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I NTRODUCTION

Microlite74 : Perilous Adventures , like its parent game, 
Microlite 74 , is based on Microlite20, a trimmed -down, sub -
miniature version of the Primary Fantasy SRD rules (see license 
for more info) that has been designed to be quick and easy to 
play. The goal of Microlite74 games, however, is to recreate the 
style a nd feel of that very first (ñ0eò) fantasy roleplaying game 
published back in 1974.

The Microlite74 : Perilous Adventures rules are based on three 
little booklets found in the boxed set of the 1974 0e edition , 
heavily modified house rules . The rules are not intended to be a 
clone of the 0e rules, but rather a conversion of them to a rules -
lite D20 -based system that encourages old -school play without 
strictly old -school rules. Microlite7 4: Perilous Adventures is 
based on the third edition of the original Micr olite74 Basic , 
Standard , and Expanded rules.

These rules assume a basic familiarity with tabletop role -playing 
games in general and with the basic principles of ñD20ò based 
rules. If you are completely new to tabletop role -playing games, 
you will want to start by playing with someone who is familiar 
with how they work.

Microlite74: Perilous Adventures started life as a draft of rules 
for a new Judges Guild Wilderlands campaign. The idea was that 
the game would only use the three classes from the 0e boxed 
set and would use backgrounds and different spell lists to create 
a large variety of customized characters. Those rules were never 
finished as the players in my new gr oup decided they preferred 
Swords & Wizardry to Microlite74 after a few sessions. I decided 
to take what I had designed and plug in already existing 
material from other versions of Microlite74 to create these 
Microlite74: Perilous Adventures rules as the b asic idea seemed 
sound. What these rules lack is the polish and playtesting that 
most of my games receive.

CHARACTERS

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

Roll 3d6, Total the 3 dice and allocate to one of the stats. 
Repeat for remaining stats.

Stat bonus = (STAT -10)/4 , round toward zero .

Races
Humans get +1 to any 2 stats. Experience base modifier of +0.
Special Abilities: none

Dwarves get +2 to STR. Experience base modifier of +5. 
Special Abilities: +4 to any save v s. a magical effect ; note 
slanting passages, traps, shifting walls and new construction in 
underground settings ( roll 1 or 2 on a d6 for success; roll 1 if 
just passing through area); speak languages of dwarves, 
gnomes, kobolds and goblins; can see in dark ness half as well 
as in light.

Elves get +2 to MIND. Experience base modifier of +7.
Special Abilities: Can use elf -made magic armor and magic 
weapons even as a magic -user ; +2 to hit and damage goblinoid 
monsters; note secret/hidden doors ( roll 1 or 2 on a d6 for 
success; roll 1 if just passing through area) ; speak languages of 
elves, orcs, hobgoblins, and gnolls.

Gnomes get +1 to STR and DEX. Experience base modifier of 
+4 . 
Special Abilities: +4 to any save vs. poison ; note slanting

passages, unsafe walls, ceilings, or floors in underground 
settings ( roll 1 or 2 on a d6 for success; roll 1 if just passing 
through area) ; speak languages of dwarves, gnomes, kobolds 
and goblins; can see in darkness half as well as in light.

Half - Elves get +2 to CHA. Experience base modifier of +5.
Special Abilities: Can use elf -made magic armor and magic 
weapons even as a magic -user ; note secret/hidden doors ( roll 1 
or 2 on a d6 for success; roll 1 if just passing through area) ; 
speak languages of elves, orcs, hobgoblins, and gnolls.

Half - Orc s get +2 to STR and DEX and get -2 to CHA. 
Experience base modifier of +4 .
Special Abilities: +1 to hit with light or medium weapons; thick 
hide gives +1 to armor; speak languages of orcs, goblins,
hobgoblins, and gnolls.

Halflings get +2 to DEX. Experience base modifier of +3.
Special Abilities: +4 to any save vs. a magical effect ; +2 to hit 
and damage with slings and light bows; can blend in background 
( roll 1 or 2 on a d6 for success outdoors; roll 1 -4 if indoors ï
this is an extraordinary ability above and beyond simply hiding 
in available cover which anyone can try to do).

Classes
The classes are Fighter, Magic -User , and Cleric . Characters 
normally begin at Level 1 (unless directed otherwise by the GM).
Suggested maximum level: 12.

Fighters may wear any kind of armor or weapon and may use 
shields. Physical Combat Bonus is level/2 , round up . Magical
Combat Bonus is level/4 , round up. Experience Base is 20. They 
add +1 to all attack and damage rolls. This Fighter Bonus
increases by +1 at 5th level and every five levels thereafter.
Class Saving Throw Bonus is +3 . See the Fighter Special 
Abilities section below for additional fighter abilities.

