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Overview 

What is a Role-Playing Game? 

A role-playing game, or RPG, is a shared storytelling 

experience. You and your friends get together and 

create an open-ended story, more like a television 

series than a movie. One person becomes the 

narrator, setting the stage and creating challenges for 

the players. Everyone else creates characters, heroes 

who go on adventures. 

What is an RPG System? 

An RPG system is the set of rules the game uses to 

build characters, set challenges, and otherwise manage the world. Players can choose what their 

characters are going to be like, their strengths and weaknesses, and the narrator uses the same rules 

to determine the difficulty of various tasks that come up during the story. One player might decide to 

make a very strong character, which means they are more likely to climb a sheer cliff, but that might 

leave them without enough points to distribute into their mental attributes, making tasks requiring 

those traits more difficult. 

What is The Knaack Hack? 

The Knaack Hack is an old-school revival role-playing game, aiming to recapture the look and feel of 

older games from the 1970s while simultaneously modernizing the core system to avoid any of the 

awkwardness from which many of them suffered. 

What do You Need to Play? 

You’ll need 4, 6, 8, 10, 12, and 20-sided dice, referred to as d4, d6, d8, d10, d12, and d20. While most 

experienced gamers will have a set of these dice on hand, newer players can always find online dice 

rollers or smartphone apps to accomplish the same results. You’re also going to need pencils and 

paper for character sheets. While you can easily draw up your own character sheets, one is provided in 

this book. 

How do You Use the Dice? 

The notation for rolls indicates the number of dice to roll before the ‘d’ and the size of die after. For 

example, 3d6 would mean you roll three six-sided dice and add them together. Most of the time, 

you’ll be adding modifiers as well, such as your attribute, proficiency, or other situational bonuses or 

penalties that affect your final total. The one exception to this is percentile dice, when you roll two 

ten-sided dice with each one representing a digit from 1 to 100. For example, a 0 and a 7 would result 

in 7. A 3 and a 1 would be 31, and two zeroes is 100.  

Influences 

Veteran gamers will recognize aspects of 

several RPGs in the Knaack Hack, and it 

wouldn’t be unfair to classify it as a 

collection of the best parts of each of 

those assembled into one system. Special 

thanks are due to all those games that 

came before, providing a sturdy, time-

tested foundation for the Knaack Hack. 

Thank you! 



 

 

The Knaack Hack System 
While it’s based on previous incarnations of d20 role-playing games, the Knaack Hack System has 

some key differences put in place to help streamline and simplify the overall experience. 

Dice and Difficulties 

Just about every risky action you attempt will require a d20 modified 

by whatever attribute or proficiency bonuses apply. The narrator sets 

the difficulty and, if you meet or exceed this with your roll, you 

succeed. A roll of natural 20 (20 on the die, regardless of modifiers) is 

always a success, while a roll of natural 1 is always a failure. 

Attributes and Proficiencies 

For most d20 rolls, you’ll add one of your attributes as a bonus, such as dexterity for walking a narrow 

ledge or charisma for trying to persuade a city guard to let you pass. You also add your level to all 

rolls that involve one of your proficiencies and half your level, rounded down, to all other rolls. This is 

called a proficiency bonus. 

Advantage and Disadvantage 

Whenever you have advantage, roll the d20 twice and take 

the higher result. If you have disadvantage, roll twice and 

take the lower result. Advantages and disadvantages do not 

stack, but they do cancel each other out. 

Helping 

If an ally spends an action and makes the same roll as you, 

they can provide you with advantage on your roll, though 

the difficulty when doing so is only 10, regardless of what 

the action is. This works both in and out of combat, though 

to help an ally in combat, you must be close to them. You 

cannot use a helping action during a teamwork roll, as you 

need to spend your action to participate in the teamwork 

roll itself. 

Teamwork 

Sometimes, your whole group will need to make the same roll and succeed or fail as team. These are 

called teamwork rolls, which are most commonly used for initiative. Each character rolls separately, 

with the highest roll serving as the result for the entire group. Each other character who rolls a 10 or 

better adds +1 to that result, which each character who rolls below 10 subtracts -1. 

Action Difficulty 

Easy 5 

Moderate 10 

Hard 15 

Challenging 20 

Heroic 25 

Rule Zero 

Though RPGs claim to be made up 

of strict rules and carefully-balanced 

abilities, everything you read here is 

really just an elaborate, organized 

list of helpful suggestions and 

purely optional statistics. Rule Zero 

of any RPG is that you can follow, 

change, or even ignore any rule that 

would detract from the fun of your 

game, so feel free to take your own 

red pen to this guide! 



 

Automatic Average 

Whenever you’re not in danger and have plenty of 

time to dedicate to an action, you can choose to 

take an automatic result of 10 instead of rolling the 

d20. This works for spellcasting as well, often 

referred to as “ritual” casting, used to avoid the 

potential danger of failing or rolling a natural 1. 

Advancement 

Characters advance, or “level up,” at milestones set 

by the narrator. Whenever this occurs, you gain 

additional health based on your class, which you 

must roll, though you also add your constitution at 

each level. At every even level, you gain an increase 

of +1 to an attribute of your choice. At most odd 

levels, you will receive a new class ability or an 

improvement to a class ability you already have. The 

maximum level a character can reach is 10. 

Time 

Time is broken up into scenes. There's no set size or duration of a scene; they take as long as they 

need to move the story along. A scene might be a thirty second barroom brawl, an hour-long 

audience with the king, or even a two-week hike through a snowy mountain pass. Some of the actions 

a player can take affect them or their surroundings for an entire scene. The narrator decides what 

goes into a scene, where it takes place, how long it lasts, and what the specific challenges and 

potential rewards are, then it's up to the players to figure out how they approach it. 

Worldbuilding 

The Knaack Hack makes a lot of assumptions about the game world you’ll probably be using. Brave 

heroes explore the depths of long-forgotten ruins while powerful, otherworldly creatures plot to 

overthrow the world. Kings and queens vie for power, merchant and thieves’ guilds scheme in the 

shadows, wizards meddle with powers beyond their comprehension. Some of these time-worn tropes 

date back to the earliest incarnations of fantasy gaming – some even further. 

While these standard fantasy world assumptions can easily paint a fully functional realm for players to 

explore, narrators are encouraged to add their own unique touches. Maybe all spellcasters are hunted 

by a cult, most labor has been replaced by steam power, and dragons are the benign protectors of 

the realm. Interesting things can happen simply by flipping some of these tropes. The only rule is: 

There are no rules! 

  

Rulings Instead of Rules 

One of the most important things to 

remember as you read this book, and 

especially as you narrate the game, is that 

this by no means a complete list of all the 

rules. If you notice any gaps, that means it’s 

up to you to improvise, filling in the blanks 

with your own judgment and rulings. 

Likewise, you should feel free to expand on 

the content given here, adding races, 

classes, equipment, spells, monsters, or 

treasure as desired, tailoring each area to fit 

your game. Not only can such 

customization bring your world to life, but it 

can serve as a constant source of wonder 

and surprise for your players! 



 

 

Characters 
A character has several important traits: attributes, race, class, and proficiencies, and more tangible 

aspects like wealth and equipment. These can be determined in any order during character creation. 

Attributes 

Your character has six attributes, rated from 1 to 5. You have 12 points to 

distribute among them using the cost chart. If you arrange your attributes 

in such a way as to have leftover points, you can exchange all your 

remaining points to raise your lowest attribute by +1. 

You add your attribute as a bonus to all rolls based on it. For example, 

strength is added to melee attack rolls while intelligence is added to a 

mage’s spellcasting rolls. 

Strength 

This is a measure of your character’s physical might and muscle. It’s important for melee 

attacks and carrying capacity. 

Dexterity 

This is how quick and coordinated your character is. It’s important for ranged attacks, initiative, 

and reflex saves. 

Constitution 

This represents your character’s toughness and stamina. It’s important for determining health 

and fortitude saves. You add your constitution to the number of hit points you gain every level. 

Intelligence 

This determines how smart and educated your character is. It’s important for languages known 

and spellcasting for mages. 

Wisdom 

This is a combination of intuition and 

awareness. It’s important for will saves and 

spellcasting for clerics and druids. 

Charisma 

This is how charming and influential your 

character is. It’s important for all social 

interactions of all kinds and spellcasting for 

bards and paladins. 

Attribute Cost 

1 0 

2 1 

3 3 

4 6 

5 10 

Not Old School Enough? 

For a more authentic experience, you 

could easily replace the 1-5 attribute 

range with the original 3-18 system. Roll 

3d6 for each one or determine them 

with some other method, then come up 

with modifiers. Use 10-11 as 0 and add 

+1 at every even number above and -1 

for every even number below that point. 

To keep the challenge consistent, you 

should also reduce the difficulty of all 

actions by about 3. 



 

Races 

You can choose from among the following six races, each with their own unique benefits. Attributes 

cannot be raised higher than 5 at character creation after factoring in racial modifiers. 

Elf 

Elves are elegant and studious. They gain a +1 to their dexterity or intelligence and are 

proficient with archery weapons. They can see in the dark. 

Dwarf 

Dwarves are sturdy and shrewd. They gain a +1 to their constitution or wisdom and are 

proficient with martial weapons. Their speed is never reduced by wearing heavy armor or being 

encumbered. 

Gnome 

Gnomes are clever and astute. They gain a +1 to their intelligence or wisdom and are proficient 

with arcane weapons. They can tell if any object they touch is magical. 

Halfling 

Halflings are nimble and wily. They gain a +1 to their dexterity or charisma and are proficient 

with throwing weapons. They can use close allies or enemies as cover. 

Half-Elf 

Half-elves are quick and gregarious. They gain a +1 to their dexterity or charisma and are 

proficient with finesse weapons. They speak two additional languages. 

Half-Orc 

Half-orcs are muscular and tough. They gain a +1 to their strength or constitution and are 

proficient with heavy weapons. They reroll all 1s on damage dice. 

Human 

Humans are diverse and adaptable. They gain a +1 to any one attribute and have one bonus 

weapon or save proficiency. 

Proficiencies 

Your race and class grant you a variety of proficiencies. When attempting an action that involves one 

of your proficiencies, you add +1 per level to your roll. For all other actions, you add half your level, 

rounded down. 

Regardless of how many sources grant you proficiency with a weapon, type of armor, or specific 

situation, you only ever add your proficiency bonus once to any given roll. 

Classes 

Choose one of the following classes for your character. You begin the game with the maximum health 

at 1st level, but either roll or take half the die value for additional health each level thereafter. 



 

Barbarian 

Fearless and brutal, barbarians embody the spirit of pure, bloodthirsty battle. 

Health: 1d12 

Barbarians are proficient with simple weapons, martial weapons, throwing weapons, heavy 

weapons, strength maneuvers, and fortitude saves. They add their constitution and proficiency 

bonus to their defense when not wearing armor. They also add their proficiency bonus on all 

constitution rolls to resist the effects of weather. 

Barbarians gain +2 to their strength on any turn in which they cause damage to an enemy or 

receive damage from an enemy. 

At 5th and 10th levels, they make one additional melee attack each time they take the attack 

action. 

Bard 

Using enchanted music and a variety of skills, a bard can help their party in and out of combat. 

Health: 1d8 

Bards are proficient with simple weapons, finesse weapons, light armor, spellcasting, charisma 

maneuvers, and will saves. They add their proficiency bonus on all charisma rolls to interact 

with brutes and people. 

At 1st level, a bard knows a number of spells equal to their charisma, and at every odd level 

thereafter, they learn a new spell from the following list: alter self, bless allies, charm person, 

create object, create illusion, dispel magic, enchant weapon, inspire competence, inspire 

courage, read minds, soothing song, unseen presence, and ward area. 

Cleric 

A cleric is a holy warrior, one skilled with arms and armor as well as divine spellcasting. 

Health: 1d8 

Clerics are proficient with simple weapons, light armor, heavy armor, shields, will saves, and 

spellcasting. They add their proficiency bonus on all rolls related to their deity or ideal, such as 

identifying relics, performing rites, and deciphering scripture, as well as on all charisma rolls to 

interact with others who serve their deity or ideal. 

If a cleric ever willfully takes an action directly opposed to their deity or ideal, they may not 

cast spells for the rest of the scene. 

