The Microlite20
RPG Collection

Spring 2010 Edition (Revised)

A Free Collection of Roleplaying Games based on Microlite20
including the original Microlite20, expansions, variants,
and complete games using the Microlite20 system.
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The Microlite20 RPG Collection is a compilation of Microlite20 based games. This
collection is made available for free and is not to be sold. Each individual game is
copyrighted separately, is based on the Open Game License (because the original,
Microlite20, is OGL), and is available for free. Each game is a separate entity with its
own copyright and license. The author of each individual game is solely
responsible for his or his work. No editing of individual games has been done.

This is the revised Spring 2010 Edition. Check the RetroRoleplaying web site at
http://www.retroroleplaying.com/ to see if there is a later edition available.

More information on Microlite20 and many of the variants published herein can be found
in the Microlite20 forum at http://www.forum.koboldenterprise.com/
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Introduction

What is Microlite20?

Do you remember when the gaming table was full of
pizza and soda, not rulebooks, miniatures and dungeon
tiles? Do you yearn for a role-playing game that doesn’t
require weight training to carry all the books? Do you
want to be able to hold all the rules in your head - or in
your back pocket? And do you still want to use all those
lovely monsters, adventures and game worlds too?

So do we!! -- Greywulf

Microlite20 is a minimalist role-playing game designed
to be usable with the majority of the OGL/d20
supplements, rules and adventures with little or no
advance preparation. The basic rules for character
generation, combat, magic and level advancement take
up a single sheet of paper, meaning it is perfect for
introducing role-playing to new players, gaming one-
shot adventures or tailoring into your own game
system.

History of Microlite20

Microlite20 was designed by Robin V. Stacey (aka
Greywulf) in 2006. The purpose of the rules were to
strip the OGL/D20 system down to its bare minimum so
that the world’s most popular fantasy system could be
played quickly and without thousands of pages of rules,
but still be usable with all the adventures, campaign
settings, and supplements that had been published for
the 3.x edition of the world’s most popular fantasy RPG.

Amazing, one page of basic rules (coupled with the
Fantasy SRD for spells and monsters) really did allow
for fast-playing games with just about every adventure
and supplement published for the 3.x edition.
Microlite20 was an immediate hit with players who liked
the 3.x edition of the world’s most popular fantasy RPG
but did not like the complex and time-consuming (both
to GM for and to play out combats) beast it had
become. Microlite20 was a rules-light way to play that
brought fun back to many game tables.

The Microlite20 rules were entirely open game content.
Only the names “Microlite20” and “Robin V. Stacey”
were listed as product identity. Having the entire
system open game content sparked a flurry of gamer
creativity. Simple variant rules and basic expansions
came first — for example, lists of limited spells and
monsters so Microlite20 could be played without lugging
the huge SRD around. However, customized rule sets
and complete games based on Microlite20 soon
followed. Many of these are collected in this book.
That's how a one page game grew to a 450 page book.

In the spring of 2010, Robin sold the rights to
Microlite20 to Seth Drebitko. Seth has big plans for the
game but even without big plans, the Microlite20

community is still going strong, still producing new
material and complete new games based on Microlite20.

What is in this book?

This book is a simple collection of Microlite20 PDFs
combined into a single PDF file for easy downloading
and printing. Most Microlite20 materials are published
as individual PDF files. For the most part, this book is all
these PDFs (and a few extras like this introductory
material) combined into a single PDF with an open
source program called PDFSAM. Some material that was
never published in PDF forum has been converted from
text and word files to PDF and included.

As one might expect, there isn’t a lot of organization. As
90% of the material was in fixed format PDF files, that’s
unfortunate, but only expected. Your compiler has
attempted to put the various PDFs into useful order in
three sections, however.

The first section has only one set of rules: Microlite20
Purest Essence. This is Paul Lessack’s beautifully laid-
out version of Microlite20. It includes the basic rules
and some of the expansions (e.g. equipment, spells and
the full expert rules and the GM guide) included in the
second section. Many people consider this best version
of “core” Microlite20.

The second section includes the original Microlite20
rules, and many variant rules and expansions building
upon the original rules.

The third — and largest — section includes many
complete games based on Microlite20. Some of these
games aren’t that different from the original, while
others break quite a bit of new ground. Not all of these
games are fantasy, you’ll find Microlite20 based science
fiction games, espionage games, after the holocaust
games, superhero games, and western games. Some
games are quite short, others are fairly long and
detailed. There’s even a game, Tilehack, that uses
Scrabble tiles instead of dice.

The fourth and final section has Microlite20 character
sheets.

The Future of Microlite20

What does the future hold for Microlite20 gaming? |
don’t know for sure, but | suspect there will be many
more additional rules options and complete Microlite20-
based games. Microlite20 is so easy to work with that
just about any GM can rework the system to make it
“just perfect” for his or her favorite setting or homebrew
campaign. With luck, there will be future (and even
larger) edition of The Microlite20 RPG Collection —
perhaps one with a Microlite20-based game you
designed. Until then, there are a lot of fun games to try
in this volume. Happy gaming!



Advertisement

Donate to the

RetroRoleplaying Cancer Fund
and Get some PDF Goodies

Many Microlite gamers know that Randall Stukey (of RetroRoleplaying.com), the author of Microlite74
is trying to raise funds to pay the bills from his wife’s oral cancer treatments and that he worked on
the original Microlite74 as way to cope during her recovery from 6 weeks of radiation treatment in
2008. Randall and Donna are some of the 40 to 50 million people in the US who do not have health
insurance nor did they qualify for government aid as they live in Texas and have no children. Donna
(successful so far) cancer treatments have cost over $110,000. While some of this has been absorbed
by hospital foundations and the like, they still owe a lot of it. You can donate to the Retroroleplaying
Cancer Fund (via PayPal) and help them pay their bills.

Everyone who donates any amount at all get a password giving them access to a number of special
downloads. Some of the currently available downloads include:

Pdf copies of the two issues of The Grimoire Randall published in the late 1970s (which Randall
blogged about here: The Grimoire #1 ( http://blog.retroroleplaying.com/2009/05/grimoire-1-
spring-1978-d-fanzine.html ) and The Grimoire #2
(http://blog.retroroleplaying.com/2009/05/grimoire-2-summer-1979-d-fanzine.html )

pdf copy of The Second Grimoire of Pharesm the Bright-Eyed, a set of house rules for a BECMI
campaign Randall ran at a game shop in the mid-1980s.

A copy of the Player’s Introduction to the Fourth Campaign Arn (from about 1984)

Microlite74 2.0 Special Edition -- a 60-page PDF designed to be printed in booklet format from
Adobe Acrobat. Like the digest-sized version of Microlite74 1.1, the artwork is by Hakan
Ackegard. Unlike that first attempt at a digest-sized edition, the pages in this edition are
numbered and there is a table of contents. This Special Edition incorporates the rules from the
first supplement, giving you all the rules currently available for Microlite74 in one booklet. The
text has been reformatted into a single column in a large enough font to easily read.

A copy of the Microlite75 Special Edition will also be available to donors as soon as Microlite75 is
completed and a Special Edition for donors is produced. To get access to these downloads, help
Randall pay the cancer bills by sending a donation in any amount -- small or large -- to the
RetroRoleplaying Cancer Fund via Paypal at this link:

https://www.paypal.com/cgi-bin/webscr?cmd=_s-xclick&hosted button id=5599990

For a limited time (until the final version of Microlite75 is released, probably in Summer 2010) the
following additional donor benefits are available:

if you donate $25 or more you will also be listed as a Bronze Sponsor of Microlite75 in the final
edition of the Microlite75 rulebook.
if you donate $50 or more you will also be listed as a Silver Sponsor of Microlite75 in the final

edition of the Microlite75 rulebook.
If you donate $100 or more you will also be listed as a Gold Sponsor of Microlite75 in the final
edition of the Microlite75 rulebook.

Donate via Paypal at this link:
https://www.paypal.com/cgi-bin/webscr?cmd=_s-
xclick&hosted button id=5599990




Section 1:

Microlite20 Purest Essence

This fancy printing of Microlite20 incorporates the basic rules, the expert rules, the compact monster and

spell lists, and the GM Guide in a nicely formatted package. It’s really all you need to play. If you are at all
familiar the 3.x Fantasy SRD, it’s probably more than enough to run a fantasy campaign as a GM. While it
is not the purest form of Microlite20 (see section 2 for that), it is the “purest essence” of the Fantasy SRD.
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Robin V. Stacey, Darrell King
& Al Krombach

his 1s a trimmed-down,
subminiature version of the
Primary Fantasy SRD rules
(see license for more info)
that has been designed to be quick
and easy to play.

The goal was to create a simpler game,
but one where all of the resources of
Primary Fantasy SRD (monsters, spells,
adventures and equipment) could be
used without conversion.

©2008 http://www.microlite20.net/
Art Direction, Production & Layout: Paul Lesack
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Characters

Statd

There are 3 stats : Strength (STR), Dexterity (DEX) and
Mind (MIND).

Roll 4d6, drop lowest dice. Total remaining 3 dice and al-
locate to one of the stats. Repeat for remaining stats.

Stat bonus = (STAT-10)/2, round down.

NRacesd

Humans get +1 to all skill rolls
Elves get +2 MIND

Dwarves get +2 STR
Halflings get +2 DEX

Clagdesd

The classes are Fighter, Rogue, Mage, Cleric. Characters
begin at Level 1.

Fighters
Wear any kind of armour and use shields. They have a +3 bo-
nus to Physical and add +1 to all attack and damage rolls. This
increases by +1 at 5th level and every five levels on

Rogues
Can use light armour. They have a +3 bonus to Subterfuge.
If they successtully Sneak (usually sub+DEX, but depends on
situation) up on a foe they can add their Subterfuge skill rank
to the damage of their first attack

Magi
‘Wear no armour. They can cast arcane spells, and gain a +3
bonus to Knowledge

Clerics
Can wear light or medium armour. They cast divine spells
and gain +3 bonus to Communication. A Cleric can Turn
Undead with a successful Magic Attack. DC is the current
Hit Points of the Undead. If the DC is exceeded by 10 it
is destroyed. This can be used (2 + Level + MIND Bonus)
times per day.
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SFills

There are just 4 skills : Physical, Subterfuge, Knowledge
and Communication. Roll higher than the given Diffi-
culty Class to succeed.

Skill rank = your level + any bonus due to your class or race.
Skill roll = d20 + skill rank + whatever stat bonus is most ap-
plicable to the use + situation modifiers

For example, Climbing would use Physical + STR bonus.
Dodging a falling rock is Physical + DEX bonus. Finding a
trap is Subterfuge + MIND bonus. Disabling a trap is Sub-
terfuge + DEX bonus.

Note that there are no “saving throws” in this game; use
Physical + STR or DEX bonus for Fortitude and Reflex
saves. Saving against magic (Will save) 1s usually MIND bo-
nus + your level.

Magic

Magi can cast any arcane spell, and Clerics any divine spell,
with a spell level equal or below 1/2 their class level, rounded
up. They have access to all arcane spells in the SRD spell list.

Casting a spell of any kind costs Hit Points. The cost is:
1 + double the level of the spell being cast

Spell Level | HP Cost

O |00 N |ON U [ |2 D9 |— [ ©
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This loss cannot be healed normally but is recovered after 8
hours rest. There is no need to memorize spells in advance.

Just because a character can cast any spell, doesn’t mean that
they should. Choose spells that suit the character. Select one
‘signature’ spell per spell level from 1st upward that they pre-
fer to use over any other. These spells are easier to cast due to
familiarity, costing 1 less HP to use.

The Difficulty Class (DC) for all spells:
10 + Caster Level + Caster’s MIND bonus

Combat

Hit Points = STR Stat + 1d6/Level. If HP reach 0, uncon-
scious and near death. Further damage directly reduces STR.
If that reaches 0, death.

Roll d20 + DEX bonus for initiative order. Everyone can do
one thing each turn; move, attack, cast a spell, etc.

Melee attack bonus = STR bonus + Level
Missile attack bonus = DEX bonus + Level
Magic attack bonus = MIND bonus + Level

Add attack bonus to d20 roll. If higher than your opponent’s
Armour Class (AC), it’s a hit. Natural 20 is automatically a
critical doing maximum damage.

Fighters and Rogues can use DEX bonus + Level as Melee
attack bonus instead if wielding a light weapon. Fighters and
Rogues can wield 2 light weapons and attack with both in a
round if they take a -2 penalty on all attack rolls that round.
Rapiers count as light weapons, but you cannot wield two
rapiers at the same time.

If the total bonus is +6 or more a second attack can be made
with a -5 penalty. If the total bonus is +11 or more a third
attack can be made at -10. For example, if the total bonus is
+12, three attacks can be made at +12/+7/+2.

Add STR bonus to Melee damage, x2 for 2-handed weap-
ons. Armour Class (AC) = 10 + DEX bonus + Armour
bonus.

Other Hazards
Falling
1d6 damage per 10’, half damage on Phys+DEX save.

DC=depth fallen in feet
Spikes

add +1 point to falling damage per 10’ fallen, max +10
Poison

Phys+STR save to avoid or for half, depending on poison.
Effect varies with poison type.

Extreme Heat & Cold
If not wearing suitable protection, Phys+STR save once every
10 minutes (DC 15, +1 per previous check), taking 1d6 dam-
age on each failed save.

Level
Adbvancement

Encounter Level = Hit Dice of defeated monsters, or the given
EL for the trap, situation, etc. Add +1 for each doubling of
the number of foes. eg: 1 kobold = EL1. 2 kobolds = EL2. 4
kobolds = EL3, etc.

Add up the Encounter Levels (ELs) of every encounter you
take part in. When the total = 10 x your current level, you’ve
advanced to the next level. Reset the total to O after advanc-
ing.

Each level adds

*1d6 to Hit Points

*1 to all attack rolls

*1 to all skills
If the level divides by three (i.e. level 3,6,9,etc.) add 1 point
to STR, DEX or MIND.

Fighters gain +1 to their attack and damage rolls at levels
5,10,15,etc.

Clerics and Magi gain access to new spell levels at levels
3,5,7,9,etc.

Example:
The 1st level adventurers have just completed a dungeon
adventure, and defeated 5 EL1 encounters, an EL2 trap and
the EL3 leader. That’ a total of EL10, so they all advance to
level 2. They need to defeat another 20 Encounter Levels to
reach Level 3.




Mondtersd

Animal (small) eg Badger
HD 1d8+2 (6 hp) AC 15 Claw +4 (1d2-1)

Ankheg
HD 3d10+12 (28 hp) AC 18 Bite +7 (2d6+7 plus 1d4
acid)

Bugbear
HD 3d8+3 (16 hp) AC 17 Morningstar +5 (1d8+2)
or javelin +3 (1d6+2)

Choker
HD 3d8+3 (16 hp) AC 17 Tentacle +6 (1d3+3)

Deinonychous (Raptor)
HD 4d8+16 (34 hp) AC 16 Talons +6 (2d6+4)

Dire Rat
HD 1d8+1 (5 hp) AC 15 Bite +4 (1d4 plus to dodge
for half

Dwarf
HD 1d8+2 (6 hp) AC 16 Waraxe +3
(1d10+1) or shortbow +1 (1d6)

Earth Elemental (large)
HD 8d8+32 (68 hp) AC 18 Slam
+12 (2d8+7)

EIf
HD 1d8 (4 hp) AC
15 Longsword +2
(1d8+1) or longbow
+3 (1d8)

Gargoyle
HD 4d8+19
(37 hp) AC 16
Claw +6 (1d4+2)

Goblin
HD 1d8+1 (5 hp) AC
15 Morningstar +2 (1d6) or
javelin +3 (1d4)

Griffon
HD 7d10+21 (59 hp) AC 17 Bite
+11 (2d6+4)

Halfling
HD 1d8+1 (5 hp) AC 16 Shortsword +3 (1d6)
or light crossbow +3 (1d6)

Hellhound
HD 4d8+4 (22 hp) AC 16 Bite +5 (1d8+1 plus 1d6
fire)

Hill Giant
HD 12d8+48 (102 hp) AC 20 Greatclub +16
(2d8+10) or rock +8 (2d6+7)

Hobgoblin
HD 1d8+2 (6 hp) AC 15 Longsword +2 (1d8+1) or
javelin +2 (1d6+1)

Human Commoner
HD 1d8+1 (5 hp) AC 12 Dagger +1 (1d6+1) or sling
+1 (1d4)

Insect (small) eg Spider
HD 1d8 (4 hp) AC 14 Bite +4 (1d4-2 plus poison)

Kobold
HD 1d8 (4 hp) AC 15 Spear +1 (1d6-1) or sling +3
(1d3)

Ogre
HD 4d8+11 (29 hp) AC 16 Greatclub +8 (2d8+7) or
javelin +1 (1d8+5)

Orc
HD 1d8+1 (5 hp) AC 13 Falchion +4 (2d4+4) or
javelin +1 (1d6+3)

Owlbear
HD 5d10+25 (52 hp) AC 15 Claw +9 (1d6+5)

Rust Monster
HD 5d8+5 (27 hp) AC 18 Antennae touch +3
(rust)

Shadow
HD 3d12 (19 hp) AC 13 Incorporeal
touch +3 (1d6 Str)

Skeleton Warrior
HD 1d12 (6 hp) AC 15
Scimitar +1 (1d6+1)
or claw +1 melee
(1d4+1)

Stirge

HD 1d10 (5 hp)
AC 16 Touch +7
(attach)

Stone Golem
HD 14d10+30 (107 hp) AC
26 Slam +18 (2d10+9)

Troll
HD 6d8+36 (63 hp) AC 16 Claw +9
(1d6+6)

Werewolf (hybrid form)
HD 3d8+7 (20 hp) AC 16 Claw +4 (1d4+2)
Wight
HD 4d12 (26 hp) AC 15 Slam +3 (1d4+1 plus energy
drain)

Wolf
HD 2d8+4 (13 hp) AC 14 Bite +3 (1d6+1)

Wyvern
HD 7d12+14 (59 hp) AC 18 Sting +10 (1d6-+4 plus
poison) or Talon +10 (2d6+4) or Bite +10 (2d8+4)

Zombie
HD 2d12+3 (16 hp) AC 11 Slam +2 (1d6+1) or club
+2 (1d6+1)

PQRZZRR
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All creatures have a bonus to all skills equal to their number
of Hit Dice. If the creature is intelligent, add +3 to one skill.
Add stat bonuses to suit and as logic dictates. This is inten-
tionally kept open -- if you need a sneaky bugbear, assign the
+3 bonus to Subterfuge; if a warrior, give +3 to Physical; for
a spell-caster assign the +3 to Knowledge or Communication
and give levels of Mage or Cleric (see below).

Monsdter Advancement

To make a tougher monster, add more Hit Dice; each addi-
tional HD adds one to their skill and combat bonuses.

For each doubling of the Hit Dice, increase the dice size for

attacks (ie, d4->d6, d6->d8, etc). Alternatively, add class levels
to intelligent monsters. Start with the base Hit Dice and add
levels of Fighter, Rogue, Mage or Cleric as required.

Create your own
Assign Hit Dice (d8 for most things, d12 for Dragons and

Undead).

Attack bonus and skill level = number of Hit Dice. If it’s an
intelligent critter, +3 bonus to one skill. Add stat bonuses to
suit.

Gquipment Lidt

Starting LWealth

The most common coin is the gold piece (gp). A gold piece is
worth 10 silver pieces. Each silver piece is worth 10 copper
pieces (cp). In addition to copper, silver, and gold coins there
are also platinum pieces (pp), which are each worth 10 gp.

Exchange cp sp egp PP
Copper piece |1 1710 17100 | 1/1,000
Silver piece 10 1 1/10 1/100
Gold piece 100 10 1 1/10
Platinum piece | 1,000 | 100 10 1

You begin with a certain amount of acquired wealth, deter-
mined by your character class.

Class Amount
Fighter 150 gp
Rogue 125 gp
Mage 75 gp
Cleric 120 gp

The character uses this accumulated wealth to purchase his
initial weapons, armor, and adventuring equipment, using the
price lists on the tables below.

Gample Charactersd

Morris, Human Rogue-1

STR 12 (+1),DEX 15 (+2), MIND 12 (+1)
hp 13,AC 15 (Studded Leather), Paired Short-
swords, +0/+0, d6+1
Subterfuge +5, all others @ +2

Kendrick, Dwarf Fighter-1
STR 16 (+3),DEX 13 (+1), MIND 11 (+0)
hp 17,AC 17 (Chainmail + shield), Longsword
+5,d8+4
Physical +4, all others @ +1

Cholmer, Elven Mage-1
STR 12 (+1), DEX 13 (+1), MIND 16 (+3)
hp 13,AC 11 (Robes), Quarterstaft +2, d6+1
Knowledge +4, all others @ +1
Spells: All 0 and 1st level arcane spells.

Barnabas, Halfling Cleric-1
STR 10 (+0), DEX 16 (+3), MIND 13 (+1)
hp 11,AC 18 (Chainmail), Morningstar +1, d8
Communication +4, all others @ +1
Spells: All 0 and 1st level divine spells.

TPWeapons

Here is the format for weapon entries (given as column
headings on the table below).

Cost: This value is the price for purchasing the weapon.The
cost includes miscellaneous gear that goes with the weapon.

Damage:The damage column gives the damage dealt by the
weapon on a successful hit.

Range Increment: Any attack at less than this distance is
not penalized for range. However, each full range increment
imposes a cumulative -2 penalty on the attack roll. A thrown
weapon has a maximum range of five range increments. A
projectile weapon can shoot out to ten range increments.

Armour & Shield 8

Here is the format for armour entries (given as column head-
ings on the table below).

Cost: This value is the price for purchasing the armour.

AC Bonus: The column gives the Armour Class bonus
provided by the armour.
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Weapon Cost Damage | Range Weapon Cost Damage | Range
Chain, spiked 25gp 2d4 — Crossbow, hand 100gp | 1d4 30ft.
Falchion 75gp 1d6 — Crossbow, heavy 50gp 1d10 120ft.
Flail, heavy 15gp 1d8 — Crossbow, light 35gp 1d8 80ft.
Glaive 8gp 1d8 = Dart 5sp 1d4 20ft.
Greataxe 20gp 1d10 — Javelin lgp 1d6 30ft.
Greatclub S5gp 1d8 — Longbow 75gp 1d8 100ft.
Greatsword 50gp 2d6 — Net 20gp — 10ft.
Guisarme 9gp 2d4 = Shortbow 30gp 1d6 60ft.
Halberd 10gp 1d10 — Sling — 1d4 50ft.
Lance 10gp 1d8 —
Longspear 5 1d8 —
Qujtl;staff —gp 1d6 — Qne_@anb eb %eaponé
Scythe 18ap od4 - Weapon Cost Damage | Range
S Aoy 148 20ft. Battleaxe 10gp 1d8 —
Club — 1d6 10ft.
Flail 8gp 1d8 —
gigbt SIBBG p0n5 Longsword 15gp 1d8 —
Weapon Cost Damage | Range Mace, heavy 12gp 1d8 —
Unarmed Strike — 1d3 — Morningstar 8gp 1d8 —
Axe, throwing 8gp 1d6 10ft. Pick, heavy 8gp 1d6 —
Dagger 2gp 1d4 10 ft. Rapier 20gp 1d6 —
Hammer, light lgp 1d6 20ft. Scimitar 15gp 1d6 —
Handaxe 6gp 1d4 — Shortspear lgp 1d6 20ft.
Mace, light 5gp 1d6 — Sword, bastard 35¢p 1d10 —
Pick, light 4gp 1d4 — Trident 15gp 1d8 10ft.
Sap 1gp 1d6 — Waraxe, dwarven 30gp 1d10 —
Sickle 6gp 1d6 — ‘Warhammer 12gp 1d8 —
Sword, short 10gp 1d6 — Whip 1gp 1d3 —
Armour Shield 8
Armour Cost Bonus Armour Cost Bonus
Padded 2gp +1 Buckler 15gp +1
Leather 10gp +2 Shield, light wooden 3gp +1
Studded Leather 25gp +3 Shield, light steel 9gp +1
Chain Shirt 100gp +4 Shield, heavy wooden 7gp +2
Hide 15gp +3 Shield, heavy steel 20gp +2
Scale Mail 50gp +4 Shield, tower 30gp +4
Chainmail 150gp +5
Breastplate 200gp +5
Splint Mail 200gp +6
Banded Mail 250gp +6
Half-plate 600gp +7
Full Plate 1,500gp | +8




Adbventuring Bust Yacts

Pack A (1-2)

(4
@q u t p me n t Backpack, Belt Pouch, Bedroll, Lantern (hooded), 10
v v

Oi1l Flasks, Flint & Steel, Shovel, 2 sets of Caltrops, Signal
‘Whistle, Waterskin, Iron Rations (4 days)

NOXOXOXOX

Back in the day, there were standard equipment packages,
pre-compiled and pre-calculated, to help new players get Pack B (3 4)
started quickly. This document is inspired by those lists and Backpack, Belt Pouch, Bedroll, 10 Torches, 4 Oil Flasks,
provides a way for a player to quickly equip his or her PC or Flint & Steel, 10 pieces of chalk, 10”’Pole, Mirror, Crow-
a GM to equip an NPC or Hireling on the fly. Additionally, bar, Waterskin, Iron Rations (4 days)
these optional kits can be used to give a starting point from
which to customize new characters. Pack C (5-6)
50 Gold Pieces each Backpack, Belt Pouch, Bedroll, Tent, 1Q Torches, 5 C’)’iI
Flasks, Flint & Steel, 50. Rope, Grappling Hook, 10
Choose a pack or roll 1d6 to select one randomly Pole, Waterskin, Iron Rations (4 days)
Finally, add the following, based on your Class:
Cleric: Silver Holy symbol & 5 Gold Pieces r j

Fighter: Vial of Holy Water & 5 Gold Pieces
Mage: Spellbook & 2 Spell Pouches & 5 Gold Pieces
Rogue: Thieves Tools

Adbventuring Gear —

Acid (flask) 10gp Antitoxin (vial) 50gp | Artisan’s Tools S5gp Backpack (empy) 2gp
Barrel (empty) 2gp Basket (empty) 4sp Bedroll Isp Bell 1gp
Blanket, winter 5sp Block and Tackle | 5gp Bottle, wine, glass 2gp Bucket (empty) 5sp
(empty)
Caltrops 1gp Candle lcp Canvas (sq. yd.) 1sp Case, map or scroll 1gp
Chain (10 ft.) 30gp Chalk, 1 piece lep Chest (empty) 2gp Craftsman’s Tools S5gp
Crowbar 2gp Disguise Kit 50gp | Firewood (per day) | 1cp Fishhook 1sp
2521;1 gnet (25 4gp Flask (empty) 3cp Flint and Steel 1gp Grappling Hook lgp
S Holy Symbol, .
Hammer 5sp Healer’s Kit 50gp wooden 1gp Holy Symbol, silver 25gp
Holy Water (flask) | 25gp Hourglass 25gp | Ink (1 oz.Vial) 8gp Inkpen 1sp
Jug, clay 3cp Ladder, 10 ft. 5cp Lamp, common 1sp Lantern, bullseye 12gp
Lantern, hooded Tgp Lock, simple 20gp | Lock, average 40gp | Lock, good 80gp
Magnitfying Glass 100gp | Manacles 15gp | Mirror, small steel 10gp | Mug/Tankard, clay 2cp
Musical Instrument | 5gp O1l, pint flask 1sp Paper (sheet) 4sp Parchment (sheet) 2sp
Pick, miner’s 3gp Pitcher, clay 2¢cp Piton Isp Pole, 10 ft. 2sp
Pot, iron 5sp Zomurc)il},’)belt lgp Ram, portable 10gp | Rations, trail (per day) 5sp
E)O pe, hempen (50 1gp Rope,silk (50 ft.) | 10gp | Sack (empty) 1sp Sealing Wax 1gp
Sewing Needle 5sp Signal Whistle 8sp Signet Ring 5gp Sledge 1gp
Soap (per Ib.) Ssp Spade or Shovel | 2gp ?}; i]i}? omponent S5gp Spellbook, wizard’s (blank) | 15gp
Spyglass 1,000gp | Tent 10gp | Thieves Tools 30gp | Torch lep
o Vial, ink or potion | 1gp Waterskin 1gp Whetstone 2cp

N2



Clothing

Artisan’s Outfit 1gp Cleric’s Vestments | 5gp
Cold Weather 8gp Courtier’s Outfit | 30gp
Outfit

Entertainer’s 3gp Explorer’s Outfit | 10gp
Outfit

Monk’s Outfit S5gp Noble’s Outfit 75gp
Peasant’s Outfit 1sp Royal Outfit 200gp
Scholar’s Outfit 5gp Traveller’s Outfit | 1gp

Mounts and Related Gear »
Barding, medium | armour | Barding, large armour

creature price x2 | creature price x4 (
Bit and Bridle 2¢p Dog, guard 25gp )
Dog, war 75gp Donkey or Mule | 8gp (
Feed (per day) 5cp Horse, heavy 200gp )
Horse, light 75gp Pony 30gp

Saddle, military 20gp Saddle, pack S5gp (
Saddle, riding 10gp Saddlebags 4gp )
Stabling (per day) | 5sp Warhorse, heavy | 400gp (
Warhorse, light 150gp Warpony 100gp

Opell Lidts

0—Level Arcane Sypelld: Cantrips

Arcane Mark: Inscribes a permanent personal rune (visible or
invisible).

Detect Magic: Detects spells and magic items within 60 ft. for
up to 1 min./level or until concentration ends.

Ghost Sound: Figment sounds for 1 round/level.

Light: Object shines like a torch for 10 min./level.

Mage Hand: 5-pound telekinesis. Lasts until concentration ends.

Prestidigitation: Performs minor tricks for 1 hour.
Read Magic: Read scrolls and spellbooks for 10 min./level.

18t—Level Arcane Syells

Feather Fall: Objects or creatures fall slowly
for 1 round/level or until landing.
Floating Disk: Creates 3-ft.-diameter
horizontal disk that holds 100 1b./level.
Lasts for 1 hour/level.

Mage Armor: Gives subject +4 armor
bonus for 1 hour/level.

Magic Missile: 1d4+1 damage; +1
missile per two levels above 1st (max
5).

Sleep: Puts 4 HD of creatures into magical
slumber for 1 min./level.

Shocking Grasp: Touch delivers 1d6/
level electricity damage (max 5d6).

2nb—Level Arcane Syells

Acid Arrow: Ranged touch attack; 2d4 damage
for 1 round +1 round/three levels.

Flaming Sphere: Creates rolling ball of fire, 2d6
damage, lasts 1 round/level.

Invisibility: Subject is invisible for 1 min./
level or until it attacks.

Knock: Opens locked or magically sealed door.

Levitate: Subject moves up and down at your direction for 1
min./level.

Spider Climb: Grants ability to walk on walls and ceilings for

10 min./level.

J1b—Level Arcane Syells

Clairaudience/Clairvoyance: Hear or see at a distance for 1
min./level.

Dispel Magic: Cancels magical spells and effects.
Fireball: 1d6 damage per level, 20-ft. radius.

Fly: Subject flies at speed of 60 ft. for 1 min./level.
Lightning Bolt: Electricity deals 1d6/level damage.

Vampiric Touch: Touch deals 1d6/two levels damage; caster
gains damage as hp which last for 1 hour.

4th—Level Arcane Spelld
Animate Dead: Creates level X2 HD of undead
skeletons or zombies.

Arcane Eye: Invisible floating eye
moves 30 ft./round for 1 min./level.

Black Tentacles: Tentacles grapple all
within 20 ft. spread for 1 round/level.

Dimension Door: Teleports you
short distance.

Polymorph: Gives one willing sub-
ject a new form for 1 min./level.

Stoneskin: Ignore 10 points of
damage per attack. Lasts for 10
min./level or until discharged.

5th—Level Arcane Syelld

Cloudkill: Kills 3 HD or less; 4-6 HD save or die, 6+
HD take STR damage. Lasts for 1 min./level.

Contact Other Plane: Lets you ask one question
of extraplanar entity. Lasts until concentration
ends.
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Feeblemind: Subject’s MIND score drops to 1.

Passwall: Creates passage through wood or stone wall for 1
hour/level.

Permanency: Makes certain spells permanent.

Teleport: Instantly transports you as far as 100 miles/level.

Bth—Level Arcane Spelld

Antimagic Field: Negates magic within 10 ft. for 10 min./
level.

Chain Lightning: 1d6/level damage; 1 secondary bolt/level
each deals half damage.

Contingency: Sets trigger condition for another spell. Lasts for
1 day/level or until discharged.

NOXOXONOX

Disintegrate: Destroys one creature or object.

Geas: Commands any creature, binding it to a specific task. Lasts
for 1 day/level or until discharged.

True Seeing: Lets you see all things as they really are for 1
min./level.

Tth—Level Arcane Syells

Delayed Blast Fireball: 1d6/level fire damage; you can post-
pone blast for 5 rounds.

Ethereal Jaunt: You become ethereal for 1 round/level.
Finger of Death: Kills one subject.

Plane Shift: As many as eight subjects
travel to another plane.

Power Word Blind: Blinds creature
with 200 hp or less for 1d4+1
minutes (permanent if creature has

less than 50 hp).

Spell Turning: Reflect 1d4+6
spell levels back at caster
for 10 min./level or
until expended.

8th—Level
Arcane
Sypells

Clone: Duplicate
awakens when origi-

nal dies.

Horrid Wilting: Deals 1d6/
level damage within 30 ft.

Incendiary Cloud: Cloud deals 4d6 fire damage/round for 1
round/level.

Irresistible Dance: Forces subject to dance for 1d4+1 rounds.

Power Word Stun: Stuns creature with 150 hp or less for 2d4
rounds.

Trap the Soul: Imprisons subject within gem.

9th—Level Arcane Syells

Astral Projection: Projects you and companions onto Astral

8 Plane.

Etherealness: Travel to Ethereal Plane with companions for 1
min./level.

Gate: Connects two planes for travel or summoning. Open for 1
round/level.

Meteor Swarm: Four exploding spheres each deal 6d6 fire
damage.

Power Word Kill: Kills one creature with 100 hp or less.

Soul Bind: Traps newly dead soul to prevent resurrection.

0—Level Divine Spells: Oridons

Create Water: Creates 2 gallons/level of pure water.

Guidance: +1 on one attack roll, saving throw, or skill check.
Lasts for 1 min. or until discharged.

Light: Object shines like a torch for 10 min./level.

Purify Food and Drink: Purifies 1 cu. ft./level of food or
water.

Resistance: Subject gains +1 on saving throws for 1 minute.

Virtue: Subject gains 1 temporary hp for 1 minute.

18t—Level Divine Syelld

Bless: Allies gain +1 on attack rolls and communication +
MIND checks against fear for 1 min./level.

Bless Water:

Makes holy wa-
ter. Cure Light
Wounds: Cures

. 1d8 damage +1/

level (max +5).

Divine Favor: You

gain +1 per three levels on
attack and damage rolls for 1
minute.
Magic Stone: Three stones
gain +1 on attack, deal 1d6
+1 damage. Lasts for 30
minutes or until discharged.
Shield of Faith: Aura
grants +2 or higher AC
bonus for 1 min./level.

2ndb—Level Divine
Spelld

Aid: +1 on attack rolls and saves against fear, 1d8 temporary hp
+1/level (max +10).

Cure Moderate Wounds: Cures 2d8 damage +1/level (max
+10).

Delay Poison: Stops poison from harming subject for 1
Gentle Repose: Preserves one corpse.

Remove Paralysis: Frees one or more creatures from paralysis
or slow effect.

Restoration, Lesser: Dispels magical ability penalty or repairs
1d4 ability damage.

31b—Level Divine Spells

Create Food and Water: Feeds three humans (or one horse)/
level.
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Cure Serious Wounds: Cures 3d8 damage +1/level (max
+15).

Prayer: Allies get a +1 bonus on most rolls, enemies take a —1
penalty for 1 round/level.

Remove Disease: Cures all diseases affecting subject.

Searing Light: Ray deals 1d8/two levels damage, or 1d8/level
against undead.

Speak with Dead: Corpse answers one question/two levels.
Lasts for 1 min./level.

4th—Level Divine Syells

Cure Critical Wounds: Cures 4d8 damage +1/level (max
+20).

Discern Lies: Reveals deliberate falsehoods for 1 round/level or
until concentration ends.

Freedom of Movement: Subject moves normally despite
impediments for 10 min./level.

Neutralize Poison: Immunizes subject against poison for 10
min./level, detoxifies venom in or on subject.

Restoration: Restores level and ability score drains.

Tongues: Speak any language for 10 min./level.

5th—Level Divine Syells

Atonement: Removes burden of misdeeds from subject.

Commune: Deity answers one yes-or-no question/level. Lasts
for 1 round/level

Cure Light Wounds, Mass: Cures 1d8 damage +1/level for
many creatures.

Flame Strike: Smite foes with divine fire (1d6/level damage).

Raise Dead: Restores life to subject who died as long as one
day/level ago.

True Seeing: Lets you see all things as they really are for 1
min./level.

Bth—Level Divine Spelld

Banishment: Banishes 2 HD/level of extraplanar creatures.

Cure Moderate Wounds, Mass: Cures 2d8 damage +1/level
for many creatures.

Harm: Deals 10 points/level damage to target.

Heal: Cures 10 points/level of damage, all diseases and mental
conditions.

Heroes’ Feast: Food for one creature/level cures disease and
grants +1 combat bonus for 12 hours. Lasts for 1 hour.

Quest: Commands any creature, binding it to a specific task.
Lasts for 1 day/level or until discharged.

7th—Level Divine Spells

Cure Serious Wounds, Mass: Cures 3d8 damage +1/level for
many creatures.

Destruction: Kills subject and destroys remains.
Ethereal Jaunt: You become ethereal for 1 round/level.

Regenerate: Subject’s severed limbs grow back, cures 4d8 dam-
age +1/level (max +35).

Restoration, Greater: As restoration, plus restores all levels and
ability scores.

Resurrection: Fully restores a dead subject from a small portion
of the corpse.

8th—Level Divine Syells

Antimagic Field: Negates magic within 10 ft. for 10 min./
level.

Cure Critical Wounds, Mass: Cures 4d8 damage +1/level for
many creatures.

Dimensional Lock: Teleportation and interplanar travel
blocked for 1 day/level.

Discern Location: Reveals exact loc of creat or object.
Fire Storm: Deals 1d6/level fire damage.

Holy Aura: +4 to AC, +4 resistance, and SR 25 against evil
spells for 1 round/level.

9th—Level Divine Syells

Astral Projection: Projects you and companions onto Astral
Plane.

Etherealness: Travel to Ethereal Plane with companions for 1
min./level.

Gate: Connects two planes for travel or summoning. Open for 1
round/level.

Heal, Mass: As heal, but with several subjects.

Implosion: Kills one creature/round for 4 rounds or until con-
centration ends.

Soul Bind: Traps newly dead soul to prevent resurrection.

PQRZZRR
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Monsdter Lidt

Skills: All creatures have a bonus to all skills (Physical, Sub-
terfuge, Knowledge and Communication) equal to their number
of Hit Dice. If the creature is intelligent, add +3 to one skill.
Add stat bonuses to suit and as logic dictates. This is inten-
tionally kept open — if you need a sneaky bugbear, assign the
+3 bonus to Subterfuge; if a warrior, give +3 to Physical; for
a spell-caster assign the +3 to Knowledge or Communication
and give levels of Mage or Cleric (see below).

Monster Advancement: To make a tougher monster, add
more Hit Dice; each additional HD adds one to their skill
and combat bonuses. For each doubling of the Hit Dice,
increase the dice size for attacks (ie, d4- >d6, d6->d8, etc).

Alternatively, add class levels to intelligent monsters. Start
with the base Hit Dice and add levels of Fighter, Rogue,
Mage or Cleric as required.

Create your own: Assign Hit Dice (d8 for most things,
d12 for Dragons and Undead). Attack bonus and skill level =
number of Hit Dice. If it’s an intelligent critter, +3 bonus to
one skill. Add stat bonuses to suit.

Animal
Badger: HD 1d8+2 (6 hp),AC 15, Claw +4 (1d2-1)

Black Bear: HD 3d8+6 (19 hp),AC 13, Claw +6 (1d4+4) or
bite +1 (1d6+2)

Brown Bear: HD 6d8+24 (51 hp),AC 15, Claw +11 (1d8+8)
or bite +6 (2d6+4)

Boar: HD 3d8+12 (25 hp), AC 16, Gore +4 (1d8+3)
Cat: HD %d8 (2 hp),AC 14, Claw +4 (1d2-4)

Crocodile: HD 3d8+9 (22 hp),AC 16, Bite +6 (1d8+6) or tail
slap +6 (1d12+6)

Dog: HD 1d8+2 (6 hp),AC 15, Bite +2 (1d4+1)
Donkey: HD 2d8+2 (11 hp),AC 13, Bite +1 (1d2)
Eagle: HD 1d8+1 (5 hp), AC 14, Talons +3 (1d4)

Giant Crocodile: HD 7d8+28 (59 hp),AC 16, Bite +11
(2d8+12) or tail slap +11 (1d12+12)

Horse (heavy): HD 3d8+6 (19 hp),AC 13, Hoof -1 (1d6+1)

Mule: HD 3d8+9 (22 hp),AC 13, Hoof +4 (1d4+3)

Pony: HD 3d8+6 (19 hp),AC 13, Hoof —1 (1d6+1)

Snake (constrictor): HD 3d8+6 (19 hp),AC 15, Bite +5
(1d3+4), constrict (1d3+4)

Snake (giant constrictor): HD 11d8+14 (63 hp), AC 15,
Bite +13 (1d8+10), constrict (1d8+10)

Snake (small viper): HD 1d8 (4 hp),AC 17, Bite +4 (1d2-2
plus poison)

Snake (large viper): HD 3d8+6 (19 hp),AC 15, Bite +4 (1d4
plus poison)

Snake (huge viper): HD 6d8+6 (33 hp),AC 15, Bite +6
(1d6+4 plus poison)

War Dog: HD 2d8+4 (13 hp),AC 16, Bite +3 (1d6+3)

Warhorse (heavy): HD 4d8+12 (30 hp), AC 14, Hoof +6
(1d6+4)

Warhorse (light): HD 3d8+9 (22 hp),AC 14, Hoof +4
(1d4+3)

Warpony: HD 2d8+4 (13 hp), AC 13, Hoof +3 (1d3+2)

Wolf: HD 2d8+4 (13 hp), AC 14, Bite +3 (1d6+1)

Ankheg: HD 3d10+12 (28hp),AC 18, Bite +7 (2d6+7 plus 1d4
acid)

Assassin Vine: HD 4d8+12 (30 hp),AC 15, Slam +7 (1d6+7),
constrict (1d6+7)

Bugbear: HD 3d8+3 (16 hp), AC 17, Morningstar +5 (1d8+2)
or javelin +3 (1d6+2)

Choker: HD 3d8+3 (16 hp), AC 17, Tentacle +6 (1d3+3)

Cockatrice: HD 5d10 (27 hp), AC 14, Bite +9 (1d4-2 plus
petrification, DC 12 phys+STR to negate)

Dinodaur
Deinonychus: HD 4d8+16 (34 hp),AC 16, Talons +6 (2d6+4)
or bite +1 (2d4+2)

Megaraptor: HD 8d8+43 (79 hp),AC 16, Talons +9 (2d8+5)
or bite +4 (2d6+2)

Triceratops: HD 16d8+124 (196 hp),AC 18, Gore +20
(2d8+15)

Tyrannosaurus: HD 18d8+99 (180 hp), AC 14, Bite +20
(3d6+13)

Dire Animal

Dire Bear: HD 12d8+51 (105 hp),AC 17, Claw +19 (2d4+10)
and bite +13 (2d8+5)

Dire Rat: HD 1d8+1 (5 hp),AC 15, Bite +4 (1d4 plus disease)
Dire Wolf: HD 6d8+18 (45 hp), AC 14, Bite +11 (1d8+10)

Dragon

Young Red: HD 13d12+39 (123 hp),AC 21, Bite +20
(2d6+7) or Breath 10d10 DC24 phys+DEX to dodge
for half

Very Old Red: HD 31d12+248 (449 hp),AC 36,
Bite +40 (4d6+13) or breath 18d10 fire, DC 33
phys+DEX to dodge for half

Adult Gold: HD 23d12+115 (264 hp), AC 30, Bite +32
(2d8+11) or breath 12d10 fire, DC 26 phys+DEX to
dodge for half

Young Adult Silver: HD 19d12+79 (202 hp),AC
28, Bite +24 (2d6+6) or breath 10d8 cold, DC 23
phys+DEX to dodge for half




Creatures
Dwarf: HD 1d8+2 (6 hp),AC 16, Waraxe +3 (1d10+1) or
shortbow +1 (1d6)

Earth Elemental (large): HD 8d8+32 (68 hp), AC 18, Slam
+12 (2d8+7)

Elf: HD 1d8 (4 hp),AC 15, Longsword +2 (1d8+1) or longbow
+3 (1d8)

Gargoyle: HD 4d8+19 (37 hp), AC 16, Claw +6 (1d4+2)

Gelatinous Cube: HD 4d10+32 (54 hp),AC
3,Slam +1 (1d6 +1d6 acid) plus engulf
(paralysis + 1d6 acid/round, DC 13
phys+DEX to negate)

Ghoul: HD 2d12 (13 hp),AC
14, Bite +2 (1d6+1 plus
paralysis) or claws +0
(1d3 plus paralysis)

Gnoll: HD 2d8+2 (11
hp),AC 15, Battle-
axe +3 (1d8+2)
or shortbow +1
(1d6)

Goblin: HD 1d8+1
(5 hp),AC 15,
Morningstar +2
(1d6) or javelin
+3 (1d4)

Griffon: HD
7d10+21 (59 hp),
AC 17,Bite +11
(2d6+4)

Halfling: HD 1d8+1 (5
hp),AC 16, Shortsword +3
(1d6) or light crossbow +3
(1do)

Hellhound: HD 4d8+4 (22 hp),AC
16, Bite +5 (1d8+1 plus 1d6 fire)

Hill Giant: HD 12d8+48 (102 hp), AC 20, Great-
club +16 (2d8+10) or rock +8 (2d6+7)

Hobgoblin: HD 1d8+2 (6 hp),AC 15, Longsword +2 (1d8+1)
or javelin +2 (1d6+1)

Human Commoner: HD 1d8+1 (5 hp), AC 12, Dagger +1
(1d6+1) orsling +1 (1d4)

Kobold: HD 1d8 (4 hp),AC 15, Spear +1 (1d6-1) or sling +3
(1d3)

Lizardfolk: HD 2d8+2 (11 hp),AC 15, Claw +2 (1d4+1) or
club +2 (1d6+1) or javelin +1 (1d6+1)

Nymph: HD 6d6+6 (27 hp), AC 17, Dagger +6 (1d4) or stun-
ning glance (unable to act for 2d4 rounds, DC 17 phys+STR
to negate)

Ogre: HD 4d8+11 (29 hp),AC 16, Greatclub +8 (2d8+7) or
javelin +1 (1d8+5)

Orc: HD 1d8+1 (5 hp),AC 13, Falchion +4 (2d4+4) or javelin
+1 (1d6+3)

Otyugh: HD 6d8+9 (36 hp), AC 17, Tentacle +4 (1d6 plus
disease)

Owlbear: HD 5d10+25 (52 hp),AC 15, Claw +9 (1d6+5)

Rust Monster: HD 5d8+5 (27 hp), AC 18, Antennae touch +3
(rust)

Shadow: HD 3d12 (19 hp),AC 13, Incorporeal touch +3 (1d6
Str)

Shambling Mound: HD 8d8+24 (60 hp), AC 20, Slam +11
(2d6+5), constrict (2d6+7)

Skeleton Warrior: HD 1d12 (6 hp),AC 15, Scimitar +1
(1d6+1) or claw +1 melee (1d4+1)

Stirge: HD 1d10 (5 hp), AC 16, Touch +7 (attach)

Stone Golem: HD 14d10+30 (107 hp), AC 26, Slam +18
(2d10+9)

Treant: HD 7d8+35 (66 hp), AC 20, Slam
+12 (2d6+9)

Troll: HD 6d8+36 (63 hp),AC
16, Claw +9 (1d6+6)

Vampire: HD 4d12+3

(29 hp),AC 15, Slam +5

(1d6+4 plus energy

drain —1 level, DC 14

phys+STR to negate)
or blood drain (-1d4
STR)
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Vermin

Monstrous Scor-

pion (tiny): HD

1%5d8+2 (4 hp),AC

14, Claw+2 (1d2—4)
or sting —3 (1d2—4
plus poison)

Monstrous Scorpion
(small): HD 1d8+2

(6 hp),AC 14, Claw+1
(1d3-1) or sting —4 (1d3-1
plus poison)

Monstrous Scorpion (large):

HD 5d8+10 (32 hp),AC 16, Claw+6
(1d6+4) or sting +1 (1d6+2 plus poison)

Monstrous Scorpion (huge): HD 10d8+30 (75 hp),
AC 20, Claw+11 (1d8+6) or sting +6 (2d4+3 plus poison)

Monstrous Spider (small): HD 1d8 (4 hp), AC 14, Bite +4
(1d4-2 plus poison)

Monstrous Spider (large): HD 4d8+4 (22 hp),AC 14, Bite
+4 (1d8+3 plus poison)

Monstrous Spider (huge): HD 8d8+16 (52 hp), AC 16, Bite
+9 (2d6+6 plus poison)

Werewolf

Human Form: HD 3d8+7 (20 hp),AC 17, Longsword +3
(1d8+1) or light crossbow +2 (1d8)

Wolf Form: HD 3d8+7 (20 hp),AC 16, Bite +5 (1d6+3)
Hybrid Form: HD 3d8+7 (20 hp),AC 16, Claw +4 (1d4+2)

Wight: HD 4d12 (26 hp), AC 15, Slam +3 (1d4+1 plus energy
drain)

Wraith: HD 5d12 (32 hp), AC 15, Incorporeal touch +5 (1d4
plus =1d6 STR,DC 14 phys+STR to negate)

Wyvern: HD 7d12+14 (59 hp),AC 18, Sting +10 (1d6+4 plus
poison) or Talon +10 (2d6+4) or Bite +10 (2d8+4)

Zombie: HD 2d12+3 (16 hp),AC 11, Slam +2 (1d6+1) or club

+2 melee (1d6+1) u
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his rule-set allows for introducing a few more
options to your Microlite20 game, without
necessarily increasing its complexity. Included
are: a new skill, new races, new classes, and
some other (hopefully) good stuff. It is not
necessary to use Microlite20 Expert Rules

in its entirety; DMs are encouraged to “cherry pick” those
specific items applicable to their own campaign.

NRaces

Gnomes get +1 to DEX, +1 to MIND

Half-orcs get +4 to STR, -2 to MIND

Half-elves get +1 to DEX, and +1 to any 2 Skills
Lizardmen get +2 to STR, +2 to Dex, -2 to MIND

Cladges

Paladins
Wear any kind of armor and use shields. They have a +1
bonus to Physical and a +2 bonus to Communication. They
are immune to diseases and apply a +1 bonus to all saving
throws (this increases by +1 at 5th level and every 5 levels on).
Paladins can detect evil within 60’ at will and can heal up to
2hp per level per day by laying on hands. A character must be
of Lawful Good alignment to be a Paladin.