Magi c- Users may not wear armor and can only use daggers or 
stav es as weapons. Physical Combat Bonus is level/4 , round up . 
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Magical Combat Bonus is level/2, round up. Experience Base is 
30. They cast arcane spells from one spell list (magic -user, 
illusionist, necromancer, or witch) selected when the character 
is created . Class Saving Throw Bonus is +1 . See the Magic -User 
Special Abilities section below for additional magic -user abilities.

Clerics may wear light or medium armor and use shields, but 
cannot used edged weapons. Physical Combat Bonus is level/3 , 
round up . Magical Combat Bonus is level/2, round up.
Experience Base is 25 . They c ast divine spells from one spell list 
(cleric or druid) selected when the char acter is created . Class 
Saving Throw Bonus is +2 . See the Cleric Special Abilities 
section below for additional Cleric abilities.

Fighter Special Abilities
Multiple Attacks : Fighter s make one attack per level each 
round a gains t creatures with 1HD or less, provided no intelligent 
opponent of a level (use hit dice as level for intelligent 
monsters) higher than the Fighter is within about 20 feet of the 
Fighter.

Fighter F eats: Fighters may sel ect one Fighter Feat from the 
follow ing list at levels 3, 5, 7, 9, and 12 . Each Fighter Feat may 
only be selected once.

Accuracy ïA Fighter with this special ability rolls one die size 
larger for damage ( 1d6 instead of 1d4, 1d8 instead of 1d6, etc. ) 
with thrown or missile weapons.

Berserker Rage ïA Fighter with this special ability may go into a 
berserker rage when in combat. During a berserker rage, the 
Fighter alwa ys attacks the nearest foe (determine randomly if 
multiple foes in range). His fe rocity adds his level to his attack 
roll and his damage. To br eak off combat (before all fo es are 
dead) the berserk Fighter must make a MIND save versus a DC 
of 10 (plus 2 for every opponent still standing) in order to break 
off from fighting. Ea ch round the Fighter is berserker costs him 
2 hp, subtracted immediately after the berser ker rage ends. A 
berserk Fighter cannot use any combat stunts nor the Find 
Weakness, Leadershi p, or Tactical Expertise special abilities.

Brutal Attack ïA Fighter with this special ability rolls one die 
size larger for damage ( 1d6 instea d of 1d4, 1d8 instead of 1d6, 
etc. ) with melee weapons. 

Danger Sense: A Fighter with this special ability has a si xth 
sense for danger and can never be surprised so long as he is 
conscious and aware.

Find Weakness - When attackin g an unaware opponent, a

Fighter with this special ability may ignore any AC bonus the 
opponent has due to armor worn. He is hitting at his opponentôs 
weak, exposed areas.

Leadership - When a Fighter with this special ability is leading a 
group of hirelings under their command, the hirelings subtract 
the Adventurerôs level inany moral e checks and add the 
adventurerôs levelto their attack and damage rolls.

One Shot ïA Fighter with this special ability incapacitates 
opponents (knocks unconscious or otherwise out of combat) 
whose hit dice or level are less than or equal to the Adventurerôs 
level on a critical hit (in addition to the normal effects of a 
critical hit).

Striker ïA Fighter with this special ability makes a critical hit on 
a natural roll of 19 or 20.

Swashbuckler - When not wearing armor (and conscious and 

able to move), a Fighter with this special ability may add his 
level to his AC to a maximum AC of 20 .

Terrifying Style : A Fighter with this special ability has a 
terrifying combat style. Opposing side must check morale every 
time he makes a critical hit.

Unarmed Combat ïA Fighter with this special ability does 1d6 
damage with his bare hands (instead of the standard 1d2 bare 
handed damage).

Magic - User Special Abilities
Create Handmade Wand : A Magic -User knows h ow to create 
the handmade wand required for the some Magic -User special 
abilities . The wand must be made by the Magic -User using it to 
function. Creating the wand requires a knife, a living tree to cut 
the wand from, and 12 minus the Magic -User's level hou rs 
(minimum of 1 hour) of uninterrupted time.

Arcane Blast : A magic -user can shoot a dart of magic energy 
from the tip of their handmade wand once per round provided 
no other action is taken. They must roll to hit the target 
normally. Range: short 60; med ium 120; long 180. Usable once 
per round if no other action taken and does 1d4 damage if it 
hits. No saving throw is allowed. Requires pointing a handmade 
wand at the target and costs 1 HP per use. The visible effects 
can be whatever the Magic -User desires ; note that this does not 
affect damage, it only adds color to the ability. 

