Warrior Class

The bulk of the armies, the city watch, and personal bodyguards are from the warrior class. Although they start with only the basic weapons from their tribes, most warriors quickly learn and use new weapons and armor types. 

Warriors are perhaps the best fighters in the game, they are able to specialize in as many weapons as they want and can learn weapon mastery in one such weapon. They will use any armor they can find, but they distrust magic. Warriors believe only in steel and their own skill. As such, warriors will only use magic items that are related to fighting (swords, armor, rings of protection, etc.).

Warriors do not like to use gunpowder weapons of any type and avoid them. As such, they may never learn to use gunpowder weapons.

Armor Allowed: Any, but must start with tribal armor.

Weapons Allowed: Any except gunpowder, but must start with all weapon slots filled with tribal weapons.

Weapons Styles Allowed: Any, may learn specialization (any number) and mastery (only one weapon).

Magic Schools/Spheres: None.

Bonus Skills: None.

Bonus Proficiencies: Heraldry

Warrior Class Experience Table

	Level
	Hit Dice
	Experience
	Att./Round

	1
	1d10
	0
	1

	2
	2d10
	2000
	1

	3
	3d10
	4000
	1

	4
	4d10
	8000
	1

	5
	5d10
	16000
	1

	6
	6d10
	32000
	1

	7
	7d10
	64000
	3/2

	8
	8d10
	125000
	3/2

	9
	9d10
	250000
	3/2

	10
	9d10+3
	500000
	3/2

	11
	9d10+6
	750000
	3/2

	12
	9d10+9
	1000000
	3/2


Grenadier Class


Not all fighters avoid the use of Gunpowder weapons. Grenadiers come from either the Jade Tooth or Bronze Tooth clan. The clan allows them to use the gunpowder weapons in exchange for total loyalty.


Typical fighters consider grenadiers to be a little unhinged. Grenadiers, on the other hand, love the loud explosions; smoke and damage caused by gunpowder weapons and can not understand why more fighters do not use them. They often look for the best armor available, but tend not to have much interest or skill with melee weapons. 


Grenadiers tend to serve on airships and in defended areas were enemies are not likely to be able to get to melee range.

Armor Allowed: Any

Weapons Allowed: Any, including gunpowder.

Weapon Styles Allowed: Single Weapon, Two Weapon, and Two-Handed Weapon Styles. May learn specialization and mastery in any ranged or gunpowder weapon. May only learn expertise in melee weapons.

Magic Schools/Spheres: None.

Bonus Skills: +1 to hit with all ranged weapons. –1 on misfire rolls.

Bonus Proficiencies: Gunpowder Prof.
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Grenadier Class Experience Table

	Level
	Hit Dice
	Experience
	Att./

Round

	1
	1d10
	0
	1

	2
	2d10
	2000
	1

	3
	3d10
	4000
	1

	4
	4d10
	8000
	1

	5
	5d10
	16000
	1

	6
	6d10
	32000
	1

	7
	7d10
	64000
	3/2

	8
	8d10
	125000
	3/2

	9
	8d10+3
	250000
	3/2


Savage Class


After the great war between the humans and the Whispering God, the humanoids gained their freedom. Not all of the humanoids decided to follow the civilized path. Some turned their backs on the knowledge that had been given by the Whispering God and disappeared into the jungles and outlands of Gehenna. Some of these lost tribes survive to this day. 


The savage class is one of the warriors from these wandering tribes. Often they long for more then the endless battle for existence in the harsh climates of the outlands. With what few possessions they can muster, they set out to see the world.


Savages are very good fighters, but have a distrust of “modern” weaponry. They believe that the Whispering god taints steel and all forged metal. They refuse to use any gunpowder weapons. They will only use natural weapons and armor, made from wood, bone, stone, rope and leather. They feel that these things have a sort of spirit within them that can be trusted. 


Savage warriors also have a very strong belief in the tattoos that cover their body. Although many are simply decoration, some actually have magical power. The shaman places these few upon the savage in elaborate ceremonies.


Savages are knowledgeable in the ways of the wilderness and often learn to ride the many giant insects that abound there.

Armor Allowed: Natural only, no metal. Tattoos will work with a shield but not with any other form of armor.

Weapons Allowed: Weapons from the racial savage list only until they reach 5th level. At 5th level (or any time there after) they may learn 1 non-savage weapon. 

Weapon Styles Allowed: Any, may only specialize in one weapon, which must be from the savage list.

Magic Schools/Spheres: None.

Bonus Skills: +2 AC bonus, +2 save versus poison. Tattoos.

Bonus Proficiencies: Survival, Tracking, and Hunting Proficiencies.

Savage Class Experience Table

	Level
	Hit Dice
	Experience
	Att./Round

	1
	1d12
	0
	1

	2
	2d12
	2000
	1

	3
	3d12
	4000
	1

	4
	4d12
	8000
	1

	5
	5d12
	16000
	1

	6
	6d12
	32000
	1

	7
	7d12
	64000
	3/2

	8
	8d12
	125000
	3/2

	9
	9d12
	250000
	3/2

	10
	10d12
	500000
	3/2

	11
	11d12
	750000
	3/2

	12
	12d12
	1000000
	3/2


Templar Class


The templar are somewhat unique in humanoid society. During the Troll Wars, they were the enemy. In the final days, a group of Brotherhood members dedicated to slime, changed the outlook of Moradin. A truce was declared between the humanoids and his followers.


No one really chooses to be a Templar, at least not in the same way they choose to be a warrior or a farmer. Templars are born from the near death of a humanoid. IN humanoid society, there is little mercy. When you are weak from disease, you are often thrown out of society and left to die in the wilderness. The same can be said for those who are weak or lame.


Moradin watches this carefully. On occasion he sees a humanoid that has strong resolve to live, a strong constitution, and an even stronger hatred, or thirst for revenge. To these individuals he presents a choice for salvation, of a sort. The humanoid can die, or become a follower of Moradin. 


Followers of Moradin are called many things,  Plague Priests, Slime Lords, Destroyers, Mushroom Knights, but only Templars to their face. There job is to remind everyone that the they are doomed and in the end all things will pass. For humans, elves, dwarves and the followers of the Whispering God, they do their best to speed up the process.


Templar are an odd combination of spell casting and warrior class. Having ability in both, but excelling in neither. 

Armor Allowed: Any

Weapons Allowed: Tribal to start, then any.

Weapons Styles Allowed: Single weapon style, Two handed style, Weapon and shield style, and expertise.

Magic Schools/Spheres: Decay only.

Bonus Skills: None.

Bonus Proficiencies: None.
	Level
	Experience
	HD
	Att/

R
	Mana
	Max

Sp.Lvl
	Special

	1
	0
	1d8
	1
	1
	1
	A

	2
	2500
	2d8
	1
	2
	1
	

	3
	5000
	3d8
	1
	3
	1
	B

	4
	10000
	4d8
	1
	4
	1
	

	5
	20000
	5d8
	1
	8
	1
	C

	6
	40000
	6d8
	1
	12
	2
	

	7
	80000
	7d8
	3/2
	18
	2
	D

	8
	160000
	8d8
	3/2
	26
	3
	

	9
	320000
	9d8
	3/2
	36
	3
	E

	10
	640000
	9d8+3
	3/2
	48
	4
	


Special Abilities:
A: At 1st level the Templar gains a natural affinity to creatures that are associated with disease and decay. He can attempt to call upon these creatures once per week for help. The Templar must roll a d4 and get equal too or under his level for the summoning to take place. This also takes 1 round if successful or not. The Templar will then attract ¼ HD of creature per level. The creatures that can be summoned are: rats, bats, flies, crows, worm swarms, and bug swarms. The creatures will do what ever the Templar says for 1 turn/level of the Templar.

B: At 3rd level the Templar becomes a plague bearer. Diseases of all types (even magical) no longer effect him. In addition, by expendidng 1 mana point (permanently) he may carry a disease he has been exposed too. He can then infect people by touch (as a touch attack spell) by expending 1 mana point (not permamnent). This may be combined with a natural bite attack.
C: The character’s association with Moradin has left him scarred and poxed. He becomes covered in boils, lesions, and fungal growth. The character gains one point a constitution, but is easily identified as a Templar and looses 4 points of charisma.

