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THE RULES WE LIVE BY

he rules we live by.” I have ended the title of this
preface in a preposition; this is both appropriate
and intentional. One can make the honest claim
that, grammatically speaking, the title is incorrect;
a preposition dangles at its end. That is a rule that most of us
learn in school. Written correctly, or so our schooling teaches us,
the phrase should read, “The Rules by which We Live.” Do not
end a sentence with a preposition. This is a rule by which we
live or one, so they tell us, that we should live by. Rules govern
our language. However, there is another way of looking at that
rule, and many other rules. The great English Prime Minister, Sir
Winston Churchill, put it best; in a comment regarding the rule
on prepositions and their placement at the end of a sentence he
said simply, “That is nonsense up with which I shall not put.”

Treat the rules presented in the Castles & Crusades Players
Handbook and the Castle & Crusades Monsters and Treasure
in the same manner Churchill treated prepositions. The bugbears
of grammatical formality and adherence to those ever evolving
rules swirling about the usage of our language, often do little more
than produce stilted phraseology and a monotonous dialogue little
capable of conveying what the writer wishes to express. The point s,
don’t allow the rules presented in our books to become roadblocks
on your path to fun and adventure. In the context of your storyline
or adventure or the events occurring on the ground, should you
need to change, ignore, or amend the rules, You Should. Don’t
allow the rules to get in the way of telling a good story.

Castles & Crusades is a role-playing game designed to allow
for the interactive telling of an adventure. In order for that
adventure to occur, two events must take place. The Castle
Keeper must design an adventure, and the players must
overcome that adventure’s challenges. The adventure can end
in disaster or even go uncompleted, yet still everyone can have
some fun and enjoy themselves. It’s playing through the story
that is the fun part. The genius of role-playing games is that
they allow you to play through a story you write. Like no other
game, RPGs in general, and Castles & Crusades in particular,
allow us to spin yarns of wild abandon and live out those yarns
in the safety and comfort of the real world.

It is important to ignore the rules on occasion, all in order to
ensure the adventure goes forward. Consider that an elaborate
adventure, with a lot of action and excitement, causes the
players to move in one direction. They are excited and ready
to go forward, extending the night’s play by another two hours
just to follow through with what they have begun. Let’s say
that the players have found themselves in a situation in which
the entire adventure’s continuance depends on one roll of the
die by one character. For example, a tracking check to follow
a creature to its lair. Or perhaps a successful find secret door
check. Perhaps even something as mundane as a successful
pick pocket check. Suddenly you have a whole lot of fun
sitting on the needle of a whole lot of luck.

It seems that having an entire game come down to one of these
moments is somewhat ludicrous. To keep the adventure moving

forward, the above must always be successful. But how does one
do that? It can be done fairly simply, and without needing to bend
or ignore a rule, just by modifying the situation under which it
occurs. Have the creature leave an obvious trail, leave the trunk
unlocked and the secret door just a little ajar.

Take tracking - a pet peeve of mine - for example. Many
players would like their characters to be able to track, which is
understandable. The ability to track sounds really cool. A lot
of heroes, such as Aragorn and Conan, could track. There are
frontiersman and Ojibwe warriors who could track, and tracking
can come in handy during a game. Should the party of a character
need to locate a creature or person who has just escaped into the
woods, why they can track them down and find them. This makes
tracking seem like a very important aspect to the game or to a
character’s ability to pursue an adventure or some such.

But is it? Not really. Let us say that I have designed an
adventure wherein the characters have to pursue, capture,
and bring someone to justice. A tracker would seem to be a
necessary augmentation to the game. That is not really the
case though. Should I have designed such an adventure, why
surely I would have devised several methods whereby the party
could give chase and have the chance of finding the villain
without it being dependent solely upon one roll of the die by a
character who can track. If the tracking check or the chasing
were dependent upon the ranger successfully tracking and the
tracking roll failed, the adventure is over. Move on to the next
target. Surely there must be another method or manner?

In Castles & Crusades, there is. That other method lies with
you, the Castle Keeper. It lies in your imagination, and even
more it lies in the imagination of your players. The need of
tracking limits everyone to the outcome of the roll, but using
your imagination to expand the game does not. Instead, it opens
up a whole new vista of opportunity.

Rules do not guide you. They govern your actions and limit your
ability to play.

What I am saying is that the ability to track, ultimately,
should not be that important to the game. It may allow the
Castle Keeper to convey information to the party they might
otherwise not have been able to glean, but that is only useful
in a limited context. The point is that the Castle Keeper must
convey the story irrespective of the presence or absence of the
rules. Limiting oneself to the rules restricts the possibilities. In
a too strict adherence to the rules, the Castle Keeper restricts
his own ability to plan for the adventure, to allow for outside
occurrences, new ideas, or original approaches that the players
may present. Ultimately, the adventure must have several
pathways whereby the characters attain the ultimate goal. As
such, the ability to track is just one of many methods to convey
information to the characters and to propel the story forward.

Despite all that, you are holding in your hands a book of rules.
Keep them in context.

Let us begin.
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INTRODUCTION

he Siege Engine is the foundation. It is the
fundamental mechanic that drives the Castles
& Crusades role-playing game. It allows the
Castle Keeper, the game master, to adjudicate
any occurrence in the game fairly, quickly, and easily. However,
though it is the core of the C&C game, the Siege Engine does
not supply the Castle Keeper or the player with every tool
necessary to run a smooth, fast, and fun role-playing game.
There are elements missing such as interaction with NPCs. The
Siege Engine provides the tool to settle any interaction that a
player character (PC) may have with a non-player character
(NPC), but it cannot supply all the extenuating circumstances
that might influence the outcome that the Siege Engine must
inevitably produce. This is the responsibility of the Castle
Keeper. Governing these circumstances are the minutiae that
make up any role-playing game, but in a rules-light game
like C&C, they are far more important, for in the absence of
regulations, it is the CK who must provide guidance.

These extenuating circumstances are the very particulars that
often make or break a game; knowledge of them, whatever
they may be, is often required of the CK, but with no baseline
to act from and CKs must fall back upon their own devices.
Though relying upon one’s imagination to create a framework
to explain such extenuations is not necessarily a bad thing,
it is problematical in that it causes unnecessary delays in the
play of the game. Something as simple as an NPC'’s loyalty
to a character, based upon time served, awards received, and
treatment, is something that can seriously interrupt a game’s
flow, slowing it as beleaguered CKs wrestle out their own set of
guidelines and rules.

This is where the Castle Keepers Guide comes into play.
The book includes a host of material for the long-term
player as well as the CK. It also includes a wide framework
from which CKs can build their games. The Castle Keepers
Guide provides the CK and the player with a host of new
tools for their use, tools designed to enhance play, not hinder
it; designed to be malleable from table to table. The book’s
evolution has been a natural expansion of its original intent,
a book designed to teach new players how to turn a successful
game into something greater. While maintaining the original
concept, the book’s manifestation has grown beyond it. Forces
from within the TLG offices and without, upon the manifold
tables where gamers are nightly hacking out adventures, have
given this book far greater scope.

DECONSTRUCTING THE CKG

In order to understand what the CKG offers and how to best
use it, it is necessary to understand how the book is structured.
Essentially, the CKG consists of three distinct parts: Expanded
Play, Adding Depth, and Optional Rules.

Expanded Play focuses on the game in general, being flush
with expanded material for the characters and Castle Keeper.
No rule contained in this section is necessary to play Castles
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& Crusades, though it may add depth to your game play by
expanding upon rules and aspects of gaming not detailed in the

Castles & Crusades Players Handbook.

Adding Depth’s primary focus is on the dynamics of a role-
playing game and how to flesh out the game through adding
depth to the adventures, the settings, plots, and the host of
accoutrements CKs may find useful. Though written for the
Castle Keeper, players may find information contained in
Adding Depth useful.

Optional Rules are self-explanatory. These rules are not
necessary to play C&C but offer something many players
like: options and more detail. Section three presents several
options for reaching any one goal; this specific approach
discourages gamers from becoming overly reliant on rules and
developing a “canonical” or “purist” approach to C&C. It also
facilitates the creation of consistent home rules through a
greater understanding of the rules and the impact modifying
and expanding them has on the game.

Each chapter of the Castle Keepers Guide explores new avenues
to solve old problems, supplies frameworks for the CK and player,
and adds optional rules for all modes of play. Many of these rules
are new and add a whole new layer, or several layers, of structure
to a game whose true value lies in its rules-light approach to
role-playing problems. In order to mitigate the potential for rule-
clusters to overbear situational circumstances within a game
properly governed from the hip by the CK, the Castle Keepers
Guide takes an unusual approach. Where applicable the CKG



presents several different types of rules to expand the game. These
options are very generally broken down into three categories:
role playing, rules light, and the tyranny of rules. For instance,
skills; in Chapter 18, several systems of skills are presented to
the table. The first is a simple approach of role-playing out new
skills characters might acquire and how to balance them with the
game. The second is a simple list of skills that one might acquire
with very simple explanations of what they offer to the player,
leaving the bulk of it to the CK. In the tyranny is a more complex,
interactive set of skills that players can earn or choose for the
characters that come with a full set of situational modifiers.

The rules for Castles & Crusades were intentionally
designed to be malleable. Those playing the game should
find that creating rules or bringing in rules from other games
is not only possible, but also actually fairly easy. This allows
players to make the game ‘theirs.” The game of Castles &
Crusades is like a machine that its user can constantly
tinker with in order to create an engine more suited to the
architect’s needs and tastes. The final game-rules for Castles
& Crusades should come from those playing it, not those
creating it. None of the three options for adding skills to
your game inhibits the ability to do just that. CKs and players
must decide which to use, if any, and how to use them. There
are no official skills in Castles & Crusades. There are only
several optional rules systems from which to choose. Several
chapters, though not all, of the Castle Keepers Guide mimic
this approach. It is your game, and you must choose which
best fits at your table. This approach preserves the adaptable
nature of the C&C rules.

The Castle Keepers Guide frequently references styles of play.
They are broken down in three general types: gritty, classic,
and epic. Very loosely, gritty role-playing consists of games
that offer little in the way of player aid. The mortality rate is
high, magic plays a smaller role in the outcome of events, and
chance determines outcome as often as skill. Character death
comes hard and fast in gritty games. The average is normal, the
extraordinary is rare. Attribute modification is tightened up
so that achieving great events is all the more difficult. Classic
role playing offers more in the way of fantastic, reflected in the
standard C&C rules of attribute modification. Here chance
plays a smaller role and long shots enter the realm of very
possible. These games enroll the entire standard fantasy role-
paying fare. The final approach, the epic, expands upon the
attribute modification, exploring the realms of heroes. Here
players can attempt and routinely achieve deeds of surpassing
valor. The expanded scope of the possible defines epic games.

VERBIAGE

Throughout the CKG references are made to wizards and
illusionists, where they are combined, the word magic user is
used. This is not a throw back to other versions of older fantasy
role-playing games, but rather a common usage to lump those
two classes together and stop the too often needed reference to
wizards and illusionists.