Arcane Duelling: By forgoing their action on their turn, a 

magic -user can engage another magic -user in an Arcane Duel. 

On each of their turns, both combatants roll a d20 and add their 
Magic Attack bonus - whoever scores higher wins that round. 
Each round costs the combatants 1HP, and each round they 
succeed, the do damage equal to their Magic Attack bonus 
(minimum 1HP) to their opponent. A draw roll means both 
opponents take 2 HP damage. An opponent can leave a duel at 
any time, but takes the opponent's Magic Bonus as damage (as 
though they had scored a successful hit).

Both players and GMs should make their descriptions vivid and 
entertaining - but appropriate to the level of the combatants. A 
1st - level mage and a Kobold Shaman will be throwing sparks 
and stings at each other, while 10th - level mages will have 
battles that look more like Rush album covers.

Magical Research: At 2nd level, a magic -user can scribe quick 
scrolls. A t 5th level, a magic -user is able to research spells, 
scribe scrolls, and brew potions. When a magic -user reaches the 
9th level, he is able to create magic items. 

Minor Magic : Magic -Users can cast minor "everyday/non -
combat" magic at will.  Attempting so mething the GM considers 
abusive fails and causes the magic -users wand to explode 
(doing 1d6 backfire damage to the magic -user unless a WIL 
save is made ). Usable once per round if no other action taken. 
Requires waving a handmade wand. Cost 1 HP per use.



M ICROLITE 74: PERILOUS ADVENTURES - 3 -

Some examples: Light a candle or pipe with a flame from the 
fingertip . Dust things ïat first level a minor magic spell might 
be needed for each shelf or piece of furniture, while at third 
level a single spell might dust a room and at sixth level the 
magic -user's the entire floor of a house or tower. Tie or untie a 
knot. Float coins from the magic -users coin purse to a 
merchant's hand. 

Cleric Special Abilities
Magical Research: At 5th level, a cleric is able to research 
divine spells and scribe divine scro lls. When a cleric reaches the 
9th level, he is able to create magic items usable by clerics .

Minor Divination: A cleric may spend 10 minutes in prayer 
asking his deity whether or not a specific action would have 
generally good or generally bad results from the deityôs point of 
view . The cleric will have vague feeling of rightness or 
wrongness. A cleric may do this at most 1 per day (+1 
additional time per day every 5 levels).

Smite : A cleric may imbue his normal weapon with holy power 
allowing it to hit monsters that normally require silver or even 
magical weapons to hit. Spending 1 HP before making the attack 
roll will allow hitting monsters that require silver (or other 
special non -magical) weapons to hit. Spending 2HP before 
making the attack roll will allow hitting monsters that require 
magical weapons to hit.

Turn Undead: A Cleric can Turn Undead with a suc cessful Magic 
Attack. DC is 10 + twice the Hit Dice of the undead. One undead 
flees per point over the roll needed . This can be used (2 + Le vel 
+ MIND bonus) times per day.

Background
Characters should select, with the approv al of the GM, a 
background that represents their race, culture, and their 
previous (non -adventuring) training/experience. The selection of 
a characterôs background is as important as the selection of a 
class as a characterôs background gives the character a broad 
base of skills and knowledge. 

The GM will consider the character's background just as he 
would the character's class when deciding if a character will 
succeed with an action. For example, a character with an 
ñHuman ( Holy Panamon Imperium ) Engineerò background 
should have a much better ch ance of damming a creek or 
building a bridge over it than a charact er with a ñCourtierò 
background ïand an even better chance if that creek is in the 
territory of the Holy Panamon Imperium where the character 
knows more about the terrain and likely has co ntacts who could 
help.

Races and cultures are generally limited to those the GM has 
defined for the campaign setting although most setting will at 
least have humans, elves, dwarves, and halflings available as 
races.

For the prior training/experience part of a characterôs 
background, anything that fits the campaign setting may be 
selected. For example: A few possibilities include: acrobat,
alchemist, animal trainer, architect, aristocratic noble, assassin, 
chef, con -woman, desert nomad, goblin exterminat or, hunted 
outlaw, knight errant, priest, refugee, scout, shaman, 
shepherd, soldier, spy, temple acolyte, thief, torturer, traveling 
martial arts pupil, tribal healer, tunnel sco ut, wandering 
minstrel, poet, and so on. This part of a characterôs backgrou nd
need not be related to the PCs class, e.g. a player who creates a 

deeply religious fighter skilled in the arts of vision interpretation, 
divination and oration might pick 'Prophet' as a background. 
Backgrounds may not duplicate a class.

