DRAGON QUEST

Attributes

	Score
	1
	2-3
	4-5
	6-7
	8-9
	10-11
	12-13
	14-15
	16-17
	18-19
	20+

	Result
	-5
	-4
	-3
	-2
	-1
	0
	+1
	+2
	+3
	+4
	+5


	Magic Classes

	Cleric (12 HP, 6 MP, 1 Fighting, casting = WIS)
	Sorcerer (10 HP, 8 MP, 0 Fighting, casting = INT)

	Lv. 1: Level 1 Cleric spells
	Lv. 1: Level 1 Sorcerer spells

	Lv. 2: Turn (2d6) (Deal dmg to 1 undead, 30’ range)
	Lv. 2: +1 extra MP

	Lv. 3: Level 2 Cleric spells
	Lv. 3: Level 2 Sorcerer spells

	Lv. 4: Turn (3d6) (40’)
	Lv. 4: +1 extra MP

	Lv. 5: Level 3 Cleric spells, +1 to ability
	Lv. 5: Level 3 Sorcerer spells, +1 to ability

	Lv. 6: Turn undead and fiends (4d6) (50’)
	Lv. 6: +1 extra MP

	Lv. 7: Level 4 Cleric spells
	Lv. 7: Level 4 Sorcerer spells

	Lv. 8: Turn (5d6) (60’)
	Lv. 8: +1 extra MP

	Lv. 9: Level 5 Cleric spells
	Lv. 9: Level 5 Sorcerer spells

	Lv. 10: 3/day healing affects 30’ range, +2 to ability
	Lv. 10: 1/day double aspects of 1 spell, +2 to ability

	Combat Classes

	Warrior (18 HP, 2 Fighting)
	Thief (14 HP, 1 Fighting, Thief skills = DEX)

	Lv. 1: Charge (x2 damage on initiative rnd., player takes -4 penalty to AC for 1 rnd., Lance/Spear only)
	Lv. 1: Tier 1 Thief skills

	Lv. 2: Power Attack 1/day (see below)
	Lv. 2: Deceive 1/day (see below)

	Lv. 3: +2 extra HP, +1 Critical, +1 Fighting
	Lv. 3: Tier 2 Thief skills, +1 extra HP,  +1 Critical

	Lv. 4: Guard once every third round (see below)
	Lv. 4: Evade once every third round (see below)

	Lv. 5: +2 extra HP, +1 to ability
	Lv. 5: Tier 3 Thief skills, +1 to ability

	Lv. 6: Power Attack 2/day
	Lv. 6: Deceive 2/day, +1 extra HP

	Lv. 7: +2 extra HP, +1 Critical, +1 Fighting
	Lv. 7: Tier 4 Thief skills, +1 Critical

	Lv. 8: Two Attacks per round
	Lv. 8: Two Attacks per round

	Lv. 9: +2 extra HP
	Lv. 9: Tier 5 Thief skills, +1 extra HP

	Lv. 10: Power Attack 3/day, +2 to ability
	Lv. 10: Deceive 3/day, +2 to ability

	Power Attack: Roll an extra die for your weapon (d6, d8, etc.), apply STR bonus twice to damage
	Deceive: Halve the enemy's AC for your attack(s) and only yours that round

	Guard: Add your armor bonus to ally’s; roll 17 or higher on a d20 for success, using your DEX bonus
	Evade: Try to dodge one physical attack; roll 17 or higher on a d20 for success, using your DEX bonus

	Special Classes

	Bard (12 HP, 1 Fighting, songs = CHA)
	Alchemist (10 HP, 0 Fighting, tonics = INT)

	Lv. 1: Tier 1 Bard songs (30’ range) (see below)
	Lv. 1: Tier 1 Alchemy

	Lv. 2: 1/day reroll song chance
	Lv. 2: +1 extra HP

	Lv. 3: Tier 2 Bard songs (40’ range), +1 extra HP
	Lv. 3: Tier 2 Alchemy, Quaff 2 (see below)

	Lv. 4: 2/day reroll song chance
	Lv. 4: +1 extra HP

	Lv. 5: Tier 3 Bard songs (50’ range), +1 to ability
	Lv. 5: Tier 3 Alchemy

	Lv. 6: 3/day reroll song chance, +1 extra HP
	Lv. 6: +1 extra HP, Quaff 3 (see below)

	Lv. 7: Tier 4 Bard songs (60’ range)
	Lv. 7: Tier 4 Alchemy

	Lv. 8: 4/day reroll song chance
	Lv. 8: +1 extra HP

	Lv. 9: Tier 5 Bard songs, +1 extra HP
	Lv. 9: Tier 5 Alchemy, Quaff 4 (see below)

	Lv. 10: 1/day double aspects of 1 song, +2 to ability
	Lv. 10: 1/day double aspects of 1 tonic, +2 to ability

	Bard songs: If the Bard fails the song attempt, they may try again at an incrementing -5% penalty.
	Quaff: Alchemists can benefit from more than one tonic/potion/flask at a time at given levels.


Races
	Type
	Advantages
	Disadvantages
	Move

	Birdman
	Fly (up to Chain Mail)
	Add. die of dmg. (fire/lightning)
	6

	Centaur
	Charge on any rnd. (foe > 30’ away)
	Limited traversing, -1 saves
	7

	Dwarf
	Darkvision, +1 Fighting, +1 saves
	
	4

	Elf
	Immune to paralysis/sleep, +3 Listen
	HP from CON caps at level 8
	5

	Gnome
	1/day per 2 levels use 1 MP spell
	Melee = lower die (d8 -> d6, etc.)
	4

	Halfling
	2x DEX bonus for all skills, +2 saves
	Melee = lower die (d8 -> d6, etc.)
	4

	Human
	+2 skill points per level
	-1 saves
	5


Rules
Levels: Each new level, characters gain +1 HP + CON bonus to HP, MP = +1 + ½ of casting ability bonus (round up) to MP, +1 Fighting, +5 skill points, plus class abilities. CON and WIS/INT (for the Cleric and Sorcerer classes) that increase through gained levels give the character retroactive HP and MP.

