appear 1d4x10 feet  from  the opponent . I n this way, should a 
blink dog win init iat ive it  will not  be possible for an opponent  to 
at tack the blink dog with a hand weapon before it  blinks away. 
Blink dogs never blink into the sam e space occupied by another 
object . When blink dogs flee, they sim ply blink away and fail to 
appear again. 
 
 
Boar  

  Or d in ar y  Gian t  

No. Enc.:  1d6 (1d6)  1d4 (1d4+ 1)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  150’ (50’)  120’ (40’)  
Armor Class:  12  13 
Hit  Dice:   3  5 
At tacks:   1 ( tusk)   1 ( tusk)  
Dam age:  2d4  3d4 
Save:   16  13 
Morale:   9  9 
Hoard Type:  None  None 
XP:   50  200 
 
 
 

  W ar t h og  Dem on  

No. Enc.:  1d6 (1d6)  1d4 (1d4)  
Alignm ent :  Neut ral  Chaot ic 
Movem ent :  120’ (40’)  Human:  120’ (40’)  
    Boar:  180’ (60’)  
Armor Class:  12  16 (10)  
Hit  Dice:   3+ 3  9 
At tacks:   2  1 (gore or weapon)  
Dam age:  2d4/ 2d4  2d6, weapon 
Save:   15  9 
Morale:   9  10 
Hoard Type:  None  XX 
XP:   65  3,800 
 
Ordinary:  These cantankerous omnivores are generally 
encountered in wooded locat ions, but  exist  in m any different  
geographic locat ions and clim ates. They do not  generally init iate 
com bat , but  m ay do so to defend young, or if threatened. 
 
Giant :  These 30’ long giant  cousins to ordinary boars are m uch 
m ore aggressive. They at tack with lit t le to no provocat ion, and 
crave the m eat  of hum anoids. They are som et im es found with 
dem on boars. There are rum ors of a shaggy giant  boar that  is 
nat ive to cold clim ates. 
 

Warthog:  These terr itor ial, t ropical relat ives of boars are just  as 
vicious and at tack with two tusks. Males and fem ales f ight  as 
equals, and when m ore than two are found the rem ainder are 1 or 
2 HD young that  deal 1d3 or 1d4+ 1 damage, respect ively. 
 
Demon:  The dem on boar is a m ore powerful and m uch m ore 
m alicious variat ion of the wereboar. The dem on boar delights in 
the taste of human meat , and will take residence and hunt  near 
areas occupied by hum ans. I n hum an form  they are fat  and 
grotesque;  while in boar form  they are imm ense. Like other 
lycanthropes, they can pass on their  form  of lycanthropy ( refer to 
the lycanthrope m onster list ing) , and are only dam aged by 
magical or silver weapons. Demon boars have the innate ability to 
charm  person in a m anner sim ilar to the spell, 3 t im es per day. 
Vict ims are allowed a saving throw versus spells with a –2 penalty. 
Dem on boars have a 75%  probabilit y of having 1d3 charm ed 
hum an thralls, who are unable to cast  spells or use spell- like 
devices, due to being under m ental dom inat ion. Dem on boars, 
though powerful, will usually at tem pt  to catch opponents by 
surpr ise. 
 
Br ain  Eat er  

No. Enc.:   1 (1d3)  
Alignm ent :   Chaot ic 
Movem ent :   120’ (40’)  
Armor Class:   14 
Hit  Dice:   9 
At tacks:   1 
Dam age:   mouth tentacles (special) , or  
  weapon, or  
  Psi Blast  (special)  
Save:    11 
Morale:    9 
Hoard Type:   I I I ,  I V, I X, XXI  
 
The brain eater is a sinister, m uch feared denizen of the 
underwor ld. I t s head resem bles an octopus, with a round m outh 
lined with four large suckered tentacles, and four sm all,  slim e 
dr ipping tentacles. I ts body is humanoid, but  it  has four f ingers on 
each hand, all of the sam e approxim ate size with no 
dist inguishable thumb. The t ips of it s fingers have ret ractable, 
hollow claw- like talons. I t  wears clothing, but  its v isible hide 
reveals m etallic green and copper colored, swir ling pat terned slim y 
skin. 
 
The brain eater is very intelligent . I t  will often at tack by stealth 
rather than full out  assault . Brain eaters m ay at tack with their 
m ental m utat ions, or m ay engage in close com bat . I n close 
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combat , a brain eater will at tempt  to grasp an opponent ’s head. 
Once grasped, the hollow claws will puncture the skull in 1d4 
rounds and instant ly suct ion the vict im ’s brain into accessory 
stomachs within the brain eater’s forearm s. Each round the talons 
burrow, the vict im  suffers 1d6 dam age. Once the slimy probes 
reach the brain, the vict im  is instant ly killed. Brain eaters have 
psionic abilit ies, among them the feared Psi Blast  which does 8d6 
dam age (also causes confusion for 1d4 rounds)  to all targets 
within a 30 foot  cone. Save for half dam age and no confusion. 
 
Brain eaters live deep in the depths of the earth, often occupying 
dangerous underground ruins or deep, expansive caves. They will 
usually have 3d20 Neanderthal slaves, which they breed as slaves 
for excavat ing their  dwellings and using for other unspeakable 
tastes. 
 
I t  is rum ored that  brain eaters com e from  som e other, distant  
world, which m ay not  be im possible due to their  ability to plane 

shift .  Others have said that  brain lashers have cont rol of alien 
technologies, which they wield to fur ther their  goals of 
dom inat ion, power, and enslavem ent . 
 
Br ow n ie 

No. Enc.:  4d4 (4d4)  
Alignm ent :  Lawful 
Movem ent :  120’ (40’)  
Armor Class:  16 
Hit  Dice:   1d4 hp 
At tacks:   1 (weapon)  
Dam age:  1d3 
Save:   17 
Morale:   7 
Hoard Type:  X, XI , XI I I  
XP:   12 
 
A brownie is a t im id, quiet  fey creature that  prefers to live only 
am ong it s own kind. Most  brownies dwell in pastoral areas 
untouched by civ ilizat ion, such as deep forests and wild lands far 
from  other creatures. Brownies are rarely over 18 inches tall.  Their  
hair  is always som e earth tone such as brown, gray, or tawny. 
Though t im id, brownies are generally fr iendly and are handy at  
fix ing objects, repair ing or m ending clothing, and other such 
tasks. They m ay decide to help (50% )  Lawful characters if 
approached gent ly. Most  brownies prefer green or otherwise 
br ight ly colored clothing. Brownies are magically inclined beings, 
and can cast  the following spells one t im e per day:  confusion, 
cont inual light , dancing lights, dim ension door, m irror im age, 
protect ion from  evil,  and vent r iloquism . Brownies speak com m on, 
elven, pixie, halfling, and spr ite. Brownies m ay be distant  relat ives 
of pixies and halflings, but  this has never been proven. 
 
Brownies as fam iliars:  The m agic-user is granted an effect ive DEX 
of 18. I n addit ion, the m agic-user receives + 2 to all saving 
throws, and is never surpr ised. 
 
Bu g b ear  

No. Enc.:  2d4 (5d4)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
Armor Class:  14 
Hit  Dice:   3 +  1 
At tacks:   1 (weapon)  
Dam age:  2d4 or weapon +  1 
Save:   16 
Morale:   9 
Hoard Type:  XXI  
XP:   100 
 
These large, hairy cousins of goblins are quite st rong, and receive 
a + 1 to dam age when they em ploy weapons. Despite their  bulk, 
they are decept ively stealthy, and will surpr ise opponents 50%  of 
the t ime.  
 

Bu let t e  

No. Enc.:  1d2 (1d2)  
Alignm ent :  Neut ral 
Movem ent :  150’ (50’)  
Armor Class:  21 (13)  
Hit  Dice:   9 
At tacks:   3 (2 claws, bite)  or 4 (4 claws)  
Dam age:  4d12/ 2d6/ 3d6 or 3d6/ 3d6/ 3d6/ 3d6 
Save:   12 
Morale:   9 
Hoard Type:  None 
XP:   1,000 
 
Also known as the landshark, the bulet te is a terr ify ing predator 
that  lives only to eat . I t  is a 10’ tall and 12’ long monst rosity. A 
bulet te at tacks anything it  regards as edible, choosing the easiest  
or closest  prey first . The only creatures it  refuses to eat  are elves 
(and it  dislikes the taste of dwarves) . When burrowing 
underground, a landshark can detect  prey from  vibrat ions and 
moves at  30’ (10’) . When it  senses som ething edible ( that  is, 
senses m ovem ent ) , it  breaks to the surface, crest  first , and begins 
it s at tack with 2 claws and a bite. I f part icular ly threatened, it  can 
leap out  of the earth and addit ionally at tack with it s hind lim bs, for 
3d6 hp dam age each. I n this m anner they will at tack with all four 
lim bs at  once. This creature has a vulnerable under side (AC 13)  
which is exposed if the bulet te com es to the surface to at tack with 
all limbs. 
 
 

C 
Cam el  

No. Enc.:  0 (2d4)  
Alignm ent :  Neut ral 
Movem ent :  150’ (50’)  
Armor Class:  12 
Hit  Dice:   2 
At tacks:   2 (bite, hoof)  
Dam age:  1/ 1d4 
Save:   18 
Morale:   7 
Hoard Type:  None 
XP:   20 
Cam els are known for their  ability to t ravel long distances without  
food or water, and they m ay t ravel for a per iod of 2 weeks without  
water if they are well hydrated to begin with. They are efficient  at  
t raveling in the desert , and will not  suffer m ovement  penalt ies in 
this terrain. Camels are temperam ental, and are known to often 
kick or bite those who handle them . Cam els can carry 300 lbs and 
m ove at  their  regular m ovem ent  rate, and can carry up to 600 lbs. 
A m ounted cam el r ider m ay not  use a lance for a charge at tack. 
 
Car cass Scav en g er  

No. Enc.:  1d3 (1d3)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  12 
Hit  Dice:   3 +  1 
At tacks:   8 (st ingers)  
Dam age:  Paralysis 
Save:   16 
Morale:   9 
Hoard Type:  XXI  
XP:   135 
The dreaded carcass scavenger is 4’ tall and 9’ long, and 
resem bles a giant  fat  grub with m ult ifaceted eyes, small legs, and 
with a head bearing 2’ long insect - like feelers t ipped with a 
poisonous st inger. I t  is also known as a Carcass Creeper. This 
creature is rum ored to be a m agical abom inat ion created from  a 
giant  m aggot . When the st ingers st r ike an opponent , he m ust  
succeed in a saving throw versus paralysis or becom e paralyzed 
for 2d4 turns. I f not  faced with m ore opponents, the carcass 
scavenger will swallow the paralyzed character on the subsequent  
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round. Paralysis m ay be cured with cure light  wounds, but  when 
used in this way it  does not  heal damage. 
 
Cat , Lar g e    

  Mou n t a in  Lion  Pan t h er  

No. Enc.:  1d4 (1d4)  1d2 (1d6)  
Alignm ent :  Neut ral  Neut ral  
Movem ent :  150’ (50’)  210’ (70’)  
Armor Class:  13  15 
Hit  Dice:   3 +  2  4 
At tacks:             3 (2 claws, 1 bite)  
Dam age:  1d3/ 1d3/ 1d6 1d4/ 1d4/ 1d8 
Save:   16  16 
Morale:   8  8 
Hoard Type:  VI   VI  
XP:   65  80 
 
  Tig er   Sab r e- t oo t h  Tig er  

No. Enc.:  1 (1d3)   1d4 (1d4)   
Alignm ent :  Neut ral  Neut ral  
Movem ent :  150’ (50’)  150’ (50’)   
Armor Class:  13  13  
Hit  Dice:  6 8  
At tacks:   3   3  
(2 claws, 1 bite)  (2 claws, 1 bite)  
Dam age:  1d6/ 1d6/ 2d6 1d8/ 1d8/ 2d8 
Save:   14  15  
Morale:   9  10  
Hoard Type:  VI   VI I   
XP:   570  560  
 
  Lion  

No. Enc.:  1d4 (1d8)  
Alignm ent :  Neut ral 
Movem ent :  150’ (50’)  
Armor Class:  13 
Hit  Dice:   5 
At tacks:             3 (2 claws, 1 bite)  
Dam age:  1d4+ 1/ 1d4+ 1/ 1d10 
Save:   14 
Morale:   9 
Hoard Type:  VI  
XP:   200 
 
Large cats are som e of the m ost  eff icient  hunters. They kill only 
for food or in defense, and generally remain above ground in 
wilderness set t ings. Somet im es a large cat  will taste the blood of 
hum ans and becom e a m an-killer, preferr ing to hunt  hum ans over 
any other prey. Large cats will always give chase if an opponent  
runs away.  
 
Mountain Lion:  These large cats are light  brown and blend in well 
in their  preferred habitat , which includes m ountains and high 
grassy m eadows. However, they m ay be found in near ly any 
habitat . These cats will occasionally be found in dungeons. 
 
Panther:  These fast - running predators are at  hom e in grassy 
plains and wooded areas. 
 
Tiger:  These large hunters are ext rem ely stealthy, and in a 
wooded environm ent  surpr ise opponents with a roll result  of 1-4 
on 1d6. These cats typically live in subt ropical or cooler 
environm ents. Their st r iped hides provide cover when hunt ing 
prey. 
 
Sabre- tooth Tiger:  These prehistor ic hunters are fearsom e and 
im mense. They have ext rem ely large canine teeth, which make 
them  part icular ly dangerous killers. 
 
Lion:  Lions are very social cats, and live in groups. They prefer hot  
climates, typically liv ing on savannah. 
 
 

Cen t au r  

No. Enc.:  0 (2d10)  
Alignm ent :  Neut ral 
Movem ent :  180’ (60’)  
Armor Class:  14 
Hit  Dice:   4 
At tacks:   3 (2 hooves, weapon)  
Dam age:  1d6/ 1d6, weapon 
Save:   15 
Morale:   8 
Hoard Type:  XXI I  
XP:   80 
 
Centaurs have the body and legs of horses, but  the upper body of 
hum ans. They are reclusive beings, and live far from  other 
hum anoids in densely wooded sylvan set t ings. They are able to 
at tack by kicking with two legs at  a t im e, as well as at tacking with 
a weapon. Centaurs avoid conflict , and m ales guard their  
com munit ies. Usually, females and young do not  fight , and will 
seek escape if com bat  occurs. Young are considered to be 
m onsters of 2 HD for com bat  purposes, and they inflict  1d2/ 1d2, 
or weapon dam age. I f forced into com bat , centaurs are unlikely to 
surrender. 
 
Cen t ip ed e, Gian t  

No. Enc.:  2d4 (1d8)  
Alignm ent :  Neut ral 
Movem ent :  60’ (20’)  
Armor Class:  10 
Hit  Dice:   1d4 hp 
At tacks:   1 (bite)  
Dam age:  Poison 
Save:   15 
Morale:   7 
Hoard Type:  None 
XP:   6 
 
These 1’ long cent ipedes prefer dark, wet  locat ions. Giant  
cent ipedes at tack with a poisonous bite. No dam age is inflicted by 
the bite, but  anyone bit ten is ent it led to a saving throw versus 
poison. Failure indicates that  the v ict im  is horr ibly sick for a period 
of 10 days, and can only m ove at  50%  of norm al m ovem ent . No 
other physical act iv ity is possible.  
 
Ch im er a  

No. Enc.:  1d2 (1d4)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
 Fly:  180’ (60’)  
Armor Class:  15 
Hit  Dice:   9 
At tacks:   5 (2 claws, 3 heads, see below)  
Dam age:  1d3/ 1d3/ 2d4/ 2d4/ 3d4, see below 
Save:   10 
Morale:   9 
Hoard Type:  XVI I  
XP:   1,700 
 
The chimera is a magical hybrid of lion, goat , and red dragon. I t  
has a head of each of these creature types, including the wings of 
a dragon, the front  port ion of the body from  a lion, and the rear 
port ion from  a goat . The lion head m ay at tack with a bite, the 
goat  head m ay gore with horns, and the dragon head can both 
bite and em it  a fire breath at tack that  is a cone 50’ long and 10’ 
wide at  its term inal end. This fire breath at tack deals 3d6 hit  
points of dam age, and a saving throw is allowed to reduce dam age 
by half. Like ordinary dragons, the red dragon head can only use 
the breath at tack 3 t im es per day, and it  will use either a bite or 
the breath at tack 50%  of the t ime, unt il the breath at tack runs out  
and it  may only bite. The chimera may live in the wilderness, 
part icular ly hilly terrain, but  also takes up residence in dungeons. 
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Cock at r ice 

No. Enc.:  1d4 (1d8)  
Alignm ent :  Neut ral 
Movem ent :  90’ (30’)  
 Fly:  180’ (60’)  
Armor Class:  13 
Hit  Dice:   5 
At tacks:   2 (beak, pet r ify)  
Dam age:  1d6, pet r ify  
Save:   14 
Morale:   7 
Hoard Type:  XI X 
XP:   350 
 
The cockat r ice is a m agical creature that  has the body of a 
rooster , but  the tail of a rept ile. I t  is a sm all creature, about  the 
size of a natural rooster, but  has a powerful beak that  inflicts 1d6 
hit  points of dam age. I f an opponent  touches a cockat r ice, or if the 
cockat r ice successfully at tacks/ touches an opponent , the opponent  
m ust  succeed in a saving throw versus pet r ify or turn to stone. 
Cockat r ices are ill- tem pered creatures, and though they pr im ar ily 
eat  small insects or rodents, they will engage larger animals, and 
characters, in combat  with lit t le provocat ion. They live in any 
clim ate, including dungeons. 
 
Cou at l  

No. Enc.:  1d4 (1d4)  
Alignm ent :  Lawful 
Movem ent :  60’ (20’)  

Fly:  180’ (60’)  
Armor Class:  14 
Hit  Dice:   9 
At tacks:   2 (bite, const r ict )  
Dam age:  1d3/ 2d4 
Save:   7 
Morale:   8 
Hoard Type:  XXI  
XP:   3,100 
 
A couat l is about  12 feet  long, with a wingspan of about  15 feet . I t  
resembles a giant  feathered snake and weighs about  1,800 
pounds. They are ext rem ely intelligent , magical creatures. They 
at tack with a poisonous bite (save versus poison or die) , and 
const r ict  for 2d4 hp dam age each round unt il either the couat l or 
vict im  is dead. Couat ls m ay polymorph themselves at  will.  They 
have either the abilit ies of a 7th level cler ic (40% ) , or a 5th level 
m agic-user (40% ) , or both (20% ) . Couat ls speak com mon, and 
with rept iles and avians. 
 
Cr ab , Gian t  

No. Enc.:  1d2 (1d6)  
Alignm ent :  Neut ral 
Movem ent :  60’ (20’)  
Armor Class:  17 
Hit  Dice:   3 
At tacks:   2 (pinchers)  
Dam age:  2d6/ 2d6 
Save:   17 
Morale:   7 
Hoard Type:  None 
XP:   50 
 
These giant  cousins to ordinary crabs are unintelligent , and m erely 
exist  to eat . They are found in any watery environm ent , and do 
not  have to rem ain fully submerged. They can be found prowling 
along fresh or saltwater shores, m arshes, and watery 
subterranean caves. 
 
 
 
 
 
 

Cr ay f i sh , Gian t  

No. Enc.:  1d4 (1d4)  
Alignm ent :  Neut ral 
Movem ent :  60’ (20’)  
Swim :   120’ (40’)  
Armor Class:  15 
Hit  Dice:   4 +  4 
At tacks:   2 (claws)  
Dam age:  2d6/ 2d6 
Save:   15 
Morale:   9 
Hoard Type:  None 
XP:   140 
 
Giant  crayfish are 8’ long, but  otherwise look and behave m uch 
like their  smaller relat ives. They are labor ious walkers but  swim  
very fast . They m ay dart  out  at  prey, surpr ising an opponent  on 1-
3 on 1d6. They at tack with their  im m ense pinchers. 
 
 
Cr ocod i le  

  Or d in ar y      Lar g e Gian t  

  Cr ocod i le     Cr ocod i le  Cr ocod i le  

No. Enc.:  0 (1d8)          0 (1d4)  0 (1d3)  
Alignm ent :  Neut ral         Neut ral Neut ral 
Movem ent :  90’ (30’)        90’ (30’)  90’ (30’)  
 Swim :  90’ (30’)        90’ (30’)  90’ (30’)  
Arm or Class:  14       16  18 
Hit  Dice:   2       6  15 
At tacks:   1       1  1 
Dam age:  1d8       2d8  3d8 
Save:   16       14  12 
Morale:   7       7  9 
Hoard Type:  None           None None 
XP:   20       320  1,500 
 
Crocodiles are aggressive rept iles, with fearsom e bites. They 
breathe air , but  are aquat ic and usually rem ain subm erged or 
within shallow water. They pr imarily hunt  in water , and are 
at t racted by m ovem ent  or blood. Large crocodiles, on average, 
grow to a length of 20’. Giant  crocodiles are big, prehistor ic beasts 
that  can reach a length of 50’.   
 
 
Cy clop s 

No. Enc.:  1 (1d4)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
Armor Class:  14 
Hit  Dice:   13 
At tacks:   1 
Dam age:  3d10 
Save:   10 
Morale:   9 
Hoard Type:  XVI I I  +  5,000 gp 
XP:   2,400 
 
Cyclops average 20’ tall,  and are related to giants. They have one 
large eye centered on their face. They have reduced depth 
percept ion and suffer a –2 penalty to at tack rolls. They em ploy 
large clubs as weapons, but  also throw rocks up to 200’ for 3d6 hit  
points of damage. A few cyclops have the ability to issue a curse 
one t im e per week ( reverse of rem ove curse) . Cyclops are loners, 
and generally live together in sm all num bers only on occasion. 
They typically keep flocks of sheep, and often cult ivate grapes. 
They live in caves. 
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D 
Dem on s 

Dem ons are evil creatures of chaos. They are diverse in form  and 
abilit ies, and although the ones presented here are m ainly dem on 
races, many unique demons exist  as well.  Dem on lords are always 
unique. Dem ons prim ar ily dwell in dem on worlds within the planes 
of chaos, where wars frequent ly rage between dem on lords or 
dark gods, with lower dem ons often used as fodder. Dem ons m ay 
also t ravel to the ast ral plane, the ethereal plane, and the plane of 
shadow. They are generally barred from  enter ing the m aterial 
plane unless sum m oned via a gate. All dem ons may only be 
dest royed permanent ly when on the planes of chaos;  otherwise 
when their  m aterial form  is dest royed their  essence returns to 
chaos where it  takes 100 years to form  a new body, unless aided 
by a dem on lord or sum m oned via a gate. The except ion is lower 
order dem ons, which are permanent ly dest royed when killed on 
any plane. 
 
Dem ons are t rue to their dark natures and do not  respect  or 
adhere to a form al chain of authority. As a consequence, the rule 
of dem on wor lds is by fear and violence, and is always in f lux, with 
constant  back stabbing and int r igue amongst  the dem on lords and 
higher servants. 
 
However, despite the lack of a formal dem on hierarchy, it  is useful 
to divide them  by general power level into lower order (1-4 HD) , 
standard order (5-8 HD) , higher order (9+  HD) , and dem on lord 
(21+  HD)  ranks. Dem on lords have the innate ability to “promote”  
dem ons of lower orders to higher orders, which generally m eans 
an increase in HD and other innate abilit ies. Through these m eans 
the less powerful dem ons serve their bet ters in hopes of becom ing 
powerful in t im e. 
 
Dem ons vary in their  abilit ies and weakness, but  have som e 
abilit ies or im munit ies in common. All dem ons have the following 
com mon abilit ies:  
 
I nfravision (90’)  
Half dam age from  cold-based at tacks 
Half dam age from  elect r ical-based at tacks 
Half dam age from  fire-based at tacks (all)  
Half dam age from  gas- type at tacks 
Gate (varies in expression, not  available to lower order dem ons)  
Telepathy (allows all languages to be understood)  
Teleport  without  error (not  available to lower order demons)  
 
Note that  all demon spell- like abilit ies (unless otherwise noted)  
funct ion at  the m inimum class level required to use the sim ilar 
spell, or as the demon’s HD in levels, whichever is higher. They 
are usable once each round. 
 
 
Ast ar o t  ( Dem on  Lor d )  

No. Enc.:  Unique 
Alignm ent :  Chaot ic 
Movem ent :  150’ (50’)  
Armor Class:  26 
Hit  Dice:   184 hp (23 HD)  
At tacks:   3 (2 tentacles, tail)  
Dam age:  1d6/ 1d6/ 2d6 
Save:   3 
Morale:   12 
Hoard Type:  VI I I ,  I X, XXI I  
XP:   17,000 
 
Astarot  is the demon pr ince of rept iles and ophidians;  he is 20’ tall 
and covered in dark green scales and a 20’ long whip- like tail.  He 
has the legs of a lizard, two tentacles for arm s, and three heads. 
His f irst  cent ral head is that  of a snake, his r ight  head a lizard, and 
the left  head a baboon. Astarot  m ay only be harm ed by weapons 
of + 2 or bet ter . The snake head has a charm  gaze (as charm  
person and charm  m onster, no saving throw)  that  affects 

creatures within 300’. The number of creatures affected is 
determ ined by their  HD as follows:  3 HD or fewer, 1d10x10;  4-6 
HD, 5d8;  7-9 HD, 3d8;  10-12 HD, 2d6;  and 13+  HD, 1d4. 
Creatures with 15+  HD are ent it led to a saving throw versus 
spells. The lizard head has a breath at tack usable at  will ident ical 
to the cone of cold from  a wand of ice. The baboon has a fear gaze 
as the spell.  Astarot ’s tail m ay lash out  to at tack for 2d6 hp 
dam age. I n addit ion, vict im s m ust  save versus spell- like devices 
or have a body part  wither as the staff of wither ing. Astarot ’s 
tentacles st r ike for 1d6 hp dam age each. Each successful st r ike 
drains 1 level from  the vict im . 
 
Astarot  has the following spell- like abilit ies at  will:  clairvoyance, 
clairaudience, cont inual darkness, fear, detect  invisible, detect  
m agic, dispel m agic, ESP, greater phantasm al force, levitate, 
polymorph self, read languages, read m agic, suggest ion, 
telekinesis (500 lbs. per head) , wall of ice, and water breathing.  
 
The following abilit ies are usable once per day:  feeblem ind, power 
word stun, project  im age, st icks to snakes, sym bol, and gate 
(85%  probability of success) . One of the following dem ons will 
appear:  vrock, hezrou, glabrezu, nalfeshnee, marilith, or balor. 
 
Bab au  ( St an d ar d  Or d er  Dem on )  

No. Enc.:  1d3 (1d6)  
Alignm ent :  Chaot ic 
Movem ent :  150’ (50’)  
Armor Class:  22 
Hit  Dice:   7 +  10 
At tacks:   3 (2 claws, horn)  or 1 (weapon)  
Dam age:  1d4+ 1/ 1d4+ 1/ 2d4 or As weapon + 4 
Save:   11 
Morale:   10 
Hoard Type:  XXI  
XP:   1,700 
 
These 7’ tall dem ons have ebony flesh that  clings closely to their  
skeleton, appearing alm ost  like a leathery corpse. They have a 
single curving horn that  em erges from  the back of their  heads. 
Babau dem ons prefer to at tack with weapons from  a distance 
when possible, and have STR 19 which grants bonuses to at tacks 
and dam age with som e weapons. A slimy red jelly coats the 
babau’s skin when in com bat , reducing dam age by 50%  from  
cut t ing and stabbing weapons. Babau suffer dam age from  ordinary 
weapons, and + 2 dam age from  weapons of iron. These dem ons 
have the abilit ies of a thief of 9th level. Addit ionally , any creature 
within 20’ that  looks into a babau’s glowing red eyes m ust  succeed 
in a saving throw versus spells or be affected as if from  a ray of 
enfeeblem ent . They have the following spell- like abilit ies, usable 
at  will:  darkness 10’ radius, dispel m agic, fear (as the wand of 
fear, by touch) , fly, lev itate, polymorph self, and heat  metal. I n 
addit ion, a babau m ay gate (25%  probabilit y of success)  another 
babau dem on. 
 
Balo r  ( St an d ar d  Or d er  Dem on )  

No. Enc.:  1d3 (1d6)  
Alignm ent :  Chaot ic 
Movem ent :  60’ (20’)  

Fly:  150’ (50’)  
Armor Class:  21 
Hit  Dice:   8 +  7 
At tacks:   1 (sword or whip)  
Dam age:  1d8+ 1 or 1d6 and 3d6 fire damage 
Save:   8 
Morale:   10 
Hoard Type:  XXI I  
XP:   1,820 
 
A balor stands about  12’ tall.  I t  has bat - like wings, horns, and its 
skin is usually dark red. Balors love to join bat t le arm ed with their  
+ 1 swords and whips. A balor ’s whip is a long, flex ible weapon 
with m any tails t ipped with hooks, spikes, and balls. Vict ims are 
som et im es dragged toward the dem on’s body using the whip, to 
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expose them to the flam es emanat ing from  a balor ’s hide. This 
deals an addit ional 3d6 hp dam age. Balors are only affected by + 1 
weapons or bet ter . They have the following spell- like abilit ies 
usable at  will:  detect  invisibility, detect  magic, dispel magic, fear 
(as the wand) , pyrotechnics, read languages, read m agic, 
suggest ion, telekinesis (600 lbs.) , and symbol (despair , fear, 
sleep, and stunning) . I n addit ion, a balor m ay gate (70%  
probabilit y of success)  a glabrezu (75% )  or nalfeshnee dem on 
(25% ) . 
 
Glab r ezu  ( H ig h er  Or d er  Dem on )  

No. Enc.:  1d3 (1d6)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
Armor Class:  23 
Hit  Dice:   10 
At tacks:   5 (2 pinchers, 2 claws, bite)  
Dam age:  2d6/ 2d6/ 1d3/ 1d3/ 1d4+ 1 
Save:   10 
Morale:   9 
Hoard Type:  XXI I  
XP:   3,100 
 
Glabrezu have penet rat ing v iolet  eyes, and their  skin color ranges 
from  deep russet  to pitch black. They have four arm s. Their two 
prim ary arm s have crab- like pinchers instead of hands, and they 
have two sm aller hum an- like arms on their chests;  the hands 
have wicked claws. Glabrezu have wolf- like heads with two goat -
like horns. A glabrezu stands about  10’ tall.  They are suscept ible 
to at tacks from  ordinary weapons. Glabrezu have the following 
spell- like abilit ies usable at  will:  darkness 10’ radius, fear (as 
wand of fear) , lev itate, polym orph self, pyrotechnics, and 
telekinesis (400 lbs.) . I n addit ion, a glabrezu may gate (35%  
probability of success)  a vrock, hezrou, or another glabrezu 
(determ ine random ly) . 
 
Hezr ou  ( H ig h er  Or d er  Dem on )  

No. Enc.:  1d3 (1d6)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Armor Class:  21 
Hit  Dice:   9 
At tacks:   3 (2 claws, bite)  
Dam age:  1d3/ 1d3/ 4d4 
Save:   10 
Morale:   10 
Hoard Type:  XI V 
XP:   3,100 
 
A hezrou can walk both upright  and on all fours, but  it  always 
fights standing up. I t  resem bles an 8’ tall toad, but  for it s hum an-
like arm s and large teeth. They covet  hum an flesh. Hezrou are 
suscept ible to ordinary weapons. Hezrou have the following spell-
like abilit ies, usable at  will:  darkness 10’ radius, detect  invisibility, 
fear (as wand of fear) , levitate, and telekinesis (300 lbs.) . I n 
addit ion, a hezrou m ay gate (25%  probabilit y of success)  another 
hezrou. 
 
Ju ib lex  ( Dem on  Lor d )  

No. Enc.:  1 (Unique)  
Alignm ent :  Chaot ic 
Movem ent :  30’ (10’)  
Armor Class:  26 
Hit  Dice:   100 hp (21 HD)  
At tacks:   1 
Dam age:  4d10 
Save:   4 
Morale:   10 
Hoard Type:  X x 2, XI I  x 2 
XP:   7,000 
 
Jubilex is the ruler over all slimes, oozes, jellies, and other 
disgust ing and foul ooze- like creatures. Known by som e as the 

Faceless Lord, his hom e is a dem on wor ld in the planes of chaos. 
I t  is a steam ing, bubbling lair  of put r id ooze and slime pits that  
are constant ly shift ing and changing at  his whim . Even the other 
dem onic rulers loathe to journey here. He is constant ly at tended 
by and surrounded with all sorts of slim es and oozes (1d4 of at  
least  4 types) . When confronted, he usually takes the form  of a 
10’ tall colum n of bubbling and squir t ing ooze. This being 
resem bles a red-eyed large bubbling m ass of greenish black and 
foul-sm elling liquid. Ooze, slim e, and pus constant ly squir t  and 
seep from  its form . I n com bat  he lashes out  with a slimy 
pseudopod, dealing 4d10 acid dam age. Once per 10 rounds he 
may employ a slim e spit t le up to 150’ away with a 30’ diameter 
area of effect  that  has both the effects of contact  with green slim e 
and ochre j elly . Juiblex regenerates 2 hp each round. He m ay only 
be affected by + 2 weapons or  bet ter. 
Juiblex has the following spell- like abilit ies, usable at  will:  cause 
disease, charm  monster, circle of cold (10’ radius, 5d6 cold 
dam age) , darkness 15’ radius, detect  invisibility, dispel magic, 
ESP, fear (as the wand of fear) , fly , hold m onster, inv isibilit y 10’ 
radius, locate object , phase door, project  im age, put refy food and 
water , and telekinesis (1,500 lbs.) . He may gate (75%  probability 
of success)  1d4 hezrou dem ons. I n addit ion, Juiblex can ut ter 
unholy word one t im e per day. 
 
 
Mar i l i t h  ( St an d ar d  Or d er  Dem on )  

No. Enc.:  1d3 (1d6)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Armor Class:  25 
Hit  Dice:   7 +  6 
At tacks:   7 (6 weapon, const r ict )  
Dam age:  As weapon/ 2d4 
Save:   11 
Morale:   9 
Hoard Type:  XVI I  
XP:   1,700 
 
These fem ale dem ons have a six-arm ed hum an- like body and the 
lower body of a snake. They stand 7’ tall and m easure 20’ from  
head to t ip of tail.  A m ar ilith usually holds a longsword in each of 
it s six hands and wears m any bangles and jewels. They m ay 
at tack with their six arms and with their tails to const r ict  all in the 
sam e round. Mariliths are only affected by + 1 weapons or  bet ter. 
They have the following spell- like abilit ies, usable at  will:  charm  
person, darkness 10’ radius, detect  invisibility, levitate, polymorph 
self, project  im age, pyrotechnics, and read languages. I n addit ion, 
a m arilith m ay gate (75%  probability of success)  a vrock, hezrou, 
glabrezu, nalfeshnee or balor dem on (determ ine random ly) . 
 
 
Nal f esh n ee ( Hig h er  Or d er  Dem on )  

No. Enc.:  1d3 (1d6)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  

Fly:  120’ (40’)  
Armor Class:  20 
Hit  Dice:   11 
At tacks:   3 (2 claws, bite)  
Dam age:  1d4/ 1d4/ 2d4 
Save:   8 
Morale:   10 
Hoard Type:  XVI I I  
XP:   4,400 
 
These 10’ tall dem ons have the torso and arms of an ape, with the 
head and legs of a boar. They have sm all but  funct ional feathered 
wings. Nalfeshnee are unaffected by ordinary weapons. I n com bat , 
they at tack with their claws and bite, or em ploy one of the 
following spell- like abilit ies at  will:  darkness 10’ radius, detect  
m agic, dispel m agic, fear (as wand of fear) , illusion (as the wand 
of illusion) , lev itate, polymorph self, project  image, read 
languages, sym bol (despair and fear) , and telekinesis (500 lbs.) . 
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I n addit ion, a nalfeshnee m ay gate (65%  probability of success)  a 
vrock, hezrou, glabrezu, or nalfeshnee dem on (determ ine 
random ly) . 
 
Or cu s ( Dem on  Lor d )  

No. Enc.:  1 (Unique)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  

Fly:  180’ (60’)  
Armor Class:  25 
Hit  Dice:   125 hp (22 HD)  
At tacks:   2 ( fists and tail)  
Dam age:  2d6+ 1/ 2d4 +  poison 
Save:   5 
Morale:   10 
Hoard Type:  VI I I ,  I X, XI I  
XP:   13,000 
 
Orcus is the Prince of the Undead, and it  is said that  he alone 
created the first  undead that  walked the worlds. This dem onic 
hum anoid is squat , bloated, and stands 15’ tall.  His goat - like head 
sports large, spiraling ram- like horns. His legs are covered in thick 
brown fur and end in hooves. Large powerful arm s wield a wicked 
skull- t ipped wand. Two large, black, bat - like wings prot rude from  
his back and a long, snake- like tail,  t ipped with a sharpened barb, 
t rails behind it .  Orcus is one of the m ost  powerful of all dem on 
lords. From  his great  bone palace he fights a never-ending war 
against  r ival dem on lords that  spans several sm older ing and 
st inking dem on worlds.  
 
I n com bat  Orcus m ay deal powerful blows with his fists that  deal 
2d6+ 1 hp dam age per hit .  He m ay use a poisonous tail at tack that  
deals 2d4 hp dam age and vict im s m ust  save versus poison or die. 
I f Orcus uses a weapon, his imm ense st rength grants him  + 4 to 
hit  and + 5 to dam age. Orcus is affected only by + 3 weapons or 
bet ter. He has the following spell- like abilit ies, usable at  will:  
anim ate dead, charm  person, clairaudience, clairvoyance, 
cont inual darkness, detect  invisibility, detect  magic, dispel magic, 
ESP, illusion (as the wand of illusion) , lightning bolt  (12d6 
dam age) , polym orph any object , polymorph self, project  image, 
pyrotechnics, read languages, read magic, shape change, speak 
with dead, suggest ion, telekinesis (1,200 lbs.) , and wall of fire. 
Once per day Orcus may use the following spell- like abilit ies:  
feeblem ind, sym bol (any) , and t im e stop. I n addit ion, Orcus m ay 
gate (85%  probability of success)  a m ar ilith, glabrezu, vrock, 
hezrou, or nalfeshnee dem on. 
As the Dem on Lord of Undead, Orcus m ay sum mon undead as a 
m onster sum m oning spell. He may br ing for th either 4d12 
skeletons, 4d8 zombies, 5d6 ghasts, or 2d4 vampires. 
Wand of Orcus:  This powerful, wicked device instant ly kills all 
m ortals dealt  a blow. I t  has m any other powers or spell- like 
abilit ies, to be determ ined by the GM. 
 
 
Qu asi t  ( Low er  Or d er  Dem on )  

No. Enc.:  1 (0)  
Alignm ent :  Chaot ic 
Movem ent :  150’ (50’)  
Armor Class:  17 
Hit  Dice:   3 
At tacks:   3 (2 claws, bite)  
Dam age:  1d2/ 1d2/ 1d4 
Save:   16 
Morale:   10 
Hoard Type:  XI  x 2 
XP:   95 
 
I n it s natural form , a quasit  is a sm all demonic creature that  
stands about  1 ½ ’ tall.  They often serve m ore powerful dem ons, 
but  are m ost  com m only encountered as fam iliars to dark m agic-
users. Quasits take no dam age from  non-m agical weapons, except  
those of iron. I n addit ion, they do not  suffer  dam age from  fire, 
cold, or elect r ical-based at tacks. They regenerate 1 hp per round. 

Quasits save versus m agical effects as a F7. They at tack with 
claws and a bite. Vict ims of the claw at tacks m ust  save versus 
poison or lose 1 point  of DEX for 2d6 rounds, for each successful 
at tack. Quasits have the following spell- like abilit ies:  detect  good, 
detect  m agic, invisibilit y , and polym orph self ( lim ited to the form  
of a bat , giant  cent ipede, toad, or wolf) . I n addit ion, 1 t im e per 
day a quasit  m ay induce fear (as the spell, except  that  its area is a 
30’ radius) . 
 
Quasits as fam iliars:  When a quasit  fam iliar is within 10’ of its 
m aster , the m agic-user funct ions as if 1 level higher and 
regenerates 1 hp per round. Conversely, if the quasit  is m ore than 
a m ile away from  the m agic-user, the master funct ions as if 1 
level lower than norm al. However, if not  m ore than one m ile 
apart , a quasit  is able to com m unicate via telepathy with the 
m agic-user, and he m ay perceive the surroundings of the quasit  
through all of its senses, including 60’ infravision. A quasit  may 
com m une for its m aster 1 t im e per week, and is allowed 1d4+ 2 
quest ions. I f a quasit  fam iliar is killed, the m aster loses 4 levels 
permanent ly. 
 
 
Su ccu b u s/ I n cu b u s ( St an d ar d  Or d er  Dem on )  

No. Enc.:  1 (1)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  

Fly:  180’ (60’)  
Armor Class:  19 
Hit  Dice:   6 
At tacks:   2 (claws)  
Dam age:  1d3/ 1d3 
Save:   11 
Morale:   7 
Hoard Type:  XI , XI V, XV 
XP:   1,320 
 
Succubae and incubi resem ble very at t ract ive hum an wom en and 
m en, respect ively, save for their  bat - like wings. They avoid each 
other and do not  normally lair  with others of their  kind. Rather, 
when not  in the realm s of chaos they haunt  the m aterial plane in 
search of hum ans to tem pt . They are able to drain a m ortal of a 
level if lured into som e act  of passion, or by simply plant ing a kiss 
on the v ict im . Otherwise, succubae and incubi m ay at tack with 
decept ively form idable claws. They are not  suscept ible to dam age 
by ordinary weapons. Succubae and incubi have the following 
spell- like abilit ies usable at  will:  charm  person, clairaudience, ESP, 
ethereal form  (as the oil of etherealness) , shape change, and 
suggest ion. I n addit ion, a succubus or incubus m ay gate (65%  
probability of success)  a balor  demon or at tempt  to gate (5%  
probability of success)  a dem on lord. 
 
 
Vr ock  ( St an d ar d  Or d er  Dem on )  

No. Enc.:  1d3 (1d6)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  

Fly:  180’ (60’)  
Armor Class:  19 
Hit  Dice:   8 
At tacks:   5 (2 claws, 2 rear claws, beak)  
Dam age:  1d4/ 1d4/ 1d8/ 1d8/ 1d6 
Save:   12 
Morale:   11 
Hoard Type:  XXI  
XP:   2,060 
 
These dem ons resem ble 8’ tall hum anoid vultures. They are 
suscept ible to dam age from  ordinary weapons. I n com bat  they 
m ay at tack with all f ive at tacks if airborne, or 2 claws and a bite if 
on the ground. Vrocks have the following spell- like abilit ies usable 
at  will:  darkness 10’ radius, detect  invisibility, and telekinesis 
(200lbs.) . I n addit ion, a vrock may gate (10%  probability of 
success)  a vrock demon. 
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Dev i ls 

Devils are evil creatures from  the plane of order. Though they are 
light , they support  the ideals of law through dom inat ion and foul 
acts. They respect  lightness, but  a twisted form  that  is heavily 
infused with t reachery and deceit . They adhere to an order of 
com mand with arch-devils at  the top of the hierarchy. Part icular ly 
powerful arch-devils rule their  own dom ain on the plane of order 
(a kind of dem i-plane) , and som et imes encroach upon the plane of 
balance. Devils are divided into three main types, lesser, greater , 
and arch-devils. Arch-devils, like demon lords, are unique beings. 
The lesser and greater devils belong to devilish races, and arch-
devils m ay prom ote indiv iduals that  t ransform  into a new race 
unt il they work their  way toward becom ing an arch-devil (a rare 
event ) . There is overlap in the power of lesser and greater devils, 
with som e of the m ost  powerful lesser devils being more powerful 
than the less powerful of the greater devils. However, this is the 
pr ice of promot ion and am bit ion in the devil hierarchy, and som e 
lesser devils choose to remain of lower rank to bask in this power. 
There are m any m ore arch-devils and devilish races than are 
detailed here, and the GM should create new beings as the need 
ar ises. 
 
Devils m ay t ravel through the plane of order freely. They m ay also 
venture to the ast ral plane, the plane of balance, and the plane of 
beasts. They may not  enter other planes unless sum m oned via a 
gate or som e sim ilar m eans. I f arch-devils or  higher devils are 
killed on another plane, their  essence is t ransported to the plane 
of order where it  reforms in 20 years. Lesser devils killed on any 
plane are dest royed forever, and arch-devils and greater devils 
killed on the plane of order are perm anent ly dest royed. 
 
Different  arch-devils or devil races have varying powers. All lesser 
devils are suscept ible to dam age from  ordinary weapons. Greater 
devils and arch-devils may only be harmed by m agical weapons or 
weapons made of silver. All devils have the following abilit ies, 
spell- like abilit ies, or dam age resistance in com m on. Note that  
spell- like abilit ies, unless otherwise noted, are usable at  the rate 
of one abilit y per round:  
 
Charm  person 
Half dam age from  cold-based at tacks 
Half dam age from  gas-based effects 
I m m unity to fire-based at tacks (both m agical and non-m agical)  
I nfravision (90’)  
Know alignment  
Phantasm al force 
Suggest ion 
Teleport  without  error  
Gate (varies in expression)  
Telepathy (allows all languages to be understood)  
 
Am on  ( Ar ch - d ev i l )  

No. Enc.:  1 (Unique)  
Alignm ent :  Chaot ic 
Movem ent :  180’ (60’)  
Armor Class:  21 
Hit  Dice:   132 hp (22 HD)  
At tacks:   1 (weapon or bite)  
Dam age:  As weapon + 4 or 3d4 
Save:   3 
Morale:   10 
Hoard Type:  XI I , XVI  
XP:   13,000 
 
This wolf-headed hum anoid stands 9’ tall.  His fur is brownish-black 
and his eyes and teeth are yellow. His great  clawed hands are 
brownish in color and covered in shaggy fur. Am on is a vassal in 
service to Geryon, com m anding no less than 3 legions of bone 
devils. Am on wields a + 4 m ace. He can also bite in the sam e 
round for 3d4 hp dam age. Amon is only harm ed by + 3 or bet ter 
weapons. Amon is very st rong (STR 19) , receiv ing + 3 to hit  and 
+ 4 to damage in melee combat . He regenerates 1 hp per round 
Amon has the following spell- like abilit ies, usable at  will:  animate 

dead, charm  m onster, detect  invisibility , detect  magic, dispel 
m agic, fear (as the spell) ,  f ly, geas, know alignm ent , polym orph 
self, produce flam e, read languages, read m agic, suggest ion, 
teleportat ion, wall of ice, and lim ited wish ( for another being 
only) . I n addit ion, one t im e per day he m ay em ploy sym bol of 
hopelessness and gate (60%  probability of success)  1d4 bone 
devils. He is able to summon all wolves in a 1 m ile radius, and 
cont rol them  to do his will.  
 
Bael  ( Ar ch - d ev i l )  

No. Enc.:  1 (Unique)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Armor Class:  22 
Hit  Dice:   110 hp (21 HD)  
At tacks:   2 
Dam age:  As weapon +  6 
Save:   4 
Morale:   10 
Hoard Type:  XI I , XVI  
XP:   11,000 
 
Bael is an 8’ tall diabolical- looking golden-skinned humanoid with 
bovine head features, large round eyes of black, a large nose, 
wolf- like upright  ears, and a large m outh lined with razor-sharp 
teeth. Tiny forward-curving horns prot rude from  his forehead. He 
wears bronze chainmail and wields a + 2 m orningstar , which 
telescopes up to 8’ long. He regenerates at  the rate of 1 hp per 
round. Bael has the following spell- like abilit ies, usable at  will:  
alter self, anim ate dead, cause ser ious wounds, detect  invisibilit y, 
detect  magic, dispel magic, fear aura 20’ radius (as the spell) , 
invisibility, know alignm ent , pyrotechnics, produce fire, read 
languages, suggest ion, teleportat ion, wind walk, and lim ited wish 
(other being only) . Bael m ay use sym bol of stunning one t im e per 
day, and shape change two t im es per day. He m ay also gate (65%  
probabilit y of success)  1d4 barbed devils. 
 
Bar b ed  ( Lesser  d ev i l )  

No. Enc.:  1d2 (3d4)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Armor Class:  19 
Hit  Dice:   8 
At tacks:   3 (2 claws, tail)  
Dam age:  2d4/ 2d4/ 3d4 
Save:   12 
Morale:   10 
Hoard Type:  None 
XP:   2,560 
 
Barbed devils are 7’ tall hum anoids, and are covered in spikes and 
horns. These creatures are often em ployed by arch-devils as 
guards and soldiers. They m ake part icular ly good sent r ies, and 
they have keen senses and cannot  be surpr ised. They can at tack 
each round with their  clawed and barbed hands, or their  spiked 
tail.  A v ict im  of any of these at tacks m ust  save versus spells or be 
affected by fear (as the wand of fear) . I n addit ion, barbed devils 
have the following spell- like abilit ies, usable at  will:  hold person, 
produce flam e, pyrotechnics, and gate (35%  probabilit y of 
success)  a barbed devil.  
 
Bon e ( Lesser  d ev i l )  

No. Enc.:  1d2 (2d4)  
Alignm ent :  Chaot ic 
Movem ent :  150’ (50’)  
Armor Class:  20 
Hit  Dice:   9 
At tacks:   1 (hook or tail)  
Dam age:  3d4 or 2d4 +  STR drain 
Save:   11 
Morale:   10 
Hoard Type:  None 
XP:   3,100 
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These 9’ tall devils have t ight -clinging skin, giving them  a skeletal 
appearance, and they have a scorpion- like tail.  Bone devils hate 
all other creatures and at tack ruthlessly. They are able to see with 
ult raviolet  v ision. They st r ike with a special curved, barbed spear 
for 3d4 hp dam age. On a successful at tack there is a 50%  
probability the vict im  is caught  in the hooked weapon. A bone 
devil at tacks caught  v ict im s with its scorpion- like tail for 2d4 hp 
dam age, and v ict im s m ust  save verses poison or lose 1d4 STR for 
2d6 rounds. I n addit ion, bone devils have the following spell- like 
abilit ies, usable at  will:  detect  invisibilit y , fear aura 5’ radius (as 
the fear spell) ,  f ly, invisibility , phantasm al force, and gate (40%  
probabilit y of success)  a bone devil. I n addit ion, bone devils may 
create a wall of ice once per day. 
 
 
Er in y es ( Lesser  d ev i l )  

No. Enc.:  1d3 (4d4)  
Alignm ent :  Chaot ic 
Movem ent :  60’ (20’)  

Fly:  210’ (70’)  
Armor Class:  17 
Hit  Dice:   6 +  5 
At tacks:   1 
Dam age:  2d4 
Save:   13 
Morale:   10 
Hoard Type:  X 
XP:   1,280 
 
Unlike most  other devils, er inyes appear at t ract ive to hum ans, 
resem bling very com ely wom en or m en, but  they have larged 
black feathered wings. They are a very com m on form  of devil, and 
are often used as scouts within the plane of order and in other 
planes. Erinyes are also tasked with captur ing evil people from  the 
m aterial plane, to take them  back to the plane of order to be 
t ransform ed into lem ures. They at tack with a dagger that  deals 
2d4 dam age, and vict im s m ust  save versus poison or be paralyzed 
for 1d6 rounds. I n addit ion, er inyes have a rope of entanglem ent . 
Er inyes have the following spell- like abilit ies, usable at  will:  detect  
invisibility, fear (was the wand of fear) , invisibilit y , know 
alignm ent , locate object , polymorph self, produce flam e, and gate 
(30%  probability of success)  an er inyes. 
 
 
Ger y on  ( Ar ch - d ev i l )  

No. Enc.:  1 (Unique)  
Alignm ent :  Chaot ic 
Movem ent :  60’ (20’)  

Fly:  180’ (60’)  
Armor Class:  22 
Hit  Dice:   135 hp (23 HD)  
At tacks:   3 (2 claws, st ing)  
Dam age:  3d6/ 3d6/ 2d4 
Save:   3 
Morale:   10 
Hoard Type:  X, XV 
XP:   13,000 
 
Geryon is a towering 10’ tall and 30’ long arch-devil.  He has the 
upper torso of a hum anoid with paw- like hands, blue- furred arm s, 
dark hair, piercing black eyes, and the lower torso of a m assive 
black and gold banded snake. Geryon, the Great  Serpent , rules a 
large dem i-plane on the plane of order. His fort ress, a large iron 
citadel located in the heart  of a great  city , is situated at  the center 
of his dom ain. Geryon at tacks with m assive, powerful claws and 
his poisonous st ing. Vict im s of the st ing m ust  save versus poison 
with a -4 penalty or die. Geryon is only affected by + 2 or bet ter 
weapons. He has the following spell- like abilit ies, usable at  will:  
charm  person, detect  invisibility, dispel magic, geas, fear (as the 
spell) , ice storm , invisibility, light , locate object , raise dead, read 
languages, read m agic, shape change, wall of ice, and wish ( for 
another being) . One t im e per day he m ay ut ter an unholy word 
and em ploy a sym bol of pain. Geryon m ay also gate an ice devil 

(45%  probability of success)  or (60%  probability of success)  1d2 
bone devils. Finally, Geryon has a bull’s horn that  is usable one 
t im e per week. I t  sum mons 5d4 m inotaurs that  will do his bidding 
unto death.  
 
Hor n ed  ( Gr eat er  d ev i l )  

No. Enc.:  1d2 (1d4+ 1)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  

Fly:  180’ (60’)  
Armor Class:  24 
Hit  Dice:   5 +  5 
At tacks:   4 (2 claws, bite, tail)  or 1 (weapon)  
Dam age:  1d4/ 1d4/ 1d4+ 1/ 1d3 or 2d6 
Save:   10 
Morale:   9 
Hoard Type:  XI V 
XP:   1,260 
 
Horned devils are 9’ tall,  scaly, and have rept ilian wings. I f 
unarm ed they at tack using their claws, bite, and tail all in the 
sam e round. Horned devils are only affected by + 1 or bet ter 
weapons. Their  tail inflicts 1d3 hp dam age, but  it  causes an 
infernal wound that  m ust  be bound or it  cont inues to openly bleed, 
dealing an ext ra 1 hp of dam age each turn and can only be healed 
by m agical m eans. They m ay also wield a large spiked chain that  
deals 2d6 hp dam age. Vict im s m ust  save versus spells or be 
stunned for a num ber of rounds equal to the dam age dealt . 
Horned devils have the following spell- like abilit ies, usable at  will:  
detect  magic, ESP, fear aura 5’ radius (as the fear spell) ,  
phantasm al force, produce flame, pyrotechnics, and gate (55%  
probability of success)  a horned devil. I n addit ion, horned devils 
m ay create a wall of fire once per day. This effect  deals three 
t imes the normal damage. 
 
 
I m p  ( Lesser  Dev i l )  

No. Enc.:  1 (1)  
Alignm ent :  Chaot ic 
Movem ent :  60’ (20’)  

Fly:  180’ (60’)  
Armor Class:  17 
Hit  Dice:   2 +  2 
At tacks:   1 ( tail)  
Dam age:  1d4 
Save:   15 
Morale:   8 
Hoard Type:  XI I I  
XP:   83 
 
These 2’ tall devils are blue-skinned and have bat - like wings, 
sm all horns, and a barbed tail.  These creatures are created from  
lem ures. They at tack with a poisonous tail that  deals 1d4 hp 
dam age and vict im s m ust  save versus poison or die. I m ps m ay 
polymorph self into any of the following forms:  large spider, 
raven, giant  rat , and boar. Only m agical weapons, or weapons 
m ade of silver, harm  im ps. I mps regenerate 1 hp per round. I mps 
save against  all m agical effects as if they have 7 HD. I mps have 
the following spell- like powers, usable at  will:  detect  good, detect  
m agic, and invisibilit y. One t im e per day they m ay m ake a 
suggest ion.  
 
I m ps as fam iliars:  So long as the imp and the m agic-user are 
within 1 m ile, the magic-user may access all of the imp’s senses, 
including 90’ infravision, and operates as if 1 level higher. I f they 
are further than 1 m ile apart , the magic-user operates as if 1 level 
lower. When they are within 10’ if one another the m agic-user 
receives + 2 to save against  all m agical effects. I n addit ion, he 
regenerates 1 hp per round. I f an imp fam iliar dies, the magic-
user loses 4 levels. I mps may use com mune once per week, 
allowing 6 quest ions. 
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I ce ( Gr eat er  d ev i l )  

No. Enc.:  1 (1d4)  
Alignm ent :  Chaot ic 
Movem ent :  60’ (20’)  
Armor Class:  23 
Hit  Dice:   11 
At tacks:   4 (2 claws, mandibles, tail)  or  1 (weapon)  
Dam age:  1d4/ 1d4/ 1d4/ 3d4 or 2d6 +  paralyzat ion 
Save:   9 
Morale:   11 
Hoard Type:  X, XI  
XP:   4,800 
 
These 12’ tall devils have a hum anoid/ insectoid body with 
mult ifaceted eyes and powerful mandibles on a mant is- like head. 
They live in an icy dem i-plane within the plane of order. I ce devils 
have ult raviolet  vision, and regenerate 1 hp per round, and are 
only affected by + 2 or bet ter weapons. They at tack with their  
claws, m andibles, and a barbed tail.  They also have spears that  
inflict  2d6 hp damage and vict ims m ust  save versus paralyzat ion 
or be afflicted with such num bing cold they are slowed for 3d6 
rounds. I ce devils have the following spell- like abilit ies, usable at  
will:  detect  invisibility, detect  magic, fear aura 10’ radius (as the 
fear spell) ,  f ly, polym orph self,  wall of ice, and gate (60%  
probability of success)  an ice devil.  
 
 
Lem u r e 

No. Enc.:  0 (5d6)  
Alignm ent :  Chaot ic 
Movem ent :  30’ (10’)  
Armor Class:  12 
Hit  Dice:   3 
At tacks:   1 (claws)  
Dam age:  1d4 
Save:   16 
Morale:   6 
Hoard Type:  None 
XP:   95 
 
These sagging, 5’ tall humanoid creatures are pathet ic slaves of 
the devilish hordes. They were evil hum ans, but  have been 
t ransformed into the lowest  of the devils. Lemures are m indless 
and cannot  comm unicate, but  they are sensit ive to telepathic 
messages from  other devils, t ypically obeying a devil’s m ental 
com mands. They are often used as fodder in bat t les, and as slaves 
for labor. They regenerate 1 hp per round. They have the sam e 
im m unit ies as undead, and cannot  be perm anent ly k illed except  
by holy m ater ials such as holy water. Certain rare lem ures develop 
a sinister intellect , and these beings m ay be prom oted to higher 
devilish ranks. 
 
 
Pi t  Fien d  ( Gr eat er  d ev i l )  

No. Enc.:  1 (1d3)  
Alignm ent :  Chaot ic 
Movem ent :  60’ (20’)  

Fly:  150’ (50’)  
Armor Class:  22 
Hit  Dice:   13 
At tacks:   2 (weapons)  or 1 ( tail)  
Dam age:  1d6+ 6/ 1d6+ 6 or 2d4 
Save:   7 
Morale:   10 
Hoard Type:  I I ,  X 
XP:   5,100 
 
Pit  fiends are 12’ tall,  bat -winged and red-skinned devils. They are 
very high ranked in devilish society, and part icular ly cunning pit  
fiends have been known to ascend to arch-devil status. They wield 
two swords with scythe- like t ips that  deal 1d6+ 6 hp dam age each. 
They may also at tack with their const r ict ing tail that  deals 2d4 hp 
dam age each round. Pit  fiends regenerate 2 hp per round, and are 

only affected by + 2 or bet ter weapons. They have the following 
spell- like abilit ies, usable at  will:  detect  invisibility , detect  m agic, 
hold person, polymorph self, produce flam e, pyrotechnics, and 
wall of fire. Once per day pit  f iends can either gate another it  fiend 
(65%  probability of success)  or 1d3 barbed devils (70%  
probabilit y of success) . Also, once per day pit  fiends m ay use 
sym bol of pain. 
 
 
Dj in n i  

No. Enc.:  1 (1)  
Alignm ent :  Neut ral 
Movem ent :  90’ (30’)  
 Fly:  240’ (80’)  
Armor Class:  14 
Hit  Dice:   7 +  1 
At tacks:   1 ( fist ) , see below 
Dam age:  2d8/ 2d6 
Save:   12 
Morale:   12 
Hoard Type:  None 
XP:   1,700 
 
Although they look like taller , majest ic hum ans, dj inn are actually 
an intelligent  k ind of air  elem ental. Dj inn m ay only be affected by 
magic and magical weapons. Dj inn have several spell- like abilit ies, 
and they can use each of them 3 t im es a day. They have four 
creat ion abilit ies, including create food and water (cast  as a cler ic 
of 7th level) , create tem porary objects of m etal ( the softer  the 
metal the longer it  lasts, gold lasts 24 hours while iron lasts 1 
round, and 100 lbs maximum) , create permanent  goods ( items 
m ade of wood, rope, and other kinds of softer goods of 100 lbs 
m axim um ), and create illusion (as phantasm al force, but  the 
effect  is perm anent  unt il touched or dispelled) . Dj inn can also take 
on a gaseous form  or m ake them selves invisible.  
 
Finally, dj inn can assum e the form of a whir lwind after 5 rounds of 
preparat ion. I t  has a 10’ diameter at  it s base, is 70’ high, and is 
20’ in diam eter at  it s top end. When in whir lwind form , the dj inn 
may move 120’ (40’) . The whir lwind deals 2d6 hit  points of 
dam age to all beings that  it  contacts. Beings with 2 or fewer HD 
m ust  m ake a saving throw versus death or are thrown 10’ away.  
 
A dj inn may also at tack with powerful punches that  inflict  2d8 hit  
points of dam age. Dj inn are very st rong, and are able to t ransport  
600 lbs easily . They may t ransport  a maxim um of 1,200 lbs for a 
period of 3 turns. However, after this period a dj inni will have to 
spend 1 full turn rest ing. 
 
 
Dog  

  W ar   W ild  
No. Enc.:  0 (0)   4d4 (4d4)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  120’ (40’)  150’ (50’)  
Armor Class:  13  12 
Hit  Dice:   2 +  2  1 +  1 
At tacks:   1  1 
Dam age:  2d4  1d4 
Save:   17  18 
Morale:   11  7 
Hoard Type:  None  None 
XP:   35  15 
 
War:  These dogs are bred and t rained for com bat . They will follow 
the com m ands of their  owner, and likely will fight  to the death. 
War dogs are som et im es equipped with leather arm or. 
 
Wild:  Wild dogs are feral dogs that  have taken up a pack lifesty le 
and tend to live on the outskirts of human society, either in the 
count ry or in the slums of towns. 
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Dop p elg an g er  

No. Enc.:  1d6 (1d6)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
Armor Class:  14 
Hit  Dice:   4 
At tacks:   1 
Dam age:  1d12 
Save:   15 
Morale:   10 
Hoard Type:  XVI I I  
XP:   190 
 
Doppelgangers are st range beings that  are able to take on the 
shapes of those they encounter. They can im itate the shape of a 
hum anoid up to 7’ tall.  I n its natural form , the creature is 5 ½ ’ tall 
and looks m ore or less hum anoid, but  slender and frail,  with 
gangly lim bs and half- form ed features. The flesh is pale and 
hair less. I ts large, bulging eyes are yellow with slit ted pupils. A 
doppelganger’s appearance is deceiving even when it ’s in it s t rue 
form . A doppelganger is hardy, with a natural agility not  in 
keeping with it s frail appearance. Doppelgangers m ake excellent  
use of their  natural m im icry to stage ambushes, bait  t raps, and 
infilt rate hum anoid society. They will often t ry to kill the person 
they im itate, so to then at tack a group by surprise. Doppelgangers 
revert  to their  natural form s when slain. They are imm une to the 
effects of charm  and sleep spells. 
 

 
 
Dr ag on  

Ancient , highly intelligent , t reasure loving, and dangerous are all 
character ist ics of dragons. They are a very old race of intelligent  
rept iles, which reproduce by laying eggs. They are com pletely 
carnivorous, and each race of dragon em ploys a part icular kind of 
breath weapon at tack. The races of dragons are ident ified by their  
predom inant  hide color , preferred clim ate, and alignment . Dragons 
are a long- lived race, and individuals can live for over a hundred 
thousand years.  
 
Because of their  long history, dragons seldom take not ice of the 
lesser insignif icant  intelligent  races, and v iew them as pr im it ive 
upstarts. Nonetheless, dragons are ext remely intelligent  and value 
their  own lives. To this end, dragons will bargain and even 
surrender to characters to save their  lives or otherwise r ichly 
benefit . Dragons have imm ense egos, and even the m ost  evil 
dragon m ay stop to listen to the pleas or praise of a soon to be 
lunch. Dragons of differ ing alignm ent  will interact  with other 
intelligent  creatures in different  ways. Neut ral dragons may or 
may not  converse with characters, depending on the 
circum stances. Lawful dragons are m ore likely to aid a good party 
or a party on a noble m ission. Chaot ic dragons will likely at tempt  
to dest roy a party on sight , unless there is something to be gained 
by exercising rest raint .  
 
Dr ag on  Br eat h  W eap on s:  Dragons are able to produce a 
powerful at tack with a breath weapon. Dragons' breath at tacks 

deal a num ber of hp dam age equal to their  total num ber of hp 
when the at tack occurs (not  necessar ily their  maximum hp) . The 
classic breath at tack is the fire from  a “ fire-breathing dragon,”  but  
different  dragons breathe different  kinds of effects. All breath 
weapons are usable 3 t im es per day. Unless the situat ion prevents 
it ,  dragons will tend to use their  breath weapon as their  init ial 
at tack when confronted with com bat . Dragons will use their breath 
weapons about  50%  of the t im e on all subsequent  rounds of 
combat , and if the breath weapon is not  employed they will at tack 
with two claws and a bite at tack.  
 
A dragon’s breath at tack can have one of three potent ial shapes, 
cloud shaped, cone shaped, and linear. All cloud-  
shaped breath effects occupy an area that  is 20’ high, 50’ long, 
and 40’ wide. Cone-shaped effects begin with a width of 2’, and 
spread out  in a cone shape to a variable m axim um  length, but  the 
term inal end of a cone is always 30’ wide. Linear breath at tacks 
have the sam e 5’ width for their  ent ire lengths (100’) . 
All creatures that  find themselves the vict ims of a breath at tack 
m ay at tem pt  a saving throw versus breath at tack. Success 
indicates that  only half of the normal hit  point  damage is done. 
Dragons are imm une to the effects of their  own breath at tack, as 
well as the sam e kind of breath at tack from  other dragons. They 
are further im m une to ordinary instances of a sim ilar nature to 
their  at tack. For instance, a gold dragon is im m une to all ordinary 
fire and the fire breath of all other dragons. However, dragons will 
sustain half dam age from  m agical based at tacks that  are sim ilar to 
the nature of their  breath at tacks. A blue dragon, for instance, will 
not  suffer dam age from  a natural lightning st r ike, but  will suffer 
half dam age from  spell lightning bolt .  
 
Let  Sleep in g  Dr ag on s Lie:  When a dragon is encountered in its 
lair , or otherwise in a locat ion on the ground, there is a chance 
that  the dragon will be asleep when stumbled across. Dragons are 
an ancient , long- lived race, and as such they operate on a 
different  schedule than hum anoids. Dragons may sleep in a safe 
locat ion for days and weeks if left  undisturbed. The percentage 
chance that  a dragon will be asleep when found is provided on the 
Addit ional Dragon I nform at ion table. For one round, opponents 
m ay at tack a sleeping dragon and receive a bonus of + 2 to all 
at tack rolls. The dragon will be roused this round regardless of 
whether at tacks actually m ake contact , and com bat  will progress 
on the second round as norm al. Or, m ore accurately, with the 
dragon’s full fury. 
 
Dr ag on  Sp eech  Cap ab i l i t y :  The m ore powerful the dragon type, 
the greater probability that  any given m em ber of that  type has the 
capabilit y to speak. All dragons that  can speak know com m on, 
dragon, and their alignm ent  language. They m ay also cast  m agic-
user/ elf spells. Refer to the Addit ion Dragon I nform at ion table for 
the probability of speech and the spells available to dragons. 
 
Dr ag on  Su r r en d er :  Som et im es opponents seek to subdue 
dragons, so that  they m ay be enslaved or bargained with. Any 
characters that  wish to subdue a dragon m ust  announce that  they 
are at tacking without  intent  to kill.  All hand weapons with a blade 
m ay be em ployed to deal blunt  blows with the flat  of the blade. 
Com bat  and dam age are calculated normally, not ing how m uch 
dam age is “ subdue”  dam age. When a dragon reaches “0”  hit  
points due to subdue dam age, it  is knocked unconscious and will 
surrender to the characters for the t im e being. Note that  a dragon 
will always wish for its freedom, and unless rest rained or 
otherwise under dire threat  a dragon will m ake every effor t  to 
escape when the chance presents itself. Characters m ust  choose 
to at tem pt  to gain a service from  a dragon, or sell it  to a buyer if 
one can be found. As a general rule, a dragon m ay be sold, at  
m ost , for a num ber of gold pieces equal to 1,000 x the dragon’s 
maximum hit  points.  
 
Dr ag on  Ag e, H i t  Dice, an d  Tr easu r e:  The qualit ies presented 
for dragons assum e that  the dragon is a m ature adult . However, 
the hit  dice should be adjusted +  or – 3 hit  dice if the dragon is 
old or young, respect ively. Older dragons are not  only m ore 
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powerful, but  since they are older they have likely accum ulated a 
larger t reasure hoard. Old dragons may have up to twice the 
am ount  of listed t reasure, while young dragons m ay only have 
about  half of the listed t reasure. 
 
  Black   Blu e    
No. Enc.:  1d4 (1d4)  1d4 (1d4)   
Alignm ent :  Chaot ic  Neut ral 
Movem ent :  90’ (30’)   90’ (30’)   

Fly:  240’ (80’)  240’ (80’)  
Armor Class:  17  19 
Hit  Dice:   7  9 
At tacks:   - - -  3 or 1 (2 claws, 1 bite, or breath)  - - -  
Dam age:  1d4+ 1/   1d6+ 1/  
1d4+ 1/   1d6+ 1/   
2d10  3d10 
Save:   10  8   
Morale:   8  9 
Hoard Type:  XV  XV 
XP:   1,490  3,100 
 
 
  Gold   Gr een    
No. Enc.:  1d4 (1d4)  1d4 (1d4)   
Alignm ent :  Lawful  Chaot ic   
Movem ent :  90’ (30’)   90’ (30’)     

Fly:  240’ (80’)   240’ (80’)   
Armor Class:  21  18 
Hit  Dice:   11  8 
At tacks:   - - -  3 or 1 (2 claws, 1 bite, or breath)  - - -  
Dam age:  2d4/ 2d4/  
6d6 
Save:   6  9  
Morale:   10  9  
Hoard Type:  XV  XV  
XP:   3,600  2,060 
 
 
  Red   W h i t e   
No. Enc.:  1d4 (1d4)  1d4 (1d4)  
Alignm ent :  Chaot ic  Neut ral  
Movem ent :  90’ (30’)   90’ (30’)    

Fly:  240’ (80’)   240’ (80’)   
Armor Class:  20  16  
Hit  Dice:   10  6  
At tacks:   - - -  3 or 1 (2 claws, 1 bite, or breath)  - - -  
Dam age:   
Save:   7  11  
Morale:   10  8  
Hoard Type:  XV  XV  
XP:   3,100  1,070  
 
 
  Sea 

No. Enc.:  0 (1d4)  
Alignm ent :  Neut ral 
Movem ent :  180’ (60’)   

Fly:  (swim  and fly)  
Armor Class:  18 
Hit  Dice:   8 
At tacks:    
Dam age:   
Save:   10 
Morale:   9 
Hoard Type:  XV 
XP:   2,060 
 
 
 
 
 
 
 

  Br ass   Br on ze  

No. Enc.:  1d4 (1d4)  1d4 (1d4)  
Alignm ent :  Lawful  Lawful 
Movem ent :  120’ (40’)  90’ (30’)  

Fly:  240’ (80’)  240’ (80’)  
Armor Class:  2  0 
Hit  Dice:   7  9 
At tacks:   - - -3 or 1 (2 claws, 1 bite, or breathe) - - -  
Dam age:  1d4/ 1d4/ 4d4 1d6/ 1d6/ 4d6 
Save:   10  8 
Morale:   9  9 
Hoard Type:  XV  XV 
XP:   1,490  3,100 
  
  
  Cop p er   Si lv er  

No. Enc.:  1d4 (1d4)  1d4 (1d4)  
Alignm ent :  Lawful  Lawful 
Movem ent :  90’ (30’)   90’ (30’)  

Fly:  240’ (80’)  240’ (80’)  
Arm or Class:  1  -1 
Hit  Dice:   8  10 
At tacks:   - - -3 or 1 (2 claws, 1 bite, or breathe) - - -  
Dam age:  1d4/ 1d4/ 5d4 1d6/ 1d6/ 5d6 
Save:   9  7 
Morale:   9  10 
Hoard Type:  XV  XV 
XP:   2,060  3,100 
 
 

Dr ag on  

Co lo r  

 

Hab i t a t  

Pr ob ab i l i t y  

Asleep  

Pr ob ab i l i t y  

o f  Sp eech  

Black Marshes and 
Swam ps 

40%  30%  

Blue Plains and 
Deserts 

20%  40%  

Brass Deserts 50%  30%  
Bronze Lakes and 

Seas 
25%  60%  

Copper Rocky, Ar id 40%  45%  
Gold All 5%  100%  
Green Wooded 30%  30%  
Red Mountainous 10%  50%  
Silver  Mountainous 15%  75%  
White Cold 50%  10%  
Sea Ocean 40%  20%  
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  Sp el ls 

Av a i lab le  

Lev el  

Dr ag on  

Co lo r  
 

Br eat h e Ran g e, Sh ap e, an d  

Ty p e 

 

1  

 

2  

 

3  

 

4  

Black 60’ long, 5’ wide, linear, acid 5 -  -  -  
Blue 100’ long, 5’ wide, linear, 

lightning 
5 4 -  -  

Brass 70’ long, 20’ wide, cone, sleep 
50’ wide, 40’ long, cloud, fear  

3 2 -  -  

Bronze 100’ long, 5’ wide, linear, 
lightning 
20’ long, 30’ wide, cloud, 
repulsion 

2 2 1 -  

Copper 60’ long, 5’ wide, linear, acid 
30’ long, 20’ wide, cloud, slow  

3 2 -  -  

Gold 90’ long, 30’ wide, cone, fire 
50’ long, 40’ wide, cloud, 
chlor ine gas 

5 5 4 -  

Green 50’ long, 40’ wide, cloud, 
chlor ine gas 

4 3 -  -  

Red 90’ long, 30’ wide, cone, fire 4 4 3  
Silver  80’ long, 30’ wide, cone, cold 

50’ wide, 40’ long, cloud, 
paralyze 

2 2 2 1 

White 80’ long, 30’ wide, cone, cold 4 -  -  -  
Sea 20’ diam eter gob, poison 

spit t le 
4 3 -  -  

 

Met a l l i c Dr ag on s:  Many metallic dragons have two breathe 
weapons. For exam ple, a gold dragon is able to breathe chlor ine 
gas as a green dragon and fire as a red dragon, but  nonetheless 
can ut ilize a breath at tack only 3 t im es per day. I n addit ion, all 
gold and silver  dragons are able to polymorph them selves into any 
anim al or hum anoid form  at  will. 
 
