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Character Creation
  Roll your attribute scores.
  Select a path: 
       Record your hp and any skills, spells and 
        spell slots or attack bonuses.
  Select your two perks.
  Record your saving throws.
  Roll 3d6 x 10 in coin to purchase equipment, 
       or roll on a starting equipment table.

Attributes
Roll 3d6 down the line of attributes: strength, 
dexterity, constitution, intelligence, wisdom and 
charisma. The score of one attribute may be swapped 
with another. Each Attribute modifies aspects of your 
character:

  STR: Melee Attacks and Melee Damage.
  DEX: AC, Ranged Attacks and Initiative.
  CON:  HD rolls and saves vs. Death.
  INT: Starting known languages and saves vs. Magic
  WIS: Modifies saves vs. Devices.
  CHA: reaction rolls and retainers.

ATTRIBUTE SCORE MODIFIER

3 -3

4-6 -2

7-8 -1

9-12 none

13-15 +1

16-17 +2

18 +3

Paths
  Every character begins with a +1 base attack modifier. 
Each level, including 1st, you must opt for either 
fighting, proficiency or casting.

Fighting: +1 base attack modifier (maximum of +10), 1d8 
hp and 2 points deducted from saves of your choice.

Proficiency: 2 skill points to expend, 1d6 hp, and 4 
points deducted from saves of your choice.

Casting: 1d6 hp, and 2 points deducted from saves of 
your choice. The first time this is selected you receive a 
grimoir containing Read Magic, plus 3 random spells. 

Each selection of casting represents one Caster Level.
For example, selecting the casting path three times 
follows the 3rd Caster Level below.

Magic-User and Clerical spells are one and the same. 
New spells are learned through adventuring and study.
Spell Lists can be imported from any OSR system.

            SPELL SLOTS

CL 1 2 3 4 5 6 7 8 9

1 1

2 2

3 2 1

4 2 2

5 3 2 1

6 3 2 2

7 3 3 2 1

8 4 3 2 2

9 4 3 3 2 1

10 4 4 3 2 2

11 5 4 3 3 2 1

12 5 4 4 3 2 2

13 5 5 4 3 3 2 1

14 6 5 4 4 3 2 2

15 6 5 5 4 3 3 2 1

16 6 6 5 4 4 3 2 2

17 7 6 5 5 4 3 3 2 1

18 7 6 6 5 4 4 3 2 2

19 7 7 6 5 5 4 3 3 2

20 8 7 6 6 5 4 4 3 2



Perks
Select two:
  2 free skill points to distribute.
  +1 to a chosen saving throw.
  30’ darkvision.
  Extra +5 items before encumbrance penalties.
  +1 to a chosen attribute modifier.
  A reduced 1-in-6 chance of surprise.

These can be combined to create traditional races, or 
something that is wholly original:

Elves: (1-in-6 chance of surprise, +1 to saves vs magic.) 
Dwarves: (30’ darkvision, +5 items before encumbrance.) 
Halflings: (2 points in bushcraft, +1 dex mod.)

Saving Throws
All saving throws begin at 15 and are reduced during 
leveling.

  AREA: gasses, explosions, and breath weapon effects.
  DEATH: poison, disease, and instant death effects.
  DEVICES: traps, wands, and their effects.
  MAGIC: arcane spells and their effects.
  PARALYZE: immobilizing effects.

Experience and Leveling
  All characters follow the same experience table. 
Experience is earned via treasure (on a 1 gp = 1 xp basis) or
by defeating enemies.

LEVEL EXPERIENCE

1 0

2 2000

3 4000

4 8,000

5 16,000

6 32,000

7 64,000

8 120,000

9 240,000

10+ 120,000 each lv.
 

Skill Checks
  Everyone has a 1-in-6 attempt at any skill. A 6-in-6 
skill rolls 2d6 and fails on double-6’s. Checks are for 
attempts that have a risk of consequential failure, not 
mundane tasks. descriptive, clever role-playing and 
exploration should always supersede a dice roll. Below 
are common adventuring skills and examples of their 
uses that should cover most adventuring situations:

  Acrobatics: tumbling, jumping, balancing
  Athletics: climbing, opening stuck doors
  Bushcraft: nature, survival, animal handling
  Knowledge: select a field of study *
            Arcana          Architecture & Engineering
            History & Lore          Languages          Religion
  Medicine: healing, identifying maladies
  Search: finding hidden items, doors and traps
  Sleight of Hand: pick-pocketing, delicate tasks
  Sneak Attack: backstabbing damage multiplier
  Stealth: hiding and moving silently
  Tinkering: lock picking, removing traps, basic repairs

* selecting a new field of study costs 2 skill points and 
begins at the standard 1-in-6 chance.



name race sex

title alignment age

max hp current temp

armor type melee ac ranged ac

base attack melee attack ranged attack

attribute score mod temp

strength

dexterity

constitution

intelligence

wisdom

charisma

skill score

acrobatics / 6

athletics / 6

bushcraft / 6

knowledge

    field: / 6

    field: / 6

    field: / 6

medicine / 6

search / 6

sleight of hand / 6

sneak attack * / 6

stealth / 6

tinkering / 6

/ 6

/ 6

/ 6

* multiplies backstabbing damage. 

level experience next level

fighting proficiency casting

0000000000 0000000000 0000000000

saving throw score bonus

area

death

device

magic

paralyze

chance of surprise / 6

weapon ab dam s          m         l

combat options ab ac

standard +0 +0

parry +0 +2    |    +4

press +2 -4

defensive -4 +2

aim +4 (takes 1 round)

reminders

·  investment in the fighting path  grants  the  +4 parry,
press and defensive combat options.

· spellcasters must have both hands free (or be carrying a
staff or wand) and be able to recite the spell freely.

·  characters  must  be  unencumbered  to  use  any  of  the
skills  involving  movement  or  suffer  a  one  point  skill
penalty per level of encumbrance.

·  attacking  from  behind  removes  all  dex  and  shield
modifiers to enemy ac and grants a +2 to hit. investment
in sneak attack grants an additional +2 bonus.



clothing worn

equipment

    

   +1

 

+1

+1

+1

+1

encumbrance

  0 wearing chain armor
  00 wearing plate armor
  0 carrying 6 or more different items 
  0 carrying 11 or more different items 
  0 carrying 16 or more different items 
  0 carrying 21 or more different items 
  0000 carrying oversized  items (1 each)

points encumbrance explore combat running day
0-1 unencumbered 120’ 40’ 120’ 24 mi.

2 lightly 90’ 30’ 90’ 18 mi.

3 heavily 60’ 20’ 60’ 12 mi.

4 severely 30’ 10’ 30’ 6 mi.

5 overencumbered 0’ 0’ 0 0 mi.

non-encumbering equipment

    

known languages

money and gems

pp:

gp:

sp:

cp:

notes