Fighting: Melee = +STR, Ranged = +DEX     /     AC: 10 + DEX + Armor.
HP: Characters die at -10 HP. If they fall below 0, roll a CON save (TN=20) or heal or lose 1 HP each turn.

Move: Characters can move feet equal to their movement number each round.
Saves: +1 every 2 levels, + CON bonus for physical status effects/DEX for damaging spells/WIS for mental status effects (in this order). Attack spells often require saves. TN = target number.

Critical Hit: x2 damage (If you roll the critical hit number, roll again. A successful hit is a critical hit. If the roll is a miss, you still hit, but it isn’t a critical hit. Std. critical hit number is 20. +1 Critical is 19-20, etc.)

Initiative: The character with the highest Dexterity score rolls a 1d6, adding their DEX bonus to the result.

Characters can take a defensive action. Their AC increases by 25%, rounded up, while guarding, but they cannot take any actions while doing this.

Success Chance: High numbers = successful (unless otherwise noted).
Blinded characters have a -4 penalty to their attack rolls. They also suffer a -2 to initiative rolls.
Charmed characters can roll above the CHA of the character that charmed them to break the charm 1/hour.

Cursed characters roll a 1d10 before attacking. Weapon: 1 means they attack an ally instead. Item: 1 means they take 1d6 damage during their action/turn. Armor: 1 means they are stunned for the round.
Deaf characters do not benefit from a Bard’s songs. They also suffer a -2 to initiative rolls.
Diseased and poison characters are affected differently according to their disease/poison. (Ask the GM)

Stunned/asleep characters cannot take actions. Their AC decreases by 50%, rounded down, while affected.

Starting Gold: 250 (Alchemists start with 350 and can make up to 10 tonics to start with at cost)
Class Specific Rules
Alchemists can throw flasks, potions, and tonics up to 30’ away with a +1 bonus.
Alchemists and Bards can use any weapons and armor that a Thief can use.

Bards can only have one song active at a time, but they can play as many songs as they like in a day.
Bards can fight as they sing (not play instruments), but it takes 1 round before the song affects anyone.
Clerics can Turn Undead once each round. Turn Undead affects one undead creature.
Clerics and Sorcerers can use any spells they possess until their MP reaches 0. Then, they must get a full night’s rest to replenish their MP.

Clerics and Sorcerers can only summon one creature at a time.

Warriors can only use Guard for characters adjacent to them, and while doing so they can only attack once.

Thieves cannot use Evade to dodge a spell. For that, they must obtain Dodge Spell and use that.
Armor

	Type
	Bonus
	Move Cost
	Cost (Gold)
	Max Dexterity
	Proficient

	Shield [light]
	+1
	0
	30
	---
	Cleric, Thief, Warrior

	Leather Armor [light]
	+2
	0
	30
	+4
	Cleric, Thief, Warrior

	Scale Mail
	+3
	0
	50
	+3
	Cleric, Warrior

	Chain Mail
	+5
	0
	90
	+2
	Cleric, Warrior

	Plate Mail
	+8
	-1
	170
	+1
	Cleric, Warrior


Weapons
	Type
	Weapon
	Damage
	Critical
	Cost (Gold)
	Proficient

	One-Handed
	Axe
	1d8
	20
	10
	W

	(2 daggers may be wielded except S)
	Dagger
	1d4 (20’ range)
	19-20
	5
	S, T, W

	
	Mace
	1d6
	20
	5
	C, T, W

	
	Sword
	1d8
	20
	10
	T, W

	Two-Handed
	Double Axe
	1d10
	20
	15
	W

	
	Lance
	1d10
	19-20 (Horse)
	15
	W

	
	Spear
	1d8 (20’ range)
	20
	10
	W

	
	Staff
	1d6
	20
	5
	C, S, T, W

	Ranged (unlimited ammo)
	Bow/Arrow
	1d8 (120’ range)
	19-20
	20
	T, W

	
	Sling
	1d4+STR (60’ range)
	20
	20
	C, S, T, W

	
	Throwing Axe
	1d8+STR(20’ range)
	20
	20
	W


Items
	Type
	Cost (Gold)
	Use

	Arcane Scroll (P)



* P = Perishable
	Lv. 1: 30G:1MP

Lv. 2: 60G:1MP

Lv. 3: 90G:1MP

Lv. 4: 180G:1MP

Lv. 5: 360G:1MP
	Must be Sorcerer to use. Spells use your INT bonus (or INT is treated as 12, whichever is greater) but are treated as if casting from the minimum level required to cast the spell.

	Cure All Potion (P)
	1,000
	Cures all HP and all status ailments

	Cure Critical Wounds Potion (P)
	240
	Cures 4d6+5 HP

	Cure Light Wounds Potion (P)
	30
	Cures 1d6+2 HP

	Cure Moderate Wounds Potion (P)
	60
	Cures 2d6+3 HP

	Cure Serious Wounds Potion (P)
	120
	Cures 3d6+4 HP

	Divine Scroll (P)
	Lv. 1: 20G:1MP
Lv. 2: 40G:1MP
Lv. 3: 60G:1MP
Lv. 4: 120G:1MP

Lv. 5: 240G:1MP
	Must be Cleric to use. Spells use your WIS bonus (or WIS is treated as 12, whichever is greater) but are treated as if casting from the minimum level required to cast the spell.

	Holy Water (P)
	20
	Deals 2d4 to undead creatures and fiends

	Potion of Gaseous Form (P)
	330
	Turn into gas for 30 min., movement is 9

	Potion of Invisibility (P)
	140
	Turn invisible until you attack, cast a spell, or 30 min. pass

	Potion of Protection (P)
	30
	+2 to AC for 5 min.