D: By expending 2 points of mana, the Templar can create a disease cloud around himself with one of his carried diseases. Templar, golems, undead, and creatures naturally immune to disease are not effected by this could. Anyone else that enters the cloud must save vs disease each round or become infected. The cloud lasts for 5 rounds.

E: The Templar has been gifted by Moradin with the ability to use the Plague Finger. The Templar can Auto-inflict a disease of his choice on any target within sight. He does so by pointing his finger and declaring the Doom of Moradin on his target. This takes 1 round. The disease takes effect with maximum effect. The Templar must then wait to use the Plague finger until he can draw upon the power of a plague moon to recharge it.
Scavenger Class


Some people are born with money, other people take it. Scavengers must live on what ever they can beg, scavenger, borrow or steal. They can be useful in scouting roles, as spies, or as finders of “missing” objects.


Scavengers tend to use small weapons and light armor. They feel it is better to run away and fight another day then to die gloriously in battle like a warrior. 

All scavengers have certain abilities that they have learned living on the streets. These are: pick pockets, open locks, find/remove traps, move silently, hide in shadows, detect noise, and climb walls. In addition, scavengers may learn either read language or escape bonds. All of these abilities start at a set level and are then modified for racial and dexterity bonuses/penalties. Then the character may add 60% points as he wishes, but no more then 15% points to any one skill. There after, each time the scavenger makes a level he may add another 30% points (again, no more then 15% points going to any one skill).

The final skill that scavengers know is how to back-stab. In order to back-stab a target, the scavenger must pass both of his hide in shadows and move silently tests. Then he gets to attack (from behind the target obviously) with a +4 to hit bonus. The thief’s weapon will do greater damage then normal based upon his level.

Armor Allowed: Maximum of studded leather, no shield.

Weapons Allowed: All weapons that do not require two hands to use and missile weapons (non-gunpowder). Must start with tribal weapons.

Weapons Styles Allowed: Two Weapon Style, Single Weapon Style.

Magic Schools/Spheres: None.

Bonus Skills: None.

Bonus Proficiencies: Looting.

Scavenger Class Experience Table

	Level
	Hit Dice
	Experience
	Skill Bonus
	Back

Stab

	1
	1d6
	0
	60
	2x

	2
	2d6
	1250
	30
	2x

	3
	3d6
	2500
	30
	2x

	4
	4d6
	5000
	30
	2x

	5
	5d6
	10000
	30
	3x

	6
	6d6
	20000
	30
	3x

	7
	7d6
	40000
	30
	3x

	8
	8d6
	70000
	30
	3x

	9
	9d6
	110000
	30
	4x

	10
	10d6
	160000
	30
	4x

	11
	10d6+2
	220000
	30
	4x

	12
	10d6+4
	440000
	30
	4x
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	Race

/Dex
	Pick Pockets
	Open

Locks
	F/R

Traps
	Move

Silently
	Hide in Shadow
	Detect

Noise
	Climb Wall
	Read Language
	Esc.

Bond

	Bugbear
	-5
	-5
	-
	+10
	+10
	+5
	-5
	-5
	-

	Bullywug
	-
	-5
	-
	-
	+5
	-
	-
	-5
	-

	Gnoll
	+5
	-5
	-
	-
	+5
	+5
	-
	-10
	-

	Goblin
	-5
	-
	+10
	+5
	+5
	-
	-10
	-10
	+5

	Hobgoblin
	-
	+5
	+5
	-
	-
	-
	-
	-10
	-

	Kobold
	+5
	-
	-
	+5
	+10
	+10
	-15
	-10
	+5

	Lizardman
	-5
	-5
	-
	+5
	+5
	+5
	-5
	-5
	-

	Ogre
	Are
	you
	serious
	???
	-
	-
	-
	-
	-

	Orc
	-5
	-
	-
	-
	+5
	+5
	+5
	-10
	-

	Dex
	
	
	
	
	
	
	
	
	

	9
	-15
	-10
	-10
	-20
	-10
	-
	-10
	-
	-15

	10
	-10
	-5
	-10
	-15
	-5
	-
	-10
	-
	-10

	11
	-5
	-
	-5
	-10
	-
	-
	-5
	-
	-5

	12
	-
	-
	-
	-5
	-
	-
	-
	-
	-

	13-15
	-
	-
	-
	-
	-
	-
	-
	-
	-

	16
	-
	+5
	-
	-
	-
	-
	-
	-
	-

	17
	+5
	+10
	-
	+5
	+5
	-
	-
	-
	+5

	18
	+10
	+15
	+5
	+10
	+10
	-
	+5
	-
	+10

	19
	+15
	+20
	+10
	+15
	+15
	-
	+10
	-
	+15

	Scavenger
	15
	10
	5
	10
	5
	15
	60
	0
	10

	Shadow
	5
	0
	-5
	0
	-5
	15
	50
	-10
	0


All skills must be at least 0% by 3rd level.

Shadow Class


Shadows are the assassins of the humanoid world. They are trained in the same skills as scavengers but focus more heavily on combat and the back stab. 


Shadows do the dirty work of those who have money. They use stealth, poison and a killing blow to eliminate enemies as quickly as possible. Although they are more then a match for a wizard or scavenger, they cannot hold up long against the likes of a warrior.


The shadows main ability is his deathblow. This takes place whenever the shadow successfully backstabs a living humanoid/human/demi-human. If the victim is equal to or lesser in level then the shadow, they must save vs. Death or die on the spot (reduced to 0 hp instantly). If they make their save then they take normal back stab damage (which may kill them anyway).


Shadows are better trained at weapons then scavengers but less trained in the arts of theft. As such they start with the ability to learn expertise in daggers, blowguns, and one weapon of their choice.

Shadows also learn thief abilities but suffer a penalty (as reflected on the chart).  Shadows are given 50% points at first level to divide among their starting skills and 25% points per level there after. They must also choose between read languages and escape bonds.

Armor Allowed: Maximum of studded leather and shield.

Weapons Allowed: As scavenger class.

Weapon Styles Allowed: Single Weapon Style, Two Weapon Style, expertise in one weapon of choice, dagger, and blowgun.

Magic Schools/Spheres: None.

Bonus Skills: None.

Bonus Proficiencies: None.

Shadow Class Experience Table

	Level
	Hit

Dice
	Experience
	Skill Bonus
	Back

Stab

	1
	1d6
	0
	50
	2x

	2
	2d6
	1500
	25
	2x

	3
	3d6
	3000
	25
	2x

	4
	4d6
	6000
	25
	2x

	5
	5d6
	12000
	25
	3x

	6
	6d6
	24000
	25
	3x

	7
	7d6
	48000
	25
	3x

	8
	8d6
	100000
	25
	3x

	9
	9d6
	200000
	25
	4x

	10
	10d6
	300000
	25
	4x

	11
	10d6+2
	500000
	25
	4x

	12
	10d6+4
	700000
	25
	4x


Shaman Class

After the great war, many tribes turned their backs on the continuous infighting among gods. They returned to the land and to the spirits that they found hidden there. Shamans draw upon these spirits for guidance, protection, and power. Much like the gods, these spirits often want something in return.

The reason that shaman leave the tribes and begin wandering the land are many fold. Perhaps they are on a mission; perhaps they failed their tribe in some important way. The forces that drive a shaman are almost as mysterious as the spirits that he commands.

A shaman has access to limited spheres of magic and begins play with one spirit of choice already linked to him. Being linked with nature, shaman will only use natural armor. They are not as afraid of metal weapons as savages are and will use them if they can get them.

Armor Allowed: Natural only, may use a shield.

Weapons Allowable: Savage tribal to start. May learn tribal there after if wished. May use metal weapons after 1st level.

Weapon Styles Allowed: Single Weapon Style, Two-Handed Weapon Style, Weapon and Shield Style. 

Magic Schools/Spheres: Shaman may choose 5 spheres of influence to cast from. The 5 spheres must be chosen in accordance to the origin of the shaman.  The must choose from the clerical spheres of All, Animal, Plant, Healing, Protection, Minor Divination, Minor Air, Minor Earth, Minor Water, Minor Fire, and Buffs.