Rangers
Can use light or medium armor and can use shields. They are
+1 to hit and damage with ranged weapons and only incur a
-1 to hit penalty when fighting with 2 weapons.They have a
+3 bonus to Survival.

Hlusionists
Wear no armor.They can cast llusionist spells and gain a +2
bonus to Communication and a +1 bonus to Subterfuge.
Characters must have a minimum DEX score of 13 to be
Musionists.

Druids
‘Wear any non-metal armor or shield. They cast Druid spells
and gain +2 to Knowledge and +2 to Survival. Druids are
immune to the spell-like effects of woodland fey. At 3rd level a
Druid can pass without trace at will. At 7th level a Druid can
assume the form of any small or medium sized animal up to
3 times per day. A Druid heals 2hp per level when changing
back into his human form.

Bards
Wear light armor and can use bucklers. They gain a +2 bonus
to Communication, Subterfuge, and Knowledge. A Bard can
counter sound-based effects within a 30’ radius. A Bard can
use his song to charm person or remove fear up to 3 times
(total) per day. Beginning at 6th level, a Bard casts spells as
either a Druid or lusionist (player’s choice) of 5 levels lower.

G

Microlite20 Expert Rules adds a new, 5th skill: Survival.
Survival is used for things like tracking, foraging, setting or
spotting snares, hunting, finding water or rare herbs, deter-
mining direction, and the like. Only Rangers and Druids are
specialized with this skill.

Heroidm

‘While Microlite20 certainly simplifies your game by declin-
ing the use of the endless array of “Feats” available in the
SRD, this can sometimes decrease Microlite20’s intende
compatibility with some d20 adventures, with respects to
power level. Heroism is intended to relieve some of that
disparity.

Heroism is a bonus equal to 1 times the characters level (1
at 1st, 2 at 2nd, etc) and may be applied once per day to up
to three of the following:

1.Attack Bonus
2. Damage

3. Saving Throw
4. Skill Check
5.Spell DC

Magic

Here are three ways for spell casters to add a little more va-
riety to their repertoire. Each modifies a spell in a given way;,
and each doubles the casting time of the spell so moditied
(most spells become full round actions instead of standard ac-
tions, for example). Also, each requires an additional expen-
diture of hit points, added to the standard cost of the spell at
the time it is cast.

Extending
Makes a spell last twice as long as it normally would. An Ex-
tended spell costs an additional 2hp.

Empowering
Makes a spell do 50% more damage than it normally would.
An Empowered spell costs an additional 4hp.

Widening
Makes a spell’s area of effect twice as big as it would normally
be. A Widened spell costs an additional 6hp.
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0—Level Iludionidt Syells

Arcane Mark: Inscribes a permanent personal rune (visible or
invisible).
Dancing Lights: Creates torches or other lights for 1 minute.

Detect Ilusion: Detects [lusions in a 60’ radius for 1 minute
per level.

Ghost Sound: Figment sounds for 1 round/level.
Prestidigitation: Performs minor tricks for 1 hour.
Read Magic: Read Scrolls and Spellbooks for 10/min per level.

18t—Level Slludionidt Syells

Charm Person: Makes one person your friend for
1 hour per level.

Color Spray: Incapacitates creatures within a 15’
cone.

Disguise Self: Changes your appearance
for 10 minutes per level.

Hypnotism: Fascinates 2d4 HD of
creatures for 2d4 rounds.

Silent Image: Creates minor illusion of
your design.

Ventriloquism: Throws voice for 1 minute
per level.

2ndb—Level Ilusdionist
Spelld

Blur: Caster gains +4 to AC, cannot be
Sneak Attacked for 1 minute per level.

Hideous Laughter: Subject loses actions for
1 round/level.

Hypnotic Pattern: Fascinates 2d4+level HD
of creatures for concentration plus 2 rounds.

Invisibility: Subject is invisible for 1 minute/
level or until it attacks.

Minor Image: As Silent Image plus some
sound.

Mirror Image: Creates 1d4+1 decoys of
caster for 1 minute per level.

31d—Level Jlludionist
Spelld

Daylight: 60’ radius of daylight for 10 minute/level.

Deep Slumber: Puts 10HD of creatures to sleep for 1 minute
per level.

Displacement: Attacks against the subject miss 50% of the time
for 1 round/level.

Invisibility Sphere: Makes everyone within 10’ invisible.

Major Image: As minor image, plus sound, smell, and thermal
effects.

Suggestion: Compels subject to follow stated course of action
for 1 hour/level or until completed.

4th—Level Jludionidt Spelld

Charm Monster: Make one monster believe it is your ally for
1 day/level.

Confusion: Subjects behave oddly for 1 round/level.

Invisibility, Greater: As invisibility, but subject can attack and
stay invisible.
Minor Creation: Create one cloth or wood object.

Phantasmal Killer: Fearsome illusion kills subject or deals 3d6
damage.

Rainbow Pattern: Lights Fascinate 24HD of creatures for
concentration plus 1rnd/level.

5th—Level Iludionidt Syelld

Break Enchantment: Frees subjects from enchant-
ments, alterations, curses, and petrification.

PQRZZRR

Dominate Person: Controls subject telepathically for
1 day/level.

Major Creation: As minor creation, plus stone or
metal.

Persistent Image: As major image, but no concen-
tration required; 1 minute/level.

Seeming: Changes appearance of 1 person per 2
levels for 12 hours.

Sending: Delivers short message anywhere,
instantly.

Bth—Level Illusdionisdt
Spells

Mislead: Turns you invisible and creates illusory
double.

Permanent Image: Permanent illusion with sight,
sound, and smell controlled by concentration.

Programmed Image: As major image, triggered by
specific event.

I\ Shadow Walk: Step into shadow and travel rapidly;
50mph for 1 hour/level.

Suggestion, Mass: As suggestion, plus one subject per
level.

True Seeing: Lets you see things as they truly are.

Spells

Invisibility, Mass: As invisibility, but affects all in range.
Phase Door: Creates invisible passage through wood and stone.
Power Word: Blind: Blinds creature with 200hp or less.

Prismatic Spray: 60’ Cone-shaped burst of rays for variety of
effects:

Project Image: Illusory double can talk and cast spells at me-
dium range for 1 round/level.
Weird: As phantasmal killer, but affects all within 30°.

13
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0—Level Druid Spelld

Create Water: Creates 2 gallons/level of pure water.

Detect Magic: Detects spells and magic items within 60’ for 1
minute per level.

Detect Poison: Detects poison in one creature or object.
Mending: Makes minor repairs on an object.
Read Magic: Read scrolls and spellbooks.

Resistance: Subject gains +1 on saving throws for 1 minute.

18t—Level Druid Spells

Entangle: Plants entangle everyone in 40’ radius for 1 minute/
level.

Faerie Fire: Outlines subjects with light for 1 minute/level,
cancels blur, invisibility, etc.

Goodberry: 2d4 berries each cure 1 hp (max 8 hp/24 hours).

Obscuring Mist: Fog surrounds you, provides concealment for
1 minute/level

Produce Flame: 1d6 damage +1/level, touch or thrown.

Speak with Animals: You can communicate with animals for
Imin/level.

2ndb—Level Druid Spells

Barkskin: Grants +2 or higher bonus to AC for for 10min/level.

Gust of Wind: Blows away or knocks down smaller creatures.
Heat Metal: Makes metal so hot it damages those who touch it

Summon Swarm: Summons swarm of bats, rats, or spiders for
concentration plus 2 rounds

Tree Shape: You look exactly like a tree for Thour/level.
Warp Wood: Bends wood within 20’ radius.

31b—Level Druid Spelld
Call Lightning: Calls down 3d6-damage lightning bolts from
the sky once per round for 1min/level.

Protection from Energy: Absorb 12 points/level of damage
from one kind of energy for 10min/level.

Speak with Plants: You can talk to normal plants and plant
creatures for 1min/level.

Spike Growth: For 1hr/level, creatures in area take d4 damage
per 5’ movement, may be slowed.

Stone Shape: Sculpts stone into any shape.

Water Breathing: Subjects can breathe under water for 2
hours/level divided by number of subjects.

4th—Level Druid Syells

Air Walk: Subject treads on air for 10min/level

Anti-Plant Shell: Keeps animated plants at bay for 10min/level,
10’ radius.

Ice Storm: Hail does 5d6 damage in cylinder 40’ across
Reincarnate: Brings dead subject back in random body.

Repel Vermin: Insects, spiders, and other vermin stay 10’ away
for 10min/level.

Spike Stones: Creatures in area take 1d8 damage, may be
slowed.

5th—Level Druid Syells

Awaken: Animal or Tree gains human intellect.
Baleful Polymorph: Transforms subject into harmless animal.
Call Lightning Storm: As call lightning, but does 5d6 per bolt.

Insect Plague: Up to 6 Locust Swarms attack creatures for
Tmin/level.

Transmute Rock to Mud: Transforms 2 10’ cubes per level.

Wall of Fire: Deals 2d4 fire damage out to 10 ft.and 1d4 out to
20 ft. Passing through wall deals 2d6 damage +1/level.

6th—Level Druid Spells
Fire Seeds: Creates Acorn Grenades (1d6 fire dmg/1vl divided

among up to 4 seeds) that explode in a 10’ radius and ignite
combustibles.

LiveOak: Oak becomes treant guardian.

Move Earth: Digs trenches and builds hills, in an area up to 750
square and 10’ deep.

Stone Tell: Talk to natural or worked stone for 1min/Ivl.

Transport via Plants: Move instantly from one plant to an-
other of'its type anywhere.

Wall of Stone: Creates a wall of stone that can be shaped.

Tth—Level Druid Spell3

Changestaff: Your staft becomes a treant on command.
Control Weather: Changes weather in local area.

Earthquake: Intense tremor shakes 80’ radius, collapsing ceilings,
opening fissures, etc.

Finger of Death: Kills one subject.
Fire Storm: Does 1d6/1vl fire damage to 2 10’ cubes per level.

Wind Walk: You and your allies turn vaporous and travel at up
to 60mph for 1 hour/level.
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Dideade

Diseases have various symptoms and are spread through a
number of ways. Several typical diseases are summarized
below.

The entries for diseases include the following information:
Name of the disease: Type, DC, incubation, damage.
Type lists the disease’s method of delivery (contact, inhaled, or
injury).
DC lists the phys+STR check DC needed to prevent infec-
tion.

Incubation lists the time before damage begins.

Damage lists the ability damage

Name of the poison: Type, DC, damage, price.

Type lists the poison’s method of delivery (contact, ingested,
inhaled, or injury).

DC lists the phys+STR check DC needed to avoid the

poison’s damage.

Damage is expressed as “xdx/xdx.”The first number is the
initial damage, taken immediately upon failing the phys+STR
check against the poison. The second number is the secondary
damage, taken one minute after exposure to the poison if a
second phys+STR check is failed. Ability damage is tempo-
rary unless marked with an asterisk(*), in which case the loss is
permanent. Unconsciousness lasts 1d3 hours.

Price lists the cost for one dose of the poison. It can usually
only be obtained through less-than-reputable sources, as the
possession of poisons are commomly illegal.

PQRZZRR

Arsenic: Ingested, DC 13,-1 STR/-1d8 STR, 120 gp.
Blue Whinnis: Injury, DC 14, -1 STR/ unconsciousness, 120

p-

Burnt Othur Fumes: Inhaled, DC 18, -1 STR*/-3d6 STR,

2,100 gp.

the character takes after incubation
and each day afterward.

Cackle Fever: Inhaled, DC 16,1 day,
—1d6 MIND.

Filth Fever: Injury, DC 12, 1d3 days,
—1d3 DEX and 1d3 STR.

Mindfire: Inhaled, DC 12,1 day,
—1d4 MIND.

Red Ache: Injury, DC 15, 1d3 days,
—1d6 STR.

Shakes: Contact, DC 13,1 day,—1d8
DEX.

Deathblade: Injury, DC 20,-1d6
STR/-2d6 STR, 1,800 gp.

Insanity Mist: Inhaled, DC 15,-1d4
MIND/-2d6 MIND, 1,500 gp.
Nitharit: Contact, DC 13, 0/-3d6
STR, 650 gp. O1l of Taggit: Ingested,
DC 15, 0/unconsciousness, 90 gp.
Malys Root Paste: Contact, DC
16,-1 DEX/-2d4 DEX, 500 gp.
Monstrous Scorpion (tiny): In-
jury,DC 12,-1 STR/-1 STR, 50 gp.

Monstrous Scorpion (small): In-
jury, DC 12,-1d2 STR/- 1d2 STR,

Crtreme Heat &
Cold

If not wearing suitable protection, a character must make a
Phys+STR check once every 10 minutes (DC 15, +1 per
previous check), taking 1d6 damage on each failed save.

Falling Damage

A falling character takes 1d6 hp of damage per 10 feet fallen.
If the character makes a successful Phys+DEX roll, he takes
only half damage. The DC for the phys+DEX roll is equal to
the depth fallen in feet.

In the event that the fall ends in an area laden with spikes or
jagged rocks, add +1 hp of damage to falling damage per 10°
fallen (with a maximum of +10 hp).

Poidon

Characters can possibly take damage from a weapon that
has been poisoned, be attacked by a creature whose natural
attacks feature poison, consume poison hidden in food or
drink, or be poisoned in some other way.

Several typical poisons are summarized below. The entries for
poisons include the following information:

100 gp.

Monstrous Scorpion (large):
Injury, DC 14,-1d4 STR/- 1d4 STR, 200 gp.

Monstrous Scorpion (huge): Injury, DC 18,-1d6 STR/- 1d6
STR, 400 gp.

Monstrous Spider (tiny): Injury, DC 10,-1d2 STR/-1d2
STR, 85 gp.

Monstrous Spider (small): Injury, DC 10,-1d3 STR/- 1d3
STR, 125 gp.

Monstrous Spider (large): Injury, DC 13,-1d6 STR/-1d6
STR, 250 gp.

Monstrous Spider (huge): Injury, DC 16,-1d8 STR/-1d8
STR, 500 gp.

Sassone Leaf Residue: Contact, DC 16,-2d12 hp/-1d8 STR,
300 gp.

Sleep Poison: Injury, DC 13, unconsciousness/ unconsciousness
for 2d4 hours, 75 gp.

Snake (medium viper): Injury, DC 11,-1d6 STR/-1d6 STR,
120 gp.

Snake (large viper): Injury, DC 11,-1d6 STR/-1d6 STR, 120
ap.

Snake (huge viper): Injury, DC 14,-1d6 STR/-1d6 STR, 250

op.
Wyvern: Injury, DC 17,-2d6 STR/-2d6 STR, 3,000 gp. 15
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Sraps

LJ
‘Whether inside a dungeon or a nobleman’s manor house,
adventurers can often be hurt, or even killed, without ever
encountering a monster of any kind, as many dungeons are
filled with debilitating or lethal traps set to keep wayward
hands off of fantastic treasures. Several typical traps of varying
Encounter Levels are summarized below.

The entries for traps include the following information:

Type of trap: Attack (damage), Save DC, Search DC, Disable
DC.

Type lists the trap used and the effect it has.
Attack shows the traps attack bonus or type of effect.

Damage shows the amount and type of damage the trap
deals.

Save DC lists the phys+DEX check DC needed to either
avoid the trap entirely, or to take only % the listed damage (if
this is possible).

Search DC lists the DC for the know+MIND check neces-
sary to find the trap without triggering it.

Disable DC lists the DC for the sub+DEX check necessary
to disarm the trap safely.

G ZTraps

Basic Arrow Trap: Atk +10 (1d6, arrow); Search
know+MIND DC 20, Disable sub+DEX DC 20.

Camouflaged Pit Trap: 10 ft. deep (1d6, fall);
Save DC 15 to avoid; Search DC 24, Dis-
able DC 20.

Poison Dart Trap: Atk +8 (1d4 plus
poison, dart); Search DC 20, Disable
DC 18.

L2 Zraps

Burning Hands Trap: spell eftect (1d4, fire); Save DC 11
for %2 damage; Search DC 26, Disable DC 26.

Large Net Trap: Atk +5 (—); Save DC 14 to avoid; Search DC
20, Disable DC 25.

Pit Trap: 40 ft. deep (4d6, fall); Save DC 20 to avoid; Search DC
20, Disable DC 20.

GL3 Traps

Fire Trap: spell effect (1d4+3, fire); Save DC 13 for %2 damage;
Search DC 27, Disable DC 27.

Pit Trap: 60 ft. deep (6d6, fall); Save DC 20 to avoid; Search DC
20, Disable DC 20.

Poisoned Arrow Trap: Atk +12 (1d8 plus poison, arrow);
Search DC 19, Disable DC 15.

G4 Sraps

Lightning Bolt Trap: spell effect (5d6, electricity); Save DC 14
for %2 damage; Search DC 28, Disable DC 28.

Spiked Pit Trap: 60 ft. deep (6d6, fall), Atk +10 (1d4 each, 1d4
spikes); Save DC 20 to avoid; Search DC 20, Disable DC 20.

Wall Scythe Trap: Atk +20 (2d4+8, scythe); Search DC 21,
Disable DC 18.

ELH Iraps

Falling Block Trap: Atk +15 (6d6, slam); Search DC 25, Dis-
able DC 17.

Fireball Trap: spell effect (1d4+7, fire); Save DC 16 for ¥ dam-
age; Search DC 29, Disable DC 29.

Poisoned Wall Spikes: Atk +16 (1d8+4 plus poison, spikes);
Search DC 17, Disable DC 21.

GL6 ZTraps

Compacting Room Trap: walls move together (12d6, crush);
Search DC 20, Disable DC 22.

Lightning Bolt Trap: spell effect (10d6, electricity); Save DC
14 for %2 damage; Search DC 28, Disable DC 28.

Spiked Pit Trap: 100 ft. deep (10d6, fall), Atk +10 (1d4+5 each,
1d4 spikes); Save DC 20 to avoid; Search DC 20, Disable DC
20.

GL7 Zraps

Black Tentacles Trap: spell effect (tentacles) Atk +7 (1d6+4
each, 1d4+7 tentacles); Search DC 29, Disable DC 29.

Chain Lightning Trap: spell effect (11d6 to nearest target +5d6
each to up to 11 secondary targets, electricity); Save DC 19
for % damage; Search DC 31, Disable DC 31.

Well-camouflaged Pit Trap: 70 ft. deep (7d6, fall); Save DC 25
to avoid; Search DC 27, Disable DC 18.

GL8 Traps

Destruction Trap: spell effect (death); Save DC 20 (phys+STR)
for 10d6 damage; Search DC 32, Disable DC 32.

Power Word Stun Trap: spell effect (stun 2d4 rounds);
Search DC 32, Disable DC 32.

Well-camouflaged Pit Trap: 100 ft. deep (10d6, fall);
. Save DC 20 to avoid; Search DC 27, Disable DC 18.

GL9 Zraps

Dropping Ceiling: ceiling moves down
(12d6, crush); Search DC 20, Disable DC
16.

Incendiary Cloud Trap: spell effect (4d6/
round for 15 rounds, fire); Save DC 22 for /5
damage; Search DC 33, Disable DC 33.

Wide-mouthed Spiked Pit with Poisoned Spikes: 70 ft.
deep (7d6, fall), Atk +10 (1d4+5 plus poison each, 1d4 spikes);
Save DC 20 to avoid; Search DC 20, Disable DC 20.

G0 Zraps

Crushing Room: walls move together (16d6, crush); Search
DC 22, Disable DC 20.

Crushing Wall Trap: Atk automatic (18d6, crush); Search DC
20, Disable DC 25.

Energy Drain Trap: Atk +8 (2d4 negative levels for 24 hours);
Save DC 23 to avoid; Search DC 34, Disable DC 34.
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NRemember

‘Whenever the players want to try something that goes
around, through, or above and beyond the rules as written,
you can always use the “GM’s Friend”...the 50% chance.

Have them roll whatever check seems most appropriate. A
roll of 1-10 is a failure, a roll of 11-20 is a success. If you feel
that the situation warrants that you favor them, assign a +2
bonus to their roll. If the situation determines that they be
hindered, then assign a —2 penalty.

OPEN GAME LICENSE
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(2)”Contributors” means the copyright and/or trademark owners who have contributed Open
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2.The License: This License applies to any Open Game Content that contains a notice indicat-
ing that the Open Game Content may only be Used under and in terms of this License.You
must affix such a notice to any Open Game Content that you Use. No terms may be added

to or subtracted from this License except as described by the License itself. No other terms or
conditions may be applied to any Open Game Content distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of
the terms of this License.
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grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of
this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open
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and interest in and to that Product Identity.
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13.Termination: This License will terminate automatically if You fail to comply with all terms
herein and fail to cure such breach within 30 days of becoming aware of the breach. All subli-
censes shall survive the termination of this License.
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shall be reformed only to the extent necessary to make it enforceable.
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Coast, Inc. System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noo-
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Section 2:

Microlite20: Rules & Variants

This section includes the basic Microlite20 rules and many rules variants designed to work with those basic
rules, although not necessarily all the variants at once. This section gives you the basic rules and many
options you can use to build the light D20-based rules system you need for your campaign.






MicroL1Te20
This is a trimmed-down, subminiature version of the Primary Fantasy SRD rules (see license for more info) that has been designed
to be quick and easy to play. The goal was to create a simpler game, but one where all of the resources of Primary Fantasy SRD
(monsters, spells, adventures and equipment) could be used without conversion.

Stats Combat

There are 3 stats : Strength (STR), Dexterity (DEX) and Mind Hit Points = STR Stat + 1d6/Level. If HP reach 0, unconscious and

(MIND). near death. Further damage directly reduces STR. If that reaches
0, death.

Roll 4d6, drop lowest dice. Total remaining 3 dice and allocate to

one of the stats. Repeat for remaining stats. Roll d20 + DEX bonus for initiative order. Everyone can do one
thing each turn; move, attack, cast a spell, etc.

Stat bonus = (STAT-10)/2, round down.
Melee attack bonus = STR bonus + Level

Races . Missile attack bonus = DEX bonus + Level

Humans get +1 to all skill rolls Magic attack bonus = MIND bonus + Level

Elves get +2 MIND

Dwal_'ves get +2 STR Add attack bonus to d20 roll. If higher than your opponent's
Halflings get +2 DEX Armour Class (AC), it’s a hit. Natural 20 is automatically a critical
Classes doing maximum damage.

The classes are Fighter, Rogue, Mage, Cleric. Characters begin at Fighters and Rogues can use DEX bonus + Level as Melee attack
Level 1.

bonus instead if wielding a light weapon. Fighters and Rogues can
wield 2 light weapons and attack with both in a round if they take
a -2 penalty on all attack rolls that round. Rapiers count as light
weapons, but you cannot wield two rapiers at the same time.

Fighters wear any kind of armour and use shields. They have a
+3 bonus to Physical and add +1 to all attack and damage rolls.
This increases by +1 at 5™ level and every five levels on

Rogues can use light armour. They have a +3 bonus to
Subterfuge. If they successfully Sneak (usually sub+DEX, but
depends on situation) up on a foe they can add their Subterfuge
skill rank to the damage of their first attack

Magi wear no armour. They can cast arcane spells, and gain a +3
bonus to Knowledge

Clerics can wear light or medium armour. They cast divine spells
and gain +3 bonus to Communication. A Cleric can Turn Undead
with a successful Magic Attack. DC is the current Hit Points of the Other Hazards

Undead. If the DC is exceeded by 10 it is destroyed. This can be  Fa|ling : 1d6 damage per 10', half damage on Phys+DEX save.
used (2 + Level + MIND Bonus) times per day. DC=depth fallen in feet

Skills Spikes : add +1 point to falling damage per 10' fallen, max +10
Poison : Phys+STR save to avoid or for half, depending on poison.
Effect varies with poison type.

Extreme Heat & Cold : If not wearing suitable protection,
Phys+STR save once every 10 minutes (DC 15, +1 per previous
check), taking 1d6 damage on each failed save.

If the total bonus is +6 or more a second attack can be made with
a -5 penalty. If the total bonus is +11 or more a third attack can
be made at -10. For example, if the total bonus is +12, three
attacks can be made at +12/+7/+2.

Add STR bonus to Melee damage, x2 for 2-handed weapons.
Armour Class (AC) = 10 + DEX bonus + Armour bonus.

There are just 4 skills : Physical, Subterfuge, Knowledge and
Communication. Roll higher than the given Difficulty Class to
succeed.

Skill rank = your level + any bonus due to your class or race.
Skill roll = d20 + skill rank + whatever stat bonus is most Level Advancement

applicable to the use + situation modifiers Encounter Level = Hit Dice of defeated monsters, or the given EL

o . ) for the trap, situation, etc. Add +1 for each doubling of the
For example, Climbing would use Physical + STR bonus. Dodging nymber of foes. eg: 1 kobold = EL1. 2 kobolds = EL2. 4 kobolds =

a falling rock is Physical + DEX bonus. Finding a trap is EL3, etc.
Subterfuge + MIND bonus. Disabling a trap is Subterfuge + DEX
bonus.

Add up the Encounter Levels (ELs) of every encounter you take

. . . ) part in. When the total = 10 x your current level, you’ve advanced
Note that there are no “saving throws” in this game; use Physical tg the next level. Reset the total to 0 after advancing.
+ STR or DEX bonus for Fortitude and Reflex saves. Saving

against magic (Will save) is usually MIND bonus + your level. Each level adds:
+1d6 to Hit Points

+1 to all attack rolls
+1 to all skills

Magic
Magi can cast any arcane spell, and Clerics any divine spell, with a
spell level equal or below 1/2 their class level, rounded up. They

have access to all arcane spells in the SRD spell list. If the level divides by three (i.e. level 3,6,9,etc.) add 1 point to

Casting a spell of any kind costs Hit Points. The cost is 1 + double STR, DEX or MIND.

the level of the spell being cast: Fighters gain +1 to their attack and damage rolls at levels

SpellLevel0 1 2 3 4 5 6 7 8 9 5,10,15,etc.
HPCost 1 3 5 7 9 1113151719

Clerics and Magi gain access to new spell levels at levels

This loss cannot be healed normally but is recovered after 8 3,3,7,9,etc.

hours rest. There is no need to memorize spells in advance.
Example

The 1% level adventurers have just completed a dungeon
adventure, and defeated 5 EL1 encounters, an EL2 trap and the
EL3 leader. That's a total of EL10, so they all advance to level 2.
They need to defeat another 20 Encounter Levels to reach Level
3.

Just because a character can cast any spell, doesn’t mean that
they should. Choose spells that suit the character. Select one
‘signature’ spell per spell level from 1° upward that they prefer to
use over any other. These spells are easier to cast due to
familiarity, costing 1 less HP to use.

The Difficulty Class (DC) for all spells is
10 + Caster Level + Caster's MIND bonus
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Monsters

Name Hit Dice Armour Class Attack

Animal (small) eg Badger |HD 1d8+2 (6 hp) AC 15 Claw +4 (1d2-1)

Ankheg HD 3d10+12 (28 hp) AC 18 Bite +7 (2d6+7 plus 1d4 acid)

Bugbear HD 3d8+3 (16 hp) AC 17 Morningstar +5 (1d8+2) or javelin +3 (1d6+2)
Choker HD 3d8+3 (16 hp) AC 17 Tentacle +6 (1d3+3)

Deinonychous (Raptor) HD 4d8+16 (34 hp) AC 16 Talons +6 (2d6+4)

Dire Rat HD 1d8+1 (5 hp) AC 15 Bite +4 (1d4 plus disease)

Dragon (young Red) HD 13d12+39 (123 hp) AC 21 Bite +20 (2d6+7) or breath 10d10 DC24 phys+DEX to

dodge for half

Dwarf HD 1d8+2 (6 hp) AC 16 Waraxe +3 (1d10+1) or shortbow +1 (1d6)
Earth Elemental (large) HD 8d8+32 (68 hp) AC 18 Slam +12 (2d8+7)

EIf HD 1d8 (4 hp) AC 15 Longsword +2 (1d8+1) or longbow +3 (1d8)
Gargoyle HD 4d8+19 (37 hp) AC 16 Claw +6 (1d4+2)

Goblin HD 1d8+1 (5 hp) AC 15 Morningstar +2 (1d6) or javelin +3 (1d4)
Griffon HD 7d10+21 (59 hp) AC 17 Bite +11 (2d6+4)

Halfling HD 1d8+1 (5 hp) AC 16 Shortsword +3 (1d6) or light crossbow +3 (1d6)
Hellhound HD 4d8+4 (22 hp) AC 16 Bite +5 (1d8+1 plus 1d6 fire)

Hill Giant HD 12d8+48 (102 hp) AC 20 Greatclub +16 (2d8+10) or rock +8 (2d6+7)
Hobgoblin HD 1d8+2 (6 hp) AC 15 Longsword +2 (1d8+1) or javelin +2 (1d6+1)
Human Commoner HD 1d8+1 (5 hp) AC 12 Dagger +1 (1d6+1) or sling +1 (1d4)

Insect (small) eg Spider HD 1d8 (4 hp) AC 14 Bite +4 (1d4-2 plus poison)

Kobold HD 1d8 (4 hp) AC 15 Spear +1 (1d6-1) or sling +3 (1d3)

Ogre HD 4d8+11 (29 hp) AC 16 Greatclub +8 (2d8+7) or javelin +1 (1d8+5)
Orc HD 1d8+1 (5 hp) AC 13 Falchion +4 (2d4+4) or javelin +1 (1d6+3)
Owlbear HD 5d10+25 (52 hp) AC 15 Claw +9 (1d6+5)

Rust Monster HD 5d8+5 (27 hp) AC 18 Antennae touch +3 (rust)

Shadow HD 3d12 (19 hp) AC 13 Incorporeal touch +3 (1d6 Str)

Skeleton Warrior HD 1d12 (6 hp) AC 15 Scimitar +1 (1d6+1) or claw +1 melee (1d4+1)
Stirge HD 1d10 (5 hp) AC 16 Touch +7 (attach)

Stone Golem HD 14d10+430 (107 hp) AC 26 Slam +18 (2d10+9)

Troll HD 6d8+36 (63 hp) AC 16 Claw +9 (1d6+6)

Werewolf (hybrid form) HD 3d8+7 (20 hp) AC 16 Claw +4 (1d4+2)

Wight HD 4d12 (26 hp) AC 15 Slam +3 (1d4+1 plus energy drain)

Wolf HD 2d8+4 (13 hp) AC 14 Bite +3 (1d6+1)

Wyvern HD 7d12+14 (59 hp) AC 18 Sting +10 (1d6+4 plus poison) or Talon +10 (2d6+4) or

Bite +10 (2d8+4)

Zombie HD 2d12+3 (16 hp) AC 11 Slam +2 (1d6+1) or club +2 (1d6+1)
Skills: All creatures have a bonus to all skills equal to their Sample Characters

number of Hit Dice. If the creature is intelligent, add +3 to one  Morris, Human Rogue-1

; i i di e STR 12 (+1), DEX 15 (+2), MIND 12 (+1)
_sklll. Add stat bonuses to _swt and as logic dictates. This is _ hp 13, AC 15 (Studded Leather), Paired Shortswords, +0/+0, d6+1
intentionally kept open - if you need a sneaky bugbear, assign the sypterfuge +5, all others @ +2
+3 bonus to Subterfuge; if a warrior, give +3 to Physical; for a . )
spell-caster assign the +3 to Knowledge or Communication and  Kendrick, Dwarf Fighter-1

" . STR 16 (+3), DEX 13 (+1), MIND 11 (+0)
give levels of Mage or Cleric (see below). hp 17, AC 17 (Chainmail + shield), Longsword +5, d8+4
Monster Advancement: To make a tougher monster, add more Physical +4, all others @ +1
Hit Dice; each additional HD adds one to their skill and combat ch

. . . . . . olmer, Elven Mage-1
bonuses. For each doubling of the Hit Dice, increase the dice size str 12 (+1), DEX 13 (+1), MIND 16 (+3)
for attacks (ie, d4->d6, d6->d8, etc). hp 13, AC 11 (Robes), Quarterstaff +2, d6+1
Alternatively, add class levels to intelligent monsters. Start with ~ Knowledge +4, all others @ +1
. . . . Spells: All 0 and 1st level arcane spells.
the base Hit Dice and add levels of Fighter, Rogue, Mage or Cleric
as required. Barnabas, Halfling Cleric-1
Create your own: Assign Hit Dice (d8 for most things, d12 for TR 10 (+0) DEX 16 (+3), MIND 13 (+1)
R p 11, AC 18 (Chainmail), Morningstar +1, d8

Dragons and Undead). Attack bonus and skill level = number of  communication +4, all others @ +1
Hit Dice. If it's an intelligent critter, +3 bonus to one skill. Add statSpells: All 0 and 1st level divine spells.
bonuses to suit.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who
have contributed Open Game Content; (b)"Derivative Material" means copyrighted
material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in which an existing work may be
recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise distribute;"Open Game
Content" means the game mechanic and includes the methods, procedures, processes
and routines to the extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly identified as Open
Game Content by the Contributor, and means any work covered by this License,
including translations and derivative works under copyright law, but specifically excludes
Product Identity. (e) "Product Identity" means product and product line names, logos
and identifying marks including trade dress; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical or supernatural
abilities or effects, logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the owner of the Product
Identity, and which specifically excludes the Open Game Content; (f) "Trademark"
means the logos, names, mark, sign, motto, designs that are used by a Contributor to
identify itself or its products or the associated products contributed to the Open Game
License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative Material of Open Game
Content. (h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this
License. You must affix such a notice to any Open Game Content that you Use. No terms
may be added to or subtracted from this License except as described by the License
itself. No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance
of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as
Open Game Content, You represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and You must add the title, the copyright
date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open
Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as expressly licensed in
another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title and interest in and to that
Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions
of this License. You may use any authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed under any version of this
License.

10 Copy of this License: You MUST include a copy of this License with every copy of the
Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission from the
Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this
License with respect to some or all of the Open Game Content due to statute, judicial
order, or governmental regulation then You may not Use any Open Game Material so
affected.

13 Termination: This License will terminate automatically if You fail to comply with all
terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors
Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan,
Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on
original material by E. Gary Gygax and Dave Arneson.

Microlite20 © 2006, Robin V. Stacey (robin@greywulf.net)

[End of License]

This product is 100% Open Game Content except for Product Identity, as per the Open
Game License above. Product Identity includes Microlite20 and Robin V. Stacey.
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GAME MASTER'’S GUIDE

DISEASE

Diseases have various symptoms and are
spread through a number of ways. Several
typical diseases are summarized below.

The entries for diseases include the following
information:

Name of the disease: Type, DC, incubation,

damage.

Type lists the disease’s method of delivery
(contact, inhaled, or injury). DC lists the
phys+STR check DC needed to prevent
infection. Incubation lists the time before
damage begins. Damage lists the ability
damage the character takes after incubation
and each day afterward.

Cackle Fever: Inhaled, DC 16, 1 day, —1d6 MIND.

Filth Fever: Injury, DC 12, 1d3 days, —-1d3 DEX and
1d3 STR.

Mindfire: Inhaled, DC 12, 1 day, -1d4 MIND.

Red Ache: Injury, DC 15, 1d3 days, -1d6 STR.

Shakes: Contact, DC 13, 1 day, -1d8 DEX.

EXTREME HEAT & COLD

If not wearing suitable protection, a character
must make a Phys+STR check once every 10
minutes (DC 15, +1 per previous check),
taking 1d6 damage on each failed save.

FALLING DAMAGE

A falling character takes 1d6 hp of damage per
10 feet fallen. If the character makes a
successful Phys+DEX roll, he takes only half
damage. The DC for the phys+DEX roll is
equal to the depth fallen in feet.

In the event that the fall ends in an area
laden with spikes or jagged rocks, add +1 hp
of damage to falling damage per 10' fallen
(with @ maximum of +10 hp).

POISON
Characters can possibly take damage from a
weapon that has been poisoned, be attacked
by a creature whose natural attacks feature
poison, consume poison hidden in food or
drink, or be poisoned in some other way.
Several typical poisons are summarized below.

The entries for poisons include the following
information:

Name of the poison: Type, DC, damage, price.

Type lists the poison’s method of delivery
(contact, ingested, inhaled, or injury). DC lists
the phys+STR check DC needed to avoid the
poison’s damage. Damage is expressed as
“xdx/xdx.” The first number is the initial
damage, taken immediately upon failing the

phys+STR check against the poison. The
second number is the secondary damage,
taken one minute after exposure to the poison
if a second phys+STR check is failed. Ability
damage is temporary unless marked with an
asterisk(*), in which case the loss is
permanent. Unconsciousness lasts 1d3 hours.
Price lists the cost for one dose of the poison.
It can usually only be obtained through less-
than-reputable sources, as the possession of
poisons are commomly illegal.

Arsenic: Ingested, DC 13, -1 STR/-1d8 STR, 120 gp.

Blue Whinnis: Injury, DC 14, -1 STR/
unconsciousness, 120 gp.

Burnt Othur Fumes: Inhaled, DC 18, -1 STR*/-3d6
STR, 2,100 gp.

Deathblade: Injury, DC 20, -1d6 STR/-2d6 STR,
1,800 gp.

Insanity Mist: Inhaled, DC 15, -1d4 MIND/-2d6
MIND, 1,500 gp.

Nitharit: Contact, DC 13, 0/-3d6 STR, 650 gp.

Oil of Taggit: Ingested, DC 15, 0/unconsciousness,

90 gp.

Malys Root Paste: Contact, DC 16, -1 DEX/-2d4
DEX, 500 gp.

Monstrous Scorpion (tiny): Injury, DC 12, -1 STR/-1
STR, 50 gp.

Monstrous Scorpion (small): Injury, DC 12, -1d2
STR/-1d2 STR, 100 gp.

Monstrous Scorpion (large): Injury, DC 14, -1d4
STR/-1d4 STR, 200 gp.

Monstrous Scorpion (huge): Injury, DC 18, -1d6
STR/-1d6 STR, 400 gp.

Monstrous Spider (tiny): Injury, DC 10, -1d2 STR/-
1d2 STR, 85 gp.

Monstrous Spider (small): Injury, DC 10, -1d3 STR/-
1d3 STR, 125 gp.

Monstrous Spider (large): Injury, DC 13, -1d6 STR/-
1d6 STR, 250 gp.

Monstrous Spider (huge): Injury, DC 16, -1d8 STR/-
1d8 STR, 500 gp.

Sassone Leaf Residue: Contact, DC 16, -2d12 hp/-
1d8 STR, 300 gp.

Sleep Poison: Injury, DC 13, unconsciousness/
unconsciousness for 2d4 hours, 75 gp.

Snake (medium viper): Injury, DC 11, -1d6 STR/-
1d6 STR, 120 gp.

Snake (large viper): Injury, DC 11, -1d6 STR/-1d6
STR, 120 gp.

Snake (huge viper): Injury, DC 14, -1d6 STR/-1d6
STR, 250 gp.

Wyvern: Injury, DC 17, -2d6 STR/-2d6 STR, 3,000
ap.

TRAPS

Whether inside a dungeon or a nobleman’s
manor house, adventurers can often be hurt,
or even killed, without ever encountering a
monster of any kind, as many dungeons are
filled with debilitating or lethal traps set to
keep wayward hands off of fantastic treasures.
Several typical traps of varying Encounter
Levels are summarized below.



The entries for traps include the following
information:

Type of trap: Attack (damage), Save DC,

Search DC, Disable DC.

Type lists the trap used and the effect it has.
Attack shows the traps attack bonus or type of
effect. Damage shows the amount and type of
damage the trap deals. Save DC lists the
phys+DEX check DC needed to either avoid the
trap entirely, or to take only "2 the listed
damage (if this is possible). Search DC lists
the DC for the know+MIND check necessary to
find the trap without triggering it. Disable DC
lists the DC for the sub+DEX check necessary
to disarm the trap safely.

EL1 Traps
Basic Arrow Trap: Atk +10 (1d6, arrow); Search
know+MIND DC 20, Disable sub+DEX DC 20.

Camouflaged Pit Trap: 10 ft. deep (1d6, fall); Save
DC 15 to avoid; Search DC 24, Disable DC 20.

Poison Dart Trap: Atk +8 (1d4 plus poison, dart);
Search DC 20, Disable DC 18.

EL2 Traps
Burning Hands Trap: spell effect (1d4, fire); Save DC
11 for Y2 damage; Search DC 26, Disable DC 26.

Large Net Trap: Atk +5 (—); Save DC 14 to avoid;
Search DC 20, Disable DC 25.

Pit Trap: 40 ft. deep (4d6, fall); Save DC 20 to
avoid; Search DC 20, Disable DC 20.

EL3 Traps
Fire Trap: spell effect (1d4+3, fire); Save DC 13 for
> damage; Search DC 27, Disable DC 27.

Pit Trap: 60 ft. deep (6d6, fall); Save DC 20 to
avoid; Search DC 20, Disable DC 20.

Poisoned Arrow Trap: Atk +12 (1d8 plus poison,
arrow); Search DC 19, Disable DC 15.

EL4 Traps

Lightning Bolt Trap: spell effect (5d6, electricity);
Save DC 14 for 2 damage; Search DC 28, Disable
DC 28.

Spiked Pit Trap: 60 ft. deep (6d6, fall), Atk +10 (1d4
each, 1d4 spikes); Save DC 20 to avoid; Search DC
20, Disable DC 20.

Wall Scythe Trap: Atk +20 (2d4+8, scythe); Search
DC 21, Disable DC 18.

EL5 Traps
Falling Block Trap: Atk +15 (6d6, slam); Search DC
25, Disable DC 17.

Fireball Trap: spell effect (1d4+7, fire); Save DC 16
for 2 damage; Search DC 29, Disable DC 29.

Poisoned Wall Spikes: Atk +16 (1d8+4 plus poison,
spikes); Search DC 17, Disable DC 21.

EL6 Traps
Compacting Room Trap: walls move together (12d6,
crush); Search DC 20, Disable DC 22.

Lightning Bolt Trap: spell effect (10d6, electricity);
Save DC 14 for 2 damage; Search DC 28, Disable
DC 28.

Spiked Pit Trap: 100 ft. deep (10d6, fall), Atk +10

(1d4+5 each, 1d4 spikes); Save DC 20 to avoid;
Search DC 20, Disable DC 20.

EL7 Traps

Black Tentacles Trap: spell effect (tentacles) Atk +7
(1d6+4 each, 1d4+7 tentacles); Search DC 29,
Disable DC 29.

Chain Lightning Trap: spell effect (11d6 to nearest
target +5d6 each to up to 11 secondary targets,
electricity); Save DC 19 for ¥> damage; Search DC
31, Disable DC 31.

Well-camouflaged Pit Trap: 70 ft. deep (7d6, fall);
Save DC 25 to avoid; Search DC 27, Disable DC 18.

EL8 Traps

Destruction Trap: spell effect (death); Save DC 20
(phys+STR) for 10d6 damage; Search DC 32,
Disable DC 32.

Power Word Stun Trap: spell effect (stun 2d4
rounds); Search DC 32, Disable DC 32.

Well-camouflaged Pit Trap: 100 ft. deep (10d6, fall);
Save DC 20 to avoid; Search DC 27, Disable DC 18.

EL9S Traps

Dropping Ceiling: ceiling moves down (12d6, crush);
Search DC 20, Disable DC 16.

Incendiary Cloud Trap: spell effect (4d6/round for 15
rounds, fire); Save DC 22 for Y= damage; Search
DC 33, Disable DC 33.

Wide-mouthed Spiked Pit with Poisoned Spikes: 70
ft. deep (7d6, fall), Atk +10 (1d4+5 plus poison
each, 1d4 spikes); Save DC 20 to avoid; Search DC
20, Disable DC 20.

EL10 Traps

Crushing Room: walls move together (16d6, crush);
Search DC 22, Disable DC 20.

Crushing Wall Trap: Atk automatic (18d6, crush);
Search DC 20, Disable DC 25.

Energy Drain Trap: Atk +8 (2d4 negative levels for

24 hours); Save DC 23 to avoid; Search DC 34,
Disable DC 34.

00 o% o% o% %
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WHEN IN DOUBT...REMEMBER
Whenever the players want to try something
that goes around, through, or above and
beyond the rules as written, you can always
use the "GM'’s Friend”...the 50% chance.

Have them roll whatever check seems most
appropriate. A roll of 1-10 is a failure, a roll of
11-20 is a success. If you feel that the
situation warrants that you favor them, assign
a +2 bonus to their roll. If the situation
determines that they be hindered, then assign
a -2 penalty.
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Microlite20 Expert Rules

This rule-set allows for introducing a few more
options to your Microlite20 game, without
necessarily increasing its complexity. Included are: a
new skill, new races, new classes, and some other
(hopefully) good stuff. It is not necessary to use
Microlite20 Expert Rules in its entirety; DMs are
encouraged to “cherry pick” those specific items
applicable to their own campaign.

Requires the use of Microlite20.

Races

Gnomes get +1 to DEX, +1 to MIND

Half-orcs get +4 to STR, -2 to MIND

Half-elves get +1 to DEX, and +1 to any 2 Skills
Lizardmen get +2 to STR, +2 to Dex, -2 to MIND

Classes

Paladins wear any kind of armor and use shields.
They have a +1 bonus to Physical and a +2 bonus to
Communication. They are immune to diseases and
apply a +1 bonus to all saving throws (this increases
by +1 at 5™ level and every 5 levels on). Paladins can
detect evil within 60’ at will and can heal up to 2hp
per level per day by laying on hands. A character
must be of Lawful Good alignment to be a Paladin.
Rangers can use light or medium armor and can use
shields. They are +1 to hit and damage with ranged
weapons and only incur a -1 to hit penalty when
fighting with 2 weapons. They have a +3 bonus to
Survival.

Ilusionists wear no armor. They can cast [llusionist
spells and gain a +2 bonus to Communication and a
+1 bonus to Subterfuge. Characters must have a
minimum DEX score of 13 to be Illusionists.

Druids wear any non-metal armor or shield. They
cast Druid spells and gain +2 to Knowledge and +2 to
Survival. Druids are immune to the spell-like effects
of woodland fey. At 3™ level a Druid can pass
without trace at will. At 7" level a Druid can assume
the form of any small or medium sized animal up to 3
times per day. A Druid heals 2hp per level when
changing back into his human form.

Bards wear light armor and can use bucklers. They
gain a +2 bonus to Communication, Subterfuge, and
Knowledge. A Bard can counter sound-based effects
within a 30’ radius. A Bard can use his song to charm
person or remove fear up to 3 times (total) per day.
Beginning at 6™ level, a Bard casts spells as either a
Druid or [llusionist (player’s choice) of 5 levels
lower.

Skills

Microlite20 Expert Rules adds a new, 5" skill:
Survival. Survival is used for things like tracking,
foraging, setting or spotting snares, hunting, finding
water or rare herbs, determining direction, and the
like. Only Rangers and Druids are specialized with
this skill.

Heroism

While Microlite20 certainly simplifies your game by
declining the use of the endless array of “Feats”
available in the SRD, this can sometimes decrease
Microlite20’s intended compatibility with some d20
adventures, with respects to power level. Heroism is
intended to relieve some of that disparity.

Heroism is a bonus equal to 1 times the characters
level (1 at 1, 2 at 2™, etc) and may be applied once
per day to up to three of the following:

1. Attack Bonus

2. Damage

3. Saving Throw

4. Skill Check

5. Spell DC

Magic

Here are three ways for spell casters to add a little
more variety to their repertoire. Each modifies a spell
in a given way, and each doubles the casting time of
the spell so modified (most spells become full round
actions instead of standard actions, for example).
Also, each requires an additional expenditure of hit
points, added to the standard cost of the spell at the
time it is cast.

Extending makes a spell last twice as long as it
normally would. An Extended spell costs an
additional 2hp.

Empowering makes a spell do 50% more damage
than it normally would. An Empowered spell costs
an additional 4hp.

Widening makes a spell’s area of effect twice as big
as it would normally be. A Widened spell costs an
additional 6hp.

More To Come...

Keep an eye out for the forthcoming Microlite20
Unearthed, which features two new races (Half-
ogres and Pixies), four new classes (Cavalier,
Barbarian, Monk, and Sorcerer) and more!

Microlite20 Expert Rules is by Al Krombach aka
Grimstaff!



Microlite20 Ilusionist Spells

0-Level Illusionist Spells

Arcane Mark: Inscribes a permanent personal rune
(visible or invisible).

Dancing Lights: Creates torches or other lights for 1
minute.

Detect Illusion: Detects Illusions in a 60’ radius for 1
minute per level.

Ghost Sound: Figment sounds for 1 round/level.
Prestidigitation: Performs minor tricks for 1 hour.
Read Magic: Read Scrolls and Spellbooks for 10/min
per level.

1*-Level:

Charm Person: Makes one person your friend for 1
hour per level.

Color Spray: Incapacitates creatures within a 15’
cone.

Disguise Self: Changes your appearance for 10
minutes per level.

Hypnotism: Fascinates 2d4 HD of creatures for 2d4
rounds.

Silent Image: Creates minor illusion of your design.
Ventriloquism: Throws voice for 1 minute per level.

2" Level:

Blur: Caster gains +4 to AC, cannot be Sneak
Attacked for 1 minute per level.

Hideous Laughter: Subject loses actions for 1
round/level.

Hypnotic Pattern: Fascinates 2d4+level HD of
creatures for concentration plus 2 rounds.
Invisibility: Subject is invisible for 1 minute/level or
until it attacks.

Minor Image: As Silent Image plus some sound.
Mirror Image: Creates 1d4+1 decoys of caster for 1
minute per level.

3" Level:

Daylight: 60’ radius of daylight for 10 minute/level.
Deep Slumber: Puts 10HD of creatures to sleep for 1
minute per level.

Displacement: Attacks against the subject miss 50%
of the time for 1 round/level.

Invisibility Sphere: Makes everyone within 10’
invisible.

Major Image: As minor image, plus sound, smell,
and thermal effects.

Suggestion: Compels subject to follow stated course
of action for 1 hour/level or until completed.

4™ Level:

Charm Monster: Make one monster believe it is your
ally for 1 day/level.

Confusion: Subjects behave oddly for 1 round/level.

Invisibilty, Greater: As invisibility, but subject can
attack and stay invisible.

Minor Creation: Create one cloth or wood object.
Phantasmal Killer: Fearsome illusion kills subject or
deals 3d6 damage.

Rainbow Pattern: Lights Fascinate 24HD of
creatures for concentration plus 1rnd/level.

5™ Level Spells

Break Enchantment: Frees subjects from
enchantments, alterations, curses, and petrification.
Dominate Person: Controls subject telepathically for
1 day/level.

Major Creation: As minor creation, plus stone or
metal.

Persistent Image: As major image, but no
concentration required; 1 minute/level.

Seeming: Changes appearance of 1 person per 2
levels for 12 hours.

Sending: Delivers short message anywhere, instantly.

6™ Level Spells

Mislead: Turns you invisible and creates illusory
double.

Permanent Image: Permanent illusion with sight,
sound, and smell controlled by concentration.
Programmed Image: As major image, triggered by
specific event.

Shadow Walk: Step into shadow and travel rapidly;
50mph for 1 hour/level.

Suggestion, Mass: As suggestion, plus one subject
per level.

True Seeing: Lets you see things as they truly are.

7™ Level Spells

Invisibility, Mass: As invisibility, but affects all in
range.

Phase Door: Creates invisible passage through wood
and stone.

Power Word: Blind: Blinds creature with 200hp or
less.