A cleric’s casting attribute is wisdom. At 1st level, they know a number of spells equal to their 

wisdom, and at every level thereafter, they learn a new spell from the following list: animate 

dead, bless allies, bright light, curse enemies, dispel magic, dimensional attunement, divine 

might, divine protection, drain life, enchant weapon, gate fiend, heal wounds, inspire courage, 



 

raise dead, remove affliction, resist energy, revealing divination, sanctify ground, smite evil, turn 

undead, and ward area. 

Druid 

Shapeshifters and natural spellcasters, druids are at home in the uncivilized regions of the 

world. 

Health: 1d8 

Druids are proficient with simple weapons, throwing weapons, natural weapons, light armor, 

shields, spellcasting, and will saves. They add their proficiency bonus on all charisma rolls when 

interacting with animals. 

Once per scene, a druid may cast animal shape at a rank equal to half their level, rounded up. 

They don’t need to make a spellcasting roll to use this ability. 

Druids gain Primal as a free bonus language, allowing them to speak with animals and vermin. 

A druid’s casting attribute is wisdom. At 1st level, they know a number of spells equal to their 

wisdom, and at every odd level thereafter, they learn a new spell from the following list: alter 

self, animal shape, bless allies, bright light, control weather, feather flight, heal wounds, remove 

affliction, resist energy, summon animal, unseen presence, and ward area. 

Mage 

Mages are masters of magic, able to bend the universe to their will through arcane 

spellcasting. 

Health: 1d6 

Mages are proficient with simple weapons, arcane weapons, will saves, and spellcasting. They 

add their proficiency bonus on all intelligence rolls to identify spells and spell effects. 

A mage’s casting attribute is intelligence. At 1st level, they know a number of spells equal to 

twice their intelligence and at every level thereafter, they learn a new spell from the following 

list: alter self, animal shape, animate dead, arcane sight, bright light, charm person, control 

weather, create object, create illusion, dimensional attunement, dispel magic, drain life, enchant 

weapon, energy blast, feather flight, find familiar, force armor, force barrier, gate fiend, read 

minds, resist energy, revealing divination, summon animal, telekinetic field, teleportation field, 

unseen presence, and ward area. 

A mage needs at least one free hand to cast a spell, and cannot cast any spells while wearing 

armor or using a shield. 

Monk 

Even without weapons or armor, monks are deadly adversaries, masters of martial arts. 

Health: 1d8 



 

Monks are proficient with simple weapons, natural weapons, throwing weapons, strength 

maneuvers, dexterity maneuvers, and reflex saves. They add their wisdom and proficiency 

bonus to their defense while not encumbered, wearing armor, or using a shield. They also add 

their proficiency as a bonus on all rolls for movement of any kind, including balance, climbing, 

jumping, running, or tumbling.  

Monks may make one additional unarmed attack every time they take the attack action, even if 

their primary attack isn’t an unarmed. Their unarmed damage is 1d6 and they add +1 to 

unarmed attacks and damage per level. 

At 3rd level, they can move fast while not wearing armor, using a shield, or encumbered. At 5th 

level, they can deflect ranged attacks as though using a shield with which they are proficient. 

At 7th level, they have advantage on all will saves to resist mind-affecting effects. At 9th level, 

they become immune to all nonmagical poisons and diseases. 

Paladin 

Warriors of the light and enemies of all things evil, paladins wield the favor of their deities. 

Health: 1d10 

Paladins are proficient with simple weapons, martial weapons, heavy weapons, light armor, 

heavy armor, shields, and will saves. They add their proficiency bonus on all wisdom rolls to 

identify fiends and undead, as well as all charisma rolls when interacting with recognized, 

lawful authorities. 

Paladins who commit cruel or selfish acts lose all class abilities for the rest of the scene. If they 

knowingly commit evil acts or repeatedly act in a cruel or selfish fashion, they lose all class 

abilities permanently until they atone, which usually involves a lengthy, dangerous endeavor of 

self-sacrifice and righting past wrongs. 

Paladins have advantage on saves against fear. At 3rd level, they have advantage on saves 

against disease. At 5th level, they have advantage on saves against poison. At 7th level, they 

have saves against the special abilities of fiends and undead. At 9th level, they have advantage 

on saves against spells. 

Once per scene, a paladin may cast one of the following spells up to a rank equal to half their 

level, rounded up: divine might, divine protection, inspire courage, remove affliction, sanctify 

ground, smite evil, or turn undead. They do not need to make spellcasting rolls to use these 

spells. 

Ranger 

Skilled archers and trackers, rangers are unparalleled wilderness warriors, especially when 

accompanied by their loyal animal companions. 

Health: 1d10 



 

Rangers are proficient with simple weapons, martial weapons, throwing weapons, archery 

weapons, light armor, and fortitude saves. They add their proficiency bonus on all wisdom rolls 

to navigate the wilderness, locate food and water, and track creatures. 

A ranger adds +1 to all archery attack rolls per level. They can move and make an attack with 

an archery weapon with one action. 

Rangers have an animal companion with a level equal to half their level, rounded up. This 

companion is loyal to the ranger and obeys its commands to the best of its abilities. 

Rogue 

Rogues live and die by their wits, relying on their quickness and guile to achieve their 

objectives. 

Health: 1d8 

Rogues are proficient with simple weapons, finesse weapons, throwing weapons, archery 

weapons, light armor, dexterity maneuvers, charisma maneuvers, and reflex saves. They add 

their proficiency bonus on all dexterity rolls for acrobatics, thievery, or stealth, as well as all 

charisma rolls for deception, disguise, and subterfuge. 

Whenever a rogue makes an attack roll with advantage or melee attack against a target close 

to one of their allies, they deal 1d6 extra damage per odd level. 

Warrior 

Skilled combatants without equal, warriors are trained in the use of all weapons and armor. 

Health: 1d10 

Warriors are proficient with all weapons except arcane weapons, all armor, shields, strength 

maneuvers, and fortitude saves. They add their proficiency bonus when rolling strength for 

anything athletic.  

Warriors can switch weapons or equip a shield without spending an action. 

A warrior adds +1 to all weapon attack and damage rolls per level. 

At 5th and 10th levels, they make one additional attack each time they take the attack action, 

and may make an additional reflex save to deflect an incoming weapon attack with a shield.  



 

Defense 

To hit you with a physical attack, enemies must roll equal to or higher than your defense. It is equal to 

10 plus dexterity plus armor. If you are proficient with the armor you’re using, you also add your 

proficiency bonus to your defense. 

Saves 

Whenever you are threatened by something other than a normal attack, you might be able to roll a 

save to avoid being affected. Saves are equal to your base attribute (see below) plus proficiency 

(based on your class). For example, a 1st level mage with a 3 wisdom would have a +4 will save. The 

difficulty of the save depends on its source, which could be affected by environmental conditions, the 

level of an enemy, or the rank of a spell. 

Fortitude 

You roll this to avoid disease, poison, exhaustion, and many kinds of spells that target your 

stamina. You add your constitution to fortitude saves. 

Reflex 

This helps you dodge traps and some spells, as well as avoiding falling damage and dragon’s 

breath. If you’re using a shield, you can use your reflex save to deflect an incoming weapon 

attack. You add your dexterity to reflex saves. 

Will 

Your willpower helps you defend against social attacks, confusion, and mind-affecting spells. 

You add your wisdom to will saves. 

Languages 

You speak 1 language per point of intelligence. The three most spoken languages are Common, Elven, 

and Dwarven, but there are many enemy and regional dialects you could learn as well. 

Clerics can learn Celestial and Infernal, the languages of the higher and lower planes, respectively. All 

druids speak Primal as a free bonus language, without having to spend one of their base languages 

on it, allowing them to communicate freely with animals and vermin. Mages can learn Draconic, the 

ancient language of magic and dragons. Rogues can choose Thieves’ Cant, a secret language of slang, 

innuendo, and hand gestures known only to burglars and scoundrels. 

Starting Wealth and Equipment 

You begin play with 50 gold, a set of normal clothes, and three pieces of equipment related to your 

proficiencies.  



 

Equipment 

Armor and Shields 

Armor increases your defense, making it harder to hit and deal damage to you, while shields allow 

you to actively defect incoming attacks. There are only two categories of armor: light and heavy. 

Light armor, including furs and leathers, costs 20 gold and weighs 10 pounds.  

Heavy armor, including chainmail and full plate, costs 200 gold and weighs 30 pounds. 

Shields, including roundels, kites, and towers, cost 25 gold and weigh 5 pounds. 

Weapons 

Weapons are divided into several categories, depending on their intended purpose and capabilities. 

Simple weapons, including clubs, daggers, spears, and quarterstaffs, cost 10 gold and weigh 3 

pounds. 

Finesse weapons, including foils, rapiers, stilettos, and whips, cost 30 gold and weigh 2 

pounds. 

Martial weapons, including swords, maces, axes, and flails, cost 25 gold and weigh 5 pounds.  

Heavy weapons, including greatswords, mauls, battleaxes, and halberds, cost 50 gold and 

weigh 10 pounds.  

Throwing weapons, including handaxes, knives, shuriken, and bolas, cost 2 gold and weigh 1 

pound. They can be recovered after a battle. 

Archery weapons, including bows and crossbows, cost 30 gold and weigh 4 pounds. They 

require ammunition that costs 1 gold and weighs 1 pound per 20 shots. Ammunition used 

during battle is lost. 

Arcane weapons, including orbs, rods, staves, and wands, cost 50 gold and weigh 2 pounds. 

Gear 

Your character can buy and carry a lot of different gear, only some of which is summarized here. 

Narrators are encouraged to fill their worlds with all sorts of items, giving each different applications 

and advantages. 

Packs 

Instead of an exhaustive list of all the possible gear used for adventuring, everything you might need 

for a given environment is contained in a pack. For example, an arctic pack contains warm clothing, 

crampons, snowshoes, etc. Other kinds of packs include desert, dungeoneering, metropolitan, 

mountaineering, spelunking, and swampland. Packs cost 20 gold and weigh 10 pounds. 



 

Tools 

A set of tools allows you to perform a specific task related to them, such as thieves’ tools for picking 

locks or artisan’s tools when carving a sculpture. Kits, books, and implements are all considered tools. 

All tools weigh 5 pounds each. 

Some examples of tools include: alchemy kits, artisan’s tools, blacksmith’s tools, climbing kits, 

jeweler’s kits, linguistics books, lore books, poison kit, religious texts, thieves’ tools, tinkerer’s tools, 

trapper’s kits, and underwater apparatuses. 

Encumbrance 

Your base carry weight is your strength x 20. If you carry any weight beyond that, you are 

encumbered, moving slower than normal and suffering disadvantage on all physical actions. Your 

maximum carry weight is your strength x 50. 

  



 

Combat 

Initiative 

When combat begins, each side makes a teamwork dexterity roll for initiative. Whichever side rolls the 

highest goes first, then turns alternate for the rest of the battle. If one side has surprise, they have 

advantage on their initiative rolls. 

Actions 

Every turn, you get one action, which you can use for attacking, casting a spell, moving, or attempting 

some other task, like opening a door or attempting to intimidate an enemy. Some movement will 

require a roll to be successful, like climbing a wall or leaping over a pit. 

You can use an action to switch weapons or equip a shield, but armor must be put on or taken off 

outside of combat. Getting something out of your inventory requires an action as well. 

You can do certain things without expending your action. These include things like falling prone, 

dropping a weapon or shield, saying something brief, switching from holding an object with one hand 

or two hands, or looking around to get an idea of your surroundings do not require actions. 

Movement and Ranges 

Movement rates only matter during chases, when it's relevant to compare one character's speed to 

another. Characters who move faster will always outrun those who move slower unless other actions 

are taken to affect the chase, such as intervening obstacles, knowledge of shortcuts, or using magic 

and equipment to affect the outcome. 

There are only three categories: close, near, and far. It is helpful to think of these as ranges between 

meaningful locations in the battle, not between individual characters. Melee attacks can only be made 

against close enemies, short range attacks hit anyone nearby, and long-range attacks can hit 

someone far away. It takes one action to change your range to a target, such as moving from near to 

close to make a melee attack, and could also require a roll if that movement involves any sort of 

obstacle, challenge, or danger. 

Attacks 

To make an attack, roll your strength (for melee) or dexterity (for ranged) plus your proficiency bonus 

of you are proficient with the weapon. Using a melee weapon with both hands adds +2 to the 

damage it inflicts. When attacking with two one-handed weapons, you suffer a -2 penalty on your 

attack roll with your off-hand weapon. You can move and make a melee attack with one action. 