Bonus Skills: May learn Herbalism and Healing Proficiencies for only 1 nwp slot each. Can create level 1 potions of: Cure Poison, resist Heat/Cold, Healing, and Cure Disease.

Bonus Proficiencies: Survival, Magic Tattoos, Tracking and Hunting Proficiencies.

Shaman Class Experience Table

	Level
	Hit Dice
	Experience

	1
	1d8
	0

	2
	2d8
	1500

	3
	3d8
	3000

	4
	4d8
	6000

	5
	5d8
	13000

	6
	6d8
	27500

	7
	7d8
	55000

	8
	8d8
	110000

	9
	9d8
	225000


Shaman Spells/Spirits

	Level
	Mana Pool
	Max Spell Level
	Minor
	Spirits

Major
	Greater

	1
	4
	1
	1
	-
	-

	2
	8
	1
	1
	-
	-

	3
	14
	2
	2
	-
	-

	4
	24
	2
	2
	-
	-

	5
	40
	2
	2
	1
	-

	6
	50
	3
	3
	1
	-

	7
	65
	3
	3
	2
	-

	8
	90
	4
	4
	2
	-

	9
	100
	4
	4
	2
	1


WitchDoctor Class


Witchdoctors gain power both from a deity and from their own research. They are able to cast spells from both the clerical spheres and a limited selection from the mage schools. 


In Gehenna, the witchdoctors head the Jade Tooth Clan. They maintain the temples and the Library. Their research also allows Witchdoctors to brew a number of potions. Few who are very wise ever cross a witchdoctor for, despite their differences, they are all brothers of faith.

Jade Tooth has a tenuous alliance with the Bronze Tooth clan; this has allowed them the use of gunpowder weapons.


In game terms, witchdoctor cast spells just as shamans and oracles with one exception. In the morning they may choose to memorize (in place of a clerical spell of equivalent level) mage spells from the school they have chosen.

Armored Allowed: Natural armor and shield.

Weapons Allowed: Must start with tribal weapons. May learn tribal, gunpowder and those available to wizards.

Weapon Styles Allowed: May learn expertise in gunpowder weapons and Single Weapon Style, Weapon and Shield Style.

Magic Schools/Spheres: The witchdoctor must choose 3 clerical sphere of choice (from the shaman list). In addition they get the spheres of Debuff and Witchdoctor Healing. They may also learn spells of one chosen Wizard school of magic. Start play with 1d3 wizard spells.

Bonus Skills: May learn Herbalism and Healing Proficiencies for only 1 nwp slot. Can create level 1 potions of: Cure Poison, resist Heat/Cold, Healing, and Cure Disease.

Bonus Proficiencies: Alchemy. Can produce potions. You must research potions as you would a spell. Your chance to make a potion (after you have learned the formula) is equal to your % to learn new spells + (2%/level) – (1%/GP material needed). The maximum number of potions you can learn is equal to your Maximum number of spells knowable/level + number of non-weapon prof. from intelligence (i.e. Int=15 max potions known = 11 + 2). You start play with the formula for one potion.

WitchDoctor Experience Table

	Level
	Hit Dice
	Experience
	Mana

Pool
	Max.

Spell

Level

	1
	1d6
	0
	4
	1

	2
	2d6
	2000
	8
	1

	3
	3d6
	4000
	15
	2

	4
	4d6
	7500
	25
	2

	5
	5d6
	15000
	40
	3

	6
	6d6
	30000
	55
	3

	7
	7d6
	60000
	70
	4

	8
	8d6
	120000
	95
	4

	9
	9d6
	240000
	120
	5


Oracle Class


Oracles are the fortunetellers and seers of the humanoid world. Important decisions are made after consulting them. The gods send them cryptic messages of what they should do. Unfortunately, they are often as mystified by their dreams as everyone is.


Although many choose to stay within their tribes, or sequestered far away in shrines, some few oracles venture forth for on great quests for the Lady of Secrets. They look for knowledge, secrets, and hints to what will happen. Their only true loyalty belongs to the future.


Oracles believe that words have power. In this belief they have created a system of magic runes that aid them in their work. These runes may be carved on many things to help the oracle accomplish his goals.


With the ability to wear any armor and use a decent selection of weapons, oracles can be seen in the forefront of many armies. The presence of these fate seekers can dishearten even the most stalwart foes. 

Armor Allowed: Any armor, start with tribal.

Weapons Allowed: Tribal weapons and those usable by clerics.

Weapon Styles Allowed: Single Weapon, Two-Handed, and Weapon-and-Shield Style.

Magic Schools/Spheres: Oracles may cast spells from the cleric spheres of:  Charm, Glyphs, Healing, Oracle Divination, Protection, and Sun.

Bonus Skills: Once per month the Oracle may ask for guidance from the Lady of Secrets, the answer will come in a cryptic dream. Oracles can carve runes. Read/Write native language.

Bonus Proficiencies: Fortune Telling, Acting.

Oracle Class Experience Table

	Level
	Hit Dice
	Experience
	Mana

Pool
	Max

Spell

Level

	1
	1d8
	0
	4
	1

	2
	2d8
	1500
	8
	1

	3
	3d8
	3000
	15
	2

	4
	4d8
	6000
	25
	2

	5
	5d8
	13000
	40
	3

	6
	6d8
	27500
	55
	3

	7
	7d8
	55000
	70
	4

	8
	8d8
	110000
	95
	4

	9
	9d8
	225000
	120
	5


Mage Class


Although the various priest classes form the bulk of the spell casters, there are a few humanoids that turn to other forms of power for their spells. These mages often can cast devastating spells that are unknown to all except witchdoctors. 


Mages owe no allegiance to any except the great library. Here they exchange knowledge, spells, and any interesting information that might further their own strength. Only through research and memorization may they learn the spells they need to survive.


Weak physically, mages prefer to stand away from battle and let their pets or hirelings do battle for them. They have no problem with using gun powder weapons to exploit other humanoids’ natural fear of the unknown.

Armor Allowed: None.

Weapons Allowed: Tribal, gunpowder, those usable by wizards.

Weapon Styles Allowed: Single Weapon Style.

Magic Schools/Spheres: May cast from all wizard schools. Start play with 1d4+1 spells.

Bonus Skills: Detect Magic at will, Read Magic at will (both require 1 turn of concentration). Binding (the ability to bind creatures, constructs, and elementals to their service).

Bonus Proficiencies: Read/Write.

Mage Class Experience Table

	Level
	Hit

Dice
	Experience
	Mana Pool
	Max

Spell

Level
	Bound

Creatures

	1
	1d4
	0
	4
	1
	0

	2
	2d4
	2500
	8
	1
	1

	3
	3d4
	5000
	15
	2
	1

	4
	4d4
	10000
	25
	2
	1

	5
	5d4
	20000
	40
	3
	2

	6
	6d4
	40000
	55
	3
	2

	7
	7d4
	60000
	70
	4
	2

	8
	8d4
	120000
	95
	4
	2

	9
	9d4
	240000
	120
	5
	3


Brotherhood of Scales


The god of the Lizardmen and Bullywug no longer answers their call. As such, some of the lizardmen have looked else ware to spend their devotion and faith. The Quasi-Elemental Lords were more then willing to help out. 


The Brotherhood of Scales is a unique group of lizardmen who practice unarmed combat and devotion to a quasi-element. They refuse to use any weapons or armor. They believe that the Wispering God could taint everything, except the quasi-elements and themselves.


Through long devotion and rigorous training, they learn secret skills and element linked abilities.

Armor Allowed: None.

Weapons Allowed: None.

Weapon Styles Allowed: Specialized in Hand to Hand, gain +1 to hit, +2 damage with claw and bite attacks.

Magic Schools/Spheres: Special.

Bonus Skills: 1) Heal 1d4hp + 1hp/level, once per day on self. 3) Dodge thrown weapons on a successful save versus petrification. 5) Elemental Armor. 7) Elemental Attack. 9) Elemental Spells.