Prismatic Spray: 60’ Cone-shaped burst of rays for
variety of effects:

Project Image: 1llusory double can talk and cast
spells at medium range for 1 round/level.

Weird: As phantasmal killer, but affects all within
30°.



Microlite20 Druid Spells

0-Level Druid Spells

Create Water: Creates 2 gallons/level of pure water.
Detect Magic: Detects spells and magic items within
60’ for 1 minute per level.

Detect Poison: Detects poison in one creature or
object.

Mending: Makes minor repairs on an object.

Read Magic: Read scrolls and spellbooks.
Resistance: Subject gains +1 on saving throws for 1
minute.

1* Level Druid Spells

Entangle: Plants entangle everyone in 40’ radius for
1 minute/level.

Faerie Fire: Outlines subjects with light for 1
minute/level, cancels blur, invisibility, etc.
Goodberry: 2d4 berries each cure 1 hp (max 8 hp/24
hours).

Obscuring Mist: Fog surrounds you, provides
concealment for 1 minute/level

Produce Flame: 1d6 damage +1/level, touch or
thrown.

Speak with Animals: You can communicate with
animals for 1min/level.

2" Level Druid Spells

Barkskin: Grants +2 or higher bonus to AC for for
10min/level.

Gust of Wind: Blows away or knocks down smaller
creatures.

Heat Metal: Makes metal so hot it damages those
who touch it

Summon Swarm: Summons swarm of bats, rats, or
spiders for concentration plus 2 rounds

Tree Shape: You look exactly like a tree for
lhour/level.

Warp Wood: Bends wood within 20’ radius.

3" Level Druid Spells

Call Lightning: Calls down 3d6-damage lightning
bolts from the sky once per round for 1min/level.
Protection from Energy: Absorb 12 points/level of
damage from one kind of energy for 10min/level.
Speak with Plants: You can talk to normal plants and
plant creatures for 1min/level.

Spike Growth: For 1hr/level, creatures in area take d4
damage per 5’ movement, may be slowed.

Stone Shape: Sculpts stone into any shape.

Water Breathing: Subjects can breath under water for
2hours/level divided by number of subjects.

4™ Level Druid Spells
Air Walk: Subject treads on air for 10min/level

Anti-Plant Shell: Keeps animated plants at bay for
10min/level, 10’ radius.

Ice Storm: Hail does 5d6 damage in cylinder 40’
across

Reincarnate: Brings dead subject back in random
body.

Repel Vermin: Insects, spiders, and other vermin stay
10’ away for 10min/level.

Spike Stones: Creatures in area take 1d8 damage,
may be slowed.

5™ Level Druid Spells

Awaken: Animal or Tree gains human intellect.
Baleful Polymorph: Transforms subject into harmless
animal.

Call Lightning Storm: As call lightning, but does
5d6 per bolt.

Insect Plague: Up to 6 Locust Swarms attack
creatures for 1min/level.

Transmute Rock to Mud: Transforms 2 10 cubes per
level.

Wall of Fire: Deals 2d4 fire damage out to 10 ft. and
1d4 out to 20 ft. Passing through wall deals 2d6
damage +1/level.

6™ Level Druid Spells

Fire Seeds: Creates Acorn Grenades (1d6 fire
dmg/lvl divided among up to 4 seeds) that explode in
a 10’ radius and ignite combustibles.

LiveOak: Oak becomes Treant guardian.

Move Earth: Digs trenches and builds hills, in an area
up to 750’ square and 10’ deep.

Stone Tell: Talk to natural or worked stone for
Imin/lvl.

Transport via Plants: Move instantly from one plant
to another of its type anywhere.

Wall of Stone: Creates a wall of stone that can be
shaped.

7™ Level Druid Spells

Changestaff: Your staff becomes a treant on
command.

Control Weather: Changes weather in local area.
Earthquake: Intense tremor shakes 80’ radius,
collapsing ceilings, opening fissures, etc.

Finger of Death: Kills one subject.

Fire Storm: Does 1d6/1vl fire damage to 2 10’ cubes
per level.

Wind Walk: You and your allies turn vaporous and
travel at up to 60mph for 1 hour/level.



Microlite20 Equipment List

STARTING WEALTH

The most common coin is the gold piece (gp).
A gold piece is worth 10 silver pieces. Each
silver piece is worth 10 copper pieces (cp). In
addition to copper, silver, and gold coins, there
are also platinum pieces (pp), which are each
worth 10 gp.

Exchange cp sp ap pp
Copper piece 1 1/10 1/100 1/1,000
Silver piece 10 1 1/10 1/100
Gold piece 100 10 1 1/10
Platinum piece 1,000 100 10 1

You begin with a certain amount of acquired
wealth, determined by your character class.

Class Amount
Fighter 150 gp
Rogue 125 gp
Mage 75 gp
Cleric 120 gp

The character uses this accumulated wealth to
purchase his initial weapons, armour, and
adventuring equipment, using the price lists on
the tables below.

WEAPONS
Here is the format for weapon entries (given as
column headings on the table below).

Cost: This value is the price for purchasing
the weapon. The cost includes miscellaneous
gear that goes with the weapon.

Damage: The Damage column gives the
damage dealt by the weapon on a successful
hit.

Range Increment: Any attack at less than
this distance is not penalized for range.
However, each full range increment imposes a
cumulative -2 penalty on the attack roll. A
thrown weapon has a maximum range of five
range increments. A projectile weapon can
shoot out to ten range increments.

Weapon Cost Damage Range
Unarmed Strike — 1d3 —
Light Weapons

Axe, throwing 8 gp 1d6 10 ft.
Dagger 2gp 1d4 10 ft.
Hammer, light 1gp 1d6 20 ft.
Handaxe 6 gp 1d4 —
Mace, light 5gp 1d6 —
Pick, light 4 gp 1d4 —
Sap 1gp 1d6 —
Sickle 6 gp 1d6 —
Sword, short 10 gp 1d6 —
One-Handed Weapons

Battleaxe 10 gp 1d8 —
Club — 1d6 10 ft.

Flail 8 gp 1d8 —
Longsword 15 gp 1d8 —
Mace, heavy 12 gp 1d8 —
Morningstar 8 gp 1d8 —
Pick, heavy 8 gp 1d6 —
Rapier 20 gp 1d6 —
Scimitar 15 gp 1d6 —
Shortspear 1gp 1d6 20 ft.
Sword, bastard 35gp 1d10 —
Trident 15 gp 1d8 10 ft.
Waraxe, dwarven 30 gp 1d10 —
Warhammer 12 gp 1d8 —
Whip 1gp 1d3 —
Two-Handed Weapons

Chain, spiked 25 gp 2d4 —
Falchion 75 gp 1d6 —
Flail, heavy 15 gp 1d8 —
Glaive 8 gp 1d8 —
Greataxe 20 gp 1d10 —
Greatclub 5gp 1d8 —
Greatsword 50 gp 2d6 —
Guisarme 9gp 2d4 —
Halberd 10 gp 1d10 —
Lance 10 gp 1d8 —
Longspear 5gp 1d8 —
Quarterstaff — 1d6 —
Scythe 18 gp 2d4 —
Spear 2gp 1d8 20 ft.
Ranged Weapons

Crossbow, hand 100 gp 1d4 30 ft.
Crossbow, heavy 50 gp 1d10 120 ft.
Crossbow, light 35gp 1d8 80 ft.
Dart 5sp 1d4 20 ft.
Javelin 1gp 1d6 30 ft.
Longbow 75 gp 1d8 100 ft.
Net 20 gp — 10 ft.
Shortbow 30 gp 1d6 60 ft.
Sling — 1d4 50 ft.

ARMOUR & SHIELDS
Here is the format for armour entries (given as
column headings on the table below).

Cost: This value is the price for purchasing
the armour.

AC Bonus: The column gives the Armour
Class bonus provided by the armour.

Armour Cost AC Bonus
Light Armour

Padded 2gp +1
Leather 10 gp +2
Studded Leather 25 gp +3
Chain Shirt 100 gp +4
Medium Armour

Hide 15 gp +3
Scale Mail 50 gp +4
Chainmail 150 gp +5
Breastplate 200 gp +5
Heavy Armour

Splint Mail 200 gp +6
Banded Mail 250 gp +6
Half-plate 600 gp +7

Full Plate 1,500 gp +8



Shields Oil, pint flask 1sp

Paper (sheet) 4 sp
Bu_ckler . 159p +1 Parchment (sheet) 2 sp
Shield, light wooden 3gp +1 Pick. miner's 3
Shield, light steel 9gp +1 N 9p
. Pitcher, clay 2 ¢cp
Shield, heavy wooden 7 gp +2 Piton 1s
Shield, heavy steel 20 gp +2 Pole. 10 ft 5 SFF;
Shield, tower 30 gp +4 Pot, iron 5 sp
Pouch, belt (empt 1
ADVENTURING EQUIPMENT R ) 10gp
Here is the format for equipment entries (given Rations, trail (per day) 5 sp
as column headings on the table below). Rope, hempen (50 ft.) 1gp
Cost: This value is the price for purchasing Rope, silk (50 ft.) 10 gp
the desired equipment. Sack (empty) 1sp
Sealing Wax 1gp
Equipment Cost Sewing Needle 5sp
Adventuring Gear g:gzzlt \gi:'sue g sP
Acid (flask) 10 gp 9 g ap
A . Sledge 1gp
Antitoxin (vial) 50 gp
I Soap (per Ib.) 5sp
Artisan’s Tools 5gp
Spade or Shovel 2gp
Backpack (empty) 2gp
Spell Component Pouch 5gp
Barrel (empty) 2gp . ,
Spellbook, wizard’s (blank) 15 gp
Basket (empty) 4 sp
Spyglass 1,000 gp
Bedroll 1sp
Tent 10 gp
Bell 1op Thieves’ Tools 30
Blanket, winter 5sp T : \}/1 00 1 ap
Block and Tackle > 9p V(i)arlc ink or potion 1 o
Bottle, wine, glass (empty) 2gp ! orp ap
Waterskin 1gp
Bucket (empty) > SP Whetstone 2c¢
Caltrops 1gp P
Candle 1cp Clothing
Canvas (sq. yd.) 1sp Artisan’s Outfit 1gp
Case, map or scroll 1gp Cleric’s Vestments 5gp
Chain (10 ft.) 30 gp Cold Weather Outfit 8 gp
Chalk, 1 piece 1lcp Courtier’s Outfit 30 gp
Chest (empty) 2gp Entertainer’s Outfit 3gp
Craftsman’s Tools 5gp Explorer’s Outfit 10 gp
Crowbar 2gp Monk’s Outfit 5gp
Disguise Kit 50 gp Noble’s Outfit 75 gp
Firewood (per day) 1cp Peasant’s Outfit 1sp
Fishhook 1sp Royal Outfit 200 gp
Fishing net (25 sq.ft.) 4 gp Scholar’s Outfit 5gp
Flask (empty) 3cp Traveler’s Outfit 1gp
glmt a;?: S:'eelk 1 ap Mounts and Related Gear
H;anfglerg 00 5 gp Barding, medium creature armour price x2
o P Barding, large creature armour price x4
Healer’s Kit 50 gp . .
Bit and Bridle 2gp
Holy Symbol, wooden 1gp
- Dog, guard 25 gp
Holy Symbol, silver 25 gp
Holy Water (flask) 25 Dog, war 75 9p
Houyr lass 25 9p Donkey or Mule 8 gp
Ink (g 0z. Vial) 800 Feed (per day) > CP
Ink ’ 1 9p Horse, heavy 200 gp
nkpen sp Horse, light 75 gp
Jug, clay 3cp Pony 30 gp
t:quer,c;r%r]:;)n f gp Saddle, military 20 gp
P, P Saddle, pack 5gp
Lantern, bullseye 12 gp -
Saddle, riding 10 gp
Lantern, hooded 7 gp Saddleb 4
Lock, simple 20 gp adciebags 9p
! Stabling (per day) 5sp
Lock, average 40 gp
Lock d 80 Warhorse, heavy 400 gp
ock, goo 9p Warhorse, light 150 gp
Magnifying Glass 100 gp Warpon 100
Manacles 15 gp pony 9p
Mirror, small steel 10 gp
Mug/Tankard, clay 2cp

Musical Instrument 5gp
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Pack A (1-2)

Microlite20 Fast Packs

Back in the day, there were standard equipment packages, pre-compiled and pre-calculated, to help new players get started quickly.
This document is inspired by those lists and provides a way for a player to quickly equip his or her PC or a GM to equip an NPC or
Hireling on the fly. Additionally, these optional kits can be used to give a starting point from which to customize new characters.

Ye Old Fast Packs

50 Gold Pieces each

Choose a pack or roll 1d6 to select one randomly

Pack B (3-4)

Pack C (5-6)

Backpack

Belt Pouch
Bedroll

Lantern (hooded)
10 Oil Flasks
Flint & Steel
Shovel

2 sets of Caltrops
Signal Whistle
Waterskin

Iron Rations (4 days)

Backpack

Belt Pouch

Bedroll

10 Torches

4 Oil Flasks

Flint & Steel

10 pieces of chalk
10. Pole

Mirror

Crowbar
Waterskin

Iron Rations (4 days)

Backpack

Belt Pouch
Bedroll

Tent

10 Torches

5 Oil Flasks
Flint & Steel
50. Rope
Grappling Hook
10. Pole
Waterskin

Iron Rations (4 days)

Finally, add the following, based on your Class:

Cleric: Silver Holy symbol & 5 Gold Pieces
Fighter: Vial of Holy Water & 5 Gold Pieces
Mage: Spellbook & 2 Spell Pouches & 5 Gold Pieces

Rogue: Thieves Tools
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...but were afraid to ask.

For all it's lack of size, Microlite20 does an admirable job of allowing GMs to run pretty much any published
D&D adventure on the fly without having to resort to hefty conversion tables and the like. It uses the familiar
d20 mechanic and terms which mirror those of D&D. Hit points, attack rolls and damage are the same,
whichever game you're playing.

But there are a few notable differences. Some systems were completely altered, with Skills list having the
largest revision. I'm going to give you an insight into the hows and whys of the Microlite20 Skill system, and
show you why I think it's The Best Skill System Ever.

How it works

But first, a quick recap of the Microlite20 Skills rules. Here they are in their entirety:

Quote:

There are just 4 skills : Physical, Subterfuge, Knowledge and Communication. Roll higher than
the given Difficulty Class to succeed.

Skill rank = your level + any bonus due to your class or race.

Skill roll = d20 + skill rank + whatever stat bonus is most applicable to the use + situation
modifiers

For example, Climbing would use Physical + STR bonus. Dodging a falling rock is Physical +
DEX bonus. Finding a trap is Subterfuge + MIND bonus. Disabling a trap is Subterfuge + DEX
bonus.

Note that there are no ?saving throws? in this game; use Physical + STR or DEX bonus for
Fortitude and Reflex saves. Saving against magic (Will save) is usually MIND bonus + your
level.

One of the key differences between the d20 skill system and Microlite20 is that the attribute modifier can
change. That's an important distinction; it makes the Microlite20 system much more powerful and flexible. It
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means that just four skills can cover the entire D&D skillset, and more. Here's a handy list 3 of the D&D skills,
converted into Microlite20 terms. | had originally shied away from putting together such a list as | felt it stiffled
Microlite20 in the same way that the D&D skill system stiffled player creativity. More on that later.

One thing that is important to emphasize is that the attribute modifier can be different for different characters,
even if they're doing the same task.

For example, depending on the situation, Physical could be modified by the character's STR, DEX or MIND.
When presented with a dungeon door that's barred from the inside, the rough-and-tough Fighter could try to
charge it. That's a Phys+STR check against the toughness of the door (DC15, say). The Rogue could try to
slide his sword through a crack in the door to push the bar out of the way. That would be a Phys+DEX check
at DC10, and probably the best solution. On the other hand, a wily Mage would try to use leverage to lift the
door from it's hinges - a Phys+MIND check at DC20 - a difficult check, but far from impossible.

Each character has used the Physical skill to achieve the same end result, but approaching the task differently
merits a different attribute modifier. In general, that means each character would benefit most from playing to
their own strengths - a character with a high MIND stat would benefit most from using cleverness to solve a
problem, whereas a high STR Fighter's best muscle is..... well, his muscle :)

Setting the DC

As in the example above, the Difficulty Class can very depending on how the player approaches the task.

When setting the DC, | think in terms of "What would Bob do?" - Bob being my imaginary 1st level commoner
with no modifiers. Bob has straight 10s for all stats and no skill bonuses. He's the unheroic man on the street,
and the benchmark by which heroes are measured.

In general, | recommend using only four DCs, especially at low levels:

DC Level

10 Easy - 50/50 chance of Bob succeeding 1st tine

15 Moderate - woul d succeed after several attenpts

20 Difficult - would succeed only with luck on his side

25 Very Difficult - Bob needs sonme hefty nodifiers and the Gods wat ching over |

| never use DC 5 - if it's that easy and out of combat, keep the game flowing by having the players succeed
automatically. Anything that would be DC5 is automatically at least DC10 in combat anyhow. For example,
crossing a crowded tavern without spilling your drink would be a DC5 Phys+DEX check. No roll needed.
Crossing the same room during a bar fight would be DC15, at least!

It helps if there's always an easy way to solve a problem as in the example of the barred door above. While
each character can find at least one solution to a problem and gain the benefit of their highest attribute,
there's usually a path of least resistance to be found. All the players have to do is discover it!

At higher levels, encourage the players to come up with ever more heroic (and excessive!) solutions to
problems. While a barred door might be a pause for thought to 1st level characters, by 10th level it's an
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excuse for light relief. Your 10th level Fighter would have a +13 Phys and most likely automatically succeed at
any DC15 Phys+STR checks - so encourage them to aim for DC20, at least: "I push the door down with my
index finger and a grunt.”

Modifiers and more

Modifiers are the GM's Best Friend. Even a plus or minus 2 can make a world of difference, especially at
lower levels. If your Halfling Rogue is trying to persuade the City Guard to let them enter the Merchant's
Quarter after dark (Comm+MIND, DC15), grant them a +2 because the guard recently won at dice and is in a
good mood. Alternatively, give them a minus 2 because he lost but drop hints as to the guard's weakness.

Modifiers can make all the difference between success and failure. If the characters need to find a path
through the Lizardmen Swamps (Know+MIND, DC20) then finding an old trail map (a +4 modifier!) might just
save them from becoming Hooman Stew.

Encourage the players to work for those modifiers, and reward them for clever, creative thinking. It's what the
game is all about, after all.

The Four Skills

Microlite20's four skills - Physical, Subterfuge, Knowledge and Communication - can be used to adjudicate
pretty much any situation the game demands. When creating Microlite20 | toyed with more skills, and less
(even zero) but these four hit the sweet spot for general play. Of course, if you want more, or want to chance
these four, feel free!

Skills are also used to replace two of the three saving throws from D&D, with Phys+STR and Phys+DEX
replacing Fort and Reflex Saves respectively. This gives Fighters their built-in boost to saves against Poison,
etc, and Rogues (with their higher DEX) their improved Reflexes. It also means that the Phys skill is important
to all players, regardless of class. Which leads us to.......

Why is Subterfuge so important?

This is a common question that's regularly repeated on the ENWorld threads »;, and the short answer is: it
depends on your style of play.

It's true that the Subterfuge Skill covers a whole range of D&D skills, including Hide, Move Silently, Listen,
Open Lock, Search and Spot. It's THE skill for Rogues, and will get regular use from all classes. That's
because all of the Adventuring classes are a nasty, sneaky lot, and not to be trusted :)

If your games are revolve around Urban Adventuring or involve a lot of stealth, Subterfuge will see a lot of
use. On the other hand, games involving a lot of dynamic action will more likely demand more Physical
checks, and ones with lots of social interraction will require Communication. That's more of a matter of
playstyle than anything.
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For my money, I'd put Knowledge as a critical skill; a failed Know check at a critical moment could result in a
TPK. Imagine failing a Know+MIND check and bringing the wrong magic weapons to bear against a Demon

Fewer skills means more choice

Back in the days of Classic D&D, the players could do anything. With no straight-jacketed skill system to limit
their choices, the players invented cool and clever solutions to problems. When faced with a 30 high statue
with rubies for eyes they erected pulleys to lift and swing the rogue into place far above their heads. Try doing
that in 3rd Edition D&D and the GM will be left scratching their head working out how to call for skill checks for
that. The D&D skill system has become a list of what the characters can do, silently elliminating all other
possibilities, and that's not a Good Thing.

Microlite20 is the best of both worlds; rather than provide a skills list, it provides a skills framework. This give
the players room to think of solutions rather than looking down a long list of skills to see what's most
applicable to the task in hand.

Here's another example: Climbing. In D&D, that's a skill modified by STR. That's good if you're a Fighter, but
not so good if you're a Wizard. In Microlite20, the character could use Phys+STR ("l pull myself up"),
Phys+DEX ("l nimbly climb the cliff face"), Phys+MIND ("I take my time, working out the best route and
carefully testing each handhold") or even Sub+STR ("I climb, quietly”). That adds much more flavour to the
game and encourages each player to find their own, unique, solution.

Using existing D&D monsters

But what happens when you're running a published adventure, or using a Monster from the Monster Manual
or SRD?

Simple; use them as is. It doesn't mattter that the Orc makes a Listen check to see if it detects the PCs, or if
the NPC fais a Spot check. The mechanics are the same (roll d20+modifiers against a DC), and the emphasis
should always be on simplicity and speed of play. There's no need to convert any monsters or NPCs to
Microlite20 before you use them. Just roll, and have fun!

Let's recap

The Microlite20 Skill System is your friend. It's flexible, and encourages imaginitive play like no other. And it's
mostly d20 compliant too.

What's not to love?

Microlite20 © Robin V. Stacey 2006-20080GL applies.
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If there's one thing that fills DMs with preparation dread, it's realizing you're going to have to Create The
Monster. You've trawled through your Monster Manuals, searched the various RPG forums and cracked open
your Tome of Horrors, and nothing quite matches your monster concept.

In 3rd Edition D&D, monster building is notoriously time-consuming, and even the shortcut solution of taking
an existing monster and adapting it or adding class levels can easily take anything from 10 minutes to a full
hour - per monster.

In comparison, Monster Building under Microlite20 is so fast, it's possible to do it on the fly, right at the game
table - and I'm going to show you how, using our friend the Ninja Monkey above as an example.

Let's face it - Ninja Monkeys rock. Imagine hordes of Katana wielding tiny monkeys, and you're right into Cool
Critter territory. Perhaps there's a secret Monkey Ninja training school in the hills and they assassinate people
for peanuts or serve a Gorilla Samurai Lord. Whatever their origin, | guarantee your gameworld will be better
off with Ninja Monkeys in there, somewhere. But first, we have to build them.

In D&D, one possible way to create your Ninja Monkeys would be to take the normal Monkey stats, Awaken it
by applying the Awakened template then adding Ninja class levels. Even for an experienced DM, that's at
least 20 minutes work, and most GMs will struggle to complete that task in under an hour. It's not for the faint-
hearted. Those 20 minutes could have been spent creating an entire Microlite20 scenario, including
monsters, but that's a blogpost for another day.

Here's the entire Monster-creation text for Microlite20:

Quote:
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To create new monsters, assign Hit Dice (d8 for most things, d12 for Dragons and Undead).
Attack bonus and skill level = number of Hit Dice. If it?s an intelligent critter, +3 bonus to one
skill. Assign stats to suit. Equip and add abilities as required.

Let's start by setting the Hit Dice for our Ninja Monkeys. As these are tiny little monkeys, and (in my imaginary
scenario) going to come up against 1st level PCs, let's give them 1HD.

Quick tip: to speed monster creation further, multiply the Hit Dice by 5 for hit points; multiply Hit Dice
by 7 for Dragons and Undead

Remember that unlike Player Characters, Monsters and other NPCs don't add ther STR total to their hit
points. This is a special bonus for Real Heroes only. If you want a tougher Monster, increase their STR so
they get an increase (equal to their STR bonus) to their hp per Hit Dice.

That gives the Ninja Monkeys 1HD, 5hp, +1 to hit with their Katana and +1 with all skills. As these are
intelligent Ninjas (are there any other kind?), we'll allocate their +3 to Subterfuge. Let's give them STR 6, DEX
14 and MIND 12, allow them to use DEX (rather than STR) for their attack roll with their miniature Katanas,
which do d6 damage. Factoring that in with the Hit Dice, we get:

Ninja Monkey, 1HD (3hp), AC12, +3 Katana (1d6-2)
Sub+4, all others @ +1
STR 6, DEX 14, MIND 12

And...... we're done. If the Ninja Monkeys have any special abilities or equipment, note them down but don't
bother with setting uses/day, etc; if it's Dramatically Appropriate for a monster to use it's abilities then use
them. No Rules Needed! That's the Microlite20 way :)

So, to recap:
e Set the Hit Dice to get the hit points, chance to hit and skill levels
e |fit's intelligent, add +3 to one skill
® Pick stats and adjust AC, hit points and damage
[ ]

Note and special abilities and equipment

If you want a more powerful Ninja Monkey (and who wouldn't?), just add Hit Dice, which increases hp, attack
bonus and skills. Adjust Stats if it's logical to do so. Here's a 3HD Ninja Monkey:

Ninja Monkey, 3HD (12hp), AC12, +5 Katana (1d6-1)
Sub+6, all others @ +3
STR 8, DEX 14, MIND 12

Simple. See?

Microlite20 © Robin V. Stacey 2006-20080GL applies.
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AKA the lazy-gamer's guide to world building

Microlite is all about simplifying gaming to the point where the rules don't get in the way of the role-playing,
while at the same time retaining usability from d20 adventures, supplements, etc.

From a campaign point of view, the simplest way to do this is to evolve the world as the game progresses.
Plan ahead, but only as far as the next few steps - then stop.

Six sided gaming: Hex magic

One way to do this is to use a simple blank hex grid. Set the scale small - say, one hex = 3 miles - and put
one adventure inside the centre hex. Populate it according to the needs of that adventure, then move on.
Work around that one hex adding other adventures, all around roughly the same power level. Think about the
kind of adventures you (as GM) enjoy playing, and the feel you want to impart.

By the end of this, you've got seven adventure settings and a solid core for the game world. It's likely you'll
want to change something because of events in the first adventure, but that's fine. Perhaps the gamers
enjoyed a section set in a forest, so you want to change one of the adjacent hexes to expand that locale.
That's cool, as it means that the players are involved in the gameworld itself.

It's likely you will see links between adventures. Perhaps the Evil Bad Guy in one adventure is similar enough
to one in another that the same villain could make a reprise. Interweave plot threads to make the players feel
like they are a part of a larger story, and leave some hexes blank for future use. Some places - particularly
cities and towns - will be reusable. Expand them as needed.

Finally, add in roads, rivers and other details.

As you progress, new ideas and a backstory will develop of it's own accord. The goblin raiders in one
adventure will become scouts from a distant Goblin Empire; an NPC might come from a nearby city state, and
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the Wight's Barrow will be a lost reminder of a long forgotten battle.

When the time is right, add more hexes and adventures. Re-visit and re-work previous locales. Perhaps that
first dungeon the adventurers cleared out is now home to something more sinister, or the Elves in the Twisting
Forest in hex 3 send out a call for help. Let the campaign setting evolve with the players to create a setting
that feels alive.

Example

Grabbing a bunch of old Dungeon magazines and the hex grid above, it's time to create a new world. The
game is going to start at first level, so | pull out the following adventures and drop them into the numbered
hexes, making notes about the locales as | go:

® Funeral Procession (Dungeon 135) - Saltmarsh. Ideal for the (current) base of operations, and a
likely scene of many adventures

Salvage Operation (Dungeon 123) - Need coastline

Within the Circle (Dungeon 130) - Thistle village, depot.

Home Under the Range (Dungeon 134) - Vultania Gorge (Dwarf town), mountains

The Walking Dead - An adventure of my own making. Zombie hordes wipe out a town and march
toward Saltmarsh. Khorvalen town, forest.

* BlAfikyelippedw Revenge (Dungeon 132) - Turvin village

The finished layout looks something like this, perfect for a starting campaign and rife for further adventure.
Extra elements can be added and changed as required, but there's enough groundwork in place to begin with.

As the adventures develop, there's room to fill in the political blanks; factions and enemies will rise from the
adventures themselves rather than premeditation. With such a clean slate, it's possible to turn the game in
any direction with minimal effort.

Other genres

It's a simple matter to change the grid scale to suit the genre. For a world-hopping sci-fi game, each hex could
represent a star system in the best Traveller style. For gritty urban fantasy or a modern game, each hex could
be a single district in just one city.

Campaign Settings
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Most combat is carried out one-on-one, with each set of stats (HP, AC, combat bonuses, etc) applying to a
single character or creature.

It can be extended by adding in Combat Scale. This takes the basic combat mechanics and uses them to
apply to anything from Tactical Units to Destroyer-Class starships.

Combat Scale is a multiplier that shows the size of the unit relative to the norm. It is only applied to damage in
combat between units of different size. Hit Points, AC and all other stats remain the same.

For example, a unit of 20 Goblin warriors will have CSx5 as per the table below. The combat stats are still
HD1d8+1 (5hp), AC15, Morningstar +2 (1d6) or Javelin +3 (1d4). Against anything with the same Combat
Scale (for example, a unit of 15 Elves), combat is resolved normally as if it was one goblin against one elf.

Nunmber Conbat
in Unit Scal e
2-5x3

6- 10 x4
11- 20 x5
21-40 x6
41- 80 x7
81-160 x8
161- 320 x9
321-640 x10
etc

Combat Scale comes into play when battling against forces of a different size. It acts as a multiplier for
damage taken, and also divides any damage given.

If the battle started between units of different CS, reduce the size of the Combat Scale as Hit Points as lost.
For example, if the twenty Goblins above are reduced to 2hp, they have lost over half their unit, so are now
CSx4. When down to just 1hp, they are CSx3 with just 5 goblins remaining.

If the Combat Scale becomes the same for all opponents, resolve combat normally; the playing field is now
level.

Sci-Fi combat and more
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The same system can be used to implement large scale science fiction battles where Combat Scale is used to
reflect the widely different scale between starships.

Shi p Combat Exanpl e

Type Scal e

One-man Fi ghter x5 Tie Fighter, X-Wng

St ar shi p x10 Moya, Serenity

Crui ser x20 Enterpri se, Mecha Dropship
Destroyer x40 | rperial Star Destroyer
etc

For multiple ships, add the Combat Scale for the size of the ship to the CS from the number of Units. For
example, 100 Fighters will be CSx13 (x5 + x8).

It?s possible to use existing monster stats to create Fighters, Starships and even Destroyer-class behemoths
with little difficulty. Simply select an appropriate creature from the Monster List and give it a type. Replace it?s
ranged weapon with a suitably sci-fi sounding name (or use the RandomSciFiWeaponGenerator), and you?re
done.

Ship Examples

® (Goblin-class Fighter: HD1d8+1 (5hp), AC15, +1 Pulse Canon (1d6), CSx5

e Troll-class Cruiser: HD6d8+36 (63hp), AC16, +9 Distruptor Beam Torpedo (1d6+6), CSx20 (includes
Fast Auto-Repair system)

® Goblin-class Starship: HD1d8+1 (5hp), AC15, +1 Meson Canon (1d6), CSx10

Calculating EL

Experience is gained from taking part in a battle equal to the HD of the opponent, +1 for each CS higher than
your own. For example, a member of the 20-strong Grey Company (CSx5) will earn 3EL in a battle against 35
Gnolls (a 2HD creature, CSx6).

Combat Examples

Orcs vs Elves

Twenty orcs enter a forest glade where they are beset upon by 15 elven archers. As their CS is the same, it?s
treated as a straight single combat. The elven archers fire their longbows (+3, 1d8), hitting for 3 points of
damage. The Orcish unit is down to 2hp. As the combat started with both opponents having the same Combat
Scale, there?s no change to CS and combat continues. The Orcs rally and snarl, preparing to flush out the
Elves with their barbed falchions. They charge into the bushes.

The elves calmly fire another volley, hitting for more 4 more hp - more than the Orcish unit can take. Silence
falls in the clearing as orcish blood soaks into the grass????



Goblins vs lone warrior

Twenty goblins ambush a lone 5th level Fighter. Their CS is x5, so any damage dealt is multiplied by five
before it?s applied against his Hit Points. Similarly, any damage he does is divided by five. In the first round
he hits well for 10 damage. That?s divided by 5, to 2hp lost by the Goblin unit; They?re down to 3hp - if they
lose another hp they will drop down to CSx4 as they?ve lost more than half their hit points.

In reply, the Goblins hit, attacking with their Morningstars en masse. The Fighter is hit for 4hp, x5 due to their
numbers. He takes 20hp of damage. Good luck to him!

Knights vs Red Dragon

The 500-strong Order of the Purple Flame stand ready against the Red Dragon. They are CSx10, while the
Dragon - a single critter - is just CSx1, though formidable.

e 500 Knights: HD2d8+4 (14hp), AC18, Lance +7 (1d10+4) or Longsword +6 (1d8+2), CSx10
® Red Dragon: HD13x12+39 (123hp), AC21, Bite +20 (2d6+7) or Breath 10d10 DC24

The Dragon flies high above and breathes flame across their phalanx for 46hp damage. The knights dive for
cover beneath their shields (phys+DEX to dodge DC24. They roll 25, barely making it). They take 1/2
damage - 23hp, divided by CSx10 for 2hp. The Knights are down to 12hp.

They ready their horses to charge as the Dragon lands, the thunder of 2,000 hooves causing the young Red
to pause. They hit (rolled 18+7 = 25 vs. AC21), scoring 11 damage, CSx10 for a massive 110hp damage. The
Red is down to 13hp against the small army, bleeding from the impact of many lances. It roars and lunges in
anger, biting savagely. It hits easily (rolled 6+20 = 26 vs. AC18) for 17 damage, divided by 10 = 2hp. The
Knights are down to 10hp. If they fall below 7hp they will be at half their numbers and down to CSx9.

They draw their Longswords and surround the downed Dragon, though their weapons to little more than
scratch the drake?s hide (6 + 8 = 14, a miss). The Dragon turns to bite again, and rolls a Natural 20. 1t?s a
critical, so the Knights take 19hp damage, CSx10 so 2hp lost. They?re down to 8hp after watching a few more
of their number be gobbled up.

Their longswords bit true (18 +6 = 24 vs. AC21), for 6hp damage, CSx10 for a total of 60hp against the drake.
It?s down, finally, though the Knights have lost 143 (500x4/14) of their number in the battle. The commend
their souls in valour.

Knights vs Gnolls

The Knights of the Purple Flame, bolstered by their successes and reinforcements decide to tackle the Gnoll
threat to the South. They ride out at full strength against the 300 Gnolls of Ghakak Khan.

e 500 Knights: HD2d8+4 (14hp), AC18, Lance +7 (1d10+4) or Longsword +6 (1d8+2), CSx10
e 300 Gnolls: HD2d8+2 (11hp), AC15, Battleaxe +3 (1d8+2) or shortbow +1 (1d6), CSx9



The Knights charge the Gnolls as the Gnolls fire shortbows into their midst. The Gnolls roll well (18+1 = 19)
for 5 damage. 9/10th of it applies, which still rounds up to 5hp. The Knights are at 9hp as riders fall from their
mounts.

The next round, the Knights hit hard (roll 14+7+2 (from the charge) = 23, easily beating AC15) for 9hp,
multiplied by 10/9th for 10hp. This leaves the Gnolls with just 2hp. Just 54 Gnolls remain standing (300x11/2).
The Gnolls route and the Knights are victorious!

Fighters vs Starship

A lone Griffon-class Starship, the ?Verdant Princess? is plying the spacelanes when it is attacked by pirates.
They ambush from around an asteroid, 10 Stirge-class Fighters. The captain of the Starship, an Half-elven
Merchant by the name of Kithillien Mahadrascapore has little choice but to turn and fight.

® Griffon-class Starship: HD7d10+21 (59hp), AC17, +11 Beam Laser (2d6+4), CSx10
e 10 Stirge-class Fighters, HD1d10 (5hp), AC16, +7 Breach and lock-on, CSx9

Kith instructs her 5 crewmembers to prepare for boarders. Stirge-class Fighters attack by attaching to the hull
of their opponent, using cutting gear to inflict a point of damage each round. When 5hp of damage is done,
there?s a hole large enough to allow the pirates to board.

The Striges strike first, rolling poorly (4+7=11 vs AC17) and Kith?s maneuvering has avoided them. She
replies by cutting across them with her Beam Laser, easily catching them all in the blast (12+11=32 vs AC16)
for 11hp x 10/9 = 12hp damage. All that remains of the tiny Fighters is space-dust and Kith breathes a sigh of
relief?..

?..which stops midgasp as a Hellhound-class Starship comes around the asteroid, it?s markings clearly
showing it belongs to Caleb Duo?nith, famed Drow Pirate - and her half-brother.

Combat
Microlite20 © Robin V. Stacey 2006-20080GL applies.
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Microlite20 - Minor Rules Expansions and Variants

Collected from the old Microlite20 web site. Most were probably by Greywulf.

Special Moves

Roll an attack at -8 to hit against d20+your opponent’s to-hit bonus. If you roll higher, you succeed. If not,
combat continues. If you’re using a weapon designed for the purpose (a sai to disarm, chain to trip, etc.) then
roll attack -4 instead.

Fatiguing Damage
This rule adds a bit of consequence to taking damage (either via combat or spell casting).

* When a character is reduced to 3/4 of their maximum Hit Points (rounded up) he/she is Fatigued.
* When a character is reduce to 1/2 or fewer of their maximum Hit Points (rounded up) he/she is Exhausted.

Unlike normal Fatigued and Exhausted conditions, these conditions are only removed when the character is
healed above the applicable Hit Point threshold. Normal rules for stacking Fatigue apply.

Example

A character reduced to “Fatigued” by damage who later suffers another level of Fatigue through physical
exertion is thus Exhausted. The Exhausted condition is removed with normal rest, however the Fatigued
condition remains until the character is healed above 3/4 of his/her maximum Hit Points.

Effects are the same as the d20 SRD:

Fatigued

A fatigued character can neither run nor charge and takes a -2 penalty to Strength and Dexterity. Doing
anything that would normally cause fatigue causes the fatigued character to become exhausted. After 8 hours of
complete rest, fatigued characters are no longer fatigued.

Exhausted

An exhausted character moves at half speed and takes a -6 penalty to Strength and Dexterity. After 1 hour of
complete rest, an exhausted character becomes fatigued. A fatigued character becomes exhausted by doing
something else that would normally cause fatigue.

Criticals

The Core Rules say: “Natural 20 is automatically a critical doing maximum damage.”

But: Players love fantastic stuff to happen when they roll a natural 20 in combat. Various variants suggest
themselves. This is what I like to do:

Print the Critical Hit Tables from the HARP Lite manual (get it from the HARP site in the free download
section) around page 56. When players roll a natural 20, roll 1d100 on the appropriate critical hits table. Add 5x
STR bonus (or DEX bonus if using a light weapon and prefering DEX) to the result.



Example: A thief with DEX 16 using his knife and rolling a natural 20 gets a 1d100+15 on the puncture critical
table. (I suggest you don’t use this table against players...)

Last session, the level 1 priest decided to walk out into the forest in the middle of the night, trying to talk to the
trees. A Kappa (4 HD) surprises him. He flees back to the village. The kappa follows. The priest draws his bow,
takes aim, and rolls a natural 20. I roll 1d100+15 because the priest has DEX 16. The result is an awesome
92+15=107!

“You impale foe in the lung—he’ll die in 12 gurgling rounds. Foe takes 29 Hits, is stunned 12 rounds, bleeds 3
per round, and is at -20.”

I’m sure my players will remember this event for a while to come!

Alternative
Let them roll a second attack. Repeat as long as a natural 20 comes up. This is simpler, but lacks the gory
details.

Combat Bonus

In this variant a character’s Base Attack Bonus provides a bonus to their Armor Class as well as to their
Attacks. This variant works well with the Base Attack Bonus by class variant. If you use this variant consider
counting an armor’s Armor Class bonus as Damage Reduction instead.

Cleave

To speed up combat, replace the ability to make multiple attacks if your attack bonus is +6 or more with the
following:

If the melee attack bonus is +6 and the attacker drops or slays a foe, he is granted one additional attack against
another opponent in melee weapon striking distance that round. As long as the combatant is dropping foes, he
can continue attacking others until one does not fall to the might of his weapon.

As suggested by EditorBFG, wording by WSmith (with minor editing by GreyWulf)

Skill Use Examples

Here are the skills from the d20 SRD and their Microlite20 equivalents:

Appraise - com+MIND

Balance - phys+DEX

Bluff - com+MIND

Climb - phys+DEX or STR, whichever is highest

Concentration - doesn’t apply. GM’s fiat applies

Craft - it’s an out of game thing. No one ever crafts things in-game, so it’s a redundant skill. Alternatively,
know+DEX

Decipher Script - know+MIND or com+MIND

Diplomacy - com+MIND



Disable Device - sub+MIND or sub+DEX

Disguise - sub+MIND

Escape Artist - sub+DEX or sub+STR, depending on what you’re escaping out of

Forgery - com+DEX

Gather Information - com+MIND

Handle Animal - com+MIND or com+STR if the animal is bigger than you

Heal - know+MIND

Hide - sub+DEX

Intimidate - could be phys+STR, or sub+MIND or com+STR. You choose

Jump - phys+STR (long jump) or phys+DEX (high jump)

Knowledge - know+MIND

Listen - sub+MIND

Move Silently - sub+DEX

Open Lock - sub+DEX

Perform - com+MIND, though it could be DEX if you’re juggling, or STR if you’re a weightlifter
Profession - com+MIND, usually

Ride - com+DEX

Search - sub+MIND

Sense Motive - com+MIND

Sleight of Hand - sub+DEX

Speak Language - doesn’t apply. You either know the language or you don’t. Alternatively, com+MIND to
understand subtle nuances, | guess

Spellcraft - MIND only

Spot - sub+MIND

Survival - phys+STR to survive, or sub+DEX or STR to hunt stuff.

Swim - phys+STR

Tumble - phys+DEX

Use Magic Device - you can either use it, or you can’t. GM fiat. Alternatively, MIND only

Use Rope - no, never ever. Use Rope is a DEAD SKILL. This skill is dead. It has passed the mortal coil (of
rope). Use phys+DEX if you must, but don’t say | didn’t warn you.

Combat Example

Simple one-on-one example
Here’s our thief Alex (HP 19, Melee +4 for 1d10+3, AC 15) sneaking up on an Orc wearing studded leather and
wielding a falchion (HP 1d8+1=3, Melee +1 for 2d4+4, AC 13).

Alex tries to sneak up to the Orc: Roll 1d20+sub+DEX. 1+5+2 = 8. Not good. The Orc has to beat only 8 to
spot him. He rolls 1d20+sub+MIND (1 from his 1 HD, 0 for MIND bonus) for 11+1 = 12, easily noticing
Alex’s attempt to be a shadow.

But what do you expect when you roll a natural 1...

The Orc hits Alex: 1d20 (19) + 1 = 20 which is bigger than AC 15. Damage is 2d4 (3) + 4 = 7. Alex is now
down to 12 HP.

Time for initiative rolls! Alex has 1d20 (10) + 2 = 12, the orc has 1d20 (5). Alex is first and attacks with 1d20
(9) + 4 = 14 which is higher than 13. He hits for 1d10 (7) + 3 = 10 points of damage. This kills the orc.

Four against an Ogre



Ok, while eating breakfast this morning I tried the following Ogre fight against my players. These are real
player characters, except for Yasu Odong, because | don’t have his character sheet here, and | had to advance
Yonkyu and Yasu Odong from 2nd level to 3rd.

Kyoshi, Fighter-3, 29hp, STR 16, DEX 12, MIND 8, AC 16, Masterwork Katana+8/+3 (1d10+7)

Myung, Rogue-3, 21hp, STR 12, DEX 18, MIND 9, AC 14, Wakizashi+7/+2 (1d6+1)

Yonkyu, Cleric-3, 23hp, STR 9, DEX 18, MIND 11, AC 14, Takujo+3 (1d6), Kyuu+7/+2 (1d8), Magic+3 (“The
Archer”)

Yasu Odong, Mage-3, 18hp, STR 5, DEX 11, MIND 14, Tanto+1 (1d4-2), Magic+5

VS.
Ogre, 29hp, AC 16, club+8 (2d8+7).

We’re assuming no surprise, no ranged combat, no ambush, and thus I rule that attacks go in order of attack
bonus. Since both the ogre and Kyoshi have +8, | rule that the Ogre goes first, then the exact order of players
doesn’t matter for the rest of the round.

Ogre rolls 10+8, does 12 damage to Kyoshi — down to 17.

Kyoshi rolls 17+8, does 10 damage to Ogre — down to 19.

Kyoshi rolls 2+3, misses.

Myung tries to hide, rolls 4 + sub (7) + DEX bonus (4) = 15

Ogre tries to spot, rolls 3 + HD (4) = 7, fails.

Yonkyu casts Bull’s Strength on Kyoshi (giving him STR 20), uses 5hp — down to 18.

Yasu Odong casts Sleep on Ogre, rolls 10 + Magic Attack Bonus (5) = 15, uses 3hp — down to 15
Ogre tries to resist, rolls 15 + HD (4) = 19, succeeds.

Ogre rolls 8+8, does 17 damage to Kyoshi — down to 0!

Myung attacks from the shadows, rolls 12+7, does 5+7 damage — down to 7.

(In an alternate universe the sneak failed and he rolled 12 and 15, doing 5 and 6 damage, bringing the ogre
down to 8.)

Yonkyu sees that the ogre is badly hurt and rolls 18, does 3 damage — down to 4.

Yasu Odong casts Sleep on Ogre, rolls 9 + Magic Attack Bonus (5) = 14, uses 3hp — down to 12
Ogre tries to resist, rolls 6 + HD (4) = 10, fails, and will fall asleep next round!

Ogre rolls 15+8, does 20 damage to Myung — down to 1!

Myung rolls 9+7, does 5 damage to ogre — killing it before sleep takes effect.

Party wins!

Yonkyu casts Cure Light Wounds twice on Kyoshi & Myung, costing him 12 hp total, healing 2d8+6 for each:
15 for Kyoshi and 14 for Myung.

Status:

Kyoshi @ 15/29hp
Myung @ 15/21hp
Yonkyu @ 11/23hp
Yasu Odong @ 12/18hp
58% of max.

Conclusion:

1. Not a point landing with the party ending at 58% instead of 75%.
2. Combat was interesting | think.

3. The ogre having the initiative did not decide the fight.



Character Creation Example

Let’s create a thief! Name: Alex. Class: Rogue. Race: Human. Level: 1. That was easy.
Roll 4d6: 5, 5, 2, 4. Drop 2 for a total of 14. Assuming this is above average, let’s assign this to DEX.

Roll another 4d6: 5, 2, 5, 6. Drop 2 for a total of 16. Damn! Should have used this for DEX. Doesn’t matter,
however. We’ll use it for STR. This is going to be a master assassin!

Roll the last 4d6: 5, 5, 3, 3. Drop 3 for a total of 13. This must be my lucky day. Use it for MIND.

This gives us STR 16, DEX 14, MIND 13. STR bonus is +3, DEX bonus is +2, MIND bonus is +1 since we
have to round down.

Skills are Level + 1 because we’re human. And Sub is + 3 because we’re a rogue. Thus: Phys 2, Sub 5, Know 2,
Comm 2.

There’s no magic to worry about. As for combat, we’ll be wearing studded leather and a large weapon because
we’re so strong: A katana, which we could use as a two-handed weapon, if necessary!

Hitpoints is STR + 1d6 (3) = 19. Not bad for a rogue...
Armour Class is 10 + DEX bonus (+2) + armour bonus (+3 for studded leather) = 15.

Melee attack bonus is Level + STR bonus = +4.
Missile attack bonus is Level + DEX bonus = +3.

Let’s consider the katana like a bastard sword. Damage is thus 1d10 + STR bonus = 1d10+3.

Level Advancement Example

The 1st level adventurers have just completed a dungeon adventure, and defeated 5 EL 1 encounters, an EL2
trap and the EL3 leader. That’s a total of EL10, so they all advance to level 2. They need to defeat another 20
Encounter Levels to reach Level 3.

Sanity Checks

SAN checks are a popular element in the Call of Cthulhu role-playing game.

To implement them in Microlite20 use MINDX5 as your starting SAN, then run SAN checks as per the Call of
Cthulhu rules.

This would work as a substitute:



If the character encounters something that is likely to threaten their sanity (a rotting corpse, a vampire, a dragon,
Great Cthulhu, etc), the player rolls d100. If the result exceeds their current SAN, they roll another dice (usually
a d6, though more - many more! - for particularly frightening sights) and deduct that amount from their SAN.

I suggest that if they lose 1/10th of their current SAN in one go they gain a temporary insanity, such as short-
term catatonia, nightmares or a phobia. When their SAN reaches 0, they're hopelessly lost. SAN can be regained
through therapy, rest and weak tea.

For example: Matt Warren, Occult P.I. has a MIND of 16, so his SAN is 80 at the start of the campaign. His
first case involves a series of bodies that have been discovered with their lips and eyelids sewn shut with red
thread. He's in the morgue, and on his first sight of the bodies makes a SAN check, getting a 92 for the result.
He rolls a d6 and gets a 4, meaning his SAN is now 76.

And thus begins the slow descent into madness.............

Alternate Skill System

Higher level characters in Microlite20 tend to be very skilled even at things outside of their area of expertise. A
+3 bonus to one skill at level 1 is a significant advantage. However, by level 20 (and beyond), that bonus is
marginal.

To signify the different specialties of each class you can use the following system.

# Clerics are at (Level + 3 + Mind Modifier) for Communication, and (Half-Level + Ability Modifier) for all
other skills. The GM may rule that a Cleric uses (Level + MIND) for Knowledge when used for all things
related to dogma-related.

# Fighters are at (Level + 3 + Strength Modifier) for Physical, and (Half-Level + Ability Modifier) for all other
skills. The GM may rule that a Fighter uses (Level + MIND) for Knowledge when applicable to martial areas.
# Magi are at (Level + 3 + Mind Modifier) for Knowledge, and (Half-Level + Ability Modifier) for all other
skills. The GM may rule that a Magi uses (Level + MIND) for Communication when dealing with other spell
casters.

# Rogues are at (Level + 3 + Dexterity Modifier) for Subterfuge and (Half-Level + Ability Modifier) for all
other skills. The GM may rule that a Rogue uses (Level + MIND) for Knowledge when applicable to all things
rogue-like.

When determining a skill that is at “half-level” always round down.

Adding Charisma

Adding CHA as a stat is as simple as writing it onto your character sheet and making an extra 4d6 roll during
character generation.

The skill bonus can than be used in place of your MIND bonus for any interactions with intelligent creatures.

Examples

Bluffing past a guard - sub+CHA

Intimidating the barbarian leader with a show of might - phys+CHA
Convincing the elven court that you mean no harm to their forest - com+CHA
Haggling down a merchant - com+CHA



Alternative
You can still simulate charismatic leaders by having non-magi with a high MIND stat.

Multiclassing

To Multiclass in Microlite20 simply take an additional class at your next level break, subject to GM permission.
It is not recommended for Games Masters to allow more than two class combinations however as this can lead
to Powergaming Munchkinitis, a dreadful disease that afflicts some role-players.

Optionally, only allow a class change every third level (3,6,9,etc).