	Potion of Resistance (P)
	20
	+1 to all saves for 5 min.

	Remedy (P)
	90
	Cures any status ailment but death

	Rope – 50’/Grappling Hook
	10
	Must have Use Rope, gain +25% to Climb checks

	Thieves’ Tools
	50
	Allows the use of certain abilities

	Torch (P)
	1
	Use to deal 1d4 fire damage or light area

	Wand of Conversion

(acid, fire, ice, lightning)
	600
	Changes the caster’s spell’s energy into another energy type, usable 1/day

	Wand of Power
	600
	Reroll the damage of the spell and take the higher roll, usable 1/day

	Wand of Range
	450
	Increases the range and area of effect of the caster’s spells by 50%, usable 1/day

	Wand of Time
	750
	Doubles the caster’s spell’s effect time, usable 1/day


Animals

	Type
	Cost
	HP
	Fighting
	AC
	Move
	Damage
	Saves

	Camel
	120
	3d8+6
	1
	12
	6
	1d4
	4, 4, -2

	Dog
	20
	1d8+2
	1
	13
	7
	1d3+1
	2, 3, -2

	Donkey
	40
	2d8+4
	1
	12
	6
	1d2
	3, 4, -2

	Horse
	160
	3d8+6
	1
	13
	7
	1d4
	4, 5, -2

	Pony
	80
	2d8+4
	1
	12
	6
	1d3
	4, 4, -2

	War Horse
	400
	4d8+12
	3 +1 STR
	13
	7
	2d6
	6, 6, -1


Note: You can purchase barding for the War Horse made of any of the armor types, but it costs 3x more than the listed price.

General Skills

	Acrobatic (All +DEX bonus)

1. Balance *
2. Escape *
3. Tumble *
	Discerning
1. Decipher Script (read languages/runes)
2. Forgery

3. Use Magic Device (use magic ITEMS not usually intended for your class)

	Intuitive (All +WIS bonus)

1. Blind Fighting (halve the penalties of blindness)
2. Heal (heal 1d4 HP or halve negative effects of poison/disease after battle)
3. Survival (track, general knowledge of nature, etc.)
	Knowing (All +INT bonus)

1. Knowledge (Geography)

2. Knowledge (Magic)

3. Knowledge (Settlements/History)

	Perceptive (All +CON bonus)

1. Listen

2. Search

3. Spot (see foes from a distance, spot a person hiding via spot vs. hide check, etc.)
	Powerful (All +STR bonus)
1. Climb *
2. Jump (+ Move) *
3. Swim *

	Practical
1. Craft

2. Ride (+DEX bonus) *
3. Use Rope (tie tough knots, throw rope)
	Roguish

1. Appraise

2. Remove Trap (tools)

3. Pick Lock (tools)

	Sociable (All +CHA bonus)

1. Bluff

2. Gather Information/Sense Motive

3. Sway Emotions (Diplomacy/Intimidate)
	Sneaky
1. Disguise (tools)/Hide *
2. Move Silently (+DEX bonus) *
3. Pick Pocket (+DEX bonus) *


Skills are divided into categories. First, a category must be bought for 3 skill points, after which all skills under that category become available for use (categories that begin with “All +” do not need to be bought).
You can put one point per level into a skill. For each point placed in a skill, you gain a +4% bonus towards the skill. You gain +4% for each level you gain towards any skills in any categories open to you, plus +4% for each bonus point you have in an attribute if marked (Maximum possible skill bonus = 80%). For armor that is not light, multiply the bonus by -3, and that is the % penalty that applies to skills with an asterisk.
Roll a 1d100 to see if you are successful in using the skill. High rolls = successful. Each situation can have a different percentage required to succeed, chosen by the GM.
Spot vs. Hide: This special check is used when someone is trying to spot a hiding character. Both characters roll for their respective skills. The higher successful result wins.

Note: Thieves cannot stack their General Skills with their Thief Skills, but they do use their superior rates.

Thief Skills
	Tier 1

	Name
	Success Chance
	Description

	Deft Climbing
	---
	Use DEX instead of STR when climbing

	Long Jump
	50% + 5% per level
	Add DEX bonus when making a jump

	Move Silently
	30% + 5% per level
	Walk silently to avoid detection

	Pick Lock (tools)
	40% + 5% per level
	Unlock doors and chests

	Search
	30% to 5% per level
	Find secret passages, hidden treasure, etc.

	Tier 2

	Hide in Shadows
	40% + 5% per level
	Remain still in darkness to avoid detection

	Knife Fighting
	---
	+1 Fighting when using daggers

	Pick Pocket
	35% + 5% per level
	Steal coins or objects from others unnoticed

	Remove Trap (tools)
	35% + 5% per level
	Disarm a non-magical trap

	Set Trap 1 (tools)
	50% + 5% per level
	Set simple traps that merely distract

	Tier 3

	Appraise
	40% + 5% per level
	Discern the value of non-magical items

	Escape
	30% + 5% per level
	Escape from non-magical bonds

	Poison (tools)
	50% + 5% per level
	Concoct a poison (-4 to STR and DEX, -2 HP/day, or -1 to all rolls) TN=12+1/3 levels

	Set Trap 2 (tools)
	40% + 5% per level
	Set a harmful trap (1d6), 1d3 dmg if failed

	Swift Precision
	---
	Use DEX instead of STR for ranged damage

	Tier 4

	Disguise (tools)
	25% + 5% per level
	Change your appearance and be low-key

	Dodge Spell
	25% + 5% per level
	When targeted with a spell with a hit chance, roll 17 or higher to evade it, add DEX bonus

	Quick Attack
	---
	On initiative round, extra 1d3 dmg/2 levels

	Set Trap 3 (tools)
	30% + 5% per level
	Set a dangerous trap (3d6), 2d4 dmg if failed

	Track
	30% + 5% per level
	Find tracks/evidence to locate someone

	Tier 5

	Backstab
	---
	Humanoids only; if you successfully sneak behind one, you can attack it for 3x damage

	Handicap
	---
	On a critical hit, halve enemy's movement for 1 hour

	Set Trap 4 (tools)
	20% + 5% per level
	Set a lethal trap (9d6), 3d8 dmg if failed

	Tumble
	30% + 5% per level
	Halve falling damage

	Use Magic Device
	30% + 5% per level
	Use magic items intended for clerics or sorcerers – able to cooperate this skill with them. Ignore MP cost, if any.


