INTRODUCTION _ 1

Welcome to the world of Nimolee, a world far from Earth in space and time.
This 1little zulebook contains the results of several years work on a Fantasy Hole-
Playing game. The book and the game grew together. What started as a project to
set in order the varius rules I was using for my own benefit ané convenlience, soon
expanded to become a rulebook for the use of the Duke Gamers. ¥Now it is even more,
a rulebock which, hopefully, anyone can use,

Only rules which the players deal with azre 1nclu_ed herein. This has been done
for two reasoms - first, I did not wish to give away 211 my pet GM secrets, and
secondly, this boock is-part of what will someday perhaps be a set of books, This
set wlll have various "Players' Boocks"™, of which this is the first, znd various
"GM's Books", drawn up by every GM for his own personzl use.

This book was designed in the hope thait anyone, whether he had played any
kind of FRP game before or not, could pick up this bock, and by reading through it,
learn to play the FRP gane desc*ibed here. Of course, since I haven't included any
guldelines for the G, there will occasionally arise questions from readers which
only the local GM can correctly answer. But this is as it should be, for although
I feel that these rules are well worth usirg,.I don't feel that every world should
resemble mine down to the lasit detail. There's plenty of room for imagination.

I designed the rules for Nimolee with a cextaln idea in mind. This was, that
Nimolee was to be a "fres-will' world, where, within the limits of nossibility, the
Players could act in any way they chose. Thus, alignment is flexible, for instance.
Of course, to every action there are conseguences. I wanted to allow both players
who preferred ‘hack-ind-slash' vicarious living in a fantasy world, and plzyers who
- preferred long-term character involvement role-playing to enjoy Nimolee.

' I also desired to restict the powers of the players to within some reasonzble
bounds. After tiwo-years of play, there ars less than 5 fifth-level characters rm
by players. My own personal feelinz is that this is as it should be, but there's
no reason to restrict your game to my feelings. I have not included upper-level
Magic-User and I1lusionist spells as part of this low-level bias, because in Nimolee,
although they are known to exist, only a very few possess the spells themselves.

I see the various character ¢lasses not as oppirtunities for the pursuit of
power, but as reflections of the way reality is in Nimolee. Therefore, I have in-
cluded some descriptions of the various subeclasses, telling what their function is
in Nimolee.

Even thouzh I have tried to be very careful about typos, about clariiy, and
about aveiding inconsistencies, I may have missed a few. If you should detect any,
- @0 not hesitate to bring them to my attention. .
May yocu never get fireballed - N

Paul Keyser
Box 4867 DS
Durham KC 27705
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EXPLANATION OF TERMS 2

Armor Class, refers both to actual type of armor worn (e.g.,
Chaimnmail and Shield is AC 4), and to adjusted AC (see p.bs-7).

Any one of the adventuring occupations.
Any creature called, summoned, conjured, or created by any spell.

Damage done by falling (for each 10' of f211 after the first), by
fire, or by certain spells. It is calculated as follows: FD =
L.D{[.75xX), whexre L. is the level of the character tzking the
fEre damage, and XK 1S the number of sides his Hit Dice have.

Fighting-Man or Fighter, one of the occupatioens.

Gamesmaster, the person who has made up the world in which the
Players® imaginary characters adventure,

Hit Dice, refers to the number of dice {usually S-sided) to be
rolled for an entity's hits (g.v.). Thus '3 HD' means 3D8, and
'5 +1 HD® means 1+5D8. HD is eguivalent to level.

Refers both to bodily damage sustainsble and defensive ability.

It also refers to damage inflicted in battle or otherwise, which

is marked off a character’s hits (see p.46-47).

1. Hit Probability, see p.4é-47.
2, Hit Points = Hits.

t

Ability to see Infra-red radiation, Uses 'discs' instead of rods

-or cones in the eye, and only functions in the total absence of ligh

Refers to level of a2bility In one's chesen adventuring occupation.

The smallest increment of time in 2 batile, in which round of
fighiing takes place. It is six seconds leng.

Abbreviation for the above.
Magic-User, one of the occupations,

The typical movement speed of a creature, given in 10's of fest per
30 seconds. For example, a human has 2 move of 12, or 4 £/s, or
about 2 3/4 mph., One can speed up to ix rate, or slow down.

Two 20-sided dice, rolled together and read as §0-sided diec in =

-pre-declared order, one being the tens, the other the units.

A way of mapping numbers 18 and over into the percentage groups of
18: 18 becomes 18(01), 19 18(51), 20 18(76), 21 18(91), and 22 18(00

Prime Requisite: see Generation of Abilities (p.5).

‘Spell Ponits - units of psychic energy, which every spell-user

uses to cast his spells. See Magic System, p.50, and p.31i.

Saving Throw - see Magic System, p.50.

Unit of spell duration, equalling ons xminute, hence 10 mxr's.

Round m down: |3 = 3, [2.5= 2.

Round m wp: [3 =3, [2.5= 3. )

Take the greater of m znd n: 2[3=3,0"3=0.

Take the lesser of m and n: 2|3 =2, O}k =0, |

Roll n m-sided dice and take the sum of the mumbers thus generzied.




TO THOSE WEO HAVE NEVER PLAYED

Fantasy Role-Playing (FRP) is an open-ended, non-competitive fanizsy simulation
game, where fantasy is the keyword. It is derived, in a generzl way, from wargaming
and J.R.R. Tolkien's Hobbit {and Lord of the Rines 'books) It is an interaction
“etween players, controlling ("rmumning") imaginary characters in an imaginary world,
-.=nd a Gamesmaster {GM), who is just exactly the person who devised this world.

¥hat is meant by open-ended is that, zlthough one can only phsically play for so
many hours, the game liself may continue indefinitely. That is, after the btend of
adventurers have done whatever they did, the players may choocse to quit, or to
contimie. In either case, the plzyers will pick up where they left off, when they
next play. ]

The large-scale interaction is called an "adventure", and there may be several
during the course cf a game. In the course of an adventure, there usvally are many
small-scale discrete interactions, which are called “encounters". Each player may
have - "rmm" - more than one character. Each character has an occupation with
certain skills and uses these skills during an zdveniure to gain material benefits -
profit - and experience. As cne becomes more exgerienced, one gets better in whai~
ever occupatilion has been chosen.

The game is Intended {0 Pe a simulation of a universe in which the laws of
nature are not strictly Newtonlan-Einstelnian or whatever, Magle, in particular,
is a major part of the falxric of this universe. Thus there are many "tools™ which
operate by means of this force, Magle, called "Mzgic Items”.  These are 2 part of
the adventurer's booty, the other part being cash and other valuables,

In real life, there are many factors, mostly unknown to those involved, which
influence any sitvation. In pFgrP, since it is intended to be a simulation of a kirnd
of "real life”, something must be done to reflect that. What is done is to use §
types of dice (4-, 6é~, 8-, 12-, and 20-sided polyhedrz) and a set of charts devised
by the &M, together with his arbitrary decisicns, to decide what happens. These
charts and decisions are arranged so 2s to mzke it a game of skill, not chance.

It should be noted that, although the GM is attempting to simulate a world,

—playability has preZminence over realism or accuracy, or complexiiy (which is what
Tealism often winds up being or becoming). Thus, since the burden of determination
of the nature of this world is up to the GM, he often makes arbitrary, simplistic
determinations and decisicns for the sake of playability amd/or clarity. In addi-
tion, although the original "rules™ for DED were published in 3 handbocks by Tacti-
czl Studies Rules in Iake Geneve, Wisconsin, they are eniirely flexible and may be
considered rather as tried-ocut guide-lines, Modifications are freely made by the
GM within certain bounds, these bounds being usvally determined by telance of the
game, playability and similarity to the previcus rules, in about that oxder.

The non~competitive and open-erded aspects of the game come about due to the
lack of “winning conditions™., That is, there 1s no point at which one counts up
points, chips or bruises apd decides that one person/player has done better than 211
the others. To be sure, as with anything, some people will do better than others
in the geme - but this will change under different conditions - a different GM, a
different time, with a different set of co-players. Also, charzcters tend to gein
more lucre and experience by concerted effort, so it behooves characters to act
cooperatively durling an adventure. CF course, if a characier-dies in scme manner
(as those out after loot ofien do), the geme has come to an end for him (usually).
However, the player need not guit - another cheracter may be created and started
out on the path %o gold and glory (or whatever).

FRP has a simple stirategy and complicated rules, as opposed to Chess or Go
which have simple rules ard complex strategy, or Wargames, which have ccmplex
Tules and fairly complex strategy. Mainly then, FRP is intended to be a flexible,

entertaining game of vicarious living ir a fantasy world. Escapism perharps,
mut - why not?




TO THOSE WHO HAVE PLAYED 4
- (AN INTRODUCTION TO NIMOLEE)

This game, while similar In many respects to other games on the market, is
sufficiently different that I felt compelled to write up this ruleboock. It has
in fact been styled z "I&D variant"”, referring to the D&D of TSR. However, the
differences between thelr game and this one are so far-reaching, beth in what
goes on in front of the 'God-shield’ and behind it, that a few notes are in
order to those who have played their game, and to those who have played others.

First, characters are gesnersted in the standzrd way (6 characteristics,
Hit Dice), up to three in number., However, there are some zdditionzl rolls to
be made, and there are two algorithms for generating the basic set of six char-
acteristics. These additional rolls are: 'Swanson' special ability rolls,
right/left-handedness, tackzround, and height & weight.

Second, Alignment 1s moral alignment on a scale of Good to Evil, arnd is
Talrly flexible, although it is easier to go downhill than uphill. Most people
tend to end up scmewhere between Good and Neutral. ' It does not mean anything
to ask someone his alignment, and there are no alignment languages. MU's have
no Detect Evil spell, and Clerics detect Evil as an a2bility.

Third, I run Clexries, Fighters, MU's, Thieves, and the subclasses of
Druids, Paladins, Barbarians (Lew Pulsipher's), Rangers, Ilusionists, and Monks
{which I treat as a subclass of Thieves). Clerics' spell progression is rather
similar to that of MU's. Fighters are restricted in weapons use somewhat as
MU's are restricted in spell use. Thieves' ablilities are situation dependant,
and adjustments zre set arbitrarily by the GM. I'm fairly strict on Cleries’',

- Paladins', and Rangers' alignment - the higher the level, the stricter I am.

Prerequisites for being a Paladin are fairly strict.

Fourth, the Maglc system 1s Spell Points, with cast, cortinuation, and re-
charge costs. All spells have a casting cost, some have a continuation cost, and
the higher the level of the spell, the more likely it is to have a rechzrge cost.
The number of spell points a spell-user kms per day is L x (Str + Con + PR)/3.
Clerics and Druids know all their spells, and use no books., MU's and Illusionists
must roll to see if they are a2ble to learn each spell, and if less than the mini-
num or more than the maximum allowed are rolled as being lezrmable, the character
must pick spells to put one within the limits. Then they must pay to obtain a
copy of the spell, and the ususal rzte is 200 GP for a ist-level spell, BOO for a
2nd-level, 800 for a 3rd-level, etc.; this puxchase nedd only be made once per
spell. These books may be used by another MU.

Flfth, the combai system in m2lde is the usual one found in gzmes of this .
sort, but allows M a better chance to hit than most. Malée rounds are six seconds
long, and unless one is hasted or a Monk, it is one attack per round {certain crea-
tures attack simultaneously with 2 claws and 2 bite or the like). Missilry is a
bit different from the usuzl system: there are two rolls, where the first is to
determine if the missile hit the target, and the second is to determine if it pen-
etrated. There 1ls no penetration roll for throwinz a torch, for a Magic Missile
spell, or for shooting at non-corporeal belngs such as certain Undead.

Finally, the standard races in Nimolee are Dwarves, Half-FElves, Hobbits,
Elves, and Men. Although they are 211 based on the races of Tolkien, the repre-
sentations I have chosen in terms of game mechanics are peculiar to Nimolee.

In sum to effectively play, the section on character generation and the
section on the rzces (pp. 5-13) should be read. The missilry should be at least
locked at (p. 48), and the rest can be skimmed, Most spell descriptions are

about what you would expect frem the nzmes, but they should be consulted before
using the spell. . '
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GENERATING A CHABAGTEB

There are three things that make up whal a persoen is abi_ities, persona.li‘ty,

an” morality. In this game, since it is a2 role-playlng, adventuring game, abilities
a. »f great importance. Most personality 1s left up to the player, which is not to
say that it is unimportant. It is e=sier and more enjoyable to be able to specify
‘vour® character's personality yourself. Remember that 'role-playing' comes before
‘adventuring'. Morality, or as it is called in this game, 'alignment', is determined
by the free-will choices of the characters. It is easier to make up an interesting
personality if one has the character's abilities specified In detailed form, and thus
the extensive tables presented here. Up to three characters may be generated. Once all
abilities and background are determined, and race determined, occupation is chosen.
There axre two parts to the determination of a character - abilities and background.
There are also two ways to generazte the abilities of a character.

Ho matter which way is chosen to generate characteristlces, they are:

Strength PR for M c¢lass
Intelligence PR for MU class
Wisdom PR for Clerics class
Dexterity PR for Thieves class
Constitution ?
Charisma ' :

The prime requisite (PR) affects the rate of advancement and maximum level of advence-
ment. The maximum level to which one may advance is PR-2. The effect on ra.te is as

follows: PR 3-6 7-8 9-12 13-14 15-18

Exp Adj -10% -F O +55  +10%
In Nimolee, as is many worlds, there zre races other than men -~ in fact there are Elves,
Dwarves, Hobbits, and Half-FEives (offspring of both man and elf - they are imterfertile),

I *s this fact which causes there +o0 be two ways of gemerating a character's chara.cte*-
i.__cs.

The first way is to roll all 6 characteristics for all 3 characters on 3D6. Then
i1f it is desired to have other than human characters, they must meet the following re-
qulrements:

Man mf Eali‘-Elf Hobbit Dwarf
SITR - 13) -

INT - 26 18 o0) (6. 18 ) - (6,15)
as - (618™) (6% o -
con - | (€, ig"") (6,16%)
D i) g™ o’ @is

In the above chart (n,m) means that thet characteristic must be between n and m inclusive,

and a - means no requirement. If po desired, two numbers may be lnterchanged (bﬁore
selecting race). If an 18 is rolled for any characteristic, roll percentile dice and
Tecord that number with the 18. If the sum of the characteristiecs is 60 or less, rercll.

The second may is to declare race first and then roll dice for that race. If this
is done only one of the three charzcters may be non-human. The special dice to roll

are as follows: Men  EIf  Half-E1f Hobbit  Dwerf
- STR 3D6 3D6 3D6 1+2D5 D6

INT 3D6 3D6+iDh 3D&HDE  3D6 3+3Db

WIS 3D6  &+3Dh  &+3DL 306 3D6

DEX 3D6 3D6 3D6 3DE+1 DL 3D6

CON 3D6 3D5 306  3D6HIDH  IDGHLDE

CHA 3D6 12+2D3 10+2Dh4 3*+3D4 3+3D4
T ‘e may be other non-humns avallable from the GM. If mumbers 18 and over are rolled
on3DE+H1D4, use percentile mapping., If an 18 is rolled in any other way roll percentile
dice and record that number with the 18.

Next, roll fixther charscteristics, called 'S.aa.nson A’biuties » ¢o the next paze.



W SR SO P N

,k_,ﬁ_,_W,_‘,,,,.A‘.‘,.,_.‘.._\,,_‘_......_,“4.4.

PRIV T

SPECIAL ABILITIES
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First roll cne 8-sidei die to determine the number of special abilities possessed =

take 15 the number rolled and round down.