Certain class combinations can be used to simulate other base D&D classes:

Fighter + Cleric = Paladin

Rogue + Cleric = Bard

etc.

As an additional option, characters do not get the +3 bonus to the specialty skill of that class, only the first class

a character takes receives this bonus. This should cut down on min/maxing and allow characters to branch into
multiple classes freely.

Monks

Monks use no armour. They have a +3 bonus to Physical and can fight unarmed (kicks, punches, etc) doing d6
damage (STR bonus to damage still applies). Their unarmed damage increases every four levels starting at the
fourth level as shown in the following table:

Level 1-3 47 811 12-15 16-19 20

Damage 1d6 1d8 1d10 2d6 2d8 2d10

Their attacks count as magical after 3rd level.

They gain an AC bonus equal to half their level (rounded up) provided they are wearing no more than loose
fitting clothes.

Level 1-2 3-4 56 7-8 9-10

AC Bonus +1 +2 +3 +4 +5

Ninjas are the same as Monks, but gain +3 to Sub instead of the +3 to Phys.

Monks can use DEX bonus + level instead of STR bonus + level as melee attack bonus if unarmed.

Additionally, the following may be applicable for some campaigns:



Monks make multiple attacks per round by taking -2 on the first attack, -4 on the second attack, and so on, as
long as their melee attack bonus is positive.

Example: Mu Ehr is a 5th level monk with STR 12/+1 and DEX 18/+4. He uses DEX based Gong Fu to fight
and thus has a melee bonus +9 for a single attack. When using a Flurry of Blows, he has four attacks at
+7/+5/+3/+1. He deals 1d8+1 points of damage when he hits. His AC is 17.

His older brother Chen Dong is a 5th level monk with STR 17/+3 and DEX 15/+2. He uses STR based Iron Fist
moves and has a melee bonus of +8. When using a Flurry of Blows, he has three attacks at +6/+4/+2 (there is no
+0 attack). He deals 1d8+3 points of damage when he hits. His AC is 15.

Druids

A Druid is a Cleric who worships Nature and Nature spirits. Generate as a Cleric but use the Druid spell lists
from the SRD. Druids avoid using metal where possible, preferring living or once-living materials (leather,
wood, etc).

From third level a Druid can Wild Shape into any small animal (eg a fox or badger) once a day. Every three
levels the number of uses increases by one (2/day at 6th, 3/day at 9th, etc). A Druid can use up 2 uses by Wild
Shaping into a medium-sized animal (eg, a wolf), or 3 uses by Wild Shaping into a large animal (eg, a bear).

Base Attack Bonus

This variant makes certain classes better at fighting than others.

# Clerics have a Base Attack Bonus equal to 1/2 of their level (rounded up).
# Fighters have a Base Attack Bonus equal to their level.

# Rogues have a Base Attack Bonus equal to 3/4 of their level (rounded up).
# Magi have a Base Attack Bonus equal to 1/2 of their level (rounded up).

Halfbreeds

Halfbreed races are a common staple of fantasy.

Half-Orc +3STR, -1MIND

Half-EIf +1MIND, +1 comm

Mul (Half-Dwarf) +1STR, +1 phys
Quarterling (Half-Halfling) +1DEX, +1 sub

Half-Fiend +3MIND, -1STR or -1DEX

Half-Stone Elemental +3STR, -1DEX
Half-Air Elemental +3MIND, -1STR
Half-Water Elemental +3DEX, -1MIND
Half-Fire Elemental +3MIND, -1DEX



Magic Variants

Turn Undead Alternatives

As an alternative to the rules for Turning Undead presented in the Core Rules, consider the following two
variants:

(from Deimodius)

The Undead Turning: Level Check variant (UA pg67) has the cleric make a level check against each undead up
to a certain HD limit, and within the 60” range. The cleric’s level check (like a Wizards level check) is 1d20 +
Cleric Ivl + Cha mod. The DC to beat is 10 + Monster HD + Turn Resistance (if any) + Cha mod. A cleric can
affect a number of HD worth of creatures = to Effective Cleric Ivl x 3. Any affected creatures are “frozen in
place for 1 round as if paralysed” (even creatures with immunity to paralysis). The cleric can concentrate each
round to prolong the effect up to 10 rounds. If the creature is attacked or takes damage, the effect is broken and
the creature can act normally on it’s next turn. UA also suggests that if you use this variant, undead with turn
resistance of +4 or higher should get a turn resistance increase of an extra +2.

Beating the DC by 5 or more means the cleric can choose to turn or rebuke (if evil) the undead normally (rather
than just freezing them). If the creature’s HD is = to 1/2 the Cleric’s Ivl or lower, no check is needed (it
automatically succeeds), the undead is destroyed, and it still counts towards total HD worth that can be affected.

For m20, I would see it working something like this:

Turn Check = 1d20 + Clr Ivl + MIND mod
DC =10 + creature HD + Turn Resistance + MIND mod

In the interests of speeding play, the PC makes only 1 turn check roll and it is applied to all undead within range
from lowest to highest HD in order until all HD that cleric can affect are used. So a Ivl 1 cleric can affect a total
of 3 HD worth of undead with that one check.

As above, undead with HD equal to or less than 1/2 the cleric’s Ivl are automatically affected and are destroyed.
HD of these undead are still part of total HD that can be affected.

The cost to use this ability is a loss of HP equal to the total HD the cleric affects (or chooses to affect).

(from Darrell)

Use an m20 version of the ‘Positive Energy Burst’ variant from Complete Divine. When the cleric says he’s
going to attempt a turn, every undead critter within 30 feet must make a “Will save” (Knowledge + MIND). If
the critter fails the check, he takes 1d6 points of damage per the cleric’s level.

Open Ended Magic System

This Magic System is inspired by Realms of Renown and provides a completely open framework for spell-
casting. It is particularly well suited for use with Ultramicrolite20.

A spellcaster does not use a spell list, but manipulates raw magic to create any required effect. Because of the
flexibility of the system however, it is recommended that the player note a few pre-prepared examples in
advance to keep the game moving quickly.



To cast any spell the caster rolls his Magic Attack. If this system is being used with Ultramicrolite20 then use
Know+MIND bonus as Magical Attack.

The DC depends on the type of spell.

Spell type DC

Directly damaging Target’s AC

Mind affecting, unwilling target 10+opponent’s MIND bonus
Willing target/Self 0

Inanimate object 10*

*Special materials and locations may be more or less susceptible to magical manipulation.
Each spell cast (failed or otherwise) that day increases the DC by +2.

If a d20 rolls a natural twenty, add and roll again. If further natural twenties are rolled, continue adding and
rolling.

For every 5 points (or part thereof) above the DC the caster may add 1 point to damage, range, area of effect or
duration. If they are unstated, then the defaults are used.

Spell Attribute Default Each point allocated adds....
Damage 0 1d6*

Range Touch 30’

Area of effect 0 10’ radius

Duration Instant 1 round

*1 Hit in Ultramicrolite20

“Damage” could be positive energy to make it a healing spell instead recovering 1d6 damage per point.
Transformation spells must exceed the hp of the target to be successful. Turning a 6hp commoner into a frog for
a few rounds is simple; doing the same to a dragon is considerably more difficult, and will likely take several
rounds and a lot of courage!

A spell lasts as long as the caster concentrates (performing no other action) or as long as it’s stated duration.
Examples

Norris the Elder is a 5th Level Mage with MIND 16. His Magical Attack is (5+3) +8. Norris has been captured
by Gnolls and wishes to teach the leader a lesson. From within his wooden cage he throws a fireball into the
centre of the gnoll gathering, targeting the campfire (DC10) 20’ away. He rolls 18+8 = 26. That’s 4 points to to
put in to the fireball, so one goes into Range, two into damage and one into Area of Effect. All Gnolls within
10’ of the campfire take 2d6 damage and start patting out singed fur, howling in pain. Norris chuckles.

Norris is beaten badly for this stunt and is back in the cage, down to just 3hp. He casts Heal on himself (DCO,
+2 as it’s his second spell that day). He rolls 10+8 = 18 which exceeds DC2 by 16 points. He allocates all four
points to “damage” and heals 4d6hp. He’s back to full health.

Deciding it’s time to make a break for freedom, Norris tries to use magical force to break the back of the cage.
The bars are strong wood (DC10+4 as this is his third spell today). Norris rolls a natural 20, then a 12 for a total
of (20+12+8) 40. That gives him 5 points to play with. Wanting to do it slowly so as not to attract attention, he



puts one point into damage (1d6), 3 into rounds and the GM ok’s 1 point being spent to keep everything silent.
By the time the Gnolls notice the hole in the bars, Norris is long gone.

New Magic Items

While any magic item from the SRD or published adventures is usable with Microlite20, there is room for a few
more which are unique to the system. These items work according to the rules given in Microlite20 and can be
used in place of published treasure.

Cyrdwa's Torc

A plain silver circlet worn around the forehead. A grants +2 MIND and the ability to speak and read Elven
while worn. Named after a famed Elven philosopher

Guildsmen's Gloves

These are long black gloves often worn hidden. Closely associated with a large thieve’s guild; if spotted being
used by a non-member they will often take steps to retrieve them. They grant +2 DEX when worn.

Hill Giant Breastplate

A plain looking breatplate of dull steel, crudely shaped to look like rippling muscles. It grants the wearer the
usual +5 AC, and also +2 STR. Anyone using this for a period of time begins to have strange, primitive dreams
leading to a fear that it is cursed in some way.

Holy Symbols

A Cleric wielding a Holy Symbol of his faith gains a +4 bonus on checks to Turn Undead. A non-cleric can
attempt to Turn Undead using the Holy Symbol. They make a single Magic Attack with a DC equal to the
current Hit Points of the Undead, though do not gain the +4 bonus.

Spellstaves

A spell staff can look like any common staff, varying in size and style from a stout walking stick up to an ornate
creation higher than the wielder’s head. It’s form is no measure of power, however, for the plainest staff often
holds the most power. Spell staves come in two types - Magestaffs, and Mitres. As the name implies, a
Magestaff is useful only to a Mage (it is a plain, non-magic staff in anyone else’s hands), and a Mitre to a
Cleric. In all other respects, their powers and method of creation are the same.

Spellstaves hold Hit Points that are usable for casting spells. These can be used in place of the caster’s own Hit
Points to power any spell, up to the limit of it’s own resources. The caster can choose at the point of casting
whether to fuel the spell using her own Hit Points, or those contained in the staff.

Spellstaves are infused with power in a special ceremony involving at least three spellcasters of the same type
(Magi or Clerics) whose total level is equal to the number of Hit Points to be implanted in the staff. For
example, three 5th Level Magi could implant a total of 15 HP into a staff in one ceremony. All participants must
be willing. The loss of Hit Points is shared evenly between the participants, and recovered after 8 hours rest, as
per the rules for spellcasting.



Spellstaves can be recharged at any time, and there is no known limit to the amount of Hit Points a spellstave
can store. In legend, the Godking of Rhul was said to hold a Mitre donated by a grateful populace which held
over a 10,000 Hit Points of power.

If a spellstave is broken it unleashes the stored magical energy in a single powerful blast. It does 1d6 damage
per 5 Hit Points stored to a range of 10” per 5 HP. It is said that Rhul was once a green and verdant land,
completely unlike the blasted desert it is today. One can only theorise what became of the Godking’s Mitre.

Magic Points

As an alternative to using hit points (hp) to fuel spells, give magi and clerics a magic point (mp) pool equal to
their maximum hit point total. Use these to cast spells. Magic points regenerate after eight hours of rest.

Example: Max is a mage-1. He has STR 10, 16hp and 16 magic points. He casts 5 magic missiles spell. This
is a level 1 spell costing 2x1+1=3 points each, for a total of 15 magic points, leaving him with one magic point.

In an emergency, a mage or cleric can convert hit-points to magic-points at a rate of 2:1. The hit-points thus
converted will regenerate after eight hours of rest, just like magic points. They cannot be healed any other way.

Example: Having cast 5 magic missiles, Max casts another one in desperation; he needs three magic points
but has only one. He can invest four hit points to make up for the lacking two magic points. He’s down to 12hp
and Omp. Best of luck, Max.

Magic Item Creation

Clerics and Wizards gain the ability to make magic items at certain class levels. This translates to being able to
buy these items, but at half their usual purchase price. This represents the raw materials required to make the
item. Making items requires equipment (a forge, etc), the right skills and time as per the existing item creation
rules. Making magic items does not cost XP.

Here’s when Wizards and Clerics can make stuff:

1 Scroll

3 Potion and Wondrous Item
5 Wand, Arms and Armor

9 Rod

12 Staff, Ring

(Basically the same as the feat prerequisites)

Kami Magic

This is an optional magic system that can co-exist with other magic systems. This is a system for clerics, since it
involves intercession with the spiritual world and constrains the kind of magic that can be worked.

Kami are spirits; virtually everything has a spirit, from the table to plants to bugs. To effect simple spell, all the
cleric has to do is reach into the spirit world and pull a kami’s essence into the real world. Pulling a firefly kami
into the real world might effect a light spell, for example.



Design considerations:

Strength

Great flexibility for players.
Balancing Forces

The kami present and thus the spells available are determined by the current environment. No long distance
magic unless delivered by a weapon. Powerful spells can require negotiation and the doing of favors.
Similarities

RuneMagic, but dependent on the environment instead of on the known runes.

The dependence on the local spirits “available” to a would-be magic user is essential. No fireflies in a hall full
of dancing drunkards. No exploding sulfur kami out in the woodlands without a burning torch or campfire
nearby. In a way, it could work like controlling the fire spirit in the movie Howl’s Moving Castle (2004).

For more interesting applications, the essence of a kami can be bound to physical objects such as doors,
animals, or weapons. Pulling a spider kami into the real world, binding it to an arrow, and hitting a target with it
will do damage as normal and effect a fear spell involving webs and bugs and many spiders crawling out of the
wound, into the victim’s face, and so on.

More powerful spells require more powerful spirits, which might request the doing of a favor before effecting
spells. Evil effects might require evil kami which may be interested in cheating the cleric unless successfully
threatened by even bigger bullies. This is why evil kami magic usually involves something akin to selling your
soul to evil demons... Enlisting the help of well-meaning kami, on the other hand, might entail some questing
on their behalf.

If high-powered magic is controlled via such negotiations, it should not be necessary to take alignment into
account. Any kami will serve, if either forced (if weak) or convinced (if strong).

The effect of kami magic is usually one HD affected per spell level, one die of damage done per spell level, or
similar. In dire need, it should be possible to invoke stronger spells, by negotiating with stronger kami, if the
current environment is appropriate.

Clerics should prepare a list of commonly used kami & their effect when used (including their signature spells!)
and refer to this list for quick reference during game play.

If you’re a cleric with very high DEX, you might want to play a Kami Archer. Almost all spells will be effected
by binding kami to arrows and firing them at enemies. Any spell effected by binding a kami to an arrow and
shooting the arrow at a target would be considered a signature spell. The binding to the arrow itself takes a
single round for simple spells, and lasts for ten rounds, unless a separate binding spell is used. Thus, up to nine
arrows can be prepared with simple spells and unleashed starting in the tenth round. Kamis can also be used to
increase the range of arrows, fly around curves, etc.



Microlite20 MONSTER LIST

Skills: All creatures have a bonus to all skills
(Physical, Subterfuge, Knowledge and
Communication) equal to their number of Hit
Dice. If the creature is intelligent, add +3 to
one skill. Add stat bonuses to suit and as logic
dictates. This is intentionally kept open - if you
need a sneaky bugbear, assign the +3 bonus
to Subterfuge; if a warrior, give +3 to
Physical; for a spell-caster assign the +3 to
Knowledge or Communication and give levels
of Mage or Cleric (see below).

Monster Advancement: To make a tougher
monster, add more Hit Dice; each additional
HD adds one to their skill and combat bonuses.
For each doubling of the Hit Dice, increase the
dice size for attacks (ie, d4->d6, d6->d8, etc).
Alternatively, add class levels to intelligent
monsters. Start with the base Hit Dice and add
levels of Fighter, Rogue, Mage or Cleric as
required.

Create your own: Assign Hit Dice (d8 for
most things, d12 for Dragons and Undead).
Attack bonus and skill level = number of Hit
Dice. If it's an intelligent critter, +3 bonus to
one skill. Add stat bonuses to suit.

Animal

Badger: HD 1d8+2 (6 hp), AC 15, Claw +4 (1d2-1)

Black Bear: HD 3d8+6 (19 hp), AC 13, Claw +6
(1d4+4) or bite +1 (1d6+2)

Brown Bear: HD 6d8+24 (51 hp), AC 15, Claw +11
(1d8+8) or bite +6 (2d6+4)

Bison: HD 5d8+15 (37 hp), AC 13, Gore +8 (1d8+9)

Boar: HD 3d8+12 (25 hp), AC 16, Gore +4 (1d8+3)

Cat: HD '2d8 (2 hp), AC 14, Claw +4 (1d2-4)

Crocodile: HD 3d8+9 (22 hp), AC 16, Bite +6
(1d8+6) or tail slap +6 (1d12+6)

Dog: HD 1d8+2 (6 hp), AC 15, Bite +2 (1d4+1)

Donkey: HD 2d8+2 (11 hp), AC 13, Bite +1 (1d2)

Eagle: HD 1d8+1 (5 hp), AC 14, Talons +3 (1d4)

Giant Crocodile: HD 7d8+28 (59 hp), AC 16, Bite
+11 (2d8+12) or tail slap +11 (1d12+12)

Horse (heavy): HD 3d8+6 (19 hp), AC 13, Hoof -1
(1d6+1)

Horse (light): HD 3d8+6 (19 hp), AC 13, Hoof -2
(1d4+1)

Mule: HD 3d8+9 (22 hp), AC 13, Hoof +4 (1d4+3)

Pony: HD 3d8+6 (19 hp), AC 13, Hoof -1 (1d6+1)

Snake (constrictor): HD 3d8+6 (19 hp), AC 15, Bite
+5 (1d3+4), constrict (1d3+4)

Snake (giant constrictor): HD 11d8+14 (63 hp), AC
15, Bite +13 (1d8+10), constrict (1d8+10)

Snake (small viper): HD 1d8 (4 hp), AC 17, Bite +4
(1d2-2 plus poison)

Snake (medium viper): HD 2d8 (9 hp), AC 16, Bite
+4 (1d4-1 plus poison)

Snake (large viper): HD 3d8+6 (19 hp), AC 15, Bite
+4 (1d4 plus poison)

Snake (huge viper): HD 6d8+6 (33 hp), AC 15, Bite
+6 (1d6+4 plus poison)

War Dog: HD 2d8+4 (13 hp), AC 16, Bite +3
(1d6+3)

Warhorse (heavy): HD 4d8+12 (30 hp), AC 14, Hoof
+6 (1d6+4)

Warhorse (light): HD 3d8+9 (22 hp), AC 14, Hoof +4
(1d4+3)

Warpony: HD 2d8+4 (13 hp), AC 13, Hoof +3
(1d3+2)

Wolf: HD 2d8+4 (13 hp), AC 14, Bite +3 (1d6+1)

Ankheg
HD 3d10+12 (28 hp), AC 18, Bite +7 (2d6+7 plus
1d4 acid)

Assassin Vine
HD 4d8+12 (30 hp), AC 15, Slam +7 (1d6+7),
constrict (1d6+7)

Bugbear
HD 3d8+3 (16 hp), AC 17, Morningstar +5 (1d8+2)
or javelin +3 (1d6+2)

Choker
HD 3d8+3 (16 hp), AC 17, Tentacle +6 (1d3+3)

Cockatrice
HD 5d10 (27 hp), AC 14, Bite +9 (1d4-2 plus
petrification, DC 12 phys+STR to negate)

Dinosaur

Deinonychus: HD 4d8+16 (34 hp), AC 16, Talons +6
(2d6+4) or bite +1 (2d4+2)

Megaraptor: HD 8d8+43 (79 hp), AC 16, Talons +9
(2d8+5) or bite +4 (2d6+2)

Triceratops: HD 16d8+124 (196 hp), AC 18, Gore
+20 (2d8+15)

Tyrannosaurus: HD 18d8+99 (180 hp), AC 14, Bite
+20 (3d6+13)

Dire Animal

Dire Bear: HD 12d8+51 (105 hp), AC 17, Claw +19
(2d4+10) and bite +13 (2d8+5)

Dire Rat: HD 1d8+1 (5 hp), AC 15, Bite +4 (1d4 plus
disease)

Dire Wolf: HD 6d8+18 (45 hp), AC 14, Bite +11
(1d8+10)

Dragon

Young Red: HD 13d12+39 (123 hp), AC 21, Bite +20
(2d6+7) or Breath 10d10 DC24 phys+DEX to
dodge for half

Very Old Red: HD 31d12+248 (449 hp), AC 36, Bite
+40 (4d6+13) or breath 18d10 fire, DC 33
phys+DEX to dodge for half

Adult Gold: HD 23d12+115 (264 hp), AC 30, Bite
+32 (2d8+11) or breath 12d10 fire, DC 26
phys+DEX to dodge for half

Young Adult Silver: HD 19d12+79 (202 hp), AC 28,
Bite +24 (2d6+6) or breath 10d8 cold, DC 23
phys+DEX to dodge for half

Dwarf
HD 1d8+2 (6 hp), AC 16, Waraxe +3 (1d10+1) or
shortbow +1 (1d6)

Earth Elemental (large)
HD 8d8+32 (68 hp), AC 18, Slam +12 (2d8+7)

EIf
HD 1d8 (4 hp), AC 15, Longsword +2 (1d8+1) or
longbow +3 (1d8)

Gargoyle
HD 4d8+19 (37 hp), AC 16, Claw +6 (1d4+2)



Gelatinous Cube

HD 4d10+32 (54 hp), AC 3, Slam +1 (1d6 +1d6
acid) plus engulf (paralysis + 1d6 acid/round, DC 13
phys+DEX to negate)

Ghoul
HD 2d12 (13 hp), AC 14, Bite +2 (1d6+1 plus
paralysis) or claws +0 (1d3 plus paralysis)

Gnoll
HD 2d8+2 (11 hp), AC 15, Battleaxe +3 (1d8+2) or
shortbow +1 (1d6)

Goblin
HD 1d8+1 (5 hp), AC 15, Morningstar +2 (1d6) or
javelin +3 (1d4)

Griffon
HD 7d10+21 (59 hp), AC 17, Bite +11 (2d6+4)

Halfling
HD 1d8+1 (5 hp), AC 16, Shortsword +3 (1d6) or
light crossbow +3 (1d6)

Hellhound

HD 4d8+4 (22 hp), AC 16, Bite +5 (1d8+1 plus 1d6
fire)

Hill Giant

HD 12d8+48 (102 hp), AC 20, Greatclub +16
(2d8+10) or rock +8 (2d6+7)

Hobgoblin
HD 1d8+2 (6 hp), AC 15, Longsword +2 (1d8+1) or
javelin +2 (1d6+1)

Human Commoner
HD 1d8+1 (5 hp), AC 12, Dagger +1 (1d6+1) or
sling +1 (1d4)

Kobold
HD 1d8 (4 hp), AC 15, Spear +1 (1d6-1) or sling +3
(1d3)

Lizardfolk

HD 2d8+2 (11 hp), AC 15, Claw +2 (1d4+1) or club
+2 (1d6+1) or javelin +1 (1d6+1)

Nymph

HD 6d6+6 (27 hp), AC 17, Dagger +6 (1d4) or
stunning glance (unable to act for 2d4 rounds, DC 17
phys+STR to negate)

Ogre
HD 4d8+11 (29 hp), AC 16, Greatclub +8 (2d8+7)
or javelin +1 (1d8+5)

Orc
HD 1d8+1 (5 hp), AC 13, Falchion +4 (2d4+4) or
javelin +1 (1d6+3)

Otyugh
HD 6d8+9 (36 hp), AC 17, Tentacle +4 (1d6 plus
disease)

Owlbear
HD 5d10+25 (52 hp), AC 15, Claw +9 (1d6+5)

Rust Monster
HD 5d8+5 (27 hp), AC 18, Antennae touch +3 (rust)

Shadow
HD 3d12 (19 hp), AC 13, Incorporeal touch +3 (1d6
Str)

Shambling Mound
HD 8d8+24 (60 hp), AC 20, Slam +11 (2d6+5),
constrict (2d6+7)

Skeleton Warrior
HD 1d12 (6 hp), AC 15, Scimitar +1 (1d6+1) or claw
+1 melee (1d4+1)

Stirge
HD 1d10 (5 hp), AC 16, Touch +7 (attach)

Stone Golem
HD 14d10+30 (107 hp), AC 26, Slam +18 (2d10+9)

Treant
HD 7d8+35 (66 hp), AC 20, Slam +12 (2d6+9)

Troll
HD 6d8+36 (63 hp), AC 16, Claw +9 (1d6+6)

Vampire Spawn

HD 4d12+3 (29 hp), AC 15, Slam +5 (1d6+4 plus
energy drain -1 level, DC 14 phys+STR to negate)
or blood drain (-1d4 STR)

Vermin

Monstrous Scorpion (tiny): HD %2d8+2 (4 hp), AC
14, Claw+2 (1d2-4) or sting -3 (1d2-4 plus
poison)

Monstrous Scorpion (small): HD 1d8+2 (6 hp), AC
14, Claw+1 (1d3-1) or sting -4 (1d3-1 plus
poison)

Monstrous Scorpion (large): HD 5d8+10 (32 hp), AC
16, Claw+6 (1d6+4) or sting +1 (1d6+2 plus
poison)

Monstrous Scorpion (huge): HD 10d8+30 (75 hp),
AC 20, Claw+11 (1d8+6) or sting +6 (2d4+3 plus
poison)

Monstrous Spider (tiny): HD 2d8 (2 hp), AC 15, Bite
+5 (1d3-4 plus poison)

Monstrous Spider (small): HD 1d8 (4 hp), AC 14,
Bite +4 (1d4-2 plus poison)

Monstrous Spider (large): HD 4d8+4 (22 hp), AC 14,
Bite +4 (1d8+3 plus poison)

Monstrous Spider (huge): HD 8d8+16 (52 hp), AC
16, Bite +9 (2d6+6 plus poison)

Wererat

Human Form: HD 2d8+3 (12 hp), AC 15, Rapier +2
(1d6+1) or light crossbow +1 (1d8)

Dire Rat Form: HD 2d8+3 (12 hp), AC 17, Bite +6
(1d4+1 plus disease)

Hybrid Form: HD 2d8+3 (12 hp), AC 16, Rapier +5
(1d6+1) or light crossbow +4 (1d8)

Werewolf

Human Form: HD 3d8+7 (20 hp), AC 17, Longsword
+3 (1d8+1) or light crossbow +2 (1d8)

Wolf Form: HD 3d8+7 (20 hp), AC 16, Bite +5
(1d6+3)

Hybrid Form: HD 3d8+7 (20 hp), AC 16, Claw +4
(1d4+2)

Wight
HD 4d12 (26 hp), AC 15, Slam +3 (1d4+1 plus
energy drain)

Wraith
HD 5d12 (32 hp), AC 15, Incorporeal touch +5 (1d4
plus -1d6 STR, DC 14 phys+STR to negate)

Wyvern
HD 7d12+14 (59 hp), AC 18, Sting +10 (1d6+4 plus
poison) or Talon +10 (2d6+4) or Bite +10 (2d8+4)

Zombie
HD 2d12+3 (16 hp), AC 11, Slam +2 (1d6+1) or
club +2 melee (1d6+1)
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MONSTER QUICK STATISTICS
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Monster AC HD hp Init Attacks and Qualities
Aboleth 16 8d8+40 76 +1 4 tentacles +12 (1d6+9 and transformation); transformation, psionics, enslave; mucus cloud
Achaierai 20 6d8+12 39 +1 2 claws +9 (2d6+4), bite +4 (4d6+2); black cloud; SR 19
incorporeal touch +3 (1d4 perm. Wis); babble, madness; undead, incorporeal, +2 turn
Allip 15 4d12 26 +5 resistance

Ani. Object, Tiny 14 1/2.d10 2 +2 slam +1 (1d3-1); construct, hardness, etc.

Ani. Object, Small 14 1d10 5 +1 slam +1 (1d4); construct, hardness, etc.

Ani. Object, Med. 14 2d10 11 0 slam +2 (1d6+1); construct, hardness, etc.

Ani. Object, Large 14 4d10 22 0 slam +5 (1d8+4); construct, hardness, etc.

Ani. Object, Huge 13 8d10 44 -1 slam +9 (2d6+7); construct, hardness, etc.

Ani. Object, Garg. 12 16d10 88 -2 slam +15 (2d8+10); construct, hardness, etc.

Ani. Object, Col. 11 32d10 176 -3 slam +25 (4d6+13); construct, hardness, etc.

Ankheg 18 3d10+9 25 0 bite +6 (2d6+7); imp. grab, acid, spit acid; tremorsense

Aranea 13 3d8+6 19 +6 bite +4 (1d6 &p); poison (DC13, 1d6/2d6 Str), spells, web; alternate form

Arrowhawk, Juv. 20 3d8+3 16 +5 electricity ray +9 (2d6), bite +9 (1d6+1); electricity ray; immunities, fire and cold resistance 20

electricity ray +12 (2d8), bite +12 (1d8+2); electricity ray; immunities, fire and cold resistance
Arrowhawk, Adult 21 7d8+7 38 +5 20

electricity ray +19 (2d8), bite +20 (2d6+9); electricity ray; immunities, fire and cold resistance
Arrowhawk, Elder 22 15d8+45 112 +5 20

Assassin Vine 15  4d8+12 30 0 slam +7 (1d6+7); camouflage, electricity immunity, cold and fire resistance 20, blindsight
2 huge clubs +12/+12 (2d6+4), bite +14 (2d8+4 &p), or 2 rocks +5/+5 (2d6); poison (DC22,
Athach 20 14d8+70 133 +1 1d6/2d6 Str)
Azer 19 2d8+2 11 +1 warhammer +3 (1d8+1 and 1 fire), halfspear +3 (1d6+1 and 1 fire); heat; SR 13, fire subtype
bite +9 (1d6+3), 2 claws +4 (1d4+1); spell-like abilities, feed; damage reduction 15/+1, scent,
Barghest 18 6d8+6 33 +6 alternate form

bite +12 (1d8+4), 2 claws +7 (1d6+2); spell-like abilities, feed; damage reduction 15/+1,
Barghest, Greater 20 9d8+18 58 +6 scent, alternate form

Basilisk 16 6d10+12 45 -1 bite +8 (1d8+3); petrifying gaze

bite +15 (2d4+8), 6 claws +10 (1d4+4); breath (70 ft., DC19, 7d6), improved grab, swallow

Behir 16 9d10+45 94 +1 whole, constrict 2d8+8; electricity immunity, scent, can't be tripped

Beholder 20 11d8+11 60 +4 eyerays +7 (var.), bite +2 (2d4); eye rays; all-around vision, antimagic cone, fly
Belker 22 7d8+7 38 +5 2 wings +9 (1d6+2), bite +4 (1d4+1), 2 claws +4 (1d3+1); smoke claws; smoke form
Blink Dog 16 4d10 22 +3 bite +4 (1d6); blink, dimension door, scent

slam +6 (1d8+1); death gaze; DR 15/silver, fire and acid resistance 20, electricity immunity,

Bodak 15 9d12 58 +6 sunlight vul., flashback
Bugbear 17 3d8+3 16 +1 morningstar +4 (1d8+2), javelin +3 (1d6+2); darkvisn. 60 ft.
Bulette 22 9d10+45 94 +2 bite +12 (2d8+8), 2 claws +7 (2d6+4); leap; scent, tremors.

Carrion Crawler 17 3d8+6 19 +2 8 tentacles +3(par), bite -2(1d4+1); paralysis (DC13); scent

Cel., Lantern Arch. 15 1d8 4 +4 2light rays +2 (1d6); spell abilities; DR 20/+1, cel. qualities

bite +8 (1d8+2), 2 slams +3 (1d4+1); spell-like abilities; DR 10/+1, SR 16, celestial qualities,
Cel., Hound Arch. 19 6d8+6 33 +4 scent, alternate form

2 claws +9 (2d6+2), 2 wings +9 (2d8+2); spell-like abilities, fear aura; DR 10/+1, SR 25,
Cel., Avoral 21 7d8+7 38 +7 celestial qualities, lay on hands, animal telepathy, true seeing

+4 greatsword +21/+16 (2d6+14 & positive energy), 2 light rays +11 (2d12); spell-like
Cel., Ghaele 25 10d8+20 65 +5 abilities, spells, gaze, DR 25/+3, SR 28, celestial qualities, alternate form

+4 greatsword +21/+16/+11 (2d6+11); spell-like abilities, spells, trumpet; DR 10/+1, SR 29,
Cel., Trumpet Arch 27 12d8+12 66 +7 celestial qualities
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+3 heavy mace of disruption +21/+16/+11 (1d8+12 & stun); stun, spell-like abilities; DR
Cel., Astral Deva 29 12d8+48 102 +8 10/+1, SR 30, celestial qualities, uncanny dodge

+3 greatsword +23/+18/+13 (2d6+13); spell-like abilities, spells; DR 30/+3, SR 30, celestial
Cel., Planetar 32 14d8+70 133 +8 qualities, fast healing 10

+5 dancing vorpal grtsword +35/+30/+25/+20/15 (2d6+18), +2 mty comp. I-bow

+28/+23/+18/+13/+8 (1d8+7 & slaying); spell-like abilities, spells; DR 35/+4, SR 32, celestial
Cel., Solar 35 22d8+110 209 +9 qualities, fast healing 15
Centaur 15 4d8+8 26 +2 greatclub +7 (1d10+4), 2 hooves +3 (1d6+2), mighty composite longbow +5 (1d8+4)

2 claws +10 (1d3+2 & corporeal instability); SR 15, immune to transformation, immune to
Chaos Beast 16 8d8+8 44 +5 critical hits

bite +12 (2d6+4), bite +10 (1d8+2), butt +10 (1d8+2), 2 claws +10 (1d6+2); breath (40 or 20
Chimera 16 9d10+27 76 +1 ft., DC17, 3d8); scent
Choker 16 3d8+3 16 +4 2 tentacles +6 (1d3+3); haste, imp. grab, constrict 1d3+3

2 claws +12 (2d6+5); improved grab, squeeze, paralysis (DC19); paralysis and poison
Chuul 22 11d8+44 93 +7 immunity
Cloaker 19 6d8+18 45 +7 tail +8 (1d6+5), bite +3 (1d4+2); moan, engulf; shadow shift
Cockatrice 14 5d10 27 +3 bite +4 (1d4-2); petrification; petrification immunity

bite +12 (1d3+6 &p); poison (DC16, 2d4/4d4 Str), spells, psionics, constrict 2d8+6; telepathy,
Couatl 15  9d8+18 58 +7 ethereal jaunt
Darkmantle 17 1d10+1 6 +4 slam +5 (1d4+4); drknss, imp. grab, constrict 1d4+4; bindst

2 slams +17 (1d6+8 and 2d6 acid); acid immunity, corrosive slime, tremorsense, stone
Delver 14  15d8+75 142 +5 shape

2 claws +3 (1d4), bite +1 (1d4); spell-like abilities, summon demon; DR 5/silver, SR 5,
Demon, Dretch 16 2d8 9 0 demon qualities

2 claws +8 (1d3-1 &p), bite +3 (1d4-1); poison (DC13, 1d4/ 2d4 Dex), spell-like abilities, DR
Demon, Quasit 18 3d8 13 +3 5/silver, SR 5, poison immunity, fire resistance 20, alternate form, regen. 2

2 claws +7 (1d3+1); spell-like abilities, energy drain (kiss, remove DC18), summon demon;
Demon, Succubus 20 6d8+6 33 +1 DR 20/+2, SR 12, demon qualities, alternate form, tongues

bite +19 (2d6+9 &p), 2 claws +14 (2d4+4 & armor damage); poison (DC20, 1d6/2d6 Con),
Demon, Bebilith 25 12d8+48 102 +5 web; DR 30/+3, protective aura, plane shift, scent, telepathy

4 claws +12 (2d6+7), bite +7 (1d6); eye rays +6 ranged touch, improved grab, find target;
Demon, Retriever 22 10d10 55 +1 construct, fast heal. 5

2 claws +11 (1d8+4), bite +9 (1d6+2), 2 rakes +9 (1d4+2); spell-like abilities, spores,
Demon, Vrock 25 8d8+24 60 +2 screech, dance of ruin, summon demon; DR 20/+2, SR 22, demon qualities

bite +13 (4d4+5), 2 claws +8 (1d6+2); spell-like abilities, stench (10 ft., DC17, nausea),
Demon, Hezrou 26  9d8+27 67 0 improved grab, summon demon; DR 20/+2, SR 23, demon qualities, half damage

2 pincers +15 (2d6+7), 2 claws +13 (1d3+3), bite +13 (1d4+3); spell abilities, imp. grab,
Demon, Glabrezu 27 10d8+40 85 0 summon demon; DR 20/+2, SR 21, demon qualities, detect magic, true seeing

bite +15 (2d4+6), 2 claws +13 (1d4+3); spell-like abilities, smite, summon demon; DR 20/+2,
Demon, Nalfeshne. 28 11d8+44 93 +1 SR 24, demon qualities, know alignment, see invisibility

weapon +13/+8 (1d8+5), 5 weapons +13 (1d8+2), tail slam +11 (4d6+2); spell-like abilities,
Demon, Marilith 29  9d8+45 85 +2 imp. grab, constrict 4d6+7, summon demon; DR 20/+2, SR 25, demon qualities

+1 vorpal greatsword +18/+13/+8 (2d6+8), whip +17 (1d4+3 & entangle), 2 slams +19

(1d6+7 & fear); spell-like abilities, fear, entangle, body flames, summon demon; DR 30/+3,
Demon, Balor 30 13d8+52 110 +5 SR 28, demon qualities, death throes
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2 claws +9 (1d6+4); destructive harmonics, reverberating harmonics; blindsight, protection
Destrachan 16 8d8+24 60 +5 from sonics
Devil, Lemure 13 2d8 9 0 2claw +2 (1d3); DR 5/silver, SR 5, devil qualities, mindless
sting +8 (1d4 &p); poison (DC13, 1d4/2d4 Dex), spell-like abilities; DR 5/silver, SR 5, poison
Devil, Imp 18 3d8 13 +3 immunity, fire resistance 20, see in darkness, polymorph, regen. 2
bite +9 (1d8+5), 2 claw +4 (1d4+2), sting +4 (3d4+2 &p); poison (DC14, 1d6, 2d6 Str), spell-
Devil, Osyluth 17 5d8+10 32 +4 like abilities, fear aura, summon devil; DR 10/+1, SR 22, devil qualities, know alignment
2 chain rakes +9 (1d8+1); dancing chains, unnerving gaze; DR 20/+2, SR 17, cold immunity,
Devil, Kyton 18 8d8+8 44 +4 regeneration 2
2 claws +12 (1d4+6), bite +7 (2d6+3); pounce, improved grab, rake 1d4+3; scent, invisible in
Devil, Bezekira 14 7d8+21 52 +6 light, SR 16, DR 20/+2, fire resistance 20
glaive +8/+3 (1d10+3 & wounding), 2 claws +8 (1d4+2); beard (1d8+2 &d), disease (DC14),
Devil, Barbazu 17 6d8+6 33 +4 battle frenzy, summon devil; DR 10/+1, SR 23, devil qualities
longsword +8/+3 (1d8+3), longbow +7/+2 (1d8), rope +7 (entangle); charm person, summon
Devil, Erinyes 20 6d8+6 33 +1 devil; DR 10/+1, SR 12, devil qualities, tongues
2 claws +12 (2d4+3 & fear); improved grab, impale 3d4+4, summon devil; DR 10/+1, SR 23,
Devil, Hamatula 22 9d8+9 49 0 devil qualities
whip +15/+10/+5 (1d6+5 & stun), 2 claws +15 (1d4+5), bite +9 (1d4+2), tail +9 (1d3+2 and
wound); spell-like abilities, fear aura, wound, summon devil; DR 20/+2, SR 24, devil
Devil, Cornugon 25 11d8+33 82 +1 qualities, regeneration 5
longspear +17/+12/+7 (1d8+9), 2 claw +17 (1d8+6), bite +12 (2d4+3), tail +12 (3d4+3 &
Devil, Gelugon 28 12d8+60 114 +1 cold); spell-like abils, fear aura, summon devil; DR 20/+2, SR 25, devil qualities, regen. 5
2 claws +19 (1d6+7), 2 wings +14 (1d4+3), bite +14 (2d6+3 &p &d), tail +14 (2d4+3); poison
(DC21, 1d6 Str/death), disease (DC14), spell abil., fear, improved grab, constrict 2d4+10,
Devil, Pit Fiend 30 13d8+65 123 +5 sum. devil; DR 30/+3, SR 28, devil qual., regen. 5
2 claws +11 (1d6+5); energy drain (remove DC19), trap essence, spell-lk abilities; undead,
Devourer 18 12d12 78 +4 spell deflection, SR 21
Digester 17 8d10+24 68 +6 rake +11 (1d8+4); acid spray (20 ft. Cone, 4d8, every 1d4 rounds); scent, acid immunity
Dino, Deinonychus 16  4d10+12 34 +2 rake +6 (2d6+4), 2 claws +1 (1d3+2), bite +1 (2d4+2); scent
Dino, Elasmosaur. 13 5d10+25 52 +2 bite +9 (2d8+12); scent
Dino, Megaraptor 16  8d10+32 76 +2 rake +9 (2d8+5), 2 claws +4 (1d4+2), bite +4 (2d6+2); scent
Dino, Triceratops 18 16d10+112 200 -1 gore +15 (2d8+7); charge for x2 damage, trample; scent
Dino, Tyrannosaur. 14 18d10+72 171 +1 bite +20 (5d8+13); improved grab, swallow whole; scent
Dire Rat 15 1d8+1 5 +3 bite +4 (1d4 &d); disease (DC12); scent
Dire Weasel 16 3d8 13 +4 bite +6 (1d6+3); attach, blood drain (2d4 Con/rnd); scent
Dire Badger 16 3d8+12 25 +3 2 claws +4 (1d4+2), bite -1 (1d6+1); rage; scent
Dire Bat 20  4d8+12 30 +6 bite +5 (1d8+4); blindsight
Dire Ape 15  5d8+10 32 +2 2claws +8 (1d6+6), bite +3 (1d8+3); rend 2d6+12; scent
Dire Wolverine 16  5d8+20 42 +3 2 claws +8 (1d6+6), bite +3 (1d8+3); rage; scent
Dire Wolf 14  6d8+18 45 +2 bite +10 (1d8+10); trip; scent
Dire Boar 15 7d8+21 52 0 bite +12 (1d8+12); ferocity; scent
Dire Lion 15  8d8+24 60 +2 2 claw +12 (1d6+7), bite +7 (1d8+3); pnce, rake 1d6+3; scnt
Dire Bear 17 12d8+48 102 +1 2 claws +18 (2d4+10), bite +13 (2d8+5); imp. grab; scent
Dire Tiger 16 16d8+48 120 +2 2 claw +18(2d4+8), bite +13 (2d6+4); pnce, rake 2d4+4; scnt
Dire Shark 17 18d8+54 135 +2 bite +17 (2d6+9); imp. grab, swallow whole; keen scent
Displacer Beast 16 6d10+18 51 +2 2tentacles +9 (1d6+4), bite +4 (1d8 +2); displacement, resistance to ranged attacks
Doppelganger 15 4d8+4 22 +1 2slams +4 (1d6+1); detect thoughts; alter self, immunities
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Drag., Black, Wig 15  4d12+4 30 0 bite +6 (1d4), 2 claws +1 (1d3); breath (30 ft., DC13, 2d4); blindst (30 ft.), immunities
Drag., Black, VY 17 7d12+7 52 0 bite +9 (1d6+1), 2 claws +4 (1d4); breath (40 ft., DC14, 4d4); blindst (60 ft.), immunities

bite +12 (1d8+2), 2 claws +7 (1d6+1), 2 wings +7 (1d4+1); breath (60 ft., DC17, 6d4); blindst
Drag., Black, Yng 19 10d12+20 85 0 (90 ft.), immunities

bite +16 (1d8+3), 2 claws +11 (1d6+1), 2 wings +11 (1d4+1); breath (60 ft., DC18, 8d4),
Drag., Black, Juv 22 13d12+26 110 0 spell-like abilities; blindst (120 ft.), immunities

bite +19 (2d6+4), 2 claws +14 (1d8+2), 2 wings +14 (1d6+2), tail slap +14 (1d8+6); breath

(80 ft., DC21, 10d4), spell-like abilities, spells (1st), fright (150 ft., DC19); blindst (150 ft.), DR
Drag., Black, YA 24 16d12+48 152 0 5/+1, immunities, SR 17

bite +24 (2d6+6), 2 claws +19 (1d8+3), 2 wings +19 (1d6+3), tail slap +19 (1d8+9); breath

(80 ft., DC23, 12d4), spell-like abilities, spells (3rd), fright (180 ft., DC20); blindst (180 ft.),
Drag., Black, Adl 27 19d12+76 199 0 DR 5/+1, immunities, SR 18

bite +28 (2d8+8), 2 claws +23 (2d6+4), 2 wings +23 (1d8+4), tail slap +23 (2d6+12); breath

(100 ft., DC26, 14d4), spell-like abilities, spells (5th), fright (210 ft., DC23); blindst (210 ft.),
Drag., Black, MA 29 22d12+110 253 +4 DR 10/+1, immunities, SR 21

bite +32 (2d8+9), 2 claws +27 (2d6+4), 2 wings +27 (1d8+4), tail slap +27 (2d6+13); breath

(100 ft., DC27, 16d4), spell-like abilities, spells (7th), fright (240 ft., DC24); blindst (240 ft.),
Drag., Black, Old 32 25d12+125 287 +4 DR 10/+1, immunities, SR 22

bite +36 (2d8+10), 2 claws +31 (2d6+5), 2 wings +31 (1d8+5), tail slap +31 (2d6+15); breath

(100 ft., DC30, 18d4), spell-like abilities, spells (9th), fright (270 ft., DC27); blindst (270 ft.),
Drag., Black, VO 35 28d12+168 350 +4 DR 15/+2, immunities, SR 23

bite +40 (2d8+11), 2 claws +35 (2d6+5), 2 wings +35 (1d8+5), tail slap +35 (2d6+16); breath

(100 ft., DC31, 20d4), spell-like abilities, spells (11th), fright (300 ft., DC28); blindst (300 ft.),
Drag., Black, Anc 38 31d12+186 387 +4 DR 15/+2, immunities, SR 25

bite +42 (4d6+12), 2 claws +37 (2d8+6), 2 wings +37 (2d6+6), tail slap +37 (2d8+18); breath

(120 ft., DC34, 22d4), spell-like abilities, spells (13th), fright (330 ft., DC31); blindst (330 ft.),
Drag., Black, Wyr 39 34d12+238 459 +4 DR 20/+3, immunities, SR 26

bite +46 (4d6+13), 2 claws +41 (2d8+6), 2 wings +41(2d6+6), tail slap +41 (2d8+19); breath

(120 ft., DC36, 24d4), spell-like abilities, spells (15th), charm reptiles, fright (360 ft, DC33);
Drag., Black, GW 42 37d12+296 536 +4 blindst (360 ft.), DR 20/+3, immunities, SR 28
Drag., Blue, Wig 16 6d12+6 45 0 bite +8 (1d6+1), 2 claws +3 (1d4); breath (40 ft., DC14, 2d8); blindst (30 ft.), immunities

bite +11 (1d8+2), 2 claws +6 (1d6+1), 2 wings +6 (1d4+1); breath (60 ft., DC16, 4d8); blindst
Drag., Blue, VY 18 9d12+18 76 0 (60 ft.), immunities

bite +15 (1d8+3), 2 claws +10 (1d6+1), 2 wings +10 (1d4+1); breath (60 ft., DC18, 6d8);
Drag., Blue, Yng 21 12d12+24 102 0 blindst (90 ft.), immunities

bite +18 (2d6+4), 2 claws +13 (1d8+2), 2 wings +13 (1d6+2), tail slap +13 (1d8+6); breath
Drag., Blue, Juv 23 15d12+45 142 0 (80 ft., DC20, 8d8), spells (1st); blindst (120 ft.), immunities

bite +22 (2d6+5), 2 claws +17 (1d8+2), 2 wings +17 (1d6+2), tail slap +17 (1d8+7); breath

(80 ft., DC23, 10d8), spells (3rd), fright (150 ft., DC21); blindst (150 ft.), DR 5/+1, immunities,
Drag., Blue, YA 26 18d12+72 189 0 SR 19

bite +26 (2d8+7), 2 claws +21 (2d6+3), 2 wings +21 (1d8+3), tail slap +21 (2d6+10); breath

(100 ft., DC25, 12d8), spell-like abilities, spells (5th), fright (180 ft., DC23); blindst (180 ft.),
Drag., Blue, Adl 28 21d12+105 241 +4 DR 5/+1, immunities, SR 21

bite +30 (2d8+8), 2 claws +25 (2d6+4), 2 wings +25 (1d8+4), tail slap +25 (2d6+12); breath

(100 ft., DC27, 14d8), spell-like abilities, spells (7th), fright (210 ft., DC25); blindst (210 ft.),
Drag., Blue, MA 31 24d12+120 276 +4 DR 10/+1, immunities, SR 22

bite +34 (2d8+9), 2 claws +29 (2d6+4), 2 wings +29 (1d8+4), tail slap +29 (2d6+13); breath

(100 ft., DC29, 16d8), spell-like abilities, spells (9th), fright (240 ft., DC27); blindst (240 ft.),
Drag., Blue, Old 34 27d12+162 337 +4 DR 10/+1, immunities, SR 24
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Drag., Blue, VO

37

30d12+180

375

+4

bite +38 (2d8+10), 2 claws +33 (2d6+5), 2 wings +33 (1d8+5), tail slap +33 (2d6+15); breath
(100 ft., DC31, 18d8), spell-like abilities, spells (11th), fright (270 ft., DC29); blindst (270 ft.),
DR 15/+2, immunities, SR 25

Drag., Blue, Anc

38

33d12+231

445

+4

bite +40 (4d6+11), 2 claws +35 (2d8+5), 2 wings +35 (2d6+5), tail slap +35 (2d8+16); breath
(120 ft., DC33, 20d8), spell-like abilities, spells (13th), fright (300 ft., DC31); blindst (300 ft.),
DR 15/+2, immunities, SR 27

Drag., Blue, Wyr

41

36d12+288

522

+4

bite +44 (4d6+12), 2 claws +39 (2d8+6), 2 wings +39 (2d6+6), tail slap +39 (2d8+18); breath
(120 ft., DC36, 22d8), spell-like abilities, spells (15th), fright (330 ft., DC33); blindst (330 ft.),
DR 20/+3, immunities, SR 29

Drag., Blue, GW

44

39d12+312

565

+4

bite +48 (4d6+13), 2 claws +43 (2d8+6), 2 wings +43 (2d6+6), tail slap +43 (2d8+19); breath
(120 ft., DC37, 24d8), spell-like abilities, spells (17th), fright (360 ft., DC35); blindst (360 ft.),
DR 20/+3, immunities, SR 31

Drag., Green, Wig

5d12+5

37

bite +7 (1d6+1), 2 claws +2 (1d4); breath (20 ft., DC13, 2d6); blindst (30 ft.), immunities