Bonus Proficiencies: None
Brotherhood Class Experience Table

	Level
	Experience
	HD
	Claw

Att
	Bite

Att
	Claw

Dam
	Bite

Dame

	1
	0
	2d4
	2
	1
	1d2
	1d6

	2
	2000
	3d4
	2
	1
	1d2
	1d6

	3
	4000
	4d4
	3
	1
	1d2
	1d6

	4
	8000
	5d4
	3
	1
	1d2
	1d6

	5
	16000
	6d4
	3
	1
	1d3
	1d6

	6
	32000
	7d4
	3
	2
	1d3
	1d6

	7
	64000
	8d4
	3
	2
	1d3
	1d8

	8
	125000
	9d4
	3
	2
	1d3
	1d8

	9
	250000
	10d4
	4
	2
	1d4
	1d8


Racial Modifiers

	Race
	STR
	DEX
	CON
	INT
	WIS
	CHR
	SIZE
	Bonus

	BugBear
	18*
	17
	18
	15
	15
	16
	L
	+1 Str/Con, -1 Int/Wis

	BullyWug
	17
	18
	17
	17
	14
	16
	M
	-1 Wis

	Gnoll
	18*
	18
	18
	14
	13
	15
	L
	+1 Str, -2 Wis

	Goblin
	15
	19
	17
	17
	17
	16
	S
	-1 Str, +1 Dex

	Hobgoblin
	18
	18
	18
	17
	16
	16
	M
	

	Lizardman
	18
	18
	18
	17
	14
	16
	M
	-1 Wis

	Kobold
	12
	18
	16
	18
	16
	16
	S
	-1 Str

	Ogre
	20
	12
	20
	11
	9
	12
	L
	+2 Str/Con, -1 all others

	Orc
	18
	18
	20
	16
	16
	16
	M
	+2 Con


* A Bugbear or Gnoll who rolls exceptional strength may roll twice and take the best result.

Level Limits

	Race
	Warrior
	Savage
	Gren.
	Scav.
	Shadow
	Shaman
	Witch

Doctor
	Oracle
	Mage
	Broth

Hood

	Bugbear
	12
	-
	9
	-
	-
	8
	-
	-
	-
	-

	Bullywug
	10
	9
	9
	9
	9
	-
	-
	-
	9
	-

	Goblin
	10
	5
	-
	12
	10
	9
	9
	7
	-
	-

	Gnoll
	11
	-
	9
	-
	-
	5
	-
	-
	-
	-

	Hobgoblin
	12
	-
	9
	-
	10
	7
	7
	7
	7
	-

	Kobold
	8
	-
	-
	10
	12
	9
	-
	-
	-
	-

	Lizardman
	12
	10
	9
	9
	9
	-
	-
	-
	-
	9

	Ogre
	12
	-
	5
	-
	-
	3
	-
	-
	-
	-

	Orc
	12
	12
	9
	9
	11
	9
	7
	7
	5
	-

	Prime Req.
	Str
	Con
	Dex
	Dex
	Str,Dex
	Wis
	Wis
	Wis
	Int
	-


Multi Class Limits and Restrictions

· All races may be multi-classed, but only with a maximum of two classes. To multi-class you must have a score of 15 in each prime requisite. Experience is divided equally between the two classes even after one has “maxed out”.

· Multi-classed fighters must abide by it’s other half’s armor limits and may learn weapon expertise, not specialization or mastery.

· Shaman, Witchdoctor, and Oracle are of the same type of class. You may not have a Shaman/Oracle, Oracle/Witchdoctor, etc. Likewise, So are Warrior, Savage, and Grenadier. Shadow and Scavenger are also considered the same class. Mage and Witchdoctor are also considered to be of the same class.

· The Brotherhood may NOT multiclass.
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Race Background, Abilities, and Tribal Weapon Lists

BugBears: Bugbears are large shambling humanoids standing well over 7 feet. They are covered from head to toe in coarse fur of various dark colors. Despite their size, they are surprisingly quiet. 


Before the Great War, Bugbears performed the job of personal bodyguard or slave masters. When the humans and elves revolted, they paid the Bugbears back for years of cruelty by decimating their numbers. Bugbears now refuse to have anything to do with slaves, relying solely on Protection work for employment. 

Special Abilities: AC:10, +3 hp at first level, infravision 60’, stealth that gives opponents a –3 to their surprise rolls.

Tribal Weapons: Throwing (footman’s) mace, goblin stick, hand axe, morning start, great club, spear, warhammer.

Bullywug: Bullywug are toad like humanoids that appeared just after the Great War. They believe that their god is “sleeping”. They have no priesthood although the mages act as tribal leaders. They are allied with the lizardmen and depend on each other for protection.

Special Abilities: AC:6, chameleon ability (75% undetectable in natural surroundings if not moving), hop attack (30’ fwd, 15’ high, impaling weapons do twice normal damage),

Swimming Proficiency.

Tribal Weapons: club, dagger, short sword, spear, trident, and short bow.

Savage Weapons: spear, club, axe, dagger, blowgun.

Gnoll: Gnolls are large canine like humanoids. They run in packs even within the city. The entire pack will be lead by an “alpha”. He decides everything that the tribe does, including who lives and who dies. Alphas lead by strength alone.

Special Abilities: AC:10, +2 hp at first level, acute sense of smell (track at 70% by smell).

Tribal Weapons: battle axe, long composite bow, morning star, two-handed sword, any pole arms.

Goblins: During the Great War, humans and elves slaughtered goblins in a greater number then any other race. This was due to their use by the larger races as cannon fodder. Goblins only survived by learning to work together and adopting a pack mentality. The last thing a humanoid often sees after abusing one goblin is a dozen or two more surrounding him…

Tribal Weapons: hand axe, military pick, morning star, sling, short sword, spear, dagger, blowgun, and goblin fork.

Savage Weapons: spear, dagger, axe, blowgun.

Hobgoblins: Hobgoblins are intensely militaristic. They believe in order, regimentation, and every hobgoblin doing his duty. They form the bulk of the organized armies.

Special Abilities: AC:10, infravision 60’, detect new/unusual construction underground 40%, -1 to hit penalty in bright light.

Tribal Weapons: long composite bow, morning star, scimitar, spear, whip, any pole arm.

Kobolds: Kobolds are tiny doglike humanoids. They resemble a cross between a malicious brownie and a puppy.


Due to their small size they try to avoid the larger races, but can not survive far from them. They tend to be parasitic on a community and are looked upon as a necessary evil due to their skill with traps and ambushes.

Special Abilities: AC:10, A kobold will not be attacked until last, unless it shows unusual powers. Infravision 60’. Ambush Proficiency.

Tribal Weapons:  club, hand axe, dagger, javelin, short sword, spear, pellet bow.

Lizardmen: Lizardmen appeared at the same time as the bullywug. They are large, reptilian, covered with scales and claws. They also believe that their god is “sleeping” and have begun to look for other forms of power to follow. The Brotherhood often takes an active leadership role in the tribal councils.

Special Abilities: AC:5, Lizardmen have natural attack of claw, claw, bite (1d2,1d2,1d6) that they may not specialize or improve in (except for the Brotherhood), Swimming Proficiency.

Tribal Weapons: battle axe, great club, war club, barbed dart, javelin.

Savage weapons: None.

Ogre: Ogres are massive humanoids with strength and endurance far above others. Their intelligence and wisdom, however, tend to be far below average. Of all humanoids, ogres live a carefree life. They are powerful to begin with and gold holds little interest. The only thing that an ogre cares about is food and the next fight.

Special Abilities: AC:5, +4 hp at first level.

Tribal Weapons: any club, goblin stick, halberd, spear, two-handed sword (one handed), voulge.

Orc: Orcs have a very great stubborn streak, they seem to refuse to die out. All orcs are individualistic. They believe that you must be strong to survive and only the strong should survive. 

     Orcs still have a highly warlike society. All young are trained to fight as soon as they can. They are expected to survive hardships without a word and to succeed when everyone else thinks its impossible. Orcs meet once per year in a giant “moot”. All tribes, even savage tribes, attend. Here they discuss omens, business, and who will lead in the next year.

 Special Abilities: AC10, infravision 60’.