Sea Dr ag on s:  The breath at tack of a sea dragon is a giant  20’ 
diam eter gob of poisonous spit t le. A vict im  st ruck must  save 
versus breath at tack or die. Note that  this poison is no longer 
potent  1 round after the breath at tack is m ade. These dragons 
stay almost  exclusively in the water, but  may glide over the 
surface of water for a durat ion of 6 rounds. These dragons live in 
underwater caverns, where they hoard t reasure from  sunken 
vessels. They will never be found asleep above water . 
 

 

Dr ag on , Ch r om at ic 

No. Enc.:  1 (1)  
Alignm ent :  Chaot ic 
Movem ent :  60’ (20’)  

Fly:   180’ (60’)  
Armor Class:  19 
Hit  Dice:   16 hp per head, 8 HD for the body (18 HD)  
At tacks:   6 (5 bites, tail)  
Dam age:  As head/ 1d6+ poison 
Save:   3 
Morale:   10 
Hoard Type:  XV x4 
XP:   5,250 
Rum ors abound of a type of a powerful all- fem ale race of dark 
(and possibly dem onic)  dragons that  spawn all other dragons of 
chaos or evil bent . A chrom at ic dragon is 60’ long and has one 
head type of each of the following dragons:  black, blue, green, 
red, and white. Each head m ay bite in a round, dealing dam age 
equivalent  to that  dragon’s bite dam age. I n addit ion, each head 
m ay deliver the appropriate breath weapon type, one per round, 
once per day. Each head m ay cast  2 spells a day of the spell level 
indicated below:  
 
Head Type Spell Level 
Black  1st  level 
Blue  2nd level 
Green  3rd level 
Red  4th level spells 
White  5th level spells 
 
These creatures also at tack with a st inger- t ipped tail for 1d6 
dam age. Vict ims m ust  addit ionally save versus poison or die. Each 
of the chrom at ic dragon’s heads can suffer 16 hp dam age before 
becom ing lifeless, but  they regenerate in 24 hours. I f all heads are 
dest royed or the body is injured to 0 hp the dragon dies. 
Chrom at ic dragons are 90%  likely per head color to have one 
adult  dragon of that  type present  as a com panion. Only three 
known chromat ic dragons are thought  to be st ill liv ing, Lahamu, 
Kishar, and Damgul. 
 
 
Dr ag on  Tu r t le  

No. Enc.:  0 (1)  
Alignm ent :  Chaot ic 
Movem ent :  30’ (10’)  
 Swim :  90’ (30’)  
Armor Class:  21 
Hit  Dice:   30 
At tacks:   3 (2 claws, bite)  
Dam age:  1d8/ 1d8/ 1d6x10 
Save:   3 
Morale:   10 
Hoard Type:  XV 
XP:   9,500 
 
This fearsom e, m assive beast  is a m agical hybrid of dragon and 
giant  tur t le. I t  has the large shell of a tur t le, but  the arms, legs, 
head, and tail of a dragon. I t s rough, deep green shell is much the 
sam e color as the deep water  the m onster favors, and the silver 
highlights that  line the shell resemble light  dancing on open water . 
The turt le’s legs, tail,  and head are a lighter green, flecked with 
golden highlights. The lair  of these creatures will always be below 
water in subm erged caverns. They hoard wealth from  ships that  
have sunk to the bot tom of the sea. Dragon turt les have powerful 
claw and bite at tacks, but  also have a breath weapon that  is 
usable 3 t im es per day. The breath weapon is a hot  blister ing 
steam  cloud that  is 90’ long and 30’ wide. Hit  points of dam age 
inflicted is equal to the dragon tur t le’s current  hit  points, and a 
vict im  m ay save versus breath at tack for half dam age. 
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Dr ag on n e 

No. Enc.:  1 (1)  
Alignm ent :  Neut ral 
Movem ent :  150’ (50’)  

Fly:  90’ (30’)  
Armor Class:  17 
Hit  Dice:  9 
At tacks:   3 or 1 (2 claws, bite or roar)  
Dam age:  1d8/ 1d8/ 3d6 
Save:   12 
Morale:   9 
Hoard Type:  I X, XX, VI I I  
XP:   2,800 
 
A dragonne has the head of a lion and the body of a brass dragon. 
I t  possesses huge claws and fangs, and large eyes, usually the 
color of it s brass scales. A dragonne is about  12’ long and weighs 
about  700 pounds. A dragonne’s wings are useful only for short  
flights, carry ing the creature for 1 to 3 turns at  a t im e. 
Nevertheless, it  uses it s wings effect ively in bat t le. I f opponents 
at tempt  to charge or encircle it ,  the dragonne simply takes to the 
air  and finds a m ore defensible posit ion. A dragonne can loose a 
devastat ing roar. All creatures except  dragonnes within 120’ must  
succeed in a save versus paralyze or suffer weakness. Those 
within 30’ are deafened. These effects last  2d6 rounds. 
 
 
Dr y ad  

No. Enc.:  0 (1d6)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  14 
Hit  Dice:   2 
At tacks:   Charm  
Dam age:  0 
Save:   17 
Morale:   6 
Hoard Type:  XI X 
XP:   29 
 
Shy, intelligent , and resolute, dryads are as elusive as they are 
allur ing. A dryad’s delicate features are m uch like a fem ale elf’s, 
though her f lesh is the color of bark, and her hair  is the color of a 
canopy of leaves that  changes color with the seasons. Although 
they are generally solitary, up to six dryads have been 
encountered in one place on rare occasions. A dryad is united by 
spir it  to a part icular t ree, and if this t ree is ever killed the dryad 
will be k illed as well. Dryads may physically  join with their  t rees, 
effect ively disappearing. A dryad may not  venture more than 240’ 
from  her t ree, or she will die after 1 turn. Dryads have the innate 
ability to charm  person. They will somet im es use this ability if 
threatened, or if they take a part icular lik ing to an indiv idual. A 
vict im  m ust  succeed in a saving throw versus spells, or he goes to 
the dryad’s t ree and disappears within it .  Any indiv idual who does 
this is lost  forever. Dryads acquire t reasure from  past  v ict im s or 
infatuat ions, and store it  at  the base of their  t rees, underground 
below the roots. 
 
 
Dw ar f  

No. Enc.:  1d6 (5d8)  
Alignm ent :  Lawful, Neut ral 
Movem ent :  60’ (20’)  
Armor Class:  15 
Hit  Dice:   1 
At tacks:   1 (weapon)  
Dam age:  1d8 or weapon 
Save:   16 
Morale:   8 
Hoard Type:  XVI  
XP:   10 
 
This m onster list ing is for the typical NPC dwarf. Dwarves favor 

earth tones in their  clothing and prefer sim ple and funct ional garb. 
Their skin can be very dark, but  it  is always som e shade of tan or 
brown. Hair color can be black, gray, or brown. Dwarves average 
4 feet  tall and weigh as much as adult  humans. When encountered 
in a group of 20 or more, one leader will be present , whose level 
will be determ ined by rolling 1d6+ 2.  This leader m ay possess 
item s of magic, with a probability equal to 5%  per level of the 
leader per type of m agic item , except  for rods, wands, and staves, 
or scrolls. I n the presence of a leader, dwarves have m orale of 10 
rather than 8. Goblins are the m ost  reviled creatures to dwarves;  
dwarves will at tack goblins first  and ask quest ions later. 
 
Dw ar f , Du er g ar  

No. Enc.:  2d4 (1d00+ 100)  
Alignm ent :  Chaot ic 
Movem ent :  60’ (20’)  
Armor Class:  15 
Hit  Dice:   1 +  2 
At tacks:   1 (weapon)  
Dam age:  As weapon 
Save:   16 
Morale:   8 
Hoard Type:  VI , XX 
XP:   21 
 
Som et im es called gray dwarves, these evil beings dwell in the 
underwor ld. Most  duergar are bald (even the females) , and they 
dress in drab clothing that  is designed to blend into stone. 
Duergar have 120’ infravision, and suffer a -2 penalty to hit  in 
br ight  light  or sunlight . They war with other dwarves, even ally ing 
with other underworld creatures from  t im e to t im e. I n a group of 
duergar, 25%  of their  num ber will be 2nd level fighters. I n a 
group of 10 or m ore, there will be a 4th or 5th level fighter . 
Deurgars are m ost  usually arm ed with crossbows, short  swords, 
and/ or light  picks. There is a 25%  chance each will be wearing 
plate arm or. Duergar are very silent , and surprise opponents on 1-
3 on 1d6. They have the sam e saving throw bonuses as other 
dwarves, but  are completely imm une to poison and paralysis. I n 
their  lair , there will be an addit ional num ber of young equal to 
10%  of the adults. I n addit ion, there is a 75%  chance the lair  will 
have 1d4x100 slaves, consist ing of morlocks, dwarves, deep 
elves, orcs, goblins, kobolds, or som et im es other hum anoids. 
Duergar speak their  own language, dwarven, and the gesture 
language of drow. 
 
 

E 
Eag le, Gian t  

No. Enc.:  1d6 (1d20)  
Alignm ent :  Neut ral 
Movem ent :  30’ (10’)  

Fly:  480’ (120’)  
Armor Class:  12 
Hit  Dice:   4 
At tacks:   3 (2 claws, bite)  
Dam age:  1d6/ 1d6/ 2d6 
Save:   16 
Morale:   8 
Hoard Type:  XI , XXI I  (no coins)  
XP:   80 
 
The grand, giant  eagles have a 20’ wingspan. They nest  on large 
cliffs or other out  of the way rocky areas. Their eyesight  is so 
finely honed that  during the day they are im possible to surpr ise. 
I n addit ion to their  norm al claw and beak at tacks, giant  eagles 
m ay use a dive at tack that  deals 2d6 dam age per claw, with no 
beak at tack possible. They m ay instead opt  to carry away prey, 
and can carry up to 200 lbs. at  half their  norm al m ovement . When 
a nest  is encountered there is a 60%  chance that  there are 1d4 
young, otherwise there are a like num ber of eggs. Giant  eagles 
are intelligent , and have a kind fondness for elves and dwarves. 
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Ear  Seek er  

No. Enc.:  1d4 (1d4)  
Alignm ent :  Neut ral 
Movem ent :  10’ (3’)  
Arm or Class:  10 
Hit  Dice:   1 hp 
At tacks:   See below 
Dam age:  See below 
Save:   18 
Morale:   N/ A 
Hoard Type:  None 
XP:   5 
 
These sm all insect - like creatures spend m ost  of their  lives eat ing 
decaying wood and liv ing in the bark of fallen t rees or sim ilar 
environm ents. However, at  the end of their  lives they seek a 
warm -blooded host  to lay eggs. They will t ry  to crawl into an 
or ifice or cavity, such as the opening to the ears, where they 
deposit  1d8+ 8 eggs. The parent  exits the body and dies. 
Meanwhile the eggs hatch in 4d6 hours and proceed to consum e 
flesh. There is only a 10%  chance of the host ’s survival. The spell 
cure disease m ay be used to r id a host  of the parasites. 
 

 
 
Eel  

  Elect r i c   Gian t  
No. Enc.:  1d3 (1d3)  1d4 (1d4)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  120’ (40’)  90’ (30)   
Arm or Class:  10  13 
Hit  Dice:   2  5 
At tacks:   1 (bite)   1 (bite)  
Dam age:  1d4  3d6 
Save:   17  14  
Morale:   7  8 
Hoard Type:  None  None 
XP:   29  200 
 
  Sea 

No. Enc.:  1d6x10 
Alignm ent :  Neut ral 
Movem ent :  150’ (50’)  
Arm or Class:  11 
Hit  Dice:   1 – 1 
At tacks:   1 (bite)  
Dam age:  1 
Save:   18 
Morale:   7 
Hoard Type:  X, XI I , XI I I  
XP:   6 
 
Eels are aquat ic creatures that  usually only at tack when provoked. 
 
Elect r ic:  Once per turn an elect r ic eel m ay em it  an elect r ical 
discharge in a 15’ radius. The at tack deals 3d8 dam age to all 
beings within 5’, and 2d8 to those between 5’ and 10’, and 1d8 
beyond that  to the m axim um  range. These eels are 9’ long. 
 
Giant :  This giant  20’ long cousin to norm al eels lack an elect r ical 
at tack. 
 
Sea:  These 6’ long eels have bodies shaped like sea weed. They 
live in large colonies, inhabit ing sm all networks of tunnels (6”  or 
8”  in diam eter)  with open access to water. They have larger 
cham bers deeper in rock, which they decorate with shiny r iches. 
These eels at tack with a poisonous bite that  deals only 1 hp 
dam age, but  vict im s m ust  save versus poison or die. 

Ef r eet i  

No. Enc.:  1 (1)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
 Fly:  240’ (80’)  
Arm or Class:  16 
Hit  Dice:   10 
At tacks:   1 
Dam age:  2d8 
Save:   9 
Morale:   12 
Hoard Type:  None 
XP:   4,500 
 
Although they look like giant , dem onic beings, efreet  are actually 
an intelligent  k ind of fire elem ental. They m ay only be affected by 
m agic and m agical weapons. Efreet  have several spell- like 
abilit ies, and they can use each of them  3 t im es a day. They have 
four creat ion abilit ies, including create food and water (cast  as a 
cler ic of 7th level) , create tem porary objects of m etal ( the softer 
the metal the longer it  lasts, gold lasts 24 hours while iron lasts 1 
round, and 100 lbs m axim um ) , create perm anent  goods ( item s 
m ade of wood, rope, and other kinds of softer goods of 100 lbs 
m axim um ) , and create illusion (as phantasm al force, but  the 
effect  is perm anent  unt il touched or dispelled) . Efreet  can also 
m ake them selves invisible and m ake a wall of fire. They can 
becom e a flam e pillar that  inflicts 1d8 hit  points of dam age, and 
ignites com bust ible m aterials that  are within 5’. This form  m ay 
only be m aintained by an efreet i for 3 rounds. 
 
Efreet  resent  being sum m oned, and though they m ust  serve for 
101 days when properly com pelled, they will at tem pt  to twist  the 
m eaning of their  orders and obey them  to the let ter. Efreet  are 
enem ies of Dj inn, and will t ry to dest roy them  when encountered. 
 
Elem en t a l  

  Ai r   Ear t h  
No. Enc.:  1 (1)   1 (1)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  -    60’ (20) ’ 
 Fly:  360’ (120’)  
Arm or Class:  17/ 19/ 21 17/ 19/ 21 
Hit  Dice:   8/ 12/ 16  8/ 12/ 16 
At tacks:   See below See below 
Dam age:  - - - -  1d8 or 2d8 or 3d8 - - - -  
Save:   - - - - -  13 or 11 or 8 - - - - -  
Morale:   10  10 
Hoard Type:  None  None 
XP:   - - -  1,570/ 2,800/ 3,300 - - -  
 
  Fi r e   W at er  
No. Enc.:  1 (1)   1 (1)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  120’ (40) ’ 60’ (20’)  
 Swim :    180’ (60’)  
Arm or Class:  17/ 19/ 21 17/ 19/ 21 
Hit  Dice:   8/ 12/ 16  8/ 12/ 16 
At tacks:   See below See below 
Dam age:  - - - -  1d8 or 2d8 or 3d8 - - - -  
Save:   - - - - -  13 or 11 or 8 - - - - -  
Morale:   10  10 
Hoard Type:  None  None 
XP:   - - -  1,570/ 2,800/ 3,300 - - -  
 
Elem entals are liv ing beings made up of one of the four pr imary 
elem ents. They m ay be sum m oned in three different  ways, and 
any t im e an elem ental is sum m oned the sum m oner m ust  spend 
complete concent rat ion direct ing the elem ental. Elem entals will 
leave when dispelled, dest royed, or ordered to by the sum m oner. 
I f the sum m oner stops concent rat ing or loses concent rat ion due to 
being st ruck or  taking other act ions, the elem ental will at tack him  
and anyone in-between it  and the sum m oner. Only m agic and 
m agical weapons can harm  elem entals. 
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There are three different  power levels of elementals, and the type 
present  will be determ ined by the m eans used to sum mon them . 
Any elem ental sum m oned with a staff is the weakest  of the three, 
having AC 2, HD 8, and DG 1d8. Any elemental sum moned with 
other m iscellaneous m agic items has AC 0, HD 12, and DG 2d8. 
Elementals summoned with a spell have AC –2, HD 16, and DG 
3d8. 
 
 
Air Elem entals:  For every hit  die possessed by an air  elem ental, it  
will have a diameter of ½ ’ and be 2’ high. For instance, an air  
elem ental sum moned by a spell would be 32’ high and have a 
diam eter of 8’. Their appearance is that  of a twir ling air  m ass. I f a 
being of fewer than 2 HD is caught  in the twir ling mass, it  is 
carr ied away, barr ing a successful saving throw versus death. Any 
aerial vict im  will suffer an ext ra 1d8 hit  points of dam age from  an 
air elemental.  
 
 
Earth Elem entals:  For every hit  die possessed by an earth 
elem ental, it  will be 1’ high. For instance, an earth elem ental 
sum m oned by a spell would be 16’ high. Their appearance is that  
of a giant  hum anoid m ade of earth. Any vict im  standing on the 
ground will suffer an ext ra 1d8 hit  points of dam age from  earth 
elem entals. Earth elementals are unable to m ove through water 
that  has a width greater than an elem ental’s height . 
 
 
Fire Elem entals:  For every hit  die possessed by a fire elemental, it  
will have a diameter of 1’ and be 1’ high. For instance, a f ire 
elem ental sum moned by a spell would be 16’ high and have a 16’ 
diam eter. Their appearance is that  of a giant  pillar of flame. Any 
vict im  that  uses cold-based at tacks will suffer an ext ra 1d8 hit  
points of dam age from  fire elem entals. Fire elem entals are unable 
to m ove through water that  has a width greater than an 
elem ental’s diameter. 
 
 
Water Elementals:  For every hit  die possessed by a water 
elem ental, it  will have a diam eter of 2’ and be ½ ’ high. For 
instance, a water elem ental sum moned by a spell would be 8’ high 
and have a 32’ diam eter. Their appearance is that  of a large m ass 
of watery waves. Any vict im  that  is standing in, or submerged in, 
water suffers an ext ra 1d8 hit  points of dam age from  water 
elem entals. Water elementals may not  be further than 60’ from  a 
source of water. 
 
 
Elep h an t  

No. Enc.:  0 (1d20)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  14 
Hit  Dice:   9 
At tacks:   2 or 1 (2 tusks or t rample)  
Dam age:  2d4/ 2d4 or 4d8 
Save:   10 
Morale:   8 
Hoard Type:  None 
XP:   2,400 
 
Massive herbivores of t ropical lands, elephants are unpredictable 
creatures, but  nevertheless are som et im es used as m ounts or 
beasts of burden. I f elephants have enough distance between 
them  and a foe, they will com m it  to a charge to score double 
damage with their tusks. When in close combat , they may at tempt  
to at tack with tusks or at tem pt  to t rample, preferr ing to t rample 
with a roll of 1-3 on 1d4. Elephants have a + 4 to their  at tack roll 
when at tempt ing to t rample an opponent  that  is smaller or 
approxim ately equal to the size of a hum an. Although elephants 
do not  keep t reasure, the ivory from  tusks is valuable and each 
tusk is worth 1d6x100 gp. 
 

 
 
El f  

No. Enc.:  1d4 (2d12)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  15 
Hit  Dice:   1 +  1 
At tacks:   1 (weapon)  
Dam age:  1d8 or weapon 
Save:   17 
Morale:   8 
Hoard Type:  XVI I I  
XP:   15 
 
This m onster list ing is for the typical NPC elf.  Elves average 5 feet  
tall and are slight  of build. They prefer colorful clothes, usually 
with a green-and-gray cloak that  blends well with the colors of the 
forest . When encountered in a group of 20 or m ore, one leader will 
be present , whose level will be determ ined by rolling 1d6+ 1.  This 
leader m ay possess item s of m agic, with a probability equal to 5%  
per level of the leader per type of m agic item . I n the presence of a 
leader, elves have m orale of 10 rather than 8. 
 
El f ,  Deep  

No. Enc.:  1d10 (4d12)  
Alignm ent :  Neut ral (evil)  
Movem ent :  120’ (40’)  
Armor Class:  14 
Hit  Dice:   1 
At tacks:   1 (weapon)  
Dam age:  As weapon 
Save:   17 
Morale:   7 
Hoard Type:  XX 
XP:   10 
 
Deep elves are a degenerate race of subterranean elves, and are 
all albinos. I t  is said they followed an evolut ionary path of 
savagery, as opposed to drow which retained sophist icated 
culture. They have 90’ infravision, and suffer -2 to hit  when in 
sunlight  or other br ight  light . I n a village there will be a leader 
that  is a 3rd level fighter with 12 hp. I n addit ion, there will be a 
1st  level magic-user. Deep elves are hated enem ies of morlocks, 
and constant ly war with them  for terr itory. Deep elves are 
som et im es enslaved by drow, and horr ibly abused by them  
because they are viewed as weak and infer ior. 
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El f ,  Dr ow  

No. Enc.:  2d4 (5d10)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Armor Class:  15 
Hit  Dice:   2 
At tacks:   1 or 2 (weapon)  
Dam age:  As weapon 
Save:   16 
Morale:   10 
Hoard Type:  V x 5, XI  x 2 
XP:   38 
 
Also known as dark elves, drow are a depraved and evil dem on-
worshipping subterranean offshoot . White is the m ost  com m on 
hair color am ong drow, with ebony skin and eyes a viv id red. Like 
other elves, they tend to be 5’ tall and slight  of build. They have 
120’ infravision, and if abrupt ly exposed to light  are blinded for 1 
rounds. I n addit ion, when in br ight  light  including sunlight  they 
suffer -2 to hit  and -2 to DEX. Drow have keen hearing and are 
surpr ised only on 1 on 1d8;  they always m ove silent ly with 90%  
efficiency. Drow typically at tack with short  swords or afar with 
darts which are coated with poison. Vict ims m ust  save versus 
poison at  -4 or  fall unconscious for 1d4 turns. Drow can use the 
following spell- like abilit ies once per day:  dancing lights, darkness, 
and faerie fire. All drow save versus m agical effects with a + 2. I n 
addit ion, drow of 4th level or higher have the following spell- like 
abilit ies once per day:  detect  m agic, know alignment , and levitate. 
Finally, fem ale drow are m ore powerful than m ales, and once per 
day have the abilit ies of clairvoyance, detect  lie, dispel magic, and 
suggest ion. I n a group of 10 or m ore, a m ale 3rd level fighter will 
be present .  
 
I n a group of 20 or m ore, a fem ale cler ic/ fighter of 6th level will 
be present . I f m ore than 30 are encountered, a fem ale 
cler ic/ fighter of 7th or 8th level will be present , and a male 
fighter/ m agic-user of 4th or 5th level will be present . There is a 
5%  chance per level that  a drow has a m agic item . 
 
Et t in  

No. Enc.:  1d2 (1d4)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Armor Class:  16 
Hit  Dice:   10 
At tacks:   2 (club, club)  
Dam age:  2d8/ 3d6 
Save:   12 
Morale:   9 
Hoard Type:  XI X 
XP:   1,700 
 
Et t ins are dir ty creatures that  wear tat tered skins and often use 
wicked weapons, such as barbed clubs. They share som e affinity 
to orcs, witnessed in their pig- like faces. Et t ins are large, 
nocturnal creatures that  live below ground. They have two heads, 
each of which cont rols one arm . The r ight  side is slight ly 
dom inant , and can cause 3d6 dam age whereas the left  can inflict  
2d8. Et t ins are seldom surpr ised (1 on 1d6)  because one head or 
the other is usually keeping watch. 
 
Ey e, Float in g  

No. Enc.:  1d12 (1d12)  
Alignm ent :  Neut ral 
Movem ent :  300’ (100’)  
Armor Class:  10 
Hit  Dice:   1d4 hp 
At tacks:   0 
Dam age:  0 
Save:   18 
Morale:   6 
Hoard Type:  None 
XP:   6 

These bizarre fish are 1’ long and t ransparent  except  for their  
single large eye. Creatures looking at  the eye must  succeed in a 
saving throw versus paralyzat ion or be hypnot ized (stunned)  and 
unable to m ove. There are always large aquat ic predators near 
float ing eyes, ready to at tack the prey. The float ing eyes then feed 
on fallen m orsels. 
 
 
Ey e o f  t h e Deep  

No. Enc.:  1 (1)  
Alignm ent :  Chaot ic 
Movem ent :  60’ (20’)  
Armor Class:  14 
Hit  Dice:   10-12 
At tacks:   3 (2 claws, bite)  
Dam age:  2d4/ 2d4/ 1d6 
Save:   10 
Morale:   8 
Hoard Type:  X 
XP:   3,800 
 
These aggressive, evil intent ioned creatures have the bodies of 5’ 
wide orbs dom inated by a cent ral eye and large serrated m outh. 
The eye of the deep is thought  to be a distant  relat ive of the eye 
of terror, for it s appearance is that  of said creature. Hundreds of 
sm all seaweed- like brist les hang from  the bot tom  of it s body. Two 
large crab- like pincers prot rude from  its body, and two long, thin 
eyestalks sprout  from  the top of its orb. Eyes of the deep are 
typically found only in the deepest  parts of the ocean, where they 
float  slowly, searching for prey. They at tack using eye rays, and 
then they grasp an opponent  with pincer- like claws and subject  
vict ims to a bite at tack. Each of the creature’s eye stalks can 
produce a m agical ray once per round. The creature can aim  both 
of its eye rays in any direct ion. The eyes have the following 
powers:  
Hold Person:  Left  eye—the target  m ust  succeed on a saving throw 
versus spells or be affected as though by the spell. An eye of the 
deep will use this ray early in a fight  so as to disable it s 
opponents. 
 
Hold Monster :  Right  eye—the target  must  succeed on saving 
throw versus spells or be affected. This is used in the same 
m anner as the hold person ray. 
 
Phantasm al Force:  By com bining the rays of both eyes, the eye of 
the deep can replicate the spell phantasmal force. 
 
Stun:  An eye of the deep’s cent ral eye can, once per round, 
produce a cone of stunning energy extending st raight  ahead from  
its front  to a range of 30’, with a 20’ diam eter at  the term inal end. 
Creatures in the area m ust  succeed on a saving throw roll versus 
paralyze or be stunned for 2d4 rounds.  
 
 
Ey e, Ten t acled  

No. Enc.:  1 (1)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
Armor Class:  15 ( tentacles 14)  
Hit  Dice:   14-16 
At tacks:   8 or 1 ( tentacles or bite)  
Dam age:  1d8 per tentacle or 2d6 
Save:   10 
Morale:   10 
Hoard Type:  VI I , I X, XI V 
XP:   4,200 
 
Sages believe the tentacled eye is a very distant  relat ive of the 
horr ible eye of terror. These creatures have 15’ wide orb- like 
bodies, a large tooth- filled m outh, and three elephant ine legs. 
Their bodies are covered with eyes, and they m ay not  be 
surpr ised. They have a disturbingly incongruent  canine- like nose, 
and eight  octopus- like tentacles. Tentacled eyes m ay at tack any 
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single opponent  with 4 tentacles at  a t ime, and may divide at tacks 
so that  they can at tack up to 8 opponents, one for each tentacle, 
each round. Each tentacle is m assive and deals 1d8 crushing 
damage. A successful hit  means the vict im  is entangled and will 
suffer an addit ional 1d8 dam age per round unt il either the tentacle 
is severed or the creature is killed.  
 
Tentacles m ay be at tacked individually, and have an AC of 5 and 
2d6+ 4 hp. A tentacle regenerates in 2d4 days. Creatures being 
const r icted at tack with a -2 penalty to hit . The tentacled eye m ay 
also pull const r icted creatures toward it s m outh, where it  bites for 
2d6 hp dam age. Vict ims m ust  succeed in a saving throw versus 
poison or become liv ing husks with dead brains, wait ing to be 
completely devoured. Curat ive spells cannot  cure this condit ion, 
but  if a v ict im  is fully dead a raise dead or resurrect ion spell will 
revive him  normally. 
 
 
Ey e o f  Ter r o r  

No. Enc.:  1 (1)  
Alignm ent :  Chaot ic 
Movem ent :  60’ (20’)  
Armor Class:  19 (body) , 17 (cent ral eye) , 16 (eye stalks)  
Hit  Dice:   10-12 
At tacks:   3 (2 tentacles, bite)  
Dam age:  1d6/ 1d6/ 2d4 
Save:   8 
Morale:   9 
Hoard Type:  VI I , I X, XI V 
XP:   7,300 
 
These highly intelligent  cave or dungeon dwelling evil cousins to 
eyes of the deep likewise have the bodies of 5’ wide orbs 
dom inated by a cent ral eye and large serrated m outh. However, 
rather than br ist les, hundreds of small tentacles hang from  the 
bot tom  of its body. I nstead of pinchers, eyes of terror have two 3’ 
long tentacles ending in a spiked squid- like sucker appendage that  
can grasp like a hand. These appendages can slap opponents for 
1d6 hp dam age, and v ict ims m ust  save versus poison or die. The 
eye of terror m oves around with a permanent ly act ive form  of 
levitat ion. The cent ral eye possesses 30%  of the creature’s total 
hp and has an independent  AC of 2. Each eyestalk has AC 3 and 
1d6+ 8 hp. Dest royed eyestalks regenerate in seven days. I n 
addit ion to the cent ral eye, each of the eye of terror ’s eight  
eyestalks have a special power. Note that  these creatures may use 
four eyestalks and the cent ral eye at  the same t ime against  
opponents direct ly in front  of the eye of terror. I f there are 
addit ional at tackers from  other direct ions, other eyes m ay be 
em ployed against  them  as well. The eyes have the following 
powers:  
 
Cent ral Eye:  Flesh to stone cone ray, 30’ long and 20’ 
diam eter at  the term inal end. 
Eye 1:  Slow as the spell 
Eye 2:  Polym orph other as the spell 
Eye 3:  Hold m onster as the spell 
Eye 4:  Sleep as the spell 
Eye 5:  Hold person as the spell 
Eye 6:  Stun ray, 40’ long, as the power word, stun spell 
Eye 7:  Telekinesis as the spell 
Eye 8:  Feeblem ind as the spell 
 
 
 
 
 
 
 
 
 
 

F 
Fer r et , Gian t  

No. Enc.:  1d8 (1d12)  
Alignm ent :  Neut ral 
Movem ent :  150’ (50’)  
Armor Class:  14 
Hit  Dice:   1 +  1 
At tacks:   1 (bite)  
Dam age:  1d8 
Save:   18 
Morale:   8 
Hoard Type:  None 
XP:   15 
 
Giant  ferrets are m uch like their smaller kin, but  average 3’ long. 
They are often t rained to hunt  giant  verm in, but  their  
temperamental personalit ies make them dangerous, as they 
occasionally turn on their  m asters. 
 
Fish , Gian t  

  Cat f i sh   Pi r an h a  
No. Enc.:  0 (1d2)   0 (2d4)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  -   -  
 Swim :  90’ (30’)   150’ (50’)  
Armor Class:  15  13 
Hit  Dice:   8 +  3  3 +  3 
At tacks:   5 (bite, 4 feelers)  1 (bite)  
Dam age:  2d8/ 1d4 (each 1d8 Feeler)  
Save:   15  16 
Morale:   8  7 
Hoard Type:  None  None 
XP:   620  65 
 
  Rock f ish  St u r g eon  
No. Enc.:  0 (2d4)   0 (1)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  -   -  
 Swim :  180’ (60’)  180’ (60’)  
Armor Class:  12  19 
Hit  Dice:   5 +  5  10 +  2 
At tacks:   4 (spines)  1 (bite)  
Dam age:  1d4x4 (each  2d10 spine) , poison 
Save:   15  14 
Morale:   8  9 
Hoard Type:  None  None 
XP:   460  1,700 
 
Giant  Cat fish:  These scaleless, ash-colored fish are both predators 
and scavengers. They can at tack with their whisker- like feelers 
and a bite. The giant  cat f ish reaches a length of about  15’. 
 
Giant  Piranha:  These giant  f ish live in warm , m oving water , and 
can reach a length of 5’. They will at tack nearly anything that  
m oves, and if blood is scented they will feed at  a feverish pace, 
never having to check for m orale. Note that  as m any as 8 giant  
piranhas m ay at tack a single vict im  at  a t im e. 
 
Giant  Rockfish :  These giant  f ish are passive but  deadly. They 
closely resem ble the rocky sea surface that  they call hom e, and 
blend in well since there is only a 30%  chance that  an observer 
will recognize the fish is present . The giant  rockfish will at tack if 
threatened, and it s deadly spines are also poisonous, requir ing a 
saving throw versus poison, or the vict im  dies. Should a being 
touch a rockfish due to m istaking it  for it s surroundings, it  is 
st ruck by all four spines with no at tack roll required. 
 
Giant  Sturgeon:  These im m ense gray scaly fish can reach a length 
of 30’. I f their  at tack roll is equal to or greater than 18, a vict im  is 
swallowed. A being that  is swallowed takes 2d6 hit  points of 
dam age per round inside the giant  sturgeon’s belly. I n addit ion, if 
a vict im  does not  succeed in a saving throw versus paralyze, he is 
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paralyzed. Otherwise, he m ay at tack the sturgeon from  the inside 
with a –4 to the at tack roll versus an effect ive AC 7. 
 
Fl ig h t less Bi r d  

No. Enc.:  2d10 (2d10)  
Alignm ent :  Neut ral 
Movem ent :  180’ (60’)  
Armor Class:  12 
Hit  Dice:   1-3 
At tacks:   1 (bite or claws)  
Dam age:  1d4 or 2d4 
Save:   17 
Morale:   8 
Hoard Type:  None 
XP:   10, 20, 50 
 
This category of animal includes large flight less birds ranging in 
size from  the smallest , the rhea, to the emu, and to the largest , 
the ost r ich (with correspondingly higher HD) . 
 
Fly , Gian t  Car n iv o r ou s 

No. Enc.:  1d6 (2d6)  
Alignm ent :  Neut ral 
Movem ent :  90’ (30’)  
 Fly:  180’ (60’)  
Armor Class:  13 
Hit  Dice:   2 
At tacks:   1 (bite)  
Dam age:  1d8 
Save:   18 
Morale:   8 
Hoard Type:  VI  
XP:   29 
 
The dreaded giant  carnivorous fly is 3’ long. They have m arkings 
that  make them appear sim ilar to giant  killer bees. The giant  
carnivorous fly  preys upon these bees, and is imm une to their 
poisonous st ing. However, they also prey upon anim als and 
hum anoids. These giant  flies skulk in shadows, wait ing for  vict ims, 
and surpr ise on 1-4 on 1d6. These carnivorous flies som et im es 
jum p to a distance of 30’ to at tack. They at tack by bit ing v ict im s 
with their  form idable m andibles.  
 
Fr og , Gian t  

  Gian t   Ki l ler   
No. Enc.:  5d8 (5d8)  3d6  
Alignm ent :  Neut ral  Neut ral  
Movem ent :  30’ (10’)   60’ (20’)   

Swim :  90’ (30’)   120’ (40’)  
Armor Class:  12  11  
Hit  Dice:   1-3  1 +  4   
At tacks:   1 (bite)   3 (2 claws, bite)   
Dam age:  1d3, 1d6, 2d4 1d2/ 1d2/ 1d4+ 1  
Save:   16  18  
Morale:   7  7  
Hoard Type:  None  None  
XP:   13, 29, 65 21  
 
  Po ison ou s 

No. Enc.:  2d6 
Alignm ent :  Neut ral 
Movem ent :  30’ (10’)  

Swim :  90’ (30’)  
Armor Class:  11 
Hit  Dice:   1 
At tacks:   1 
Dam age:  1 
Save:   18 
Morale:   7 
Hoard Type:  None 
XP:   13 
 
Giant :  Giant  frogs inhabit  swam ps, r ivers, lakes, ponds or  other 

bodies of water. Three different  sizes are categorized here, 2’ long 
and 50 lbs. (1 HD) , 4’ long and 150 lbs (2 HD) , and 6’ long and 
250 lbs (3 HD) . Much like their  giant  toad cousins, giant  frogs 
blend into their  environm ent , surpr ising opponents on 1-4 on 1d6. 
Giant  frogs can leap 180’ (60’)  and at tack the same round. They 
often at tack by extending their im mensely long tongues that  are 
three t im es as long as their bodies, to st r ike with + 4 on the at tack 
roll. I f the vict im  fails to at tack the tongue before the next  round, 
he is drawn to the m outh of the frog and bit ten for an amount  of 
dam age dependent  on the frog’s size. I f the vict im  weighs m ore 
than the frog but  not  twice as much, he m ay at tack the tongue an 
addit ional t im e before being dragged. Vict im s weighing m ore than 
twice the weight  of the frog are nor dragged. I n addit ion to these 
at tacks, giant  frogs have a swallow at tack, and are able to swallow 
hum an-sized opponents or smaller . Swallowed creatures suffer 
1d6 dam age from  digest ion per round. 
 
Killer:  Killer frogs are 2’ long and at tack with vicious claws and a 
bite. They crave hum an flesh, and at tack with no provocat ion. 
 
Poisonous:  These 1’ long frogs are not  aggressive, but  at tack if 
provoked. I ts bite is poisonous, as is its skin from  m erely a touch. 
Vict im s exposed to the poison m ust  save versus poison with a + 4 
bonus or die. 
 
Fu n g i , V io le t  

No. Enc.:  1d4 (1d4)  
Alignm ent :  Neut ral 
Movem ent :  10’ (3’)  
Armor Class:  12 
Hit  Dice:   3 
At tacks:   1-4 
Dam age:  See below 
Save:   15 
Morale:   8 
Hoard Type:  None 
XP:   80 
 
Violet  fungi are 4’ to 7’ tall,  resem ble shr iekers, and are often 
found growing am ong them . A violet  fungi’s colorat ion ranges 
from  purple overall to dull gray or violet  covered with purple 
spots. A violet  fungus flails about  with it s 1d4 tentacles at  liv ing 
creatures that  com e within its reach of 1’ to 4’ per tentacle. The 
tentacles ooze a rot - inducing slim e, causing a vict im  to save 
versus poison or after one round rot  into a corpse. I f the spell cure 
disease is cast  on the round imm ediately after the at tack, the 
effect  is avoided. 
 

G 
Gar g oy le 

No. Enc.:  1d6 (2d4)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
 Fly:  150’ (50’)  
Armor Class:  14 
Hit  Dice:   4 
At tacks:   4 (2 claws, bite, horn)  
Dam age:  1d3/ 1d3/ 1d6/ 1d4 
Save:   15 
Morale:   11 
Hoard Type:  XX 
XP:   500 
 
Gargoyles are dem onic-appearing beasts that  are m agical in 
nature, and m ay only be harmed by enchanted weapons or m agic. 
They have large bat - like wings, horns, fangs, fearsom e claws, and 
skin the color of gray stone. Although they are not  great ly 
intelligent , they m ake up for this with the sly nature of eff icient  
predators. 
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Gas Sp or e 

No. Enc.:  1d3 (1d3)  
Alignm ent :  Neut ral 
Movem ent :  30’ (10’)  
Armor Class:  10 
Hit  Dice:   1 hp 
At tacks:   1 
Dam age:  See below 
Save:   19 
Morale:   12 
Hoard Type:  None 
XP:   6 
 
From  a distance greater than 10’, the gas spore is 90%  likely to 
be m istaken for an eye of terror. There is a 30%  chance of 
m istaking the spore for an eye of terror even when up close. The 
gas spore is actually a fungus, and is not  related to the eye of 
terror, but  it  resem bles one m ost  uncannily. When a gas spore 
contacts a liv ing creature, it  injects poisonous rhizom es into the 
foe and the gas spore drops dead. After just  one round, the 
rhizomes grow in the whole v ict im ’s body. An infected creature 
dies in 24 hours and 2d4 gas spores em erge from  its body. A cure 
disease spell cast  on an affected creature before it  dies dest roys 
the rhizomes.  I f a gas spore is st ruck for a single point  of 
dam age, it  explodes in a v iolent  blast  of gas that  deals 6d6 points 
of dam age to all creatures within a 30’ radius. A successful save 
versus wands reduces the dam age by half. 
 
 
Gelat in ou s Cu b e 

No. Enc.:  1 (0)  
Alignm ent :  Neut ral 
Movem ent :  60’ (20’)  
Armor Class:  11 
Hit  Dice:   4 
At tacks:   1 
Dam age:  2d4 +  see below 
Save:   15 
Morale:   12 
Hoard Type:  VI I  
XP:   245 
 
The nearly t ransparent  gelat inous cube t ravels slowly along 
dungeon corr idors and cave floors, absorbing carr ion, creatures, 
and t rash. I norganic m ater ial rem ains t rapped and visible inside 
the cube’s body. A typical gelat inous cube is 10 feet  on a side, 
though m uch larger specimens are not  unknown. The t ranslucent  
appearance of the gelat inous cube m akes characters surprised on 
a surpr ise check roll of 1-4 on 1d6. A gelat inous cube at tacks by 
slamm ing its body into it s prey to engulf foes. This at tack deals 
2d4 hit  points of dam age, and an opponent  m ust  succeed in a 
saving throw versus paralyze or becom e paralyzed for 2d4 turns. 
The spell cure light  wounds causes a character to regain 
movement , but  this use does not  heal hit  points with the same 
cast ing. Subsequent  at tacks against  a paralyzed foe always hit .  
Gelat inous cubes are im mune to the effects of lightning and cold-
based at tacks. They take normal dam age from  weapons and fire-
based at tacks. 
 
 
Gh ast  

No. Enc.:  1d6 (1d6)  
Alignm ent :  Chaot ic 
Movem ent :  150’ (50’)  
Armor Class:  15 
Hit  Dice:   4 
At tacks:   3 (2 claws, bite)  
Dam age:  1d4/ 1d4/ 1d8 
Save:   16 
Morale:   9 
Hoard Type:  VI I I ,  I X, XI , XXI  
XP:   190 
 

These despicable undead creatures resem ble ghouls, and are often 
found with them . However, ghasts are m uch m ore powerful. Their  
bite induces paralysis for 2d4 turns unless a successful saving 
throw versus paralyze is m ade;  this paralysis is potent  even to 
elves. I n addit ion, ghasts have a horr ible rot t ing stench, and any 
beings within 10’ m ust  save versus poison or becom e horr ibly sick 
and vom it ing, suffer ing -2 to hit  in combat . Ghasts represent  such 
a powerful evil that  protect ion from  evil is ineffect ive against  them  
unless com bined with powdered iron. Cold iron weapons deal twice 
norm al dam age against  ghasts. 
 
 
Gh ou l  

No. Enc.:  1d6 (2d8)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
Armor Class:  13 
Hit  Dice:   2 ( turn as 3 HD)  
At tacks:   3 (2 claws, bite)  
Dam age:  1d3/ 1d3/ 1d3 +  see below 
Save:   17 
Morale:   9 
Hoard Type:  XXI  
XP:   47 
 
Form erly hum an, but  now flesh-eat ing undead m ocker ies of their  
form er existence, ghouls are fearsom e enem ies of all things liv ing. 
Ghouls at tack with claws and a vile bite. Any successful at tack 
requires the opponent  to at tempt  a saving throw versus paralyze, 
or becom e paralyzed for 2d4 turns. This paralysis m ay be cured 
with cure light  wounds. Elves are im m une to the paralysis of 
ghouls, and the paralysis cannot  take effect  on hum anoids larger 
than ogres. Ghouls will at tem pt  to paralyze all members of a 
group, so that  they can feast  on their  helpless bodies at  leisure. All 
hum ans slain by ghouls r ise again in 24 hours as ghouls, unless 
the spell bless is cast  upon their bodies. Ghouls are turned on the 
Turning Undead Table as undead of 3 HD, but  the amount  turned 
is calculated norm ally for 2 HD undead. 
 
 
Gh ost  

No. Enc.:  1 (1)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
Armor Class:  19 (11)  
Hit  Dice:   10 
At tacks:   1 
Dam age:  See below 
Save:   11 
Morale:   10 
Hoard Type:  I X, XI X 
XP:   3,100 
 
These incorporeal, ethereal beings are the animated spir its of 
horr ibly evil hum ans. I n life their  evil was so great  as to at t ract  
otherwor ldly at tent ion, and the powers preserved their  being as 
ghosts after death. Ghosts are so terr ify ing that  any being seeing 
one ages 10 years and flees as with a fear spell for 2d6 turns. A 
save versus spells negates the effect . The divine confidence 
belonging to cler ics of 6th level or higher m akes them im mune. 
Beings of 8 HD or levels receive a + 2 bonus to save. Ghosts 
usually at tack via m agic jar within a range of 60’. Ghosts m ay be 
at tacked direct ly, whether physically or by spell, only by beings 
that  are also ethereal or on the ethereal plane. I f at tacked on the 
ethereal plane ghosts have an AC of 8. A ghost  m ay also part ially 
m aterialize and at tack a vict im  physically. A successful at tack ages 
a vict im  by 1d4x10 years. Beings k illed in this manner may not  be 
reincarnated, raised or resurrected. 
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Gian t  

  Hi l l          St on e  Fr ost  
No. Enc.:  1d4 (2d4)        1d2 (1d6)    1d2 (1d4)  
Alignm ent :  Chaot ic              Neut ral     Chaot ic 
Movem ent :  120’ (40’)        120’ (40’)   120’ (40’)  
Arm or Class:  15         15      15 
Hit  Dice:   8         9        10 +  1 
At tacks:   1         1             1 
Dam age:  2d8         3d6 4d6 
Save:   12         10           8 
Morale:   8         9           9 
Hoard Type:  - - - - - - -  XVI I I  +  5,000 gp - - - - - - -  
XP:   560         1,700 1,700 
 
  Fi r e          Clou d  St o r m  
No. Enc.:  1d2 (1d3)        1d2 (1d3)    1 (1d3)  
Alignm ent :  Chaot ic         Neut ral Lawful 
Movem ent :  120’ (40’)        120’ (40’)   150’ (50’)  
Arm or Class:  15         15  17 
Hit  Dice:   11 +  2         12 +  3 15 
At tacks:   1         1      1 +  see below 
Dam age:  5d6         6d6 8d6 
Save:   7         6  3 
Morale:   9         10           10 
Hoard Type:  - - - - - - -  XVI I I  +  5,000 gp - - - - - - -  
XP:   2,000            2,000 3,300 
 
Hill Giant :  I n m any ways hill giants resem ble larger ogres, 
including having eyes r im med with red and often wielding som e 
bludgeoning weapon or a spear. They have skin of rust  brown or 
tan, with sim ilar ly colored rust  or black hair. They dress in anim al 
skins and are 12’ tall.  Hill giants enjoy pillaging human villages. 
 
Stone Giant :  Stone giants are part ially nam ed for their  stone- like 
complexions and iron colored eyes. Their  hair  is also dark-stone 
colored, som et im es with hints of blue. They are 14’ tall.  Whereas 
hill giants often use wooden clubs, stone giants prefer stone clubs 
and wear skins the color of stone. Stone giants can throw rocks to 
inflict  3d6 dam age to a range of 300’. They keep guards (50%  
chance) , which are typically bears (1d4 in num ber) . 
 
Frost  Giant :  Frost  giants have the overall appearance of giant , 18’ 
tall m uscled barbarians. They have pale yellow or blue eyes, with 
white hair  that  can likewise be t inged with yellow or blue. Frost  
giants get  their  nam e for their  love of the cold. They often live 
within frosty caverns, but  have the propensity to take up 
residence in cast les, as do som e of their  other giant  kin. This love 
of the cold is reflected in the fact  that  frost  giants are com pletely 
im mune to ill effects from  cold, including the bone-chilling breath 
of white dragons!  Frost  giants can throw rocks to inflict  3d6 
damage to a range of 200’. They keep guards, which are usually 
(1-8 on 1d10)  6d6 wolves, or  somet im es (9-10 on 1d10)  3d6 
polar bears. 
 
Fire Giant :  Fire giants’ hair  is the red and orange color of flam es, 
and their  skin is soot  black. Their teeth are flam e orange, and 
their  eyes red. They are 16’ tall.  They com m only wear arm or on 
their  broad shoulders. This arm or is usually brass, bronze, copper, 
or som et im es m ade from  the skin of red dragons. Fire giants live 
in cast les or large st ructures made of stone or dense fire-hardened 
earth. Like m ost  giants, f ire giants delight  in throwing rocks at  
enem ies. They can hit  a target  from  a distance of 200’ to inflict  
3d6 hit  points of dam age. When not  throwing rocks, fire giants 
wield large swords. Fire giants are im m une to fire-based at tacks, 
including the fire breath of a red dragon. They keep guards, which 
are usually (1-8 on 1d10)  3d6 hellhounds, or somet imes (9-10 on 
1d10)  1d3 hydras. 
 
Cloud Giant :  Cloud giants often dress in f lowing clothing and fancy 
jewelry. They have bronze to white hair , with skin in tones of blue 
ranging from  nearly white to cold, light  blue. They are 20’ tall.  
Cloud giants usually live in giant  cast les at  high elevat ions. When 
not  high up in the mountains, their cast les exist  on clouds given 

substance by m agic. Their st rong olfactory sense and sharp 
eyesight  m ake them  surprised on a roll of 1 on 1d6. Cloud giants 
keep various guards, and if the giants are liv ing on clouds the 
guards will be giant  hawks (3d6 in number) . I f liv ing in cast les on 
m ountains, the guards will be dire wolves (6d6 in num ber) . 
Although they often wield clubs, all cloud giants can throw rocks to 
inflict  3d6 dam age to a range of 200’. 
 
Storm  Giant :  There are two typical appearances of storm  giants, 
which are related to their  preference for environm ent . Those who 
choose to live under water are often of green hair , eyes and skin, 
while those above water have purple skin, eyes either purple or 
cloud gray, and blue- t inted black hair. Both kinds are 22’ tall.  
Storm  giants are the most  form idable of all giants. They live in 
rem ote locat ions;  about  60%  of the t im e they live on clouds like 
their cloud giant  cousins, and 30%  of the t ime in the mountains 
like their stone giant  relat ives. Som ewhat  m ore rarely, 10%  of the 
t ime storm  giants choose to live underwater. I n all cases, they live 
in im m ense, luxurious cast les. Like m ost  other giants, storm  
giants keep guards, and if liv ing above water will have 2d4 
gr iffons. However, storm  giants who have their  cast le abodes 
under water will instead have giant  crabs (3d6 in number) . Storm  
giants have the abilit y to sum m on thunderstorm s that  will arr ive 
after 1 turn. I n the presence of a thunderstorm , a storm  giant  is 
able to cast  a lightning bolt  1 t im e per 5 rounds. The hit  point  
damage inflicted is equal to the storm  giant ’s current  hit  point  
total, and a saving throw versus spells can reduce this dam age by 
50% . Storm  giants are im m une to all form s of lightning, even the 
lightning breath at tack of blue dragons. 
 
 
Gn o l l  

No. Enc.:  1d6 (3d6)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
Armor Class:  14 
Hit  Dice:   2 
At tacks:   1 (weapon)  
Dam age:  2d4 or weapon + 1 
Save:   17 
Morale:   8 
Hoard Type:  XI X 
XP:   47 
 
Gnolls are hyena-headed, dark humanoids that  wander in loose 
t r ibes. Most  gnolls have dir ty yellow or reddish-brown fur. A gnoll 
is a nocturnal carnivore, preferr ing intelligent  creatures for food 
because they scream m ore, though gnolls them selves are not  
part icular ly intelligent . Gnolls use a var iety of weapons, and 
receive a + 1 to dam age due to their  high st rength. I n any group 
of 20 gnolls, there is a leader who has 16 hit  points and is 
considered to have 3 HD for at tack purposes. 
 
 
Gn om e 

No. Enc.:  1d8 (5d8)  
Alignm ent :  Lawful, Neut ral 
Movem ent :  60’ (20’)  
Armor Class:  14 
Hit  Dice:   1 
At tacks:   1 (weapon)  
Dam age:  1d6 or weapon 
Save:   17 
Morale:   8 
Hoard Type:  XX 
XP:   10 
 
Gnom es stand 3’ to 3 ½ ’ tall and are slighter of build than 
dwarves. Their  skin color ranges from  dark tan to woody brown, 
their  hair  is fair , noses large, and their  eyes can be any shade of 
blue. Gnom e m ales prefer long beards. Gnom es generally  wear 
leather or earth tones, though they decorate their  clothes with 
int r icate st it ching or fine jewelry. These cousins to dwarves share 
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many of their  likes, and often live in vast  m ines looking for  
precious m etals and gem s. Their tendency to underground life has 
granted them  extended infravision to 90’. They have a fondness 
for cont rapt ions, and often employ crossbows and fight  hand- to-
hand with war ham m ers. Gnomes have a part icular hat red for 
kobolds, but  are none too fond of goblins. Dwarves, however, are 
t reated as welcom e relat ives.  
 
I n any group of 20 gnom es there is a leader who has 11 hit  
points. This leader at tacks with an at tack value of a m onster with 
2 HD. Gnom es are ruled by a grand chief, who is considered as a 
m onster of 4 HD, and has 18 hit  points. A grand chief is a 
part icular ly st rong gnom e, and receives a + 1 bonus to all dam age 
dealt . These chiefs have a sm all cont ingent  of 1d6 bodyguards, 
who are considered to at tack as m onsters of 3 HD and each has 
1d4 + 9 hit  points. When in the presence of the grand chief, all 
gnom es have an effect ive m orale of 10. 
 
 
Gob l in  

No. Enc.:  2d4 (6d10)  
Alignm ent :  Chaot ic 
Movem ent :  60’ (20’)  
Armor Class:  13 
Hit  Dice:   1 -  1 
At tacks:   1 (weapon)  
Dam age:  1d6 or weapon 
Save:   18 
Morale:   7 
Hoard Type:  I I I  (XX)  
XP:   5 
 
A goblin stands 3’ to 3 ½ ’ tall.  I ts eyes are usually dull and glazed, 
varying in color from  red to yellow. Their eyes som et im es flicker 
red in the dark. A goblin’s skin color ranges from  yellow through 
any shade of orange to a deep red;  usually all m em bers of a single 
t r ibe are about  the sam e color. Goblins wear clothing of dark 
leather, tending toward drab, soiled- looking colors. They spend 
m ost  of their  days underground, and as such suffer a –1 penalty 
to all at tack rolls when in full sunlight . They have a longer range 
of infravision, to 90’. Goblins are archenem ies of dwarves, who 
they hate above all other hum anoids, followed closely by their  
distaste for gnom es. 
 
Goblins often use dire wolves as m ounts, and 25%  of their  
num ber will be m ounted 20%  of the t im e. A goblin king is an 
except ional goblin, who at tacks like a monster of 3 HD, and all 
dam age dealt  receives a bonus of + 1. A goblin king is always 
accom panied by a loyal bodyguard, totaling 2d6 indiv iduals. The 
bodyguards each have 2d6 hit  points, and at tack as monsters with 
2 HD. All goblins in the presence of the goblin king have a m orale 
score of 9. The goblin lair  always has m ore t reasure (Hoard Type 
XX) , and there is equally m ore t reasure when encounter ing 
goblins in the wilderness. 
 
 
Golem  

  Am b er   Bon e   
No. Enc.:  1 (1)   1 (1)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  180’ (60’)  120’ (40’)  
Armor Class:  13  17 
Hit  Dice:   10  8 
At tacks:   3 (2 claws, bite)  4 (weapons)  
Dam age:  2d6/ 2d6/ 2d10 weapon type 
Save:   13  14 
Morale:   12  12 
Hoard Type:  None  None 
XP:   3,100  2,065 
 
 
 
 

  Br on ze   W ood  
No. Enc.:  1 (1)   1 (1)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  240’ (80’)  120’ (40’)  
Armor Class:  19  12 
Hit  Dice:   20  2 +  2 
At tacks:   1 ( fist )   1 ( fist )  
Dam age:  3d10, see below 1d8 
Save:   10  18 
Morale:   12  12 
Hoard Type:  None  None 
XP:   4,250  59 
 
  Clay   Flesh  
No. Enc.:  1 (0)   1 (0)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  60’ (20’)   90’ (30’)  
Armor Class:  12  10 
Hit  Dice:   11 9 
At tacks:   1 ( fist )   2 ( fists)  
Dam age:  3d10  2d8/ 2d8 
Save:   9  7 
Morale:   12  12 
Hoard Type:  None  None 
XP:   3,000  2,400 
   
  I r on   St on e  
No. Enc.:  1 (0)   1 (0)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  60’ (20’)   60’ (20’)  
Armor Class:  16  14 
Hit  Dice:   18  14 
At tacks:   1 ( fist )   1 ( fist )  
Dam age:  4d10  3d8 
Save:   6  8 
Morale:   12  12 
Hoard Type:  None  None 
XP:   5,250  4,200 
 
Golems are magically created automatons of great  power. 
Const ruct ing one involves the em ploym ent  of m ighty m agic. As 
such, they are created by except ionally powerful cler ics and 
m agic-users. The examples provided here are just  a few of the 
possible kinds. The GM m ay design new form s using the exam ples 
as guidelines. All golem s are unaffected by ordinary weapons. I n 
addit ion, golem s have no t rue intelligence, and are thus 
unaffected by hold, charm , or sleep spells. Since they are not  t ruly 
alive, they are unaffected by poison or gases. 
 
Am ber Golem :  These golem s are m ade of pet r ified t ree sap, and 
this golden stone is com m only form ed into the shape of dire 
wolves or large cats. They have the ability to detect  invisibilit y to a 
range of 60’, and are able to t rack any being. 
 
Bone Golem :  Though they m ay be m istaken for undead, these 
hum an-sized const ructs of bones are animated golem s. These 
golem s are usually given four arm s, and each m ay wield a weapon 
to at tack every round. They m ay direct  at tacks at  up to two 
opponents each round. I n addit ion to ordinary im m unit ies enjoyed 
by golem s, bone golem s are unaffected by elect r ical, fire, or cold-
based at tacks. 
 
Bronze Golem :  These giant  hum anoids are m ade of bronze, and 
have molten m etal inside them. Powerful fists deal 3d10 hp 
dam age. The touch of a bronze golem  inflicts 1d10 hp dam age, 
from  intense heat . When a bladed weapon st r ikes this golem, the 
at tacker suffers 2d6 hp of dam age as som e of the m olten m etal 
inside it  gushes forth. A saving throw versus death can be m ade to 
avoid this dam age ent irely.  
Wood Golem :  Wood golem s are about  the size of half lings, and are 
shaped from  wood. They are clum sy and suffer –1 to init iat ive. 
These golem s are part icular ly suscept ible to fire-based at tacks, 
and m ake saving throws with a penalty of –2. I n addit ion, for fire-



- 1 2 4 -   M I CROLI TE8 1  ADVANCED 1 .0  SI LVER 

based at tacks they take 1 m ore point  of dam age per dam age die 
rolled. 
 
Clay Golem :  These golem s are const ructed from  clay, and are 
usually hum anoids approxim ately 8’ tall.  Their powerful fists deal 
3d10 dam age, which can only be m agically healed by a cler ic of at  
least  17th level. Sharp weapons are ineffect ive against  clay 
golems. Only blunt  magical weapons cause dam age. Further, only 
the following spells affect  clay golem s:  disintegrate acts as a slow 
spell,  and deals only 1d12 hp dam age;  earthquake cast  on the 
golem  halts it  in it s t racks for one turn and deals 5d10 hp 
dam age;  m ove earth pushes a clay golem  backwards by 120’ and 
deals 3d12 hp dam age. 
 
Flesh Golem :  A flesh golem is not  an undead creature, though it  is 
som et im es m istaken for one since it  is typically cobbled together 
from  various deceased hum anoid body parts. Flesh golem s are 
im m ensely powerful, and can autom at ically break down m ost  
doors. They are able to deal 1 shp of dam age to a reinforced door 
or st ructure for every 3 rounds of at tacking it . Ordinary weapons 
of any kind are ineffect ive against  flesh golems. Likewise, all spells 
are ineffect ive except  heat  and cold-based spells, which act  to 
slow flesh golem s for 2d6 rounds. However, all elect r ical-based 
at tacks actually repair  dam age to flesh golem s at  a rate of 1 hp 
per 1 HD of dam age that  would otherwise have been afflicted. 
 
I ron Golem :  These 12’ tall iron beings are imm ensely powerful, 
and can deal 1 shp of dam age per round. I n addit ion to sm ashing 
with powerful fists, these golem s have a poisonous gas breathe 
at tack that  affects a 10’ cubed area in front  of the golem . 
Creatures within the area m ust  save versus poison or die. Only 
weapons at  least  + 3 or bet ter  can dam age iron golems. Spells are 
ineffect ive, except  for lightning bolt , which acts to slow the golem 
for 3 rounds. Fire-based m agical at tacks actually repair  dam age to 
an iron golem  at  the rate of 1 hp per 1 hp dam age that  would 
otherwise have been inflicted. 
 
Stone Golem :  Stone golem s have powerful fists that  can deal 1 
shp every other round. I n addit ion, stone golem s can cast  slow at  
an opponent  within 10’ every other round. Only weapons at  least  
+ 2 or bet ter can dam age stone golem s. Spells are ineffect ive, 
except  for rock to m ud, which acts to slow the golem  for 2d6 
rounds. Mud to rock repairs all dam age a stone golem  has 
suffered. I f stone to flesh is cast  on the golem , it  becom es 
suscept ible to all normal at tacks for 1 full round. 
 
 
Gor g on  

No. Enc.:  1d2 (1d4)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Armor Class:  17 
Hit  Dice:   8 
At tacks:   1 (gore or breath)  
Dam age:  2d6 or pet r ify 
Save:   11 
Morale:   8 
Hoard Type:  XVI I I  
XP:   1,060 
 
The gorgon resem bles a large bull with red scales. A typical 
gorgon stands over 6 feet  tall at  the shoulder and m easures 8 feet  
from  snout  to tail. I t  weighs about  4,000 pounds. Gorgons are 
nothing if not  aggressive. They at tack opponents on sight , 
at tem pt ing to gore or pet r ify them . I f a gorgon gets a running 
star t  to charge it  m ay gore with its horns for  double dam age. 
Gorgons have a breath at tack that  is a gas cloud 10’ wide and 60’ 
long. Any creature caught  in this cloud m ust  succeed in a saving 
throw versus pet r ify or turn to stone. A gorgon is unaffected by it s 
own breath at tack. Gorgons live on hills and prair ies. 
 
 
 

Gr ay  Ooze 

No. Enc.:  1 (1)  
Alignm ent :  Neut ral 
Movem ent :  10’ (3’)  
Armor Class:  11 
Hit  Dice:   3 
At tacks:   1 
Dam age:  2d8 
Save:   16 
Morale:   12 
Hoard Type:  None 
XP:   80 
 
Gray ooze can grow to a diam eter of up to 10 feet , and a 
thickness of about  6 inches. I t  resem bles dam p stone so closely 
that  it  can be m istaken for that  easily. A gray ooze st r ikes like a 
snake, slam m ing opponents with its body. A successful st r ike to 
an unarmored being deals 2d8 hit  points of dam age from  the 
acidic slim e that  covers it .  I f an opponent  is arm ored, whether the 
arm or is m agical or non-m agical, it  is dest royed 1 turn after a 
successful hit  from  the ooze, as the acid eats through it  viciously. 
I n either case, the ooze clings to an opponent  and once arm or is 
no longer a barr ier the resilient  acid cont inues to deal 2d8 hit  
points of dam age every round unt il it  can be neut ralized. Gray 
ooze is im m une to the effects of fire-based and cold-based 
at tacks. They take norm al dam age from  lightning and weapons. 
 
Gr ay  W or m  

No. Enc.:  1d3 (1d3)  
Alignm ent :  Neut ral 
Movem ent :  60’ (20’)  
Armor Class:  13 
Hit  Dice:   6 
At tacks:   1 (bite)  
Dam age:  1d8 
Save:   14 
Morale:   9 
Hoard Type:  XXI  
XP:   570 
 
These large, 30’ long gray worm s at tack with wide tooth- r im med 
m ouths. Gray worm s are able to swallow prey whole (swallow 
at tack)  on an at tack roll of 19 or 20. Any opponent  who is 
swallowed whole suffers 1d8 hit  points of dam age every round, 
and this cont inues unt il either the gray worm is killed or unt il the 
opponent  dies. The cramped quarters inside the belly of the worm  
prevent  at tack from  the inside by any weapon except  a dagger. 
At tacking a gray worm  from  inside its belly is difficult ,  and the 
at tacker suffers a -4 penalty. 
 
Gr een  Sl im e 

No. Enc.:  1 (0)  
Alignm ent :  Neut ral 
Movem ent :  3’ (1’)  
Arm or Class:  NA, no roll needed 
Hit  Dice:   2 
At tacks:   1 
Dam age:  See below 
Save:   18 
Morale:   12 
Hoard Type:  None 
XP:   38 
 
This animate, viscous green slim e feeds on plants, anim als, and 
m etals, including weapons and arm or, but  does not  digest  stone. 
Green slim e senses m ovem ents through subt le vibrat ions, and will 
drop from  high places onto vict im s to feed, or will cling to an 
opponent  who steps on it .  Once cover ing a v ict im , green slime will 
digest  all clothing and arm or in 6 rounds. The slime feeds so 
quickly that  after this period, in only 1d4 rounds after contact ing 
an animal’s (or  character ’s! )  bare skin, the slim e will com pletely 
digest  it ,  creat ing more slim e in its place. No magical revival is 
possible for a vict im  as nothing m aterial of the vict im  rem ains. 
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Green slime is impervious to most  at tacks, but  is suscept ible to 
fire. The slim e clings in such a way to m ake scraping it  off 
ineffect ive. Note that  if green slim e is burned while it  is on a 
character , the dam age from  the fire is divided evenly between the 
slim e and the character . Green slime is k illed instant ly by a cure 
disease spell.  
 
Gr i f f on  

No. Enc.:  0 (2d8)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
 Fly:  360’ (120’)  
Armor Class:  14 
Hit  Dice:   7 
At tacks:   3 (2 claws, bite)  
Dam age:  1d4/ 1d4/ 2d8 
Save:   12 
Morale:   8 
Hoard Type:  XVI I I  
XP:   440 
 
Griffons are powerful, m ajest ic creatures with the characterist ics 
of both lions and eagles. From nose to tail,  an adult  gr iffon can 
m easure as m uch as 8 feet . Neither m ales nor fem ales are 
endowed with a m ane. While their  rear body is that  of a lion, their  
front  legs, head, and wings are from  a giant  eagle. The broad, 
golden wings em erge from  the creature’s back and span 25’ or 
more. A gr iffon weighs about  500 pounds. Griffons are f ierce 
hunters with a taste for horse flesh. I f a horse is within 120’ of a 
gr iffon, the gr iffon will autom at ically at tack if it  fails a m orale 
check. Gr iffons are intensely protect ive of their  young, and will 
at tack any being that  com es near. Griffon eggs or young m ay be 
captured to be raised and t rained as m ounts. 
 
Gr oan in g  Sp i r i t  ( Ban sh ee)  

No. Enc.:  1 (1)  
Alignm ent :  Chaot ic 
Movem ent :  150’ (50’)  
Armor Class:  19 
Hit  Dice:   7 
At tacks:   1 
Dam age:  1d8 
Save:   12 
Morale:   10 
Hoard Type:  XXI I  
XP:   1,490 
 
This t ranslucent  figure resem bles a beaut iful elven female with 
delicate features. The groaning spir it  is the malevolent  spir it  of a 
fem ale elf that  is found haunt ing swam ps, fens, m oors, and other 
desolate places. Groaning spir its hate the liv ing and seek to 
dest roy whom ever they m eet . A groaning spir it  appears as a 
t ranslucent  im age of her former self. A groaning spir it ’s pr imary 
at tack is her keening, which m ay be em ployed 1 t im e per 24 
hours, but  only at  night . Any being within 30’ when the spir it  
keens m ust  save versus spells or die. I f a creature survives the 
keening at tack, the groaning spir it  at tacks with her incorporeal 
chill touch. The chill touch deals 1d8 cold dam age. Further, just  
the sight  of a groaning spir it  requires a successful save versus 
spells or the observer is affected with fear. Since these creatures 
are undead, they are imm une to sleep and charm  related m agic. 
Groaning spir it s are suscept ible to exorcism , which dest roys them . 
 
 
 
 
 
 
 
 
 

H 
Har p y  

No. Enc.:  1d6 (2d4)  
Alignm ent :  Chaot ic 
Movem ent :  60’ (20’)  
 Fly:  150’ (50’)  
Armor Class:  12 
Hit  Dice:   3 
At tacks:   3 (2 claws, weapon, see below)  
Dam age:  1d4/ 1d4/ 1d6, see below 
Save:   16 
Morale:   7 
Hoard Type:  XX 
XP:   80 
 
From the waist  up these monsters resem ble unsight ly wom en, and 
they have the legs and wings of giant  eagles. Harpies like to 
ent rance hapless t ravelers with their m agical songs and lead them 
to unspeakable torm ents. I f a character hears this m agical song, a 
saving throw versus spells m ay be at tem pted, and failure indicates 
the v ict im  has been charm ed. A successful saving throw grants the 
character im m unity to the effects of the song for the rest  of the 
encounter. Any being under the charm  of a harpy will at tem pt  to 
move close to them , and will not  make any at tacks. Only when a 
harpy has finished playing with it s new “ toys”  will it  release them 
from  suffer ing by killing and consum ing them. Harpies have an 
innate m agic resistance, and a + 2 saving throw bonus on all save 
rolls. 
 

 
 
Haw k  

  Or d in ar y  Gian t  
No. Enc.:  0 (1d6)   0 (1d3)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :   
 Fly:  480’ (160’)  450’ (150’)  
Armor Class:  11  13 
Hit  Dice:   1d4 hit  points 3 +  3 
At tacks:   1  1 
Dam age:  1d2  1d6 
Save:   18  16 
Morale:   7  8 
Hoard Type:  None  None 
XP:   5  65 
 
These predatory birds often glide through the air  watching for prey 
on the ground. They at tack, init ially , with a swoop that  inflicts 
double dam age if the opponent  is surpr ised. 
 
Ordinary Hawks:  These creatures are sim ilar to eagles but  slight ly 
sm aller:  1 to 2 feet  long, with wingspans of 6 feet  or less.  
 
Giant  Hawks:  Giant  hawks m ay be 3 to 5 feet  long, and are 
capable of at tacking larger prey of roughly hum an-sized or 
sm aller. Any being as sm all as a half ling m ay be grabbed and 
taken away. 
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Hel l  Hou n d  

No. Enc.:  2d4 (2d4)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Armor Class:  15 
Hit  Dice:   3 to 7 
At tacks:   1 (bite or breath)  
Dam age:  1d6 or see below 
Save:   16 to 12 
Morale:   9 
Hoard Type:  XX 
XP:   80/ 190/ 500/ 820/ 1,140 
 
Hell hounds are sly and intelligent . They are roughly the size of 
dire wolves, with red to red-brown fur. They are im m une to the 
effects of all non-m agical f ire. These dem onic hounds favor hot  
environm ents, and m ay be found around volcanic act iv ity, or with 
other creatures that  prefer hot  environm ents. They com m only 
take up residence in dungeons. Hellhounds will bite 70%  of the 
t ime for 1d6 hit  points damage, or breath fire 30%  of the t im e. 
The fire breath at tack deals 1d6 hit  points of dam age per hit  die 
the at tacking hell hound possesses. A successful saving throw 
versus breath at tack reduces the damage by half. Hell hounds will 
save as Fighters equal in level to their hit  die. They have an 
imperfect  abilit y to detect  invisibilit y to a range of 60’, with a 75%  
probability of detect ion. 
 
Her d  An im a ls 

No. Enc.:  0 (3d10)  
Alignm ent :  Neut ral 
Movem ent :  240’ (80’)  
Armor Class:  12 
Hit  Dice:   1 to 4 
At tacks:   1 (but t )  
Dam age:  1d4, 1d6, or 1d8 
Save:   18 to 17 
Morale:   5 
Hoard Type:  None 
XP:   10/ 20/ 50/ 80 
 
Herd anim als m ay be any of several kinds of anim als that  live in 
herds and are pr im ar ily grazing animals. Region and climate will 
determ ine which specific kind of grazing herd anim al is 
encountered. The following are som e typical kinds and their 
relat ive toughness:  antelope, deer, and goats (1 or 2 HD, 1d4 
but t ) ;  car ibou, cat t le, and oxen (3 HD, 1d6 but t ) ;  buffalo, elk and 
moose (4 HD, 1d8 but t ) . Usually only the m ales have horns or 
ant lers, and m ay at tack by but t ing an opponent . I n any large 
group of herd anim als there are 4 fem ales or young for every 1 
male. Note that  adult  males typically have 1d4 hit  points m ore 
than the norm al am ount , and all young have half the standard 
adult  hit  points. I n m ost  cases herd anim als will f lee from  
predators. Males will occasionally fight  to protect  the fem ales and 
young. 
 
Hip p ocam p u s 

No. Enc.:  2d4 (2d4)  
Alignm ent :  Lawful 
Movem ent :  240’ (80’)  
Armor Class:  14 
Hit  Dice:   4 
At tacks:   1 
Dam age:  1d4 
Save:   16 
Morale:   8 
Hoard Type:  None 
XP:   200 
 
This st range creature appears to be half horse and half fish. The 
front  half resem bles a sleek stallion with a flowing m ane and long, 
sleek legs ending in wide fins rather than hooves. The 
hindquarters are that  of a great  fish. I ts body is covered in fine 
scales in the fore parts and large scales elsewhere. Hippocampi 

scales vary in color from  ivory to deep green, with shades of blue 
and silver . Aquat ic races often tam e these animals, and they m ake 
fine steeds, for  they are st rong, swift , and very intelligent . A 
hippocam pus is about  8 feet  long and weighs about  600 pounds. 
Hippocam pi speak their own language. 
 
Hip p og r i f f  

No. Enc.:  0 (2d8)  
Alignm ent :  Neut ral 
Movem ent :  180’ (60’)  
 Fly:  360’ (120’)  
Armor Class:  14 
Hit  Dice:   3 +  1 
At tacks:   3 (2 claws, bite)  
Dam age:  1d6/ 1d6/ 1d10 
Save:   16 
Morale:   8 
Hoard Type:  None 
XP:   65 
 
Hippogriffs are aggressive f ly ing creatures that  combine features 
of horses and giant  eagles. They have the fore body and heads of 
giant  eagles and the hindquarters of horses. Voracious om nivores, 
hippogr iffs will hunt  hum anoids as readily as any other m eal. They 
have a part icular taste for pegasi m eat . A typical hippogriff is 9 
feet  long, has a wingspan of 20 feet , and weighs 1,000 pounds. 
Hippogriffs typically nest  high in the m ountains. I f captured when 
young, they can be t rained as m ounts. 
 
