Armor: reduces damage from all hits: light reduce
damage by 1, heavy by 3.

Healing: an 8 hour rest in a safe place heals all HP.

Combat: Combat happens in turns. GM decides who
goes first, second, and on. All attacks require a
check. A successful attack does damage according to
the weapon or spell used. Damage is subtracted
from the Character or Monster’s HP. Enemies attack
with 2d6 checks and do 1dé damage, unless
otherwise noted.

Death: A player reduced to 0 HP is unconscious. If
unattended by a friend, they will die.

Levels: (optional): Whenever they have achieved a
major goal or hit a major milestone, the Characters
may go up a level. When this happens, their
maximum HPs go up as follows: Wizards +3,
Thieves +4, Fighters +6.

Etc.: Unless you enjoy it, don’t bother keeping track
of arrows, torches, food, and other expendables.
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Magic

Magic users may cast any spell they’ve already
learned any time they like. But magic is dangerous.
When a wizard casts a spell, they must make a
successful check with 3d6. Advantage if they prepare
for one turn. If they fail, they take HP damage equal
to the level of the spell. Learning new spells
generally costs around 100 gp per level of the spell.

Spells
Level 1

Arrow: Magic arrow, 1 per level, 1d6 dmg. each.
Cure Light Wounds: Heals target for 1d6 damage.
Feather Fall: Target floats to the ground.

Light: Target object casts soft light.

Pull: Visible object pulled toward caster.

Push: Visible object is pushed away from caster.
Throw Voice: Up to 20m away.
Wisp: Caster becomes living smoke.

Level 2

Calm: Target is relieved of fear.
Darkness: 20m around targeted point.
Detect Magic: Magical items and effects emit a glow.
Flame: From hands. 3 targets take 1d6 damage.

Bestiary

Unless noted, all
monster attacks
are normal 2d6
checks and do
1d6 damage.
Abbreviations
HP: How many
Health Points
the monster has.
A: Armor.
Reduce attack
damage to this monster by the given number.
D: Difficult to hit. Attacker has disadvantage.
E: Easy to hit. Attacker has advantage.

DD: Danger Die effect on successful attack.

Bandit HP: 6+ Typical baddie.

Big Animal HP: 8 - Boar, hyena, bull, cougar, et alia.

Big Cat HP: 15 « Lion, tiger, etc.

Boss HP: 30 + Wizard, Fighter, or Thief. All skils apply.

Bug People HP: 2 A: 1 « Armor exoskeleton. Queen has
HP: 20.

Centaur HP: 20 - Centaurs use swords and bows.
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20gp

Standard Clothing « Bear Trap * Padlock « Small Bell *
Holy Water « Block & Tackle « Lantern = Book (Blank)
+ Sheep * Goat * Good Dog * Pig

50 gp

Fake Jewels * Perfume « Tent (1 person) * Winter
Clothing. + Cart (small) » Mirror (small)

100 gp

Lens « Lockpicks * Tent (3 Person) « Rowboat *

on * Cow * Donkey « Work Horse

200 gp

Musical Instrument = Hourglass ¢ Carriage

300 gp

Spyglass * Fancy Clothing « Fishing Boat * Riding
Horse * Hawk

5,000 gp
.1 Masted Ship
LODGING per night
lap Bed
2gp meal; hot bath; stable & fodder
3ap Private room
HENCHMEN per day
1ap Laborer
59p ic soldier

10ap ammo.? blacksmith

259p doctor, skilled fighter, thief, or wizard
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Character Creation

SPECIES

If you'd like to choose a species
(human, elf, dwarf, halfling, etc.), you
may. There are no special skills for
species, the differences are

cultural.

1. Choose a Class

FIGHTER ]ldlll.

e  Begin with 15 HP
o  Special Skill: 2 attacks per turn
e  Rolls attacks at advantage (3 dice)

e Special Skill: When attacking an enemy
with HPs currently equal to or fewer than
the fighter’s own HP, on a successful sword
or axe attack, if the danger die shows 6, the
enemy is decapitated.

e  May use heavy or light armor & weapons

e  Extra starting kit: Choice of weapon.
Choice of armor.
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Pterodactyl HP: 7 « Can pick people up.

Sasquatch HP: 25 « Bigfoot. May throw rocks.

Skeleton HP: 7 - Blades & bullets do 1> damage.

Soldier HP: 6 = Trained and armed.

Swarm HP: 20 D « Rats, bugs, fish, or the like. 1d6 -2
damage (min. 1).

T-Rex HP: 70 E « Really hungry. DD 6: target is lifted.

Townsperson HP: 3 « A normal Jane or Joe.

Troll HP: 42 « Hunts people. Hightened smell & night-
vision. Regenerate 3 HP per turn except fire damage.

Vampire HP: 70 « All vampire stuff applies. Can
hypnotize target on successful check. Regenerates 3 HP
.per turn. Spells: Wisp, Beast Form

Werewolf HP: 35 + Regenerates 3HP per turn. Hit with
DD 6: target is infected with lycanthropy.

THIEF
e  Beginwith 11 HP
e  Special skills, roll 3d6 check for success:
o  Sneak, hide, climb walls, pick
pocket, open locks, read
language, find traps, disarm
traps, disguise, search

e  May use light weapons & armor

e  Extra starting kit: Rope, lock pics, choice
of light weapon, choice of light armor

Wraith HP: 35 « Only harmed by magic or silver
weapons. Hit & DD 6: target is weakened
(disadvantage on all rolls) for 24 hours.

Zombie HP:1 < D Must be hit in the brain.
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WIZARD

e  Beginwith8 HP

e Special Skill: May learn and use spells
e Choose 4 spells to begin.

e  FAMILIAR: cat, crow, owl, rat, dog, or
another small animal. May mentally
communicate with it.

e  Starting kit: staff, robes, familiar, spell
book
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