Tue SIEGE ENGINE

Knowledge of the Siege Engine and how it works is necessary
in order to play Castles & Crusades. Its elegance of form,
however, makes it simple to understand and easy to adjudicate.
The Castles & Crusades Players Handbook presents and
explains the Siege Engine in-depth. A recitation of those rules
would only be redundant in this tome. However, as a simple
refresher, we've copied the brief player’s introduction to the
Siege Engine from the Players Handbook here.

Almost all non-combat actions in Castles & Crusades for
which the Castle Keeper deems a roll is necessary to determine
success or failure are resolved by an attribute check.

Every check has an associated attribute. Whenever one of
these checks is made a d20 is rolled by the player. Attribute
and level modifiers, for class abilities only, are added to this roll,
if applicable. If the result is equal to or greater than a number
generated by the Castle Keeper, called the challenge class, then
the attribute check is successful.

The challenge class is a number generated by the Castle Keeper
that represents the degree of difficulty for performing that
action. The challenge class is generated in two steps. The first is
ascertaining the challenge base. This is determined by whether
or not the associated attribute is a primary or secondary one. If
the associated attribute is a primary attribute, the challenge base
is 12 and if it is a secondary attribute, the challenge base is 18.
Next, the Castle Keeper adds or subtracts the challenge level to
the challenge class. The challenge level represents the degree of
difficulty the Castle Keeper believes appropriate for the action
being taken. This usually ranges between 0 and 10, but can go
higher. The sum total is the challenge class, and the player must
roll higher than that to successfully perform the action.

TYRANNY OF THE RULES

The Castle Keepers Guide is a book that presents the C&C
player with a host of new rules and options for their games. In
some respects it simply builds upon existing structures, making
them more useful and playable, while offering no real impact
upon the way a CK runs a game or what is allowed. These
options simply expand the working knowledge of the game.
In other cases the impact these rules carry can be staggering.
Though they cannot change the nature of the Siege Engine,
they can change the nature of the game you want to run. Take
caution while expanding your game with new rules and options.
The more rules that you add to your game, the more clarity it
gains, but the more freedom of action you lose.

That aside, the CKG offers a wonderful array of quickly
accessible charts and tables that allow CKs to rapidly resolve
simple problems, players to expand their characters into high
levels and with new equipment, treasure, and possibilities. It all
begins with Chapter One and the character attributes.

CASTLE KEEPERS GUIDE 7
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CHAPTER 1 — EXPANDING CHARACTERS

N haracters are the centerpiece of any Castles &
A Crusades (C&C) game; without characters, there
is no game. C&C players experience the game
through their characters, and while the game’s tone
and overall story certainly emanate from the Castle Keeper,
that tone and story only come alive when the characters are on
stage, in action, up front and center. Take Beowulf’s crossing
of the swamps of Denmark, for instance; while he is merely
traversing the swamps and empty lands, his passing is of little
note or consequence. It is not until Beowulf crosses the fens
and enters the tale of Grendel echoing upon Denmark’s winds
that the story comes to life. It’s the same with a role-playing
game: characters and their interactions bring the setting, the
adventure, and the entire game to life.

Understanding that characters are the cornerstone of C&C (and
of all role-playing games, really) is necessary to understanding
the importance of character creation within the game.
Characters must reflect the game’s tone, which is something
the Castle Keeper (CK) can control. Should the Castle Keeper
desire such control, then establishing character-creation
guidelines is very important and highly advised. From choosing
names to rolling attributes, every character aspect can add or
detract from the game. For instance, a foppish, silly character
who prefers playing jokes on others and wreaking havoc may not
suit a campaign where stoic men with thick broadswords and
axes eat roasted turkey on the leg and down droughts of mead.
First, the men would likely kill such an annoying character.
Second, such a character disrupts the game’s tone and causes
in-game distractions, ultimately detracting from the setting, the
adventure, the game, and the other players’ enjoyment of the
campaign. For this reason, the CK will likely want to govern
character design within the game.

NoTE: As important as it is to keep the characters consistent
with the game’s context, it is equally important that the CK
give the players some latitude in character creation. Allowing
players to create characters they actually want to play makes
the game far more fun for them. Making a strict set of guidelines
for character creation might maintain the tone, but if it chases
away the players, then it’s going to be a quiet day at the table.

With this in mind, character creation takes on a whole new
importance, both for the player and the Castle Keeper.

ATTRIBUTES

Character attributes are the foundation of character creation.
As noted in the Castles & Crusades Players Handbook, there
are six attributes: strength, constitution, dexterity, intelligence,
wisdom, and charisma. In the game, each attribute has a
numeric score ranging from 3-18. To generate each attribute,
players roll 3d6 and total the result for each of the six attributes.
The standard method of creating attributes presented in the
Castles & Crusades Players Handbook results in a bell curve
of scores, with 10 and 11 being the most common result and 3
and 18 being the least common.

This book presents Castles & Crusades players with five
new attribute generation options. Naturally, Castle Keepers

determine which method is allowed in their games, but the new
options now permit players to design their characters as desired,
or let the luck of the dice prevail.

CKs should keep in mind the following points regarding attribute
generation before choosing any particular method for their
game. How powerful do you want the game’s characters to be?
The more dice used for attribute generation, the more powerful
the characters will become. What fantasy flavor is desired for the
game? CKs running epic-style games where players need truly
heroic characters should go with a method that increases each
character’s attribute scores. If the CK wants a standard fantasy
role-playing game flavor, then a method that only incrementally
increases the characters’ power should be selected. If a more
gritty game is desired, then the CK should select the method
producing the lowest average scores for the attributes.

When deciding on which method to allow, it is important
to note the kinds of characters the players want to play, as
dice-determined attribute scores go a long way in defining
available character classes. Random rolls giving a character
an 18 intelligence and a 7 strength, for instance, make such a
character a far more effective spellcaster than a fighter, thereby
limiting the character’s class choices; and if the affected player
does not want to play a spellcaster, then the player may decide
not to play at all, or the player may play but be very unhappy
with and disinterested in the character and so contribute little
to the gaming experience. So, dice-determined characters can
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critically affect a game’s direction, especially if the group ends
up with only spellcaster-worthy characters!

CKs should ask the players if they prefer to choose classes
for their characters, or if they are fine with letting the dice
determine their available choices. Normally, players choose a
class to play, and they then arrange their attribute scores to
suit that desired class. Long-time players however may have an
affinity to playing a certain class and not want to stray from
it. So, for some players, methods allowing the luck of the dice
to provide class selection may not be met with enthusiasm,
even though playing a non-standard class for them may be an
adventure in itself, one that stretches their role-playing abilities.
Castle Keepers may also have an issue with such methods, as
a resulting party heavily swayed toward fighters or spellcasters
may have a detrimental effect on a readied adventure requiring
a range of character classes to survive its dangers. Ultimately,
the leaving-it-up-to-luck methods may not prove suitable for
all gaming groups, and so should be used only after a thorough
discussion of their limits.

Also, before choosing a method for generating attribute
scores, Castle Keepers should have a handle on the basic
attribute ranges for commoners within their game. While this
information rarely comes into play, C&C characters should be
better than the average person in the game’s setting; they are
the rare souls who possess that extra something which allows
them to purposely and willingly pit themselves against the
reckless dangers of the world. Knowing the average attribute
range of actual commoners allows CKs to establish a character
benchmark, so to speak.

For a standard game, it is suggested that common folk have
an attribute range of 3-13 (2d6+1). CKs can adjust this range
as needed, but use of this range ensures the player characters
are above par. Bear in mind, this attribute score range is for
the commonest of the common folk, not those in specialized
professions like men-at-arms; for the more specialized
individuals, the CK may want to use the standard method
(3d6) for attribute scores. Ultimately, the CK should feel free
to amend these suggested rules, deciding what is best for the
campaign at hand.

Finally, consider the game’s genre before choosing any
one method. The following list establishes some very loose
guidelines about types and styles of play. The methods of
attribute generation (detailed in Alternative Attribute
Generation below) refer to these types of play, giving the CK a
better understanding of where each method falls and how each
interacts with the genre.

EPIC: An epic role-playing fantasy environment involves
confrontations with very powerful creatures and magic, and they
often involve or lead to world-shattering events. These elements
are present from the very beginning of play. For average characters,
these adventures are incredibly deadly. For this game style, the CK
should seriously consider allowing players to use Method Three for
character creation. The CK might go so far as allowing the players
to choose the attribute slots for the resulting dice scores.
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CLASSIC: Classic games are more of your standard fantasy
role-playing environments; they are designed for characters
to experience various monstrous and magical challenges that
can be deadly but aren’t overly so. Thematically, heroic fantasy
generally involves adventures which do not alter the world’s
landscape or allow characters to interact with deities or such.
For these games, the CK should consider using Method Two for
character generation. If the Castle Keeper prefers to allow the
dice to decide the characters’ classes, then not allowing players
to arrange the rolls as they see fit is the only alteration needed
with this method.

GRITTY: Gritty fantasy games involve a more realistic approach
to adventure, where mundane encounters are challenging and
there are often high character mortality rates at all levels. Magic
tends to be less of a concern, and the monsters tend to the more
common type, but they are more numerous. In gritty games, the
preferred method of attribute generation is Method Six.

ALTERNATIVE ATTRIBUTE GENERATION

METHOD ONE: This is the standard method as outlined in
the Players Handbook. Roll 3d6 and add the results of the
three dice together for each attribute to create a total score
ranging from 3 to 18. Once the six scores are generated, each
score is assigned to an attribute of the player’s choice.

METHOD TWO: Roll 4d6. Discard the lowest-scoring die and
total the remaining three. Do this for each of the six attributes.
This method raises the average attribute score, increasing the
power of the character as compared to the standard C&C
method. Increasing the average attributes in the game increases
attribute modifier bonuses to hit points, to the to-hit roll, and
to damage. The character thus becomes more powerful and is
more likely to successfully perform tasks and survive.

If the Castle Keeper desires the characters be very powerful,
have the players roll 5d6 and drop the lowest two results for
each attribute. Whether using 4d6 or 5d6, this method creates
classic fantasy characters.

METHOD THREE: For each attribute, roll 3d6 six times and
keep the highest score. This method allows for high-average
attribute scores, and it has the same effect as Method Two in
game play, except the player does not arrange the attribute
scores as desired. This method encourages a player to choose
a particular class based upon the final arrangement of the
attribute scores.

EXAMPLE: Using Method Three, the player received the
following results: strength 13, constitution 11, dexterity 16,
intelligence 9, wisdom 12, and charisma 17. A paladin and bard
benefit most from a high charisma; a rogue, assassin, and a ranger
character benefit from a high dexterity. Though the player does
not have to choose any of those classes, the character’s attribute
scores indicate which classes would be most advantageous to
play. In the above example, the wizard or illusionist character
classes would be the player’s least likely choices.



In addition to the above-noted effects on play, this character-
creation method has a resonance of genetic predetermination to
it. The player is not “in command” of the character’s underlying
nature, rather the dice are in command. The attribute scores
themselves force players to play classes they might not otherwise
choose to play. This may or may not be a good thing, so the
Castle Keeper and players should discuss this issue prior to
agreeing to use this method of attribute generation.

METHOD FOUR: Roll 3d6 and total the results for each
attribute. The scores are not arranged as desired. Produce 13
characters in this manner. The player then chooses one of the
13 characters to play.