Hob g ob l in  

No. Enc.:  1d6 (4d6)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
Armor Class:  13 
Hit  Dice:   1 +  1 
At tacks:   1 (weapon)  
Dam age:  1d8 or weapon 
Save:   18 
Morale:   8 
Hoard Type:  XI X 
XP:   15 
 
Hobgoblins are larger cousins of goblins. Hobgoblins’ hair  color 
ranges from  dark reddish-brown to dark gray. They have dark 
orange or red-orange skin. Hobgoblins’ eyes are yellowish or dark 
brown, while their teeth are yellow. Their garm ents tend to be 
br ight ly colored, often blood red with black-dyed leather. Their 
weaponry is kept  polished and in good repair. Hobgoblins tend to 
reside below ground, but  often live or venture to the surface, and 
suffer no penalt ies to daylight  like their  smaller cousins. A 
hobgoblin king is an except ional hobgoblin, with 22 hp and he 
at tacks like a monster of 5 HD. All damage dealt  receives a bonus 
of + 2. A hobgoblin king is always accom panied by a loyal 
bodyguard, totaling 1d4 individuals. The bodyguards each have 
3d6 hit  points, and at tack as monsters with 4 HD. All hobgoblins in 
the presence of the hobgoblin king have a m orale score of 10. 
 
Hom u n cu lu s 

No. Enc.:  1 (0)  
Alignm ent :  See below 
Movem ent :  60’ (20’)  
Fly:  180’ (60’)  
Armor Class:  13 
Hit  Dice:   2 
At tacks:   1 (bite)  
Dam age:  1d3 
Save:   As creator  
Morale:   11 
Hoard Type:  None 
XP:   38 
 
A hom unculus is a m iniature 1 ½ ’ tall servant  created by a m agic-
user. These creatures are weak com batants but  m ake effect ive 
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spies, m essengers, and scouts. A hom unculus’s creator 
determ ines its precise features, but  they are always hum anoid and 
have bat - like wings. Hom unculi are lit t le m ore than tools designed 
to carry out  assigned tasks. They are extensions of their  creators, 
sharing the same alignm ent  and basic nature. A homunculus 
cannot  speak, but  the process of creat ing one links it  telepathically 
with its creator . A hom unculus m ay at tack by bite, and a v ict im  
m ust  save versus spells or sleep for 5d6 turns. 
I t  knows what  it s m aster knows and can convey to him  or her 
everything it  sees and hears, out  to a distance of 500’. A 
hom unculus never t ravels beyond this range willingly, though it  
can be rem oved forcibly. I f this occurs, the creature does 
everything in it s power to regain contact  with it s master. An at tack 
that  dest roys a hom unculus deals 2d10 points of dam age to its 
m aster . I f the creature’s m aster is slain, the hom unculus also dies, 
and its body swift ly m elts away into a pool of ichor. 
A hom unculus is shaped from  a m ixture of clay, m inerals, m agical 
herbs, and one pint  of the creator’s own blood. The m aterials cost  
2d4x100 gp. After the body is sculpted, it  is animated through an 
extended m agical r itual that  requires a specially prepared 
laboratory or workroom , sim ilar to an alchem ist ’s laboratory and 
cost ing 500 gp to establish. The following spells must  be cast  on 
the body dur ing the r itual:  arcane eye, ESP, and m ending. 
 
Hor se    

  Rid in g   W ar   Dr af t  
No. Enc.:  0 (1d10x10)  0  0 
Alignm ent :  Neut ral  Neut ral  Neut ral 
Movem ent :  240’ (80’)  120’ (40’)    90’ (30’)  
Armor Class:  12  12  12 
Hit  Dice:   2  3  3 
At tacks:   2 (2 hooves)  2 (2 hooves)  None 
Dam age:  1d4/ 1d4  1d6/ 1d6  None 
Save:   17  16  16 
Morale:   7  9  6 
Hoard Type:  None  None  None 
XP:   20  50  50 
 
Riding Horse:  Riding horses are smaller than other horses, and 
built  for speed and long-distance t ravel. Wild horses are the 
equivalent  of r iding horses. Horses can carry up to 300 lbs and 
move at  full m ovement , and they can carry a maximum of 600 lbs 
and have m ovem ent  halved. 
 
War Horse:  These horses have been bred to be st rong and sturdy 
in com bat , and will not  bolt  from  fr ight  as easily. These horses are 
m eant  for shorter distance t ravel. The r ider of a war horse m ay 
at tack with a charge, get t ing double dam age with a lance. A war 
horse can only run in this k ind of at tack, but  in subsequent  close 
at tacks the horse and r ider m ay at tack sim ultaneously. War 
horses can carry up to 400 lbs and move at  full movement , and 
they can carry a maximum of 800 lbs and have movement  halved. 
 
Draft  Horse:  This horse breed is the largest  of all,  and is bred to 
be a big, st rong laborer. Draft  horses can carry up to 450 lbs and 
move at  full m ovement , and they can carry a maximum of 900 lbs 
and have m ovem ent  halved. They do not  engage in com bat , but  
run away if at tacked or threatened. 
 
Hy d r a  

No. Enc.:  1 (1)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  14 
Hit  Dice:   5 to 12 
At tacks:   As head num ber 
Dam age:  1d10 per head 
Save:   15 to 11  
Morale:   9 
Hoard Type:  XXI  
XP:   As HD 
 
Hydras are rept ile- like m onsters with 1d8+ 4 heads. A hydra is 

gray-brown to dark brown, with a light  yellow or tan underbelly. 
The eyes are amber and the teeth are yellow-white. I t  is about  20 
feet  long and weighs about  4,000 pounds. Hydras have a number 
of hit  die equal to their num ber of heads. They have m axim um  hit  
points for their  hit  die. Each head at tem pts to bite an opponent  in 
a round, so the num ber of at tacks a hydra has each round is equal 
to the num ber of heads it  has. When a hydra has suffered 8 hit  
points of dam age, 1 head becom es useless. For each addit ional 8 
hp dam age, another head becom es useless, unt il all heads have 
been dest royed and the hydra dies. Hydras save as a Fighter equal 
in level to the hydra’s HD number. 
 
Aquat ic Hydra:  The aquat ic hydra is a variat ion of the standard 
hydra. I t  has all of the sam e character ist ics and abilit ies, but  has 
fins rather than legs and lives under water . 
 
The GM m ay create other variat ions of hydra. Som e possibilit ies 
include hydra that  can breathe fire for 8 hit  points of dam age per 
head, or bites that  have poisonous venom . 
 
Hy en a 

  Nor m al   Gian t  
No. Enc.:  2d6 (2d6)  2d4 (2d4)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  120’ (40’)  120’ (40’)  
Armor Class:  12  12 
Hit  Dice:   3  5 
At tacks:   1 (bite)   1 (bite)  
Dam age:  2d4  3d4 
Save:   17  15 
Morale:   9  9 
Hoard Type:  None  None 
XP:   50  200 
 
Hyenas are very aggressive pack anim als that  do not  give up on 
hunt ing prey easily. They have fierce bites, and devour alm ost  all 
of a carcass since they are capable of digest ing m ost  bone. 
 

I  
I n sect  Sw ar m  

No. Enc.:  1 swarm  (3 swarms)  
Alignm ent :  Neut ral 
Movem ent :  30’ (10’)  
 Fly:  60’ (20’)  
Armor Class:  12 
Hit  Dice:   2 to 4 
At tacks:   1 
Dam age:  2 hit  points 
Save:   18 
Morale:   11 
Hoard Type:  None 
XP:   29/ 65/ 135 
 
An insect  swarm  is a large swarm  of small insects, such as bees, 
ants, wasps, spiders, and other small bit ing and st inging bugs that  
m ay crawl or fly. A swarm  m ay at tack to protect  a nest , or 
because they are st im ulated by a sm ell,  a light , or som e other 
thing. Characters m ay becom e engulfed in an insect  swarm ;  a 
swarm  is generally t reated as a 10’x30’ cloud of insects. A swarm  
does not  need to roll to hit ,  and inflicts 2 hp of dam age to any 
character engulfed. Double dam age is dealt  to characters wearing 
no arm or. Although swarm s do not  sustain dam age from  weapons, 
a character m ay wave a weapon around to encourage the swarm  
to back off. I f a character rem oves him self from  a swarm , insects 
will be clinging to him  and deal dam age for 3 rounds. A character 
m ay flee into a body of water, in which case any clinging insects 
will die after inflict ing dam age one round. Any swarm  that  has 
been aggravated by suffer ing dam age will chase a f leeing 
character . I f a character f lees from  a swarm  and is able to leave 
it s line of sight , the swarm  will not  be able to pursue. 
 
Fire, such as that  from  a torch, does 1d4 hit  points damage to an 



- 1 2 8 -   M I CROLI TE8 1  ADVANCED 1 .0  SI LVER 

insect  swarm . Other f ire-based and cold-based at tacks will also 
dam age a swarm , and a sleep spell will cause the ent ire swarm  to 
go dorm ant . Smoke m ay be used to ward off a swarm . 
  
I n v is ib le  St a lk er  

No. Enc.:  1 (1)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  16 
Hit  Dice:   8 
At tacks:   1 
Dam age:  4d4 
Save:   8 
Morale:   12 
Hoard Type:  None 
XP:   215 
 
I nvisible stalkers are creatures of m agic from  another plane of 
existence. They som et imes serve magic-users, who sum mon them 
with the spell invisible stalker  to perform  specif ic tasks. A 
sum m oned invisible stalker undertakes whatever task the 
sum m oner com m ands, even if the task sends it  hundreds or 
thousands of m iles away. The creature follows a com mand unt il 
the task is com pleted and obeys only the sum moner. However, it  
resents prot racted m issions or  com plex tasks and seeks to pervert  
it s inst ruct ions accordingly. I nvisible stalkers m ay be dispelled, 
and return to their  hom e plane. Creatures that  cannot  detect  
invisible are surpr ised by an invisible stalker  on a surprise check 
result  of 1-5 on 1d6. 
 
 

J 
Jack a l  

No. Enc.:  1d6 (2d4)  
Alignm ent :  Neut ral 
Movem ent :  150’ (50’)  
Armor Class:  12 
Hit  Dice:   1d4 hp 
At tacks:   1 (bite)  
Dam age:  1d2 
Save:   18 
Morale:   7 
Hoard Type:  None 
XP:   5 
These canines are sm all, cowardly scavengers. They avoid direct  
conflict , and are fast  runners. 
 
Jack a lw er e 

No. Enc.:  1d4 (1d4)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Armor Class:  15 
Hit  Dice:   4 
At tacks:   1 (bite or weapon)  
Dam age:  2d4 or weapon 
Save:   15 
Morale:   9 
Hoard Type:  XXI I  
XP:   190 
These creatures are jackals that  m ay take the form  of a hum an 
and an interm ediate, jackal-m an form  which they often use for 
com bat . They have a powerful bite that  inflicts 2d4 hp dam age, 
and a gaze at tack that  requires a save versus spells or the vict im  
is affected by sleep. Jackalweres are only harm ed by weapons of 
+ 1 or bet ter , and iron. 
 
 
 
 
 
 

K 
Kob o ld  

No. Enc.:  4d4 (6d10)  
Alignm ent :  Chaot ic 
Movem ent :  60’ (20’)  
Armor Class:  12 
Hit  Dice:   1d4 hit  points 
At tacks:   1 (weapon)  
Dam age:  1d4 or weapon -1 
Save:   18 
Morale:   6 
Hoard Type:  I  (XI I I )  
XP:   5 
 
Kobolds are short , dog- like hum anoids with cowardly and sadist ic 
tendencies. A kobold’s scaly skin ranges from  dark rusty brown to 
a rusty black color. I t  has glowing red eyes. Kobolds wear ragged 
clothing, favor ing red and orange. A kobold is 2 to 2 ½ ’ tall.  
Kobolds live exclusively underground, and have an extended 
infravision to 90’. A kobold chief is an except ional kobold, who 
at tacks like a monster of 2 HD with 9 hit  points. A kobold chief is 
always accom panied by a loyal bodyguard, totaling 1d6 
individuals. Each bodyguard has 6 hit  points, and at tack as 
monsters with 1 +  1 HD. All kobolds in the presence of the kobold 
chief have a m orale score of 8. The kobold lair  always has m ore 
t reasure (Hoard Type XI I I ) , and there is equally m ore t reasure 
when encountering kobolds in the wilderness. 
 
 

L 
Lam ia  

No. Enc.:  1 (1)  
Alignm ent :  Chaot ic 
Movem ent :  240’ (80’)  
Armor Class:  16 
Hit  Dice:   9 
At tacks:   1 (weapon)  
Dam age:  1d6 
Save:   11 
Morale:   9 
Hoard Type:  XXI I  
XP:   4,500 
 
These highly dangerous creatures resem ble wom en from  the torso 
up, but  have a centaur- like lower body that  m ay resem ble any 
beast  or even a com binat ion of beasts. They are often found in 
ruins and dungeons, wait ing for unsuspect ing adventurers. Though 
a lam ia is powerful and dangerous in close combat , it  has no 
stomach for a fair  fight . I t  uses it s illusion ability (as the wand 
once per day)  to lure adventurers into perilous situat ions. I n 
addit ion, lam ias have the following spell- like abilit ies usable once 
per day:  charm  person, m irror image, and suggest ion. Finally , 
lam ias m ay drain 1 point  of WI S m erely by touching an opponent , 
and when a vict im  reaches WI S 3 he becom es com pletely obedient  
to the lam ia. Lam ias feast  on the blood and flesh of hum anoids. 
They speak com m on and their alignm ent  tongue. 
 
Lam m asu  

No. Enc.:  2d4 (2d4)  
Alignm ent :  Lawful 
Movem ent :  120’ (40’)  

Fly:  240’ (80’)  
Armor Class:  13 
Hit  Dice:   7 +  7 
At tacks:   2 (2 claws)  
Dam age:  1d6/ 1d6 
Save:   11 
Morale:   9 
Hoard Type:  VI I I ,  I X, X,  
XP:   1,300 
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These good, benevolent  creatures have the bodies of lions, large 
feathered wings, and human- like faces. A typical lam masu is 
about  8’ long. They are not  by nature aggressive or violent , and 
m ay aid good beings in t im es of need. I f forced to at tack, a 
lam masu at tacks with spells or its razor-sharp claws. I t  alm ost  
always enters combat  if it  observes a good creature being 
threatened by evil.  A lam masu casts cler ic spells, and can choose 
spells from  the cler ic spell list  as follows:  1st  level, 4;  2nd level, 3;  
3rd level, 2;  4th level, 1. When cast ing any cure spell, lam masu 
m ay heal twice the normal amount . Further, 1 out  of 10 of these 
creatures may use holy word. Finally, all lam musu constant ly 
radiate protect ion from  evil 10’ radius, which is twice as effect ive 
as the norm al spell.  
 
 
Leech , Gian t  

No. Enc.:  0 (1d4)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  12 
Hit  Dice:   6 
At tacks:   1 (drain blood)  
Dam age:  1d6 
Save:   17 
Morale:   10 
Hoard Type:  None 
XP:   570 
  
Giant  leeches are 4’ long, brown, and slimy. They live in marshy 
terrain and other bodies of stagnant  water. When a giant  leech 
hits in combat , it  latches on to a vict im  with its round barbed 
m outh, and dr inks 1d6 hit  points of blood from  the vict im  each 
round. Once at tached, a giant  leech will only release a vict im  if the 
vict im  dies or the leech itself is killed. 
 
 
Lep r ech au n  

No. Enc.:  1 (1d20)  
Alignm ent :  Neut ral 
Movem ent :  150’ (50’)  
Armor Class:  11 
Hit  Dice:   1d4+ 1 hp 
At tacks:   0 
Dam age:  None 
Save:   16 
Morale:   6 
Hoard Type:  XVI I  
XP:   7 
 
These small, 2’ tall sylvan beings are as m ischievous as they are 
elusive, and have a st rong taste for wine. I t  is rum ored that  
leprechauns are descended from  halflings and pixies. They tend to 
live in v ibrant , lush woods or other out  of the way beaut iful 
set t ings. They have such developed hear ing that  they are never 
surprised. Leprechauns do not  physically at tack, but  have the 
following spell- like abilit ies usable at  will:  invisibility, phantasmal 
force, polymorph any object  (non- liv ing) , and vent r iloquism . 
These creatures delight  in stealing valuable objects, and can do so 
with 75%  proficiency. They are 25%  likely to discard stolen item s 
per turn if chased. 
 
Should a leprechaun be captured, he will use his powers of illusion 
and polym orphing, and any other m eans at  his disposal, to t r ick a 
captor so as not  to give away t reasure. 
 
 
 
 
 
 
 
 

Lich  

No. Enc.:  1 (1)  
Alignm ent :  Neut ral (evil)  
Movem ent :  60’ (20’)  
Armor Class:  19 
Hit  Dice:   12+  
At tacks:   1 (cold touch)  
Dam age:  1d10 cold dam age 
Save:   7-  
Morale:   9 
Hoard Type:  XXI I  
XP:   4,400 
 
A lich is an undead magic-user of at  least  18th level (and possibly 
mult iclassed)  who has used its magical powers and a phylactery to 
unnaturally extend its life. I t  is a gaunt  and skeletal hum anoid 
with withered flesh st retched t ight  across horr ibly visible bones. 
I ts eyes have long ago been lost  to decay, but  br ight  pinpoints of 
cr imson light  burn on in the empty sockets. A lich usually lives in a 
secluded keep or deep in a dungeon, where it  conducts m agical 
research. I t s powerful undead nature grants it  a bet ter natural AC 
and HD than a typical m agic-user. Liches are only vulnerable to 
at tack by creatures of 6 HD or m ore (or creatures of a m agical 
nature) , m agical at tack form s, and they are unaffected by non-
m agical weapons. I n addit ion to having undead im m unity to 
charm  and sleep, liches are imm une to the following spells or 
form s of dam age:  cold-based and elect r ical-based at tacks, death 
spells, enfeeblem ent , polymorph, and any effects that  cause 
insanity. A lich m ay at tack by spell,  or with a cold touch at tack 
that  deals 1d10 hp dam age. Vict ims m ust  also save versus 
paralyze or becom e paralyzed permanent ly, unless magically 
cured. Finally , all beings with 4 or fewer HD that  see a lich will be 
affected with fear, and no saving throw is perm it ted. 
 
 
Lizar d , Gian t  

  Dr aco   Geck o  
No. Enc.:  1d4 (1d8)  1d6 (1d10)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  120’ (40’)  120’ (40’)  
 Fly:  210’ (70’)  -  
Armor Class:  14  14 
Hit  Dice:   4 +  2  3 +  1 
At tacks:   1 (bite)   1 (bite)  
Dam age:  1d10  1d8 
Save:   16  17 
Morale:   7  7 
Hoard Type:  VI   VI  
XP:   215  100  
 
Hor n ed  

Ch am eleon  Tu at ar a  
No. Enc.:  1d3 (1d6)  1d2 (1d4)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  120’ (40’)  90’ (30’)  
Armor Class:  17  15 
Hit  Dice:   5  6 
At tacks:   2 (bite, horn)  3 (2 claws, bite)  
Dam age:  2d4/ 1d6  1d4/ 1d4/ 2d6 
Save:   16  15 
Morale:   7  6 
Hoard Type:  VI   VI I  
XP:   800  570 
 
Giant  Draco Lizard:  The giant  draco has a length of 6’, and is 
capable of gliding in the air  due to large skin flaps below its limbs. 
Although they live pr im ar ily above ground, they do occasionally 
venture underground to seek shelter or look for a m eal. 
 
Giant  Gecko:  The nocturnal giant  gecko has a length of 5’. Giant  
geckos, like their smaller cousins, are adept  at  walk ing sheer cliffs, 
and even upside down. This ability allows them  to spring upon 
unwary prey from  above. 
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Giant  Horned Cham eleon:  The imm ense 7’ giant  horned 
chameleon can surprise it s prey, despite it s bulk, due to it s 
uncanny abilit y  to take on the color, appearance, and texture of its 
local surroundings. A v ict im  will be surprised on a surprise check 
roll of 1-5 on 1d6. The giant  horned chameleon has three special 
at tacks. The first  is its st icky tongue, which can lash out  to a 
distance of 5’. I f this at tack succeeds, the v ict im  is im mediately 
yanked back to the chameleon’s mouth and bit ten without  the 
need for another at tack roll,  for 2d4 hit  points of dam age. The 
second special at tack available to the cham eleon is it s large horns, 
which inflict  1d6 hit  points of damage. Last ly, the cham eleon may, 
on a successful at tack, knock down an opponent  by lashing out  
with its tail. The opponent  may not  at tack the same round this 
occurs. 
 
Giant  Tuatara Lizard:  This giant  leathery skinned 8’ carnivorous 
lizard has form idable spikes that  run the length of it s dorsal side. 
The iguana- like giant  tuatara has infravision to 90’ when it  lowers 
a special m em brane- like eyelid over each of its eyes. 
 
 
Lizar d f o lk  

No. Enc.:  2d4 (6d6)  
Alignm ent :  Neut ral 
Movem ent :  60’ (20’)  
 Swim :  120’ (40’)  
Armor Class:  14 
Hit  Dice:   2 +  1 
At tacks:   1 (weapon)  
Dam age:  1d6 +  1 or weapon +  1 
Save:   17 
Morale:   12 
Hoard Type:  XI X 
XP:   47 
These scaly humanoids resem ble humans but  have the heads and 
tails of lizards. They delight  in feast ing upon the flesh of other 
hum anoids. They em ploy any kind of weapon, but  prefer spears, 
t r idents, and clubs. Their im m ense st rength grants them  a + 1 
bonus to dam age. They often venture into dungeons, especially if 
there is an aquat ic ent rance. They are also found to dwell in 
m arshes and along the banks of bodies of water. 
 
 
Locat h ah  

No. Enc.:  3d4 (2d10x10)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  13 
Hit  Dice:   2 
At tacks:   1 (weapon)  
Dam age:  As weapon 
Save:   16 
Morale:   9 
Hoard Type:  XXI I  
XP:   20 
 
Although hum anoid in shape, locathahs are clear ly m ore fish than 
hum an. They live in large complexes carved from  undersea cliffs. 
The average locathah stands 5 feet  tall.  Females and males look 
very m uch alike, although the form er can be recognized by the 
two ochre st r ipes m arking their  egg sacs. I f 30 or m ore are 
encountered, one will be a 4 HD leader accom panied by 1d4 3 HD 
captains. I n a group of over 100, the chief (5 HD)  will be present  
along with 4d4 guards of 3 HD. Locathahs use giant  eels as 
m ounts, and will always be m ounted when encountered. I n any 
group, 20%  of locathahs have lances, and the remaining fish-men 
are arm ed with t r idents and crossbows, or nets and short  swords. 
 
 
 
 
 
 

Locu st , Su b t er r an ean  

No. Enc.:  2d10 (1d10)  
Alignm ent :  Neut ral 
Movem ent :  60’ (20’)  
 Fly:  180’ (60’)  
Armor Class:  15 
Hit  Dice:   2 
At tacks:   1 (bite, slam , spit )  
Dam age:  1d2/ 1d4/ see below 
Save:   16 
Morale:   5 
Hoard Type:  None 
XP:   38 
 
Subterranean locusts resem ble giant  2’ or 3’ long grasshoppers, 
and are the color of stone. They pr im arily eat  plants and all k inds 
of fungus that  grows underground, and are im m une to the effects 
of yellow mold and other poisons. Subterranean locusts are prone 
to panic, and will t ypically jum p up to 60’ away if they sense a 
disturbance. This haphazard sudden flight , however, can be in any 
direct ion. They will accidentally flee in the direct ion of the group 
half the t im e, and on a successful at tack roll inflict  1d4 hit  points 
of dam age by slamm ing into a creature. A locust  does not  stay to 
fight , but  flees in such an instance. 
 
Somet imes, if the locust  is at tacked, it  will create a high-pitched 
whine that  can gain the at tent ion of other m onsters in a dungeon 
(20% ) . I f forced into com bat , the locusts may produce a brown, 
st icky spit  that  they propel to 10’ away. This at tack m ust  succeed 
against  an AC of 9, because its effects take place even if the 
spit t le does not  bypass arm or. I f st ruck, the opponent  m ust  
succeed in a saving throw versus poison, or  becom es 
incapacitated due to the horr ible sm ell of the spit t le. This lasts for 
1 turn, before the opponent  becom es imm une to the odor. The 
spit t le m ust  be r insed off or any creature that  comes to within 5’ 
of a spit -soaked creature is subject  to a saving throw versus 
poison, and failure indicates the creature is wracked with 
vom it ing. 
 
 
Lu r k er  Ab ov e 

No. Enc.:  1 (1d4)  
Alignm ent :  Neut ral 
Movem ent :  10’ (3’)  

Fly:  90’ (30’)  
Armor Class:  13 
Hit  Dice:   10 
At tacks:   1 
Dam age:  1d6 
Save:   9 
Morale:   12 
Hoard Type:  XXI  
XP:   1,700 
 
This black m anta ray- like creature has a 20’ wingspan. I t s body is 
black, with gray on it s underbelly. The lurker above is a 
subterranean carnivore that  preys on any liv ing creatures that  
enter its terr itory. I t  is able to hover or fly due to it s light  body, 
which is filled with m any cavit ies of a buoyant  gas. Lurkers 
surpr ise on 1-4 on 1d6. They descend from  a ceiling and inflict  
1d6 hp crushing damage. I n 1d4+ 1 rounds, any being under the 
lurker dies of suffocat ion. Creatures in this predicam ent  may 
at tack the lurker from  beneath, but  only using short  swords or 
daggers, and then only if they were wielded when the creature 
becam e enveloped. 
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Ly can t h r op e    

  W er eb ear  W er eb oar  W er er at  

No. Enc.:  1d4 (1d4)  1d4 (2d4)  1d8 (2d6)  
Alignm ent :  Neut ral  Neut ral  Chaot ic 
Movem ent :  120’ (40’)  150’ (50’)  120’ (40’)  
Armor Class:  17 (11)   15 (10)   15 (10)  
Hit  Dice:   6  4 +  1  3 
At tacks:   3 (2 claws, bite)  1 ( tusk bite)  1 (bite or  
      weapon)  
Dam age:  2d4/ 2d4/ 2d8 2d6  1d4 or  

weapon 
Save:   12  15  16 
Morale:   10  9  8 
Hoard Type:  XX  XX  XX 
XP:   1,070  365  95 
 
  W er et ig er  W er ew o l f   
No. Enc.:  1d4 (1d4)  1d6 (2d6)   
Alignm ent :  Neut ral  Chaot ic  
Movem ent :  150’ (50’)  180’ (60’)   
Armor Class:  16 (10)   16 (10)   
Hit  Dice:   5  4  
At tacks:   3 (2 claws, bite)  1 (bite)   
Dam age:  1d6/ 1d6/ 2d6 2d4  
Save:   14  15  
Morale:   9  8  
Hoard Type:  XX  XX  
XP:   650  190  
 
All lycanthropes are hum ans cursed with the disease lycanthropy. 
They are able to take the form  of one kind of anim al, and are able 
to sum m on the aid of 1 to 2 of this sam e kind of animal, which will 
appear in 1d4 rounds. Lycanthropes never wear arm or, since this 
would hinder the shape-changing process. Wolfsbane is an 
effect ive ward against  all lycanthropes, and if one is touched with 
it  (whether thrown at  it  or otherwise hit  with it )  the lycanthrope 
m ust  succeed in a saving throw versus poison or flee out  of fear. 
When killed, a lycanthrope takes his hum an form . Horses and 
som et im es other animals can sense lycanthropes when they are 
near, and will act  rest less or bolt .  
 
Lycanthrope Form s 

When a lycanthrope is in the human form , it  m ay have subt le 
secondary character ist ics in com m on with the animal type it  is 
capable of t ransform ing into. Exam ples could include ext ra body 
hair , st r iped “bir th m arks”  on weret igers, or larger ears on a 
Wererat . When a lycanthrope is in its anim al form , it  m ay only 
com municate with other animals of it s type, but  m ay not  speak 
any hum anoid language. I n addit ion, when in the anim al form  
lycanthropes are im m une to all at tacks from  norm al weapons, but  
are harm ed by spells, silver, and enchanted weapons. 
 
The Disease 

The horr id disease of lycanthropy is t ransm it ted when the v ict im  
of a lycanthrope suffers a loss of hit  points equal to or m ore than 
50%  of his m axim um  num ber. The v ict im  will becom e a 
lycanthrope of the type that  wounded him  in 2d6 days, but  several 
days before the disease has fully taken hold the v ict im  will show 
signs and begin to take on som e of the secondary characterist ics 
m ent ioned above. Only hum ans m ay becom e a lycanthrope. Dem i-
hum ans and other non-hum ans do cont ract  the disease, but  they 
die after 2d6 days rather than becom e a lycanthrope. Lycanthropy 
m ay also be inherited. I f one parent  is a lycanthrope, there is a 
50%  chance that  the child will becom e a lycanthrope at  puberty. I f 
both parents are lycanthropes, the child has a 100%  chance of 
becom ing a lycanthrope ( in the rare event  that  the parents are not  
the sam e kind of lycanthrope, the type is determ ined random ly 
between the parental types) . Cont racted lycanthropy m ay be 
cured with the cler ic spell cure disease, but  the cler ic m ust  be of 
11th level or greater . 
 
Werebear :  Highly intelligent  and thought ful lycanthropes, 
werebears are not  inherent ly evil and m ay be fr iendly if 

approached carefully. They tend to be quite solitary, though they 
occasionally live with normal bears. As other bears, if a Werebear 
achieves a successful at tack with both claws in the same round, it  
m ay grab its opponent  in a crushing hug for 2d8 hit  points of 
dam age. 
 
Wereboar:  These aggressive, dim -wit ted, lycanthropes are easily 
enraged. I f enraged, they will f ight  with a bonus of + 2 to at tack 
rolls, and cont inue fight ing unt il there are no m ore enem ies or 
unt il they are killed. 
 
Wererat :  These highly intelligent , sly lycanthropes are capable of 
hum anoid speech when in anim al form . They are very stealthy, 
and will surpr ise opponents on a surpr ise check roll of 1-4 on 1d6. 
Wererats often use weapons, even in anim al form , and any 
dam age from  a weapon m ust  be noted and not  considered when 
est im at ing dam age that  m ay cause lycanthropy. 
 
Weret iger:  Weret igers have the natural cat - like grace of the 
anim als they m ay t ransform  into. They have great  curiosity and 
are not  part icular ly m alicious. Their stealth allows them  to surpr ise 
opponents on a surprise check roll of 1-4 on 1d6.  
 
Werewolf:  Werewolves are not  ext rem ely intelligent  in animal 
form , but  they m ake up for this in cunning. They roam  in packs, 
and a pack consist ing of at  least  5 indiv iduals will have a pack 
leader that  fights as a m onster of 5 HD and has 30 hit  points. This 
individual is of greater st rength, and receives a dam age roll bonus 
of + 2. 
 

M 
Man t ico r e 

No. Enc.:  1d2 (1d4)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
 Fly:  180’ (60’)  
Armor Class:  15 
Hit  Dice:   6 +  1 
At tacks:   3 (2 claws, bite)  or 1 (spikes)  
Dam age:  1d4/ 1d4/ 2d4 or see below 
Save:   13 
Morale:   9 
Hoard Type:  XI X 
XP:   980 
 
This foul m onster delights in feast ing on hum an flesh. I t  has the 
face of a hum an, but  there the sim ilar it ies end. The m ant icore has 
giant  bat  wings, a lion’s body, and a long rept ilian tail that  has 24 
barbed spikes growing from  its end. The m ant icore can throw 6 
spikes per round, and can do so when airborne. They can hit  a 
target  up to 180’ away and deal dam age of 1d6 hit  points. The 
spikes grow back at  a rate of 2 every day. These creatures usually 
live in the mountains, and have been known to go into dungeons. 
 
Mast od on  

No. Enc.:  0 (2d8)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  16 
Hit  Dice:   15 
At tacks:   2 ( tusks)  or 1 ( t rample)  
Dam age:  2d6/ 2d6/  or 4d8 
Save:   14 
Morale:   8 
Hoard Type:  None 
XP:   3,300 
 
Mastodons are prehistor ic cousins to elephants, but  are adapted to 
colder clim ates and have a thick coat  of shaggy hair . I f m astodons 
have enough distance between them and a foe, they will com m it  
to a charge to score double dam age with their  tusks. When in 
close combat , they may at tempt  to at tack with tusks or at tempt  to 
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t ram ple, preferr ing to t ram ple with a roll of 1-3 on 1d4. Mastodons 
have a + 4 to their  at tack roll when at tem pt ing to t rample an 
opponent  that  is smaller or approximately equal in the size of a 
hum an. Although mastodons do not  keep t reasure, the ivory from  
their  tusks is valuable and each tusk is worth 2d4x100 gp. 
 
Med u sa 

No. Enc.:  1d3 (1d4)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
Armor Class:  11 
Hit  Dice:   4 
At tacks:   1 (snakebite or  special)  
Dam age:  1d6, poison 
Save:   13 
Morale:   8 
Hoard Type:  XVI I  
XP:   245 
 
Medusa are indist inguishable from  hum an wom en, except  that  
they have vicious snakes on their  heads rather than hair . They 
m ay at tem pt  to disguise themselves with a hooded robe, only to 
suddenly reveal their  t rue nature. Any character that  looks at  a 
medusa must  succeed in a saving throw versus pet r ify, or  he turns 
to stone. A character m ay gaze at  a m edusa through a m irror to 
avoid this effect .  However, a m edusa that  sees her own reflect ion 
will need to succeed in a saving throw versus pet r ify or becom e 
stone herself. Medusa m ay also at tack with their snake hair , which 
inflicts 1d6 hit  points of damage on a successful at tack roll.  I n 
addit ion, a vict im  m ust  succeed in a saving throw versus poison or 
die after 1 turn. Any character that  engages in com bat  with a 
m edusa while shielding his eyes at tacks with a penalty of –4, and 
the m edusa receives a bonus of + 2 to hit .  All m edusa have a 
bonus of + 2 to saving throws versus spells. 
 
Men  

  Ber ser k er       Br ig an d        
No. Enc.:  1d6 (3d10)     0 (1d4x10)   
Alignm ent :  Neut ral       Chaot ic   
Movem ent :  120’ (40’)      120’ (40’) )  
Arm or Class:  12       Arm or type  
Hit  Dice:   1+ 1       1       
At tacks:   1       1  
Dam age:  - - -  1d6 or weapon type - - -  
Save:   16       17   
Morale:   NA       8      
Hoard Type:  I  (XXI )        XXI I      
XP:   21       10 
 
  Mer ch an t       Nom ad         
No. Enc.:  0 (1d20)       0 (1d4x10)     
Alignm ent :  Neut ral       Neut ral         
Movem ent :  90’ (30’)        120’ (40’)     
Arm or Class:  14       Arm or type   
Hit  Dice:   1       1                 
At tacks:   1       1            
Dam age:  - - - -  1d6 or weapon type - - -  
Save:   18       17            
Morale:   Varies       8            
Hoard Type:  XXI I        XXI I   
XP:   10               10 
 
  Pi r a t e  

No. Enc.:  0 (see below)  
Alignm ent :  Neut ral or Chaot ic 
Movem ent :  120’ (40’)  
Arm or Class:  Arm or type 
Hit  Dice:   1 
At tacks:   1 
Dam age:  1d6 or weapon type 
Save:   17 
Morale:   6 
Hoard Type:  XXI I  

The men here are all considered 1st  level fighters. I ndiv iduals of 
greater level will typically lead them. The Hoard Typees provided 
indicate t reasure found in cam ps or lairs, except  for the case of 
m erchants. 
 
Berserker:  These fighters are engulfed in a bat t le rage whenever 
they f ight  any hum anoid. This determ inat ion gives them a + 2 to 
their at tack value, and they will bat t le unt il k illed, without  a 
m orale check. 
 
Brigand:  These m en are cr im inals who have banded together 
under the shared interest  of stealing and pillaging. Half of all 
br igands encountered are arm ed with a short  sword and short  
bow, and wear leather arm or and a shield. The other half is bet ter 
equipped with long swords, chain mail, a shield, and will have 
r iding horses.  
 
There is one fighter of 2nd level per 20 brigands. There is one 
fighter of 4th level per 40 br igands. These leaders are equipped 
with long swords, lances, plate arm or, and m ounted on war horses 
equipped with barding. 
 
Bandit  cam ps will have 5d6x10 inhabitants. They will have a 
fighter of 9th level as a leader, and there will be a fighter of 5th 
level per 50 m en. An 8th level cler ic may be present  in a camp (1-
3 on 1d10) . There is also a probability that  a magic-user of 8+ 1d2 
level will be present  ( roll 1-5 on 1d10) . 
 
Merchant :  These m en t rade goods, som et im es over great  
distances. They will all be mounted and will have addit ional pack 
animals (1d12) . Animal types will be appropr iate to the terrain. 
Every m erchant  caravan has a fighter of 5th level as a guard. For 
every five m erchants encountered, the following addit ional guards 
will be present :  fighters, 1st  level (20) ;  f ighters, 2nd or 3rd level 
(2) . All guards are arm ed with various swords, crossbows, 
daggers, and wear chain m ail arm or. 
 
Nomad:  Nomads are t r ibal people that  live off the land and by 
anim al husbandry. They follow gam e and seasonal foods by liv ing 
in tem porary cam ps of tents or sim ple st ructures. Per 25 nom ads, 
a fighter of 2nd level will be present  as a leader. Per 40 nom ads, a 
fighter of 4th level will be present  as a leader. Nom ads can have 
any kind of arm or or hand weapon. All are m ounted, and half of 
their num ber will have bows, while the other half have lances.  
 
The typical t r ibal camp will have 5d6x10 inhabitants. They will 
have a fighter of 8th level as a leader, and there will be a f ighter 
of 5th level per 100 men. A 9th level cler ic m ay be present  in a 
camp (1-5 on 1d10) . There is also a probability that  a m agic-user 
of 8th level will be present  ( roll 1 on 1d4) . Nomads often t rade 
with people they encounter. Their  lifestyle br ings them into 
contact  and clashes with other hum anoids. 
 
Pirate:  A pirate fleet  m ay be found on any body of water, whether 
lake, sea, or r iver. The fleet  size depends on the water vessel. 
Riverboat  fleets num ber 1d8 ships, longship fleets num ber 1d4 
ships, f leets of sm all galleys num ber 1d4, and any fleet  of galleys 
larger than “ sm all”  size, and any fleet  of sailing ships, num ber 
1d3. The crew num ber is determ ined by the ship crew 
requirem ents descr ibed in Sect ion 5. 
 
There is one fighter of 4th level per 30 pirates, and one fighter of 
5th level per 50 pirates. Per 300 pirates, one fighter of 8th level 
will be present . Any horde of 300 or greater is led by a Pirate King 
( fighter of 11th level) . I n a group this large the Pirate King m ay 
employ a magic-user of 8+ 1d2 level ( roll 1-15 on 1d20) . 
 
Pirates are arm ed with any sword and leather arm or. Som e (40% )  
are also arm ed with crossbows. 
 
Pirates raid ships and coastal towns. They m ay dock in lawless 
cit ies that  t rade with pirates. Pirates often hide their t reasure in 
rem ote locat ions, and a leader m ay have a m ap to such a locat ion. 
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Any group of pirates m ay have 1d4 hostages who they have 
ransom ed. 
 
 
Mer f o lk  

No. Enc.:  0 (1d20)  
Alignm ent :  Neut ral 
Movem ent :   
 Swim :  120’ (40’)  
Armor Class:  13 
Hit  Dice:   1 to 4 
At tacks:   1 
Dam age:  1d6 or weapon type 
Save:   16 
Morale:   8 
Hoard Type:  XXI I  
XP:   20 
 
These legendary beings have fish- like bodies from  the waist  down, 
and have hum an torsos, arm s, and heads. They use weapons that  
are convenient  in water, including daggers, spears, and t r idents. 
These creatures live exclusively in large bodies of water. They m ay 
occasionally t rade fish and other sea bounty to hum an villages, 
but  generally they keep to them selves. Merfolk villages generally 
have a populat ion of 1d3x100 indiv iduals. A leader will be present  
in any group of 10 m erfolk, and the leader has 2 HD. An 
except ional leader will be present  in any group of 50 merfolk, and 
the except ional leader has 4 HD. These leaders save as a fighter 
level equal to their HD num ber. The GM m ay choose som e sea 
creatures that  act  as guards for m erfolk com m unit ies. 
 
Mim ic 

No. Enc.:  1 (1)  
Alignm ent :  Neut ral 
Movem ent :  30’ (10’)  
Armor Class:  12 
Hit  Dice:   7-10 
At tacks:   1 
Dam age:  3d4 
Save:   12 
Morale:   8 
Hoard Type:  None 
XP:   790 
 
A m im ic can have almost  any dim ensions, but  usually is not  more 
than 10’ long. These creatures are able to take the form  of 
inanim ate objects m ade of wood and/ or stone, such as doors, 
statues, etc. Younger m im ics (7-8 HD)  are more intelligent , can 
speak, and m ay negot iate with adventurers if it  is m ade 
worthwhile. Older m im ics (9-10 HD)  have grown ancient  and 
senile, at tacking with only the interest  of consum ing flesh. Mim ics 
at tack when a being touches them . The being is held at tached to 
the m im ic with a glue- like substance, and the m im ic bludgeons 
with an em ergent  pseudopod for 3d4 hp dam age. The m ore 
intelligent  m im ics speak their  own language, com mon, and their  
alignm ent  tongue. 
 
Min o t au r  

No. Enc.:  1d6 (1d8)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Armor Class:  13 
Hit  Dice:   6 
At tacks:   2 or 1 (gore, bite, or weapon)  
Dam age:  1d6/ 1d6 or weapon 
Save:   13 
Morale:   12 
Hoard Type:  XX 
XP:   820 
 
These large, somewhat  dimwit ted, humanoids have the bodies of 
m ale hum ans but  the heads of a horned bull.  They usually live in 
dungeons, where they prey upon anyone who ventures. They 

delight  in the taste of hum an flesh. I n combat , m inotaurs may use 
any weapon, and due to their  great  st rength receive a + 2 bonus 
to weapon dam age rolls. I n a round, m inotaurs will either at tack 
with a weapon or at tack with a bite and gore with their  horns. 
Minotaurs are relent less, and will at tempt  to chase fleeing prey. 
 
Mor lock  

No. Enc.:  1d12 (5d10)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Armor Class:  11 
Hit  Dice:   1 
At tacks:   1 (weapon)  
Dam age:  As weapon 
Save:   17 
Morale:   9 
Hoard Type:  XX 
XP:   5 
 
Morlocks are a degenerate race of subterranean hum ans. They are 
all albinos, and have developed a carnivorous diet  that  favors the 
m eat  of other hum anoids. They only venture to the surface at  
night , and if caught  in the daylight  they suffer an at tack penalty of 
–2. Their subterranean existence has given them  90’ infravision. 
These foul degenerate people wield any sort  of weapon, but  favor 
spears and swords. Morlocks lair  deep within caverns or dungeons, 
where a typical “ village”  will have a populat ion of 5d10 individuals. 
I n this com munity, there is usually a st ronger individual in charge, 
who is t reated as a 3 HD m onster , saves as a fighter of 3rd level, 
and has 12 hit  points. Morlocks are enem ies of Neanderthals, 
dwarves, and gnom es, but  they som et im es join groups of orcs and 
goblins. Like Neanderthals, m orlocks som et im es tam e albino apes. 
 
Mu le 

No. Enc.:  1d8 (2d6)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  12 
Hit  Dice:   2 
At tacks:   1 (kick or bite)  
Dam age:  1d4 or 1d3 
Save:   17 
Morale:   8 
Hoard Type:  None 
XP:   20 
 
Mules are a hybrid of a donkey and a horse. Mules are notor iously 
ornery, and m ay at tack if par t icular ly provoked. They can carry 
200 lbs comfortably, and may carry a maxim um of 400 lbs. I n the 
lat ter case, m ovem ent  rate is reduced to 60’ per turn. At  the GM’s 
discret ion, a m ule m ay be taken into the depths of a dungeon to 
aid in t ransport ing equipment  or t reasure, so long as condit ions 
allow. 
 
 
Mu m m y  

No. Enc.:  1d4 (1d12)  
Alignm ent :  Chaot ic 
Movem ent :  60’ (20’)  
Armor Class:  16 
Hit  Dice:   5 +  1 
At tacks:   1 
Dam age:  1d12, disease 
Save:   13 
Morale:   12 
Hoard Type:  XI X 
XP:   860 
 
Mum m ies are preserved undead corpses anim ated through the 
auspices of dark desert  gods best  forgot ten. They haunt  old tom bs 
and lost  ruins. These undead are so fearsom e that  any being 
seeing one m ust  succeed in a saving throw versus paralyze or 
becom e paralyzed with dread. This affect  passes if the m um m y 
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leaves the vict ims range of vision, or if the m um m y engages in 
combat . When a mumm y successfully st r ikes a vict im , the v ict im  
suffers 1d12 hit  points of dam age and cont racts m um my rot . 
Mum m y rot  is a powerful curse, not  a natural disease. When under 
the effects of the curse, characters are unable to receive the 
benefits of any form  of m agical healing. Characters heal naturally 
at  1/ 10th the norm al rate. This m agical disease m ay be rem oved 
with the spell remove curse. Like other undead, mumm ies are 
unaffected by charm , sleep, or hold spells. Further, m um mies may 
only be harmed by m agical weapons, spells, and fire-based 
at tacks. 
 
 

N 
Nag a 

  Gu ar d ian   Sp i r i t   
No. Enc.:  1d2 (0)    1d3 (0)   
Alignm ent :  Lawful   Chaot ic  
Movem ent :  150’ (50’)   120’ (40’)  
Armor Class:  16   15 
Hit  Dice:   11 or 12   9 or 10 
At tacks:   2 (bite, const r ict )   1 (bite)   
Dam age:  1d6/ 2d4   1d3 
Save:   7   9  
Morale:   11   8 
Hoard Type:  XXI I    VI I I ,  XXI  
XP:   2,800   2,400  
 
  W at er  
No. Enc.:  1d4 (0)  
Alignm ent :  Neut ral 
Movem ent :  90’ (30)  

Swim :  180’ (60’)  
Armor Class:  14 
Hit  Dice:   7 or 8 
At tacks:   1 (bite)  
Dam age:  1d4 
Save:   11 
Morale:   8 
Hoard Type:  XI X 
XP:   1,140 
 
These creatures have large snake bodies, with hum an heads. They 
vary in temperament  by type, but  all are highly intelligent  and 
magical.  
 
Guardian:  These 20’ long creatures are honorable, brass scaled, 
and are often charged with the task of guarding a locat ion to 
protect  a t reasure or to m ake sure an evil rem ains locked away. 
They m ay bite and const r ict  a vict im  in the sam e round. They also 
have poisonous spit t le with a 30’ range, and st ruck vict im s m ust  
save versus poison or die. Guardian nagas m ay cast  spells as a 
6th level cler ic. 
 
Spir it :  Spir it  nagas are 15’ long, black scaled, and unredeem able 
in their  refined evil.  They lurk in dungeons and ruins, await ing 
adventurers to m ake prey. They at tack with a poisonous bite that  
deals 1d3 hp dam age, and v ict im s m ust  save versus poison or die. 
I n addit ion, these creatures have a charm  gaze, and vict im s m ust  
save versus paralyze or be indefinitely under the effect  of the 
charm . These creatures have the spell-cast ing abilit ies of a 3rd 
level m agic-user and a 2nd level cler ic. 
 
Water:  Water nagas have blue-green scales, and live in lakes, 
ponds, or even deep pools above or below ground. They are 
generally solitary and unconcerned with the affairs of others. Like 
other nagas, their  bite is poisonous and vict ims m ust  save versus 
poison or die. Water nagas have the spell- cast ing ability of 5th 
level m agic-users. 
 
 
 

Nean d er t h a l  

No. Enc.:  1d10 (4d10)  
Alignm ent :  Lawful 
Movem ent :  120’ (40’)  
Armor Class:  11 
Hit  Dice:   2 
At tacks:   1 (weapon)  
Dam age:  2d4 or weapon 
Save:   17 
Morale:   7 
Hoard Type:  XX 
XP:   20 
 
These dem i-humans are cousins to hum ans. They often are 
assum ed to be brut ish, due to their  large brow r idges, receding 
chins, and slight ly shorter, denser bodies. However, though they 
live a pr im it ive lifesty le, they are as intelligent  as humans. 
Neanderthals typically at tack with spears and weapons with stone 
blades. A Neanderthal band usually consists of 1d4x10 individuals. 
Neanderthals are led by only the st rongest  of their  k ind, and the 
typical leader has 6 HD. The lair  will often have albino apes as 
t rained pets and guardians. Neanderthals revere cave bears, and 
will hunt  them  for r ites of passage and religious purposes. They 
despise kobolds, goblins, and m orlocks, but  enjoy the com pany of 
gnom es and dwarves. 
 
Nig h t  Hag  

No. Enc.:  1 (1)  
Alignm ent :  Neut ral (evil)  
Movem ent :  90’ (30’)  
Armor Class:  10 
Hit  Dice:   8 
At tacks:   1 
Dam age:  2d6 
Save:   11 
Morale:   8 
Hoard Type:  None 
XP:   1,560 
 
Night  hags com e from  other dark planes of existence, and are 
viewed by som e to be dem ons. They appear to be hum an fem ales, 
but  have long talons that  deal 2d6 hp dam age and have hideously 
ugly faces. They at tack light  creatures on sight  if the odds of 
success seem favorable. A night  hag has these spell- like abilit ies 
usable at  will:  detect  good, know alignment , polymorph self, sleep 
(affects up to 12th level beings) . They m ay use the following spell-
like abilit ies 3 t im es per day:  magic m issile (2d8 hp dam age)  and 
ray of enfeeblem ent . A night  hag can becom e ethereal at  will.  
 
Night  hags m ay visit  the dream s of indiv iduals by using a special 
periapt  known as a heartstone. The hag takes ethereal form  and 
hovers over the vict im . Once a hag invades the v ict im ’s dream s, it  
r ides on the vict im ’s back unt il dawn. The sleeper suffers from  
torm ent ing dream s and perm anent ly loses 1 point  of CON upon 
awakening. This process m ay be repeated night ly unt il a vict im  
reaches 0 CON and dies. I f this happens, the hag returns to her 
hom e plane with the vict im ’s soul, and the v ict im  m ay not  be 
raised, resurrected, or reincarnated. 
 
Nig h t m ar e 

No. Enc.:  1 (0)  
Alignm ent :  Chaot ic 
Movem ent :  150’ (50’)  

Fly:  360’ (120’)  
Armor Class:  23 
Hit  Dice:   6 +  6 
At tacks:   3 (bite, 2 hooves)  
Dam age:  2d4/ 1d6+ 4/ 1d6+ 4 
Save:   13 
Morale:   10 
Hoard Type:  None 
XP:   980 
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These infernal horses are used as m ounts by dem ons and night  
hags, or by intelligent  and powerful undead. They have j et  black 
hide and glowing hooves. These creatures can fly at  will,  and 
assum e ethereal form  whenever they choose, and often t ravel the 
ast ral plane. I n addit ion to a powerful bite and flam ing hooves, 
nightm ares m ay at tack by breathing a cloud of hot , sm oky gas at  
an opponent . The vict im  m ust  save versus breath at tacks or 
becom e choked and blinded by the vapor, suffer ing a -2 penalty to 
at tack and dam age rolls for 1d4+ 2 rounds. 
 
Nix ie  

No. Enc.:  0 (2d20)  
Alignm ent :  Neut ral 
Movem ent :  
 Swim :  120’ (40’)  
Armor Class:  12 
Hit  Dice:   1 
At tacks:   1 
Dam age:  1d4 
Save:   16 
Morale:   6 
Hoard Type:  XXI  
XP:   16 
 
Nix ies are related to dryads, but  are water beings that  are 3’ tall 
and appear as beaut iful elf- like wom en with greenish, bluish, or 
green-gray skin color . They typically live in any permanent  body of 
water , such as a lake, large pond, or r iver . When 10 nix ies are 
together in one place, they m ay pool their  m agical energy to cast  
a charm  spell on a character . The vict im  is allowed a saving throw 
versus spells, and if this is failed the character is taken into the 
watery dom ain of the nixies where he will serve them  for 12 
m onths. Nix ies are able to cast  water breathing on a character , 
and the effects last  for 24 hours per cast ing. Nixies at tack with 
very sm all weapons. Nixies have the abilit y to sum m on a giant  fish 
(bass)  for protect ion. The giant  bass has the following 
character ist ics:  AL N, MV 120’ (40’) , AC 7, HD 2, # AT 1, DG 1d6, 
SV F1, ML 8. 
 
Ny m p h  

No. Enc.:  0 (1d4)  
Alignm ent :  Neut ral (good)  
Movem ent :  120’ (40’)  
Armor Class:  10 
Hit  Dice:   3 
At tacks:   0 
Dam age:  None 
Save:   15 
Morale:   6 
Hoard Type:  I X, XI  x 10 
XP:   80 
 
Nymphs are stunningly beaut iful female fey creatures that  closely 
resemble elven women. They live in a var iety of temperate sylvan 
set t ings, far from  civilizat ion. They have the ability to dimension 
door 1 t im e per day. Their  appearance is so st r ik ing that  anyone 
who lays eyes on a nym ph m ust  save versus spells or becom e 
perm anent ly blind. I f the nym ph is nude, a failed save m eans 
death. Nymphs have the spell-cast ing abilit ies of a 7th level druid. 
They have their own language and speak com m on. 
 
 
 
 
 
 
 
 
 
 
 

O 
Och r e Jel l y  

No. Enc.:  1 (0)  
Alignm ent :  Neut ral 
Movem ent :  30’ (10’)  
Armor Class:  11 
Hit  Dice:   14 
At tacks:   1 
Dam age:  2d6 
Save:   13 
Morale:   12 
Hoard Type:  None 
XP:   500 
 
The ochre jelly  is nam ed for its color and the fact  that  it  is a slimy, 
giant  am oeba. The acidic slim e that  oozes from  the ochre j elly can 
eat  through cloth, wood, and leather after 1 round, but  cannot  
affect  stone or m etal. I t  inflicts 2d6 hit  points of dam age to bare 
flesh, and is able to squeeze under doors and into other sm all 
spaces. When at tacked with lightning or weapons, an ochre jelly 
will div ide into 1d4+ 1 lit t ler am oebas with 2 HD each. These 
smaller j ellies deal 1d6 hit  points of dam age. 
 
Oct op u s, Gian t  

No. Enc.:  0 (1d2)  
Alignm ent :  Neut ral 
Movem ent :  -  
 Swim :  90’ (30’)  
Armor Class:  12 
Hit  Dice:   8 
At tacks:   8 ( tentacles)  or 1 (bite)  
Dam age:  1d3 (per tentacle) / 1d6 
Save:   11 
Morale:   7 
Hoard Type:  None 
XP:   2,060 
 
These creatures are aggressive and terr itor ial hunters, with arm s 
reaching 10 feet  or m ore in length. Their tentacles are studded 
with barbs and sharp-edged suckers. They live in tem perate or 
t ropical ocean waters. Tentacles const r ict  v ict im s when they 
successfully at tack, and deal 1d3 hit  points of dam age each per 
successive rounds. For each tentacle that  is const r ict ing a vict im , 
the v ict im  suffers a cum ulat ive at tack penalty of –1. For instance, 
if four tentacles are const r ict ing a character, he suffers –4 to hit .  A 
tentacle can be cut  off if a total of 6 hit  points or m ore of dam age 
is dealt  with one blow. A giant  octopus may swim  away if it  is 
losing an encounter, and it  will spray a 40’ radius cloud of black 
ink to obscure it s escape. The giant  octopus is able to m ove at  its 
norm al m ovem ent  x3 when fleeing. 
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Og r e 

No. Enc.:  1d6 (2d6)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
Armor Class:  14 
Hit  Dice:   4 +  1 
At tacks:   1 (club)  
Dam age:  1d10 
Save:   15 
Morale:   10 
Hoard Type:  XX +  1,000 gp 
XP:   215 
 
Adult  ogres stand 9 to 10 feet  tall,  and resem ble big brut ish 
hum ans. Their skin color ranges from  dull yellow to dull brown. 
Their  clothing consists of poorly cured furs and hides, which add to 
their  naturally repellent  odor. Ogres despise Neanderthals and will 
at tempt  to dest roy them when encountered. Ogres usually live 
under rock shelters, or in caves, and will venture into dungeons. 
When ogres are found away from  their  lair  they will have sacks 
containing 1d6x100 gp. 
 
Og r e Mag e 

No. Enc.:  1d6 (1d6)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
Fly:  150’ (50’)  
Armor Class:  15 
Hit  Dice:   5 +  2 
At tacks:   1 
Dam age:  1d12 
Save:   13 
Morale:   9 
Hoard Type:  I X, XVI I  
XP:   660 
 
The ogre m age is a m ore intelligent  and dangerous variety of its 
m undane cousin. An ogre m age stands about  10’ tall.  I ts skin 
var ies in color from  light  green to light  blue, and it s hair  is black or 
very dark brown. Ogre m ages favor loose, com fortable clothing 
and lightweight  arm or. Ogre m ages rely on their  spell- like abilit ies, 
resort ing to physical com bat  only when necessary. They can fly for 
12 turns, and have the following spell- like abilit ies at  will:  
darkness 10’ radius, invisibilit y, and polym orph self ( from  4’ to 12’ 
tall) .  Once per day ogre m agi may use the following abilit ies:  
charm  person, gaseous form , sleep, and a cone of cold (as the 
wand of ice for 8d6 dam age) . An ogre m age regenerates 1 hp per 
round. When found in their  lair , there is a 60%  chance that  2d6 
slaves are present . Ogre m ages speak their own language, ogre, 
t roll,  com mon and their alignment  tongue. 
 
Or c 

No. Enc.:  2d4 (1d6x10)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Armor Class:  13 
Hit  Dice:   1 
At tacks:   1 (weapon)  
Dam age:  1d6 or weapon 
Save:   16 
Morale:   8 
Hoard Type:  XI X 
XP:   10 
 
Orcs’ hair  is usually black. They have pig- like faces and reddish 
eyes. Orcs prefer wearing viv id colors that  m any hum ans would 
consider unpleasant , such as blood red, m ustard yellow, yellow-
green, and deep purple. Their  equipm ent  is dir ty and unkem pt . An 
adult  m ale orc is a lit t le over 6 feet  tall and fem ales are slight ly 
sm aller. Orcs are pr im arily subterranean, but  they are also 
nocturnal and m ay be found on the surface at  night . They suffer a 
penalty of –1 to hit  rolls when in sunlight . Orcs are exceedingly 

cruel and delight  in the torment  of others. 
 
A party of orcs will have a leader who has 8 hit  points, and is 
except ionally st rong. He receives a + 1 bonus to weapon dam age 
rolls. Should the leader of a party of orcs be slain, the remaining 
orcs have a m orale of 6. Orcs are except ionally greedy and love to 
kill,  which m akes them  part icular ly at t ract ive to dark rulers who 
hire orcs as m ercenary soldiers. Orcs will em ploy any k ind of hand 
or m issile weapon. 
 
Orcs are socially organized around warr ing t r ibes, which have 
repulsive nam es like the “Vile Eye”  t r ibe or the “Bloody Skull”  
t r ibe. Tr ibes seldom work together unless united under st rong 
(and fear inducing)  leadership. Any t r ibe has a roughly equal 
num ber of m ales and fem ales, with as m any children as there are 
adults. The orc t r ibal chief f ights as a m onster with 4 HD and has 
15 hit  points. He will be very st rong, having a weapon dam age roll 
bonus of + 2. There is a 60%  chance that  any t r ibe consist ing of 
20 or m ore orcs will have an ogre present . There is a 10%  chance 
that  a t r ibe of 20 or m ore orcs has a t roll present . 
 
Ot y u g h  

  St an d ar d   Ad v an ced  
No. Enc.:  1 (2)    1 (1)  
Alignm ent :  Neut ral   Neut ral 
Movem ent :  60’ (20’)    60’ (20’)  
Armor Class:  16   19 
Hit  Dice:  6-8 9-12 
At tacks:   3 (2 tentacles, bite)  3 (2 tentacles, bite)  
Dam age:  1d8/ 1d8/ 1d4+ 1  2d6/ 2d6/ 2d4 
Save:   15   12 
Morale:   10   9 
Hoard Type:  See below  See below 
XP:   820;  1,140;  1,560 2,400;   2,800 
 
A typical standard or advanced otyugh has a body 8’ in diameter. 
Both k inds have a short  pseudopod extending from  their  thick 
hides, which is covered in eyes. This prevents them  from  being 
surprised. 
 
Standard:  An otyugh at tacks liv ing creatures if it  feels threatened 
or if it  is hungry;  otherwise it  is content  to rem ain hidden, eat ing 
carr ion or left  over kills from  predators. Otyughs slash opponents 
with their  barbed tentacles for 1d8 hp dam age each, and their  
m ouths deal a hideous bite from  which the vict im  m ust  save 
versus poison or cont ract  a rot t ing disease that  inflicts 1d3 hp 
dam age per day. These creatures have a low intelligence, but  
have a unique language and can com municate telepathically. They 
keep no t reasure of their  own, but  m ay partner with other 
m onsters and help guard t reasure in exchange for leftovers. 
 
Advanced:  Advanced otyughs are m ore aggressive, m ore powerful 
relat ives of standard otyughs. They are much more intelligent . 
 
Ow l , Gian t  

No. Enc.:  1d4+ 1 (1d4+ 1)  
Alignm ent :  Neut ral 
Movem ent :  30’ (10’)  
Fly:  180’ (60’)  
Armor Class:  13 
Hit  Dice:   4 
At tacks:   3 (2 talons, beak)  
Dam age:  2d4/ 2d4/ 1d4+ 1 
Save:   15 
Morale:   8 
Hoard Type:  XI  x 5, XXI I  (magic only)  
XP:   80 
 
Giant  owls are nocturnal birds of prey, feared for their  abilit y to 
hunt  and at tack in near silence. They are intelligent , and though 
naturally suspicious, som et im es associate with good creatures.  A 
typical giant  owl stands about  9’ tall,  has a wingspan of up to 20’, 
and resembles its sm aller cousins in near ly every way except  size. 
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Giant  owls have a language of their  own, and often speak 
com m on. I n a lair  there is a 25%  chance of f inding 1d4 eggs, and 
a 25%  chance of finding 1d4 chicks. Eggs and young are very 
valuable, as they can be raised and t rained as com panions. 
 
Ow l  Bear  

No. Enc.:  1d4 (1d4)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  14 
Hit  Dice:   5 
At tacks:   3 (2claws, bite)  
Dam age:  1d8/ 1d8/ 1d8 
Save:   14 
Morale:   9 
Hoard Type:  XX 
XP:   350 
 
Having the head of a giant  owl and the body of a bear, owl bears 
are rum ored to be a m agical hybrid created for an unfathom ably 
dark purpose. Their coats range in color from  brown-black to 
yellowish brown;  their  beaks are a dull ivory color. A full-grown 
male can stand as tall as 8 feet  and weigh up to 1,500 pounds. 
Adventurers who have survived encounters with the creature often 
speak of the best ial m adness they glimpsed in its red- r im med 
eyes. They are m ean spir ited carnivores. Just  like bears, an owl 
bear m ay hug an opponent  for 2d8 hit  points of dam age if it  
successfully hits with both paws in the sam e round. Owl bears are 
known to live in wooded areas, and are equally likely to take 
residence in caves or dungeons. 
 

P 
Peg asu s 

No. Enc.:  0 (1d12)  
Alignm ent :  Lawful 
Movem ent :  240’ (80’)  
 Fly:  480’ (160’)  
Armor Class:  13 
Hit  Dice:   2 +  2 
At tacks:   2 (hooves)  
Dam age:  1d6/ 1d6 
Save:   16 
Morale:   8 
Hoard Type:  None 
XP:   47 
 
The pegasus is a m agnificent  winged horse that  som et im es serves 
the cause of good. Though highly pr ized as aerial steeds, pegasi 
are wild and shy creatures not  easily tamed. I f young pegasi are 
tam ed they can be used as m ounts, but  pegasi will only cooperate 
with light  characters. Pegasi avoid hippogriffs, which are their  
predators. 
 
Ph ase Tig er  

No. Enc.:  1d4 (1d4)  
Alignm ent :  Neut ral 
Movem ent :  150’ (50’)  
Armor Class:  15 
Hit  Dice:   6 
At tacks:   2 ( tentacles)  
Dam age:  2d4/ 2d4 
Save:   14 
Morale:   8 
Hoard Type:  XI X 
XP:   570 
 
The phase t iger is not  t ruly a cat , but  is fair ly intelligent  and 
resembles a six- legged t iger with a long, scaly rept ilian spiked 
whip on each shoulder. The whips have sharp barbs, which inflict  
2d4 hit  points of dam age each. All opponents of a phase t iger 
receive a penalty of –2 to hit , due to the magical ability of the 
phase t iger to seem to be in a posit ion that  is 3’ from  where it  

actually stands. I n addit ion, phase t igers have a saving throw 
bonus of + 2 (all saving throws) . Blink dogs are hated enem ies of 
phase t igers, and a phase t iger will seek to kill any blink dogs 
encountered. 
 
Pier cer  

No. Enc.:  3d6 (3d6)  
Alignm ent :  Neut ral 
Movem ent :  10’ (3’)  
Armor Class:  16 
Hit  Dice:   1-4 
At tacks:   1 
Dam age:  1d6 per HD 
Save:   16 
Morale:   10 
Hoard Type:  None 
XP:   10, 20, 50, 80 
 
These creatures are specially adapted to cavernous environments, 
as they perfect ly resem ble stalact ites. When they sense body heat  
or m ovem ent , they drop from  a cavern ceiling to impale and eat  a 
vict im . The largest  ones are 6’ long, and the sm allest  are 1’ long. 
 
Pix ie  

No. Enc.:  2d4 (1d4x10)  
Alignm ent :  Neut ral 
Movem ent :  90’ (30’)  
 Fly:  180’ (60’)  
Armor Class:  16 
Hit  Dice:   1 
At tacks:   1 (dagger)  
Dam age:  1d4 
Save:   14 
Morale:   7 
Hoard Type:  I I I  +  I V 
XP:   16 
 
These 1’ or 2’ tall cousins to elves have wings like an insect ’s. 
These wings are relat ively weak, and a pix ie m ust  spend 1 turn on 
it s feet  for each 3 turns spent  fly ing. Pix ies are naturally invisible, 
but  m ay choose to becom e visible at  will.  The spell detect  
invisibilit y will reveal their presence. Pixie invisibilit y is unlike the 
spell of the same nam e in that  a pix ie may act  freely, including 
at tacking, without  becom ing visible. Because of this advantage, a 
pixie will have surprise on it s opponent . An opponent  cannot  
at tack a pix ie during the first  round they are engaged in com bat , 
but  in the second round an opponent  m ay st r ike due to hearing 
the pixie and otherwise having som e idea where it  m ight  be as it  
m oves. At tacks m ade against  an invisible pixie are rolled with a 
penalty of –2.  
 
Pseu d o- d r ag on  

No. Enc.:  1 (1)  
Alignm ent :  Neut ral (good)  
Movem ent :  60’ (20’)  

Fly:  240’ (80’)  
Armor Class:  17 
Hit  Dice:   2 
At tacks:   1 (bite or tail)  
Dam age:  1d3 or poison 
Save:   15 
Morale:   7 
Hoard Type:  XI  x 10 
XP:   38 
 
These intelligent  dragon- like creatures are at  m ost  2’ long, and 
live in tem perate climates. They frequent ly take residence in 
dungeons, or in secluded wilderness locales. Although by nature 
they are rust  brown in color, they have the abilit y to blend into 
their surroundings, render ing them undetectable 80%  of the t im e. 
They m ay at tack with a bite, but  prefer to use their whip- like tails 
that  at tack with + 4 to hit . Vict ims take no dam age, but  m ust  save 
versus poison or fall into a state like feign death for 1d6 days. 
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However, unlike the spell, v ict im s are unaware of their  
surroundings. There is a 25%  chance that  when the durat ion is up 
the v ict im  dies. Psuedo-dragons are able to see invisible creatures 
or objects. They receive + 4 to all saving throws versus m agic, and 
can confer this bonus to another creature if they are touching. 
Pseudo-dragons are telepathic, and are able to grant  clairaudience 
and clairvoyance centered on themselves, to another being within 
240’. 
 
 

 
 
 
Pt er od act y l  

  Pt er od act y l  Pt er an od on  
No. Enc.:  0 (2d4)   0 (1d4)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  -   -  
 Fly:  180’ (60’)  240’ (120’)  
Armor Class:  12  13 
Hit  Dice:   1  5 
At tacks:   1 (bite)   1 (bite)  
Dam age:  1d3  1d12 
Save:   18  15 
Morale:   7  8 
Hoard Type:  None  VI I  
XP:   13  350 
 
These prehistor ic winged rept iles are usually found in warm  or 
t ropical environments. 
 
Pterodacty l:  These large winged rept iles have wings that  span 7 to 
10 feet . They glide through the air , watching for prey on the 
ground. They typically at tack small animals, or beings up to the 
size of a half ling. They have been known to at tack larger beings if 
they are part icular ly fam ished. 
Pteranodon:  This winged rept ile is a giant  version of the 
pterodactyl, and has wings that  can span up to 50’. They at tack 
larger animals, including hum an-sized indiv iduals. 
 
Pu r p le  W or m  

No. Enc.:  1d2 (1d4)  
Alignm ent :  Neut ral 
Movem ent :  60’ (20’)  
Armor Class:  13 
Hit  Dice:   15 
At tacks:   2 (bite, st ing)  
Dam age:  2d8/ 1d8, poison 
Save:   4 
Morale:   10 
Hoard Type:  XI X 
XP:   3,300 
 
The body of a mature purple worm is 10’ in diam eter and 100’ 
long or more. The creature has a poisonous st inger in it s tail.  
These dreaded purple m onst rosit ies burrow underground, only 
surfacing to consume unsuspect ing prey. They m ay at tack with 
both a bite and their  st inging tail in 1 round. Anyone stung by the 
tail m ust  also succeed in a saving throw versus poison or die. I f a 
purple worm ’s bite at tack roll is at  least  4 higher that  the roll 
needed to hit  (or a 20 is rolled) , a vict im  is swallowed. A being 
that  is swallowed takes 3d6 hit  points of dam age per round inside 
the purple worm ’s belly . The dam age stops when either the 

character dies or the worm is killed. When a purple worm is found 
below the earth, it  is usually from  inside one of it s tunnels. I n this 
case the tunnel m ay only be as wide as the worm , prevent ing it  
from  at tacking with both at tacks in the sam e round. 
 

R 
Rak sh asa 

No. Enc.:  1d4 (1d4)  
Alignm ent :  Chaot ic 
Movem ent :  150’ (50’)  
Armor Class:  23 
Hit  Dice:   7 
At tacks:   3 (2 claws, bite)  
Dam age:  1d3/ 1d3/ 1d4+ 1 
Save:   12 
Morale:   9 
Hoard Type:  XVI I I  
XP:   1,840 
 
These creatures are said to be a kind of dem on. They have bodies 
resem bling hum ans, but  for their  deadly claws and the head of a 
large cat , either a t iger , lion, or panther. Rakshasas are m an-
eaters, preferr ing the flesh of hum ans and dwarves. They have the 
spell- like abilit ies ESP and change self, which they often use in 
combinat ion to assume an agreeable form  to a potent ial v ict im . 
These creatures have the spell cast ing abilit ies of 1st  level cler ics 
and 3rd level m agic-users. Rakshasas are unaffected by norm al 
weapons, and suffer 50%  dam age from  weapons that  are + 1, + 2, 
or + 3. I n addit ion, they are im m une to the effects of all spells 
save those of 9th level. When m ult iple Rakshasas are encountered 
there is 1 male with up to 3 females. 
 
Rat  

  Or d in ar y   Gian t  
No. Enc.:  5d10 (2d10)   3d6 (3d10)  
Alignm ent :  Neut ral   Neut ral 
Movem ent :  60’ (20’)    120’ (40’)  
 Swim :  30’ (10’)    60’ (20’)  
Armor Class:  10   12 
Hit  Dice:   1 hit  point   1d4 hit  points 
At tacks:   1 (bite, per group)  1 (bite)  
Dam age:  1d6, disease  1d3, disease 
Save:   18   16 
Morale:   5   8 
Hoard Type:  XI    XX 
XP:   6   6 
 
Rats are omnivorous rodents that  thr ive in hum an t rash on the 
fr inges of dwellings. They are disease carr iers, and any t im e a 
character is bit ten by a rat  of any variety there is a 5%  chance the 
character cont racts a disease. A saving throw versus poison is 
perm it ted, and should it  fail the character dies of the disease 1d6 
days later. A successful saving throw indicates that  the character 
gets ill and is bedridden for 30 days, at  the end of which there is a 
25%  chance the disease proves fatal. The spell cure disease will 
cure this infect ion. Rats m ay be warded away with f ire. They are 
adept  swim m ers, who are at  hom e in sewers, water- f illed caverns, 
and marshes.  
 
Ordinary Rats:  Ordinary rats range in size from  6”  long to 2’ long. 
They can be black, brown, or gray in color. They live in packs that  
can consist  of great  numbers. Rat  packs get  1 at tack per 10 
individuals, inflict ing 1d6 hit  points of dam age per hit .  I f a 
character is swarm ed by a whole pack, he m ust  succeed in a 
saving throw versus death or fall to the ground under the writhing 
rodent  horde. He m ay stand up the following round, but  m akes a 
new saving throw if st ill under the swarm . The opponent  can m ake 
no at tacks unt il he gets back on his feet . 
Giant  Rats:  These rats are m inim ally 3’ long, but  m ay be larger. 
They at tack individually. Giant  rats live in refuse like their  sm aller 
cousins, and can be found in the lit ter that  often accum ulates in a 
dungeon. 
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Rem or h az 

No. Enc.:  1 (1)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  19, belly 16, head 17 
Hit  Dice:   7-14 
At tacks:   1 (bite)  
Dam age:  6d6 
Save:   14 -  10 
Morale:   10 
Hoard Type:  XVI I I  
XP:   1,140 
 
A remorhaz is a whit ish-blue in color m ult ilegged lizard- like 
creature that  pulses with a reddish glow from  the heat  its body 
produces. The creature is 20’ long with 7 HD, 24’ long with 8 HD, 
28’ long with 9 HD, and so on. Rem orhazes hide under snow and 
ice unt il they hear movement  above them , then at tack from  below 
and surpr ise prey. Once at  the surface, they rear to at tack, 
exposing their m ore vulnerable bellies. When these creatures are 
8 HD or m ore, they are large enough to have a swallow at tack in 
addit ion to their  norm ally powerful bites. Swallowed vict im s are 
killed im mediately because of the ext reme heat  within these 
creatures’ innards. When in com bat , the rem orhaz’s backside 
heats to an infernally hot  temperature. Any non-m agical weapons 
touching their bodies m elt  im m ediately, and m agical items m ust  
m ake saving throws. I f a being touches the hot  hide it  suffers 
1d10x100 hp damage. 
 
