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CHARACTER GENERATION

Ability Scores

The  basic  attributes  of  a  character  are  numbers  representing  Strength,  Dexterity 
(quickness  and  coordination),  Constitution  (general  health  and  hardiness), 
Intelligence  (education  and  IQ),  Wisdom  (common  sense),  and  Charisma 
(leadership). The first step needed to create a character is to roll dice for these six  
ability scores. 

Roll 3d6 seven times. After removing the lowest roll, place the remainder how you 
desire within the following abilities: STR, DEX, CON, INT, WIS, CHA

Note that ability scores are less important in this game than in modern games.  For 
the  basic  character  classes,  there  are  no  minimum  pre-requisite  ability  scores, 
therefore one can play a fighter character with a 5 STR and an INT of  16 if  desired. 
Some alternative classes may require a minimum pre-requisite ability.  Ability scores 
gain bonuses in experience.

Strength 

A high Strength gives your character bonuses when attacking with a sword or other 
hand-held weapon (called a “melee weapon”). The table below shows you the effects 
of  your Strength score. For convenience, you may want to write down these bonuses  
on your character sheet next to the Strength score. Strength is the Prime Attribute for 
the Fighting-man class.

Strength To Hit 
Modifier

Damage 
Modifier

Open 
Doors

Carry Modifier 
(in pounds)

3-4 -2 -2 1 -10

5-6 -1 -1 1 -5

7-8 +0 +0 1-2 +0

9-12 +0 +0 1-2 +5

13-15 +1 +1 1-2 +10

16 +1 +1 1-3 +15

17 +2 +2 1-4 +30

18 +2 +3 1-5 +50

Dexterity

A high Dexterity score gives your character bonuses when attacking with a bow or 
other ranged weapon, and improves your “armor class,” making you harder to hit. 
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Dexterity To Hit Modifier 
(range)

AC Adjustment

3 -2 -2

4-8 -1 -1

9-12 +0 +0

13-17 +1 +1

18 +2 +2

Constitution

A high Constitution gives your character extra hit points.

Constitution Hip Point Modifier Raise Dead Survival

3 -2 25%

4-8 -1 50%

9-12 +0 70%

13-17 +1 90%

18 +2 100%

Intelligence 

A high Intelligence is the Prime Attribute for Magic-user characters, and only Magic-
users with high Intelligence are able to learn the highest-level spells. Those Magic-
users with an Intelligence over 15 earn an extra first level spell.

Intelligence Max. Additional Languages

3-7 0

8-9 1

10-11 2

12-13 3

14-15 4

16-17 5

18 6
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Wisdom

Wisdom  is  the  Prime  Attribute  for  Cleric  characters,  and  any  character  with  a 
Wisdom score of  13 or higher gains a 5% bonus to all experience point awards. If  a 
Cleric has a Wisdom score of  15 or greater, he gains an additional first level spell.

Charisma

A highly charismatic character has a better chance to his way out of  trouble, and can 
lead more followers  than characters with a low Charisma.  Any character  with a 
Charisma score  of  13  or  higher  receives  a  bonus  of  5% to  all  experience  point  
awards.

Charisma Max. 
Hirelings

NPC Reactions

3-4 1 -2

5-6 2 -2

7-8 3 -1

9-12 4 0

13-15 5 +1

16-17 6 +2

18 7 +2

Experience Bonus 

Wisdom 13+:  5%
Charisma 13+:  5%
Prime Ability 13+:  5%

Character Class
There are three basic Character Classes; Fighter, Magic-user, Cleric and Thief.  All 
additional  Character Races use  these  four  classes  as  a  base  (see  specific  races  for 
details).

Cleric 

Clerics are armored priests who serve Law/Good or Chaos/Evil. Most Clerics have 
a patron deity or serve a particular religion.  Regardless of  the details,  you are a  
champion of  your faith and moral alignment. You might be a sinister witch-hunter, 
an exorcist of  demons, or a shining knight of  the faith. Because most of  a Cleric’s 
abilities are oriented toward healing and protecting, Clerics tend to play a support  
role during combat, backing up the front line, but able to stand shoulder to shoulder 
with the party’s Fighting-men if  need be—at least for a while. As a Cleric grows in 
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power  and  reputation,  he  might  establish  a  stronghold  for  his  faith:  a  fortified 
monastery, a soaring cathedral in the wilderness, or whatever strikes him as the best 
way to protect and serve his flock of  acolytes and peasant followers. 

Prime Attribute: Wisdom, 13+ (5% experience)
Hit Dice: 1d6/level (Gains 1 hp/level after 9th.)
Armor/Shield Permitted: Any. 
Weapons Permitted:  Blunt weapons only (club, flail, hammer, mace, staff,  etc.). No 
missile weapons, other than oil or slings (Referee permitting). 
Saving Throw Bonus: +2 vs Paralyzed or Poisoned.

Cleric Class Abilities 

Spell  Casting:  Clerics  cast  divine  spells  from  a  specific  list,  as  per  the  Cleric 
Advancement table. Each day, the Cleric prays for a certain set of  spells, choosing 
any spells from the standard list. Once a spell is cast, it cannot be cast again until the 
next day, unless the Cleric can prepare the spell more than once. For a list of  spells 
see The Book of  the Divine. 

Banishing Undead: Clerics can “Turn” the undead, making them flee from the Cleric’s 
holiness (or,  in the case of  an evil  Cleric,  bringing them to heel  as servants and 
minions). 

HD Example Clerical Level

1 2 3 4 5 6 7 8 9–13 14–18 19+

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

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

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

4 Shadow 19 16 13 7 4 T T D D D D

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

6 Wraith – 20 19 13 10 7 4 T T D D

7 – – 20 16 13 10 7 4 T D D

8 Mummy – – – 19 16 13 10 7 4 T D

9 Spectre – – – 20 19 16 13 10 7 T T

10 Vampire1 – – – – 20 19 16 13 10 4 4

11 Ghost – – – – – 20 19 16 13 7 4

12 Lich – – – – – – 20 19 16 10 7

13 Demon – – – – – – – 20 19 13 10
1 Vampires cannot be turned automatically

Religious  Stronghold  (9th  level):  At  ninth  level,  a  Cleric  character  may  establish  a 
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stronghold and attract a body of  loyal (or perhaps even fanatic) men-at-arms who 
will swear fealty to him. 

Level Experience Title Hit Dice Saving Throw To Hit Bonus

1 0 Acolyte 1 15 +0

2 1,500 Adept 2 14 +0

3 3,000 Priest 3 13 +1

4 6,000 Curate 4 12 +1

5 12,000 Perfect 5 11 +2

6 24,000 Canon 6 10 +2

7 48,000 Lama 7 9 +3

8 100,000 Patriarch 8 8 +3

9 170,000 High Priest 9 7 +4

10 240,000 High Priest +1 hp 6 +5

11 310,000 High Priest +2 hp 5 +5

12 380,000 High Priest +3 hp 4 +6

13 450,000 High Priest +4hp 4 +7

14 520,000 High Priest +5 hp 4 +7

15 590,000 High Priest +6 hp 4 +8

16 660,000 High Priest +7hp 4 +8

17 730000 High Priest +8 hp 4 +9

18 800,000 High Priest +9 hp 4 +10

19 870,000 High Priest +10hp 4 +10

20 940,000 High Priest +11hp 4 +11

21+ +70,000/lvl High Priest +1 hp/lvl 4 +11

Cleric Spells Per Level

Spells

Level 1 2 3 4 5 6 7

1 – – – – – – –

2 1 – – – – – –

3 2 – – – – – –

4 2 1 – – – – –
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5 2 2 1 – – – –

6 2 2 1 1 – – –

7 2 2 2 1 1 – –

8 2 2 2 2 2 – –

9 3 3 3 2 2 – –

10 3 3 3 3 3 – –

11 4 4 4 3 3 – –

12 4 4 4 4 4 1 –

13 5 5 5 4 4 1 –

14 5 5 5 5 5 2 –

15 6 6 6 5 5 2 –

16 6 6 6 6 6 3 –

17 7 7 7 6 6 3 1

18 7 7 7 7 7 4 1

19 8 8 8 7 7 4 2

20 8 8 8 8 8 5 2

21+ 9 9 8 8 8 5 3

Fighting-man (Fighter) 

You are a warrior, trained in battle and in the use of  armor and weapons. Whatever 
type of  Fighting-man you choose to play, you will probably end up on the front lines 
of  your adventuring party, going toe-to-toe with dragons, goblins, and evil cultists, 
hacking your way through them and taking the brunt of  their attacks. The Fighting-
man character is best equipped of  all the character classes to dish out damage and 
absorb it, too. Clerics heal, and Magic-users cast spells, but the down-and-dirty hack 
and slash work is up to you. You’re going to serve as the party’s sword and shield,  
protecting  the  weaker  party  members  and  taking  down the  enemies  before  you. 
Perhaps one day they will tell legends of  your battle prowess, and followers will flock 
to your castle stronghold where you revel in your fame, riches, and newly earned 
nobility. Fail, of  course, and you’ll die, just another forgotten warrior in a dangerous 
world. 

Prime Attribute: Strength, 13+ (5% experience) 
Hit Dice: 1d8/level (Gains 2 hp/level after 9th.) 
Armor/Shield Permitted: Any. 
Weapons Permitted: Any. 
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Fighting-man  Abilities 

Weapon Proficiency:   Only fighters gain a proficiency in weapons use.  At first level 
they may choose a single weapon to be proficient at gaining a +1 to hit.  At 5 th level, 
and every 5 levels beyond, they may choose different single weapon for a +1 to hit 
bonus or the same making it a +2.

Multiple Attacks: Against creatures with less than 1HD or less, a Fighting-man makes 
one attack per level each round. 

Establish Stronghold (9th):  At ninth level, a Fighting-man may establish a stronghold 
and attract a body of  loyal men-at-arms who will swear fealty to him. Most likely, the  
protection  of  a  castle  will  attract  villagers,  and  the  Fighting-man will  become a 
feudal Lord or even a Baron. 

Level Experience Title Hit Dice Saving To Hit Bonus

1 0 Veteran 1 14 +0

2 2,000 Warrior 2 13 +0

3 4,000 Swordsman 3 12 +1

4 8,000 Hero 4 11 +2

5 16,000 Swashbuckler 5 10 +2

6 32,000 Myrmidon 6 9 +3

7 64,000 Champion 7 8 +4

8 128,000 Superhero 8 7 +5

9 256,000 Lord 9 6 +6

10 350,000 Lord +2 hp 5 +7

11 450,000 Lord +4 hp 4 +7

12 550,000 Lord +6 hp 4 +8

13 650,000 Lord +8 hp 4 +9

14 750,000 Lord +10 hp 4 +9

15 850,000 Lord +12 hp 4 +10

16 950,000 Lord +14 hp 4 +11

17 1,050,000 Lord +16 hp 4 +12

18 1,150,000 Lord +18 hp 4 +12

19 1,250,000 Lord +20 hp 4 +13

20 1,350,000 Lord +22 hp 4 +13

21+ +100,000 Lord +2/lvl 4 +14
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Parrying:  Fighters gain a bonus when parrying above the standard -2 from Enemy 
Attacks.

Dexterity Score Penalty to Enemy Attacks

16 -3

17 -4

18 -5

Dwarven Warriors 

Dwarves that that choose to be fighters are considered Dwarven Warriors.  They 
have the abilities of  a Fighting-man and the attributes of  a Dwarf.   

Level Experience Title Hit Dice Saving To Hit Bonus

1 0 Dwarven Veteran 1 14 +0

2 2,150 Dwarven Warrior 2 13 +0

3 4,300 Axe-slayer 3 12 +1

4 8,600 Vanquisher 4 11 +2

5 17,200 Guardian 5 10 +2

6 34,000 Dwarven Hero 6 9 +3

7 68,000 Dwarven Champion 7 8 +4

8 136,000 Dwarven Chief 8 7 +5

9 272,000 Dwarven Lord 9 6 +6

10 350,000 Mountain Lord +2 hp 5 +7

11 450,000 Mountain Lord +2 hp 4 +7

12 550,000 Mountain Lord +2 hp 4 +8

The Magic-user 

The Magic-user is a mysterious figure, a student of  arcane powers and spell casting. 
Usually  cloaked  in  robes  woven  with  mystical  symbols,  Magic-users  can  be 
devastating  opponents.  However,  they  are  usually  physically  weaker  than  other 
adventuring classes, and are untrained in the use of  armor and weapons. As Magic-
users progress in level,  they generally become the most  powerful of  the character 
classes. Perhaps one day, though, you will rise to such heights of  power that you can 
build a mystically protected tower for your researches, create fabulous magic items, 
and scribe new formulae for hitherto unknown spells. Such arch-mages can sway the 
politics of  kingdoms, and command respect and fear across the realms. 
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Prime Attribute: Intelligence, 13+ (5% experience)
Hit Dice: 1d4 (Gains 1 hp/level after 9th level.) 
Armor/Shield Permitted: None.
Weapons Permitted: Dagger, staff, and darts. 
Saving Throw Bonus:  Magic-Users gain a bonus of  +2 vs spells, including spells from 
magic wands and staffs.