Then roll one 10-sided for each ability
percentile dice simultaneously with one

m8 # 1p8 &
1 s} 5 2
2 1 & 3
3 1 7 3
& 2 8 &

to datermine in which class it is; and finally roll
6-sided die to determine the special ability:

"1Dé
ID10 #ite Description of ability 1-3 {bad) 4-8 {qood)
1,2 Q1-15  Acuity of day vision
16-30 Acuity of Night Vision x3/4 range x5/4
31-&4 Hearing -1 +1
45-58 Auditory Discrimipation
59-72 Nasal Discrimination
73-8% Palatal Discrimination :
87-00 Tactile Discrimination -15% locks,pockets +15%
3,4 91-15 gdged Weapons -2 HP +2
16-30 Maces & Hammers -2 HP +2
31-44 Fiails & Morning Stars -2 HP .  +2
45.C8 Arrows & Bolts -2 HP ; +2
59-72 Thrown Projectiles -2 HP, +2
73-86 Pole Arms” -2 HP'  +2
£7-00 Bedy Weaponry -2 HP +2
~ 6 01-11 Monsters Flesh like dislike
- 12-22 Reaction to Magic -2 ST +2
23-33 Reaction to Poison -2 ST +2
34-44 Gets Premonitions randem accurate (hum2ns only)
45-55 ‘tuck -1 +1
56-66 First Impression {Charisma) -2 +2
€7-77 Lying Ability {Charisma) . -2 +2
78-88 Believability {Charisma) -2 +2
89-00 Healing rate half double
7,8 01-15 Horsemanship x3/% speed x5/L Ehunans only)
16-29 HMagic Use Competance -1 damage/die +1 No Dwarves
+1 other!'s STs -1 or
39-43 Enchantments and research +10% time & cost -10% Hobbits)
4457 Finding Secrast Doors -2 +2
58-72 Learning Languages -2 # +2
| x3/2 time x2/3 — :
73-86 Turning Undead -2 +27 (humans only)
87-00 Experience adjustment -10% +10%
9,19 Q1-10 Cowardliy/brave
1119 Agressive/Pacifist
20-28 Misanthropic/Friendly
29-37 Berderiine/Sane
38-46 Pragmatic/Idealistic
47-55 Thoughtful/Capricicu
~ $6-84 Avaricious: - yes noe
65-73 Temper: Hot Even
. 74=82 Cenfidents no yes
83-91 (Conceited/Modest -
92-90 Shy/Outgoing
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There aTre two more things to do before generating-hackground. To determine
manual ability, rell 1D6 and 1D20:

6 < 20 Right-handed (823%)
6 = 20 Ambidexirous (5%)
6> 20 Left-handed (123%)

To determine helght and welght, roll 3D6 and 2DS and consult the information on whichever
race the character is. (Ferzles roll "3+3D6 and ~6+206 instead)

Finally, the background of each chracter must be determined. This consists of
birthplace, Father's occupation, and amount of schooling.

Birthplace
Men Elves & Half-Elves Hobbits - Dwarves
01-1i2 - Nalmian Villiage of Village of Castle Khazak
13-24 Northerner Tavrnamtr _ Kudduki .

25~00 Nimoleean

Father's Occupation

Village Men (1) City Men (3) Elves & Half-Elves Fobbits
- 01-07 Baker 01-02 Armourer _ o1 Actor 01-05 Baker
08-11 Beekeeper 03-07 Baker 02-06 Baker 06-09 Bard.
12+18 Blacksmith 08~-12 Blacksmith 07-10 Bard 10-13 Beekeeper
19-20 Brewer 13-15 Bowyer/Fletcher 11-15 Beekeeper 14-16 Brewer
21-25 Butcher 16-17 Brewer 16-18 Brewer 17-18 Buicher
26-32 Carpenter 18-20 Butcher 19-20 Butcher 19-21 Carpenter
33-36 Iny Worker 21-24 Carpenter 21-25 Carpenter 22-25 Digger or
37-48 Farmer 25-28 Bullder * 26-33 Bowyer and : Burrow-Builder
49-50 Fisherman 29-30 City Guardsman Fletcher 26-45 Fzrmer
51-52 Fruitgrower 31-32 Cleric 34-39 Farmer L6-48 Fruitgrower
61 Herdsman 33-38 Farmer 4o-45 Goldsmith and 49-50 Herdsman
oz-67 Hunter 39-41 Fisherman Jeweler 51-53 EHunter
68-71 Innkeeper 42-45 Glassblower L6-48 Herdsman ‘&4-58 Innkeeper
72-77 Leatherworker 46-48 Goldsmith and 49-.53 Hunter 59-60 Leatherworker
78-82 Miller Jeweler 54-57 Leatherworker 61-64 locksmith
83-84 Miner 49-52 Tnnkeeper 58-62 Locksmith 65-69 Miller
85 Physician 53-57 Leatherworker 63-64 Miller 70-73 Merchari
86-88 Potter 58-60 Locksmith 65-66 Merchant 7476 Physician
89-90 Stonemason 61-65 Merchent 67-69 Pedagogue 77-80 Potter
91-93 Taller 66-68 Pedagogue 70-71 Physician 81 . Seribe
94-95 Tinker 69-70 Pexforming Artist 72-74 Potter 82-84 Silvers=zith
96-98 Weaver . 71-73 Physician 75-78 Scribe 85-87 Tailor
99-00 -Specisl- 7475 Potier 79-82 Tailor 88-89 Tinker
76-77 Sailor 83-90 VWeaver 90-95 Tobacconist
Soecial - allows 78. Sail/Tent-meker 91-96 Ropemsker 96-98 VWeaver
EL Tcholce of father's (J-80 Scribe 97-98 "Thinker” - 99-00 -Special-
: ather 'S g81-82 Shipwright 99-00 -Special-  — _ .
§ occupation, either 8§3-84 Stonemason ; —
' from this list or 85-89 Tailor - : " -
anything the.(M 90 Trd ef P Diprves
will allow. 91-95 Weaver Family 1 : Royal Family (Khzz3k)
96-98 Worker in Paper Family 2 : He:*:cha.nts (Mazuruk)
99-00 -Special- Family 3 : Builders (Dimar)
: Family &4 : Mipers (Kharan)
Schoolinz : Roll 2+203, and add 2djustments Family 5 : Armourers (Ran-Buruk)
" low for grade level (at most 8th grade). Family & : Soldiers (Bartkar)
. Northexmer - -2 Pamily 7 : "Peasaxmts" (Zaburtil)
Nimoleean or Nalmian clty man +2 : 7 :
Hobbit, Eif, or Half-E1f ~ o+l languages learned (plus native tongue & Common
INT or WIS, per 2 above 13 +1 Men learn Elvish :!Fr?éth --8th g:af:s
INT or WIS, per 2 below 8 - -1 Elves & Half-Elves learn Orcish in 4tk - 6th,

and Gnome in 6th - 8th grade
Dwarves learn Gnome in 4th - 6th grades, and Kobold and Oreish in 6th - 8th




STRENGTH DEXTERITY CONSTITUTION
ad justments for all characters

e . Ve.i.gh'ti Openingz Welght
| Strepzth | BP | Dem | Borne =}

Doors 2] Roll & Offsetl 1 see the encumbrance/

34 -2 -1 =150 1 2D8 9 movenment tables under
e [ -1 0 -100 1 206 7 - each race. Units of
7-8 0 0 -50 1-2 206 7 welght are tenths of a 1b.
912 0 0 0 1-2 2% .7 £ Nunbers in parentheses
13-14 0 0 +50 i-2 206 7
refer to doors on which

15 + 0| +100 1-2 oD 5 E ,
16 + + +150 1-3 D4 5 a 'Hold Portal' spell
17 | +2| +2| +300-| 13 | am3 & is cast (p.33).

18:01-50 | +2 | +3 | +%00 1-5 173 2 2 Optional: use this rell &
£51-75 | +3 +3 +500 i-5 103 2 . offset instead of the usuas
$76-90 | +3 | + | +600 | 1-6 (1) | 1D3 2 i The female adjustment of
191-99 | +4 | +4 | 4700 |16 E_i-zg ip3 2 ~6 still applies. See
:00 |tk +800 (1-6 (1-3 1D3 2 Constitution below.

Dexterit ool 2 1 _

¥ Iﬁ.ss;es". To Bg%Hi‘t = This appllies to the Contact roll only.
3 - +2 -
& 5% | 5% 2 This mumber 1s added o the attacker's
5 - +1 0% 'To Hit' roll.
| 6 -5% +5% 1 ‘
| 7-8 -5% 0
| 9-12 0 - 0
E 13-14 +5% 0
is 5 -
16 +5% -10%
' 17 +5% -15%
71 18:01-50 +5% ~20%
- 15175 +10% »20%
176-90 +10% ~25%
$91-99 +15% ~25%
:00 +20% =-30%
1 Weight _ > 1 .
Constitution | HD adj.=}] Roll & Offsetd = This adjustment is added %o every HD
3-4 -2 2D8 9 rolled, with the proviso that the ad-
5-6 -1 2D6 7 Justed roll not be reduced to 0 or less.
7-14 0 2D6 7 '
15-16 +1 2 5 2 1f the opticnal roll is used for
17 +2 2D3 L Strength, it must also be taken for
18:01-50 +3 iDp3 2 Constitution, and vice versa. If the
:51-75 +4 103 2 rolls would then differ, choose the
176-90 +4 103 2 greater of the twd charzcteristics,
:91-99 | +5 103 2 and use the appropriate roll and offset.
:00 +5 103 2 (The female adjusiment still zpplies)




© DWARVES ) 3
Dwarves are about 4 to Hs ft. tall, have deep brown or earth-coleored skin, weigh
about 140 to 150 pounds, and come in three varieties - mountain, hill, and burrowing
(known as Gnomes). They live to be about 250 years old, barring accidents. For height
and weight, rell 3D6:
3 b 5 6-7 8-9 10-11 12-13 1415 16 17 18
- 3110 311 Ly By fogo Lrgee Lpn rou  Lagn Ly Lrgn
then roll 2D6, subtract 7, and add that (-5 to 5) to the height roli:
up to 4 5-6 7-8 9-12 13-14 15-16 17 & up '
130 135 140 145 150 155 160 {(pounds).

Weight Borne Move

0- 499 9 100C is the maximum uhadjusted encumbrance :
500~ 749 6 for adjustments, see the Strength effects table.
750-1000 3 (Remember - 10 weight = 1 pound)

Because of their build, Dwarves are good wrestlers, but they are very sensitive
about their height. It is an advantage against giants, trells, ogres, and other large
mensters since they only inflict ! damage. Dwarves of Ist and 2nd level also infliet
s damage on large monsters. Owarves are basicly Fighters with certain magical abilities.
They know and love all things of the earth, are basicly . Good to Neutral, and appear in
the game only as males. Lo '

Once a2 player has opted to be a Dwarf, 2 points may be added to his characteristics
(i.e., 2 to Str, or 1 to Str and 1 to Con). A Dwarf may progress to &th level as a
Fighter (7th if 17 Str and 14 Con and Dex; 8th if 18 Str and 16 Con and Dex). Beyond
whatever level is his maximum, he gains 1Dk hits per level instead of 1D8, or the 2
points per level normally gained beyond 9th level. Dwarves may work as both Fighters
and Thieves (but not as Thieves only), dividing all experience earned evenly between
the two classes (plus bonuses of course}. Should a Dwarf work in two classesS he may
not advance beyond 6éth level as a Fighter, nor beyond Gth level as a Thief. They may

ely switch class during the course of an adventure {taktng no more than 10 melde
vwands to switch). If they are Thieving, they may wear only Leather armor and may not
carry a shield. If working as both Fighter and Thief, they still take 8-sided Hit Dice,
rolled as the Fighter goes up. X
As a Thief a ODwarf gains certain ability bonuses : +5% picking Tocks

+15% removing small traps
+5% moving silently
. : . - * .  +5% hiding in shadows
Owarves detect many things unseen by other eyes : |

90% sloping passages (when in then) SO%Efake metal/gems/ jewelry

80% large traps {5' or less) 60% presence of metai/gems/jewelry
80X shifting walls (5' or less) - (at 20', with no intervening
. 80% moving roams (when in them) rock or heavy metal; including .
90% new construction (on sight) invisible and hidden)
60% secret doors (takes 1 =in search)
All of these work only underground. —
Dwarves see with Infravisicn 60' in the dark. -

Owarves speak Gnome, Kchold, Gobiin, Dwarvish (kept secret), and Common.

Dwarves' ST's .vs. magic are at +3. ;

Dwarves are especially good with Maces, Hammers, Battle Axes, and Tomzhawks/Hand
Axes, being +1 HP, +1 Dam. The only other weapons they may use are Baggers, Swords,
Military Picks, Morning Stars, and all projectile weapons except Javelins, thrown
Spears, Long Bows, and Composite Bows. Basicly the other weapons are too long for
them to use. Military Picks and Morning Stars are not useable until they attain 3rd
level as a Fighter, while the others they cam use are useable at Ist level.
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ELVES -

Elves are the Elves of Tolkien's Hobbit and Lord ofthe Rings books, not to
mention Silmarillion. They are Immortal and instead of sleeping, they do something
very like meditating at night. They cften talk amongst themselves via a sort of

aort-range (meximum distance is 25 feet) ESP. This only works between Elves that
“~pave known each other for a year or more. ‘
For height and weight roll 3D5:

3 4 5 6.7 8-9 10-11 12-13 1415 16 17 18
516» 5!7!1 5!8:. 5|9u 5'10“ 5'11u 60 6!1« 6;2« 613!! 6”-}"

then roll 206, subtract 7, and add the result (-5 to +5) to the height roll:

upto3 4 5 6-7 8-9 10-11 12-13 1415 16 17 18 and up

110 115 120 125 130 135 140 145 150 155 160 (pounds).
Welght Borne Move
0- 499 12 1000 is the maximum unadjusted encumbrance allowed:
500- 699 9 for adjustments, see the Strength effectstable.
700~1000 6 (Remember, 10 weight equals one pound)

Elves may become any combination of Fighters, Mages (including Tllusiomists),
or Thleves; except that they may not be both a Mage and an Illusionist, To work
as a multiple class, all relevant prime Feguisites must be 14 or mere., If working
as a multiple class character, they may work only ome class per adventure, the
idea being that they.must go home and mediiate to change. Experience earned goes
to whichever ¢lass earned it., An Elf may at any time add another class to his
current set, so long as it is one of the allowed ones. Highest level they may ~
attain in any class is 7th (8th if PR 17, Sth if PR 18), If rumning as a multi-

le class character, the charscter will have only those ahilities of the class
"he 1s currently operating in, including Eit Dice. ‘
As Thileves, Elves have certaln bonuses: - +58% picking pockets
‘ _ +10% rmoving silently
+15% hiding in shadows

Elves see with Infravision up to 60" in the daxk.

Elves are taught to speak Orcish, Gnomish, Elvish and Common.

Elves favor the sword, longbow and spear, and ave +1 HP +1 dam with the sword
and +1 Con +1 Pen +1 dam with the longbow; if operating as Fighters or Thieves,

Elves have very keen eyesight, both day and night, Due to this, they are
able to spot non-Magical ‘'secxret' doors 50 of the time. To be able to spot ome
at all they must make a 1 minute search of the {10'x10') wall section. .

Elves display 2 great tendency to attack Orcs on sight, unless it Is very
cbviously suicidal, due to the fact that Ores are perversions of Elves.

Not only are Elves Immortal, ‘but they do not suffer from any kind of disezses -
either.

—

-




EALF-ELVES R b

A cross-tresd of Bumsn and Elf (not necessarily % and %), these
quasi-mortel beings are very rere. They must choose to be elther
Mortal and NManllike or Immortal and El1flike, tut this choice may ke
deferred until 1t woulé meke s difference. It 1s assumed in the game
*hat 21l the Hzlf-Elves that there azre in the world are edventurers.

For helght and weight roll 3Dé:

3 L 5 6-7 2=-9 10-11 12-13 14-15 16 17 18 -
516" 5!?u 53810 5|9n 5.10“ Slllu 6[ 6'1" 6'2" 6l3u 5!4:0

then roll 2D5, subtrzect 7, and 2dd the result (-5 to +5) to the height
roll: - :

up to 4 56 7-8 9-12 13-14 15-1€ 17 and up

120 125 130 135 140 14s 150 . (pounds).
Welght Borne Yove '
0- 459 12 . 1000 is the maximum unsdjusted encumbrance:
500- 699 S for adjustments, see the Strength effects
700-1000 6 tatle. {(Remember, 10 welght is 1 pound)

Falf-Elves mey become any combination of Fighters, ¥ages (including
Illusionists), or Thleves; except that they mey not be both a Mage and
sn Illusionist. To work as a rultinle class, 2ll relevant vprime requi-
sltes must te I4 or more. Fighest level they may attzin in any class is
éth (7th if 17 PR, 8th if 18 PR). 1If running ss more than one class,
they may freely switch cless at any time, teking 10 minutes to de so.