Simple weapons inflict 1d6 damage. 

Finesse weapons inflict 1d6 damage. You use your dexterity instead of your strength for attack 

and damage rolls with a finesse weapon and do not benefit from using two hands. 



 

Martial weapons inflict 1d8 damage. 

Heavy weapons inflict 2d6 damage and require two hands to use, so they always gain the 

benefit of using two hands. 

Throwing weapons inflict 1d6 damage and can hit nearby targets. You use your dexterity for 

attacks and strength for bonus damage when you throw them. You can also use a throwing 

weapon as a melee weapon, in which case it uses strength for attack and damage rolls. 

Archery weapons inflict 1d8 damage and can hit far away targets. If you try to use an archery 

weapon against a close target, you have disadvantage on your attack roll. They require an 

action to reload. 

Arcane weapons inflict 1d6 damage and can hit nearby targets. You use your intelligence for 

attacks and bonus damage with arcane weapons. Unlike other ranged weapons, they do not 

require ammunition or actions to reload. 

Natural Weapons inflict a varying amount of damage depending on the creature type. 

Unarmed strikes made by people inflict 1d4 damage. 

Maneuvers 

Instead of attacking with a weapon or spell, a character can perform a maneuver using either their 

strength, dexterity, or charisma, depending on what they’re trying to do. For example: Pushing a 

target would be based on strength, disarming them would require dexterity, and feinting would rely 

on charisma.  

Maneuvers are resisted by saves that make sense against each type of maneuver. The difficulty of a 

save against a maneuver is equal to the attacker’s roll. The exact effects of a maneuver are highly 

situational, but should usually result in advantage for the attacker or its allies or disadvantage for the 

defender. 

Cover 

If you have cover, you have advantage on your reflex saves against effects originating from the other 

side, such as dragon’s breath. Targets on the other side of your cover have disadvantage on ranged 

attacks against you. You can also attempt a dexterity roll to hide. 

Armor 

Light armor provides 2 points of defense. Heavy armor provides 5 points of defense, but causes 

disadvantage on all rolls involving movement, such as climbing, jumping, or swimming; additionally, 

you move slower than normal in heavy armor. If you are proficient with the type of armor you’re 

using, you add your proficiency bonus to your defense. 

Shields 

While using a shield, you can attempt a reflex save once per turn when you are targeted by a weapon 

attack. If the result of your roll is higher than the attacker’s roll, you block the attack and suffer no 



 

damage. If you’re proficient with the shield you’re using, you add your proficiency bonus to your 

reflex save to block. 

Damage 

When you score a hit with a weapon, you deal damage to the enemy’s health. You add your strength 

as a bonus on all melee and throwing weapon damage rolls, as well as attacks with natural weapons. 

Critical Hits 

If you roll a natural 20 with a weapon attack, you score a critical hit and automatically deal the 

maximum possible damage. 

Healing 

Healing can never increase your current health above your maximum. To stabilize a dying character, a 

close ally must succeed on a difficulty 10 wisdom roll or use some other form of healing magic, such 

as a potion or spell. Stabilized characters remain unconscious until the battle ends. 

You can regain health by resting as well. After a full night’s rest, you heal an amount of health equal 

to your level multiplied by your constitution. 

Dying 

When you are reduced to 0 or less health, you are dying. You don’t track health below 0; any attack 

that would reduce you below 0 instead sets your health to 0. Every turn, you must make a difficuly 10 

fortitude save. On a success, you stabilize but remain unconscious. On a failure, you suffer a -1 penalty 

to your constitution. When your constitution reaches 0, or if you suffer any damage while dying, you 

are dead. 

Attribute Loss 

Certain effects and enemy attacks can cause you to lose attribute points. When an attribute reaches 0, 

you suffer one ongoing effect until your attribute is restored to at least 1. If your casting attribute is 

reduced to 0, you cannot cast spells. 

Strength 

If your strength is reduced to 0, you are exhausted and cannot move. 

Dexterity 

If your dexterity is reduced to 0, you are staggered and automatically fail any physical action 

that requires a roll. 

Constitution 

If your constitution is reduced to 0, you are unconscious and cannot take any actions. 

Intelligence 

If your intelligence is reduced to 0, you are confused and take random actions. 

Wisdom 

If your wisdom is reduced to 0, you are terrified and flee from any threat. 



 

Charisma 

If your charisma is reduced to 0, you are demoralized and automatically fail any social action 

that requires a roll. 

Restoring Attributes 

While some spells and magic items can restore attribute points, the most common way of doing so is 

by resting. After one full day of rest, all of your attributes heal 1 point, up to their normal maximums. 

Conditions 

Some enemies and environmental effects might apply a condition to you, such as poison, stun, or 

blindness. Conditions are lasting effects that usually allow saves to avoid or reduce their duration. You 

might be able to get a new save or end a condition entirely by taking a specific action, like drinking an 

antidote to remove a disease or jumping in a river to extinguish flames.  

Here are some sample conditions: 

Snake Venom causes disadvantage on all physical rolls until a difficulty 12 fortitude save is 

made, which can be attempted once per scene. 

Wasting Disease causes 1 point of strength damage each day until a difficulty 15 fortitude 

save is made, which can be attempted every morning. 

On Fire causes 1d6 damage every turn until extinguished. 

Mental Block causes disadvantage on all spellcasting rolls until a spell is successfully cast. 

Size 

While all player characters are considered medium size, some certain effects can cause them to grow 

or shrink. For every size category smaller than medium, subtract -1 from strength and add +1 to 

dexterity. For every size category larger than medium, add +1 to strength and subtract -1 from 

dexterity. The lowest any attribute can fall due to shapeshifting or other size-altering effects is 1.  



 

Magic 
Though spellcasters may cast as many spells as they wish each day, critical failure has severe side 

effects, ensuring that they only cast spells when they must. 

Casting Spells 

You can cast any spell you know as many times as you want, though there is some risk involved. To 

cast a spell, roll your casting attribute (intelligence, wisdom, or charisma) plus proficiency against 

difficulty 10 plus twice the rank at which you choose to cast the spell (see below).  

If you fail, your action is wasted. If your natural roll (the number shown on the die without modifiers) 

is equal to or less than the rank of the spell, you suffer backlash and suffer 1 point of damage to your 

casting attribute. For example, if a mage tried to cast a rank 3 spell and rolled a natural 2, he would 

suffer 1 point of intelligence damage. 

Saves Against Spells 

If a spell requires a target to roll a save, the difficulty is 10, plus the caster’s casting attribute, the 

caster’s proficiency, and the rank of the spell. Rolling a save does not require an action and can be 

done when it’s not your turn. 

Spell Ranks 

All spells can be cast at various ranks, from 1 to 5. The maximum rank you can cast a spell at is equal 

to half your level, rounded up. For example, a 5th level mage could cast energy blast at 1st, 2nd, or 

3rd rank. Casting spells at lower ranks is generally a good idea when facing lower-level enemies to 

mitigate the risk of backlash. 

For some spells, the effects at each rank stack, such as those with numerical bonuses, but for others, 

you must choose which version you are casting. This is denoted by the words “also” or “instead” in the 

spell’s text. 

You can also use the automatic average rule to cast a spell as a lengthy ritual, eliminating the need to 

make a spellcasting roll at all; this cannot be done in combat. 

Spell List 

This is an alphabetical list of all spells, though you could always design custom spells for your game. 

Each class may only select spells on their spell lists. 

Alter Self 

You can disguise yourself as another person. Targets who interact with you are allowed a will 

save to realize you’re disguised. At 2nd rank, you can disguise yourself as a brute instead. At 

3rd rank, you can disguise yourself as an undead instead. At 4th rank, you can disguise yourself 

as a construct instead. At 5th rank, you can disguise yourself as a fiend instead. Lasts 1 scene. 



 

Animal Shape 

You can turn into a walking animal with a bite attack that deals a base 1d8 damage, has keen 

senses, and moves fast. You also heal 1d6 health per rank. You can change back to your normal 

form at any time without making a spellcasting roll. At 2nd rank, you can turn into an animal 

that can swim and breathe underwater or one that can climb almost anything. At 3rd rank, you 

can turn into an animal that also has two claw attacks that deal a base 1d6 damage. At 4th 

rank, you can turn into an animal that flies. At 5th rank, you can turn into any animal, gaining 

all its special abilities. You cannot speak or cast spells while in animal shape. Lasts 1 scene. 

Animate Dead 

You summon 2 skeletons or one zombie per rank. Each round, you can use your action to 

command your undead to perform a task, such as attacking a target, moving an object, or 

crewing a ship. They will continue to perform this task until you give them another command. 

At 2nd rank, your undead receive a +1 bonus on all rolls. At 3rd rank, you can use your action 

to restore one of your undead back to full health. At 4th rank, your undead receive a +2 bonus 

on their defense and all saves. At 5th rank, you can designate one of your undead as a captain, 

granting it a +2 to all its physical attributes and bestowing it with your ability to spend an 

action to command your undead and restore one back to full health. Lasts 1 scene. 

Arcane Sight 

You can sense the presence of magic in any inanimate object nearby and identify magic items. 

At 2nd rank, you can also detect illusions. At 3rd rank, you can also sense if a nearby target is a 

spellcaster. At 4th rank, you can also track spellcasters, sensing if they’ve passed through the 

area within the last day. At 5th rank, you can also see invisible things. Lasts 1 scene. 

Bless Allies 

You bless one close ally, giving them advantage on one roll they make during the scene. At 

each additional rank, you can give an additional blessing, either to the same or other allies. 

Bright Light 

You create a floating orb of light that follows you and lights up the nearby area, causing 

disadvantage on all rolls involving stealth. At 2nd rank, it lights up the area up to far away. At 

3rd rank, the light is so bright that animals and brutes must roll will saves to mote close to you. 

At 4th rank, any animals, brutes, monsters, or people nearby on the turn you cast this spell 

must make will saves or be blinded for 1 turn. At 5th rank, all animals, brutes, monsters, and 

people nearby on the turn you cast this spell must make will saves or be blinded for the entire 

scene. Lasts 1 scene. 

Charm Person 

One nearby person must make a will save or treat you as a friend; if you or your allies threaten 

the person in any way, the spell immediately ends. At 2nd rank, you can instead cause all 

nearby people to either notice or not notice you. At 3rd rank, you can instead convince one 

person to fight for you. At 4th rank, you can instead cause all nearby people to obey one 



 

simple command, such as “flee” or “follow.” At 5th rank, you can instead completely dominate 

one person, controlling their every action. Targets may make a will save to resist the effect, plus 

another save each subsequent turn if they’re asked to do something dangerous. Lasts 1 scene. 

Control Weather 

You can make the area nearby hot or cold enough to require special clothing, or make it 

temperate enough to not require any; the area moves with you. At 2nd rank, you can fill the 

entire nearby area with a thick fog instead, giving everyone inside cover, or dissipate any fog in 

the nearby area. At 3rd rank, you can make it start or stop raining instead, causing 

disadvantage on all ranged attacks. At 4th rank, you can start or stop a thunderstorm instead, 

with all the effects of a rainstorm, plus one lightning bolt per turn that forces a far away target 

to make a reflex save or suffer 3d10 damage. At 5th rank, you can create a tornado instead, 

dealing 5d6 damage per turn to one far away enemy and all enemies nearby to it. Lasts 1 

scene. 

Counter Spell 

You can counter a spell of a rank equal to the rank at which you cast this spell. Unlike other 

spells, you can cast this spell on an enemy’s turn. 

Create Object 

You create a normal, solid, nonmagical item that would fit into a 1-foot cube. At 2nd rank, you 

can create a weapon or shield or something of a similar size. At 3rd rank you can create a suit 

of armor or something of a similar size. At 4th rank, you can create an object the size of a 

wagon. At 5th rank, you can create an object the size of a ship. Lasts 1 day. 

Create Illusion 

You conjure up an image no larger than the size of a person. At 2nd rank, you can add sound 

to your illusion. At 3rd rank, you can make an illusion the size of a building. At 4th rank, 

enemies who attempt to disbelieve your illusions do so at a disadvantage. At 5th rank, enemies 

attacked by your illusions suffer real damage. Enemies receive one will save to identify illusions, 

otherwise they are fooled. Lasts 1 scene or until disbelieved. 

Curse Enemies 

You curse one nearby enemy, forcing them to make one roll of your choice during the scene 

with disadvantage. At each additional rank, you can curse an additional enemy. 