Magic-user Class Abilities 

Spell Casting: Unlike the Cleric, a Magic-user owns a book of  spells, which does not 
necessarily include all of  the spells on the standard lists. Reading from the book, the 
Magic-user presses his chosen spell formulae into his mind, “preparing” these spells. 
Once a prepared spell is cast, it disappears from the Magic-user’s ability to cast (until  
it is prepared again). It is possible to prepare a spell multiple times using the available 
“slots”  in  the  Magic-user’s  memory/capability.  If  the  Magic-user  finds  scrolls  of 
spells while adventuring, he can copy them into his spell book.  For a current spell  
list, see The Book of  Wizardry). 

A Magic-user's Spellbook:   The Magic-user begins his trade as a graduated apprentice 
and a number of  spells that he has knowledge of  from his studies.  Additional spells  
can be studied or discovered through adventure.   A Magic-user's spells are recorded 
in a large heavy tome .  Any new spell that a magic-user wants to know has a chance 
of  being knowable or  unknowable.  Any spell that is unknowable cannot be added to 
the Magic-users spell book.

Intelligence of  MU % Chance to know any 
given spell

Minimum number of 
initial spells known

Maximum spells 
known per level.

3-4 20% 2 3

5-7 30% 2 4

8-9 40% 3 5

10-12 50% 4 6

13-14 65% 5 8

15-16 75% 6 10

17 85% 7 All

18 95% 8 All

The apprentice magic-user 'graduates' with his minimum number of  spells as per the 
rule, with one having to be Read Magic. The player can choose what other spells  
he/she wants (or random roll) from the first level spell list to complete the minimum. 
Thus, an apprentice with a higher intelligence graduates his education with with a 
larger repertoire. Of  course, the apprentice still only can memorize but a single spell. 
After he graduates, he is on his own. Only adventure and self-study will gain him 
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additional spells. 

These rules place some limitation on the magic-user's power, but there are ways to 
partially overcome them.  One way is to have the spell written on on a magic scroll.  
Magic-users may make a scroll of  a spell they already 'know' (have in their spellbook) 
at a cost of  100 gp and 1 week's work for each spell level.

The gold spent in this process counts towards experience. 

Copying other spells from another spellbook or scroll into your spellbook:  First you 
must cast Read Magic to be able to decipher the magical writing.  Then you must 
spend a day studying the spell.   Then at the end of  the day you must make your 
know spell percentage roll.  If  you succeed, then you understand the spell and can 
copy it  into your spellbook. The process leaves a spellbook that  was copied from 
unharmed, but a spell successfully copied from a magic scroll disappears from the 
parchment.

If  the check fails, the wizard cannot understand or copy the spell. He/she cannot 
attempt to learn or copy that spell again until another level is gained. A spell that was 
being copied from a scroll does not vanish from the scroll. 

It  is  recommended  that  a  Magic-user  not  bring  his  spellbook  with  him  on  his 
adventures.  The book is quite heavy and very costly to replace.  but it is up to the 
MU to decide if  he would risk it being stolen or ruined. Now, if  he wants to make a 
copy of  his book that he can carry with him, he can, but it will cost him in terms of 
gold and time. 1000gp  and 1 weeks work for each spell/level.  If  the spellbook is lost 
or destroyed the magic-user can try to recreate his original spells as per the creation 
spell rule below but has an additional 5% chance of  success per character level.  

If  a MU never runs across a spell he would like to have, he can research or create a 
new spell. The first attempt would cost 2000gp per spell level and 1 week. After that 
week, we see if  he can know the spell, if  so, he has a 20% chance of  success. If  not,  
time and money lost. If  he can know the spell but failed his success, he can try again  
with an additional cumulative 10% on each attempt.

Wizard’s Tower (11th): At 11th level, a Magic-user gains the title of  “wizard,” and can 
build a stronghold for himself  to house his libraries and laboratories. He will attract a 
mixed bag of  mercenaries, strange servants (some with odd abilities and deformities), 
and even a few monsters, perhaps. This motley crew will swear fealty to him and 
serve him with whatever loyalty he can inspire in them. 

Level Experience Title Hit Dice Saving To Hit Bonus

1 0 Medium 1 15 +0

2 2,500 Evoker 2 14 +0

3 5,000 Conjurer 3 13 +0
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4 10,000 Theurgist 4 12 +1

5 20,000 Thaumaturgist 5 11 +1

6 35,000 Magician 6 10 +2

7 50,000 Enchanter 7 9 +2

8 75,000 Warlock 8 8 +3

9 100,000 Sorcerer 9 7 +3

10 200,000 Necromancer +1 hp 6 +4

11 300,000 Wizard +2 hp 5 +5

12 400,000 Wizard +3 hp 5 +5

13 500,000 Wizard +4 hp 5 +5

14 600,000 Wizard +5 hp 5 +6

15 700,000 Wizard +6 hp 5 +6

16 800000 Wizard +7 hp 5 +7

17 900,000 Wizard +8 hp 5 +7

18 1,000,000 Wizard +9 hp 5 +7

19 1,100,000 Wizard +10 hp 5 +7

20 1,200,000 Wizard +11 hp 5 +8

21+ +100,000/lvl Wizard +1 hp/lvl 5 +8

Spells

Level 1 2 3 4 5 6 7 8 9

1 1 – – – – – – – –

2 2 – – – – – – – –

3 2 1 – – – – – – –

4 3 2 – – – – – – –

5 4 2 1 – – – – – –

6 4 2 2 – – – – – –

7 4 3 2 1 – – – – –

8 4 3 3 2 – – – – –

9 4 3 3 2 1 – – – –

10 4 4 3 2 2 – – – –

11 4 4 4 3 3 – – – –

12 4 4 4 4 4 1 – – –

13 5 5 5 4 4 2 – – –

13



14 5 5 5 4 4 3 1 – –

15 5 5 5 5 4 4 2 – –

16 5 5 5 5 5 5 2 1 –

17 6 6 6 5 5 5 2 2 –

18 6 6 6 6 6 5 2 2 1

19 7 7 7 6 6 6 3 2 2

20 7 7 7 7 7 7 3 3 2

21+ 8 8 8 7 7 7 4 3 3

Thieves

The thief  is  a specialized class adept at subterfuge and pilfering. With skills born 
from  a  lifetime  of  stealing,  thieves  make  an  uncomfortable  addition  to  an 
adventuring group. Morally, thieves are, at best,  Neutral.  The thief's  penchant for 
larceny tends to make other party members weary of  the inclusion of  such a class 
into the group. The thief's low HD makes overt martial participation less favorable 
for this class which prefers to rely on subterfuge and judicious use of  backstabing to 
prevail  in  combat.  Thieves  may  use  any  weapons,  including  magic  swords  and 
daggers, and may don leather armor.

Prime Attribute: Dexterity 13+
Hit Die: 1d6
Armor/Shield Permitted: Leather
Weapons Permitted: Any + magic swords and daggers. 
Saving Throw Bonus: +2 save against against devices, including traps, magical wands 
or staffs, and other magical devices.

Thief  Class Abilities 

Thief  Abilities: Starting at first level thieves possess a host of  very specific abilities. 
These  abilities  include proficiency  at  opening locks  and disarming  traps,  picking 
pockets, moving without a sound, and using shadows to conceal themselves. They 
also possess  a greater facility at detecting sounds and noises from beyond closed 
doors. To successfully use these abilities the player must generate a number (on a 
d20) which falls within the range displayed in the Thief  Abilities table (see below).

Backstab:  A thief  attacking from behind gains a +4 bonus to his and inflicts double 
damage. At levels 5-8 the damage is increased to X3, at levels 9-12 the increase is X4, 
and so on every 4 levels. 

Climb  Sheer  Surfaces: Thieves  may  climb  incredibly  sheer  surfaces.  As  hardy 
adventurers, anyone may attempt to climb vertical surfaces but only the thief  may 
ascend impossibly difficult surfaces or attempt unthinkable climbs. The thief  starts 
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out with a chance of  85% to climb sheer surfaces. This chance increases by +1% for 
every level. 

Read Languages (3rd): At 3rd level a thief  may read most languages (80%). 
Use Scrolls (9th): Upon reaching 9th level thieves are able to use arcane scrolls. Spells 
above 6th level carry a 10% of  being miscast resulting in the scroll's reverse effect  
affecting the thief  as opposed to the intended target.

Level Experience Title Hit Dice Save ToHit bonus

1 0 Rogue 1 15 +0

2 1,250 Footpad 2 14 +0

3 2,500 Cutpurse 3 13 +0

4 5,000 Robber 4 12 +1

5 10,000 Burglar 5 11 +1

6 20,000 Filcher 6 10 +2

7 40,000 Sharper 7 9 +2

8 60,000 Magsman 8 8 +3

9 90,000 Thief 9 7 +3

10 120,000 Master Thief 10 6 +4

11 240,000 Master Thief 10+1 5 +5

12+ 130,000+ Master Thief +1hp/lvl 5 +5

Thief  Abilities

Level Open Locks
%

Delicate Tasks
%

Move Silently
%

Hide in Shadows
%

Hear Noises

1 10 15 20 10 3 in 6
2 15 20 25 15 3 in 6
3 20 25 30 20 4in 6
4 25 30 35 25 4 in 6
5 30 35 40 30 4 in 6
6 35 40 45 35 4in 6
7 40 45 50 40 5 in 6
8 55 50 60 55 5 in 6
9 65 60 70 65 5 in 6

10 75 70 80 75 5 in 6
11 85 80 90 85 6 in 6
12 95 90 100 95 6 in 6
13 100 100 100 100 6 in 6
14 100 100 100 100 6 in 6
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Racial Bonuses

Race Open Locks Delicate Tasks Move Silently Hide in Shadows Hear Noises
Dwarves +5 +10 +5 +5 -

Elves - - +10 +15 -
Halflings +10 +5 +10 +10 -

Atlanteans/
Stygians

+10 +10

Druids

Druids are neutral clerics who have retreated from the "civilized" areas of  the world 
to pursue the  worship of  nature.  Human characters of  neutral  bent  possessing  a 
Wisdom of  12 and a Charisma of  14 may elect to become druids. Druids possess 
their  own spell  list  independent of  the cleric's.  Druids do not possess the cleric's 
ability to Turn Undead but gain their own set of  druidic Special Abilities. 

Druids may use daggers, sickles/crescent shaped swords, spears, slings, and oil, and 
may make use of  leather armor and wooden shields.  They may use magic items 
usable by all classes as well as those usable by clerics (excluding items in written form 
such as books and scrolls). Druids are devoted to protecting both plant and animal 
life punishing those who transgress against either.  The druid's  holy symbol is  the 
mistletoe. 

Hit Die: 1d6 
Armor/Shield Permitted: Leather + wooden shield. 
Weapons Permitted:  Daggers, sickles/crescent shaped swords, spears, slings, and oil 
Prime Attribute (5% xp bonus) Wisdom 13+

Druid Hierarchy At any given time the number of  high ranking druids is limited to 
four 11th level druids, two 12th level druids, and one 13th level druid (The Great 
Druid). When a druid gains enough experience points to reach 11th level (or higher), 
he does not attain this new level unless there are less than the maximum number of  
druids holding this rank, or unless he defeats in spell combat a druid of  the level he 
wishes  to  attain  (the  combat  need  not  be  to  the  death).  The  looser  of  such  a 
confrontation drops in number of  experience point to the level below. For example, a 
druid wishing to take the place of  an 11th level druid looses his confrontation. His 
experience points are reduced to 225,000 (10th level druid). 

The suggested level limit for druids is 13th level when the druid takes the mantle of 
Great Druid (provided he can defeat the reigning Great Druid).
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Druid Class Abilities 

Spell Casting: Like the cleric, the druid may cast divine spells from a specific list (see 
The Book of  the Divine).