Rh ag od essa, Gian t  

No. Enc.:  1d4 (1d6)  
Alignm ent :  Neut ral 
Movem ent :  150’ (50’)  
Armor Class:  14 
Hit  Dice:   4 +  2 
At tacks:   1 ( leg or bite)  
Dam age:  0 or 2d8 
Save:   16 
Morale:   9 
Hoard Type:  VI  
XP:   215 
 
The giant  rhagodessa is a nocturnal carnivorous arachnid that  
closely resembles a spider, but  has im mense crushing m andibles. 
They have a chestnut  colored thorax and are tan or m ustard 
colored on their  rem aining bodies. These 6’ long m onsters have 
shorter legs than spiders, but  are able to clim b walls. The 
rhagodessa’s front  legs have suct ion pits that  do not  deal dam age, 
but  on a successful hit  they can pull an opponent  to the m andibles 
that  deal 2d8 hit  points of dam age on the second round, with no 
ext ra at tack roll needed. 
 
Rh in ocer os 

  Or d in ar y  W oo l ly  
No. Enc.:  0 (1d12)  0 (1d8)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  120’ (40’)  120’ (40’)  
Armor Class:  14  15 
Hit  Dice:   6  8 
At tacks:   1 (but t  or  1 (but t  or 
     t ram ple)      t ram ple)  
Dam age:  2d4 or 2d8 2d6 or 2d12 
Save:   17  15 
Morale:   6  6 
Hoard Type:  None  None 
XP:   570  1,060 
 
The rhinoceros is infam ous for its bad tem per and willingness to 
charge int ruders. They deal double dam age after charging. A herd 
of these beasts will stam pede if threatened, in any direct ion to be 
determ ined random ly. 
 
Woolly Rhinoceros:  The woolly rhino is a prehistor ic rhino that  is 

larger and covered in a dense, coarse hair . 
 
Roc 

  Sm al l   Lar g e         Gian t  
No. Enc.:  0 (1d12)  0 (1d8)         0 (1)  
Alignm ent :  Lawful  Lawful        Lawful 
Movem ent :  60’ (20’)   60’ (20’)         60’ (20’)  
 Fly:  480’ (160’)  480’ (160’)     480’ (160’)  
Arm or Class:  15  17        19 
Hit  Dice:   6  12        36 
At tacks:   - - - - - - - - - - - -  3 (2 claws, bite)  - - - - - - - - - - - - -  
Dam age:  1d4+ 1/ 1d4+ 1 1d8/ 1d8/       3d6/ 3d6/  
  2d6  2d10        8d6 
Save:   15  11        7 
Morale:   8  9        10 
Hoard Type:  XI V  XI V        XI V 
XP:   320  1,200        6,750 
 
Rocs are powerful creatures liv ing in high elevat ions and warm  
environm ents. They look som ewhat  like huge eagles. Their  
im m ense appet ites accom pany the great  size of rocs, as rocs will 
frequent ly consume large mammals including horses and cat t le. 
Rocs hunt  much like eagles, swooping down on their  meal and 
st r ik ing it  with im mense claws. When a roc nest  is encountered, 
there is a 50%  probability that  1d6 eggs or 1d4 young are 
present . Rocs fight  to the death to defend their  young. I f eggs or 
chicks are captured, they can be t rained as m ounts. I f a dark 
being encounters a roc, the roc will have a penalty of -2 to 
react ion checks, and a neut ral being im poses a –1 penalty. This is 
due to the light  nature of rocs, and their  preference for dealing 
with other light  creatures. 
 
Rop er  

No. Enc.:  1d3 (1d3)  
Alignm ent :  Chaot ic 
Movem ent :  30’ (10’)  
Armor Class:  19 
Hit  Dice:   10-12 
At tacks:   1 
Dam age:  5d4 
Save:   11 
Morale:   8 
Hoard Type:  V x 2 
XP:   2,400 
 
A roper stands som e 9’ tall and tapers from  3 or 4 feet  in diam eter 
at  the base to 1 foot  across at  the top. A roper’s colorat ion and 
tem perature change to m atch the features of the surrounding 
cave. A roper hunts by standing very st ill and im itat ing a 
stalagm ite. This tact ic often allows it  to at tack with surpr ise. When 
prey com es within reach, it  lashes out  with one of it s six rope- like 
st rands to a distance of up to 50’. I f a roper hits with a st rand 
at tack, the st rand latches onto the opponent ’s body. This deals no 
dam age but  drags the opponent  to the roper’s im m ense m outh, in 
10’ increm ents per round. I n addit ion, the vict im  suffers from  
weakness for 1d4 rounds. A character m ust  succeed in a force 
doors check in order to break away from  a roper’s st rand. Ropers 
suffer only 50%  dam age from  cold-based at tacks, and are 
im mune to elect r ical-based at tacks. However, fire is disagreeable 
to them  and they suffer -4 to save versus fire-based at tacks. 
 
Rot  Gr u b  

No. Enc.:  0 (5d4)  
Alignm ent :  Neut ral 
Movem ent :  10’ (2’)  
Armor Class:  10 
Hit  Dice:   1 hit  point  
At tacks:   See below 
Dam age:  See below 
Save:   19 
Morale:   Not  applicable 
Hoard Type:  None 
XP:   5 
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Although rot  grubs can be found in animal waste and other foul 
refuse, they prefer to consum e t issue that  is st ill alive. Upon 
contact  with a liv ing being, rot  grubs will begin to v igorously 
burrow deep into the body. Fire m ust  be applied to the site of 
contact  at  once in order to prevent  the rot  grubs from  burrowing 
further. This applicat ion of flam e inflicts 1d6 hit  points of dam age 
per instance. I f not  stopped im m ediately, within 1d3x10 m inutes 
the rot  grubs will find the heart  and kill their v ict im . The spell cure 
disease will dest roy the rot  grubs in a vict im ’s body. 
 
Ru st  Mon st er  

No. Enc.:  1d4 (1d4)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  17 
Hit  Dice:   5 
At tacks:   1 
Dam age:  See below 
Save:   14 
Morale:   7 
Hoard Type:  None 
XP:   500 
 
The body of this m onster resem bles a giant  arm adillo, and it  has a 
long scaly tail.  The hide of these creatures varies in color from  a 
yellowish tan underside to a rust - red upper back. A rust  m onster ’s 
prehensile antennae can rust  m etals on contact , as can their  hide 
when st ruck with m etal weapons.  All ordinary m etal arm or and 
weapons either st ruck by antennae or contact ing a rust  m onster’s 
hide (when it  is at tacked with a sword, for instance)  instant ly 
becom es ut ter ly and perm anent ly useless from  severe rust ing. 
Due to this effect , ordinary m etal weapons do not  harm  rust  
monsters. Magic item s will f irst  lose their m agical bonuses, 1 at  a 
t ime, unt il they are ordinary item s of their t ype. Any subsequent  
contact  will then rust  the item . Each “plus”  grants the item  a 10%  
probability of surviving contact  unscathed. For instance, if a 
character st r ikes a rust  m onster with a dagger + 2, it  has an 80%  
chance of becom ing a dagger + 1. I f it  does, any subsequent  hit  
has a 90%  chance of m aking the dagger an ordinary dagger. I f it  
becom es an ordinary dagger, a hit  after that  renders the dagger 
useless. A rust  m onster feeds upon the rust  it  creates in this 
m anner. 
 
 

S 
Sah u ag in  

No. Enc.:  4d4 (3d4x10)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Swim :  240’ (80’)  
Armor Class:  14 
Hit  Dice:   2 +  2 
At tacks:   3, 5 (2 or for claws, bite)  or 1 (by weapon)  
Dam age:  1d2/ 1d2/ 1d2/ 1d2/ 1d4 or As weapon 
Save:   16 
Morale:   8 
Hoard Type:  V, XI  +  XV 
XP:   47 
 
Sahuagin are irredeem ably evil fish- like hum anoids that  worship 
infernal forces. Most  feature green colorat ion, darker along the 
back and lighter on the belly . Many have dark st r ipes, bands, or 
spots, but  these tend to fade with age. An adult  m ale sahuagin 
stands roughly 6’ tall.  They only live in saltwater , and m ay dwell in 
shallow waters near shore or in very deep locat ions far at  sea. 
They have kingdom s under the waves that  ape hum an societal 
st ructures. Sahuagin typically fight  with t r idents and nets (50% )  
or daggers, spears, and crossbows (25% ) . I f unarm ed, they at tack 
with 2 claws and a bite when on shore, or 2 claws, 2 foot  rakes, 
and a bite when under water . These creatures t ravel in bands led 
by a 4 HD chief. When 10 or m ore are encountered, there will be a 

3 HD guard per 10 sahuagin in the group. When found in their  lair , 
half of the sahuagin will be 2 HD fem ales, and 25%  are 1 HD 
hatchlings. There will be 2d4x10 eggs. I n their lairs there will be a 
9 HD baron. There is a 10%  per 10 sahuagin encountered that  
there is a 5th to 8th level cler ic and 1d4 4th level cler ic assistants. 
I n addit ion, in the lair  there is a 5%  chance a pr ince will be 
present , along with 2d4 chieftains of 3 HD and 3d10 2 HD 
concubines. When a pr ince is present  there will always be cler ics 
present  as m ent ioned above. Lairs are typically guarded by 2d4 
sharks, or 4d4 if a pr ince is present . Sahuagin often take human 
prisoners under the sea, where they are subject  to unspeakable 
tortures. 
 
Salam an d er  

  Flam e   Fr ost  
No. Enc.:  1d4+ 1 (2d4)  1d3 (1d3)  
Alignm ent :  Neut ral  Chaot ic 
Movem ent :  120’ (40’)  120’ (40’)  
Armor Class:  17  16 
Hit  Dice:   8  12 
At tacks:   3 (2 claws, bite)  5 (4 claws, bite)  
Dam age:  1d4/ 1d4/ 1d8 1d6 (each claw) / 2d6 
Save:   12  9 
Morale:   8  9 
Hoard Type:  XVI I   XVI I I  
XP:   2,060  3,600 
 
Flame Salamander:  The flam e salam ander is a kind of intelligent  
fire elemental. I t  has a lizard- like appearance, with red scales and 
four lim bs. I t  reaches a length of 12’ to 16’. Scorching heat  
emanates from  the flam e salamander, and all creatures within 20’ 
who are suscept ible to fire dam age receive 1d8 hit  points of 
dam age per round. Flam e salam anders are unharmed by all f ire-
based dam age and non-m agical weapons. They are unaffected by 
sleep or charm  spells. These creatures often live in the molten 
lava of volcanoes, or otherwise in very hot  and ar id regions. 
 
Frost  Salamander:  The frost  salam ander resem bles a flam e 
salamander, except  that  it  has six limbs and is white or bluish 
white. I t  at tacks with its front  four claws and a bite. Bone-chilling 
cold emanates from  the frost  salam ander, and all creatures within 
20’ that  are suscept ible to cold dam age receive 1d8 hit  points of 
dam age per round. Frost  salam anders are unharm ed by all cold-
based dam age and non-m agical weapons. They are unaffected by 
sleep or charm  spells. These creatures prefer to live in icy and cold 
regions. 
 
These two forms of salam ander are natural enem ies. They despise 
one another and will always fight  if in the sam e vicinity. 
 
Sat y r  

No. Enc.:  2d4 (2d4)  
Alignm ent :  Neut ral 
Movem ent :  180’ (60’)  
Armor Class:  14 
Hit  Dice:   5 
At tacks:   1 (horns)  
Dam age:  2d4 
Save:   14 
Morale:   7 
Hoard Type:  I X, XVI I I  
XP:   350 
 
A satyr ’s hair  is red or chestnut  brown, while it s hooves and horns 
are jet  black. They live carefree lifesty les in isolated sylvan 
set t ings, where they enjoy good wine and seducing dryads, 
nym phs, and elven wom en. Satyrs avoid com bat , but  when forced 
they at tack with their horns. There is a 25%  chance that  a satyr 
has a m agical weapon. I n any group of satyrs, one m em ber has a 
set  of m agical pipes only usable by their kind. I t  has the effects of 
charm , sleep, and fear for beings within 60’ who fail a save versus 
spells. I f the save succeeds, that  being cannot  be affected by the 
sam e pipes again. Satyrs can be 90%  invisible in wilderness 
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set t ings, and their keen senses m ake them  surpr ised only on a 1 
on 1d6. Satyrs speak their  own language, elven, and com m on. 
 
Scor p ion , Gian t  

No. Enc.:  1d6 (1d6)  
Alignm ent :  Chaot ic 
Movem ent :  150’ (50’)  
Armor Class:  17 
Hit  Dice:   4 
At tacks:   3 (2 claws, st ing)  
Dam age:  1d10/ 1d10/ 1d4, poison 
Save:   15 
Morale:   11 
Hoard Type:  VI I  
XP:   190 
 
These aggressive giant  cousins to scorpions are about  6’ long. Any 
t im e that  a claw successfully st r ikes, the st ing at tack receives a 
bonus of + 2 to hit . I f stung, a vict im  needs to succeed at  a saving 
throw versus poison or die. Giant  scorpions can be found in 
dungeons, rock shelters, ruins, and hot  environm ents. 
 
 
Sea Hag  

No. Enc.:  1d4 (1d4)  
Alignm ent :  Chaot ic 
Movem ent :  150’ (50’)  
Armor Class:  12 
Hit  Dice:   3 
At tacks:   1 (weapon)  
Dam age:  1d4 (dagger)  
Save:   14 
Morale:   7 
Hoard Type:  XI V 
XP:   95 
 
This race of vile fem ales lives in shallow fresh or saltwater areas. 
They consume hum anoid f lesh, and to that  end they have a gaze 
that  will instant ly kill a vict im  within 30’ that  fails a save versus 
poison (usable 3 t im es per day)  
.  These creatures are so hideous that  any being looking at  one 
m ust  save versus m agic or lose 50%  of his STR for 1d6 turns. 
 

 
 
Sea Ser p en t  

  Nor m al    Gian t  

No. Enc.:  0 (2d6)    1 (1)  
Alignm ent :  Neut ral   Neut ral 
Movem ent :   
 Swim :  150’ (50’)   250’(100’)  
Armor Class:  14   17 
Hit  Dice:   6   30 
At tacks:   1 (bite or const r ict )  1 (bite or const r ict )  
Dam age:  2d6 or see below  4d6 or see below 
Save:   14   3 
Morale:   8   7 
Hoard Type:  None   None 
XP:   570 

Sailors dread sea serpents. Small serpents are imm ense, 30’ long 
snake- like sea beasts that  will at tack ships that  are 30’ long or 
sm aller. I t  wraps its serpent ine body around ships to const r ict  for 
1d10 st ructural hit  points of dam age each round. When at tacking 
creatures or characters it  at tacks with a bite that  deals 2d6 hit  
points of dam age. Giant  serpents are also known as Sea Terrors 
and gigant ic, 120’ long snake- like sea beasts that  will at tack ships 
that  are 100’ long or smaller. I t  wraps its serpent ine body around 
ships to const r ict  for 4d6 st ructural hit  points of dam age each 
round. When at tacking creatures or characters it  at tacks with a 
bite that  deals 4d6 hit  points of dam age and can swallow up to 
hum an-sized creatures whole. 
 
 
Sh ad ow  

No. Enc.:  1d8 (1d12)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
Armor Class:  12 
Hit  Dice:   2 +  2 
At tacks:   1 
Dam age:  1d4, special 
Save:   16 
Morale:   12 
Hoard Type:  XVI I  
XP:   83 
 
Although shadows seem  to resem ble ghosts, since they have no 
corporeal body and resem ble shadows, but  they are not  t ruly 
undead creatures. As a consequence, shadows are not  suscept ible 
to the cler ic ability to turn undead. Shadows may only be st ruck 
with m agical weapons. However, like undead, shadows are 
unaffected by charm  or sleep spells. Shadows are very silent  and 
difficult  to observe. They will surpr ise on a surpr ise check roll of 1-
5 on 1d6. When a shadow successfully at tacks an opponent , the 
vict im  suffers 1d4 hit  points of dam age, and 1 point  of STR is 
drained for 8 turns. Should a being be drained to STR 0, it  
permanent ly t ransform s into a shadow. 
 
 
Sh am b l in g  Mou n d  

No. Enc.:  1d3 (1d3)  
Alignm ent :  Neut ral 
Movem ent :  60’ (20’)  
Armor Class:  19 
Hit  Dice:   8-11 
At tacks:   2 
Dam age:  2d8/ 2d8 
Save:   12 
Morale:   12 
Hoard Type:  VI I I ,  I X, XI V 
XP:   1,820 
 
Sham bling m ounds, also called shamblers, appear to be heaps of 
rot t ing vegetat ion. They are actually intelligent , carnivorous 
plants. A sham bler’s brain and sensory organs are located in its 
upper body, buried deep within it s slimy dense t runk. A shambler’s 
body has an 8’ gir th and is about  6’ tall when the creature stands 
erect . These creatures bat ter opponents with two huge, arm - like 
appendages. I f both hit  in the sam e round, a vict im  has been 
grabbed and it  will be sm othered to death by the shambler ’s 
abundant  m ucus in 2d4 rounds. The vict im  can only get  free if the 
shambler is k illed. Shamblers take no dam age from  elect r icity. 
I nstead, any elect r icity at tack used against  a sham bler grants it  1 
HD ( the creature actually grows) . I n addit ion, fire-based at tacks 
do not  harm  it .  Cold-based at tacks do half dam age, or no dam age 
if the shambler succeeds in a saving throw. Weapons deal half 
damage. However, since shamblers are intelligent  plant  creatures 
they are suscept ible to spells that  affect  plants. 
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Sh ar k  

  Bu l l   Mak o  
No. Enc.:  0 (3d6)   0 (2d6)  
Alignm ent :  Neut ral   Neut ral  
Movem ent :  -   -  

Swim :  180’ (60’)   180’ (60’)   
Armor Class:  15      15  
Hit  Dice:   2  4  
At tacks:   1 (bite)   1 (bite)   
Dam age:  2d4  2d6  
Save:   18  17  
Morale:   7  7  
Hoard Type:  None  None  
XP:   29  135  
  Gr eat  W h i t e  Gian t  
No. Enc.:  0 (1d4)   0 (1d3)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  -   -  

Swim :  180’ (60’)  180’ (60’)  
Armor Class:  15  14 
Hit  Dice:   8  10-15 
At tacks:   1 (bite)   1 (bite)  
Dam age:  2d10  4d4 (10-11 HD)  

5d4 (12-13 HD) ,  
6d4 (14-15 HD)  

Save:   16  12 
Morale:   7  10 
Hoard Type:  None  None 
XP:   1,060  1,070 
 
Sharks are som e of the m ost  efficient  hunters of the sea. Although 
they are not  very intelligent , they are cunning. As soon as sharks 
sense blood in the water ( to a range of 300’)  they become fur ious 
feeders and will fight  to the death with no check for m orale. 
 
Bull Shark:  Bull sharks are brown and reach a length of 8’. 
  
Mako Shark:  These giant  15’ sharks will at tack large prey. They 
are tan or gray. 
 
Great  White Shark:  This im m ense shark can reach lengths 
exceeding 30’. They are silvery-gray with white bellies. These 
sharks are v icious, and m ay at tack boats that  are half their  length. 
 
Giant  Shark:  These giant  sharks are 25’ to 50’ long, but  are 
otherwise m uch like their  sm aller cousins. Giant  sharks have a 
swallow at tack. A swallowed vict im  will die in 6 rounds unless the 
shark is killed before that  t im e. 
 
Sh r ew , Gian t  

No. Enc.:  1d4 (1d8)  
Alignm ent :  Neut ral 
Movem ent :  180’ (60’)  
Armor Class:  15 
Hit  Dice:   1 
At tacks:   2 (bite)  
Dam age:  1d6/ 1d6 
Save:   18 
Morale:   10 
Hoard Type:  None 
XP:   19 
 
Giant  shrews are rodents, and in som e ways resem ble giant  rats. 
However, shrews have slight ly longer snouts and are burrowing 
anim als with reduced eyesight . They can jum p up to 5’. Giant  
shrews are able to echolocate in a fashion not  unlike bats, by 
em it t ing small squeaks. With this kind of “ vision”  they are able to 
see 60’, and this m ay be blocked with the spell silence 15’ radius. 
A deafened (and thus blinded)  giant  shrew has an effect ive AC of 
8 and suffers a –4 penalty to at tack rolls. 
Giant  shrews are insect ivores, and are highly terr itor ial.  They will 
at tack t respassers, and are ext remely fast . They automat ically 
have init iat ive on the first  round of com bat , and have a bonus of 

+ 1 on the second round. Giant  shrews are fearsom e, vicious 
fighters and they are ext rem ely int im idat ing. Any opponent  with 3 
HD or fewer m ust  succeed in a saving throw versus death or flee. 
 
Sh r iek er  

No. Enc.:  1d8 (0)  
Alignm ent :  Neut ral 
Movem ent :  9’ (3’)  
Armor Class:  12 
Hit  Dice:   3 
At tacks:   See below 
Dam age:  See below 
Save:   16 
Morale:   12 
Hoard Type:  None 
XP:   65 
A shrieker is a stat ionary fungus, resem bling a large m ushroom , 
that  em its a loud noise to at t ract  prey or when disturbed. 
Shriekers live in dark, subterranean places, and com e in of shades 
of purple. The shrieker will em it  its scream if it  senses movement  
within 30’, or light  comes within 60’. The scream persists for 1d3 
rounds. For every round a shrieker is scream ing, there is a 50%  
probabilit y that  it  has caught  the at tent ion of a wandering 
monster . Wandering monsters will arr ive on the scene within 2d6 
rounds.  
 
Sk elet on  

No. Enc.:  3d4 (3d10)  
Alignm ent :  Chaot ic 
Movem ent :  60’ (20’)  
Armor Class:  12 
Hit  Dice:   1 
At tacks:   1 
Dam age:  1d6 or weapon 
Save:   18 
Morale:   12 
Hoard Type:  None 
XP:   13 
 
Skeletons are the anim ated bones of the dead, m indless 
autom atons that  obey the orders of their  evil m asters. A skeleton 
is seldom garbed in anything m ore than the rot t ing rem nants of 
any clothing or  arm or it  was wearing when slain. A skeleton does 
only what  it  is ordered to do. I t  can draw no conclusions of its own 
and takes no init iat ive. Because of this lim itat ion, its inst ruct ions 
must  always be simple. A skeleton at tacks unt il dest royed. 
Skeletons are undead, and a cler ic m ay turn them. Like other 
undead, skeletons are unaffected by charm  or sleep spells.  
 
Sl i t h er in g  Tr ack er  

No. Enc.:  1 (1)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  14 
Hit  Dice:   5 
At tacks:   0 
Dam age:  None 
Save:   13 
Morale:   10 
Hoard Type:  XX 
XP:   500 
 
This creature looks like a long, thin t ransparent  protoplasm, 
alm ost  snake- like in form . I t  is an am orphous and t ransparent  
creature that  inhabits dark underground areas of the world. I t  
blends so well with the environm ent  that  it  can only be seen 5%  of 
the t ime. Unlike other oozes, the slither ing t racker does not  feed 
on organic m at ter. I t  survives by devouring liv ing creatures. A 
typical slither ing t racker is 3’ long. I t  generally does not  at tack 
vict ims im mediately, but  instead follows them unt il they go to 
sleep. Then it  contacts a vict im ’s skin, and if the vict im  fails a save 
versus paralyze then the creatures poisonous slime paralyzes the 
vict im  permanent ly. The slithering t racker then engulfs the vict im  
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and digests it  in 6 turns. 
 
Slu g , Gian t  

No. Enc.:  1 (1)  
Alignm ent :  Neut ral 
Movem ent :  60’ (20’)  
Armor Class:  11 
Hit  Dice:   12 
At tacks:   1 (bite)  
Dam age:  1d12 
Save:   11 
Morale:   10 
Hoard Type:  None 
XP:   2,000 
 
Giant  slugs are larger, m uch st ronger versions of norm al slugs. 
They are pale gray in color with a dull white underbelly. They have 
a single pair of long, thin tentacles or antennae. The giant  slug 
uses them to sense brightness, heat , and to sm ell. A typical giant  
slug is 20’ long but  can grow to twice that  length. I t s squishy 
flexible body allows it  to squeeze into relat ively narrow corr idors, 
though it  m ay be in such a way as to prevent  turning. A large 
slim e t rail marks the ground as it  m oves. Giant  slugs are found in 
m oist  or wet  environments such as swamps, m arshes, rain 
forests, and dungeons. They are both scavengers and predators 
feeding on both plants and animals. Giant  slugs are nocturnal 
creatures and spend the daylight  hours away from  the heat  of the 
sun. Giant  slugs may at tack with a bite, but  they often employ 
their  highly dangerous acid spit t le to a range of 60’. I f st ruck, a 
vict im  suffers 5d8 hp acid dam age. Giant  slugs are only harm ed 
by sharp weapons or m agical blunt  weapons (m agical value deals 
dam age only) . 
 
Sn ak e    

  Sp i t t in g  Cob r a  Pi t  Vip er  Sea Sn ak e  
No. Enc.:  1d6 (1d6)  1d8 (1d8)  1d8 (1d8)  
Alignm ent :  Neut ral  Neut ral  Neut ral 
Movem ent :  90’ (30’)        90’ (30’)            90’ (30’)            
Armor Class:  12  13  13 
Hit  Dice:   1  2  3 
At tacks:   1 (bite or spit )  1 (bite)   1 (bite)  
Dam age:  1d3, poison 1d4, poison 1, poison 
Save:   18  18  17 
Morale:   7  7  7 
Hoard Type:  None  None  None 
XP:   13  38  65 
 
  Gian t  Py t h on  Gian t  Rat t ler  
No. Enc.:  1d3 (1d3)  1d4 (1d4)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  90’ (30’)   120’ (40’)  
Armor Class:  13  14 
Hit  Dice:   5  4 
At tacks:   2  2 (bite)  
  (bite, const r ict )  
Dam age:  1d4/ 2d8  1d4, poison 
Save:   15  16 
Morale:   8  8 
Hoard Type:  VI   VI  
XP:   350  135 
 
Snakes are legless rept iles, and often have venom ous bites. 
Snakes usually are not  aggressive and flee when confronted. They 
live in m any different  clim ates, but  especially avoid severely cold 
environm ents. 
 
Spit t ing Cobra:  Like m ost  snakes, the 3’ long spit t ing cobra avoids 
conflict . However, if it  is threatened it  will rear up and em it  
poisonous spit t le. A vict im  is ent it led to a saving throw versus 
poison, and failure indicates the opponent  is blinded. The spell 
cure blindness will reverse the effects. The bite of the cobra deals 
1d3 hit  points of dam age, and is venom ous. A vict im  m ust  
succeed in a saving throw versus poison or be killed after 1d10 

turns. 
 
Pit  Viper:  This gray-green snake is 5’ long, and the pits on its head 
are able to sense heat  to a distance of 60’. Pit  vipers are 
ext remely fast ,  and will automat ically have init iat ive every round. 
They have a venom ous bite that  requires a successful saving 
throw versus poison, or the vict im  dies. 
 
Sea Snake:  These 6’ long aquat ic snakes are ext remely poisonous 
and aggressive. Their bites do very lit t le dam age, but  like other 
venomous snakes, a vict im  must  succeed in a saving throw versus 
poison or die after 1d4 +  2 turns. There is a 50%  probabilit y that  
a vict im , if unaware of the snake’s presence, will not  realize he 
has been bit ten. The poison from  a sea snake is part icular ly 
potent , and the spell neut ralize poison is ineffect ive 25%  of the 
t ime. 
 
Giant  Python:  The giant  python is 20’ long. I t  at tacks first  with a 
bite, and on a successful hit  it  is also able to const r ict  a vict im  for 
an addit ional 2d4 hit  points of dam age. The const r ict ion cont inues 
on subsequent  rounds. 
 
Giant  Rat t lesnake:  These snakes are ext rem ely quick, and bite 
twice per round. One bite occurs at  the beginning of the round, 
and another at  the end of the round. The bite is venom ous, and a 
vict im  m ust  succeed in a saving throw versus poison, or die 1d6 
turns later . The giant  rat t lesnake is 10’ long, carnivorous, and will 
hunt  large mammals. 
 

 
 
Sp ect r e  

No. Enc.:  1d4 (1d8)  
Alignm ent :  Chaot ic 
Movem ent :  150’ (50’)  
 Fly:  300’ (100’)  
Armor Class:  17 
Hit  Dice:   6 
At tacks:   1 ( touch)  
Dam age:  1d8, drain level 
Save:   10 
Morale:   11 
Hoard Type:  XVI I I  
XP:   1,070 
 
A spect re is an undead creature that  looks m uch as it  did in life 
and can be easily recognized by those who knew the individual or 
have seen the individual’s face in a paint ing or a drawing. I n m any 
cases, the evidence of a violent  death is v isible on it s body. A 
spect re is roughly hum an-sized and is weight less. These powerful 
undead are unharm ed by ordinary weapons, including weapons 
made of silver. Being sim ilar to all undead, they share an 
im munity to charm , hold, and sleep spells. The most  dreaded 
at tack of the spect re is its life draining ability. When a vict im  is 
st ruck, it  suffers 1d8 hit  points of dam age and loses 2 experience 
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levels or 2 HD. Note that  characters drained of levels must  also 
reduce other characterist ics associated with their class and level. 
After being drained of levels, a character will have the m inim um  
num ber of experience points for the level he is reduced to. Should 
a character reach level 0, he dies and will becom e a spect re in 24 
hours. The new spect re is under the com m and of the spect re that  
killed him . 
 

 
 
Sp h in x  

  An d r osp h in x  Cr iosp h in x  
No. Enc.:  1 (1)   1d4 (1d4)  
Alignm ent :  Lawful Neut ral 
Movem ent :  180’ (60’)  120’ (40’)  
Fly:  300’ (100’)  240’ (80’)  
Armor Class:  21  19 
Hit  Dice:   12  10 
At tacks:   2 (claws)  3 (2 claws, head but t )  
Dam age:  2d6/ 2d6  2d4/ 2d4/ 3d6 
Save:   7  9 
Morale:   9  9 
Hoard Type:  XVI   XVI I I  
XP:   3,600  1,700 
   
  Gy n asp h in x  Hier acosp h in x  
No. Enc.:  1 (1)   1d6 (1d6)  
Alignm ent :  Neut ral  Chaot ic 
Movem ent :  150’ (50’)  90’ (30’)  
Fly:  240’ (80’)  360’ (120’)  
Armor Class:  20  18 
Hit  Dice:   8  9 
At tacks:   2 (claws)  3 (2 claws, beak)  
Dam age:  2d4/ 2d4  2d4/ 2d4/ 1d10 
Save:   13  11 
Morale:   9  10 
Hoard Type:  X, XI V  XVI I I  
XP:   1,560  1,700 
 
Sphinxes are enigm at ic creatures with great , feathery wings and 
leonine bodies. All sphinxes are terr itor ial, but  the more intelligent  
ones can different iate between deliberate int rusion and tem porary 
or inadvertent  t respass. 
 
Androsphinx:  These m ale sphinxes are 8’ tall and have heads that  
combine the characterist ics of a human and a lion. They generally 
at tack with their large claws, but  also have the spell cast ing ability 
of a 6th level cler ic. Three t im es per day an androsphinx can let  

loose a m ighty roar that  can be heard for m iles. I t  will usually only 
em it  these roars if it  becom es exceedingly angry. The effects of 
each roar are different . For the 1st  roar, creatures within 360’ 
m ust  save versus spells or be affected as a wand of fear for 3 
turns. For the second roar, all creatures sm aller than ogres within 
30’ are rendered deaf for 2d6 rounds. Within 20’ creatures m ust  
save versus pet r ificat ion or be paralyzed for  1d4 rounds. I f it  roars 
a third t im e, all those within 240’ must  succeed in a save versus 
spells or reduce 2d4 points of STR for 2d4 rounds. I n addit ion, any 
creature sm aller than an ogre within 30’ will be thrown to the 
ground. I f thrown to the ground, a creature m ust  save versus 
breath at tacks or be stunned for 2d6 rounds. I f the creature is not  
knocked down it  suffers 2d8 hp dam age instead. The force of this 
roar is so great  that  it  breaks any stone or crystalline object  within 
30’. Androsphinxes despise gynosphinxes, and only deal with them  
for the purposes of reproduct ion. 
 
Criosphinx:  These crafty creatures have the head of a ram , and 
covet  wealth. They are always male, and average 7’ tall.  They 
often at tem pt  to t r ick wealth from  other creatures. They at tack 
with two claws and a head but t . 
 
Gynosphinx:  These sphinxes are the fem ale counterparts of 
androsphinxes, and are 7’ tall.  They value wealth, and have been 
known to aid adventurers for a pr ice. They have the following 
spell- like abilit ies usable 1 t ime per day:  clairaudience, 
clairvoyance, detect  invisibilit y, detect  m agic, dispel m agic, read 
languages, read m agic, rem ove curse, legend lore, and locate 
object . Every week they m ay use all form s of sym bol once each. 
I n addit ion to taking payment  from  adventurers in the form  of 
t reasure, they value knowledge, literature, and above all 
knowledge of the whereabouts of an androsphinx. 
 
Hieracosphinx:  These evil sphinxes have the head of an eagle, and 
at tack with claws and a beak each round. They are 7’ tall.  Much 
like other sphinxes, hieracosphinxes covet  t reasure. They 
som et im es enter the service of powerful and evil creatures, often 
as steeds or guards. 
 
 
Sp id er , Gian t  

  Black       Cr ab  

  W id ow       Sp id er  Tar an t u la  

No. Enc.:  1d3 (1d3)     1d4 (1d4)  1d3 (1d3)  
Alignm ent :  Neut ral        Neut ral Neut ral 
Movem ent :  60’ (20’)       120’ (40’)  120’ (40’)  
 Web:  120’ (40’)     None None 
Arm or Class:  13            12  14 
Hit  Dice:   3      2  4 
At tacks:   1 (bite)         1 (bite)       1 (bite)  
Dam age:  2d6, poison 1d8, poison 1d8, poison 
Save:   17      18  17 
Morale:   8      7  8 
Hoard Type:  VI       VI   VI  
XP:   80      38  135 
 
Giant  Black Widow:  The giant  black widow is a shiny black color, 
and has a red design resem bling an hourglass on it s vent ral 
abdomen. This spider is 6’ long. These spiders are very 
aggressive, and prefer to t rap prey in their  st icky web. The web 
has the sam e propert ies as that  of the web produced by the spell 
of the sam e nam e. Any opponent  bit ten by the giant  black widow 
is ent it led to a saving throw versus poison, and failure indicates 
death after 1 turn. 
 
Giant  Crab Spider:  These 5’ long carnivorous spiders do not  weave 
webs, but  crawl upon vert ical surfaces and ceilings to pounce upon 
prey. They are able to surpr ise opponents on a surprise check roll 
of 1-4 on 1d6, due to their ability to change colors to match the 
environm ent . The bite of the giant  crab spider is venom ous, and a 
vict im  will die in 1d4 turns unless a saving throw versus poison is 
m ade. A bonus of + 2 is given on this roll,  due to the less potent  
nature of the venom . 
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Giant  Tarantula:  This giant  spider is highly magical, and is not  
t ruly a tarantula despite its appearance. I ts painful bite has a 
m agical poison. Any vict im  m ust  succeed in a saving throw versus 
poison or begin to spasm  horr ibly, while standing, in what  appears 
to be som e m acabre dance. This excruciat ing dance im parts a 
penalty of –4 to hit  if the vict im  engages in com bat , and others 
receive a bonus of + 4 to hit  such a “dancer.”  The effects have a 
durat ion of 2d6 turns. However, vict im s of the dance becom e 
paralyzed in 5 turns, fall to the ground, and are completely 
helpless. The effects of the dance are magically infect ious, such 
that  any creatures witnessing the dance m ust  also save versus 
poison or begin to dance them selves for the sam e durat ion as the 
first  dancer. These effects can be countered with the spell dispel 
m agic.  
 
Sp id er , Ph ase 

No. Enc.:  1d4 (1d4)  
Alignm ent :  Neut ral 
Movem ent :  60’ (20’)  
On web:   150’ (50’)  
Armor Class:  12 
Hit  Dice:   5 +  5 
At tacks:   1 (bite)  
Dam age:  1d6 
Save:   14 
Morale:   8 
Hoard Type:  XVI I I  
XP:   660 
 
These 8’ long giant  spiders at tack with a poisonous bite. Vict ims 
m ust  succeed in a saving throw versus poison or die. Phase 
spiders are diff icult  opponents, since they spend m ost  of the t im e 
out  of phase, and invulnerable to at tack except  by creatures 
capable of affect ing beings on the ethereal plane. I f the spell 
phase door is cast  on a phase spider it  cannot  phase out  again for 
7 rounds. The webs of this spider are very st icky, and it  takes a 
creature with 18 STR or higher 1 round to break out . I f STR is 17, 
it  takes 2 rounds. The webs burn easily, as with a web spell.  
 
Sp r i t e  

No. Enc.:  3d6 
Alignm ent :  Neut ral 
Movem ent :  60’ (20’)  
 Fly:  180’ (60’)  
Armor Class:  14 
Hit  Dice:   1d4 hit  points 
At tacks:   1 (spell)  
Dam age:  See below 
Save:   16 
Morale:   7 
Hoard Type:  I V 
XP:   6 
 
Sprites are reclusive fey creatures that  are cousins to elves and 
pixies. They are 1’ tall,  and have wings. Spr ites are not  m alicious, 
but  are m ischievous, and enjoy playing t r icks on other creatures. 
When five spr ites pool their energies, they m ay inflict  a curse 
upon a target . A curse will not  be directed to cause physical harm  
or illness, but  will instead be em barrassing or of som e other 
“humorous”  nature. Examples m ight  include m aking a character’s 
skin change to be dot ted or st r iped, or som e other effect  left  to 
the GM’s discret ion. The spell remove curse can counter this 
effect . 
 
 
 
 
 
 
 
 
 

Sq u id , Gian t  

No. Enc.:  0 (1d4)  
Alignm ent :  Neut ral 
Movem ent :  -  
 Swim :  120’ (40’)  
Armor Class:  12 
Hit  Dice:   6 
At tacks:   9 (8 tentacles, bite)  
Dam age:  1d4 (all tentacles) / 1d10 
Save:   14 
Morale:   7 (9)  
Hoard Type:  VI I  
XP:   1,070 
 
These voracious free-swim m ing m ollusks are fair ly aggressive 
creatures, and can have bodies m ore than 20 feet  long. They 
at tack alm ost  anything they m eet . They have 2 large tentacles 
and 8 sm all tentacles. The larger ones are used to wrap around 
ent ire ships, dealing 1d10 st ructural hit  points of const r ict ion 
dam age. When const r ict ing a ship the squid will also at tack with 
its great  beak for an ext ra 2 points of st ructural hit  point  dam age 
for each round. Sm aller tentacles are used to grasp sm aller 
creatures on ships or near water. These tentacles const r ict  vict ims 
when they successfully at tack, and deal 1d4 hit  points of dam age 
each per successive rounds. They also m ay at tack with their  beak 
for 1d10 points of dam age. A sm aller tentacle can be cut  off if a 
total of 6 hit  points or more of damage is dealt  with one blow, 
while a larger one requires a m inim um  of 10 hp dam age. A giant  
squid may swim  away if it  is losing an encounter, and it  will spray 
a 30’ radius cloud of black ink to obscure its escape.  
 
St at u e, An im at ed  

  Cr y st a l   St on e           I r on  
No. Enc.:  1d6 (1d6)  1d3 (1d3)        1d4 (1d4)  
Alignm ent :  Lawful  Chaot ic           Neut ral 
Movem ent :  90’ (30’)   60’ (20’)           30’ (10’)  
Arm or Class:  15  15                  15 
Hit  Dice:   3  5          4 
At tacks:   2 ( fists)   2 ( fists)           2 ( fists)  
Dam age:  1d6/ 1d6  2d6/ 2d6         1d8/ 1d8 
Save:   14  12          13 
Morale:   11  11                  11 
Hoard Type:  None  None          None 
XP:   65  500          190 
 
Anim ated statues are statues of ordinarily inorganic, inanimate 
m aterial given life by powerful m agic-users. These statues m ay be 
used to guard locat ions, and unless they engage in som e form  of 
m ovem ent  they will appear to be norm al statues. The GM m ay 
create anim ate statues com posed of addit ional m aterials, using 
the above three examples as guidelines. These statues often 
appear hum anoid, but  m ay be statues of any type and size. 
Animate statues are im m une to the effects of sleep spells. 
 
Crystal:  These animate statues are com posed of crystals, often 
quartz. 
 
Stone:  These statues appear to be m ade sim ply of som e kind of 
stone, but  inside the statue there is a large pocket  of m olten lava. 
This statue does not  usually at tack with fists, but  projects lava 
through the t ips of it s fingers to inflict  2d6 hit  points of burning 
dam age. 
 
I ron:  When ordinary, m etal, non-m agical weapons st r ike an 
anim ate iron statue the at tacker m ust  succeed in a saving throw 
versus spells. Otherwise, the weapon becomes lodged in the 
statue, and can only be ret r ieved by killing the statue. 
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St eg osau r u s 

No. Enc.:  0 (1d4)  
Alignm ent :  Neut ral 
Movem ent :  60’ (20’)  
Armor Class:  16 
Hit  Dice:   11 
At tacks:   1 ( tail or t ram ple)  
Dam age:  2d8 or 2d6 
Save:   15 
Morale:   7 
Hoard Type:  None 
XP:   1,200 
 
These prehistor ic herbivore rept iles are very large, and have a 
st r ip of hard plates that  runs along their  spine. Their tails are 
powerful weapons, which have four large spikes on their  ends. 
This creature will m ost  often be encountered in warm , t ropical or 
sub- t ropical environm ents. 
 
St i r g e 

No. Enc.:  1d10 (3d12)  
Alignm ent :  Neut ral 
Movem ent :  30’ (10’)  
 Fly:  180’ (60’)  
Armor Class:  12 
Hit  Dice:   1 
At tacks:   1 
Dam age:  1d3 
Save:   18 
Morale:   9 
Hoard Type:  XI  
XP:   16 
 
This monster looks som ething like an anteater with feathers. A 
st irge’s colorat ion ranges from  rust - red to reddish-brown, with a 
dir ty yellow underside. The long proboscis is pink at  the t ip, fading 
to gray at  it s base. A st irge’s body is about  1 foot  long, with a 
wingspan of about  2 feet . I t  weighs about  1 pound. A st irge uses 
it s long proboscis to penet rate a vict im , latch on, and drain it s 
blood. When a st irge at tacks an opponent  for the first  t im e, its 
quick speed grants it  a bonus of + 2 to hit . A successful at tack 
deals 1d3 points of dam age from blood sucking, and thereafter 
each round the st irge has latched to an opponent  and sucks 1d3 
hit  points of dam age worth of blood every round. A st irge will 
remain at tached to a vict im  unt il the v ict im  dies, or unt il the st irge 
is killed. 
 
St r an g le  W eed  

No. Enc.:  3d4 (3d4)  
Alignm ent :  Neut ral 
Movem ent :  None 
Armor Class:  13 
Hit  Dice:   2-4 
At tacks:   1 
Dam age:  See below 
Save:   15 
Morale:   NA 
Hoard Type:  I ,  I I ,  I I I ,  I V, V, XI , XI V 
XP:   29 
 
This m ass of writhing v ines and leaves looks like a large patch of 
seaweed. Several long fronds prot rude from  the center of it ,  and it  
is 12’ wide. I t  at tacks by grappling its foe and then squeezing it .  
Slain creatures are digested by the st rangle weed. The st rangle 
weed is dark green and slight ly slim y, with 3d4 fronds, each about  
10’ long, prot ruding from  its m ain body. St rangle weed lies st ill 
unt il prey com es near. I t  then lashes out  with its fronds, 
at tem pt ing to grapple its foes. Grappled foes are squeezed unt il 
they die. Each frond has an effect ive STR of 4d4. A vict im  has a 
10%  chance of breaking free for each point  of STR he has above 
that  of the frond’s STR. More than one frond m ay entangle a 
vict im , 1 frond per round with a successful at tack. Mult iple fronds 
com bine STR. I f the fronds have more STR than the vict im , the 

vict im  suffers 1 hp crushing dam age per point  of STR the fronds 
have above the vict im ’s. Creatures caught  in the fronds m ay 
at tack with -2 to hit . A subterranean version of the st rangle weed 
is believed to exist , though encounters with it  are very rare. I t  is 
whit ish-green and is found in underground pools, stagnant  water, 
and the like. 
 

T 
Th r og h r in  

No. Enc.:  1d6 (1d10)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Armor Class:  13 
Hit  Dice:   3 
At tacks:   2 or 1 (2 claws or weapon)  
Dam age:  1d3/ 1d3 or weapon 
Save:   14 
Morale:   10 
Hoard Type:  XX 
XP:   80 
 
A throghr in m ay appear to be a hobgoblin at  first  glance, but  
these m onsters are a wicked, unholy m agical hybrid of t roll,  
hobgoblin, and ghoul. They have an affinity for the com pany of 
hobgoblins, and are occasionally em ployed as bodyguards to a 
hobgoblin king. Throghr in have the sam e paralyzing touch as a 
ghoul, and can regenerate as a t roll 1 hp per round. Hit  points are 
gained at  the start  of each com bat  round.  
 
Tick , Gian t  

No. Enc.:  3d4 (3d4)  
Alignm ent :  Neut ral 
Movem ent :  30’ (10’)  
Armor Class:  16 
Hit  Dice:   2-4 
At tacks:   1 
Dam age:  1d4 
Save:   16 
Morale:   8 
Hoard Type:  None 
XP:   29 
 
These creatures are 1’ to 3’ long, and at tack with a bite. I f 
successful, they have at tached themselves and drain 1d6 hp 
dam age worth of blood each round thereafter, unt il they have 
drained an equivalent  of blood equal to their  m axim um  hp total. 
Giant  t icks do not  let  go of a vict im  unless burned, killed, or 
suffocated by subm ersion in water . I n addit ion, all v ict im s have a 
50%  probabilit y of cont ract ing a wast ing disease that  kills the 
vict im  in 2d4 days. The spell cure disease is effect ive in 
elim inat ing this illness. 
 
 
Ti t an  

No. Enc.:  1d2 (1d2)  
Alignm ent :  Lawful 
Movem ent :  210’ (70’)  or 150’ (50’)  
Armor Class:  17 to 22 
Hit  Dice:   17-22 
At tacks:   1 ( fist )  
Dam age:  7d6 or 8d6 
Save:   3 
Morale:   10 
Hoard Type:  X, XI  x 8, XVI I I  
XP:   4,250;  7,000 
 
A t itan resembles an 18’ to 23’ tall very at t ract ive human. They 
are disposed toward good but  are nonetheless creatures of chaos. 
Titans vary in st rength, with the m ost  powerful ones being larger. 
Roll to determ ine the power level of a t itan when it  is 
encountered:  
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Roll d6 AC HD Dam age  Movem ent  Height  

1 17 17 7d6  210’ (70’)  18’ 
2 18 18 7d6  210’ (70’)  19’ 
3 19 19 7d6  210’ (70’)  20’ 
4 20 20 7d6  210’ (70’)  21’ 
5 21 21 8d6  150’ (50’)  22’ 
6 22 22 8d6  150’ (50’)  23’ 
 
Titans at tack with their powerful fists. I n addit ion, they have the 
following spell- like abilit ies:  invisibility, lev itate ( twice per day) , 
and they can becom e ethereal ( twice per day) . Further, t itans m ay 
use cler ic and magic-user spells. Their  highest  spell level ability for 
each class is determ ined by rolling 1d4+ 3, and t itans have access 
to 2 spells per spell level. Titans speak all giant  languages, t itan, 
com mon, and their alignment  tongue. 
 
Ti t an o t h er e 

No. Enc.:  0 (1d6)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  14 
Hit  Dice:   12 
At tacks:   1 (but t  or t ram ple)  
Dam age:  2d6 or 2d8 
Save:   15 
Morale:   7 
Hoard Type:  None 
XP:   2,000 
 
These creatures are prehistor ic relat ives of the rhinoceros. They 
have large, blunt - t ipped horns rather than the sharp horns of 
rhinos, and can reach a height  of 10’ to 12’. Few creatures 
threaten these large beasts, and they are relat ively peaceful 
herbivores. When they do at tack, they are capable of a charge for 
double dam age, and they m ay t ram ple. 
 
Toad , Gian t    

  Gian t  

No. Enc.:  1d4 (1d4)  
Alignm ent :  Neut ral 
Movem ent :  90’ (30’)  
Armor Class:  12 
Hit  Dice:   2 +  2 
At tacks:   1 (bite)  
Dam age:  1d4 +  1 
Save:   18 
Morale:   6 
Hoard Type:  None 
XP:   71 
 
  I ce   Po ison ou s  
No. Enc.:  1d4 (1d4)  1d4 (1d4)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  90’ (30’)   90’ (30’)  
Armor Class:  15  12 
Hit  Dice:   5  2 +  2 
At tacks:   1 (bite)   1 (bite)  
Dam age:  3d4  1d4 +  1 
Save:   15  18 
Morale:   7  6 
Hoard Type:  XI V  None 
XP:   500  59 
 
These im m ense toads can grow to be as large as a wolf and weigh 
up to 250 lbs. They have the ability to alter the color of their  
warty hides to m atch that  of the dim  dungeon corr idors or dark 
forests they frequent . For this reason they will surpr ise a vict im  on 
a surpr ise check roll of 1-3 on 1d6. Giant  toads have 15’ long 
tongues, and on a successful hit  they are able to yank any being 
the size of a dwarf or sm aller  toward their  m ouths for a bite 
at tack. Vict im s no larger than a halfling m ay be swallowed on an 
at tack roll of 20. Any creature swallowed will suffer 1d6 hit  points 
of dam age per round as the toad digests it .  

 
I ce:  These giant  toads are 8’ long and live in cold regions or deep 
within dungeons. Giant  ice toads have a swallow at tack, and are 
capable of swallowing human sized opponents. They lash out  with 
20’ long tongues, and on a successful at tack m ay yank a vict im  to 
it s m outh for a bite at tack. Swallowed opponents suffer 1d6 hp 
dam age per round they are in the toad’s stom ach, unless it  is 
killed. I n addit ion, once every 2 rounds a giant  ice toad m ay em it  
an icy blast  at  all creatures within a 10’ radius. All creatures 
suscept ible to cold-based at tacks suffer 3d6 hp dam age. 
 
Poisonous:  Giant  poisonous toads are in all ways ident ical to 
“ordinary”  giant  toads. They are the size of a wolf and can blend 
into their  environm ents, surpr ising opponents on a 1-3 on 1d6. 
They have a 15’ long tongue they at tack with to yank opponents 
to their gaping m ouths. A successful bite at tack deals 1d4+ 1 hp 
dam age and vict im s m ust  save versus poison or die. Giant  
poisonous toads have a swallow at tack that  is effect ive against  
opponents the size of a dwarf or sm aller . Swallowed opponents 
suffer 1d6 hp dam age per round they are in the toad’s stom ach, 
unless it  is killed. 
 
Tr ap p er  

No. Enc.:  1 (1)  
Alignm ent :  Neut ral 
Movem ent :  30’ (10’)  
Armor Class:  16 
Hit  Dice:   12 
At tacks:   4+  
Dam age:  See below 
Save:   13 
Morale:   10 
Hoard Type:  XVI I  
XP:   2,000 
 
Trappers are thought  to be distant  relat ives of the lurker above 
(see that  ent ry) . Unlike their  relat ives, however, t rappers m im ic 
the f loor of a building, dungeon, or other st ructure and are 95%  
undetectable by visual inspect ion. By manipulat ing their body 
st ructure while covering the floor, t rappers can form  a box that  
resem bles a sm all t runk or chest . This is usually enough to lure 
would-be-adventurers to their  doom. A t rapper waits unt il it s prey 
is alm ost  centered on its body near the “ t runk”  or “ chest ”  before it  
st r ikes. I t  then quickly folds and wraps its body around it s 
unsuspect ing prey at tempt ing to smother and squeeze it  unt il it  is 
dead. This deals 1d6 hp of crushing dam age each round, and after 
the 6th round the prey is autom at ically smothered to death. 
Vict ims are incapable of at tacking. Trappers suffer only half 
dam age from  cold or fire-based at tacks, and no dam age on a 
successful saving throw. They keep their  t reasure underneath 
them . 
 
Tr ean t  

No. Enc.:  0 (1d8)  
Alignm ent :  Lawful 
Movem ent :  60’ (20’)  
Armor Class:  17 
Hit  Dice:   8 
At tacks:   2 
Dam age:  2d6/ 2d6 
Save:   9 
Morale:   6 
Hoard Type:  XX 
XP:   1,560 
 
A t reant  is a m obile, intelligent  t ree- like creature. A t reant  is about  
18’ tall.  I ts leaves are deep green in the spring and sum m er. I n 
the fall and winter the leaves change to yellow, orange, or red, but  
they rarely fall out . A t reant ’s legs f it  together when closed to look 
like the t runk of a t ree, and a m ot ionless t reant  is near ly 
indist inguishable from  a t ree. For this reason, at  a distance of 
m ore than 30 yards, a m ot ionless t reant  cannot  be dist inguished 
from  a norm al t ree. Because of their inconspicuous nature, beings 
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are surpr ised on a surprise check roll of 1-3 on 1d6. Treants are 
very long lived, and as such they take few act ions, including 
speaking, with any haste. They fear fire, and will be caut ious if it  
is nearby. Treants have the ability to cont rol 2 norm al t rees with a 
range of 60’. These animated t rees will engage in combat  with the 
sam e characterist ics of a t reant , and have m ovem ent  of 30’ (5’) . 
Treants m ay stop or start  animat ing news t rees on any given 
round. 
 
 
Tr icer at op s 

No. Enc.:  0 (1d4)  
Alignm ent :  Neut ral 
Movem ent :  90’ (30’)  
Armor Class:  17 
Hit  Dice:   11 
At tacks:   1 (gore or t rample)  
Dam age:  3d6 
Save:   14 
Morale:   8 
Hoard Type:  None 
XP:   1,200 
 
These large, 12’ high and 40’ long prehistor ic dinosaurs are 
herbivores, but  very aggressive to those who com e near. They live 
in grassy environm ents in sub- t ropical and tem perate regions. 
These creatures have three very large horns and a big bony plate 
on their  skulls. Like other large anim als, a t r iceratops m ay charge 
during the first  round of com bat  to inflict  double dam age. 
 
 
Tr i t on  

No. Enc.:  3d4 (2d6x10)  
Alignm ent :  Neut ral (good)  
Movem ent :  150’ (50’)  swim  
Armor Class:  14 
Hit  Dice:   3 
At tacks:   1 (weapon)  
Dam age:  As weapon 
Save:   15 
Morale:   7 
Hoard Type:  VI I I ,  I X, X, XI X 
XP:   50 
 
A t r iton has silvery skin that  fades into silver-blue scales on the 
lower half of it s body. I t  has two scaled “ legs”  ending in f ins. 
Tr itons’ hair  is deep blue or blue-green and they are about  the 
sam e size and weight  as a hum an. The reclusive t r itons prefer to 
avoid com bat , but  they fiercely defend their  hom es. They at tack 
with either m elee or ranged weapons as the circum stances 
warrant . When encountered outside their lair , they are 90%  likely 
to be m ounted on fr iendly sea creatures such as hippocam pi. I n a 
group of 10 or m ore there will be a 5 HD leader, and in a group of 
20 or m ore there will be an addit ional 7 HD leader. I f m ore than 
60 are encountered, a 9 HD chieftain will be present . I n addit ion, 
for every 10 t r itons encountered there is a 10%  chance that  
1d4x10%  of their  num ber are m agic-users of a level determ ined 
for each one by rolling 1d6. 
 
 
Tr og lod y t e  

No. Enc.:  1d8 (5d8)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Armor Class:  14 
Hit  Dice:   2 
At tacks:   3 (2 claws, bite)  
Dam age:  1d4/ 1d4/ 1d4 
Save:   17 
Morale:   9 
Hoard Type:  XXI I  
XP:   38 
 

These hum anoid rept iles are green, scaly, and have a bony spine 
along the center of the top of their  heads, backs, and backs of 
their  arm s. Troglodytes are m alicious and warlike, and will at tempt  
to slay any creatures that  cross their paths. They have the abilit y 
to blend into their  environm ent  like a cham eleon, and will surpr ise 
with a surpr ise check roll of 1-4 on 1d6. Their  bodies are covered 
in small glands that  produce a st inky, slimy coat ing on their  scaly 
hide. All dem i-hum ans and humans that  com e near a t roglodyte 
are required to m ake a saving throw versus poison, or suffer –2 to 
at tack rolls due to the disgust ing, horr id stench. 
 
 
Tr o l l  

No. Enc.:  1d8 (1d8)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Armor Class:  15 
Hit  Dice:   6 +  3 
At tacks:   3 (2 claws, bite)  
Dam age:  1d6/ 1d6/ 1d10 
Save:   11 
Morale:   10 
Hoard Type:  XI X 
XP:   600 
A t roll’s rubbery hide is m oss green, m ot t led green and gray, or 
put r id gray. The hair  is usually greenish black or iron gray. A 
typical adult  t roll stands 8’ tall.  These monsters enjoy eat ing other 
intelligent  hum anoids. Trolls tend to lurk in dungeons, caverns, 
ruins, and swamps. They are very wiry and lanky, but  excessively 
st rong and have m enacing, dir ty claws and sharp teeth. Trolls 
have the abilit y to regenerate dam age they receive. After 3 rounds 
have passed since they received dam age, they will regenerate 3 
hit  points each round. Fire and acid dam age cannot  be 
regenerated by a t roll.  I f a t roll loses a lim b or body part , these 
parts will at tem pt  to crawl or squirm  back toward the m ain port ion 
of the body to reat tach. A t roll can reat tach a severed m em ber 
instant ly by holding it  to the stump. Due to this powerful ability to 
regenerate, t rolls cannot  be permanent ly dest royed except  by fire 
or acid. I f a t roll is damaged enough to be killed ( reaches 0 hit  
points)  the t roll will cont inue to regenerate and stand again to 
fight  after 2d6 rounds. 
 
 
Tu r t le , Gian t  

  Sea  Snapping 
No. Enc.:  1d3 (1d3)  1d4 (1d4)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  10’ (3’)   30’ (10’)  

Swim :   150’ (50’)  120’ (40’ 
Armor Class:  17  19 
- - - -  (head, flippers 14)  - - - -  
Hit  Dice:   15  10 
At tacks:   1 (bite)   1 (bite)  
Dam age:  4d4  6d4 
Save:   8  13 
Morale:   6  9 
Hoard Type:  None  None 
XP:   1,500  1,700 
 
Giant  turt les are 40’ in diameter. Their tem peram ents vary 
depending on type. 
 
Sea:  Giant  sea turt les only f ight  if direct ly threatened or very 
hungry. They m ay capsize smaller vessels 90%  of the t im e or 
larger vessels 10%  of the t im e if they com e to the surface direct ly 
under them . 
 
Snapping:  These giant  tur t les are ext remely temperamental and 
aggressive. They live in bodies of fresh water or large r ivers. They 
lie in wait  for prey, extending their  10’ long necks very suddenly 
to surpr ise on 1-4 on 1d6, and then snap at  prey for 6d4 hp 
dam age. 
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Ty r an n osau r u s Rex  

No. Enc.:  0 (1)  
Alignm ent :  Neut ral 
Movem ent :  120’ (40’)  
Armor Class:  16 
Hit  Dice:   20 
At tacks:   1 (bite)  
Dam age:  6d6 
Save:   11 
Morale:   11 
Hoard Type:  VI I  x3 
XP:   2,250 
 
This large prehistor ic carnivorous dinosaur is a fearsom e predator. 
I t  is bipedal and can reach heights of 20’. I t  will hunt  any creature 
that  m oves, but  generally does not  bother with prey smaller  than 
a halfling. 
 

U 
Un d ead  

The undead are a class of monsters that  include spect res, 
zombies, skeletons, wights, wraiths, vampires, and others. These 
beings were alive at  one t im e, but  through foul m agic or by dying 
at  the hands of another undead type, these beings r ise again as 
undead horrors. Most  undead do not  m ake a sound when m oving. 
All such creatures are im mune to the effects of poison. Further, 
they are unaffected by the spells charm  person, sleep, or hold 
person. 
 

 
 

Un ico r n  

No. Enc.:  1d6 (1d8)  
Alignm ent :  Lawful 
Movem ent :  240’ (80’)  
Armor Class:  17 
Hit  Dice:   4 
At tacks:   3 (2 hooves, horn)  
Dam age:  1d8/ 1d8/ 1d8 
Save:   14 
Morale:   7 
Hoard Type:  None 
XP:   135 
 
A unicorn has deep sea-blue, violet , brown, or fiery gold eyes. All 
unicorns have a long, st raight  horn growing from  the center of 
their  foreheads. Males sport  a white beard, and all unicorns’ coats 
are snow white. A typical adult  unicorn is the size of a wild horse. 
These m ajest ic creatures have the abilit y to teleport  1 t im e per 
day, along with a r ider, up to 360’. A light , vir tuous maiden may 
only approach these shy creatures. 
 

V 
Vam p i r e 

No. Enc.:  1d4 (1d6)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
 Fly:  180’ (60’)  
Armor Class:  17 
Hit  Dice:   7 to 9 
At tacks:   1 ( touch, see below)  
Dam age:  1d10, drain life energy 
Save:   12 to 8  
Morale:   11 
Hoard Type:  XVI I  
XP:   3,150/ 5,060/ 7,300 
 
The vam pire is one of the m ost  dreaded undead m onsters. Being 
sim ilar to other undead, they are im m une to charm , hold, and 
sleep spells. Elect r icity and cold does only half damage, they are 
unaffected by norm al weapons, and they regenerate 3 hit  points 
per round. Vam pires m ust  take refuge in a coffin or other hide-
away during the daylight  hours, and m ust  slum ber on soil from  
their own grave once in a while to maintain their powers’ vitality. 
 
Vam pires are imm ensely st rong, and deal great  blows that  inflict  
1d10 hit  points of dam age. These blows (or any other touch)  
further reduce the v ict im ’s life energy by two levels, which 
consequent ly reduces all other t raits linked to a loss in levels 
(at tack abilit y , hit  dice, etc.) .  
 
Vam pires have the innate ability to take gaseous form  at  will,  but  
will be forced into this form  if their  hit  points reach zero. They 
then at tem pt  to reach their  coffin to reform  their  bodies. I f they do 
not  reach the coffin within 2 turns and rest  for 8 hours, they are 
unable to reform . 
 
Further, vampires have the innate ability to shape change into a 
large bat  at  will,  which grants them fly ing m ovem ent . They can 
sum m on 1d10x10 bats or rats when underground. They can 
summon 3d6 wolves or 2d4 dire wolves when above. These 
creatures will arr ive in 2d6 rounds. I n addit ion, a vam pire has a 
charm  gaze (as the charm  person spell)  that  takes effect  if a 
vict im  peers into a vam pire’s eyes. The vict im  m ay at tem pt  a 
saving throw versus spells with a penalty of -2.  
 
Although these item s do not  actually cause harm  or completely 
repel these creatures, vampires will draw back from  a light  holy 
sym bol, a m irror, or garlic if they are presented with confidence. 
Garlic causes a vam pire to cr inge for 1d4 rounds, and a holy 
sym bol or m irror will cause a vam pire to take a posit ion in which 
the item  does not  impede his or her progress or at tack. A light  
holy symbol will affect  a vam pire no mat ter what  it s ethos was in 
life. Once a person becom es a vam pire, he or she is a dark undead 
creature, and holy water will inflict  1d6+ 1 hit  points of damage. 
 
There are a few m eans by which a vam pire m ay be dest royed. 
They take great  damage from  im mersion in running water , and 
will be k illed in 1 turn. I n addit ion, if caught  in sunlight  a vam pire 
m ust  succeed in a saving throw versus death for each round 
exposed, or it  will be com pletely turned to dust . Finally, a stake 
through the heart , coupled with decapitat ion, will dest roy a 
vampire. Holy sacraments (such as wafers)  m ust  be placed in the 
m outh. Note that  if a vam pire is staked he or she will appear to 
die, but  unless also decapitated the vam pire will revive when the 
stake is rem oved. 
 
Vam pires create others of their  kind by draining hum ans or other 
hum anoids of all life energy ( they reach 0 level) . The vict im  m ust  
be buried, and after 1 day he will ar ise as a vam pire. The v ict im  
will retain abilit ies, including class abilit ies, which he had in life but  
will becom e a dark undead being. He will be a slave to the 
vampire that  created him , but  becomes free willed if the m aster is 
killed. 
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W  
W asp , Gian t  

No. Enc.:  1d20 (1d20+ 20)  
Alignm ent :  Neut ral 
Movem ent :  60’ (20’)  
Fly:  210’ (70’)  
Armor Class:  15 
Hit  Dice:   4 
At tacks:   2 (bite, st ing)  
Dam age:  2d4/ 1d4 
Save:   19 
Morale:   10 
Hoard Type:  XI  x 15 
XP:   135 
 
These 3’ long giant  insects are incredibly aggressive and 
carnivorous. They create nests underground, usually in caverns or 
dug into the earth. Their nests are const ructed of m ud or paper. 
Giant  wasps at tack with a bite and a poisonous st ing. Vict im s of 
the st ing m ust  succeed in a saving throw versus poison or be 
perm anent ly paralyzed. Paralyzed vict im s are taken back to the 
nest  where they are deposited to be devoured by hatching larvae. 
Vict ims are killed in this manner in 1d4+ 1 days. The spell 
neut ralize poison can rem ove the paralyzat ion. 
 
W easel , Gian t  

No. Enc.:  1d4 (1d6)  
Alignm ent :  Neut ral 
Movem ent :  150’ (50’)  
Armor Class:  12 
Hit  Dice:   4 +  4 
At tacks:   1 (bite)  
Dam age:  2d4 
Save:   15 
Morale:   8 
Hoard Type:  VI I  
XP:   290 
 
These 9’ long creatures are brown, tan, or white. They are fierce 
hunters, and when they successfully at tack with their bite they 
cling to the vict im , sucking blood for 2d4 hit  points of dam age 
each round. They cannot  be rem oved, and will cling unt il either 
the v ict im  has dies or the weasel has been killed. These creatures 
can see in the dark with a lim ited 30’ infravision, and have a very 
keen sense of sm ell that  they use to t rack prey. These burrowing 
creatures live in the tunnels they create in the earth, and will 
som et im es venture or burrow into dungeons.  
 
W h ale 

  Ki l ler   Nar w h al   

No. Enc.:  0 (1d6)   0 (1d4)   
Alignm ent :  Neut ral  Lawful  
Movem ent :  240’ (80’)  180’ (60’)       
Armor Class:  13  12   
Hit  Dice:   6  12        
At tacks:   1 (bite)   2 (bite, horn)      
Dam age:  1d20  2d6/ 1d8     
Save:   13  10   
Morale:   10  8   
Hoard Type:  VI I   None  
XP:   570  1,200  

 
 

  Sp er m  

No. Enc.:  0 (1d3)  
Alignm ent :  Neut ral 
Movem ent :  180’ (60’)  
Armor Class:  13 
Hit  Dice:   36 
At tacks:   1 (bite)  
Dam age:  3d20 
Save:   4 
Morale:   7 
Hoard Type:  VI I  
XP:   12,500 
 
Killer Whale:  These im m ense whales typically reach a length of 
25’. They prefer colder waters of the north or ext reme south. They 
prey on m any different  anim als of the sea. They will swallow any 
creature of a size equal to or less than a half ling if their  at tack roll 
result  is a 20. A creature that  is swallowed suffers 1d6 hit  points 
of dam age each round, and drowns after 10 rounds. 
 
Narwhal:  These large whales typically reach a length of 15’. They 
prefer colder waters of the north or ext rem e south. They are 
highly intelligent  and have a m agic horn on their  heads that  
resem bles the horn of a unicorn. Som e say that  this horn, even 
when severed, will v ibrate in the v icinity of dark or evilly 
intent ioned creatures. Even if this rum or is false, the horns are 
valuable for their  ivory, fetching 1d6x1,000 gp. 
 
Sperm  Whale:  These gigant ic whales typically reach a length of 
60’. They will swallow any creature of a size equal to or less than 
a hum an if their  at tack roll result  is at  least  4 higher than the 
at tack roll required to st r ike. A creature that  is swallowed suffers 
3d6 hit  points of dam age each round. When a sperm  whale 
encounters a sea vessel, it  usually (90% )  leaves it  undisturbed, 
but  may decide to at tack. A sperm  whale can slam into a ship with 
it s imm ense head, dealing 6d6 st ructural hit  points of dam age. 
 
W ig h t  

No. Enc.:  1d6 (1d8)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
Armor Class:  14 
Hit  Dice:   3 
At tacks:   1 
Dam age:  Drain life energy 
Save:   16 
Morale:   12 
Hoard Type:  XXI  
XP:   110 
 
Wights are undead creatures who were form erly hum ans or  dem i-
hum ans in life. A wight ’s appearance is a weird and twisted 
reflect ion of the form  it  had in life. Wights at tack by touching a 
vict im  and draining 1 level, or  hit  die, from  a vict im . For exam ple, 
if a 3 HD m onster is at tacked and st ruck, it  becom es a 2 HD 
m onster . Likewise, if a 4th level character is st ruck, he becom es 
3rd level. Any hum an or dem i-human reduced to 0 level dies, and 
becom es a wight  in 1d4 days. Wights m ay only be harm ed by 
m agical weapons, spells, and weapons m ade of silver. Like other 
undead, they are im m une to the effects of sleep and charm  spells. 
 
W i l l - O- W isp  

No. Enc.:  1 (1d3)  
Alignm ent :  Chaot ic 
Movem ent :  180’ (60’)  
Armor Class:  27 
Hit  Dice:   9 
At tacks:   1 
Dam age:  2d8 
Save:   10 
Morale:   7 
Hoard Type:  XVI I I  
XP:   3,100 
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Will-o’-wisps can be yellow, white, green, or blue. They are easily 
m istaken for lanterns, especially in the foggy m arshes and 
swam ps where they reside. A will-o’-wisp’s body is a globe of 
spongy m ater ial about  1’ across, and its glowing body sheds a 
variable am ount  of light  in order to confuse vict im s. They m ay 
becom e invisible for 2d4 round intervals. Will-o’-wisps usually 
avoid com bat . They prefer to confuse and bewilder adventurers, 
lur ing them  into m orasses or other hazardous places where they 
feed on life energy as a vict im  dies in a t rap or other hazard. 
When they are forced to fight , they let  loose small elect r ical 
shocks that  deal 2d8 hp dam age. A will-o’-wisp is im mune to most  
spells except  magic m issile, maze and protect ion from  evil.  
However, these creatures are vulnerable to norm al at tacks. They 
are highly intelligent , and if reduced to only a few hit  points they 
m ay negot iate with opponents for survival. 
 
W in d  W alk er  

No. Enc.:  1d3 (1d3)  
Alignm ent :  Neut ral 
Movem ent :  150’ (50’)  
Fly:  300’ (100’)  
Armor Class:  12 
Hit  Dice:   6 +  3 
At tacks:   1 
Dam age:  3d6 
Save:   14 
Morale:   9 
Hoard Type:  XXI I  
XP:   680 
 
Wind walkers are creatures from  the elemental plane of air .  When 
found on the m aterial plane they live on high m ountain peaks or 
deep within dungeons. On occasion, a wind walker is encountered 
in the service of a cloud giant , storm  giant , efreet , dj inn, or other 
such creature. A wind walker’s natural form  is that  of a roaring 
and whist ling column of wind about  12’ tall.  No discernable 
features can be seen in the wind walker. A wind walker at tacks by 
using the surrounding air  to pum m el its foes for 3d6 hp dam age 
each round. Wind walkers can only be at tacked by ethereal 
creatures or creatures capable of affect ing the ethereal plane. A 
cont rol weather spell instant ly slays a wind walker if it  fails a 
saving throw versus spells. A haste spell deals 1d6 points of 
dam age per two caster levels (m axim um  5d6)  to a wind walker. I n 
addit ion, a haste spell doubles the dam age the wind walker deals 
with its wind blast  at tack. An ice storm  spell deals no dam age to a 
wind walker, but  affects it  as if by a fear spell for 1d4 rounds. A 
wind walker is affected norm ally by m agical barr iers. 
 
 

 
 
 
 

W ol f  

  Or d in ar y  W o l f  Di r e  W o l f  

No. Enc.:  2d6 (3d6)  1d4 (2d4)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  180’ (60’)  150’ (50’)  
Armor Class:  12  13 
Hit  Dice:   2 +  2  4 +  1 
At tacks:   1 (bite)   1 (bite)  
Dam age:  1d6  2d4 
Save:   18  15 
Morale:   8  8 
Hoard Type:  None  None 
XP:   35  140 
 
  W in t er  

No. Enc.:  2d4 (2d4)  
Alignm ent :  Neut ral (evil)  
Movem ent :  180’ (60’)  
Arm or Class:  5 
Hit  Dice:   6 
At tacks:   1 (bite)  
Dam age:  2d4 
Save:   13 
Morale:   10 
Hoard Type:  XI V 
XP:   820 
Ordinary Wolves:  Wolves are carnivorous pack hunters known for 
their  persistence and cunning. Wolves pr imarily hunt  and live in 
wilderness set t ings, but  occasionally venture into caverns and 
dungeons. Wolves are social, and when their  num bers are greater 
they are m ore confident . I n a group of 3 or fewer, or if 50%  of 
their  num ber has been lost , their  m oral drops to 6. Wolf cubs m ay 
be kept  and t rained in the sam e m anner as dogs. 
 
Dire Wolves:  These larger cousins of ordinary wolves are m uch 
m ore vicious, and are m ore intelligent . They m ore com m only live 
in wooded and m ountainous areas, and are even m ore likely than 
ordinary wolves to venture into caverns or dungeons in search of 
prey. Dire wolf cubs m ay be kept  and t rained in the sam e m anner 
as dogs, but  are m ore difficult  to cont rol. Goblins capture cubs to 
t rain them as mounts. 
 
Winter Wolves:  These intelligent  and terr ible 6’ long wolves live in 
cold environm ents. I n addit ion to a bite at tack, winter wolves have 
a frosty breath weapon that  inflicts 6d4 hp damage to vict im s 
within 10’. A successful save versus breath at tacks reduces 
dam age by 50% . They suffer an ext ra + 1 point  of dam age per die 
of fire dam age, but  they are im m une to all cold-based at tacks. 
 