Drag., Green, VY

8d12+16

68

bite +10 (1d8+2), 2 claws +5 (1d6+1), 2 wings +5 (1d4+1); breath (30 ft., DC16, 4d6); blindst
(60 ft.), immunities

Drag., Green, Yng

20

11d12+22

93

bite +14 (1d8+3), 2 claws +9 (1d6+1), 2 wings +9 (1d4+1); breath (30 ft., DC17, 6d6); blindst
(90 ft.), immunities

Drag., Green, Juv

22

14d12+42

133

bite +17 (2d6+4), 2 claws +12 (1d8+2), 2 wings +12 (1d6+2), tail slap +12 (1d8+6); breath
(40 ft., DC20, 8d6), spells (1st); blindst (120 ft.), immunities

Drag., Green, YA

25

17d12+68

178

bite +21 (2d6+5), 2 claws +16 (1d8+2), 2 wings +16 (1d6+2), tail slap +16 (1d8+7); breath
(40 ft., DC22, 10d6), spells (3rd), fright (150 ft., DC20); blindst (150 ft.), DR 5/+1, immunities,
SR 19

Drag., Green, Adl

27

20d12+100

230

+4

bite +25 (2d8+7), 2 claws +20 (2d6+3), 2 wings +20 (1d8+3), tail slap +20 (2d6+10); breath
(50 ft., DC25, 12d6), spell-like abilities, spells (5th), fright (180 ft., DC23); blindst (180 ft.), DR
5/+1, immunities, SR 21

Drag., Green, MA

30

23d12+115

264

+4

bite +30 (2d8+9), 2 claws +25 (2d6+4), 2 wings +25 (1d8+4), tail slap +25 (2d6+13); breath
(50 ft., DC26, 14d6), spell-like abilities, spells (7th), fright (210 ft., DC24); blindst (210 ft.), DR
10/+1, immunities, SR 22

Drag., Green, Old

33

26d12+156

325

+4

bite +34 (2d8+10), 2 claws +29 (2d6+5), 2 wings +29 (1d8+5), tail slap +29 (2d6+15); breath
(50 ft., DC29, 16d6), spell-like abilities, spells (9th), fright (240 ft., DC27); blindst (240 ft.), DR
10/+1, immunities, SR 24

Drag., Green, VO

36

29d12+174

362

+4

bite +38 (2d8+11), 2 claws +33 (2d6+5), 2 wings +33 (1d8+5), tail slap +33 (2d6+16); breath
(50 ft., DC30, 18d6), spell-like abilities, spells (11th), fright (270 ft., DC28); blindst (270 ft.),
DR 15/+2, immunities, SR 25

Drag., Green, Anc

37

32d12+224

432

+4

bite +40 (4d6+12), 2 claws +35 (2d8+6), 2 wings +35 (2d6+6), tail slap +35 (2d8+18); breath
(60 ft., DC33, 20d6), spell-like abilities, spells (13th), fright (300 ft., DC31); blindst (300 ft.),
DR 15/+2, immunities, SR 27

Drag., Green, Wyr

40

35d12+280

507

+4

bite +44 (4d6+13), 2 claws +39 (2d8+6), 2 wings +39 (2d6+6), tail slap +39 (2d8+19); breath
(60 ft., DC35, 22d6), spell-like abilities, spells (15th), fright (330 ft., DC32); blindst (330 ft.),
DR 20/+3, immunities, SR 28

Drag., Green, GW

43

38d12+304

551

+4

bite +48 (4d6+14), 2 claws +43 (2d8+7), 2 wings +43 (2d6+7), tail slap +43 (2d8+21); breath
(60 ft., DC37, 24d6), spell-like abilities, spells (17th), fright (360 ft., DC35); blindst (360 ft.),
DR 20/+3, immunities, SR 30

Drag., Red, WIg

16

7d12+14

59

bite +10 (1d8+3), 2 claws +5 (1d6+1), 2 wings +5 (1d4+1); breath (30 ft., DC15, 2d10);
blindst (30 ft.), fire subtype, immunities

Drag., Red, VY

18

10d12+30

95

bite +14 (2d6+5), 2 claws +9 (1d8+2), 2 wings +9 (1d6+2), tail slap +9 (1d8+7); breath (40 ft.,
DC18, 4d10); blindst (60 ft.), fire subtype, immunities

Drag., Red, Yng

21

13d12+39

123

bite +19 (2d6+7), 2 claws +14 (1d8+3), 2 wings +14 (1d6+3), tail slap +14 (1d8+10); breath
(40 ft., DC19, 6d10), spells (1st); blindst (90 ft.), fire subtype, immunities
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Drag., Red, Juv

24

16d12+64

168

0

bite +24 (2d6+9), 2 claws +19 (1d8+4), 2 wings +19 (1d6+4), tail slap +19 (1d8+13); breath
(0 ft., DC, d10), spells (3rd); blindst (120 ft.), fire subtype, immunities

Drag., Red, YA

26

19d12+95

218

bite +27 (2d8+10), 2 claws +22 (2d6+5), 2 wings +22 (1d8+5), tail slap +22 (2d6+15); breath
(50 ft., DC24, 10d10), spells (5th), fright (150 ft., DC21); blindst (150 ft.), fire subtype, DR
5/+1, immunities, SR 19

Drag., Red, AdI

29

22d12+110

253

+4

bite +31 (2d8+11), 2 claws +26 (2d6+5), 2 wings +26 (1d8+5), tail slap +26 (2d6+16); breath
(50 ft., DC26, 12d10), spells (7th), fright (180 ft., DC24); blindst (180 ft.), fire subtype, DR
5/+1, immunities, SR 21

Drag., Red, MA

32

25d12+150

312

+4

bite +34 (2d8+11), 2 claws +29 (2d6+5), 2 wings +29 (1d8+5), tail slap +29 (2d6+16); breath
(50 ft., DC28, 14d10), spells (9th), fright (210 ft., DC26); blindst (210 ft.), fire subtype, DR
10/+1, immunities, SR 23

Drag., Red, Old

33

28d12+196

378

+4

bite +36(4d6+12), 2 claws +31(2d8+6), 2 wings +31(2d6+6), tail slap +31 (2d8+18); breath
(60 ft., DC31, 16d10), spell-like abilities, spells (11th), fright (240 ft., DC29); blindst (240 ft.),
fire subtype, DR 10/+1, immunities, SR 24

Drag., Red, VO

36

31d12+248

449

+4

bite +40(4d6+13), 2 claws +35(2d8+6), 2 wings +35(2d6+6), tail slap +35 (2d8+19); breath
(60 ft., DC33, 18d10), spell-like abilities, spells (13th), fright (270 ft., DC31); blindst (270 ft.),
fire subtype, DR 15/+2, immunities, SR 26

Drag., Red, Anc

39

34d12+306

527

+4

bite +44(4d6+14), 2 claws +39(2d8+7), 2 wings +39(2d6+7), tail slap +39 (2d8+21); breath
(60 ft., DC36, 20d10), spell-like abilities, spells (15th), fright (300 ft., Will DC 34); blindst (300
ft.), fire subtype, DR 15/+2, immunities, SR 28

Drag., Red, Wyr

42

37d12+370

610

+4

bite +48(4d6+15), 2 claws +43(2d8+7), 2 wings +43(2d6+7), tail slap +43 (2d8+22); breath
(60 ft., DC38, 22d10), spell-like abilities, spells (17th), fright (330 ft., DC35); blindst (330 ft.),
fire subtype, DR 20/+3, immunities, SR 30

Drag., Red, GW

40d12+400

660

+4

bite +49(4d8+17), 2 claws +44(4d6+8), 2 wings +44(2d8+8), tail slap +44 (4d6+25); breath
(70 ft., DC40, 24d10), spell-like abilities, spells (19th), fright (360 ft., DC38); blindst (360 ft.),
fire subtype, DR 20/+3, immunities, SR 32

Drag., White, Wig

3d12+3

22

bite +5 (1d4), 2 claws +0 (1d3); breath (15 ft., DC12, 1d6); blindst (30 ft.), cold subtype,
immunities

Drag., White, VY

6d12+6

45

bite +8 (1d6+1), 2 claws +3 (1d4); breath (20 ft., DC14, 2d6); blindst (60 ft.), cold subtype,
immunities

Drag., White, Yng

9d12+18

76

bite +11 (1d8+2), 2 claws +6 (1d6+1), 2 wings +6 (1d4+1); breath (30 ft., DC16, 3d6); blindst
(90 ft.), cold subtype, immunities

Drag., White, Juv

21

12d12+24

102

bite +15 (1d8+3), 2 claws +10 (1d6+1), 2 wings +10 (1d4+1); breath (30 ft., DC18, 4d6),
spell-like abilities; blindst (120 ft.), cold subtype, immunities

Drag., White, YA

23

15d12+45

142

bite +18 (2d6+4), 2 claws +13 (1d8+2), 2 wings +13 (1d6+2), tail slap +13 (1d8+6); breath
(40 ft., DC20, 5d6), spell-like abilities, fright (150 ft., DC16); blindst (150 ft.), cold subtype,
DR 5/+1, immunities, SR 16

Drag., White, AdI

26

18d12+72

189

bite +23 (2d6+6), 2 claws +18 (1d8+3), 2 wings +18 (1d6+3), tail slap +18 (1d8+9); breath
(40 ft., DC23, 6d6), spell-like abilities, spells (1st), fright (180 ft., Will DC 19); blindst (180 ft.),
cold subtype, DR 5/+1, immunities, SR 18

Drag., White, MA

28

21d12+105

241

+4

bite +27 (2d8+8), 2 claws +22 (2d6+4), 2 wings +22 (1d8+4), tail slap +22 (2d6+12); breath
(50 ft., DC25, 7d6), spell-like abilities, spells (3rd), fright (210 ft., DC21); blindst (210 ft.), cold
subtype, DR 10/+1, immunities, SR 20

Drag., White, Old

31

24d12+120

276

+4

bite +31 (2d8+9), 2 claws +26 (2d6+4), 2 wings +26 (1d8+4), tail slap +26 (2d6+13); breath
(50 ft., DC27, 8d6), spell-like abilities, spells (5th), fright (240 ft., DC23); blindst (240 ft.), cold
subtype, DR 10/+1, immunities, SR 21
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Drag., White, VO

34

27d12+162

337

+4

bite +35 (2d8+10), 2 claws +30 (2d6+5), 2 wings +30(1d8+5), tail slap +30 (2d6+15); breath
(50 ft., DC29, 9d6), spell-like abilities, spells (7th), fright (270 ft., DC25); blindst (270 ft.), cold
subtype, DR 15/+2, immunities, SR 23

Drag., White, Anc

37

30d12+180

375

+4

bite +39 (2d8+11), 2 claws +34 (2d6+5), 2 wings +34(1d8+5), tail slap +34 (2d6+16); breath
(50 ft., DC31, 10d6), spell-like abilities, spells (9th), fright (300 ft., DC27); blindst (300 ft.),
cold subtype, DR 15/+2, immunities, SR 24

Drag., White, Wyr

38

33d12+231

445

+4

bite +41 (4d6+12), 2 claws +36 (2d8+6), 2 wings +36(2d6+6), tail slap +36 (2d8+18); breath
(60 ft., DC33, 11d6), spell-like abilities, spells (11th), fright (330 ft., DC28); blindst (330 ft.),
cold subtype, DR 20/+3, immunities, SR 25

Drag., White, GW

41

36d12+288

522

+4

bite +45 (4d6+13), 2 claws +40 (2d8+6), 2 wings +40(2d6+6), tail slap +40 (2d8+19); breath
(60 ft., DC36, 12d6), spell-like abilities, spells (13th), fright (360 ft., DC32); blindst (360 ft.),
cold subtype, DR 20/+3, immunities, SR 27

Drag., Brass, Wig

4d12+4

30

bite +6 (1d4), 2 claws +1 (1d3); breath (30 ft., DC13, 1d6 or 15 ft., sleep 1d6+1), spell-like
abilities; blindst (30 ft.), fire subtype, immunities

Drag., Brass, VY

7d12+7

52

bite +9 (1d6+1), 2 claws +4 (1d4); breath (40 ft., DC14, 2d6 or 20 ft., sleep 1d6+2), spell-like
abilities; blindst (60 ft.), fire subtype, immunities

Drag., Brass, Yng

10d12+20

85

bite +12 (1d8+2), 2 claws +7 (1d6+1), 2 wings +7 (1d4+1); breath (60 ft., DC17, 3d6 or 30 ft.,
sleep 1d6+3), spell-like abilities, spells (1st); blindst (90 ft.), fire subtype, immun.

Drag., Brass, Juv

22

13d12+26

110

bite +16 (1d8+3), 2 claws +11 (1d6+1), 2 wings +11 (1d4+1); breath (60 ft., DC18, 4d6 or 30
ft., sleep 1d6+4), spell-like abilities, spells (3rd); blindst (120 ft), fire subtype, immun.

Drag., Brass, YA

24

16d12+48

152

bite +19 (2d6+4), 2 claws +14 (1d8+2), 2 wings +14 (1d6+2), tail slap +14 (1d8+6); breath
(80 ft., DC21, 5d6 or 40 ft., sleep 1d6+5), spell-like abilities, spells (5th), fright (150 ft.,
DC20); blindst (150 ft), fire s-type, DR 5/+1, immun., SR 18

Drag., Brass, Adl

27

19d12+76

199

bite +24 (2d6+6), 2 claws +19 (1d8+3), 2 wings +19 (1d6+3), tail slap +19 (1d8+9); breath
(80 ft., DC23, 6d6 or 40 ft., sleep 1d6+6), spell-like abilities, spells (7th), fright (180 ft.,
DC21); blindst (180 ft), fire s-type, DR 5/+1, immun., SR 20

Drag., Brass, MA

29

22d12+110

253

+4

bite +28 (2d8+8), 2 claws +23 (2d6+4), 2 wings +23 (1d8+4), tail slap +23 (2d6+12); breath
(100 ft., DC26, 7d6 or 50 ft., sleep 1d6+7), spell-like abilities, spells (9th), fright (210 ft.,
DC24); blindst (210 ft), fire subtype, DR 10/+1, immunities, SR 22

Drag., Brass, Old

32

25d12+125

287

+4

bite +32 (2d8+9), 2 claws +27 (2d6+4), 2 wings +27 (1d8+4), tail slap +27 (2d6+13); breath
(100 ft., DC27, 8d6 or 50 ft., sleep 1d6+8), spell-lk abilities, spells (11th), fright (240 ft.,
DC25); blindst (240 ft), fire subtype, DR 10/+1, immunities, SR 24

Drag., Brass, VO

35

28d12+168

350

+4

bite +36 (2d8+10), 2 claws +31 (2d6+5), 2 wings +31 (1d8+5), tail slap +31 (2d6+15); breath
(100 ft., DC30, 9d6 or 50 ft., sleep 1d6+9), spell-lIk abilities, spells (13th), fright (270 ft.,
DC28); blindst (270 ft), fire subtype, DR 15/+2, immunities, SR 25

Drag., Brass, Anc

38

31d12+186

387

+4

bite +40 (2d8+11), 2 claws +35 (2d6+5), 2 wings +35 (1d8+5), tail slap +35 (2d6+16); breath
(100 ft., DC31, 10d6 or 50 ft., sleep 1d6+10), spell-lk abil, spells (15th), fright (300 ft., DC29);
blindst (300 ft), fire subtype, DR 15/+2, immunities, SR 27

Drag., Brass, Wyr

39

34d12+238

459

+4

bite +42 (4d6+12), 2 claws +37 (2d8+6), 2 wings +37 (2d6+6), tail slap +37 (2d8+18); breath
(120 ft., DC34, 11d6 or 60 ft., sleep 1d6+11), spell-lk abil, spells (17th), fright (330 ft., DC32);
blindst (330 ft), fire subtype, DR 20/+3, immunities, SR 28
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bite +46 (4d6+13), 2 claws +41 (2d8+6), 2 wings +41 (2d6+6), tail slap +41 (2d8+19); breath

(120 ft., DC36, 12d6 or 60 ft., sleep 1d6+12), spell-lk abil, spells (19th), fright (360 ft., DC33);
Drag., Brass, GW 42 37d12+296 536 +4 blindst (360 ft), fire subtype, DR 20/+3, immunities, SR 30

bite +7 (1d6), 2 claws +2 (1d4); breath (40 ft., DC14, 2d6 or 20 ft., repulsed 1d6+1), spell-like
Drag., Bronze, Wlg 15 6d12+6 45 0 abilities; blindst (30 ft.), immunities

bite +10 (1d8+1), 2 claws +5 (1d6), 2 wings +5 (1d4); breath (60 ft., DC16, 4d6 or O ft.,
Drag., Bronze, VY 17 9d12+18 76 0 repulsed 1d6+2), spell-like abilities; blindst (60 ft.), immunities

bite +14 (1d8+2), 2 claws +9 (1d6+1), 2 wings +9 (1d4+1); breath (60 ft., DC18, 6d6 or 30 ft.,
Drag., Bronze, Yng 20 12d12+24 102 0 repulsed 1d6+3), spell-like abilities, spells (1st); blindst (90 ft.), immunities

bite +17 (2d6+3), 2 claws +12 (1d8+1), 2 wings +12 (1d6+1), tail slap +12 (1d8+4); breath

(80 ft., DC20, 8d6 or 40 ft., repulsed 1d6+4), spell-like abilities, spells (3rd); blindst (120 ft.),
Drag., Bronze, Juv 22 15d12+45 142 0 immunities

bite +22 (2d6+5), 2 claws +17 (1d8+2), 2 wings +17 (1d6+2), tail slap +17 (1d8+7); breath

(80 ft., DC23, 10d6 or 40 ft., repulsed 1d6+5), spell-like abilities, spells (5th), fright (150 ft.,
Drag., Bronze, YA 25 18d12+72 189 0 DC23); blindst (150 ft.), DR 5/+1, immunities, SR 20

bite +26 (2d8+7), 2 claws +21 (2d6+3), 2 wings +21 (1d8+3), tail slap +21 (2d6+10); breath

(100 ft., DC25, 12d6 or 50 ft., repulsed 1d6+6), spell-like abilities, spells (7th), fright (180 ft.,
Drag., Bronze, Adl 27 21d12+105 241 +4 DC25); blindst (180 ft.), DR 5/+1, immunities, SR 22

bite +30 (2d8+8), 2 claws +25 (2d6+4), 2 wings +25 (1d8+4), tail slap +25 (2d6+12); breath

(100 ft., DC27, 14d6 or 50 ft., repulsed 1d6+7), spell-like abilities, spells (9th), fright (210 ft.,
Drag., Bronze, MA 30 24d12+120 276 +4 DC27); blindst (210 ft.), DR 10/+1, immunities, SR 23

bite +34 (2d8+9), 2 claws +29 (2d6+4), 2 wings +29 (1d8+4), tail slap +29 (2d6+13); breath

(100 ft., DC29, 16d6 or 50 ft., repulsed 1d6+8), spell-like abilities, spells (11th), fright (240 ft.,
Drag., Bronze, Old 33 27d12+162 337 +4 DC29); blindst (240 ft), DR 10/+1, immun., SR 25

bite +38 (2d8+10), 2 claws +33 (2d6+5), 2 wings +33(1d8+5), tail slap +33 (2d6+15); breath

(100 ft., DC31, 18d6 or 50 ft., repulsed 1d6+9), spell-like abilities, spells (13th), fright (270 ft.,
Drag., Bronze, VO 36 30d12+180 375 +4 DC31); blindst (270 ft), DR 15/+2, immun., SR 26

bite +40 (4d6+11), 2 claws +35 (2d8+5), 2 wings +35(2d6+5), tail slap +35 (2d8+16); breath

(120 ft., DC33, 20d6 or 60 ft., repulsed 1d6+10), spell-like abilities, spells (15th), fright (300
Drag., Bronze, Anc 37 33d12+231 445 +4 ft., DC33); blindst (300 ft), DR 15/+2, immun., SR 28

bite +44 (4d6+12), 2 claws +39 (2d8+6), 2 wings +39(2d6+6), tail slap +39 (2d8+18); breath

(120 ft., DC36, 22d6 or 60 ft., repulsed 1d6+11), spell-like abilities, spells (17th), fright (330
Drag., Bronze, Wyr 40 36d12+288 522 +4 ft., DC36); blindst (330 ft), DR 20/+3, immun., SR 29

bite +48 (4d6+13), 2 claws +43 (2d8+6), 2 wings +43(2d6+6), tail slap +43 (2d8+19); breath

(120 ft., DC37, 24d6 or 60 ft., repulsed 1d6+12), spell-like abilities, spells (19th), fright (360
Drag., Bronze, GW 43 39d12+312 565 +4 ft., DC37); blindst (360 ft), DR 20/+3, immun., SR 31

bite +7 (1d4), 2 claws +2 (1d3); breath (30 ft., DC13, 2d4 or 15 ft., slowed 1d6+1); blindst (30
Drag., Copper, Wlg 16  5d12+5 37 0 ft.), immunities

bite +10 (1d6+1), 2 claws +5 (1d4); breath (40 ft., DC15, 4d4 or 20 ft., slowed 1d6+2); blindst
Drag., Copper, VY 18 8d12+8 60 0 (60 ft.), immunities

bite +13 (1d8+2), 2 claws +8 (1d6+1), 2 wings +8 (1d4+1); breath (60 ft., DC17, 6d4 or 30 ft.,
Drag., Copper, Yng 20 11d12+22 93 0 slowed 1d6+3), spells (1st); blindst (90 ft.), immunities

bite +17 (1d8+3), 2 claws +12 (1d6+1), 2 wings +12 (1d4+1); breath (60 ft., DC19, 8d4 or 30
Drag., Copper, Juv 23 14d12+28 119 0 ft, slowed 1d6+4), spells (3rd); blindst (120 ft.), immunities
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Drag., Copper, YA

25

17d12+51

161

bite +20 (2d6+4), 2 claws +15 (1d8+2), 2 wings +15 (1d6+2), tail slap +15 (1d8+6); breath
(80 ft., DC21, 10d4 or 40 ft., slowed 1d6+5), spells (5th), fright (150 ft., DC21); blindst (150
ft.), DR 5/+1, immunities, SR 19

Drag., Copper, Adl

28

20d12+80

210

+4

bite +25 (2d6+6), 2 claws +20 (1d8+3), 2 wings +20 (1d6+3), tail slap +20 (1d8+9); breath
(80 ft., DC24, 12d4 or 40 ft., slowed 1d6+6), spell-like abilities, spells (7th), fright (180 ft.,
DC23); blindst (180 ft.), DR 5/+1, immunities, SR 21

Drag., Copper, MA

30

23d12+115

264

+4

bite +29 (2d8+8), 2 claws +24 (2d6+4), 2 wings +24 (1d8+4), tail slap +24 (2d6+12); breath
(100 ft., DC26, 14d4 or 50 ft., slowed 1d6+7), spell-like abilities, spells (9th), fright (210 ft.,
DC25); blindst (210 ft.), DR 10/+1, immunities, SR 23

Drag., Copper, Old

33

26d12+130

299

+4

bite +33 (2d8+9), 2 claws +28 (2d6+4), 2 wings +28 (1d8+4), tail slap +28 (2d6+13); breath
(100 ft., DC28, 16d4 or 50 ft., slowed 1d6+8), spell-like abilities, spells (11th), fright (240 ft.,
DC27); blindst (240 ft.), DR 10/+1, immunities, SR 25

Drag., Copper, VO

36

29d12+174

362

+4

bite +37 (2d8+10), 2 claws +32 (2d6+5), 2 wings +32(1d8+5), tail slap +32 (2d6+15); breath
(100 ft., DC30, 1804 or 50 ft., slowed 1d6+9), spell-like abilities, spells (13th), fright (270 ft.,
DC29); blindst (270 ft.), DR 15/+2, immunities, SR 26

Drag., Copper, Anc

39

32d12+192

400

+4

bite +41 (2d8+11), 2 claws +36 (2d6+5), 2 wings +36(1d8+5), tail slap +36 (2d6+16); breath
(100 ft., DC32, 20d4 or 50 ft., slowed 1d6+10), spell-Ik abilities, spells (15th), fright (300 ft.,
DC31); blindst (300 ft.), DR 15/+2, immunities, SR 28

Drag., Copper, Wyr

40

35d12+245

472

+4

bite +43 (4d6+12), 2 claws +38 (2d8+6), 2 wings +38(2d6+6), tail slap +38 (2d8+18); breath
(120 ft., DC34, 22d4 or 60 ft., slowed 1d6+11), spell-Ik abilities, spells (17th), fright (330 ft.,
DC33); blindst (330 ft.), DR 20/+3, immunities, SR 29

Drag., Copper, GW

43

38d12+304

551

+4

bite +47 (4d6+13), 2 claws +42 (2d8+6), 2 wings +42(2d6+6), tail slap +42 (2d8+19); breath
(120 ft., DC37, 24d4 or 60 ft., slowed 1d6+12), spell-Ik abilities, spells (19th), fright (360 ft.,
DC35); blindst (360 ft.), DR 20/+3, immunities, SR 31

Drag., Gold, Wig

8d12+16

68

bite +11 (1d8+3), 2 claws +6 (1d6+1), 2 wings +6 (1d4+1); breath (30 ft., DC16, 2d10 or 1
Str), spell-like abilities; blindst (30 ft.), fire subtype, immunities

Drag., Gold, VY

11d12+33

104

bite +15 (2d6+5), 2 claws +10 (1d8+2), 2 wings +10 (1d6+2), tail slap +10 (1d8+7); breath
(40 ft., DC18, 4d10 or 2 Str), spell-like abilities; blindst (60 ft.), fire subtype, immunities

Drag., Gold, Yng

22

14d12+42

133

bite +20 (2d6+7), 2 claws +15 (1d8+3), 2 wings +15 (1d6+3), tail slap +15 (1d8+10); breath
(40 ft., DC20, 6d10 or 3 Str), spell-like abilities, spells (1st); blindst (90 ft.), fire subtype,
immunities

Drag., Gold, Juv

25

17d12+68

178

bite +25 (2d6+9), 2 claws +20 (1d8+4), 2 wings +20 (1d6+4), tail slap +20 (1d8+13); breath
(40 ft., DC22, 8d10 or 4 Str), spell-like abilities, spells (3rd); blindst (120 ft.), fire subtype,
immunities

Drag., Gold, YA

27

20d12+100

230

+4

bite +28 (2d8+10), 2 claws +23 (2d6+5), 2 wings +23(1d8+5), tail slap +23 (2d6+15); breath
(50 ft., DC25, 10d10 or 5 Str), spell-like abilities, spells (5th), fright (150 ft., DC24); blindst
(150 ft.), fire subtype, DR 5/+1, immunities, SR 21

Drag., Gold, AdI

30

23d12+115

264

+4

bite +32 (2d8+11), 2 claws +27 (2d6+5), 2 wings +27(1d8+5), tail slap +27 (2d6+16); breath
(50 ft., DC26, 12d10 or 6 Str), spell-like abilities, spells (7th), fright (180 ft., DC26); blindst
(180 ft.), fire subtype, DR 5/+1, immunities, SR 23

Drag., Gold, MA

33

26d12+156

325

+4

bite +36 (2d8+12), 2 claws +31 (2d6+6), 2 wings +31(1d8+6), tail slap +31 (2d6+18); breath
(50 ft., DC29, 14d10 or 7 Str), spell-lk abilities, spells (9th), fright (210 ft., DC28); blindst (210
ft.), fire subtype, DR 10/+1, immunities, SR 25
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Drag., Gold, Old

34

29d12+203

391

+4

bite +39 (4d6+14), 2 claws +34 (2d8+7), 2 wings +34(2d6+7), tail slap +34 (2d8+21); breath
(60 ft., DC31, 16d10 or 8 Str), spell-like abilities, spells (11th), fright (240 ft., DC31); blindst
(240 ft.), fire subtype, DR 10/+1, immunities, SR 27

Drag., Gold, VO

37

32d12+256

464

+4

bite +43 (4d6+15), 2 claws +38 (2d8+7), 2 wings +38(2d6+7), tail slap +38 (2d8+22); breath
(60 ft., DC34, 18d10 or 9 Str), spell-like abilities, spells (13th), fright (270 ft., DC34); blindst
(270 ft.), fire subtype, DR 15/+2, immunities, SR 28

Drag., Gold, Anc

40

35d12+315

542

+4

bite +47 (4d6+16), 2 claws +42 (2d8+8), 2 wings +42(2d6+8), tail slap +42 (2d8+24); breath
(60 ft., DC36, 20d10 or 10 Str), spell-like abilities, spells (15th), fright (300 ft., DC36); blindst
(300 ft.), fire subtype, DR 15/+2, immunities, SR 30

Drag., Gold, Wyr

39

38d12+380

627

+4

bite +47 (4d8+17), 2 claws +42 (4d6+8), 2 wings +42(2d8+8), tail slap +42 (4d6+25); breath
(70 ft., DC39, 22d10 or 11 Str), spell-like abilities, spells (17th), fright (330 ft., DC39); blindst
(330 ft.), fire subtype, DR 20/+3, immunities, SR 31

Drag., Gold, GW

42

41d12+451

717

+4

bite +51 (4d8+18), 2 claws +46 (4d6+9), 2 wings +46(2d8+9), tail slap +46 (4d6+27); breath
(70 ft., DC41, 24d10 or 12 Str), spell-like abilities, spells (19th), fright (360 ft., DC41); blindst
(360 ft.), fire subtype, DR 20/+3, immunities, SR 33

Drag., Silver, Wig

7d12+7

52

bite +9 (1d6+1), 2 claws +4 (1d4); breath (20 ft., DC14, 2d8 or paralyzed 1d6+1), spell-like
abils; blindst (30 ft.), immun.

Drag., Silver, VY

10d12+20

85

bite +12 (1d8+2), 2 claws +7 (1d6+1), 2 wings +7 (1d4+1); breath (30 ft., DC17, 4d8 or
paralyzed 1d6+2), spell-like abilities; blindst (60 ft.), immunities

Drag., Silver, Yng

22

13d12+26

110

bite +16 (1d8+3), 2 claws +11 (1d6+1), 2 wings +11 (1d4+1); breath (30 ft., DC18, 6d8 or
paralyzed 1d6+3), spell-like abilities, spells (1st); blindst (90 ft.), immunities

Drag., Silver, Juv

24

16d12+48

152

bite +19 (2d6+4), 2 claws +14 (1d8+2), 2 wings +14 (1d6+2), tail slap +14 (1d8+6); breath
(40 ft., DC21, 8d8 or paralyzed 1d6+4), spell-like abilities, spells (3rd); blindst (120 ft.),
immunities

Drag., Silver, YA

27

19d12+76

199

bite +24 (2d6+6), 2 claws +19 (1d8+3), 2 wings +19 (1d6+3), tail slap +19 (1d8+9); breath
(40 ft., DC23, 10d8 or paralyzed 1d6+5), spell-like abils, spells (5th), fright (150 ft., DC23);
blindst (150 ft.), DR 5/+1, immunities, SR 20

Drag., Silver, Adl

29

22d12+110

253

+4

bite +28 (2d8+8), 2 claws +23 (2d6+4), 2 wings +23 (1d8+4), tail slap +23 (2d6+12); breath
(50 ft., DC26, 12d8 or paralyzed 1d6+6), spell-like abils, spells (7th), fright (180 ft., DC26);
blindst (180 ft.), DR 5/+1, immunities, SR 22

Drag., Silver, MA

32

25d12+125

287

+4

bite +32 (2d8+9), 2 claws +27 (2d6+4), 2 wings +27 (1d8+4), tail slap +27 (2d6+13); breath
(50 ft., DC27, 14d8 or paralyzed 1d6+7), spell-lk abilities, spells (9th), fright (210 ft., DC27);
blindst (210 ft.), DR 10/+1, immunities, SR 24

Drag., Silver, Old

35

28d12+168

350

+4

bite +36 (2d8+10), 2 claws +31 (2d6+5), 2 wings +31 (1d8+5), tail slap +31 (2d6+15); breath
(50 ft., DC30, 16d8 or paralyzed 1d6+8), spell-like abilities, spells (11th), fright (240 ft.,
DC30); blindst (240 ft), DR 10/+1, immun., SR 26

Drag., Silver, VO

38

31d12+186

387

+4

bite +40 (2d8+11), 2 claws +35 (2d6+5), 2 wings +35 (1d8+5), tail slap +35 (2d6+16); breath
(50 ft., DC31, 18d8 or paralyzed 1d6+9), spell-like abilities, spells (13th), fright (270 ft.,
DC32); blindst (270 ft), DR 15/+2, immun., SR 27

Drag., Silver, Anc

39

34d12+238

459

+4

bite +42 (4d6+12), 2 claws +37 (2d8+6), 2 wings +37(2d6+6), tail slap +37 (2d8+18); breath
(60 ft., DC34, 20d8 or paralyzed 1d6+10), spell-like abilities, spells (15th), fright (300 ft.,
DC35); blindst (300 ft), DR 15/+2, immun., SR 29

MONSTER QUICK STATISTICS




Monster AC HD hp Init Attacks and Qualities
bite +47 (4d6+14), 2 claws +42 (2d8+7), 2 wings +42(2d6+7), tail slap +42 (2d8+21); breath
(60 ft., DC37, 22d8 or paralyzed 1d6+11), spell-like abilities, spells (17th), fright (330 ft.,
Drag., Silver, Wyr 42 37d12+333 573 +4 DC37); blindst (330 ft), DR 20/+3, immun., SR 30
bite +48 (4d8+16), 2 claws +43 (4d6+8), 2 wings +43(2d8+8), tail slap +43 (4d6+24); breath
(70 ft., DC40, 24d8 or paralyzed 1d6+12), spell-like abilities, spells (19th), fright (360 ft.,
Drag., Silver, GW 41 40d12+400 660 +4 DC40); blindst (360 ft), DR 20/+3, immun., SR 32
bite +18 (4d6+8), 2 claws +13 (2d8+4); breath (25x50 ft., DC21, 20d6 fire), snatch, capsize;
Dragon Turtle 20 12d12+60 138 0 scent, fire immunity, dragon
Dragonne 18 9d10+27 76 +6 bite +12 (2d6+4), 2 claws +7 (2d4+2); roar; scent
2 sh. swords +3 (1d6+2), bite +0 (1d4+1 &p), shortbow +5 (1d6); poison (DC16, 1d6 Str),
Drider 17 6d8+18 45 +2 spells, spell abilities; SR 14
Dryad 12 2d6 7 +6 dagger +1 (1d4); spell-like abilities; symbiosis
waraxe +1 (1d10), s-bow +1 (1d6); +1 atks vs. orcs/goblins; +4 AC vs. giants, +2 save vs.
Dwarf 16 1d8+1 5 0 spells/poisons, dkvisn 60 ft.
waraxe +1 (1d10), s-bow +1 (1d6); +4 AC vs giants, +3 save vs. spells/poisons, dkvision 90
Dwarf, Deep 16 1d8+1 5 0 ft,lightsens. (-1 atks)
dagger +0 (1d4), +0 (1d4), rep. c-bow +3 (1d8 &p); poison (DC13, 1/1d2 Con), +1 atks vs
orc/goblins; +4 AC vs giants, +2 saves vs. spells/poisons, SR 18, drkvis. 30 ft., light
Dwarf, Derro 16 1d8+1 5 0 vulnerability
hvy pick +1 (1d6), It c-bow +1(1d8); +1 atks vs. orc/goblins; +4 AC vs. giants, +2 saves vs.
Dwarf, Gray 16 1d8+1 5 0 spells/poisons, immune to paralysis/phantasm; spell abilities, dkvis. 120 ft., light sen.
Elem, Air, Small 17 2d8 +7 slam +5 (1d4); air mastery, whirlwind; elemental
Elem, Air, Med. 18 4d8+8 26 +9 slam +8 (1d6+1); air mastery, whirlwind; elemental
Elem, Air, Large 20 8d8+24 60 +11 slam +12/+7 (2d6+3); air mastery, whirlwind; elemental, DR 10/+1
Elem, Air, Huge 21 16d8+64 136 +13 slam +19/+14/+9 (2d8+6); air mastery, whirlwind; elemental, DR 10/+2
Elem, Air, Grtr. 26 21d8+84 178 +14 slam +23/+18/+13 (2d8+7); air mastery, whirlwind; elemental, DR 10/+2
Elem, Air, Elder 27 24d8+96 204 +15 slam +27/+22/+17/+12 (2d8+9); air mastery, whirlwind; elemental, DR 15/+3
Elem, Earth, Small 17 2d8+2 11 -1 slam +5 (1d6+4); earth mastery, push; elemental
Elem, Earth, Med. 18  4d8+12 30 -1 slam +8 (1d8+7); earth mastery, push; elemental
Elem, Earth, Large 18  8d8+32 68 -1 slam +12/+7 (2d8+10); earth mastery, push; elemental, DR 10/+1
Elem, Earth, Huge 18 16d8+80 152 -1 slam +19/+14/+9 (2d10+13); earth mastery, push; elemental, DR 10/+2
Elem, Earth, Grtr. 20 21d8+105 199 -1 slam +23/+18/+13 (2d10+15); earth mastery, push; elemental, DR 10/+2
Elem, Earth, Elder 22 24d8+120 228 -1 slam +27/+22/+17/+12 (2d10+16); earth mastery, push; elemental, DR 15/+3
Elem, Fire, Small 15 2d8 9 +5 slam +3 (1d4 & 1d4 fire); burn; elemental, fire subtype
Elem, Fire, Med. 16 4d8+8 26 +7 slam +6 (1d6+1 & 1d6 fire); burn; elemental, fire subtype
Elem, Fire, Large 18 8d8+24 60 +9 slam +10/+5 (2d6+3 & 2d6 fire); burn; elemental, DR 10/+1, fire subtype
Elem, Fire, Huge 19 16d8+64 136 +11 slam +17/+12/+7 (2d8+6 & 2d8 fire); burn; elemental, DR 10/+2, fire subtype
Elem, Fire, Grtr. 24  21d8+84 178 +12 slam +21/+16/+11 (2d8+7 & 2d8 fire); burn; elemental, DR 10/+2, fire subtype
Elem, Fire, Elder 25 24d8+96 204 +13 slam +25/+20/+15/+10 (2d8+9 & 2d8 fire); burn; elemental, DR 15/+3, fire subtype
Elem, Water, Small 17 2d8+2 11 0 slam +4 (1d6+3); water mastery, drench, vortex; elemental
Elem, Water, Med. 19 4d8+12 30 +1 slam +6 (1d8+4); water mastery, drench, vortex; elemental
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Elem, Water, Large 20 8d8+32 68 +2 slam +10/+5 (2d8+7); water mastery, drench, vortex; elemental, DR 10/+1
Elem, Water, Huge 21 16d8+80 152 +4 slam +17/+12/+7 (2d10+10); water mastery, drench, vortex; elemental, DR 10/+2
Elem, Water, Grtr. 22 21d8+105 199 +5 slam +21/+16/+11 (2d10+12 ); water mastery, drench, vortex; elemental, DR 10/+2
Elem, Water, Elder 23 24d8+120 228 +6 slam +25/+20/+15/+10 (2d10+13); water mastery, drench, vortex; elemental, DR 15/+3
longsword +1 (1d8), longbow +2 (1d8); low-light vision,
Elf 15 1d8-1 3 +1 +2saves vs. enchantment, immune to sleep
trident +1 (1d8), I-spear +1 (1d8), net touch +2 (entangle); gills, low-light visn, +2 save vs
Elf, Aquatic 15 1d8 4 +1 enchant., immune to sleep
longsword +1 (1d8), longbow +2 (1d8 &p); poison (DC17, 1 min./2d4 hours uncon.),
Elf, Dark 15 1d8-1 3 +1 darkvision 120 ft., +2 saves vs. spells, immune to sleep, light blindness, spell abils, SR 12
longsword +1 (1d8), longbow +2 (1d8); low-light vision,
EIf, wild 15 1d8 4 +1 +2 saves vs. enchantment, immune to sleep
longsword +1 (1d8+1), longbow +2 (1d8); low-light vision,
Elf, Wood 15 1d8-1 3 +1 +2saves vs. enchantment, immune to sleep
Ethereal Filcher 17 5d8 22 +8 bite +3 (1d4); ethereal jaunt, detect magic
Ethereal Marauder 14 2d10 11 +5 bite +4 (1d6+3); ethereal jaunt
bite +3 (1d8 &p), 2 claws +1 (1d3); poison (DC13, 1d6/2d6 Dex), web, poison; low-light
Ettercap 14 5d8+5 27 +3 vision
2 greatclubs +12/+7 (1d10+6), 2 longspears +5/+0 (1d8+6); superior two-weapon fighting;
Ettin 18 10d8+20 65 +3 darkvision 90 ft.
Formian, Worker 17 1d8+1 5 +2 bite +3 (1d4+1); hive mind; immunities, resistances, make whole, heal
sting +7 (2d4+3 &p), 2 claw +5 (1d6+1), bite +5 (1d4+1); poison (DC14, 1d6 Str), hive mind;
Formian, Warrior 18 4d8+8 26 +3 immunities, resistances, SR 18
sting +10 (2d4+4 &p), 2 claw +5 (1d6+2); poison (DC15, 1d6 Str), hive mind, dominate
Formian, Taskm. 19 6d8+12 39 +7 person, dominated creature; immunities, resistances, telepathy, SR 21
sting +15 (2d4+4 &p), bite +13 (2d6+2), javelin +15/+10 (1d6+4 &p); poison (DC20, 2d6
Formian, Myrm. 28 12d8+48 102 +8 Dex), hive mind, spell-like abilities; immunities, resistances, fast healing 2, SR 25
-; hive mind, spells, spell-like abilities; immunities, resistances, fast healing 2, telepathy, SR
Formian, Queen 23 20d8+100 190 -5 30
bite +20 (2d6+12 & 1d8 cold); trill, breath weapon (30 ft., DC22, 15d6); cold subtype, death
Frost Worm 18 14d10+70 147 +4 throes
Fungus, Shrieker 13 2d8+2 11 -5 -; shriek; plant
Fungus, Violet 13 2d8+6 15 -1 4 tentacles +3 1d6+2 &p); poison (DC14, 1d4 Str + 1d4 Con); plant
Gargoyle 16 4d10+16 38 +2 2claw +6 (1d4), bite +4 (1d6), gore +4 (1d6); DR 15/+1, frz.
scimitar +9/+4 (1d8+4), longbow +8/+3 (1d8); spell-like abilities; plane shift, telepathy, fire
Genie, Janni 18 6d8+6 33 +6 resistance 30, elemental endurance
slam +10/+5 (1d8+6); spell-like abilities, air mastery, whirlwind; plane shift, telepathy, acid
Genie, Djinni 16 7d8+14 45 +8 immunity
Genie, Efreeti 18 10d8+20 65 +7 slam +15/+10 (1d8+9 and 1d6 fire); spell-like abilities, heat; plane shift, telepathy
bite +3 (1d6+1 &par), 2 claws +0 (1d3 &par); paralysis (DC14), create spawn; undead, +2
Ghoul 14 2d12 13 +2 turn resistance
bite +4(1d8+1 &par), 2 claws +1 (1d4 &par); stench (10 ft., DC15, -2 circumstance), paralysis
Ghast 16 4d12 26 +2 (DC15), create spawn; undead, +2 turn resist.
Giant, Hill 20 12d8+48 102 -1 huge greatclub +16/+11 (2d6+10), rock +8/+3 (2d6+7); rock throwing, rock catching
Giant, Stone 25 14d8+56 119 +2 huge greatclub +17/+12 (2d6+12), rock +12/+7 (2d8+8); rock throwing; rock catching
huge greataxe +18/+13 (2d8+13), rock +9/+4 (2d6+9); rock throwing; rock catching, cold
Giant, Frost 21 14d8+70 133 -1 subtype
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huge gtswd +20/+15/+10 (2d8+15), rock +10/+5/+0 (2d6+10 & 2d6 fire); rock throwing; rock
Giant, Fire 21 15d8+75 142 -1 catching, fire subtype

gar mngst +22/+17/+12 (4d6+18), rock +12/+7/+2 (2d8+12); rock throwing, spell-like abilities;
Giant, Cloud 21 17d8+102 178 +1 rock catching, scent

gargan. grtsword +26/+21/+16 (4d6+21), gargan mty comp. |-bow +14/+9/+4 (2d8+14); spell-
Giant, Storm 27 19d8+114 199 +2 like abilities; electricity immune, rock catching, freedom of mvmnt, water breath.
Giant Eagle 15  4d10+4 26 +3 2claws +7 (1d6+4), bite +2 (1d8+2); evasion
Giant Owl 15  4d10+4 26 +3 2 claws +7 (1d6+4), bite +2 (1d8+2); superior low-light visn.

6 bites +4 (1); gibbering, spittle, imp. grab, blood drain (1 Con/round, max 1d4), engulf,
Gibbering Mouther 19 4d8+4 22 +1 ground manip.; amorphous
Girallon 16 7d10+14 52 +3 4 claws +12 (1d4+8), bite +7 (1d8+4); rend 2d4+12; scent
Gnoll 17 2d8+2 11 0 battleaxe +3 (1d8+2), shortbow +1 (1d6); darkvision 60 ft.

sh sword +2 (1d6-1), It c-bow +2 (1d8); spells; low-light vis., +2 save vs illusion, +1 atks vs
Gnome 16 1d8+1 5 0 kobold/gob, +4 AC vs giant

sh. sword +2 (1d6-1), It c-bow +2 (1d8); spells; nondetect., drkvis. 120 ft., +2 save vs illusion,
Gnome, Deep 21 1d8 4 0 +1atkvsgobin., DR 12

sh. sword +2 (1d6-1), It c-bow +2 (1d8); pass., low-light vis., +2 save vs illusion, +1 atks vs
Gnome, Forest 16 1d8+1 5 0 humanoids, +4 AC vs giant
Goblin 15 1d8 4 +1 morningstar +1 (1d8-1), dart +3 (1d4-1); darkvision 60 ft.
Golem, Flesh 18 9d10 49 -1 2slams +10 (2d8+5); berserk; construct, magic immunity, DR 15/+1

2 slams +14 (2d10+7); berserk, wound; construct, magic immunity, DR 20/+1, immune to
Golem, Clay 22 11d10 60 -1 piercing/slashing, haste
Golem, Stone 26 14d10 77 -1 2slams +18 (2d10+9); slow; construct, magic immunity, DR 30/+2

2 slams +23 (2d10+11); breath (10 ft.,p); poison (DC17, 1d4 Con/death), construct, magic
Golem, Iron 30 18d10 99 -1 immunity, DR 50/+3, rust vulnerability
Gorgon 18 8d10+24 68 +4 gore +12 (1d8+7); breath weapon (60 ft., Fort DC17, turn to stone), trample 1d8+7; scent
Gray Render 19 10d10+70 125 0 bite +12 (2d6+6), 2 claws +7 (1d6+3); improved grab, rend 3d6+9; scent
Grick 16 2d8 9 +2 4 tentacles +3 (1d4+2), bite -2 (1d3+1); scent, DR 15/+1
Griffon 17 7d10+21 59 +2 bite +8 (2d6+4), 2 claw +3 (1d4+2); pnce, rake 1d6+2; scent
Grimlock 15 2d8+2 11 +1 battleaxe +4 (1d8+3); blindsight; immunities, scent
Hag, Sea 13 3d8+3 16 +1 2 claws +6 (1d4+4); horrific appearance, evil eye; SR 14, water breathing

2 claws +13 (1d6+7), bite +8 (1d6+3); improved grab, rend 2d6+14, spell-like abilities; SR
Hag, Annis 20 7d8+14 45 +1 19, steely skin
Hag, Green 22 9d8+9 49 +1 2 claws +13 (1d4+4); spell-like abilities, weakness, mimicry; SR 18, darkvision 90 ft.
Halfling 15 1d8 4 +1 I-sword +2 (1d8-1), hvy c-bow +3 (1d10); +2 saves vs. fear
Halfling, Tallfellow 15 1d8 4 +1 I-sword +2 (1d8-1), hvy c-bow +3 (1d10); +2 saves vs. fear
Halfling, Deep 15 1d8 4 +1 I-sword +2 (1d8-1), hvy c-bow +3 (1d10); +2 saves vs. fear, darkvision 60 ft., stonecunning
Harpy 13 7d8 31 +2 club +7/+2 (1d4), 2 claws +2 (1d3); captivating song
Hell Hound 16 4d8+4 22 +5 bite +5 (1d8+1); breath (30 ft., DC13, 1d4+1); scnt, fire sbtp
Hippogriff 15  3d10+9 25 +2 2claws +5 (1d4+4), bite +0 (1d8+2)
Hobgoblin 15 1d8+1 5 +1 longsword +1 (1d8), javelin +2 (1d6); darkvision 60 ft.
Homunculus 14 2d10 11 +2 bite +2 (1d4-1 &p); poison (DC11, 1/ 5d6 min. sleep), construct
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Howler 17  6d8+12 39 +7 bite +10 (2d8+5), 1d4 quills +5 (1d4+2); quills, how!
Hydra (5 heads) 15 5d10+25 52 +1 5 bites +4 (1d10+3); scent
Hydra (6 heads) 15 6d10+30 63 +1 6 bites +5 (1d10+3); scent
Hydra (7 heads) 15 7d10+35 73 +1 7 bites +7 (1d10+4); scent
Hydra (8 heads) 15 8d10+40 84 +1 8 bites +8 (1d10+4); scent
Hydra (9 heads) 15 9d10+45 94 +1 9 bites +9 (1d10+5); scent
Hydra (10 heads) 15 10d10+50 105 +1 10 bites +10 (1d10+5); scent
Hydra (11 heads) 15 11d10+55 115 +1 11 bites +12 (1d10+6); scent
Hydra (12 heads) 15 12d10+60 126 +1 12 bites +13 (1d10+6); scent
Invisible Stalker 17  8d8+16 52 +8 slam +10/+5 (2d6+6); elemental, nat. invisibility, imp. track
Kobold 15 1/2 d8 2 +1 h-spear -1 (1d6-2), It c-bow +2 (1d8); dkvisn. 60, light sens.