Languages:  Druids  speak  their  own  druidic  language  in  addition  to  the common 
tongue. At 4th level, and every level gained above 4th, the druid may chose an extra 
language from the  following;  Pixies,  Nixies,  Dryad,  Elvish,  Treant,  Giant  (Hill), 
Centaur, Manticor, or Dragon (Green). 

Fire Resistance: Druids gain a +2 bonus to Saving Throws dealing with fire. 

Initiate Powers (2nd): At 2nd level the druid gains the following abilities; identify pure 
water, identify plants, identify animals, and pass through overgrowth. 

Animal Companion (4th): At 4th level the Druid may call an animal companion which 
will travel with him.  At each level, the druid may continue to use the same animal  
companion or call a new replacement. The Druid must wander the wilderness in a  
vision-quest  for  1  week  before  his  animal  will  appear  to  him (roll  d10  on  chart 
below). The Druid's animal companion will be loyal and work as an equal with the 
druid in exploration or combat. Death of  the companion is intensely felt by the druid 
and  the  animal's  body  must  be  laid  to  rest  in  a  proper  ceremony  within  the 
wilderness to honor the spirit of  the animal. Not doing so results in the loss of  one  
spell level until the ceremony can take place. Any spell cast by the druid on himself  
also  affects  the  companion.  The druid  can  cast  a  spell  from the  location  of  the 
animal.

D10 Animal Bonus D10 Animal Bonus
1 Wolf +1 CHA 6 Ferret Pick  pocket  2  levels 

below thief
2 Wild Dog +1 Tracking 7 Hawk Distant Vision
3 Bear +1 STR 8 Boar +1 Charge to hit
4 Owl Nightvision 30' 9 Fox +1 hide/surprise
5 Raven +1 INT 10 Badger +1 Damage

Shape Change (6th): At this level, druids may take the shape of  a mammal, reptile, or  
bird. The druid may shape change up to 3 times per day, but is limited to one type  
(bird, reptile, mammal) per day. The size of  the animals the druid shape changes into 
ranges from as small as a raven to as large as a small bear. Changing from one form 
to another heals the druid of  1d6 X 10% points of  damage previously sustained. 

Charm  Immunity  (6th):  Druids  at  this  level  are  immune  to  charm  spells  from 
woodland or water creatures such as nixies.
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Druid Advancement Table

Level Experience Title Hit Dice Save To Hit 

1 0 Aspirant 1 14 +0

2 1,500 Initiate 1st Circle 2 13 +0

3 3,500 Initiate 2nd Circle 3 12 +1

4 6,500 Initiate 3rd Circle 4 11 +1

5 14,000 Initiate 4th Circle 5 10 +2

6 30,000 Initiate 5th Circle 6 9 +2

7 60,000 Initiate 6th Circle 7 8 +3

8 110,000 Initiate 7th Circle 8 7 +3

9 165,000 Initiate 8th Circle 9 6 +4

10 225,000 Initiate 9th Circle 9+2 5 +5

11 290,000 Druid 9+2 4 +5

12 360,000 Archdruid 9+2 4 +6

13 430,000 The Great Druid 9+2 4 +7

Ranger 

These hunters and woodsmen are a sub-class of  Fighting- Men. In order to qualify or 
the Ranger class, both INT and WIS scores must be at least 12, and CON must be 15 
or more. In addition to these requirements, a Ranger is expected to act in a lawful  
manner at all times. Should the Ranger's actions shift his alignment from lawful to 
neutral or chaotic, he will lose all Ranger benefits and abilities and will become an 
ordinary Fighting-Man. A Ranger's Prime Attribute is STR. In combat, the Ranger 
uses the Fighting- Man's attack table. If  not specified otherwise, Rangers perform as 
Fighting-Men.

Hit Die: 1d8 
Armor/Shield Permitted: Any
Weapons Permitted: Any
Prime Attribute (5% xp bonus) STR 13+

Ranger Class Abilities 

Great Fortitude: At 1st level, Ranger roll their Hit Dice twice. 

Spell Casting: High level Rangers may cast cleric and/or magic-user spell.
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Level Spell Abilities Spells Per Day

8 1st level cleric 1/-/-

9 1st level MU

10 2nd level cleric 2/1/-

11 2nd Level MU

12 3rd level cleric 3/2/1

13 3rd level MU

Track (Outdoors): A Ranger has a 1-18 on a d20 chance of  successfully tracking prey 
(animal, monster, or humanoid) outdoors. The chance of  success decreases by 2 for 
each day old the tracks or signs are. Tack (Indoors): Rangers may use their tracking 
ability to track prey indoors as well (including in dungeons). In order to track a prey 
indoors, the Ranger must have observed the prey no more than 6 turns previously. 
The chance of  successfully tracking the prey (on a d20) depends on the action the 
monster takes.

Monster's Action Chance to Track (d20)

Down a passage 1-13

Through a door 1-11

Through a trap door 1-10

Through secret door 1-6

Through chimeny 1-8

Alertness:  Rangers reduce their chance of  being surprised by half.  Example; if  the 
GM declares  the  chance  of  being  surprised  by  a  particular  ambush  is  50%,  the 
Ranger's chance of  being surprised is decreased to 25%. 

Favored Foe:  When fighting giant class foes Rangers gain a bonus to their damage 
equal to their level. 

Rule Variant: Expanded Favored Foe Later incarnations of  this class expanded and 
clarified the term "Giant Class" to include the following; bugbears,  giants, gnolls, 
goblins, hobgoblins, kobolds, ogres, ogre magi, orcs, and trolls. 

Magic Items: In addition to being able to use magic items eligible to the Fighting-Man, 
upon reaching 8th level the Ranger may employ any magic items which heal or cure 
disease, as well as items or scrolls which deal with Clairvoyance, Clairaudiance, ESP, 
Telekinesis, and Teleportation. 

Followers:  Although Rangers may not hire men-at-arms or servants, upon reaching 
9th level they will attract 2d6 followers. Roll on the tables below for each follower to 
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determine the  Type,  Class,  and Level  of  the  followers.  Followers  who are  killed 
cannot be replace.

Type (d20) Class (men) (d20)

1-12 Man 1-10 Fighting-Man

13-15 Elf 11-16 Cleric

16-17 Dwarf 17-19 Magic-user

18-19 2 Halflings 20 Thief

20 Special

Level (d20) Special Type(d20)

1-10 2nd 1-5 Ranger Lvl 1d4+2

11-13 3rd 6-8 Unicorn

14-15 4th 9-11 Pegasus

16-17 5th 12-15 Werebear (lawful)

18-19 6th 16-17 Hill Giant

20 7th 18-19 Stone Giant

20 Gold dragon

Establish Stronghold (9th): A Ranger may establish a stronghold at 9th level much like 
the Fighting-Man. 

Ranger  Disadvantages:  In  addition  the  the  special  abilities  possessed  by  this  class, 
Rangers also possess certain disadvantages and limitations imposed upon the class. 

Limited Wealth: Rangers may only own what they can carry with them, donating any 
excess to a worthy cause. 

Solitary and Self  Sufficient: No more than two Rangers may operate together. Rangers 
will hire neither servants nor men-at-arms. 

Lawful: Rangers acting in a neutral or chaotic manner will lose all Ranger abilities 
and be treated as a Fighting-Man.

Ranger Advancement Table

Level Experience Title Hit Dice Saving To Hit bonus

1 0 Runner 2 15 +0

2 2,500 Strider 3 14 +0

3 5,000 Scout 4 13 +1

4 12,000 Courser 5 12 +2
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5 25,000 Tracker 6 11 +2

6 50,000 Guide 7 10 +3

7 100,000 Pathfinder 8 9 +4

8 170,000 Ranger 9 8 +5

9 270,000 Ranger Knight 10 7 +6

10 540,000 Ranger Lord +2 6 +7

11 800,000 Ranger Lord +2 5 +7

12 1,000,000 Ranger Lord +2 4 +8

13 1,300,000 Ranger Lord +2 4 +9

The following classes require minimum requirements for some abilities

Samurai

Hit Dice: D8
Alignment: Lawful
Attack As: As Fighting Man
Weapon: Any (see below)
Armor: Any 
Restrictions: Strength and Dexterity of  at least 9. Wisdom and Constitution of  at lest 
13. Must be human. MUST be Lawful. A samurai who repeatedly refuses to act in a 
Lawful manner will be exiled from his homeland and be branded a ronin, unable to 
advance past 8th level. 

The Samurai are honorable warriors who hail from a mysterious Western land and 
may  sometimes  be  found  in  the  game  world  either  in  exile  or  going  about  the 
business of  their far-off  masters. They are very proud, and will not tolerate being 
mocked or insulted. Any slight against them must be avenged, although not always to 
the death.

Daisho
At first level, the samurai gains his daisho, a matched set of  swords consisting of  the 
katana (treat as a bastard sword) and the wakizashi (treat as a short sword). If  the 
samurai is using his daisho blades, he can fight with both weapons at once like a 
ranger. If  he ever loses one of  his blades, he fights and makes saves as if  he were two 
level lower than he actually is. If  he loses both of  his blade, he must commit ritual  
suicide due to this massive loss of  honor (though he is certainly allowed to try to get 
them back, if  possible).

Detect Lie
A samurai is expected to be a good judge of  character and can tell when somebody is 
being less than truthful with him. At fourth level he gains the ability to Detect Lie (as 
the spell) once per day. He gains an additional use per day at levels 6 and 8.
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Fierce Kiai
At 8th level, the samurai may, once per day, focus his great inner power and let out a 
terrible battle cry that acts as a Fear spell against all enemies within earshot.

Daimyo
At 9th level, the samurai gains the title of  Daimyo and is given the right to claim an 
area of  land and to build a small castle or estate from which to rule. He immediately 
attracts 3d10 first level samurai who flock to his banner. 

Level Experience Title Hit Dice Saving Throw To Hit 

1 0 1 15 +0

2 2,500 2 14 +0

3 5,000 3 13 +1

4 12,000 4 12 +2

5 25,000 5 11 +2

6 50,000 6 10 +3

7 100,000 7 9 +4

8 170,000 8 8 +5

9 270,000 9 7 +6

10 540,000 10 6 +7

11 800,000 +2hp 5 +7

12 1,000,000 +2hp 5 +8

13 1,300,000 +2hp 5 +9

Viking

Hailing from the Cold Mountains, the Vikings are fierce warriors and raiders who are 
as much at home on the deck of  a ship as on the battlefield. The Vikings who are 
encountered across the Land are usually mercenaries or gripped by the wanderlust 
that their kind is  known for. Vikings are human, but noticeably tougher than the 
cultured folk of  civilization. They are almost universally fond of  drinking, looting, 
bragging, and sailing. 

HitDice: D10
Alignment: Any Non-Lawful. 
Attack As: Fighting Man
Weapons: Any Melee
Armor: Chain, Leather
Restrictions: Must  be  human.  Minimum  Strength  and  Constitution  of  13.  They 
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cannot wear plate armor. 

Built Fjord Tough
Vikings are tougher than biker nuns, and it shows. From 1st level they use 10-sided 
hit dice and re-roll any roll of  1 or 2.  Also any hand to hand damage is 1d3+1

Berserk!
tarting at 4th level, the Viking may enter the Berserk, a form of  battle trance where 
he gains +2 to hit and damage throughout the course of  a battle. He must not be  
wearing any armor heavier than chain and cannot use  missile  weapons.  Further, 
while in the grip of  the Berserk, the Viking ignores all coming attacks and thus gets  
no Dexterity bonus to his AC. Following the battle, the Viking is exhausted and at -2  
to strike for as many rounds as his Berserk lasted.  For example,  Kjartan enters a 
berserk state  and batters  his  way through the  Red Eye goblin tribe,  hacking and 
hewing his way across the field. The battle last nine rounds, and by the end of  it, 
mighty Kjartan is spent. For the next nine rounds he will suffer a -2 to all his attack  
and damage rolls. He’d better hope he steers clear of  monsters until then.

Shape Shifter
At 8th level, the Viking is able to tap into his primal self  and assume the form of  the 
Bear Spirit. He transforms into a massive bear with golden-tipped fur. In this form 
the Viking has the following stats: AC: 3, HD: as character, ATTACKS: 2 claw 1d10 
each, if  both hit does another 1d10 crushing damage. In bear form, the Viking takes 
½ damage from non-magical weapons.  The Viking can stay in bear form for one 
round per experience level.

At 9th level, the Viking becomes a warlord known as a Thane. He builds a great hall  
where he holds court and attracts a fanatical following of  lesser Vikings: 1d10 first 
level, 1d6 second level, and 1d4 third level.