Players should discuss their background ideas with their GM to 
both to be sure it will be a good fit for both the campaign setting 
and the groupôs play style as well as to be sure the player and 
the GM are both on the same general page as to what skills and 
knowledge the background provides the character. For example, 
if a player picked a ñthiefò background, the GM might be 
thinking ñexpert treasure finderò while the player is thinking ñcat 
burglar.ò

Alignment
Basic Alignment: There are three basic alignments: Law, 
Chaos, and Neutral. Only intelligent beings have alignment and 
the vast majority of those tend to be neutral. Player Characters 
should select an alignment for their characters. 

Law: Characters aligned with Law try to avoid unnecessary harm 
to others by their actions or inaction. They often put the good of 
society/everyone over the immediate good of themselves and 
their friends. They are usually willing to help others/society even 
if doing so is somewhat inconvenient . If given power over 
others, they tend to use it for the good of all.

Chaos: Characters aligned with Chaos only care about 
themselves and those who are currently useful to them. While 
they may not go out of their way to harm others, they do not 

care if o thers are harmed as long as they succeed at their 
personal goals. They are generally only willing to help 
others/society if they get something they want or need out of it. 
If given power over others they tend to abuse it and use it 
mainly to help themselve s.

Neutral: Neutral characters tend to put themselves and their 
friends first, but will generally not allow others to come to 
unnecessary harm or inconvenience in order to succeed. They 
are willing to help others/society so long as doing so is not 
inconve nient. If given power over others, they tend to use it for 
good, but they and their friends come first.
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Virtues and Vices (Optional): As in real life, each character 
has virtues (admirable character traits) and vices (not so 
admirable character traits). P layers select six traits from the lists 
below before play starts. Neutral characters must select three 
from each list. Lawful characters must select at least one (but 
no more than two) vices. Chaotic characters must select at least 
one (but no more than tw o) virtues. Players can select virtues 
and vices not on the list with GM approval.

Virtues Vices
Academic Arrogant
Austere Bigoted
Bold Capricious
Cheerful Cowardly
Compassionate Egoistical
Courageous Fearful
Daring Hateful
Determined Hidebound
Fair Impulsive

Faithful Insensitive
Friendly Lazy
Generous Manipulative
Gregarious Miserly
Honest Petty
Hopeful Power Hungry
Industrious Rude
Just Self -Centered
Kind Spendthrift
Patriotic Stubborn
Thoughtful Thoughtless
Thrifty Vengeful

Character Tagline (Optional)
Each character should have one fairly unique feature in his 
personality or background that sets him or her apart from other 
characters and npcs in the campaign (and from other characters 
the player may play or have played in th e campaign. This 
feature should not be something that would give a mechanical 
bonus in play, but something interesting and unique in the 
characterôs personality, background, or history. The GM should 
work with the player to ensure the characterôs tagline is 
appropriate to the campaign setting. A tagline can also be a 
ñcatch phraseò that sums up the character in some way.

Some examples of a simple character taglines from history and 
literature would be ñnever tells a lieò for George Washington, 
ñthe lionheartò for Richard I of England, ñdemands his martinis 
be shaken not stirredò for James Bond, ñcultivates a grandfather 
image but quietly manipulates others to achieve the greater 

goodò for Dumbledore, and ñI didn't do it, nobody saw me, you 
can't prov e anythingò for Bart Simpson.

STANDARD RULES

Skills
There are no skills in Microlite74: Perilous Adventures . Instead 
players are expected to think like adventurers, tell the GM what 
they are doing and the GM decides if it will succeed in the 
situation, taking into account the charactersô classesand 
backgrounds . If the GM decides a random success chance is 
truly needed he may resolve the situation with a throw or roll of 
his choice or he may call for one of the following skill throws 
from the table below :

Primary Class Throw : if the character is attempting something 
directly related to their class.
Secondary Class Throw : if the character is attempting something 
only loosely related to their class.
Primary Background Throw : if the character is attempting 
something that is not related to their class but is directly related 
to their background.
Secondary Background Throw : if the character is attempting 
something that is not related to their class but is at least loosely 
related to their background.
Unrelated Skill Throw : if the character is attempting something 
that anyone should be able to try with at least a small chance of 
success but is not really related to their class or background.

When the GM calls for a skill throw, he will declare the type of 
skill throw, which stat the skill throw falls under (add Stat bonus 
to throw), and any situational modifiers and the player will make 
a skill throw. The GM should make the throw in secret if seeing 
the result would give the player more information t han his 
char acter should have.

Unless the GM rules otherwise, a natural roll of 20 always 
succeeds for a Primary Class, Secondary Class, or Primary 
Background Roll. The following situational modifiers are 
suggested for task difficulty: Easy: +1, Normal: 0, Difficult: -1, 
Hard: -2, Very Hard: -4, Legendary: -6, Unbelievabl e: -8. 