Bard Songs

	Tier 1

	Name
	Success Chance
	Description

	The Ballad of Bravery
	50% + 10% per CHA mod
	Allies in range gain +5 to saves vs. fear

	The Melody of Precision
	50% + 10% per CHA mod
	Allies in range gain +2 to Fighting/5 levels

	The Song of Marches
	50% + 10% per CHA mod
	Allies in range gain +1 Move/5 levels

	The Song of Strength
	50% + 10% per CHA mod
	Allies in range gain +1 STR/5 levels

	Tier 2 (TN=12+CHA)

	The Friendly Jingle
	40% + 10% per CHA mod
	Charms one sentient foe (like the spell)

	The Quick-Step Jingle
	40% + 10% per CHA mod
	+2 to Initiative, activates as initiative is rolled

	The Song of Defense
	40% + 10% per CHA mod
	Allies in range gain +3 AC/5 levels

	The Tune of Mimicry
	40% + 10% per CHA mod
	Copy an ally’s non-magical ability for 2 rnds

	Tier 3

	Crescendo
	30% + 10% per CHA mod
	Breaks Silence spell, next song 50% stronger

	The Ballad of Champions
	30% + 10% per CHA mod
	One ally gains +2 to ability scores, +7 to AC

	The Song of Mastery
	30% + 10% per CHA mod
	One ally gains +15 to next non-combat roll

	The Tune of Suppression
	30% + 10% per CHA mod
	Suppresses status effects during song

	Tier 4

	The Ballad of the Thieves
	20% + 10% per CHA mod
	Thieves’ skills can’t fail, all gain +1 Critical

	The Melody of Magic
	20% + 10% per CHA mod
	Spells cost 1 MP less/5 levels to a limit of 1

	The Song of Healing
	20% + 10% per CHA mod
	Cleric rolls 1 extra die for each heal spell cast

	Tier 5 (TN=no save)

	Harmony
	10% + 10% per CHA mod
	Play one more song simultaneously (max 2)

	The Ballad of Legends
	10% + 10% per CHA mod
	One ally gains a 20 to all stats and +10 to AC

	Sonic Burst
	10% + 10% per CHA mod
	60’ range enemies, 4d6


Alchemist Alchemy
	Tier 1 (TN=no save)

	Name
	Cost (Gold)
	Brew Chance
	Description

	Acid Flask
	10
	45% + 5% level
	1d8 acid dmg, 1 dmg for 4 rnds after

	Glow Tonic
	5
	50% + 5% level
	Glow 30’ for 10 min.

	Healing Tonic
	10
	45% + 5% level
	Immediate, heals 10 HP

	Smoke Flask
	5
	50% + 5% level
	Covers 30’ for 1 min., -4 to Fighting

	Tier 2 (TN=12+INT)

	Bark Skin Tonic
	20
	35% + 5% level
	+5 AC, -1 Move for 10 min.

	Berserk Flask
	10
	45% + 5% level
	Confuse foe for 4 rnd.

	Nap Flask
	10
	45% + 5% level
	Put foe to sleep for 3 rnd.

	Power Tonic
	20
	35% + 5% level
	Gain +4 STR, +15 HP for 10 min.

	Tier 3 (TN=13+INT)

	Cure Tonic
	15
	25% + 5% level
	Immediate, like the item Remedy

	Explosive Flask
	30
	25% + 5% level
	Immediate, 5d6 dmg. 20’

	Freezing Flask
	30
	40% + 5% level
	Instant ice 20’ 5 min. -2 Move or 3d12

	Haste Tonic
	15
	40% + 5% level
	Like haste spell, for 10 min.

	Tier 4 (TN=14+INT)

	Deflect Tonic
	20
	15% + 5% level
	Arrows bounce off target, for 20 min.

	Dissolve Flask
	40
	35% + 5% level
	Kills non-living thing, 4d12 if saved

	Regenerative Tonic
	20
	15% + 5% level
	+1 HP per rnd, recover limbs, 1 hour

	Sap Flask
	40
	35% + 5% level
	-6 STR/DEX/CON, 1 hour

	Tier 5 (TN=15+INT)

	Elixir
	100
	5% + 5% level
	Immediate, restores 50 HP and 25 MP

	Love Flask
	50
	30% + 5% level
	Charm sentient foe for 1 day

	Metamorphic Tonic
	50
	30% + 5% level
	Turn into 5HD monster +50 HP, 1 hr.