This method only incrementally increases the character’s
power, and only when the character is considered as a
whole, as the individual character has not received any
increase in attribute generation. As with Method Two, this
method creates a sense of predetermination in character
generation, with forces outside the player determining the
best class choice; yet, the ample supply of character choices
generated with this method should provide the player with
a character of preferable class to play.

METHOD FIVE: This method places the onus of attribute
generation almost entirely upon the player. The player receives
66 points to divide among the character’s attributes as desired.
Each attribute must have a minimum of 3 points spent on it.

EXAMPLE: The player assigns the character’s 66 attribute
points as follows: strength 9, constitution, 13, dexterity 17,
intelligence 9, wisdom 9, and charisma 9.

Method Five places the choice of attribute scores entirely in the
players’ hands. Many players like this method because it allows
them to specifically design the character they want to play. It
does encourage creating minimum and maximum characters
however, which means the character will have many low
attribute scores and a few high ones.

The Castle Keeper can adjust the allowed attribute points
to increase the type of game play desired. To increase the
characters’ average attribute scores, simply have the players add
a d4, d6, d8, or even a d10 roll to the normal 66 points. Note
the additional points can increase the attribute scores quickly,
creating truly powerful characters; for this reason, the Castle
Keeper should be careful to ensure the resulting characters’
power matches the type of game intended.

METHOD SIX: Use any of the systems above, but reduce any
one attribute by two points or any two attributes by one point,
and then increase a second attribute by one. Basically, the player
trades two points to raise one attribute by one point.

ATTRIBUTE MODIFIERS

Attributes, if they are high or low enough, provide the character
with an attribute modifier. This modifier is a number added to
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or subtracted from attribute checks, saving throws, to-hit rolls,
damage, etc. As noted in the Players Handbook, each attribute
has a modifier assigned to it. The modifiers are as follows:

TABLE 1.1 ATTRIBUTE MODIFIERS

23 3
4.5 -2
6-8 -1

9-12 0

13-15 +1
16-17 +2
18-19 +3

The attribute modifiers reflect a depressed bell curve such that
the truly extraordinary modifiers remain extraordinary and the
averages fall on the low end of the modification scale. Some
CKs may desire a wider scope of modifiers. If Castles Keepers
desire to change the attribute modifiers, the following methods
are suggested.

Castle Keepers wanting to adjust the game’s power dynamic
without affecting the overall Siege Engine might seek to alter
the attribute modifiers. Used in tandem with changes in the
attribute-generation system, however, the overall change in a
character’s power can be dramatic. By increasing the average
attribute score and increasing the average bonus for an attribute
score, one quickly increases the average chance of an action’s
success. The change can be as high as 10% at 1st level, which is
quite a shift in the game’s dynamic.

NOTE: Castle Keepers should be cautious when changing
the attribute modifiers, as this can impact the game directly,
offsetting the mechanics of monsters, treasure, traps, and other
components of the game.

As with the attribute-generation system, carefully consider the
impact any changes may have on play. How difficult should it
be to successfully complete an action? The higher the average
attribute modifier, the easier it becomes to complete actions
successfully. The standar approach is that a +3/-3 is the furthest
and rarest deviation from the norm. By creating a bell curve and
expressing that power as associated with only one attainable
attribute, we have kept what is a 20% bonus fairly rare.

ALTERNATIVE ATTRIBUTE MODIFIERS

For those wishing to ratchet up the power dynamic, consider
using the below-listed modification methods for the desired
game style.

EPIC: For epic games, consider using Method Two below. This
method significantly increases the characters’ power and gives
them the ability to defeat powerful monsters at lower levels, which,
in turn, requires the CK ramp up the game’s challenges more
quickly, as well.
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CLASSIC: The standard fantasy setting is best suited for the
standard C&C attribute-modification rules. However, Method
One is also an option that only incrementally increases a
character’s power, reducing the chances for death and increasing
the power of the encounters accordingly.

GRITTY: The preferred method for low fantasy is the standard
C&C attribute modification. This method maintains the
average and the extraordinary. On the other hand, because
low fantasy has a gritty feel to it and the range of challenges
can be great, giving the characters a rare but definite edge can
greatly increase excitement at the game table. Considering this,
Method Three would be an optimal choice.

METHOD ONE: This is a standard approach such that no
bell curve exists. There is little appreciable difference between
this method and the standard method, but close examination
reveals the character’s power is potentially increased.

TABLE 1.2 ATTRIBUTE MODIFIERS METHOD 1

3-4 -3
5-6 )
7-8 -1
9-12 0
13-14 +1
15-16 +2
17-18 +3
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METHOD TWO: This method mimics the bell curve, but
increases the character’s range of modification, potentially
making the character much more powerful than the standard

C&C character.

TABLE 1.3 ATTRIBUTE MODIFIERS METHOD 2

3 -4
4 -3
5-6 -2
7-8 1
9-12 0
13-14 +1
15-16 2
17 k3
18 +4

METHOD THREE: This method increases the character’s
power while having a standard attribute modification approach
and no bell curve, and it manages to keep the extraordinary
(the +4) extraordinary.

TABLE 1.4 ATTRIBUTE MODIFIERS METHOD 3

2-3 -4
4-5 23
6-7 -2
8-9 -1
10-11 0
12-13 4Rl
14-15 +2
16-17 +3
18-19 +4

ATTRIBUTES & CHARACTER AGE

Castles & Crusades assumes characters begin their adventuring
careers as young adults or adults. A character’s age affects his
attribute scores. With youth, physical attributes wax; with
age, they begin to wane, while mental ones become more
acute, burgeoning with a lifetime’s worth of experience. When
characters reach venerable age, however, their bodies, both
mentally and physically, begin to deteriorate as their inevitable
march toward death encroaches ever closer.

Attribute modifiers for character age are included in the racial
section in the Players Handbook.

ATTRIBUTES EXPANDED

Whether through character design or game interaction, such as
magic spells or magic items, characters may occasionally gain or
earn, temporarily or permanently, attributes beyond the normal
scale provided in the Players Handbook. These attributes
reflect abilities beyond those of normal characters; they are
god-like abilities, granting the one so imbued with extraordinary



TABLE 1.5 GOD-LIKE ATTRIBUTES
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Score  BoONUS  STRENGTH DEXTERITY CONSTITUTION INTELLIGENCE ‘Wispom CHARISMA
Incapable of lifting = S i Wiz/Ill cannot cast Cler/Druid cannot cast
1 -4 e 5 T -1 to initiative Contracts all diseases spells above 3 level  spellsabove 3level Repulses people
20 +4 +1 initiative Fascinate as 4" level Bard
Use 2 - handed +10 feet on o Wiz/Ill receive Cler/Druid receive Ay .
21 +4 weapons w/l hand  normal move e g el extra 4™ level spell  extra 4™ level spell Clstvioge Fleud sl
Can sustain damage
22 +5 +2 initiative up to -1 before falling L dionlyia o
. number of undead
unconscious
Throw rocks as a Dodge and take  Delay poison as a 5™ Wiz/1ll receive Cler/Druid receive . i
23 +5 hill giant 2 movement level ranger extra 5% level spell  extra 5% level spell LR e b
24 +6 +3 initiative
Strike +1 magical Double natural Wiz/1ll receive Cler/Druid receive 5 " Kol
25 +6 creatures with fist healing extra 6 level spell  extra 6% level spell gt 28 8
26 +7 +4 initiative
27 +7 Throw rocks as a Regenerate lhp per Wiz/Ill zecelve See ethereal and Fascinate as 6% level bard
frost giant round extra 7™ level spell  astral creatures
28 +8 +5 initiative
Wiz/Ill receive Cause fear as 10
29 +9 extra 8 level spell level wizard
30 +10 +6 initiative Regenerate 2 hps per

round

skills and powers. Castles & Crusades allows for characters
to have ability scores up to 30. Attribute scores beyond 30 lie
within the CK’s realm of rules creation.

BEAUTY

The basic Castles & Crusades rules do not have an ability
that corresponds to physical beauty. Many equate charisma
with beauty, but this is not the case. Charisma is the persona
that an individual possesses, their force of personality.
Charismatic people may be, but need not be, beautiful. Beauty
is a combination of physical allure and emotional satisfaction.
Beautiful people are not necessarily people everyone looks upon
with desire, but rather they are ones who attract by their very
nature, engendering emotional responses of devotion rather
than of desire. Beauty does not appeal to the natural instincts
or drives, but rather to emotive instincts creatures with inferior
or above-average intelligence possess.

Beauty is an optional attribute. CKs should take careful note
of its potential impact on their games before allowing the
attribute in. These rules serve as a general guideline for those
rare encounters where beauty comes into play.

Beauty is highly subjective. Literally dozens of factors determine
someone’s beauty; physical looks are the most obvious, but the
relative importance of these erodes in the face of cultural norms.
Whereas one individual may be beautiful in one region, people
in another area may not view the same individual in the same
light. For this reason, Castles & Crusades does not consider

beauty a normal attribute. This does not mean that physical
beauty does not have a role in C&C. In fact, it already exists.
Several monsters have the divine beauty ability. The nymph,
for instance, can charm individuals of almost any race or type
with her sheer beauty. Magic partially determines the nymph’s
beauty, as the viewer is charmed into seeing her as something
beyond his normal ken. Even beyond that, however, the nymph
possesses a flawless form and an otherworldly nature. Her beauty
is universally acknowledged by both sexes and by members of all
races; it mesmerizes those viewing her, almost charming them.

It is certainly possible that characters and NPCs possess such
physical charm. In Castles & Crusades, the beauty attribute
determines the extent of an individual’s allure. To determine
the character’s beauty, roll 3d6.

BEAUTY: This optional attribute represents the inherent
beauty of individuals; it is their ability to charm or repulse those
around them with their presence alone. This ability to charm
or mesmerize those around them is dependent on race and sex.
These abilities should be used with care, taking into account their
long-term game effects. A creature does not need to “activate”
any abilities associated with the beauty attribute for their
effects to occur. The effects occur constantly and immediately.
Individuals charmed, enthralled, or even following suggestions
do so upon meeting the individual. However, rejection, or the
realization that the creature is using its beauty for its own ends
can come at a heavy price, as enthralled individuals often react
very violently upon learning the truth.
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TABLE 1.6 BEAUTY ATTRIBUTE AND ABILITIES

BeauTY SCORE OPTIONAL ABILITIES
12 Their beauty is so horrid they project a living nightmare. Those failing a wisdom save are repulsed and seek to remove themselves
from the person’s presence.
3-5 All charisma checks of those around the individual are made at -2.
6-15 No appreciable effects.

They have the ability to influence those around them. Their beauty is such that those failing a wisdom save are inclined to

1oL follow a particular course of action suggested to them.
18 They have the ability to charm people. Their beauty is such that those failing their wisdom save become convinced they desire to

befriend and protect this individual.