Dimensional Attunement 

You establish a bond between yourself and other planes, allowing you to detect approaching 

elementals, fiends, and undead while they’re on their home planes. You gain advantage on 

initiative rolls against them. At 2nd rank, you can use charisma against elementals and undead 

just as you would against people. At 3rd rank, your attacks and spells bypass the resistances 

and immunities of elementals, fiends, and undead. At 4th rank, you have advantage on all saves 

against effects caused by elementals, fiends, and undead. At 5th rank, you can open a rift 

between two planes, allowing safe passage between them. Lasts 1 scene. 



 

Dispel Magic 

You can cancel the effects of a spell on a nearby target or object equal to the rank at which you 

cast this spell. Unlike other spells, rolling low when using this spell never results in backlash. 

Divine Might 

You gain a +1 bonus on all weapon attack and damage rolls per rank. These bonuses are 

doubled against fiends and undead. Lasts 1 scene. 

Divine Protection 

You gain a +1 bonus on your defense per rank. You may end this spell early to instantly cancel 

any condition affecting you. Any fiend or undead that hits you with a melee attack suffers 1d6 

damage per rank. Lasts 1 scene. 

Drain Life 

You drain 1d6 health per rank from a close target and heal yourself for the same amount. At 

2nd rank, you can affect one nearby target. At 3rd rank, the target must succeed on a fortitude 

save or lose their next turn. At 4th rank, any health you receive above your maximum can be 

given to one close ally, up to their maximum health. At 5th rank, you can affect all nearby 

targets. 

Enchant Weapon 

You touch one weapon or quiver of arrows, causing it to become magical and take on a 

specific property of your choice, such as cold iron, flaming, holy, or silver. Certain types of 

enemies can only be affected by such weapons, while others might suffer additional damage or 

even worse effects. At each additional rank, you can touch an additional weapon. Lasts 1 scene. 

Energy Blast 

You send a blast of elemental energy of your choice at a nearby enemy, who must make a 

reflex save or suffer 2d6 damage per rank. At 2nd rank, you can affect up to 3 close enemies 

instead. At 3rd rank, you can affect one far away enemy instead. At 4th rank, you can affect one 

far away enemy and all enemies close to them instead. At 5th rank, you can affect all nearby 

enemies instead. 

Feather Flight 

You become as light as air, suffering no falling damage. At 2nd rank, you can slowly levitate up 

and down at will. At 3rd rank, you can fly at your normal speed. At 4th rank, you can fly as fast 

as a bird. At 5th rank, you can fly so fast you cover a day’s worth of overland travel in an hour. 

Lasts 1 scene. 

Find Familiar 

You attune yourself to a small, loyal creature to serve as your familiar, understanding anything 

you say and obeying your commands. It cannot attack because it isn’t actually real, more like a 

manifested figment of your imagination or a coalescence of magical energy. However, it can 

scout for you and otherwise act autonomously up to far away. If it is hit by any attack (its 



 

defense and saves are all equal to yours), it is destroyed. At 2nd rank, it can speak Common. At 

3rd rank, it can fly and breathe underwater. At 4th rank, it can detect nearby invisible creatures. 

At 5th rank, it can cast the 1st rank version of any spell you know once per scene (you make 

the spellcasting roll for it). You must recast this spell to replace your familiar each time it is 

destroyed. 

Force Armor 

A shimmering field of pure force surrounds you. You gain +2 defense per rank. If you suffer a 

critical hit, the spell immediately ends. Lasts 1 scene. 

Force Barrier 

You create a translucent wall of force up to 100 square feet per rank with 50 health per rank. 

Each turn you spend nearby, concentrating on the wall and taking no other actions repairs it 

for 2d6 health per rank. Lasts 1 scene or until destroyed. 

Gate Fiend 

You call a fiend from the netherworld to serve you. The maximum level of fiend you can gate is 

equal to twice the rank at which you cast this spell. Gated fiends may attempt will saves to 

avoid having to obey you, and any fiend that makes its will save immediately attacks you. You 

may use an action to attempt to regain control over a fiend, forcing it to make another will 

save. Alternately, you can make a deal with the fiend, allowing it to return from whence it came 

in exchange for 3d6 of your health. Lasts 1 scene. 

Heal Wounds 

You heal one close ally for 2d6 health per rank. At 2nd rank, you can heal one nearby ally. At 

3rd rank, you can heal up to three close allies. At 4th rank, you can heal one far away ally. At 

5th rank, you can heal all nearby allies. 

Inspire Competence 

You give a close ally +1 bonus on all actions. At 2nd rank, you can affect all close allies. At 3rd 

rank, the bonus increases to +2. At 4th rank, you can affect all nearby allies. At 5th rank, the 

bonus increases to +3. Lasts 1 scene.  

Inspire Courage 

You and all your nearby allies gain a +2 bonus on all saves per rank. Targets can also make a 

new save against any ongoing condition when this spell is cast on them. Lasts 1 scene. 

Raise Dead 

You raise a close ally back to life with 1 health, so long as they died during the current or 

previous turn. At 3rd rank, you can raise an ally that died anytime during the current scene. At 

5th rank, you can restore an ally that has been dead for any amount of time. 

Read Minds 

You get a feel for the general attitude of a nearby animal, brute, or person, giving you 

advantage on one charisma roll involving them. At 2nd rank, you can detect their surface 



 

thoughts, letting you know what their next action is. At 3rd rank, you can access their short-

term memory, learning anything they did during the current scene. At 4th rank, you can trace 

their relationships, determining how they feel about others and something they might know 

about someone specific. At 5th rank, you can dive into their long-term memory, learning 

anything you want about their past. Targets are allowed will saves to avoid being affected. 

Remove Affliction 

You remove one condition from a nearby ally, such as confusion, exhaustion, or fear. You also 

restore one lost attribute point per rank. At 2nd rank, you can remove poison. At 3rd rank, you 

can remove nonmagical diseases. At 4th rank, you can remove major conditions like blindness 

or deafness. At 5th rank, you can remove magical diseases like lycanthropy or vampirism. 

Resist Energy 

You wrap yourself or one close target in a protective field, reducing incoming elemental 

damage by 2 dice per rank. For example, if you cast this spell at 2nd rank, then suffer 5d6 fire 

damage, you would only take 1d6 fire damage. Lasts 1 scene. 

Revealing Divination 

You can see and hear as though you were on the other side of a wall or door you can touch. At 

2nd rank, you can see and hear anything that happens nearby. At 3rd rank, you can see and 

hear anything that happens far away. At 4th rank, you can see and hear anything happening 

nearby a place you’re familiar with. At 5th rank, you can see and hear anything happening 

nearby a target you’re familiar with. Lasts 1 scene. 

Sanctify Ground 

You cause the nearby area to become sanctified, warding it against evil. Fiends and undead 

must succeed on will saves to enter the area. At 2nd rank, the area becomes brightly lit, 

causing disadvantage on all stealth rolls. At 3rd rank, any ally reduced to 0 or less health is 

automatically stabilized. At 4th rank, fiends and undead suffer 2d6 damage per turn they spend 

in the area. At 5th rank, allies heal 1d6 health every turn they spend in the area. Lasts 1 scene. 

Soothing Song 

You sing a beautiful and calming song, causing all nearby animals who fail a will save to 

immediately stop fighting. Any hostile action taken against an affected target immediately 

cancels the effect. At 2nd rank, your song can also affect brutes. At 3rd rank, your song can 

also affect people. At 4th rank, your song can also affect elementals. At 5th rank, your song can 

also affect undead. Lasts 1 scene. 

Smite Evil 

You cause 2d6 damage per rank to one close fiend or undead. At 2nd rank, affected targets 

must succeed on a will save or they also lose their next turn. At 3rd rank, the target must 

succeed on a will save or they also have disadvantage on all rolls for the rest of the scene. At 

4th rank, targets that fail their will save are also moved back to nearby. At 5th rank, targets who 

fail their will save are instantly destroyed. 



 

Summon Animal 

You summon an obedient 1st level animal indigenous to the local terrain. At each additional 

rank, the maximum level of the animal increases by 2. This animal will act naturally, defending 

itself as needed, but will also protect you against any attackers. If you speak Primal, you can 

direct it to perform other tasks, such as tracking, standing guard, or even searching for specific 

objects or individuals. Lasts 1 scene. 

Telekinetic Field 

You can lift an unattended object of up to 20 pounds per rank, which you can use to make a 

ranged attack against a nearby target, dealing 1d6 damage per rank. At 2nd rank, you can lift 

yourself and jump 20 feet per rank. At 3rd rank, you can lift an enemy up and drop them back 

to the ground for 5d6 damage. At 4th rank, you throw all close enemies away to nearby and 

cause 3d6 damage to each. At 5th rank, you can pick up all nearby enemies and put them 

wherever you want. Living targets can be no larger than you and are allowed fortitude saves to 

avoid being moved and reflex saves to avoid any damage caused. 

Teleportation Field 

You instantly travel to any nearby spot you can see. At 2nd rank, you can travel to any far away 

spot you can see. At 3rd rank, you can travel to anywhere you’ve been before. At 4th rank, you 

can take all close allies with you. At 5th rank, you can travel to anywhere you’ve heard of. 

Turn Undead 

You cause one nearby undead to flee unless it succeeds on a will save. At 2nd rank, undead 

who fail their saves suffer 2d6 damage. At 3rd rank, you can affect all nearby undead. At 4th 

rank, you can affect all near and far undead. At 5th rank, undead who fail their will saves are 

destroyed. 

Unseen Presence 

You conceal your presence, allowing you to blend in with nearby crowds, shadows, or foliage. 

You reappear if you attack or cast a spell. At 2nd rank, you can completely disappear, but can 

still be tracked by keen senses. At 3rd rank, you can’t be tracked by keen senses anymore. At 

4th rank, you can vanish as a reaction to being targeted by an attack. At 5th rank, you can 

spend an action to disappear again, even after appearing for any reason. Targets must succeed 

on will saves to detect your presence. Lasts 1 scene or until you attack or cast another spell. 

Ward Area 

You cause all nearby doors and windows to lock shut, even if they don’t have locks. At 2nd 

rank, you also instantly know if any creature enters the area. At 3rd rank, you can also cause an 

audible alarm to sound based on any conditions you set when you cast this spell. At 4th rank, 

you can also choose to cause any creature entering the area to make a will save or be stunned 

for 1 turn. At 5th rank, you can also choose to cause any unauthorized creature entering the 

area to suffer 3d6 damage. Lasts 1 scene.  



 

Enemies 
Enemies come in several categories and can be up to 10th level. Instead of rolling for their health, 

they get maximum health (plus constitution) at 1st level and half their health die value (plus 

constitution) for each additional level. 

Animals 

All animals have keen senses, allowing them to see in the dark and track by scent. They have 1d8 

health per level and are proficient with natural weapons, fortitude saves, and reflex saves. Most 

animals have some special form of movement, such as flying, swimming, burrowing, or climbing. 

Animals do not speak any languages, though they can understand Primal, and some specially trained 

animals like guard dogs and warhorses might understand a few commands in Common. 

Hawk 

Animal 1 

Str 1, Dex 5, Con 1, Int 1, Wis 4, Cha 1 

Fort +2, Ref +6, Will +4 

Health 9, claws +6 (1d4+1), Defense 15 

When a hawk moves and attacks on the same turn, it deals +2 damage. 

 

Wolf 

Animal 2 

Str 2, Dex 3, Con 2, Int 1, Wis 2, Cha 2 

Fort +4, Ref +5, Will +3 

Health 16, bite +4 (1d6+2), Defense 13 

Wolves gain a +1 bonus on attack rolls when they attack the same target as another wolf. 

 

Panther 

Animal 3 

Str 3, Dex 5, Con 2, Int 1, Wis 3, Cha 2 

Fort +5, Ref +8, Will +4 

Health 22, bite +8 (1d6+5), Defense 15 

Panthers always have advantage on initiative rolls. 

 

Crocodile 

Animal 4 

Str 4, Dex 2, Con 3, Int 1, Wis 2, Cha 2 

Fort +7, Ref +6, Will +4 

Health 32, bite +8 (1d8+4), Defense 12 

When a crocodile hits with its bite attack, all of its subsequent bite attacks automatically hit the 

target until it spends an action to escape with a difficulty 14 strength roll. 