	Spell Guard Tonic
	100
	5% + 5% level
	Auto save, roll for ¼ dmg, 1 hour


Cleric Spells
	Level 1

	Name [Energy]
	MP Cost
	Range/AOE/Duration
	Description

	Bane [dark]
	1
	all/all/5 min. level
	-1 penalty to hit to all enemies, no save

	Bless [light]
	1
	all/all/5 min. level
	+1 bonus to hit to all allies

	Cause Light Wounds [dark]
	2
	touch/one/instant
	Causes damage equal to 1d6+1+caster’s WIS bonus (roll to hit), no save

	Cure Light Wounds [light]
	1
	touch/one/instant
	Restores 1d6+1+caster’s WIS bonus

	Light [light]
	1
	30’/30’/1 hour per level
	Creates light or makes an object shine light

	Protection
	1
	touch/one/5 min. level
	+2 to AC

	Resistance
	1
	touch/one/5 min. level
	+1 to all saves

	Summon Animal 1
	2
	nil/nil/1 hour per level
	Summon random animal with 1d8 HP

	Level 2 (TN=12+WIS)

	Cause M. W. [dark]
	4
	touch/one/instant
	Causes damage equal to 2d6+2+caster’s WIS bonus (roll to hit), no save

	Consecrate [light]
	2
	60’/60’/5 min. level
	Undead suffer -2 to all rolls, no save

	Cure Moderate Wounds [light]
	2
	touch/one/instant
	Restores 2d6+2+caster’s WIS bonus

	Hold Person
	3
	120’/one/1 rnd 2 levels
	Paralyzes humanoid 1 round/2 cleric levels

	Remove Paralysis
	2
	120’/one/instant
	Removes paralysis

	Resist Energy [acid, fire, ice, lightning]
	3
	30’/one/instant
	Take ½ damage from the chosen energy. If you make a save/succeed, take ¼ damage.

	Silence
	2
	20’/20’/1 min. level
	Negates sound/prevents spells, no save

	Summon Animal 2
	4
	nil/nil/1 hour per level
	Summon random animal with 8+1d8 HP

	Level 3

	Cure Blindness
	3
	touch/one/instant
	Cures blindness whether natural or magical

	Cure Disease
	3
	30’/one/instant
	Cures any disease

	Cause Serious Wounds [dark]
	5
	touch/one/instant
	Causes damage equal to 3d6+3+caster’s WIS bonus (roll to hit), no save

	C. Serious W. [light]
	3
	touch/one/instant
	Restores 3d6+3+caster’s WIS bonus

	Growth of Animal
	4
	touch/one/instant
	Animal doubles in size, speed, and damage

	Remove Curse
	3
	touch/one/instant
	Removes curse from character but not item

	Striking [light]
	4
	30’/weapon/1 rnd level
	Weapon deals an extra 1d6

	Summon Animal 3
	5
	nil/nil/1 hour per level
	Summons random animal with 16+2d8 HP

	Level 4

	Cause Critical Wounds [dark]
	7
	touch/one/instant
	Causes damage equal to 4d6+4+caster’s WIS bonus (roll to hit), no save

	C. Critical W. [light]
	4
	touch/one/instant
	Restores 4d6+4+caster’s WIS bonus

	Cure Poison
	4
	touch/one/instant
	Cures any poison

	Dispel Magic
	5
	120’/20’/instant
	Your d20+lvl vs. their d20+lvl, higher wins

	Divine Power [light]
	6
	30’/one/1 rnd 2 levels
	Double character’s damage (physical)

	Raise Dead [light]
	8
	60’/one/instant
	Raises target w/ ⅔ HP, -2 temp STR (1 hr.)

	Summon Animal 4
	7
	nil/nil/1 hour per level
	Summons random animal with 24+3d8 HP

	Truesight
	5
	caster/self/1 min. level
	See through illusions, invisibility, etc.

	Level 5 (TN=15+WIS)

	Barrier
	5
	60’/30’/5 min. level
	Damages if one tries to pass: 1d12/2 levels

	Cure All
	7
	touch/one/instant
	Fully restores HP, cures ailments

	Earthquake
	9
	240’/120’/1 min. level
	Foes on ground must save or be stunned

	Holy Word [light]
	8
	caster/40’/1 min. level
	1d3: 1 blind, 2 stun, 3 kill <9HD foes

	Raise Dead Fully
	10
	60’/one/instant
	Raises a character with full HP

	Smite
	8
	120’/one/instant
	Damage: 1d10/2 levels, evil foe: 1d6/level

	Summon Animal 5
	9
	nil/nil/1 hour per level
	Summons random animal with 32+4d8 HP

	Word of Recall
	6
	caster/20’/instant
	Teleports caster and allies to a sacred place


Sorcerer Spells
	Level 1 (TN=11+INT)

	Name [Energy]
	MP Cost
	Range/AOE/Duration
	Description

	Analyze
	1
	caster/one/1 min. level
	Determines properties of item held

	Boost
	1
	30’/one/1 min. level
	Increases one ability score by 2

	Darkness [dark]
	1
	30’/30’/1 hour per level
	Creates darkness, -6 to Fighting

	Magic Missile
	2
	90’/1-5*/instant
	Deals 1d4+1 damage/2 levels, no save

	Shield
	1
	caster/self/1 min. level
	+4 AC, blocks magic missiles

	Sleep
	2
	60’/one/4 rounds
	Forces the foe into magical slumber

	Shocking Grasp [lightning]
	2
	touch/one/instant
	Deals 1d6/2 levels + INT dmg (roll to hit), no save vs. dmg, save vs. 1 rnd stun

	Summon Monster 1
	2
	nil/nil/1 hour per level
	Summons monster with 1d8 HP

	Ventriloquism
	1
	caster/240’/1 min. level
	Throws your voice elsewhere

	Level 2 (TN=12+INT)

	Acid Arrow [acid]
	4
	120’/one/1 rnd 2 levels
	Deals 2d4 damage (roll to hit), no save

	Disguise Object
	2
	touch/one/5 min. level
	Changes the appearance/feel of the object

	Invisibility
	3
	touch/one/10 min. level
	Turn invisible until you attack/cast a spell

	Locate Object
	2
	caster/960’/instant
	Find a specified object

	Mirror Image
	3
	caster/self/1 rnd level
	Gain 1d4 images that take hits/disappear

	Scorching Ray [fire]
	3
	60’/one/instant
	Deals 1d8 damage/2 levels

	Spider Climb
	2
	touch/one/5 min. level
	Climb ceilings and walls like a spider

	Summon Monster 2
	4
	nil/nil/1 hour per level
	Summons monster with 8+1d8 HP

	Web
	3
	60’/10’/1 min. level
	Roll 13 or higher to escape (STR applies)

	Level 3 (TN=13+INT)

	Charm
	4
	60’/one/1 hour per level
	Makes the foe believe you are their ally

	Clairvoyance
	3
	caster/240’/1 min. level
	See at a distance, behind doors, etc.