 
W olv er in e 

  Or d in ar y  Gian t  
No. Enc.:  1 (1d3)   1 (1d3)  
Alignm ent :  Neut ral  Neut ral 
Movem ent :  120’ (40’)  150’ (50’)  
Armor Class:  14  15 
Hit  Dice:   3  4 +  4 
At tacks:   3 (2 claws, bite)  3 (2 claws, bite)  
Dam age:  1d4/ 1d4/ 1d4+ 1 1d4+ 1/ 1d4+ 1/ 2d4 
Save:   17  15 
Morale:   10  11 
Hoard Type:  None  None 
XP:   80  290 
 
These creatures are efficient  and vicious hunters. They at tack with 
+ 4 to hit . I n addit ion to their  claws and bite, wolver ines m ay 
at tack with a m usk spray that  affects vict ims within a 60’ long by 
20’ wide area (half this area for ordinary wolverines) . Vict ims m ust  
save versus poison or be blinded for 1d8 hours. 
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W r ai t h  

No. Enc.:  1d4 (1d6)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
 Fly:  240’ (80’)  
Armor Class:  16 
Hit  Dice:   4 
At tacks:   1 ( touch)  
Dam age:  1d6, drain life energy 
Save:   13 
Morale:   12 
Hoard Type:  XVI I I  
XP:   300 
 
Wraiths are incorporeal undead creatures born of evil and 
darkness. I n some cases, the grim  silhouet te of a wraith m ight  
appear arm ored or out fit ted with weapons. This appearance does 
not  affect  the creature’s AC or combat  abilit ies, but  only reflects 
the shape it  had in life. Like other undead, wraiths are unaffected 
by sleep, hold, or charm  spells. They are unharmed by non-
m agical weapons. Although silver weapons do dam age to them , 
these only deal half dam age. When a wraith touches a vict im  it  
inflicts 1d6 hit  points of damage and drains one level or hit  die. 
Note that  characters drained of levels m ust  also reduce other 
character ist ics associated with their class and level. After being 
drained of levels, a character will have the m inim um  num ber of 
experience points for the level he is reduced to. Should a 
character reach level 0, he dies and will becom e a wraith in 24 
hours. The new wraith is under the com m and of the wraith that  
killed him . 
 
W y v er n  

No. Enc.:  1d2 (1d6)  
Alignm ent :  Chaot ic 
Movem ent :  90’ (30’)  
 Fly:  240’ (80’)  
Armor Class:  16 
Hit  Dice:   7 
At tacks:   2 (bite, st ing)  
Dam age:  2d8/ 2d8, poison 
Save:   11 
Morale:   9 
Hoard Type:  XVI I I  
XP:   1,140 
 
A distant  cousin to the dragons, the wyvern is a huge fly ing lizard 
with a poisonous st inger in it s tail.  A wyvern’s body is 15 feet  
long, and its scaly body is dark brown to gray. A wyvern at tacks 
with a bite, and it  is able to st ing with it s flexible, long tail at  the 
sam e t im e. Any creature st ruck with the st inger will instant ly die 
unless a successful saving throw versus poison is m ade. 
 
 

X 
Xor n  

No. Enc.:  1d4 (1d4)  
Alignm ent :  Neut ral 
Movem ent :  90’ (30’)  
Armor Class:  21 
Hit  Dice :  7 +  7 
At tacks:   4 (3 claws, bite)  
Dam age:  1d3/ 1d3/ 1d3/ 6d4 
Save:   12 
Morale:   10 
Hoard Type:  XI  x 3, XI I , XI I I ,  XXI  
XP:   1,700 
 
Xorns are about  5’ tall and are nat ive to the elemental plane of 
earth. When on the m ater ial plane they live deep within dungeons, 
where they feed on m inerals. Xorns are able to blend in their  
environm ent , and can surpr ise opponents on 1-3 on 1d6. Xorns do 
not  at tack f leshly beings except  to defend them selves or their  

property, since they cannot  digest  meat . Xorns are indifferent  to 
creatures of the m ater ial plane—with the sole except ion of anyone 
carrying a significant  amount  of precious m etals or m inerals, 
which xorns eat . They can sm ell food up to 20’ away, and m ay ask 
adventurers to give them  their  precious m etals. I f refused, they 
will alm ost  always (90% )  at tack to take it  forcefully . Xorns are 
com pletely im m une to f ire or  cold-based at tacks. They suffer only 
half dam age from  elect r ical-based at tacks, or no dam age with a 
successful saving throw. The spells rock to m ud and stone to flesh 
reduce a xorn to AC 8 for 1 round, and the xorn cannot  at tack as 
it  t ransform s back to its or iginal form . The spell m ove earth 
pushes a xorn backwards 30’ and stuns it  for 1 round. A xorn can 
glide through stone, dir t ,  or alm ost  any other sort  of earth except  
m etal after 1 round of preparat ion. A phase door spell cast  on an 
area containing a burrowing xorn kills it  instant ly. 
 
 

Y 
Yel low  Mo ld  

No. Enc.:  1d4 (1d8)  
Alignm ent :  Neut ral 
Movem ent :  0 
Arm or Class:  Always hit  
Hit  Dice:   2 
At tacks:   Spores 
Dam age:  1d6, special 
Save:   16 
Morale:   Not  applicable 
Hoard Type:  None 
XP:   38 
 
Yellow m old typically covers an area of 10 square feet . I t  does not  
move or at tack, but  if it  is touched it  is acidic and dest roys leather 
and wood;  it  deals 1d6 points of dam age to bare flesh. There is a 
50%  probabilit y that  any t im e yellow m old is contacted, it  ejects 
spores into a 10’ cube area. Any creature inside the area is 
required to roll a saving throw versus poison, and failure indicates 
suffocat ion and death in 6 rounds. Yellow m old is impervious to all 
at tacks except  from  fire, and a torch can burn m old for 1d4 hit  
points of dam age per st r ike. 
 
Yet i  

No. Enc.:  1d6 (2d4)  
Alignm ent :  Neut ral 
Movem ent :  150’ (50’)  
Armor Class:  13 
Hit  Dice:   4 +  4 
At tacks:   2 (claws)  
Dam age:  1d6/ 1d6 
Save:   14 
Morale:   8 
Hoard Type:  XX 
XP:   38 
 
These large, 9’ tall hulking hum anoids are covered in white, 
shaggy fur. Their hands end in filthy, razor-sharp claws. These 
creatures’ heads are large and sport  a wide round m outh f illed 
with fangs. Yet is m ake their  lairs in rem ote m ountains and hills. 
They are fierce predators with ravenous appet ites, dining on 
m ountain goats, sheep, polar  bears, and hum anoids. They are 
part icular ly fond of hum an and elf flesh. A yet i at tacks with it s 
claws, and grabs an opponent  to squeeze it  against  its fr igid body 
with an at tack roll of 20. This deals an ext ra 2d8 hp dam age. 
Creatures within 30’ that  m eet  the eyes of a yet i m ust  succeed on 
a saving throw versus paralyzat ion or stand paralyzed in fear for 3 
rounds. Yet i are 30%  invisible in a snowy environm ent  if m ore 
than 30’ away. Yet is suffer 50%  ext ra dam age from  heat -based 
at tacks. When found in their  lair  50%  of their  num ber are fem ales, 
with a 20%  chance of 1d4+ 1 young. 
 



M I CROLI TE8 1  ADVANCED 1 .0  SI LVER        -  1 5 3  -  

Z 
Zom b ie 

No. Enc.:  2d4 (4d6)  
Alignm ent :  Chaot ic 
Movem ent :  120’ (40’)  
Armor Class:  11 
Hit  Dice:   2 
At tacks:   1 (weapon)  
Dam age:  1d8 or weapon 
Save:   15 
Morale:   12 
Hoard Type:  None 
XP:   29 
 

 

Zom bies are undead corpses reanimated through dark and sinister 
magic. Because of their  ut ter lack of intelligence, the inst ruct ions 
given to a zom bie by its creator m ust  be very sim ple. The dark 
m agic-users and cler ics that  create zom bies use them to guard 
locat ions or valuable t reasure. Zom bies are suscept ible to ordinary 
weapons, but  like other undead they are im m une to charm  and 
sleep spells. Zom bies’ som ewhat  clum sy, decom posing limbs force 
them to at tack last  each round. 
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Sam p le W an d er in g  

Mon st er / Du n g eon  

St ock in g  Tab les 
 
Du n g eon  W an d er in g  Mon st er  Lev el  Tab le  

 Ran d om  Mon st er  Tab le  

Du n g eon  Lev el  1  2  3  4  5  6  

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

 
Ran d om  Mon st er s b y  Lev el  

 

Rol l Mon st er  Lv l  1  Mon st er  Lv l  2  Mon st er  Lv l  3  

1  Goblin (2d4)  Hobgoblin (2d6)  Lycanthrope, 
Wererat  (1d8)  

2  Kobold (4d4)  Lizardman (2d4)  Throghrin (1d6)  
3  Morlock (1d12)  Gnoll (1d6)  Ogre (1d6)  
4  Orc (2d4)  Troglodyte (1d8)  Bugbear (2d4)  
5  Snake, Spit t ing 

Cobra (1d6)  
Locust , Cavern 

(2d4)  
Spider, Giant  

Tarantula (1d3)  
6  Cent ipede, Giant  

(2d4)  
Toad, Giant  (1d4)  Ape, White (1d6)  

7  Rat , Giant  (3d6)  Fly, Giant  
Carnivorous 
(1d8)  

Ant , Giant  (2d4)  

8  Beet le, Fire 
(1d8)  

Spider, Giant  
Crab (1d4)  

Gelat inous Cube 
(1)  

9  Skeleton (2d4)  Zom bie (2d4)  Harpy (1d6)  
1 0  St irge (1d10)  Neanderthal 

(1d10)  
Wight  (1d6)  

1 1  Men, Brigand 
(1d8)  

Ghoul (1d6)  Medusa (1d3)  

1 2  NPC Party (Lvl 1)  
(1d4+ 2)  

NPC Party (Lvl 2)  
(1d4+ 2)  

NPC Party ( lv l 4)  
(1d4+ 2)  

 
 

Rol l Mon st er  Lv l  4  Mon st er  Lv l  5  Mon st er  Lv l  6  

1  Lycanthrope, 
Werewolf 
(2d4)  

Lycanthrope, 
Weret iger (1d8)  

Lycanthrope, 
Werebear (2d6)  

2  Minotaur (1d6)  Troll (1d8)  Giant , Cloud (1d8)  
3  Lycanthrope, 

Wereboar 
(1d8)  

Giant , Stone (1d6)  Giant , Fire (1d8)  

4  Giant , Hill (1d4)  Lycanthrope, 
Werebear (1d8)  

Giant , Storm  
(1d8)  

5  Bear, Cave 
(1d3)  

Black Pudding (1)  Purple Worm  
(1d2)  

6  Ochre Jelly 
(1d3)  

Gorgon (1d2)  Chim era (1d6)  

7  Rhagodessa, 
Giant  (1d6)  

Scorpion, Giant  
(2d8)  

Salamander, 
Flame (1d4+ 1)  

8  Caecilian (1d3)  Phase Tiger (2d6)  Salamander, Frost  
(1d3)  

9  Hell Hound (5 
HD)  (2d4)  

Hydra (9 HD)  (1)  Demon Boar (1d4)  

1 0  Cockat r ice 
(1d4)  

Spect re (1d4)  Vampire (9 HD)  
(1d4)  

1 1  Wraith (1d8)  Dragon (10 HD)  
(1)  

Dragon (16 HD)  
(1)  

1 2  NPC Party ( lv l 
5)  (1d4+ 2)  

NPC party ( lv l 7)  
(1d4+ 2)  

NPC party ( lv l 9)  
(1d4+ 3)  
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Wilderness Monster Encounter Table 

Roll d20 Desert Forest/Wooded Grassland Inhabited Lands  Jungle 

1 Beetle, Fire Bee, Giant Killer Ant, Giant Dragon, Gold Ant, Giant 

2 Beetle, Spitting Boar Baboon, Higher Dwarf Bugbear 

3 Blink Dog Bugbear Boar Elf Cat, Panther 

4 Camel Cat, Panther Dragon, Green Gargoyle Dragon, Green 

5 Cat, Lion Cockatrice Fly, Giant 

Carnivorous 

Giant, Hill Elephant 

6 Dragon, Blue Dryad Giant, Hill Goblin Fly, Giant 

Carnivorous 

7 Dragon, Red Dragon, Green Halfling Halfling Giant, Fire 

8 Goblin Elf Hippogriff Lycanthrope, 

Weretiger 

Gnoll 

9 Hawk, Giant Ghoul Horse, Riding (wild) Men, Brigand Gray Worm 

10 Hobgoblin Hobgoblin Men, Merchant Men, Merchant Lizardfolk 

11 Lizard, Giant Gecko Lycanthrope, Werewolf Men, Nomad NPC Party Lycanthrope, 

Wereboar 

12 Lizard, Tuatara Men, Brigands Ogre Ogre Medusa 

13 Men, Nomad Orc Orc Orc Men, Brigand 

14 Mummy Roc, Small Scorpion, Giant Rat, Giant Men, Merchant 

15 NPC Party Spider, Giant Crab Spider, Giant Black 

Widow 

Rhagodessa Neanderthal 

16 Ogre Troll Stirge Skeleton Phase Tiger 

17 Scorpion, Giant Unicorn Troll Wolf Rat, Giant 

18 Snake, Pit Viper Wight Throghrin Vampire Scorpion, Giant 

19 Snake, Giant Rattler Wolf Weasel, Giant Wight Snake, Giant 

Python 

20 Spider, Giant 

Tarantella 

Wolf, Dire Wyvern Zombie Troll 

Roll d20 Mountains/Hills Rivers/Lakes Sea Swamp Village/Town 

1 Ape, Albino Bee, Giant Killer Crab, Giant Basilisk Boar 

2 Beetle, Spitting Boar Crocodile, Giant Boar Dwarf 

3 Cat, Sabre-Tooth 

Tiger 

Cat, Panther Dragon, Green Dragon, Black Elf 

4 Chimera Crab, Giant Dragon, Sea Ghoul Ghoul 

5 Dragon, Red Crocodile Dragon Turtle Gnoll Giant, Hill 

6 Dragon, White Dragon, Black Fly, Giant 

Carnivorous 

Goblin Gnoll 

7 Dwarf Dragon, Green Harpy Leech, Giant Goblin 

8 Giant, Hill Elf Hawk, Giant Lizard, Giant 

Draco 

Halfling 

9 Giant, Stone Fish, Giant Piranha Hydra, Aquatic Lizardfolk Lycanthrope, 

Werewolf 

10 Griffon Fly, Giant Carnivorous Men, Merchant Medusa Men, Brigand 

11 Halfling Hydra, Aquatic Men, Pirate Men, Brigand Men, Merchant 

12 Lycanthrope, 

Werewolf 

Leech, Giant Merfolk Nixie Morlock 

13 Men, Brigand Lizardfolk NPC Party Ogre NPC (any class) 

14 Men, Merchant Merfolk Octopus, Giant Orc NPC Party 

15 Morlock NPC Party Roc, Giant Rhagodessa Ogre 

16 Neanderthal Ogre Sea Serpent Spider, Giant 

Black Widow 

Orc 

17 Ogre Rat, Giant Shark (any) Stirge Rat, Giant 

18 Orc Stirge Snake, Sea Toad, Giant Spectre 

19 Phase Tiger Toad, Giant Squid, Giant Troglodyte Vampire 

20 Roc, Giant Troll Whale (any) Troll Zombie 
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M I CROLI TE8 1  

TREASURE 
Adventure, fam e, and t reasure are som e of the pr im ary 
m ot ivat ions of adventuring part ies.  Money is not  only used to 
purchase new weapons, equipm ent , and even st rongholds, but  
each gold piece worth of m oney gives the character 1 experience 
point , which is essent ial to character level advancement . As 
characters advance in levels, they will venture into ever m ore 
dangerous locat ions and face m ight ier m onsters. Magic items can 
becom e essent ial to character  survival, as they grant  bonuses and 
special abilit ies that  can give the party a survival edge. 
 

Det er m in in g  Tr easu r e 

Hor d es  

Ran d om  Tr easu r e Gen er at ion  
Treasure will usually be found in the lairs of monsters. Each 
m onster has a Treasure Type (TT) , which indicates what  kinds and 
quant it ies of t reasure a monster m ight  keep in its lair . Some 
m onsters also have an individual t reasure type (P-V)  and will carry 
t reasure even if encountered when wander ing.  
 
To random ly generate the t reasure carr ied or kept  in the lair , the 
Judge finds the appropriate row on the Treasure Types table, and 
for each colum n rolls the appropriate dice to determ ine whether 
certain t reasure occurs, and if so in what  quant ity . When gem s 
and jewelry are found, the Judge rolls to determ ine the value of 
these on the Gem s and Jewelry table. Likewise, when magic items 
are indicated, the Judge rolls on the appropriate t reasure table to 
determ ine which specific magic item s are found. I f the occurrence 
of m agic item s is indicated, but  no specific type is indicated, the 
type is determ ined by rolling on the Random Magic Type table. 
Tables for the random  generat ion of gem s, jewelry (and bejeweled 
art  pieces) , and m agic item s are provided after the m ain t reasure 
tables. 
 

Plan n ed  Tr easu r e Gen er at ion  
The Gam e Master is never required to roll for t reasure, and there 
will be m any cases where random  t reasure generat ion is not  the 
best  m ethod to em ploy.  Treasure m ay be placed, or random  
t reasures am ended, as desired or needed for the locat ion or 
creature being crafted. Special t reasures should always be placed 
by the Judge deliberately;  for  exam ple, a special m agic item  
created by a m ajor antagonist  should not  be random ly generated.  
 
 
 
 

 
 

How  Mu ch  Tr easu r e? 
I t  is up to the Gam e Master to decide how m uch t reasure he or 
she wishes to allow into the campaign. The amount  of t reasure 
allowed in the campaign will direct ly cont rol the speed at  which 
the player characters level, as well as the overall power and 
capabilit ies of the adventurers.  
 
I f you are a novice Judge, a good rule of thumb is to place a total 
am ount  of t reasure in any given lair  or dungeon that ’s equal to 
four t imes the XP value of the monsters in the area. An easy way 
to apply this rule is to random ly generate t reasure for the 
monsters. I f too much t reasure results, add m ore m onsters or 
remove som e t reasure. I f too lit t le t reasure results, m ake up the 
difference with special t reasures placed by hand. 
 
EXAMPLE:  An underground crypt  has been stocked with 20 
skeletons (13xp each) , 1 wight  (110xp) , 4 giant  vampire bats 
(20xp each)  and 7 pit  v ipers (40xp each) , for a total of 730xp. The 
crypt  t reasure should be around four t imes that  total (4 x 730) , or 
2,920gp.  
 

Mu n d an e Tr easu r e 

Descr ip t ion s 

Scav en ged  I t em s 
Poor or low level adventurers may be so desperate for t reasure 
that  they scavenge weapons, arm or, or other equipm ent  rot t ing in 
dungeons, lit ter ing old bat t lefields, or equipping slain foes. These 
item s are almost  universally in bad repair . Roll 1d20 on the 
following tables to determ ine the condit ion and value of any 
equipm ent  scavenged. Effects are cumulat ive. 
 
Blad ed  W eap on s 

D2 0  Cat eg or y  Ef f ect  Va lu e 

1 - 2  Serviceable - -  100%  
3 - 6  Blade dented -1 damage -20%  
7 - 1 0  Blade rusty -1 dam age -20%  
1 1 - 1 4  Off balance -1 to at tacks -20%  
1 5 - 1 6  Loose hilt / haft  -1 to init iat ive -20%  
1 7 - 1 8  Shoddy const ruct ion breaks -20%  
1 9 - 2 0  Roll again twice - -  - -  

 
Blu n t  W eap on s 

D2 0  Cat eg or y  Ef f ect  Va lu e 

1 - 2  Serviceable - -  100%  
3 - 6  Soft  head -1 dam age -20%  
7 - 1 0  Wobbly head -1 dam age -20%  
1 1 - 1 4  Off balance -1 to at tacks -20%  
1 5 - 1 6  Wobbly head -1 to init iat ive -20%  
1 7 - 1 8  Shoddy const ruct ion breaks -20%  
1 9 - 2 0  Roll again twice - -  - -  
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Ar m or  an d  Eq u ip m en t  

D2 0  Cat eg or y  Ef f ect  Va lu e 

1 - 2  Serviceable - -  100%  
3 - 6  Broken st raps + 1 stone encum brance -20%  
7 - 1 0  Rat t les if moved Cannot  m ove silent ly -20%  
1 1 - 1 4  Rot t ing -1 Armor Class /  breaks -20%  
1 5 - 1 6  Makeshift  work -1 Arm or Class /  breaks -20%  
1 7 - 1 8  Torn /  r ipped Breaks -20%  
1 9 - 2 0  Roll again twice - -  - -  

 
Dam age penalt ies cannot  reduce weapon dam age to less than 1 
point . Arm or Class or at tack throw penalt ies cannot  be worse than 
-5. Weapons and equipment  suscept ible to breaks will be 
dest royed if the character rolls a natural 1 when using the item . 
 
EXAMPLE:  Marcus scavenges a sword from  an ancient  bat t lefield. 
He rolls a 19, and m ust  roll twice m ore. He rolls a 7 and 15. The 
sword has a rusty blade and loose hilt , and imposes penalt ies of -1 
dam age and -1 init iat ive. I ts value is reduced 40% , to 6gp, when 
he t r ies to sell it .  
 

Gem s 
When gem s are found, the Judge will roll to determ ine their value 
in gold pieces. All gem s may be assigned the same value, they 
m ay be given indiv idual values, or they m ay be divided up into 
groups and given different  values. The average value of gem s is 
200gp per stone. 
 
EXAMPLE:  10 gem s worth 100gp are random ly generated. The 
Judge could actually place these as 1 1,000gp gem , 10 100gp 
gem s, 4 250gp gem s, 1 500gp gem  and 50 10gp gem s, or any 
other combinat ion desired. 
 

Rol l  

d %  

Gem  Va lu e 

( g p )  

Ty p e 

01-10 10 Azurite, hemat ite, malachite, obsidian, 
quartz 

11-25 25 Agate, lapis lazuli, t iger eye, turquoise 
26-40 50 Bloodstone, crystal, cit r ine, j asper, 

m oonstone, onyx 
41-55 75 Carnelian, chalcedony, sardonyx, zircon 
56-70 100 Am ber, am ethyst , coral, jade, jet , 

tourm aline 
71-80 250 Garnet , pearl, spinel 
81-90 500 Aquam arine, alexandrite, topaz 
91-95 750 Opal, star ruby, star sapphire, sunset  

amethyst , sunset  topaz 
96-00 1,000 Black sapphire, diamond, em erald, 

j acinth, ruby 

 

Jew el r y  
Jewelry can vary in value in a sim ilar m anner to gem s. The table 
below can be rolled on to determ ine the value of each individual 
piece of jewelry. The average value of jewelry is 1,000gp per 
piece. 
 

Rol l  

d %  

Jew el r y  Valu e 

( g p )  

Ty p e 

01-20 2d10x10 Glass, shells, or wrought  copper, 
brass, or bronze  

21-45 2d4x100 Fine wood, porcelain, or wrought  
silver  

46-75 3d6x100 Alabaster , chryselephant ine, ivory, or 
wrought  gold 

76-95 5d6x100 Carved jade or wrought  plat inum  
96-00 1d6x1000 Wrought  or ichalcum  

 

Sp ecia l  Tr easu r es 
Not  all t reasure should be coin, gem, and jewelry. Ancient  cit ies 
m ight  hold terracot ta pot tery or rare dyes and pigments. The 
tombs of ancient  kings m ight  have t r inkets of carved ivory. Goblin 
raiders m ight  have captured spices, silk , or rare furs. These item s 
are called special t reasures. To include special t reasures in a 
hoard, first  calculate the t reasure normally and div ide it  into lots:  
1 piece of jewelry, 1 gem, or 1,000 coins is a lot . Roll on the table 
below for each lot  of coin, gem s, and jewelry and subst itute the 
special t reasure rolled for that  lot  of coin, gems, or jewelry. Any 
leftover coins worth less than 1,000cp always remain coin. 
 
EXAMPLE:  A Type B t reasure is rolled consist ing of 2,200cp;  
1,400sp;  1,100ep;  and 4 pieces of jewelry. This yields 2 lots of 
copper, 1 lot  of silver, and 1 lot  of elect rum . Rolling for the copper 
lots, the Judge gets a “9”  and a “2” . One copper lot  stays as coin, 
while the other is replaced by 1d3 barrels of preserved m eat . 
Rolling for the silver lot , the Judge gets a “7” , and replaces the lot  
with 1d3 sacks of loose tea. The elect rum rem ains coin, while 2 
pieces of jewelry becom e r ich fur capes. The Judge m akes further 
sub- rolls, and the final t reasure is 1,200cp;  400sp;  1,100ep;  1 
barrel of preserved m eat  (10gp, 16 stone) ;  2 sacks of loose tea 
(75gp, 5 stone each) ;  2 pieces of jewelry worth 1,100gp each;  
and 2 r ich fur capes worth 700gp and 1,300gp respect ively.  
 
Rol l  1 d 2 0  p er  1 ,0 0 0 cp :  

1  1d3 rugs or tapest r ies, worth 1d10gp each (2d6 stone 
each)  

2  1d3 barrels of preserved food, worth 5gp each (8 stone 
each)  

3  1d3 cord of hardwoods, worth 5gp each (8 stone each)  
4  1d3 barrels of beer, worth 5gp each (4 stone each)  
5  1d3 bricks of salt , worth 5gp each (4 stone each)   
6  1d3 jars of lam p oil,  worth 5gp each (1 stone each)  
7  1d3 bundles of com mon hides, worth 5gp each (1 stone 

each)  
8  1d3 bags of woven text iles, worth 5gp each (1 stone 

each)  
9 - 2 0  1,000 copper pieces 

 

Ro l l  1 d 2 0  p er  1 ,0 0 0 sp :  

1  1d100 animal horns worth 1d10HD x 1d4+ 1sp/ HD each 
(1 stone per 20HD)   

2  5d6 animal skins, worth 1d10gp (1 stone)  
3  5d10 bot t les of fine wine, worth 1d6gp each (1 stone per 

1d6 bot t les)  
4  1d3 cords of fine wood, worth 1d10x10gp each (16 stone 

each)  
5  1d10 jars of dyes and pigments, worth 20gp each (2 

stone each)  
6  1d3 pieces of terra-cot ta pot tery, worth 50gp each (2 

stone each)  
7  1d3 sacks of loose tea, worth 75gp each (5 stone each)  
8  4d20 typical fur pelts (such as bear, beaver, or fox) , 

worth 1d4gp each (1 stone per 1d6 pelts)  
9 - 2 0  1,000 silver pieces 

 
Rol l  1 d 1 0  p er  1 ,0 0 0 ep :   

1  1d3 barrels of fine spir it s or liquor, worth 200gp each (8 
stone each)   

2  1d3 cords of rare wood, worth 2d4x100gp each (16 stone 
each)  

3  1d10 pieces of glassware, worth 80gp each (2 stone 
each)  

4  1d3 rolls of fine linen, worth 1d4x100gp each (5 stone 
each)  

5 - 1 0  1,000 elect rum  pieces 

 
 
 
 
 



- 1 5 8 -   M I CROLI TE8 1  ADVANCED 1 .0  SI LVER 

Rol l  1 d 2 0  p er  1 ,0 0 0 g p :   

1  1d3 bundles of rare fur pelts (such as erm ine, m ink, or 
sable) , worth 500gp each (5 stone each)  

2  1d3 jars of spices, worth 500gp each (4 stone each)  
3  1d10x50 monster feathers, worth 1d6gp per feather (1 

stone per 25 feathers)  
4  1d100 monster  horns worth, 1d10HD x 1d4+ 1gp/ HD (1 

stone per 20HD)  
5  1d6 monster carcasses, worth 1d10HD x 1d10x10gp/ HD 

(1 stone per HD)  
6  1d10 pieces of fine porcelain, worth 200gp each (2 stone 

each)  
7  2d20 pieces of ivory, worth 1d100gp per piece (1 stone 

per 100gp value)  
8  1d3 rolls of silk , worth 2d4x100gp each (5 stone each)  
9 - 2 0  1,000 gold pieces 

 
Rol l  1 d 1 0  p er  1 ,0 0 0 p p :  

1  5d10 rare books, worth 5d6x10gp (1 stone per 2 books)  
2  1d3 jars of rare spices, worth 2,500gp each (4 stone 

each)  
3  4d6 typical fur capes, worth 1d6x100gp (1 stone each)  
4  2d6 typical fur coats, worth 3d4x100gp (1 stone each)  
5 - 1 0  1,000 plat inum  pieces 

 
Rol l  1 d 8  p er  g em :  

1  1d3 sets of engraved teeth, each worth 2d6x10gp (1 stone 
per 100 sets)  

2  1d10 st icks of rare incense, each worth 5d6gp (1 stone per 
100 st icks)  

3  d3 vials of rare perfum e, each worth 1d6x25gp per vial (  
stone per 100 vials)  

4 - 8  1 gem  

 

Ro l l  1 d 8  p er  p iece o f  j ew el r y :  

1  1 r ich fur cape, worth 4d6x100gp (1 stone)   
2  1 r ich fur coat , worth 1d6x1000gp (1 stone)  
3  1d3 statuet tes, worth 1d10x100gp (1 stone per 1d3 

statuet tes)  
4 - 8  1 piece of jewelry 

 

Mag ica l  Tr easu r e 

I d en t i f y in g  an d  Usin g  Mag ic I t em s 
Most  m agic items are not  labeled, so characters will not  know the 
exact  propert ies of m agic items except  through research or t r ial 
and error (e.g. sipping a pot ion, using a sword in com bat , etc.)  
Alchem ists can ident ify pot ions, and sages and other  characters 
with a background in legends, lore, etc. can ident ify com m on or 
famous magical items simply through their  knowledge of such 
things. Pot ions may be ident if ied by sipping them , or by consult ing 
an alchem ist . Otherwise, an arcane spellcaster of 9th level or 
greater can ident ify a m agic item  using Magic Research.  
 
I n order to use a m agic item , a character m ust  follow any 
procedures indicated in the item ’s descript ion. Som e m agic item s 
are always in effect , but  others may require special act ions or 
concent rat ion. Som e m agic item s have lim ited uses, called 
“charges.”  When items have charges, each charge can be spent  
for one instance of m agical effect . A character will not  know how 
m any charges an item  has unless he ident if ied the item  with Magic 
Research. When the charges are all spent  the item  becomes 
useless and non-m agical.  
 
 
 
 
 

Mag ic I t em  Tab les 
 
Ran d om  Mag ic Ty p e 

Ro l l  d 0 0  Mag ic Ty p e 

0 1 - 2 0  Pot ions 
2 1 - 2 5  Rings 
2 6 - 5 6  Scrolls 
5 7 - 6 1  Rods, Staves, and Wands 
6 2 - 6 6  Miscellaneous Magic 
6 7 - 8 7  Swords 
8 8 - 9 2  Miscellaneous Weapon 
9 3 - 1 0 0  Arm or 

 
Pot ion s 

Rol l  d 0 0  Po t ion  

0 1 - 0 3  Animal Cont rol 
0 4 - 0 6  Clairaudience 
0 7 - 0 9  Clairvoyance 
1 0 - 1 2  Clim bing 
1 3 - 1 7  Delusion 
1 8 - 2 0  Dim inut ion 
2 1 - 2 3  Dragon Cont rol 
2 4 - 2 6  ESP 
2 7 - 2 8  Ext ra-Healing 
2 9 - 3 1  Fire Resistance 
3 2 - 3 6  Flying 
3 7 - 4 0  Gaseous Form  
4 1 - 4 3  Giant  Cont rol 
4 4 - 4 7  Giant  St rength 
4 8 - 5 0  Growth 
5 1 - 5 4  Healing 
5 5 - 5 8  Heroism  
5 9 - 6 1  Hum an Cont rol 
6 2 - 6 4  I nvisibilit y  
6 5 - 6 6  I nvulnerability  
6 7 - 6 9  Levitat ion 
7 0 - 7 1  Longevity 
7 2 - 7 3  Oil of Sharpness 
7 4 - 7 5  Oil of Slipperiness 
7 6 - 7 8  Philter of Love 
7 9 - 8 1  Plant  Cont rol 
8 2 - 8 3  Poison 
8 4 - 8 5  Polym orph 
8 6 - 8 8  Speed 
8 9 - 9 0  Super-Heroism  
9 1 - 9 3  Sweet  Water 
9 4 - 9 5  Treasure Finding 
9 6 - 9 7  Undead Cont rol 
9 8 - 1 0 0  Water Breathing 
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Rin g s 

Ro l l  d 0 0  Rin g  

0 1 - 0 4  Anim al Com m and 
0 5 - 0 9  Com m and Hum an 
1 0 - 1 5  Com m and Plant  
1 6 - 2 5  Delusion 
2 6 - 2 7  Dj inni Calling 
2 8 - 3 8  Fire Resistance 
3 9 - 4 9  I nvisibilit y  
5 0 - 7 0  Protect ion 
7 1 - 7 2  Regenerat ion 
7 3 - 7 4  Spell Stor ing 
7 5 - 7 9  Spell Turning 
8 0 - 8 1  Telekinesis 
8 2 - 8 7  Water Walking 
8 8 - 9 4  Weakness 
9 5 - 9 7  Wishes 
9 8 - 1 0 0  X-Ray Vision 

 
Scr o l ls 

Rol l  d 0 0  Scr o l l  

0 1 - 0 5  Cursed 
0 6 - 1 5  Ward against  Elem entals 
1 6 - 2 5  Ward against  Lycanthropes 
2 6 - 3 0  Ward against  Magic 
3 1 - 4 0  Ward against  Undead 
4 1 - 5 5  Spells (1) *  
5 6 - 6 6  Spells (2) *  
6 7 - 6 9  Spells (3) *  
7 0 - 7 2  Spells (4) *  
7 3 - 7 4  Spells (5) *  
7 5  Spells (6) *  
7 6  Spells (7) *  
7 7 - 8 0  Treasure Map ( to 1d4x1000gp)  
8 1 - 8 5  Treasure Map ( to 5d6x1000gp)  
8 6 - 8 7  Treasure Map ( to 6d6x1000gp)  
8 8 - 8 9  Treasure Map ( to 5d6x1000gp, 5d6 gems)  
9 0 - 9 1  Treasure Map ( to 1d6 gems, 2d10 jewelry)  
9 2 - 9 3  Treasure Map ( to 1 m agic item )  
9 4 - 9 5  Treasure Map ( to 2 m agic item s)  
9 6  Treasure Map ( to 3 m agic items, no weapons)  
9 7  Treasure Map ( to 3 m agic item s, 1 pot ion)  
9 8  Treasure Map ( to 3 m ag. it . ,  1 pot ion, 1 scroll)  
9 9  Treasure Map ( to 5d6x1000 gp, 1 magic item)  
1 0 0  Treasure Map ( to 5d6 gem s, 2 m agic item s)  

* Roll 1d4;  1-3, Arcane;  4, Div ine. The number in parenthesis is 
the number of spells on the scroll.  Determ ine the spell level and 
specific spells random ly. 

 
Rod s, St av es, an d  W an d s 

Ro l l  d 0 0  Ty p e 

0 1 - 0 4  Rod of Absorpt ion 
0 5 - 0 8  Rod of Cancellat ion  
0 9 - 1 0  Rod of Capt ivat ion 
1 1 - 1 3  Rod of Lordly Might  
1 4 - 1 6  Rod of Resurrect ion 
1 7 - 1 8  Rod of Rulership 
1 9 - 2 1  Rod of St r ik ing 
2 2 - 2 3  Staff of Com m anding [ D]   
2 4 - 2 7  Staff of Healing [ D]  
2 8  Staff of the Magi [ A]  
2 9 - 3 1  Staff of Power [ A]   
3 2 - 3 4  Staff of St r ik ing [ A/ D]   
3 5 - 3 6  Staff of Withering [ D]   
3 7 - 3 8  Staff of Wizardry [ A]  
3 9 - 4 3  Staff of the Serpent  [ D]   
4 4 - 4 5  Wand of Cold  
4 6 - 4 8  Wand of Detect ing Enem ies  
4 9 - 5 1  Wand of Detect ing Magic  
5 2 - 5 4  Wand of Detect ing Metals  
5 5 - 5 7  Wand of Detect ing Secret  Doors  

5 8 - 6 0  Wand of Detect ing Traps  
6 1 - 6 2  Wand of Device Negat ion  
6 3 - 6 4  Wand of Fear  
6 5 - 6 6  Wand of Fire 
6 7 - 6 9  Wand of Fire Balls 
7 0 - 7 2  Wand of I ce 
7 3 - 7 5  Wand of I llusion  
7 6 - 7 8  Wand of Light  
7 9 - 8 0  Wand of Lightning 
8 1 - 8 3  Wand of Lightning Bolts  
8 4 - 8 7  Wand of Magic Missiles  
8 8 - 8 9  Wand of Negat ion 
9 0 - 9 2  Wand of Paralyzat ion  
9 3 - 9 5  Wand of Polym orphing  
9 6 - 9 7  Wand of Sum m oning 
9 8 - 0 0  Wand of Wonder 

 

Miscel lan eou s Mag ic I t em s  
When t reasure indicates a m iscellaneous m agic item , roll below to 
determ ine which Miscellaneous Magic I tem  table to use. 
 

Rol l  d 2 0  Tab le 

1 - 4  Miscellaneous Magic I tem s A-B 
5 - 8  Miscellaneous Magic I tem s C-F 
9 - 1 2  Miscellaneous Magic I tem s G-J 
1 3 - 1 6  Miscellaneous Magic I tem s L-P 
1 7 - 2 0  Miscellaneous Magic I tem s R-Z 

 
Miscel lan eou s Mag ic I t em s A- B 

Ro l l  d 0 0  Ty p e 

0 1 - 0 3  Am ulet  against  Possession 
0 4 - 0 5  Am ulet  of the Planes 
0 6 - 0 8  Am ulet  of Proof against  Detect ion and Locat ion 
0 9 - 1 2  Amulet  of I nescapable Locat ion 
1 3 - 1 5  Am ulet  versus Crystal Balls and ESP 
1 6 - 1 8  Arrow of Locat ion 
1 9 - 2 1  Apparatus of the Crab 
2 2 - 2 5  Bag of Devour ing 
2 6 - 2 9  Bag of Holding 
3 0 - 3 2  Bag of Transform at ion 
3 3 - 3 5  Bag of Tr icks 
3 6 - 3 9  Boat , Folding 
4 0 - 4 3  Book of Chaot ic Wisdom  
4 4 - 4 7  Book of I nfinite Spells 
4 8 - 5 1  Book of Lawful Wisdom  
5 2 - 5 4  Boots of Dancing 
5 5 - 5 8  Boots of Levitat ion 
5 9 - 6 2  Boots of Speed 
6 3 - 6 6  Boots of Traveling and Springing 
6 7 - 6 9  Bowl of Com m anding Water Elem entals 
7 0 - 7 2  Bowl of Drowning 
7 3 - 7 6  Bracers of Arm or 
7 7 - 7 9  Brazier of Com m anding Fire Elem entals 
8 0 - 8 2  Brazier of Cursed Sleep 
8 3 - 8 5  Brooch of Shielding 
8 6 - 8 9  Broom  of Anim ated At tack 
9 0 - 9 3  Broom  of Cursed Flight  
9 4 - 0 0  Broom  of Flying 
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Miscel lan eou s Mag ic I t em s C- F 

Ro l l  d 0 0  Ty p e 

0 1 - 0 3  Censer of Cont rolling Air Elem entals 
0 4 - 0 6  Censer of Cursed Sum m oning 
0 7 - 0 9  Chime of Cannibalism  
1 0 - 1 2  Chim e of Opening 
1 3 - 1 5  Cloak of Arachnida 
1 6 - 1 8  Cloak of Poisonousness 
1 9 - 2 2  Cloak of Protect ion 
2 3 - 2 5  Crystal Ball 
2 6 - 2 7  Crystal Ball with Clairaudience 
2 8  Crystal Ball with ESP 
2 9 - 3 1  Crystal Hypnosis Ball 
3 2 - 3 3  Cube of Force 
3 4 - 3 6  Cube of Frost  Resistance 
3 7 - 3 9  Cubic Gate 
4 0 - 4 3  Decanter of Endless Water 
4 4 - 4 5  Deck of Many Things 
4 6 - 4 9  Displacer Cloak 
5 0 - 5 2  Drums of Panic 
5 3 - 5 5  Drums of Stunning 
5 6 - 5 8  Dust  of Appearance 
5 9 - 6 1  Dust  of Disappearance 
6 2 - 6 4  Dust  of Sneezing and Choking 
6 5 - 6 7  Eversmoking Bot t le 
6 8  Efreet i Bot t le 
6 9 - 7 2  Elven Cloak 
7 3 - 7 6  Elven Boots 
7 7 - 7 9  Eyes of Charm ing 
8 0 - 8 2  Eyes of the Eagle 
8 3 - 8 5  Eyes of Magnificat ion  
8 6 - 8 8  Eyes of Pet r if icat ion 
8 9 - 9 1  Feather Token 
9 2 - 9 4  Figurines of Wondrous Power 
9 5 - 9 7  Flask of Curses 
9 8 - 0 0  Flying Carpet  

 
Miscel lan eou s Mag ic I t em s G- J 

Ro l l  d 0 0  Ty p e 

0 1 - 0 4  Gaunt lets of Fum bling 

0 5 - 0 8  Gaunt lets of Ogre Power 
0 9 - 1 2  Gem of Br ightness 
1 3 - 1 6  Gem  of Seeing 
1 7 - 2 0  Girdle of Giant  St rength 
2 1 - 2 4  Gloves of Dexter ity  
2 5 - 2 8  Gloves of Swimm ing and Climbing 
2 9 - 3 2  Golem  Manual 
3 3 - 3 6  Helm  of Alignment  Changing 
3 7 - 4 0  Helm  of Brilliance 
4 1 - 4 4  Helm  of Com prehend Languages and Read Magic 
4 5 - 4 8  Helm  of Opposite Alignment  
4 9 - 5 2  Helm  of Telepathy 
5 3 - 5 4  Helm  of Teleportat ion 
5 5 - 5 8  Helm  of Underwater Act ion 
5 9 - 6 2  Horn of Blast ing 
6 3 - 6 6  Horn of Valhalla 
6 7 - 7 0  Horseshoes of Speed 
7 1 - 7 4  Horseshoes of a Zephyr 
7 5 - 7 8  I ncense of Meditat ion 
7 9 - 8 2  I ncense of Obsession 
8 3 - 8 6  I nstant  Fort ress 
8 7 - 9 0  I oun Stones 
9 1 - 9 5  Javelin of Lightning 
9 6 - 0 0  Jewel of Monster At t ract ion 

 
 
 
 
 
 
 
 

Miscel lan eou s Mag ic I t em s L- P 

Ro l l  d 0 0  Ty p e 

0 1 - 0 3  Lyre of Building 
0 4 - 0 6  Manual of Bodily Health 
0 7 - 0 9  Manual of Gainful Exercise 
1 0 - 1 2  Manual of Quickness of Act ion 
1 3 - 1 5  Marvelous Pigments 
1 6 - 1 8  Mat tock of the Titans 
1 9 - 2 1  Maul of the Titans 
2 2 - 2 4  Medallion of thoughts 
2 5 - 2 7  Medallion of thoughts (90')  
2 8 - 3 0  Mirror of Life Trapping 
3 1 - 3 3  Mirror of Mental Prowess 
3 4 - 3 6  Mirror of Opposit ion 
3 7 - 4 0  Necklace of Adaptat ion 
4 1 - 4 3  Necklace of St rangulat ion 
4 4 - 4 6  Net  of Entanglem ent  
4 7 - 4 9  Net  of Snaring 
5 0 - 5 4  Ointm ent  of Healing 
5 5 - 5 7  Pearl of Power 
5 8 - 6 0  Pearl of Wisdom  
6 1 - 6 3  Periapt  of Foul Rot t ing 
6 4 - 6 7  Periapt  of Health 
6 8 - 7 1  Periapt  of Proof against  Poison 
7 2 - 7 5  Periapt  of Wound Closure 
7 6 - 7 8  Phylactery of Faithfulness 
7 9 - 8 2  Phylactery of Undead Turning 
8 3 - 8 6  Phylactery of Youth 
8 7 - 8 9  Pipes of the Sewers 
9 0 - 9 3  Portable Hole 
9 4 - 0 0  Pot ion Jug 

 
Miscel lan eou s Mag ic I t em s R- Z 

Ro l l  d 0 0  I t em  

0 1 - 0 2  Robe of the Archm agi 
0 3 - 0 6  Robe of Blending 
0 7 - 1 0  Robe of Eyes 
1 1 - 1 4  Robe of Powerlessness 
1 5 - 1 8  Robe of Scint illat ing Colors 
1 9 - 2 2  Robe of Useful I tems 
2 3 - 2 5  Rope of Clim bing 
2 6 - 2 8  Rope of Entanglement  
2 9 - 3 1  Rope of St rangulat ion 
3 2 - 3 4  Scarab of Death 
3 5 - 3 7  Scarab of Protect ion 
3 8 - 4 1  Slippers of Spider Climbing 
4 2 - 4 3  Sphere of Annihilat ion 
4 4 - 4 6  Stone of Cont rolling Earth Elementals 
4 7 - 4 9  Stone of Good Luck (Luckstone)  
5 0 - 5 3  Stone of Weight  (Loadstone)  
5 4 - 5 7  Talism an of Pure Good 
5 8 - 6 0  Talism an of the Sphere 
6 1 - 6 4  Talism an of Ult im ate Evil 
6 5 - 6 8  Tom e of Clear Thought  
7 0 - 7 3  Tom e of Knowledge 
7 4 - 7 7  Tome of Leadership and I nfluence 
7 8 - 8 1  Tome of Mart ial Knowledge 
8 2 - 8 5  Tom e of Stealth 
8 6 - 8 9  Tom e of Understanding 
9 0 - 9 3  Well of Many Worlds 
9 4 - 0 0  Wings of Fly ing 
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Sw or d s 

Ro l l  d 0 0  I t em  

0 1 - 1 4  Sword + 1 
1 5 - 2 0  Sword + 1, + 2 versus lycanthropes 
2 1 - 2 6  Sword + 1, + 2 versus spell casters 
2 7 - 3 2  Sword + 1, + 3 versus undead 
3 3 - 3 8  Sword + 1, + 3 versus dragons 
3 9 - 4 4  Sword + 1, + 3 vs. regenerat ing m onsters 
4 5 - 5 0  Sword + 1, + 3 versus m agical m onsters 
5 1 - 5 2  Sword + 1, Dancing 
5 3  Sword + 1, Dism em ber ing 
5 4 - 5 5  Sword + 1, Wounding 
5 6 - 5 8  Sword + 1, light  30’ radius 
5 9  Sword + 1, Flame Tongue 
6 0  Sword + 1, Life Drinker 
6 1 - 6 2  Sword + 1, locate objects 
6 3  Sword + 1, Luck Blade 
6 4  Sword + 1, Wish Blade 
6 5 - 7 4  Sword + 2 
7 5 - 8 0  Sword + 2, + 3 versus giants 
8 1  Sword + 2, Berserking 
8 2  Sword + 2, Holy Avenger 
8 3  Sword + 2, Nine Lives Stealer  
8 4 - 8 5  Sword + 2, charm  person  
8 6 - 8 7  Sword + 3 
8 8 - 8 9  Sword + 3, Frost  Brand 
9 0  Sword + 4, Defending 
9 1 - 9 6  Sword –1 (cursed)  
9 7 - 0 0  Sword –2 (cursed)  

 
 

 

Miscel lan eou s W eap on s  

Rol l  d 0 0  W eap on  

0 1 - 0 5  Arrows + 1 (quant ity 2d6)  
0 6 - 0 9  Arrows + 1 (quant ity 3d10)  
1 0 - 1 2  Arrows + 2 (quant ity 1d6)  
1 3 - 1 4  Arrows + 3 (quant ity 1d4)  
1 5 - 1 6  Arrow + 3, Slaying Arrow  
1 7 - 2 1  Axe + 1 
2 2 - 2 4  Axe + 2 
2 5 - 2 8  Bow + 1 
2 9 - 3 3  Crossbow Bolts + 1 (quant ity 2d6)  
3 4 - 3 7  Crossbow Bolts + 1 (quant ity 3d10 
3 8 - 4 0  Crossbow Bolts + 2 (quant ity 1d6)  
4 1 - 4 2  Crossbow Bolts + 3 (quant ity 1d4)  
4 3 - 4 5  Dagger -1, cursed 
4 6 - 5 3  Dagger + 1 
5 4  Dagger + 1, Venom  
5 5 - 5 6  Dagger + 2, + 3 versus goblins, kobolds and orcs 
5 7  Dagger + 2, Assassin 
5 8 - 6 2  Mace + 1 
6 3 - 6 4  Mace + 1, Disrupt ion 
6 5 - 6 7  Mace + 2 
6 8 - 7 2  Sling + 1 
7 3 - 7 6  Spear + 1 
7 7 - 7 9  Spear + 2 
8 0 - 8 1  Spear + 3 
8 2 - 8 4  Trident  + 1, Fish Com m and 
8 5 - 8 7  Trident  + 2, Warning 
8 8 - 9 4  War Hamm er + 1 
9 5 - 9 8  War Hamm er + 2 
9 9 - 0 0  War Ham m er + 2, Dwarven Thrower  

 
Ar m or  

Ro l l  d 0 0  Ty p e 

0 1 - 1 5  Arm or + 1 
1 6 - 2 5  Arm or + 1 and Shield + 1 
2 6 - 2 7  Arm or + 1 and Shield + 2 
2 8  Arm or + 1 and Shield + 3 
2 9 - 3 2  Arm or + 2 
3 3 - 3 5  Arm or + 2 and Shield + 1 
3 6 - 3 8  Arm or + 2 and Shield + 2 
3 9  Arm or + 2 and Shield + 3 
4 0  Arm or + 3 
4 1  Arm or + 3 and Shield + 1 
4 2  Arm or + 3 and Shield + 2 
4 3  Arm or + 3 and Shield + 3 
4 4 - 6 3  Shield + 1 
6 4 - 7 3  Shield + 2 
7 4 - 7 9  Shield + 3 
8 0 - 8 2  Arm or -1 (cursed)  
8 3 - 8 5  Arm or -2 (cursed)  
8 6  Arm or -1 (cursed)  and Shield + 1 
8 7  Arm or -2 (cursed)  and Shield + 1 
8 8 - 9 0  Arm or AC 0 (cursed)  
9 1 - 9 4  Shield -1 (cursed)  
9 5 - 9 7  Shield -2 (cursed)  
9 8 - 1 0 0  Shield AC 0 (cursed)  
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Mag ic I t em  Descr ip t ion s 

Pot ion s 
Although pot ions can be found in a variety of types of containers, 
including glass, ceram ic, or metal f lasks, most  contain only one 
dose that  imbues their  pot ion’s part icular effects for one 
individual. Most  pot ions bear no label and require a small amount  
to be sampled in order to at tempt  to ident ify  the pot ion type. This 
is not  without  error, however, because pot ions of the same type 
m ay differ in their  aroma or taste depending on how they were 
m ade. 
 
Drinking a pot ion takes one round. Pot ions take effect  in the sam e 
round as their consum pt ion, and last  for 1d6+ 6 turns. This general 
pr inciple is superseded where the specif ic pot ion descript ion 
indicates otherwise. I f a character dr inks a pot ion while another 
pot ion is in effect , the character will be sickened and unable to 
take any act ions for 3 turns (30 m inutes) ;  neither pot ion will have 
any other affect .  
 
An im al  Con t r o l :  This pot ions grants the dr inker the abilit y to 
cont rol up to 3d6 Hit  Dice of norm al or giant  anim als. Hum ans, 
dem i-humans, hum anoids, and fantast ic creatures such as griffins 
or wyverns cannot  be cont rolled by this pot ion. I ntelligent  animals 
m ay resist  the effect  with a saving throw versus Spells. The 
cont rolled anim als will respond to the user’s will.  When the cont rol 
ends, the anim als will be afraid and leave the area if they can.  
 
Cla i r au d ien ce:  This pot ion grants the drinker the ability to hear 
up to 60’ by m eans of the ears of a creature in the area, 
funct ioning sim ilar ly to the spell clairvoyance. A lead barr ier 
between the drinker and the creature will block the effect . 
 
Cla i r v oy an ce:  This pot ion grants the drinker the ability to see up 
to 60’ by m eans of the eyes of a creature in the area, as the spell 
of the sam e nam e. A lead barr ier between the dr inker and the 
creature will block the effect . 
 
Cl im b in g :  The drinker gains the abilit y to climb sheer surfaces 
without  the aid of any equipm ent . A proficiency throw of 2+  on 
1d20 is required per 100’ of climbing, at  least  once per clim b. 
 
Delu sion :  This pot ion is apt ly nam ed, for it  convinces the dr inker 
that  the pot ion is of another type. I f m ore than one person tastes 
this pot ion, there is a 90%  chance they all will believe the pot ion 
to be of the same type. For example, a pot ion of clairaudience 

m ight  convince the dr inker there are sounds in the distance that  
do not  t ruly exist .  
 
Dim in u t ion :  This pot ion shr inks the im biber and everything he 
carr ies to 6 inches tall.   I f the character rem ains m ot ionless, he 
can avoid being spot ted with a success roll of 3+  on 1d20. The 
character can only at tack creatures sm aller than 1’ for norm al 
dam age;  larger opponents take only 1 hp from  any hit .  This pot ion 
will cancel a pot ion of growth without  ill effect .  
 
Dr ag on  Con t r o l :  This pot ion grants the dr inker the power to 
cont rol 1d3 dragons within 60’ as if using a charm  monster  spell. 
The dragons m ay resist  the effect  with a saving throw versus 
Spells. The cont rolled dragons will do whatever is com manded of 
them , except  cast  spells. They will be host ile when the cont rol 
ends.  
 
ESP:  This pot ion grants the imbiber a spell- like ability the 
equivalent  of the arcane spell ESP. The drinker m ay “hear”  the 
thoughts ( if any)  of a creature within 60’ by concent rat ing for one 
full turn in one direct ion. The ESP m ay penet rate up to 2 feet  of 
rock, but  a lead barr ier between the dr inker and the creature will 
block the effect .  
 
Ex t r a- Heal in g :  I m bibing the full dose of this pot ion replenishes 
damage up to 3d6+ 3 hit  points. Unlike m ost  other pot ions, this 
pot ion can be im bibed in three separate, equal port ions for the 
benefit  of 1d6+ 1 hit  points of healing per one- third of the pot ion. 
 
Fi r e Resist an ce:  The imbiber of this pot ion is impervious to all 
form s of ordinary flam e. Further, this pot ion grants a bonus of + 2 
saving throws versus fire at tacks, and reduces dam age from  
m agical or dragon fire by -1 per die of dam age, to a m inim um  of 1 
point  per die.  
 
Fly in g :  This pot ion grants the imbiber a spell- like ability 
equivalent  to the arcane spell fly. The dr inker m ay fly at  up to 
120’ per round for the durat ion of the spell.  
 
Gaseou s Fo r m :  The creature who quaffs this pot ion takes on the 
form  of a t ranslucent  cloud of gas. Anything the user is carrying or 
wearing imm ediately falls to the f loor. While in gaseous form , a 
creature cannot  at tack, but  it  can m ove at  30 feet  per round and 
can flow below doors and other sm all spaces that  are not  sealed 
air t ight . A gaseous creature has an AC of 11, and is im m une to 
non-m agical weapons.  
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Gian t  Con t r o l :  When im bibed, the dr inker is able to cont rol 1d4 
giants within 60’ as if using a ch ar m  m on st er  spell. The giants 
m ay resist  the effect  with a saving throw versus Spells. The giants 
will be host ile when the cont rol ends. Each pot ion of giant  cont rol 
affects only one type of giant . Consult  the table below.  
 

Rol l  1 d 2 0  Gian t  Ty p e 

1 - 2  Cloud 
3 - 6  Fire 
7 - 1 0  Frost  
1 1 - 1 5  Hill 
1 6 - 1 9  Stone 
2 0  Storm  

 

Gian t  St r en g t h :  The imbiber of this pot ion temporarily becomes 
as st rong as a hill giant . .  The wearer at tacks as an 8 HD m onster 
or as his own class and level, whichever is bet ter, and the 
character inflicts double norm al dam age with his at tacks. The 
character also can throw rocks at  opponents to a distance of 200’ 
for 3d6 points of dam age and gains a + 3 bonus to force open 
doors.  The st rength bonuses of this pot ion m ay not  be com bined 
with any other m agical effects that  influence st rength, but  it  does 
stack with the character ’s normal bonus or penalty from  Strength 
– a weak character who drinks this pot ion has the st rength of a 
weak giant , while a very st rong character would gain the st rength 
of a very st rong giant !  
 
Gr ow t h :  The im biber of this pot ion doubles in size. St rength 
increases proport ionately, so that  all dam age dealt  is doubled and 
the character gains a + 3 bonus to force open doors. (A giant  who 
dr inks a growth pot ion is very fearsom e…) 
 
Heal in g :  Like the divine spell cure light  wounds, imbibing this 
pot ion will heal 1d6+ 1 points of dam age or will cure paralysis.  
  
Her o ism :  Only a dwarf, elf, or fighter m ay use this pot ion. Ext ra 
levels and their  accompanied benefits to com bat  are tem porarily 
granted to the im biber, determ ined by his experience level as 
shown in the table below. Note that  ext ra hit  points granted due to 
the level increase are subt racted first  when the character is 
wounded. 
 

I m b ib er  Lev e l  Lev els Gr an t ed  

0  4 (Fighter)  
1 - 3  3 
4 - 7  2 
8 - 1 0  1 
1 1 +  0 

 

Hu m an  Con t r o l :  Once this pot ion is quaffed, the dr inker is able 
to cont rol up to 3d6 Hit  Dice of hum ans, dem i-hum ans, and 
hum anoids within 60’ as if using a charm  person spell (normal 
m en count  as ½  Hit  Die each) . The targets m ay resist  the effect  
with a saving throw versus Spells, and will be host ile when the 
cont rol ends.  
 
I n v is ib i l i t y :  When this pot ion is quaffed, the dr inker is bestowed 
with the spell- like ability of invisibility. When the character 
becomes invisible, all the items carr ied and worn by that  character 
also becom e invisible. I tems becom e visible once again when they 
leave the character’s possession. This pot ion can be consumed in 
1/ 6 increm ents, in which case the invisibility  granted lasts 1 turn 
per dose. Any com bat  act ion rem oves the invisibilit y, such that  a 
new dose m ust  be consumed. 
 
I n v u ln er ab i l i t y :  An invulnerability pot ion gives the dr inker + 2 to 
all saving throws and Arm or Class. However, if a pot ion of 
invulnerability is quaffed more than once per week, the pot ion has 
the opposite effect , causing a penalty of -2 on saving throws and 
Arm or Class!    
 

Lev i t a t ion :  When this pot ion is quaffed, the dr inker is bestowed 
with the spell- like ability of levitat ion. The dr inker m ay m ove up or 
down 20’ per round without  any support . The pot ion does not  
enable the dr inker to m ove horizontally, but  the user could levitate 
to a ceiling and m ove sideways by using his hands at  60’ per 
round.   
 
Lon g ev i t y :  This pot ion m akes the dr inker 10 years younger. This 
restored youth is possible not  only for natural aging, but  also for 
aging from  m agic or creature effects. Age cannot  be reduced 
below 15 (or m id-adolescence for creatures other than hum ans) . 
There is som e sm all danger however, since each t im e a pot ion of 
longevity is consumed there is a cumulat ive 1%  probability that  all 
previous age reversals from  pot ions of this type will be negated, 
raising the character’s age to the age he would be without  the 
effects of the pot ions. 
 
Oi l  o f  Sh ar p n ess:  This pot ion resem bles the dark oil used to 
clean arm s and arm or. When applied to the blade of an edged or 
pointed weapon, it  tem porar ily enhances it  to the equivalent  of a 
+ 1 m agic weapon. Weapons that  are already enchanted gain an 
addit ional + 1 while oiled. I f drunk, the oil serves only to give the 
imbiber f latulence for several hours. A single vial contains enough 
to coat  20 arrows, 2 one-handed weapons, or one two-handed 
weapon. The oil will evaporate 8 hours after it  is applied. 
 
Oi l  o f  Sl ip p er in ess:  This oil is applied to the character much the 
sam e way as oil of sharpness is applied to weapons. Any character 
so coated cannot  be rest rained or grabbed, and neither wrapped in 
the gr ip of const r ictor snakes or any other grasping at tacks, 
including binding ropes, chains, or cuffs, m agical or otherwise. 
Sim ply put , nothing can get  a gr ip on a character coated in this 
oil. Further, objects can be coated with the oil.  I f a floor is coated, 
any individual m oving or even standing on the floor m ust  m ake a 
proficiency throw of 20+  each round or fall down. The effects of 
the oil last  8 hours, but  the oil can be cleaned off ear ly with liquid 
containing alcohol, such as whiskey, wine, or stout  beer. 
 
Ph i l t er  o f  Lov e:  The im biber of this pot ion becom es charm ed by 
the next  creature he lays eyes upon. However, the dr inker will 
actually becom e charm ed and besot ted by the creature if it  is of 
the preferred sex and of sim ilar racial stock. The charm  aspect  of 
this pot ion lasts for 6+ 1d6 turns, but  only dispel m agic will m ake 
the dr inker cease to be enthralled by a m em ber of a preferred sex. 
 
Plan t  Con t r o l :  The im biber of a pot ion of plant  cont rol is able to 
cont rol plants or plant - like creatures ( including fungi and m olds)  
within an area of 30’ x 30’ to a distance of 60’. I ntelligent  plant -
like creatures m ay resist  the effect  with a saving throw versus 
Spells. The cont rolled plants will obey the user’s will.  For instance, 
vines can be cont rolled to twist , writhe, and wrap around targets 
in the area, and intelligent  plants can be given orders. I ntelligent  
plant - like creatures will be host ile when the cont rol ends. 
  
Po ison :  Poison always appears like a norm al m agic pot ion, but  if 
any am ount  is ingested, even a sip, the imbiber m ust  save versus. 
Poison or die. Poison is also fatal if applied to open wounds. I f 
applied to a weapon, the poison’s eff icacy will last  for one hour or 
1d6 successful at tacks, whichever comes first .  
 
Po ly m or p h  ( sel f ) :  This pot ion grants its im biber the abilit y to 
polym orph him self into a new form . Apart  from  its durat ion, it  is 
otherwise ident ical to the arcane spell of the same name. 
 
Sp eed :  This pot ion grants the character who dr inks it  the ability 
to m ove twice as fast  and m ake double the norm al num ber of 
at tacks per round. This heightened ability does not  come without  
cost , for the st rain it  puts on the im biber’s body ages him  by 1 
year perm anent ly (dwarves age 2 years, while elves age 5 years) . 
  
Su p er - Her o ism :  Only a dwarf, elf, or fighter m ay use this pot ion. 
Ext ra levels and their  accom panied benefits to com bat  are 
tem porarily granted to the imbiber, determ ined by his or her 
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experience level as shown in the table below. I n all other respects 
this pot ion is ident ical to heroism . 
 

I m b ib er  Lev e l  Lev els Gr an t ed  

0  6 (Fighter)  
1 - 3  5 
4 - 7  4 
8 - 1 0  3 
1 1 - 1 2  2 

 
Sw eet  W at er :  This sweet - tast ing liquid can be used to cleanse 
water ( including turning saltwater into fresh water)  or otherwise 
t ransform  poisons, acid, and other non-potables into dr inkable 
liquid. Further, sweet  water will dest roy other pot ions. For m ost  
liquids, this pot ion will affect  up to 100,000 feet  cubed. However, 
only 1,000 feet  cubed of acid can be neut ralized. The effects of 
sweet  water are perm anent , and once t reated, liquid will resist  
spoilage or contam inat ion for 5d4 rounds. After this t im e it  can be 
contam inated once again. 
 
Tr easu r e Fin d in g :  The im biber of this pot ion m ay, by 
concent rat ing for one turn, sense the direct ion and distance of the 
most  valuable t reasure within 360’. I n order to be detected, the 
total value of the t reasure m ust  m eet  or exceed a value of 50gp. 
No physical barr ier will impede detect ion, with the except ion of 
som e m agical wards or lead. 
 
Un d ead  Con t r o l :  Normally, undead are im m une to ch ar m  

effects. However, when this pot ion is quaffed, the dr inker is able 
to cont rol up to 3d6 Hit  Dice of undead ( intelligent  or otherwise)  
as if using a charm  person spell. I ntelligent  undead m ay resist  the 
effect  with a saving throw versus Spells. The undead will be 
host ile when the cont rol ends. 
 
W at er  Br eat h in g :  The imbiber of this pot ion is granted the abilit y 
to breathe in lakes, r ivers, and other bodies of water at  any depth, 
as the arcane spell of the same nam e. The pot ion lasts for  4 
hours.  
 

 
 

Rin g s 
All m agical r ings are usable by any character class. They m ust  be 
worn on a digit  of the hands only ( f ingers or thum b) . I t  is only 
possible to wear two m agical r ings;  if m ore than two are worn all 
of the r ings do not  funct ion. 
 
Com m an d  An im al :  The wearer of this r ing m ay cont rol 1 giant  
anim al or 1d6 norm al-sized anim als within line of sight . Magical 
monsters or intelligent  animals are not  affected. The effect  lasts so 
long as concent rat ion is m aintained, and the wearer can take no 
other act ions. Once cont rol ends, animals will not  be well disposed 
to the r ing wearer, and any react ion rolls suffer a penalty of -1. 
The r ing m ay be used once per turn. 
 
Com m an d  Hu m an :  This r ing grants the wearer the ability  to 
charm  a hum an, dem i-hum an, or hum anoid up to 60’ away, as the 
charm  person spell. Humans totaling 6 Hit  Dice can be charmed (0 
level humans are t reated as half of a Hit  Die for this calculat ion) . 
The targets may resist  the effect  with a saving throw versus Spells 
at  a -2 penalty. The effect  lasts unt il the r ing is rem oved, but  the 
r ing wearer m ay dism iss the effect  at  any t im e, and a dispel m agic 
spell m ay rem ove the charm .   
 
Com m an d  Plan t :  The r ing wearer can cont rol plants within a 10’ 
x 10’ area up to 60’ away. This cont rol extends to plant  creatures, 
and even if the plant  is not  norm ally m obile, this r ing grants the 
ability to m ake the plants m ove. The effect  lasts so long as 
concent rat ion is m aintained, and the wearer can take no other 
act ions. 
 
Delu sion :  This cursed r ing convinces the wearer that  the r ing is of 
another type. The Judge could decide random ly which kind of r ing 
the wear believes this r ing to be, or one m ight  be chosen. 
 
Dj in n i  Cal l in g :  This powerful r ing can be used once per week to 
sum m on a dj inni. The dj inni will serve and obey the character that  
sum m oned it ,  regardless of whether he is wearing the r ing. The 
dj inni will serve for up to one day at  a t im e before returning to it s 
plane of existence. I f the dj inni is ever slain, the r ing is worthless. 
 
Fi r e Resist an ce:  The r ing wearer is im pervious to all form s of 
ordinary flame. Further, the r ing grants a bonus of + 2 saving 
throws versus fire at tacks, and reduces dam age from  m agical or 
dragon fire by -1 per die of dam age, to a m inim um  of 1 point  per 
die.  
 
I n v is ib i l i t y :  Once each turn, this r ing grants the wearer the 
ability to become invisible, as the spell invisibility . 
 

Pr o t ect ion :  This r ing has several different  power levels. For each 
“+ ” , the r ing will increase the wearer’s AC by this am ount , and 
grant  the wearer this bonus to all saving throws. For exam ple, if a 
character with an AC of 10 is wearing a r ing of protect ion + 2, his 
AC becom es1 2 and all saving throws are rolled with a + 2 bonus. 
When a r ing of protect ion is found, roll on the table below to 
determ ine which kind. 
 

Rol l  d 0 0  Bon u s 

0 1 - 8 0  + 1 
8 1 - 9 1  + 2 
9 2  + 2, 5’ radius 
9 3 - 9 9  + 3 
0 0  + 3, 5’ radius 

 
Where a radius is given, all creatures within the radius of the r ing 
gain it s bonus to saving throws. Only the wearer of the r ing gains 
the r ing’s bonus to Arm or Class. 
 
Reg en er at ion :  This r ing grants the wearer the ability to 
regenerate 1 hp per round. The r ing will also regenerate body 
parts lost  to injury. Sm all pieces, like fingers, take 1 day to grow 
back. Larger pieces, such as a lim b, m ay take 1 week to grow 
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back. Only dam age taken while the character was wearing the r ing 
can be regenerated. Further, the r ing is powerless to regenerate 
dam age caused by acid or fire, and the r ing will not  funct ion if the 
wearer ’s hit  points drop to 0 or less. 
 
Sp el l  St o r in g :  When this r ing is found, it  will contain 1d6 arcane 
or divine spells of any level, selected or determ ined random ly by 
the Judge. When a character puts the r ing on, he autom at ically 
gains the knowledge of which spells are already stored, and m ay 
cast  them as if a spellcaster of the m inimum  level required to cast  
the spell.  The r ing’s spells m ay be recharged by having a 
spellcaster cast  the replacem ent  spells direct ly at  the r ing, but  the 
r ing will hold only the spells it  had when found – the exact  spells 
m ay not  be changed.  The r ing does not  absorb spells cast  at  its 
wearer.  
  
Sp el l  Tu r n in g :  This r ing reflects 2d6 spells back against  their  
casters, leaving the wearer unaffected by the spell.  Only spells are 
affected, not  m onster powers or m agical effects which aren’t  
spells. Once the m axim um  num ber of spells is reached, the r ing 
becom es useless. 
 
Telek in esis:  This r ing grants the wearer the ability to m ove up to 
20 stone (200lb)  of weight  with his m ind, as the spell telekinesis. 
However, there is no lim ited durat ion when using the r ing. 
 
W at er  W alk in g :  Any character wearing this r ing can walk on 
water as if it  were solid, dry land. 
 
W eak n ess:  This is a cursed r ing, and once put  on it  can be 
rem oved only with a rem ove curse spell.  Over the course of 6 
rounds, the wearer’s STR drops to 3 and all at tacks and dam age 
are rolled with a penalty of -3 (m inim um of 1 point  of dam age is 
dealt ) .  
 
W ish es:  A var iable num ber of wishes (1d4)  are granted to the 
wearer of this r ing. Wish effects and lim itat ions are up to the GM 
(but  should be very powerful) , and can be used at  any t im e. Once 
the wishes are used the r ing becom es non-m agical.  
 
X- Ray  Vision :  One t im e per turn, the wearer of this r ing can see 
through a stone wall and up to 30’. The wearer m ay see 60’ if 
looking through wood and other low-density m ater ial. A 10’ 
squared area (100 square feet )  can be v isually exam ined each 
turn, and any secret  doors, hidden recesses, or t raps will be 
evident . This act iv ity takes full concent rat ion. Lead or gold will 
block x- ray v ision.  
 

 

Scr o l l s 
Most  scrolls are pieces of parchm ent , im bued with the m agical 
writ ings of a spell or other m agical effect . These writ ings are 
potent  in that  they sim ply require the pronunciat ion of their  words 
to release their  power. Scrolls are usually writ ten in obscure or 
dead languages. The Judge m ay choose the language in which the 
scroll is writ ten, or roll on a table designed for the cam paign.  
 
A character m ust  be able to read the language in which the scroll 
is wr it ten in order to use the scroll.   An arcane spellcaster can use 
read languages to be able to use a scroll in an unfam iliar 
language. Som e scrolls can be used by any character that  can 
read them , while other scrolls have addit ional rest r ict ions on their  
use beyond being able to read the language. These will be 
discussed below. 
 
Scr o l l  o f  Sp el ls  

A scroll of spells will be found with 1 to 7 spells writ ten on it .  
About  3/ 4 of all spell scrolls contain spells from  the arcane spell 
list , and the rem aining contain spells drawn from  the div ine spell 
lists. Characters can only cast  a spell from  a scroll if the spell is on 
their  class list . A spell may be cast  even if it  is not  norm ally  usable 
by a spellcaster of the reader’s level. These spells are cast  is if 
from  a spell caster of the m inim um  level required to cast  the spell. 
Once a spell is cast  from  a scroll, the magical writ ing for that  spell 
disappears.  
 
When determ ining the contents of a scroll of spells, roll first  to 
determ ine the type of spells by class, then roll to determ ine the 
spell level of each spell.  
 

Scr o l l  Ty p e Ar can e Div in e 

Ro l l  

d 4  

 

Type 

Roll d00 Spell 

Level 

Roll d00 Spell 

Level 

1 - 3  Arcane 0 1 - 2 5  1 0 1 - 2 5  1 
4  Divine 2 6 - 5 0  2 2 6 - 5 0  2 
  5 1 - 7 0  3 5 1 - 7 0  3 
  7 1 - 8 5  4 7 1 - 8 5  4 
  8 6 - 9 5  5 8 6 - 9 5  5 
  9 6 - 9 7  6 9 6 - 9 8  6 
  9 8  7 9 9 - 0 0  7 
  9 9  8   
  0 0  9   

 
Cu r sed  Scr o l l  

A cursed scroll inflicts a horr ible curse upon the reader. The Judge 
has considerable flexibility in determ ining the effects of the curse. 
A curse m ay only be rem oved with the spell rem ove curse. The 
Judge m ight  also allow the curse to be lifted if the character 
performs a special quest . Some possible curses are provided 
below, but  any sim ilar curse m ight  be used instead. 
 

Ro l l  d 6  Ef f ect  

1  The vict im  loses a random  m agic item . 
2  One random  abilit y score suffers a -4 penalty. 
3  The vict im  m ay not  gain new experience. 
4  The vict im ’s level is reduced by 1. 
5  The vict im  is polym orphed, as p o ly m or p h  o t h er ,  

into a small animal. 
6  The vict im  is rendered blind. 

 

Scr o l l s  o f  W ar d in g  

A scroll of warding can be used by any character that  can read it .  
When the m agical words of warding are read aloud, the words 
disappear from  the page and the reader is surrounded by a 10’ 
radius area of protect ion against  the type of creature indicated by 
the scroll.  This area of protect ion is centered on the reader, and 
m oves wherever he m oves. This protect ive barr ier stops the 
creature type from  enter ing, but  not  from  at tacking with m issile 
weapons or spells. The circle of protect ion will last  unt il the reader 
dism isses it , or if anyone within the circle at tempts to melee with 
a creature of the type protected against . 
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W ar d  ag ain st  Elem en t a ls:  A ward against  elementals scroll 
wards against  all elem entals for 2 turns, subject  to the rules 
governing warding scrolls. 
 