Tribal Weapons: battle axe, all crossbows, flail, hand axe, spear, any non-composite bow, any pole arm, any sword.

Savage Weapons: Battle axe, dagger, axe, any club, spear, short bow.

Humanoid Magic

Witchdoctor Alchemy


Witchdoctors and (to a lesser extent) Shaman are capable of making potions. Both start out with the ability to make “level one” potions from local herbs and plants. The Witchdoctor can advance his knowledge of alchemy far beyond this simple start. A witchdoctor is capable of learning how to make any potion that he can find, as well as researching new ones in a way similar to spell research. He also learns how to identify unknown potions.


In time the Witchdoctor will also be able to learn how to make simple acids, poisons, and even incendiaries. 


Level one potions are extremely simple. They can be made almost any ware and require nothing more then a pot. If there is some way to properly store them (a sealed flask) they will last up to one month per level of the creator. The only ingredients needed to make the potions are local herbs and plants that can be found on a successful herbalism check.


Higher potions, poisons, acids, and incendiaries must be made in a laboratory with rare items (as required by the DM). The laboratory need only be a small room with 1000gp worth of equipment. To maintain a working laboratory requires about 10gp per month. If this is not paid, then the DM will impose penalties and restrictions on making items.


Witchdoctor item production is regulated by the following formulas:

Potion Research

Cost = 1d10x100gp

Chance to learn = % chance to learn new

     spell.

Time = 1 week per 100gp spent

To Make Potions

% chance to learn new spell + 2%/Lvl – 1%/100gp required to make potion.

To Make Acid/Incendiary

% chance to learn new spell +3%/Lvl

1st Level Potions

It requires one turn, a pot, herbs, and a fire to make level one potions.

Cure Poison: Limit of 1 potion per case of poisoning. Allows the victim another save versus poison.

Cure Disease: Limit of 1 potion per day. Allows the victim another resistance roll versus the disease.

Healing:  Limit of one potion per person per day. Heals 1d4+1 hp of damage.

Resist Heat/Cold: Limit of one potion per use (i.e. you can not have more then one of these potions active on you at a time). Protects the user from the first 2d4+2 hp of damage caused by heat/cold. Lasts for 1 hour.

Acid: Used as a grenade style weapon. An acid will do 2d4 hp of damage on the first turn. It will then do an additional 1d4 hp per round for a number of rounds equal to it’s creators level/2. Anyone within 5’ of the impact may also be splashed by some of the acid (save vs Paralysis to avoid). Anyone splashed will take 1hp/round for a number of rounds equal to creator’s level/2.

Incendiary (fireworks): Witchdoctors have some alternative uses for gunpowder. They can use it to make smoke bombs, small explosives, and a variety of other items. The following table shows possibilities and costs.


It is also possible for effects to be combined. For example and explosive that also creates a cloud. In any combination, take the worse chance of creation and subtract 10%.

Incendiary Table

	Type
	Effect
	% chance to make
	Cost

	Flash
	10’r save vs spells or be blinded.
	50%+10%/lvl
	1gp

	Smoke
	Cloud that obscures sight in a 20’radius
	50%+10%/lvl
	4gp

	Sparks
	Covers area in sparks for 1r. Sparks do 1d4+1hp damage.
	50%+5%/lvl
	3gp/round

	Explosive
	5’R takes 2d6 damage.
	50%+5%/lvl
	5gp

	Add Range
	Add 5’range
	-1% per addition
	+1sp/effect


Poison Table

	Roll
	Ingested
	Injected
	Contact

	0-25
	FF
	FF
	FF

	26-35
	F
	FF
	FF

	36-45
	F
	F
	FF

	46-55
	F
	F
	F

	56-65
	A
	F
	F

	66-75
	B
	A
	F

	76-85
	C
	A
	A

	86-95
	D
	B
	A

	96-100
	E
	C
	B

	101+
	F
	D
	C


FF – failed attempt, Wd poisoned.

F – failed attempt.

A (1d4 for 1d4R), B (1d6 for 1d4R), C (1d6 for 1d6R), D (1d6 for 1d6R/ 2d4), E (Save or die), F  (save or die/1d6 for 1d4R). (Successful save negates all except D+F)

WD gets +2% to roll per level.

Mage Binding


Mages have the ability to bind non-and semi intelligent creatures, constructs, and elementals to their service. These creatures will serve the mage as he wishes. They act as pet, guardian, servant, and pack animal.


In order to bind a creature, the mage must construct a special statue. The statue must be of fine craftsmanship and worth in gold equal to the creature’s experience point worth.


If the creature is simply a non or semi intelligent animal (of up to ½ the mage’s level), then the mage must seek it out and attempt to bind it. Binding will take 1 round per HD of the creature during which the creature and mage can not be disturbed. Both the creature and the mage will be unable to move, locked in a contest of wills. At the end of this contest, the creature makes an unmodified save versus spells. If he passes, he has resisted the mage and can not be bound. If he fails his save, then the mage has bound him fast. He will obey the mage to the best of his abilities until he dies.


If a mage has the ability to make a construct, then he may bind it to his will. He must make the article as normal during the construction. The construct will automatically be bound at the end of the process.


A mage may also bind an elemental to his will (only the quasi elementals of Gehenna). This is far more dangerous then the other possible choices but with greater rewards. The mage must assemble “true element” of the appropriate type in an amount of 1oz per HD of Elemental. He must then summon the elemental (or have someone else summon it) from the “true element”. The mage must then engage the elemental in a test of wills without being disturbed, however, the elemental is not forced to concentrate like the mage and may move and attack as normal. It will do its best to kill the mage.


All of the creature types that can be bound have requirements, advantages and disadvantages.  

A mage may only bind a creature that has equal or fewer HD then the mage has levels.

A mage may only have a few creatures bound to him at a time. This number is displayed on the Mage Experience Table.

The loss of a creature will cause the mage to be stunned for a number of rounds equal to the creature’s HD.

The loss of a construct does nothing to the mage (but he is out a lot of gold).

The loss of an elemental does 1 hp/HD of the elemental to the mage. The elemental may then be resummoned and automatically bound. The mage need only cast the summoning spell.

The statue, which is created for the binding, is destroyed in the final act of binding, if successful or not.
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Oracle Rune Carving


Oracles are great believers in secrets and powers that can not be readily seen. Part of this power can be harnessed through the use of special symbols they call runes.


An Oracle begins play with the knowledge of two runes. Oracles may learn to carve a number of runes equal to their wisdom score. Each rune must be researched. The research entails the oracle going into solitude for a week. During this time he will burn sacred herbs and give sacrifices to The Lady of Secrets. The symbols will appear in his mind at the end of the week. He must then make a learn spell check based upon his intelligence. If he succeeds he has learned the new rune, if he fails he may try again.


It takes 20 minutes to carve each rune. Each rune lasts for 12 hours unless otherwise stated. An Oracle may not carve more then double his level in runes in a day.

Rune of Deflection: This rune is carved upon leather gloves. The user of these gloves may then attempt to catch objects that are thrown at him. He must make a successful save versus petrification. If he is successful then he catches the item and takes no damage. If he fails his save, then he is automatically hit by the object.

Rune of Healing: This spell is carved into a living tree. The recipient of the spell heals 1d6+1 hp. The tree takes a like amount of damage.

Rune of Strength: This rune is carved onto a stake that is driven into the ground. The target will gain 1d3 strength points for 1d4 hours.

Rune of Protection: This rune must be carved upon the recipient’s shield. It will last until he is knocked down. As long as the humanoid uses the shield he gains a +1 to all saving throws.

Rune of Luck: This rune is carved upon something the character is carrying. It grants a +1 to any one type of die (d4, d8 etc.). Only one rune per character per day. This rune lasts 12 hours.

Rune of Iron-Can’t-Bite: This rune is painted upon the target who then gains immunity from iron weapons for the duration of one battle. A non-iron weapon will be required to hit the character.

Rune of Disease: This rune is carved upon the bed of the character and will cure/cause disease. It lasts for one try.

Rune of Blindness: This rune is carved upon a blunt weapon. The first creature to be hit by the weapon must save vs spells or become blind. Blindness lasts until cured by spell. The rune is only good for one hit.