If running s a Fighter and something else, thelr Hit Dice are ags if
they were wholly Fighter; irf running as a2 Thief 2nd 2 mege of either
klnd, thelr Eit Dice are as if thesy were wholly Thief. If running as
Flghter and something elses they ma2y wear armor (not Plate) while not
—verating as a Fighter, but the G¥ will prokebly place some restrictions
on the character as a result. ' )

As They are ralsed and educated with the Elves, they are taught the

game things, including langusges: Elvish, Gnomish, Oreish, and the local
Ommon.

2xcept as noted above, a Hortal Ezlf-Elf functions zs & Fuman, and

an Immortal Eglf-Elf functions as an Tlf.
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Hobbits are the Hobbits of Tolkien's Hobbit and Lord of the Rings
books. They are short and light, have large feet with curly~-haired

toes, and live to about 80 or 100 years. For height and weight, roll
3D6:

3 4 5 6 7 89 10-11 12-13 14 15 16 17 18
2|6|| 27‘7" 2'8" 2'9|| 2;10:- zllln 3t 3;1!1 3|2|| 3!3" 3|4n 3|Su 316!9

then roll 2D6, subtract 7, and add the rasult (-5 to +5) to the height
rolil:

up to 4 5-6 7-8 9-12 13-14 '15-16 17 and up

60 65 70 75 80 85 =18/ (pounds).
Wweight Borne Move
0- 249 9 450 is the maximum unadjusted encumbrance
250~ 349 6 allowed: for adjustments, see the Strength
350- 450 3 effects table. (10 weight = 1 pound)

Hobbits prefer to stay away from 'Big People', that is Bumans, and
are generally Good in all that they do. One Hobbit will never attack
another.

They may be either Fighters or Thieves, or they may run as both
classes. Highest level they may attain as a Fighter is 4th, but they
gain 1D4 hits from 5th to 9th level, anc the regular 2 points per level

- thereafter, as if they could go up levels. There is no maximum level as
- @ Thief. If working as both Classes, they may freely switch class at

any time, taking one minute to switch. If working as both classes, their
Hit Dice are as irf they were wholly Fighter,

Hobbits, due to their size, take and inflict only % hits from anrd on
large creatures, such as Ogres or Giants. Also they can only ride ponies;
and may only use Daggers, Short Swords, Tomahawks/Hand Axes, Stone Slings,
Short Bows, or Light Crossbows (but they use all of them at first level).

Hobbits are +2 Contact, +2 Penetration with Bow or Crossbow; and +3
Contact, +3 Penetration, +1 Damage with a Stone Sling. ’

Hobbits are -2 to be hit in addition to any Dexterity bonuses.

Hobbits heal at double rate, and they get a Constitution bonus of
equal value to that for Hit Dice (i.e., 15 Con gives one more hit per
level per day), . ' ) : _

Hobbits speak Hobbitish and the local Common; and a few know Elvish.

Hobbits get certain bonuses as Thieves:

Locks Traps Pockets Move Silently Hiding Listehing
+102% +5% +5% +10% +10% +1

All Hobbits Move Silently and Hide in Shadows automaticly in the
outdoors, and have the following chances otherwise;__ —_

Move Silently Hide in Shadows Ligten
30% 20% S50

If running as Thieves, they may only wear Leather armor, and in any
event, no Hobbit will wear Plate.-




MEN 13

%en are basicly Men as we know them - i,8, us - living to about
60 or 73 years. For height and weighit roll 30B:

3 3 5 8 7 8 9 10-11 12 13 14 15 16 17+
$'2" S*4™ 5'g" 5'7" 5'3" 5'9" 5'1Q0" S'11" B 6'1" g'2" B6'3" H'4" 5y

then roll 206, subiract 7 2n 2dd the result (-5 to +5) to the height
roll:

up to 4 5 6 7 8 9 10-11 12 13 14 15 15 17 18 and up
135 140 145 150 155 160 165 17C 175 130 185 390 195 . 2038

Weight Barne Move

0~ 499 12 1000 is the maximum vnadjustad encum-
500~ 749 9 brance alloweds for adjustments sze the
750-1000 6 Strength effects tabla.-

Men are thes shortest lived of all of the races. They are also
more gregarious and outgoing than the others, thus gaining +2 on first
impression reaction dice. Civilized Men, being more in control of them-
selves, ars +1 morale. fisn are very versatile and keen, thus their
advancement in the adventuring occupations is unlimited except by age
or death; and furthermore they may change occcupation.

Only Men are able to get premonitions from God Just as only they

‘may becoms Clerics. Human MU's attempting higher plane contacts get

+5% veracity, -5% insanity chances. Gnly Human MU's may have homun-
cull. Only Men are 2ble toc be better haorsemen, and only Men get the
'Turning Undead' modification, both on the 'Swanson table’. _

Finally, only Men may be Clerics, Druids, Barbarians, Paladins,

_ Monks, and Rangers.

Note that Common is the language of iMen in the area.




CLERICS CHARACTZER CLASS

14

Clerics are priests of the Church, and are able to use certain
spells and certain weapons as part of their duties. They may use weapons
Wich do not directly spill blood - i.e., blunt weapons (maces, hammers,
~stone slings, and quarterstaves). They may wear armor and carry shields

although plate armor or a shield make it difficult to conjure a spell.

Only Human males may become Clerics, for theological reasons. Their
PR is Wisdom, but has no other direct effect. For hits sustainable, roll
a 6-sided die as each level is attained, taking the sum, until 8th level,
after which add 1 point per level. ,

Clerical spells are in the language of Magic, and are granted by God
as levels are attained. The idea is that as the Cleric understands more
of God's way he is given more power to use for Good. Occasionally God,
i.e. the GM, may wish to guest a Cleric to do something before attaining
the next level. Because their spells are God-given they neither need nor
use books of spells. Spells are short spoken incantations with a certain
amount of manual conjuration, and a final ‘*Word of Command' or 'Word of
Power'. If this word is not spoken, the spell is not cas:.

Since Clerics work in the service of Good, they have a certain power
over Evil. As part of this they are able to ‘*exorcise' Undead of various
kinds (see next page). In addition to their powers of healing and con-
tacting God dealt with in the spells, they have a {5xL)% chance of detect-
ing Bvil with positive God-giver, Xnowledge (L is the Clerk's level)., The
Cleric must be familiar with the situation, person, or event.

' Even Clerics may sin, but those who do so consistently may fall from
grace.. A Cleric who does fall from grace loses all spells and other z2bil-
ities; and should he later redeem himsels, he would regain all levels but
one -~ i.e., & 5th level Cleric would return as a 4th levei.

The SP's that a Cleric has are used up as he throws spells. SP's
-.88d regenerate after a good night's sleep, defined as follows:

CON Hours

3-4 10
5-8 ]
9-12 8
13~16 7
17-18 S

Fractional sleeping gives fractional recovery.

Actual conjuring takes 1 mélée round per spell level, and 'burning’
the recharge cost takes 1 mélée round, which directly follows the last
round of conjuring, and during which the Cleric does nothing. Even if
there is no recharge cost, the Cleric needs such a 1 mélée round rest
after each spell. If the Cleric has enough SP's to throw a spell, but
not enough to do the recharge, he may still throw the spell, and must also
still rest 1 round. 1In addition, he will have as many fewer SP's the
next day as he was deficient on the day that he threw the spell: if he
needed 5 td recharge and had 2, he will have 3 fewer SP's the next dav.
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CLERICS : TABLES

Wisdom Experience Undezad

Cleric's Level +

3-6 -10% Type Level } 1 2 3 4 5 6 7 8
7-8 -57 Skeletons 1 Y T T D DDUDD
9-12 0 Zombiles 219 727 T T D D DD
13-14 +5% Ghouls 34111 9 7 T T D D D
15-18 +10% Wights Lbl1-11 9 7 T T DD
Wraiths 5 -1 9 7 T T D

Mummies 6{- - -11 9 72 1T

Spectres 7} - - - =11 9 7 T

Vampires 8 |- - - - -11 9 7

D - Clerie destroys 2D6
T = Cleric turns away 206 for 1 hour to 240!
# = If Cleric meets or exceeds this on 2D6, go to T

Level Experience Maximum Spell Level Available
1 Novice 9] 1
2 Vicar 1500 i
3 Curate 3000 2
4 Sexton 6000 2
5 Deacon 12000 3
6 Priest 25000 3
7 Bishep i 50000 4
8 Arch-Bishop 100000 4
9 200000 s w
10 : 300000 é SP = L, x (Str + Con + Wis)/3
i1 400000 6 -
12 500000 é
13 600000 7
ik 700000 7
15 800000 7
16 900000 7
17 Cardiral Deacon 1000000 -7
18 Cardinal Priest 1100000 7
19 Caxdinal Bishop 1200000 7
.20 Pooe 1300000 7

Spells indicated with 2 * may be reversed, but an excessive apd uncalled-for
use of such reversals is frowned upon by Cod. That is to say, an excessive use
may cause a fall from grace.

For all the spell descriptions, the Tollowing applies:
Spell Name {d,a,t 1,c,r)CER : Spell desariptivhs.

¥here 4 = maxizmum éistance castable, in 10's of feet
& & max area affected in 10's of feet (usually givem as a radius)
t = maximum duxaiion in minutes
1= initial o casting cost in SP's )
¢ = continuation eost, if any, for every minute after the first up to the max
T = recharge cosi, if any, 'burnt' the mélée round afier the last conjuring round

CER is the characteristic upen which to meke the ST, if any
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CLERICAL SPELLS

LEVEL 1

*Cure Light Wounds (-,, #4,,2) : Cures 1+1D6 hits instantaneously upon layinz hands
on the recipient. Stops bleeding; does not cure critical hits. (Reverse has
CCN ST and range 3)

Detect Magic (,6,2 1,1,) : Recelves, as if by radar, megical emanations from Magic
Items, ensorceled things and the like. 3Blocked by intervening heavy metals.
Caster can not do aanything else while detecting.

*Light (9,3,1+12 &4,,1) : A light equivalent to a bright lantern is generated, which
illuminates a circle of - 30 feet, It can be seen much further,

Protection I (,,12 2,%,) : Protects the cleric from 21l attacks by enchanted mon-
sters. Also improves ST’s and AC by i, which improvement is not cumulative
with other magical protective devices.

*Purify Food ard Water (1,1, 2,,1) : Counters spoilage of and neutralizes poison in
food and water in amounts up to enough for il4 person-days.

| Read Magic (,,2 1,1,) : Allows understanding of spells (on serolls) which the
cleric could not normally undersiand due to belng lower level than necessary.

LEVEL 2

*Bless (2,2,6 4,,3) : Recipients are +1 morale, +1 HP, +1 ST. If cast into méléde,
will affect both sides equzlly. {Reverse ellows INT ST) -

- Find Traps (,3,2 2,1,) : Detects, as if by radar, all treps within 30°.

Hold Person (18,2,9 12,,6)INT : Charms, i.e. brings under the mental control of the
caster, 1D4 intelligent mammalfan humanoids., If cast at a single persom, he is
at -2 ST. A cleric may have at most one successful Bold rumning at a time, and
attempling {0 cast another Hold while the first is ‘on' will resuli in the first
one being broken. The Cleric may release the Hold at any tinme,

Snake Charm (6,6,3 4,,4)CON : One level of snakes per level of the cleric may be
charmed (1.e., a C5 could charm % 5D snake, or S5 1HD snakes). A cleric may
have many Snzke Charms on at a time, and may release any of them at any time.

Silence {18,1,12 8,2,) : A1l noise within 10 feet of the target of the spell is
cancelled.

Speak to Animals (,3,6 4,,)CON : A1l unintellizent animals within 30°' of the cleric
will understand what he says (if they can hear hin); can reply within their
power; and will never attack the cleric's party.
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CLERICAL SPELLS

~ LEVEL 3
=montinnal Tight (12,12, 12,,4) : A 1light equivalent to full daylight illuminating
_____ a circle of 120 feet radius. It c¢an be seen much further, sts until dispelled.

*Cure Disease (-,, 5,,6) t Cures any one disease instantaneously upon laying hands
on the recipient., (Reverse has range 3 and CON ST)

Locate Object (,I+9, &,,) : Locates a specifiec, well-known object as to directioen
but not distance, so long as it iz within range.

Prayer (3,2,1 10,,58) : Improves ST of those upon whom it is cast by 1+£(LC—1)%5.
Successive castings are non-cumulative.

*Remove Curse (1,, 6,,7) : Removes one curse acguired ‘by any means, (Reverse may
allow ST if applicable)

Spezk with Dead ( 8,,8) : The cleric asks 3 questions, then gets his three
ansSwers. Level Time since death
57 up to 1 month
8-14 up to 4 months
15-19 up to 1 year
20 no limit

LEVEL L

Create Water (1,, 20,,) : Creates (16x2*(14+0{L.-8))) gellons of pure water in any
container within range. If the contalner .gl.s too swall, it will overflow, and
if no container is specified, the water will appear as z puddie.

*Cure Serious Wounds (-,, 12,,6) : Cures 2+2D5 hits instantaneously upcn laying
hands on the recipient, and stops bleeding. This wlll also cure critical hits,
(Reverse has CON ST and range 3)

Neutralize Poisen (i,, 12,,8) : Removes 21l poisons from any cne object, but not
from somecne who has been poisoned. ‘

Protection IT (,1,12 8,2,) : Protects caster and all those within 10' of him from
all attacks by enchanted monsters. Also improves ST's and AC by 1, which im-
provement is not cumulative with other magical protective devices.

Speak to Plants (,3,6 8,,) : A1l plants within 30' of the Cleric will understand
what he says {if they czn hear him); can reply within their power; and will
" never attack the cleric's party.

Sticks to Snzkes (1,12,6 20,,5) : Cleric transforms 2D8 sticks within 10’ of him
into snakes, which he can centrol up to 120 feet awmy. They axre (Lc—é) ED,
and have a (chio);‘% chance of being of a polsenous type.
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LEVEL 5
Commune ( 30,,) : Once = week {on the Sabbath) this spell may be used to ask
God (=GM here) 3 yes/no questions, On Easter 6 questions may be asked.

Create Food (1,, 45,,) : Creates (12::2*(0 -8)) person-days of food in the form of
manra (sweet ulea.vened bread) in a suecgi‘id container, or on the floor or table,

Dispell Evil (12,3,~ 20,,5) : Dispells an evil person or thing: if a person he is
banished one mile from the dipelling location for 8 hours; 1f a spell, its
effects are negated. Chance of success is L LE where L is the Cler*c s level,
and LE is the level of the evil, .

Insect Plague (48,30,- 20,,15) : Calls forth those insects within 880 feet to form
a cloud which reduces vision to 10 feet and routs those of L3 or less. It takes
one minute to form and can be controlled by the caster up to 480 feei away.

It lasts one day,

Quest (1,,- 8,,7) : The recipient is compelled te do some deed far-the Cleric; and
should he attempt to resist, the curse specified in the spell begins to take
effect. Lasts till the quest is completed, or reciplent dies. :

Spiritua._ Healing {1,, 40,,10) : Cures the effects of any Undead, except Dhys:.cal
damagze done by weapons.

LEVEL 6

Animte Objects (6,3,6 23,,7) : Animates a number of objects inversely proportional
to $helr size, which will do the Cleric's bidding 2s is within their power.
Size is by volume, and largest possible is twice man-sized,

Barrier (6,1%,12 140,5,30) : Creates a visible wall-like barrier enclosing the area
which does 7010 hits to a.nyone attempting to cross it.

Conjure Animals (3,,10 18,,5) : Conjures (i.e., creates) one larze, 3 medium, or &
small animals which will serve and obey the Clerie for 10 minutes, after which
they disappesr tracelessly.

Find the Path (,,~ 15,,8) : Allows ihe Cleric to know any specified type of path
from where he is to safety of any specified type. The knowledge is used up
as the path is {raversed, dut will last until so: traversed.