W ar d  ag ain st  Ly can t h r op es:  For 6 turns, a ward against  
lycanthropes scroll wards against  all lycanthrope form s. The 
protect ive barr ier can repel a certain num ber of lycanthropes, 
based on their  num ber of HD. I f the lycanthropes have 3 or fewer 
Hit  Dice, 1d10 of their  number will be repelled. I f they have 4 or 5 
HD, 1d8 of their num ber will be repelled. I f the lycanthropes have 
6 HD or above, then 1d4 of their  num ber are repelled. 
 
W ar d  ag ain st  Mag ic:  A barr ier is created against  all spells and 
spell- like effects from  magical item s or m onsters. This barr ier 
rem ains for 1d4 turns, dur ing which t im e no spells or spell- like 
effects m ay enter or leave the protected area. This effect  cannot  
be dispelled or otherwise rem oved except  through a wish. 
 
W ar d  ag ain st  Un d ead :  For 6 turns, a ward against  undead scroll 
wards against  all form s of undead. The protect ive barr ier can repel 
a certain num ber of undead, based on their  num ber of HD. I f they 
have 3 or fewer Hit  Dice, 2d12 of their  num ber will be repelled. I f 
they have 4 or 5 HD, 2d6 of their  num ber will be repelled. I f the 
undead have 6 HD or above, then 1d6 of their  num ber are 
repelled. 
 
Tr easu r e Map s:  A t reasure m ap can be used by any character 
that  can read it .   Treasure m aps vary considerably in the value of 
t reasure they lead to. I n all cases, the Judge will const ruct  the 
m ap and the t reasure it  leads to ahead of t im e. The m ap m ight  to 
lead to a t reasure within the dungeon the characters f ind the m ap, 
or the map may lead to another, somet imes remote, locat ion. 
Diff iculty in at taining the t reasure should reflect  its value. There 
m ay be t raps, r iddles, or other challenges. The map it self may be 
in an unusual language, or enchanted or encrypted such that  it  
requires read languages to decipher. 
 

Rod s, St av es, an d  W an d s 
Rods are som et im es usable by any class, but  m any are rest r icted 
to use by certain classes only. Wands m ay only be used by arcane 
spellcasters such as m agic-users or elves. A staff m ay be usable 
by either arcane or divine spellcasters, depending on the kind of 
staff. When a class- rest r icted item  is descr ibed, the nam e of the 
item  will be followed by either “D”  if it  is usable by a div ine 
spellcaster, “A”  if it  is usable by arcane spellcasters, and “AD”  if 
usable by both. 
 
All of these magic item s generally use a “ charge”  when their  effect  
is t r iggered, and each item  has a lim ited num ber of charges. When 
found, a rod will contain 2d6 charges, a staff will contain 3d10 
charges, and a wand will contain 2d10 charges. Except ions will be 
noted in specific item  descript ions. Physically , these three types of 
magic items differ pr imar ily in size. Wands are small and thin, 
being about  18 inches long. A staff is m uch larger, being 6’ long 
and generally has a 2’ diameter. Rods are som ewhere in-between 
these two kinds of item s, being about  3’ long.  
 
Rod  o f  Ab so r p t ion  [ AD] :  This rod acts as a m agnet , drawing 
spells into itself. The m agic absorbed m ust  be a single- target  spell 
or a ray directed at  either the character possessing the rod or his 
gear. The rod then nullifies the spell’s effect  and stores it s 
potent ial unt il the wielder releases this energy in the form  of spells 
of his own. The wielder can instant ly detect  a spell’s level as the 
rod absorbs that  spell’s energy. Absorpt ion requires no act ion on 
the part  of the user if the rod is in hand at  the t im e. 
 
A running total of absorbed (and used)  spell levels should be kept . 
The wielder of the rod can use captured spell energy to cast  any 
spell he has prepared in 1 round without  expending the 
preparat ion itself (he st ill has the spell in m emory) . The only 
rest r ict ions are that  the levels of spell energy stored in the rod 

m ust  be equal to or greater than the level of the spell the wielder 
wants to cast , and that  the rod be in hand when cast ing. For 
casters such as cler ics who do not  prepare spells, the rod’s energy 
can be used to cast  any spell of the appropriate level or levels that  
they know. 
 
A rod of absorpt ion absorbs a m axim um  of 50 spell levels and can 
thereafter only discharge any remaining potent ial it  m ight  have. 
The rod cannot  be recharged. The wielder knows the rod’s 
remaining absorbing potent ial and current  amount  of stored 
energy. 
 
Rod  o f  Can cel la t ion :  This item  is highly feared by those who 
value their  m agic item s, for with but  one touch of this rod, a 
m agic item  permanent ly loses all of it s power and becom es an 
ordinary item . When at tem pt ing to st r ike an item  on an opponent , 
t reat  the at tack as if it  needs to hit  an AC of 10. The Judge, 
depending on the circum stances, m ay adjust  this value. This rod is 
usable once and m ay not  be recharged. 
 
Rod  o f  Cap t i v a t ion :  With the expenditure of 1 charge, all 
m onsters and characters within a 20’ radius are charm ed by the 
wielder for 1 turn so long as they are at  least  m inimally intelligent . 
All charmed beings will hold nothing but  respect  and awe for the 
wielder, and will seek to please him  by doing nearly anything short  
of harm ing them selves or violat ing their  alignment . 
 
Rod  o f  Lo r d ly  Mig h t :  This rod has funct ions that  are spell- like, 
and it  can also be used as a m agic weapon of various sorts. I t  also 
has several more mundane uses. The rod of lordly m ight  is m etal, 
thicker than other rods, with a flanged ball at  one end and six 
stud- like but tons along its length. I t  weighs 10 pounds, and 
st rength of 16 or greater is necessary to wield this weapon. Any 
character with less than 16 st rength suffers an at tack penalty of –
1 per point  below 16.  
 
The rod has the following spell- like funct ions, and each costs 1 
charge:  
 

• Fear upon all enem ies viewing it , if the wielder so desires 
(60’ m axim um  range) . The target  is allowed a save 
versus spells.  

• Paralyze upon touch, if the wielder so com m ands. The 
wielder must  choose to use this power and then succeed 
on a melee touch at tack to act ivate the power. I f the 
at tack fails, the effect  is lost .  The target  is allowed a save 
versus spells. 

• Deal 2d4 hit  points of dam age to an opponent  on a 
successful touch at tack (no save)  and cure the wielder of 
a like amount  of dam age. 
 

The following weapon funct ions of the rod do not  require the use 
of charges:  
 
I n it s normal form , the rod can be used as a + 2 m ace. 
 

• When but ton 1 is pushed, the rod becom es a + 1 flam e 
tongue sword. A blade springs from  the ball, with the ball 
it self becom ing the sword’s hilt .  The weapon lengthens to 
an overall length of 3 feet . 

• When but ton 2 is pushed, the rod becom es a + 4 bat t le 
axe. A wide blade springs for th at  the ball,  and the whole 
lengthens to 4 feet . 

• When but ton 3 is pushed, the rod becom es a + 3 spear. 
The spear blade springs forth, and the handle can be 
lengthened up to 12 feet  (wielder’s choice) , for an overall 
length of from  6 feet  to 15 feet . At  its 15’ length, the rod 
is suitable for use as a lance. 
 

The following other funct ions of the rod do not  em ploy charges:  
 

• Clim bing pole/ ladder. When but ton 4 is pushed, a spike 
that  can anchor in granite is ext ruded from  the ball,  while 
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the other end sprouts three sharp hooks. The rod 
lengthens to anywhere between 5’ and 50’ in a single 
round, stopping when but ton 4 is pushed again. 
Horizontal bars three inches long fold out  from  the sides, 
1 foot  apart , in staggered progression. The rod is firm ly 
held by the spike and hooks and can bear up to 4,000 
pounds. The wielder can ret ract  the pole by pushing 
but ton 5. 

• The ladder funct ion can be used to force open doors. The 
wielder plants the rod’s base 30’ or less from  the portal to 
be forced and in line with it ,  then pushes but ton 4. The 
force exerted grants + 4 to forcing doors. 

• When but ton 6 is pushed, the rod indicates m agnet ic 
north and gives the wielder knowledge of his approximate 
depth beneath the surface or height  above it .  
 

Note that  this rod m ay never be recharged. When the charges are 
expired, the funct ions that  require charges m ay not  be used again, 
and neither m ay the rod be em ployed as a + 1 flam e tongue sword 
nor a + 4 bat t le axe. These at t r ibutes are lost .  
 
Rod  o f  Resu r r ect ion  [ D] :  A cler ic or other divine spellcaster of 
any level may use this rod one t im e per day to raise beings from  
the dead as the raise dead spell, except the creature is 
im mediately restored to full hit  points, vigor, and health, with no 
loss of prepared spells. The condit ion of the remains is not  a 
factor. So long as som e sm all port ion of the creature’s body st ill 
exists and no m ore than 10 years have passed since the creature’s 
death, it  can be resurrected. Different  k inds of characters may be 
resurrected, and each type requires a different  num ber of charges. 
When all charges from  the rod are used, it  crumbles into dust . 
 
Rod  o f  Ru ler sh ip :  This rod looks like a royal scepter. The wielder 
can com mand the obedience and fealty of creatures within 120’ 
when he act ivates the device. Creatures totaling 100 +  1d4x100 
Hit  Dice can be ruled, but  creatures with I NT scores of 15 or 
higher and levels or HD equal to or greater than 12 are ent it led to 
a save versus spells to negate the effect . Ruled creatures obey the 
wielder as if he were their  absolute sovereign. St ill,  if the wielder 
gives a com m and that  is cont rary to the nature of the creatures 
com m anded, the m agic is broken. The rod can be used after 1 
round from  act ivat ion, and each charge expended allows the rod 
to be used for 10 rounds. The rod crum bles to dust  once all 
charges are expended, and m ay not  be recharged. 
 
Rod  o f  St r i k in g :  A rod of st r iking deals 1d8+ 3 hp damage, and 
funct ions as a + 3 weapon of m agical nature. When this rod is used 
against  golem s, it  always costs 1 charge per successful hit  in 
combat , and deals 2d8+ 6 hp damage. Note that  when employed 
in this way against  a golem , a successful roll of 20 will instant ly 
annihilate the golem . I n addit ion, this rod m ay deal addit ional 
dam age to dem ons, ext rem ely powerful undead, and other 
infernal beings from  other planes. When at tacking these monsters, 
a successful at tack roll of 20 causes the expenditure of a charge, 
and the rod deals t r iple norm al dam age. 
 

Ch ar g es Ch ar act er  Ty p e 

2  Cler ic 
4  Dwarf  
7  Elf  
3  Fighter  
4  Mage 
4  Thief 

 

St a f f  o f  Com m an d in g  [ D] :  This staff m ay be used to com m and 
plants, animals, and humans in the same manner as the r ings 
com m and anim al, com m and hum an, and com m and plant . Each 
use requires one charge. 
 
St af f  o f  Hea l in g  [ D] :  This staff does not  employ charges. I t  can 
heal 1d6+ 1 hit  points, but  it  can only be used one t im e per 
creature per day. This staff m ay heal an unlim ited num ber of 
creatures in a day. 

St af f  o f  t h e Mag i  [ A] :  The staff of the m agi is a m uch m ore 
powerful version of the staff of wizardry. I t  grants several spells at  
the wielder’s disposal. The staff m ay be used to effect  the 
following spell like abilit ies:  detect  magic, enlarge, hold portal, 
light , and protect ion from  good (evil) . These abilit ies do not  
require the expenditure of charges. 
 
I n addit ion, the staff has the following abilit ies that  cost  1 charge 
per use:  dispel m agic, f ireball,  ice storm , invisibility, knock, 
lightning bolt , passwall, pyrotechnics, wall of fire, and web. The 
following powerful abilit ies cost  2 charges per use:  conjure 
elem ental, plane shift , telekinesis, and whir lwind (as a dj inni) . The 
wielder of the staff receives a bonus of + 2 for saving throws 
versus m agic. 
 
This staff m ay be recharged, but  only by absorbing m agical 
energies that  are cast  at  the wielder. When a spell is cast  at  the 
wielder, he m ay choose to absorb these energies, at  a rate of 1 
charge per spell level of the spell directed at  him . Note that  taking 
this m aneuver is the sole act ion of the staff for that  round, and it  
m ay not  be used for other effects in the sam e round it  absorbs 
energy. Each staff has a m axim um  num ber of possible charges, 
and it  will only safely absorb charges to this lim it . The wielder will 
not  know the lim it , or how m any charges have been used, unless 
som e m agical m eans is employed to discover this. The staff does 
not  reveal this inform at ion.  Should the staff collect  energy in 
excess of its lim it , it  detonates in the same manner as in a 
ret r ibut ive st r ike, as described below. 
 
A staff of the m agi can be used for a ret r ibut ive st r ike, requir ing it  
to be broken by its wielder. The breaking of the staff m ust  be 
purposeful and declared by the wielder. All charges current ly in 
the staff are instant ly released in a 30’ radius. All within 10’ of the 
broken staff take points of dam age equal to 8 x the num ber of 
charges in the staff, those 10’ to 20’ away take 6 x the num ber of 
charges in dam age, and those 20’ to 30’ distant  take 4 x the 
num ber of charges in dam age. All those affected can m ake saving 
throws versus spells to reduce the dam age by half.  
 
The character breaking the staff has a 50%  chance of t raveling to 
another plane of existence, but  if he does not , the explosive 
release of spell energy dest roys him . After all charges are used up 
from  the staff, it  rem ains a + 2 staff.  Once em pty of charges, it  
cannot  be used for a ret r ibut ive st r ike. 
 
St af f  o f  Pow er  [ A] :  This powerful staff has several abilit ies. First , 
it  can be used to cast  the spells cone of cold, lightning bolt , and 
fireball (each dealing 8d6 points of dam age) . I n addit ion, the staff 
may be used to cast  cont inual light  and telekinesis (with a weight  
lim it  of 25 stone) . Finally , this staff can also be used with the 
sam e effect  as a staff of st r ik ing. 
 

St af f  o f  St r i k in g  [ A/ D] :  This staff st r ikes as a + 1 staff. With the 
expenditure of one charge and a successful at tack roll,  this staff 
can be used to st r ike an opponent  for 2d6+ 1 points of dam age. 
 
St af f  o f  W i t h er in g  [ D] :  This staff funct ions as a + 1 staff that  
deals 2d6+ 1 points of damage when a charge is used. By using 2 
charges and successfully st r iking an opponent , the staff ages a 
vict im  by 10 years. I f three charges are spent  in this at tack, one 
of the vict im ’s limbs will shr ivel into a mum mified, useless 
m em ber (saving throw versus Staffs is allowed) . The aging effect  
will autom at ically kill m ost  creatures that  have a short  lifespan. 
Also note that  effects of spent  charges are cumulat ive, such that  if 
3 charges are used, the vict im  will not  only receive damage, but  
he will be aged and have a withered lim b. 
 
St af f  o f  W izar d r y  [ A] :  This staff has all the powers of a staff of 
power. I n addit ion, the staff m ay be used to cast  the spells 
conjure elem entals, invisibilit y, passwall, and web. The staff has 
the sim ilar spell- like effect  of a dj inni to create a whir lwind and 
can be used as a wand of paralyzat ion. Each of these abilit ies 
requires one charge. The staff m ay also be broken for a final blow. 
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The results of a final blow depend on the num ber of charges in the 
staff. For each charge, 8 points of dam age are dealt  in a grand 
fireball to all m onsters and characters (even the owner of the 
staff)  within 30’. The staff is then broken and useless. 
 
St af f  o f  t h e Ser p en t  [ D] :  This staff does not  em ploy charges. I t  
st r ikes as a + 1 staff. The user can com m and the staff to grow to 
become a giant  const r ictor snake and const r ict  around a vict im  
(AC 4, HD 3, hp 20, MV 20’) . The com m and for the staff to 
become a snake is ut tered as it  st r ikes a vict im . The vict im  must  
succeed in a saving throw versus Paralysis or be held imm obile by 
the const r ict ing snake for 1d4 turns, or unt il the owner com m ands 
the snake to release him . The serpent  returns to the owner and 
returns to staff form  after it  has const r icted around an opponent . 
I f the snake form  is slain, it  will not  return to staff form  and the 
staff is dest royed. When the snake returns to staff form , all 
dam age it  has sustained in com bat  is autom at ically healed. 
 
W an d  o f  Co ld  [ A] :  A chilling cone 60’ long and 30’ wide at  the 
term inal end is discharged from  this wand. Any beings within the 
cone of cold will suffer 6d6 points of dam age unless they succeed 
in a saving throw versus Blast , which reduces dam age to half. One 
charge is expended per usage. 
 
W an d  o f  Det ect in g  En em ies [ A] :  This wand m akes any 
enem ies of the wielder that  are within 60’, whether invisible or 
hidden, becom e surrounded by a fiery red aura for up to 6 turns. 
This effect  requires one charge. 
 
W an d  o f  Det ect in g  Mag ic [ A] :  This wand m akes any m agic item  
within 20’ becom e surrounded by a faint  yellow aura for up to 2 
turns. This effect  requires one charge. 
 
W an d  o f  Det ect in g  Met a ls [ A] :  After expending one charge, the 
wand will point  in the direct ion of any concent rat ion of metal that  
weighs 10 stone or more if it  is within 60’, for up to 6 turns. The 
wand wielder is intuit ively aware of the k ind of metal detected, but  
a coat ing of lead will block the detect ion of other types of m etals. 
This effect  requires one charge.  
 
W an d  o f  Det ect in g  Secr et  Door s [ A] :  This wand will m ake any 
and all secret  doors within 30’ becom e surrounded by a blue 
glowing aura for up to 3 turns. One charge is expended per usage. 
 

W an d  o f  Det ect in g  Tr ap s [ A] :  This wand m akes any and all 
t raps within 30’ becom e surrounded by a blue glowing aura for 
one round. This effect  requires one charge.  
 
W an d  o f  Dev ice Neg at ion  [ A] :  The wielder of this wand m ay 
choose a wand, rod, or staff from an opponent , and render it  
powerless for 1 round. The item  is power less on the sam e round 
the wand of negat ion is used. Therefore, the act ion to use this 
wand m ust  be announced pr ior to determ ining init iat ive. One 
charge is expended per usage. 
 
W an d  o f  Fear  [ A] :  A cone 60’ long and 30’ wide at  the term inal 
end is discharged from  this wand. Any being within the cone will 
becom e fearful and flee for 30 rounds at  running speed unless 
they succeed on a saving throw versus Wands. One charge is 
expended per usage. 
 
W an d  o f  Fi r e [ A] :  A wand of fire produces several spell- like 
effects, and m ay only produce one effect  per round. The following 
effects require the expenditure of 1 charge:  burning hands shoots 
forth a t r iangular ray of fire 12’ long with a 10’ wide ending width. 
Any being within this area of effect  suffers 6 hp dam age;  
pyrotechnics m ay be produced from  the wand, and m im ics the 
spell of the same nam e. 
 
The wand of fire m ay produce the following effects with the 
expenditure of 2 charges:  a fireball m ay be shot  from  the wand, 
perform ing exact ly as the spell of the sam e nam e, as if cast  from  
a 6 th level character . I t  deals 6d6 hp dam age to all within the area 

of effect  (save versus wands for half damage) . Any result  of 1 on 
a dam age die is t reated as a 2. A wall of fire m ay be produced, 
like the spell of the sam e nam e cast  from  a 6 th level character. The 
wall m ay be form ed into a 22’ diam eter circle surrounding the 
wand wielder. 
 
W an d  o f  Fi r e Bal ls [ A] :  This wand can discharge a f ireball,  as 
the spell. I t  deals 6d6 points of damage unless the vict im (s)  
succeed in a saving throw versus Blast , which reduces dam age to 
half. One charge is expended per usage. 
 
W an d  o f  I ce [ A] :  A wand of ice produces several spell- like 
effects, and m ay only produce one effect  per round. The following 
effects require the expenditure of 1 charge:  an ice storm  (as the 
m agic user spell)  wreaks it s cold havoc to a distance of 60’;  a wall 
of ice can be brought  into existence. I t  always has a thickness of 6 
inches, but  m ay have any surface area as com m anded by the 
wand wielder to a maximum of 600’ ( for example, 25’ x 24’ or 10’ 
x 60’) . 
 
The wand of ice m ay produce a cone of cold with the expenditure 
of 2 charges. The cone is 20’ in diameter at  its m axim um  length of 
60’. I t  deals 6d6 hp damage to all within the area of effect  (save 
versus wands for half dam age) . Any result  of 1 on a dam age die is 
t reated as a 2. 
 
W an d  o f  Lig h t  [ A] :  A wand of light  produces several spell- like 
effects, and m ay only produce one effect  per round. The following 
effects require the expenditure of 1 charge:  dancing lights as the 
m agic-user spell,  and light  as the m agic-user spell.  
 
The wielder m ay spend two charges to create cont inual light . 
Finally, by spending 3 charges, the wielder m ay create a ray of 
intense sunlight . The br ight  golden-yellow light  lasts only a 
mom ent , has a range of 120’, and forms a 40’ diameter sphere of 
light . Any being within the area m ust  save versus wands or be 
blinded and stunned for 1 round. The golden sphere of light  has a 
devastat ing effect  on all undead, dealing 6d6 hp of dam age, with 
no saving throw allowed. 
 
W an d  o f  Lig h t n in g  [ A] :  I f the wielder of a wand of light ing hits 
an opponent  with the wand and spends 1 charge, he m ay deliver 
and elect r ical charge to his v ict im , which inflicts 1d10 hp damage. 
No saving throw is perm it ted, and for AC purposes a v ict im  
wearing m etal arm or has an AC of 9, regardless of m agical arm or 
bonuses. Nonmetal arm or and item s such as a r ing of protect ion 
do apply, however.  
 
By spending two charges, the wielder of this wand m ay produce a 
lightning bolt , with the sam e effect  as the m agic user spell,  to 
inflict  6d6 hp of dam age. Any result  of 1 on a dam age die is 
t reated as a 2. A save versus wands is allowed for half dam age.  
 
W an d  o f  I l lu s ion  [ A] :  The wielder of this wand can create the 
effects of the spell phantasm al force. Refer to this spell for  the 
effects and concent rat ion requirements. While concent rat ing on an 
illusory effect , the wielder can m ove at  half m ovem ent , but  if he is 
successfully st ruck in com bat  all concent rat ion is lost  and the 
illusion instant ly fades away. At tempts to disbelieve the effects of 
this wand are resolved with a saving throw versus Wands. 
  
W an d  o f  Lig h t n in g  Bo l t s [ A] :  This wand can discharge a 
lightning bolt ,  as the spell. I t  deals 6d6 points of dam age unless 
the v ict im (s)  succeed in a saving throw versus Blasts, which 
reduces dam age to half. One charge is expended per usage. 
 
W an d  o f  Mag ic Missi les [ A] :  This wand fires one or two m agic 
m issiles (user’s choice)  per round, as the arcane spell of the same 
nam e. The m issiles inflict  1d6+ 1 points of dam age each, and 
always st r ike. Each individual m issile fired expends one charge. 
 
W an d  o f  Neg at ion  [ A] :  This device negates the spell or spell- like 
funct ion or funct ions of m agic item s. The wielder points the wand 
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at  the magic item , and a pale gray beam  shoots forth to touch the 
target  device or being. The ray negates any funct ion of all wands, 
and any other target  item  or m agical effect  ( including spells cast  
by the target )  has a 25%  chance of resist ing the negat ion. Each 
use of the wand costs 1 charge, and m ay be used one t im e per 
round. A wand of negat ion can never be recharged. 
 
W an d  o f  Par a ly zat ion  [ A] :  A cone 60’ long and 30’ wide at  the 
term inal end is discharged from  this wand. Any beings within the 
cone will becom e paralyzed for 6 turns unless they succeed in a 
saving throw versus Paralysis. One charge is expended per usage. 
 

W an d  o f  Po ly m or p h in g  [ A] :  This wand can produce the effects 
of the spells polym orph others or polym orph self, as determ ined 
by the wielder just  before each use. The recipient  is granted a 
saving throw versus Wands, and success negates the effect . A 
willing target  can forgo a saving throw. One charge is expended 
per usage. 
 
W an d  o f  Su m m on in g  [ A] :  The wielder of this wand, when 
holding the wand by hand (not  when it  is packed away)  is able to 
instant ly ident ify spells of a sum moning nature, either when seen 
writ ten or act ively cast . The wielder m ay spend a charge to cast  
the spells unseen servant  and sum mon m onster . To cast  sum mon 
m onster , the wielder m ust  be of sufficient  level to cast  the version 
em ployed ( I , I I ,  I I I ,  or I V) , and it  requires 1 round. When cast ing 
sum m on m onster, the wielder m ay spend up to 6 charges, to 
stack the effects as if m ore than one spell were cast . For example, 
the 6 charges could be spent  to cast  sum m on m onster VI , or they 
could be used to cast  sum mon m onster I  six t im es, sum mon 
monster I I  and I V, or any other combinat ion totaling 6. 
 
A wand of sum moning can produce the effects of a pr ism at ic 
sphere ( it  m ay be form ed into a wall) .  However, unlike the spell,  
the wand m ay only produce a single color type at  a t im e, per use 
each round. Each use costs 1 charge, and takes 1 round to 
appear. 
 
The wand is also capable of br inging into existence a veil of 
darkness, by spending 2 charges. This effect  takes 5 segm ents to 
cast . This veil can occupy a space equal to 600’ squared, and can 
take any dim ensions equaling this amount  (20’ x 30’, 15’ x 40’, 
etc.)  No light  m ay pass through the veil,  but  other m agical effects 
and physical objects m ay pass through it  norm ally.  
 

 

W an d  o f  W on d er :  A wand of wonder is a st range and 
unpredictable device that  random ly generates any num ber of 
weird effects each t im e it  is used. Each use costs 1 charge. I n 
som e cases a saving throw is appropriate. The effects should be 
considered typical of those possible, but  the referee m ay adjust  
these or create new effects, depending on the situat ion. Typical 
powers of the wand include the following:  
 

d %  W on d r ou s Ef f ect  

0 1 – 0 5  Slow creature pointed at  for 1 turn. 
0 6 – 1 0  Faer ie fire surrounds the target . 
1 1 – 1 5  Deludes wielder for 1 round into believing the wand 

funct ions as indicated by a second die roll (no save) . 
1 6 – 2 0  Gust  of wind, but  at  twice the power. 
2 1 – 2 5  Wielder learns target ’s surface thoughts (as with ESP)  

for 1d4 rounds. 
2 6 – 3 0  St inking cloud at  30’ range. 
3 1 – 3 3  Heavy rain falls for 1 round in 60’ radius centered on 

wand wielder. 
3 4 – 3 6  Sum m on an animal—a rhino (01–25 on d% ) , elephant  

(26–50) , or m ouse (51–100) . 
3 7 – 4 6  Lightning bolt  (70’ long, 5’ wide) , 6d6 damage. 
4 7 – 4 9  Stream of 600 large but terflies pours forth and flut ters 

around for 2 rounds, blinding everyone ( including 
wielder) . 

5 0 – 5 3  Enlarge vict im  if within 60’ of wand. 
5 4 – 5 8  Darkness,  30’ diam eter hem isphere, centered 30’ away 

from  wand. 
5 9 – 6 2  Grass grows in 160’ square area before the wand, or 

grass exist ing there grows to ten t imes normal size. 
6 3 – 6 5  Vanish any nonliving object  of up to 1,000 lb. m ass 

and up to 30’ cubed in size. 
6 6 – 6 9  Reduce wielder to 1/ 12 height . 
7 0 – 7 9  Fireball, 6d6 damage, as wand. 
8 0 – 8 4  I nvisibilit y covers wand wielder. 
8 5 – 8 7  Leaves grow from  target  if within 60’ of wand. 
8 8 – 9 0  10–40 gems, value 1 gp each, shoot  forth in a 30’ long 

st ream . Each gem  deals 1 point  of dam age to any 
creature in its path:  Roll 5d4 for the num ber of hits. 

9 1 – 9 5  Shim m ering colors dance and play over a 40’ x 30’ 
area in front  of wand. Creatures therein are blinded for 
1d6 rounds. 

9 6 – 9 7  Wielder (50%  chance)  or target  (50%  chance)  turns 
perm anent ly blue, green, or purple. 

9 8 - 1 0 0  Flesh to stone (or stone to f lesh if target  is stone 
already)  if target  is within 60’. 

 

Miscel lan eou s Mag ic I t em s 
Am u let  ag a in st  Possession :  The wearer of this copper am ulet  is 
rendered im m une to magic j ar , possession,  and other effects of a 
sim ilar nature, including dem on possession. 
 
Am u let  o f  t h e Plan es:  This device usually appears to be a black 
circular amulet , although any character looking closely at  it  sees a 
dark, m oving swir l of color. The am ulet  allows its wearer to ut ilize 
plane shift .  However, this is a difficult  item  to m aster. There is a 
20%  chance for the first  1d6 uses that  the wearer is t ransported 
to a random  plane of existence. 
 

Am u let  o f  Pr oo f  ag a in st  Det ect ion  an d  Locat ion :  This silver 
amulet  protects the wearer from  scry ing and m agical locat ion. As 
a result , the wearer may neither be located with a crystal ball,  nor 
seen through spells such as ESP, clairaudience, clairvoyance, or 
other spells used to predict  act ions, intent ions, or to reveal 
alignm ent . 
 

Am u let  o f  I n escap ab le Locat ion :  This cursed amulet  seem s to 
be an am ulet  of proof against  detect ion and locat ion. However, it  
actually m akes the wearer m ore vulnerable to these m agics. The 
likelihood of observing the wearer is doubled and the durat ion is 
twofold of any spells used to observe the wearer. 
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Am u let  v er su s Cr y st a l  Ba l l s an d  ESP:  This am ulet  protects the 
wearer from  being spied on by crystal balls or any type of ESP. 
The character at tem pt ing to spy upon the wearer will know he is 
being m agically protected. The am ulet ’s m agical protect ion against  
also prevents a crystal ball from  spying on the item s the character 
is wearing and his present  locat ion.  
 
Ap p ar at u s o f  t h e Cr ab :  This item  appears to be a large, sealed 
iron barrel, but  it  has a secret  catch that  opens a hatch in one 
end. Anyone who crawls inside finds ten levers. The device has the 
following character ist ics:  hp 200;  Move 30’ forward, 60’ backward;  
AC 20;  # AT 2 pinchers;  Dm g 2d6. When at tacking with the 
pinchers, the at tack throws required are the sam e as the 
operator ’s, and if a hit  is scored, there is a chance that  both 
pinchers st r ike, for a total of 4d6 points of dam age ( roll of 1-5 on 
1d20) . 
 

Lev er  Lev er  Fu n ct ion  

1  Extend/ ret ract  legs and tail 
2  Uncover/ cover forward porthole 
3  Uncover/ cover side portholes 
4  Extend/ ret ract  pincers and feelers 
5  Snap pincers 
6  Move forward/ backward 
7  Turn left / r ight  
8  Open “eyes”  with con t in u a l  l i g h t  inside/ close “eyes”  
9  Rise/ sink in water ( l ev i t a t e )  
1 0  Open/ close hatch 

 
Two characters of hum an size can fit  inside. The device can 
funct ion in water up to 900 feet  deep. I t  holds enough air  for a 
crew of two to survive 1d4+ 1 hours ( twice as long for a single 
occupant ) . When act ivated, the apparatus looks som ething like a 
giant  lobster. 

 
Bag  o f  Dev ou r in g :  This m agical bag is the size of a sm all sack. 
After 6+ 1d4 turns, all item s placed in this bag vanish and are 
perm anent ly lost . The bag m ust  be fully closed for this effect  to 
take place. 
 
Bag  o f  Ho ld in g :  This appears to be a com m on sm all sack. The 
bag of holding opens into a nondim ensional space. I ts inside is 
larger than it s outside dimensions. I t  is large enough to fit  an 
object  that  is 10’x5’x3’. Regardless of what  is put  into the bag, it  
weighs a m axim um  of 6 stone but  holds up to 100 stone 
(1,000lb) .  
 
Boat , Fo ld in g :  A folding boat  looks like a sm all wooden box—
about  12 inches long, 6 inches wide, and 6 inches deep. I t  can be 
used to store item s like any other box. I f a com m and word is 
given, however, the box unfolds it self to form  a boat  10 feet  long, 
4 feet  wide, and 2 feet  in depth. A second com m and word causes 
it  to unfold to a ship 24 feet  long, 8 feet  wide, and 6 feet  deep. 
Any objects form er ly stored in the box now rest  inside the boat  or 
ship. I n it s sm aller form , the boat  has one pair  of oars, an anchor, 
a m ast , and a lateen sail.  I n it s larger form , the boat  has a deck, 
single rowing seats, five sets of oars, a steer ing oar, an anchor, a 
deck cabin, and a m ast  with a square sail.  The boat  can hold four 
people com fortably, while the ship carr ies fif teen with ease. A third 

word of com m and causes the boat  or ship to fold it self into a box 
once again. The necessary com m and words m ay be present , 
either v isible or invisible, etched into the box. Alternat ively, the 
com m and words m ay need to be sought  through an NPC or a 
small quest . 
 
Book  o f  Ch ao t ic W isd om :  This book is the counterpart  to the 
book of lawful wisdom . Effects are opposite in term s of who 
benefits. I n addit ion to the norm al effects for a book of this type, 
neut ral characters who handle the book m ust  save versus spells or 
becom e chaot ic. Assassins who handle this book gain the one t im e 
use of any 1st level cler ic spell, but  are never able to gain this 
ability from  the sam e book again. 
 
Book  o f  I n f in i t e  Sp el l s:  This tom e is really a collect ion of bound 
m agical scrolls. I f touched by a character who is unable to cast  
spells, he suffers 5d4 hp dam age and is stunned for the sam e 
number of turns. This is a one- t im e occurrence for that  part icular 
character . Thereafter , a character , regardless of spell cast ing 
abilit y , is able to use spells on the pages of the tom e as if cast  
from  a scroll.  The specific contents of the page are determ ined 
random ly per page. There are 20+ 1d10 pages in any book found. 
Refer to the table below:  
 

Ro l l  d 2 0  Pag e Con t en t s 

1-5 Cler ic spell 
6-9 Druid spell 
10-11 I llusionist  spell 
12-17 Magic-user spell 
18-20 blank 

 
Any t im e a page is turned, the previous page becom es blank. 
Otherwise, a character m ay cast  the spell on an open page 1 t im e 
per day. I f the spell is norm ally usable by the character (by class 

and level) , he m ay cast  it  4 t im es per day. The owner of the book 
m ay store it  in another locat ion, open to a page, and st ill benefit  
from  the powers of the book. However, there is a base 10%  
chance any t im e a spell is used that  the page turns of its own 
volit ion. Nothing can prevent  a page from  turning. This probabilit y 
is modif ied by + 10%  if the spell is not  of a level or class norm ally 
available to the owner, or + 20%  if the character is not  of a spell 
using class. 
 
Book  o f  Law f u l  W isd om :  This m agical book m ay be read by 
lawful cler ics. Study takes 1 week, after which t im e the cler ic 
perm anent ly gains 1 point  of WI S and enough exper ience points to 
take him  to the m idpoint  of the next  level. Neut ral cler ics who 
read or handle the book lose 2d4 x 10,000 XP. Chaot ic cler ics lose 
experience to reduce them  to the star t  of their  previous level. 
Magic-users or illusionists m ust  save versus spells or lose 1 point  
of I NT perm anent ly. Those who succeed in the save lose 2d10 x 
10,000 XP. All other classes are unaffected by handling the book, 
except  assassins who m ust  succeed in a saving throw versus 
death. I f the save fails, the assassin is instant ly slain. 
 
Boo t s o f  Lev i t a t ion :  On com m and, these leather boots allow the 
wearer to lev itate as if he had cast  the spell l ev i t a t e  on him self. 
The durat ion is indefinite. 
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Boo t s o f  Sp eed :  These boots allow the wearer to m ove 240’ per 
turn for up to 12 hours.  The wearer is exhausted after this 
act ivity, and is required to rest  for a full day. 
 

Boo t s o f  Tr av el in g  an d  Sp r in g in g :  While these boots are worn, 
the wearer need not  rest  if engaged in ordinary m ovem ent . 
Further, he m ay spring up to 10’ high, and to a distance of 30’. 
 

Bow l  o f  Com m an d in g  W at er  Elem en t a ls:  This bowl m ay be 
used to sum m on and cont rol one water elem ental per day, as the 
spell conjure elem ental. The user m ust  ready the m agic item  and 
conduct  r ituals that  take 1 turn prior to the summoning. The 
summoning itself takes but  1 round. Once an elem ental is 
summoned, the conjurer is required to cont inue concent rat ion in 
order to give com m ands. 
 
Bow l  o f  Dr ow n in g :  This cursed bowl appears to be a bowl of 
com manding water elementals. However, instead of summ oning 
an elem ental, a clear orb of water r ises forth and engulfs the 
user’s head. He drowns in 2d4 rounds unless a saving throw 
versus spells succeeds. The water is “ st icky”  and cannot  be shaken 
off. The spell dest roy water (opposite of create water)  will rem ove 
the water . 
 

Br acer s o f  Ar m or :  These items appear to be wrist  or arm  guards. 
They grant  the wearer an AC as though he were wear ing arm or. 
Both bracers m ust  be worn for the m agic to be effect ive, and no 
other arm or m ay be worn with the bracers (magical or non-
magical) . Dexter ity modifiers do apply. The protect ion offered by 
the bracers can be com bined with other m agical effects that  alter 
AC, such as a r ing of protect ion or cloak of protect ion. Roll on the 
table below to determ ine which kind of bracers are found. 
 

Rol l  d 0 0  AC Gr an t ed  

0 1 - 0 6  11 
0 7 - 1 6  12 
1 7 - 3 6  13 
3 7 - 5 1  14 
5 2 - 7 1  15 
7 2 - 8 6  16 
8 7 - 0 0  17 

 
Som e of these (5% )  will be cursed, actually  lowering the wearer ’s 
AC to 8, regardless of DEX m odifiers or m agical m eans of raising 
AC. I t  will not  be realized that  the bracers are cursed unt il the 
wearer enters com bat . These bracers m ay only be rem oved with 
the spell remove curse. 
 
Br azier  o f  Com m an d in g  Fi r e Elem en t a ls:  This brazier m ay be 
used to sum m on and cont rol one fire elem ental per day as the 
spell conjure elem ental. The user m ust  ready the m agic item  and 
conduct  r ituals that  take 1 turn prior to the summoning. The 
summoning itself takes but  1 round. Once an elem ental is 
summoned, the conjurer is required to cont inue concent rat ion in 
order to give com m ands. 
 
Br azier  o f  Cu r sed  Sleep :  This brazier appears and funct ions 
exact ly as a brazier of com m anding fire elem entals. However, 
when act ivated sm oke fills a 10’ radius around the brazier , causing 
all beings in the area to fall into a cursed sleep unless a successful 
saving throw versus spells is m ade. A fire elem ental does arr ive as 
norm al, but  it  is host ile and at tacks all nearby beings. Creatures 
that  fall under the effects of the sleep curse sleep indefinitely, 
unt il k illed, unless remove curse or dispel m agic are used. 
 
 
Br ooch  o f  Sh ie ld in g :  This appears to be a piece of silver or gold 
jewelry used to fasten a cloak or cape. I n addit ion to this 
m undane task, it  can absorb m agic m issiles of the sort  generated 
by spell or spell- like effect . A brooch can absorb up to 101 points 
of dam age from  m agic m issiles before it  m elts and becom es 
useless. 
 

Br oom  o f  An im at ed  At t ack :  This item  is indist inguishable in 
appearance from  a norm al broom . I t  is ident ical to a broom of 
fly ing by all tests short  of at tem pted use. When used, the broom  
does a loop- the- loop with its hopeful r ider , dum ping him  on his 
head from  1d4+ 5 feet  off the ground (no falling dam age, since the 
fall is less than 10 feet ) . The broom  then at tacks the vict im , 
swat t ing the face with the st raw or twig end and beat ing him  with 
the handle end. The broom  gets two at tacks per round with each 
end ( two swats with the st raw and two with the handle, for a total 
of four at tacks per round) . The st raw end causes a vict im  to be 
blinded for 1 round when it  hits. The handle deals 1d3 points of 
dam age when it  hits. The broom  has AC 7, 18 hit  points, and 
at tacks as a 4 HD creature. 
 
Br oom  o f  Cu r sed  Fl ig h t :  This magical broom will seem to be a 
broom  of fly ing. However, when act ivated it  will f ly up to 50’ in the 
air , or to ceiling height , whichever is lower, and cease working. 
The character and broom plumm et  to the ground, with the 
character taking the appropr iate falling dam age. The broom  loses 
all enchantm ent . 
 

Br oom  o f  Fly in g :  This m agical broom  of legend can fly with one 
r ider up to 240’ per turn. Two r iders may be carr ied, but  the 
maximum speed is reduced to 180’ per turn. 
 

Cen ser  o f  Con t r o l l in g  Ai r  Elem en t a ls:  This censer may be used 
to sum mon and cont rol one air  elem ental per day as the spell 
conjure elem ental. The user must  ready the magic item  and 
conduct  r ituals that  take 1 turn prior to the summoning. The 
summoning itself takes but  1 round. Once an elem ental is 
summoned, the conjurer is required to cont inue concent rat ion in 
order to give com m ands. 
 
Cen ser  o f  Cu r sed  Su m m on in g :  This censer looks and seems to 
funct ion exact ly like a censer of cont rolling air  elem entals. 
However, once ignited the censer is impossible to ext inguish for 
1d4 rounds. For each of these rounds, an air  elem ental em erges 
and will at tack all beings nearby. 
 
Ch im e o f  Can n ib a l ism :  This item  appears to be a chim e of 
opening. I t  will funct ion as this item  for the f irst  round of it s use 
(and has 1d4x10 charges for this purpose) . However, on the 
second chime all beings within 60’ m ust  save versus spells or 
becom e ravenously hungry, at tacking the nearest  humanoid to kill 
him  and eat  him . A new saving throw is allowed every other 
round. I f no humanoids are around, affected creatures will at tack 
any other creature present . 
 
Ch im e o f  Op en in g :  A chim e of opening is a hollow or ichalcum 
tube about  1 foot  long. When st ruck, it  sends forth m agical 
vibrat ions that  cause locks, lids, doors, valves, and portals to 
open. The device funct ions against  normal bars, shackles, chains, 
bolts, and so on. A chim e of opening also autom at ically dispels a 
hold portal spell or even a wizard lock  cast  by an arcane caster of 
lower than 9th level. The chime must  be pointed at  the item  or 
gate to be loosed or opened (which m ust  be visible and known to 
the user) . The chim e is then st ruck, a clear tone r ings forth, and in 
1 round the target  lock is unlocked, the shackle is loosed, the 
secret  door is opened, or the lid of the chest  is lifted. Each 
sounding only opens one form  of locking, so if a chest  is chained, 
padlocked, locked, and wizard locked, it  takes four uses of a chim e 
of opening to get  it  open. A silence spell negates the power of the 
chim e. Each use requires a charge, and a chime contains 2d4x10 
charges before it  cracks and becom es useless. 
 
Cloak  o f  Ar ach n id a:  This black garm ent , em broidered with a 
weblike pat tern in silk, gives the wearer the ability to clim b as if a 
spider climb spell had been placed upon him . I n addit ion, the cloak 
grants imm unity to ent rapm ent  by web spells or webs of any 
sort—he can actually m ove in webs at  half his normal speed. Once 
per day, the wearer of this cloak can cast  web. I n addit ion, he 
gains a + 2 bonus on all saves against  poison from  spiders. 
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Cloak  o f  Po ison ou sn ess:  This cloak is usually made of a woolen 
m aterial, although it  can be m ade of leather. The garment  can be 
handled without  harm , but  as soon as it  is actually donned the 
wearer is killed instant ly with no saving throw. Once donned, a 
cloak of poisonousness can be rem oved only with a rem ove curse 
spell;  doing this dest roys the m agical property of the cloak. I f a 
neut ralize poison spell is then used, it  is possible to revive the 
vict im  with a raise dead or resurrect ion spell, but  not  before. 
 
Cloak  o f  Pr o t ect ion :  This m agical cloak appears to be an 
ordinary brown cloth or leather cloak. The cloak funct ions m uch 
like a r ing of protect ion, offer ing a bonus to the wearer’s AC and 
all saving throws. These bonuses are cum ulat ive if the cloak is 
worn with a r ing of protect ion. 
 

Rol l  d 0 0  Bon u s 

0 1 - 8 0  + 1 
8 1 - 9 1  + 2 
9 2 - 0 0  + 3 

 

 

Cr y st a l  Ba l l :  Any arcane spellcaster m ay use this coveted m agic 
item  to see im ages of distant  creatures, objects, or places. The 
m ore fam iliar the user is with the creature, object  or place viewed, 
the clearer the images will be. Each viewing can last  for up to 1 
turn, and the crystal ball m ay be used 3 t im es per day. The user 
of the crystal ball is unable to com municate to or cast  spells at  
what  he views.  
 

Cr y st a l  Ba l l  w i t h  Cla i r au d ien ce:  This kind of crystal ball has all 
of the propert ies of the ordinary one, but  also grants the user the 
ability to hear noise and conversat ions through the ball.  
 

Cr y st a l  Ba l l  w i t h  ESP:  This kind of crystal ball has all of the 
propert ies of the ordinary one, but  also grants the user to ability 
to hear the thoughts of any one creature being observed, as per 
the spell ESP. 
 

Cr y st a l  Hy p n osis Ba l l :  This cursed item  is indist inguishable from  
a norm al crystal ball (determ ine specif ic type random ly) . However, 
anyone at tem pt ing to use the scrying device becom es fascinated 
for 1d6 turns, and a telepathic suggest ion is im planted in his m ind 
if he fails a save versus spells. The user of the device believes that  
the desired creature or scene was viewed, but  actually he cam e 
under the influence of a powerful wizard, or even som e power or 
being from  another plane. Each further use br ings the crystal 
hypnosis ball gazer deeper under the influence of the cont roller, 
either as a servant  or a tool. Note that  throughout  this t ime, the 
user rem ains unaware of his subjugat ion. 
 

Cu b ic Gat e:  This item  is fashioned from  carnelian. Each of the six 
sides of the cube is keyed to a plane, one of which is the m ater ial 
plane. The GM should choose the planes to which the other five 
sides are keyed. I f a side of the cubic gate is pressed once, it  
opens a gate to a random  point  on the plane keyed to that  side. 
There is a 10%  chance per turn that  a being from  that  plane 
(determ ine random ly)  com es through it  looking for food, fun, or 
t rouble. Pressing the side a second t ime closes the gate. I t  is 
impossible to open m ore than one gate at  a t im e. I f a side is 
pressed twice in quick succession, the character so doing is 
t ransported to a random point  on the other plane, along with all 
creatures within a 5’ radius. 
 

Cu b e o f  Fo r ce:  This device is about  3/ 4 inch across and can be 
m ade of ivory, bone, or any hard m ineral. I t  enables it s possessor 
to put  up a special w al l  o f  f o r ce  10’ on a side around his person. 
This cubic screen m oves with the character and is impervious to 
the at tack forms ment ioned on the table below. The cube has 36 
charges, which are renewed each day. The possessor presses one 
face of the cube to act ivate a part icular type of screen or to 
deact ivate the device. Each effect  costs a certain num ber of 
charges to m aintain for every turn (or port ion of a turn)  it  is in 

operat ion. Also, when an effect  is act ive, the possessor’s speed is 
lim ited to the m axim um  value given on the table. 
Spells that  affect  the integr ity  of the screen also drain ext ra 
charges. These spells (given in the list  below)  cannot  be cast  into 
or out  of the cube:  
 

Cu b e 

Face 

Ch ar g e 

Cost  p er   

Tu r n  

Max im u m  

Sp eed  

Ef f ect  

1  1 10’ Keeps out  gases, wind, etc. 
2  2 80’ Keeps out  nonliv ing mat ter  
3  3 60’ Keeps out  liv ing mat ter  
4  4 40’ Keeps out  magic 
5  6 30’ Keeps out  all things 
6  0 As normal Deact ivates 

 

At t ack   

Fo r m  

Ex t r a  

Ch ar g es 

At t ack  

For m  

Ex t r a  

Ch ar g es 

Hor n  o f  

b last in g  

6 Lightning bolt  4 

W al l  o f  f i r e  2 Lava, other hot  fires 2 
Passw al l  3 Magical f ire 4 
Disin t eg r at e  6 Phase Door 5 

 

Cu b e o f  Fr ost  Resist an ce:  This cube is act ivated or deact ivated 
by pressing one side. When act ivated, it  creates a cube-shaped 
area 10 feet  on a side centered on the possessor (or on the cube 
it self,  if the item  is later placed on a surface) . The temperature 
within this area is always at  least  65° F. The field absorbs all cold-
based at tacks. However, if the field is subjected to m ore than 50 
points of cold dam age in 1 turn ( from  one or mult iple at tacks) , it  
collapses into its portable form  and cannot  be react ivated for 1 
hour. I f the field absorbs more than 100 points of cold damage in 
a turn, the cube is dest royed. 
 

Decan t er  o f  En d less W at er :  I f the stopper is rem oved from  this 
ordinary- looking flask and a com m and word spoken, an am ount  of 
fresh or salt  water pours out . Separate com m and words determ ine 
the type, as well as the volum e and velocity. The water cont inues 
pouring out  unt il the com m and word is spoken to stop it .  
“St ream ”  pours out  1 gallon per round. 
“Fountain”  produces a 5’ long st ream at  5 gallons per round. 
“Geyser”  produces a 20’ long, 1’ wide st ream at  30 gallons per 
round. 
 
The geyser effect  causes considerable backpressure, requir ing the 
holder to be on stable ground and braced to avoid being knocked 
down. The force of the geyser kills small creatures of 1/ 2 HD or 
less and knocks down m an-sized creatures unless they m ake a 
saving throw versus Paralysis. Creatures larger than m an-sized 
are imm une to the geyser.  
 
Deck  o f  Man y  Th in g s:  A deck of m any things (both beneficial 
and baneful)  is usually found in a box or leather pouch. Each deck 
contains a num ber of cards or plaques m ade of ivory or vellum . 
Each is engraved with glyphs, characters, and sigils. As soon as 
one of these cards is drawn from  the pack, its m agic is bestowed 
upon the person who drew it ,  for bet ter or worse. 
 
The character with a deck of m any things who wishes to draw a 
card m ust  announce how m any cards she will draw before she 
begins (up to 4) . A character can never again draw from  this deck 
any m ore cards than were announced. Except ion:  I f the jester is 
drawn, the possessor of the deck m ay elect  to draw two addit ional 
cards. 
 
Each t im e a card is taken from  the deck, it  is replaced (m aking it  
possible to draw the sam e card twice)  unless the draw is the jester 
or the fool, in which case the card is discarded from  the pack. A 
deck of m any things contains 22 cards. To sim ulate the m agic 
cards, you m ay want  to use ordinary playing cards instead, as 
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indicated in the second column. The effects of each card, 
sum m arized on the table, are fully described below. 
 
Deck  o f  Man y  Th in g s 

Plaq u e 
Play in g  

Car d  
Su m m ar y  o f  Ef f ect  

Balance 2 of ♠ Change alignm ent  instant ly. 

Com et  2 of h Defeat  the next  m onster you m eet  
to gain one level. 

Donjon Ace of ♠ You are imprisoned.  

Euryale Queen of ♠ –3 penalty on all saving throws 
versus pet r ify henceforth. 

The 
Fates 

Ace of g 
Avoid any situat ion you choose . .  
.  once. 

Flames Queen of ♣ 
Enm ity between you and a 
powerful evil (good) . 

Fool 
Joker (with 
t radem ark)  

Lose 10,000 experience points and 
you m ust  draw again. 

Gem  2 of g 
Gain your choice of twenty f ive 
pieces of jewelry or fift y gem s. 

I diot  2 of ♣ 
Lose 1d4 I NT permanent ly. You 
m ay draw again. 

Jester  
Joker 
(without  
t radem ark)  

Gain 10,000 XP or two more 
draws from  the deck. 

Key Queen of g 
Gain a t reasure m ap and a m agic 
weapon. 

Knight  Jack of g 
Gain the service of a 4 th level 
fighter. 

Moon Queen of h You are granted 1d4 wishes. 

Rogue Jack of ♠ One of your hirelings or henchman 
turns against  you. 

Ruin King of ♠ 
I m m ediately lose all wealth and 
real property. 

Skull Jack of ♣ 
Defeat  death or be forever 
dest royed. 

Star  Jack of h 
I mm ediately gain + 2 to your 
pr im e requisite ability score (or 
random  if none) . 

Sun King of h Gain beneficial m iscellaneous 
magic item  and 50,000 XP. 

Talons Ace of ♣ 
All magic item s you possess 
disappear permanent ly. 

Throne King of g Gain an 18 CHA plus a sm all keep. 

Vizier  Ace of h Know the answer to your next  
dilem m a. 

The 
Void 

King of ♣ 
Body funct ions, but  soul is t rapped 
elsewhere. 

 

Balance:  The character m ust  change to a radically different  
alignm ent . I f the character fails to act  according to the new 
alignm ent , he is killed with no chance of reviving. 
 

Com et :  The character m ust  single-handedly defeat  the next  
host ile m onster or m onsters encountered, or the benefit  is lost . I f 
successful, the character gains enough XP to at tain the next  
experience level.  
 

Donjon:  This card signifies im prisonment— either by the 
impr isonm ent  spell or by some powerful being. All gear and spells 
are st r ipped from  the vict im  in any case. Draw no m ore cards. 
 

Euryale:  The m edusa- like visage of this card br ings a curse that  
only the fates card or a deity can rem ove. The –3 penalty is 
otherwise permanent . 
 

Fates:  This card enables the character to avoid even an 
instantaneous occurrence if so desired, for the fabric of reality is 
unraveled and respun. Note that  it  does not  enable something to 
happen. I t  can only stop som ething from  happening or reverse a 
past  occurrence. The reversal is only for the character who drew 
the card;  other party m em bers m ay have to endure the situat ion. 

Flames:  Hot  anger, jealousy, and envy are but  a few of the 
possible mot ivat ional forces for the enm ity. The enm ity of the 
being cannot  be ended unt il one of the part ies has been slain. The 
nature of the being is decided by the referee. I t  could be a 
powerful intelligent  creature, or even a dem on. 
 

Fool:  The payment  of XP and the redraw are m andatory. This card 
is always discarded when drawn, unlike all others except  the 
jester. 
 

Gem:  This card indicates wealth. The jewelry is all gold set  with 
gem s, each piece worth 2,000 gp, the gems 1,000 gp value each.  
 

I diot :  This card causes the loss of 1d4 points of I NT im m ediately. 
The addit ional draw is opt ional. 
 

Jester :  This card is always discarded when drawn, unlike all others 
except  the fool. The redraws are opt ional.  
 

Key:  The m agic weapon granted m ust  be one usable by the 
character . I t  suddenly appears out  of nowhere in the character ’s 
hand. The map value is determ ined random ly (see the scrolls table 
in the t reasure sect ion) . 
 

Knight :  The fighter appears out  of nowhere and serves loyally unt il 
death. He or she is of the sam e race (or kind)  and gender as the 
character . 
 

Moon:  This card som et im es bears the im age of a m oonstone gem  
with the appropriate num ber of wishes shown as gleam s therein;  
somet im es it  depicts a moon with its phase indicat ing the number 
of wishes ( full =  four;  gibbous =  three;  half =  two;  quarter =  
one) . These wishes are the sam e as those granted by the 9 th level 
m agic-user spell and m ust  be used within a num ber of turns equal 
to the number received. 
 

Rogue:  When this card is drawn, one of the character ’s NPC 
hirelings or henchman is totally alienated and forever after host ile. 
I f the character has no cohorts, the enm ity of som e powerful 
personage (or com m unity, or  religious order)  can be subst ituted. 
The hat red is secret  unt il the t ime is r ipe for  it  to be revealed with 
devastat ing effect . 
 

Ruin:  As implied by its nam e, when this card is drawn, all money, 
gem s, property, and other valuable possessions of the drawer are 
lost .  
 

Skull:  A being of death appears;  it  resem bles a hum an skeleton, 
clothed in black with wisps of dry t issue st ill at tached. Treat  this 
creature as an unturnable undead (HD 35 hp;  AC -4)  that  is 
im mune to the effects of heat , cold, and elect r ical based at tacks. 
I t  wields an ornately engraved silver sword that  never m isses, 
always wins init iat ive, and deals 2d8 hp dam age. The character 
m ust  fight  it  alone—if others help, they get  beings of death to 
fight  as well. I f the character is slain, he is slain forever and 
cannot  be revived, even with a wish .  
 

Star:  I f the bonus would raise the ability above 18, apply it  to 
another random abilit y. I f the character has no pr im e requisite, 
apply it  to a random  ability . 
 

Sun:  Roll for an item  unt il a useful one is indicated. 
Talons:  When this card is drawn, every m agic item  owned or 
possessed by the character is instant ly and irrevocably gone. 
 

Throne:  The character becom es a t rue leader in people’s eyes. The 
cast le gained appears in any open area desired, near or far. 
 

Vizier:  This card em powers the character drawing it  with the one-
t im e ability to call upon a source of wisdom  to solve any single 
problem  or answer fully any quest ion upon request . The query or 
request  can be m ade at  any t im e. Whether the inform at ion gained 
can be successfully acted upon is another quest ion ent irely. 
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The Void:  This black card spells instant  disaster. The character ’s 
body cont inues to funct ion, as though com atose, but  his psyche is 
t rapped in a pr ison som ewhere—in an object  on a far plane or 
planet , possibly in the possession of a dem on. A wish does not  
br ing the character back, instead m erely revealing the place of 
ent rapm ent . Draw no m ore cards. 
 
Disp lacer  Cloak :  This item  appears to be a norm al cloak, but  
when worn by a character its m agical propert ies distort  and warp 
light  waves. All opponents suffer a -2 penalty on at tack throws 
against  the wearer of the cloak. I n addit ion, the wearer receives a 
bonus of + 2 on all saving throws. 
 

Dr u m s o f  Pan ic:  These drum s are ket t le drum s (hem ispheres 
about  1-1/ 2 feet  in diam eter on stands) . They com e in pairs and 
are unrem arkable in appearance. I f both of the pair are sounded, 
all creatures within 240’ feet  (with the except ion of those within a 
10’ radius safe zone around the drum s)  will becom e fearful and 
flee for 30 rounds at  running speed. A saving throw versus Wands 
is allowed to resist  the effect .  
 
Dr u m s o f  St u n n in g :  These drum s resem ble drum s of panic;  
when both drums are sounded at  the same t ime, all creatures 
within 10’ must  save versus paralyze or be stunned for 2d4 
rounds. All creatures within 70’ are instant ly rendered deaf. 
 
Du st  o f  Ap p ear an ce:  This f ine powder appears to be a very fine, 
very light  metallic dust . A single handful of this substance flung 
into the air  coats all objects within a 10’ radius, m aking them 
visible even if they are invisible. The dust  likewise negates the 
effects of m irror image, cloak of displacem ent , and elven cloaks. I f 
the dust  is blown through a tube it  covers an area in the shape of 
a cone 20’ long and 15’ wide at  it s term inal end. The dust ’s effect  
lasts for 2d10 turns. Dust  of appearance is t ypically stored in small 
silk packets or hollow bone tubes, and 5d10 of these tubes or 
packets will be found at  a t im e. 
 
Du st  o f  Disap p ear an ce:  This dust  looks j ust  like dust  of 
appearance and is typically stored in the sam e m anner. A creature 
or object  touched by it  becom es invisible. Norm al v ision can’t  see 
dusted creatures or objects, nor can they be detected by m agical 
m eans, including detect  invisible. Dust  of appearance, however, 
does reveal people and objects m ade invisible by dust  of 
disappearance.  The invisibility  bestowed by the dust  lasts for 2d10 
turns, and the invisibilit y is not  dispelled if the enchanted 
character m akes at tacks. 
 
Du st  o f  Sn eezin g  an d  Ch ok in g :  This f ine dust  appears to be 
dust  of appearance. I f cast  into the air , it  causes those within a 
20’ radius to fall into fit s of sneezing and coughing. Those failing a 
save versus poison die im m ediately. Those who succeed are 
nonetheless disabled by choking ( t reat  as stunned)  for 5d4 
rounds. 
 
Ef r eet i  Bo t t le :  This item  is typically fashioned of brass or  bronze, 
with a lead stopper bearing special seals.  The bot t le can be 
opened once per day. When opened, the efreet i impr isoned within 
issues from  the bot t le instant ly, and loyally serves the character 
for up to 101 days (or unt il the efreet i’s death) , doing as the 
owner of the bot t le com mands. After the 101 days of service, the 
efreet i leaves to its hom e in the City of Brass, and the efreet i 
bot t le becom es an ordinary, non-m agical bot t le.  
 
Elv en  Cloak :  This light , ir idescent  cloak is m ade by the m agical 
and nimble hands of the elves. I t  allows the wearer to blend into 
his surroundings to the point  of becom ing nearly invisible. The 
cloak adds a + 8 bonus to a thief’s at tempt  to hide in shadows. 
Characters wearing elven cloaks can always hide in shadows with 
a d20 roll of at  least  11+ .   
  
Elv en  Boo t s:  These fine leather boots are m ade with the m agical 
craftsmanship of the elves. These boots add a + 8 bonus to a 

thief’s at tempt  to move silent ly. Characters wearing elven boots 
can always move silent ly with a D20 roll of at  least  11+ . 
 
Ev er sm ok in g  Bo t t le :  This m etal urn is ident ical in appearance to 
an efreet i bot t le, except  that  it  does nothing but  sm oke. The 
am ount  of smoke is great  if the stopper is pulled out , pour ing from  
the bot t le and totally obscur ing vision across a 50,000’ cubed area 
in 1 round. I f the bot t le is left  unstoppered, the smoke billows out  
another 10,000’ cubed per round unt il it  has covered 100,000’ 
cubed. This area rem ains sm oke- filled unt il the eversmoking bot t le 
is stoppered. The bot t le m ust  be resealed by a com m and word. 
 
Ey es o f  Ch ar m in g :  These two crystal lenses fit  over the user’s 
eyes. The wearer is able to use charm  person (one target  per 
round)  m erely by m eet ing a target ’s gaze. Those failing a saving 
throw versus Spells are charm ed as per the spell.  I f the wearer 
has both lenses, there is a penalty of -2 to the saving throw. I f the 
wearer has only one lens, the saving throw is m ade with a bonus 
of + 2. 
 
Ey es o f  t h e Eag le:  These item s are m ade of special crystal and 
fit  over the eyes of the wearer. These lenses allow the wearer to 
see 100 t im es further than normal. Wearing only one of the pair  
causes a character to becom e dizzy and, in effect , stunned for 1 
round. Thereafter, the wearer can use the single lens without  
being stunned so long as he covers his other eye. 
 
Ey es o f  Mag n i f i ca t ion :  These crystal lenses are sim ilar to eyes 
of the eagle and eyes of pet r if icat ion. When worn, they allow the 
user to closely exam ine objects no fur ther than 1’ away. Thus, fine 
details norm ally invisible to the naked eye are seen, from  sm all 
imperfect ions in gem s to hidden cracks in walls, possibly even 
impressions left  behind from  writ ing. I f only one lens is worn, the 
user becom es dizzy, effect ively stunned, for  1 round. One lens 
m ay be worn if the other eye is closed.  
 
Ey es o f  Pet r i f i ca t ion :  These item s are made of special crystal 
and fit  over the eyes of the wearer. When a being places the eyes 
on, he is instant ly pet r ified, as if subjected to a flesh to stone 

spell, with no saving throw. About  1/ 4 (01-25 on d100)  of these 
eyes allow the wearer to use a pet r if icat ion gaze at tack. Both 
lenses m ust  be worn for the m agic to be effect ive, and the vict im  
is allowed a saving throw versus Pet r ificat ion to resist  the effect . 
Note that  no m agical eyes m ay be com bined for m ult iple effects. 
 
Feat h er  Tok en :  Each of these item s is a sm all feather that  has a 
power to suit  a special need. The kinds of tokens are described 
below. Each token is usable once. Determ ine random ly which 
token is found. 
 
Anchor:  A token useful to m oor a craft  in water so as to render it  
im m obile for up to one day. 
 
Bird:  This bird stays for one day and can repel other avian at tacks 
or t ransport  other creatures. I t  is the size of a giant  roc. 
 
Fan:  A token that  form s a huge flapping fan, causing a breeze of 
sufficient  st rength to propel one ship. This wind is not  cum ulat ive 
with exist ing wind speed. The token can, however, be used to 
lessen exist ing winds, creat ing an area of relat ive calm  or lighter 
winds (but  wave size in a storm  is not  affected) . The fan can be 
used for up to 8 hours. I t  does not  funct ion on land. 
 
Swan Boat :  A token that  form s a swanlike boat  capable of m oving 
on water at  240’ (80’) . I t  can carry eight  horses and gear or thir ty 
two hum an-sized beings or any equivalent  combinat ion. The boat  
lasts for one day. 
 
Tree:  A token that  causes a great  oak to spr ing into being (5’ 
diam eter t runk, 60’ height , 40’ top diam eter) . 
 
Whip:  A token that  form s into a huge leather whip and can be 
wielded against  any opponent  desired. I t  is a + 1 weapon, and an 
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opponent  m ust  save versus spells or becom e entangled for  1d6+ 1 
rounds The whip lasts no longer than 6 turns. 
 
Fig u r in es o f  W on d r ou s Pow er :  Each of the several k inds of 
figur ines of wondrous power appears to be a m iniature statuet te 
of a creature an inch or so high (with one except ion) . When the 
figur ine is tossed down and the correct  com m and word spoken, it  
becom es a liv ing creature of norm al size (except  when noted 
otherwise below) . The creature obeys and serves it s owner. Unless 
stated otherwise, the creature understands com m on but  does not  
speak. 
 
I f a figur ine of wondrous power is broken or dest royed in it s 
statuet te form , it  is forever ruined. All magic is lost , its power 
departed. I f slain in anim al form , the f igur ine sim ply reverts to a 
statuet te that  can be used again at  a later t im e. Roll to random ly 
determ ine which figur ine of wondrous power is found. 
 

Ro l l  d 8  Fig u r in e 

1  Bronze Gr iffon 
2  Ebony Fly 
3  Golden Lions 
4  I vory Goats 
5  Marble Elephant  
6  Obsidian Steed 
7  Onyx Wolf 
8  Serpent ine Owl 

 

Bronze Gr iffon:  When anim ated, a bronze gr iffon acts in all ways 
like a norm al gr iffon under the com m and of it s possessor. The 
item  can be used twice per week for up to 6 hours per use. When 
6 hours have passed or when the com m and word is spoken, the 
bronze gr iffon once again becom es a t iny statuet te. 
 
Ebony Fly:  When anim ated, an ebony fly is the size of a pony and 
has all the stat ist ics of a hippogriff but  can m ake no at tacks. I t  
m ay carry 250 lbs. or 350 lbs. but  with m ovem ent  reduced by 1/ 3. 
The item  can be used three t im es per week for up to 12 hours per 
use. When 12 hours have passed or when the com m and word is 
spoken, the ebony fly again becom es a t iny statuet te. 
 
Golden Lions:  These figurines com e in pairs. They becom e norm al 
adult  male lions. I f slain in combat , the lions cannot  be brought  
back from  statuet te form  for one full week. Otherwise, they can be 
used once per day for up to 1 hour. They enlarge and shrink upon 
speaking the com m and word. 
 
I vory Goats:  These figur ines com e in threes. Each goat  of this t r io 
looks slight ly different  from  the others, and each has a different  
funct ion:  
 

• The Goat  of Traveling:  This statuet te provides a speedy 
and enduring m ount  with stat ist ics equal to that  of a 
r iding horse with double the speed and 4 HD. The goat  
can t ravel for a m axim um  of one day each week—
cont inuously or in any com binat ion of periods totaling 24 
hours. At  this point , or when the com m and word is 
ut tered, it  returns to it s statuet te form  for not  less than 
one day before it  can again be used. I t  m ay also at tack 
twice each round with horns that  deal 1d8 dam age. 

 

• The Goat  of Travail:  This statuet te becom es an enorm ous 
creature, larger than a bull,  with wicked horns of 
except ional size (dam age 2d6 for each horn) , hooves that  
deal 2d4+ 2 hp dam age each, and a bite that  deals 2d4 
hp damage. I f it  is charging to at tack, it  m ay only use its 
horns (but  add 6 points of dam age to each successful 
at tack in that  round) . I t  has AC 0 and HD 16 (96 hp) . I t  
can be called to life just  once per m onth for up to 12 
hours at  a t im e. 
 

• The Goat  of Terror:  When called upon with the proper 
com m and word, this statuet te becom es a dest r ier- like 
m ount . I t  is AC 2, HD 8 (48 hp) , and m ovem ent  of 360’ 
(120’) . However, its r ider can em ploy the goat ’s horns as 
weapons (one horn as a + 3 lance, the other as a + 3 
longsword) . When r idden in an at tack against  an 
opponent , the goat  of terror radiates fear as the spell in a 
30’ radius. I t  can be used once every two weeks for up to 
3 hours per use. 

 
Marble Elephant :  This is the largest  of the f igurines, the statuet te 
being about  the size of a hum an hand. Upon ut terance of the 
com m and word, a m arble elephant  grows to the size and 
specificat ions of a t rue elephant  (50% )  or a m astodon (50% ) . Roll 
to determ ine which type of figur ine is found at  the t im e the item  is 
discovered. The anim al created from  the statuet te is fully obedient  
to the figur ine’s owner, serv ing as a beast  of burden, a m ount , or 
a com batant . The statuet te can be used four t im es per m onth for 
up to 24 hours at  a t im e. 
 
Obsidian Steed:  This figur ine appears to be a sm all,  shapeless 
lum p of black stone. Only careful inspect ion reveals that  it  vaguely 
resem bles som e form  of quadruped. On com m and, the near-
form less piece of obsidian becom es a nightm are. The steed allows 
the person act ivat ing the figure to r ide it ,  but  if the r ider is of 
lawful alignm ent , the steed is 10%  likely per use to carry him  to 
the dem on planes of chaos and then return to it s statuet te form . 
The statuet te can be used once per week for one cont inuous 
period of up to 24 hours. Note that  when an obsidian steed 
becom es ethereal or plane shifts, its r ider and his gear follow suit .  
Thus, the user can t ravel to other planes via this m eans. 
 
Onyx Wolf:  When com m anded, this statuet te changes into a 
creature with the sam e propert ies as a wolf except  that  it  is 
endowed with an I NT of 8-10, can com m unicate in com m on, and 
has except ional olfactory and visual abilit ies. I t  can follow a scent  
100%  of the t im e, -10%  per hour since the creature t racked has 
passed. Note that  this ability m ay not  be fooled in any way. I t  has 
90’ infravision, can see invisible 65%  of the t im e, hidden doors 
and other hidden things 80%  of the t im e, and phased, ethereal, or 
sim ilar states 50%  of the t im e. An onyx wolf can be used once per 
week for up to 6 hours. I t  obeys only it s owner. 
 
Serpent ine Owl:  This figur ine becom es either a norm al-sized 
horned owl (AC 7, HD 2 hp, m ovem ent  240’ (80’, 2 at tacks 
1d2/ 1d2 or a giant  owl (as a sm all roc)  according to the com m and 
word used. The t ransform at ion can take place once per day, with a 
m axim um  durat ion of 8 cont inuous hours. However, after three 
t ransform at ions into giant  owl form , the statuet te loses all its 
magical propert ies. The owl has 90’ infravision, can move silent ly 
(also while fly ing)  95% , and sees at  night  (above ground)  twice as 
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well as a human does in daylight . Any t im e a creature at tempts to 
move silent ly in proxim ity to the owl, the probability can be no 
greater than 50%  to the owl’s senses. The owl comm unicates with 
it s owner by telepathic means, inform ing him  of all it  sees and 
hears. 
 
Flask  o f  Cu r ses:  This item  looks like an ordinary beaker, bot t le, 
container, decanter , flask, or  jug. I t  m ay contain a liquid, or it  
may em it  smoke. When the flask is first  unstoppered, all within 30 
feet  are cursed as the spell (opposite of rem ove curse) . After it  is 
used the flask becomes powerless. 
 
Fly in g  Car p et :  A flying carpet  is enchanted to fly by com m and, 
with passengers. I f 1 passenger is carr ied, the carpet  m ay m ove 
up to 300’ per turn. I f two or three passengers are carr ied, this is 
reduced to 240’ or 180’ per turn, respect ively. No more than three 
hum an-sized passengers, or a total of 60 stone, m ay be carr ied. 
 
Gau n t let s o f  Fu m b l in g :  These gaunt lets m ay be of supple 
leather or heavy protect ive m ater ial suitable for use with arm or. 
I n the form er instance, they appear to be gloves of dexter ity. I n 
the lat ter case, they appear to be gaunt lets of ogre power. The 
gaunt lets perform  according to every test  as if they were gloves of 
Dexter ity or gaunt lets of ogre power unt il the wearer is under 
at tack or in a life-and-death situat ion. At  that  t im e, the curse is 
act ivated. The wearer becom es fum ble- fingered, with a 50%  
chance each round of dropping anything held in either hand. The 
gaunt lets also lower DEX by 2 points. Once the curse is act ivated, 
the gloves can be rem oved only by m eans of a rem ove curse spell 
or a wish. 
 
Gem  o f  Br ig h t n ess:  This crystal appears to be a long, rough 
prism . Upon ut terance of a com m and word, the crystal em its 
br ight  light  of one of three sorts. One com m and word causes the 
gem  to shed light  as a lantern. This use of the gem  does not  
expend any charges. Another com mand word causes the gem  of 
br ightness to send out  a br ight  ray 1’ diam eter and 50’ long. Any 
creature st ruck by this beam is blinded for 1d4 rounds unless it  
m akes a saving throw versus spells. This use of the gem  expends 
1 charge. The third com mand word causes the gem  to f lare in a 
blinding flash of light  that  f ills a 30’ long cone that  is 5’ wide at  it s 
term inal end. Although this glare lasts but  a m om ent , any 
creature within the cone m ust  m ake a saving throw versus spells 
or be blinded for 1d4 rounds;  perm anent  dam age results, and 
beings suffer a like penalty to hit  indefinitely unless cure 
blindness, heal, or sim ilar m agic is used. This use expends 5 
charges. Magical darkness negates the effects of the gem . A gem  
of br ightness has 50 charges;  when all it s charges are expended, 
the gem crum bles to dust . 
 
Gem  o f  Seein g :  This finely cut  and polished stone is 
indist inguishable from  an ordinary jewel in appearance. When it  is 
gazed through, a gem  of seeing enables the user to see as though 
he were affected by the t rue seeing spell.  I t  takes 1 round to 
thoroughly exam ine a 100’ square area. For every round after the 
4 th consecut ive round in use, there is a cum ulat ive 2%  chance the 
gem  reveals a false image, m akes the user hallucinate, or causes 
the user to interpret  som ething real as an illusion. 
 