19-24 Their beauty exceeds that of normal mortals, and instantly enthralls those viewing them. They can even influence those
who merely glimpse them. Individuals failing a wisdom save follow them as if affected by a mass suggestion spell.
Their beauty is such that it shines from within, transcending culture and language, allowing the viewer to project perfection upon them

15.29 Anyone failing a wisdom save falls under their sway, lost to the power of their beauty so long as the beautiful creature wills it. The failing
individual’s wisdom score determines the effect’s duration: 1-2: 2d4 days; 3-5: 1d4 days; 6-8: 5d4 hours; 9-12: 4d4 turns; 13-15:
3d4 rounds; 16-17: 2d4 rounds; 18+: 1d4 rounds.

304 Their beauty transcends the divine. Any who look upon them must make a successful wisdom save or become

overwhelmingly enthralled, bound to that individual as with a permanent charm spell.

BEeAUTY MODIFIER

In the case of individuals with a beauty of 13 or more, the
modifier is added to the beautiful individual’s level or hit dice to
determine the Challenge Level of the individual’s charm ability.
An individual’s charisma, constitution, and wisdom modifiers
augment the modified CL.

In the case of individuals with a beauty of 8 or less, the modifier
applies toward those affected, becoming a minus to their roll.
Other attributes have no effect.

TABLE 1.7 BEAUTY ATTRIBUTE MODIFIERS
1 2-3 45 68 9-12 13-15 16-17  18-19*
-4 -3 -2 -1 0 +1 +2 +3

* For any beauty score beyond 19, refer to Table 1.5 God-Like
Attributes for the attribute bonus.

ExAMPLE 1: All men considered Vivienne, Queen of Kayomar,
mother to Robert Luther, last King of that fabled realm before
the Dark descended, as the most beautiful woman to grace the
histories of the world. The tales were not far from the truth.
Her attributes, 18 wisdom, 16 constitution, 15 charisma, and
21 beauty, set her above average mortals. When she was still
very young, men remarked on her ability to enchant those
around her. For game purposes, at 1*t level she had a CL of 11
(combining her level and her attribute modifiers). In later life,
after she had achieved 12% level, her CL became 22.

EXAMPLE 2: Coburg the Undying, Lord of Aufstrag, appears as
aman, but his life’s evil deeds weigh upon his countenance such
that other men cannot see his form but for the horror of it. This
gives Coburg an effective beauty of 1. He is a 23" level Fighter.
To look upon Coburg is to be disgusted, almost to the point of
despair. Those who fail their save fall back from him, trying to
avoid his gaze or notice.
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EPIC ADVENTURES AND EXTENDED CLASS LEVELS

HIGH-LEVEL ADVENTURES

Epic, or high-level, adventures take characters into realms far
beyond even the extraordinary struggles of heroes pitted against
legendary monsters and those who plunder the wealth of lost
civilizations. Epic-level adventures reflect a classification of
power that is not easy to discern, for the power itself is immense,
encompassing the struggles of titanic creatures who, through
their actions, can alter the landscape around them or the course
of history. Epic adventures carry the story arc into the realm of
sagas, where Achilles battles Hector before the walls of Troy;
where Conan, through the brutality of his primeval will, breaks
the sorcery of the Wizards of the Black Circle; where Gandalf
wages war with the Balrog in the deepest places of the earth
and even onto the highest mountains; and where the Council
of Light endures the long march of Aufstrag’s Halls to enter
the Horned God’s chambers, waging a hopeless war upon the
tyranny of his darkness.

For these sagas to unfold, the participants must themselves be
of epic power; or at the very least, they must be on the road to
epic power. The classes presented in the Castles & Crusades
Players Handbook stop at 13 level. Spellcasters gain more
spells with level advancement, and others, such as the fighter,
see their abilities improve as their levels continue, but there are
no new abilities. This approach safeguarded the story element
that is critically important to long-running campaigns, where
the story itself is as important as gaining treasure or power.
Characters gaining higher levels and the powerful abilities that
go along with those levels tend to enter realms of Monty Haul
campaigns - games where the fantastic and outrageous become
commonplace and dwarf the importance of the adventurers
and their tales with the attainment of outlandish, super-human
abilities and vast treasures.

The Players Handbook never denied that such epic play held
a place in the game. Indeed, the greatest stories ever told
are epic tales of endurance and struggle, where the mighty
fight the mighty and the world is left aghast by their titanic
struggles. How impressive would Gandalf be had the Balrog
pulled him over the ledge and they both just splattered on
the ground below? Epic adventures capture the imagination
in a scope that resonates in the collective gaming memory for
long years after the struggle.

To achieve epic adventure, three things are necessary: epic-level
monsters (see the Monsters & Treasure of Aihrde), a CK’s
elbow grease (see Chapter 14), and epic-level player characters.
Below are all 13 classes with their necessary experience point
progression, the BtH, hit point bonuses, and the abilities
associated with levels up through 24. As you read through
these, take note that not all the characters are balanced at
higher level. Rogues may find it increasingly difficult to hit
opponents when compared to their fighter counterparts; some
may gain levels faster, and others may have more abilities. We
have purposely steered away from making all classes equal to

one another, focusing more on making each class’ tale its own.
The intent is not to create character classes that are so powerful
they sweep away mountains, but rather to create character
classes whose titanic struggles echo in the gamers’ hall for a long
time to come.

ASSASSIN

Mercenaries with abilities beyond those of normal warriors,
assassins, over time, evolve their skills. They often develop
peculiar habits, signatures whereby others can recognize their
handiwork. With experience, their knowledge of their targets
increases and their ability to kill extends beyond the simple knife

in the dark.

ABILITIES
SURPRISE: At 13™ LEVEL, the assassin’s ability to surprise

his opponents more often and more successfully increases.
Assassins add +1 to those wisdom checks involving surprising
an opponent. Assassins do not add this bonus when making
their own surprise checks, however. The bonus increases by +1
every five levels; at 18" level, they surprise at a +2, and at 23"
level they surprise at +3.

SNEAK ATTACK: At 13t%]evel, the sneak attack increases to
+3 to hit and +6 to damage. At 19%level, the bonus increases
to +4 to hit and +9 to damage; at 23" level, it increases to +6
to hit and +12 to damage.

SIGNATURE STYLE: Most adventurers develop certain styles,
use of weapons, or tactics with which they are most comfortable.
These signature styles, honed to a near-perfect art, define their
work and skill; they are a calling card of sorts. At 15% level,
the assassin can perfect a signature style enabling him to more
effectively eliminate targets. This only works with one type
of attack, whether by weapon, poison, or tactic. The assassin
must be familiar with the style, using it frequently throughout
his career. It often behooves the player to choose the style at
an earlier level, allowing the assassin to immediately utilize the
signature style upon achieving 15® level. Any time the assassin
strikes with a death attack with this signature style, he increases
his own CL by 2. The target must make a constitution saving
throw against the assassin’s level +2.

DEXTERITY BONUS: At 15% level, the assassin’s constant
need to move quickly through the shadows increases his
dexterity by 1 point.

QUICK REACTION: At 18™level, the assassin adds a +1 to
initiative rolls. At 24™ level, this bonus increases to +2. After
24" Jevel, should the result be an 11 or higher, the assassin can
take one more action at the end of the round, such as attacking
or moving half the assassin’s movement rate. The assassin may
only use the additional action to make a ranged attack if a ranged
weapon is already in hand. Regular actions, such as rummaging
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through a backpack, generally require too much time, so the
assassin cannot perform them with the second action. CKs may
rule on individual actions; for example, grabbing a pinch of
powder from a belt pouch is within reason, while stopping to
open a chest and look through its contents is not.

SLOW KILL: At 20®™level, the assassin can utilize his learned
skills of anatomy to strike opponents in areas difficult to heal.
These wounds bleed profusely, draining the target of energy and
life. Upon a successful blow, the opponent takes normal damage
from the weapon. In the following round, the target continues to
suffer damage from that same blow, losing 1d6 HP in blood loss,
whether internal or external. The target continues to lose 1d6
HP a round thereafter unless healed or bandaged. To use this
ability, the assassin must strike before the intended target does.
Though the ability’s results are cumulative, the assassin can
only successfully strike any one opponent four times with the
slow kill attack; he may attempt a slow kill against a particular
target as many times as necessary to make four successful slow
kill attacks, however. After four successful attacks, it is assumed
the assassin has struck all the victim’s vulnerable areas. Slow
kill works in conjunction with sneak attack. At 24% level,
an assassin using slow kill causes wounds so severe they heal
(even magically) at only half the normal rate and can cause
incapacitation, such as loss of the use of a limb. Upon an
assassin’s successful slow kill attack, the opponent must make a
successful constitution check (CL equal to the assassin’s level),
or he suffers an incapacitating blow and the ability to use a limb
(assassin’s choice) until healed.

NOTE: This ability does not work on non-bleeding creatures,
such as the undead or oozes. Furthermore, it does not work
on creatures the assassin has no direct or indirect knowledge
about. The Castle Keeper serves as the final arbiter in which
creatures the slow kill affects.

TABLE 1.8 ASSASSIN CLASS INFORMATION

LEVEL HD BtH EPP
13 +2 +4 650,001
14 +2 +4 800,001
15 +2 +4 950,001
16 +2 +5 1,100,001
17 +2 +5 1,250,001
18 +2 +5 1,400,001
19 +2 +5 1,550,001
20 +2 +6 1,700,001
21 +1 +6 1,850,001
22 +1 +6 2,000,001
23 +1 +6 2,150,001
24 +1 +7 2,300,001
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BARBARIAN

These warriors of the primeval world become titans whose
philosophy of blood and iron straddles the world of the civilized
and barbaric. These men channel an ever greater power of raw
force. In worlds where magic governs so many aspects of the
balance, the barbarian’s power often falls upon the magical
world like an unrivaled force of nature.

ABILITIES

IRON SINEWS: Magic, in all its splendor, falters as the
barbarian batters it down with his unbridled power. The
barbarian’s constitution bonus compounds the force of his
blows, allowing him to wield normal weapons as if they were
magical. At 13* level, the barbarian can, with a non-magical
weapon, strike a creature requiring magical weapons to be hit.
The barbarian’s constitution modifier serves as his magical to-hit
bonus, so he can only hit creatures within his modifier’s bonus
range. For instance, a barbarian with a 15 constitution could
use a non-magical weapon to strike any creature requiring a + 1
or better weapon to be hit; however, his constitution bonus is
not high enough to allow him to hit creatures requiring a +2 or
better weapon to be hit.

CONSTITUTION BONUS: At 15% level, the barbarian’s
mastery of his own will and primeval force increase his
constitution by 1 point.

FORCE OF NATURE: The barbarian’s core beliefs are rooted
in the animal world, where instincts often override reason,
particularly the instinct to survive: the primordial spirit overrides
all thoughts of suffering or pain and drives the barbarian to
struggle against even impossible odds. This struggle to survive
knows no odds, and situations do not arise where hopelessness or
fate factor into the narrative of life. The barbarian is very blessed,
and no matter the source of the power displayed against him,
his primeval instincts fight where even reason yields. Over time,
these instincts evolve into a natural spell resistance. Beginning
at 16" level, the barbarian gains a natural +2 bonus to SR. For
every three levels thereafter, the barbarian gains an additional + 1
bonus to SR. For example, at 19% level the barbarian has a SR of
4. At 22 level his SR improves to 5.