Level Experience Title Hit Dice Save To Hit 

1 0 Nomad 1 14 +0

2 2,250 Savage 2 13 +0

3 4,500 Barbarian 3 12 +1

4 9,000 Berserker 4 11 +2

5 18,000 Buccaneer 5 10 +2

6 36,000 Corsair 6 9 +3

7 72,000 Warrior 7 8 +4

8 144,000 Dane 8 7 +5

9 288,000 Thane 9 6 +6

10 375,000 Thane Warlord +3 hp 5 +7

11 475,000 Thane Warlord +6 hp 4 +7

23



12 575,000 Thane Warlord +9 hp 4 +8

13 675,000 Thane Warlord +12 hp 4 +9

14 775,000 Thane Warlord +15 hp 4 +9

15 875,000 Thane Warlord +18 hp 4 +10

16 975,000 Thane Warlord +21 hp 4 +11

17 1,100,000 Thane Warlord +24 hp 4 +12

18 1,250,000 Thane Warlord +27 hp 4 +12

19 1,350,000 Thane Warlord +30 hp 4 +13

20 1,450,000 Thane Warlord +33 hp 4 +13

21+ +100,000 Thane Warlord +3 4 +14

Character Race

Humans

Humans are the most common race and serve as a baseline for all the other character 
races and classes.  A human can choose to become any class.

Dwarves

• Hit Dice will always be d8
• Dwarves can be either Thieves or Dwarven Warriors (see Dwarven Warrior charts 

under Fighting-man p.10).
• Dwarves have Darkvision and can see up to 60' away in the dark. 
• They have +4  saves against magic 
• All dwarves have +1 to hit and -1 from chances to be hit when fighting “Giant 

Class” creatures 
• They are the only race able to fully employ the +3 magic war hammer 
• They can note slanting passages, traps,  shifting walls, and new construction in 

underground settings 
• Dwarves speak the languages of  gnomes, kobolds, and goblins in addition to the 

usual tongues 
• Ability modifier:  CON +1, CHA -1
• Because of  their relatively short size, clumsy monsters like ogres, giants, and the 

like will  have a difficult  time hitting Dwarves,  so score only 1/2 the usual  hit  
points when a hit is scored

Dwarves have a reputation for having surly attitudes, and are particularly gruff  with 
elves.  Dwarves  are  stout,  short,  bearded  demi-humans  who  average  a  height  of 
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approximately 4 feet and weigh about 150 pounds. Dwarves value precious metals 
and stones, and live underground. Perhaps not surprisingly, they have skin, hair and 
eye colors in earth tones. 

Due to their short height, dwarves cannot use two-handed weapons or longbows. 
However, they can use any other weapon or armor. 

Due to their habit of  living underground in great mines, dwarves have the ability to  
see in the dark with infravision up to 60 feet. From their experience underground,  
dwarves have a 2 in 6 (1-2 on 1d6) chance of  detecting traps, false walls,  hidden 
construction, or noticing if  passages are sloped. Dwarves must be actively searching 
for these abilities to function. In addition to these abilities, dwarves are particularly 
hardy  people,  and have  a  strong resistance  to  magic,  as  reflected  in  their  saving 
throws. Further, a dwarf  character will speak the common tongue, dwarvish, and his 
own alignment  language.  Because  of  their  frequent interaction underground with 
these creatures, dwarves will also speak goblin, gnome, and kobold. 

Reaching 9th Level:  When a dwarf  reaches level 9, he has the option of  creating an 
underground stronghold that will attract dwarves from far and wide. Dwarves usually 
live in clans, so dwarves of  the character's clan will be attracted to live under his roof, 
but  dwarves  from other  clans  will  also come and live nearby to be  ruled by the 
character. A dwarf  ruler is able to hire dwarven soldiers or mercenaries, but may only  
hire members of  other races for other tasks, such as human alchemists or elves for 
spell casting.

Halflings

• Hit Dice will always be d6
• Can be either Thieves or Fighters
• +1 bonus with all ranged weapons 
• When attacked by creatures larger than man-sized gain+2 to AC 
• Halfling are quick-witted and gain +1 to their Dex for initiative 
• +4 saving throws against magic 
• 90% successful hiding out doors, 70% successful hiding in dungeons.  
• Ability modifier:  STR -1, DEX +1

Halflings are even smaller than dwarves, being about 60 pounds and only attaining a 
height of  around 3 feet. They are as diverse in appearance as humans, but have furry 
feet and curly hair. Halflings have a gentle nature, and value free time, good food,  
and good drink. They will  engage in playful activities when not on an adventure. 
They love comfort, and will spend their riches on the most extravagant items. 

Like dwarves, halflings may not use large and two-handed weapons, but may use any 
other weapon and armor. 

 Halflings have an uncanny ability to disappear in the wilderness. In bushes or other 
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outdoor cover, halflings can hide with 90% ability. They can also hide in shadows or 
behind other forms of  cover when underground in labyrinths or caverns on a roll of  
1-2 on 1d6, but they must be silent and motionless. 

Halflings are dexterous folk who get a bonus of  +1 to initiative rolls when alone or in 
a party composed only of  halflings. They have keen coordination that grants them 
+1 on any missile attacks. 

Because they are so small, halflings have a bonus armor class -2[+2] when attacked 
by creatures greater than human sized. 

Reaching 8th Level: 
When a halfling reaches level 8, he can build a stronghold. These strongholds will be 
in  serene,  beautiful  valleys  and halflings  will  come from great  distances  to  settle 
there. The character becomes the sheriff  of  the people (their leader) and must rule 
them wisely and well.

Elves 

Elves speak the languages of  orcs, hobgoblins, and gnolls in addition to the usual 
tongues 
Gain +1 using the bow 
Ability modifier:  DEX +1, CON -1
Elves have darkvision and can see up to 60' away in the dark.
Find secret doors 4 in 6
Immune to Charm Person and Sleep spells

Prime Attribute: Strength or Intelligence, 15+ (5% experience) 
Hit Dice: 1d6 
Armor/Shield Permitted: Only magical armor when acting as a Magic-user, and any 
armor while acting as a Fighting-man. 
Weapons Permitted: Dagger, staff, or darts when acting as a Magic

As noted for Dwarves, those Elves who are not player-characters might have abilities 
and limitations completely different from those of  an adventuring Elf. The nature of 
the  elven  race  as  a  whole  is  completely the province  of  the  Referee,  and might  
include non player characters of  any class. The “standard”  Elf  can see in the dark 
(darkvision) at a range of  60 ft and generally has a 4 in 6 chance to find secret doors 
when searching (unlike the other races,  which have a 2 in 6 chance). “Standard” 
Elves are also immune to the spells Charm Person and Sleep. 

Half  Elf

Requirements: None 
Ability Modifiers: None 

Half-elves are the result of  the union of  human (or possibly other) and elf, and as 
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such  they  seldom fit  into  either  society.  They  are  slight  of  build,  averaging  150 
pounds  with  an  average  height  of  5  ½  feet.  They  have  pointed  ears,  and  have 
inherited a love of  nature from their elven parent. 

Half-elves  have 60'  Darkvision.  If  actively searching,  they can detect  hidden and 
secret  doors  with  a  roll  of  1-2  on  1d6.  They  have  inherited  a  resistance  to  the 
paralyzing effect of  ghouls, receiving a +4 to saving throws against this effect. 

Half-elves may speak common, elvish, gnoll, hobgoblin, and orc.

Amazon

Prime Attribute: Depends on Class
Hit Dice: No more than 1d8
Armor/Shield Permitted: Only magical armor when acting as a Magic-user, and any 
armor while acting as a Fighting-man. 
Weapons Permitted: Depends on Class
Alignment: Neutral (preferred)

Amazons are from militant female-dominated cultures that extol virtues of  physical 
and mental fitness. Amazons may be members of  any class as other humans can but 
their  culture  has  allowed  some  to  learn  the  techniques  to  become  split  class  
fighter/magic-users.

Class Restrictions
Amazons cannot be Vikings or Samurai

Character Advancement
Amazons may be members of  any class as other humans can but their culture has 
allowed them to become split  class fighter/magic-users.  Amazons may reach any 
level as a single class character. Split class Amazons may choose, on any given day 
(perhaps when the moon rises) whether to use the capabilities of  a Magic-user or of  a 
Fighter. As a result, the Amazon has access to either the Fighter or Magic-user chart 
to-hit  and saving throws,  depending upon whether  she  donned steel  that  day  or  
summoned up the power to cast spells. Amazon adventurers must use a spell book to 
prepare spells, just as a Magic-user, and spells disappear from her casting capability 
once they are cast, also in the same way as a Magic-user’s do.

Due to the devotion required by the two different mind-sets they are limited to 6th 
level fighters and 7th level magic-users when split-classed. At 5th level in both classes, 
they may choose the better save or attack scores of  either class.

Split class characters only earn exp in a class when they are acting as a member of 
that  class.  After both are 5th level  the player may divide exp into either  class as 
desired.

Weapons and Armor Restrictions
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Single classed Amazon adventurers  have the same armor restrictions  as others  of 
their  class.  Split-classed  fighter/magic-users  may  not  wear  armor  or  use  a  non-
magical weapon (other then daggers and staves) when acting as a magic-user until 
they reach 5th level in both classes.

Combat Training
Amazon  fighters  are  +1  to  hit  when  armed  with  a  sword,  spear,  longbow  or 
shortbow.

Saving Throws
Amazons are +4 to resist domination (sleep, charm, hold, telepathic control).

Social Stigma
Not all  cultures accept, tolerate or enjoy the company of  amazons. Among such 
cultures an amazon will have difficulty finding hirelings and may have difficulty in 
even common business and social transactions, as the GM deems appropriate.

Advancement chart based on basic class chosen.

Atlantean

Atlanteans are a very ancient race decedent from a pre-cataclysmic age. They have 
retained their high culture through the ages though are quick to anger and can be 
quite animalistic in their savagery.  Their numbers are few as their race dwindles and 
they have a strong distrust of  Magic

Prime Attribute: Depends on Class
Hit Dice: Fighter D8+1, Thief  D6+1, Druid D6
Armor/Shield Permitted: Per class but cannot wear Plate Mail as a Fighter
Weapons Permitted: Any
Alignment: Neutral or Chaotic (preferred)
Class:  Only Fighter, Thief  or in some instances Druid (see below)

Attribute Adjustments
Atlanteans gain a +1 to Strength and a+1 to Dexterity and a -1 to Intelligence and -1 
to Charisma.

Save Bonus
Atlanteans gain a +1 against to save against cast spells of  a sorcerous nature.

Class Restrictions
Atlanteans can be either Fighters or Thieves only.  On occasion (25% chance for PC 
class) they may choose to be a Druid called a shaman.  They do not gain any experience  
bonus.

Class Bonus
Atlanteans are skilled in stealth and tracking.  Atlantean fighters can Hide In Shadows 
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and  Move Silently as per  the Thief  class  two levels  below their  current  level.  An 
Atlantean Thief  gains a +1 to both Move Silently and Hide In Shadows.  They can track 
as per the Ranger class with a -2 on the die roll (D20)

Alertness
Like Rangers, Atlanteans reduce their chance of  being surprised by half.

Limited Wealth
Atlanteans  are  wanderers  and  may  only  own  what  they  can  carry  with  them, 
spending the rest on wine and women. 

Stygian

Stygians  are also  a very  ancient  crafty race  seeped  in the  archaic  mystic  lore  of 
cosmic spell-crafting. Where Magic Users and Illusionists think of  magic as a science 
to be learned, Stygians see magic as their cosmic right, thus, as a Magic-User, they 
have a different mechanic for spell casting symbolizing their direct connection to this 
force (see below).  

Prime Attribute: Depends on class
Hit Dice: As per class
Armor/Shield Permitted: As per class
Weapons Permitted: As per class 
Alignment: Neutral or Chaotic (preferred)
Class:  Only Magic-user (Sorcerers) or Thief

Attribute Adjustments
Stygians gain a -1 to Strength, +1 to Intelligence and +1 to Charisma.

Save Bonus
Stygians  gain a +1 against to save against cast spells of  a divine nature.

Class Restrictions
Stygians can be either Magic-users or thieves only.  They do not gain any experience  
bonus.

Class Bonus
Stygian Sorcerers do not use the standard Magic-user spells per level chart.  Stygian 
Sorcerers can cast any number of  times per day, but spells cost exhaustion (Magic  
Points),  and possibly corruption (if  a  ‘black magic’  spell is  cast) A Stygian Thief  
gains a +1 to both Move Silently and Hide In Shadows. 

