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Basics 
Dice 

We’ll start simple. We’ll just use twenty-

sided (d20) and regular six-sided (d6) dice. 

They are visually distinct from each other. 

Commonly, you will add a bonus number to 

the roll and try to achieve a target number.  

Personal Information 

Age, gender, height and weight (approximate), origin, 

background… decide what you want. Team up with someone, 

have your characters be family or friends. 

 

Classes & Levels 

Class Description 
Fighter Best at fighting (duh). 
Wizard Uses magic, short work day. 
Ranger Wilderness traveler. 
Thief Skilled in careful work. 
Cleric Religious dude… 

 

Attribute Bonus (see next page)  

Score 3-5 6-8 9-12 13-15 16-18 
Bonus -2 -1 +0 +1 +2 

  

Lv. Requires 
1 0 xp. 
2 200 xp. 
3 600 xp. 
4 1 200 xp. 
5 2 000 xp. 

Dice notation 

See: xdy+z 

X is # of dice 

Y is # of sides 

Z is a flat add 
1d6+2 means roll 

one six-sided die 

and add two. 
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Character Statistics 
Attributes 

There are six simple stats that represent basic capability. You 

roll 3d6 to determine them, once for each, in order. You may 

roll a seventh time, and replace any other roll if you wish.  

• Strength: physical power, both fast and slow. 

• Dexterity: hand-eye coordination, balance, agility. 

• Constitution: endurance, resistance to infection. 

• Intelligence: analytical ability and memory. 

• Wisdom: insight, perceptiveness and good sense.  

• Charisma: leadership ability and social presence. 

There’s also occasionally an attribute bonus. This is a number 

between -2 and +3, based on the attribute it stems from.  

Hit Points 

These represent stamina, morale, skill, luck, and will to live. 

They are the buffer that separates your character from harm. 

When you take damage that reduces you to 0 HP or less, you 

will have to roll on the “fun” table of horrible wounds. 

You start the game with 6 + CON modifier HP. 

Skills 

Some classes have skills. These represent areas of expertise, not 

special powers or limited use abilities. That’s something else. 

You gain a bonus +1d6 on rolls which utilize your skills. 
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Classes 
Pick any class you want, really.  

Fighter (+3 HP, +1 saving throw) 

Fighters add +2 to attack and defense. (Actually [level+1] ) 

Pick one skill: Armory, Athletics, Command, or Medicine. 

Cleave: if you fell an enemy in melee, you may attack again.  

Thief (+1 HP, +1 saving throw) 

Pick three skills: Filching, Stealth, Tinker, Climb, Run away.  

Backstab: deal +1d6 damage when attacking from stealth. 

Wizard 

Pick two spells: choose one 1st level and one 2nd level spell. 

Spell points: you can cast your 2nd level spell once per day. 

While you have not yet cast it, your 1st level spell is infinite. 

Ranger (+2 HP) 

Rangers add +1 to attack and defense.  

Pick two skills: Pathfinder, Survival, Trapping, Stealth.  

Ambush: one the first combat round you may act twice. 

Cleric (+2 HP) 

Pick one skill: Lore, Medicine, Oratory, or Occult. 

Prayer: you may bless (+1 bonus for 6 hours), heal (5 HP or one 

affliction) or smite (1d6 bonus damage) once per day.   
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Wizard Spells 
1 SP spells           2 SP spells

Mend 

Immediately repair an item 

that you touch (that still has 

most of its parts). 

 

Light 

Create a globe of light as 

bright as a lantern that 

follows you for 6 hours. 

 

Hand 

You can move an object 

from afar, as heavy as what 

you could lift one-handedly. 

 

Find 

Locate the direction of the 

nearest source of a material, 

or a specific object. 

 

Glamor 

Create a small and simple 

visual illusion, that can 

move as you wish. 

Bolt 

Fires off a magical missile. 

It hits automatically, and 

deals 1d6+2 damage. 

 

Break 

Cracks apart a section of a 

hard material the size of a 

human head.  

 

Hold 

You cancel the momentum 

of something for as long as 

you focus.  

 

Ward 

You imbue someone with 

protection, granting them 

+8 HP for 6 hours. 

 

Sleep 

Puts to sleep up to 4d6+2 

current HP of creatures, 

from lowest to highest. 
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Equipment 
You begin with 12 coins, 4 days of food, and some clothes. 

One-handed weapons deal 1d6 damage. Two-handed weapons 

roll 2d6 damage and keeps the highest, but costs 1 coin more. 