WARLORD: The road of adventure brings spoils of many kinds,
not the least of which is reputation. At 20" level a barbarian’s
reputation resonates throughout the many lands of his conquests.
If opportunity presents itself, the barbarian can call up an army
of 10-100 1*t level barbarians. These barbarians have AC 13 and
are armed with swords or axes. For every 20 barbarians, there is
one 3" level barbarian. The barbarian must call up the army in an
area where the local communities know his name and his deeds.
Furthermore, the area must have a population of 500 for every
10 men called up. These men fight for up to 30 days without pay,
requiring only food and water. After that time, the army disbands,
unless the barbarian compels them to remain through payment.

The barbarian can normally only use this ability once per
month. At the Castle Keeper’s discretion it may be used more



often, but many circumstances affect the outcome of the call.
For instance, a barbarian who calls up an army and subsequently
leads it to disaster may find it more difficult to call up another
band later. Repeated failures lead to the loss of this ability until
the barbarian regains his reputation.

TABLE 1.9 BARBARIAN CLASS INFORMATION

LEvEL HD BtH EPP
13 +5 +12 1,200,001
14 +5 +13 1,400,001
15 +5 +14 1,600,001
16 +5 +15 1,800,001
17 +5 +16 2,000,001
18 +5 +17 2,200,001
19 +5 +18 2,400,001
20 +3 +19 2,600,001
21 +3 +20 2,800,001
22 +3 +20 3,000,001
23 +3 +20 3,200,001
24 +3 +20 3,400,001

BARD

The bard’s abilities of song and lute become only one chord in
his mastery of voice, music, and sound and all their power. His
chords fire the soul of the willing and brandish iron in the minds
of the unwary.

ABILITIES

SWAY CROWD: At 13t level, the bard’s ability to influence
others is strong. When he spins tales, whether through his music
or voice alone, he can sway all who listen. When the bard uses
this ability, anyone listening to him must make a charisma save
or be spellbound by his tale or song. The bard simply holds them
in rapture, not allowing them to leave his presence so long as he
continues to perform; additionally, the crowd remains held for
one round per level of the bard even after he ceases to perform.
The bard affects up to 20 HD worth of targets at 13™ level.
This number exponentially doubles thereafter, so that bards
can charm 40 HD worth of targets at 16" level, 80 HD at 19
level, and a maximum of 160 HD at 22" level. He can affect
any human, demi-human, or humanoid creature with his tales
or songs, even if he does not speak the language. Lowest HD
creatures are affected first.

CHARISMA BONUS: At 15" ]evel, the bard’s mastery of his
abilities and his recitations of wonder increase his charisma by
1 point.

WORDS OF POWER: At 17" level, the bard’s ability with
song and music allows him to wound creatures like never before.
Once a day he can send forth his power. When he does so, his
words can harm an enemy. The target must make a successful
charisma save or, based upon the target’s HD, suffer all the
effects below.
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LEVEL/HD EFFECT

4 or less Death

5-7 Paralysis, Blindness, Deafness
8-11 Blindness, Deafness

12 or more Deafness

Deafness lasts 1d4 rounds. Blindness lasts 2d4 rounds. Paralysis
lasts 1d10 rounds, with the subject being unable to move or
act in any way. Death results in the target instantly dying, or if
undead, being instantly destroyed.

Using this ability is a standard action; the bard cannot strike
with normal weapons or use other abilities while doing so; he
must concentrate on his target, precluding most movement.
Being attacked, however, does not interrupt the ability. It affects
all creatures within 100 feet of the bard.

At 24* level, the bard can sing even greater words of power;
these words carry the weight of the world’s legends, and with
such, weave a mist of magic around the bard and those nearby.
This potent song, pregnant with magic, offers a barrier and
shield against other magic, whether natural, illusionary, divine,
or arcane. The barrier acts as an anti-magic shell, making the area
around the bard, up to 40 feet, impervious to magical effects,
including spells, spell-like abilities, magic from most items, and
supernatural abilities. The bard must be singing or playing an
instrument for his words of power to take effect. Any magical
effect that enters the area must make a successful charisma save
at a CL equal to the bard’s level or fail. Further, the words of
power erode illusions. On a successful save, the bard overcomes
any illusions present, except those that are components of the
illusionist’s Magnum Opus ability. The time it takes to reverse
charms or destroy illusions is equal in rounds to the original
caster’s level. The bard can use this ability once a week.

RALLY: At 18" level, the bard’s skill offers a cure to fear and
disheartening events, and he can rally those who hear his voice
or music. Anyone within earshot of the bard’s rallying cry can
make a save against any type of fear or morale effects (even
if they previously failed the save or morale check), including
the pall of dragon fear. The bard may rally once per day, and
he must be singing, playing, or talking to rally, and taking no
other actions that round. Those who rally do not suffer from
fear or morale for one round per level of the bard unless extreme
circumstances should weaken the rally’s effects. The CK is the
final arbiter of what might constitute “extreme circumstances.”
Such events might include witnessing the following: the bard’s
death, the collapse of an allied army, the massive destruction
of people or terrain via magic or natural disaster, the arrival
of a deity on the battlefield, or the occurrence of some world-
shattering event. In such an instance, the CK may allow a new
save, with possible modifiers, for the rally to remain in effect for
its full duration.

QUEST: At 20" level, the bard can use his abilities to lay a
quest upon another. The target must make a successful charisma
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saving throw or have a geas placed upon him. This effect acts in
all respects as the geas spell.

CHANGE ALIGNMENT: At 22 ]evel, the bard can change
the alignment of any non-player character he targets. The
target must be willing to listen to him, and the process takes
time. The bard must be in the company of that person for at
least 1 hour per day for a month and be able to communicate
with him freely for that length of time. After one month, the
target makes a charisma check at a CL equal to the bard’s level.
If successful, nothing happens, but if the target fails, the target
changes alignment one step (chaotic to neutral, for example, or
good to neutral). This process goes on for as long as the bard
wishes to continue altering the target’s alignment. The bard
must stay in contact with the recipient, spending at least 1 hour
per week with the target. If he does not, every week thereafter,
the recipient must make a charisma save to break free of the
alignment change; if successful, the alignment change slowly
fades, and the target returns to his normal state within several
months (one gradation per month).

TABLE 1.10 BARD CLASS INFORMATION

LEVEL HD BtH EPP
13 +4 +12 975,001
14 +4 +12 1,150,001
15 +4 +13 1,325,001
16 +4 +13 1,500,001
17 +2 +13 1,675,001
18 +2 +14 1,850,001
19 +2 +14 2,025,001
20 +2 +14 2,200,001
21 +1 +15 2,375,001
22 +1 +15 2,550,001
23 il +15 2,725,001
24 +1 +15 2,900,001

CLERIC

High-level clerics are rare. They are lords and ladies of their
deities” wills, and wisdom lies upon the long roads of their
careers. In them rests the good or evil of their sect, and they
grow to govern it, both literally and figuratively. High-level
clerics affect more than the world their feet so readily trod.

ABILITIES
WISDOM BONUS: At 15% level, the cleric’s power in his

order and his proven devotion to his deity increase his wisdom
by 1 point.

HOLY CAMPAIGN: Once clerics gain 18 level, they can
call for a Holy Campaign. For each follower the clerics have,
they can raise 1-10 O level supporters and gather 1-100 O level
peasants to also follow them on whatever campaign they deign
important. The campaign must have a defined purpose, such
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as overthrowing a rival temple or church, liberating a town
from an evil tyrant, assaulting a good church to recover an evil
text, besieging a forgotten catacomb to recover a lost relic, etc.
The campaign lasts for up to one week per point of the cleric’s
charisma. In battle, these troops receive a + 1 bonus to all checks
including combat rolls, with the exception of damage, so long
as the cleric is present and still active. The point of this ability
is not to create a war-game adventure (though that is feasible
if using Fields of Battle), but to allow the player to call upon
an army for a short time to assault an otherwise impenetrable
fortress where other adventures can occur and culminating
events involving the cleric can happen.

As the cleric advances in levels, the ability to call for a holy
campaign increases; at 19% level, the number of followers
doubles, and the bonus increases to +2; and at 23" level, it
quadruples, with the bonus increasing to +3. For every 20
troops, there will be a 1°*t level leader. For every 20 1% level
troops, there is a 2° level leader, and for every 20 second levels,
there is a 3" level leader, etc.

The Castle Keeper must manage the details of the holy
campaign, as the movement and calling up of troops taxes any
society, government, or region. Within the CKG are rules for
NPCs, followers, loyalty, morale, and warfare. Please refer to
those sections for a general idea on how to manage this ability.

PERFECT RECALL: At 20% level, clerics can recall any
previously cast O-level cleric spells at will. They must make
a successful CL 0 wisdom check to recall and cast the spell,
and they can only recall a specific spell once that day. For
instance, a cleric who successfully recalls an endure elements
spell he cast earlier may only recall it for one additional casting
that day. At 24t level, clerics can recall any previously cast
I*-level spells at will. They must make a successful wisdom
check as with 0 level spells.

DIVINE MONOLITH: At 22% level, the cleric is such a
paragon of her deity that she constantly emanates an aura of
holy or unholy energy. The high-level cleric radiates a magic
circle in a 20-foot radius that does the following: the cleric is
immune to all death attacks, including but not limited to those
by spell, item, class abilities, and poison. The cleric gains a +3
to all turn checks within the radius of divine monolith. The
cleric gains +2 to all attributes checks and saves. This spell-like
ability cannot be dispelled or dismissed, and it has a permanent
duration.

BANISH: At 21 level the cleric gains the ability to banish
extra-planar creatures. Banish acts like turn undead and the
cleric must make a successful wisdom check to banish the
target creature or creatures. The banishment drives the target
creature from the material plane. It cannot immediately return.
For every level of the cleric, the banished creature must linger
on the outside for at least 1 day. A 21*level cleric banishes a
creature for 21 days, etc.

MARK OF THE SAINT: At 23" level, the cleric’s order,

sect, or deity recognizes her as a saint - no matter the cleric’s



alignment. The cleric’s word becomes law to the faithful. Lower
ranking members of the order flock to the saint’s side. The saint
gains 1d10 followers per point of wisdom. For every 10 followers
gathering at the cleric’s call, a 1%-level cleric heeds the call, as
well. When 40 followers have been attracted, a cleric of at least
4thJevel is also attracted. When 80 followers gather, a cleric of
8™ level joins the saint. When over 100 followers have gathered,
a 10™ level cleric is attracted. The saint must have a church,
abbey, temple or some other consecrated site for the faithful
to gather, or she loses these followers. These followers are in
addition to those mentioned previously, and they are different
in that they are of undying loyalty, never question their purpose,
and are quite willing and eager to lay down their lives in the
name of the sainted cleric.

As with all followers, these require maintenance and must be
housed and fed. Refer to Chapter 4 for more details on cost of
hirelings.

But Sainthood has other benefits, as well. The saint gains
additional spells over her standard allotment. Once a week,
without recourse to prayer, the Saint can cast heal, cure
blindness, and cure disease; once per day, she can create holy
water. In addition to these properties, the saint may speak a
holy/unholy word once per day to drive away evil or good, and
once per week, she can return the dead to the living realm with
resurrection.