Sanctuary Recell ( 18,,) : Transports the Cleric and accoutrements tack to a
predesizpated sanctuary {i.e., Church). The designated sanctuary may be
changed at most once a month, _ ' .

Speak to 411 (,,10 12,,) : Allows the understanding and use of the speech of any
speaking creature.
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CLERICAL SPELLS

LEVEL 7

Aerial Servant ( 40,,10) : Summons an invisible creature (SIR 22, can carry

500 pounds, moves 220) whose purpose is to brirg the cleric anything he desires.
It will not fight to do so, but will attempt to simply carry it off by force.
If unable to do so, it becomes insane and attacks the cleric.

Control Weather (,-, 35,,20) : Changes the local (2 mile radius) weather to some
specific type, which proceeds thence normallx.

Earthquake (-,-,10 40,,50) : Causes an earthquake around the clerie whese radius
is 90+15x(L.-13) feet, and which lasts for 10 minutes. One-~sixth of the
creatures (dther than the cleric) in the area f2ll into crevasses thereby
created, and are killed. '

Holy Word (,3, 50,,45) : Kills those of up to 4th level; stuns those of 5th to 8th
level for 2010 minutes (equivalent to being reduced to 0 HP); and deafens
those of 9th to 12th level for 1D6 minutes (-2 HProdb, +2 to be hit, 50% of
spells misfire).

Part Water (24,4,- 20,5,10) : Parts water to a depth of 20+10x(LC-14) feet for
i2+6x(Lc-14) minutes.

Symbol (1,, 25,,10) : Inscribes a rune with one of the following effects on any
rassers-by who are of hostile intent towaxd the caster: Fear, Discord, Sleep,
Stun, Insanity (thus there are 5 different symbols available). Symbols of
Stun and Insenity have a 'charge' in them which is sufficient to affect 100
levels of creatures. Fear will cause flight, 2 50% chance of dropping anything
in the hands, and lasts till the Symbol is out of sight., Discord lasts as

- long as those affected are within sight. Sleep is as natural, deep sleep.
Stun is eguivalent to belng reduced to 0 EP, and lasts. for 5 minutes. Insan-
also has the effect of reducing WIS to 3, and lasts wuntil dispelled or cured
by Dispell Magic, Remove Curse, or Cure Serious Wounds, The Symbol may be
removed by the caster or another cleric at lesst one level higher, by means
of a reversed Symbol spell,
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DRUIDS : CLERICS SUBCLASS

Drulds are a type of cleric serving as priests and priesiesses of Nziure, to
which they are closely atiuned. Thelr holy symbol is mistletoe, which is used in
thelr spells, and which is consumed by spells involving cures, weather or lightning.
How well it is gathered influences its effectiveness in spells. The best mistle-~
toe is that gathered on Midsummer's Eve, cut with thelr golden sickle and caught
in their golden bowl. Druids start out equipped with both bowl and sickle. Each
Druld must gather his or her own mistletoe.

Their PR is Wisdom, but they are further required to have a minimum of 13 Wisdom
and 14 Charisma. Only humans may become Druids.

Drulds differ from clerices of the Church in that they can not turn or dispel
Undead of any kind. ' '

Druids ST's versus anything involving fire are better by 2.

Druids fight as well as clerics of the Church, but they use different weapons.
The weapons they may use are: daggers, sickle/crescent-shaped swords, spears/pikes,
quarterstaves, or slings. Drulds will wear only leather armor, and use only
shlelds made of wood or leather. Excepting those listed above, Drulds will not use
any metalllc objects, and prefer those that they do use to be alloys of Copper,

Silver or Cold (e.g., Bronze). They especially dislike ferrous metals (which in-
cludes also mithril, aka platinunm).

Drulds do not use any form of written magic.
Druids, belng priests of Mature, seek to protect it, especially trees, punish-
ing those whe destroy or desecrate it. They themselves will refrain from harming

‘any part of Nature, no matter what the result is in personal terms.

At 2nd level Drulds are able to identify plants, animals, and pure waier. They
are also able to pass quickly and easily through difficult growth and underbrush.

At 5th level, they start to learn the following languages, one per level, which
will be learned by the time the next level is attained: Pixie, Nixde, Dryad, Entish,
Hil1l Giant, Elvish, Centaur, Mznticore, and Green Drason. '

At &th level Druids are able to shape change 3 times a day once each to 2 bird,
mammal, and reptile; in the process they lose 10x1D€ % of any damage sustained while
in the previous form, whatever that form was. They are alsc unaffected by the
Charms of Nixies, Iryads, and any similar creatures.

There are only 4 1ith level Druids, only 2 12th level Druids, only 1 13th level
Iruid, and none above 13th level. If any character geins the necessary experience
to advance into one of these levels, they must create or await a vacancy before
actually atiaining to that level. Abilities acerue with experience, not vromotion.
No level may be skipped. The loser of any duel loses all experience but the mini-
aur required for the level just below that in question, The great Coddess Nature
will guide the a2spiring Druid to his opponent.




Wisdom Experience

13-14 +5%
15-18 +10%
Level _ Experience- Mascdimum Spell Level Available

1 Aspirant 0 1

2 Initiate of the 1st Mystery 2000 2

3 %000 2

4 Initiate of the 2nd Mystery 7500 3

5 ' 12000 3

é 20000 3

7 Initiate of the 3rd Mystery 40000 4 P =1y x (Str + Con + Wis)/3
8 60000 4

9 90000 4

10 Initlate of the 4th Mystery 125000 5
11 The 4 Druids _ 200000 6
12 The 2 Arch-Druids 400000 7

13 The Creat Druid 800000 Yi

Spells indicated with a2 '*' may be reversed at will.

For all the spell descriptions, the followlng applies:
Spell Name (d,a,t 1,c,T)CHR : Spell descriptions.

Where @ = maximim distance castable, in 10's of feet
a = maX area a2ffected in 10's of feet (usually given a2s a radius)
t = paximum duration in minutes
- i = initial or eastinz cost in Sp's
¢ = continuation cost, if any, for every minute after the first up to0 the max
r =

recharge cost, 1f any, 'burnt' the mdlde round after the last conjuring round
CHR 1s the characteristic upon which to make the ST, if any
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LEVEL 1

Detect Magic (,6,2 1,1,) : Receives, as if by radar, magical emanstions from
Magic Items, ensorceled things and the like., The Druid can not do anything
else while detecting. Emanations are blocked by heavy metals (e.g., Gold, lead),

Detect Snares and Pits (,3,6x(L+1) 1,,) : Detects, as if by radar, zll snares and
pits within 30 feet of the Druid,

Firie Fire (6,-,10 3,,) : A bluish glow limns the object of the spell up to L.x10

square feet in arez, where Lj 1s as usual the level of the Druid. D

Locate Animals (,I+6, 2,,) : Locates all occurences of a given type of arimal
within range as to direction, but not distance. The type of anim=] need
not be named, but must be specified exactly.

Predict Weather (,-,- 2,,1) : Predicts weather for the next 12 hours with 957%
accuracy in an area of LDx2 square miles zround the Druid.

Purify Water (1,1, 2,,1) : Purifies 32 gallens of water.

LEVEL 2

*Cure Light Wounds (-,, 4,,2) : Cures 1+1D6 hits instantaneously upon laying hands
on the reciplent. (Reverse has CON ST and range 3)

Create Water (1,, 8,,4) : Creates (16x2*(1+0[L_-8)) galloms of pure water in any
contalner within yrange. If the container Ps too small, it will overflow, and
if no container is specified, the water will appear as a puddle.

Heat Metal (3,,4 6,1,2) : Heats an object made of any ferrous metal (Croup VII of
the periodic chart) and 2lloys thereof, up to Lyx20 pounds weight, If the
object welghs more than the Druid can handle, part of it, of the appropriate
welght, is heated. Intensity of heat is directly proportional to the percen-
tage of ferrous metal in the alloy. For 100% ferrous metal, § fire damage
is taken on the 6th mr of heating, and every mr therafter., The metal heats
up gradually, so there will be some effect before the &th mr.

Locate Plants (,I+6, &,,) : Locates all occurences of a given type of plant within

range as to direction, but not distance. The tyce of plant need not be named,
but must be specified exactly. ’ :

Chscurement (,-.L b.1,) : Causes a misty cloud-LDxioo cubic feet in volume to
form about the Druid.

—

Produce Flame (,,2xL 5,1,) : Produces a bright lantern-like flame in the Druid's

Palm. Can ignite things, and can be throun up to 30 feet, Can be extinguished
at will, until thrown.

Speak with Animals (,3,6 3,,) : All anifeds within 30 feet will understand what the
Druld says (if they can hear him), can reply, and will mever attack his party.

Warp Wood (6,, 6,,1) : Druid warps about Lx3' of shafts or planks permanently.
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LEVEL

'all Lightning (36,, 15,,4) : Calls a bolt of lightning out of storm clouds, which
does (LD+8)D6 hits. Maximm freguency is one every 10 minutes.

*Cure Disease (-,, 10,,6) : Cures any disease instantaneously upon laying hands on
the recipient. (Reverse has CON ST and range 3)

Hold Animal (6 LI+41 12,,6)CON : Holds (charms) 1D4 animals of any type; if cast at
one, ST is at -2. Largest mammal affectable is LDxZOO pounds, %+ that for others,

Neutralize Poison (1,, 9,,6) : Removes polsons from any one object (potion, arrow-
head), but does not affect someone who has been poisoned.

Plant Growth (12,3,~ 9,,2) : Causes plants {including trees) to grow so as to make
the affected area impassadle, Lasts till dispelled.

Protection from Fire (3,,L+3 6,,) : When cast on other than the Druid himself, this
confers immunity from basic fire (i.e., fire, Pyrotechnics fire, Druid‘s Flames,
and Wall of Fire), and Improves ST's vs magical fire by 2, and subtracts 10% from
thelr damage. When czst on the caster, confers total immunity from all fire, but
is dispelled by the first attack of magiczl fire.

Pyrotechnics (24,1,6 8,,4) : Creates flashing, firey lights or a lot of smoke from 2

normal fire, which is consumed by the spell. Magnitude of effects depends on
the size of the fire used.

Water-Ereathing (3,,- 6,1,) : Enables the recipient to breathe 0, dissolved in water.
This ability lasts for 8 hours unless sooner dispelled.

LEVEL b |
Animal Summoning I (,9,10 17,,3) : Summons one animal of large size, 1D3 of medium
size, or 1D6 of small size, from the local (90 foot zanze) area.
Control Temperature (,1,L+3 10,,2) : Alters temperature by up to 150°F,

*Cure Serious Wourds {-,, 12,,6) : Cures 2+2D6 hits instantaneously upon layins hands
on the recipient, and cures critical hits. (Reverse has CON ST and range 3)

Dispell Magic (12,1, 8,,12) : Dispells magic spells as they are being cast, or those
on something, with a chance of LD/LG {where Ly is dispeller’s level, L, caster's).

Hallucinatory Forest (6,-, 7,,5) : All but Druids, Ents, or other magical forest -
creatures will believe that there is a forest of Lﬁx900 square feet, £i11 dispelled.,

Insect Plague (18,60,- 1%,,10) : Suimons all insects within a  mile to form a cloud
which reduces vision to 10 feet and routs those of L3 or less. It takes 1 minute
to form, lasts 1 day, and can be conirolled up to 480 feet away.

Plant Door (,-,1+3 10,,5) : Makes a 3'x6'x100' path through forest open to any Druid.
The caster may remain inside any oaks along this path.

roduce/Extinguish Fire (3,1%,1  10,3,) : Affects only merme! fire, up to 36 sguare feet.

Protection from Lightning (3,,I+6 10,,) : Clves complete imzunity from all electrical
attacks, but the first such attack dispells the spell,

Speak to Plaats (,3,5 8,,) : All plants within the affected azea that can hear the
Druid will respond to, and obey, him insofar 23 they are able.




DRUIDIC SPELLS - 24

LEVEL

Animal Growth (12,2,15 16,,8) : Causes 1D6 animals %o grow to glant size with pro-
portionate attack and defense capabilities.

. Animal Summoning IT (,5,10 30,,10) : Summons 1D2 large animels, 1D6 medium-sized

animals, or 206 small animals, which will serve for 10 minutes. Will only
sunmon those animals in the area, and Druid speclfies size category.

Anti-Plant Shell (,1,12 10,1,2) : Protects the Druld from 211 attacks by plants,
being lmpenetrable by them, ‘

Commune with Nature ( 20,,20) : Once a week, the Druid mey ask 3 yes/no gues-
tions of Mother Nature. A:i the Solstices and Eguinoxes 6 questions may be asked,
Control Winds (,-,I+6 20,4,8) : Conmtrols intensity and direction of winds inm the

local area (within 240x(LD—?) feet of Druld). Higher level Druids may offset
the spell, - R

Hold Plant (L+3,,L+6 20,,10) : Charms plants: if cast at an ares (radius=30 feet)
it affects smz]l plants, but may be cast at a specific large plant. = -

Rock/Mud Transmutation (12,3, 17,,9) : Turns earth, sand or rock to mud, or mud to
rock., Mud in the sum will eventually dry out, becoming dirt._

Sticks to Snakes (1,12,6 16,,) : Druid turns 2D8 nearby sticks into srnakes, which

may be polsonous or not as he wishes, and which he controls up to 120 feet awzy.

Tree Transport (,-, 12,,4) : The Druid can travel from a nearby tree (10 feet) to

' one ¢f the same species within range that he knows of . Maximum ranges are:
Ash, Rowan, Elm,” or Oak - 1600 feet, other deciduous trees - 1200 feet, all
others - 800 feet. Both trees musi be alive.

¥all of Fire (6,~,* 5,2,10) : Creates a wall 6" thick whose maximum surface ares is
1500 feet. The wall is opague, immovable, lmpassable, and does fire damage to
those attempting a crossing. Cancelled by a like-dimensicned Wall of Ice.
lasts only so long as the caster concentraies on it.
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LEVEL &

Animal Summoning ITI (,9,10 20,,15) : Summons 1D large animals, 2D6 medium-sized
andmals, or 4D6 of small size, which will serve for 10 minutes. Will summen
only those animels in the area, and Druig specifies size category.

Anti-Animal Shell (,1,1+3 15,2,5) : Protects the Drudd from all attacks by animals
(but not megical creatures), being impenetrable by then.

Conjure Fire Elemental (,24,* 30,4,8) ; Conjur®s a living flame (10% chance of
doudble strength) of il HD, which moves k%, has STR 22, and is under the
control of the caster., If comtrol is lost, the fizme disappears,

Feeblemind (24, ,- 20,,12)INT : Works only on MUs, and their ST is worsened by 4, :
If save 1s failed, MU cannot cast spells, but is otherwise unharzed, till dispelled.

Finger of Dezth (12,, 20,,12)CON ¢+ If save is falled, recipient is dead.

- Plant Transport (,i44, 35,,10) : Druid may enter any nearby plant other than a tree,
and may elther remain within or attempt to transport to ancther plant of the
same species within renge. If the transport fails, the Druid may remzin in

the plant. _Both Plants must be alive.

Turn Wood (2xL,-,I+1 24,,5) : Sets a wall ¢f force, extendinz 60 feet to either
' side of the Druid, and is 15 feet high, moving away from him. It pushes all
wood items irresistably along before it. Wall moves at 4, up to LDxZO feet away.
Weather Sdmmoning (,-, 25,,10) : Within a 5-mile radius of the Druid, any sort of
weather may be produced, which rroceeds thence normally. Extrene weather may
only be summoned by Druids of the 1ith level or higher. There is a delay of
(3+(5D6)-L)x10 ninutes before full effects, and 30 minutes before first effects.
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LEVEL 7

umate Rock (6,,6 35,5,10) : Up to 2xL_ cubic feet of rock may be animated, and
will obey the Druid 70% of the time, Movement is about 2 to &, ard is inverse-

. »-1y prodportional o size, and directly dependant on how 'mobile-locking' the
piece of rock was.