Rune of Poison: To cure poison it must be carved upon the character. To cause poison it is carved on the side of a cup or a weapon. It lasts for only one attempt.

Elemental Runes: Elemental runes link the object being carved with one quasi element of choice. If it is carved upon armor, the armor will reduce damage from that elemental type by 1 hp/die. If it is carved into a weapon, the weapon will do +1 hp of damage from that type of element.
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Shaman Spirit Binding


A shaman begins play with one minor spirit bound to him. It is assumed that he has performed the proper rites to summon and bind it. Performing the ceremony to summon and bind a spirit requires a week of solitude and fasting. There after the shaman may call upon the spirit by chanting and performing a ceremonial dance for at least 1 turn. The base chance for success is 10% per level, plus 10% per additional turn of dancing, minus 10% for each previous attempt at summoning that day. The maximum chance is 90%. He may then command the spirit to one task.

Spirits of the Dead: Spirits of the dead are often great warriors or relatives from the past. They know many things and are very knowledgeable about what happened during their lifetime. Minor spirits can invoke the following abilities: Augury, Feign Death, Prayer, or Speak with Dead. Major spirits can (in addition to the above): Divination, Commune, or Find Path. Greater Spirits can (in addition to the above) cast Raise Dead and Forbiddance. They may also take on a physical form with the stats of a ghost during a full moon.

Animal Spirits: Minor spirits can cast Animal Friendship, Speak with Animals, Animal Summoning I, and allow the shaman to see/hear through the eyes of that animal type up to a mile away. Major spirits can (in addition to the above) cast: Animal Summoning II, grant the speed and movement ability of the animal, or shape change the shaman into the shape of the animal. Greater spirits can do all of the above and: Animal Summoning III, Heal, and become tangible Similar to Mordenkainen’s Faithful Hound.

Nature Spirits: All nature spirits can perform the same tasks, but the greater the spirit, the larger the area it can do it in. (i.e. a minor stream spirit, a major spirit of a lake, a greater ocean spirit).

Land Spirits: Entangle, Pass without Trace, Dust Devil, Trip, Meld into Stone, Snare, Speak with Plants, Commune with Nature, Stone Tell, LiveOak, Wall of Thorns, Animate Rock, and Change Staff. 

Air Spirits: Obscurement, Call Lightning, Gust of Wind, Wind Wall, Commune with Nature, Air Walk, Control Winds, Weather Summoning, Control Weather, Uncontrolled Weather, and Wind Walk.

Water Spirits: Wall of Fog, Fog Cloud, Water Breathing, Water Walk, Lower Water, Solid Fog, Reflecting Pool, Commune with Nature, Part Water.

Often the spirits will also have requests or even quests for the shaman to perform. It is in his best interest to keep the spirits happy by performing these acts. He is also expected to help the area, or animal as best he can. Destruction of areas and creatures could result in the spirit not answering or even turning upon the shaman!

Common Animal Spirits:

Bat, Bear, Rat, Scorpion, Snake, Spider, Wolf.

Known Greater Nature Spirits:

Ludzt of the Mist Sea

Komacer of the Mushroom Forest

Grenmern of the Jungle

Savage Tattoos


Savages have a form a magic that uses tattoos as its basis. Each tattoo requires a certain amount of components for the proper ink to be made. A tribal shaman must then apply the Tattoo during a nightlong ritual. 


Most non-savage humanoids can not bring themselves to have enough faith in the tattoos. For this reason, tattoos will not work for them. Spell casters, however, know enough about magic to find some small belief in them.


Tattoos are separated into 4 different types: common, uncommon, rare, and class specific. Each character will have a potential limit to the number of tattoos he may have according to limits set upon these categories.

Common Tattoos: These tattoos are usable by the shaman and savage classes only. A character may have a maximum of 3 common tattoos per level. Common tattoos require one hp to activate and last for 1 turn each.

Item Tattoos: An item of at least double normal value must be destroyed as part of the tattoo. At anytime the character may “pull” the tattoo off his skin. The tattoo will then be transformed into the item. At the end of the turn it will return to tattoo form.

Animal Tattoo: An animal trained to obey the character is used as the basis of this tattoo. Charmed animals will not work. The animal is consumed in the making of the tattoo. Minimum training time is 6 weeks + 1 week for making the tattoo.


The savage may pull the tattoo off his skin and transform it into the animal of that type. It will obey the user for 1 turn. If the animal is killed, the tattoo is lost.

Uncommon Tattoos: Uncommon tattoos are usable by savages and all spell casters. A character can have a maximum of 5 uncommon tattoos. Each tattoo may be used once per month.

Luck Tattoo: This tattoo allows one reroll of a die that directly affects the character. It requires dice that have recently won at gambling.

Resistance Tattoo: There is one type of this tattoo for each type of saving throw. If the character has the appropriate tattoo he may add a +4 to any one saving throw roll. The +4 must be added before the dice are rolled. (i.e. a tattoo of resistance versus death magic)

Rare Tattoos: Only the savage class may use this level of tattoo. The shaman and spell casters have other forms of magic and their gods to believe in; they lack the faith in the tattoo for them to be useful.


Rare tattoos are always active and require no thought. You may only have 1 rare tattoo per level.

Spell Warding: This tattoo gives the character a 5% magic resistance versus hostile magic per spell warding tattoo. The creation of the tattoo requires the knucklebones of a spell caster defeated by the character. Each additional tattoo requires the defeat of a spell caster that is twice the level of the previous.

Elemental Warding: 


1st  - This gives a +1 save versus the element. It requires blood from a minor elemental being.


2nd – This gives an additional +1 save versus the element and a –1/die of damage done by the element. This requires the blood of a normal elemental being (i.e. a salamander).


3rd – All saves against the element type are made for ½ or ¼ damage. Requires the blood of an elemental.

Armor:

1st
+1AC bonus, requires wood from a shield used for one month.


2nd
+1AC bonus, requires stone from a weapon used to kill 25 enemies.


3rd
+1AC bonus, requires the teeth of 25 enemies.


4th
+1AC bonus, requires the hearts of 45 enemies.


5th
+1AC bonus, requires the tooth from an abomination.]


6th
+1AC bonus, requires mithril metal.


7th
+1AC bonus, requires adamantine metal.

Blade Turning: Stops all damage from a weapon on a roll of 6(d6). May only have 1 of this tattoo. Requires the blood of an abomination.

Negative Plane Protection: This stops the level draining abilities of undead. It requires the dust of the undead that you wish to be immune too.

Health: The character regenerates 1hp/turn (but not destroyed limbs, fire, or acid damage) until the character is dead. This tattoo requires the blood of three trolls defeated by the character.

Class Specific Tattoos:  Shaman, witchdoctor and oracles have each devised a tattoo specific to their class.

Each tattoo has multiple parts that can only be applied when the character has enough power to deserve/control them.

Beast Rune: A beast rune connects the shaman and one totem animal very closely. This is seldom done lightly and requires that the shaman complete a task for the spirit with each new level. The sprit that is picked will always remain as the greatest spirit level that the shaman can contact. If a higher level becomes available, this spirit fills that slot and vacates its previous slot.

Beast Rune Levels

	Rune Stage
	Minimum

Level
	Bonus Gained

	
	1st
	+25% chance to summon the spirit.

	
	3rd
	Familiar of animal spirit.

	
	5th
	Bonus number of animals summoned.

	
	7th
	Bonus size of animals summoned.

	
	9th
	Permanent speak with animal of spirit type.


Moon Rune: The moon rune was designed to increase the link with the various quasi-elemental moons and powers. Each level of the rune requires that the witchdoctor search out and find 1oz of “true element” for the element type. The tattoo must then be applied when the quasi-elemental moon is full.

Moon Rune Levels

	Rune Stage
	Minimum

Level
	Bonus Gained

	
	1st
	+2 save versus elemental type

	
	3rd
	-1 hp/die damage from elemental type.

	
	5th
	Gives one bonus spell/ spell level of elemental type

	
	7th
	Summon Quasi elemental 1/month

	
	9th
	Elemental form once per month.