Gau n t le t s o f  Og r e Pow er :  These gaunt lets are m ade of tough 
leather, with iron studs running across the back of the hands and 
fingers. They grant  the wearer the great  st rength of 18, grant ing 
all of the benefit s to at tack throws and dam age rolls that  this 
st rength score confers. The wearer m ay punch with these gloves, 
inflict ing 1d4 points of damage. These gaunt lets fur ther allow the 
wearer to t ransport  an ext ra 6 items. Both gaunt lets m ust  be worn 
for the m agic to be effect ive. 
 
Gir d le  o f  Gian t  St r en g t h :  A girdle of giant  st rength confers the 
great  st rength of a hill giant  to the wearer. The wearer at tacks as 
an 8 HD m onster or as his own class and level, whichever is 
bet ter, and the character inflicts double normal dam age with his 
at tacks. The character also can throw rocks at  opponents to a 

distance of 200’ for 3d6 points of dam age and gains a + 3 bonus to 
force open doors. The benefits of the girdle stack with the 
character ’s bonus or penalty from  his St rength. A weak character 
who wears the girdle has the st rength of a weak giant , while a 
very st rong character gains the st rength of a very st rong giant !   
 
Glov es o f  Dex t er i t y :  These gaunt lets bestow upon the wearer a 
m inimum DEX of 14, or + 2 to DEX if the wearer already has a 14 
or higher (m axim um  of 18) . Further, they grant  the wearer the 
pick pockets skill equal to a thief of 4 th level.  
 
Glov es o f  Sw im m in g  an d  Cl im b in g :  These apparent ly normal 
lightweight  gloves grant  the wearer a swim m ing m ovem ent  of 
150’ (50’)  underwater and 180’ (60’)  on the water ’s surface. I n 
addit ion, the wearer can clim b with 95%  proficiency, 99%  if the 
wearer is a thief. Both gloves m ust  be worn for the m agic to be 
effect ive. 
 
Golem  Man u a l :  This m agical book contains the procedures for 
const ruct ing a specific type of golem . The book m ust  be 
referenced during the ent ire const ruct ion, and once finished the 
books crumbles into dust , which m ust  be rubbed over the golem  
to provide it s final animat ion. Roll on the table below to determ ine 
which type of m anual is found, and to reference cost  and 
const ruct ion t im e for each golem  type. 
 

Ro l l  d 0 0  Ty p e Cost  Tim e 

0 1 - 1 0  Am ber 75,000 gp 2 m onths 
1 1 - 4 0  Bone 40,000 gp 4 weeks 
4 1 - 5 0  Bronze 90,000 gp 4 m onths 
5 1 - 6 5  Clay 65,000 gp 4 weeks 
6 6 - 7 5  Flesh 45,000 gp 2 m onths 
7 6 - 8 0  I ron 100,000 gp 4 months 
8 1 - 9 0  Stone 80,000 gp 3 m onths 
9 1 - 0 0  Wood 60,000 gp 4 weeks 

 
Helm  o f  A l ig n m en t  Ch an g in g :  This ornate helm et  instant ly 
changes the alignm ent  of the being that  places it  on. The change 
is random. The helm et  cannot  be rem oved except  by the spell 
rem ove curse. The wearer will not  desire for the helm et  to be 
rem oved, but  once it  has been taken off, he reverts back to his 
or iginal alignm ent . 
 
Helm  o f  Br i l l i an ce:  This normal- looking helm  takes its t rue form  
and m anifests it s powers when the user dons it  and speaks the 
com mand word. The helm  is made of br illiant  silver, polished 
steel, and set  with large magic gem s:  ten diamonds, twenty 
rubies, thir ty fire opals, and forty opals. When st ruck by br ight  
light , the helm  scint illates and sends forth reflect ive rays in all 
direct ions from  its crown- like, gem - t ipped spikes. The jewels’ 
funct ions are as follows:  
 

• Diamond:  Pr ism at ic spray (cast  as 14 th level illusionist )  
• Ruby:  Wall of fire (cast  as a 10 th level druid)  
• Fire opal:  Fireball (cast  as a 6 th level magic-user)  
• Opal:  Light  (cast  as a 2nd level cler ic)  
•  

The helm  m ay be used once per round, but  each gem  can perform  
its spell- like power just  once before being depleted of power. Unt il 
all it s jewels are depleted, a helm  of br illiance also has the 
following m agical propert ies when act ivated. 
 

• I t  emanates a bluish light  when undead are within 30 
feet . This light  causes 1d6 points of dam age per round to 
all such creatures except  zom bies or skeletons within that  
range. 

• The wearer m ay com m and any weapon he wields to 
becom e a flam e tongue. This is in addit ion to whatever 
abilit ies the weapon may already have (unless the 
weapon already is a flame tongue) . The com m and takes 
1 round to take effect . 
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• The helm  provides resistance to fire double that  granted 
by a r ing of fire resistance. This protect ion does not  stack 
with sim ilar protect ion from  other sources. 

• The helm  grants the ability to produce flam e as if cast  
from  a druid of 5 th level.  
 

Once all it s jewels have lost  their  magic, the helm  loses it s powers 
and the gem s turn to worthless powder. Rem oving a jewel 
dest roys it .  
 
I f a creature wearing the helm  fails a saving throw versus a fire 
based at tack, the rem aining gem s on the helm  overload and 
detonate. Rem aining diam onds becom e pr ism at ic sprays that  each 
random ly target  a creature within range (possibly the wearer) , 
rubies becom e st raight - line walls of fire extending outward in a 
random  direct ion from  the helm  wearer, and fire opals becom e 
fireballs centered on the helm  wearer. The opals and the helm  
itself are dest royed. 
 

Helm  o f  Com p r eh en d in g  Lan g u ag es:  Appearing as a norm al 
helmet , a helm  of comprehending languages grants it s wearer the 
abilit y to understand the spoken words of any creature, and to 
read text  in any language or any magical wr it ing. Note that  
understanding a m agical text  does not  necessarily im ply spell use 
unless the m agic is usable by the character ’s class and level.  
 
Helm  o f  Te lep at h y :  The wearer can read the thoughts of any 
creature within 90’ at  will.  Furthermore, he can send a telepathic 
m essage to anyone whose surface thoughts he is reading 
(allowing two-way com municat ion) . Use of this helm  requires full 
concent rat ion of the wearer, who may not  move or take any 
act ion. 
 
Helm  o f  Te lep or t a t ion :  This item  will not  funct ion unt il a teleport  
spell is cast  upon it . Afterwards, it  may be used to teleport  as 
often as desired, up to a m axim um  of once per turn. The user m ay 
t ry to teleport  another creature by touching it ;  an unwilling 
creature m ay resist  the effect  with a saving throw versus Staffs. 
Once the helm  is used to t ransport  an unwilling creature, it  will 
cease to funct ion unt il recharged with another teleport  spell.  
 
Helm  o f  Un d er w at er  Act ion :  The wearer of this helmet  can see 
underwater. Drawing the sm all lenses in com partm ents on either 
side into posit ion before the wearer ’s eyes act ivates the v isual 
propert ies of the helm , allowing him  to see five t im es far ther than 
water and light  condit ions would allow for norm al hum an vision. 
Weeds, obst ruct ions, and the like block v ision in the usual 
m anner. I f the com mand word is spoken, the helm  of underwater 
act ion creates a globe of air  around the wearer’s head and 
maintains it  unt il the com mand word is spoken again, enabling 
him  to breathe freely. 
 
Hor n  o f  Blast in g :  This horn appears to be a norm al t rum pet . 
When the inst rument  is played, once per turn it  deals 2d6 points 
of damage to creatures within a cone 100’ long and 20’ wide at  its 
term inat ion point . The horn causes creatures to be deafened for 
2d6 rounds (a saving throw versus Blast  negates the deafening) . 
Other objects m ay take dam age in other ways, at  the Judge’s 
discret ion. For example, a sm all hut  m ight  be completely leveled 
with a blast  from  the horn, but  a port ion of stone wall 10’ wide 
m ight  take three or four horn blasts. The horn m ay be blown once 
per turn. 
 
Hor n  o f  Va lh a l la :  This magic inst rum ent  com es in four variet ies. 
Each appears to be norm al unt il som eone speaks its com m and 
word and blows the horn. Then the horn sum m ons a num ber of 
hum an berserkers to fight  for the character who sum m oned them. 
Each horn can be blown just  once every seven days. Roll d%  and 
refer to the table below to see what  type of horn is found. The 
horn’s type determ ines what  berserkers are sum m oned and what  
character class is needed to use the horn. Any character who uses 
a horn of Valhalla but  doesn’t  have the prerequisite class is 
at tacked by the berserkers. 

 

d %  

Ty p e o f  

Hor n  

Ber ser k er s 

Su m m on ed  

 

Pr er eq u is i t e  

0 1 – 4 0  Silver  2d4+ 2, 2nd level None 
4 1 – 7 5  Brass 2d4+ 1, 3rd level Cler ic, Fighter, 

Thief 
7 6 – 9 0  Bronze 2d4, 4th level Cler ic, Fighter  
9 1 – 1 0 0 I ron 1d4+ 1, 5th level Fighter  

 
Sum m oned berserkers at tack anyone the possessor of the horn 
com mands them to fight  unt il they or their  opponents are slain or 
unt il 5 turns has elapsed, whichever comes first .  
 
Hor sesh oes o f  Sp eed :  These iron shoes com e in sets of four like 
ordinary horseshoes. When affixed to an anim al’s hooves, they 
double the anim al’s m ovem ent . All four shoes m ust  be worn by 
the sam e anim al for the m agic to be effect ive. 
 
Hor sesh oes o f  a  Zep h y r :  These four iron shoes are affixed like 
normal horseshoes. They allow a horse to t ravel without  actually 
touching the ground. The horse m ust  st ill run above (always 
around 4 inches above)  a roughly hor izontal surface. This m eans 
that  nonsolid or unstable surfaces can be crossed, and that  
m ovem ent  is possible without  leaving t racks on any sort  of 
ground. The horse moves at  it s norm al rate. All four shoes m ust  
be worn by the sam e anim al for the m agic to be effect ive. 
 
I n cen se o f  Med i t a t ion :  This sm all rectangular block of sweet  
sm elling incense is visually indist inguishable from  nonm agical 
incense unt il lit .  When it  is burning, the special fragrance and 
pearly-hued smoke of this special incense are recognizable by any 
cler ic greater than 4 th level. When a cler ic lights a block of incense 
of m editat ion and then spends 8 hours praying and m editat ing 
nearby, the incense enables him  to cast  spells with m axim um  
durat ion or effect , such as m axim um healing potent ial. I n 
addit ion, the probability of failing a survival roll after being 
brought  back from  the dead is halved. Any spell effects for which a 
target  is allowed a saving throw m akes the save with a -1 penalty. 
Each block of incense burns for 8 hours, and the effects persist  for 
24 hours. A total of 2d4 blocks of incense are found. 
 
I n cen se o f  Ob session :  These blocks of incense appear to be 
incense of m editat ion. I f m editat ion and prayer are conducted 
while incense of obsession is burning nearby, it s odor and sm oke 
cause the user to become totally confident  that  his spell ability is 
super ior, due to the m agic incense. The user is determ ined to use 
his spells at  every opportunity, even when not  needed or when 
useless. The user remains obsessed with his abilit ies and spells 
unt il all have been used or cast , or unt il 24 hours have elapsed. A 
total of 2d4 blocks of incense are found. 
 
I n st an t  Fo r t r ess:  This m etal cube is small,  but  when act ivated 
by speaking a com m and word it  grows to form  a tower 20’ square 
and 30’ high, with arrow slit s on all sides and a crenellated 
bat t lement  atop it . The metal walls extend 10’ into the ground, 
root ing it  to the spot  and prevent ing it  from  being t ipped over. The 
fort ress has a sm all door that  opens only at  the com mand of the 
owner of the fort ress—even knock spells can’t  open the door. The 
adam ant ine walls of instant  fort ress have 200 hp. The fort ress 
cannot  be repaired except  by a wish, which restores 10 points of 
dam age taken. The fort ress springs up in just  1 round, with the 
door facing the device’s owner. The door opens and closes 
instant ly at  his com m and. People and creatures nearby (except  
the owner)  m ust  be careful not  to be caught  by the fort ress’s 
sudden growth. Anyone so caught  takes 10d10 points of damage. 
 
I ou n  St on es:  These crystalline stones always float  in the air  and 
m ust  be within 3’ of their  owner to be of any use. When a 
character f irst  acquires a stone, he m ust  hold it  and then release 
it ,  whereupon it  takes up a circling orbit  1d3 feet  from  his head.  
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Thereafter , a stone m ust  be grasped or net ted to separate it  from  
its owner. The owner m ay voluntar ily seize and stow a stone ( to 
keep it  safe while sleeping, for exam ple) , but  he loses the benefit s 
of the stone during that  t im e. I oun stones have AC -4 and 10 hp. 
A total of 1d10 stones will be found, to be determ ined random ly. 
There is a 10%  chance that  any stone found is gray, burned out , 
and worthless. 
 
Co lo r  Sh ap e Ef f ect  

Clear Spindle Sustains creature without  food 
or water  

Dusty rose Prism  -1 bonus to AC 
Deep red Sphere + 1 to DEX 
Pale blue Rhom boid + 1 to STR 
Pink and green Sphere + 1 to CHA 
Scarlet  and blue Sphere + 1 to MI ND 
Vibrant  purple Prism  Stores 1d6 spells, as a r ing of 

spell stor ing 
I r idescent  Spindle Sustains creature without  air  
Pale lavender Ellipsoid Absorbs spells of 4th level or 

lower*  
Pearly white Spindle Regenerate as the r ing 
Pale green Prism  + 1 character level 
Lavender and 
green 

Ellipsoid Absorbs spells of 8th level or 
lower* *  

* After absorbing 1d4x10 spell levels, the stone burns out  and 
turns to dull gray, forever useless. 
* * After absorbing 2d4x10 spell levels, the stone burns out  and 
turns dull gray, forever useless. 
 
Jav e l in  o f  Lig h t n in g :  This j avelin m ay st r ike creatures that  can 
be hit  by + 2 weapons, but  this bonus does not  apply to hit  or 
dam age. When the javelin st r ikes, it  creates a lightning blast  that  
is 30’ long and 5’ wide, or iginat ing at  the point  of impact . A being 
st ruck direct ly by the javelin takes 1d6+ 20 hp dam age. Creatures 
caught  in the elect r ical discharge take 20 hp dam age, but  m ay 
save versus spells for half. The javelin is consum ed in the at tack. 
There will be 1d4+ 1 javelins found. 
 
Jew el  o f  Mon st er  At t r act ion :  This magical gem  is cursed. The 
owner at t racts wander ing m onsters at  twice the norm al 
probability . I n addit ion, they are twice as likely to pursue the 
owner. The gem  cannot  be discarded, as it  will reappear within the 
owner’s belongings. Only cast ing remove curse will allow the gem 
to be left  behind. 
 
Ly r e o f  Bu i ld in g :  I f the proper chords are st ruck, a single use of 
this lyre negates any at tacks m ade against  all inanim ate 
const ruct ion (walls, roof, f loor, and so on)  within 300 feet . This 
includes the effects of a horn of blast ing, a disintegrate spell,  or 
an at tack from  a ram  or sim ilar siege weapon. The lyre can be 
used in this way once per day, with the protect ion last ing for 6 
rounds. The lyre is also useful with respect  to building. Once a 
week its st r ings can be st rum m ed so as to produce chords that  

magically const ruct  buildings, m ines, tunnels, ditches, etc. The 
effect  produced in but  3 turns of playing is equal to the work of 
100 hum ans laboring for three days. Each t im e the lyre is used in 
this way there is a 5%  chance (50%  if the user is hit  in com bat )  
that  the lyre is played incorrect ly result ing in a 20%  chance that  
the effects of the lyre are negated for the t im e per iod. 
 
Man u al  o f  Bod i ly  Hea l t h :  This thick tom e contains inst ruct ions 
on health and fitness. I t  takes a total of 24 hours over a m inim um  
of three days to read the book. The inst ruct ions for nut r it ion and 
exercises m ust  be followed for 4 weeks, after which t im e the 
reader gains a bonus of + 1/ level to his hit  points. Once the book is 
read, the m agic disappears from  the pages and it  becom es a 
norm al book. The character m ay never benefit  from  a sim ilar book 
again. 
 
Man u al  o f  Ga in f u l  Ex er cise:  This thick tom e funct ions exact ly at  
a m anual of gainful health, except  that  the end result  is + 1 to 
STR. 
 
Man u al  o f  Qu ick n ess o f  Act ion :  This thick tom e contains 
inst ruct ions on coordinat ion exercises and balance. I t  funct ions 
like a manual of bodily health, but  the end result  is + 1 to DEX. 
 
Mar v elou s Pig m en t s:  These m agic em ulsions enable their  
possessor to create actual, perm anent  objects sim ply by depict ing 
their  form  in two dim ensions. The pigm ents are applied by a st ick 
t ipped with br ist les, hair , or fur. The em ulsion flows from  the 
applicat ion to form  the desired object  as the art ist  concent rates on 
the desired im age. One pot  of m arvelous pigm ents is suff icient  to 
create a 1,000 cubic foot  object  by depict ing it  two-dim ensionally 
over a 100 square foot  surface. Only norm al, inanimate objects 
can be created. Creatures can’t  be created. However, doorways, 
room s, pits, holes, and the like can be depicted to create actual 
space. The pigm ents m ust  be applied to a surface. I t  takes 1 turn 
to depict  an object  with the pigm ents. Marvelous pigments cannot  
create m agic item s. Objects of value depicted by the pigm ents—
precious m etals, gem s, jewelry, ivory, and so on—appear to be 
valuable but  are really m ade of t in, lead, paste, brass, bone, and 
other such inexpensive m aterials. The user can create norm al 
weapons, arm or, and any other m undane item  ( including 
foodstuffs) . 
 
Mat t ock  o f  t h e Ti t an s:  This digging tool is 10 feet  long. Any 
creature the size of a giant  can use it  to loosen or tum ble earth or 
earthen ram parts (a 10’ cube every 1 turn) . I t  also sm ashes rock 
(a 20 total cubic feet  per 1 turn) . I f used as a weapon, it  is the 
equivalent  of a + 3 weapon that  deals 5d6 points of dam age. 
 
Mau l  o f  t h e Ti t an s:  This m allet  is 8’ long and 150 lbs. I f used as 
a weapon, it  is the equivalent  of a + 2 weapon and deals 1d4x10. 
However, the wielder m ust  be the size of a giant . The m aul m ay 
be used to dr ive large poles into the ground;  up to 2’ diam eter 
poles can be dr iven 4’ in the ground per round. I t  will smash 
through 2”  thick wooden doors in 1 round, or 2 rounds if the door 
is bound in iron. 
 
Med a l l ion  o f  ESP:  This appears to be a norm al pendant  disk 
hung from  a neck chain. The m edallion allows the wearer to read 
the thoughts of others, as per the arcane spell ESP. The wearer 
can read the thoughts of any creature within 30’ after 
concent rat ing for one round. The wearer m ay m ove at  half speed, 
but  is unable to cast  spells or at tack while concent rat ing. There is 
a 1 in 6 chance ( roll 1 on 1d6)  that , unknown to the user of the 
m edallion, his thoughts are heard by all beings within 30’ instead 
of the usual effect . The creature whose m ind is read m ay m ake a 
saving throw versus Staffs to negate the effect  if it  suspects it  is 
being spied on. 
 

Med a l l ion  o f  ESP ( 9 0 ’ ) :  This medallion funct ions as a m edallion 
of ESP, but  has a range to 90’ rather than 30’. 
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Mir r o r  o f  Li f e Tr ap p in g :  This crystal device is usually about  4 
feet  square and fram ed in m etal or wood. A m irror of life t rapping 

has twenty nonspat ial ext radim ensional compartments within it .  
Any human-sized or smaller creature that  looks into the device 
m ust  m ake a saving throw versus Staffs or be t rapped within the 
m irror in one of the cells. When all cells are full,  the m irror  does 
not  t rap any m ore beings. When a creature is t rapped, it  is taken 
bodily into the m irror along with all its clothing and equipm ent . 
Creatures t rapped within the m irror do not  age, breathe, or  eat , 
and are com pletely power less. Anyone m ay call the reflect ion of 
any creature t rapped within to its surface and engage the 
powerless pr isoner in conversat ion. I f the m irror is broken, all 
v ict im s current ly t rapped in it  are freed. 
 
Mir r o r  o f  Men t a l  Pr ow ess:  This m irror resem bles an ordinary 
looking glass 5’ tall by 2’ wide. The possessor who knows the 
proper com m ands can cause it  to perform  as follows. 
 

• Read the thoughts of any creature reflected therein, even 
if those thoughts are in an unknown language. 

• View other places as if with a crystal ball with 
clairaudience, but  vision extends even onto other planes 
if the viewer is sufficient ly fam iliar with them . 

• Use it  as a portal to visit  other places. The user first  
views the place, then steps through the m irror to the 
place pictured. Others can follow through the m irror if 
they like. An invisible portal rem ains on the other side 
where the user arr ives, and he can return through that  
portal. Other creatures m ight  not ice the portal and step 
through 

• Once per week the m irror accurately answers one short  
quest ion regarding a creature whose im age is shown on 
it s surface (giv ing answers sim ilar to those from  the 
legend lore spell) .  

 
 
Mir r o r  o f  Op p osi t ion :  This item  resem bles a norm al m irror about  
4 feet  long and 3 feet  wide. I f a creature is reflected in the 
m irror ’s surface, an exact  duplicate of that  creature com es into 
being. This opposite im m ediately and relent lessly at tacks the 
or iginal. The duplicate has all the possessions and powers of its 
or iginal ( including magic) . Upon the defeat  or dest ruct ion of either 
the duplicate or the original, the duplicate and it s items disappear 
completely.  
 
Neck lace o f  Ad ap t at ion :  This necklace is a heavy chain with a 
plat inum medallion. The magic of the necklace wraps the wearer 
in a shell of fresh air , m aking him  im m une to all harm ful vapors 
and gases. The bubble can enable the wearer to survive in an 
environm ent  without  air  for 1 week. 
 
Net  o f  En t an g lem en t :  This 10’ square m agical net  m ay be 
thrown at  an opponent  20’ away to entangle him . The rope is 
ext remely tough, requir ing the equivalent  of STR 20 to break free. 
The net  turns away at tempts to cut  it ,  so it  must  be chopped or 
hacked, with an effect ive AC of -9. Alternat ively, the net  can be 
placed on the ground or hung in the air , and will drop or entangle 
with a com m and word. 
 
Net  o f  Sn ar in g :  This net  can only be used underwater, but  
funct ions otherwise like a net  of ent rapm ent . I t  also springs at  an 
opponent  if the com m and word is given, to a m axim um  distance 
of 30’. 
 
Oin t m en t  o f  Hea l in g :  This pungent  ointm ent  com es in small jars 
of 5 doses each. When applied to a wound, it  heals 1d4+ 8 hp 
dam age. I n addit ion, it  neut ralizes poison and cures disease. A 
total of 1d4 jars are found. 
 
Pear l  o f  Pow er :  This seem ingly normal pearl of average size and 
luster is a potent  aid to magic-users. Once per day on com mand, 
a pearl of power enables the possessor to recall any one spell that  
he had m em orized and then cast . The spell is then available to 

cast  again, just  as if it  had not  been cast  ear lier. The spell m ust  be 
of a part icular level, depending on the pearl. Different  pear ls exist  
for recalling one spell per day of each level from  1st  through 9th 
and for the recall of two spells per day (each of a different  level, 
6th or lower) . Determ ine the type or pear l random ly. Note that  
there is a 5%  chance the pearl is cursed to have the opposite 
effect  of m aking the m agic-user forget  a spell each day. These 
pearls m ay not  be discarded unless a wish or exorcism  is cast . 
 

Rol l  d 0 0  Sp el l  Lev el  

01-25 1st 
26-50 2nd 
51-70 3 rd 
71-85 4 th 
86-93 5 th 
84-99 6 th 
00 Roll 1d6 for spell level, can 

recall 2 spells. 

 

Pear l  o f  W isd om :  This m agical pearl will grant  + 1 to WI S to any 
cler ic who keeps it  on his person for 4 weeks. After that  t ime, the 
pearl m ust  be carr ied always else the bonus goes away. There is a 
5%  chance the pearl is cursed for opposite effect ;  however, at  the 
end of 4 weeks the pearl becom es powerless, therefore m aking 
the deduct ion perm anent  by anything short  of a wish.  
 
Per iap t  o f  Fou l  Ro t t in g :  This engraved gem  appears to be of 
lit t le value. I f any character keeps the periapt  in his possession for 
m ore than 1 day, he cont racts a terr ible rot t ing afflict ion that  
perm anent ly drains 1 point  of DEX, CON, and CHA every week. 
The per iapt  (and the afflict ion)  can be rem oved only by applicat ion 
of a rem ove curse spell followed by a cure disease and then a 
heal, lim ited wish, or wish spell. The rot t ing can also be countered 
by crushing a periapt  of health and sprinkling its dust  upon the 
afflicted character, whereupon the periapt  of foul rot t ing likewise 
crumbles to dust .  
 
Per iap t  o f  Heal t h :  This gem  looks m uch like the periapt  of foul 
rot t ing, but  grants imm unity to all disease, including supernatural 
diseases. 
 
Per iap t  o f  Pr oo f  ag a in st  Po ison :  This item  is a br illiant -cut  
black gem  on a delicate silver chain. The wearer is 30%  im m une 
to poison, taken into account  before or if a saving throw is allowed 
from  exposure to poison. 
 
Per iap t  o f  W ou n d  Closu r e:  This stone is br ight  red and dangles 
on a gold chain. The per iapt  doubles the wearer’s norm al rate of 
healing or allows normal healing of wounds that  would not  do so 
normally. Hit  point  damage that  involves bleeding is negated for 
the wearer of the per iapt . 
 
Ph y lact er y  o f  Fa i t h f u ln ess:  This item  is a small box containing 
religious scr ipture affixed to a leather cord. There is no m undane 
way to determ ine what  funct ion this religious item  perform s unt il it  
is worn. The wearer of a phylactery of faithfulness is aware of any 
act ion or item  that  could adversely affect  his alignment  and his 
standing with his deity, including magical effects. He acquires this 
inform at ion pr ior to perform ing such an act ion or becom ing 
associated with such an item  if he takes a m om ent  to contemplate 
the act . 
 
Ph y lact er y  o f  Un d ead  Tu r n in g :  This item  allows a cler ic to turn 
undead as if his class level were two levels higher than it  actually 
is. 
 
Ph y lact er y  o f  You t h :  This small m etal tube is at tached to a cord 
and worn around the neck. While the item  is worn, the character 
ages at  only 75%  the norm al rate, even when considering m agical 
aging effects. 
 
Pip es o f  t h e Sew er s:  These wooden pipes appear ordinary, but  if 
the possessor learns the proper tune, he can at t ract  3d6x10 
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normal rats or 1d6x10 giant  rats if they are within 400’. For each 
50’ distance the rats have to t ravel, there is a 1 round delay. The 
piper m ust  cont inue playing unt il the rats appear. There is a 95%  
chance they obey the piper’s telepathic com mands so long as he 
cont inues to play. I f for any reason the piper ceases playing, the 
rats leave im m ediately. I f they are called again within a day, there 
is a 70%  chance they follow orders, and if not  they at tack the pipe 
player. I f the rats are under the cont rol of another creature, there 
is a cum ulat ive 30%  chance the piper can take cont rol each round 
of playing. Once cont rol is assum ed, there is a 70%  chance to 
maintain it  if the other creature is act ively seeking to reassert  its 
cont rol.  
 
Por t ab le Ho le:  A portable hole is a m agical circle of cloth. When 
opened fully, a portable hole is 6’ in diameter, but  it  can be folded 
up to be as sm all as a pocket  handkerchief. When spread upon 
any surface, it  causes an ext radim ensional space 10’ deep to com e 
into being. This hole can be picked up from  inside or out  by sim ply 
taking hold of the edges of the cloth and folding it  up. Either way, 
the ent rance disappears, but  anything inside the hole remains. 
The only air  in the hole is that  which enters when the hole is 
opened. I t  contains enough air  for 1 turn. The cloth does not  
accumulate weight  even if its hole is f illed. Each portable hole 
opens on it s own part icular nondimensional space. I f a bag of 
holding is placed within a portable hole, a r ift  to the ast ral plane is 
torn in that  place. Both the bag and the cloth are sucked into the 
void and forever lost . I f a portable hole is placed within a bag of 
holding, it  opens a gate to a random plane. The hole, the bag, and 
any creatures within a 10’ radius are drawn in, the portable hole 
and bag of holding being dest royed in the process. 
 
Pot ion  Ju g :  This blue ceram ic jug has a gold stopper. I t  contains 
1d4+ 1 pot ions, layered like oil on water such that  one dose of one 
pot ion m ay be poured forth at  a t im e, once per every 2 days. The 
specific pot ions available are determ ined random ly, and never 
change. They are poured in order, the first  one then becom ing 
last , etc. Not  all pot ions are beneficial.  
 
Rob e o f  t h e Ar ch m ag i :  This norm al-appearing garment  can be 
yellow (01–45 on d00, lawful alignm ent) , gray (46–75, neut ral 
alignm ent) , or black (76–00, chaot ic alignm ent ) . I t  m ay only be 
worn by a m agic-user or illusionist . I ts wearer gains the following 
powers:  
 

• I t  grants a base AC of 5. 
• I t  grants + 2 to saves versus spells or spell- like devices. 
• I t  grants + 1 to all other saving throws. 
• Creatures save at  -2 against  any charm , hold, polym orph, 

suggest ion, or sim ilar spells directed from  the wearer. 
 

I f a yellow robe is donned by a chaot ic character , he imm ediately 
suffers 5d10 damage and loses 1d4x10,000 XP. The reverse is 
t rue with respect  to a black robe donned by a lawful character. An 
evil or good character who puts on a gray robe, or a neut ral 
character who dons either a yellow or black robe, suffers 5d4 
damage and loses 3d6x10,000 XP. I n addit ion, in these lat ter 
cases the character’s alignment  shifts to match the robe’s. 
 
Rob e o f  Blen d in g :  When this robe is put  on, the wearer 
intuit ively knows that  the garm ent  has very special propert ies. A 
robe of blending enables it s wearer to appear to be part  of his 
surroundings, such as a wall,  in bushes, etc. and he can hide with 
90%  probabilit y. The wearer can adopt  the appearance of another 
creature, as with the doppelganger spell,  at  will.  All creatures 
acquainted with and fr iendly to the wearer see him  norm ally. 
 
Rob e o f  Ey es:  This valuable garm ent  appears to be a normal 
robe unt il it  is put  on. I ts wearer is able to see in all direct ions at  
the sam e mom ent  due to scores of visible, m agical eyelike 
pat terns that  adorn the robe. He also gains 120’ infravision and 
ult raviolet  v ision. The robe of eyes sees all form s of invisible 
things and creatures hiding in shadows within 240’. I n addit ion, 
the wearer gains the abilit y to t rack creatures as a ranger of 12 th 

level. A light  spell cast  direct ly on a robe of eyes causes it  to be 
blinded for 1d3 rounds. A cont inual light  spell blinds it  for 2d4 
rounds. 
 
Rob e o f  Pow er lessn ess:  A robe of powerlessness appears to be 
a m agic robe of another sort . As soon as a character dons this 
garm ent , STR and I NT becom e 3, and he forgets spells and m agic 
knowledge. The robe can be rem oved easily , but  in order to 
restore m ind and body, the character m ust  receive a rem ove curse 
spell followed by cure disease. 
 
Rob e o f  Scin t i l la t in g  Co lo r s:  The wearer of this robe can cause 
the garment  to display a shift ing pat tern of incredible hues, color 
after color cascading from  the upper part  of the robe to the hem  in 
sparkling rainbows of dazzling light . The colors daze those near 
the wearer, conceal the wearer, and illum inate the surroundings. 
I t  takes 1 full round after the wearer speaks the com m and word 
for the colors to start  f lowing on the robe. The colors are effect ive 
to a 40’ range. Those who look at  the wearer stand m esm erized 
for 1d4+ 1 rounds (saving throw versus spells negates, then after 
the allot ted t ime a new save must  be m ade each round in order to 
at tack) . Every round of cont inuous scint illat ion of the robe gives 
the wearer bet ter concealment . At tacks against  the wearer start  at  
-1 and increases by -1 each round unt il it  reaches -5. The robe 
illum inates a 40’ radius cont inuously. Two rounds after the robe is 
act ivated, the wearer m ay cast  spells, at tack, and otherwise act  so 
long as he does not  m ove fur ther than 10’ from  his or iginal spot . 
 
Rob e o f  Usef u l  I t em s:  This appears to be an unrem arkable robe, 
but  a character  who dons it  notes that  it  is adorned with small 
cloth patches of various shapes. Only the wearer of the robe can 
see these patches, recognize them for what  item s they become, 
and detach them . One patch can be detached each round.  
Detaching a patch causes it  to becom e an actual item , as indicated 
below. A newly created robe of useful item s always has two each 
of the following patches:  
 

• Dagger 
• Lantern ( f illed and lit )  
• Mirror (a highly polished 2’ x 4’ steel m irror)  
• Pole (10’ length)  
• Hem pen rope (50’ coil)  
• Sack, large 
•  

I n addit ion, the robe has several other patches. Roll 4d4 for the 
num ber of other patches and then roll for each patch on the table 
below to determ ine it s nature. Mult iple item s of the sam e kind are 
perm issible. Once rem oved, a patch cannot  be replaced. 
 

d00 Result  

0 1 – 0 8  Bag of 100 gold pieces 
0 9 – 1 5  Coffer, silver (6”  x 6”  x 1’) ,  500 gp value 
1 6 – 2 2  Door, iron (up to 10’ wide and 10’ high and 

barred on one side—must  be placed upright , 
at taches and hinges itself)  

2 3 – 3 0  Gem s, 10 (100 gp value each)  
3 1 – 4 4  Ladder, wooden (24’ long)  
4 5 – 5 1  Mule (with saddle bags)  
5 2 – 5 9  Pit , open (10 cubic feet )  
6 0 – 6 8  Pot ion of ext ra healing 

6 9 – 7 5  Rowboat  (12’ long)  
7 6 – 8 3  Scroll of one random ly determ ined spell 
8 4 – 9 0  War dogs, pair  
9 1 – 9 6  Window (2’ x 4’, up to 2’ deep)  
9 7 – 0 0  Roll for one ext ra patch 

 
Rop e o f  En t an g lem en t :  A rope of entanglem ent  looks just  like 
any other m agical rope. Upon com mand, the rope lashes forward 
20’ or upward 10’ to entangle a m axim um  of 8 hum an-sized 
vict im s. The rope has AC -2 and 25 hp. The rope repairs dam age 
to it self at  a rate of 1 hp per 6 turns, but  if a rope of entanglem ent  
is severed (all 25 hit  points lost  to dam age) , it  is dest royed. As 
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with a rope of st rangulat ion, only a bystander can deal dam age to 
a rope and free the vict im s. 
 
Rop e o f  En t an g lem en t :  A rope of entanglem ent  looks just  like 
any other m agical rope. Upon com mand, the rope lashes forward 
20’ or upward 10’ to entangle a m axim um  of 8 hum an-sized 
vict im s. The rope has AC -2 and 25 hp. The rope repairs dam age 
to it self at  a rate of 1 hp per 6 turns, but  if a rope of entanglem ent  
is severed (all 25 hit  points lost  to damage) , it  is dest royed. As 
with a rope of st rangulat ion, only a bystander can deal dam age to 
a rope and free the vict im s. 
 
Rop e o f  Cl im b in g :  A 50- foot - long rope of clim bing is no thicker 
than a wand, but  it  is st rong enough to support  100 stone 
(1,000lb) . Upon com m and, the rope snakes forward, upward, 
downward, or in any other direct ion at  10’ per round, at taching 
it self securely wherever it s owner desires. I t  can unfasten it self 
and return in the sam e m anner. A creature m ust  hold one end of 
the rope when it s magic is invoked. 
 
Rop e o f  St r an g u la t ion :  This m agical rope appears to be another 
m agical rope, but  when act ivated it  const r icts around the throat  of 
the user and 1d4 creatures within 10’. I t  im m ediately begins 
choking all v ict im s, inflict ing 2d6 dam age each round. Vict im s are 
not  able to free them selves by any m eans, and cannot  cast  spells. 
A bystander m ay free vict im s by inflict ing 25 hp dam age to the 
rope, which has an AC -2. 

 

Scar ab  o f  Deat h :  This sm all pin appears to be any one of the 
var ious beneficial am ulets, brooches, or scarabs. However, if it  is 
held for m ore than 1 round or  carr ied by a liv ing creature for 1 
turn, it  changes into a horr ible burrowing beet le- like creature. The 
thing tears through any leather or cloth, burrows into flesh, and 
reaches the v ict im ’s heart  in 1 round, causing death. The beet le 
then returns to its scarab form . Placing the scarab in a container 
of wood, ceram ic, bone, ivory, or m etal prevents the m onster from  
com ing to life and allows for long- term  storage of the item . 
 
Scar ab  o f  Pr o t ect ion :  This device appears to be a silver 
m edallion in the shape of a beet le. The scarab’s possessor gains 
im m unity to any curse and finger of death spells or effects, 
regardless of the source. Upon absorbing 2d6 such at tacks, the 
scarab turns to powder and is dest royed. 
 
Sl ip p er s o f  Sp id er  Cl im b in g :  When worn, a pair  of these 
slippers enables m ovem ent  on vert ical surfaces or even upside 
down along ceilings, leaving the wearer’s hands free. Movem ent  is 
60’ (20’) . Severely slippery surfaces—icy, oiled, or greased 
surfaces—m ake these slippers useless. The slippers can be used 
for 5 turns per day, split  up as the wearer chooses. 
 
Sp h er e o f  An n ih i la t ion :  A sphere of annihilat ion is a globe of 
absolute blackness, a ball of nothingness 2’ in diam eter. The 
object  is actually a hole in the cont inuity of the m ult iverse. Any 
m at ter that  com es in contact  with a sphere is instant ly sucked into 
the void, gone, and ut ter ly dest royed. Only the direct  intervent ion 
of a deity can restore an annihilated character. A sphere of 
annihilat ion is stat ic, rest ing in som e spot  as if it  were a norm al 
hole. I t  can be caused to m ove, however, by m ental effort . A 
magic-user’s ability to gain cont rol of a sphere of annihilat ion (or 
to keep cont rolling one)  is a base of 20% , + 5%  per 2 levels above 
5 th.  I f the roll succeeds, the character can m ove the sphere 90’ 
(30’) , + 10’ per every 2 levels above 5 th.  The range is 40’ to gain 
cont rol, then + 10’ per level after cont rol is gained. The cont rol roll 
m ust  be m ade each round. I f a cont rol roll fails, the sphere slides 
10’ per round in the direct ion of the character at tem pt ing to m ove 
it ,  for 1d8 rounds. I f two or m ore m agic-users vie for cont rol of a 
sphere of annihilat ion, the one with the highest  probability gets to 
t ry first , followed by the next  highest , and so on. There is a total 
penalty of 5%  for each part icipant , applied to all m agic-users 
at tem pt ing cont rol.  
 
St on e o f  Con t r o l l in g  Ear t h  Elem en t a ls:  This sm all stone may 
be used to sum m on and cont rol one earth elem ental per day as 
the spell conjure elem ental. The user m ust  ready the m agic item  
and conduct  r ituals that  take 1 turn pr ior to the sum m oning. The 
sum m oning itself takes but  1 round. Once an elem ental is 
sum m oned, the conjurer is required to cont inue concent rat ion in 
order to give com m ands. 
 
St on e o f  Good  Lu ck  ( Lu ck st on e) :  This stone is typically a bit  of 
rough polished agate or som e sim ilar m ineral. I ts possessor gains 
a bonus on saving throws, abilit y checks, and sim ilar rolls. The 
bonus is + 1 for rolls which use a d20, and + 5%  for rolls requir ing 
percent ile dice.  
 
St on e o f  W eig h t  ( Load st on e) :  This stone appears to be a dark, 
sm oothly polished stone. When engaged with an enem y, whether 
for fight  or flight , the bearer of the stone is affected as if from  a 
slow spell. Once acquired, the stone cannot  be disposed of by any 
nonm agical m eans. I f it  is thrown away or sm ashed, it  reappears 
som ewhere on his person. I f a rem ove curse spell is cast  upon a 
loadstone, the item  may be discarded norm ally and no longer 
haunts the individual.  
 
Tal ism an  o f  Pu r e Good :  A good lawful cler ic who possesses this 
item  can cause a flam ing crack to open at  the feet  of chaot ic cler ic 
who is up to 100’ away. The intended vict im  is swallowed up 
forever and sent  hurt ling to the center of the earth. The wielder of 
the talism an m ust  be lawful, and if he is not  except ionally pure in 
thought  and deed the chaot ic character gains a saving throw 
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versus death to leap away from  the crack. A talism an of pure good 
has 6 charges, and m ay not  be recharged. I f a neut ral cler ic 
touches one of these stones, he takes 6d6 points of dam age. All 
other characters are unaffected by the device. 
 
Tal ism an  o f  t h e Sp h er e:  This sm all adam ant ine loop and handle 
is useless to all classes except  m agic-users. Other characters take 
5d6 points of dam age m erely from  picking up and holding a 
talism an of this sort . However, when held by a m agic-user who is 
concent rat ing on cont rol of a sphere of annihilat ion, a talism an of 
the sphere grants + 10%  to his cont rol roll.  I f the wielder of a 
talism an establishes cont rol, he need check for m aintaining cont rol 
only every other round thereafter. I f cont rol is not  established, the 
sphere m oves toward him . Note that  while m any spells and effects 
of cancellat ion have no effect  upon a sphere of annihilat ion, the 
talism an’s power of cont rol can be suppressed or canceled. 
 
Tal ism an  o f  Ul t im at e Ev i l :  The talism an of ult im ate evil 
funct ions ident ically to the talism an of pure good, except  it  works 
for reverse alignm ents. 
 
Tom e o f  Clear  Th ou g h t :  This heavy book contains inst ruct ion on 
improving memory and logic. I f anyone reads this book, which 
takes a total of 48 hours over a m inim um  of six days, he m ust  
begin the m ental exercises and pract ice them  daily for 4 weeks. 
After that  t im e, the character  gains MI ND + 1 perm anent ly.  Once 
the book is read, the m agic disappears from  the pages and it  
becom es a norm al book. No character m ay benefit  from  reading 
m ore than one of this type of book. 
 
Tom e o f  Kn ow led g e:  There are three tom es of this type, one for 
lawful, neut ral,  and chaot ic m agic-users or illusionists ( roll d6, 1-2 
lawful, 3-4 neut ral, 5-6 chaot ic) . When a character of the 
appropriate class and alignm ent  studies the book uninterrupted for 
1 week, he gains enough XP to be m idway through the next  level 
of experience. After the book is used in this way, it  vanishes and 
the character cannot  use a sim ilar tom e again. I f a m agic-user or 
illusionist  of the wrong alignm ent  at tem pts to read the tom e, he 
suffers 5d4 hp dam age and is rendered unconscious for an equal 
num ber of turns. Should a character of another class at tem pt  to 
read the book, he m ust  save versus spells or be in a perm anent  
confused state unt il rem ove curse is cast . 
 
Tom e o f  Lead er sh ip  an d  I n f lu en ce:  This ponderous book 
details suggest ions for persuading and inspir ing others. I ts 
funct ion is ident ical to the tom e of clear thought , but  at  the end of 
the m ental exercises the character gains CHA + 1 perm anent ly. 
 
Tom e o f  Mar t ia l  Kn ow led g e:  When a fighter character (not  a 
paladin or ranger)  studies this book uninterrupted for 1 week, he 
gains enough XP to be m idway through the next  level of 
experience. After the book is used in this way, it  vanishes and the 
character cannot  use a sim ilar tom e again. I f a m agic-user or 
illusionist  at tem pts to read the tom e, he m ust  save versus spells 
or be in a perm anent  confused state unt il rem ove curse is cast . 
 
Tom e o f  St ea l t h :  When a thief character studies the book 
uninterrupted for 1 week, he gains enough XP to be m idway 
through the next  level of experience. An assassin m ay read the 
book and gain a flat  5,000 XP. After the book is used in this way, 
it  vanishes and the character cannot  use a sim ilar tom e again. I f a 
paladin, ranger, or cler ic at tem pts to read the tom e, he suffers 
5d4 hp dam age and is rendered unconscious for an equal num ber 
of turns. 
 
W el l  o f  Man y  W or ld s:  This st range, interdim ensional device 
looks just  like a portable hole. Anything placed within it  is 
im m ediately cast  to another world—a parallel world, another 
planet , or a different  plane (chosen random ly) . I f the well is 
m oved, the random  factor again com es into play. I t  can be picked 
up, folded, or rolled, just  as a portable hole can be. Objects from  
the wor ld the well touches can com e through the opening just  as 
easily as from  the init iat ing place. 

W in g s o f  Fly in g :  A pair  of these wings m ight  appear to be 
nothing m ore than a plain cloak of old, black cloth, or they could 
be as elegant  as a long cape of blue feathers. When the wearer 
speaks the com m and word, the cloak turns into a pair of bat  or 
bird wings that  em power him  to fly. The act iv ity is exhaust ing to 
the user, so that  he m ay fly for only 2 turns with a m ovem ent  of 
315’ (105’) , or 4 turns at  180’ (60’) , or 8 turns at  120’ (40’) . After 
the t im e indicated, the user m ust  rest  for 6 turns. Note that  the 
wings m ay be used one t im e per day for any durat ion, but  once 
the wings are folded into a cloak they are f inished for the day. 
 

 
 

W eap on s, Ar m or , an d  Sw or d s 
Magical weapons and arm or follow the sam e class rest r ict ions as 
all norm al weapons and arm or. Magic item s will have a “+ ”  value, 
or if cursed they will have a “ - ”  negat ive value. When an item  has 
a plus, such as a dagger + 1, this m eans that  rolls to hit  and 
dam age rolls receive a + 1 bonus. Arm or with a plus will im prove 
the AC by the am ount  specified. For exam ple, leather arm or + 1 
would im prove AC to 13.  
 
Cursed item s have the opposite effect , incurr ing penalt ies based 
on the negat ive value provided. Cursed item s, once possessed by 
a character , can only be disposed of with a dispel evil or  rem ove 
curse spell.  The owner of a cursed item  will not  believe the item  is 
cursed, and will resist  efforts to get  r id of the item  unt il one of 
these spells is cast . Furtherm ore, the possessor of a cursed 
weapon will prefer to use this weapon in com bat  above any other 
weapon. 
 
Magical arm or of the non-cursed variety is lighter and less 
cum bersom e than other arm or. The exact  effects of this are up to 
the GM, but  should m ean a character can wear m agical arm or 
longer without  t ir ing or suffer ing other negat ive effects. 
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Ro l l  d 0 0  

 

Ar m or  Ty p e 

Un m od i f ied  

 AC 

 

01-05 Hide Armor 11  
06-30 Leather Armor 12  
31-35 Ring Mail 13  
36-40 Scale Armor 13  
41-65 Chain Mail 14  
66-70 Banded Plate 15  
71-75 Lamellar Armor 15  
76-00 Plate Armor 16  

Swords 
Other powers beyond having a “+ ”  to their  at tacks and dam age 
som et im es apply to swords and other weapons. They also m ay 
have more than one bonus listed, where the first  bonus applies to 
all at tacks and dam age, and the second applies only to an 
exclusive group of creatures. Som e of these are detailed below, 
and others listed in the t reasure tables are self-explanatory. Other 
weapons have powers that  the wielder is able to com m and. These 
weapons are detailed below. 
 
Sw or d  + 2 , b er ser k in g :  This cursed item  appears to have the 
character ist ics of a + 2 longsword. However, whenever the sword 
is used in bat t le, its wielder goes berserk. He at tacks the nearest  
creature and cont inues to f ight  unt il unconscious or dead or unt il 
no liv ing thing remains within 60’. 
 
Sw or d  + 1 , d an cin g :  A dancing sword can be loosed to at tack on 
it s own. The wielder fights as norm al for 4 rounds, each round 
adding + 1 to the sword’s m agical bonus, unt il + 4 is reached on 
the fourth round. The sword then fights on it s own for 4 rounds at  
+ 4. Once the sword begins fight ing on it s own, it  is considered 
wielded by the creature for all purposes of at tacking and dealing 
dam age. While dancing, it  takes up the sam e space as the 
act ivat ing character and can at tack adjacent  foes. The dancing 
weapon will autom at ically return to the or iginal wielder after 4 
rounds of at tacking independent ly, so long as the wielder is within 
30’ of the sword. 
 
Sw or d  + 4 , d ef en d in g :  On a round by round basis the wielder of 
this sword m ay dist r ibute the sword bonus to both at tack and 
damage, or to AC. The AC bonus only applies to m elee at tacks, 
not  m issile at tacks. For exam ple, on one round the wielder m ay 
use + 1 to dam age and hit ,  but  lower AC by 3. The next  round this 
m ay be changed. 
 
Sw or d  + 1 , d i sm em b er in g :  This sword is t reated as + 3 for the 
purposes of st r ik ing creatures that  can only be hit  by + 3 or 
greater weapons. However, the sword has a habit  of sever ing 
random  body parts from  opponents. On a m odified at tack roll of 
20 or bet ter, a random  appendage is severed, possibly even the 
head. I n addit ion, on com m and the sword m ay illum inate an area 
as a lantern.  
 
Sw or d  + 1 , f lam e t on g u e:  This sword is + 2 against  regenerat ing 
or avian m onsters and + 3 against  undead or plant - like m onsters. 
When the wielder ut ters a com m and, the sword becom es engulfed 
in flame. The flam es provide the sam e amount  of light  as a torch, 
and can be used to ignite anything flam m able. 
 
Sw or d  + 1 , l i f e  d r in k er :  This sword drains a hit  die or a life level 
from  any target  st ruck if the wielder ut ters a com m and. This 
sword has 1d4+ 4 charges, and each use of this ability drains one 
charge. Once the charges have been used, the sword perform s as 
a norm al sword + 1. 
 
Sw or d  + 1 , locat e ob j ect s:  The wielder m ay locate objects as 
the arcane spell one t im e each day, to a range of 120’. 
 
Sw or d  + 1 , lu ck  b lad e:  This sword grants its possessor a + 1 
bonus on all saving throws. I n addit ion, a luck blade will contain 

1d4+ 1 wishes (as r ing) . When the last  wish is used, the sword 
remains a sword + 1 and st ill grants the + 1 saving throw bonus. 
 
Sw or d  + 1 , w ou n d in g :  This sword deals wounds that  m ay not  be 
healed by regenerat ion, spells, or other m agical m eans short  of a 
wish. Wounds m ay only be healed naturally . I n addit ion, for every 
successful at tack, an addit ional 1 hp of dam age is suffered for 10 
consecut ive rounds or unt il the wound is bandaged. 
 
Sw or d  + 2 , ch ar m  p er son :  I n addit ion to funct ioning as a sword 
+ 1, this sword grants the wielder the ability to charm  person, as 
the magic-user spell, 3 t imes in a week. 
 
Sw or d  + 2 , h o ly  av en g er :  This + 2 longsword becom es a + 5 holy 
avenger in the hands of a paladin. I n addit ion, when wielded by a 
paladin it  provides a 5’ radius protect ion against  magic the 
equivalent  of dispel magic at  the paladin’s level. When used 
against  chaot ic and “evil”  creatures the sword provides + 10 to 
dam age. 
 
Sw or d  + 2 , N in e Liv es St ea ler :  This longsword always perform s 
as a + 2 longsword, but  it  also has the power to draw the life force 
from an opponent . I t  can do this nine t imes before the ability is 
lost . At  that  point , the sword becom es a sim ple + 2 longsword. A 
roll of 20 (unm odified)  must  result  on an at tack roll,  and the 
vict im  m ust  successfully save versus spells or die instant ly. I f the 
save is successful, the sword’s death-dealing ability does not  
funct ion, no use of the abilit y is expended, and norm al dam age is 
determ ined. 
 
Sw or d  + 3 , f r ost  b r an d :  The frost  brand is a + 6 sword against  
m onsters that  live in a hot  environm ent  or use a fire-based at tack. 
The sword sheds light  as a torch when the tem perature drops 
below 0° F. At  such t im es it  cannot  be concealed when drawn, nor 
can its light  be shut  off. I t s wielder is protected from  fire in the 
sam e m anner as wear ing a r ing of fire resistance. A frost  brand 

ext inguishes all non-magical f ires in a 10’ area when touched to a 
flam e. 
 
Sw or d  + 3 , v o r p al :  The legendary vorpal sword is the sharpest  
weapon known to m an. On a natural at tack throw of 20, the 
wielder of a vorpal blade will decapitate any creature st ruck, 
unless it  succeeds in a saving throw versus Death. Even if the 
target  m akes its saving throw, the vorpal blade will inflict  double 
norm al dam age to it .  (Creatures without  a head, such as oozes, 
cannot  be decapitated, but  st ill take double dam age on a natural 
at tack throw of 20.)  

Other Magic Weapons 
Dag g er  + 1 , Ven om :  This black + 1 dagger has a serrated edge. 
I t  m ay contain up to 6 doses of poison, which is delivered to a 
vict im  on an at tack roll of 20. The poison m ay be refilled, but  only 
one type of poison m ay be contained at  a t im e. 
 
Dag g er  + 2 , Assassin :  This wicked- looking, curved + 2 dagger 

allows an assassin to at tempt  assassinat ion as if one level higher. 
 
Mace + 1 , Disr u p t ion :  A disrupt ion m ace is the bane of all 
undead, for it  deals double dam age to these creatures. I n 
addit ion, when an undead creature is st ruck in com bat  a roll is 
m ade on the Turning Undead table as if undead are turned by a 
12 th level cler ic.  I f the turn is successful, the undead creature is 
completely obliterated. Due to the level of use, som e undead are 
dest royed autom at ically. 
 
Tr id en t  + 1 , Fish  Com m an d :  The m agical propert ies of this + 1 
t r ident  with a 6’ long haft  enable it s wielder to com mand all f ish, 
crustaceans, aquat ic m am mals, aquat ic rept iles, and other aquat ic 
creatures within a 60’ radius if they fail a save versus spells. This 
effect  expends 1 charge. The wielder can com m unicate with the 
animals as if using a speak with animals spell. Anim als m aking 
their  saving throw are free of control, but  they will not  approach 
within 10’ of the t r ident . The t r ident  has 14+ 1d6 charges. 
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Tr id en t  + 2 , W ar n in g :  This weapon enables its wielder to 
determ ine the locat ion, depth, kind, and number of aquat ic 
predators within 240’. A t r ident  of warning must  be grasped and 
pointed in order for the character using it  to gain such 
informat ion, and it  requires 1 round to scan a hem isphere with a 
radius of 240’. The weapon is otherwise a + 2 t r ident .  
 
W ar  Ham m er  + 2 , Dw ar v en  Th r ow er :  I n the hands of a 
creature other than a dwarf, this is an ordinary war ham m er + 2. 
Wielded by a dwarf, the war ham m er gains an addit ional + 1 bonus 
( for a total bonus of + 3)  and can be hurled with a 60’ range. 
When hurled, it  deals t r iple dam age against  giant  hum anoids, and 
double dam age against  any other target . I t  unerr ingly returns to 
the dwarf’s hand after being thrown. 
 
Ar r ow  + 3 , Slay in g  Ar r ow :  This ar r ow  + 3  is keyed to a 
part icular type of creature. I f it  st r ikes such a creature, the target  
instant ly dies, with no saving throw. Against  any other target  the 
arrow funct ions as an ar r ow  + 3 .  These arrows are often adorned 
with decorat ions that  imply the creature they can slay. To 
determ ine the type of creature the arrow is keyed to, roll on the 
table below. The Judge m ay add to this list , or choose an 
appropriate creature type for the situat ion. 
 

Rol l  

1 d 2 0  

 

Ty p e 

Ro l l  

1 d 2 0  

 

Ty p e 

1  Avians*  1 1  Golems 
2  Beastmen 1 2  Mages 
3  Cler ics 1 3  Mam mals*  
4  Dragons 1 4  Plant - like monsters 
5  Dwarves 1 5  Regenerat ing m onsters 
6  Elementals 1 6  Rept iles*  
7  Elves 1 7  Sea creatures*  
8  Fighters 1 8  Thieves 
9  Giants 1 9  Undead 
1 0  Giant  anim als 2 0  Verm in*  

* I ncluding normal and giant  creatures of this type, but  not  
sent ient  creatures 
 

Sentient Weapons 
Part icular ly powerful magical weapons are somet imes thinking and 
intelligent  ent it ies, known as sent ient  weapons. These weapons 
have mot ivat ions of their own, and m ay or may not  be host ile to 
their wielder. The Judge plays the personalit ies of these items in 
the sam e m anner as an NPC.  
 
A sword has a percentage chance to be sent ient  equal to its 
highest  m agical bonus x2. Other m agic weapons have a 
percentage chance equal to their highest  m agical bonus. I f the 
weapon is a life dr inker, luck blade, vorpal blade, or dwarven 
thrower, the chance of intelligence is doubled. 
 
EXAMPLE:  The highest  bonus of a sword + 1, + 2 versus 
spellcasters is 2, giving it  a (2 x2% )  4%  chance to be sent ient . 
The highest  bonus of a dwarven thrower is 3, giv ing it  a (3 x 1%  x 

2)  6%  chance to be sent ient . The highest  bonus of a vorpal sword 
+ 3 is 3, giv ing it  a (3 x 2%  x 2)  12%  chance to be sent ient . 
 
I f a weapon is sent ient , determ ine it s I ntelligence, Alignm ent , Ego, 
Willpower, and Powers using the rules below. 
 
I n t e l l ig en ce an d  Lan g u ag es 

The first  step to creat ing a sent ient  weapon is to roll for it s 
I ntelligence. The I ntelligence ability score will determ ine how 
m any addit ional powers the sword possesses. Consult  the table 
below. 
 

Ro l l

1 d 6  

 

I NT

Det ect ion

Pow er s 

Sp el l -

l i k e  

Pow er s 

 

Com m u n icat ion  

1  7 1 0 Empathy 
2  8 2 0 Empathy 
3  9 3 0 Empathy 
4  10 3 0 Speech 
5  11 3 0 Speech, Read Languages 

6  12 3 1 Speech, Read Languages 

 
When a sword com municates through empathy, no actual words 
are exchanged between it  and its wielder, but  the wielder becom es 
intuit ively aware of the powers the sword possesses and how 
these can be em ployed. A sword capable of speech actually 
produces an audible voice and speaks to those around it .   Sent ient  
weapons capable of read languages do so as the arcane spell, but  
the ability is always act ive.  
 
I n addit ion to knowing the language of it s maker, sent ient  
weapons will understand an addit ional num ber of languages to be 
determ ined below. 
 

Ro l l  1 d 2 0  Lan g u ag es Kn ow n  

0 1 - 1 0  1 
1 1 - 1 4  2 
1 5 - 1 7  3 
1 8  4 
1 9  5 
2 0  Roll twice and combine, 

ignoring this result  

 
Al ig n m en t  

Every sent ient  weapon will have an alignment . This alignm ent  is 
undetectable unt il the sword is touched. A character m ay only 
wield a sword that  shares the sam e alignment , and if he at tem pts 
to handle a sword of a different  alignm ent  he will suffer dam age 
each round. The severity of the dam age is related to the degree of 
difference of alignm ent . For each degree of difference, the 
character will suffer 1d6 points of dam age. For exam ple, a chaot ic 
sword will inflict  1d6 hp damage to a neut ral character ;  it  will 
inflict  2d6 hp dam age to a lawful character . For this reason, a 
neut ral sword will only ever inflict  1d6 points of damage. Roll on 
the chart  below to determ ine a sent ient  weapon’s alignment . 
 

Rol l  d 1 0 0  Sw or d  Al ig n m en t  

0 1 - 1 0  Chaot ic 
1 1 - 3 0  Neutral 
3 1 - 0 0  Lawful 

 
Eg o  an d  W i l lp ow er  

Sent ient  weapons have an Ego rat ing from 1-12 ( roll 1d12) . This 
rat ing represents the overall st rength of character that  the sword 
has. I n addit ion, sent ient  weapons have a base willpower rat ing 
equal to the sum  of it s I NT and EGO. A bonus of + 1 is added to 
this rat ing for each spell- like power the sword possesses.  Spell-
like powers are discussed below. 
 
A sent ient  weapon may m entally wrest le for dom inance with it s 
wielder, depending on the sword’s personality and desires. Under 
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certain situat ions, the Judge will need to m ake an influence check.  
This may be m ade in the following situat ions:  
 
1. The wielder first  touches the sword  
2. The sword’s mot ivat ion comes into play 
3. A character of a differ ing alignm ent  touches the sword 
4. Another m agical sword is found 
5. A character has lost  50%  of his hp 
 
When an influence check is called for, the willpower of the sword 
and the willpower of the character are compared, and the highest  
score wins the test . A character ’s willpower is determ ined by 
summ ing his MI ND and STR. The character can add an addit ional 
+ 1 to his Willpower for each level of experience beyond 8. The 
character subt racts 1d4 from  this total if he is wounded but  has 
m ore than or equal to 50%  of his hp. I f he has less than 50%  of 
his hp, 2d4 is subt racted from  willpower. The sword receives a 
bonus of 1d10 to it s willpower if it s alignment  is not  the same as 
the character ’s.  
 
I f the character loses, then he loses cont rol of his act ions for an 
am ount  of t im e determ ined by the Judge.  The sword will force the 
character to perform  a task, such as disposing of or ignoring 
m agic items if a second m agical sword is found. Other act ions 
include compelling the wielder into com bat  or surrender with a 
nearby foe, or m aking the character perform  another act ion that  
serves the desires and goals of the sword. Usually, the durat ion of 
cont rol will only be for several rounds unt il the task is com pleted. 
 
Sen t ien t  w eap on  Mo t iv at ion s 

Sent ient  weapons have a 5%  probabilit y of having a part icular 
mot ivat ion ( roll 01-05 on d00) . These mot ivat ions involve the 
dest ruct ion of part icular races, m onster types, or alignm ents. I f a 
sword has a m ot ivat ion, raise its I NT and EGO each to 12. 
Roll on the table below to determ ine a sent ient  weapon’s 
mot ivat ion. Alternat ively, the Judge may choose an opponent  type 
based on differ ing character ist ics (all rept iles, beings of a certain 
religion, etc.) .  
 

Rol l  1 d 1 0  Dest r oy  Op p on en t  Ty p e… 

1   
2  Beastmen 
3  Const ructs 
4  Fantast ic Creatures 
5  Giant  Hum anoids 
6  Humans & Dem i-humans 
7  Sum moned Creatures 
8  Oozes & Verm in 
9  Undead 
1 0  Opposed alignment  ( lawful if  chaot ic, chaot ic if 

lawful, either if neut ral 

 
When a sent ient  weapon is used to at tack an opponent  that  fit s it s 
m ot ivat ion, a special power is used against  the opponent . These 
powers are determ ined by the alignm ent  of the sword. A chaot ic 
sword will energy drain an opponent  of the appropriate type by 
one level per point  of m agical bonus. A lawful sword will st r ike an 
opponent  of the appropriate type for one ext ra dam age die per 
point  of magical bonus. A neut ral sword will grants the sword 
wielder a bonus to Arm or Class and saving throws equals to its 
m agical bonus when com bat ing an appropriate opponent . 
 
EXAMPLE:  Blackguard is a chaot ic + 3 vorpal two-handed sword 
with a m ot ivat ion to dest roy lawful opponents. I t  energy drains 3 
levels from  any lawful opponent  it  st r ikes.  
 
Pow er s 

Sent ient  weapons can have two kinds of addit ional powers:  
detect ion powers and spell- like powers. The sword wielder m ust  
be holding the sword to act ivate and maintain any of its powers, 
and no m ore than one power can be act ive at  once.  
Detect ion powers allow the sword to detect  any of a num ber of 
possible items or inclinat ions. All detect ion powers are ident ical to 

either wands or spells of the sam e type, and all the sam e rules 
apply. Each of a sword’s detect ion powers m ay be used up to 3 
t im es per day. Spell- like powers m im ic spells or have effects 
sim ilar to those of spells. All spell- like powers m ay only be used 3 
t imes total in one day. To determ ine powers, roll on the Detect ion 
Powers table and ignore ident ical results if required to roll m ore 
than once. The sam e holds t rue if required to roll on the Spell- like 
Powers table.  
 
Det ect ion  Pow er s 

Ro l l  d 1 0 0  Det ect  Ad d i t ion a l  Det a i ls  

0 1 - 1 0  Enemies As the wand 
1 1 - 2 0  Evil As the spell 
2 1 - 3 0  Good As the spell 
3 1 - 4 5  Magic As the spell 
4 6 - 6 0  Metals As the wand 
6 1 - 7 0  I nvisible or hidden As the spell 
7 1 - 8 0  Secret  doors As the wand 
8 1 - 9 0  Traps As the spell 
9 1 - 9 5  Roll two t imes  
9 6 - 1 0 0  Spell- like Power (1)   

 
Sp el l - l i k e Pow er s 

Ro l l  

d 1 0 0  

Pow er  Ad d i t ion a l  Det a i ls  

0 1 - 1 0  Clairaudience As clairvoyance, below, but  
audible instead of visual 

1 1 - 2 0  Clairvoyance As the spell 
2 1 - 2 5  Double damage See below*  
2 6 - 3 5  ESP As the spell 
3 6 - 4 0  Fly As the spell, for 9 turns 
4 1 - 4 5  Regenerate See below* *  
4 6 - 5 0  Levitate As the spell, for 15 turns 
5 1 - 5 7  Phant . Force As the spell 
5 8 - 6 7  Telekinesis As a r ing of telekinesis  
6 8 - 7 7  Telepathy As a helm  of telepathy 
7 8 - 8 6  Teleportat ion As the spell 
8 7 - 9 6  X-Ray Vision As a r ing of x- ray vision 
9 7 - 9 9  Roll twice  
0 0  Roll three t imes  

* Dam age is doubled for 1d10 rounds. This table result  can be 
com bined if rolled m ore than once. I f rolled twice, dam age is x4, if 
rolled three t im es, dam age is x6. This effect  does not  influence the 
at tack throw. 
* * The sword will regenerate the wielder’s hit  points at  rate of 1 hp 
per round while held, to a m axim um of 15 hit  points. This table 
result  can be combined if rolled more than once. I f rolled twice, up 
to 30 hp m ay be healed, if rolled three t im es, up to 45 hp m ay be 
healed. Note that  the rate of healing does not  change. 
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Tr easu r e Class Tab le 
 
Sm al l  Tr easu r e Hoar d s ( I n d iv id u a ls)  

 

Tr easu r e Class CP SP EP GP PP Gem s Jew el r y  Mag ic 

0  -  -  -  -  -  -  -  -  
1  4d6 -  -  -  -  -  -  -  
2  -  2d8+ 1 -  -  -  -  -  -  
3  -  -  1d10+ 1 -  -  -  -  -  
4  -  -  -  1d8 -  -  -  -  
5  -  -  -   1d6 -  -  -  
6  1d00 (70% ) 1d00 (5% )  -  1d00 (5% )  -  1d6 (7% )  1d4 (3% )  1 (3% )  any 
7  -  1d00 (15% ) 1d00 (7% )  1d00 (8% )  1d00 (5% )  1d6 (15% )  1d4 (5% )  1 (7% )  any 

 
 
Lar g e Tr easu r e Hoar d s ( La i r s)  

 

Tr easu r e 

Class 

CP 

x 1 0 0 0  

SP 

x 1 0 0 0  

EP 

x 1 0 0 0  

GP 

x 1 0 0 0  

PP 

x 1 0 0  

Gem s Jew el r y  Mag ic 

8  -  -  -  -  -  -  -  1d4 scrolls (45% )  
9  -  -  -  -  -  -  -  2d4 pot ions (45% )  
1 0  -  -  -  1d8 

(50% )  
3d12 
(40% )  

2d8+ 4 
(60% )  

1d12 
(40% )  

-  

1 1  -  -  -  -  -  1d6 
(40% )  

-  -  

1 2  -  1d8 
(25% )  

1d4 
(20% )  

-  -  -  -  -  

1 3  1d6 (25% )  1d4 
(15% )  

-  -  -  -  -  -  

1 4  -  -  -  -  2d4 
(30% )  

1d12 
(55% )  

1d12 
(45% )  

1 (20% ) any 

1 5  2d12 
(25% )  

1d00 
(60% )  

1d8x10 
(40% )  

1d4x10 
(60% )  

4d6 
(30% )  

1d8x10 
(55% )  

1d8x10 
(45% )  

6 (18% ) any 4, 1 pot ion, 1 
scroll 

1 6  -  -  -  1d6x10 
(55% )  

1d4 
(45% )  

2d8 
(30% )  

1d10 
(20% )  

6 (30% ) any 5, 1 scroll 

1 7  -  3d6 
(15% )  

1d6 
(25% )  

2d6 
(45% )  

1d4 
(25% )  

4d6 
(25% )  

1d8 (10% )  5 (30% ) any 3 (no 
weapons) , 1 pot ions, 1 
scroll 

1 8  2d6 (7% )  1d10 
(35% )  

1d6 
(20% )  

1d6 
(30% )  

-  1d8 
(15% )  

1d8 (10% )  4 (30% ) any 3, 1 scroll 

1 9  1d10 
(10% )  

1d10 
(15% )  

-  1d8 
(55% )  

-  1d6 
(40% )  

1d6 (40% )  4 (15% ) any 2, 2 pot ions 

2 0  1d12 25%  1d6 
(30% )  

1d6 
(15% )  

-  -  1d6 
(20% )  

1d6 (20% )  2 (12% ) any 

2 1  1d10 
(45% )  

1d4 
(25% )  

1d4 
(30% )  

1d4 
(20% )  

-  1d8 
(30% )  

1d4 (20% )  1 (12% ) armor, sword, or 
m iscellaneous weapon 

2 2  1d8 (30% )  1d4 
(20% )  

1d6 
(25% )  

1d12 
(40% )  

1d4 
(20% )  

5d8 
(55% )  

5d8 (45% )  3 (25% ) any 

 
The GM chooses the appropriate row in the Treasure Class table, and for each colum n rolls the appropr iate dice to determ ine whether 
certain t reasure occurs, and if so in what  quant ity . When m agic items are indicated, the GM eithers selects appropriate item s or rolls 
random ly to determ ine items. To determ ine a random type of magic item  roll 1d100:  01-20:  Pot ions;  21-25:  Rings;  26-56:  Scrolls;  
57-61:  Rods, Staves, and Wands;  62-66:  Ancient  and Wondrous I tems;   67-87:  Swords;  88-92:  Miscellaneous Weapons, 93-00:  
Arm or. 
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GAMEMASTER 

I NFORMATI ON  

Du n g eon  Desig n  
The Gam em aster will need to either buy a com m ercial adventure, 
m ake use of a free one ( there are m any free and legal ones 
available on the internet )  or m ake one from  scratch. Making one 
from  scratch can be the m ost  fun, if t im e is available to do so. 
There are a few different  approaches when designing a dungeon. 
Somet imes, dungeons are sm all and are just  used once for a 
part icular adventure. Other dungeons, called “m egadungeons”  are 
large and have m any, m any levels. Characters m ight  spend their  
ent ire careers plumbing the depths of one large dungeon. 
 
Dungeons with m ult iple levels will be set  up so that  1st level 
characters will adventure on the first  dungeon level. When the 
characters reach class level 2, they should be st rong enough to 
begin taking on the challenges of the 2nd dungeon level, and so 
on. Monsters will generally populate these levels, such that  a 1 HD 
m onster is usually found on the 1st dungeon level. I f it  is found in 
deeper levels it  will also be found in correspondingly larger 
num bers, to be m ore challenging. 
 
The following sect ion out lines how to create a dungeon, and 
different  considerat ions to keep things interest ing. A sm all 
dungeon m ap is provided, fully stocked and ready for im m ediate 
play by 1st  level characters. 
 

Du n g eon  Scen ar ios 
Adventurers should have a m ot ive for delving into a dungeon or 
adventuring in any other locat ion. I n smaller dungeons that  will 
only be used for one adventure, the reason for being there will be  

 
over once the goals of the adventure are reached. However, the 
Gam em aster will have to develop m ult iple scenar ios for m ore 
extensive dungeons that  the characters keep com ing back to. The 
characters should learn m ore rum ors or legends about  the deeper 
levels of the dungeon as they progress in levels, or find clues 
throughout  the dungeon about  other regions of the dungeon. I n 
addit ion, a m ult i- level dungeon used for extensive play should be 
considered a “ liv ing”  place. The Gamemaster must  keep t rack of 
how the player characters alter the environment , and how resident  
m onsters m ay change in num ber, type, or behavior in response. A 
m egadungeon will evolve through t im e just  as the characters will 
by adventuring there. 
 
The following general scenar io themes are good places to start  in 
developing m ot ives for the characters to go adventuring. 
 
Ex p lo r at ion  is a com m on them e in adventures. Characters m ight  
want  to explore an area on their  own, or they m ight  be hired. 
Som et im es the purpose of explorat ion is sim ply to chart  a 
previously unknown place, or to clear an area of danger. Exam ples 
m ight  include ruins, caverns or dungeons. 
 
Fig h t in g  ev i l  or chaot ic beings is one possible theme. Characters 
m ight  be hired to dest roy m onsters that  have overrun a locat ion, 
or a powerful evil that  has developed. They m ight  be hired to 
rem ove evil m onsters that  have taken over a holy place. 
 
Flee in g  a  locat ion  is another them e. I f the characters have been 
impr isoned before the adventure begins, they will need to f ind a 
way to escape. Possibilit ies include escape from  being wrongly 
impr isoned, escape from  slavers, or escape from  an intelligent  
monster that  m ight  serve the characters for dinner. 
Mag ica l  d oo r w ay s  are another good adventure hook. A m agical 
doorway, or portal, can lead to new and unique locat ions, or even 
new worlds or t im es. Characters will som et im es encounter  m agical 
portals in dungeons, which could lead to new areas of a dungeon, 
to r iches, or even certain death!  
 
Rescu e m ission s  are the opposite of the situat ion above. Here, 
the characters are hired to rescue others who have som ehow 
becom e im pr isoned.  



- 1 8 8 -   M I CROLI TE8 1  ADVANCED 1 .0  SI LVER 

 
 
 
Seek in g  a  d eg en er at e  r ace  is another adventure possibilit y. 
Often this scenario involves a race of humans or dem i-hum ans 
who have been isolated underground for so long they have 
becom e evil and m onster- like. They m ay be the descendants of a 
great  race that  created a civilizat ion now in ruins. 
 