	Dispel Magic
	5
	120’/20’/instant
	Your d20+lvl vs. their d20+lvl, higher wins

	Fireball [fire]
	6
	120/30’/instant
	1d6 damage/2 levels + INT dmg

	Fly
	5
	touch/one/5 min. level
	Fly at move of 6

	Gaseous Form
	4
	caster/self/1 min. level
	Turn into gas whenever you want, move 9

	Haste
	6
	caster/30’/1 rnd level
	1 extra action (attack/cast), +1 move

	L. Bolt [lightning]
	5
	120’ line/one*/instant
	1d4 damage/level, ½ dmg to extra foes

	Summon Monster 3
	6
	nil/nil/1 hour per level
	Summons monster with 16+2d8 HP

	Level 4 (TN=14+INT)

	Cloudkill
	7
	60’/30’/1 rnd level
	Deals 1+INT dmg no save, kills <5HD foes

	Confusion
	6
	60’/20’/1 rnd level
	Confuses foes

	Ice Storm [ice]
	8
	120’/30’/instant
	1d8 damage/2 sorcerer levels + INT dmg

	Keen Edge
	4
	30/1 blade/1 min. level
	+1 Critical rate

	Polymorph
	6
	30’/one/10 min. level
	Polymorph into a random monster/animal

	Summon Monster 4
	8
	nil/nil/1 hour per level
	Summons monster with 24+3d8 HP

	Telekinesis
	5
	120/self/concentrate
	Lift 50 lbs. a level

	Truesight
	5
	caster/self/1 min. level
	See through illusions, invisibility, etc.

	Wall [ice, fire]
	4
	60’/20’x60’/concentrate
	Wall w/ 6d10 HP/15AC or deals 3d10 dmg

	Level 5 (TN=15+INT)

	Blood Rune
	10
	caster/self/1 rnd level
	Spells cost HP instead of MP

	Doom
	6
	120’/one’/1 rnd level
	Forces foe to reroll everything/take lower

	Energy Immunity
	8
	30’/one/5 min. level
	Immunity from acid, fire, ice, lightning

	Iron Body
	8
	30’/one/5 min. level
	¼ dmg normal weapons, ½ mag. weapons

	Meteor Swarm
	9
	240’/40’/instant
	1d6 damage/level, no save

	Shape Change
	9
	caster/self/5 min. level
	Turn into 5HD monster, gain +50 temp HP