Confusion (12,4,12 20,5,)}INT : Will confuse L_+ 8+2D§ creatures for as many min-
utes as the spell is on, using the followgng tables (rolling each mr):

Creature Level Delay in mr Reoll ST? Roll for each creature's rezction
1-2 0 no 2D6 : 2-5 attack enemy
3 Of(lniz)fLD no 6-8 do mothing
yt 0{(1312)~LD yes 9-12 attack selves

Conjure Earth Elemental (,24%,* 35,6,10) : Conjures a living rock of 16 HD, which
moves 22, has STR 25, and is under the control of the caster, If control is
lost, the rock disappears.

Control Weather {,-, 35,,20) : Changes the local (3 mile radius) weather to some
specific type, which proceeds thence nermally.

Creeping Doom (2448 20,,10) : Calls up a horde of deadly insects from within 120
feet, which takes 1 minute to gather, and which can be controlled by the caster
up to 240 feet away.

*Wire Storm (&,~,1 30,,10) : Creates a magical fire storn of from 30 to 30xL, squaTe
feet, which will do fire damegze to all within, and will ignite any combustibles
therein, Reverse wlll extinguish normsl fires up to twice that size; and will

R extinguish magical fires of wp to the size of the fire storm, with a 5xLﬁ% chance,

Metal to Wood (6,-, 35,,10) : Permenently changes metal to scme type of wood,
The weight of wood changezble is pounds, area changeable 1s 10 square feet.
Druld specifies type of wood to be produced.

-
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FIGHTERS CHARACTER CLASS

Fighters do just what' their name implies,, and, white it is not too difficult to simply
. ng 3 sword about, enly fighters are able to Tully enploy the whole armcury of weaponry
7 @vailable. Just sbout anydne can become a fighter, 3nd in paFticutar Dwarves, Elves, Haif-
Elves, Hobbits, and Men may.do so. Only men may becedie Barbarians; Paladins,. or Rangers.
{Men may also become Ranger-Paladins, if they meet the qualifications for.poth halfs.) * ,
Strength is a fighters prime requisite, also giving Fighting bonuses; and fighters also
gain advantages from high Buxterity.” "For hits sustainable, roll an B-sided die as each level.
is attained, taking the’ sum, uftil 9th level, after which add 2 points per level. ‘
Fighters’ tcols of their. tride are Armor & Shields and the various weapons; available .
from Armourers and 'Blacksmift}i\s-resp@ct’ivély.. Note that sizing is important in armor. The
wespons & fighter may use increases with his lavel as indicated in the tahle.



L See the encumbrance/movement
tables under each race. Units
of weight axe tenths of a pound.

£ Numbers in parentheses refer to

doors on which a3 Hold Portal
spell (p.33) is cast.

L his aprlies to the Contact roll only.

‘2 This number is added to the attacker's
*To Hit?' roll.

Half-Fif: .

Dagzger, Hammer, Tomahauk, Mace,
Sword, Spear/Pike, All projectiles
Battls Axe, Military Pick, Mornins

-Star

Flail, Halberd/Pole Arms, Lance,
Two-Handed Sword

Dagger, Short Sword, Tomzhawk,

Sling, Shori Bow, Light Crossboow

Group 2 & 3: empty.

FIGHIERS : TARLES
Weightl Oneningz
Strenath HP Dam | Borne = Doors =} Exp.
3-4 -2 -1 =150 1 -10%
5=b -1 o} -100 i -10%
7-8 0 ) -50 1-2 -5%
g-12 0 0 0 1-2 0
13-14 0 0 +50 1=2 +5%
15 +1 0 +100 1-2 +1.0%
16 +] +1 +150 1-3 +10%
17 +2 +2 +300 1-4 +10%
18:01-50 +2 +3 +400 1-5 +10%
$51-75 | +3 +3 +500 1-5  +10%
176-90 | +3 + +600 1-6 (1) | 0z
:91-99 |+ | «4 | +700 |1-6 (1-2)] +10%
:00 4 | +h | +800 116 (1-3)| +10%
Dexterity | Missiles™| To Be HitZ
3 -5% +20%
i -5% H
5 -5% +10%
6 -5% + 5
7-8 -5 G
9-12 0, 0
13-14 +5% 0
15 +5% -5%
.16 +57% 2108
17 + 5% ~15%
18:01-50 +53 -20%
15175 +10% =20%
:76-90 +102 -25%
191-99 +1 5% -25%
: 00 +20% -30%
Weapon
Level Experience Group Human, Eif,
1 Fighter o i Group 1:
2 2000
3 - kooo i+2 Group 2:
b 8000
5 Captain 16000 14243 Group 3:
é6 32000
7 50000 :
38 100000 Hobbit:
9 200000 Group 1:
10 Duke 300000
Dwart:

Crossbows, Sling

Croup 2: Military Pick uoming Star

Croup 3:

empty.

Group 1: Dagger, Hammer, Tomzhawk, Mace, Sword, Battle ixe, Short Bow, Horse Bow,
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Barbarians are just exactly that, and are men from the barbarous North. They
are more lnured to everyday hardship and tend to be more versatile and less specizl-
ized than civilized men. They also tend to ve emotionzl and headstrong, not to
menticn quite superstitious, Except as hereinafter noted, Barbarians function as
fighters,

Barbarians use Group 1 & 2 weapons at first level, and 211 by third level. For
hits sustainable, roll 2+iD5 at first level, and 1D!0 a2s each level is attained there-
after until 9th level, taking the sum, afier which add 2 points per level. Barbari-
ans are Neutrzl at best, but may be of any alignment. All 6 characteristics must
be %0 or more (or 5 must be 11 or more, where the-other must be one of Int, Wis, or
Cha}.

- There is a 1/6th chance per battle that a Barbarian will go berserk, exerting
every effort short of using weapons on his own party to get into battle, and retreat-
ing only if he suffers more than % his hits sustainable when he entered the battle.
The berserk chance is checked as soon as either party takes any hostile action, not
including threats or ipsults. For berserk Barbarians: level HP Damaze Reverse Attack

1=3  +1 =1 }/8
4;6' 1 +2 1/12
7 2 +2 1/20

Should the Barbarian retrest due to wounds, the HP and damage bonuses become minuvses.

‘The reverse attack is checked if the Barbtarian or his party retreats, or if 211

enemies have defeated or routed.
Barbarians tend to flee in terror when confronted with Undead of higher level

.than themselves. If the Undeazd’s level exceeds the Barbarian's by & or more, the

terror is avtomatic; if the difference is less than that the chance is 1/6 of the

difference. A 2nd level Barbarian will never flee from Skeletons or Zombies, will

always flee from Vamplres, and has a 4/6 chance of fleeing from Spectres (if the
named Undead are of 4, 1, 8, and 6 HD respectively).
Barbtarians are '+l hearing and avditory discrimination. " g
Barbarians fire all projectiles at +1 Con +1 Pen, and Battle Axes at +2 +2,
Barbarians are generally +2 morale, except when confronted with Magic, Undead,
or creatures which can turn one to stene, in which case they are -1,
Barbarians are +2 ST vs polson and magie, and +1: vs paralysis of any kind.
Barbarians will only use Magic itéms which are Fighter's weapons. . - .
Barbarians have a certain chance of removing traps, picking locks, moving si-

lently, and hiding in shadows: Dexterity Chance per Level
_ 3-8 1%
9-12 pecs

-13-1h 3%
They may attempt to hide in shadows or move silently only if attired in lezther
armor znd not carrying a shield. - '

Barbarians are generally less easily suiprised in the outdoors: Level Chance

1=5 1/4
_ 6-9 1/6
— 10+ 1/8

Barbarians also track well in the outdoors: 457 - 10% Per day old the tracks are.
Barbarians may not get along with each cther, due either to personal or trital
@ifferences. For each pair of Barbarians, there is 2 one time roll to0 determine
if this is the case - the chance is 1/3. If they don't get along, they will refuse
to be in the same party. ; :

Belng from unclvilized lands, Barbarians don't speak the language of Nimolee
very well, but they do spezk their own bazbarous tongue. :
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FIGHTERS SUBCLASS : PALADINS

Paladins are members of an order founded in AD 1798 by Pope Julius II in re-
sponse to a massive arousal of evil from the barrier ranges, and they have certain
God-glven powers to aid them in their combat of evil. The order is open only to
Human males with a Charisma of {7 or more, a Wisdom of 12 or more, and a Strength
of 13 or more. If a Pzladin does not remain strlctly Good in 21l that he does
he loses all God-given powers and abilities.

Paladins' 5 God-given powers and abilities are:

They may lay on hands once a day, and cure Lsz hits on others.

-Thelr-STs are 2 better vs everything., : )

-They may also lay on hands and cure disease in others. They cure one type of
disease per 3 levels {ist to 3rd cure one, 4th to 6th levels cure two diseases),
and the type of disease must be chosen by the Paladin as soon as he is able to
cure it. He m=y cure disease once per day, and this 1s separate from curing hits.

~They are not subject to disease.

-At 8th level, they become able to detect evil as a Cleric, i.e,, with a

-chance, upon becoming familiar with the situation, person or thing considered.

They may also order it hence, with a.Lgiig% chance, where L_ is the level of the

evil thing (levels of situations and thinfs are at @4’s disBretion).
Paladins wil) only own at most 5 maglc items total, and excess beyond that,

and excess wordly goods must be donated to & Church-sponsored worthy cause. '
Paladins may 'call up' a 'Paladin's Horse', which will appear at 2 time and in 2

manner which the GM finds eppropriate. I7 killed, it may be replaced only after

ten years. The horse is a heavy warhorse (AC - 5, ¥v - 18, ED - 5 +1) which does

1D8 with each hoof, and 1D3 with its bite. It is not subject to disease either,

and 1s very intelligent for a horse. The horse wIll leave 1f the Paladin's povers do.
Paladins are often sent on quests associated sith advancement of levels. .

Even when not on quests, they are constantly searching for evil to destroy.
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Magic-users, also known as Mages, Magiclans, ox Magi, a2re both the most inter-
esting and most powerful character class. As with all classes save Thieves, Humans
xcell irn this professicn, while Elves and Half-Elves are limited to 8th level or so,

.. no others can become Mages. telligence is the Prime Requisite, and also serves
to delimit spell ability. For hits sustainable, roll iD4 at first level and as each
level is attained, taking the sum, until 11th level, after which a2dd 1 point per level.
Mzges gererally will not use armor, shields, or any weapon except a dagger or a magic
sword, due to lack of abllity and 2 strong sense of professional pride.

' Magical spells, 2s explained in the Magic System (p.4#9) are in the language of
Mzgic and are studied from books of spells. They must be learnt, and there ia a
chance that the mage will find a certain spell or spells incomprehensible and un-
learnadle. Thus for each spell {save Detect Magic and Read Magic) roll percentile
dice, consult the Intelligence table on the next page and determine if the mage can
learn this spell, In any event, no less than the minimum and ne more than the maxi-
mum number per level are learmable. Should a cheracter ¥oll that he knows 12 3rxd
level spells, and he is only able to learn 8, he must choose & to discard; likewise
if the same mage rolls that he knows 4 1st level spells, he must chocse { to add.
Books are obtainzble from a Mage who is able to use spells of the level in gquestion,
who has that particular spell, and who is willing to sell or exchange it. Typical
Tates have been 200GP for a 1st, YOOCP for a 2nd, and B0OCP for a 3rd level spell.
There is one bock per spell level., As a Mage advances in ability, he is learning
more of the language of Maglc:; thus to cast a spell from a scroll which is of a
higher level than he could ordinarily use, a Mage muost use 2 Read Magic spell. Spells
are short spoken incantations with a certain azmount of manual conjuration, and a
final 'word of Powexr' or 'word of Command' which actually sets the spell going. If
this word is not spoken the spell is not cast, and the Mage's spell points are not
expended.

If the Mage fall$ 1o study his books regularly, he may forget how the spell

Jes: the chance of remembering is the same as the chance of Yearning it but using

“—ulsdom to find the chance. Thus if a Mage with 16 Wis loses his bocks, he has 2

7% chance of remembering a given spell the next day, a 121% chance of forgetting it

and knowing that he's forgotten, and a 121% chance of forgetiing the spell and not

knowing it (results unprediciable and 2t GM's whim). The secord two chances are
found by taking i the chance of forgetting for each cne.

Mogiezl research into new spells may be carried out by a Mage of the appropriate
level. The spell desired is described to the GM who declides what level it will be,
and the Mage must be of high enough level to learn that level of spells. Research
takes time and money: 1 week (6 days, rest on the Sabbath) per level of spell, and
about 1000GP per day for a lab, materlals, and subjects {cost subject to variations
at CM's whim). There is a chance of success each day, egu2l to {days spent) £ (days
necessary), which is rolled at the end of the day: on the 5th day of a 2nd level
spell, the chence is 5/i2. There is also a chance of a2 lab accident each day:

(30 + Lg = Ly - Int )%, where Lg is the spell level, and _ is the Mage's level. :
Severity and exact effects are up to the GM, but depend on the type and level of spell.

Researched spells are in addition to the standard omes, and the max/min #/level does

not apply. But the Maze must still roll to see if he can learn the spell he is re-

searching, just as for a standard spell. Once successfully researched, it nust be
entered into the Mage's books and studied just as ihe standard spells. '

_ Every spell reguires SPs to cast, and the SPs that 2 Mage has are used up a2s he
casts spells. SPs used are regenerated after a good night's sleep, defined as
follows (partizl sleeping gives partial rezeneration):

CON Hours
T34 10
. 58 9
- ~  9-12 8
13-16 7
17-18 6 .

Actual conjuring tazkes 1 mr per spell level, and ‘*burninz' the recharge takes 1 mr,
which directiy follows the last conjuring round. Ome must take a 1 mr Test even if
there is no recharze cosi. Any lack in recharze SPs is made up the following day.




MAGI : TABLES

For all the spell descriptions, the following applies:

Hhere d = maximum distance castable in 10%s of feet

a = max area affected in 10's of feet (usually given as a ra.dius)

t= mamum duration in minutes

ia

tial ox casting cost in SPs
¢ = continuation cost, if any, for every minute after the first up to the mex
T = recharge cost, 1f any, 'burnt'® the mélée round after the last conjuring round

Spell Name (&,2,t i,c,r)CHR : Spell description.

Chance to learn| Min known | Max known ! Maximum
Intellizence | a given spell | per Level | ver Level | Svell L | Exp.
3-4 20% 2 3 5 -10%
5-6 30% 2 b4 5 -10%
7 30% 2 b 5 -5
8 Lo 3 5 5 -5
9 Loz 3 5 5 0
10-11 505 L 6 5 0
12 50% 4 6 6 0
13 65% 5 g8 6 T5%
14 65% 5 8 4 +57
15 75 6 10 7 +10%
16 75% 6 10 8 +10%
17 857 7 12 8 - +10%
18:01-50 95% B 14 9 +10%
251-75 97% 9 1L 9 +1 0%
176~90 98% 11 15 9 +10%
191-99 99% 13 16 9 +10%
:00 100% * * 9 +10%
Level Experience -Maximum Spell Level Aveilable
1 Apprentice 0 1
2 2500 1
3 5000 2
L 10000 2
5 Magician 200090 3
6 35000 | 3
7 50000 b
8 75000 | & SP = L x (Str + Con + Int)/3
g 100000 5 _
10 2006000 5
11 Wizard $85000 &
12 Loco0o 6
13 500000 6
14 600000 7 .
15 700000 7

U

a—

CHR is the characteristlc upon which to meke the ST, if any

32
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LEVEL 1

Charm Person (12,,- 4,,2)INT : Charms - i.e., brings under the mental control of
the caster - one intelligent mammalian humanoid. The creature will resave
every time a command 1s given %o it which is exceptionally contradictory to
its own wishes (i.e.,, 'Kill yourszlf'); and also at certzin intervals deter-
mined by its Intelligence: DIT  Resave Freq

3-6 & weeks
7-9 3 weeks
10-ii 2 weeks
12-14 1 week
15-17 2 days
18 i day .
A MU may have a2t most one person charmed at a time, but may release 3t at will.

Detect Magic (,6,2 1,1,) : Receives, as if by radar, Magical emanations from Magic
Jtems, ensorceled things and the like. MU can not do anything else while
detecting. Detect is blocked by heavy metals (e.g., Cold, lead).

Hold Pertal (2,,2D06 2,,1) : Holds openings (such as doors, chesis, or trapdoors)
for 2D6 minutes, time rolled seeretly by the GM. It is automaticly dispelled

by a Dispel Maglc spell, and 2 Knock spell or exceptlonally strong creatures
ecan open it.