Fate Rune: With this rune, the oracle calls upon the powers of The Lady of Secrets. With luck the oracle can foretell of coming events and even cause them to change a little. Each level of the rune requires the sacrifice of a useful secret to The Lady of Secrets. This might be the location of a secret map, or a new spell. Whatever the secret, once gone, it is gone. Attempts to cheat the Lady out of a secret always go badly for the oracle.

Fate Rune Levels

	Rune Stage
	Minimum

Level
	Bonus Gained

	
	1st
	Daily fate roll.

	
	3rd
	Caster counts 2 levels higher when casting divination spells

	
	5th
	1/month attempt a vision

	
	7th
	1/month force a reroll

	
	9th
	1/month decide dice roll.


Daily fate roll: The DM and the player roll a d6 and subtract the higher number from the lower number. The result is the number of points that the character can add or subtract from a die roll for that day. Each point may only be used once, they may be used all together or one at a time. The character may use this power on anyone he can see, but must announce it before the dice are rolled.

Weapon Lists

	Weapon
	Wgt
	Size
	Type
	Speed
	Reach
	Missile

ROF
	Range

S/m/l
	Damage

S.M./L.
	Knock

Down
	Notes

	Axe
	
	
	
	
	
	
	
	
	
	

	 Battle
	7
	M
	S
	Ave
	1
	
	
	1d8/1d8
	1d8
	

	 Hand
	5
	M
	S
	Fast
	1
	1/R
	2/4/6
	1d6/1d4
	
	

	 Two Handed
	10
	L
	S/B
	Slow
	1
	
	
	1d10/2d8
	1d12
	a

	Blowgun
	2
	M
	
	
	
	
	
	
	
	b

	 Barbed dart
	*
	S
	P
	Ave
	
	2/R
	3/6/9
	1d3/1d2
	
	

	 Needle
	*
	S
	P
	Ave
	
	2/R
	4/8/12
	1/1
	
	

	Bola
	2
	M
	B
	Slow
	
	1/R
	6/12/18
	1d3/1d2
	
	e

	Bow
	
	
	
	
	
	
	
	1d6/1d6
	
	

	  Comp. Longbow
	4
	L
	P
	Ave
	
	2/R
	12/24/42
	
	
	

	  Long
	3
	L
	P
	Ave
	
	2/R
	14/28/42
	
	
	

	  Short
	2
	M
	P
	Ave
	
	2/R
	10/20/30
	
	
	

	Caltrop
	*
	S
	P
	-
	
	
	
	1/1d2
	
	

	Club
	3
	S
	B
	Fast
	1
	1/R
	2/4/6
	1d4/1d3
	
	

	  Giant
	25
	G
	B
	V.Slow
	2
	
	
	4d4/3d8
	1d12
	

	  Great
	12
	L
	B
	Slow
	1
	
	
	2d4/1d6+1
	1d10
	

	  War
	6
	M
	B/S
	Ave
	1
	1/R
	2/4/6
	1d6+1/1d4+1
	
	

	Crossbows
	
	
	
	
	
	
	
	
	
	

	  Hand
	3
	S
	P
	Ave
	
	1/R
	4/8/12
	1d4/1d3
	
	

	  Heavy
	14
	M
	P
	Slow
	
	1/2R
	16/32/48
	1d8+1/1d10+1
	
	c

	  Light
	7
	M
	P
	Ave
	
	1/R
	12/24/36
	1d6+1/1d8+1
	
	

	  Pellet
	5
	S
	B
	Ave
	
	1/R
	8/16/24
	1d4/1d4
	
	

	Dagger
	1
	S
	P
	Fast
	1
	2/R
	2/4/6
	1d4/1d4
	
	

	  Parrying
	1
	S
	P
	Fast
	1
	
	
	1d3/1d3
	
	

	Dart
	½
	S
	P
	Fast
	
	3/R
	3/6/9
	1d3/1d2
	
	

	  Barbed
	½
	S
	P
	Fast
	
	3/R
	2/4/8
	1d4/1d4
	
	

	Flail
	
	
	
	
	
	
	
	
	
	

	  Footman’s
	15
	L
	B
	Ave
	1
	
	
	1d6+1/2d4
	1d8
	

	  Horseman’s
	5
	M
	B
	Ave
	1
	
	
	1d4+1/1d4+1
	
	

	Flintlock
	
	
	
	
	
	
	
	
	
	

	  Pistol
	3
	S
	P
	Ave
	
	1/2R
	4/8/12
	1d8/1d8
	1d8
	c,g

	  Blunderbuss
	10
	M
	P
	Slow
	
	1/3R
	3/6/12
	1d8/1d8
	1d12
	c,g

	  Caliver
	11
	M
	P
	Slow
	
	1/3R
	8/16/48
	1d8/1d8
	1d8
	c,g

	  Handgunne
	20
	L
	P
	V.Slow
	
	1/4R
	8/24/34
	4d4+2/2d8+2
	1d10
	c,g

	Fork
	
	
	
	
	
	
	
	
	
	

	  Pitch
	6
	L
	P
	Ave
	1
	
	
	1d6/1d6+1
	
	

	  Goblin
	6
	M
	P
	Ave
	2
	
	
	1d4+1/2d4
	
	

	Harpoon
	6
	L
	P
	Ave
	2
	1/R
	2/4/6
	2d4/2d6
	
	

	Javelin
	2
	M
	P
	Fast
	1
	1/R
	5/10/15
	1d6+1/1d4
	
	

	Knife
	½
	S
	S/P
	Fast
	1
	2/R
	2/4/6
	1d3/1d2
	
	

	  Throwing
	4
	M
	S/P
	Slow
	1
	1/R
	2/4/6
	2d4/1d6+1
	
	

	Lance
	
	
	
	
	
	
	
	
	
	

	  Light
	5
	L
	P
	Ave
	2
	1/R
	2/3/4
	1d6/1d8
	1d10
	d

	  Medium
	10
	L
	P
	Ave
	2
	
	
	1d8/1d10
	1d12
	a,d

	  Heavy
	15
	L
	P
	Ave
	2
	
	
	1d10/1d12
	1d20
	a,d

	Lasso
	3
	L
	
	Slow
	
	1/2R
	2/4/6
	-/-
	
	e

	Mace
	
	
	
	
	
	
	
	
	
	

	  Footman’s
	10
	M
	B
	Ave
	1
	
	
	1d6+1/1d6
	
	

	  Horseman’s
	6
	M
	B
	Ave
	1
	1/R
	2/3/4
	1d6/1d4
	
	

	Mace-Axe
	9
	L
	B/S
	Slow
	1
	
	
	2d4/1d6+1
	
	a

	Machete
	5
	M
	S
	Ave
	1
	
	
	1d8/1d8
	
	

	Mancatcher
	8
	L
	-
	Ave
	1
	
	
	1d2/-
	
	e

	Maul
	10
	L
	B
	Slow
	1
	
	
	2d4/1d10
	1d12
	

	Morningstar
	12
	M
	B/P
	Ave
	1
	
	
	2d4/1d6+1
	
	

	Net
	10
	M
	-
	Slow
	1
	1/2R
	2/3/4
	-
	
	e

	Pick
	
	
	
	
	
	
	
	
	
	

	  Tool
	8
	L
	P
	Slow
	1
	
	
	1d6/1d6+1
	1d8
	

	  Footman’s
	6
	M
	P
	Ave
	1
	
	
	1d6+1/2d4
	
	

	  Horseman’s
	4
	M
	P
	Ave
	1
	
	
	1d4+1/1d4
	
	

	Pike
	12
	L
	P
	Slow
	3
	
	
	1d6/1d12
	1d8
	

	Pole Arms
	
	
	
	
	
	
	
	
	
	

	  Bardiche
	12
	L
	S
	Slow
	2
	
	
	2d4/2d6
	1d12
	

	  Bec de Corbin
	10
	L
	P/B
	Slow
	2
	
	
	1d8/1d6
	1d10
	

	  Bill
	15
	L
	P/B
	Slow
	2
	
	
	2d4/1d10
	1d10
	


Weapons Continued

	Weapon
	Wgt
	Size
	Type
	Speed
	Reach
	Missile

ROF
	Range

S/m/l
	Damage

S.M./L.
	Knock

Down
	Notes

	Pole Arms Cont.
	