2 tentacle rakes +28 (2d8+12), 6 arms +23 (1d6+6), bite +23 (4d6+6); improved grab,
Kraken 20 20d10+180 290 +4 constrict 2d8+12 or 1d6+6; jet, ink cloud, spell-like abilities
Krenshar 15 2d10 11 +2 bite +2 (1d6), 2 claws +0 (1d4); scare; scent

spear +3 (1d8+1), bite -2 (1d4); lightning bolt, pincer staff; keen sight, slippery, adhesive,
Kuo-Toa 18 2d8+2 11 0 immunities, electricity resistance 30, light blindness, amphibious
Lamia 17  9d10+9 58 +2 touch +9 (1 permanent wisdom drain), dagger +11/+6 (1d4); spell-like abilities, wisdom drain
Lammasu 14 7d10+21 59 0 2 claws +12 (1d6+6); spells, pounce, rake 1d6+3; magic circle against evil, spell-like abilities

sword +11/+6 (1d8+5), tail slap +6 (2d6+2); improved grab, constrict 2d6+5, spells, spell-like
Lillend 17  7d8+14 45 +3 abilities; poison immunity, fire resistance 20
Lizardfolk 15 2d8+2 11 0 2claws +2 (1d4+1), bite +0 (1d4), javelin +1 (1d6+1)
Locathah 14 2d8 9 +1 longspear +1 (1d8), light crossbow +2 (1d8)

burning touch +1 (1d8 fire and combustion); combustion, fiery aura; elemental, fire subtype,
Magmin 14 2d8 9 +1 melt weapon, DR 15/+1
Manticore 16 6d10+24 57 +2 2 claw +9 (2d4+5), bite +7 (1d8+2), 6 spikes +6 (1d8+2); scnt

shortbow +8/+3 (1d6), dagger +6/+1 (1d4), snakes +3 (1d4 &p); poison (DC14, 1d6/2d6 Str),
Medusa 15 6d8 +6 33 +2 petrifying gaze, poison

2 claws +4 (1d3); breath (15 ft., DC12, 1d8), spell-like abilities, summon mephit; fast healing
Mephit, Air 17 3d8 13 +7 2,DR5/+1

2 claws +4(1d3); breath (10 ft., DC12, 1d4 & torment), spell-like abilities, summon mephit;
Mephit, Dust 17 3d8 13 +7 fast healing 2, DR 5/+1

2 claws +7 (1d3+3); breath (15 ft., DC12, 1d8), spell-like abilities, summon mephit; fast
Mephit, Earth 16 3d8+3 16 -1 healing 2, DR 10/+1

2 claws +4 (1d3 & 2 fire); breath (15 ft., DC12, 1d8), spell-lk abils, summon mephit; fire
Mephit, Fire 16 3d8 13 +5 subtype, fast heal 2, DR 5/+1

2 claws +4 (1d3 & 2 cold); breath (10 ft., DC12, 1d4 & torment), spell-like abilities, summon
Mephit, Ice 18 3d8 13 +7 mephit; cold subtype, fast healing 2, DR 5/+1

2 claws +4 (1d3 & 2 fire); breath (10 ft., DC12, 1d4 & torment), spell-like abilities, summon
Mephit, Magma 16 3d8 13 +5 mephit; fire subtype, fast healing 2, DR 5/+1

2 claws +6 (1d3+2); breath (10 ft., DC12, 1d4 & torment), spell-lk abilities, summon mephit;
Mephit, Ooze 16 3d8+3 16 0 fasthealing 2, DR 5/+1

2 claws +7 (1d3+3); breath (10 ft., DC12, 1d4 & torment), spell-lk abilities, summon mephit;
Mephit, Salt 16 3d8+3 16 -1 fast healing 2, DR 10/+1

2 claws +4 (1d3 & 2 fire); breath (10 ft., DC12, 1d4 & torment), spell-like abilities, summon
Mephit, Steam 16 3d8 13 +5 mephit; fire subtype, fast healing 2, DR 5/+1

2 claws +6 (1d3+2); breath (15 ft., DC12, 1d8), spell-like abilities, summon mephit; fast
Mephit, Water 16 3d8+3 16 0 healing 2, DR 5/+1
Merfolk 13 1d8+1 5 +1 ftrident +1 (1d8), heavy crossbow +2 (1d10); low-light visn.
Mimic 13 7d8+21 52 +1 slam +8 (1d8+6); adhesive; mimic shape, acid immunity

MONSTER QUICK STATISTICS




Monster AC HD hp Init Attacks and Qualities
Mind Flayer 15 8d8+8 44 +6 4 tentacles +8 (1d4+1); mind blast, psionics, improved grab, extract; SR 25, telepathy
Minotaur 14  6d8+12 39 0 huge greataxe +9/+4 (2d8+6), gore +4 (1d8+2); charge 4d6+6; scent, natural cunning

2 slams +12 (1d6+5), tongue touch +7 (par); improved grab, paralysis (DC14), create spawn;
Mohrg 15 14d12 91 +5 undead

slam +6 (1d6+4 and mummy rot); despair, mummy rot; undead, resistant to blows, DR 5/+1,
Mummy 17 6d12+3 42 -1 fire vulnerability
Naga, Water 15  7d8+28 59 +1 bite +7 (2d6+4 &p); poison (DC17, 1d8 Con), spells
Naga, Spirit 16  9d8+36 76 +1 bite +9 (2d6+6 &p); poison (DC18, 1d8 Con), charm gaze, spells

sting +7 (2d4+2 &p), bite +2 (1d4+1); poison (DC16, 2d4 min. sleep), detect thoughts, spells;
Naga, Dark 14 9d8+18 58 +2 poison immunity, guarded thoughts, charm resistance
Naga, Guardian 18 11d8+44 93 +2 bite +12 (2d6+7 &p); poison (DC19, 2d8 Con), spit, spells

bite +12 (2d6+6 &d); disease (DC18), spell-like abilities, dream haunting; immunities, SR 25,
Night Hag 20 8d8+8 44 +1 DR 20/+3

bite +15 (2d6+13 and transformation); nightshade abilities, magic drain Fort DC20 (+1);
Nightwing 28 17d12 110 +8 undead, nightshade abilities

2 slams +20 (2d6+12); nightshade abilities, crush item, evil gaze; undead, nightshade
Nightwalker 26 21d12 136 +6 abilities

bite +25 (4d6+17), sting +20 (2d8+8 &p); poison (DC22, 2d6 Str), nightshade abilities,

improved grab, swallow whole, energy drain (remove DC24), poison; undead, nightshade
Nightcrawler 28 25d12 162 +4 abilities, tremorsense

2 hooves +9 (1d8+4 and 1d4 fire), bite +4 (1d8+2); flaming hooves, smoke; astral projection,
Nightmare 24  6d8+18 45 +6 etherealness
Nymph 11 3d6 10 +1 dagger +1 (1d4); blind., unearthly beauty, spell-like abilities
Ogre 16 4d8+8 26 -1 huge greatclub +8 (2d6+7), large javelin +1 (1d8+5)
Ogre, Merrow 16 4d8+8 26 -1 huge longspear +7 (1d8+7)

huge greatsword +7 (2d8+7), or huge longbow +2 (2d6); spell-like abilities; regeneration 2,
Ogre Mage 18 5d8+15 37 +4 SR 18

slam +3 (1d6+1 and 1d6 acid); improved grab, acid, corrosion, constrict 1d6+1 and 1d6 acid;
Ooze, Gray 5 3d10+10 26 -5 blindsight, cold and fire immunity, ooze, camouflage

slam +1 (1d6 & 1d6 acid &par); engulf, paralysis (DC16), acid; blindsight, transparent,
Ooze, Gel. Cube 3  4d10+36 58 -5 electricity immunity, ooze

slam +5 (2d4+3 and 1d4 acid); improved grab, acid, constrict 2d4+3 and 1d4 acid; blindsight,
Ooze, Ochre Jelly 4 6d10+27 60 -5 split, ooze

slam +8 (2d6+4 and 2d6 acid); improved grab, acid, constrict 2d6+4 and 2d6 acid; blindsight,
QOoze, Black Pud. 3 10d10+60 115 -5 split, ooze
Orc 14 1d8 4 0 grtaxe +3 (1d12+3), javin +1 (1d6+2); dkvis. 60 ft., light sen.

2 tentacle rakes +3 (1d6), bite -2 (1d4 &d); improved grab, constrict 1d6, disease (DC12);
Otyugh 17 6d8+6 33 0 scent
Owlbear 15 5d10+20 47 +1 2claws +7 (1d6+5), bite +2 (1d8+2); improved grab; scent
Pegasus 14  4d10+12 34 +2 2 hooves +7 (1d6+4), bite +2 (1d3+2); scent, spell abilities
Phantom Fungus 14 2d8+6 15 0 bite +3 (1d6+3); plant, improved invisibility
Phase Spider 15 5d10+15 42 +7 bite +7(1d6+4 &p); poison (DC15, 2d6 Con), ethereal jaunt
Phasm 17 15d8+30 97 +6 2 slams +12 (1d3+1); amorphous, scent, alternate form, telepathy, tremorsense
Planetch., Aasimr. 16 1d8 4 +4 longsword +1 (1d8), light crossbow +1 (1d8); light; acid, cold, and electricity resistance 5
Planetch., Tiefing 15 1d8 4 +1 rapier +2 (1d6), light crossbow +2 (1d8); darkness; fire, cold, and electricity resistance 5

sting +4 (1d3 &p), bite -1 (1); poison (DC12, 1 min./1d3 day sleep); see invisibility, telepathy,
Pseudodragon 18 2d12+2 15 0 immunities, SR 19

bite +20 (2d8+12), sting +15 (2d6+6 &p); poison (DC24, 1d6 Str, 2d6 Str), improved grab,
Purple Worm 19 16d10+112 200 -2 swallow whole, poison; tremorsense
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2 claws +8 (1d4+1), bite +3 (1d6); detect thoughts, spells; alternate form, spell immunity,
Rakshasa 21 7d8+21 52 +2 vulnerable to blessed crossbow bolts, DR 20/+3

4 claws +6 (1d4+2), bite +6 (1d8+3); paralyzing gaze, improved grab, blood drain (1
Rast 15 4d8+4 22 +5 Con/rnd); fire subtype, flight

tail slap +4 (1d6+1 and positive energy), claw +2 (1d4 and positive energy); positive energy
Ravid 25 3d8+3 16 0 lash, animate objects; fire immunity, flight
Remorhaz 20 7d10+35 73 +1 bite +13 (2d8+12); improved grab, swallow whole; heat, tremorsense
Roc 14 18d10+126 225 +2 2 claws +21 (2d6+12), bite +16 (2d8+6); snatch

6 strands +11 (attach), bite +8 (2d6+2); strands, attach, weakness; electricity immunity, cold
Roper 24 10d10+30 85 +5 resistance 30, fire vulnerability, SR 28
Rust Monster 18 5d8+5 27 +3 antennae touch +3 (rust), bite -2 (1d3); rust; scent

trident +3 (1d8+2), 2 rakes +1 (1d4+2), 2 claws +1 (1d2+1), bite +1 (1d4+1), heavy crossbow

+2 (1d10); blood frenzy; speak with sharks, underwater sense, light blindness, amphibious,
Sahuagin 16 2d8+2 11 +1 freshwater sensitivity

halfspear +5 (1d6+1 and 1d6 fire), tail slap +3 (1d4 and 1d6 fire); heat, constrict 1d4 and 1d6
Salaman, Flamebr. 19 3d8+3 16 +1 fire; fire subtype

longspear +9/+4 (1d8+2 and 1d6 fire), tail slap +7 (2d6+1 and 1d6 fire); heat, constrict 2d6+1
Salaman, Average 18 7d8+7 38 +1 and 1d6 fire; fire subtype, DR 10/+1

+3 huge longspear +23/+18/+13 (2d6+9 and 1d8 fire), tail slap +18 (2d8+3 and 1d8 fire);
Salaman, Noble 18 15d8+45 112 +1 heat, constrict 2d8+3 and 1d8 fire, spell-like abilities; fire subtype, DR 20 /+2
Satyr 15 5d6+5 22 +1 gore +2 (1d6), dagger -3 (1d4), shortbow +3 (1d6); pipes
Sea Lion 18 6d10+18 51 +1 2claws +7 (1d6+4), bite +2 (1d8+2); rend 2d6+6; scent

incorporeal touch +3 (1d6 Str); strength damage, create spawn; undead, incorporeal, +2 turn
Shadow 13 3d12 19 +2 resistance
Shadow Mastiff 14 4d8+12 30 +5 bite +7 (1d6+4); bay, trip; shadow blend, scent

2 slams +10 (2d6+5); improved grab, constrict 2d6+7; plant, electricity immunity, fire
Shambling Mound 20  8d8+24 60 O resistance 30

slam +16/+11/+6 (1d8+9); spell storing; construct, fast healing 5, shield other, guard, find
Shield Guardian 24 15d10 82 0 master
Shocker Lizard 16 2d10+2 13 +2 bite +3 (1d4); stunning shock, lethal shock; electricity sense, electricity immunity
Skeleton, Tiny 13 1/4 d12 1 +5 2claws +0 (1d2-2); undead, immunities
Skeleton, Small 13 1/2 d12 3 +5 2claws +0 (1d3-1); undead, immunities
Skeleton, Medium 13 1d12 6 +5 2 claws +0 (1d4); undead, immunities
Skeleton, Large 13 2d12 13 +5 2 claws +2 (1d6+2); undead, immunities
Skeleton, Huge 13 4d12 26 +5 2 claws +4 (1d8+4); undead, immunities
Skeleton, Gargan. 13 16d12 104 +5 2 claws +10 (2d6+6); undead, immunities
Skeleton, Colossal 13 32d12 208 +5 2 claws +16 (2d8+8); undead, immunities
Skum 13 2d8+2 11 +1 bite +5 (2d6+4), 2 claws +0 (1d4+2), 2 rakes +0 (1d6+2); low-light vision

bite +10 (2d8+4), 2 claws +8 (1d4+2 & implant); pounce, implant, stunning croak, summon
Slaad, Red 16 7d8+21 52 +1 slaad; fast healing 5, resistances

4 rakes +11 (2d6+4), bite +9 (2d8+2 &d); spell-lk abilities, disease (DC17), summon slaad;
Slaad, Blue 18 8d8+24 60 +2 fast heal. 5, resistances

2 claws +12 (1d6+4), bite +10 (2d8+2); spell-like abilities, summon slaad; fast healing 5,
Slaad, Green 20  9d8+27 67 +1 resistances

2 claws +14 (2d4+4), bite +12 (2d8+2); spell-like abilities, summon slaad; fast healing 5, DR
Slaad, Gray 22 10d8+30 75 +1 10/+1, resistances, alternate form

2 claws +20 (3d6+5 and stun), bite +18 (2d10+2); stun, spell-like abilities, summon slaad;
Slaad, Death 26 15d8+45 112 +8 fast healing 5, DR 20/+2, resistances, telepathy, alternate form

incorporeal touch +6 (1d8 and energy drain); energy drain (x2, remove DC15), create spawn;
Spectre 15 7d12 45 +7 undead, incorporeal, +2 turn resistance, unnatural aura, sunlight powerlessness
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sting +7 (1d8+5 &p), bite +2 (1d8+2); poison (DC17, none/ 1d8+5 week paralysis), freedom
Spider Eater 13  4d10+20 42 +1 of movement, scent
Sphinx, Andro- 22 12d10+48 114 0 2 claws +18 (2d4+7); pounce, rake 2d4+3, roar, spells
Sphinx, Crio- 20 10d10+30 85 0 butt+15 (2d6+6), 2 claws +10 (1d6+3); pounce, rake 1d6+3
Sphinx, Gyno- 21 8d10+8 52 +5 2claws +11 (1d6+4); pounce, rake 1d6+2, spell-lk. abilities
Sphinx, Hieraco- 19 9d10+18 67 +2 bite +13 (1d10+5), 2 claws +8 (1d6+2); pounce, rake 1d6+2

diminutive short sword +6 (1d3-3), composite shortbow +6 (1d4); spell-like abilities, fiddle;
Sprite, Grig 18  1/2 d6+1 2 +4 SR17
Sprite, Nixie 14 1d6 3 +7 dagger +4 (1d4-2), light crossbow +4 (1d8); water breathing, charm person; SR 16

dagger +5 (1d4-2), composite shortbow +6 (1d6); spell-like abilities, special arrows; SR 16,
Sprite, Pixie 16 1d6 3 +4 natural invisibility
Stirge 16 1d10 5 +4 touch +6 (1d3-4); attach, blood drain (1d4 Con/rnd, max 4)

bite +57 (4d8+17), 2 horns +52 (1d10+8), 2 claws +52 (1d12+8), tail slap +52 (3d8+8);

frightful presence (DC26), rush (150 ft.), improved grab, swallow whole, augmented criticals
Tarrasque 35 48d10+576 840 +7 (18-20/x3); DR 25/+5, carapace, immunities, regeneration 40, scent, SR 32

bite +13 (2d8+9), 2 tendrils +8 (1d6+4); improved grab, swallow whole, paralysis (DC19);
Tendriculos 16  9d8+54 94 -1 plant, regeneration 10
Thoqqua 18 3d8+3 16 +1 slam +4 (1d6+3 & 2d6 fire); heat, burn; fire subtype, tremorsense

gargantuan warhammer +31/+26/+21/+16 (4d6+19), huge javelin +19/+14/+9/+4 (2d6+13);
Titan 22 20d8+120 210 +1 spell-like abilities, spells; DR 15/+1, SR 25

bite +6 (2d6+2), 2 claws +1 (1d4+1); all-around vision, acid and cold immunity, fire and
Tojanida, Juvenile 22 3d8+6 19 +1 electricity resistance 20

bite +10 (2d8+3), 2 claws +5 (1d6+1); all-around vision, acid and cold immunity, fire and
Tojanida, Adult 23 7d8+14 45 +1 electricity resistance 20

bite +20 (4d6+6), 2 claws +15 (1d8+3); all-around vision, acid and cold immunity, fire and
Tojanida, Elder 24 15d8+60 127 +1 electricity resistance 20

2 slams +12 (2d6+9); animate trees, trample, double damage against objects; plant, fire
Treant 20 7d8+35 66 -1 vulnerability, half damage from piercing
Triton 16 3d8+3 16 0 trident +4 (1d8+1), hvy c-bow +3 (1d10); spell-like abilities
Troglodyte 15 2d8+4 13 -1 longspear +1 (1d8), bite -1 (1d4), stench (30 ft., DC13, -2 morale), darkvision 90 ft.
Troll 18 6d8+36 63 +2 2 claws +9 (1d6+6), bite +4 (1d6+3); rend 2d6+9; regeneration 5, scent, darkvision 90 ft.

2 claws +9 (1d6+6), bite +4 (1d6+3); rend 2d6+9; regeneration 5 (in water), scent, darkvision
Troll, Scrag 18  6d8+36 63 +2 90ft.
Umber Hulk 17 8d8+32 68 +1 2claws +11 (2d4+6), bite +9 (2d8+3); confusing gaze; tremorsense

horn +11 (1d8+8), 2 hooves +3 (1d4+2); magic circle against evil, spell-like abilities,
Unicorn 18 4d10+20 42 +3 immunities

slam +5 (1d6+4 & energy drain); charm, energy drain (remove DC14), blood drain (1d4

Con/round); undead, +2 turn resist., DR 10/silver, cold and electricity resist. 10, gaseous
\Vampire Spawn 15 4d12 26 +6 form, spider climb, fast healing 2
Vargouille 12 1d8+1 5 +1 bite +3 (1d4 &p); poison (DC12, can't heal), shriek, kiss
Wight 15 4d12 26 +1 slam +3 (1d4+1 & energy drain); energy drain (remove DC14), create spawn; undead
Will-o'-wisp 29 9d8 40 +13 shock +16 (2d8); spell immunity, natural invisibility
Winter Wolf 15 6d10+18 51 +5 bite +9 (1d8+6); breath (15 ft, DC16, 4d6), trip; sct, cold stp
Worg 14 4d10+8 30 +2 bite +7 (1d6+4); trip; scent

incorporeal touch +5 (1d4 & 1d6 perm. Con); create spawn; undead, incorporeal, +2 turn
Wraith 15 5d12 32 +7 resistance, unnatural aura, daylight powerlessness
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sting +9 (1d6+4 &p), bite +4 (2d8+2), 2 wings +4 (1d8+2), 2 claws +9 (1d6+4); poison
Wyvern 17 7d12+14 59 +1 (DC17, 2d6 Con), improved grab, snatch; scent

2 sh. swords +7 (1d6+2), 2 claws +2 (1d4+1), 2 longbows +8 (1d8); improved grab, paralysis
Xill 20 5d8+10 32 +7 (DC14), implant; SR 21, planewalk
Xorn, Minor 23 3d8+6 19 0 bite +6 (2d8+2), 3 claws +4 (1d3+1); burrow; xorn qualities
Xorn, Average 22 7d8+14 45 0 bite +10 (4d6+3), 3 claws +8 (1d4+1); burrow; xorn qualities
Xorn, Elder 22 15d8+60 127 0 bite +21 (4d8+7), 3 claws +19 (1d6+3); burrow; xorn qual.
Yeth Hound 20 3d8+6 19 +6 bite +6 (1d8+4); bay, trip; scent, flight, DR 10/silver

bite +15 (2d8+5), 2 claws +13 (1d6+2); sonic lance, explosion, snatch; blindsight, sonic
Yrthak 18 12d10+36 102 +6 vulnerability

mw scimitar +7/+2 (1d6), mw longbow w/mw arows +9/+4 (1d8); spell-like abilities, psionics;
Yuan-ti, Pureblood 16 6d8 27 +5 SR 16

mw scimitar +10/+5 (1d6+2), bite +4 (1d6+1 &p), mw mty comp. |-bow +10/+5 (1d8+2);
Yuan-ti, Halfblood 16 7d8+7 38 +5 poison (DC17, 1d6 Con), spell-like abilities, psionics; SR 16

mw falchion +13/+8 (2d4+6), bite +12 (2d6+6 &p), mw mty comp. I-bow +11/+6 (1d8+2);
Yuan-ti, Abomina. 20  9d8+27 67 +5 poison (DC17, 1d6 Con), spell abilities, psionics, imp. grab, constrict 1d6+6; SR 16
Zombie, Tiny 11 1/2d12+3 6 -1 slam +2 (1d3); undead, partial actions only
Zombie, Small 11 1d12+3 9 -1 slam +1 (1d4); undead, partial actions only
Zombie, Medium 11 2d12+3 16 -1 slam +2 (1d6+1); undead, partial actions only
Zombie, Large 11 4d12+3 29 -1 slam +4 (1d8+4); undead, partial actions only
Zombie, Huge 11 8d12+3 55 -1 slam +7 (2d6+7); undead, partial actions only
Zombie, Gargan. 11 24d12+3 159 -1 slam +15 (2d8+10); undead, partial actions only
Zombie, Colossal 11 48d12+3 315 -2 slam +25 (4d6+13); undead, partial actions only
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APPENDIX 1: ANIMALS

Ape 14 4d8+8 26 +2 2 claws +7 (1d6+5), bite +2 (1d6+2); scent

Baboon 13 1d8+1 5 +2 bite +2 (1d6+3); scent

Badger 15 1d8+2 6 +3 2claws +5 (1d2-1), bite +0 (1d3-1); rage; scent

Bat 16 1/4 d8 1 +2 - blindsight

Bear, Black 13 3d8+6 19 +1 2 claws +6 (1d4+4), bite +1 (1d6+2); scent

Bear, Brown 15  6d8+24 51 +1 2claws +11 (1d8+8), bite +6 (2d8+4); improved grab; scent
Bear, Polar 15 8d8+32 68 +1 2claws +13 (1d8+8), bite +8 (2d8+4); improved grab; scent
Bison 13  5d8+15 37 0 butt +6 (1d8+6); stampede; scent

Boar 16 3d8+9 22 0 gore +4 (1d8+3); ferocity; scent

Camel 13 3d8+6 19 +3 bite +5 (1d4+6); scent

Cat 14 1/2 d8 2 +2 2claws +4 (1d2-4), bite -1 (1d3-4)

Cheetah 15 3d8+6 19 +4 bite +6 (1d6+3), 2 claws +1 (1d2+1); trip; sprint

Crocodile 15 3d8+9 22 +1 bite +6 (1d8+6), tail slap +6 (1d12+6); improved grab

Crocodile, Giant 16 7d8+28 59 +1 bite +11 (2d8+12), tail slap +11 (1d12+12); improved grab

Dog 15 1d8+2 6 +3 bite +2 (1d4+1); scent

Dog, Riding 16 2d8+4 13 +2 bite +3 (1d6+3); scent

Donkey 13 2d8+2 11 +1 bite +1 (1d2); scent

Eagle 14 1d8+1 5 +2 2claws +3 (1d3), bite -2 (1d4)

Elephant 15 11d8+55 104 0 slam +16 (2d6+10), 2 stamps +11 (2d6+5), gore +16 (2d8+15); trample 2d8+15; scent
Hawk 17 1d8 4 +3 claws +5 (1d4-2)

Horse, Heavy 13 3d8+6 19 +1 2 hooves +3} (1d6+2); scent

Horse, Heavy War 14 4d8+12 30 +1 2hooves +6 (1d6+4), bite +1 (1d4+2); scent

Horse, Light 13 3d8+6 19 +1 2 hooves +2 (1d4+1); scent

Horse, Light War 14 3d8+9 22 +1 2 hooves +4 (1d4+3), bite -1 (1d3+1); scent

Leopard 15 3d8+6 19 +4 bite +6 (1d6+3), 2 claw +1 (1d3+1); pnce, rake 1d3+1; scent
Lion 15  5d8+10 32 +3 2claw +7 (1d4+5), bite +2 (1d8+2); pnce, rake 1d4+2; scent
Lizard 14 1/2 d8 2  +2 bite +4 (1d4-4)

Lizard, Giant 15 3d8+9 22 +2 bite +5 (1d8+4)

Monkey 14 1d8 4 +2 bite +4 (1d3-4)

Mule 13 3d8+9 22 +1 2hooves +4 (1d4+3)

Octopus 16 2d8 9 +3 arms +5 (0), bite +0 (1d3); improved grab; ink cloud, jet

Octopus, Giant 18 8d8+8 44 +2 8 tentacles +10 (1d4+5), bite +5 (1d8+2); improved grab, constrict; ink cloud, jet

Owl 17 1d8 4 +3 claws +5 (1d4-2)

Pony 13 2d8+2 11 +1 2 hooves +2 (1d3+1); scent
Pony, War 13 2d8+4 13 +1 2 hooves +3 (1d3+2); scent
Porpoise 15 2d8+2 11 +3 butt +4 (2d4); blindsight

Rat 14 1/4 d8 1 +2 bite +4 (1d3-4); scent

Raven 14 1/4 d8 1 +2 claws +4 (1d2-5)
Rhinoceros 16 8d8+40 76 0 gore +13 (2d6+12)

Shark, Medium 15 3d8+3 16 +2 bite +4 (1d6+1); keen scent
Shark, Large 15 7d8+7 38 +2 bite +7 (1d8+4); keen scent
Shark, Huge 15 10d8+20 65 +2 bite +10 (2d6+7); keen scent

Sn., Constrictor 15 3d8+3 16 +3 bite +5 (1d3+4); improved grab, constrict 1d3+4; scent

Sn., Giant Constr. 15 11d8+11 60 +3 bite +13 (1d8+10); improved grab, constrict 1d8+10; scent

-

Sn., Viper, Tiny 17 1/4 d8 +3 bite +5 (p); poison (DC11, 1d6 Con), scent

Sn., Viper, Small 17 1d8 4 +3 bite +4 (1d2-2 &p); poison (DC11, 1d6 Con), scent

Sn., Viper, Med. 16 2d8 9 +3 bite +4 (1d4-1 &p); poison (DC11, 1d6 Con), scent

Sn., Viper, Large 15 3d8 13 +3 bite +4 (1d4 &p); poison (DC11, 1d6 Con), scent

Sn., Viper, Huge 15 4d8+4 22 +4 bite +5 (1d4 &p); poison (DC13, 1d6 Con), scent

Squid 16 3d8 13 +3 arms +5 (0), bite +0 (1d6+1); imp., grab; ink cloud, jet
Squid, Giant 17 12d8+12 66 +3 10 tentacles +15 (1d6+8), bite +10 (2d8+4); improved grab, constrict 1d6+8; ink cloud, jet
Tiger 14  6d8+18 45 +2 2 claw +9 (1d8+6), bite +4 (2d6+3); pnce, grab, rake 1d8+3
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Toad 15 1/4 d8 1 +1 -

Weasel 14 1/2 d8 2 +2 bite +4 (1d3-4); attach; scent

Whale, Baleen 16 12d8+72 126 +1 ftail slap +17 (1d8+18); blindsight

Whale, Cachalot 16 12d8+84 138 +1 bite +17 (4d6+12), tail slap +12 (1d8+6); blindsight
Whale, Orca 16 9d8+45 85 +2 bite +12 (2d6+12); blindsight

Wolf 14 2d8+4 13 +2 bite +3 (1d6+1); trip; scent

Wolverine 14  3d8+12 25 +2 2claws +4 (1d4+2), bite -1 (1d6+1); rage; scent
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Giant Ant, Worker 17 2d8 9 0 bite +1 (1d6); improved grab; vermin
Giant Ant, Soldier 17 2d8+2 11 0 bite +3 (2d4+3); improved grab, acid sting; vermin
Giant Ant, Queen 17 4d8+4 22 -1 bite +5 (2d6+4); improved grab; vermin
Giant Bee 14 3d8 13 +2 sting +2 (1d4 &p); poison (DC13, 1d6 Con), vermin
Giant Beetle, Bom. 16 2d8+4 13 0 bite +2 (1d4+1); acid spray; vermin
Giant Beetle, Fire 16 1d8 4 0 bite +1 (2d4); vermin
Giant Beetle, Stag 19  7d8+21 52 0 bite +10 (4d6+9); trample 2d8+3; vermin
Giant Pray. Mantis 14 4d8+8 26 -1 claws +6 (1d8+4), bite +1 (1d6+2); imp grab, squeeze; vrmn
Giant Wasp 14 5d8+10 32 +1 sting +6 (1d3+6 &p); poison (DC18, 1d6 Dex), vermin
M Centipde, Tiny 14 1/4 d8 1 +2 bite +4 (1d3-5 &p); poison (DC11, 1 Dex), vermin
M Centipde, Small 14 1/2 d8 2 +2 bite +3 (1d4-3 &p); poison (DC11, 1d2 Dex), vermin
M Centipde, Med. 14 1d8 4 +2 bite +2 (1d6-1 &p); poison (DC13, 1d3 Dex), vermin
M Centipde, Large 14 2d8 9 +2 bite +2 (1d8+1 &p); poison (DC16, 1d4 Dex), vermin
M Centipde, Huge 16 4d8 18 +2 bite +4 (2d6+4 &p); poison (DC18, 1d6 Dex), vermin
M Centipde, Garg. 18 16d8 72 +2 bite +13 (2d8+7 &p); poison (DC26, 1d8 Dex), vermin
M Centipde, Col. 20 32d8 144 +2 bite +23 (4d6+10 &p); poison (DC36, 2d6 Dex), vermin
M Scorpion, Tiny 14 1/2d8+2 4 0 2claws +2(1d2-4), sting -3 (1d2-4 &p); poison (DC11, 1d2 Str), improved grab; vermin
2 claws +1 (1d3-1), sting -4 (1d3-1 &p); poison (DC11, 1d3 Str), improved grab, squeeze;
M Scorpion, Small 14 1d8+2 6 0 vermin
2 claws +2 (1d4+1), sting -3 (1d4 &p); poison (DC15, 1d4 Str), improved grab, squeeze;
M Scorpion, Med. 14 2d8+4 13 0 vermin
2 claws +5 (1d6+3), sting +0 (1d6+1 &p); poison (DC18, 1d6 Str), improved grab, squeeze;
M Scorpion, Large 14 4d8+8 26 0 vermin
2 claws +15 (1d8+5), sting +10 (2d4+2 &p); poison (DC26, 1d8 Str), improved grab,
M Scorpion, Huge 16 16d8+32 104 0 squeeze; vermin
2 claws +27 (2d6+7), sting +22 (2d6+3 &p); poison (DC36, 2d6 Str), improved grab,
M Scorpion, Garg. 18 32d8+64 208 0 squeeze;vermin
2 claws +49 (2d8+9), sting +44 (2d8+4 &p); poison (DC54, 2d8 Str), improved grab,
M Scorpion, Col. 20 64d8+128 416 0 squeeze;vermin
M Spider, Tiny 15 1/2 d8 2 +3 bite +5 (1d3-4 &p); poison (DC11, 1d2 Str), web; vermin
M Spider, Small 14 1d8 4 +3 bite +4 (1d4-2 &p); poison (DC11, 1d3 Str), web; vermin
M Spider, Med. 14 2d8+2 11 +3 bite +4 (1d6 &p); poison (DC14, 1d4 Str), web; vermin
M Spider, Large 14 4d8+4 22 +3 bite +4 (1d8+3 &p); poison (DC17, 1d6 Str), web; vermin
M Spider, Huge 16 10d8+10 55 +3 bite +9 (2d6+6 &p); poison (DC22, 1d8 Str), web; vermin
M Spider, Garg. 18 24d8+24 132 +3 bite +20 (2d8+9 &p); poison (DC31, 2d6 Str), web; vermin
M Spider, Col. 20 48d8+48 264 +3 bite +36 (4d6+12 &p); poison (DC35, 2d8 Str), web; vermin
2 claws +11 (1d8+8), bite +9 (2d8+4); improved grab, curse of lycanthropy; bear empathy,
Werebear, Com1 17 6d8+24 51 +1 scent, DR 15/silver
Wereboar, Com1 18 3d8+9 22 +4 gore +4 (1d8+3); ferocity, curse of lycanthropy; boar empathy, scent, DR 15/silver
Wererat, Com1 17 1d8+1 5 +3 bite +1 (1d4), rapier +3 (1d6); curse of lycanthropy; rat empathy, scent, DR 15/silver
2 claw +9 (1d8+6), bite +7 (2d6+3); pounce, imp. grab, rake 1d8+3, curse of lycan.; tiger
Weretiger, Com1 16 6d8+18 45 +2 empathy, scent, DR 15/silver
Werewolf, Com1 16 2d8+4 13 +6 bite +3 (1d6+1); trip, curse of lycanthropy; scent, DR 15/sil.
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Microlite20 ARCANE SPELLS

0-LEVEL ARCANE SPELLS (CANTRIPS)

Arcane Mark: Inscribes a permanent personal rune
(visible or invisible).

Detect Magic: Detects spells and magic items within
60 ft. for up to 1 min./level or until concentration
ends.

Ghost Sound: Figment sounds for 1 round/level.

Light: Object shines like a torch for 10 min./level.

Mage Hand: 5-pound telekinesis. Lasts until
concentration ends.

Prestidigitation: Performs minor tricks for 1 hour.

Read Magic: Read scrolls and spellbooks for 10
min./level.

1St-LEVEL ARCANE SPELLS

Feather Fall: Objects or creatures fall slowly for 1
round/level or until landing.

Floating Disk: Creates 3-ft.-diameter horizontal disk
that holds 100 Ib./level. Lasts for 1 hour/level.

Mage Armor: Gives subject +4 armor bonus for 1
hour/level.

Magic Missile: 1d4+1 damage; +1 missile per two
levels above 1st (max 5).

Sleep: Puts 4 HD of creatures into magical slumber
for 1 min./level.

Shocking Grasp: Touch delivers 1d6/level electricity
damage (max 5d6).

2"9-LEVEL ARCANE SPELLS

Acid Arrow: Ranged touch attack; 2d4 damage for 1
round +1 round/three levels.

Flaming Sphere: Creates rolling ball of fire, 2d6
damage, lasts 1 round/level.

Invisibility: Subject is invisible for 1 min./level or
until it attacks.

Knock: Opens locked or magically sealed door.

Levitate: Subject moves up and down at your
direction for 1 min./level.

Spider Climb: Grants ability to walk on walls and
ceilings for 10 min./level.

3"9-LEVEL ARCANE SPELLS

Clairaudience/Clairvoyance: Hear or see at a
distance for 1 min./level.

Dispel Magic: Cancels magical spells and effects.

Fireball: 1d6 damage per level, 20-ft. radius.

Fly: Subject flies at speed of 60 ft. for 1 min./level.

Lightning Bolt: Electricity deals 1d6/level damage.

Vampiric Touch: Touch deals 1d6/two levels
damage; caster gains damage as hp which last for 1
hour.

4™"-LEVEL ARCANE SPELLS

Animate Dead: Creates level X2 HD of undead
skeletons or zombies.

Arcane Eye: Invisible floating eye moves 30
ft./round for 1 min./level.

Black Tentacles: Tentacles grapple all within 20 ft.
spread for 1 round/level.

Dimension Door: Teleports you short distance.

Polymorph: Gives one willing subject a new form for
1 min./level.

Stoneskin: Ignore 10 points of damage per attack.
Lasts for 10 min./level or until discharged.

5t"_-LEVEL ARCANE SPELLS

Cloudkill: Kills 3 HD or less; 4-6 HD save or die, 6+
HD take STR damage. Lasts for 1 min./level.

Contact Other Plane: Lets you ask one question of
extraplanar entity. Lasts until concentration ends.

Feeblemind: Subject's MIND score drops to 1.

Passwall: Creates passage through wood or stone
wall for 1 hour/level.

Permanency: Makes certain spells permanent.

Teleport: Instantly transports you as far as 100
miles/level.

6""-LEVEL ARCANE SPELLS

Antimagic Field: Negates magic within 10 ft. for 10
min./level.

Chain Lightning: 1d6/level damage; 1 secondary
bolt/level each deals half damage.

Contingency: Sets trigger condition for another
spell. Lasts for 1 day/level or until discharged.

Disintegrate: Destroys one creature or object.

Geas: Commands any creature, binding it to a
specific task. Lasts for 1 day/level or until
discharged.

True Seeing: Lets you see all things as they really
are for 1 min./level.

7*"-LEVEL ARCANE SPELLS

Delayed Blast Fireball: 1d6/level fire damage; you
can postpone blast for 5 rounds.

Ethereal Jaunt: You become ethereal for 1
round/level.

Finger of Death: Kills one subject.

Plane Shift: As many as eight subjects travel to
another plane.

Power Word Blind: Blinds creature with 200 hp or
less for 1d4+1 minutes (permanent if creature has
less than 50 hp).

Spell Turning: Reflect 1d4+6 spell levels back at
caster for 10 min./level or until expended.

8"-LEVEL ARCANE SPELLS

Clone: Duplicate awakens when original dies.

Horrid Wilting: Deals 1d6/level damage within 30 ft.

Incendiary Cloud: Cloud deals 4d6 fire
damage/round for 1 round/level.

Irresistible Dance: Forces subject to dance for
1d4+1 rounds.

Power Word Stun: Stuns creature with 150 hp or
less for 2d4 rounds.

Trap the Soul: Imprisons subject within gem.

9th_LEVEL ARCANE SPELLS

Astral Projection: Projects you and companions onto
Astral Plane.

Etherealness: Travel to Ethereal Plane with
companions for 1 min./level.

Gate: Connects two planes for travel or summoning.
Open for 1 round/level.

Meteor Swarm: Four exploding spheres each deal
6d6 fire damage.

Power Word Kill: Kills one creature with 100 hp or
less.

Soul Bind: Traps newly dead soul to prevent
resurrection.



Microlite20 DIVINE SPELLS

O-LEVEL DIVINE SPELLS (ORISONS)

Create Water: Creates 2 gallons/level of pure water.

Guidance: +1 on one attack roll, saving throw, or
skill check. Lasts for 1 min. or until discharged.

Light: Object shines like a torch for 10 min./level.

Purify Food and Drink: Purifies 1 cu. ft./level of food
or water.

Resistance: Subject gains +1 on saving throws for 1
minute.

Virtue: Subject gains 1 temporary hp for 1 minute.

1St-LEVEL DIVINE SPELLS

Bless: Allies gain +1 on attack rolls and
communication + MIND checks against fear for 1
min./level.

Bless Water: Makes holy water.

Cure Light Wounds: Cures 1d8 damage +1/level
(max +5).

Divine Favor: You gain +1 per three levels on attack
and damage rolls for 1 minute.

Magic Stone: Three stones gain +1 on attack, deal
1d6 +1 damage. Lasts for 30 minutes or until
discharged.

Shield of Faith: Aura grants +2 or higher AC bonus
for 1 min./level.

2"-LEVEL DIVINE SPELLS

Aid: +1 on attack rolls and saves against fear, 1d8
temporary hp +1/level (max +10).

Cure Moderate Wounds: Cures 2d8 damage +1/level
(max +10).

Delay Poison: Stops poison from harming subject for
1 hour/level.

Gentle Repose: Preserves one corpse.

Remove Paralysis: Frees one or more creatures from
paralysis or slow effect.

Restoration, Lesser: Dispels magical ability penalty
or repairs 1d4 ability damage.

3"-LEVEL DIVINE SPELLS

Create Food and Water: Feeds three humans (or
one horse)/level.

Cure Serious Wounds: Cures 3d8 damage +1/level
(max +15).

Prayer: Allies get a +1 bonus on most rolls, enemies
take a -1 penalty for 1 round/level.

Remove Disease: Cures all diseases affecting
subject.

Searing Light: Ray deals 1d8/two levels damage, or
1d8/level against undead.

Speak with Dead: Corpse answers one question/two
levels. Lasts for 1 min./level.

4™"-LEVEL DIVINE SPELLS

Cure Critical Wounds: Cures 4d8 damage +1/level
(max +20).

Discern Lies: Reveals deliberate falsehoods for 1
round/level or until concentration ends.

Freedom of Movement: Subject moves normally
despite impediments for 10 min./level.

Neutralize Poison: Immunizes subject against poison
for 10 min./level, detoxifies venom in or on subject.

Restoration: Restores level and ability score drains.

Tongues: Speak any language for 10 min./level.

5'"_LEVEL DIVINE SPELLS

Atonement: Removes burden of misdeeds from
subject.

Commune: Deity answers one yes-or-no
question/level. Lasts for 1 round/level

Cure Light Wounds, Mass: Cures 1d8 damage
+1/level for many creatures.

Flame Strike: Smite foes with divine fire (1d6/level
damage).

Raise Dead: Restores life to subject who died as
long as one day/level ago.

True Seeing: Lets you see all things as they really
are for 1 min./level.

6""-LEVEL DIVINE SPELLS

Banishment: Banishes 2 HD/level of extraplanar
creatures.

Cure Moderate Wounds, Mass: Cures 2d8 damage
+1/level for many creatures.

Harm: Deals 10 points/level damage to target.

Heal: Cures 10 points/level of damage, all diseases
and mental conditions.

Heroes' Feast: Food for one creature/level cures
disease and grants +1 combat bonus for 12 hours.
Lasts for 1 hour.

Quest: Commands any creature, binding it to a
specific task. Lasts for 1 day/level or until
discharged.

7*"-LEVEL DIVINE SPELLS

Cure Serious Wounds, Mass: Cures 3d8 damage
+1/level for many creatures.

Destruction: Kills subject and destroys remains.

Ethereal Jaunt: You become ethereal for 1
round/level.

Regenerate: Subject's severed limbs grow back,
cures 4d8 damage +1/level (max +35).

Restoration, Greater: As restoration, plus restores
all levels and ability scores.

Resurrection: Fully restores a dead subject from a
small portion of the corpse.

8""-LEVEL DIVINE SPELLS

Antimagic Field: Negates magic within 10 ft. for 10
min./level.

Cure Critical Wounds, Mass: Cures 4d8 damage
+1/level for many creatures.

Dimensional Lock: Teleportation and interplanar

travel blocked for 1 day/level.

Discern Location: Reveals exact location of creature

or object.

Fire Storm: Deals 1d6/level fire damage.

Holy Aura: +4 to AC, +4 resistance, and SR 25
against evil spells for 1 round/level.

9*"_LEVEL DIVINE SPELLS

Astral Projection: Projects you and companions onto
Astral Plane.

Etherealness: Travel to Ethereal Plane with
companions for 1 min./level.

Gate: Connects two planes for travel or summoning.
Open for 1 round/level.

Heal, Mass: As heal, but with several subjects.

Implosion: Kills one creature/round for 4 rounds or
until concentration ends.

Soul Bind: Traps newly dead soul to prevent
resurrection.
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AFOCRKYTHA

A Complete Cleric’s Spell List for
MICROLITE 20

0-LEVEL CLERIC SPELLS (ORISONS)

Create Water: Creates 2 gallons/level of pure water.

Cure Minor Wounds: Cures 1 point of damage.

Detect Magic: Detects spells and magic items within 60 ft.

Detect Poison: Detects poison in one creature or object, whether poisonous or
poisoned.

Guidance: +1 on one attack roll, saving throw, or skill check within 1 minute.
Inflict Minor Wounds: Touch attack, 1 point of damage.

Light: Object shines like a torch with a 20'radius for 10 minutes / level.
Mending: Makes minor repairs on an object.

Purify Food and Drink: Purifies 1 cu. ft./level of food or water.

. Read Magic: Read scrolls and spell books for 10 minutes / level.
. Resistance: Subject gains +1 on saving throws for 1 minute.
. Virtue: Subject gains 1 temporary hp for 1 minute.

1ST-LEVEL CLERIC SPELLS

Bane: All enemies within 50’ take —1 on attack rolls and saves against fear for 1 minute /
level.

Bless: All allies within 50°gain +1 on attack rolls and saves against fear for 1 minute /
level.

Bless Water : Makes 1 pint of holy water.

Cause Fear: One creature of 5 HD or less flees for 1d4 rounds.

Command: One subject obeys selected command for 1 round.

Comprehend Languages: You understand all spoken and written languages for 10
minutes / level.

Cure Light Wounds: Cures 1d8 damage +1 / level (max +5).

Curse Water : Makes unholy water.

Death-watch: Reveals how near death subjects within 30 ft are for 10 minutes / level.

. Detect Un-dead: Reveals undead within 60 ft for 1 minute / level.
. Divine Favour: You gain +1 per three levels on attack and damage rolls for 1 minute.
. Doom: One subject takes —2 on attack rolls, damage rolls, saves, and checks, for 1

minute / level.

. Endure Elements: Exist comfortably in hot or cold environments.
. Entropic Shield: Ranged attacks against you have 20% miss chance for 1 minute / level.
. Hide from Undead: Undead can’t perceive one subject/level for 10 minutes / level. Any

form of interaction negates this.

. Inflict Light Wounds: Touch deals 1d8 damage +1/level (max +5).
. Magic Stone: Three stones gain +1 on attack, deal 1d6 +1 damage, until they are used

or for 30 minutes.

. Magic Weapon: Weapon gains +1 bonus for 1 minute / level.
. Obscuring Mist: a stationary fog surrounds you to a radius of 20‘ for 1 minute / level.
. Remove Fear: Suppresses fear or gives +4 on saves against fear for one subject + one

per four levels for 10 minutes.

. Sanctuary: For 1round / level, opponents can’t attack you, and you can’t attack them.
. Shield of Faith: Aura grants +2 (+1 again per 6 levels) to AC for 1 minute / level.
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Summon Monster I: Calls extraplanar creature to fight for you.

2ND-LEVEL CLERIC SPELLS

Aid: +1 on attack rolls and saves against fear, 1d8 temporary hp +1/level (max +10) for 1
minute / level.

Augury: Learns whether a particular action will bring good or bad (or both!) results.
Bear’s Endurance: subject gains +4 to physical rolls for 1 min/level.

Bull’s Strength: Subject gains +4 to Str for 1 min./level.

Calm Emotions: Calms creatures, negating emotion effects and rids a target of bonuses
from spells such as bless, good hope, and rage, for 1 round / level.

Consecrate: Fills area of 20’radius with positive energy, making undead weaker. They
suffer a -1 to all rolls and the caster gains a +3 to turning rolls.

Cure Moderate Wounds: Cures 2d8 damage +1/level (max +10) with a touch.
Darkness: 20-ft. radius of supernatural shadow for 10 minutes / level.

Death Knell: Kills dying creature; you gain 1d8 temporary hp, +2 to Str, and +1 level for
10 minutes per HD of subject.

Delay Poison: Stops poison from harming subject for 1 hour/level.

Desecrate: Fills area equal to a 25’ + 5’/ level with negative energy, making undead
stronger. They gain +1 to all rolls for 2 hours per level.

Eagle’s Splendour: Subject gains +4 to communication for 1 min./level.

Enthrall: Captivates all within 100 ft. + 10 ft./level for 1 hour.

Find Traps: Notice traps as a rogue does (MIND + subterfuge) with a bonus equal to half
your level (round down).

Gentle Repose: Preserves one corpse for 1 day / level.

Hold Person: Paralyses one humanoid for 1 round/level. The held creature may attempt
a STR + physical save every round.

Inflict Moderate Wounds: Touch attack, 2d8 damage +1/level (max +10).

Make Whole: Repairs an object.

Owl’s Wisdom: the touched being gains +4 Mind for 1 minute / level.

Remove Paralysis: Frees up to 4 creatures within 25'+ 5’per level from paralysis or slow
effect.

Resist Energy: touched target ignores 20 points of damage/attack from specified energy
type after save roll (acid, cold, electricity, fire, or sonic) for 10 minutes / level.
Restoration, Lesser: Repairs 1d4 temporary ability damage.

Shatter: Sonic vibration damages objects or crystalline creatures within 25+ 5’/ level.
Damage against crystalline creatures inflicts 1d6 damage per level (max 1d6, save
halves damage).

Shield Other : You take half of chosen subject’'s damage. Subject must remain within
25+ 5’/ level to benefit and gains +1 to AC and all rolls.

Silence: Negates sound in 20-ft. radius for 1 minute / level.

Sound Burst: Deals 1d8 sonic damage to subjects at a range of 25+ 5/ level and a
10’radius ; may stun them on a failed STR + physical roll.

Spiritual Weapon: Magic weapon attacks on its own within a range of 100+ 10°/ level
for 1d8 + 1/ level damage for 1 round / level. It attacks as if wielded by caster but the
caster can always do something else while “thinking” it to attack.

Status: Monitors condition, position of touched allies (1 per 3 levels) for 1 hour per level
Summon Monster II: Calls extraplanar creature to fight for you.

Zone of Truth: Subjects within range (25'+ 5’/ level) and radius (20’) cannot lie.

3RD-LEVEL CLERIC SPELLS

Animate Dead : Creates a number of un-dead skeletons and/or zombies with a HD total
equal to twice your caster level. They obey all commands until destroyed.

Bestow Curse: touched being suffers —6 to an ability score; —4 on attack rolls, saves,
and checks; or 50% chance of losing each action.

Blindness/Deafness: Makes a touched subject blinded or deafened, permanently.
Contagion: Infects subject with a disease with no incubation period.
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Continual Flame : Makes a permanent, heatless torch.

Create Food and Water: Feeds three humans (or one horse)/level.

Cure Serious Wounds: Cures 3d8 damage +1/level (max +15).

Daylight: 60-ft. radius of bright light for 10 minutes / level.

Deeper Darkness: Object sheds supernatural shadow in 60-ft. radius for 1 day / level.

. Glyph of Warding: Inscription harms 1d8 damage / 2 levels to those who pass it without

proper password.

. Helping Hand: Ghostly hand leads subject if within 5 miles to you if it chooses.

. Inflict Serious Wounds: Touch attack, 3d8 damage +1/level (max +15).

. Invisibility Purge: Dispels invisibility within 5 ft./level.

. Locate Object: Senses direction toward object (specific or type) within 400'+ 40° / level.
. Magic Circle against: subject cannot be approached, attacked of touched within a 10-ft.

radius and 10 min./level.

. Magic Vestment: Armour or shield gains +1 enhancement per four levels four 1 hour /

level.

. Meld into Stone: You and your gear merge with stone for 10 minutes / level.
. Obscure Object: Masks object against scrying for 8 hours.
. Prayer: All Allies +1 bonus on most rolls, All enemies —1 penalty within 40‘radius for 1

round / level.

Protection from Energy: Absorb 12 points/level of damage from one kind of energy
(acid, cold, electricity, fire, or sonic) for 10 minutes / level or until all used up.

Remove Blindness/Deafness: Cures normal or magical conditions.

Remove Curse: Frees object or person from curse.

Remove Disease: Cures all diseases affecting subject.

Searing Light: Ray deals 1d8/two levels damage, 1d6 / level against undead, requires a
magic attack against AC to hit.

Speak with Dead: Corpse answers one question/two levels.

Stone Shape: Sculpts stone into any shape (10 cubic feet + 1/ level).