	Summon Monster 5
	10
	nil/nil/1 hour per level
	Summons monster with 32+4d8 HP

	Survival
	5
	touch/one/24 hours
	Require no air, food/water, sleep

	Teleport
	7
	240’/20’/instant
	Teleports caster/others up to a mile/level


Random Animals
	1 HD

	Type (Number)
	Fighting
	AC
	Move
	Damage
	Saves

	Badger (1)
	1
	13
	6
	1d2, 1d2, 1d2
	2, 4, -3

	Dog (2)
	0 +1 STR
	13
	7
	1d3
	2, 3, -2

	Hawk (3)
	1
	13
	7
	1d3
	2, 4, -2

	Owl (4)
	0
	13
	6
	1d2
	2, 4, -2

	Rat (5)
	0 -3 STR
	13
	6
	1d4-3
	3, 4, -3

	Snake (6)
	0
	13
	6
	1
	3, 4, -3

	2 HD

	Baboon (1)
	2 +1 STR
	13
	5
	1d6
	2, 3, -2

	Copperhead (2)
	1
	14
	6
	1d3, TN=10
	4, 4, -2

	Donkey (3)
	1
	12
	6
	1d2
	3, 4, -2

	Eagle (4)
	2
	14
	7
	1d6
	3, 5, -2

	Pony (5)
	1
	12
	6
	1d3
	4, 4, -2

	Wolf (6)
	2 +1 STR
	14
	7
	1d6+1
	4, 5, -3

	3 HD

	Boar (1)
	3 +1 STR
	13
	6
	1d8
	5, 3, -2

	Camel (2)
	1
	12
	6
	1d4
	4, 4, -2

	Cheetah (3)
	2
	15
	8
	1d2, 1d2, 1d6
	4, 6, -2

	Cobra (4)
	2
	14
	6
	1d4, TN=14
	5, 4, -2

	Horse (5)
	1
	13
	7
	1d4
	4, 5, -2

	Wolverine (6)
	3 +1 STR
	14
	6
	1d4/1d4, 1d6
	5, 4, -2

	4 HD

	Boa (1)
	3 +1 STR
	14
	6
	1d8, then auto hit
	7, 6, -1

	Bison (2)
	2 +3 STR
	13
	6
	1d12
	6, 4, -1

	Crocodile (3)
	4 +2 STR
	16
	6
	2d8
	7, 4, -1

	Gorilla (4)
	4 +2 STR
	13
	5
	1d6, 1d6
	6, 4, 0

	Ostrich (5)
	3 +1 STR
	14
	7
	1d10
	6, 6, -1

	War Horse (6)
	3 +1 STR
	13
	7
	2d6
	6, 6, -1

	5 HD

	Bear (1)
	5 +2 STR
	14
	6
	1d6, 1d6, 1d8
	7, 5, 0

	Elephant (2)
	5 +5 STR
	15
	6
	2d10
	7, 5, 0

	Lion (3)
	5 +1 STR
	15
	7
	1d6, 1d6, 1d10
	7, 7, 0

	Python (4)
	5 +2 STR
	14
	6
	2d8, then auto hit
	7, 6, 0

	Rhino (5)
	5 +5 STR
	16
	6
	2d8
	7, 5, 0

	Tiger (6)
	5 +2 STR
	14
	7
	1d6, 1d6, 1d10
	7, 6, 0


Random Monsters
	1 HD

	Type (Number)
	Fighting
	AC
	Move
	Damage
	Saves

	Goblin (1)
	0 -2 STR
	12
	4
	1d4
	1, 2, 0

	Gremlin^ (2)
	0 -2 STR
	12
	4
	1d3
	1, 2, 2

	Grimlock (3)
	0 +1 STR
	13
	5
	1d8
	2, 2, 0

	Kobold (4)
	0 -2 STR
	11
	5
	1d4
	0, 2, 0

	Orc (5)
	0 +1 STR
	12
	5
	1d8
	2, 2, 0

	Pixie^ (6)
	0 -3 STR
	12
	5
	nil
	0, 2, 2

	Skeleton (7)
	1
	13
	5
	1d8
	3, 0, 3

	Stirge (8)
	0
	12
	6
	1d2, then auto hit
	1, 3, 0

	2 HD

	Bugbear (1)
	1 +1 STR
	13
	5
	1d10
	3, 3, 1

	Fairy^ (2)
	1 -2 STR
	13
	5
	nil
	1, 3, 3

	Gnoll (3)
	1 +1 STR
	12
	5
	1d10
	3, 2, 1

	Harpy (4)
	2
	14
	6
	1d10
	3, 4, 1

	Lizardman (5)
	1 +1 STR
	13
	5
	1d10
	3, 3, 1

	Shrieker (6)
	1
	12
	0
	nil, 60’ shriek
	3, -3, 3

	Troglodyte (7)
	1 +1 STR
	13
	5
	1d10
	3, 3, 1

	Zombie (8)
	1
	12
	4
	1d8
	4, 0, 4

	3 HD

	Blink Dog (1)
	2
	15
	6/blink 120’
	1d8
	4, 6, 0

	Doppleganger (2)
	3
	13
	5
	1d12 (+1 Critical)
	4, 4, 4

	Dryad# (3)
	2
	14
	5
	1d6
	3, 4, 5

	Ghoul (4)
	2
	13
	5
	1d8, par., TN=13
	5, 1, 5

	Nightmare (5)
	2 +1 STR
	14
	7
	2d6
	5, 5, 0

	Ophidian (6)
	3 +1 STR
	13
	5
	1d8, poi., TN=13
	5, 3, 3

	Pegasus (7)
	2 +1 STR
	14
	7
	2d6
	5, 5, 0

	Shockweed (8)
	2
	12
	0
	1d8 lightning
	5, -2, 5

	4 HD

	Basilisk (1)
	4 +2 STR
	15
	6
	2d6 poi, or par., TN=15
	6, 4, 0

	Gargoyle* (2)
	4 +1 STR
	16
	6
	1d10
	8, 6, 8

	Ogre (3)
	4 +3 STR
	13
	6
	1d12
	5, 2, 2

	Owlbear (4)
	4 +2 STR
	14
	6
	1d6, 1d6, 1d6
	6, 4, 0

	Satyr^ (5)
	3
	13
	5
	1d8
	4, 3, 7

	Unicorn# (6)
	3 +1 STR
	14
	7
	1d8, 2d6
	7, 7, 3

	Wood Golem* (7)
	4 +2 STR
	14
	5
	2d8
	8, 4, 8

	Wraith* (8)
	3
	13
	5
	1d4 CON or STR drain
	6, 3, 6

	5 HD

	Baby Dragon^ (1)
	5 +1 STR
	16
	6
	1d6, 1d6, 1d12 or 2d6 b
	7, 4, 3

	Elemental* (2)
	5
	15
	7
	2d8
	9, 9, 9

	Griffon (3)
	5 +2 STR
	15
	8
	1d6, 1d6, 1d6
	6, 8, 2

	Manticore (4)
	5 +3 STR
	15
	6
	1d6, 1d6, 1d8 or 2d6 sp
	7, 7, 3

	Minotaur (5)
	5 +3 STR
	14
	6
	1d12 (+5 Critical)
	5, 5, 5

	Mummy (6)
	5
	14
	5
	1d12, dis., TN=16
	7, 3, 7

	Stone Golem* (7)
	5 +4 STR
	16
	4
	2d8
	9, 5, 9

	Troll~ (8)
	5 +3 STR
	15
	6
	2d6
	8, 4, 4

	^ = Cast Sorcerer spells, level equal to their HD. Monster has 2 MP per HD and 13 INT. Monster can’t use the most costly spells of the spell levels.

	# = Cast Cleric spells, level equal to their HD. Monster has 2 MP per HD and 13 WIS. Monster can’t use the most costly spells of the spell levels.

	* = Monster can only be harmed by magic weapons, energy attacks, and spells.

	~ = Regenerate 5 HP per turn


Magic Items

	Type
	Worth (Sell)
	Proficient
	Effect

	Armlet of Thieves
	1,500
	Thief
	Add DEX bonus * 5 to skill chance

	Amulet of Health
	2,500
	All classes
	+3 to CON

	Bag of Holding
	2,000
	All classes
	Can hold up to 10,000 gold/1,000 lbs.