 



 

Ape 

Animal 5 

Str 5, Dex 4, Con 4, Int 2, Wis 3, Cha 3 

Fort +9, Ref +9, Will +5 

Health 44, 2 slams (1d6+5), Defense 14 

Apes can climb almost anything as quickly as they can run. 

 

Tiger 

Animal 6 

Str 4, Dex 5, Con 3, Int 1, Wis 3, Cha 2 

Fort +9, Ref +11, Will +6 

Health 46, bite +11 (2d6+4) and 2 claws +11 (1d8+4), Defense 15 

When a tiger hits with its bite attack, its claws receive a +2 bonus on their attack rolls. 

 

Bear 

Animal 7 

Str 6, Dex 2, Con 6, Int 1, Wis 2, Cha 2 

Fort +13, Ref +9, Will +5 

Health 74, bite +13 (2d6+6) and 2 claws +13 (1d8+6), Defense 12 

When a bear hits with both its claws, it deals an additional 1d10+6 damage with a bear hug. 

 

Anaconda 

Animal 8 

Str 5, Dex 6, Con 4, Int 1, Wis 3, Cha 2 

Fort +12, Ref +14, Will +7 

Health 68, bite +14 (2d6+5) and constrict (4d6+5), Defense 16 

When an anaconda hits with its constrict attack, all of its subsequent constrict attacks 

automatically hit the target until it spends an action to escape with a difficulty 18 strength roll. 

 

Triceratops 

Animal 9 

Str 7, Dex 1, Con 7, Int 1, Wis 2, Cha 2 

Fort +16, Ref +10, Will +6 

Health 103, horns +16 (3d6+7), Defense 11 

When a triceratops moves and attacks on the same turn, it deals +18 damage. It also has +10 

defense against targets it attacks during its turn. 

 

Tyrannosaurus 

Animal 10 

Str 8, Dex 1, Con 8, Int 1, Wis 3, Cha 3 

Fort +18, Ref +11, Will +8 

Health 124, bite +18 (4d6+8), stomp (1d12+8), and tail (1d8+8), Defense 11 



 

If a tyrannosaurus scores a critical hit with a bite attack, it swallows its victim whole, dealing 

1d6 damage to it per turn until it spends an action to escape with a difficulty 20 strength roll. 

 

Brutes 

Brutes are humanoids, though they can vary dramatically in size. They have 1d8 health per level and 

are proficient with simple weapons, martial weapons, heavy weapons, light armor, shields, and 

fortitude saves. Some brutes speak Common, but most only speak Grawl, a guttural and harsh tongue 

completely devoid of subtlety, romance, or poetry. 

Goblin 

Brute 1 

Str 1, Dex 3, Con 2, Int 1, Wis 1, Cha 1 

Fort +3, Ref +3, Will +1 

Health 10, hatchet +2 (1d6+1) or javelin +4 (1d6+1), Defense 13 

Goblins have advantage on dexterity rolls made to hide. 

 

Orc 

Brute 2 

Str 3, Dex 2, Con 2, Int 1, Wis 2, Cha 1 

Fort +4, Ref +3, Will +3 

Health 16, battleaxe +5 (1d8+3) or spear +4 (1d6+3), Defense 16 (light armor) 

Orcs gain +1 strength while wounded. 

 

Gnoll 

Brute 3 

Str 3, Dex 2, Con 3, Int 2, Wis 2, Cha 2 

Fort +6, Ref +3, Will +3 

Health 28, halberd +6 (2d6+5) or shortbow +5 (1d8+2), Defense 17 (light armor) 

Gnolls can track by scent and move fast. 

 

Hobgoblin 

Brute 4 

Str 4, Dex 2, Con 2, Int 3, Wis 3, Cha 2 

Fort +8, Ref +4, Will +5 

Health 28, greataxe +8 (2d6+6) or crossbow +6 (1d8+2), Defense 18 (light armor) 

Hobgoblins always have advantage on initiative rolls unless they’re surprised. 

 

Ogre 

Brute 5 

Str 6, Dex 2, Con 4, Int 1, Wis 1, Cha 2 

Fort +9, Ref +4, Will +3 

Health 44, club +11 (2d6+6) or shotput +7 (1d8+6), Defense 19 (light armor) 

Ogres can track people by scent. 



 

 

Troll 

Brute 6 

Str 5, Dex 3, Con 4, Int 1, Wis 3, Cha 1 

Fort +10, Ref +6, Will +6 

Health 56, bite +11 (1d8+5) and 2 claws +11 (1d6+5), Defense 13 

Trolls regenerate 2d6 health every turn and can only be permanently killed with fire. 

 

Ettin 

Brute 7 

Str 7, Dex 2, Con 5, Int 2, Wis 2, Cha 2 

Fort +14, Ref +5, Will +5 

Health 71, 2 clubs +14 (2d6+7) or 2 rocks (1d6+7), Defense 21 (light armor) 

Ettins can make two will saves against mind-affecting effects. 

 

Cyclops 

Brute 8 

Str 8, Dex 1, Con 7, Int 3, Wis 3, Cha 2 

Fort +15, Ref +5, Will +7 

Health 96, greatspear +16 (2d6+10) or rock +9 (2d6+8), Defense 21 (light armor) 

Cyclopses cannot be surprised. They can also detect illusions and invisible targets. 

 

Giant 

Brute 9 

Str 9, Dex 2, Con 8, Int 2, Wis 2, Cha 2 

Fort +17, Ref +6, Will +6 

Health 116, tree +18 (6d6+11) or boulder +11 (3d6+9), Defense 23 (light armor) 

Giants can throw boulders at far away targets. 

 

Titan 

Brute 10 

Str 10, Dex 4, Con 9, Int 5, Wis 6, Cha 4 

Fort +18, Ref +6, Will +7 

Health 138, greatsword +20 (4d6+12) or lightning +14 (5d6), Defense 26 (light armor) 

Titans can shoot lightning bolts at far away targets. They are immune to normal weapons and 

any spell of 3rd rank or lower. 

 

Constructs 

All constructs are sturdy, with inorganic builds that function as heavy armor. They’re immune to any 

use of social skills as well as fear and other mind-affecting effects, as they are not considered living 

things. They have 1d12 health per level and are proficient with natural weapons and fortitude saves. 

While most constructs understand Common, they communicate amongst each other via a rapid series 



 

of clicking and blinking lights called Autory, which is impossible for any biological being to speak, 

though they can learn to understand it. Their plating allows them to add their proficiency bonus to 

their defense. 

Marionette 

Construct 1 

Str 1, Dex 4, Con 1, Int 2, Wis 2, Cha 3 

Fort +2, Ref +4, Will +2 

Health 13, bite +5 (1d4+1), Defense 15 (plating) 

If a marionette hits a target with its bite attack, it grapples the target and automatically hits 

with all subsequent bite attacks until the target succeeds on a difficulty 11 strength check to 

dislodge it. 

 

Scarecrow 

Construct 2 

Str 2, Dex 2, Con 2, Int 1, Wis 2, Cha 1 

Fort +4, Ref +3, Will +3 

Health 22, 2 slams +4 (1d6+2), Defense 12 

Scarecrows have advantage on initiative rolls. Unlike other constructs, scarecrows do not have 

armor plating. They are immune to ranged weapons, but are instantly destroyed by any fire 

damage. 

 

Clocktrooper 

Construct 3 

Str 3, Dex 2, Con 4, Int 2, Wis 2, Cha 1 

Fort +7, Ref +3, Will +3 

Health 36, 2 sword-arms +6 (1d8+3), Defense 15 (plating) 

A clocktrooper may spend its action to heal itself or another close clocktrooper for 2d6 health. 

 

Sentinel 

Construct 4 

Str 3, Dex 2, Con 5, Int 1, Wis 4, Cha 1 

Fort +8, Ref +4, Will +6 

Health 50, 2 shield-arms +7 (1d6+3), Defense 16 (plating) 

Sentinels can make more than one shield block roll per turn. 

 

Automaton 

Construct 5 

Str 5, Dex 3, Con 5, Int 3, Wis 3, Cha 4 

Fort +10, Ref +5, Will +5 

Health 61, 2 slams +10 (1d6+5), Defense 18 (plating) 

Automatons can speak Common, use normal weapons, and have free will. Unlike other 

constructs, they can be affected by social skills, though they are not living things. 



 

 

Gargoyle 

Construct 6 

Str 5, Dex 1, Con 6, Int 1, Wis 5, Cha 2 

Fort +12, Ref +4, Will +8 

Health 78, bite +11 (1d8+5) and 2 slams +11 (1d6+6), Defense 17 (plating) 

Gargoyles are immune to normal weapons and have advantage on initiative rolls. 

 

Golem 

Construct 7 

Str 7, Dex 1, Con 8, Int 1, Wis 3, Cha 1 

Fort +15, Ref +4, Will +6 

Health 104, 2 slams +14 (2d6+7), Defense 18 (plating) 

Targets of a golem’s slam attacks are knocked back to nearby, suffering an additional 1d8+8 

damage. Golems are immune to normal weapons. 

 

Devastator 

Construct 8 

Str 6, Dex 4, Con 6, Int 1, Wis 3, Cha 1 

Fort +14, Ref +8, Will +7 

Health 102, 4 sword-arms +14 (2d6+6), Defense 22 (plating) 

Targets hit by two or more of the devastator’s sword-arm attacks suffer an additional 2d8+6 

damage. 

 

Juggernaut 

Construct 9 

Str 9, Dex 1, Con 9, Int 1, Wis 1, Cha 1 

Fort +18, Ref +5, Will +5 

Health 141, ram +18 (6d6+9), Defense 20 (plating) 

When a juggernaut moves, all targets it passes through suffer damage from its ram attack. 

 

Colossus 

Construct 10 

Str 10, Dex 1, Con 10, Int 1, Wis 3, Cha 1 

Fort +20, Ref +6, Will +8 

Health 166, slam +20 (4d6+10) and eye-beam +11 (5d6), Defense 21 (plating) 

A colossus can attack all nearby targets. It’s eye-beam attack can hit far away targets and set 

them on fire. They can destroy most buildings with a single attack. 

 

Dragons 

All dragons can breathe fire and have thick scales that function as heavy armor. They have 1d10 

health per level and are proficient with natural weapons, spellcasting, fortitude saves, and will saves. 



 

Dragons speak Common and Draconic, and the more intelligent ones could speak just about any 

other language, especially those known to their underlings. All dragons can fly and have keen senses, 

allowing them to see in the dark and track by scent. Their thick scales allow them to add their 

proficiency bonus to their defense. 

Dragon (Hatchling) 

Dragon 1 

Str 3, Dex 3, Con 3, Int 2, Wis 3, Cha 3 

Fort +4, Ref +3, Will +4 

Health 13, bite +4 (1d6+3) and 2 claws +4 (1d4+3), Defense 14 (scales) 

Dragons can breathe fire once per scene, dealing 1d6 damage to all nearby targets. A hatchling 

dragon has a spellcasting roll bonus of +3, can cast up to rank 5 spells, and knows the 

following spells: arcane sight, charm person, counter spell, dispel magic, read minds, resist 

energy, revealing divination, and ward area. 

 

Dragon (Young) 

Dragon 2 

Str 4, Dex 3, Con 4, Int 2, Wis 3, Cha 3 

Fort +6, Ref +4, Will +4 

Health 23, bite +6 (1d6+4) and 2 claws +6 (1d4+4), Defense 15 (scales) 

Dragons can breathe fire once per scene, dealing 2d6 damage to all nearby targets. A young 

dragon has a spellcasting roll bonus of +4, can cast up to rank 1 spells, and knows the 

following spells: arcane sight, charm person, counter spell, dispel magic, read minds, resist 

energy, revealing divination, and ward area. 

 

Dragon (Juvenile) 

Dragon 3 

Str 5, Dex 3, Con 4, Int 3, Wis 4, Cha 3 

Fort +7, Ref +4, Will +7 

Health 32, bite +8 (1d8+5) and 2 claws +8 (1d6+5), Defense 16 (scales) 

Dragons can breathe fire once per scene, dealing 3d6 damage to all nearby targets. A juvenile 

dragon has a spellcasting roll bonus of +6, can cast up to rank 2 spells, and knows the 

following spells: arcane sight, charm person, counter spell, dispel magic, read minds, resist 

energy, revealing divination, and ward area. 