If the skill throw is a success, the character's attempt to perform 
the task succeeds. Otherwise, the character's attempt to 
perform the task fails, meaning the character makes no 
progress to ward the task's objective (or -- if the GM wishes --
makes progress but suffers a setback determined by the GM).

Skill Throw Table 

Level
Primary 
Class

Secondary 
Class

Primary 
Backgr d

Secondary 
Backgr d Unrel

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

Basic Adventuring Skills: Unless a player specifies otherwise 
about a character at character creation, all characters are 
assumed to have basic practical adventuring skills such as 
maintaining weapons and armor, riding a horse, setting up a 
camp, swimming, climb ing, cooking, first aid, etc., and have a 
rough idea of the value of common coins, trade goods, gems, 
and jewels. Success should simply be assumed unless there are 
unusual conditions. If there are such unusual conditions, basic 
adventuring skills should be considered loosely related to the 
characterôs class for the purpose of a skill throw.
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Languages : All character races speak common. Other 
intelligent beings speak their own languages (20% chance of 
also speaking common). Beings with a INT over 10 may spea k 
one additional language per point of INT over 10 (these are in 
addition to any languages known by race). If a roll is needed, a 
characterôs native language(s) should be considered directly 
related to the characterôs background and any other languages 
known should be considered loosely related to the characterôs 
background.

Talents: At level 2 (and every 2 levels thereafter), characters 
may select one narrow area of skill where they are better than 
average: something they are ñGood at.ò This talent shouldbe 
either something directly related to their class or background --
or something they have spent game time and/or money 
learning. If the player wishes (and the GM approves), instead of 
selecting a new talent a talent the character is already ñGood atò 
be improved to ñExpert atò at a later even-numbered level and a 
talent the character is ñExpert atò may be improved a final time 

to ñMaster atò at yet a later even-numbered level. The GM will 
consider the character's talents just as he would the character's 
class and background when deciding if a character will succeed 
with an action.

Saving Throws
When subject to an unusual or magical attack, characters 
generally get a saving throw to avoid or reduce the effect. To 
make a saving throw, roll 1d20, add modifi ers based on the t ype 
of saving throw (and any circumstantial modifiers set by the 
GM). A natural roll of 1 automatically fails. A natural roll of 20 
automatically succeeds. Otherwise, the saving throw is 
successful if the total of the roll and modifiers i s 20 or greater. 
Standard Modifiers are the total characterôs Class Saving Throw 
Bonus, the characterôs Level/2 (round down), and a Stat/Class 
bonus based on the type of saving throw .

Types of Saving Throws: There are three types of saving rolls: 
Fortitud e (FORT) , Reflex (REF), and Will (WIL). Fortitude: These 
saves measure ability to stand up to physical punishment or 
attacks against vitality and health. Add STR bonus to Fortitude 
saving throws. Reflex : These saves test ability to dodge area 
attacks. Add DEX bonus to Reflex saving throws. Will: These 
saves reflect resistance to mental influence and many magical 
effects. Add MIND bonus to Will saving throws.

Magic
Magic -using characters can cast any spell from their respective 
spell list with a spell level equal or below 1/2 their class level, 
rounded up. A Magic -User starts with Read Magic and 1d2 
additional first levels spells in his spell book (which must be 
approved by the GM) and can add more spells by finding (or 
buying) them on scrolls or books and c opying them into his spell 
book.  Clerics do not need spell books and automatically have 
access to all divine spells of a level they can cast (use of certain 
spells may be forbidden by the clericôs deity, however).

A magic -using character can memorize up to his memory limit 
(Level (+ MIND Bonus ïif positive ) in spells at one time. A 
Magic -User User requires his spell book and one hour of time to 
change the spells he h as memorized. Clerics and druids simply 
need one hour of quiet meditation to change their spell 
selection.

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

Spell Level 1 2 3 4 5 6

HP Cost 3 5 7 9 11 13

This loss cannot be healed magical ly but is recovered after 8 
hours rest .

Spell Difficulty Class: For purposes of things like dispelling, 
the Difficulty Class (DC) for all spells is: 10 + Caster Level + 
Casterôs MIND bonus

Signature Spells: Select one ósignatureô spell per spell level 
from first upward that they prefer to use over any other. These 
spells are easier to cast due to familiarity, costing 1 less HP to 
use. 