Summon Monster llI: Calls extra planar creature to fight for you.

Water Breathing: Subjects equal to caster level can breathe underwater for 2 hours /
level.

Water Walk: Subject treads on water as if solid for 10 minutes / level.

Wind Wall: 10’ x 5’ x 2'wall of blowing wind deflects arrows, smaller creatures, and gases
(50/50 chance) for 1 round / level.

4TH-LEVEL CLERIC SPELLS

Air Walk: Subject treads on air as if solid (climb at 45-degree angle) for 10 minute / level.
Control Water: Raises or lowers bodies of water by a volume of 10 x 10 to a maximum
height of depth of 1’/ level, for 10 minutes / level.

Cure Critical Wounds: Cures 4d8 damage +1/level (max +20).

Death Ward: Grants immunity to death spells and negative energy effects to touched
subject for 1 minute / level.

Dimensional Anchor: Bars extradimensional movement of a being within 100° + 10/
level, for 1 minute / level. Requires a magic attack to hit AC to effect subject.

Discern Lies: Reveals deliberate falsehoods in 1 creature / level, at a range of 25'+ 5’/
level for 1 minute / level.

Dismissal: Forces a creature to return to native plane.

Divination: Provides one piece of useful advice for specific proposed actions.

Divine Power: You gain attack bonus, +6 to Str, and 1 hp/level for 1 round / level.

. Freedom of Movement: Subject moves normally despite impediments for 10 minutes /

level.

. Giant Vermin: Turns centipedes, scorpions, or spiders into giant vermin.
. Imbue with Spell Ability: Transfer 1 spell to subject, which can be cast at any time,

once.

. Inflict Critical Wounds: Touch attack, 4d8 damage +1/level (max +20).

. Magic Weapon, Greater: +1 bonus/four levels (max +5) for 1 minute / level.

. Neutralize Poison: Immunizes subject against poison, detoxifies venom in or on subject.
. Planar Ally, Lesser: Exchange services with a 6 HD extraplanar creature.
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Poison: Touch deals 1d10 STR damage, repeats in 1 min.

Repel Vermin: Insects, spiders, and other vermin stay 10 ft. away.

Restoration: Restores 1 level and all ability score drains.

Sending: Delivers short message (25 words or less) anywhere, instantly.

Spell Immunity: Subject is immune to one spell per four levels for 10 minutes / level.
Summon Monster IV: Calls extraplanar creature to fight for you.

Tongues: Speak any language for 10 minutes / level.

5TH-LEVEL CLERIC SPELLS

Break Enchantment: Frees subjects (1 per caster level within 30’) from enchantments,
alterations, curses, and petrification. Requires a magic attack roll.

Command, Greater: As command, but affects one subject/level.

Commune: Deity answers one yes-or-no question/level.

Cure Light Wounds, Mass: Cures 1d8 damage +1/level for many creatures.

Disrupting Weapon: Melee weapon destroys undead of equal or lower HD provided they
fail a save. 1 round / level.

Flame Strike: Smite foes with divine fire (1d6/level damage) within 100’+ 10’ with an area
of 10’ radius. Save reduces damage by one quarter.

Hallow: Designates location of 40’radius as holy for a year. All attempts to turn undead
gain a +4 bonus, undead cannot be raised in the area and the area acts as a magic circle
against undead, demons, devils etc.

Inflict Light Wounds, Mass: Deals 1d8 damage +1/level to 1 creature / level at a range
of 25'+5/ level.

Insect Plague: Locust swarms attack creatures (1 swarm/ 3 levels).

. Mark of Justice: Designates action that will trigger bestow curse on subject.

. Plane Shift: As many as eight subjects travel to another plane.

. Raise Dead: Restores life to subject who died as long as one day/level ago.

. Righteous Might: Your size increases, and you gain combat bonuses (+8 STR, +4 AC,

Damage inflicted goes up to next die, 1d6>1d8 etc) for 1 round / level.

. Scrying: Spies on subject from a distance for 1 minute / level.

. Slay Living: Touch attack kills subject.

. Spell Resistance: Subject gains SR 12 + level.

. Summon Monster V: Calls extraplanar creature to fight for you.

. Symbol of Pain: Triggered rune wracks nearby creatures with pain (60’radius, -4 on all

rolls for 1 hour).

. Symbol of Sleep: Triggered rune puts nearby creatures under 10 HD into catatonic

slumber for 3d6x10 minutes.

. True Seeing: Lets you see all things as they really are including in darkness, invisible,

polymorphed etc. but not mundane events like being physically hidden, in disguise etc.

. Unhallow: Designates location as unholy for a year. Turning undead attempts suffer a -4

penalty and the area (40’radius) acts as a magic circle against good.

. Wall of Stone: Creates a stone wall that can be shaped (5 square and 2 inches thick per

level).

6TH-LEVEL CLERIC SPELLS

Animate Objects: Objects (1 per level within 100'+ 10/ level) attack your foes for 1
round per level.

Antilife Shell: 10-ft. field hedges out living creatures for 10 minutes / level.
Banishment: Banishes 2 HD/level of extraplanar creatures within 25+ 5/ level back to
their home plane.

Bear’s Endurance, Mass: As bear’s endurance, affects one subject/ level for 1 minute /
level within 25+ 5'per 2 levels.

Blade Barrier: Wall of blades (20’long per level and 20’high) deals 1d6/level damage for
1 minute per level. A DEX + subterfuge roll halves the damage if passed.

Bull’s Strength, Mass: As bull’s strength, affects one subject/level within 25'+ 5/ 2
levels, for 1 minute / level.
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Create Undead: Create ghasts (levels 12 to 14), mummies (15-17), or mohrgs (18+) from
a touched corpse.

Cure Moderate Wounds, Mass: Cures 2d8 damage +1/level for 1 creature / level.
Eagle’s Splendour, Mass: As eagle’s splendour, affects one subject/level.

. Find the Path: Shows most direct way to a location.
. Forbiddance : Blocks planar travel within a 60‘cube within 100+ 10°per level.
. Geas/Quest: As lesser geas, plus it affects any creature of any HD and suffers 3d6

damage each day it does not attempt to fulfil quest.

. Glyph of Warding, Greater: As glyph of warding, but up to 1d8 damage / level.
. Harm: Deals 10-points/level damage to a touched target. A save halves this damage.
. Heal: Cures 10 points/level of damage, all diseases and mental conditions on touched

subject.

. Heroes’ Feast: Food for one creature/level. This cures all diseases, makes you immune

to poison, adds 1 temporary HP / level and grants a +1 to all rolls. This lasts for 12
hours..

Inflict Moderate Wounds, Mass: Deals 2d8 damage +1/level to 1 creature / level within
25+ 5'per 2 levels.

Owl’s Wisdom, Mass: As ow!’s wisdom, affects one subject/level within 25+ 5°/ level for
1 minute / level.

Planar Ally : As lesser planar ally, but up to 12 HD.

Summon Monster VI: Calls extraplanar creature to fight for you.

. Symbol of Fear : Triggered rune panics nearby creatures ( 1 per level, 60’ radius) for 1

round per level.

Symbol of Persuasion : Triggered rune charms nearby creatures (1 per level,60’ radius)
for 1 hour per level.

Undeath to Death : Destroys 1d4 HD/level of undead within 40‘radius (max 20d4).

Wind Walk: You and your allies (1 per 3 levels) turn vaporous and travel fast (60 mph for
1 hour per level).

Word of Recall: Teleports you back to designated place with any willing touched or
touching others.

7TH-LEVEL CLERIC SPELLS

Blasphemy: Kills (if subject is 10 HD lower than caster) , paralyses (for 1d10 minutes if
5HD lower) , weakens (-2d6 STR for 2d4 rounds if 1 HD lower) or dazes (misses next
round of actions) to all creatures within a 40 range and radius.

Control Weather: Changes weather in local area.

Cure Serious Wounds, Mass: Cures 3d8 damage +1/level for 1 creature / level within
25+ 5'/ level.

Destruction : Kills subject and destroys remains instantly although a successful STR +
physical roll reduces it to 10d6 damage.

Dictum: as Blasphemy except deafens instead of weakens.

Ethereal Jaunt: You become ethereal for 1 round/level.

Holy Word: as Blasphemy except it blinds instead of weakens.

Inflict Serious Wounds, Mass: Deals 3d8 damage +1/level to 1 creature / level within
25+ 5'/ level.

Refuge : Alters item to transport its possessor to you upon speaking a command word
and breaking item.

Regenerate: Subject’s severed limbs grow back, cures 4d8 damage +1/level (max +35).
Repulsion: Creatures can’t approach you within a range of 10‘per level for 1 round per
level.

Restoration, Greater : As restoration, plus restores all levels and ability scores.
Resurrection : Fully restore dead subject who cannot have been dead more than 10
years / level, cannot died of old age and loses a level or 1d4 STR if 1 level.

Scrying, Greater: As scrying, but 1 hour per level.

Summon Monster VII: Calls extraplanar creature to fight for you.

Symbol of Stunning : Triggered rune stuns nearby creatures within 60‘radius for 1d6
rounds.

Symbol of Weakness : Triggered rune weakens nearby creatures by 3d6 STR (all
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creatures without STR are reduced by 1d6 HD) for 10 minutes per level.
Word of Chaos: as Blasphemy except stuns (unable to take any action against another
for 2d4 rounds) instead of weakens.

8TH-LEVEL CLERIC SPELLS

Antimagic Field: Negates all magic within 10 ft.

Cloak of Chaos: +4 to AC, +4 resistance, and SR 25 against spells from lawful
creatures.

Create Greater Undead: Create shadows, wraiths, spectres, or devourers.

Cure Critical Wounds, Mass: Cures 4d8 damage +1/level for 1 creature / level within
25+ 5’/ level.

Dimensional Lock: Teleportation and interplanar travel blocked for one day/level.
Discern Location: Reveals exact location of creature or object.

Earthquake: Intense tremor shakes 80-ft.-radius.

Fire Storm: Deals 1d6/level fire damage at a range of 100+ 10"/ level with 2 10‘cubes
per level.

Holy Aura: as Cloak of Chaos except against evil creatures .

. Planar Ally, Greater : As lesser planar ally, but up to 18 HD.
. Inflict Critical Wounds, Mass: Deals 4d8 damage +1/level for 1 creature / level within

25+ 5'/ level.

. Shield of Law: as Cloak of Chaos except against chaotic creatures.

. Spell Immunity, Greater: As spell immunity, but up to 8th-level spells.

. Summon Monster VIII: Calls extraplanar creature to fight for you.

. Symbol of Death: Triggered rune slays nearby creatures (60‘radius).

. Symbol of Insanity: Triggered rune renders nearby creatures insane (60°radius).
. Unholy Aura’ as Cloak of Chaos except against good creatures.

9TH-LEVEL CLERIC SPELLS

Astral Projection: Projects you and companions onto Astral Plane.

Energy Drain: Subject gains 2d4 negative levels for 24 hours.

Etherealness: Travel to Ethereal Plane with companions.

Gate: Connects two planes for travel or summoning.

Heal, Mass: As heal, but ALL afflictions from 1 creature / level within 25’+ 5’/ level.
Implosion: Kills one creature/round for 1 round / level with 25°'+ 5’/ 2 levels.

Miracle: Requests a deity’s intercession (see game master).

Soul Bind: Traps newly dead soul to prevent resurrection, true resurrection, miracle,
wish etc. within 1 round / level of creature dying and within 25'+ 5 */ 2 levels.

Storm of Vengeance: Storm rains acid (1d6 damage), lightning (6 bolts, 10d6 damage,
different targets), and hail (5d6 damage), deafens all within 360‘radius and 400+ 40’ /
level range.

Summon Monster IX: Calls extraplanar creature to fight for you.

True Resurrection: As resurrection but within 10 years per level of the creatures death
and you must be able to identify exactly who the creature was. Remains are not needed.

And finally, a note about All SUMMON MONSTER spells.

The summoning of a monster out of nothing to do your will lasts for 1 round / level.

The monster has a number of HD equal the cater level that is required to cast the spell.
The monster's AC equals 10 + (monster’'s HD / 2, round up)

The monster inflicts damage equal to 1d8 plus half it's number of HD (round down)
Each spell allows the caster to summon, instead of 1 monster from that spell, 1d3
monsters from the previous spell level or 1d4+1 monsters from the level below that.
The monster always looks like a creature that reflects the caster’s philosophies, beliefs
and associations. I.E. an evil caster's monsters may look like demons, a naturalist
caster’s as a glowing animal and a pious caster's monsters appear as glowing balls of
light.



Psionics

Psionics are powers of the mind — made manifest through

intense concentration. This rule-set introduces new races,
classes, a new skill, and, of course, psionic powers as well
as psionic monsters and items.

RACES

Dromites are insect-like humanoids and get a +3 natural
armor bonus to AC.

Druegars are dwarves of the deep and get a +2 to STR.
Elans, humanoid aberrations, get a +1 bonus to all saves.
Half-Giants get a +4 STR and -2 DEX.

CLASSES
Psion

Masters of the mind, they wear no armor. They can manifest
Psion powers and gain a +2 to Knowledge and +2
Concentration.

Psychic Warrior

Disciples of the body and mind, they wear any kind of armor
and use shields. They can manifest Psychic Warrior powers
and gain a +2 to Physical and +2 to Concentration.

SKILLS
Concentration

Concentration is a new skill used for things like focusing on
a task, ignoring distractions and pain, making Will saves
(Concentration + MIND), etc. Only Psions and Psychic
Warriors are specialized in this skill.

Focus

By meditating for a full round and making a successful
Concentration + MIND check vs. DC 20, a psionic character
can gain focus. This focus remains until it is expended. The
focus can be expended to add 1d6 to a single roll.

STARTING WEALTH

You begin with a certain amount of wealth depending upon
your psionic character class.

Class Amount
Psion 75 gp
Psychic Warrior | 125 gp

Fast Packs

Instead of starting wealth, you may wish to use the fast
packs option. Both the Psion and Psychic Warrior use the
Fighter’s fast pack entry.

This is a skimmed version of the
Primary Fantasy SRD rules for psionics.
1t has been designed for the Microlite20 system

by Robin V. Stacy, Darrell King & Al Krombach.
Both are available at hitp://www.microlite20.net/.

POWERS

Psionic characters can manifest any of their powers, so long
as the power level is equal or below % their class level,
rounded down (unlike spellcasters, who round-up).

Manifesting Powers

Manifesting a power costs Hit Points. The base cost is:

Power Level | Base HP Cost
1 1
2 3
3 5
4 7
5 9
6 11
7 13
8 15
9 17

Unlike spells, all aspects of a power do not automatically
scale with level. Instead, they are augmented with additional
Hit Points (HP). The augmenting HP cost is noted under
each power’s entry in the SRD.

The combined hit point cost for manifesting and augmented
a power cannot exceed the character’s psionic class level.
Thus, a 3 level psychic could manifest a level one power by
spending 1 hit point, and augment it by spending 2
additional hit points for a total hit point cost of 3.

The hit points lost through manifesting and augmenting
powers cannot be healed normally. They are recovered after
8 hours of rest.

Temporary hit points cannot be used to manifest powers.
Power Difficulty Class
The Difficulty Class (DC) for all powers is:

10 + Psionic Level + Psionic’s MIND bonus
Psionic vs. Magical Effects

Powers interact with spells and spells interact with powers in
the same way a spell or normal spell-like ability interacts
with another spell or spell-like ability. For example, detect
magic detects psionics and dispel psionics dispels magic.
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Power Lists

1°T LVL PSION POWERS

Charm, Psionic: Makes one person a friend. Duration: 1
hr./lvl. Augment: 4 extra HP raises duration to 1 day/Ivl.

Control Object: Telekinetically animate a small object.
Duration: Concentration, up to 1 rd./Ivl. Augment: None.

Detect Psionics: Detect the presence of psionics. Duration:

Concentration, up to 1 min./lvl. Augment: None.
Mindlink: Forge a limited mental bond with another
creature. Duration: 10 min./lvl. Augment: Each extra HP
links another creature.

Mind Thrust: Deal 1d10 damage. Duration: Instant.
Augment: Each extra HP adds 1d10 to damage.

Precognition: Gain +2 insight bonus to one roll. Duration:

10 min./lvl. Augment: None.

2™? LVL PSION POWERS

Clairvoyant Sense: See and hear a distant location.
Duration: 1 min./lvl. Augment: None.

Cloud Mind: You erase knowledge of your presence from
target’s mind. Duration: 1 min./Ivl. Augment: None.

Ego Whip: Deal 1d4 MIND damage and daze for 1 rd.
Duration: Instant. Augment: Every 4 extra HP increases
damage by 1d4 points and save DC by 2.

Identify, Psionic: Learn the properties of a psionic item.
Duration: Instant. Augment: None.

Read Thoughts: Detect the thoughts of creatures in range.
Duration: Concentration, up to 1 min./lvl. Augment: None.

Sensitivity to Psychic Impressions: Find out about an
area’s past. Duration: Concentration, up to 10 min./Ivl.
Augment: None.

3%? LVL PSION POWERS

Body Adjustment: You heal 1d12 damage. Duration:
Instant. Augment: Every 2 extra HP heals an extra 1d12.

Dispel Psionics: Cancel psionic powers and effects.
Duration: Instant. Augment: Each extra HP raises dispel
check by 2.

False Sensory Input: Subject sees what isn’t there.
Duration: Concentration, up to 1 min./lvl. Augment: Every
2 extra HP affects another target.

Fate Link: Link the fates of two targets. Duration: 10
min./Ivl. Augment: Every 2 extra HP raises DC by 1.
Psionic Blast: Stun creatures in 30-ft. cone for 1 rd.
Duration: Instant. Augment: Every 2 extra HP raises
duration by 1 rd.

Telekinetic Force: Move an object (up to 250 lbs.) with

your mind. Duration: Concentration, up to 1 rd./lvl.
Augment: Each extra HP raises weight limit by 25 Ibs.

4™ LVL PSION POWERS

Control Body: Take rudimentary control of foe’s limbs.
Duration: Concentration, up to 1 min./lvl. Augment: Every
2 extra HP affects a target one size larger.

Death Urge: Target tries to kill itself. Duration: 1 rd.
Augment: Every 4 extra HP raises save DC by 2 and duration
by 1 rd.

Dimension Door, Psionic: Teleport short distance.
Duration: Instant. Augment: 6 extra HP to manifest as a
bonus action.

Mindwipe: Wipe a part of target’s mind to reduce target’s
current level by 2. Duration: 1 hr. Augment: Every 2 extra
HP raises DC by 2. Every 3 extra HP reduces an extra level.

Schism: Split your mind into two independent entities.
Duration: 1 trd./Ivl. Augment: None.

Telekinetic Maneuver: Telekinetically bull rush, disarm,
grapple, or trip your target. Duration: Concentration, up to 1
rd./lvl. Augment: Every 2 extra HP grants a +1 bonus to
maneuver checks.

5™ LVL PSION POWERS

Mind Probe: You discover the subject’s secret thoughts.
Duration: 1 rd./Ivl. Augment: None.

Psychic Crush: Crush subject’s mind, reducing subject to -1
hit points. Duration: Instant. Augment: Every two extra hit
points increases save damage by 1d6 (base 3d6).

Second Chance: Gain a reroll. Duration: 1 rd./lvl, until
discharged. Augment: None.

Shatter Mind Blank: Cancels target’s mind blank.
Duration: Instant. Augment: None.

Teleport, Psionic: Instantly teleport up to 100 miles/1vl.
Duration: Instant. Augment: None.

True Seeing, Psionic: See all things as they really are.
Duration: 1 min./lvl. Augment: None.

6™ LVL PSION POWERS

Cloud Mind, Mass: Erase knowledge of your presence from
the minds of one creature/lvl. Duration: 1 min./lvl.
Augment: None.

Co-opt Concentration: Take control of foe’s power.
Duration: Concentration, up to 1 rd./Ivl. Augment: None.

Crystallize: Turn subject permanently to crystal. Duration:
Permanent. Augment: None.

Null Psionics Field: Create a field where psionic power
does not function. Duration: 10 min./lvl. Augment: None.

Restoration, Psionic: Restores level and stats from drains.
Duration: 11. Augment: None.

Temporal Acceleration: Your time frame accelerates for 1
rd. Duration: 1 rd. (apparent time). Augment: Every 4 extra
HP raises duration by 1 rd.
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7™M LEVEL PSION POWERS

Ethereal Jaunt, Psionic: Become ethereal for 1 rd/lvl.
Duration: 1 1d./Ivl. Augment: None.

Fission: You briefly duplicate yourself. Duration: 1 rd./Ivl.
Augment: None.

Insanity: Subject is permanently confused. Duration:
Instant. Augment: Every 2 extra HP raises save DC by 1 and
affects another creature.

Moment of Prescience, Psionic: You gain an insight bonus
equal to your psionic character level on a single attack roll,
check, or save. Duration: 1 rd./lvl, until discharged.
Augment: None.

Reddopsi: Powers targeting you rebound back. Duration:
10 min./lvl. Augment: None.

8™ LEVEL PSION POWERS

Astral Seed: You plant the seed of your rebirth from the
Astral Plane. You return from death (even disintegration)
after 10 days. Duration: Instant. Augment: None.

Hypercognition: You can deduce almost anything.
Duration: Instant. Augment: None.

Mind Blank, Psionic: Subject immune to mental/emotional
effects, scrying, and remote viewing. Duration: 1 day.
Augment: None.

Time Hop, Mass: Willing subjects hop forward in time.
Duration: 1 hr./Ivl. Augment: 6 extra HP to instantly
manifest the power (even when it’s not your turn).

9™ L EVEL PSION POWERS

Assimilate: Inflict 20d6 damage and incorporate creature
(fully or partially) into your own body. Duration: Instant or
1 hr. Augment: None.

Etherealness, Psionic: You and 1 creature/3 levels become
ethereal. Duration: 1 min./lvl. Augment: None.

Microcosm: One creature (100 hp or less) or group of
creatures (each 30 hp or less, totaling to 300 hp maximum)
is trapped forevermore in world of own imagination (no
saving throw). Duration: Instant. Augment: Each extra HP
raises the hit point limit of target by 10.

Timeless Body: Ignore all harmful, and helpful, effects for 1
rd. Duration: 1 rd. Augment: None.

15T LVL PSYCHIC WARRIOR POWERS

Call Weaponry: Call a weapon “from thin air” into your
hand Duration: 1 min./lvl. Augment: Every 4 extra HP
grants a +1 enhancement bonus to the weapon.

Catfall: Instantly save yourself from a fall (as if fall was 10
ft. shorter). Duration: Until landing or 1 rd./lvl. Augment:
Each extra HP makes the fall a further 10 ft. shorter.

Detect Psionics: You detect the presence of psionics.
Duration: Concentration, up to 1 min./lvl. Augment: None.

Prescience, Offensive: Gain +2 insight bonus on your
damage rolls. Duration: 1 min./lvl. Augment: Every 3 extra
HP raises damage bonus by +1. 6 extra HP to manifest
power as a bonus action.

Synesthete: You receive one kind of sense when another
sense is stimulated. Duration: 10 min./lvl. Augment: None.

Vigor: Gain 5 temporary hit points. Duration: 1 min./lvl.
Augment: Each extra HP gives 5 extra hit points.

2™ VL PSYCHIC WARRIOR POWERS

Animal Affinity: Gain +4 to one stat. Duration: 1 min./Ivl.
Augment: Every 5 extra HP enhances another stat.

Body Adjustment: Heal 1d12 damage. Duration: Instant.
Augment: Every 2 extra HP heals an extra 1d12.

Detect Hostile Intent: Detect hostile creatures within 30 ft.
Duration: 10 min./lvl. Augment: None.

Hustle: Instantly gain a move action. Duration: Current
round. Augment: None.

Sustenance: You can go without food and water for one
day. Duration: Instant. Augment: None.

Wall Walker: You can walk on walls and ceilings.
Duration: 1 min./lvl. Augment: None.

3% LVL PSYCHIC WARRIOR POWERS

Dimension Slide: Teleport within line of sight. Duration:
Instant. Augment: 4 extra HP to manifest power as a bonus
action.

Empathic Feedback: When hit in melee, your attacker takes
equal damage or 5 points of damage (whichever is less).
Duration: 10 min./lvl. Augment: Each extra HP raises the
damage potential by 1.

Evade Burst: Instantly take no damage on a successful
Reflex save. Duration: Instant. Augment: 4 extra HP to
only take half damage even on a failed save.

Graft Weapon: Gain +1 competence bonus to attack and
damage with weapon and cannot be disarmed. Duration: 24
hrs. Augment: None.

Mental Barrier: Instantly gain +4 deflection bonus to AC
(even when it’s not your turn). Duration: 1 rd. Augment:
Each extra HP raises the duration by 1 rd. Every 4 extra HP
raises the AC bonus by 1.

Ubiquitous Vision: You have all-around vision. Duration:
10 min./lvl. Augment: None.
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4™ LVL PSYCHIC WARRIOR POWERS

Energy Adaptation: Gain resistance 10 (20 at 9th level and
30 at 13th level). All energy attack damage is reduced by
that amount. Duration: 10 min./lvl. Augment: 4 extra HP to
manifest power as a bonus action.

Freedom of Movement, Psionic: You cannot be held or
rendered immobile. Duration: 10 min./lvl. Augment: None.

Immovability: You are almost impossible to move (+20 to
STR checks) and gain damage resistance 15. All physical
attack damage is reduced by that amount. Duration:
Concentration. Augment: 8 extra HP to manifest power
instantly (even when it’s not your turn).

Steadfast Perception: Gain immunity to illusory effects and
a +6 bonus on skill checks to find or notice anything.
Duration: 10 min./lvl. Augment: None.

Weapon of Energy: Deal an extra 1d6 damage of specific
energy type (plus 1d10 on critical hit). Duration: 1 rd./lvl.
Augment: None.

5™ VL PSYCHIC WARRIOR POWERS

Adapt Body: Your body automatically adapts to hostile
environments. Duration: 1 hr./Ivl. Augment: None.

Catapsi: Characters must make a Will save or pay an extra 4
hit points to manifest a power, and psi-like abilities require a
full round to use. You are not affected. Duration: 1 rd./Ivl.
Augment: Every 4 extra HP raises range and radius by 5 ft.
(base 30 ft.)

Metaconcert: Link with up to 9 participants to manifest
powers from their hit points. Each link boosts DC of
manifested powers by 1. Everyone linked gains a +1 bonus
to save vs. powers. Duration: 1 min./Ivl. Augment: Each
extra HP raises duration by 1 min.

Psychofeedback: Boost STR or DEX score by an amount
up to your psionic class level, but lower MIND by a
respective amount. Duration: 1 rd./Ivl. Augment: None.

6™ LVL PSYCHIC WARRIOR POWERS

Breath of the Black Dragon: Breathe a cone of acid for
11d6 damage. Duration: Instant. Augment: Each extra HP
increases damage by 1d6.

Dispelling Buffer: The DC to dispel your power is increased
by +5. Duration: 1 hr./level. Augment: None.

Mind Blank, Personal: You are immune to scrying and
mental effects. Duration: 1 day. Augment: None.

Suspend Life: Go into suspended animation (1 day passes
for each year). Duration: Permanent unless ended or
dismissed. Augment: None.

Psionic Spell Lists

6™ LEVEL ARCANE SPELL

Probe Thoughts: Read subject’s memories, one question/rd.

8" LEVEL DIVINE SPELL
Brain Spider: Hear thoughts of up to eight other creatures.

Psionic Items

Cognizance Crystals

Cognizance crystals can store hit points that psionic
characters can use to manifest powers. It can store an odd
number of hit points between 1 and 17. Once the hit points
are used, the crystal can be recharged on a 1-to-1 basis.

Crystal Weapons

As a free action, crystal weapons can be charged with 2 HP
to deal 2d6 extra damage. The weapon will keep the charge
for 1 minute or until it scores a hit.

Power Stones

A power stone stores a power, which can be used only once.
To manifest the power, a check must be made
(Concentration + MIND vs. DC 15 + power level of the
stored power). The power must be on the user’s power list.
The stored power is always manifested at minimum level
required to manifest the power.

Psicrystals

A psicrystal contains a fragment of a psyche’s personality.
A psionic character can bond with a psicrystal and gain a
minor benefit related to its personality.

Personality Benefit

Bully +3 on Physical checks
Heroic +2 on Fortitude saves
Poised +2 on Reflex saves
Resolved |+2 on Will saves

Sneaky +3 on Subterfuge checks
Stubborn | +3 on Concentration checks
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Psionic Monsters

Blue (small goblinoid)

HD 1d4+2 plus 4 (8 hp); AC 16; quarterstaff +0 (1d4-2) or
light crossbow (1d6); mind thrust.

Brain Mole (tiny magical beast)

HD 1d10-2 (3 hp); AC 14; bite +5 (1d3-4); detect psionics,
mind thrust; burrow.

Cerebrilith (large outsider)

HD 9d8+63 (103 hp); AC 25 (DR 10/good, acid/fire/cold
resistance 10, immune to electricity, PR 20); bite +14
(1d8+6); detect psionics, telepathy, ego whip; summon
cerebrilith (35%).

Crysmal (small elemental)

HD 6d8+6 (33 hp); AC 21 (DR 5/bludgeoning, electricity
resistance 15, immune to fire and cold); sting +7 (1d3+3);
control object, detect psionics, mind thrust, psionic
dimension door; burrow.

Folugub (medium aberration)

HD 4d8+12 (30 hp); AC 18; tongue touch +6 (liquefy
crystal) or bite +1 (2d4); scent.

Intellect Devourer (small aberration)

HD 6d8+15 (42 hp); AC 21 (DR 10/adamantine, electricity
resistance 14, immune to fire, PR 23, vulnerable to
protection from evil); claw +6 (1d3+1); cloud mind, detect
psionics, ego whip, body adjustment; blindsight, body thief.
Neothelid (gargantuan aberration)

HD 25d8+200 (312 hp); AC 28 (DR 5, PR 25); tentacle rake
+24 (2d6+10) or acid breath (14d10) or swallow whole

(2d8+14 plus 2d6 acid); telekinetic force, telekinetic
maneuver, psionic teleport, mind thrust; blindsight.

Udoroot (huge plant)

HD 6d8+18 (45 hp); AC 11 (cold/fire resistance 10, immune
to electricity); false sensory input, mind thrust, telekinetic
force, body adjustment, mental barrier; double manifest,
blindsight.

Unbodied (medium incorporeal humanoid)

HD 4d8+4 (22 hp); AC 13; incorporeal touch +5 (1d6);
psion powers; fly.

Damage resistance (DR) is subtracted from physical attack
damage.

Resistance (acid, cold, electricity, fire, or sonic) is subtracted
from energy attack damage.

Power resistance (PR) is the DC that a manifester must beat
to affect the target (d20 + psionic character level vs. PR).

Blindsight is the ability to ‘see’ without vision.
Body thief is the ability to physical take over a body.
Double manifest is the ability to manifest 2 powers at once.

Touch attacks ignore AC from armor and shields.
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M20 Psionic Rules

Classes
Psions can wear light armour, but usually prefer to wear none. They can use psionic powers,
and gain a +3 bonus to Knowledge

Psionics

Psions can use any power with a power level equal or below 1/2 their class level,
rounded up. They have access to almost all Psion powers in the SRD powers list.
Powers that deal with power points are unavailable only because power points are
not used. (See Alternate Rule if you wish to use these powers.)

Unless otherwise stated in the power description, powers that do damage work once.
All other powers last 1 minute per psion level.

Using a power of any kind costs Hit Points. The cost is 1 + double the level of the
power being cast:

Power Level 1 2 3 4 5 6 7 8 9

HP Cost 3 5 7 9 11 13 15 17 19

This loss cannot be healed normally but is recovered after 8 hours rest. Just because
a character can use any power, doesn’t mean that they should. Choose powers that
suit the character. Select one ‘signature’ power per power level from 1st upward that
they prefer to use over any other. These powers are easier to use due to familiarity,
costing 1 less HP to use.

The Difficulty Class (DC) for all powers is
10 + Caster Level + Caster's MIND bonus

Combat
The Psionic attack bonus is the same as the Magic Attack Bonus

Alternate Rule for Power Points

Some players may wish to include all powers, including those that pertain to power
points. In that case, the Power Point pool starts as the MIND stat +4 points. At each
level, the Psion gains 4 more power points (no roll).

If a Psion uses a power that would reduce their Power Points below zero, those points
come from the MIND stat. MIND points heal at a rate of 1 point per 24 hours. If MIND
is reduced to zero, the psion becomes an undead wight.



Psion Powers

NOTE: Any power with a line through it either deals with power points or has not been translated
for M20 yet. Some offensive powers have been weakened from what is listed in the SRD.

1st-Level Psi-Powers

Astral Traveller

Enable yourself or another to join an astral caravan-enabled
trip.

Attraction Subject has an attraction you specify.

Biofeedback All attacks against you have damage reduced by 2 points

Bite of the Wolf Gain bite attack for 1d8 damage.

Bolt You create a few enhanced short-lived bolts, arrows, or
bullets.

Burst Move twice as fast for one round.

Call to Mind Gain +4 bonus to a Knowledge skill check.

Call Weaponry Create temporary weapon.

Catfall Instantly save yourself from a fall. Lessens damage of fall
by 10ft/level.

Chameleon Gain +10 bonus on Subterfuge rolls that involve hiding.

Claws of the Beast Your hands become deadly claws doing 1d6 damage.

Compression You grow smaller.

Conceal Thoughts You conceal your motives.

Control Flames Take control of nearby open flame.

Control Light Adjust ambient light levels.

Create Sound Create the sound you desire.

Crystal Shard Ranged touch attack for 1d6 points of damage.

Daze, Psionic Humanoid creature of 4 HD or less loses next action.

Deceleration Target's speed is halved.

Déja Vu Your target repeats his last action.

Demoralize Enemies become shaken.

Detect Psionics You detect the presence of psionics.

Disable Subjects incorrectly believe they are disabled.

Dissipating Touch Touch deals 1d6 damage.

Distract Target gets -4 penalty on anything that requires
concentration.

Ecto Protection An astral construct gains bonus against dismiss ectoplasm.

Elfsight Gain low-light vision, +2 bonus to search for items and
notice secret doors.

Empathy You know the subject's surface emotions.

Empty Mind Gain +2 on Will saves until your next action.

Energy Ray Deal 1d6 energy (cold, electricity, fire, or sonic) damage.

Entangling Ectoplasm You entangle a foe in sticky goo.

Expansion Become one size category larger.

Far Hand Move small objects at a limited distance.




Float

Buoy yourself in water or other liquid.

Force Screen

Invisible disc acts as a +4 shield.

Grease, Psionic

Makes 10-ft. square or one object slippery.

Grip of Iron Your iron grip gives +4 bonus to hit in unarmed combat and
hold on to objects.

Hammer Translucent hammer appears in hand that deals
1d8/round.

Inertial Armour Tangible field of force provides you with +4 bonus to AC.

Know Direction and
Location

You discover where you are and what direction you face.

Matter Agitation You heat a creature or object. After three rounds, does 1d6
damage per round.

Metaphysical Claw Your natural weapon gains +1 bonus.

Metaphysical Weapon Weapon gains +1 bonus.

Mind Thrust Deal 1d10 damage for one action.

Missive Send a one-way telepathic message to subject.

My Light Your eyes emit 20-ft. cone of light.

Precognition, Defensive

Gain +1 to AC and saving throws.

Precognitionion, Offensive

Gain +1 to all attack rolls.

Prescience, Offensive

Gain +2 on damage rolls.

Prevenom Armour

Your weapon is mildly venomous.

Prevenom Your claws gain a poison coating.

Sense Link You sense what the subject senses (single sense).

Skate Subject slides skillfully along the ground.

Stomp Subjects fall prone and take 1d4 damage.

Synesthete You receive one kind of sense when another sense is
stimulated.

Telempathic Projection Alter the subject's mood.

Thicken Skin Gain +1 to AC for 10 min./level. This is cumulative to other
powers.

Vigour Gain 5 temporary hit points.

2nd-Level Psi-Powers

Animal Affinity Gain +4 enhancement to one ability.

Body Adjustment Heal 1d12 damage.

Body Equilibrium You can walk on nonsolid surfaces.

Body Purification Restore 2 points of ability damage.

Cloud Mind You erase knowledge of your presence from target's
mind.

Concealing Amorpha Quasi-real membrane grants you concealment.

Concussion Blast Deal 1d6 force damage to target.

Control Sound

Create very specific sounds.

Darkvision, Psionic

See 60 ft. in total darkness.

Detect Hostile Intent

You can detect hostile creatures within 30 ft. of you.

Dimension Swap

You and an ally switch positions.




Dissolving Touch

Your touch deals 4d6 acid damage.

Dissolving Weapon

Your weapon deals 4d6 acid damage.

Ego Whip

Deal 1d4 MIND (or CHA) damage and daze for 1 round.

Empathic Transfer

Transfer another's wounds to yourself.

Energy Adaptation, Specified

Ignore 10 points of damage/round against one energy
type.

Energy Push Deal 2d6 damage and knock subject back.

Energy Stun Deal 1d6 damage and stun target if it fails both saves.
Feat Leech Gain ability to use any level power from another psion.
Hustle Instantly gain a move action.

Id Insinuation Swift tendrils of thought disrupt and confuse your

target.

Identify, Psionic

Learn the properties of a psionic item.

Inflict Pain

Telepathic stab gives your foe -4 on attack rolls, or -2 if
he makes the save.

Knock, Psionic

Opens locked or psionically sealed door.

Levitate, Psionic

You move up and down, forward and back via mental
support.

Mental Disruption

Daze creatures within 10 feet for 1 round.

Missive, Mass

You send a one-way telepathic message to an area.

Painful Strike Your natural weapons deal an extra 1d4 damage.

Psionic Lion's Charge You can make full attack in same round you charge.

Psionic Lock Secure a door, chest, or portal.

Psionic Scent Gain the scent ability (like a dog).

Recall Agony Foe takes 2d6 damage.

Sense Link, Forced Sense what subject senses.

Share Pain Willing subject takes some of your damage.

Strength of My Enemy On successful hit, take one point of STR from target and
add it to your own. Lasts 1 round/level.

Sustenance Go without food and water for one day.

Swarm of Crystals Crystal shards are sprayed forth doing 3d4 slashing
damage.

Thought Shield Gain PR 13 against mind-affecting powers.

Tongues, Psionic You can communicate with intelligent creatures.

Wall Walker Grants ability to walk on walls and ceilings.

3rd-Level Psi-Powers

Claws of the Vampire

On successful melee attack, heal half of your claw's base
damage.

Concealing Amorpha, Greater

Quasi-real membrane grants you total concealment. 1
round/level

Danger Sense

Gain +4 bonus against traps.

Darkvision, Psionic

See 60 ft. in total darkness.

Dimension Slide

Teleports you very short distance.




Dismiss Ectoplasm

Dissipates ectoplasmic targets and effects.

Dispel Psionics

Cancels psionic powers and effects.

Duodimensional Claw

Critical hit with claw occurs on a roll of 19 or 20,
instead of 20.

Ectoplasmic Form

You gain benefits of being insubstantial and can fly
slowly.

Empathic Feedback

When you are hit in melee, your attacker takes damage.

Empathic Transfer, Hostile

Your touch transfers your hurt to another.

Energy Bolt Deal 5d6 energy damage in 120-ft. line.

Energy Burst Deal 5d6 energy damage in 40-ft. burst.

Energy Retort Ectoburst of energy automatically targets your attacker
for 4d6 damage once each round.

Energy Wall Create wall of your chosen energy type.

Eradicate Invisibility Negate invisibility in 50-ft. burst.

Escape Detection You become difficult to detect with clairsentience

powers.

Evade Burst

You take no damage from a burst on a successful DEX
save.

Exhalation of the Black Your acid breath deals 1d6/level damage to a close
Dragon target. (Max damage 7d6)
Graft Weapon Your hand is replaced seamlessly by your weapon.
Keen Edge, Psionic Doubles normal weapon's threat range.
actiof—
Mind Trap Drain 1d6 hit points from anyone who attacks you with
a telepathy power.
Psionic Blast Stun creatures in 30-ft. cone for 1 round.

Share Pain, Forced

Selicit Psierystal

Unwilling subject takes some of your damage.
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Telekinetic Force Move an object with the sustained force of your mind.
Telekinetic Thrust Hurl objects with the force of your mind.

Time Hop Subject hops forward in time 1 round/level.

Touchsight Your telekinetic field tells you where everything is.
Ubiquitous Vision You have all-around vision.

Vampiric Blade On a successful meelee attack, you heal half of your base

weapon damage.

4th-Level Psi-Powers

Aura Sight

Reveals creatures, objects, powers, or spells of selected
alignment axis.

Claw of Energy Your claws deal additional energy damage.

Correspond Hold mental conversation with another creature at any
distance.

Death Urge Implant a self-destructive compulsion.

Detect Remote Viewing

You know when others spy on you remotely.




Dimension Door, Psionic

Teleports you short distance.

Divination, Psionic

Provides useful advice for specific proposed action.

Empathic Feedback

When you are hit in melee, your attacker takes damage.

Energy Adaptation

Your body converts energy to harmless light.

Freedom of Movement,
Psionic

You cannot be held or otherwise rendered immobile.

Immovability

You are almost impossible to move and gain DR 15/-.

Inertial Barrier Gain DR 5/-.

Intellect Fortress Those inside fortress take only half damage from all
powers and psi-like abilities until your next action.

Mindwipe Subject's recent experiences wiped away, target loses 2
levels for 24 hours.

Personality Parasite Subject's mind creates self-antagonistic splinter
personality for 1 round/level.
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Steadfast Perception Gain immunity to illusory effects, +6 bonus on Spot and
Search checks.
Telekinetic Manoeuvre Telekinetically bull rush, disarm, grapple, or trip your

target.

Trace Teleport

Learn destination of subject's teleport.

Truevenom Weapon

Your weapon is horribly poisonous.

Truevenom Your natural weapons are covered in horrible poison.
Wall of Ectoplasm You create a protective barrier.
Weapon of Energy Weapon deals additional energy damage.

5th-Level Psi-Powers

Adapt Body

Your body automatically adapts to hostile environments.

Catapsi

Psychic static inhibits power manifestation.

Ectoplasmic Shambler

Foglike predator deals 1 point of damage/two levels each
round to an area.

Incarnate Make some powers permanent.

Leech Field Leech power points each time you make a saving throw.

Major Creation, Psionic | As psionic minor creation, plus stone and metal.

Metaconcert Mental concert of two or more increases the total power of
the participants.

Oak Body Your body becomes as hard as oak.

Plane Shift, Psionic Travel to other planes.

Power Resistance Grant PR equal to 12 + level. If PR + Level is higher than 1d20
+ manifestor’s level, the power has no effect.

Psychic Crush Brutally crush subject's mental essence, reducing subject to -

1 hit points.




Psychofeedback Boost STR or DEX at the expense of another score.
Shatter Mind Blank Cancels target's mind blank effect.
Tower of Iron Will Grant PR 19 against mind-affecting powers to all creatures

within 10 ft. until your next turn.

True Seeing, Psionic

See all things as they really are.

6th-Level Psi-Powers

Aura Alteration

Repairs psyche or makes subject seem to be something it
is not.

Breath of the Black Dragon

Breathe acid for 6d6 damage.

Cloud Mind, Mass

Erase knowledge of your presence from the minds of one
creature/level.

Co-opt Concentration

Take control of foe's concentration power.

Contingency, Psionic

Sets trigger condition for another power.

Disintegrate, Psionic

Turn one creature or object to dust.

Dispelling Buffer You are buffered from one dispel psionics effect.
Form of Doom You transform into a frightening tentacled beast.
Fuse Flesh Fuse subject's flesh, creating a helpless mass.

Mind Blank, Personal

You are immune to scrying and mental effects.

Overland Flight, Psionic

You fly at a speed of 40 ft. and can hustle over long
distances.

Remote View Trap

Deal 8d6 points electricity damage to those who seek to
view you at a distance.

Retrieve

Teleport to your hand an item you can see.

Suspend Life

Put yourself in a state akin to suspended animation.

Temporal Acceleration

Your time frame accelerates for 1 round.

7th-Level Psi-Powers

Decerebrate Remove portion of subject's brain stem.

Divert Teleport Choose destination for another's teleport.

Energy Conversion Offensively channel energy you've absorbed.

Energy Wave Deal 7d6 damage of your chosen energy type in 120-ft.
cone.

Evade Burst You take no damage from a burst on a successful Reflex
save.

Insanity

Subject is permanently confused.

Mind Blank, Personal

You are immune to scrying and mental effects.

Moment of Prescience, Psionic | You gain bonus equal to level on a single attack roll,

check, or save.

Oak Body

Your body becomes as hard as oak.

Phase Door, Psionic

Invisible passage through wood or stone.

Sequester, Psionic

Subject invisible to sight and remote viewing; renders
subject comatose.

Ultrablast

Deal 1d6/level damage in 15-ft. radius.




8th-Level Psi-Powers

Bend Reality Alters reality within power limits.

Iron Body, Psionic Your body becomes living iron.

Matter Manipulation Increase or decrease an object's base hardness by 5.

Mind Blank, Psionic Subject immune to mental/emotional effects, scrying, and
remote viewing.

Recall Death Subject dies or takes 5d6 damage.

Shadow Body You become a living shadow (not the creature).

Teleport, Psionic As psionic teleport, but no range limit and no off-target

Greater arrival.

True Metabolism You regenerate 10 hit points/round.

9th-Level Psi-Powers

Affinity Field Effects that affect you also affect others.

Apopsi You delete target's psionic powers.

Assimilate Incorporate creature into your own body.

Etherealness, Psionic | Become ethereal for 1 min./level.

Microcosm Creature or creature lives forever more in world of his own
imagination.

Reality Revision As bend reality, but fewer limits.

Timeless Body Ignore all harmful, and helpful, effects for 1 round.

Psionic Items

This is not the last word in Psionic Items. Feel free to make your own.

Psionic Armour Abilities
These abilities can be applied to armour, shields, or any other protective gear.

Gleaming This kind of Armour is usually made of crystal, though it doesn’t have to be.
Gleams and flashes from the Armour givethe wearer and his Armour a “fuzzy”
appearance, granting the wearer concealment.

Power Resistance This kind of Armour or shield grants the wearer power resistance
while it is worn. The power resistance can be 13, 15, 17, or 19, depending on the
amount that was built into the Armour or shield.

Quickness This kind of Armour increases the wearer’s speed by 5 feet.
Thus, a character whose normal speed in Armour is 20 feet moves 25 feet in Armour
of quickness.

Radiant The wearer of this kind of Armour gains resistance 10 against energy attacks
(acid, cold, electricity, fire, or sonic). The Armour absorbs the first 10 points of
damage dealt by any such attack, and this absorption causes it to radiate light for a
number of rounds equal to the points of damage absorbed. This light is sufficient to
illuminate a 60-foot-radius area.




If the Armour absorbs more damage while it is radiating light, the newer radiant
effect overlaps (does not stack with) the effect that was already in place.

Ranged The wielder of a ranged shield can throw it in combat, with a range increment
of 30 feet. While in the air, the shield is treated in all ways as a ranged weapon and
cannot be blocked or grabbed except by those with appropriate feats. No matter the
size of the wielder, a buckler or light shield deals 1d6 points of damage and a heavy
one 1d8 points. (A tower shield cannot be created with this special ability.) The
wielder’s Strength modifier and the shield’s enhancement bonus add to the base
damage.

A ranged shield flies through the air back to the creature that threw it. It returns to
the wielder just before the creature’s next turn (and is therefore ready to use again in
that turn). If the wielder can’t catch it, or if the wielder has moved since throwing it,
the shield drops to the ground in the square from which it was thrown.

Time Buttress This kind of shield gives the wielder a chance to avoid telling blows by
using time itself as a shield. Once per day, the wielder can use timeless body as
though manifesting the power.

Vanishing On command, this suit of Armour or shield renders its wearer and all the
wearer’s equipment invisible to the minds of others, as if he had manifested the
power cloud mind. The wearer can use this ability twice per day.

Psionic Weapon Abilities These special abilities can be applied to weapons of all
kinds, melee and ranged, as well as firearms, where applicable.

Bodyfeeder All feeder weapons have a special ability that functions only upon scoring
a successful critical hit. A bodyfeeder weapon grants its wielder temporary hit points
equal to the total damage dealt by a successful critical hit. These temporary hit points
last for 10 minutes. Thus, if the wielder of a bodyfeeder weapon successfully scores a
critical hit while the wielder still enjoys temporary hit points from a previous critical
hit, the wielder gains only the better of the two values: either his current number of
temporary hit points, or the new influx of temporary hit points, whichever is higher.

Collision Collision weapons psionically increase their own mass at the end point of
each swing or shot. Such weapons deal an extra 5 points of damage on each successful
strike, in addition to the weapon's enhancement bonus. Bows, crossbows, and slings
bestow the extra damage upon their ammunition.

Coup de Grace Coup de grace weapons are exceptionally dangerous. On a successful
critical hit, the foe must succeed on a DC 27 Will save or be paralyzed for 1 round.
While this ability does work on creatures that are immune to extra damage from
critical hits, it does not work on creatures without an Intelligence score.

Bows, crossbows, and slings bestow this ability on their ammunition.



Dislocator The wielder of this kind of weapon can attempt to dislocate a designated foe
up to three times per day. On a successful hit, the foe must succeed on a DC 17 Will
save or be teleported 1-100 wasted. Bows, crossbows, and slings bestow this ability on
their ammunition.

Dissipater This kind of weapon is devastating to creatures and objects composed of or
originally formed from ectoplasm (such as astral constructs, walls of ectoplasm,
creatures in ectoplasmic form, and items created using the metacreativity discipline).
Against qualifying targets, a dissipater weapon ignores damage reduction and
hardness, and treats all successful hits as critical hits.

Great Dislocator The wielder of this kind of weapon can attempt to greatly dislocate a
designated foe up to three times per day. On a successful hit, the foe must succeed on
a DC 20 Will save or be cast into a random alternate plane of existence. If the weapon
misses, the use is wasted. Bows, crossbows, and slings bestow this ability upon their
ammunition.

Lucky A lucky weapon offers a second chance at success. Once per day, the wielder
can reroll a failed attack roll (whether a single attack or one in a series of multiple
attacks) as a free action. The rerolled attack uses the same bonuses or penalties as the
missed roll.

Power Storing A power storing weapon allows a manifester to store a single targeted
power of up to 3™ level in the weapon. Any time the weapon strikes a creature and
the creature takes damage from it, the weapon can immediately manifest the power
on that creature as a swift action if the wielder desires.



Once the power is manifested, the weapon is empty, and a manifester can imbed any
other targeted power of up to 5 power points into it. The weapon telepathically
whispers to the wearer the name of the power currently stored within it. A randomly
generated power storing weapon has a 50% chance to have a power stored in it
already.

Psibane A psibane weapon is crafted to oppose psionic beings. When used against such
creatures, its effective enhancement bonus is 2 higher than its actual enhancement
bonus. It deals an extra 2d6 points of damage against psionic opponents. It bestows
one negative level on any psionic creature attempting to wield it.

This negative level remains as long as the weapon is in hand and disappears when the
weapon is no longer wielded. This negative level never results in actual level loss, but
it cannot be overcome in any way while the weapon is wielded. Psibane bows,
crossbows, and slings bestow this ability upon their ammunition.