 

Dragon (Adolescent) 

Dragon 4 

Str 5, Dex 2, Con 5, Int 3, Wis 4, Cha 3 

Fort +9, Ref +5, Will +8 

Health 45, bite +9 (1d8+5) and 2 claws +9 (1d6+5), Defense 16 (scales) 

Dragons can breathe fire once per scene, dealing 4d6 damage to all nearby targets. An 

adolescent dragon has a spellcasting roll bonus of +7, can cast up to rank 2 spells, and knows 



 

the following spells: arcane sight, charm person, counter spell, dispel magic, read minds, resist 

energy, revealing divination, and ward area. 

 

Dragon (Mature) 

Dragon 5 

Str 6, Dex 2, Con 6, Int 4, Wis 4, Cha 3 

Fort +11, Ref +5, Will +9 

Health 60, bite +11 (2d6+6) and 2 claws +11 (1d8+6), Defense 17 (scales) 

Dragons can breathe fire once per scene, dealing 5d6 damage to all nearby targets. A mature 

dragon has a spellcasting roll bonus of +9, can cast up to rank 3 spells, and knows the 

following spells: arcane sight, charm person, counter spell, dispel magic, read minds, resist 

energy, revealing divination, and ward area. 

 

Dragon (Adult) 

Dragon 6 

Str 6, Dex 1, Con 7, Int 5, Wis 4, Cha 3 

Fort +12, Ref +4, Will +10 

Health 77, bite +12 (2d6+6) and 2 claws +4 (1d8+6), Defense 17 (scales) 

Dragons can breathe fire once per scene, dealing 6d6 damage to all nearby targets. An adult 

dragon has a spellcasting roll bonus of +11, can cast up to rank 3 spells, and knows the 

following spells: arcane sight, charm person, counter spell, dispel magic, read minds, resist 

energy, revealing divination, and ward area. 

 

Dragon (Old) 

Dragon 7 

Str 7, Dex 1, Con 8, Int 6, Wis 5, Cha 4 

Fort +15, Ref +4, Will +15 

Health 96, bite +14 (3d6+7) and 2 claws +14 (2d6+7), Defense 18 (scales) 

Dragons can breathe fire once per scene, dealing 7d6 damage to all nearby targets. An old 

dragon has a spellcasting roll bonus of +13, can cast up to rank 4 spells, and knows the 

following spells: arcane sight, charm person, counter spell, dispel magic, read minds, resist 

energy, revealing divination, and ward area. 

 

Dragon (Venerable) 

Dragon 8 

Str 8, Dex 1, Con 9, Int 7, Wis 5, Cha 4 

Fort +17, Ref +5, Will +13 

Health 117, bite +16 (3d6+8) and 2 claws +16 (2d6+8), Defense 19 (scales) 

Dragons can breathe fire once per scene, dealing 8d6 damage to all nearby targets. A 

venerable dragon has a spellcasting roll bonus of +15, can cast up to rank 4 spells, and knows 

the following spells: arcane sight, charm person, counter spell, dispel magic, read minds, resist 

energy, revealing divination, and ward area. 

 



 

Dragon (Elder) 

Dragon 9 

Str 9, Dex 1, Con 9, Int 8, Wis 5, Cha 5 

Fort +18, Ref +5, Will +14 

Health 131, bite +18 (4d6+9) and 2 claws +18 (2d6+9), Defense 20 (scales) 

Dragons can breathe fire once per scene, dealing 9d6 damage to all nearby targets. An elder 

dragon has a spellcasting roll bonus of +17, can cast up to rank 5 spells, and knows the 

following spells: arcane sight, charm person, counter spell, dispel magic, read minds, resist 

energy, revealing divination, and ward area. 

 

Dragon (Ancient) 

Dragon 10 

Str 9, Dex 1, Con 10, Int 9, Wis 6, Cha 6 

Fort +20, Ref +6, Will +16 

Health 155, bite +19 (4d6+9) and 2 claws +19 (2d6+9), Defense 21 (scales) 

Dragons can breathe fire once per scene, dealing 10d6 damage to all nearby targets. An 

ancient dragon has a spellcasting roll bonus of +19, can cast up to rank 5 spells, and knows the 

following spells: arcane sight, charm person, counter spell, dispel magic, read minds, resist 

energy, revealing divination, and ward area. 

 

Elementals 

Elementals come in four varieties: air, earth, fire, and water, each with an affinity for their natural 

environment. They’re immune to any use of social skills as well as fear and other mind-affecting 

effects. They have 1d8 health per level and are proficient with natural weapons, fortitude saves, and 

reflex saves. 

Wisp 

Elemental 1 

Str 1, Dex 8, Con 1, Int 2, Wis 3, Cha 2 

Fort +2, Ref +9, Will +3 

Health 9, spark +9 (1d4), Defense 18 

Wisps can fly. Any targets close to those hit by its spark attack are also hit. 

 

Triton 

Elemental 2 

Str 3, Dex 3, Con 4, Int 2, Wis 3, Cha 3 

Fort +5, Ref +5, Will +3 

Health 20, trident +5 (1d8+3), Defense 17 (light armor) 

Tritons can swim, breathe underwater, and are proficient with martial weapons and light armor. 

 

Sandman 

Elemental 3 

Str 4, Dex 1, Con 4, Int 1, Wis 2, Cha 1 



 

Fort +7, Ref +4, Will +3 

Health 28, 2 slams +7 (1d6+4), Defense 11 

Sandmen ignore the first 5 damage from all weapon attacks. They can burrow through sand 

and dirt with ease, even sifting through the cracks in stone walls. 

 

Hellhound 

Elemental 4 

Str 4, Dex 3, Con 5, Int 2, Wis 3, Cha 3 

Fort +8, Ref +7, Will +5 

Health 40, bite +8 (1d8+4), Defense 13 

Once per scene, hellhounds can breathe fire, dealing 4d6 damage to all close targets. They are 

immune to fire. 

 

Sylph 

Elemental 5 

Str 1, Dex 9, Con 3, Int 4, Wis 3, Cha 5 

Fort +8, Ref +14, Will +5 

Health 39, gust +14 (3d6), Defense 19 

Living creatures close to sylphs must succeed on difficulty 15 fortitude saves or be unable to 

breathe and have disadvantage on all rolls. Sylphs can fly. 

 

Nymph 

Elemental 6 

Str 3, Dex 6, Con 3, Int 4, Wis 4, Cha 8 

Fort +9, Ref +12, Will +7 

Health 46, drown +12 (2d6), Defense 16 

Once per turn, nymphs can attempt to seduce a target. Unless the target succeeds on a 

difficulty 16 will save, they helplessly move close to the nymph and suffer 2d6 damage per turn 

from drowning until rescued. They may attempt a new will save each turn to act normally, but 

with disadvantage. Nymphs can swim and breathe underwater. 

 

Xorn 

Elemental 7 

Str 8, Dex 1, Con 10, Int 1, Wis 4, Cha 1 

Fort +17, Ref +8, Will +7 

Health 102, grind +15 (4d6+8), Defense 11 

Xorn are immune to normal weapons can burrow through any solid material. Once per scene, 

they can emit a blast of razor-sharp stone spikes, dealing 5d6 damage to all nearby targets 

unless they succeed on a difficulty 17 reflex save. 

 

Salamander 

Elemental 8 

Str 7, Dex 4, Con 6, Int 4, Wis 4, Cha 4 



 

Fort +14, Ref +12, Will +8 

Health 84, pike +15 (2d6+9) and tail (1d8+7), Defense 22 (scales) 

Salamanders have thick scales that allow them to add their proficiency bonus to their defense. 

Any target hit by a salamander or who this a salamander with a melee attack is set on fire. 

Salamanders are immune to fire. 

 

Djinn 

Elemental 9 

Str 6, Dex 7, Con 8, Int 6, Wis 7, Cha 9 

Fort +17, Ref +16, Will +11 

Health 112, 2 slams +15 (2d6+6), Defense 17 

Djinn can surround themselves with a swirling tempest, dealing 2d6 damage per turn to all 

nearby targets. They can fly, pass through solid objects, and are immune to normal weapons. 

 

Ifrit 

Elemental 10 

Str 7, Dex 3, Con 8, Int 5, Wis 6, Cha 3 

Fort +18, Ref +13, Will +11 

Health 124, ignite +17 (5d6), Defense 13 

Targets hit by an Ifrit’s ignite attack are on fire until the ifrit is destroyed; these magical flames 

cannot be extinguished by any normal means. Their attacks ignore fire immunity. Ifrit are 

immune to fire and normal weapons. 

 

Fiends 

Fiends are demons and devils from the netherworld, an origin that renders them completely immune 

to fire and normal weapons. They have 1d10 health per level and are proficient with natural weapons, 

simple weapons, martial weapons, fortitude saves, and will saves. Fiends can fly and speak Common 

and Infernal. 

Imp 

Fiend 1 

Str 1, Dex 4, Con 2, Int 3, Wis 2, Cha 2 

Fort +3, Ref +4, Will +3 

Health 12, bite +4 (1d4+4), Defense 14 

Imps are invisible during any turn in which they don’t attack. 

 

Lemure 

Fiend 2 

Str 3, Dex 1, Con 3, Int 2, Wis 1, Cha 1 

Fort +5, Ref +2, Will +3 

Health 21, slam +5 (1d6+3), Defense 11 

Lemures killed by means other than divine sources rise again on their next turn. 

 



 

Shadow 

Fiend 3 

Str 1, Dex 7, Con 3, Int 3, Wis 4, Cha 3 

Fort +6, Ref +8, Will +7 

Health 29, drain +10 (1d4+1), Defense 17 

When a shadow’s drain attack hits a living target, it must succeed on a difficulty 13 fortitude 

save or suffer 1 point of strength damage and heal the shadow back to full health. 

 

Incubus 

Fiend 4 

Str 3, Dex 3, Con 4, Int 5, Wis 4, Cha 7 

Fort +8, Ref +5, Will +8 

Health 41, touch +7 (2d6), Defense 13 

Each turn, an incubus will attempt to hypnotize a nearby living target, forcing it to succeed on 

a difficulty 14 will save or act as his ally for a turn. If the incubus hits the target with his touch 

attack, the difficulty of the will save increases to 18. 

 

Succubus 

Fiend 5 

Str 2, Dex 6, Con 3, Int 4, Wis 3, Cha 9 

Fort +8, Ref +8, Will +8 

Health 50, whip +11 (1d4+6) or kiss +7 (special), Defense 16 

If a succubus is able to kiss a target, through seduction or as a melee attack, the target must 

make a difficulty 15 will save or suffer 1 point of wisdom and charisma damage. 

 

Hezrou 

Fiend 6 

Str 6, Dex 4, Con 6, Int 3, Wis 4, Cha 2 

Fort +12, Ref +7, Will +10 

Health 71, bite +12 (2d6+6) and claws +12 (1d8+6), Defense 20 (scales) 

Hezrous have thick scales that allow them to add their proficiency bonus to their defense. They 

can swim and breathe underwater. Any living creature close to a hezrou suffers 2d6 damage 

each turn from their noxious stench, even underwater. 

 

Vrock 

Fiend 7 

Str 7, Dex 3, Con 6, Int 2, Wis 4, Cha 1 

Fort +13, Ref +6, Will +11 

Health 82, 2 claws +14 (2d6+7), Defense 20 (exoskeleton) 

Vrocks have thick exoskeletons that allow them to add their proficiency bonus to their defense. 

Any target hit by both their claws also suffers a bite attack for 2d6+7 damage. Once per scene, 

they can emit a horrible screech, stunning all nearby targets for 1 turn unless they succeed on a 

difficulty 17 fortitude save. 



 

 

Glabrezu 

Fiend 8 

Str 8, Dex 2, Con 8, Int 2, Wis 3, Cha 2 

Fort +16, Ref +6, Will +11 

Health 109, 4 claws +18 (2d6+8), Defense 20 (scales) 

Glabrezus have thick scales that allow them to add their proficiency bonus to their defense. 

Every time it deals damage with one of its claws, a glabrezu heals 1d6 health and when a living 

target dies anywhere nearby, it heals 3d6 health. 

 

Marilith 

Fiend 9 

Str 6, Dex 6, Con 7, Int 4, Wis 5, Cha 6 

Fort +16, Ref +10, Will +14 

Health 113, 6 swords +15 (1d8+6) and constrict (3d6+6), Defense 26 (hide) 

Once per scene, a marilith can summon 2d6 lemures. She can sacrifice one of her attacks each 

turn to devour a close lemure, healing herself for 2d6 health. They have thick hides that allow 

them to add their proficiency bonus to their defense. 