TABLE 1.11 CLERIC CLASS INFORMATION

LevEL HD BtH EPP
13 +3 +6 1,150,001
14 +3 +6 1,400,001
15 I3 +6 1,650,001
16 +3 +7 1,900,001
17 +3 +7 2,150,001
18 +3 +7 2,400,001
19 +3 S 2,650,001
20 +1 +8 2,900,001
2 +1 +8 3,150,001
22 +1 +8 3,400,001
23 +1 +8 3,650,001
24 +1 +9 3,900,001

TABLE 1.12 SPELL CONTINUATION

Lever  SpewL LEVEL
ez 3 4 5 6 7 968 9
21 6 6 6 5 5 5 4 4 3
22 7 6 6 6 5 5. 4 4.3
23 7 6 6 6 5 5 5 4 4
24 7.7 6 6 6 .6 .5 4 4

CHAPTER 1 — EXPANDING CHARACTERS
DRUID

Long journeys in their wilderness domains bring druids into
a symbiotic relationship with their environments. They gain
greater knowledge of flora and fauna, master the elements, and
learn the wisdom of creatures great and small.

ABILITIES
ADVANCED NATURE LORE: At 13% level, this ability

allows the druid to expand their knowledge of flora and fauna to
cover another region or regional type. This functions identically
to the 1st level Nature Lore ability, except the druid may use
any and all abilities of Nature Lore in the new region or regional
type, including gathering food. At 21*tlevel, the druid gains a
third area of expertise.

ADVANCED RESIST ELEMENTS: This functions identically
to the 2™ level resist elements special ability. At 13% level, the
druid’s resist elements modifier increases to +3. This modifier
increases to +4 at 18®level and to +5 at 22 level.

WISDOM BONUS: At 15* level, embracing the indifferent
power of nature and learning to channel it both combine to
increase the druid’s wisdom by 1 point.

DISMISS WOODLAND CREATURES: At 18" level, the
druid gains the ability to dismiss any wilderness creatures falling
into the following categories: animal, beast, plant, or vermin. The
creatures must be native to one of the regions of the druid’s Nature
Lore for the druid to be able to dismiss them. To successfully
dismiss creatures, the druid must make a charisma check at a CL
equal to the total number of HD of creatures to be dismissed.
Each day, at no penalty, the druid can dismiss a number of hit dice
worth of creatures equal to 10 plus his charisma bonus. Creatures
flee from the druid, leaving the area and not returning until after
the druid departs.

EXAMPLE: Morgana, an 18 level druid, has a charisma of 17.
Charisma is not a prime attribute for Morgana. She encounters
two owlbears (5HD) destroying a field she particularly enjoys
lounging in. Morgana attempts to dismiss the creatures.
Morgana needs to roll a 28 to dismiss both creatures (CB 18
+ 10 for their combined HD). She has +20 for her level and
attribute bonus. Any roll of eight or better successfully dismisses
the creatures.

PERFECT RECALL: At 20% level, druids can recall any
previously cast O-level druid spells at will. They must make a
successful CL O wisdom check to recall and cast the spell, and
they can only recall a specific spell once that day. For instance,
a druid who successfully recalls a create water spell he cast earlier
may only recall it for one additional casting that day. At 24%
level, druids can recall any previously cast 1*-level druid spells
at will. They must make a successful wisdom check as with 0
level spells.

ELEMENTAL MASTERY: At 20® level, this ability confers
immunity to the damaging effects of one of the following: fire,
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heat, electricity, ice, cold, earth, water, or air. The player must
choose the element. Any spell-based attacks using the druid’s
chosen element to cause damage no longer affect the druid. For
example, should a druid choose resistance to fire, fireball spells
no longer cause damage to the druid; furthermore, the druid
can walk through fire without taking any damage. Likewise, a
cone of cold no longer affects a druid who has selected to resist
ice or cold.

With this mastery, comes control of that one element, as
well. When attacked with spells of his selected element, the
druid can make a successful wisdom save at a CL equal to
the attacker’s HD or level to counter attack his opponent.
If successful, the druid gathers the force of the attack and
hurls it back at a target of the druid’s choosing, including the
wielder, doing damage equal to the attack’s original damage.
For example, a 6-dice fireball spell would cause 6d6 points of
damage against the caster or the druid’s chosen target. The
selected target must, of course, be within the spell’s range as
starting from the druid.

LANGUAGE OF THE WILDERLAND: At 21%level, druids
master the language of all birds, beasts, trees, and all growing
things. “Speaking” with these creatures or plants does not
involve normal talking, but rather an understanding of their
method of communication. These beings might communicate
through sounds (not words), motion, or even via a sort of
communion. CKs should decide the being’s appropriate vehicle
of communication. Most creatures have low intelligence and
little understanding of the world as understood by the various
races, so unless made aware or awakened, they can only relate
things in very simple ideas and with a limited understanding of
events or things they encounter. For instance, a tree might relay
to the druid that something hit its stem and hurt its bark, thereby
draining its sap - and it might communicate this by rustling its
leaves and moving its branches; a tree, however, would not be
able to impart what that something looked like, smelled like, or
be able to provide much more information about it.

AWAKEN WOODLAND SERVANT: At 24%" level, druids
develop a deep bond with the natural world through which
they walk. Long experience has taught them the language
of things, both plant and animal, and has given them a deep
understanding of these beings. Druids can awaken both flora
and fauna, making them aware of the greater world around
them and unleashing a level of consciousness on par with
that of humans, elves, and dwarves. The awakened plants or
animals can see the world, hear it, touch it, feel it, and voice
their thoughts about their experience of it. Druids must spend
several days with the creature for it to achieve the awakening.

The druid can communicate perfectly with the awakened
creature or plant, and it can actually speak in the druid’s native
tongue and can clearly confer its life’s experiences to the druid.
An empathetic bond develops between the druid and the
being, and it always looks favorably upon the druid, so long as
the druid does not abuse or cause it harm. The being will fight
for and defend the druid if necessary. If possible, the awakened
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being stays with and serves the druid as best it can for as long
as the druid desires. After it leaves or is dismissed, it retains a
deep-seated loyalty to the druid for its life’s duration.

Furthermore, awakened creatures or plants are empowered, their
new-found knowledge granting them strength and endurance
beyond their normal ken. Such awakened beings receive two
additional HD; maximum hit points; and a +2 bonus to their
armor class, all damage rolls, and all saving throws.

This ability increases as the druid gains levels. For every two
levels after 24™ level, druids can awaken one more animal or
plant. Hit dice measure the maximum number of beings druids
can have under their command. Druids can have a maximum
of 5 times their charisma attribute score in hit dice under their
command. For example, a druid with a 12 charisma could have
up to 60 HD of creatures under her command.

TABLE 1.13 DRUID CLASS INFORMATION

LEvEL HD BTH EPP
13 +3 +6 825,001
14 +3 +6 1,000,001
15 +3 +6 1,175,001
16 +3 +7 1,350,001
17 +3 +7 1,525,001
18 +3 +7 1,700,001
19 +3 +7 1,875,001
20 +1 +8 2,050,001
21 +1 +8 2,225,001
22 +1 +8 2,400,001
23 +1 +8 2,575,001
24 +1 +9 2,750,001

TABLE 1.14 SPELL CONTINUATION

LeveL  SPELL LEVEL
n 2z 3 4 5 6 -7 & @
21 6 6 6 5 5 5 4 4 3
22 7 6 6 6 5 5 4 4 3
23 7 6 6 6 5 5 5 4 4
24 7 7 6 6 6 6 5 4 4
FIGHTER

Fighters continue to hone their skills in battle as they advance in
levels. Long years of experience through many grueling combats
allow them to understand the use o weapons and armor. Even
beyond that, their experience translates into something similar
to instinctive response when in individual combat. Masters of
individual combat tactics, they dominate the fields of inter-
personal combat. Furthermore, their long years of use hone
their attributes, improving their muscles and reflexes.



ABILITIES

BATTLE SPACE: At 13®]evel, fighters gain greater control over
their battle space. Through use of peripheral vision, anticipation
of their rival’s maneuvers, and a clear understanding of the
advantages and limitations of their equipment, experienced
fighters develop a keen, almost instinctive, understanding of
their battle space. This allows fighters to coordinate their own
defensive and offensive actions in such a way that if they carry
a second weapon, use a shield, or even use something as simple
as a chair leg, they can use it defensively, without it affecting the
use of their primary weapon. This grants fighters a +1 bonus to
their AC. This bonus does not apply if the fighter is using any
two-handed weapon, such as a pole-arm, bow, crossbow, etc. It
does stack with the shield bonus, so use of a shield and Battle
Space would grant an extra 2 to AC, one for the shield and one
for the Battle Space ability.

At 17 level, the fighter’s control of his battle space increases,
allowing him to better master combat maneuvers. He gains the
following bonuses: dodge +3, disengage -1, evade +5, flank
+2, and a rear attack +3. At 22" level, another increase
occurs: dodge+4, disengage 0, evade +6, flank +3, and a rear
attack +4.

ADVANCED WEAPON SPECIALIZATION: At 13t level,
a fighter chooses a second weapon for specialization. This ability
is identical to the 1*-level Weapon Specialization ability. The
ability imparts a +1 to hit and +1 to damage bonus when using
the second chosen weapon. At 19 level, the bonuses increase
to +2 to hit and +2 to damage. The fighter can choose to double
specialize in the weapon initially chosen for specialization at 1*
level; doing so grants the fighter a +3 to hit and +3 to damage
at 13% level and +4 to hit and +4 to damage at 19% level.

SHIELD BLOW: At 14t level, fighters can employ medium or

large metal shields as weapons. Combining the weight of the
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shield with their skill, they can strike an opponent with the
shield. Upon a successful strike, the victim suffers 1d6 points
of damage with a large shield, or 1d4 points of damage with a
medium shield. The shield does not count as a second weapon;
therefore, the fighter does not suffer to-hit penalties when using
the shield, but when the shield is used offensively, it also does
not confer its standard AC bonus. This ability is in addition to
the fighter’s Extra Attack ability gained at 10™ level, effectively

, allowing him three swings a round if employing a shield, and

it augments the Battle Space ability when using the shield. It
does not add any extra attacks if the fighter is using Combat
Dominance. Buckler and small shields are too small and light to
bash, while the pavis is too large and heavy.

STRENGTH BONUS: At 15% level, the fighter’s long use
of armor and weapons and his combat experience increase his
strength by 1 point.

ADVANCED COMBAT DOMINANCE: This ability
functions identically to the 4th-level Combat Dominance
ability. At 16™ level this ability functions on 2-HD creatures.
At 20% level this ability functions on 3-HD creatures, and at
24™ Jevel this ability functions on 4-HD creatures.

ATTRIBUTE BONUS: At 19 1evel, the fighter gains either 1
point in strength or dexterity.