Iight (6,131,146 3,;) : A light eguivalent to a bright lantern, which 1lluminates
211 objects within 15 feet, and which can be seen much further.

Magic Missile (15,, 3¢N,,2)CON : A magic (+1 Con +1 Dam) arrow which appears as a
glowlng. marble, and springs from the MU's.finger: HP is as if 2 FM of the
MO's level, with the MU's Dex, fired a +i Con arvow:from a Short Bow (there
is no penetration roll). Number of missiles is N = 1+2x]_(LH-1)/ 5.

- Protection I (,,6 2,1,) : Protects the MU from all attacks by conjured creatures
and improves 5is and AC by 1, which improvement is not cumulztive with other
magical Protective devices.

Bead Languages (,,2 1,1,) : Allows understanding of inscriptions in any languagze
other than the language of Magic, but does not make illegible inscriptions
legible, nor does it decipher codes or cyphers. MU can not do anything else
while reading, :

‘Read Magic {(,,2 1,,) : Allows understanding and use of spells on scrolls, and un-
cerstanding of spells in books, which are ¢f a higher level than the MU could
oxrdinarily understand, or were rolled as being incomprehensible, or are new
spells he's never encountered before. —_— .

Shield (,,2 3,1,) : Shields the MU with a spherical shell of AC 2 .vs. 211 misiles
and AC & .vs. 21l other attacks. Shield moves with MU.

Sleep (24,1, 3,,4) : Sleeps those within the affected area, except Undezd, up to
Lth level. Entitles whose Yalue® totals 6I8 are slept, and the 'value' of an
entity is 3,4,8,27 for 1,2,3,4 HD. If there is insufficlent 'value® to sleep
all within the area, go from center %o outside of area. GM rolls the &DS.

Veatriloquism (,8,2 2,,) : Allows the MU to cause his voice to issue from some
other place or thing than kis mouth. _
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LEVEL 2

Continual ILight (12,i2,- 8,,6) : A light equivalent to a bright lantern which ill
minates a 240-foot wide circle forever unless dispelled.

Derkness (12,%4,6 6,1,4) : A 5' radius circle of darkness impenetrable by either
normzl vision or infravision.

Detect Invisitle (,L,6 4,2,1) : Receives - as if by radar - those magical emanations
given off by the invisibility spells and devices. MU can not do anything else
while detecting. The detect is blocked by heavy metals (e.g. Gold, lezd).

ESP (,6,12 4,2,2)INT : MU picks up the strongest mental signal, and mey, by total
concentration, pick up other minds, or more details from the one he's got.
Blocked by heavy metals or 2' of rock., Save allows the defender to know he's

being 'read’, and a second save allows areverse 'read' attempt as if by an ESP
spell.

Invisibility I {2,,- 9,,6)INT : A1l those within 240 feet of the object of the spell,
who are lookinz at it and who don't save, don't see it, A person can not attack
ancther and remain Invisible to him. Iasts until dispelled ox removed by caster.

Knock (2,, 6,,5) : Passes Held cr Wizard-Locked openings, and opens locked or berred
openings by breaking ths lock or bar.

Levitate (,2x%L,2x(1+6) %,2,2) : Levitates the MU at a rate of 40 f/s up to 2 maximum
helght of 20xL feet. Horizontal movement is neither impeded nor impelled.

Lqeafe Object {(,I+6, &4,,) : Locates a specific, well-known object as to direction
but not distance, so long as it is within range.

Magic Mouth (2,,- 5,,2) : Mouth on cbject speaks (or one appears and speszks) a message
of up to 25 words under any conditions desired; MU must recite the exact message
to be delivered., Lasts until conditions are met or it is dispelled.

Mirror Images (,4,6 6,,2) : A specialized sort of Phantasmal Forces which creates
L images of the MU, which do as he does, and are indistinguishable from hinm.
Any attack upon an lmage dispells it, The imges may be placed anywhere within ran,

Phantasmal Foreces (,24,* 6,2,2)WIS : Creates any image the MU wishes so long as he
concentrates on and can see them. The images are dispelled by living flesh

voluntarily touching them with that intent. The caster can not do anything
else while concentrating.

Pyrotechnics (24,1,6 7,,2) : Creates flashing, firey lights or much smoke from a fire..
Magnitude of effects is provortlenzl to the size of the firey-which is consumed.

Strength (2,;- 9,,6) : Adds 2D4 to a FM's Strength, 1DS to a Cleric's, and 1D% to

other’'s for 8 hours. Of any sequence of castings, the last remeins. GCM does
all rolling seczetly. .

Web (3,1,60 10,,6) : Causes sticky glop to coat the target area and 211 within i%.
Fire will burn it, and one has a 2xSTR % chance per minute of breazking out.

¥izard Lock (3,, 6,,5) : Locks doors, chests, and the like until btroken or dispelled.
& Enock spell, the caster, or an MU 3 levels higher than the caster can pass
throuzh 2 Wizard Lock wi‘hhcut dispelling it,
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Clairavdience (,6,12 7,2,4) : Receives - as if by radin - thoughts from and sounds
heard by intelligent creatures within range. Selective concentration {disallow-
ing other action) picks up details of thoughts and sounds.

Clairvoyance (,6,12 ?,2.1&) ¢t As Clairaudience, except that it gets sights instead.

Dispell Magic (12,1, 10,,5) : Dispells ¢ spells as they are belng casi, or those
on an object, with a chance of LD/-LC where LD 1s dispeller's level, I‘C caster's).

Explosive Rumes (1,, 20,,)CON : Rumes are placed on the object, which when read by
using Bead language or Read Magic by anyone other then the caster do 4D6 hits,
An MU 2 levels above the caster has a 50% chance of detecting them, and then a
7% chance of removing them safely. Once exploded, they are removed,

Fireball (2%,2, 10+L,,10)CON : Creates a hemispherical blast at the targst, doing
fire damage to all within the affected avea. In a confined space, it conforms
to the walls (if it doesn't buxn them), with a volume of 16,000 cubic feet.

Fiy (,,10x(L+1D6) 8,3,4) : Allows the MU to fly at speeds up to 66 (15 MPH or 22 f/s),
and as high as he can get to. The duration roll is done by the GM, secretly.

Haste (24,5,3 15,,5) : Doubles the speed of up to 24 creatures in the affected area.
' This allows 2 attacks/ar in mélde, Anyone more than twice Hasted will soon
die of exhavstion. :

Hold Person (12,13,I+6 10,,8)INT : Charms iD4 persons as per Charm Person spell, or

if cast at a single person, his ST is degraded by 2. An MU mzy have a2t most one
_ Hold Person spell azotive at a time. :

Infravision (2,,- 8,,3) : Confers Infravision on the recipient for 8 hours, range 60'.

Invisibility II (2,,~ 15,,6)INT : All those within 240 feet of the thing/verson so
ensorceled who don't save, will not see it/him or anything within 10 ihereo:,
which was specified in the spell. If any of the invisible things other than
the cexter thing move more than 10°' from the center, they become visible, but
will return to invisibility if they move back within 10° of the center. A per-
son ecan mot attack another and rerain invisible to him, and if the center person

atlacks anotber, the whole spell is gone. Iasts ¢ill dispelled or removed.
lightping Belt (24,6x%, . 10+1,,9)CON : Cenerates a §0-foot long bolt whose farther

end never reaches beyond 240 feet, and which does fire damage to all transfixed -
by it. It blasts cut walls or whatever if it can't reach 60°'.

Monster Summonins I (1,,1 18,,5) : Sunmons from the following table (all are 1HD):

D10 Mopster im0 ¥onster

.1 1D6 Zombies & 1D3 Cnomes
2 1D6 Gi. Ants 7 106 Goblins
3 1D5 Gi. Rats ) 8 1D¥ Kobolds
L iD5 Gt. Spiders 9 1iD5 Ores
5 106 Gt. Toads 10 115 Skeletons

Protectien IT (,1,12 8,2,4) : Protects MU and all persons within 10' of him from
all attacks by enchanted ponsters. Improves the STs and ACs of the same group
by 1, which improvement is not cumulative with other magieal protective devices.
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Protection from Normal Misiiles (3,,12 6-,2,1&) : Protects the recipient from normal
missiles fired by 1st levelers.

pe Escape (3,,1+6 15,1,4) : When cast on a rope, the entire lengzth up to 24' extends
vertieally such that when up to 4 persons climb to'its top, they disappear into
a 'space’ provided with oxygen. They will reappear at the same spot whence they

disappeared, and when the time is up they will reappear if they have not already.

Siow (24,5,3 18,,5)CON : Halves speed of up to 24 creatures in the affected area.
Thils allows at most 1 attack per 2 rélée rounds.,

Suggestion (6,,- 10,,6)INT : If the recipient, which may be any intelligent creature,
fails its save, it will carry out the suggestion if it 1s simple, short and not
too conirary to its own wishes. Lasis until dispelled or removed by caster.

Water-Breathing (3,,12 8,1,2) : Confers upon the recipient the ability to breathe
.0, dissolved in water, for 8 hours. o

I
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INlusionists are a subclass of Magic-Users who dezl with illusions of 211
kinds, and have some of the same abillties also. Thelr prime requisite is of course

Ttelligence, and it serves o delimit spell ability exmctly as it does for Mzges

. themselves. Wisdom also serves for Illusionists Just as 1t deces for Mages, in

determining how well they will remember a spell net thoroughly studied,
However, Illusionists have one further requirement - they must have a Dexterity
of 15 or more, 2s their spells involve a great deal of manual conjuration.:

As for Mages proper, Men, Elves and Half-&lves are the only races which can
become Illusicnists.

Except for the spells used, and the rates of advancement, Illusionists function
exactly as do Mages proper.

Level Exverience . Maximum Spell Level Available
1 Apprentice 0 1
2 3000 1
3 6000 2
4 12000 2
5 INlusionist 25000 3
6 50000 3
7 75000 L :
8 110000 L SP = L x (STR + CON + INT)/3
9 175000 5
10 350000 5
11 Master Hand 525000 6
12 700000 &
i3 875000 7
i4 1100000 7
15 1300000 7

For all the spell descriptions, the following applies:
Spell Name (d,a,t 4%,c,r)CHR : Spell description,

Where d = maxdirmum distance castable in 10's of feet
- & = max area affectable in 10's of feet (usually given as a radius)
t = maximum duration in minutes
i=initialorcastingcostin$?s
¢ = continuation cost, if any, for every minute after the first up to the max
r = recharge cost, if any, 'burni’ the mr after the last conauc':ing round

CHER is the characteristic upon which to mke the ST, if any
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LEVEL 1

Change Self (,,L+10+1D6 3,2,) : The Illusionist can meke himself lock like any other
humanold creature of about the same size. Affects only visual appearance.

Color Spray (,6,37 6,1,2)CON : Affects =6 ((O[{L-5))+1D8) levels (or HD) of creatures,
if they see the color spray, rendering them wunconscious (=-1 EP) for 3 minutes.
A creature partially affected gets 2 ST with an adjustment of +2x(M=1) where M is
the number of levels unaffected in that creature. The number of levels affected

is determined every mélée round. (Undead are not rendered uncenscious, but only
confused if they are affected and don't save)

Dexkness (12,3,I#+12 2,1,2) : A 60-foot wide eircle of darkness impenetrable by lights,
normal vision or infrazvision. )

Detect Illusion (,6,3 1,1,) : Sees through any illusion. The caster sees both the
illusion and the reality; and he cannot do anything else while doing so. The
caster must be able to see the object in questiecm.

Detect Invisible (,L,6 1,1,) : Receives - as if by radar - those magical emenztions
that are given off by the invisibility spells and devices. The caster cannot do
anythlng else while detecting. The emanations are blocked by heavy metals,

Gaze Reflectién (,8,4 3,,)DEX : Places a perfect reflective surface anywhere the caster
' wishes, and which is movable at his direction. The ST is rolled to avoid locking
into it, should it be placed in front of cne's face.

Hypnotism (6,, 6,,2)INT : Hypnotises one intelligent being, that is, subjects him to
the verbal commands of the caster. Eye contact is necessary to cast the spell,
but not to give commands. Commands that are exceptionzlly contradietory to the
belng's own wishes allow 2 resave, and should the being sleep, control 1s then lost.

Light (9,3,L+12 2,1,2) + A Yight equivalent to a bright lantern which 3illuminates a
60-foot wide circle, z»d can be seen much farther.

Mirror Images (,4,6- 2,,1) : A speclalized sort of Phan‘tasmal Farces which crezates 4
images of the caster which do as he does, and are indistinzuishzble from him.
Any attack upon an image dispells it. They may be placed anywhere within range.

Phantasmal Forces I (,24,* 3,1,1)WIS : Creates any imege the caster wishes so long as
he concentrates on and can see them. The images are dispelled by living flesh
voluntarily touching them with that intent. The caster can rot do anything else

. whille concentrating, If viewers fzil the save, they will believe the images real:

Read Magle (,,2 1,1,) : Allows understanding and use of spells on scrolls, and under-
standing of spells in bocks, which are of a higher level themrthe caster could
ordiparily understand, or were rclled as being incomprehensibie, or are new
spells he's never encountered before.

Ventrilogulsm (,9,5 2,,) : Allows the caster to cause his voice %5 issue from some
other place or thing than his mouth. '

¥all of Fog (16,-,* 3,1,) : Generates a 15,000 cubic foot fogberk, cpague to both
' ‘normal and irfravision, so long as the caster concentrates on it.
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LEVEL, 2

Blindness (12,,L+¥1Dé 8,,2)CON : One creature is blinded by this if it fails the save;
and is partially blinded (-2 HProb, +2 to be hit) if save is mde. Blindness lasts
ti1l cured by Cure Serious Wounds or unitil the spell ends. GN makes durztion roll.

Blur Self (,,0+D4 L4,1,1) : Caster's appearance is blurry, which allows -2 to be hit.

Deafness (12,,L+1D6 8,,2)CON : One creature is deafened by this if it fails the save;
and 1s partlally deafened if save is made. A deaf MU camnot cast spells very well.

Detect Magic (,6,2 2,2,) : Recelves - as if by radar ~ magical emanations from Magic
Items, ensorceled things and the like. Caster cannot do anything else while de-
tecting. Emanations are blocked by heavy metals (e.g., Cold, lead).

Dispell Illusion (12,1, 5, ) ¢+ Dispells illusions not cast by INlusionists automa-
' tlcly, and dlspells those of Illusionists with 2 L % chance, where L_ is
dispeller's level, and L, is the 1lluslon-caster's level. D

Fog (4,13,6 6,2,3) : Creates a 15,000 cubic foot fogbank, which moves at a speed of
1 f/s, and is only slightly affected by wind or trees. It is opague to both ner-
m2l vision and infravision. :

Hypnotic Pattexrn (,12,%N 12,2,4)INT : Creates an eye-deceiving pattern of colors
', around the caster, which when viewed from within 120 feet by any intelligent crea-
ture who fails the save, will cause it to continue staring mindlessly at it, while
repaining motionless. Thers is an adjustment of +(I-4) where L is the level of

the viewer., The pattern will last as long as the caster concentrates on it and
for N=2+1D8 mr thereafter. _

savisibility I (2,,~ 4,,5)INT : A1l those within 240 feet of the object of the spell,
who are looking at it and who don't save, don't see it. A perscn cannot attack
another and remain invisible to him. Lasts until dispelled or removed by caster.

Magic Mouth (2,, 8,,) : Mouth on object speaks (or one appears and speaks) z message
of up to 25 words under any conditions desired. MU must recite the exzct message
to be spoken. Lasts until cornditions are met or it is dispelled.

Misdetection (,,L 12,2,) : For eath 2nd every detect spell cast which could pick up
the caster of this spell, the is =z / chance that this spell will block it
(Items are blocked as if they were 1Tth“level), where L. is the level of the
caster of this spell and Ly is the level of the detecte?.

Phantasmal Forces II (24%,%+% 12,2,2)WIS : Creates any imaze the caster desires so
long as he concentrates on and can see them. The images are dispelled by living
flesh volumtarily touching them with that intent. The caster—cannot do anything
else while concentrating, and the images will disappezr 30 seconds after he stops
‘concenirating, I the viewers fail the save, they will belleve the imzzes rezl.