 

Balor 

Fiend 10 

Str 9, Dex 3, Con 9, Int 4, Wis 5, Cha 4 

Fort +19, Ref +8, Will +15 

Health 145, sword +19 (4d6+9) and whip +13 (2d6+3), Defense 23 (hide) 

A balor’s opponents must succeed on difficulty 20 will saves upon seeing it or be terrified of it 

for the rest of the scene, suffering disadvantage on all rolls due to fear. Any target close to a 

balor suffers 2d6 fire damage each turn. Its whip can strike nearby targets. Balors are immune 

to any damage not from a divine source. They have thick hides that allow them to add their 

proficiency bonus to their defense. 

 

Monsters 

Monsters are a very diverse group of enemies. They have 1d8 health per level and are proficient with 

natural weapons, simple weapons, and fortitude saves. Some monsters have some special form of 

movement, such as flying, swimming, burrowing, or climbing. 

Cockatrice 

Monster 1 

Str 1, Dex 3, Con 2, Int 1, Wis 3, Cha 2 

Fort +3, Ref +3, Will +3 

Health 10, peck +3 (1d4+3), Defense 13 

Any living target hit by a cockatrice’s peck attack suffers 1 point of dexterity damage. 

 



 

Naga 

Monster 2 

Str 3, Dex 2, Con 3, Int 2, Wis 2, Cha 3 

Fort +4, Ref +3, Will +3 

Health 18, bite +5 (1d8+3), Defense 14 (scales) 

Naga can breathe underwater and have advantage on initiative rolls while underwater. They 

have thick scales that allow them to add their proficiency bonus to their defense. 

 

Displacer 

Monster 3 

Str 3, Dex 5, Con 3, Int 1, Wis 4, Cha 2 

Fort +6, Ref +6, Will +5 

Health 25, bite +8 (1d8+3) and 2 tentacles +8 (1d6+3), Defense 15 

Displacers have a +10 bonus to their defense and reflex saves against attackers that cannot 

detect illusions. 

 

Owlbear 

Monster 4 

Str 5, Dex 2, Con 5, Int 1, Wis 3, Cha 2 

Fort +9, Ref +4, Will +5 

Health 40, bite +5 (2d6+5) and 2 claws (1d8+5), Defense 16 (hide) 

Ownbears have advantage on initiative rolls and can track by scent. They have thick hides that 

allow them to add their proficiency bonus to their defense. When they move and attack on the 

same turn, they deal +2 damage. 

 

Basilisk 

Monster 5 

Str 4, Dex 1, Con 4, Int 1, Wis 3, Cha 1 

Fort +9, Ref +3, Will +5 

Health 44, bite +9 (1d8+4), Defense 11 

Any living target that makes eye contact with a basilisk suffers 1 point of strength damage. 

Targets reduced to 0 strength in this manner are turned to stone; they do not heal strength 

damage normally and must be cured by magical means. 

 

Rakshasa 

Monster 6 

Str 3, Dex 3, Con 4, Int 6, Wis 6, Cha 8 

Fort +10, Ref +6, Will +9 

Health 52, 2 claws +9 (1d6+3), Defense 13 

Rakshasas may cast alter self, create illusion, and read minds, up to rank 5, each turn with a 

single action without making spellcasting rolls. 

 



 

Flayer 

Monster 7 

Str 2, Dex 3, Con 4, Int 9, Wis 7, Cha 4 

Fort +11, Ref +6, Will +10 

Health 60, bite +9 (1d8+2), Defense 13 

Flayers can sense the presence of nearby minds. They are proficient with spellcasting. Targets 

hit by their bite attack suffer 1 point of intelligence and wisdom damage. A flayer has a 

spellcasting roll bonus of +16, can cast up to rank 4 spells, and knows the following spells: 

arcane sight, charm person, counter spell, dispel magic, drain life, energy blast, feather flight, 

force armor, force barrier, read minds, resist energy, revealing divination, telekinetic field, 

teleportation field, and unseen presence. 

 

Chimera 

Monster 8 

Str 7, Dex 3, Con 6, Int 2, Wis 4, Cha 3 

Fort +14, Ref +7, Will +8 

Health 84, 3 bites +15 (2d6+7), Defense 21 (hide) 

Chimeras have thick hides that allow them to add their proficiency bonus to their defense. 

Once per scene, a chimera can breathe fire, dealing 6d6 damage to all nearby targets. They 

have thick scales that allow them to add their proficiency bonus to their defense. 

 

Beholder 

Monster 9 

Str 1, Dex 1, Con 5, Int 8, Wis 10, Cha 6 

Fort +14, Ref +5, Will +14 

Health 85, 8 eyebeams +10 (2d6), Defense 20 (hide) 

Beholders have thick hides that allow them to add their proficiency bonus to their defense. 

They cannot be surprised and have advantage on initiative rolls. They can also detect illusions 

and invisible targets. 

 

Kraken 

Monster 10 

Str 9, Dex 4, Con 8, Int 1, Wis 4, Cha 2 

Fort +18, Ref +9, Will +9 

Health 124, 8 tentacles +19 (2d6+9) and bite +19 (8d6+9), Defense 24 (scales) 

A kraken can make melee attacks against any nearby target. Any target hit by a kraken’s 

tentacles is dragged into its mouth, suffering a bite attack unless it succeeds on a difficulty 20 

fortitude or reflex save. They have thick scales that allow them to add their proficiency bonus 

to their defense. 

 



 

People 

People are usually much smarter than other enemies are make use of equipment more often. All 

people speak Common, though some might have additional languages based on their race. Their 

health and proficiencies are based on their class, which means they should be created using the same 

methods the players do to create their characters. The following examples are all 1st level and could 

easily serve as pre-generated characters or low-level townsfolk. 

Raider 

Person (half-orc barbarian) 1 

Str 4, Dex 3, Con 3, Int 2, Wis 2, Cha 2 

Fort +4, Ref +3, Will +2 

Health 15, greataxe +5 (2d6+6), Defense 17 (constitution) 

Half-orcs reroll all 1s on damage dice. Raiders gain +2 to their strength on any turn in which 

they cause damage to an enemy or receive damage from an enemy. 

 

Minstrel 

Person (half-elf bard) 1 

Str 2, Dex 3, Con 2, Int 3, Wis 2, Cha 4 

Fort +2, Ref +3, Will +3 

Health 10, rapier +4 (1d6+3) and dagger +2 (1d6+3), Defense 16 (light armor) 

half-elves can speak two additional languages (dwarven and grawl). A minstrel has a 

spellcasting roll bonus of +5, can cast up to rank 1 spells, and knows the following spells: 

charm person, inspire competence, inspire courage and soothing song. 

 

Acolyte 

Person (dwarf cleric) 1 

Str 3, Dex 2, Con 3, Int 2, Wis 4, Cha 2 

Fort +3, Ref +2, Will +5 

Health 11, warhammer +4 (1d8+3), Defense 18 (heavy armor and shield) 

Dwarves’ speed is never reduced by wearing heavy armor or being encumbered. An acolyte has 

a spellcasting roll bonus of +5, can cast up to rank 1 spells, and knows the following spells: 

bless allies, heal wounds, raise dead, and remove affliction. 

 

Guide 

Person (elf druid) 1 

Str 2, Dex 3, Con 3, Int 2, Wis 4, Cha 2 

Fort +3, Ref +3, Will +5 

Health 11, quarterstaff +3 (1d6+4) or longbow +4 (1d8+3), Defense 16 (light armor) 

Elves can see in the dark. A guide has a spellcasting roll bonus of +5, can cast up to rank 1 

spells, and knows the following spells: control weather, heal wounds, remove affliction, and 

summon animal. 

 



 

Apprentice 

Person (gnome mage) 1 

Str 2, Dex 3, Con 2, Int 4, Wis 2, Cha 3 

Fort +2, Ref +3, Will +3 

Health 8, dagger +4 (1d6+3) or wand +5 (1d6+4), Defense 13 

Gnomes can tell if any object they touch is magical. An apprentice has a spellcasting roll bonus 

of +15, can cast up to rank 1 spells, and knows the following spells: arcane sight, counter spell, 

create object, create illusion, energy blast, feather flight, force armor, and teleportation field. 

 

Disciple 

Person (human monk) 1 

Str 3, Dex 3, Con 3, Int 2, Wis 3, Cha 2 

Fort +3, Ref +4, Will +3 

Health 11, 2 unarmed +4 (1d6+3) or longbow +4 (1d8+3), Defense 17 (wisdom) 

Humans receive a bonus weapon or save proficiency (archery weapons). Disciples add their 

wisdom and proficiency bonus to their defense while not wearing armor or using a shield. They 

also add their proficiency as a bonus on all rolls for movement of any kind, including balance, 

climbing, jumping, running, or tumbling. They may make one additional unarmed attack every 

time they take the attack action, even if their primary attack isn’t an unarmed. 

 

Templar 

Person (human paladin) 1 

Str 3, Dex 2, Con 3, Int 2, Wis 3, Cha 3 

Fort +4, Ref +2, Will +4 

Health 13, longsword +4 (1d8+4) or longbow +3 (1d8+3), Defense 18 (heavy armor and shield) 

Humans receive a bonus weapon or save proficiency (fortitude saves). Once per scene, a 

templar may cast one of the following spells up to a rank equal to half their level, rounded up: 

divine might, divine protection, inspire courage, remove affliction, sanctify ground, smite evil, 

or turn undead. They do not need to make spellcasting rolls to use these spells. 

 

Hunter 

Person (elf ranger) 1 

Str 3, Dex 4, Con 2, Int 2, Wis 3, Cha 2 

Fort +3, Ref +4, Will +3 

Health 12, longsword +4 (1d8+3) or longbow +6 (1d8+4), Defense 17 (light armor) 

Elves can see in the dark. Hunters add their proficiency bonus on all wisdom rolls to navigate 

the wilderness, locate food and water, and track creatures. A hunter adds +1 to all archery 

attack rolls. They can move and make an attack with an archery weapon with one action. 

Hunters have an animal companion with a level equal to half their level, rounded up. This 

companion is loyal to the hunter and obeys its commands to the best of its abilities. 

 

Dog 

Animal 1 



 

Str 2, Dex 2, Con 2, Int 1, Wis 2, Cha 2 

Fort +3, Ref +3, Will +2 

Health 10, bite +2 (1d4+2), Defense 12 

Dogs can track by scent. 

 

Thief 

Person (halfling rogue) 1 

Str 2, Dex 4, Con 2, Int 3, Wis 2, Cha 3 

Fort +2, Ref +5, Will +2 

Health 10, 2 daggers +5/+3 (1d6+4) or crossbow +5 (1d8+4), Defense 17 (light armor) 

Halflings can use close allies or enemies as cover. Thieves add their proficiency bonus on all 

dexterity rolls for acrobatic, thievery, or stealthy actions, as well as all charisma rolls on 

deception and disguise. Whenever a thief makes an attack roll with advantage or melee attack 

against a target close to one of their allies, they deal 1d6 extra damage. 

 

Soldier 

Person (human warrior) 1 

Str 4, Dex 3, Con 3, Int 2, Wis 2, Cha 2 

Fort +4, Ref +4, Will +2 

Health 13, longsword +6 (1d8+5) or longbow +5 (1d8+4), Defense 19 (heavy armor and shield) 

Humans receive a bonus weapon or save proficiency (reflex saves). They add their proficiency 

bonus when rolling strength for anything athletic. They can also switch weapons or equip a 

shield without spending an action. A warrior adds +1 to all weapon attack and damage rolls. 

 

Undead 

Undead are immune to all social skills and mind-affecting spells, as well as biological effects, as they 

are not considered living things. They have 1d10 health per level and are proficient with natural 

weapons, fortitude saves, and will saves. Undead (if they are able to communicate) speak whatever 

languages they knew in life. 

Skeleton 

Undead 1 

Str 2, Dex 2, Con 2, Int 1, Wis 1, Cha 1 

Fort +3, Ref +2, Will +2 

Health 12, sword +2 (1d8+2), Defense 12 

Skeletons are immune to all ranged weapons. 

 

Zombie 

Undead 2 

Str 4, Dex 1, Con 3, Int 1, Wis 1, Cha 1 

Fort +5, Ref +2, Will +3 

Health 21, slam +6 (1d4+4), Defense 11 

Zombies always lose initiative and take their turn last. 



