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D
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 b

on
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ou

r 
bo
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R
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 b
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M
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ck

 B
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O
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T 

bo
nu

s +
 L
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M
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 D
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M
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 A
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ck

 B
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 M
IN

D
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 L

ev
el

 
 R
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l d

20
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 D
EX
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 fo
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ni
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er

yo
ne
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l, 
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 Fo
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 d
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 B
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 d
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 d
ef

en
ce
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A
 N

at
ur

al
 1

 is
 a

lw
ay

s a
 m

is
s. 

For m
agic attacks you m

ust beat the target's level+ the 
appropriate bonus (D

EX
 for rays or bolts, M

IN
D

 for 
illusions, charm

s, or m
ental effects, STR

 for alterations 
ike flesh to stone).  

l W
arriors, Paladins, B

raw
lers, W

raiths and R
ogues 

using a light w
eapon can use their D

EX
 bonus instead 

of STR
 w

hen attacking. They can also w
ield 2 light 

w
eapons and attack tw

ice in a round (at the sam
e tim

e 
in com

bat order), but w
ith a -2 to all attack rolls that 

round. If only one attack is m
ade, the second w

eapon 
can be used to parry, granting +1 A

C
. R

apiers count as 
a light w

eapon, but tw
o rapiers cannot be used at the 

sam
e tim

e. The hand to hand attacks of the B
raw

ler and 
W

raith count as light w
eapons. 

 O
nce per Encounter, betw

een Encounters, a character 
can get a "Second W

ind". This w
ill heal 5+C

on 
B

onus+C
haracter Level num

ber of H
it Points. U

se of a 
"Second W

ind" on an unconscious character 
autom

atically brings that character back to 1 H
it Point 

and then heals them
 norm

ally. M
agical "C

ures" G
ive a 

C
haracter another "Second W

ind". Each Level of C
ure 

w
ill only w

ork on a C
haracter once per day. “C

ures” 
an be used at any tim

e.    
c Saving T

hrow
s 

If you are affected by a C
ondition, you get -2 to all rolls 

for each C
ondition. R

oll d20 at the end of your turn, if 
you get 11 or m

ore, you are no longer affected by any 
C

ondition (including U
nconscious).  
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s c
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 c
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 p
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, D
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D
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e 
ro

ll 
w

ith
ou

t t
he

 C
om

bo
. 

 S
ki

lls
 

Th
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4 

st
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, 

K
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w
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C
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m
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Sk
ill
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/2
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ou
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nd
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 a
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s d
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ss
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e.

 
Sk

ill
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ill
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r s
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t b
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m

os
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ab
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 to
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e 
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tu
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io

n 
m
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ifi

er
s 

C
om

bat A
dvantage 

A
 character has C

om
bat A

dvantage if their target is 
incapacitated, confused, blinded, unable to see them

, or 
the character is behind them

. That character gets +2 to 
hit that target and adds FO

R
T bonus to M

elee dam
age, 

x2 for 2-handed w
eapons.  

M
agic 

W
izard can cast any arcane spell in their spellbook, and 

D
ruids can cast any spells from

 the list of spells they’ve 
been granted. There is no need to m

em
orize spells in 

advance. 
 C

asting a spell of any kind costs H
it Points. The cost is 

triple the level of the spell being cast: 
 Spell Leve

0  1  2  3   4    5    6    7    8    9 
H

P C
ost 

 
0  3  6  9  12  15  18  21  24  27 

l   

 This loss cannot be healed norm
ally and "Second 

W
ind" w

on't heat the loss either but the loss is fully 
recovered after 8 hours rest.  
 Just because a character can cast any spell, doesn’t 
m

ean that they should. C
hoose spells that suit the 

character. Select one ‘signature’ spell per spell level 
from

 1st upw
ard that they prefer to use over any other. 

These spells are easier to cast due to fam
iliarity, costing 

1 less H
P to use. 

 The D
ifficulty C

lass (D
C

) for all spells is 10 + C
aster 

L
evel + C

aster's M
IN

D
 bonus  
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at
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A
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og
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s m

ay
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m
ag

e 
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da

m
ag

e 
fr

om
 o

ne
 ro

ll 
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el
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Level A
dvancem

ent 
Every level add +1d6 to H

it Points 
If the level divides by tw

o (2, 4, 6…
) add +1 to all 

attack rolls and +1 to all skills 
If the level divides by three (i.e. level 3,6,9,etc.) add 
1 point to STR

, D
EX

 or M
IN

D
 and +1 to one skill 

and +1 to Level B
onus for A

C
. 

If the level divides by five (i.e. levels 5,10,15,etc.) 
W

arriors gain +1 to their attack and dam
age rolls. 

A
ll m

elee and m
issile dam

age is doubled at level 21 
and beyond. 
D

ruids and W
izard gain access to new

 spell levels at 
evels 3, 5, 8, 11, 14, 17, 20, 23.  

l Other H
azards 

Falling: 1d6 dam
age per 10', half dam

age on 
Phys+D

EX
 save. D

C
=depth fallen in feet 

Spikes: add +1 point to falling dam
age per 10' 

ax +10 
fallen, m
Poison: Phys+STR

 save to avoid or for half, 
depending on poison.    Effect varies w

ith poison 
type. 
E

xtrem
e H

eat &
 C

old: If not w
earing suitable 

protection, Phys+STR
 save once every 10 m

inutes 
(D

C
 15, +1 per previous check), taking 1d6 dam

age 
on each failed save. 
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 C
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Cl
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Th
e 

cl
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s a

re
 W
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ar

d,
 W

ar
rio

r, 
Pa
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 B

ra
w

le
r, 

W
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, R

og
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, D
ru

id
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s b
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 1
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 c
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