Stygian Spell Casting: 
All spells can be learned by Stygians in the same way that magic-users do (i.e., by 
recording them in spellbooks, and ‘preparing’ them to be cast later). If  a spell has 
both a ‘cleric’ and a ‘magic-user’ version, use the ‘magic-user’ version.  Each spell 
has a magic point (MP) casting cost that corresponds with the spell’s level (see table). 
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Hit points may be spent in place of  MPs to cast spells. As well, extra MPs may be  
generated  by  permanently  spending  1  point  of  Intelligence  per  10  MPs.  MPs 
naturally recharge at the rate shown (1 turn = 10min).

Spell 
Level

MP 
Cost

1 6

2 10

3 14

4 18

5 22

6 28

Level MP Recharge 
(MP/Turn

1 6 1

2 8 1

3 10 1

4 12 1

5 14 2

6 16 2

7 18 2

8 20 2

9 22 3

10 24 3

11 26 3

12 28 3

No spells above level 6 exist, although powerful but costly ‘rituals’ may be created by 
the GM in order to simulate the powers of  higher-level spells – including especially 
the summoning of  vile demons!

There is no ‘read magic’ spell for Stygian Sorcerers. Instead, Stygian Sorcerers. know 
the  ancient  eldritch  language  in  which  all  magic  is  written.  First-level  Stygian 
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Sorcerers start with a spellbook that contains three first-level spells (player’s choice) 
and one second-level spell (player’s choice).  All other spells must be found, learned 
from a tutor (usually for a steep fee), or purchased (also usually for a steep fee).

Spells  are divided into  White  Magic (spells  that  promote  or  maintain life,  protect 
against harm, and generally are ‘in tune’  with the natural laws and forces of  the 
universe),  Grey  Magic (spells  that  typically  involve  the  manipulation  and/or 
alteration  of  objects  and/or  minds),  and  Black  Magic (spells  that  typically  are 
destructive and/or ‘contrary to nature,’ say, by being necromantic in character or by 
drawing on forces beyond this universe).

Spell Casting: Exhaustion, Corruption, and Sanity
When Stygians cast ‘white magic’ spells they suffer MP exhaustion equal to the spell  
level magic point cost so a Stygian who casts a third level white magic spell would  
use 10 Magic Points).

When Stygians cast ‘grey magic’ spells they suffer MP exhaustion equal to the spell 
level magic point cost plus 1 HP per level of  spell (so a Stygian who casts a third level  
grey magic spell would use 10 Magic Points and 3 Hit Points).

When Stygians cast ‘black magic’ spells they suffer MP exhaustion identical to that 
caused by ‘grey magic’ spells  (spell  level  magic point cost plus 1 HP per level  of 
spell). In addition, Stygians casting ‘black magic’ spells must make a saving throw  in 
order to avoid corruption. If  this saving roll is failed, the Stygian is corrupted slightly 
and suffers a loss of  temporary Wisdom points equal to the spell level (e.g., 3 points  
of  temporary Wisdom for a third-level spell). Temporarily lost points of  Wisdom can 
be recovered at a rate of  one point per complete day of  rest and meditation (no other  
action  possible).  The  spell  ‘Restoration’  will  restore  instantly  all  temporarily  lost 
Wisdom points.

Furthermore, if  a Stygian casting a ‘black magic’ spell fails his/her saving throw by 
rolling  a  ‘1,’  then that  Stygian loses  one  point  of  Wisdom permanently  (so if  a  
Stygian fails his/her saving throw casting a third-level black magic spell by rolling a 
‘1,’ he/she would lose one permanent point of  Wisdom and two temporary points of 
Wisdom).  The  spell  ‘Restoration’  will  not  restore  any  permanently  lost  Wisdom 
points.

A Stygian  whose  permanent  wisdom score  is  lowered  to  2  becomes  insane,  and 
possibly the thrall  of  an extra-planar demonic force. He/she henceforth is a non-
player character!

Stygian Colors Of  Magic

White Magic
1st Level Cure Light  Wounds,  Detect  Evil,  Detect  Magic,  Light,  Protection from Evil, 

Purify Food and Drink, Read Languages, Shield.
2nd Level Bless,  Continual  Light,  Detect  Invisibility,  Find  Traps,  Speak  with  Animals, 
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Strength, *Excruciating Cauterization, *Force of  Forbidment
3rd Level Cure  Disease,  Dispel  Magic,  Prayer,  Protection  from  Evil  (10  ft  radius), 

Protection from Normal Missiles,  Remove Curse,  Water Breathing, *Word of 
Ioun

4th Level Create  Water,  Cure  Serious  Wounds,  Neutralize  Poison,  Plant  Growth, 
Protection from Evil (10 ft radius), Remove Curse, Speak with Plants. 

5th Level Animal Growth, Create Food, Dispel Evil, Insect Plague
6th Level Anti-Magic Shell, Control Weather, Conjure Animals, Legend Lore, Restoration

Grey Magic
1st Level Charm Person, Hold Portal, Sleep
2nd Level ESP,  Invisibility,  Knock,  Levitate,  Magic  Mouth,  Miror  Image,  Phantasmal 

Force, Pyrotechnics, Silence (15 ft radius), Snake Charm, Web, Wizard Lock.
3rd Level Clairaudience,  Clairvoyance,  Darkvision,  Fly,  Haste,  Hold Person,  Invisibility 

(10 ft radius), Rope Trick, Slow, Suggestion.  [Ball of  Ice]  [Filigree]  [Omar’s  
Mistake]  [Red Bull]  [Rejectment]  [Strange Waters]

4th Level Charm  Monster,  Confusion,  Dimension  Door,  Fear,  Hallucinatory  Terrain, 
Massmorph, Polymorph Other, Polymorph Self, Sticks to Snakes, Wall of  Fire,  
Wall of  Ice.  [Hylogenesis]  [Imperfect Suspension]  [Infuse]  [Seven Gates]

5th Level Feeblemind,  Hold Monster,  Magic Jar,  Passwall,  Quest,  Telekinesis,  Teleport, 
Transmute  Rock  to  Mud,  Wall  of  Iron,  Wall  of  Stone.   [Crystallogenesis] 
[Magpie]

6th Level Animate Object, Enchant Item, Geas,  Lower water, Move Earth,  Part Water, 
Project Image, Repulsion, Speak with Monsters, Stone to Flesh, Word of  Recall.  
[Twilight of  Thieves]

Black Magic
1st Level Magic Missile.
2nd Level Darkness (15 ft  radius),  Stinking Cloud.  [Strangulations]  [Tarnu’s Collaring 

Coiffure]
3rd Level Fireball, Lightning Bolt, Monster Summoning I, Speak with Dead.  [Tarantella]
4th Level Ice  Storm, Monster Summoning II,  Wizard Eye.   [Beast  of  Chaos]   [Deadly 

Bliss]
5th Level Animate Dead, Cloudkill, Commune, Conjure Elemental, Contact Other Plane, 

Finger  of  Death,  Monster  Summoning  III.   [Deadly  Dissolvative]   [Most 
Horrible Absorption]  [Six Mouths of  Horror] 

6th Level Death Spell, Disintegrate, Invisible Stalker, Monster Summoning IV.  [Cohesive 
Cocoon]

*Spells in square brackets are taken from Matt Finch’s ‘Eldritch Weirdness: Book One.’

Half-Orc

Half-orcs  result  from  orc  and  human  matings.  Orcs  will  breed  with  nearly  any 
humanoid,  and are  fertile  beings.  The majority  of  orcish  cross-breeds  are  nearly 
indistinguishable from orcs in appearance and behavior. Player character half-orcs 
are assumed to be within the rare 10% of  orc hybrids that can pass as ugly humans.
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Attribute adjustments:

+1 STR
-1 CHA
-1 INT

Class Abilities
Darkvision:  Half-orcs can see 30 feet in complete darkness.
Two weapon fighting:   A half-orc  can use  two weapons of  the  same 'size'  for  two 
weapon fighting, rolling both damage dice and applying the higher roll for damage.
Half-orcs may speak common, gnoll, hobgoblin, and orc.

Beast-Man

Beast-men are  brutish,  somewhat  harry  primitive  humanoids  who  like  to  collect 
shiny objects and enjoy bashing things.

Prime Attribute: Strength 13+ (5%xp)
Hit Dice: 1d8
Armor/Shield Permitted: Leather only, no shields
Weapon of  choice: Bludgeoning
XP progression chart: As Fighting Man
Combat Chart: As Fighting Man

Attribute adjustments:

+2 STR
+1 Con
-2 CHA
-2 INT

Class Abilities
Beast-men can only be fighters and only wear leather armor. Bludgeoning weapons 
are their weapons of  choice (such as clubs, hammers, tables and chairs) but they can 
use bladed weapons but as a -1 to hit. They can also use a sling as a ranged weapon 
or throw heavy rocks.

They have a type of  darkvision and can see 20' in complete darkness.

When grappling an opponent, the Beast-man can put the squeeze on him for 2-8 
points of  damage. They are suspicious of  magic but gain a +2 to save against poison.

They can also climb sheer surfaces like a thief  of  the same level. 

Psychic Knight

Psychic Knights are psychically-sensitive men and women who have been trained 
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both as warriors and to harness the prodigious powers of  their minds. They often live 
a wandering life, seldom returning to the secluded enclaves out in the wastes where 
they were trained, and their motives are often inscrutable. They tend to be suspicious 
of  "normal"  people,  as  the  past  has  taught  them  some  extreme  lessons  of  the 
difficulties of  being "different".

Prime Attribute: Charisma 13+ (5% xp)
Hit Dice: 1d6+1 (max 9d6+9)
Armor/Shield Permitted: Leather, Studded Leather, Chain Mail, no shields.
Weapons Permitted: Any
XP progression chart: as Magic User
Combat chart: As Fighting Man

Class Abilities

Psychic Enhancement - the Knight may focus his psychic abilities to affect his attacks, 
damage, or armor class (only one at a time, stated before initiative). This is a bonus 
applied to the attack, damage, or armor class of  +1, which increases to +2 at 4th 
level,  +3  at  7th  level,  and  +5  at  12th  level  (Psychic  Master).  At  the  referee's 
discretion,  the  player  may also  use  this  bonus  to  temporarily  affect  the  Knight's 
speed, height of  jumping, strength rating to bend bars, etc.

Psychic  Aura -  The Psychic  Knight  constantly  projects  an  aura  of  psychic  power 
visible to other psychically-sensitive, sentient beings. The intensity of  the aura is often 
directly  proportionate to the level  of  power of  the knight.  This aura can conflict 
unpredictably with magic items, and Psychic Knight will avoid such trinkets (never, 
ever possessing more than 3, and less is best), usually favoring interesting devices and 
artifacts of  lost technologies.

1st level: Mind Blast - The Psychic Knight can stun one sentient target within 90' - the 
target  must  successfully  save  vs.  the  attack  or  fall  into  a  drooling  torpor  until 
awakened (as per the sleep spell). The knight can Mind Blast once per day at first 
level,  twice at second, and a maximum of  three times per day at third level and 
above.

2nd level: Detect Psychic Ability - The Knight can detect Psychic ability within 90'. This 
is most often used to find new recruits.

3rd level: Psychic Soporia - The Knight can Mind Blast a group of  weak sentient beings, 
as per the sleep spell, once per day.

4th level:  Clairaudience/Clairvoyance -  The Knight can use these abilities (as per the 
magic user spells) once per day at 4th level, twice a day at 7th, and thrice a day at 
10th level.

5th level: Suggestion - as per the magic user spell, once per day at 5th, twice a day at 
8th, and thrice a day at 12th.

34



6th level: Fly - as per the magic user spell. Once a day at 6th, twice at 9th, and thrice at 
13th.

7th level: Phantasmal Force - as per the magic user spell, once per day.

8th level: Confusion - as per the magic user spell, once per day.

9th level: Feeblemind - as per the magic user spell, once per day.

12th level: Psychic Master  - the Knight may use one of  the following once per week: 
Legend Lore, Project Image, or Teleport. 

Fairy or Fay

The Fairy, or Fay as some know them, are a strange woodland race akin to the Elves. 
They  share  many  of  the  physical  aspects  of  the  Elves  such  as  sharply  elegant 
features, lithe forms and pointed ears, but their sizes range from 1-2 feet in height.  
They also have iridescent wings on their backs for flight and antennae emerging from 
their foreheads, with one above each eye. They are fair of  complexion, though their 
hair and wings may be of  any of  the colors of  the rainbow, and those Fairy with 
bright colors take inordinate pride in their appearance.