Rope Esczpe (4, ,I1+6 15,1,4) : When cast on a rope, the entire lemgth up to 24! extends
vertically such that when up to four persons climb to its top, they disappear into
a 'space’ provided with oxygen. They will reappesr a2t the same spot whence they
disappezred, and when the time is up they will reappear if they have not already.

»
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MONKS : THIEVES SUBCLASS Lo

Monks are members of a martial arts order which was originally founded as a reli-
glous order simllar to our earthly Confucianists. Their monastery is high on the -
slopes of the Great ¥hite Mountains, far to the North in the Barbarian lands,

Being a subclass of Thileves, their prime requisite is 2lso Dexterity, but they

st a2lso be of Str 15 or more, Dex 15 or more, and Con 12 or more. Only Humans are
avle to join the order. _

Monks fight as well as Thieves do, but they use no armor and no shields. If they
are fighting with a weapoen, they do +LL/2 damzage. If they are using their martial
arts abilities (by far the preferred mode of fighting), any attack roll 5 or more
above what they needed to hit, or a natural 20 in any eveni is an automatic critical
hit, and the total number of hits on the defender may subdue him if he's still 2live.
Also consult the table below. For hits sustainable, roll 1D4 at first level and as
. every level is attained, tzking the sum, .

Monks are typically less interested in the accumulation of worldly goods than
any other adveniurers, save Paladins, and thus will tend to give 1 their income to
the poor or the Order itself.

If the Monk makes a Dexterity save, he mey dodge missile fire.

At 3rd level Monks are surprised only 1/6 of the time.

At Lth level Monks are able to speak to animals, as the Clericsl spell.

At 5th level Monks are able to perfectly simulzte death (heart -stoppage and lower-
ing of body temperature) for Ix(1D6) minutes. They are only surprised 1/8 of the time,
and may fall up to 20' without hurting themselves if there is 2 vertical surface
within 2 feet.

At 6th level and above, they have so disciplined their minds that ESP has onlf a
16-L % chance of success, and they still get any applicable save. A

At 7th level and above, they have so disciplined themselves, that they -are only
surprised 1/10 of ‘the-time. They also curs themselves of L hits per day, which takes

overnight to work., ' .

At 8%th level Suggestion and Hypnosis spells have no effect upen Monks due to their
_ atal tralning. They mey fall up to 40' if there is a vertical surface within &°'.

At 10;11 level Monks save versus telepathy of all kinds as if they had an Intelli-
gence of 18,

At 11th level Marks may f2ll any distance without hurting themselves if there is
a2 vertical surface within a distance of 6" less than their height.

At 13th level Monks may attune their "bodily vibrations' to those of any other
creature of equal or lesser level and by nerely touching it cause it to die. This may
be done at most once a wesk. )

The structure of the Morks' Order is such that there is only one person in each
level from the 7th to the 16th (and none beyond the 16th). As soon as any charscter

- gains the necessary experience to attain to any of these upper levels, he must go and
have a duel with the person currently holding that position, which will always be
occupied. Abilities are gained with experience, not promotion. The loser of the
duel loses all experience but the minimum necessary for the Yevel Just below that in
dispute. Duels tzke place 2t the Monastery, and the Mcnk may be considered Gezsed
to fight the duel. Even at the lower levels, the Monk needs to take z trip to the
Monastery in order to advance a level. - '

-
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Level Experience | Mv . BE . A/R . Dam. . Fa ., LT , MS . Hi . He
1 Novice 0 |12 0 1/1 1% 13 25 30 20 20
2 Initiate - 2500 13 -1 1/1 1+1Ds 12 30 35 25 20
~ Disciple 5000 14 -1 1/1 1iD6 11 35 40 30 35
.. Immaculate 10000 15 -2 3/2 1D8 10 45 45 35 49

Master 25000 16 -3 3/2 1iD10
Grand Master . 50000 |17 -4 2/1 iDi2

g 50 55 45 kg
7 GM of Flowers 100000 18 -5 2/t 218

8 GM

9

55 .65 55 50
65 -70 60 55
75 75 65 60
85 85 75 65
95 95 85 70
100 100 95 75
100 100 100 80
100 100 100 85
100 100 100 90
100 100 1006 95
100 100 100 100

of North Wind 200000 19 -6 2/1 306
GM of West Wind 300000 20 -7 5/2 2p10
10 G of South Wind 450000 2t -8 5/2 2pi2
11 GM of Eest Wind 600000 | 22 -8 3/t 3D8 .
12 GM of Winter 850000 22 -9 3/1 3Di0
13 GM of Spring 1100000 23 -9 3/t 516
14 GM of Summer 1400000 | 23 -10 3/1  4p8
15 GM of Fall 1750000 23 -11 &/1 3p12
16 GM of Drasons 2500000 § 24 ~12 4/1  LD10

O OO NWE NI OW

In the table above, the abbreviations are as follows:

EH - To be hit in m&lée or by n*issj.les: this number is 2dded to the attack roll
A/R- Attacks per mr (in the cases of 3/2 and 5/2, Monk and opponent alternate)
Den- Damage done when using theiy 'karate’, i.e., fighting without wezpons

Fa - Chance of falling when climbing _ L
LT - Chance of picking locks, and detecting and removing small traps
MS - Chance of moving silently

Hi - Chance of hiding in shadows .

He ~ Chance of being able to hear noises ‘

v e the last five items are as for Thleves proper (see p.44).
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_ Rangers, as they are popularly knowun, are officially called 'Knights Templar and
Quaestor' and theilr purpose is twofold. First,to be krights of the church protecting
its members and clergy; second to search for the Holy Grail (which was brought by men
to Nlmolee when they first came). The order is headed jointly by an Arch-Bishop and

Ranger-Lord of highest 2bility. 4 person may be a member of both the Rangers and
ene Paladins if he should meet all qualifications, but this is both rare and difficult,

The order is open only to Human males of Str 13 or more, Int 12 or more, Wis 12
Ox more, and Con 15 or more. Except as hereinafter stated, Rangers function as do
fighters.

For hits sustalnable, roll 2D8 at first level, and 1D8 every level thereafter,
untll 9th level, aft-r which add 2 points per level.

Because of their high and difficult calling, Rangers will acquire only so much
in the way of worldly goods as they can carry with then. Subject to the approval of
the heads of the order, at 8th level they may begin saving to build a castle.

Rangers tend to be leners, and there a2re never more than two to 2 party. When
searching for the Grail, they will work with a2 small (6 or less) party, and when pro-
tecting Church members or clergy, they will work with a party of no more than 12,

Rangers are well-irained in the ways of the wild, and are only surprised on 1/6
outdoors. They are also excellemt trackers, having a (90 - 10/day 01d)% chance of
belng able to follow tracks. In 2 dungeon, they have 2 50% chance of being able to
follow something if the traces are no more than 10 minutes old. . _

At 8th level, Rangers are first able to hire hirelings. They are also now able
to use all Magic Itens dealing with any form of ESP or telepathy, and also those
dealing with any form of healing or curing {but may use only those abilities, should
ithe ltem possess oithar abilities). It is also at 8th level that they are able to
use a limited number of spells (see below and on the next ge).

~

At 9th level, a Ranger will stari acquiring 2Di2 followers which are generated
on the tables given. They will appezr cnme at a time, be low-level, usually in need
~¥ some help ar aid, and Good in alignment.  As each of these followers is special,

2y will not be replaced in any fashion if killed.

Rangers are +L damage when using megic weapons on "Giants' Class™ creatures
(ores, hob-goblins, trolls, ogres ard the like).

Rangers' spells are done a bit differently ithan these of the normal spell-using
types, as they are in some sense granted by God. The Eanger has z certzin number of
spells am=zilable for use each day, and must indicate in advance what these are to be.
He may choose two of the same spell (or even 3) if he has that many availsble at that
level. The Ranger will know all spells available for choice, which are: ;

Cleric Ii: Cure Iight Wounds MO Li: Sleep '
Light .
Purify Water | M 12: g;;iinﬂal Light
Protection I

Cleric 12: Bless MO L3: Cla%raudlence

Clairvoyance

Siience ‘ Protection II
Srezk to Animsls _

Clexric L3: Continual Light
Cure Disease

- None of the spells may be used offensivel}. (Bxampie of choice - 11th level Ranger:
Cure Light Wounds, Purify Water, Bless, Sleep, Sleep, Z5°)
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Level Experience | Clerical Spells | Magical Spells
1 Strider ) (Spell Level) Spell Level
2 2000 1.2 .3, .1.2.3,
3 4000
L Q000
" 5 Warder 20000
é #0000
7 80000 -
8 Ranger-Knight 150000 i
9 Ranger-Lord 250000 1 1
10 500000 2 1 1
i1 ‘ . 800000 2 1 2 1
12 1100000 - 3 2 1 2 1
_13 Head of the Order 1400000 3 2 1 3 2 1
Followers A Extraordinary
01-60 Human 01-20 Ranger '
61-70 ELf A 21-40 Werebear
71-75 Half-Em1f L1-55 Unicarn
76~90 Dwaxrf 56-70 Pegasus
91-99 Hobbit 71-80 Hill Giant
Q0 g0 to Extraordirnary 81-90 Stone Ciant

91-99 Young Dragon
00 Roll 01-99 twice

. For all followers, roll cheracteristics with the standard racial or occupational
Testrictions as applicable to determine occupation of follower. Level is Ist to 3xd,
d only G knows levels or characteristics of followers.




— e ma s R S AU N U U U S B I T T R T WO U

THIEVES CHARACTER CLASS Ly

All Thieves, whether azdventuring or not, are members of the Thieves! Guild, which
arranges for the untimely demise of independant operators), The Thieves' Guild is
& very powerful, illegzl organization besed mainly in Nimolee proper, and which resem-

es our Earthly Mafia. Most non-adventuring Thieves are Human, while most adventur-
«ng Thieves are non-human. Any of the 5 races may practise the art of Thievery, but
Hobbits, due to their innate nimble-finzeredness, excell in this profession. Dexter-
ity 1s of course thelr prime requisite, and ii also affects their Thieving abilities.

For hits sustainable, roll 1D4 at first level, and for every level theresfter,
taking the sum,.until 10th level, after which add 1 point per level, Thieves will
only wear armor of leather as metal armor is too noisy and encumbring to properly
Thieve in, and will not use shields for the same reéason. They prefer daggers, short
swords §nd swords, bui use all weapons, as if they were FM (see chart a2t botiom of
page 28),

The tools of a Thief's trade are Lockpicks and specizally made clothes and boots
that help cne to hide in shadows and move sllently. They are available from the local
Thieves' Guild on 2 cash basis. Occasionally Thieves may be asked to go on a mission
as part of advancing a2 level.

- At 3rd level, the Guild will give the Thief the oppurtunity to learn any of the
ereature languages or other 'Commons' for which it has tutors (tutors for Red Dragen
are extremely rare, for example). The Thief may learn up to 3 at a time, which will
be fully learnt by the time he reaches the next level. The Guild only teaches read-
ing of these languages. Of course, the Thief can learn no more languages than his
Wisdom allows. .

. If a thief should f211 in climbing, he may of cotrse, if he Is not too injured
to do so, pick himself up and try again, The chance of falling is rolled for every
10* of climb, and Is subject to situztional adjustments of 2bout ¥10% at most.

If a thief fails to find a trap, or pick a lock, he may try a2gain, with a chance
of success diminished by 2 factor of about % usually. If he fails to remove a txzp,

. has sprung on him, Situational adjustments of about 130% at most apply.

If a thief falls to hide in shadows (note that he might not know this), he mey
try again in the same shadows with a chance of success diminished by & factor of
about 4, or in new shadows with an undiminished chance of success. Situational
adjustments of about +30Z at most aplly, Note that siriking from the shadows allows
a strike by surprise, i.e., +2 HProb. .

If a thief fails to move silently (note that he might not know this), he may
try 2gain with the same chance of success. Situational ad justments of about +30%
at most apply. Note that moving silently doubles chances of surprising others.

If a thief fails to plck 2 pocket, he may try again, with a chance of success
dininished by a factar of 4 or more. Also the 'mark®' has a 5xI% chancs of detecting
the 11Tt or the attempt, where L is the level of the 'mark', Situatianal ad justments
of about +20% at most apply. :

A thief may strike silently from behind with terrific effect. To do this, he
must be moving silebtly. The thief strikes at +4+|L/4% HProb, where L is the Thief's
level, doing a critical hit. He may only use this strike cnce per opponent per
battle, for after that the opponent is aware of the Thief!s Presence, and the Thiel
then gets only the normsl +2 HP from behind, - T

o
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The following abtbreviations are used in the headings of the tables below:
.Fall Open Locks Traps Pickpocket Move Silently Hidé in Shadows Heer Noise

Fa 1o Tr Pi MS
luses to certaln races operating as Thieves:

 Hace e . Tr Pi , MS ., HL . He

Dwarf 5%  15% 0 [ 5% 0

-4k 4 0 0 5 10 1% 0

Hobbit | 10% 5% Fe 10% 107 10%

Dexterity | Exo. | Fa . LoTr . PIMSHi . FiMiss . Dodeet
3 -10% | +12% -10% -5 -5 +20%

b -10% | +12% -10% -5% -5 +1

5 -10% | +6% 5% 0 - 5% +10%

€ -10% | +% - 0 - % +57%
7-8 -57 0 0 0 ~-5Z 0
9-12 0 0 0 0 0 0
13-14 5% | -1%  +5% 0 +5% 0
15 +10% | 1% +10% 0 +3% -5
16 +10% | -1% +10% +5% - +5% -10%
17 +10% | -2% +15%  +10% +5% -15%
18:01~-50 | +10% | -3% +20%8 H % - F5% -20%
$51-75 | +10% | &% 4258  +15% +10% -20%

. 176-90 +10% -b% +258  +20% +10% -25%
191-99 0% | -4% 258 +25% +15% -25%
:00 +10% | -5% 43094  +304 +20% =30%

. _Level Experience | F2 . Lo . Tr .. PiMS , Hi . He
1 Apprentice 0 i3 15 10 20 io 20
2 1200 | 12 20 15 25 15 30
3 2500 11 25 20 30 20 Lo
b 4800 io 35 30 35 25 50
5 Cut-Purse 9600 9 b 35 ks 35 55
6 20000 8 45 40 55 45 60
7 40000 7 55 50 60 50 65
8 60000 6 65 60 &5 55 70
9 90000 5 75 70 75 65 75
10 Master Thief 125000 4 85 80 85 75 80

11 200000 3 935 90 95 85 85
12 300000 2 100 95 100 g0 90
13 400000 1 100 100 100 95 95
14 Guild Head 500000 0___100 100 100 100 100

He

S Added to the ztiacker

die roll.

(Chance of success at
ithat activity)



CUMBAT SYsTER T ’ BA— 5 —

There are a number of things to be consudered in any combat system, and the one
used here attempts to consider them without being cumbersome, The four things that
are of primary importance in the mélée system used in this game are attack skill, de-
fence skill, mélde vs missilry, and mélée vs Hagic, The first two are primarily =
fraction of how much experience the persen has had. The missilry systems and the sys-
.~ of combining magic and mélde were designed to fit into the mdlde system, rather
than to stand on their own.

Defence skill in this game is simpler to explain than attack skill, although its
ramifications as far as missilry and magic are more complex. ‘*Hits® or ’hit points’
are used to determine the amount of defensive ability possessed, and are generated by
the use of 'hit dice' (usually &-, 6-, or 8-sided). One hit die is rolled per level
of character, and is added to the amount of hits already possessed. The idez is that
the amount of time a person spends fighting relates directly to the amount of skill he
has. Hits are a representation of defence skill, but damagze taken is marked off in the
form of hits, because as you are hurt mere, you are less able to fight. It is Important
to remember that hits are not the same thing as damage, but influence, and zre influenced
by damage. Now things other than hand-to-hand combat which do physical damage sre also
marked off in the form of hits - that is missiles, mzgic, or accidents, In particular,
falling onto a hard surface, getting burnt with flaming oil, and a few Magic spells do
what is called fire damage., Fire damage is caleculated so that, as seems reascnable, a
high-level person and a low-level person will be equally hurt by the same zmount of
flaming oil. . - '

In mélde, 2 successful attack depends on the type of weapon used, the type of armor
worn, the skill of the attacker, znd the skill of the defender, The level of the de-
fender has zlready been considered in the form of hits, but the defender may have other
skills, such as =z high Dexterity. The method of determining if a 'hit' is scored is:

1) Determine AC, and adjusted AC as per table oo mext page.