Qu est s  are usually undertaken at  the request  of a powerful or r ich 
pat ron, like a m erchant  or King. A quest  m ight  be to find a 
legendary item  or return som ething that  has been stolen. 
 

Ad v en t u r e Locat ion s 
The Gam em aster m ust  choose where the adventure will take 
place. I t  could be a dungeon or caverns, or within buildings like 
towers, tem ples, and cast les. Adventures m ight  also take place 
within a city or  village. 
 
After the adventure locat ion has been chosen, the Gam em aster 
m ust  think about  whether cer tain m onsters m ight  be m ore likely 
to haunt  the locat ion. Then, the m ap of the locat ion will be drawn. 
Usually graph paper will be used, and a scale m ust  be decided on. 
A good rule is to m ake each square on the graph paper equal to 
10 feet . The Gam em aster will then design the dungeon to suit  the 
kind of locat ion chosen. I t  m ight  consist  of twist ing tunnels in a 
cavern, endless room s in a dank dungeon, or hallways and room s 
in a ruined cast le. I f the Gam emaster is using a large play mat  
with gr ids on it  for using f igur ines, the m ap will be drawn at  a 
scale of 1- inch square equals 5 feet . This provides an appropriate 
scale for use with typical 25 m m  scaled f igurines. 
 

St ock in g  t h e Du n g eon  
After the m ap for the locat ion has been drawn, the Gam em aster 
m ust  stock, or fill,  the dungeon with dangerous m onsters, t raps, 
and t reasure. The Gam em aster can choose where to place these, 
or roll random ly on the Dungeon Stocking table. Roll on the table 
for each room  in the dungeon. The result  indicates what  will be 
found in each room . Each result  will also have a certain probability 
of being accom panied with t reasure.  
 
Du n g eon  St ock in g  Tab le  

Ro l l  d 0 0  Con t en t s Tr easu r e 

0 1 - 3 0  Em pty 15%  
3 1 - 6 0  Monster  50%  
6 1 - 7 5  Trap 30%  
7 6 - 0 0  Unique*  Variable 

* The Gam em aster should think out  a unique result  carefully. This 
result  could include special encounters or special areas that  stand 
out  from  encounters in m ost  other room s. 
 

When a “m onster”  result  is obtained on the above table, the 
Gam em aster m ust  roll for a random  m onster appropriate for the 
dungeon level.  See the random  m onster tables at  the end of 
Sect ion 6. For exam ple, if rolling for dungeon level 2, the 
Gam em aster m ay roll or choose from  m onsters with 2 hit  dice. I f 
t reasure is present , the t reasure will be determ ined based on the 
Treasure Hoard Class of the m onster encountered, or from  the 
Unprotected Treasure Table based on dungeon level. 
 
Un p r o t ect ed  Tr easu r e Tab le 

Du n g eon  

Lev el  

 

SP 

 

GP 

 

Gem s 

 

Jew el r y  

Mag ic 

I t em  

( 1 )  

1  2d4 
x100 

1d4 x10 
(50% )  

1d4 
(7% )  

1d4 
(5% )  

3%  

2  2d6 
x100 

1d6 
x100 
(50% )  

1d6 
(13% )  

1d6 
(8% )  

5%  

3  2d8 
x100 

2d4 
x100 
(50% )  

1d6 
(15% )  

1d6 
(10% )  

7%  

4 - 5  1d8 
x1000 

3d4 
x100 

1d8 
(20% )  

1d8 
(10% )  

9%  

6 - 7  1d8 
x2000 

1d4 
x1000 

1d8 
(30% )  

1d8 
(15% )  

15%  

8 +  1d8 
x4000 

2d4 
x1000 

2d6 
(40% )  

2d6 
(20% )  

20%  

 
When unprotected t reasure is indicated in a room , it  should 
seldom  be ly ing about  and easily seen. Generally , this k ind of 
t reasure has been hidden, possibly by m onsters or NPCs. The 
t reasure will usually be hidden by bur ial, a secret  recess, or som e 
other hiding place. 
 

Tr ap s 
There are m any possibilit ies for what  kind of t raps to place in a 
dungeon. Below are som e classic exam ples, and can be m odified 
to fit  the dungeon level or to m ake them  less predictable. 
 
Basic Ar r ow  Tr ap :  An arrow fires from  a hidden locat ion, 
at tacking as a Fighter level 1, for 1d6 dam age. 
 
Br ick s f r om  Cei l in g :  Each character in a 10 foot  radius m ust  
save versus pet r ify or suffer 2d6 dam age. 
 
Cam ou f lag ed  Pi t  Tr ap :  A pit  is 10 feet  or m ore deep (1d6 hp 
dam age per 10 feet ) . 
 
Po ison  Dar t  Tr ap :  A dart  fires from  a hidden locat ion, dealing 
1d4 hp dam age, and the character m ust  save versus poison or 
die. 
 
Po ison  Need le Tr ap :  The character m ust  save versus poison or 
die. 
 
Por t cu l l i s Tr ap :  The character m ust  m ake a DEX check or  suffer 
3d6 dam age from  the falling portcullis. The way will then be 
blocked, and group m em bers m ay be separated. 
 
Ro l l in g  Rock  Tr ap :  A rock rolls out  from  a hidden locat ion, and 
the characters m ust  save versus pet r ify or suffer 2d6 dam age. 
 
Scy t h in g  Blad e Tr ap :  Characters m ust  save versus pet r ify or 
suffer 1d8 dam age. 
 
Sp ik ed  Pi t  Tr ap :  This is sim ilar to other pit  t raps, but  the 
character will fall on 1d4 spikes, dealing 1d6 damage each in 
addit ion to falling dam age. 
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Un iq u e En cou n t er s 
I n addit ion to the t raps, other unique situat ions m ight  be 
encountered, like talk ing statues, pits with slides down to other 
room s or dungeon levels, m agical illusions, secret  doors, 
teleport ing doorways, and m yster ious water fountains. 
 

Fin ish in g  t h e Du n g eon  Desig n  
The Gam em aster should take care to descr ibe room s and 
passageways as they fit  the environm ent . How do areas sm ell? 
What  do they look like? What  creatures live here, and what  
evidence do they leave behind? The Gam em aster should add 
enough descript ion to keep players interested in the dungeon, but  
should not  go so far that  the descr ipt ion is too deep and becom es 
t iresom e. One opt ion is to fully descr ibe only a sm all proport ion of 
the rooms in a dungeon. These room s would include room s with 
special or unique encounters. The rem aining room s, while they 
m ay have m onsters and t reasure, can be sim ilar to one another in 
descr ipt ion. Unim portant  random  details can be m ade up during 
actual gam e play. However, anything signif icant  which is m ade up 
on the spot  must  be wr it ten down to maintain consistency if the 
characters return to the same room. 
 

Gr ou p s o f  NPCs 
The PCs m ay not  be the only adventurers in the dungeon. Groups 
of NPCs m ight  be in the dungeon also, seeking their own fortunes, 
and they m ay be fr iend or foe. To determ ine the composit ion of an 
NPC group, follow the procedure below, or m ake them  up as 
needed. 
 
Begin by establishing the number engaged by rolling 1d4 +  4. 
Next , either choose each NPC’s class or roll random ly on the table 
below, by rolling 1d10. 
 

1-2 Cler ic 8 Halfling 
3 Dwarf 9 Magic-User 
4 Elf 10 Thief 
5-7 Fighter   

 
Once classes are established, choose alignm ents or roll random ly 
for each NPC. Roll 1d6. 
 

1-2     Neut ral 
3-4     Lawful 
5-6     Chaot ic 

 
Next , establish each NPC’s level. This can be done two ways. Take 
either the dungeon level the NPCs are encountered on or the 
player characters’ average group level. Otherwise, roll on the table 
below. Roll 1d6. 
 

1-2     Sam e level as dungeon level or average group level 
3-4     Dungeon level or average group level + 1 
5-6     Dungeon level or average group level + 2 

 
I f an NPC group is encountered in the wilderness, use the average 
PCs’ level and add (50% ) or subt ract  (50% ) 1d4 for each NPC’s 
level. Be sure to note that  dem i-humans have lower maximum 
class levels than humans. I f the dungeon level or average group 
level is higher than the dem i-hum an m axim um level, make the 
dem i-human the highest  maxim um level for the NPC’s class. The 
NPC levels m ight  be higher or  lower than the ranges provided 
here, depending on the Gam emaster ’s needs. 
 
Finally, add finishing touches to the NPCs. Assign spells random ly 
to elves, cler ics and m agic-users. I n addit ion, give NPCs a sim ilar 
number of magic item s as that  which the player characters have. 
When encountering a group in the wilderness, they will have 
mounts 75%  of the t ime. Finally , the Gamemaster should 
determ ine the NPC group’s m arching order. 

W ild er n ess Desig n  
The Gam em aster does not  need to create an ent ire planet  at  one 
t ime!  I t  is much easier to descr ibe a relat ively small area, like part  
of a cont inent , to star t  with. Many adventurers will spend their 
ent ire careers m oving between a town or village and only one or a 
few dungeons within several hundred m iles.  
 
When creat ing an area, the Gam em aster has to decide how the 
land is shaped. I t  is best  to use hex graph paper, which can be 
found on the I nternet  and pr inted on a hom e printer if hex paper 
is difficult  to f ind at  the store. The Gam em aster must  consider 
m any quest ions. Where are the shorelines? I s this area part  of a 
cont inent , or a series of islands? Next , decide on the clim ate. I s 
the climate tem perate or t ropical? Mapping can begin, m aking 
note of m ountains, grasslands, r ivers, jungles, and other types of 
terrain or features. 
 
Once the overall geography is m apped, decide which areas are 
inhabited by hum anoids, and by what  type. Hum ans will live 
nearly anywhere. Halflings live in hilly lands with good farm lands, 
while dwarves live underground in mountains. Elves tend to live in 
densely wooded forests, far from  other hum anoids. The various 
goblinoids, like orcs, will live nearly everywhere and frequent ly 
clash with hum ans. Goblins and kobolds com pete with dwarves for 
terr itory.  
 
When placing hum an towns, it  is useful to have a guide for how 
large different  kinds of set t lem ents are. Below is a good set  of 
guidelines for hum an-cent r ic towns. The first  table also gives a 
suggested m inim um  level for the town’s ruler ( the level in 
parentheses is the suggested level for an independent  town that  is 
not  part  of a larger realm )  and the Market  Class of the town for 
use with the opt ional rules in the Equipm ent  sect ion. The second 
town table gives the suggested m axim um  num ber of characters 
with a class and level likely to reside in a town of the given size.   
 
Tow n  Tab le I  

Tow n  

Pop u lat ion  

Tow n  

Ty p e 

Min im u m  

Ru ler  Lev el  

Mar k et  

Class 

7 4 -  Ham let  2 (6)  -  
7 5 - 9 9  Sm all village 2 (7)  Class VI  
1 0 0 - 2 4 9  Village 3 (8)  Class VI  
2 5 0 - 4 4 9  Large village 4 (8)  Class V 
4 5 0 - 6 2 4  Sm all town 5 (9)  Class V 
6 2 5 - 1 ,2 4 0  Large town 6 (9)  Class I V 
1 ,2 5 0 - 2 ,4 9 9  Sm all city 7 (10)  Class I V 
2 ,5 0 0 - 4 ,9 9 9  City 8 (10)  Class I I I  
5 ,0 0 0 - 1 9 ,9 9 9  Large city 9 (12)  Class I I  
2 0 ,0 0 0 +  Metropolis 10 (14)  Class I  

 
Tow n  Tab le I I  

Tow n  

Pop u lat ion  

#  o f  

Fig h t er s 

#  o f  

Th iev es 

#  o f  

Cler i cs 

#  o f  

Mag es 

7 4 -  6-  3-  3-  2-  
7 5 - 9 9  12 6 6 3 
1 0 0 - 2 4 9  16 8 8 4 
2 5 0 - 4 4 9  40 20 20 10 
4 5 0 - 6 2 4  72 36 36 18 
6 2 5 - 1 ,2 4 0  100 50 50 25 
1 ,2 5 0 - 2 ,4 9 9  200 100 100 50 
2 ,5 0 0 - 4 ,9 9 9  400 200 200 100 
5 ,0 0 0 - 1 9 ,9 9 9  800 400 400 200 
2 0 ,0 0 0 +  3,200+  1,600+  1,600+  800+  

 
Given the unsavory nature of m any adventurers, the thieves’ guild 
and other cr im inal organizat ions within any town player-characters 
are likely to spend m uch t im e in should be developed in detail.  
The Town Cr im inal Guilds table can guide the Gam emaster in 
const ruct ing a cr im inal guild.  
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Cr im in a l  Gu i ld s Tab le  

Mar k et  

Class 

To t a l  

Mem b er sh ip  

Hig h est  

Boss 

Lev el  

Mon t h ly  

Sy n d icat e  

Rev en u e 

( GP)  

Mon t h ly  

Gu i ld  

Rev en u e 

( GP)  

Class VI  16 3 (5)  1,500 -  

Class V 42 4 (7)  3,350 4,850 

Class I V 100 5 (7)  7,350 12,250 

Class I I I  375 6 (10)  22,000 35,000 

Class I I  750 7 (12)  40,000 75,000 

Class I  3,000 8 (14)  100,000 175,000 

 
Total Membership shows the total m embership of the start ing 
city’s cr im inal guild(s)  relat ive to its m arket  class. 45%  of the 
members of any cr im inal guild will be 0 th level ruffians, 35%  will 
be 1st level characters of appropriate classes (most  often thieves) , 
12.5%  will be 2nd level, and 7.5%  will be 3 rd level or higher.  
 
Highest  Boss Level is the expected level of the m ost  powerful boss 
in the star t ing city. When determ ining the level of the guild’s boss, 
the standard value is for an independent  city, while the 
parenthet ical value is for a set t lem ent  within an appropriately 
sized realm  (which most  are) .  
 
Monthly Syndicate Revenue is how m uch gold the boss’s syndicate 
in the star t ing city generates per month. Monthly Guild Revenue 
shows how m uch gold the boss’s cr im inal guild generates, 
factor ing in syndicates run by underbosses in other cit ies, towns, 
and villages. I f the star t ing city is isolated or highly independent , 
it s syndicate m ay not  be part  of a larger guild (Gamem aster’s 
discret ion) . 
  
The Crim inal Guilds table assum es that  a town’s cr im inals have 
been consolidated into a single guild m anaged direct ly by one 
boss. I f desired, the Gam em aster m ay split  a set t lem ent ’s 
cr im inals into mult iple compet ing or complimentary guilds. For 
exam ple, a Class I  m et ropolis m ight  have 3 com pet ing thieves’ 
guilds with 750 members each and a separate assassins’ guild of 
750 members. Where this is done, highest  boss level, monthly 
syndicate revenue, and m onthly guild revenue should be based on 
the guild m em bership of each guild, rather than the m arket  class 
of the set t lem ent . 
 
EXAMPLE:  Darkwater is a large town (m aking it  Market  Class I V) , 
meaning it  should have 100 members in it s cr im inal guilds. The 
Gam em aster decides it  has 2 thieves’ guild of 42 m em bers and 
one assassins’ guild of 16 m em bers. He decides the first  thieves’ 
guild is led by Nicodem is (7 th level Thief)  and the other by Sara 
(7 th level Thief) , both earning 3,000gp per month. The assassin’s 
guild is run by Roland (5 th level Fighter) , earning 1,250gp per 
m onth. 
 
The Gam em aster m ay place set t lem ents at  m any locat ions on the 
m ap, but  he only needs to develop addit ional ideas for the group’s 
star t ing city. Details can be worked out  for surrounding cit ies, as 
the need requires. 
 
The m ain dungeon should be situated near this base town. The 
base town will have a m ayor, sheriff,  or authority of som e t it le. 
There will be churches for prom inent  religions, and even a thieves’ 
guild and city m ilit ia that  will vary in size and power depending on 
the size of the set t lement . 
 
Addit ional small details should be described to add ext ra flavor to 
the im m ediate area. Are there any prom inent  legends or rum ors? 
What  are the personalit ies of the local leaders? Are there nearby 
dangers, like orc bands? The Gam em aster m ay want  to create 
special wandering monster tables for areas that  are unique. 
 

W an d er in g  Mon st er s 
Monsters live in hallways and room s within dungeons, or in caves, 
forests, or grasslands in the wilderness, or other locat ions. 
However, m onsters do not  only stay where they live. They also 
wander, hunt , and explore. Therefore, when the characters are in 
a dungeon the Gam em aster will roll 1d6 every 2 turns, and a 
result  of 1 indicates that  a wandering m onster is encountered. 
This check is only m ade 3 to 4 t im es per day of gam e t im e in 
wilderness adventur ing. As m ent ioned in a previous sect ion, when 
m onsters appear in a dungeon they will be 2d6 x10 feet  away 
from  the characters, and when in the wilderness monsters will be 
encountered at  4d6 x 10 yards away. When an encounter is 
indicated, roll on the appropriate wandering m onster table from  
the tables provided at  the end of Sect ion 6:  Monsters. The roll will 
be m ade on the table for m onsters in the appropriate dungeon 
level they are encountered on. For an addit ional challenge, the 
Gam em aster m ight  roll an addit ional 1d20 for each encounter . A 
roll of 1 or 2 indicates that  the m onster encountered will be 1 hit  
die higher than the dungeon level, while a roll of 3 indicates that  
the monster will be 2 hit  dice higher. 
 

W ild er n ess W an d er in g  Mon st er s 
The chances of encountering a wandering m onster in the 
wilderness vary depending on the type of terrain. When checking 
for wandering m onsters in a wilderness adventure, roll 1d6 as 
indicated previously, but  consult  the table below to determ ine if an 
encounter occurs. I f an encounter occurs, consult  the m onster 
terrain tables at  the end of Sect ion 6:  Monsters to roll for the kind 
of m onster encountered. The num ber engaged m ay have to be 
adjusted depending on the level of the characters. 
 

Ter r a in  En cou n t er  occu r s on … 

Plains, Town, Set t led 1 
Air , Desert , Forest , River 1 or 2 
Hills, Sea 1 or 2 
Mountains, Swam p, Jungle 1-3 
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Ad v ice f o r  t h e 

Gam em ast er  
The following guidance is offered to help the Gam em aster m ake 
decisions during gam e play about  several different  com m on 
issues. 
 

Ch ar act er s o f  Di f f er en t  Lev els 
I t  has been discussed previously that  character class levels are 
related to which dungeon level characters adventure in. Since 
deeper levels are m ore challenging than upper levels, having 
characters of differ ing class levels in one party can be problem at ic. 
Characters m ay die, or new players m ay join a group and br ing in 
new characters. For these reasons, a general set  of guidelines 
should be considered. One opt ion is to allow new characters 
joining a group to be created as 1 class level below the lowest  
level character  in the group. Another possibility , though potent ially 
problem at ic, is to split  the group into separate part ies of low and 
high level, respect ively. I t  is suggested that  characters that  differ 
by m ore than 4 class levels not  be allowed to undertake the sam e 
adventures. This power dispar ity is part icular ly t roublesom e at  
lower levels, where, for exam ple, the difference in survival ability 
between a 1st level character and a 5 th level character is vast . 
 

Ch ar act er s an d  Tr easu r e 
Ult imately it  is up to the players to decide how their  characters will 
divide t reasure and m agic items they find on their adventures. 
However, there are several possibilit ies that  can be offered. One 
opt ion is to div ide t reasure evenly. All m oney can be divided by 
the num ber of characters present . Hirelings m ay accept  a 1/ 2 
share, but  any less and the hireling will suffer penalt ies to his 
m orale roll at  the end of the adventure. 
 
Magic item s m ight  be divided depending on which classes can use 
them . Another good m ethod is to allow each character to take 
turns picking from  several items by rolling a d20 to determ ine the 
choosing order. This m ight  be rerolled after each round of 
choosing, to give players a chance to choose earlier on subsequent  
picks. 
 
One cut throat  method to use is to only allow characters that  
survived an adventure share in the t reasure. This is of course only 
relevant  if the deceased characters have been revived. A slight ly 
less harsh m ethod is to allow characters to share in t reasure that  
was acquired before their  deaths, but  not  in anything found while 
they were dead, because they did not  help find it .  
 

Ch ar act er  v er su s Play er  Kn ow led g e 
I t  m ust  always be kept  in m ind that  the characters do not  always 
know what  the players know. The player m ay read about  all the 
monsters in this book ( this is discouraged) , but  his character m ay 
not  act  on this knowledge. A character m ay learn from  gam e 
experience, but  should never know the weaknesses of m onsters 
he has never encountered or heard about  in the gam e. 
 
I n addit ion, m onsters should be physically descr ibed when 
encountered, but  their  nam es and other abilit ies should not  be 
stated. The Gam em aster should never reveal how m any hit  points 
m onsters have in an encounter, or reveal other details about  the 
m onsters that  are not  im m ediately visible. When a m onster 
surprises the characters, the characters will not  im mediately know 
what  is at tacking them . 
 
Magic items should be t reated much like m onsters, in that  they 
should be described, but  their  nam es should never be given away 
freely. The characters m ust  discover on their  own what  k ind of 
m agic items they have found. 
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Ch ar act er  W eal t h  
One of the m ain object ives of characters in adventur ing is 
obtaining wealth. To keep this as a perpetual am bit ion, the 
Gam em aster will need to f ind ways to encourage spending, or take 
m oney from  characters in various ways. 
Cler ics m ight  be encouraged to donate som e of their wealth to 
their  churches. Thieves may need to funnel a percentage of their  
t reasure to their thieves’ guild. Other situat ions m ay ar ise, such as 
adventurer taxes im posed by local governm ents. Players m ay be 
allowed to buy m inor magic item s at  very high prices. Ext rem e 
m easures for taking away wealth should be imposed rarely, such 
as a m ajor theft  of wealth. I f these m ethods are used too often, 
the players will not  have fun. 
 

Ru n n in g  a Gam e W i t h ou t  Sk i l l s  
The greatest  change between modern versions and older versions 
like Microlite81 is the addit ion character skills in modern versions. 
I f you are used to just  allowing players to just  say “ I ’m  searching 
the room. What  do I  find?”  and m ake search skill roll or just  say 
“ I ’ll t ry to persuade the baron to loan us a catapult .”  and m ake a 
persuade skill roll,  running without  skill rolls is going to require as 
m uch change to your thinking as it  will to your players’ thinking.  
 
First , you need to get  your players to tell you what  their 
characters are actually doing in the campaign world, instead of 
talk ing in term s of what  skill they are using. Then you need to 
learn to listen to what  they say and decide if there descript ion of 
what  they are doing a)  would m ost  likely solve the problem , b)  
wouldn’t  have a chance of solving the problem , c)  m ight  not  
im mediately solve the problem but  would provide more info that  
would help solve the problem , or d)  would not  definitely solve the 
problem  but  has a fair  chance of doing so. Only opt ion d would 
require a die roll.   
 
Let ’s take checking a chest  for t raps as an exam ple. Get  the 
players to describe in general terms how they are going to check 
the chest  for t raps. Note general terms are enough, the idea is to 
see what  the characters are doing, not  to require them  to descr ibe 
every single m uscle and eye m ovem ent  they m ake. Having to 
“click on one exact  pixel on the screen”  to succeed is boring and 
frust rat ing in a com puter gam e, the verbal equivalent  of it  is even 
m ore frust rat ing in a tabletop gam e. Don’t  fall into the t rap of 
doing it  as it  turns players off fast . 
 
Let ’s say a player says “ I ’ll look the chest  quickly over for obvious 
t raps, paying special to the keyhole, clasp, and anything that  
looks out  of the ordinary. I ’m  not  touching it  yet .”   
 
I f the chest  had a poison needle near the clasp or som e holes for 
poison gas or needles to shoot  out  of, this should be enough for 
the character to not ice it  without  a roll,  even if he isn’t  a Thief or 
the like. However, if the chest  if set  to explode (or shoot  daggers 
out  of the opening when opened, such a search is not  going to 
discover the t rap – again no m at ter what  the character’s class or 
background as such a t rap isn’t  visible from  the outside. I f you are 
feeling generous, you m ight  have a Thief m ake roll and if she 
m akes it  tell her player that  while she doesn’t  see a t rap, 
something st ill doesn’t  seem right  about  the chest .  
 
I f the character had said he was then poking the chest  with a pole 
instead of rushing to open it ,  he m ight  hear som ething st range if 
the chest  had the above-m ent ioned dagger t rap. Of course, unless 
he is a Thief or  has som e st range background, chances are he 
would not  associate the noise with a t rap, but  rather just  that  
there was som ething loose in the chest . Again, you m ight  give a 
Thief a roll,  especially an experienced Thief. 
 
As this example shows, it  really isn’t  hard – unless you choose to 
m ake it  hard. I t ’s just  different . After a few sessions both you and 
your players will f ind that  it  really isn’t  as hard as it  looks. 
 

Som e players, however, really want  die rolls. Because of previous 
bad experiences with poor GMs, they just  can’t  t rust  the GM 
enough to handle som e decisions being m ade without  die rolls. I f 
your players are like this, you can use “skill”  rolls as a safety net . 
The players will st ill have to descr ibe what  their character does to 
solve the problem  just  as above. Once the player describes what  
his character is doing, the GM calls for a class/ background based 
“skill”  roll as descr ibed in the skills sect ion of these rules. The 
results are determ ined by your opinion as GM of the act ion 
descr ibed and the skill roll.  There are basically two situat ions:  
 
I n the first  case, you feel that  the player has a good plan that  
should likely succeed. Therefore it  will succeed regardless of the 
result  of the roll,  but  how well it  succeeds is determ ined by the 
skill roll.  A failed skill roll is a m inimal success;  the character 
succeeds, but  j ust  barely. A successful skill roll means the 
character 's plan succeeds without  any m ajor hitches.  
 
I n the second case, either the player obviously knows less than his 
character does about  the situat ion or just  com es up with a bad 
idea that  you feel is unlikely to work. You let  the skill roll decide 
the result . A failed roll m eans the plan fails, while a successful roll 
m eans the plan som ehow worked after all,  but  probably not  
perfect ly . 
 
Players who refuse to even t ry to com e up with som e type of 
rat ional statem ent  about   what  their  character is actually doing 
but  just  want  to let  the skill roll decide autom at ically fail.  
 

On  Fai lu r e 
I f a character at tem pts to do something, failure should normally 
mean no more than that :  the character failed to do what  he was 
t rying to do. Failure should not  normally mean that  some worst  
case disaster has occurred. For exam ple, if a character fails his 
climb roll while at tempt ing to climb a cliff, this should norm ally 
simply mean that  the character did not  make it  to the top for 
som e GM described reason and had to return to the ground, not  
that  the character fell to the ground. I f failure (even with a natural 
roll of 1)  is going to lead to “disaster”  instead of som e type of 
sim ple failure, the GM should clearly state this before the 
character rolls (especially for a pr imary or secondary skill roll) .  
 

I m p ossib le Task s 
Unless an act ion is completely out  of the quest ion, when a 
character at tem pts to do som ething there should be at  least  som e 
sm all chance of success. Many act ions can be ruled based on 
“skill”  rolls. Otherwise, the Gam em aster m ight  assign a small 
percentage chance of success to som e act ions that  seem nearly 
im possible but  for dum b luck. I n these cases, 5%  or 10%  m ight  
be an appropriate chance. 
 

Gam em ast er  as Ju d g e 
Although the players can and will m ake suggest ions or dispute 
rulings, the Gam em aster is and m ust  be the final j udge. All 
suggest ions can be heard, but  the players must  understand that  
once all considerat ions have been made, the final ruling will stand. 
There are rules in this gam e for m any situat ions, but  there will be 
situat ions that  either could not  be covered here or sim ply were not  
ant icipated. I n these instances, the Gam em aster must  use his 
judgm ent  to decide the odds an act ion will succeed or an event  
will com e to pass. 
 
Having said this, it  must  be rem embered that  the Gamem aster 
needs to be neut ral in his decisions. The goal of the gam e is to 
have fun, whatever fate may await  the characters, but  the 
Gam emaster does not  take sides with either the characters, the 
m onsters, or the NPCs. 
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Mon st er s an d  NPCs in  Play  
Only unintelligent  monsters should be played unintelligent ly. 
I ntelligent  monsters and NPCs have their own mot ives, thoughts, 
and st rategies. They will use the same kinds of t r icks the PCs 
m ight  use to gain an advantage. 
 
Monsters and NPCs m ay form  alliances with other m onsters and 
NPCs, and they m ay hire guards. Monsters are in a f ight  for 
survival just  like the PCs are, and they should be played by the 
Gam em aster as if they have just  as m uch to lose as the PCs. 
Monsters and NPCs that  surv ive encounters with the PCs may hold 
grudges, and m ay hunt  the group down or wait  for an opportunity 
to st r ike. 
 

Ran d om  Ro l ls 
There are m any occasions when the Gam em aster will roll for 
random  outcomes to situat ions. Discret ion must  always be used, 
not  just  to maintain some degree of consistency in play but  also to 
maintain som e balance. This is not  to say that  the players should 
not  be challenged, but  occasionally the dice m ay indicate a result  
that  is inappropriate for the situat ion. The dice are a tool, not  the 
final authority. Final author ity always rests with the Gamemaster. 
The Gamemaster should usually witness the rolls of the players, 
but  he should keep his rolls hidden from  them . This way, the 
players cannot  guess why the Gam em aster m ight  be rolling at  a 
part icular t im e, or what  k ind of die is rolled. I n fact , he m ay 
occasionally roll for no reason just  to keep the players on their  
toes. 
 

Ru l in g  W ish es 
Wishes represent  some of the greatest  magic the characters will 
com e across in a gam e of Microlite81.  I n general, the exact  
wording of a wish should be honored, not  the intent ion of the 
wish. A carefully worded wish m ay br ing about  the desired effect , 
and a sloppily worded wish could br ing doom upon the group. 
Ult imately it  is up to each Gam em aster to decide how powerful 
wishes are in the gam e, and how perm anent  their effects are. As a 
rule, wishes used for healing or bringing back the dead should be 
im m ediate and perm anent . I f lesser m agic item s are wished for, 
they m ay or m ay not  be permanent , depending on the 
Gam em aster’s discret ion. Special care m ust  be taken with wide 
sweeping wishes that  alter the world too great ly, such as wishing 
that  all orcs in the wor ld die. I n addit ion, wishes to increase ability 
scores or character levels need to be handled carefully, and som e 
set  of guidelines will need to be developed and followed 
consistent ly. 
 

St u n  an d  Par a ly sis 
There are various m agic items, spell effects, or other at tacks that  
result  in characters being stunned or paralyzed.  
 
Effects that  stun render a character or creature unable to act . 
Somet imes this is described as “dazed”  or “mesm erized.”  
However, characters in this state are not  ent irely helpless. At tacks 
against  them are carr ied out  without  the benefit  of bonuses to AC 
due to DEX or the use of a shield, but  otherwise at tacks are 
handled normally. At tackers gain a + 4 to hit  stunned opponents. 
 
I n cont rast , characters that  are paralyzed or  unconscious are 
completely vulnerable. At tacks against  them  autom at ically 
succeed. I n fact , paralyzed or  unconscious creatures m ay be killed 
instant ly just  by declar ing the intent ion.  
 

Vision  
The following k inds of v ision are com m on for  m onsters and som e 
dem i-hum ans or hum anoids. 
 

I n f r av ision :   I nfravision, or infrared v ision, is the capabilit y to 
see in the infrared spect rum  of light . Creatures have varying 
ranges for this ability . Most  creatures have the abilit y to 60’, and 
this m eans their eyes are collect ing light  m uch as any eyes do. 
These creatures can only dist inguish differences in heat  levels, and 
it  is not  in fine detail. However, warm  footpr ints m ay be detected 
within 4 rounds of a creature’s passage. Further ranges indicate 
that  the eyes actually em it  infrared light  (and glow red)  indicat ing 
the eyes are seeing infrared light  as it  bounces back. This form  of 
vision allows the viewer m uch greater resolut ion. Note that  if a 
heat -em it t ing light  source is present , infravision cannot  funct ion. 
 

Ul t r av io let  Vision :  Creatures with this ability can see the UV 
spect rum and will be able to see objects that  em it  this type of 
energy. This spect rum  includes high intensity radiat ion. At  night , 
this vision allows a character  to see to a distance of 300’. Since 
this vision relies on heavy background radiat ion, it  is not  useful 
underground unless there is a source of radiat ion for illum inat ion. 
I f a creature has ordinary v ision and ult raviolet  vision, the 
ult raviolet  v ision is only usable in darkness, and it  takes 1 round 
to t ransit ion between each form . Note that  magical weapons shed 
energy that  interferes with ult raviolet  vision,  m uch like a fire 
source interferes with infravision.  
 

I n v isib i l i t y  
The following guidelines can be used for ruling in situat ions where 
invisibilit y is a factor. As a general rule, an invisible character or 
creature m ay be st ruck with a -4 penalty to hit .  I n addit ion, 
invisible creatures receive a + 4 to saving throws in regard to 
effects in which knowing the vict im ’s locat ion is a factor. For 
instance, this bonus would not  apply to poison, but  it  would apply 
to effects from  a staff.  
 
I t  m ust  be noted that  a character under the effects of an 
invisibility  spell or sim ilar effects is not  rendered silent . I n 
addit ion, an invisible character m ay bet ray his presence through 
other senses, such as smell. To account  for various m eans of 
percept ion and alertness, the following opt ional chart  can be used 
to check the probability that  a creature or higher level character 
detects that  an invisible creature is present . Note that  this only 
gives knowledge of the creature’s presence, and all norm al 
penalt ies to hit  apply. The roll should be m ade every round. I f 
successful, the creature is aware of the invisible being from  that  
point  on. 
 
Ch an ce t o  No t ice I n v is ib le Cr eat u r es 

I NT Lev el  o r  Hi t  D ice 

 8  9  1 0  1 1  1 2  1 3  1 4  1 5 +  

0 - 3  -  -  -  -  -  5%  10%  15%  
4 - 5  -  -  -  -  5%  10%  15%  20%  
6 - 8  -  -  -  5%  10%  15%  20%  25%  
9 - 1 2  -  -  5%  10%  15%  20%  25%  30%  
1 3 - 1 5 -  5%  15%  25%  35%  45%  55%  65%  
1 6 - 1 7 5%  10%  20%  30%  40%  50%  60%  70%  
1 8  5%  15%  25%  35%  45%  55%  65%  75%  
1 9    10%  20%  30%  40%  50%  60%  70%  80%  
2 0  15%  25%  35%  45%  55%  65%  75%  85%  
2 1 +  20%  30%  40%  50%  60%  70%  80%  90%  

 

Pot ion  Mix in g  
The Gam em aster m ay rule that  it  is dangerous to com bine 
different  pot ions. Pot ions are considered “m ixed”  when they are 
literally m ixed before being im bibed, or when one pot ion is 
imbibed while another is in effect . I t  is ent irely appropriate for the 
GM to create a set  of guidelines for cer tain pot ion com binat ions. 
For instance, it  m ight  be ruled that  combining any kind of healing 
pot ion is always safe with any other pot ion. However, it  m ay also 
be desirable to sim ply use a random  system  to determ ine 
outcomes of m ixing pot ions, since one m ight  assum e that  no two 
pot ions, even of the sam e type, have the exact  same formula. 
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Refer to the table below when pot ions are m ixed, or const ruct  a 
sim ilar table m ore appropriate for your cam paign. 
 

Rol l  

d 2 0  

Po t ion  Mix in g  Resu l t  

01-02 Po ison ou s Br ew :  The im biber m ust  roll a saving 
throw versus poison with a penalty from  -1 to -4 ( roll 
a d4)  or die. 

03-04 Ch em ica l  React ion :  The pot ions create a react ion 
within the body, causing internal chem ical burns for 
2d6 hp damage. 

05 Hid eou s Resu l t :  The pot ions com bine to alter the 
im biber’s body in a horr ible and perm anent  way. I t  
could be m ild, such as causing m ot t led skin, or 
terr ible, such as a withered limb, m elted eyes, or 
unusual growths, etc. Roll 1d6 to determ ine general 
sever ity:  1-2, m ild;  3-4, moderate;  5-6, severe. Mild 
effects are usually only cosm et ic, while moderate 
ones may impose some penalt ies to abilit ies, at tack 
rolls, etc. Severe effects cause m ajor cr ippling or 
profound body alterat ions. 

06-15 No Ef f ect :   Both pot ions are rendered ineffect ive. 
16-18 Nor m al  Ef f ect :  Both pot ions funct ion norm ally. 
19 Gr eat er  Ef f ect :  One pot ion works 10% -100%  more 

effect ively ( roll d00) , while the other has no effect .  
20 Di f f er en t  Ef f ect :  The pot ions com bine to create an 

ent irely new effect . This m ight  m im ic a different  
random pot ion at  150%  norm al efficiency, or a unique 
effect  determ ined by the Gam em aster. 

 

Hu m an o id  Sp el l  Cast er s 
I n addit ion to those capabilit ies m ent ioned in monster 
descr ipt ions, some humanoids may have other spell cast ing 
abilit ies. These special indiv iduals should not  be random ly used 
(unless indicated in the m onster descr ipt ion) , but  instead crafted 
for special encounters. Although these hum anoids m ay have the 
potent ial to achieve these levels of abilit y , only rare specimens do 
so. The following charts should be consulted to reference 
m axim um  ability in a given class. 
 

Cler i c Max im u m  Lev el  

3  5  7  8  

Et t in Bugbear Dryad*  Sahuagin 
Ogre Centaur*  Giant  (any)   
Troglodyte Gnoll Goblin  
Troll Kobold Hobgoblin  
 Locathah Lizardfolk  
 Orc Nymph*   
  Tr iton  

* These creatures are druids instead of cler ics. 
†Morlocks and Neanderthals have unlim ited cler ical ability . 

Mag ic- User  Max im u m  Lev el  

2  4  5  

Bugbear Goblin Morlock 
Gnoll Hobgoblin Neanderthal 
Kobold Locathah Sahuagin 
Lizardfolk Orc  

 
The Gamemaster may choose to lim it  the spells of any given level 
available to hum anoid spell casters, either as a whole or on a 
race-by- race basis. 
 

Ad v en t u r es an d  Set t in g s 
There are a large num ber of adventures and cam paign set t ings 
available for TSR edit ions of the wor ld’s m ost  popular fantasy RPG. 
Playing copies of m ost  of or iginal adventures from  TSR can be 
found on eBay for very low pr ices. TSR era adventures can be 
used with any pre-WOTC edit ion or ret roclone with only very 
m inor conversion.  
 

There are also a large num ber of free and low cost  adventures 
available in PDF form at  on the web. A good play to start  looking 
for free adventures is on the Dragonsfoot  forum  web site (see the 
link under Old School I nternet  Resources below. 
 
The best  set t ings and adventures, however, are those you create 
yourself for your cam paign. They don’t  need to be near ly as 
elaborate as those produced for use by others, let  alone as fancy 
as those wr it ten for professional publicat ion. Many B/ X GM 
adventure locat ion keys ( including those of the gam e’s or iginal 
designers)  were nothing but  room / locat ion num bers with 
som ething like “8 hobgoblins, leader has 20gp, t rapdoor in floor 
hides skeleton with silver dagger (anim ates if dagger touched) ”  or 
“Small v illage, 27 fam ilies, 10 orc slaves, Headman:  Mongar the 
Brown (Ft r  4th lv l, + 1 sword)  Mongar’s wife, Rose is a 3rd lv l 
Cler ic of Odin) .”  You can do that . 
 

Cosm o log y  ( Op t ion al )  
The following descr ipt ion of the m ajor planes of existence is only 
one possible schem e or interpretat ion. I t  is presented here to t ie 
together a number of concepts that  are left  unexplained 
throughout  the core rules. The GM should feel free to use this as 
writ ten, alter it ,  or disregard it  com pletely depending on the needs 
of the cam paign.  

Material Plane 
The m aterial plane is the plane m ost  cam paign worlds are on. 
There are an infinite num ber of m ater ial planes, each of which 
may be wildly or subt ly different  from  one another, and each one 
m ay operate under different  m agical or physical laws. Each 
material plane consists of its own universe, with the planet  the 
characters are from , a sun, a solar system , and so on. 

Transitive Planes 
These three planes are used to get  from  one place to another. The 
ast ral plane is a conduit  to all other planes, while the ethereal 
plane and the plane of shadow both serve as m eans of 
t ransportat ion within the mater ial plane they’re connected to. 
These planes have the st rongest  regular interact ion with the 
m aterial plane and are often accessed by using various spells. 
They have nat ive inhabitants as well.  
 
Ast r a l  Plan e:  The ast ral plane is the space between the planes. I t  
is a great , endless sphere of clear silvery sky, both above and 
below. Occasional bits of solid m at ter can be found here, but  m ost  
of the ast ral plane is an endless, open dom ain. 
 
Et h er ea l  Plan e:  The ethereal plane is coexistent  with the 
m aterial plane and often other planes as well.  The m aterial plane 
it self is v isible from  the ethereal plane, but  it  appears m uted and 
indist inct , it s colors blurr ing into each other and it s edges turning 
fuzzy. 
 
While it  is possible to see into the m aterial plane from  the ethereal 
plane, the ethereal plane is usually invisible to those on the 
m aterial plane. Norm ally, creatures on the ethereal plane cannot  
at tack creatures on the m ater ial plane, and vice versa. A t raveler 
on the ethereal plane is invisible, incorporeal, and ut ter ly silent  to 
someone on the mater ial plane.  
 
The ethereal plane is most ly em pty of st ructures and 
im pedim ents. However, the plane has it s own inhabitants. Som e 
of these are other ethereal t ravelers, but  the ghosts found here 
pose a part icular peril to those who walk the fog.  
 
Plan e o f  Sh ad ow :  The plane of shadow is a dim ly lit  dim ension 
that  is both coterm inous to and coexistent  with the mater ial plane. 
I t  overlaps the m aterial plane m uch as the ethereal plane does, so 
a planar t raveler can use the plane of shadow to cover great  
distances quickly. This plane is also coterm inous to other planes.  
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The plane of shadow is a wor ld of black and white;  color it self has 
been bleached from  the environm ent . I t  otherwise appears sim ilar 
to the mater ial plane. 

Inner Planes 
These six planes are m anifestat ions of the basic building blocks of 
the universe. Each is m ade up of a single type of energy or 
elem ent  that  overwhelm s all others. The nat ives of a part icular 
I nner plane are m ade of the sam e energy or element  as the plane 
it self.  
 
Elem en t a l  Plan e o f  A i r :  The elemental plane of air  is an empty 
plane, consist ing of sky above and sky below. The elem ental plane 
of air  is the m ost  com fortable and survivable of the I nner planes, 
and it  is the hom e of all m anner of airborne creatures. I ndeed, 
fly ing creatures find them selves at  a great  advantage on this 
plane. While t ravelers without  flight  can survive easily here, they 
are at  a disadvantage. 
 
Elem en t a l  Plan e o f  Ear t h :  The elemental plane of earth is a 
solid place m ade of rock, soil,  and stone. An unwary and 
unprepared t raveler m ay find him self entom bed within this vast  
solidity of m aterial and have his life crushed into nothingness, his 
powdered rem ains a warning to any foolish enough to follow. 
Despite it s solid, unyielding nature, the elemental plane of earth is 
var ied in its consistency, ranging from  relat ively soft  soil to veins 
of heavier and m ore valuable m etal.  
 
Elem en t a l  Plan e o f  Fi r e:  Everything is alight  on the elem ental 
plane of fire. The ground is nothing m ore than great , ever shift ing 
plates of com pressed flame. The air  r ipples with the heat  of 
cont inual f irestorms, and the most  common liquid is magm a, not  
water . The oceans are m ade of liquid flame, and the m ountains 
ooze with m olten lava. fire survives here without  need for fuel or 
air , but  flam m ables brought  onto the plane are consumed readily. 
  
Elem en t a l  Plan e o f  W at er :  The elemental plane of water is a 
sea without  a f loor or a surface, an ent irely fluid environm ent  lit  
by a diffuse glow. I t  is one of the m ore hospitable of the I nner 
planes once a t raveler gets past  the problem  of breathing the local 
m edium. The eternal oceans of this plane vary between ice cold 
and boiling hot , between saline and fresh. They are perpetually in 
m ot ion, wracked by currents and t ides. The plane’s permanent  
set t lem ents form  around bits of flotsam  and jetsam suspended 
within this endless liquid. These set t lem ents drift  on the t ides of 
the elem ental plane of Water. 
 
Neg at iv e En er g y  Plan e:  To an observer, there’s lit t le to see on 
the negat ive energy plane. I t  is a dark, em pty place, an eternal pit  
where a t raveler can fall unt il the plane itself steals away all light  
and life. The negat ive energy plane is the m ost  host ile of the I nner 
planes, and the m ost  uncar ing and intolerant  of life. Only 
creatures imm une to it s life-draining energies can survive there. 
 
Posi t i v e  En er g y  Plan e:  The posit ive energy plane has no surface 
and is akin to the elemental plane of air  with its wide-open nature. 
However, every bit  of this plane glows br ight ly with innate power. 
This power is dangerous to m ortal form s, which are not  m ade to 
handle it .  Despite the beneficial effects of the plane, it  is one of 
the m ost  host ile of the inner planes. An unprotected character on 
this plane swells with power as posit ive energy is force- fed into 
her. Then, her m ortal fram e unable to contain that  power, she 
im m olates as if she were a sm all planet  caught  at  the edge of a 
supernova. Visit s to the Posit ive Energy plane are br ief, and even 
then t ravelers must  be heavily protected. 

Outer Planes 
The deit ies live on the outer planes, as do creatures such as 
dem ons. Each of the outer planes has an alignm ent , represent ing 
a part icular m oral or ethical out look, and the nat ives of each plane 
tend to behave in agreem ent  with that  plane’s alignment . The 
outer planes are also the final rest ing place of souls from  the 

m aterial plane, whether that  f inal rest  takes the form  of calm  
int rospect ion or eternal damnat ion. 
 
Plan e o f  Or d er :  The plane of order is a realm  where Law rules 
eternally and com pletely. All gods aligned with Law reside here. 
This plane is alien to beings from  the m ater ial plane. I t  is an 
infinite universe of complete order, where t ime, if it  exists at  all,  is 
stat ic. Order is achieved to such perfect ion that  nothing decays or 
fails from  wear or age. Any being that  physically enters this place 
is t rapped like a fly in amber. The gods of Law som et im es reside 
in small pockets of reality that  m im ic processes on the m aterial 
plane, m uch like a separate dem iplane within the plane of order. 
 
Plan e o f  Ba lan ce:  The plane of balance resembles a typical 
m aterial plane in m any ways. I n the plane of balance, all forces 
act  to equally oppose one another. Even m agical and physical laws 
are balanced, such that  m ost  m agic funct ions, as do m ost  
technologies from other worlds. Despite it s balance in all things, 
the plane of balance is no “heaven.”  Just  as powers are balanced 
here, so are diseases, wars, and other unpleasant  phenomenon. 
Balance is an unfeeling force that  seeks only that  neither Law nor 
Chaos ever t ips the balance. Freedom from  suffer ing or other 
undesirable aff lict ions is not  guaranteed in this place, since these 
things, and their absence, must  always exist  simultaneously to 
maintain balance. Gods of Neut rality call this plane home, where 
they typical rule a port ion of this infinitely sized plane. 
 
Plan e o f  Ch aos:  The plane of chaos is known by m any nam es, 
such as the abyss or Hell.  The plane of chaos is com posed of an 
infinite num ber of levels, each stacked on top of the next , and 
each consist ing of an infinite universe unto itself. Every im aginable 
possibility exists in these universes. One m ay appear as a vir tual 
paradise, but  for som e deadly and twisted character ist ic, and 
others are com plete vortexes of dest ruct ion. Som e of the infinite 
worlds within the plane of chaos are often referred to as dem on 
worlds, because it  is from  these worlds that  all demons or iginate. 
Gods of Chaos call these worlds hom e, as do other powerful 
dem on lords who m ay rule ent ire dem on worlds. 
 
Plan e o f  Beast s:  The plane of beasts is the hom e of all beast  
lords, or powers that  represent  the equivalent  of deit ies for 
anim als and m onsters. Like the plane of chaos, there are an 
infinite num ber of universes (beast realm s)  within this plane, and 
each m ay be very different  from  one another. They include worlds 
of all terrain types, and have no part icular allegiance to Law, 
Neut rality, or Chaos, as any of these forces m ay be found in beast  
realm s. 

Dem iplanes 
This category covers all ext radim ensional spaces that  funct ion like 
planes but  have m easurable size and lim ited access. Other kinds 
of planes are theoret ically infinite in size, but  a dem iplane m ight  
be only a few hundred feet  across. Any dem iplane could have the 
character ist ics of any other plane. Dem iplanes can be found 
“ float ing”  freely within the ast ral or ethereal planes. 
 

Mak in g  Mag ic I t em s Dist in ct i v e an d  

Un iq u e 
The best  way to get  players to appreciate their m agic item s is to 
m ake each one unique. There are a variety of ways to do so, the 
but  easiest  ways are to name them, describe them , and give them 
unique powers or com binat ions of powers. 
 
Nam ed  I t em s :  Nam ing m agic items is the simplest  way to make 
them unique. King Arthur did not  wield a Sword + 3, and neither 
should any other hero. Very rarely a m agic item  m ight  be 
explained away as “a m ighty blade”  or “a wand of flam es” , but  
m ore likely they will have a nam e. However, even a m ighty blade 
is a bet ter descriptor than a sword + 3. 
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The easiest  way to nam e an item  is to add a proper nam e to it  
that  it  is associated with. This can be a person who wielded it  or to 
whom  it  was dedicated or who crafted it  ( the Waraxe of Durin 
Thewcleaver) , a place where it  was created or where it  was m ade 
fam ous ( the Staff of Cedar Pass) , or the god by whom  it  was 
blessed or to whom  it  was dedicated ( the Seventh Ring of I rkull 
the Black) . Associat ing an item  to your gam e world m akes both 
the item  and the history of the set t ing spr ing to life in the m inds of 
the players. They are far m ore likely to be interested in the tom b 
of Durin Thewcleaver (and his history)  if they have (or have in the 
past  had)  his m ighty waraxe. 
 
The m ore diff icult  m ethod of nam ing magic item s is to give the 
m agic item  a proper nam e itself, typically associated with the 
powers of the item . Weapons like Skullsplit ter, Shieldbreaker and 
The Sword of Kings. But  don’t  be rest r icted to descript ive nam es 
in our own language, look up a few descript ive terms in other 
languages (preferably that  the players don’t  speak)  and sprinkle 
them  in also (and don’t  worry about  pronunciat ion) . 
 
Un iq u e Descr ip t ion s:  Descr ibing magic items in ways that  make 
them stand out  will also keep them unique. Add color to your 
blades, r ings and pot ions. Runic em bossm ents and finery on 
cloaks, arm or and shields. Even pot ions and scrolls take on a life 
of their  own with odd bot t les and containers, st range papers and 
bizarre inks. Players are m ore likely to rem em ber their  drum s of 
panic m ade of the skulls of ogres and hill giants. 
 
Un iq u e Pow er s:  Add an addit ional power to a m agic item  and it  
will likely become t reasured by its owner.  
After all, upgrading from  Plate Mail + 1 to Plate Mail + 2 should be 
a no-brainer. But  what  if the Plate Mail + 1 also provides a bonus 
to retainer morale or a + 1 on saving throws against  pet r ificat ion 
and polym orph? Suddenly the m agic item s are harder to rate 
against  one another based purely on their  “plusses” . 
 
This can become a pit fall if not  used carefully. While powerful 
item s m ight  combine the benefit s of mult iple “standard”  m agic 
item s ( like a r ing that  provides both protect ion and invisibilit y) , 
these should be rare and t reated by the DM as if they were 
signif icant ly m ore powerful than either of the two item s on their 
own. The goal with unique powers is to provide m inor powers to 
an item  that  m ake it  stand out , not  to make it  replace two or three 
other m agic items. Sim ple m inor powers include the item  never 
get t ing dir ty;  glowing like a candle or even a torch;  a weapon that  
dr inks the blood on st r iking a foe;  a r ing that  improves the 
wearer’s penm anship;  or a cloak that  enhances react ion checks in 
high society. 
 

Cu m u lat iv e Mag ica l  Ef f ect s 
Magic item s that  affect  different  abilit ies can be combined. I n 
addit ion, spells can be com bined with the effects of m agic items. 
However, two items cannot  be used to increase the sam e ability . 
For instance, a character cannot  wear a r ing of protect ion and a 
cloak of protect ion and com bine the protect ive effects – he will 
only gain the benefit s of the greater of the two enchantm ents. 
 

Gu id el in es No t  Ru les 
Finally, rem em ber that  these rules are a tool for the GM. I f 
som ething herein does not  work r ight  in your cam paign, change it .  
The object  is to have fun, not  be a slave to rules or to players who 
think being a rules- lawyer is the way to get  ahead. I n m any 
roleplaying games, the Rules As Writ ten (RAW) are often 
considered sacrosanct  or at  least  som ehow bet ter than those a GM 
can com e up with him self. This is not  t rue of Microlite81 so please 
change anything you do not  like or that  needs to work different ly 
in your cam paign or set t ing. Rem em ber also that  there is no “one 
t rue way”  to play Microlite81.  As long as you and your players are 
enjoying the gam e, it  does not  m at ter what  other people 
( including m em bers of forum s and social m edia on the I nternet )  
think of the way your group does things. Trying to please people 

who are not  even playing in your game is not  only a waste of your 
t im e and effort ;  it ’s a sure way to ruin your group’s fun. 

OLD SCHOOL I NTERNET 

RESOURCES 

Old - Sch oo l  Blog s 
There are a lot  of old-school blogs. Even a select ion of just  the 
ones I  current ly read regular ly would fill up a page or two and 
would likely be out  of date quickly. Fortunately, there is a great  
place to find old school RPG blogs - -  the RPG Blog Network, check 
the Legacy D&D category:   
ht tp: / / www.rpgbloggers.com /  
 

Maj o r  Old - Sch oo l  Fo r u m s 
Dr ag on sf oo t  

Very large forum  discussing 1e and ear lier, related gam es like 
ret ro-clones, Hackm aster, and Cast les & Crusades. Many people 
who worked for TSR in the early days post  here. Many free 
downloads including Footpr ints m agazine and adventures. 
ht tp: / / www.dragonsfoot .org/   
 
Kn ig h t s &  Kn av es Aleh ou se 

Discussions of B/ X and 1e. 
ht tp: / / knights-n-knaves.com / phpbb/   
 
Or ig in a l  D& D Discu ssion  

Mainly discussions of B/ X. Hom e of Fight  On!  Magazine. 
ht tp: / / odd74.proboards76.com/   
 
Th e Piazza:  Old  D& D Cam p aig n  W or ld s 

Discussions of old published cam paign worlds including m any no 
longer officially  supported. 
ht tp: / / www.thepiazza.org.uk/ bb/ index.php  
 

Old  Sch oo l  Pr od u ct  
A num ber of publishers are producing new m aterial for old school 
gam es (using the OGL and ret ro-clones for com pat ibility) . Many of 
these products are available through OneBookShelf (e.g. 
DriveThruRPG and RPGNow, m ost  in the “Other System s”  part  of 
the site) . Som e downloadable products are even available free.  
ht tp: / / www.rpgnow.com / browse.php?filters= 0_0_9999_0_0&affili
ate_id= 196921  
 
Micr o l i t e2 0  No t es 

Microlite20 is a t r imm ed down sub-m iniature version of the OGL 
3.5 SRD. I n it s m ost  basic form , Microlite20 has only two pages of 
rules but  can be used with m ost  fantasy OGL and d20 adventures 
and supplem ents with lit t le or no conversion. Since M20 was 
published in 2006, many people who prefer rules- lite gam es have 
been using it  for their  d20 gam es and/ or writ ing expansions, 
supplem ents and other m ater ial especially for M20. You can find 
out  more about  the or iginal Microlite20 and find more variants like 
Microlite81 on the Microlite20 web sites:  ht tp: / / m icrolite20.net /  
and ht tp: / / m icrolit20.org/ .  
 

Ret r o r o lep lay in g  W eb  Si t e  

The author of Microlite81 m aintains a web site devoted to out  of 
pr int  and out  of style tabletop roleplaying gam es. He is always 
willing to discuss and answer quest ions about  Microlite81 in the 
Microlite81 board on the Ret roRoleplaying forum . 
 
Web Site:  ht tp: / / www.ret roroleplaying.com /  
Forum :  ht tp: / / www.ret roroleplaying.com / forum /   
Blog:  ht tp: / / blog.ret roroleplaying.com /   
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M I CROLI TE8 1  

TRADEMARK L I CENSE 
Note that  this license only takes effect  once the Final Version of 

Microlite81 is released. I t  is therefore NOT in effect  now. 

You m ay use the Microlite81 t rademarks in your own OGL products 
without  obtaining pr ior perm ission from  the t radem ark owner in 
two cases:  

1)  Adventures, cam paign set t ings, and other supplements 
either designed specifically for Microlite81 or that  are 
writ ten for another 0e, B/ X, BECMI  or 1e rule set  m ay be 
labeled “Suitable for use with Microlite81” . 

 
2)  Microlite81 m ay be m ent ioned by nam e in docum ents (or 

sect ions of a larger product )  writ ten to provide 
inform at ion on convert ing adventures and other m aterials 
between one gam e system and another. 

 
I n no case m ay the Microlite81 t radem arks be used in any m anner 
than indicates a product  is endorsed or otherwise approved by the 
author of Microlite81. The terms “Microlite81 Companion”  and 
“Microlite81 Supplement ”  m ay not  be used in the t it le of a product  
without  perm ission in wr it ing. 
 
All others uses of the “Microlite81”  t rademarks in products 
requires perm ission in writ ing from  the t rademark owner. This 
perm ission will generally be given, so don’t  be afraid to ask. 

 
 

Microlite81 Advanced 
Version 1.0 Silver (November 23, 2015)  

 
Copyright  ©  2015 Randall S Stukey 

OPEN  GAME 

LI CENSE VERSI ON 

1 .0 A  

The following text  is the property of Wizards of the Coast , I nc. and is Copyright  2000 
Wizards of the Coast , I nc ( "Wizards") . All Rights Reserved. 
1. Definit ions:  (a) "Cont r ibutors" means the copyr ight  and/ or t rademark owners who 
have cont r ibuted Open Game Content ;  (b) "Derivat ive Mater ial"  means copyr ighted 
mater ial including der ivat ive works and t ranslat ions ( including into other computer 
languages) , potat ion, modificat ion, correct ion, addit ion, extension, upgrade, 
improvement , com pilat ion, abr idgment  or other form  in which an exist ing work may be 
recast , t ransformed or adapted;  (c)  "Dist r ibute"  means to reproduce, license, rent , 
lease, sell, broadcast , publicly display, t ransm it  or otherwise dist r ibute;  “Open Game 
Content"  means the game mechanic and includes the methods, procedures, processes 
and rout ines to the extent  such content  does not  embody the Product  I dent it y and is an 
enhancement  over the pr ior art  and any addit ional content  clear ly ident if ied as Open 
Game Content  by the Cont r ibutor, and means any work covered by this License, 
including t ranslat ions and der ivat ive works under copyr ight  law, but  specifically excludes 
Product  I dent it y. (e)  "Product  I dent ity"  means product  and product  line names, logos 
and ident ifying marks including t rade dress;  art ifacts;  creatures characters;  stor ies, 
storylines, plots, themat ic elements, dialogue, incidents, language, artwork, symbols, 
designs, depict ions, likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representat ions;  names and descript ions of 
characters, spells, enchantments, personalit ies, teams, personas, likenesses and special 
abilit ies;  places, locat ions, environments, creatures, equipment , magical or supernatural 
abilit ies or effects, logos, symbols, or graphic designs;  and any other t radem ark or 
registered t rademark clear ly ident ified as Product  ident ity by the owner of the Product  
I dent it y, and which specifically excludes the Open Game Content ;  ( f)  "Trademark"  
means the logos, names, mark, sign, m ot to, designs that  are used by a Cont r ibutor to 
ident ify itself or its products or the associated products cont r ibuted to the Open Game 
License by the Cont r ibutor (g)  "Use", "Used" or "Using" m eans to use, Dist r ibute, copy, 
edit , form at , m odify, t ranslate and otherwise create Derivat ive Mater ial of Open Game 
Content . (h)  "You" or "Your"  means the licensee in terms of this agreement . 
2. The License:  This License applies to any Open Game Content  that  contains a not ice 
indicat ing that  the Open Game Content  may only be Used under and in terms of this 
License. You must  affix such a not ice to any Open Game Content  that  you Use. No terms 
may be added to or subt racted from this License except  as descr ibed by the License 
itself.  No other terms or condit ions may be applied to any Open Game Content  
dist r ibuted using this License. 
3.Offer and Acceptance:  By Using the Open Game Content  You indicate Your acceptance 
of the terms of this License. 
4. Grant  and Considerat ion:  I n considerat ion for agreeing to use this License, the 
Contr ibutors grant  You a perpetual, worldwide, royalty- free, non-exclusive license with 
the exact  terms of this License to Use, the Open Game Content . 
5.Representat ion of Author ity to Cont r ibute:  I f You are cont r ibut ing or iginal m ater ial as 
Open Game Content , You represent  that  Your Contr ibut ions are Your or iginal creat ion 
and/ or You have sufficient  r ights to grant  the r ights conveyed by this License. 
6.Not ice of License Copyright :  You must  update the COPYRI GHT NOTI CE port ion of this 
License to include the exact  text  of the COPYRI GHT NOTI CE of any Open Gam e Content  
You are copying, m odifying or dist r ibut ing, and You must  add the t it le, the copyr ight  
date, and the copyr ight  holder 's name to the COPYRI GHT NOTI CE of any or iginal Open 
Game Content  you Dist r ibute. 
7. Use of Product  I dent ity:  You agree not  to Use any Product  I dent ity, including as an 
indicat ion as to com pat ibility , except  as expressly licensed in another, independent  
Agreement  with the owner of each element  of that  Product  I dent it y. You agree not  to 
indicate compat ibilit y or co-adaptability  with any Trademark or Registered Trademark in 
conjunct ion with a work containing Open Game Content  except  as expressly licensed in 
another, independent  Agreement  with the owner of such Trademark or Registered 
Trademark. The use of any Product  I dent ity in Open Game Content  does not  const itute a 
challenge to the ownership of that  Product  I dent it y. The owner of any Product  I dent it y 
used in Open Game Content  shall retain all r ights, t it le and interest  in and to that  
Product  I dent it y. 
8. I dent if icat ion:  I f you dist r ibute Open Game Content  You must  clear ly indicate which 
port ions of the work that  you are dist r ibut ing are Open Game Content . 
9. Updat ing the License:  Wizards or its designated Agents may publish updated versions 
of this License. You may use any author ized version of this License to copy, modify and 
dist r ibute any Open Game Content  or iginally dist r ibuted under any version of this 
License. 
10 Copy of this License:  You MUST include a copy of this License with every copy of the 
Open Game Content  You Dist r ibute. 
11. Use of Cont r ibutor Credits:  You may not  market  or advert ise the Open Gam e 
Content  using the name of any Cont r ibutor unless You have writ ten perm ission from the 
Contr ibutor to do so. 
12 I nability to Com ply:  I f it  is im possible for You to comply with any of the terms of this 
License with respect  to some or all of the Open Game Content  due to statute, judicial 
order, or governmental regulat ion then You may not  Use any Open Game Mater ial so 
affected. 
13 Term inat ion:  This License will term inate automat ically if You fail to comply with all 
terms herein and fail to cure such breach within 30 days of becom ing aware of the 
breach. All sublicenses shall survive the term inat ion of this License. 
14 Reformat ion:  I f any provision of this License is held to be unenforceable, such 
provision shall be reformed only to the extent  necessary to make it  enforceable. 
 
15 COPYRI GHT NOTI CE 
Open Game License v 1.0 Copyright  2000, Wizards of the Coast , I nc. 
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System Reference Document  Copyright  2000-2003, Wizards of the Coast , I nc.;  Authors 
Jonathan Tweet , Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, 
Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyat t , based on 
or iginal mater ial by E. Gary Gygax and Dave Arneson. 
Cave Cricket  from  the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
Authors Scot t  Greene and Clark Peterson, based on or iginal mater ial by Gary Gygax. 
Crab, Monst rous from the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
Author Scot t  Greene, based on or iginal mater ial by Gary Gygax. 
Fly, Giant  from  the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  Author 
Scot t  Greene, based on or iginal mater ial by Gary Gygax. 
Golem, Wood from the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
Authors Scot t  Greene and Pat r ick Lawinger. 
Kamadan from the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  Author 
Scot t  Greene, based on or iginal mater ial by Nick Louth. 
Rot  Grub from the Tome of Horrors, Copyright  2002, Necromancer Games, I nc.;  Authors 
Scot t  Greene and Clark Peterson, based on or iginal mater ial by Gary Gygax 
Aerial Servant  from  the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
authors Scot t  Greene and Clark Peterson, based on or iginal mater ial by Gary Gygax. 
Ast ral Raiders from Ancient  Vaults & Eldr itch Secrets, copyr ight  2009 by “bat ” (  dba 
Domain Perilous Publishing)  
Axe Beak from the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  author 
Scot t  Greene, based on or iginal mater ial by Gary Gygax. 
Beet le, Giant  Boring from the Tome of Horrors, copyr ight  2002, Necromancer Games, 
I nc.;  author Scot t  Greene, based on or iginal mater ial by Gary Gygax. 
Beet le, Giant  Rhinoceros from the Tome of Horrors, copyr ight  2002, Necromancer 
Games, I nc.;  author  Scot t  Greene, based on original material by Gary Gygax. 
Brownie from the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  author 
Scot t  Greene, based on or iginal mater ial by Gary Gygax. 
Crayfish, Monst rous from the Tome of Horrors, copyr ight  2002, Necromancer Games, 
I nc.;  author Scot t  Greene, based on or iginal mater ial by Gary Gygax. 
Demon:  Juiblex “The Faceless Lord”  (Demon Lord)  from  the Tome of Horrors, copyright  
2002, Necromancer Games, I nc.;  author Scot t  Greene, based on or iginal mater ial by 
Gary Gygax. 
Demon:  Orcus (Demon Prince of Undead)  from  the Tome of Horrors, copyr ight  2002, 
Necromancer Games, I nc.;  authors Scot t  Greene and Clark Peterson, based on or iginal 
mater ial by Gary Gygax. 
Devil:  Amon (Duke of Hell)  from  the Tome of Horrors, copyr ight  2002, Necromancer 
Games, I nc.;  author  Scot t  Greene, based on original material by Gary Gygax. 
Devil:  Bael (Duke of Hell)  from  the Tome of Horrors, copyr ight  2002, Necromancer 
Games, I nc.;  author  Scot t  Greene, based on original material by Gary Gygax. 
Devil:  Geryon (Arch-Devil)  from  the Tome of Horrors, copyr ight  2002, Necromancer 
Games, I nc.;  author  Scot t  Greene, based on original material by Gary Gygax. 
Ear Seeker from  the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
authors Scot t  Greene and Erica Balsley, based on or iginal m ater ial by Gary Gygax. 
Eel, Elect r ic from  the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
author Scot t  Greene. 
Eye of the Deep from the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
author Scot t  Greene, based on or iginal mater ial by Gary Gygax. 
Float ing Eye from the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
author Scot t  Greene, based on or iginal mater ial by Gary Gygax. 
Frog, Monst rous from the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
authors Scot t  Greene and Clark Peterson, based on or iginal mater ial by Gary Gygax. 
Frog, Monst rous Killer from  the Tome of Horrors, copyright  2002, Necromancer Games, 
I nc.;  authors Scot t  Greene and Clark Peterson, based on or iginal mater ial by Gary 
Gygax. 
Frog, Monst rous Poisonous from the Tome of Horrors, copyr ight  2002, Necromancer 
Games, I nc.;  authors Scot t  Greene and Clark Peterson, based on or iginal mater ial by 
Gary Gygax. 
Gas Spore from the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
authors Scot t  Greene and Clark Peterson, based on or iginal mater ial by Gary Gygax. 
Gorbel from  the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  author 
Scot t  Greene, based on or iginal mater ial by Andrew Key. 
Groaning Spir it  from  the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
authors Scot t  Greene and Clark Peterson, based on or iginal mater ial by Gary Gygax. 
Hippocam pus from the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
authors Scot t  Greene and Erica Balsey, based on original m aterial by Gary Gygax. 
Jackalwere from the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  author 
Scot t  Greene based, on or iginal mater ial by Gary Gygax. 
Leprechaun from the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
author Scot t  Greene based on or iginal mater ial by Gary Gygax. 
Lurker Above from the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
author Scot t  Greene, based on or iginal mater ial by Gary Gygax. 
Piercer from  the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  authors 
Scot t  Greene and Clark Peterson, based on or iginal mater ial by Gary Gygax. 
Slither ing Tracker from  the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
author Scot t  Greene, based on or iginal mater ial by Gary Gygax,  
Slug, Giant  from  the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  author 
Scot t  Greene, based on or iginal mater ial by Gary Gygax. 
St rangle Weed from the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
author Scot t  Greene, based on or iginal mater ial by Gary Gygax. 
Tick, Giant  from  the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  author 
Scot t  Greene, based on or iginal mater ial by Gary Gygax. 
Trapper from  the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  author 
Scot t  Greene, based on or iginal mater ial by Gary Gygax,  
Turt le, Giant  Snapping from the Tome of Horrors, copyright  2002, Necromancer Games, 
I nc.;  author Scot t  Green, based on or iginal mater ial by Gary Gygax. 
Wind Walker from  the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  
author Scot t  Greene, based on or iginal mater ial by Gary Gygax, 
Yet i from  the Tome of Horrors, copyr ight  2002, Necromancer Games, I nc.;  author Scot t  
Green, based on or iginal mater ial by Gary Gygax. 
Cast les & Crusades:  Players Handbook, Copyright  2004, Troll Lord Games;  Authors Davis 
Chenault  and Mac Golden. 
The Blasphemous Best iary – ©  2010 Dominique Crouzet 
Errant  RPG, Copyright  2010, Greg Christopher 
Labyr inth Lord Copyright  2007-2009, Daniel Proctor. Author Daniel Proctor 
Darwin’s World Copyright  2002, RPGObjects;  Authors Dom inic Covey and Chr is Davis. 
Mutant  Future Copyright  2008, Daniel Proctor and Ryan Denison. Authors Daniel Proctor 
and Ryan Denison.  

Advanced Edit ion Companion, Copyright  2009-2010, Daniel Proctor. Author Daniel 
Proctor. 
Half-Ogre, copyr ight  2012 James M. Spahn 
Magical Theorems & Dark Pacts, copyr ight  2013 Dyson Logos  
OSRI C Chapter I  copyr ight  2006-08 by Stuart  Marshall. OSRI C Chapter I I  
copyright  2006-08 by Stuart  Marshall. OSRI C Chapter I I I  copyright  2006-  
08 by Stuart  Marshall, Trent  Foster, James Boney and Vincent  Fruge. 
Adventurer Conqueror King Copyright  2011, Autarch;  Authors Alexander Macris, Tavis 
Allison, Greg Tito, and Ryan Browning.  
Basic Fantasy Role-Playing Game Copyright  2006-2008, Chris Gonnerman. 
Microlite20 ©  2006, Robin V. Stacey ( robin@greywulf.net )  
M20 Hard Core Rules ©  2008, Alex Shroder 
Microlite74 ©  2008, Randall S. Stukey 
Microlite74 2.0 ©  2009, Randall S. Stukey 
Universal Combat  Act ions ©  2009, JSpekt r  
Ancient  Auguries:  A Microlite74 Version 2.0 Supplement  ©  2009, Randall S. Stukey 
Relics & Ruins ©  2009, Ed Green 
Omerian Tales – Core Rules ©  2010, Charles J. Eichman  
Savage Swords of Athanor ©  2009, Douglas Easter ly 
TMKT ©  2008-2010 Mike Berkey 
MULRAH ©  2010, Chris Flood 
Microlite75 ©  2011, Randall S. Stukey 
Beacon ©  2010, 2011, Todd Mitchell ( tem itchell@yahoo.com)  
Fantasy Expansion:  Character Creat ion Opt ions ©  2011, Andrew Domino 
Microlite74 Extended 3.0 ©  2011, Randall S. Stukey 
Microlite74 Companion 1:  Opt ional Rules ©  2011, Randall S. Stukey 
Microlite74 Swords & Sorcery ©  2012, Randall S. Stukey 
A Pack of Gnolls ©  2011-2012, Sully 
Librarylass’ Supplemental Rules, ©  2012, Rachel Ghoul 
Microlite74 Companion I I :  Treasure ©  2013, Randall S. Stukey  
Microlite74 Companion I V:  Best iary of Monsters ©  2013, Randall S. Stukey  
Microlite74 Companion V:  First  Edit ion Spells ©  2013, Randall S. Stukey 
Microlite81 ©  2013, Randall S. Stukey  
Microlite81 Extended ©  2014, Randall S. Stukey  
Microlite81 Complete © 2013, 2015, Randall S. Stukey 
Microlite81 Advanced © 2015, Randall S. Stukey 
[ End of License]  
 
This product  is 100%  Open Game Content  except  for Product  I dent it y, as per the Open 
Game License above.  Product  I dent ity includes Microlite81,Microlite81 Extended, 
Microlite81 Advanced, Microlite81 Advanced, Microlite81 Companion, Microlite81 
Supplement , and Randall S. Stukey and all pictures and illust rat ions.



 

 
 
 
 
 

 

 
 
  



 

 

Microlite81 

Advanced 
Microlite81 games are t r immed-down m iniature versions 
of the Prim ary Fantasy SRD rules designed to be quick 
and easy to play, especially when compared to modern 
incarnat ions of the game. The goal of Microlite81 games 
is to recreate the style and feel of the “B/ X”  edit ion of the 
world’s first  fantasy roleplaying game published back in 
1981 without  giving up all of the clearer mechanics of 
m odern D20-based versions. 

The Microlite81 rules are based on the rules of the 
world’s most  popular fantasy roleplaying game, 
specifically the Basic and Expert  boxed sets published in 
1981, often referred to as B/ X. The rules are not  
intended to be an exact  clone of the B/ X rules, but  rather 
a conversion of them  to a rules- lite D20-based system 
(Microlite20)  that  encourages old-school play without  
st r ict ly old-school rules. This Microlite81 Advanced 
edit ion is the complete edit ion of Microlite81 with the 
spell lists, m onsters, and t reasure from  the 1e 
“advanced”  version of the world’s most  popular fantasy 
RPG combined with author’s house rules from  the 1977-
1983 era. There are a large number of opt ional rules:  
psionics, m utat ions, etc. For those less fam iliar with old 
school gam ing, Microlite81 Advanced provides 
informat ion for both the GM and the players on the 
various “old school”  styles of play. Microlite81 games can 
easily use adventures and material from  early edit ions of 
the world’s most  popular tabletop fantasy roleplaying 
gam e or m odern clones. 
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