Fairy society is divided into two camps, the Seelie and Unseelie courts. These courts  
exist in pocket dimensionss that have access to the Prime Material Plane but are not 
part of  it. Fairies owing fealty to the Seelie court are mostly Lawful in alignment, 
while those choosing to be part of  the Unseelie court are usually Chaotic. There are 
Neutral Fairies in each court, but they are few as the gnossis of  the courts tend to 
draw most Fay to either Law or Chaos. A very small number of  Fairy wander the  
Prime Material Plane, seeking new experiences and comrades in the world.

Prime Attributes: Intelligence, Dexterity
Hit Dice: 1d4+1
Initial Languages: Common, elvish, gnomish, insect, bird, pixie, fairy

Racial Bonuses:
Fly at 180 feet per turn
a +2 bonus to hit in flying combat (both combatants flying)
+4 to AC when fighting M or L creatures (not applicable for area effect attacks)
Surprised only on a 1 in 8
Turn invisible once per day, increasing to twice at 3rd level, three times as 6th, and four 
at 9th.
Shapechange to any non-fantasitc creature of  equal mass once per day, increasing to 
twice at 3rd level, three times as 6th, and four at 9th

Restrictions:
Cannot have a strength greater than 9
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Due to their small size, shields cannot be used by faeries
Faeries cannot carry more than 800 gp in encumbrance allowance, though fairy sized 
gear will weigh 1/3rd its normal weight.
Faeries  must  pay  2  times  the  listed  cost  for  replacement  gear  (not  at  character 
generation) due to the small size.
Fairy weapons do ½ damage as normally listed for weapons. (sword 1d8 would do 
1d4, etc)
Fairies cannot wear armor greater than chain mail.
Can only attain the 10th level of  experience 

Level Experience Title Hit Dice Saving 

Throw

To Hit 

Bonus

Spells

1 0 Mossfern 1 15 +0 2 - - - - -

2 3,600 Wildwood/Wildflower 2 14 +0 3 - - - - -

3 7,200 Brightleaf/Brightflower 3 13 +0 3 1 - - - -

4 14,400 Brightwood/Starflower 4 12 +1 3 2 - - - - 

5 28,800 Oakenroot/Rowanroot 5 11 +1 3 2 1 - - -

6 57,600 Oakleaf/Rowanleaf 6 10 +2 3 2 2 - - -

7 115,000 Oakenwood/Rowanwood 7 9 +2 4 2 2 1 - -

8 230,000 Oakenheart/Rowanheart 8 8 +3 4 3 2 2 1 -

9 460,000 Fairy Lord/Lady 9 7 +3 4 4 3 2 2 -

10 920,000 Master/Mistress 

of  the Fay

10 6 +4 4 4 3 3 2 1

Secondary Skills

Character  classes  are  considered full  time occupations.  The training necessary  to 
achieve  even  1st  level  required  dedication  to  a  trade,  whether  that  be  studying 
religion to be a cleric, arcane secrets to be a magic-user, or fighting, strategy, and war 
to be a fighter. However, characters may have other occupational skills that represent 
training or knowledge in another profession. These skills may have been acquired as 
a  child growing  up around the  family  profession,  or  at  some other  point  in  the 
character's life. These are broad skill categories, and it is up to the GM to referee  
situations in which these skills might be useful, and to decide on chances of  success 
in using them or chances of  knowing something relevant to a situation. For example,  
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training as a jeweler could give a character the ability to estimate the value of  a gem, 
recognize types of  gems in their raw state, and cut gems if  proper tools are available, 
etc. Players may roll or pick from the table below, but if  picking then only one skill  
may be chosen. The referee may require players to roll instead of  choose. This is a 
small sample of  possible skills, and more may be added. 

Roll d100 Skill Skill

01-03 Animal Trainer 56-59 Huntsman 
04-05 Armorer 60-62 Lapidary/Jeweler
06-09 Baker 63-66 Lorimer
10-12 Black 67 Mapmaker

13 Bookbin 68-69 Mason
14-16 Bowyer/Fletcher 70-73 Miner
17-20 Brewer 74-76 Potter
21-23 Butcher 77-78 Roper
24-26 Carpenter 79-81 Seafarer
27-28 Chandler 82-84 Shipwright
29-33 Cooper 85-87 Tailor
34-35 Coopersmith 88-90 Tanner
36-46 Farmer 91-93 Thatcher/Roofer
47-50 Fisher 94-96 Woodcutter
51-54 Furrier 97-98 Vintner

55 Glassblower 99-00 Roll for 2 skills

Character Age

The following section is purely optional, as it adds some complexity to the character  
generation process. However, character age is an issue that comes up sometimes in 
play since some monsters or magical effects can alter age. Knowing how age affects 
characters can be useful. Character ages for races are rolled based on the table below. 
In the case of  multi-classed characters, the higher age is used. Note that the referee 
rolls for maximum age and keeps this secret from the player. 

RANDOM STARTING AGES

Race* Thief  
 Magic-User, 
Illusionist 

Fighter, 
Ranger Cleric, Druid

Dwarf  75+3d6 40+4d6
Elf 100+4d8  150+4d8 125+5d8
Atlantean 16+1d6 16+1d8
Stygian 15+1d6 28+1d8
Half-Elf 20+5d4 20+4d4
Halfling 40+1d6 20+2d6

Human 18+1d4 27+1d8 16+1d4 18+1d6

*Ages only apply to races eligible for the listed class
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The age stage of  a character may influence his ability scores, reflecting the vigor of 
youth or the degeneration of  decrepitude. Note that ability adjustments may not take 
an ability above or below racial or class maximums or minimums. However, age may 
bring WIS above racial maximums to a maximum of  19. 

AGE STAGES*

Dwarf (A) 35-55; (Ad) 56-149; (M) 150-249; (E) 250- 349; (V) 350-450 Elf  (A) 100-
179; (Ad) 180-574; (M) 575-874; (E) 875-1199; (V) 1,200-1700

Elf (A) 100-179; (Ad) 180-574; (M) 575-874; (E) 875-1199; (V) 1,200-1700
Atlantean (A) 16-22; (Ad) 23-50; (M) 51-80; (E) 81-110; (V)111-150
Stygian (A) 14-20; (Ad)21-40; (M) 41-60; (E) 61-90; (V) 91-120
Half-Elf (A) 24-44; (Ad) 45-99; (M) 100-179; (E) 180-249; (V) 250-350
Halfing (A) 22-32; (Ad) 33-69; (M) 70-99; (E) 100-149; (V) 150-200

Human (A) 14-19; (Ad) 20-40; (M) 41-60; (E) 61-85; (V) 86-100

 *(A)Adolescent; (Ad) Adult; (M) Middle Age; (E) Elderly, (V) Venerable 

Ability Adjustments Due to Age 
The ability adjustments due to age listed below are cumulative. Thus, if  a character 
were middle aged, one would apply adjustments beginning with adolescent.

Adolescent: WIS -1, CON +1 
Adult: STR +1, WIS +1 
Middle Age: STR -1, CON -1, INT +1, WIS +1 
Elderly: STR -2, DEX -1, CON -1, WIS +1 
Venerable: STR -1, DEX -1, CON -1, INT +1, WIS +1

Aging from Magic 

Casting certain spells or being under the effects of  some magic can induce aging. The 
following magics age a character by 1 year: caster of  limited wish; recipient of  haste; 
quaffing a potion of  speed. In addition, the caster of  a restoration spell ages 2 years.  
The caster of  a resurrection or wish spell ages 3 years. Finally, the caster of  a gate 
spell ages 5 years.

COMBAT

Order of  Battle 

Order of  combat is based on Dexterity.

1. Readied Spells are Cast and Take Effect in order of  dexterity.  After the spell 
is cast, the caster may prepare a spell for the next round.

2. Missiles may be fired in order of  dexterity.

3. Melee (hand to hand) in order of  dexterity

4. Movement takes  place:  each  character  &  monster  moves,  in  order  of 
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dexterity.

On Death and Dying   

If  a character's HP reaches 0 they are unconscious.  If  these are wounds are lethal,  
the character will continue to bleed out loosing 1 hp per round until they reach a 
negative number that is equal to their level plus constitution HP modifier with a -10 
being the maximum.  The bleeding can be stopped if  at least one  round is spent 
tending to the wounds

Upon reaching zero HP or below based on Melee or Missile combat, falling, fire or  
electricity the player rolls 2d6 on the Death, Dismemberment and Deadly Damage 
Table and apply those results.

Charging into combat 

Characters can charge their full run combat movement and make a single attack, but 
only if  the charge is in a straight line, and they then get no DEX to their AC for that 
round.  A  charge  must  be  declared  at  the  beginning  of  the  round,  just  like 
spellcasting, and is subject to the “fending off ” rules for spears and polearms (see 
“Spears and Polearms” below).  The defender of  the charge will get a free attack on 
the  attacker  but  the attacker,  if  scoring  a  hit  on  the  defender,  will  score  double 
damage.

Spears and Polearms 

Spears and polearms in the second rank of  a battle formation can attack by reaching 
through the first rank of  fighting-men (i.e. they can attack from 2 hexes away instead 
of  just one). Pikes can be used from as far back as the third rank (i.e. they can attack 
from 3 hexes away) making a block of  steady pikemen a truly dangerous opponent!

A polearm can be used to keep an opponent at bay — a successful attack against an  
opponent* who has not yet closed to arm’s reach will fend them off  for that round.  
However,  once the opponent is  past the point  of  a long spear or pike (i.e.  in  an 
adjacent  hex)  the  weapon  becomes  largely  useless,  and  it  would  normally  be 
discarded in favor of  a handier weapon. 

*A very massive  or  determined opponent  may not  be  dissuaded;  for  example,  a 
charging rhino may still crush a pikeman even though it has been spitted due to its  
great mass, and wild boars are notorious for climbing up a spear shaft to get at the 
spearman. Such instances will be dealt with by the DM on a case-by-case basis.

Retreating 

A combatant  can  back  away  from an opponent  at  up  to  ¼ their  speed  without  
penalty. At up to ½ their speed, they are at -2 AC and must make a successful DEX 
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roll (modified by terrain) to avoid stumbling — in which case the opponent gets an 
immediate free attack, and they must use a half-move next round to get up again. 
Retreating at any more than ½ speed reduces your AC by -4 and grants an opponent 
an immediate free attack, to which you may not reply (you are assumed to have 
turned tail and run away).

Subdual Damage 

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

Archery

Archers may fire two arrows per Round only if  they do not move.

Shields will be broken

A player can opt to forgo damage done to them if  they sacrifice their shield. The
damage will be waived and the shield will break. For a magic shield every +1 will 
give them a 1 in 6 chance of  the shield surviving this trauma. A sort of  “save”.

Furthermore,  any character using a shield defensively can reduce damage they take in 
combat by d4 each round.  Must be declared at beginning of  round.

A Fighter can also choose to use their shield offensively instead of  reducing damage. 
For one successful attack each round, roll a d4 and use the higher result of  the shield 
or the primary weapon's damage dice.

Two weapon fighting

Anyone may wield a weapon in each hand as long as they have a Dex of  13 or  
greater. If  they do so, each weapon must be a one handed weapon and one weapon 
must be smaller than the other. When rolling damage, roll both damage dice , picking 
the highest roll. 

Missile fire into melee

Characters can fire missile weapons (arrows, bolt, sling, flasks, etc) into melee with 
no additional penalty to attack target.  However, if  selected target is missed by +4 or 
-4 on the attack die roll then the nearest target (friend or foe) is hit.  Beyond that it is  
a miss.
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Helmets

Even though an otherwise unarmored man gains no normal benefit from a helmet, it 
still might be worthwhile in some situations. For example, if  kobolds are dumping 
baskets of  stones down from a clifftop, the referee might rule that a helmet will halve  
any damage the PC takes. If  green slime falls on the PC's head, wearing a helm 
would offer some benefit. Et cetera.

Movement within Melee 

A human-sized defender effectively controls their own and each adjacent hex, and 
enemies cannot move freely through this area. Attempting to do so will draw a free 
attack  which,  if  successful,  will  fend  the  attacker  (the  one  attempting  to  move 
through  the  defended space)  off  into  an  adjacent  hex  (see  Spears  and  Polearms 
below). Note that  this applies only to a creature attempting to move through the 
controlled area, not one which is moving in to attack. The direction the victim is 
moved is determined randomly (except that it must be away from the attacker) so it is  
possible that the free attack will actually speed the creature on its way!

ADVENTURING

Hit Points

All player characters receive the maximum number of  HP for their character class at 
1st level.  