TABLE 1.15 FIGHTER CLASS INFORMATION

LEVEL HD BtH EPP
13 +4 +13 1,250,001
14 +4 +14 1,500,001
15 +4 +15 1,750,001
16 +4 +16 2,000,001
17 +4 +17 2,250,001
18 +4 +18 2,500,001
19 +4 +19 2,750,001
20 +2 +20 3,000,001
21 +2 +20 3,250,001
22 +2 +20 3,500,001
23 +2 +20 3,750,001
24 +2 +20 4,000,001

ILLUSIONIST

The borders between what is real and what is not blur to the
long-experienced illusionist; reality becomes little more than a
state of mind. This blurring of reality allows the illusionist to see
where others cannot and to hear the essence of things.

ABILITIES

SEE INVISIBLE: At 13™ level, the Illusionist has learned to
distinguish shades of light, and because of this, has a chance
to see any invisible object or person. The illusionist must make
a successful intelligence check to see the invisible object or
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person; even then, the illusionist does not see the object as if
wholly revealed, for the illusionist can only ascertain its general
location and movement. Periodic attribute checks are required
to continue viewing it. There is no time limit on this ability;
it works continuously. At 18% level, the illusionist’s abilities
improve so that, after a successful check, they can ascertain the
shape and size of the target. At 24" level the master illusionist’s
innate ability to distinguish the real from the unreal reaches a
supernatural level. The illusionist gains a second sight, and may
permanently see the reality of things as per the true seeing spell.

INTELLIGENCE BONUS: At 15" level, the illusionist’s
mastery of the real and unreal, what constitutes the ethereal
world of magic and the tactile world of the mundane, increases
his intelligence by 1 point.

DETECT MAGIC: Starting at 16" level, the illusionist’s long
career allows him to detect the telltale signs of magic without
casting a spell; after five rounds of study and concentration, he
can see the essence of an item, determining whether or not it is
magical. With a successful intelligence check, the illusionist can
ascertain the magic’s origins, whether made by dwarves, elves,
ancient civilizations, etc. This aspect of the ability presupposes
the illusionist has encountered this type of magic before. An
item crafted by the ancient Ethrum will not reveal itself to an
illusionist even if he makes a successful intelligence check if
that illusionist has not previously encountered magic from the
ancient Kingdom of Ethrum. At 18" level, the illusionist can
determine the power of the item, whether great or small, as well
as its nature in so far as its importance to a people, history, cult,
or similar entity.

CHANGE SELF: At 19® level, illusionists have so long
walked in the worlds of illusion that they may now alter their
own persons, shaping themselves into a different guise, shape,
or form. Illusionists may change self as the spell once per day.
Unlike the spell, however, this innate ability allows them to
alter their racial appearance as well as the smell, sound, and
even the tactile sensations of their new identity. Additionally,
the effect lasts until the illusionist dispels it.

PERFECT RECALL: At 20% level, illusionists can recall any
previously cast O-level illusionist spells at will. Recalled spells
allow illusionists to cast spells beyond their regular allotment.
They must make a successful intelligence check (CL 0) to recall
and cast the spell, and they can only recall a specific spell once
that day. For instance, an illusionist who successfully recalls
a ghost sound spell he cast eatlier may only recall it for one
additional casting that day. At 24® level, illusionists can recall
any previously cast 1*-level spells at will. They must make a
successful intelligence check as with O-level spells.

MAGNUM OPUS: At 24" level, illusionists master their
magnum opus, the height of their spell-casting prowess. In a
day-long ritual drawing power from the plane of shadow and
combining the spells distort reality, mirage arcana, permanent
image, polymorph any object, and shades, master illusionists blend
what lies in their mind’s eye with that of the world around them.
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Magnum opus allows the illusionist to create any one object
or being, or one area up to 10 ft. by 10 ft. per level, with this
ritual. An illusionist can create a being up to half his level in
HD. It possesses all the powers a normal creature of its type
would. For instance, if a manticore is created, it can fly, shoot
spikes, etc. The illusion reflects perfection; so great is the
power of the illusion that it cannot be dispelled for 1 day per
level of the caster, except by a wizard or illusionist of equal or
greater abilities. The ritual blends the line between reality and
phantasm; the illusionist’s power breathes life into the illusion.
The ritual effect has a 1% chance per the illusionist’s level to
become real. If the image becomes real, it cannot be dispelled or
disbelieved, and a paladin’s cleanse soul ability will not reveal it
as ever having been an illusion.

EXAMPLE: An illusory sword created to slay a powerful monster
may indeed become a physical object; a landscape created
by this ritual may become a real place, with all thermal and
environmental conditions present. A “person” created by this
spell has a chance of becoming a real, living, breathing being.
The master illusionists Cascalian and her brother Priussan are
said to be products of this ritual; each claims to be the true
“person,” while the other is the result of the ritual taking on a
life of its own.

[llusionists may only attempt the magnum opus once per month.
They must spend a day in the casting and remain undisturbed.
Unless the illusion becomes real, illusionists can only have one
magnum opus at a time.

TABLE 1.16 ILLUSIONIST CLASS INFORMATION

LEvEL HD BtH EPP
13 +1 +3 1,050,001
14 +1 +4 1,200,001
15 +1 +4 1,350,001
16 +1 +4 1,500,001
17 +1 +4 1,650,001
18 +1 +4 1,800,001
19 +1 +4 1,950,001
20 +1 +4 2,100,001
21 +1 +4 2,250,001
22 +1 +5 2,400,001
23 +1 +5 2,550,001
24 +1 +5 2,700,001

TABLE 1.17 SPELL CONTINUATION

LEVEL 1 Z .3 4 5 7 & 9
21 7 7 6 6 5 5 4 4 3
22 7 7 6 6 5 5 4 4 3
23 8 7 7 6 6 5 5 4 4
24 8 1 7 6 6 5 5 4 4



KNIGHT

The knight's knowledge of war increases with time and
experience; the application of this knowledge allows him to
master the art of war, improving his leadership skills as well as
his personal combat skills. Epic knights begin to set aside their
normal desires for adventure in favor of becoming Lords of Men.

NOTE: Knights are excellent troop leaders, and their skills are
very much suited to mass combat. The epic powers listed below
are excellent additions to any Fields of Battle mass-combat
game. In addition, embedded epic knights provide other powers
to their troops, as described in Fields of Battle. Also, note that
the knight as presented here in the Castle Keepers Guide was
not available at the time of the boxed set’s release, so these
powers were not drawn upon for embedded knights.

ABILITIES

EXPERT IN ARMS: The knight's experience in the art of war
consumes his waking hours, and the battlefield hones his skills
in the use of weapons and armor. But his thoughts, ever geared
toward tactics and leadership, are not squandered on improving
his own abilities, but rather are more attuned to utilizing the skills
of others. At 13%level, during any combat where the knight is
fighting alongside others, such as friends or allies, he can exert
himself for one round, thereby improving the combat maneuvers
of the party or group with him. All allies within 40 feet of the
knight gain a + 1 bonus to any combat maneuver, including those
from Fields of Battle. However, the knight must take command
of the group to provide this bonus. Any group member failing to
follow the knight'’s orders does not receive the bonus. When the
knight achieves 17" level, the bonus improves to +2. This bonus
stacks with any other in-place bonuses benefiting characters or
NPCs, including the fighter’s battle space ability. It does not
improve the knight’s bonus.

CHARISMA BONUS: At 15" level, the knight's knowledge
of the battlefield and his natural lordship over men increase his
charisma by 1 point.

HONOR ATTACK: At 17" level, knights can deal an honor
attack. In any formal situation, such as a joust, one-on-one
combat, or any fight in which knights are involved in individual
combat, they can call upon their noble spirit to disconcert their
foe. So long as the battle is nobly fought and the knight does not
yield or retreat, the knight’s renown disconcerts his foe so much
that it reduces his opponent’'s AC by the knight’s charisma
modifier for the honor attack. In that round, the knight can
strike a blow, adding his charisma modifier, if any, to his to-hit
roll and dealing double his normal damage, to include strength
and magical modifiers. The knight can only do this once during
any one combat fought between him and one other creature.
The knight can use the honor attack multiple times each day,
but only once against the same target.

BATTLE LORD: At 20" level, the knight achieves a level of
battlefield mastery that allows him to influence his troops as
never before; men look to him for guidance and act upon his
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cues. All mass-combat rolls receive the knight’s charisma bonus
to their to-hit and damage rolls and provide allies with a +1 to
their armor class. Furthermore, any troops of men, great or small,
required to make a morale check add the knight's charisma
modifier to their roll. The troops must be able to see the knight
upon the field. The knight must place himself prominently upon
the field, fight and lead vigorously. If the knight leaves the battle
due to wounds or by choice, the modifier is lost. If the knight
dies, the troops must make a morale roll in the following round.
The knight’s charisma bonus is no longer in effect; furthermore,
the knight's death demoralizes the men, and they consequently
suffer a -4 penalty on their morale checks. At 24t level, the
knight's attack bonus equals double the knight's charisma
bonus, and it provides a +2 bonus to the allied troops’ armor
class and a +2 bonus to the morale of those who can see him on
the battlefield. Player characters are not affected by the knight’s
battle lord ability.

CONVERSION TO KNIGHTHOOD: At 21% level, knights
gain the extraordinary ability to confer knighthood upon
chosen NPCs. Converts must desire the knighthood and act
courageously. They must also be of like alignment with the
knight (good or evil, lawful or chaotic) and be aware of the
knight's own renown.

NPCs without classes, such as peasants, become Ist-level
knights that are bound to the knight. They must obey him and
follow the knightly code even under dangerous circumstances,
or the knight will strip them of their knighthood. These knights
advance in level according to their own experiences and gain a
permanent + 1 bonus on their to-hit rolls and armor class.

NPCs with classes must choose whether or not they will
continue in their normal class or take up the new role of knight
at 1°*t level. It is important to note that not all knights begin
their career this way. If the knight confers knighthood upon the
NPC, treat the character as being multi-classed. These knights
do not gain the to-hit and armor class bonuses given to classless
NPCs.

Breaking the code of knighthood is a serious offense to the
granting knight. The granting knight must hunt down and
either slay the offending knight or force him to atone for his
offense.

PATH OF GREATNESS: This is a permanent ability and
one the knight must choose to take. He can choose to take
his path to greatness at 24® level. The knight is now of such
great renown and so powerful that he has become legendary.
The knight is emblematic of a desire, hope, or dream. The
knight may never back down from a fight or challenge no
matter how great or small, and must strike with righteous fury
at everything dishonoring or opposing him personally. When in
a fight against stronger opponents, the knight receives the HD/
level differentiation as a bonus to his to-hit and damage rolls.
Furthermore, once a month, the knight can alter the weather
as the control weather spell, casting as a 10%-level spellcaster.
Those friends and allies who can see him or are aware of him
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never suffer from poor morale, and they do not flee so long as
he remains on the battlefield. Creatures of animal or lower
intelligence or anyone of half the knight’s level must make a
successful charisma or intelligence check, or they shun the
knight, refusing to attack him; and if he approaches them, they
flee before his righteousness.

If a knight on the path of greatness ever shows cowardice in the
face of adversity, quits the field, or flees in the face of certain
death, his path is ruined, and he loses all of his knightly abilities,
becoming a normal fighter of equal level. They do not possess
fighter abilities but retain their hit points.