2) Determine 'Needs to Hit' number as per 2nd table on noxt page,

3) Determine 'Adjusted Needs to Hit' number by subtracting adjusted AC from the

' base 'Needs to Hit' number. . :
— &) The attacker rolls 2 20-sided die: a 20 will alsays hit (and go to #7 and 8), a 1
will always miss (and go to #9). :

5) 444 attacker's Str bonus, 2dd the wespen type vs armor iype adjustment, add

" the defender's Dex bonus, and =24d any sitvationz]l bonuses to the roil.

6) Compare the adjusted roll to the adjusted Needs to Hit number: if the ad justed

rall is nokléss than the Needs to Hit number, then 2 *hit' has been scored.
-7) If =2 *hit' has beén scored, roll damage; and add attacker's Str Bonus, and

* . any situational adjustment to damage done.

8) If the adjusted roll was 20 or more and hit, zoll a 20-sided die; 4f it is 20
then the hit was a critical hit, doing double damage, having a (20-CON)% chance
of ki1ling the defender outright, and reguiring a Cure Serious Wounds to cure.
For each day that the critical hit remains uncured, the vietim %ill lose L hits,
-where L is his level. N .

9) If the adjusted roll was { or less, roll a 20-sided die: if it is a 1, the
attacker fumbled his wezpon (zpplies only to those not using ‘*naturzl weapons'’
such as claws and teeth). Effects are at GM's whin, end.-may include dropping
the weapen, or hitting 2 friend. . '

Initiative - rolled 1f one or both sides is killed ar incapacltated in 2 mr, Each per-
son wno scored 2 'hit' rolls 1DS, and the sequence of sctions is taken to be from
highest to lowest r0ll, with ties cceurring simultaneously. A critical hit, or a strike
with 2 lenger weapon, allows automatic initiative over the defender, E

Subdual - an attacker may choose to strike to subdue if he is using a (mailed) fist, mace,
bammer, sword, quarterstaff, or flail, and announces this intention before the mr. Hits
inflicted will truise (rarely, brezk), &-are:divided. into the total nmmber of hits sus-

inable. The resulting fraction is tzken as the %age chance of subdual, and if made

«w€ defender 1s subdued - i,e.; he siuzrenders.

Exhaustion - one may stay in battle at most (CON). ®r, afier which one must rest {20-CON) =
If this is not done, then for eveEry extra round fought, ome is +1 to be hits and does
half damage. '

Nezatlve Hits - 0 HP = incapacizated, -1 HP = unconsclous, -2 HP = comatose (roll CON
save every czy uncured: fail = death), -3 or more EP = dead,

»
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Armor Class 9 8 7 6 5 & 3 2 S=shield, I~leather, C=chainmail, P=plate
Description - S L C C+§ P P¥S  Subtract magic armor and shield bonuses to
get adjusted AC.

Attazcker Attacker's Level
eTeature o 1-2 3 4 5 6 ? 8 9 10 11 12+
Fighter 1-2 3-4 3 é 7 8 9 10 11 12 13+

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

Maglc-User . 1-3 4-6 9-9 10-11 12-13 14-15 16-17 18+

Needs to Hit . 19 18 17 16 15 14 13 12 1T 10 9

Level Bonus |, 0 1 2 3 L 5 6. 7 8 910 (for missilry)

(Subtract adjusted AC of defender from 'Needs to Hit' number)

Damage Die Die Roll Additien by Wea.pdn and Armor Type
Weapon (by lenzth group): . Man lerser ., P+S P C+S C I+s 1L s -
=Useable Anywhere ,

Dagger _ 4 3 -3 -3 -1 -1 0 0 1 2
Fist (no effect ,vs. AC =3) 0-2 0,0,1 - - -5 -3 .3 0 -2 0
Hampmer 6 L 0 i 0 1 0 Q. 0 0
Mace ) 4 4] 1 0 o} 0 o} 0 0
Mailed Fist 3 0-2 -5 -3 -3 -2 -1 1 -1 2
Pike 8 i2 -1 0 0 0 0 0 0 0
Spear : Thrust & 8 -2 -1 -1 -1 0 0 0 0
Spear : Thrust .vs. Charge 8 2D6 -1 0 0. -0 1 1 1 1
Spear : Set .vs. Charge 10 . 208 0 1 1 1 2 2 2 2
Swoxd 8 iz -2 -1 0 0 0 0 0 1
Tomahawk (Hand Axe) 6. 6 -3 -2 -1 a1 0 e 0 0
~Require 4' Space

witle Axe | 8 8 -1 ¢ 1 1 0 0 0 o
~wdlitary Piek 6 5 2 3 2 3 0 0 0 0
Quarterstafy? L 3 -6 -4 -3 -2 =3 ¢ -2 0
Whip (no effect .vs. AC =3) 3 .3 - - 0 0 1 1 2 2
-Requires 5' Space :
Morning Star 8 é 0 0 1 2 1 1 2 2
-Require 6* Space :
Flail : 8 8 2 2 1 2 1 13 1 1
Halberd 10 208 o 1 1 2 1 0 0 0
Pole Arms (various) 8 12 -1 0 0 1 1 2 2 2
Two-Randed Sward 10 3D5 1 2 3 3 2 2 2 2
~Unusable in Dungeons ' _
Lance . 10 2D12 . ¢ c 1 2 3 3 3 3

Situational Adjustments

Behind (see Surprise - Behing = Surprise)
Berserk Barbarians (see p.29) . —
Dwarves +1 HP +1 Dam w/ Hammers, Maces, Axes .-

4 damage at ist, 2nd L to large creatures
take £ damage from large crestures

Elves +1 HP +1 Dam with Swords

Hobhits -2 to be hit :

RBangers : *L Dem usinzg megic wezpers .vs. Glants Class
Surprise ' +2 B '

Svansons (see p.6) '

.__teves, silently from behind _+Hi+{ L/b) (amy Bit is 2 critical hit)
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The mlssilry syster used here was developed to reflect the fact that, because
- one is acting at much greater distances, the chance of 2 clean mlss is much greater,
Therefore, there are two roils, one for contact, and one for penetrztion. This is

reflect the fact thai even if an arrow or other projectile hits the target, it may
wounce or glance off,

The method is as follows:

13 Roll 2 20-sided die for the contact rolls a 20 is a hit (go to #4), a 1 is a miss.

2) Add the attacker's level bonus (see P.47, 2nd chart), the attacker's Dex bonus,
any situational adjustments, and any magic weapon bonuses for the projector to
the roll to get the adjusted contact roil. -

3) If the adjusted roll is greater than or equal to the 'Needs to Hit' number,
contact has been made - go on to step 4, If contact was not nzde, go to #9.

ug Roll a 20-sided die for the penetration roll.

5) Add the attacker's Str bonus, the attacker's level bonus, any situational
ad justments, arnd any magic weapon bonuses for the projectile to the roll to
get the adjusted penetrztion rolil.

6) If the ad justed roll is greater than or egual to the "Needs to Hii' number,

penetiration has been made - go on to step 7. If penetration was not made,
you're done. : '

7) Roll damage dome ‘on the appropriate die, and add the attacker's Str bonus
for all projectiles save crossbows, and any situational adjustment,

8) If the adjusted penetretion roll was 20 or more and hit, roll a 20-sided die:
if it 1s 2 19-or 20, then the hit was a critieca] hit, doing double damage,
having a 2x(20-CON)Z chance of an instant kill, and requiring a Cure Serious
Wounds to cure. For each day that the criticzl hit remains uncured, the vie-
tim w11l lose I hits, where L is his level,

9) If the adjusted contact roll was a 1 or less, roll a 20-sided die: if it is a
1, the weapon wes fumbled., Effects are at CM’'s whim, and may include wildly
throwing the weapon, or bresking an arrow or bowstring.,

Rate of fire is dependant on weapon type and level of firer (shots/mr):
Level non-¥ezpons M&lde ¥eapons Bows Li. Crossbow Hv. Crossbow

1-2 i/2 1/2 1/2 1/2 - 1f5
3-5 1/2 1 1 1/2 ; 1/5
&+ . 1 1 1 o 1/e : i/5

Missile weapons are shot the first thing in a mdlée round, and so get automatic
Initiative, '
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Tables below give 'Needed' numbers.

CONTACT
Range in feet:

. n-Weapons: &32&5.225%&95&29.&22159&5@
Cape or Net b 21 26 - < o TC - - - - -
Lantern 3 10 14 17 24 26 - - - - - -
0il Flask 3 10 14 17 20 25 - - - - - -
Pebble 2 6 8 11 14 16 17 19 20 21 22 23
Spike 3 10 14 17 20 214 22 23 26 - - -
Torch 7 14 18 21 23 26 - - - - - -
-Mélée Weapons: Qﬂﬁ@ﬁﬁgwjﬁgéﬁlﬂ&im
Axe 3 & 8 11 13 15 "17 T19 21 23 5 -
Dagger 6 11 16 19 21 23 - 24 - - - - -
Hammer 2 3 7 10 11 14 15 17 418 20 21 22
Javelin/Pike 1D6 2 6 8 11 14 16 17 19 20 21 22 23
Mace 2 3 7 10 11 14 15 17 18 20 21 22
Spear 16 2 7 12 15 17 20 21 22 23 25 - -
Stilleto 2 6 8 11 1k 16 17 19 20 21 22 23
Throwing Dagger 3.7 11 15 16 18 20 21 22 23 L 25
Tomahawk 2 7 12 15 17 20 28 22 23 25 - -

(Penetration roll is done on mélde table, and damage
is as for mélée vs man-sized, unless otherwise stated)

-Projectile Wezpoms: 15 30 60 100 150 200 250 300 375 450 600 750

Short Bow 2 2 3 7 i1 13 16 19 21 23 -
Horse Bow 2 2 2 & 10 12 14 17 19 =21 28 -
" ng Bow 2 2 3 5 8 10 13 16 20 21 _z22 23
_smpound Bow 2 2 2 & 7 9 i3 14 156 i8 21 23
Light Crosshow 2 2 3 7 11 13 16 19 21 23 - -
Heavy Crossbow 2 2 3 5 8 10 13 16 20 21 23 -
Light Stone Sling 2 2 2 L 7 9 i1 14 16 18 21 23
Heavy Stone Sling 2 2 3 7 11 13 16 19 21 23 - -
PENETRATION

Armor Class Adjustment:

" -Projectlle Weapons Dam 2+ 3 4 5 6 g_ 8 9 Bange Adjustment
Short Bow iD6 1€ 1% 11 10 8 5 4 0-149 T 0
Horse Bow iD6 16 14 11 10 B 6 5 3 150-374 +1
Long Bow 106 16 12 11 8 6 5 & 3 375~max +2
Compound Bow iD6 15 1% 16 8 6 5 &4 3 Adjustment is added to
Light Crossbow b6 16 15 11 9 7 6 5 3 the 'Needs to Pemetrate"
Heavy Crossbow D8 12 11 11 10 9 7 & & u;b eefs o remsurat
Light Stine Sling  1D¥ 19 18 16 14 13 11 10 7 __ Qwaber.

Heavy Stone Sling 1D6 16 14 13 10 9 7 6 3
SITUATIONAL ADJUSTMENTS

Bartariaps *1 Con +1 Pen throwing mil&e wezpons

¥2 Con +2 Per throwlng Baitle Axes
Elves +1 Con +1 Pen +1 Dam with the Long Bow
Hobbits +2 Con +2 Pen for 211 nmissilry except Slings

+3 Cen +3 Per +1 Dom with the Sling

' -2 tc be hit

Swansons {see p.6)

Target moving +1 on "Needs %o Zontact' per 4 movement factors
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In Nimolee, Magic 1s z force similar to the electric or magnetic forces which
interacts most strongly with the eleciric force. It is this interaction whic allows
the mental control of magic, and 2 high intellizence is needful for a Magician be-
cause the method of control is very complex. There is a certzin amount of 'Electro-
aglcal' potential enerzy stored in one's brain which is used to control much larger

amounts which are used to produce the effects of the spell. As this mental energy is
used up, 'Spell Points' are expended. This mental energy 1s recovered by sleeping.
A 'spell' is a complex chant in a special langusge which is spoken aloud, and which
is used by the spell-caster to direct his 'Hleciro-Magical' energy into the proper
configuration. The more complex spells have generally more powerful effects, and in
fact spells are grouped in levels of difficulty.

Clerics gain the knowledge of their spells from God, but they still use their
own SPs to cast the spell. There are 7 levels of difficulty of Clerical spells, with
6 spells in each level., DIruids function in very nearly the same way, except that
they gain their spells from 'Mother Nature'. They also have 7 levels of difijculty
of spells, with varying numbers in each level.

Magic-Users proper, and I1lusionists, don't get the knowledse of their spells
from some more powerful source. They must actually study each spell, and may not
even be able to learn it. Each spell must be checked using a percentage chance
derived from the Mage's Intelligence, to see if he can comprehend it. If the Mage
should roll that less than the minimum or more than the maximum 2llowed per level
are xnown by him, then he chooses spells to 2dd or discard to put himself within the
Umits allowed by his Intelligence., The Mage must also buy or otherwise obtain copies
of the spells he can comprehend, so as to study them 2ffd keep them fresh in his mind.
If he does not do so, he will tend to forget the spells - if not studied the previous
night, there is a certazin chance, found by using the same table as for learning
spells, that he will forget it. If he does, there is 2 50% chance he will reslize
that he has done so, anéd a 50% chance tha: he w1l not realize it (with unpredictable
vesults). Once forgotten, a spell will not be re-remembered until it is restudied.

.snly the top iwo levels of spells known are subject to being forgotten.

Nothing is foolproof, not even Magic, so most offensive spells allow a 'Saving
Throw'. A saving Throw is 2 roll mede with a 20-sided die to determine if the
spell fully affects you ar not, For spells which affect the mind, the ST number is
Intelligence, for spells which affect the body, the ST number is Constitution. In
this last case, if the save is made and the sp2ll does damage, only (8+4D20)% is tzken.
For other than the case just mentionsd, for both mental and bodily spells, if the
save 1s made there are no effects. For spells of illusien, there zre two saves to be
rolled, and the number for both is Wisdom. If the first save is made, thers ls some
doubt in the person's nmind abeut the illusion - he does not thirk it an illusiom,
just that its zbnormal., If the first save is mzde, or if the person declares for
any reason that he thirks something is an illunsion, then the second save is rolled,
If the second save is made, the person knows that what he is seeing is an illusion,
and if it is failed, there is no chenge, If both saves are not rade, the illusion
operates normally, ' _

For 211 saves, if z nu=her less than or equal to the saving throw number is
rolled, the save is made; otherwise not. ‘ —

Magic-Users proper, a»d Tlusionists, mey conduct Magical research into new
spells. The spell is firsi described to the GM, who decides what level it will be.
If the Mage is of sufficient level to be 2hle to learn that ievel of spells, he mey
conduct the research, Resezrch tzkes time and meney: 1 week (6 days, rest on the
Sabbeth) per level of the spell, and about 1000GP per day for a lab, meterials, and
subjects if needed (cost subject to varlations at GM’s whim). There is a chance of
success each day, equal teo (Gays spent)/(days necessary), which is rolled at the end
7 each day: on the 5th @ay of a 2nd level spell, there is a 5/12 chance of success.

—~here 1s also a chznee of a lab accident each day: (30 + Lg - L, + Int)%, whavre Lg
is the spell level, and is the Mags's level. Severity End eﬁact effects are ud to
the GM, but depend on the ‘iype and level of spell. Researched spells are in addition
to the standard ones, azd so the rax/min nuzmbers per level.do not apply. The Mage
must stlll roll to see if he car learn the spell he is resezrching, Jjust as for the
standard spells. Once resesrched, it must be entered into ihe Mage's books and studied.