At every succeeding experience level gained, new hit points are added based on the  
roll of  your hit dice.  If  that roll falls in the lower 50% of  your Hit Die, you may re-
roll until you roll in the above 50%.

Alignments

Lawful Good, Chaotic Good, Neutral, Lawful Evil, Chaotic Evil

Mighty Thews

Upon reaching a new level, a character  may re-roll their Prime Ability.  If  the new 
roll  is  greater  than  the  previous,  increase  the  ability  to  the  new  amount  to  a 
maximum of  18.

Wisdom as sanity

A character’s Wisdom score is a measurement of  his/her sanity. A character with a 
Wisdom score of  18 has  a firm grasp of  the  nature of  reality,  considerable  self-
discipline, and remarkable strength of  will. In contrast, a character with a Wisdom 
score of  3 is barely lucid, easily confuses reality with fantasy, and is on the border of 
lapsing  into  madness.  Characters  with  Wisdom scores  of  2  or  lower  are  utterly 
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insane,  and  must  be  treated  as  non-player  characters.  (If  this  Wisdom  loss  is 
temporary,  as  explained  below,  the  character  is  under  the  control  of  the  Game 
Master until he/she regains his/her sanity.)

If  a character witnesses an unspeakable horror, the Game Master may require the 
player to make a saving throw. The saving throw should be modified by the severity  
of  the horror in question. If  the character fails his or her saving throw, he or she loses  
points of  temporary Wisdom. The exact amount should be determined by rolling 
1d6. If  a ‘6’ is rolled, the character also permanently loses one point of  Wisdom (i.e., 
one  permanent  point  of  Wisdom  and  five  temporary  points  of  Wisdom). 
Temporarily lost points of  Wisdom may be regained at a rate of  one point per day of 
complete rest. The spell ‘Restoration’ will restore instantly temporarily lost Wisdom 
points, but will not restore any permanently lost Wisdom points.

Time

Sometimes the GM will rule that “an hour passes,” or even, “a month passes,” in the 
life of  our intrepid adventurers, but two important time measurements need a quick 
explanation. These are the “turn,” and the “combat round.” 

The Combat Round is ten seconds long. The Turn remains ten minutes.

Turns  are  used  to  measure  normal  movement  when  the  adventurers  are  in  a 
dangerous  place;  combat  rounds are  used  to measure  time  when the  party  is  in  
combat. 

There are 6 rounds to the minute, 60 rounds to the turn, and 6 turns to the hour.

Encumbrance & Movement

Weight  is  listed  in  pounds.  A  “normal”  level  of  miscellaneous  equipment  (not 
including armor and weapons) is assumed to weigh 10 pounds. Treasure is added to 
this, with each coin and gem weighing 0.1 pound. These are big, heavy coins and 
gems, but that’s just the way of  things in a fantasy world. Coins should clink, and 
gems should be the size of  dice. Thus weight carried is a total of  weapons carried,  
armor worn, 10 pounds of  equipment and coins carried.

All characters, depending on what sort of  armor they’re wearing and what they’re 
carrying, have a base movement rate as follows:
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Weight Carried Movement 

Rate

Walking 

(turn)

Running

(turn)

Combat 

(round)

Up to 75 pounds 12 240' 480' 40'

76–100 pounds 9 180' 360' 30'

101–150 pounds 6 120' 240' 20'

151–300 pounds

(300 pound maximum)

3 60' 120' 10'

Walking:  Mapping and careful observation of  the surroundings are possible

Running:  No mapping permitted.  Characters are automatically surprised and have 
no chance to surprise others.  The sound of  running may attract the attentions of  
enemies.

Combat:  Dashing around battling your foes.  Alternatively, running for you life.

Starting Gold & Equipment

Roll 3d6 and multiply by 10.

General Equipment

Backpack (30# capacity) 5 gp Lantern, bullseye 12 gp

Barrel 2 gp Lantern, hooded 7 gp

Bedroll 2 sp Lock 20+ gp

Bell 1 gp Manacles 15 gp

Block and tackle 5 gp Mirror (small steel) 20 gp

Bottle (wine), glass 2 gp Musical Instrument 5 gp

Candle 1 cp Oil (lamp), 1 pint 1 sp

Canvas (sq. yd) 1 sp Parchment (sheet) 2 sp

Case (map or scroll) 1 gp Pole, 10 ft 2 sp

Chain (10 ft) 30 gp Pot, iron 5 sp

Chalk, 1 piece 5 cp Rations, trail (day) 5 sp
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Chest 2 gp Rations, dried (day) 1 gp

Crowbar 2 sp Rope, hemp (50 ft) 1 gp

Fishing net (25 sq feet) 4 gp Rope, silk (50 ft) 10 gp

Flask (leather) 3 cp Sack (15# capacity) 1 gp

Flint & Steel 1 gp Sack (30# capacity) 2 gp

Garlic (1 pound) 1 sp Shovel 2 gp

Grappling Hook 1 gp Signal Whistle 5 sp

Hammer 5 sp Spellbook (blank) 25 gp

Holy Symbol, wooden 1 gp Spike, iron 5 cp

Holy Symbol, silver 25 gp Tent 10 gp

Holy Water 25 gp Torch 1 cp

Ink (1 oz) 1 gp Waterskin 1 gp

Ladder (10 ft) 5 cp Wolvesbane 7 sp

Lamp (bronze) 1 sp

Transportation

Type Cost

Cart, Hand 10 gp

Galley, Small (50 rowers) 2,000 gp

Galley, Large (100 rowers) 4,000 gp

Horse, Riding 40 gp

Horse, War 200 gp

Mule 20gp

Rowboat 20 gp

Wagon 50 gp
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Melee Weapons

Weapon Damage Weight Cost

Axe, battle1, 2 1d8 15 5 gp

Axe, hand 3 1d6 10 1 gp

Club 1d4 10 0 gp

Dagger 1d4 2 2 gp

Hammer, war 1d4+1 10 1 gp

Lance 2d4+1 15 6 gp

Mace, heavy 1d6+1 10 10 gp

Mace, light 1d4+1 5 4 gp

Spear1, 2, 3 1d6 10 1 gp

Staff 1d6 10 0 gp

Sword, bastard1, 2 1d8 10 20 gp

Sword, long 1d8 10 15 gp

Sword, short 1d6 5 8 gp

Sword, two-handed 1d10 15 30 gp
1 Weapon can be used either one or two-handed
2 When wielded two-handed, gain +1 damage bonus
3 Can be used as both a melee and a missile weapon

Missile Weapons

Weapon Damage Weight Cost

Arrows (20) 1d6 1 2 gp

Axe, hand 1d6 5 1 gp

Bolt, heavy (20) 1d6+1 1 2 gp

Bolt, light (20) 1d4+1 1 4 gp

Bow, long – 5 60 gp

Bow, short – 5 15 gp

Crossbow, heavy – 5 20 gp

Crossbow, light – 5 12 gp

Dart 1d3 1 2 sp

Javelin 1d6 5 5 sp

Sling – 5 2 sp
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Spear 1d6 10 1 gp

Stones, sling (20) 1d4 5 0 gp

Missile Weapons Rate of  Fire and Range

Weapon Rate of  Fire Range1

Axe, hand 1 10 ft

Bow, long 2 70 ft

Bow, short 2 50 ft

Crossbow, heavy 1/2 80 ft

Crossbow, light 1 60 ft

Dart 3 15 ft

Javelin 1 20 ft

Sling 1 40 ft

Spear 1 20 ft

 -2 “to-hit” per increment

Armor

Armor Type AC Weight1 Cost

Leather 12 25 5 gp

Ring 13 40 30 gp

Chain 14 50 75 gp

Splint 15 60 85gp

Plate 16 70 100 gp

Shield +1 10 15 gp
1 Magical armor weighs half  normal
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THE CAMPAIGN SETTING

The campaign is  centered around the Eastern area of  a relatively lively continent  
known simply as The Land, or The Realm by those who reside there.  The most 
obvious feature of  The Land  are the coastal kingdoms including the Kingdom of 
Avery,  the  Brythium  Empire  residing  in  the  Desert  of  Thak'Azul  and  the 
Wilderlands of  Eir'ian.  To the west, beyond the Spine of  the Dragon are the steppes 
and rugged plains of  the lands of  Turrusk and Kahati.  To the east, is the Great Sea 
of' the Blue Rose dotted with it's mysterious eerie isles.

THE DESERT  OF THAK'AZUL:  Consisting  of  roughly  eight  or  nine  cities  all 
paying  homage  to  the  Grand Caliph,  the  Desert  Kingdoms  of  Thak'Azul  are  a 
hotbed  of  intrigue  where  prosperous  merchant  houses,  wicked  nobles,  and 
vagabonds of  all stripe rub shoulders.  In general, anything is for sale in Thak'Azul,  
including monstrous beasts  and people.   The slave market  is  one of  their  biggest 
draws.   Two  of  the  most  infamous  cities  are  shadowy  Thumbra,  home  of  the 
dreaded Assassin’s Guild, and Byrithium, the City of  Brass rumored to have been 
built by the djinn in ancient times, where one can find the most beautiful courtesans 
in the known world.

KINGDOM OF AVERY:  Kingdom of  Avery was once the greatest kingdom in the 
Land, and was the ancestral enemy of  Thak'Azul for a thousand years.  But in recent 
history, the kingdom's borders and influence have withered leaving the the Kingdom 
of  Avery in the Northern lands, and the loyal Duchy of  Kurval and the scandalous  
Duchy of  Alain.  The most well known of  the Kingdom of  Avery towns are Avery  
and  the  slightly  more  wild  coastal  town  of  Morlais,  a  cosmopolitan  civilization 
where priests debate warlocks in the taverns, wealthy men plot the downfall of  their 
enemies via demon assassins, esoteric educations are available for those with ways 
and means, insect warriors walk side by side with half-orc bards, and the populace is  
all but immune to the general weirdness that surrounds their daily lives.

MEADOW LANDS:  A relatively safe part of  the Land, the Meadow Lands are home 
to the hobbits and gnomes, as well as to at least one clan of  dwarves who got tired of  
being cooped up in a mountain.  On the fringes of  the Meadow Lands lurk tribes of  
small, murky-minded humanoids such as yappy kobolds and mean-spirited goblins. 
The humanoids have learned not to attack the hobbits and gnomes openly, but may 
skulk through the night on missions of  spite and petty revenge.

NORTHERN WASTES:   Jagged peaks and forbidding slopes of  icy death make the 
Northern  Wastes  an  inhospitable  place,  but  there  are  several  cultures  that  call  it 
home.  Fierce Viking tribes live in the valleys and in the shadow of  the mountains,  
and are  loathe  to allow visitors  into  their  communities  (unless  convinced  by the 
promise of  hard drink and the trading of  good weapons).  Ice rats, a particularly  
tough form of  kobold, make their lairs within the mountains as well.  Deep within 
the caverns below the mountain range are dwarf  clans who want nothing to do with 
the world outside of  their holds.  Primitive tribes of  ogres and bugbears also abound. 
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And in the highest and most dangerous peaks, unwary travelers are likely to find wild 
packs of  howling yeti, the most dangerous of  the Northern Wastes predators.

THE SEA OF THE BLUE ROSE:  Separating the lands of  Kingdom of  Avery from 
the desert, The Sea of  the Blue Rose.  In days past, both Thak'Azulites and the folk  
of  the Kingdom of  Avery sailed the waters committing acts of  piracy against each 
other.  Somewhere in the sea, never in the same location twice, can be found Isle of 
the Sage.  Upon the tiny island is an austere black tower known to be haunted and 
cursed.  There is no known account of  anybody entering the tower of  Isle of  the Sage 
and returning to tell the tale.

GRIMMWOOD:  Grimmwood generally regarded as a place of  dread by the civilized 
folk  of  the  land  of  Eirian,  is  home  to  many  exceptionally  rare  and  dangerous 
creatures.   More  than once trolls  have  come ambling  out  of  the  forest  to  attack 
nearby farms.  At least one chimera has been sighted here as well.  The descendents 
of  Dark Elves, a tribe of  elves who went rogue from their highly striated society ages  
ago,  live in Grimmwood and have made it their hunting ground.

SOUTHERN JUNGLE:   A seething ecosystem that has little to do with the rest of 
the world, the Southern Jungle is home to warring tribes of  savage and superstitious 
warriors who know that Death can come at any second.  Tribes of  pygmies  hire  
themselves  out  as  assassins  and  poison  workers.   Great  beasts  such  as  jaguars, 
gorillas, and elephants can cause terror to natives and foreigners alike.  The tribes are 
ruled by a sinister Death Cult, the leaders of  which keeps the tribal folk in their thrall  
with threats of  releasing the vengeful wraiths of  the spirit world upon blasphemers.  