	
	
	
	
	
	
	
	
	

	  Glaive
	8
	L
	S
	Slow
	2
	
	
	1d6/1d10
	1d10
	

	  Halberd
	15
	L
	P/S
	Slow
	2
	
	
	1d10/2d6
	1d12
	

	  Lucern Hammer
	15
	L
	P/B
	Slow
	2
	
	
	2d4/1d4
	1d10
	

	  Military Fork
	7
	L
	P
	Ave
	2
	
	
	1d8/2d4
	1d8
	

	  Voulge
	12
	L
	S
	Slow
	2
	
	
	2d4/2d4
	1d10
	

	Punch-Cutter
	1
	S
	S
	Fast
	1
	
	
	By size
	
	h

	Quarterstaff
	4
	L
	B
	Fast
	1
	
	
	1d6/1d6
	
	

	Scythe
	8
	L
	P/S
	Slow
	1
	
	
	1d6+1/1d8
	1d8
	

	Sling
	1
	S
	B
	Ave
	
	1/R
	8/16/24
	1d4/1d4
	
	

	Spear
	
	
	
	
	
	
	
	
	
	

	  One Handed
	5
	M
	P
	Ave
	1
	1/R
	2/4/6
	1d6/1d8
	
	

	  Two handed
	
	
	
	
	
	
	
	1d6+1/2d6
	
	

	  Long
	8
	M
	P
	Slow
	2
	
	
	2d6/3d6
	1d8
	

	Swords
	
	
	
	
	
	
	
	
	
	

	  Bastard 1handed
	10
	M
	S
	Ave
	1
	
	
	1d8/1d12
	
	

	  Bastard 2handed
	
	
	
	
	
	
	
	2d4/2d8
	
	

	  Broad Sword
	4
	M
	S
	Ave
	1
	
	
	2d4/1d6+1
	
	

	  Claymore
	8
	M
	S
	Ave
	1
	
	
	2d4/2d8
	1d10
	

	  Cutlass
	4
	M
	S
	Ave
	1
	
	
	1d6+1/1d8+1
	
	

	  Long Sword
	4
	M
	S
	Ave
	1
	
	
	1d8/1d12
	
	

	  Rapier
	4
	M
	P
	Fast
	1
	
	
	1d6/1d8
	
	

	 Scimitar
	4
	M
	S
	Ave
	1
	
	
	1d8/1d8
	
	

	  Short Sword
	3
	S
	P
	Fast
	1
	
	
	1d6/1d8
	
	

	 Sword Axe
	12
	L
	S
	Slow
	1
	
	
	1d8+1/1d12+1
	1d10
	a

	  TwoHanded Sword
	15
	L
	S
	Slow
	1
	
	
	1d10/3d6
	1d12
	

	Trident (1h)
	5
	L
	P
	Ave
	1
	1/R
	2/3/4
	1d6+1/2d4
	
	

	              (2h)
	
	
	
	
	
	
	
	1d8+1/3d4
	
	

	Warhammer
	6
	M
	B
	Fast
	1
	1/R
	2/4/6
	1d4+1/1d4
	
	

	Whip
	2
	M
	S
	Slow
	3
	
	
	1d2/1
	
	f


Weapon Notes:

A: If your enemy is using a shield and the knockdown die rolls a 9+, then you will destroy the shield. This will also destroy the shield on a successful shield parry.

B: This weapon may be used while hiding without giving away your position.

C: These weapons have extra power for penetrating armor. At all ranges only dexterity and magical bonuses count for AC. Range penalties apply as normal. 

D: Lances will do double damage on the charge, but only half damage if used in normal melee. They do not get knockdown dice in normal melee.

E: A successful hit will immobilize target until he makes a successful bend bars roll.

F: Useless against anyone in armor better then leather.

G: If a gunpowder weapon (except the blunderbuss) rolls 8+ on its knockdown die, it may roll the damage dice again and add it to the original damage. It also may roll the knockdown dice again (possible open ended damage). The blunderbuss uses a cone shaped area effect. At close range the character may roll to hit each target 1d4 times. At medium he may roll to hit 1d3 times. At long range the blunderbuss may only roll to hit once. At maximum range the cone is 10’ in diameter. When firing a gunpowder weapon, a roll of 1 or 2 on the to hit roll results in a misfire. Roll 2d6:





2-3 Explosion





4-7 Fouled Barrel





8-12 Hangfire

H: The punch-cutter is a weapon that fits over a humanoid’s hand. It allows the humanoid to block as well as to attack with his hand for increases damage. For a small humanoid the damage is 1d2, medium is 1d3, large is 1d4. Punch-cutters added to a humanoid with claws gives a +1 damage.

Stone/Bone Weapons:  All stone weapons must add 1lb to their weight. Any stone/bone weapon that hits plate metal armor must roll 1d8. On a roll of a 1 the weapon is destroyed. 

Reach 2+ Weapons:  These weapons may only be used over a humanoid of equal or smaller height.

Small Humanoids: A small humanoid must use large weapons with 2 hands. If the large weapon already requires 2 hands to use it, the small humanoid cannot wield it.

Large Humanoid: A large humanoid gains a +1 range with all weapons used. In addition, they may use a large weapon in one hand unless it has a 2+ range normally (i.e. without the +1 range bonus).

Weapon Proficiency

· Specialization: This costs an additional slot. You will get a +1 to hit and a +2 on all damage rolls with the weapon. In addition, your weapon attack rate will increase to the next higher bracket.

· Mastery: You may only choose mastery in one weapon. The to hit and damage bonus with this weapon will increase to +3/+3. Any critical hits with the weapon gain a +2 to the roll. You may gain mastery in weapon 5 levels after you have specialized in the weapon. The cost is one additional weapon slot.

· Single Weapon Style: This is specializing at fighting with a single handed weapon only. It requires one additional weapon slot and gives a +1 ac bonus while fighting with the weapon. You may add another slot to increase the bonus to +2.

· Two Weapon Style: The normal rule for fighting with two weapons is a –2 to hit penalty for the first weapon and a –4 to hit penalty with the second weapon. This skill will reduce the penalty to 0/-2 with the first slot, and 0/0 for the second slot used.

· Two Handed Weapon Style: This style requires on weapon slot. It will increase the speed of the weapon by one category (slow becomes average).

· Weapon and Shield Style: This style allows the use of a shield to parry an attack at a +2 bonus. This parry is in addition to any attacks the character makes. It also gives the following ac:

Buckler: +1 ac





Small Shield: +2 ac





Medium Shield: +3 ac





Body Shield: +3 ac/+4 vs missiles

· Missile weapon Specialization: If you choose to specialize in a thrown or shot weapon, then you gain the following special abilities for the 1st additional slot used:

Bows: +1 to hit at any range and a new point blank range out to 30’ in which you gain a +2 damage.

Crossbows: +1 to hit at any range and a new point blank range out to 60’ in which you gain a +2 damage.

Firearms: +1 to hit at any range and a 50% chance that any misfire is just a miss.



Level Of Specialist

Weapon

1-6
7-12
13+

Melee Weapon
3/2
2/1
5/2

Blowgun

2/1
5/2
3/1

Bolas

1/1
3/2
2/1

Bows

2/1
3/1
4/1

Hand Crossbow
1/1
3/2
2/1

Light Crossbow
1/1
3/2
2/1

Heavy crossbow
½
1/1
3/2

Dagger/Knife
3/1
4/1
5/1

Dart

4/1
5/1
6/1

Firearms:

  Pistol

½
1/1
3/2

  Blunderbuss
1/3
½
1/1

  Caviler

1/3
½
1/1

  Handgunne
¼
1/3
½

Javelin

3/2
2/1
5/2

Sling

3/2
2/1
5/2

Other thrown
1/1
3/2
2/1

· An additional weapon slot dedicated to the missile/thrown weapon will move the number of attacks to the next column on the right. In addition a new “extreme range” is gained. The “extreme range” is 1/3 longer then long range and has a to hit penalty of –10. 
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