Quick Scrolls: Quick scrolls take one day per level of the spell 
being scribed to write and cost 100gp per spell level for 
supplies. Unlike true scrolls, the writin g in a quick scroll fades in 
(1d8 -4) + the scriberôs level weeks (minimum: 1 week). There 
is no way to tell in advance how long before a quick scroll fades. 
A quick scroll can only be used by the caster who scribed it, it 
appears as complete gibberish to a nyone else. Casting a spell 
via a quick scroll costs HP just as if the spell was being cast 
from memory and the spell fades from the quick scroll when 
cast .

Hit Points and Healing
Hit Points (HP) : Hit Points for Fighters equal STR + 1d8 per 
Level. Hit Points for other classes equal STR + 1d6 per level. If 
Hit Points reach 0, the character is unconscious and begins to 
take severe physical injury. Further damage, including any 
remaining points of damage the attack that reduced hit points to 
zero, di rectly reduces Body Points. Hit Points represent stamina, 
luck, minor cuts and scrapes, etc. Optional: To avoid confusion, 
ñHit Pointsò may be renamed ñFatigue Points.ò

Body Points (BP) : All characters have 1 0 Body Points . If Body 
Points reach 0, the char acter i s dead. Each point of body 
damage a character has suffered gives a -1 to all attack, 
success, saving , and similar rolls .

Recovering Hit Points: All characters recover all hit points after 
six hours of total rest. If a character has lost Body Points due to 
wounds, only 50% of total hit points lost are recovered per six 
hours of rest.

Healing Body Point Damage: Body points lost recover at a rate 
equal to the characterôs STR Bonus (minimum of 1 point 
regained) per full day of rest. If a character with up to 50% 



- 6 - M ICROLITE 74: PERILOUS ADVENTURES

Body Point damage (up to 5 points of BP damage) performs 
more than very light activity or careful travel during a day, he 
has a 50% chance of losing an additional body point. If a 
character with more 50% of Body Point damage d (6 or more 
points o f BP damage) does anything other than rest quietly in 
bed during a day, he has a 50% chance of losing an additional 
body point.

Bleeding (optional): A character who has been reduced to 0 hit 
points by weapon or other trauma -related damage will 
eventually bleed out and die if their wounds are not bound. A 
bleeding c haracter must make a FORT Save every minute or 
suffer one body point of additional damag e. Binding wounds 
takes 1 minute per point of body damage taken, but no further 
bleeding rolls are needed (including while the wounds are being 
bound ) . Any healing spell cast on a bleeding character will 
effectively stop the bleeding.

Healing Magic (Optio nal): Healing magic is not instantaneous, 1 

body point will be cured per 10 minutes of rest after the spell is 
cast (up to the maximum the spell will cure), if the rest in 
interrupted any remaining points of healing are lost.

Second Wind (Optional): Once per day, characters may regain 
20% of their total hit points (round up) by resting in a safe place 
for an hour while eating a meal. This amount is reduced by 2 hp 
per point of body damage (to a minimum of 0 hp recovered).

Monster Body Points (Optional): I f the GM does not mind the 
added complexity, monsters may have Body Points as well. A 
monsterôs Body Points are equal to twice the number of hit dice 
the monster has. This option is not recommended.

Combat
Surprise: At the beginning of an encounter, roll 1d6 for each 
side. On a roll of 1 -2 a side is surprised and may not act at all in 
the first round. If attacking from an undetected ambush, the 
ambush victims are surprised on a roll of 1 -4. A side cannot be 
surprised if it is aware of the other.

Initiati ve: Each side rolls a d6 (reroll ties). High roll wins 
initiative. The combat order is: 1) Side that lost initiative 
declares actions. 2) Side that won initiative declares actions. 3) 
Side that won initiative acts. 4) Side that lost initiative acts. 5) 
Any bookkeeping is done. This ends a combat round. If the 
combat continues, roll initiative again and repeat.

Combat Stance: Any character able to act may select a combat 
stance. Any character who does not announce their combat 
stance when declaring their actions for the round is assumed to 
select the ñStandardò Combat Stance. Combat Stances (and 
their effects) are Full Defense (Attack: no attack possible; AC: 
+2 bonus, +4 bonus with shield, +6 bonus with large shield), 
Active Defense (Attack: -2 penalty; AC: +1 bonus, +2 with 
shield), Standard (Attack: Normal; AC: Normal), Active Attack
(Attack: +1 bonus; AC: -1 penalty), and Full Attack (Attack: +2 
bonus; AC: -2 penalty). Spell casters casting a spell cannot 
select the Full Defense or Active Defense Stance.

Actions: Combat is very abstract. Each combat round lasts a 
minute and includes a lot of jockeying for position, feints, etc. 
The ñhit rollò determines if any damaging blows were delivered 
during the round. Everyone can do one thin g each round ; move, 
attack, cast a spell, etc. The GM may choose to allow some 
combined actions, like a charge attack, to be one thing . A 5 -foot 
step/shift, drawing a weapon, speaking or similar activities are 
ñfreeò and do not count as an action.