AMAZONIA:   The Motherland of  the great Amazon nation, Amazonia is a large 
island  some  200  miles  off  the  Eastern  shore  of  the  continent.   The  citizens  of 
Amazonia live in a military society ruled, without exception, by women.  Men are 
expected to be submissive, care for the children, and make sure that dinner is on the 
table on time.  The Amazons pride themselves on their military prowess, and their  
longboats patrol the waters around their island to ward off  pirates and cultists, both 
of  whom tend to give the Amazons a wide berth.  They are loosely allied with the 
Lawful communities on the mainland, particularly when it is to their advantage.

PIRATE ISLES:   Located west of  Amazonia, the Pirates Isles consist of  four small 
bodies of  land that have become a haven for rogues and thieves of  all stripe.  Shanty 
towns of  taverns, bordellos, gambling halls, and unscrupulous merchants abound.  In 
the words of  one knight, “You will never find a more wretched hive of  scum and  
villainy.”  The Pirate Isles are far removed from any official law enforcement, and 
operates the largest black market to be found in the world.  The pirates ply their trade 
on the shipping lanes between the mainland and Amazonia, and woe to any foolish 
mariner who seeks to travel to the Isles to reclaim his stolen cargo.  

DAGON’S ISLAND:    A distant  journey by water East of  Amazonia is  Dagon’s 
Island,  an inhospitable  hunk of  rock  honeycombed with  underground caves  and 
labyrinths.  This is the home of  the Cult of  Dagon, a murderous aquatic god from 
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the Black Pantheon who cares little for humankind except as a ready source for food 
and sacrifice.  The Citadel of  Dagon looms over the barren landscape, protected by  
hordes of  were-sharks,  and frogmen with armaments of  bronze.   It  is  considered 
taboo for any non-Dagonite to set foot upon the shore,  and any sailors  captured 
thusly may be promised a slow, painful death in a manner too gruesome to describe 
here.

EIR'IAN: This  land is  situated  between the  southern  Brythium Empire  and the 
Kingdom of Avery and has been fought over by both lands for centuries.  As the land 
has changed hands many times,  influences of  both kingdoms can be seen in  the 
culture and customs of  it's citizens and in the architecture of  it's cities and ruins.  The 
land is now independent and wild under influence of  no one ruler or law.

TURRUSK:  Nomadic tribes of  wild-men and primitive folk.

KAHATI:   An independent and proud nation of  people who are known for their 
horsemanship  and  archery  skills.   Independent  clans  united  under  the  rule  of  a 
supreme Kahn have been expanding their influences south challenging the borders of 
the Brythium Empire.

THE FAR REACHES:  Beyond Dagon's Island are the Far Reaches, an expanse of 
ocean  that  has  been  unexplored  and  uncharted  mostly  due  to  the  mysteries  of  
superstitions of  the deep.  Some say the sea is endless and travelers get lost never to  
return.  Others say a fabled land lies across the distant ocean inhabited by a fantastic 
civilization.

Gods of  the Land

ANU  (Lawful):  A ancient that had it's origins in the worship of  the sun Anu.  The 
Holy Order of  Light believes that the sun is the beginning and ending of  all things 
and that the followers are decedents of  “those beyond the sun”.  The Holy Order of 
Light  has  gained prominence through it’s  military arm; an order of  holy knights 
known as the Paladins.  The Holy Order teaches Anu was created to sustain life on 
the Planet MU and that those living beings await the return of  'those beyond the sun' 
when their learning on this planet is over.  Thus, Anu accepts all who seek to bring 
kindness and good to the world, even if  they have done great evil in the past.  The 
Holy  Order  of  Light  was  founded  on  the  tenants  of  humility,  forgiveness,  and 
charity, and it’s more fervent practitioners rarely own anything more than they can 
carry with them.

SAINT MELLON:   Originally a heartless mercenary, Mellon became a follower of 
Anu.    St. Mellon became the first true paladin and accomplished many great deeds. 
When he perished following his battle with the ancient dragon Murkenclaw, he was 
declared a saint by the order.

THE NORTHERN HOST:   The Vikings and barbaric folk of  the Northern Wastes 
follow a trio of  bloody-handed gods that are rarely venerated by the rest of  the world. 
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ODIN (Lawful) is the greatest of  the three.  Venerated for his wisdom and cunning as 
much as for his skill in battle, Odin is a god of  community and family, as well as 
witchcraft and cunning.  His son THOR (Neutral) is the God of  Thunder.  He is the 
monster slayer and master raider, direct and bellicose where his father is subtle and 
wise.  Out of  the three, it is Thor who is most loved by the Vikings.  CROM (Neutral) 
is not related to the others, but is the grim and unforgiving God of  the Mountain.  He 
cares little for mankind, allowing them to live or die by their own merits.   Crom 
favors the strong and the wild; those who have no need of  gods or magic.

THE BLACK CHURCH  (Chaotic):   A pantheon of  horrific  alien gods,  the Black 
Church is outlawed almost everywhere, and it’s worshippers are considered to be the 
bane of  all life.  There are secret cults of  the Black Church in Kingdom of  Avery,  
particularly Caladan.  The folk of  the Southern Jungle worship these vile gods, and 
revel in the insanity they symbolize.  AZATHOTH is the Daemon Sultan who dwells  
at the center of  the universe and who’s very existence causes chaos throughout the 
realities.  His rituals involve eerie piping music that can drive most  listeners mad 
(save vs. death ray or lose your mind).  HASTUR, AKA The King in Yellow, is a  
dark god of  intrigue and murder.  His worshippers consider murder a holy art, and 
the Assassin’s Guild of  Thumbra is devoted to this deity.  CTHULHU, who sleeps 
within the dead city of  R’Lyeh, is the great horror of  the sea.  Many of  the darker 
clans  of  the  Pirate  Isles  follow  Cthulhu,  who  encourages  cannibalism  and 
purification by fire.  DAGON is another aquatic god, but unlike Cthulhu, he is rarely 
worshipped by humankind.  His followers include aquatic monsters including were-
sharks  and  a  race  of  cruel  frog  men,  and  their  meeting  place  is  the  Citadel  on 
Dagon’s Island.  They particularly crave the blood  and flesh of  Amazons.  

MITHRA  (Lawful):  Perhaps the most widely worshipped of  the gods, Mithra is a 
god of  law and truth.  It is Mithra who’s name is invoked when binding oaths are 
made.  Mithra values loyalty and honor, and despises Chaos in all it’s forms.  His 
worship is most strongly felt in Kingdom of  Avery, but he has adherents throughout 
the world.  Mithra has no paladins, but many orders of  well-armed clerics enforce his 
ideals throughout the  world.

THE GODDESS (Lawful):   The warrior goddess  of  Amazonia,  the Goddess is  a 
paragon  of  female  perfection  as  the  Amazons  see  it;  beautiful,  iron-willed,  and 
physically powerful.  The Goddess’ promise to her people is that none of  them shall 
ever wear the chains of  servitude.  In return, the Amazons strive to live up to the 
ideals of  their fiery Goddess; freedom, success, martial superiority, and the wisdom 
of  an exclusively female ruling elite.  

OZYMANDIUS  (Lawful):  Ozymandius began life as a mortal man, becoming the 
greatest warlord of  his age.  He established great empires and kingdoms, his armies 
ruling over half  the known world.  In later centuries, the  kingdoms of  Thak'Azul 
remain as a testament of  his will.  Even death could not topple Ozymandius.  He  
ascended to the heavens where he became the one true god of  his people, a deity of 
civilization,  creation,  and order.   He is  worshipped in Thak'Azul to this day,  his 
might unquestioned.
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ARTABAN (Neutral):  Artaban is the god of  magic, and all arcane spell casters speak 
his name with reverence.  Like his one-time ally Ozymandius, Artaban began his rise 
to power as a mortal man.  It was Artaban, in the earliest days of  civilization, who 
wrested the secrets of  magic away from the gods and their servants, the elves, and 
turned it into a vehicle to help his own people survive.  He teaches that Magic is a far 
more potent force than Law or Chaos could ever be, as unlike the other two, it is real 
and has a direct effect on the universe.

ASMODEUS (Chaotic):  The Lord of  Hell, dread Asmodeus rules the underworld 
from his castle of  howling black iron wrought from the souls of  the fallen.  His dark  
church has one simple tenant: “Souls for Asmodeus.”  To those who offer up the 
souls  of  Men  through  ritual  or  combat,  he  promises  strength  and  power  in  the 
material realm.  He is directly opposed by Mithra and The Holy Order of  Light, and 
his followers take special delight in harvesting these pure souls in particular for the 
pleasure of  their dark master.

Lesser Gods

GOR  (Neutral):   The god of  slavery,  Gor  is  worshipped primarily  in  Thak'Azul. 
Slaver houses honor him with sacrifices of  their finest slaves.  His tenants stress that 
to grow powerful off  the debasement of  others is to rise yourself  to the level of  the 
gods themselves.  

HYPNOS (Neutral):  The god of  sleep, Hypnos is a lesser power who watches over 
his worshippers in the dark of  night, protecting them from the terrors that stalk in the 
shadows.  There is at least one band of  nocturnal rangers who have taken the mantle 
of  “the Hands of  Hypnos.”

ISTAR (Neutral):   The  alluring  goddess  of  pleasure  and luck,  she  is  an  ancient 
goddess of  Kingdom of  Avery, but is still invoked by gamblers, thieves, and lovers 
(not to mention adventurers).  She has no official church, but numerous small cults 
scattered throughout the land.

KHALK’RU (Chaotic):   Known as  The Destroyer  and The Chaotic,  Khalk’Ru is 
similar to Dagon in that he is a god of  the deep, though one worshipped primarily by 
humans.  His goal is to bring entropy to the entire universe, drowning all the world in 
oceans of  blood.  He is a god to be feared rather than worshipped. 

MORPHEUS (Neutral):   Brother to Hypnos, Morpheus is  the king of  the Dream 
Realm, a plane all sentient creatures visit when they sleep.  He is considered the god 
of  prophecy,  giving  flashes  of  insight  to  his  followers  as  they  slumber.   He  is 
worshipped by wizards, gypsies, and, to no surprise, university students.
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Names of  the Months 

13 months of  28 days plus one Day Out Of  Time

Month of  The Phoenix
Month of  The Scorpion
Month of  The Wyvern
Month of  The Griffin
Month of  The Ogre
Month of  The Troll

Month of  The Worm (Serpent)

Month of  The Toad
Month of  The Minotaur

Month of  The Wolf
Month of  The Ox
Month of  The Fey

Month of  The Tiger
Day Out Of  Time (Agas)

7 Days of  the Week

Day of  the Sun
Day of  the Magus
Day of  the Wand
Day of  the Moon

Day of  Tyr
Day of  the Fool

Day of  the Sword
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Maps

53



54



55



Notes:

56


	CHARACTER GENERATION
	Ability Scores
	Strength 
	Dexterity
	Constitution
	Intelligence 
	Wisdom
	Charisma
	Experience Bonus 


	Character Class
	Cleric 
	Cleric Class Abilities 
	Cleric Spells Per Level

	Fighting-man (Fighter) 
	Fighting-man  Abilities 
	Dwarven Warriors 

	The Magic-user 
	Magic-user Class Abilities 

	Thieves
	Thief Class Abilities 
	Thief Abilities
	Racial Bonuses

	Druids
	Druid Class Abilities 
	Druid Advancement Table

	Ranger 
	Ranger Class Abilities 

	Samurai
	Viking

	Character Race
	Humans
	Dwarves
	Halflings
	Elves 
	Half Elf
	Amazon
	Atlantean
	Stygian
	Stygian Colors Of Magic

	Half-Orc
	Beast-Man
	Psychic Knight
	Fairy or Fay
	Secondary Skills
	Character Age
	Aging from Magic 

	COMBAT
	Order of Battle 
	On Death and Dying   

	Charging into combat 
	Spears and Polearms 
	Retreating 
	Subdual Damage 
	Archery
	Shields will be broken
	Two weapon fighting
	Missile fire into melee
	Helmets

	Movement within Melee 

	ADVENTURING
	Hit Points
	Alignments
	Mighty Thews
	Wisdom as sanity

	Time
	Encumbrance & Movement
	Starting Gold & Equipment


	THE CAMPAIGN SETTING
	Gods of the Land
	Lesser Gods

	Names of the Months 
	7 Days of the Week

	Maps