Psi-Power Storing A psi-power storing weapon allows a you to store a single, targeted
psi-power of up to 3rd level in the weapon. You do not have to have the ability to
manifest psi-powers to use this weapon. Any time the weapon strikes a creature and
the creature takes damage from it, the weapon can immediately manifest the psi-
power on that creature as a free action if the wielder desires.

Once the psi-power has been manifested from the weapon, anyone who can manifest
psipowers can channel any other targeted psi-power of up to 3 level into it. The
weapon telepathically imparts to the wielder the name of the psi-power currently
stored within it, but not the specific effects of that psi-power. A randomly rolled psi-
power storing weapon has a 50% chance to have a psi-power stored in it already.

Psychokinetic Upon command, a psychokinetic weapon glows from the inside with
lethal psionic energy. The energy does not harm the hands that hold the weapon.
Such a weapon deals an extra 1d4 points of damage on a successful hit. This extra
damage is ectoplasmic in nature and is not affected by damage reduction.

Bows, crossbows, and slings bestow this ability upon their ammunition.

Psychokinetic Burst This weapon functions as a psychokinetic weapon that also
releases a blast of destructive psionic energy upon scoring a successful critical hit. In
addition to the extra damage of the psychokinetic ability (see above), a psychokinetic
burst weapon deals an extra 1d6 points of damage on a successful critical hit. This
extra damage is ectoplasmic in nature and is not affected by damage reduction. Bows,
crossbows, and slings bestow this ability upon their ammunition.

Soulbreaker This weapon has a special ability that functions only upon scoring a
successful critical hit. On a successful critical hit, a soulbreaker weapon bestows one
negative level on the foe. One day after being struck, if the negative levels have not
been purged, the subject must succeed on a DC 18 Fortitude save for each negative
level or lose a character level.



Sundering This kind of weapon allows a wielder to attack opponents’ weapons.

Suppression An opponent or object struck by this kind of weapon is subject to a
targeted dispel psionics power. The wielder makes a power check (1d20 + 5 +
manifester level, maximum +15) against a DC of 11 + the manifester level of the power
to be dispelled. Bows, crossbows, and slings bestow this ability upon their
ammunition, but can do so only three times per day.

Teleporting This ability can be imbedded only in weapons that can be thrown. A
teleporting weapon returns through the Astral Plane to the creature that threw it. It
teleports into the throwing creature’s empty hand in the round following the round
when it was thrown, just before that creature’s turn. It is therefore ready to use again
on that turn.



Md20 Age Level system
Max population ages, and corresponding levels, in yellow
Ages to reach levels; Coming-of-age-ages in blue box

Lvl EL's Humans+HalfX Elves/Dwarves Halflings Orcs Gnomes

1 0 16 32 25 10 5

2 10 18 35 27 11 10
3 30 22 42 32 13 20
4 60 28 52 40 17 35
5 100 36 65 50 22 55
6 150 46 82 62 28 80
7 210 58 102 77 36 110
8 280 72 125 95 145
9 360 88| 152 115 55 185
10 450 106 182 66 230
11 550 126 215 162 78 280
12 660 148| 252| 190 92
13 780 172 292 220 107 395
14 910 198 335 252 123 460
15 1050 226 382 287 141 530
16 1200 256 432 325 160 605
17 1360 288 485 365 180 685
18 1530 322 542 407 201 770
19 1710 358 602 452 223 860
20 1900 396 665 500 247 955
21 2100 436 732 550 272 1055

Characters and NPCs gain levels simply by doing their jobs for a number of years. Slackers get nothing.
The main goal is to populate the game world with higher level NPCs and give a more realistic feel to the
world. Maximum levels encountered are in the yellow boxes. Adventurers or NPCs doing more dangerous
jobs might gain levels more quickly

Humans come of age at 16 and gain 5ELs per year

Dwarves and Halflings come of age at 32 and gain 3ELs per year
Halflings come of age at 25 and gain 4ELs per year

Orcs come of age at 10 and gain 8ELs per year

Gnomes come of age at 5 and gain 2ELs per year



STATISTICS

Strength (STR), Dexterity (DEX) and Mind v Physical (PHYS), Subterfuge (SUB), Knowledge v Human: +1 to all stats
(MIND). j (KNOW) and Communication (COM) t'j EIf: +2 MIND

Stat bonus (STATb) = (stat - 10)/2, round 5‘) Skills start at 1 + class or race bonus. é Dwarf: +2 STR

down.

Roll 4d6, discard lowest to generate stats.
Hit Points (HP) = STR + 1d6/level.

Skill roll = d20 + SKILL + STATb, where SKILL and
STAT are determined by DM based on what
character is trying to accomplish.

Halfling: +2 DEX

CLASSES

Fighter
+3 PHYS, +1 Attack and Damage, +1/5 levels
-1 to minSTR for all weapons and armor, -1/5 levels

Cleave: If fighter kills an opponent in melee, can attack
another a adjacent opponent. No more than fighter level
attacks per round.

Cleric

+3 COM

Casts divine Spells (no hp penalty from Armour).
No spellbook needed, knows all divine spells.

Turn undead: Magic attack vs. current HP of monster, 10
over DC destroys monster.

Rogue
+3 SUB, +1 Dodge, +1/5 levels.

Sneak attack: Melee attack when opponent is unaware, SUB added
to attack damage.

Mage

+3 KNOW, +1MAGa + 1/5 levels

Casts arcane Spells

Can select 1 favored spell/level which costs -1 HP/cast.
Multiclass

Choose a different class on level-up. +3 skill bonuses only at 1%
character level. Class benefits based on number of levels in that
class, not total character level.

MAGIC

Clerics can cast any Divine spell and Mages can cast any
Arcane spell in their spellbook with a spell level equal to or
below % their class level, rounded up.

Mages start knowing 5 0-level spells and 3 1** level spells.
More spells can be gleaned from spellbooks or teachers.

Casting a spell of any kind costs HP equal to 1 + (spell level *
2). This loss cannot be healed normally, but is recovered
after 6 hours of rest.

For spells that require a hit, roll Magic attack vs Dodge.
For spells that allow a save, DC is 10 + caster level + MINDb
Sacrifice

Human sacrifice can fuel ritual casting, freeing the
mage/cleric from harm, or enhancing the spell. Willing
victims contribute 4x their HP.

Rituals

Any spell can be cast as a ritual. 1hr/spell level casting time reduces
spell cost 1 hp /spell level. Multiple practitioners can cooperate and
either split the hp cost or make the spell more effective or last
longer. Effect or duration increases x1 for each doubling of casters.

Magic items
Wands store HP for use by spellcasters, sometimes with restrictions
for which spells can be cast or what type of magic. Wands can be

crafted in rituals costing 5 HP + 50GP + 1 hour of time per HP of
power stored. Example: ring of Feather Fall costs 30 hp + 1000gp.

Magic items can be crafted by rituals costing (10 x spell cost) HP and
(1000 * spell level) GP for each spell effect on the item. Groups of
casters or human sacrifice make extremely powerful items possible.

COMBAT

Attack

Melee attack (MELa) = level + STRb or DEXb *
Missile attack (MISa) = level + DEXb

Magic attack (MAGa) = level + MINDb

*DEXb can only be used for MELa only up to the amount the
character’s STR exceeds the weapon’s minSTR.

Determine which attack is being used, and add attack bonus
to d20 roll. If higher than your opponents DEF, it’s a hit.
Natural 20 is always a critical hit (see below).

Critical hit: natural attack roll of 20 always hits, does max
damage AND ignores armor DR.

Defense

Defense (DEF) = Dodge + Block
Dodge = 10 + DEXb,
Block = STRb + Shield bonus

Block is 0 unless a shield is equipped, or an offhand weapon is
equipped, but not used for attacking (in which case -2 penalty
still applies for main weapon attack).

Characters cannot use DEX instead of STR for block.

If a character/creature is targeted by multiple assailants in
one round, DEF -1/attack for each attack beyond the 1%.

Touch attacks are rolled against Dodge only.

Equipment modifiers

Weapons and armor have a minimum strength to use without
penalties. Armor provides damage resistance against all physical
attacks, and shields boost blocking defense.

DR: subtract this from each hit taken to get total damage

E sustained.
% Min STR: Player's effective DEXb = (STR - minSTR) or DEXb,
whichever is lower. Can easily be negative.
HP penalty: Additional HP cost per arcane spell cast while
wearing this armor.
MinSTR: If STR is less than minSTR, reduce MELa by the
S difference
[«
$ _and
= DEXb can be used as MELa modifier only up to STR - minSTR
DEXb penalty: reduce DEXb by this amount while shield is
% equipped.
:uE, Characters cannot cast arcane spells while using shield.
Damage

Add STRb to melee damage, x2 if two-handed.

If HP reaches 0, character falls unconscious and near death. Further
damage directly reduces STR. If STR reaches 0, character dies.



Encounter Level (EL) = HD of defeated foe +1 for each doubling of the number of similar foes.

Add EL for each encounter to a running total. When character has 10 x level in EL, he advances and resets the EL total.
If the new level is a multiple of 3, player adds 1 point to their choice of STR, DEX or MIND.

Player adds 1 to base skill of class, +1 to any other skill.

Roll 1d6 and add to hitpoints.

Mage can change favored spell choices for all levels.

EQUIPMENT STATISTICS |ADVANCEMENT

Armor Weapons

General rule of thumb: minSTR = DR+10, and +HP/Spell = DR. General weapon classes: 1 or 2 hand modifiers:

To maintain D&D flavor, introduce exceptions and simply modify . If 1d6 or 1d8 dam weapon is
price, eg: chain shirt (DR4 | minSTR13 | -HP3), should cost Damage ~ minSTR Hands o @ 0 o with 2 hands. 1ts
double Scale Mail (DR4 | minSTR14 | -HP4). 1d4 None 1 minSTR is the class below it.

1d6 11 1 Similarly, if a 1d10 or 2dé
Example armor table for D&D type game: 1d8 13 1 weapon is wielded with one
Armor Cost DR Min hand, it's minSTR is raised by 2.
1d10 15 2
STR Eg. A staff does 1d6 damage
2dé6 17 2 and is used in two hands:
Padded 2¢gp 1 1 minSTR = none. A dwarven
Leather 10 gp 2 12 waraxe does 1d10 damage and
Studded Leather 25 gp 3 13 is wielded in 1 hand: minSTR =
17.
Chain Shirt 100gp 4 13
Hide 15gp 3 14 Shields
Scale Mail 50gp 4 14 General shield classes:
Chainmail 150gp 5 15 Size Block DEXb
Breastplate 200gp 5 14 bonus penalty
Splint Mail 200gp 6 16 Light 0 1
Banded Mail 250gp 6 16 H 2 2
Half-plate 600gp 7 17 cavy
Full Plate 1,500gp 8 18 Tower 4 3



RUDE MAGIC

Runes are the written form of the language of the gods.

No mortal can speak them aloud--the sound would shatter
their bones and blast their sanity. They were first carved
into the bark of the World Tree, Yggdrasil, at the dawn of
time. Everything that exists is represented by its own rune
—rune magic is the grammar of reality.

Before a spell can be cast, you must learn the appropriate
runes, which are then inscribed on an object. Runecasters
will often inscribe runes on small tiles, usually made of
ivory or stone, but any durable material will do.

Casting spells requires arranging the runes in the proper
order.

Preparing a spell with rune tiles requires drawing forth
the ruins in the proper order and holding them in your
fist, a process that takes 1 round per rune used in the spell
+ or — your Dex bonus (minimum 1).

Casting a prepared spell is a normal action. You can
prepare a pouch which holds nothing but the runes in the
proper order--in this case, it takes one round to grab the
runes from the pouch and the next to cast it.

Once you cast a spell, you either need to have spare runes
to recast or you need to pick them back up.

Creating a rune tile requires knowledge of the rune in
question and one day of craftsmanship, ritual and

meditation.

Typically, spells require an Object Rune and an Action
Rune, modified by Effect and other Runes.

Examples:

Object Runes: Fire, Ice, Trees, Man, Wolf, Dragon,
Wood.

Action Runes: Blast, Summon, Hex, Glamour.

Effect Runes: Lesser, Major, Greater

Duration Runes: Brief, Extended, Eternal

Area of Effect Runes: Broad, Wide, Vast

Typical spells would look like this:

Major Summon Troll Extended

Lesser Vast Ice Blast

Lesser Hex Wood

Building a spell requires taking enough runes from each
category to create the effect desired. For example, if you

want to blast an enemy with fire, you might use the Fire,
Blast and Lesser runes. If you replaced Fire with Ice,

you'd do an ice attack.

Effect, Duration and Area of Effect Runes are always
listed from lesser to greater--to know a higher level Effect
Rune, you must know the lower level ones as well. When
counting runes to determine effects, you always count the
lower level Effect Runes as well. For example, Major
Wood Blast would be 2 for Wood and Blast, plus 2 for
Major (Lesser + Major), for a total of 4 runes used.

You can combine any runes you know in any way, as long
as it makes sense to do so. For example, if you have Blast,
Fire, Snake, Ice and Lesser to begin with, but learn Hex
later on, you can do a Lesser Ice Hex. Lesser Snake Blast
wouldn't really make sense, though, unless your GM likes
the idea of using snakes as projectile weapons.

Runes can also be carved permanently into an
object, such as a wall, armor, a weapon, even trees or
human skin--such runes take longer, anywhere from an
hour to several days per rune, depending on the
complexity of the spell and hardness of the object. Such
spells are frequently inscribed with the Eternal rune. If
they aren't, the runes fade away after the spell duration
runs out, sometimes taking the object with them.

This can, however, change the context of the Action
Runes. Blast might become Imbue and would grant a
bonus or penalty based on the Object Rune, for example.
The section on Action Runes has more detail.

Duration Runes determine how long a spell will endure.
A spell with no duration rune lasts for an instant. Brief
spells last a combat round for every level of the character
+ plus their Mind bonus. Extended spells last an hour
for every level of the caster + plus their Mind bonus.
Eternal spells last until the caster decides to end them or
they are dispelled (with an appropriate Hex, no duration
required, with an Effect equal to or larger than the spell
being dispelled).

Unique runes only affect one being and are very
powerful and difficult to find. A being's true name is never
the name they go by on a daily basis. In fact, most of the
time they aren't even aware of it themselves. If a Unique
rune is used and has any quantifiable effect, double it if
appropriate--damage, save DC, bonuses, whatever.

Process

Step 1: Choose Runes
Step 2: Cast Spell
Some spells may require a Dex-based to-hit roll to target.

This is pretty much up to the GM and the specific spell.
Otherwise, assume the spell is automatically cast.



A save is allowed when--

- a spell causes damage without requiring a to-hit roll. A
save in this case cuts the damage to half.

- the spell causes unwanted change in a target. A save in
this case negates the change.

If the target's a living creature, choose the most
appropriate stat bonus + the most appropriate skill
(usually Phys or Know). Resistance DC is equal the
caster's level + Mind bonus +3.

Range is mostly touch to throwing distance, depending on
the effect of the rune. Mostly just go with what's visually
appropriate.

Step 3: Fatigue

Spell points are treated similarly to Microlite2o. When
casting a spell, roll 1d6 + 1 for each rune used. For runes
that require knowledge of previous Runes, count those
previous runes as well ( e.g. Greater effect would count as
3 runes total, not one). For every maxed out effect (e.g.
Greater, Eternal and Vast) rune, add another 1d6 damage.

Action Runes

Note: There are many, many runes. If a player wants a
specific effect and none of the runes below seem to cover
it, feel free to create more. For example: Njal wants to
stitch a pattern in his money pouch to prevent thieves
from taking his coin. He wants the pouch to shock
anyone who touches it and doesn't not want the duration
to ever wear out. Lightning, Blast(Imbue), Lesser and
Eternal are appropriate runes. Howeuver, this doesn't
cover everything--something is still needed to trigger the
effect. The GM invents a Guard rune which signifies a
trigger--if anybody but the owner touches the pouch,
they get blasted.

Blast

Blast can't be used by itself--it requires an object to
determine the type of damage. With no Effect rune, it only
does 1 point of damage.

You can optionally add an additional Object rune to limit
damage to to one type of target—in that case, add another
die of damage. Other types of targets are unaffected.

Sample Runes: Fire, Ice, Stone, Lightning, Pain

Effect Runes: Lesser (1d6 + 1pt/level damage), Major
((1/2 Level)d6 damage), Greater (1d6/level damage)

Alternatively, an effect rune may cause a useful effect in
combat not quantifiable in damage, such as inflicting a
penalty to hit or knocking an opponent down.

Area of Effect: Broad (a few people), Wide (a field), Vast
(a forest)

Duration: Adding a duration rune will cause the object
of the spell to remain for the duration. For example, fire
may continue to burn in the area affected for the duration.
Blocks of ice may stay around and be useful for cover
instead of melting immediately, and so on.

Inscribed: Becomes "Imbue". Examples: Greater Fire
Imbue Undead Eternal inscribed on a weapon will light on
fire any undead who come in contact with the weapon.
The weapon will remain enchanted forever. Lesser Pain
Imbue Brief means the weapon will cause additional
damage, but the effect will disappear after a few minutes
of combat and the weapon will go back to being
unenchanted.

Appropriate bonuses for an Imbued item would be +1 for
Lesser, +3 major, +6 Greater.

In some cases, an Inscribed Blast can act like a normal
Blast, such as when setting a trap.

Cure

Can't be used by itself--requires an object. With no Effect
rune, it only cures 1 point of damage.

Sample Runes: Man, Beast, Plague, Poison

Effect Runes: Lesser (1d6 + 1pt/level damage), Major
((1/2 Level)d6 damage), Greater (1d6/level damage)

Duration is always permanent.

Inscribed: Becomes a form of Ward that wards off
plagues, poisons or aids in recovery rate.

Glamour

Creates illusions.

Build another spell that performs the effect you're trying
but substitute Glamor for the spell rune. For example
Glamour(Blast) Fire Lesser Wide on a building would
duplicate an illusory house fire. You don't necessarily
have to have the spell rune to be able to imitate it.

Building an illusory house would be Glamour(Summon)
Wood Major Wide

Effect Runes: Lesser (ghostly), Major (looks real, but
insubstantial), Greater (full tactile illusions, doesn't do any
damage or actually move anything, but otherwise very,
very real).

Inscribed: Effect unchanged.



Hex

Ward

Changes some part of your environment, including
creatures.

Runes: Specific to the element of what you're trying to
affect: Metal, Magic, Wood, Stone, Fire, Ice. Type of
creatures: dragons, beasts, humans, insects, lizards.

Effect Runes: Lesser (superficial change), Major
(significant change), Greater (fundamental change)

Duration Runes: Brief (a few minutes), Extended (a
few hours), Eternal (lasts until dispelled)

Example: Lesser Hex Wood Brief on a door- warps the
door so it jams shut. After a few moments it unjams.
Major Hex Wood Extended on a door - the door swings
open and stays that way, despite all efforts to close it. The
door goes back to normal after a few hours. Greater Hex
Wood Eternal- the door disappears as if it has never
existed and never comes back.

Major Hex Air Water Man Extended might allow a human
to breathe underwater. Add Vast to that spell, and you can
gift an entire village with water breathing. Lesser Hex
Man Wolf Eternal would permanently give a human minor
wolf characteristics, such as pointed ears and a fur coat.

Summonings

Summons and Dispels various creatures and objects. You
must know the Rune of anything you summon. To
summon someone specific, you must know their unique
rune. A creature that has been summoned will arrive as
fast as it can--attempting to Summon a camel, for
example, while you're at the north pole is a fruitless
endeavor.

Requires Summon Rune, Type Rune, Effect and Duration
Rune.

This can also dispel summoned creatures (but not
naturally occurring ones).

Type Runes: Type of creatures: dragons, beasts,
humans, undead, insects, lizards, etc.

Effect Runes: The general rule of thumb for Effect is
Lesser = minor benefit in combat. Major =
considerable benefit in combat. Greater = extreme
benefit in combat—this is calling in the cavalry.

Note that these effects are relative to your own power
level: A Summon Lesser Dragon Extended at level 1
might summon a fire drake the size of a dog. The same
spell cast at level 20 might bring in a wyrm the size of a
house.

Offers protection from something. Usually provides either
an AC bonus (+1 Lesser, +3 Major, +6 Greater) or creates
a barrier. Can be inscribed or cast.

Runes: Specific to what you're warding against or
creating the ward from. Air Ward, for example could be
against air elementals or creating a barrier from air.

Effect Runes: Lesser (equal to strength to a wooden

shield), Major (equal in strength to a metal shield),
Greater (a fortified wall)

The Runecaster Class

Starts with 2+Mind bonus runes, of which at least 1 must
be an Action and 1 must be an Object rune. Runecasters
gain 1 additional rune per level.

Every level evenly divisible by 3, runecasters may choose
one of their known runes and make it a favored rune.
Favored runes are never counted when calculating fatigue.
Effect runes can't be chosen as favored runes.

Runecasters' favored skill is Knowledge and they can use
medium armor and any weapon.

Great Sacrifice. Sacrifice is at the core of the
runecaster's religion and represents the lengths at which
they will go for the quest for knowledge. This has three
major ramifications:

Every time they gain a rune from leveling up, they
gain one scar. Scars have no game effects. Just keep a
running tally for flavor.

A runecaster can deliberately inflict HP damage to
themselves to increase the effect of their magic. If
they have more than 10 HP after successfully casting a
spell, they can injure themselves in a dramatic and bloody
way. Doing so immediately takes them down to 1 HP, but
the spell's effects are doubled. They also gain one scar (as
above), if they pass a DC 15 saving throw. If they fail the
saving throw, they take a lasting injury (as below).

Knowledge. A runecaster can undertake a week long
ritual for knowledge. At the end of which they either gain
5 normal runes or 1 unique rune. One of these runes is
automatically a favored rune.

In exchange for this, at the end of the week long spirit
journey, they will have only 1 hit point left and will be
scarred in a game-impacting way, whether it be a missing
eye, loss of a hand or foot, 2 points taken from Strength or
Dex, whatever.



ELEMENTAL MAGIC
by Darth Cestual

Elemental spellcasters can cast any elemental spell, but choose 1 favored element; Air (A), Earth (E), Fire (F),
or Water (W) as their domain. Domain spells are treated as Signature Spells as in Microlite20. Some spells fall
under more than 1 domain. Non-designated spells are treated normally as spells of that level from M20. All
Elemental spellcasters have Endure Elements: Exist comfortably in hot or cold environments, no protection
from fire or cold damage as a free ability. These are not all the spells available, but have been limited to these
selections in keeping with Micolite20. Duration based spells are assumed to last to the end of the scene, or 10
minutes per level, unless otherwise noted.

0 level Spells

Create Water: (W) creates 2 gallons/level of pure water (or %2 gallon in the Dark Sun setting)
Flare: (F) Dazzles on target (-1 on attack rolls)

Message: (A) whispered conversation at distance, 100ft+10ft/level

Resistance: (E) Subject gains +1 on saving throws

1st level Spells

Burning Hands: (F) 1d4/level fire damage (max 5d4)

Feather Fall: (A) Targets fall slowly, until landing or 1 round/level
Jump: (A) Subject gets bonus on Jump checks (+1/level)

Magic Stone: (E) Three stones gain +1 on attack, deal 1d6+1 damage
Obscuring Mist: (W) Fog surrounds you, 20ft height & radius
Produce FlameF) 1d6 damage +1/level, touch or thrown

2nd level Spells

Flame Blade: (F) Touch attack deals 1d8+1/two levels damage

Fog Cloud: (W) Fog obscures vision, 20ft high x 20ft radius, concealment, 20% miss over 5ft
Gust of Wind: (A) Blows away (1d6x5ft) and/or knocks down, 1d4 nonlethal/10ft
Pyrotechnics: (F) Turns fire into blinding light or choking smoke, -4 on rolls for 1d4 rounds
Soften Earth & Stone: (E) Turns stone to clay or dirt to sand or mud, 10cu ft/level

Sound Burst: (A) Deals 1d8/level sonic damage to subjects, may stun them, 50% chance

3rd level Spells

Fireball: (F) 1d6 damage/level, 20 ft radius

Fly: (A) Subject flies at speed of 60ft

Gaseous Form: (A) Subject becomes insubstantial and can fly slowly,2mins/level
Meld into Stone: (E) You and your gear merge with stone

Stone Shape: (E) Sculpts stone into any shape, 10cu ft+1/level

Water Breathing: (W) Subjects can breathe underwater

4th level Spells

Fire Shield: (F) Creatures attacking you take 1d6/level fire damage, you’re protected from heat or cold
Ice Storm: (W) Hail deals 5d6 damage 40ft area

Stoneskin : (E) Ignore 10 points of damage per attack

Wall of Fire: (F) Passing through wall deals 2d6 damage/level

Wall of Ice: (W) has 15 hp/level

Zone of Silence: (A) Keeps eavesdroppers from overhearing conversations

5th level Spells



Cloudkill: (A) Kills 3HD or less; 4-6 HD save or die, 6+ HD take Str damage

Cone of Cold: (W) 1d6/level cold damage

Control Winds: (A) Change wind direction and speed, 40ft x 40ftSummon Monster V: Calls extraplanar
creature (elemental only) to fight for you,1HD/level

Transmute Mud to Rock: (E) transforms two 10ft cubes per level; reversible

Wall of Stone: (E) Creates a stone wall that can be shaped, 5sq ft/level, 15hp/level

6th level Spells

Find the Path: (E) Shows most direct way to a location

Shout, Greater: (A) Devastating yell deals 10d6 sonic damage, stuns creatures, damages objects
Freezing Sphere: (W) freezes water or deals cold damage

Flesh to Stone: (E) Turns subject into statue; reversible

Move Earth: (E) Digs trenches and builds hills, 10x10 cu ft/minute

Stone Tell: (E) Talk to natural or worked stone

7th level Spells

Acid Fog: (A or W) Fog deals acid damage, 20ft high x 20ft radius, 2d6 acid damage
Earthquake: (E) Intense tremor shakes 80ft radius

Control Weather: (A) Changes weather in local area, 2mi radius, 4d12 hours

Delayed Blast Fireball: (F) 1d6/level fire damage; you can postpone blast for 5 rounds

Fire Storm: (F) Deals 1d6/level fire damage, 20cu ft/level

Wind Walk: (A) You and you allies turn vaporous,600ft/round, self+1 every 3 levels,1hr/level

8th level Spells

Horrid Wilting: (W) Deals 1d6/level damage within 30ft, from dehydration

Incendiary Cloud: (F) Cloud deals 1d6/level fire damage, 20ft high x 20ft radius

Iron Body: (E) Your body become living iron, 1min/level,+6 Str,-6Dex, +15AC

Polar Ray: (W) 1d6/level cold damage

Shout, Greater: (A) 10d6 sonic damage, stuns creatures & damages objects

Whirlwind: (A) Cyclone deals damage and can pick up creatures,10ft wide x 30 high, 3d6 damage

9th level spells
Elemental Swarm: Summons multiple elementals (cast as domain element only) 2d4 elementals
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Despite the definite lack of love for Vancian magicks in the game that we love to play, it remains a part of the
lore and history of D&D and the SRD/D20 system that microlite20 and microlite74 are based from.

Greywulf's original vision of using an abstraction of HP to represent "life force" and using that life force to
control and project the mystical forces for spells is an excellent mechanic. | did miss the concept of Vancian
magic, though, and decided to incorporate Vancian magic into my own house rules for microlite74. | think this
is easily extended to microlite20 as well, as it doesn't involve anything specific beyond magic being part of the
setting.

Magic Users may opt to memorize spells instead of reading them out of their books and burning HP. Casting a
spell does not cost them HP, but they lose the ability to recast that spell once it's cast. Such Magic Users are
known as Wizards or Mages. Those Magic Users who use the spell books and HP to cast their magicks are
known as Sorcerers or hedge wizards.

Mages must rest for 8 hours and spend 10 min per spell level to memorize each spell that was cast. They
must have their spell books available to memorize the spells. Mages may not "duplicate" spells, once a spell
is memorized, it is memorized once and used once. (That is why scrolls and wands may exist).

A Wizard may attempt to "hold onto" the magic in his mind as he is casting the spell, should he dare to exert
his control over the mystical energy. Magic is a powerful and fickle thing, and those that attempt to master it
often find themselves in harms way in trying to control such power. A player declares their intention to try and
retain the spell when they are casting it. The DM rolls a d6 and uses the following chart:

1 - Spell is retained in memory.

2 - Spell is lost from memory but nothing bad happens.

3 - Spell is lost from memory and PC loses 1/2 of their HP total.

4 - Spell is lost from memory and PC loses 3/4 of their HP total.

5 - Spell is lost from memory and PC loses their HP total.

6 - Spell is lost from memory. PC loses their HP total plus (1d6 x Ivl of caster) of damage. **

Note that results of 3 - 6 will apply the normal rules of m74 damage, that is if they were not at full HP, then
they may be dropped to 0 and possibly lose some of their STR as well. A result of 6 when a mage has been in
combat will more than likely kill them.

This gives the Magic User player a few options:

- If they want to be more involved in combat, they can become a Wizard/Mage which gives them more HP to
rely on, but fewer magic options at lower levels. There's a real danger to trying to hang onto spells, but if a
Wizard is desperate, they may be able to count on luck to help them.
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- If they want to maximize their casting at the sacrifice of HP, they can opt to be a Sorcerer/Hedge Wizard,
which may allow them to cast 2 spells at 1st level and still have an HP or two left to survive on. | hope that
Sorcerer is paired up with some strong Fighting Men!

Characters gain the ability to memorize spells according to this chart:
1st/2nd/3rd/4th/5th/6th spell levels

11

22

32/1

4 2/2

5 3/2/1

6 3/2/2

7 4/3/2/1

8 4/3/2/2

9 4/4/3/2/1
10 4/4/3/2/2
11 4/4/4/3/2/1

(GMs who run games with characters above level 11 may continue to use the pattern of progression here or
come up with their own.)

** NOTE - there are LOTS of possibilities of Bad Things that could happen to a mage who has an epic failure
of attempting to retain the spell and rolling a 6. The DM could consider the complete loss of HP and some
other randomly chosen side effect, like the PC aging 10 years, or becoming disfigured, or gaining some sort of
"taint".

Magic
Microlite20 © Robin V. Stacey 2006-20080GL applies.
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A variant magic system inspired by FUDGE Four-by-Five magic 3;, Ars Magica, Harry Potter and the Belgariad.

Quote:

?My friend, magic is not stored in pretty book or scrolls. It is the power of the Will and the
Word. Your Will take times to perfect and control; you follow your own path in it?s mastery. The
Words can only be taught. There are only nine Words of Power, but they may take an age to
fully comprehend their meaning. Often, the Will breaks before the Nine are found. Do you have
the power. Well, do you boy??

Magic is nothing more than the speaking of two (or more) Words of Power in the Divine Tongue. These words
take a lifetime to master all their subtle inflections and are far beyond the capabilities of most mere mortals;
magic is the sole purlieu of the Magi. Multiclassing to, or from, the Magi class is impossible. Either you have
the Gift and follow it to the end, or it is gone forever. To have the Gift is to be a Mage; to be a Mage is to
possess the Gift.

Magi begin play at 1st level knowing three Words of Power - either Two Actions and One Realm, or Two
Realms and One Action. They learn one new Word of Power every three levels (3,6,9,etc).

The Four Actions

Enhance (augeo): Strengthen, Heal, Enlarge, Repair, Sharpen, etc.

Diminish (infirmo): Weaken, Damage, Injure, Reduce, Break, Dull, Deteriorate, etc.

Communicate with (defero): Sense, Read, Seek, Inform, Determine, Understand, etc.

Control (tempero): Shape, Hold, Command, Form, Direct, Dictate, etc. Control is difficult to learn,
and you may not learn Control spells until you have learned all of the other Actions

The Five Realms

® Body (corpus): Living body of sentient beings, animals, plants.
® Mind (mentis): That which normally inhabits and animates a body
® Spirit (animus): The essence or soul. Spirit is difficult to learn, and you may not learn Spirit spells
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until you have learned at least three other Realms and three Actions
® Energy (navitas): Fire, water, air, magic, [electricity, etc.] - and, if the GM is willing, time.
® Matter (materia): Solid material with no mind - stone, metal, wood, leather, paper, [plastic, etc.]

Spells are cast by combining a Word with an Action and successfully making a Magical Attack (Level+MIND)
check.

The DC for the check is dependant on the target of the spell.

Target DC

Self 10

WIlling 15

| nani mat e or gani c 20
Unwi | |'ing 25

| nani mat e i nor gani c 35

Each spell cast that day increases the DC by +2.

Spells that affect inanimate objects are generally permanent; an enlarged pebble will stay large, a broken belt
will stay mended. Magically created fires, etc, will die down naturally. Living creatures will eventually revert
back to their normal form, though any healed damage stays healed.

Every 5 (or part) points of success is equal to 1d8 effect. This can take the form of damage, healing or
transformation; to turn one thing into another the total effect rolled must equal the difference between the two
hit point totals. That?s why it?s so easy to turn commoners into toads, but Magi turn into dragons.

Examples

Maximus Verlinius, a Magi-1 knows the Words augeo, defero and navitas. his stats are STR10, DEX12 and
MIND16. His Magical Attack is 1 + 3 = +4. He suspects Todmore Fellhaven, his enemy, is in the next room, so
casts defero navitas to detect any energy sources in the area. He rolls a 16, just reaching DC of 20. He
senses the burning torch held by his enemy.

Maximus bursts into the room, shouting ?Augeo navitas!?, pointing at the torch. He rolls a natural 20, getting
24. The DC of the torch 22 (there?s a +2 because it?s his second spell today), so it explodes for maximum
damage (a critical). Todmore takes 8 points of damage, staring in surprise at his opponent?s sudden arrival.

Maximus? mentor is Creol Festerburn, a Magi-10 of great power. His stats are STR12, DEX10, MIND18. His
Magic Attack is 10 + 4 = +14. He knows the all of the Words of Action, plus navitas, specialising in fire-based
magic.

Clutching a small coal in a brazier, Creol approaches the giant?s lair. His apprentice stumbles over a tree
branch, and the giant roars, appearing from the cave mouth. Creol utters a curse, then blows on the coal,
whispering ?Augeo navitas?. He rolls a 15 for a total of 29. That?s 9 above the DC, so the flame from the coal
erupts into a man-sized sheet of flame (2d8 of effect, total 5). Creol then shouts ?/Tempero Navitas!? and
elemental eyes of coal appear in the flickering form. He rolled 18 for a total or 32, easily beating the DC of 22.
2d8 of effect rolls 12, higher than the previous 5, so the fire is under Creol?s complete control.



The giant?s roar stops mid stream as the fire elemental approaches to do battle.

Magic
Microlite20 © Robin V. Stacey 2006-20080GL applies.

Source URL: http://microlite20.net/node/66

Links:
[1] http://www.panix.com/~sos/rpg/4by5.html


/taxonomy/term/12
http://microlite20.net/node/4
http://microlite20.net/node/66

Published on Microlite20 (http://microlite20.net)

Home > Microlite20 Martial Arts

Microlite20 Martial Arts

By greywulf
Created 06/19/2008 - 21:09

Contributed by Darth Cestual

Martial Artists hone their minds and bodies into well crafted weapons. They are just as effective in combat
whether armed or not. They can even focus their Chi, or life energy, to amazing effect.

Their unarmed strikes can be just as effective as crafted weapons, and advances as follows:
1d4 1st-3rd level, 1d6 4th-7th, 1d8 8th-11th, 1d10 12th-15th, 2d6 16th-19th, and 2d8 at 20th level, +Str bonus.

Martial artists can choose between lethal and non lethal damage. While class and style bonuses may appear
to be lower than other M20 rule sets, it can be assumed that players can choose from any of the previously
covered M20 races and therefore gain their appropriate bonuses as well. All martial artists can use Dex bonus
+ Level as their Melee attack bonus instead if wielding a light weapon, and can wield 2 light weapons and
attack with both in a round if they take a -2 penalty on all attack rolls that round. If the total bonus is +6 or
more, a second attack can be made with a -5 penalty. If the total bonus is +11 or more a third attack can be
made at -10. For example, if the total bonus is +12, three attacks can be made at +12/+7/+2. Add Str bonus to
melee damage, x2 for 2 handed weapons.

AC =10 + Dex bonus + armor bonus

Classes
There a 4 classes of Martial Artist

Samurai: +1 Str- Knights, soldiers, and defenders of the weak. Samurai can wear armor, use shields, and are
proficient in all weapons and armor.

Ninja: +1 Dex- Spies, assassins, and thieves, quick and deadly are their trademarks. Taking out an opponent
quickly and quietly, and the ends always justify the means to the Ninja. They use light weapons and armor.

Sifu: +1 Mind- Teachers, wizened sages, simple beggars, or the unassuming drunkard that have vast
knowledge and skills that are carefully guarded. They generally display their skills veiled as ?accidents? or
?clumsiness?. What they lack for in physical power and agility, the make up for with their knowledge of critical
spots, pressure points, and mastery of their Chi. Sifus rarely use traditional weapons or armor and typically
improvise weapons from whatever objects are available.

Monk: +1 All Skills- Those who hone their bodies and minds to seek peace and enlightenment enter the
monasteries. Monks will usually seek a peaceful resolution to conflicts first, but when it becomes clear that it
isn?t an option, they are quite capable of defending themselves and those who can?t. A monk will rarely kill if
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they can help it, so when a monk renders an opponent to 0 HP, they are considered incapacitated, but not
dead. Monks do not wear armor, and while able to use any weapon, they prefer simple weapons such as
staffs or go unarmed.

Martial Arts Styles

There are 4 Martial Arts Styles

Way of the Dragon: +1 Phys- Ferocious and powerful, Dragon style fighters are very tough but also hold a
high regard for honor. They relish a good fight and the smell of battle, yet to challenge a clearly weaker
opponent lacks any honor. They seek to challenge themselves and continually push their skills.

Way of the Serpent: +1 Sub- Serpent fighters rely upon stealth and deception and have little problem using
trickery or poisons to defeat their opponents. Striking from shadows or catching enemies unaware are
perfectly acceptable forms of fighting for them.

Way of the Tiger: +1 Know- Wisdom and cunning are the Tigers way, as they know the Mind is the most
deadly of weapons. Tiger style fighters will study an opponent, even toy with them, until it?s the proper time to
strike.

Way of the Mantis: +1 Com- Mantis style fighters are patient. They often give opponents the opportunity to
walk away, using negotiation or intimidation, but when they refuse, the Mantis fighter is quick to strike and
deadly in efficiency.

Chi: A matrtial artist can draw upon their focused life energy, Hit Points, to boost their abilities. They can
spend a max number of HP as Chi equal to their Mind bonus + level. 1HP = 1Chi. For example, a 1st level
Ninja with a Mind bonus of +1 can use up to 2 points of Chi at any given time. So if the Ninja is using Chi
Armor at a cost of 2 Chi, those points cannot be used elsewhere unless he releases the armor and frees up
his Chi. However, the points may be split as long as the total is within the martial artists threshold.

Chi Techniques

Chi Armor: Increase AC by +4 for 1 hour, 2 Chi

Chi Blast: The martial artist can release pure Chi energy as a directed bolt that does their current unarmed
strike dice level/Chi points used, or as an area effect that knocks back people and objects 10 meters/Chi point
used.

Chi Jump: By using Chi, the martial artist can move faster than can be seen. 10 meters/Chi point.
Chi Strike: A martial artist can use Chi to add to a standard attack. +1 damage/Chi point

Fade: A tightly focused sheath of Chi bends light around the martial artist, allowing them to blend with
shadows and even become invisible. +1 Sub when trying to hide/Chi point

Pressure Points: Understanding the way Chi flows through the body allows a martial artist to be able to alter
that flow in others by striking key points on the body. On a Critical Hit, the martial artist may choose to
temporarily paralyze the target until the end of the scene, or for 10 minutes. On the other hand, the martial



artist may manipulate Chi through pressure points to heal, transferring their Chi to another and healing for
however many HP/Chi used.

Weapons

Acupuncture Needles: -1 Dex, every successful hit with a needle reduces the targets Dex by -1. When the
targets Dex score reaches 0, they are paralyzed and immobile, and even of the needles are removed, the
effects last for 1 hour after removal.

Axe: 1d6

Bo Staff: 1d6

Bow, Short: 1d6

Bow, Long: 1d8

Chakram: 1d4

Kama: 1d6

Katana: 1d8

Katar(punch dagger): 1d4

Naginata: 1d10

Nunchaku: 1d6

Sai: 1d4

Shuriken: 1

Siangham: 1d6

Campaign Settings

Microlite20 © Robin V. Stacey 2006-20080GL applies.
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This list is based on the Gamma World 4th edition Base Animal Stock list and by no means complete, but
does provide a wide variety of animal PC options. The animals presented here are assumed to be medium
sized, unless stated otherwise, be of a general humanoid/bipedal form, and able to use most weapons and
tools used by other human/demihuman races. Animals with the Aquatic mutation are considered to be
adapted for land dwelling, and capable of surviving both in and out of the water. Other natural abilities will be
listed as per Microlite20 Mutations.

Alligator ; Scales +3 natural armor, 1d8 tail slap, 2d6 bite

Armadillo ; Carapace +6 natural armor, Low Light Vision 30m, 1d4 claw

Badger ; Low Light Vision 30m, 1d6 claw, burrow 1 meter/minute

Bat ; Wings- fly for 10min/level, Keen Ears +20 Listen (sub+Mind), 1d4 bite

Bear ; Keen Nose, Fur +2 natural armor, +5 vs cold, 1d8 claw, 1d6 bite

Boar ; 1d6 tusk x2 on a charge

Bull ; Horns 2d4 damage x2 on a charge, Tougher +2hp/level

Camel ; Amazing Fortitude vs hot dry climates, needs 1/2 as much water, 1d4 bite
Chameleon ; Chameleon Skin +20 Sub when wearing nothing, Regeneration heals 1hp/round
Cheetah ; 1d4 claw, 1d6 bite, Fleet Feet +2 Dex to movement, Haste 2 actions per turn
Cougar ; 1d6 claw, 1d6 bite, Keen Ears +20 Listen, Keen Nose, Low Light Vision 30m

Crab ; Aquatic, Exoskeleton +5 natural armor, Pincers 1d6+2

Deer ; 2d4 antlers (Horns) x2 on charge, Keen Ears +20 Listen

Duck ; Immunity Cold, Wings- fly for 10mins/level

Elephant ; 2d6 tusks x2 if charging, Bigger +1 size category, +2 Str, prehensile trunk (Extra Arm)

Fox ; +2 Dex, Keen Ears +20 Listen, Keen Nose, Low Light Vision 30m, Padded Feet +10 Sub when sneaking
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Frog ; Aquatic, Spring Legs +30 Jump, 10m/level
Gorilla ; 1d6 bite, Tougher +2hp/level

Grasshopper ; Extra Arms 1 extra 2 handed attack or 1 handed + shield, Spring Legs +30 Jump
10meters/level

Hawk ; 1d6 claw, 1d4 bite, Wings fly for 10min/level, Keen Eyes +20 Spot (sub+Mind)
Horse ; 1d6 kick

Kangaroo ; Spring Legs +30 Jump 10meters/level

Monkey ; 1d4 bite, +2 Dex

Mosquito ; 1d4 bite +1 per round blood drain, Extra Arms 1 extra 2 handed attack or 1 handed + shield, Wings
fly for 10min/level

Octopus ; Aquatic, Chameleon Skin +20 Sub when wearing nothing, Extra Arms 1 extra 2 handed attack or 1
handed + shield

Ostrich ; 1d6 kick, Fleet Feet +2 Dex to movement
Otter ; 1d6 bite, Immunity Cold
Porcupine ; 1d4 bite, Quills 1d6 damage

Praying Mantis ; 1d8 claws, Extra Arms 1 extra 2 handed attack or 1 handed + shield, Chameleon Skin +20
Sub when wearing nothing

Raccoon ; 1d4 bite, Low Light Vision 30m

Rhinoceros ; 1d6+1 horn x2 when charging, Keen Nose, Bigger +1 size category, +2 Str
Sea Lion ;1d4 bite, Keen Nose, can hold breath for 10+Str bonus/rounds

Shark ; 1d12 bite, Aquatic, Keen Nose, Rage +4 Str -2AC

Sheep, Bighorn ; 1d6+1 head butt x2 charging, Immunity Cold

Skunk ; 1d4 bite, Low Light Vision 30meters, Stench adjacent creatures suffer -2 on all rolls

Snake ; Poison Bite 1d6+1 bite+Poison see M20 GM Guide for type, Darkvision see in total darkness 20
meters, Tremorsense 10m

Spider ; Poison Bite 1d6+1 bite+Poison see M20 GM Guide for type, Extra Arms 1 extra 2 handed attack or 1
handed + shield, Climbing Hooks 10ft climb speed, Web (as the spell) fills 20ft radius spread with sticky
spiderwebs

Squirrel ; 1d4 bite, Climbing Hooks 10ft climb speed, Tail +4 Dex



Termite ; 1d6 bite, Extra Arms 1 extra 2 handed attack or 1 handed + shield, Exoskeleton +5 natural armor,
can eat wood

Tiger ; 1d8 claw, 1d10 bite, Keen Nose, Low Light Vision 30meters
Turtle : Carapace +6 natural armor, can hold breath for 5 mins

Wasp ; 1d6+1 sting +Poison see M20 GM Guide for type, Extra Arms 1 extra 2 handed attack or 1 handed +
shield, Wings fly for 10min/level

Weasel ; 1d6 bite, Low Light Vision 30meters
Wolf ; 1d6 bite, Keen Nose, Keen Ears +20 Listen, Fur +2 natural armor, +5 vs cold

Races
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These mutations and rules are based on Omega World by Jonathan Tweet as presented in Dungeon
#94/Polyhedron #153, with a few additions and modifications for M20 flavor and personal choices.

To determine a mutant?s mutations, roll d% on the Random Defect List. Each mutation has a value. A
mutant?s total number of defects should not exceed their total in Stat Bonuses. For example, Waukeegan has
Stat Bonuses Str +1, Dex +3, and Mind +0, therefore he cannot exceed 4 Mutation Defects. Once defects are
selected, add up their total value and move on to the Random Mutation List, and roll d%. Players have the
option of ?flipping? the d% result, say if a 7 and a 5 are rolled, the player may choose between 57 and 75 in
selecting their mutation. Each beneficial mutation has a cost. Players roll for beneficial mutations until they
meet but not exceed the value accrued by their Random Defects. In general, mutations stack, so you can
have fur (+2 natural armor) over your exoskeleton (+5 natural armor) for +7 natural armor, lucky mutant. But
the GM can disallow abusive stacking. For example, if Acidic Bite was rolled twice, the acid damage could be
doubled, but the bite damage would only increase ?one step? from 1d6 to 2d4. Due to M20s streamlined
design, some mutations will be mechanically similar, therefore it?s up to the player to really role-play his
defects and abilities and make them unique. GMs should remember to award players properly for their efforts.

Some mutations are free to use or always in effect while others must be activated to use. In keeping with
Microlite20, ?activated? (A) mutations drain Hit Points equal to their point cost, to emulate the drain using
such power has on an individual. Mutations with duration effects last until the end of the scene, 10 minutes
per level, or unless otherwise stated.

Random Mutation Defects

d% - Defect - Summary - Value

1-4 ; Distinctive Odor ; Smells horrible -2 Sub ; 1

5-6 ; Tongue Tied ; -4 Com ; 1

7-10 ; Wheezy ; Poor respiratory, becomes fatigued after 5 rounds of combat ; 2
11-14 ; Slow ; -5ft speed (-4 Phys involving movement) ; 2
15-16 ; Numbskull ; -4 Know ; 2

17-18 ; Dimwit ; -2 Mind ; 2

19 ; Sensitivity to Acid ; 2x damage from acid ; 2

20 ; Sensitivity to Cold ; 2x damage from cold ; 2

21 ; Sensitivity to Electricity ; 2x damage from electricity ; 2
22 ; Sensitivity to Fire ; 2x damage from fire ; 2

23 ; Sensitivity to Poison ; 2x damage from poison ; 2
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24 ; Sensitivity to Radiation ; 2x damage from radiation ; 2

25 ; Sensitivity to Sonics ; 2x damage from sonics ; 2

26-29 ; Voracious ; Requires double rations ; 3

30-33 ; Stiff Motion ; Can?t enter combat in the 1st round ; 3

34-35 ; Terrible Fortitude ; -10 on Fort saves (Str+Phys) ; 3

36-37 ; Terrible Reflexes ; -10 on Reflex saves (Str+Dex) ; 3

38-39 ; Terrible Willpower ; -10 on Will saves (Mind+level) ; 3

40-43 ; Club Footed ; -8 Phys involving movement ; 4

44-46 ; Poor Dual Brain ; 10% chance per melee round you lose your turn ; 4
47-49 ; Frenzy ; 10% chance per melee of going berserk and attacking a random friend or foe; 6
50-53 ; Fits ; 10% chance per melee round to fall down flopping ; 7

54-57 ; Smaller ; Cannot apply Str stat to hit points ; 7

58-59 ; Weakling ; -4 to Str; 7

60-63 ; Obsessive Compulsive ; 50% chance of having to do some kind of ritualized routine before taking an
action in combat or a skill check ; 8

64-66 ; Weapon Incompetent ; May only use natural weapons ; 8

67-68 ; Reduced Dexterity; -4 Dex ; 8

69-72 ; Yellow Streak ; 50% chance to run away from danger ; 9

73-75 ; Bleeder ; -1 HP per round per wound until stopped ; 9

76-79 ; Crude Hands ; -4 Dex with manipulation actions ; 10

80-83 ; Fragile ; 2x damage from melee (not energy) ; 10

84-86 ; Poor Vision ; Can pinpoint targets out to 10meters ; 12

87-88 ; Glass Jaw ; 50% chance of being knocked out in melee ; 15

89-90 ; No Arms ; Good afternoon Mr. Stumpy ; 20

91-92 ; No Legs ; | save a fortune on shoes ; 20

93-96 ; Eat it ; Roll again, take defect without adding its value ; ?

97-00 ; OMGWTF ; Roll twice, taking defects without adding their value ; --

Random Mutations
d% ; Mutation ; Summary ; Cost

1 ; Amazing Fortitude ; +10 on Fort saves (Phys+Str) ; ; 1

2 ; Amazing Reflexes ; +10 on Reflex saves (Phys+Dex) ; 1

3 ; Amazing Will ; +10 on Will saves (Mind bonus+level) ; 1

4 ; Blindsense ; Pinpoint(not ?see?)targets within 10meters ; 1
5 ; Chameleon Skin ; +20 Sub when wearing nothing ; 1

6 ; Climbing Hooks ; 10 ft climb speed ; 1

7 ; Double Healing ; 2x effects from heals & recovery ; 1

8 ; Fleet Feet ; +2 Dex to movement ; 1

9 ; Immunity: Poison ; No effects from poisons ; 1

10 ; Immunity: Psychic ; No effects from psychic attacks/aid ; 1
11 ; Keen Ears ; +20 Listen (sub+Mind) ; 1

12 ; Keen Eyes ; +20 Spot (sub+Mind) ; 1

13 ; Keen Nose ; Can track by scent ; 1

14 ; Low Light Vision ; Can see in all but total darkness 30meters ; 1



15 ; Padded Feet ; +10 Sub when sneaking ; 1

16 ; Resist Radiation ; +10 Fort (Str+Phys) vs Radiation ; 1

17 ; Aguatic ; Gills a