Attack Rolls: Add attack bonus to d20 roll. A natural roll equal 
to or less the targetôs Natural Defense (which is 1 unless 
otherwise stated) always mis ses, otherwise if the result is higher 
than your opponent's Armor Class (AC), itôs a hit. A natural 20 
that would otherwise hit is automatically a critical hit doing 

maximum damage.

Melee attack bonus = STR bonus + Physical Combat Bonus
Missile attack bonu s = DEX bonus + Physical Combat Bonus
Magic attack bonus = MIND bonus + Magical Combat Bonus

Armor Class (AC) = 10 + DEX bonus + Armor bonus. Basic 
Armor Bonuses: Light Armor (e.g. leather) +2, Medium Armor 
(e.g. Chainmail) +4, Heavy Armor (e.g. Plate) +6 ; a shield adds 
+1 ; a large shield adds +2.

Critical Hits: A natural 20 that would otherwise hit is 
automatically a critical hit doing maximum damage and doing a 
number of body points of damage equal to the number of 
damage dice rolled (normally 1). Most monsters do not have 
body points, so a critical hit will do maximum damage plus a 
normal damage roll to them and cause them to lose their next 
attack.

Critical Hit Special Effects (optional): When a Fighter (or a 
monster, at the GMôs option)  has selectedthe Active Attack or 

Full Attack combat stance for a round and scores a critical hit in 
melee combat during that round, one of the following special 
effects may be imposed at the attackerôs option:

¶ Trip : Target is knocked prone.
¶ Disarm : Target's weapon o r shield is knocked away in a 

random direction a number of feet equal to half the 
damage you dealt.

¶ Reposition : Force your target to move to a new location 
of your choice, up to a number of feet equal to half the 
damage you dealt (plus attackerôs STR bonus). Attacker 
may move with target if attacker desires.

¶ Shield Slam : If wielding a shield, bludgeon your target 
with it, dealing damage as a shield bash. Target is then 
forced back from you a number of feet equal to half the 
damage dealt by the original atta ck (plus the attackerôs 
STR bonus).

¶ Disorient : Blow leaves your opponent off -guard. Until 
the end of his next turn, target is confused.

¶ Hinder : Target is briefly slowed, reducing his speed to 
five feet until the end of his next turn.

If the movement effec t of Reposition or Shield Slam would force 
the target over a cliff, into a pool of dangerous liquid, or the 
like, the target gets a DEX save to stop safely at the edge.

Critical Miss Special Effects (optional): When a Fighte r (or a 
monster, at the GMôs option) has selected the Active Defense or 
Full Defense combat stance for a round and an enemy attacking 
him during that round rolls a natural 1 on their attack roll, one 
of the following special effects may be imposed at the defenderôs 
option:

¶ Counterattac k: You make a melee attack against your 
attacker. This is in addition to any other attacks you 
might make during the round.

¶ Disengage : You dart away from your attacker, moving 
up to your movement, but you cannot engage another 
by doing so.

¶ Blind : You spit, throw sand, or otherwise attack your 
enemy's eyes. Until the end of the next round, he is 
blinded.

¶ Redirect Attack : Your opponent's attack automatically 
strikes another creature of your choice within reach of 
your enemyôs weapon.

¶ Feint : You quickly feign an attack against your foe. 
Until the end of his next turn, your enemy is has a 
negative modifier equal to your level to all actions.

¶ Steal : You pluck a small unprotected item -- usually no 
more cumbersome than a weighty coin purse -- from 
your foe.

Light Wea pons: Fighters can use DEX bonus + Physical Combat 
Bonus as Melee attack bonus instead if w ielding a light weapon. 
Fighting classes can wield 2 light weapons and attack with both 
in a round (making one attack roll at -2). 

Range Penalties: If the target i s relatively close, there is no 
penalty to hit for range. If it's mid - range for the wea pon you're 
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using , take a -2. If it's farther out than that, the GM will assign 
a -4 to -10 penalty to hit, depending on his judgment of how far 
away the target is.

Cover: Characters behind an object gain +2 to +10 to their AC 
against ranged attacks, depending on the extent of the cover 
(light cover = +2 to nearly complete = +10). In some 
situations, the GM may allow half this AC bonus to app ly to 
saves.

Shield Wall: Characters have and can use shields in battle can 
form a shield wall. Forming a shield wall grants each person in 
the wall (including hirelings) to automatically lose initiative in 
exchange for an additional +1 to AC per adjacent ally (so a max 
of +2) so long as they remain in formation. 