	Boots of Dexterity
	2,500
	All classes
	+3 to DEX

	Chaos Urn
	3,000
	All classes
	3/day random spell (you choose target) 

	Displacer Cloak
	2,000
	All classes
	+3 to AC, +6 to AC vs. ranged

	Elven Boots
	1,500
	All classes
	Roll 1 or 2 on 1d6 = move silently

	Fairy Powder
	480
	Alchemist
	Increase success chance by 20% (3 uses)

	Gauntlets of Strength
	2,500
	All but Sorcerer
	+3 to STR

	Mirror of Truth
	1,000
	All classes
	Exposes hidden paths/disguises (all)

	Luck Charm
	1,000
	All classes
	1/day, reroll one roll

	Relic
	750
	Cleric
	Use one extra die for turn undead/devils

	Ring of Fire
	1,500
	Sorcerer
	Use one extra die for fire spells

	Ring of Ice
	1,000
	Sorcerer
	For Wall of Ice, double the wall’s HP

	Ring of Lightning
	1,000
	Sorcerer
	For L. Blt, 1 more foe is dealt full dmg

	Ring of Protection
	2,000
	All classes
	+3 to all saves

	Ring of Resist Energy
	2,000
	All classes
	Ignore the first 10 points of energy dmg

	Ring of War
	3,000
	All classes
	+1 Critical

	Talisman of the Dragon
	4,000
	All classes
	Gain breath 2d6/5 levels, every third rnd

	Talisman of Truesight
	5,000
	All classes
	Gain the benefits of the Truesight spell


Magic Armor
	Type
	Bonus
	Move Cost
	Worth (Sell)
	Max Dexterity
	Proficient

	Dragon Shield [light]
	+3 (1/day

½ breath dmg)
	0
	2,000
	---
	Cleric, Thief, Warrior

	Divine Shield [light]
	+5 (1/day

recover 20 HP)
	0
	5,000
	---
	Cleric, Thief, Warrior

	Ghost Leather [light]
	+5 (1/day ignore dmg)
	0
	5,000
	+5
	Cleric, Thief, Warrior

	Dragon Scale
	+6 (+1 to saves)
	0
	5,000
	+3
	Cleric, Warrior

	Elven Chain
	+8
	0
	6,000
	+3
	Cleric, Warrior

	Divine Plate
	+12 (1/day recover 20 HP)
	-1
	7,000
	+1
	Cleric, Warrior


Magic Weapons

	Weapon
	Damage
	Critical
	Worth (Sell)
	Proficient

	Thunder Axe (O)
	1d8+1+1d4 lightning
	20
	3,500
	W

	Song Blade (O)
	1d8+3 (remove -5% penalty to song retries)
	20
	4,000
	Bard only

	Divine Mace (O)
	1d8+3 (x2 WIS to heal)
	20
	4,250
	C

	Dagger of the Assassins (O)
	1d4+4, +4 to hit on backstabs (20’ range)
	19-20
	4,500
	T

	Staff of the Magi (TH)
	1d6+3 (+3 TN for all spells)
	20
	4,750
	S

	Sun Sling (R)
	1d4+2+STR (60’ rng, x2 in light)
	20
	4,750
	C, S, T, W

	Axe of Returning (R)
	1d8+4+STR (20’ range)
	19-20
	4,800
	W

	Fire Spear (TH)
	1d8+1+STR+1d4 fire (20’ rng)
	20
	4,800
	W

	Moon Bow (R)
	1d8+2 (120’ rng, x2 in dark)
	19-20
	4,850
	T, W

	Ice Lance (TH)
	1d10+2+STR+1d4 ice
	19-20
	4,950
	W

	Holy Avenger (O)
	1d8+5 (x2 to undead)
	20
	5,000
	W


Cursed Items
	Type
	Worth (Sell)
	Proficient
	Effect

	Boots of Clanging
	750
	All classes
	Your steps sound like clanging metal

	Cloak of Arrow Calling
	750
	All classes
	-6 AC vs. ranged attacks

	Cloak of Glowing
	750
	All classes
	Your form is outlined when in darkness

	Gauntlets of Weakness
	750
	All but Sorcerer
	Wearer suffers -2 STR

	Ring of Delusion
	750
	All classes
	Wearer thinks it’s a random magic ring

	Ring of Horror
	750
	All classes
	Wearer suffers -8 CHA

	Ring of Insolence
	750
	All classes
	Wearer is always sarcastic/disrespectful

	Ring of Morphing
	750
	All classes
	Turn into rdm. monster for 1 min. 1/8 hrs

	Ring of Needles
	750
	All classes
	-1 HP per successful hit you make

	Ring of Spell Drain
	750
	Cleric, Sorcerer
	-1 MP per spell cast

	Talisman of Doom
	750
	All classes
	Wearer is affected by the Doom spell

	Unholy Relic
	750
	Cleric
	Use one less die for turn undead/devils


Cursed Armor

	Type
	Bonus
	Penalty
	Worth (Sell)
	Max Dexterity
	Proficient

	Obsidian Shield [light]
	+4 (3/day Darkness, 5 min.)
	-2 to saves
	3,000
	---
	Cleric, Thief, Warrior

	Demon Shield [light]
	+5 (ignore 20 energy dmg)
	-2 to all stats
	5,000
	---
	Cleric, Thief, Warrior

	Dark Leather [light]
	+6 (see in dark)
	-1 Fighting in daylight
	5,000
	+4
	Cleric, Thief, Warrior

	Blood Scale
	+7 (immune to disease/poison)
	Extra 3 dmg when hurt
	5,000
	+3
	Cleric, Warrior

	Drow Chain
	+9 (+5 to saves)
	-4 STR, -2 CON
	6,000
	+2
	Cleric, Warrior

	Demon Plate
	+12 (ignore 5 physical dmg)
	-1 Move, hurt by cure
	7,000
	+1
	Cleric, Warrior


Cursed Weapons

	Weapon
	Damage
	Critical
	Worth (Sell)
	Proficient

	Death Axe (O)
	1d12+2 (Crit = foe save or die, TN=13)
	20
	5,500
	W

	Dark Sword (O)
	1d8+4 (+2 Crit in darkness)
	19-20
	5,750
	T, W

	Mace of Malice (O)
	1d8+4 (accrue +1 dmg after first hit, same foe, repeats)
	20
	5,750
	C

	Drain Dagger (O)
	1d4+3, steals HP equal to dmg dealt (20’ range)
	19-20
	6,500
	T

	Staff of the Warlocks (TH)
	1d6+4 (1/day x2 spell dmg)
	20
	7,000
	S