 

 

Ghoul 

Undead 3 

Str 4, Dex 3, Con 3, Int 2, Wis 3, Cha 1 

Fort +6, Ref +4, Will +6 

Health 29, 2 claws +7 (1d8+4), Defense 13 

Targets hit by a ghoul’s claws must succeed on a difficulty 15 fortitude save or suffer 1 point of 

dexterity damage. 

 

Wight 

Undead 4 

Str 4, Dex 2, Con 4, Int 2, Wis 3, Cha 1 

Fort +5, Ref +2, Will +3 

Health 21, 2 claws +8 (1d6+4), Defense 12 

Any person or brute killed by a wight becomes a zombie on its next turn. They are immune to 

normal weapons. 

 

Ghost 

Undead 5 

Str 1, Dex 5, Con 1, Int 3, Wis 5, Cha 4 

Fort +6, Ref +7, Will +10 

Health 35, touch +10 (1d4+1), Defense 15 

Ghosts are immune to all physical attacks. They can fly and pass through solid objects. Targets 

hit by a ghost’s touch attack must succeed on a difficulty 15 will save or suffer 1 point of 

constitution damage. 

 

Wraith 

Undead 6 

Str 1, Dex 5, Con 1, Int 4, Wis 5, Cha 2 

Fort +7, Ref +8, Will +11 

Health 41, drain +11 (3d6), Defense 15 

Wraiths are immune to normal weapons. They can fly and pass through solid objects. Any 

damage they deal with their drain attack heals them for the same amount of health. 

 

Banshee 

Undead 7 

Str 3, Dex 3, Con 5, Int 3, Wis 4, Cha 4 

Fort +12, Ref +7, Will +11 

Health 75, 2 claws +10 (1d8+3), Defense 13 

Banshees can fly and are immune to normal weapons. Once per scene, they can emit a horrible 

scream, dealing 1d4 points of constitution damage to all nearby living targets. 

 



 

Vampire 

Undead 8 

Str 6, Dex 5, Con 7, Int 5, Wis 6, Cha 10 

Fort +15, Ref +9, Will +14 

Health 101, bite +14 (1d6+6), Defense 15 

Vampires are immune to normal weapons and have advantage on initiative rolls. Living targets 

hit by their bite attack suffer 1 point of constitution damage and the vampire heals for 3d6 

health. Each turn, without requiring an action, a vampire will attempt to charm a nearby living 

target, forcing it to succeed on a difficulty 18 will save or act as his ally for a turn. 

 

Mummy 

Undead 9 

Str 7, Dex 1, Con 8, Int 4, Wis 8, Cha 4 

Fort +17, Ref +5, Will +17 

Health 122, slam +16 (2d6+7), Defense 11 

Mummies are immune to normal weapons and all spells of 3rd rank and lower. Once per scene, 

a mummy will attempt to curse all nearby living targets, who must succeed on difficulty 19 will 

saves or have disadvantage on all rolls until the mummy is slain. They are proficient with 

spellcasting. A mummy has a spellcasting roll bonus of +17, can cast up to rank 5 spells, and 

knows the following spells: animate dead, arcane sight, charm person, curse enemies, dispel 

magic, gate fiend, read minds, resist energy, revealing divination, and ward area. 

 

Lich 

Undead 10 

Str 4, Dex 2, Con 8, Int 8, Wis 5, Cha 7 

Fort +18, Ref +7, Will +15 

Health 135, touch +14 (1d4+4) or wand +18 (1d6+8), Defense 12 

A target touched by a lich must succeed on a difficulty 20 fortitude save or suffer 1 point of 

constitution and wisdom damage; every time this happens, the lich heals 3d6 health. A lich has 

a spellcasting roll bonus of +18, can cast up to rank 5 spells, and knows the following spells: 

animate dead, arcane sight, charm person, create illusion, curse enemies, dispel magic, energy 

blast, feather flight, force armor, gate fiend, read minds, resist energy, revealing divination, 

teleportation field, unseen presence, and ward area. 

 

Vermin 

Vermin are insects and crustaceans, nasty things like spiders, beetles, and ants. All the vermin listed 

here are giant versions, at least half as large as a human. They are immune to all social skills and 

mind-affecting spells, and some of them have hard exoskeletons allow them to add their proficiency 

bonus to their defense. They have 1d6 health per level and are proficient with natural weapons, 

fortitude saves, and reflex saves. Most vermin have some special form of movement, such as flying, 

swimming, burrowing, or climbing. Vermin do not speak any languages, though they can understand 

Primal. 



 

Ant 

Vermin 1 

Str 3, Dex 2, Con 3, Int 1, Wis 2, Cha 1 

Fort +4, Ref +3, Will +2 

Health 9, bite +4 (1d6+3), Defense 13 (exoskeleton) 

Ants can burrow and receive a +1 bonus on attack rolls for each other ant attacking the same 

target. 

 

Stinkbug 

Vermin 2 

Str 2, Dex 2, Con 3, Int 1, Wis 3, Cha 1 

Fort +5, Ref +4, Will +4 

Health 15, bite +2 (1d6+2), Defense 14 (exoskeleton) 

Living targets close to stinkbugs must succeed on difficulty 12 fortitude saves or become 

nauseated and have disadvantage on all rolls. 

 

Leech 

Vermin 3 

Str 2, Dex 1, Con 2, Int 1, Wis 1, Cha 1 

Fort +5, Ref +4, Will +2 

Health 18, bite +5 (1d6+2), Defense 11 

Leeches can swim and living targets hit by their bite attack suffer 1 point of constitution 

damage. 

 

Dragonfly 

Vermin 4 

Str 2, Dex 6, Con 2, Int 1, Wis 3, Cha 1 

Fort +6, Ref +10, Will +5 

Health 23, bite +10 (1d8+6), Defense 20 (exoskeleton) 

Dragonflies can fly and move fast. 

 

Wasp 

Vermin 5 

Str 3, Dex 5, Con 2, Int 1, Wis 3, Cha 1 

Fort +7, Ref +10, Will +5 

Health 28, sting +10 (3d6+5), Defense 20 (exoskeleton) 

Wasps can fly. 

 

Mantis 

Vermin 6 

Str 4, Dex 4, Con 3, Int 2, Wis 4, Cha 1 

Fort +9, Ref +10, Will +7 

Health 39, bite +19 (2d6+4) and 2 claws (1d8+4), Defense 20 (exoskeleton) 



 

Mantises can jump incredibly high, and if they move and attack on the same turn, all their 

attacks deal +2 damage. 

 

Crab 

Vermin 7 

Str 6, Dex 2, Con 4, Int 2, Wis 2, Cha 1 

Fort +11, Ref +9, Will +5 

Health 52, 2 claws +13 (3d6+6), Defense 19 (exoskeleton) 

Crabs can breathe underwater. 

 

Spider 

Vermin 8 

Str 5, Dex 7, Con 4, Int 3, Wis 5, Cha 1 

Fort +12, Ref +15, Will +9 

Health 59, bite +13 (2d6+5), Defense 25 (exoskeleton) 

Spiders can climb anything. Living targets hit by a spider’s bite attack must succeed on a 

difficulty 18 fortitude save or become poisoned, suffering 1 point of strength and constitution 

damage. Spiders are usually found in large webs, which cause all targets to move slowly. 

 

Scorpion 

Vermin 9 

Str 6, Dex 4, Con 6, Int 2, Wis 4, Cha 1 

Fort +15, Ref +13, Will +8 

Health 84, 2 claws +15 (4d6+6) and stinger +15 (6d6+6), Defense 23 (exoskeleton) 

Living targets hit by a scorpion’s stinger attack must succeed on a difficulty 19 fortitude save 

each turn or suffer 1 point of constitution damage; one successful save ends the effect. 

 

Sandworm 

Vermin 10 

Str 9, Dex 1, Con 9, Int 1, Wis 3, Cha 1 

Fort +19, Ref +11, Will +8 

Health 123, bite +19 (4d6+9), Defense 21 (exoskeleton) 

If a sandworm scores a critical hit with a bite attack, it swallows its victim whole, dealing 3d6 

damage to it per turn.  



 

Treasure 
Use the following rules to generate random treasure after battles with enemies. Whenever you face a 

large and/or mixed group of enemies, only roll in each category once, using the highest level enemy 

as the modifier on the roll and the best enemy for each category. The narrator is always free to 

overrule any of the variables presented below, raising or lowering them to fit the situation. For 

example, a traveling group of monks might have much less wealth than normal people, while a bear 

cave could have a surprising amount of treasure scattered around the corpses of the last group of 

adventurers that wandered into their lair. 

Coins 

Coins come in three varieties: gold, silver, and copper. One gold piece is worth 10 silver, and one silver 

is worth 10 copper. Coins can vary wildly between enemy types and levels; for example, a 3rd level 

pirate might have a lot of coins, while a 10th level dinosaur wouldn’t have any at all. 

Random Coins 

Animals, constructs, elementals, fiends, monsters, and vermin never have coins. For brutes and 

undead, roll 1d10. For people, roll 2d10. For dragons, roll 10d10. Multiply the result by the level 

of the enemy. The enemy has 1 copper for every point, 1 silver for every 5, and one gold for 

every 10, all rounded down. 

Valuables 

Wealth can also come in the form of valuables, from gemstones and bars of precious metals to works 

of art or ancient relics. Each of these should have a value assigned to it and be treated as unique 

when bought or sold. 

Random Valuables 

Animals, constructs, elementals, monsters, and vermin never have valuables. For brutes and 

undead, roll 1d10. For people, roll 2d10. For fiends, roll 3d10. For dragons, roll 5d10. Multiply 

the result by the level of the enemy. The enemy has 1 valuable for every 10 points, rounded 

down. Each valuable is worth 1d10 gold and weighs 1d10 pounds. Whenever you roll a 10 for 

either, add it to the total and keep rolling.  

For example, you could roll two 10s, then a 7 for a valuable’s worth, then just a 1 for its weight, 

resulting in a precious gemstone worth 27 gold and only weighing 1 pound. On the other 

hand, you could roll a 3 for its value, then four 10s and a 5 for its weight, resulting in an ugly 

granite bust of the realm’s least important noble weighing in at 45 pounds but only being 

worth a lousy 3 gold. 

Magic Items 

Magical items, including weapons, armor, and miscellaneous curiosities, never have numerical 

bonuses, but rather provide their users with unique abilities or useful special properties. For example, 



 

a magical sword might return to its owner’s hand whenever he reaches for it. A magical suit of armor 

might allow its wearer to walk on water. A magic wand could allow the user to cast a specific spell 

once per scene.  

Magical weapons are required to harm some types of enemies, and though anyone could pick up and 

use magic items, some of their properties and powers might not function until they are properly 

identified and any activation words or gestures uncovered. For example, a magical sword might 

simply be shiny and lightweight, but when a mage identifies it with a spell, the owner learns that by 

shouting “inflammos” while holding it, the blade bursts into blue flames and ignores fire resistance. 

Random Magic Items 

Animals, elementals, and vermin never have magic items. For brutes, constructs, and monsters, 

roll 1d10. For people and undead, roll 2d10. For dragons and fiends, roll 5d10. Multiply the 

result by the level of the enemy. For every 50 points, rounded down, one magic item is found. 

For each magic item found, roll 1d10. On a 1-3, it’s some sort of single-use consumable, like a 

potion or scroll. On a 4-5, it’s a miscellaneous item, like a ring, amulet, or boots. On a 6-7, it’s a 

suit of armor. On an 8, it’s a shield. On a 9-10, it’s a weapon. 

Artifacts 

An artifact is like a magic item, but usually much more powerful and laden with one or more 

drawbacks. For example, a black skull could allow the user to control undead, but also prevent them 

from benefitting from magical healing. Even rarer are intelligent artifacts, items imbued with their own 

consciousness and objectives. These incredibly powerful but dangerous objects seek to influence or 

even directly control whoever stumbles upon them. No rules are presented on how to design or 

balance artifacts; they should always be unique, iconic, coveted, and dangerous. A good guideline to 

follow is that artifacts should be immensely powerful, but also so mysterious, unpredictable, or 

demanding that players should wonder if they’re worth having at all. 

Random Artifacts 

Animals and vermin never have artifacts. For brutes, constructs, elementals, monsters, people, 

and undead, the chance of finding an artifact is 0.1%. For dragons, it’s 0.2%. For fiends, it’s 

0.5%. Multiply the base chance by the level of the enemy and round down to the nearest 

percent. The result is the percentage chance of finding a single artifact. 
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