Weapon Damage: Light weapons do 1d4 damage. Medium 
weapons do 1d6 damage. Heavy weapons do 1d8 damage.  Add 
STR bonus and any class damage bonus to Melee damage (x2 

for two -handed weapons). Option: Weapons do the damage 
listed for the specific weapon on the equipment table.

Shield Special: A character with a shield may choose to have it 
completely absorb all the damage from any attack (including a 
critical hit). A non -magical shield shatters when i t does so. A 
magical shield permanently loses one point of is magical AC 
bonus when it does so, becoming a non -magical shield if its 
magical AC bonus is reduced to zero.

Special Combat Situations:
Opportunity Attacks: Anyone not surprised and with a ready
weapon who is not already involved in a melee combat gets a 
free attack on opponents trying to move past them ïthis attack 
is in addition to their normal attack for the round. If the attack 
is successful, the opponents takes damage and can move no 
furthe r that round.

Ranged Attack in to Melee: Shooting or throwing into a c rowded 
melee is not a good idea: there is a 50% chance you'll hit a 
friend instead of an opponent. Fighting classes may take -4 to 
hit t o avoid hitting a friend.

Dodge: A character who is not making an Active or Full Attack 
may forgo his next attack at any time and dodge out of the way. 
Roll 1d20 + DEX bonus + Physical Combat Bonus (PCB). The
total is the characterôs effective AC until hisnext attack . If it's 
lower than his real AC, wel l, the character zigged when he
should've zagged. The GM may modify the roll by +2 or -2 (or
more) to reflect the terrain and cover of the area .

Aid Another: A character who can make a mel ee attack on an 
opponent engaging an ally in melee combat can help that 
character attack or defend by distracting or interfering with an 
opponent. Make an attack roll  against AC 10. If successfu l, the 
ally gains either a +2 ( Fighter Bonus +1 for fighting classes) 
bonus on his next attack roll against that opponent or a +2 
(Fighter Bonus +1 for fighting classes) bonus to AC against that 
opponent's next attack (aiding character's choice), as long as 
that attack comes before the beginning of the aiding character's 
next turn. Multiple characters can aid the same ally.

Grapp le: A character can make a grapple attack on an adjacent 
target. A successful attack roll means they are then grappled 
with their target. When grappled, both the attacker and the 

defenderôs AC becomes 10 and neither can make move actions. 
When grappl ed, th e defender canôt make normal actions and 
must make opposed rolls (1d20 + PCB) against the attacker to 
attempt to break free. As long as the defender is grappled the 
attacker can make automatic unarmed attacks on the defender.

Knockout Blow : A character ca n attempt an armed melee attack 
against a n adjacent creature to stun them. On a successful hit
the target is stunned one minute for every point the attacker 
rolled higher than their defense . 

Combat Tricks/Stunts: Declare what the trick/stunt attack is 
go ing to do. It could be anything from knocking a weapon from 
your opponent's hand to blowing his hat off or extinguishing a 

lantern. Other possibilities could be stapling the target to the 
wall through his clothing with a thrown weapon, tying him up 
with a bola, tripping him and so on.

For Fighters, t he attack roll is made as normal, if the attack roll 
is a hit, the player rolls 1d6. If he rolls his Fighter Bonus or less 
on the D6, the combat trick works. If the combat trick roll fails, 
the character still hits for normal damage.

Clerics and Magic -Users , however, will only succeed with a 
combat trick if they roll at least a 20 on their attack roll (and the 
roll would hit the target). If they fail to at least roll a 20 and hit 
the target, both the combat tri ck and the attack fail. 

Against an inanima te object, if the attack roll (with the penalty) 
is successful, the stunt works. No defense roll is needed.

Combat Casting: In combat, if a character is hit and takes 
damage (or other effect that could interfere with spell casting 

like paralysis) before casting a spell, the spell fizzles. This costs 
the caster 1 HP per level of the spell he was attempting to cast 
and the caste r loses his action for the round.

Morale: While a few monsters, such as mindless creatures, are 
fearless and will fight to the death, most monsters have a strong 
desire to survive and will not continue to fight when the battle is 
going against them. They will instead seek to retreat, to flee, or 
even to surrender. The GM decides when monsters abandon the 
battle and retreat, based on the situation and the monsterôs 
intelligence. Monsters are assigned a Morale Rating (from 2 to 
12, with 2 being a complete co ward and 12 being totally 
fearless) to help the GM make these decisions. If the GM wishes,
he may simply roll 2d6 and have the monsters break off combat 
if the number rolled is greater than the monsterôs Morale Rating.