Weapon Effect Cost 
Knife Small. Put it anywhere. 1 coin 
Sword Deal +1 damage with attacks. 3 coins 
Axe Ignore normal personal armor. 2 coins 

Spear Gain +1 to attack and defense. 2 coins 

Bow Shoot from afar with arrows. 3 coins 

Shield Gain +2 to defense. Can block. 1 coin 
 

 

Block: reduce damage taken by 1d6, but break on a rolled 6. 

  

 

Item Information Cost 
Arrows 10 arrows for a bow 1 coin 

Explorer’s pack 
5 uses of abstract utility gear: 
assorted pins, hooks, string… 

2 coins 

Fire bomb Deals 1d6+1 damage. 1 coin 
Healing herbs 6 uses: heals 1d6 HP. 3 coins 

Heavy Armor 
Reduce damage taken by 2. 
Mail and plate: 3 weight. 

8 coins 

Lantern Burns 8 hours on one bottle of oil. 2 coins 

Light Armor 
Reduce damage taken by 1. 
Cloth and leather: 2 weight. 

3 coins 

Oil bottle Clay bottle of flammable oil. 1 coin 
Rope 20 meters 1 coin 

Tools [type] Specify what kind of tools 2 coins 
Torches (3) Burns for 1 hour each. 1 coin 

Travel ration 4 days of boring dried food. 1 coin 
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Playing a Role 
You play a character. Refer to your character either as “me”, 

“my character” or “[character’s name]”, whatever makes you 

comfortable. Make up some traits and roll with them. Think, 

let other people in, cooperate, and have fun. 

 

Attribute Tests 

Sometimes you’ll make an attribute test. If you want to lift a 

huge rock, you’ll roll Strength. Just roll 2d6 and add your full 

attribute, and tell the GM what the result is.  

Action Tests 

This is mostly for attacks and so on. Roll 1d20 and add your 

modifier for that action. Then tell the GM, and you will know 

if you succeeded or not. 

Saving Throw 

This is a little special in that it can add any attribute’s bonus 

depending on the situation. It’s the last ditch defense against 

things. If you got bit by a poisonous spider? That’s a saving 

throw. About to fall of a ledge? That too. Hit by the death ray? 

Mhm. The GM will tell you what attribute to add. 
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GM Shit 
Attribute Rolls  

Roll 11+ 16+ 21+ 26+ 31+ 
Level Easy Common Hard Grueling Extreme 

 

Action Rolls 

Attack, defense and saving throws are all rolled by the players. 

Add Strength Bonus to Melee Attack, as well as any others. 

Add Dexterity Bonus to Ranged Attack, as well as any others. 

Add Constitution Bonus to Defense, as well as any others. 

If the player’s roll of 1d20+bonus exceeds the monster’s 

respective statistic, the player succeeds in hitting or evading 

the monster. If they hit or are hit, damage is rolled.  

Death Table 

2d6+CON  
2 or less Dead! Oh noes! 

3-5 Knocked out, with a wound, and bleeding out. 
6-8 Two of the above, randomly decided. 
9-11 One of the above, randomly decided. 
12+ FIGHTING SPIRIT! KEEP IT UP! 

 

 

 

 

 

 

A wound will incapacitate a body part as rolled below. 

Roll  
1-4 Arm (1-2), leg (3-4): odd is left, even is right. 
5 Belly: winded – penalize physical activity. 
6 Head: daze – penalize thought and spells.  
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Bestiary  

Creature ATK DEF HP Notes XP 
Goblin 8 12 4 Easily scared 15 
Spider 12 13 5 Save or poison (10) 20 

Fishman 10+1 10+1 6 Trident & net 20 
Orc 13 11 8 Axe & 2 javelins 25 

Zombie 14 6 10 DR 1 (3 vs. pierce) 30 
Ghost 12 0 5 Insubstantial 30 

Troll 16 9 12 
Regenerate 1/rnd. 
2 attacks, 1d6+1  

50 
 

Unless otherwise noted, monsters deal 1d6 damage. 

 

 

Creature ATK DEF HP  

Orc war 
Chief 

15 
13+2 
(15) 

14 
 Axe, shield, armor (2) 

Toggle: +2 dmg, -3 def 
Goblin 
shaman 

9 13 7 
Staff, light armor (1) 
Power: confuse gas 

Necro-
mancer 

10 10 8 
Skull staff, armor (1) 
Power: raise zombie 

Black 
knight 

17 15 15 
2-h sword, armor (2) 

Passive: resist wounds  

 

Experience Points 

Award 1 experience point per coin’s worth of treasure found. 

Award noted experience for monsters. Split all of it across the 

party evenly. Toss out experience for new dungeon floors 

discovered (10 exp. each perhaps).  