TABLE 1.18 KNIGHT CLASS INFORMATION

LEVEL HD BTH EPP
13 +4 +12 1,075,001
14 +4 +13 1,250,001
15 +4 +14 1,425,001
16 +2 +15 1,600,001
17 +2 +15 1,775,001
18 +2 +16 1,950,001
19 +2 +16 2,125,001
20 +2 +16 2,300,001
21 TRl +16 2,475,001
22 +1 +17 2,650,001
23 +1 +17 2,825,001
24 +1 +17 3,000,001

MONK

The monk’s manifold abilities improve as already noted in the
Players Handbook, but, at higher levels, they continue to
evolve, allowing the monk to learn new skills and master battle
techniques. With experience, the monk’s body becomes honed
to rapid action, and he can use the world around him to his
advantage.

ABILITIES

DEFLECT BLOW: At 13®level, the monk gains the ability to
deflect a blow when struck. To do so, the monk must make a
dexterity check at a CL equal to or greater than the opponent’s
BtH. If successful, the monk deflects the blow completely. An
attempt to deflect a weapon counts as a monk’s primary unarmed
attack. This ability does not work against ranged attacks, spells,
or breath weapons.

CONSTITUTION BONUS: At 15®1evel, the monk’s mastery
of mind over body increases his constitution by 1 point.

CATCH WEAPON: Once a round, at 17® level, the monk
can attempt to catch a weapon in combat. To do so, the monk
must make a normal attack using his dexterity instead of his
strength. The monk must successfully hit an armor class of 15 +
the opponent’s BtH to catch a weapon. If successful, the monk
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has grabbed whatever the opponent is holding, or has caught
it in mid-air. In the following round, the monk can attempt to
wrench it from his opponent’s hand by making a constitution
check. For the opponent to do the same, he must make a
successful strength check. The target can release the weapon at
any time, as the monk is holding the weapon, not the wielder.
The wielder can use any of the weapon’s magical effects while
the monk is holding it.

QUICK REACTION: At 18" level, monks add +1 to their
initiative roll. At 24% level, this bonus increases to +2. After
24" ]evel, should the result be an 11 or higher, monks can take
one more action at the end of the round, such as attacking or
moving half their movement rate. Monks may only make a
ranged attack if they have a ranged weapon already in hand.
Regular actions, such as rummaging through a backpack,
generally require too much time, so the monk cannot perform
them with the second action. CKs may rule on individual
actions; for example, grabbing a pinch of powder from a belt
pouch is within reason; stopping to open a chest and look
through its contents is not.

WEAPONRY MASTER: At 20®level, monks can hone their
weapons skill. They can choose one weapon to master, learning
to use it to its fullest extent. When using the mastered weapon,
the monk receives a +1 to all to-hit, damage, and attribute
rolls. In effect, the weapon becomes a part of the monk, allowing



him to reach further and faster than normal; where before he
broke his fall with his own hands and feet, now he uses the
weapon as a tool to slow his descent, enhancing his attributes.
Furthermore, the weapon becomes an extension of the monk,
allowing him to extend the reach of his extraordinary abilities;
with the weapon in hand, the monk can stun, deflect missiles,
slow fall, and launch a death strike.

EXAMPLE: Karaghi chooses the staff for his weapon mastery.
While moving through the ruins of an old monastery up the
Pig’s Trail from the Mistbane River, he encounters a group of
orcs. The orcs immediately launch a volley of arrows at him.
He attempts to deflect them, and with a successful dexterity
save, knocks two of them aside with his staff, the staff being an
extension of his deflect missiles ability. He then uses the staff
to pole vault up on a broken wall. He runs the length of the
wall, and then drops down into a roofless corridor using the staff
as a balance bar. Running the length of the corridor, he vaults
up and out of it at the end of the corridor, all the while using
the staff as an extension of his abilities; it also enhances all his
attribute checks by +1.

TABLE 1.19 MONK CLASS INFORMATION

LVL HD BTH EPP

13 T 1,500,001

14 +5 412 1,750,001

15 S 2,000,001

16 +5  +13 2,250,001

17 60 B 2,500,001

18 +6  +14 2,750,001

19 +6  +14 3,000,001

20 +6  +14 3,250,001

21 +6  +14 3,500,001

22 +1 +15 3,750,001

23 T 4,000,001

24 +1 415 4,250,001

TABLE 1.20 MONK SPECIAL ABILITIES

VB CCNS DATTACK | ATTACK | ATTACK  MOVE
13 15 1d10 1d8 60
14 15 1d10 1d8 60
15 16 1d10 1d8 60
16 16 1d10 1d8 1d4 60
17 16 1d10 1d8 1d4 60
18 16 1d10 1d10 1d4 60
19 16 1d10 1d10 1d6 60
20 17 1d10 1d10 1d6 60
21 17 1d10 1d10 1d6 60
2 17 1d10 1d10 1d6 60
23 17 1d10 1d10 1d8 60
24 17 1d10 1d10 1d8 60
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PALADIN

The paladin exemplifies the holy champion, a noble warrior-
priest without peer. Evil fears the paladin, shunning his very
presence, but the distraught turn to him for succor. His long
road leads him to the halls of sainthood.

ABILITIES

BEQUEATH VIRTUE: The essence of law and good graces
every paladin. At 13™ level, this grace manifests as a virtue
which the paladin passes on to small items of great beauty, such
as flowers, a maiden’s hair, garments of silk or soft cottons, and
other such innocuous items. These items become imbued with
a calming goodness, which immediately soothes the soul of
the person to whom the paladin bestows the item. The item’s
enchantment lays a guise of healing upon the person, passing the
grace as a virtue on to the individual. So long as the person is at
rest, they heal at double the normal rate up to half the paladin’s
hit points before it loses its grace and wilts. Furthermore, the
virtue can bring someone back from negative hit points. After
holding a virtuous item for 24 hours, any individual who has
between -1 and -5 hit points returns to zero hit points. They
can make one virtuous item a day and the paladin can only
have a number of virtuous items equal to their level, at any
given time. Every time the paladin bequeaths an item, they
temporarily lose a point of constitution that requires one day to
heal; magical healing has no effect on this restoration. The item
itself wilts after it passes its virtue on unless the paladin chooses
to permanently lose a point of constitution; in this case, the
virtue and its effects are permanent.

EXAMPLE: Angrod’s battle with the ogre went poorly. With a
great blow, the ogre split Angrod’s helm, delivering a grievous
wound to the dwarf’s skull, dropping Angrod to -5 hit points.
His companion, Merrick, brings him to the Temple of St. Luther,
where the elder paladins see to Angrod’s care. The Lord Paladin
there bequeaths virtue to a golden coin and places the coin in
Angrod’s hand. The paladins then allow the dwarf to rest for 24
hours, after which Angrod’s hit points rise to zero. His friend
Merrick lays on hands for 2 additional points of healing, bringing
Angrod back to the land of the living. The Lord Paladin who
bequeathed the coin suffers the loss of one point of constitution,
but by the following day, the point has returned.

When a paladin reaches the 18™ level, his bequeath ability
extends to -7; when he reaches 20®™ level, it extends to -9. The
virtue stops all bleeding as well as heals the one holding the
virtue. Also, at 20® level, the paladin can reverse the effects of
aging. He can imbue an item with such restful virtue that it lays
a deep enchantment of sleep upon it. Anyone so willing sleeps
for a full year, and in that time, the sleeper regains five years
of life as if he were five years younger. The paladin temporarily
suffers 5 points of constitution loss each time he uses this ability;
each constitution point requires 1 month to heal.

The paladin cannot personally use these items, nor may any
other paladins.
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DIVINE INTERVENTION: At 13% level, the paladin
achieves a rank in the hierarchy of his order that draws the
attention of the deity, allowing the paladin to call upon the
deity for aid. The paladin may call upon divine intervention for
one of three following purposes:

1. The intervention allows the paladin to re-roll one dice roll.
The dice roll is restricted to the following: to-hit, damage,
saving throw, turning undead or attribute check.

2. The intervention grants the paladin a +4 bonus to hit and
doubles any damage for 1 round. The divine aid surpasses
any magical resistances the creature may have.

3. The intervention reduces all the damage the paladin
suffers in that round by half; the intervention surpasses any
magical effects in the area.

The paladin can use this ability once a week at 13 level, twice
a week at 17" level, and 3 times a week at 22" ]evel.

ADVANCED AURA OF COURAGE: This functions
identically to the 6™ level Aura of Courage special ability, except
for an increase in range. At 15% level, the range extends to 30
feet. At 20t level, the range extends to 50 feet.

ADVANCED SMITE EVIL: This ability functions identically
to the 9 level Smite Evil special ability, except for the number
of times per day it can be used. At 15® level the paladin can use
this ability twice per day, and three times per day at 20 level.

CHARISMA BONUS: At 15t ]evel, the paladin’s holiness, the
light that shines from within, increases his charisma by 1 point.

DIVINE WILL: At 20% level, the paladin earns the right to
compel others to engage in holy acts or call for a holy war. Once
per month, the paladin can exert himself and force any who can
hear his voice to take up whatever cause he calls upon them
to do. Individual CKs must determine how many can hear the
paladin’s voice; in very noisy environments, only as few as a
half-dozen may hear his call; if an army quietly listens to the
paladin, then his call may compel many hundreds to join him.

Recipients of this divine will suffer as if geased unless they make
a successful charisma check at a CL equal to the paladin’s level.
Not all the restrictions of a geas apply to the divine will, for those
compelled willingly put themselves into harmful situations, and
if so called upon, they willingly sacrifice their lives. The geas only
lasts as many days as the paladin has levels unless some outside
force dispels it (such as dispel magic cast upon the targets), or the
paladin himself dispels it.

Divine Will does not affect chaotic, neutral, or lawful evil
creatures, NPCS, or player characters.

CLEANSE SOUL: The 24* level paladin gains mastery over
other men’s minds. This ability reveals deception and alignment,
penetrates any disguise or illusion, reads minds, can lift charms
or any other bemusements, dispels magic, and exorcises evil
from those unnaturally possessed. The power lays the dead to
rest, atones for actions, and allows the paladin to commune
with others.
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Upon attempting to cleanse soul, the paladin must constrain
the target for a number of rounds equal to the target’s HD or
level and make a successful charisma check at a CL equal to the
target’s HD or level, with any applicable bonuses. The paladin
must also overcome the target’s spells resistance, if any. If
successful, the paladin automatically knows the target’s state of
mind. He can detect his alignment (good, evil, chaotic, neutral,
or any combination); knows his state of mind, whether angry or
fearful; he can see through any illusions; the paladin can detect
if the target is under any mind-altering spell or spell-like effect;
he can read the creature’s thoughts, seeing the target’s origins,
hopes, fears and dreams; in short, the paladin sees out of the
target’s eyes and knows the target for who and what he is, no
matter the deceptions.

Once cleanse soul reveals the full scope of the creature to the
paladin, he may choose to exorcise the creature. If he successfully
does so, the paladin forces any madness or evil out of the host.
Many targets die from such an event, but others the paladin
wholly cures, bringing them back to the path of the righteous.
The recipient of the cleansing must make a successful charisma
save at a CL equal to the paladin’s level, or he succumbs to
the paladin’s power. Inherently evil creatures, such as vampires,
demons, or devils, are completely destroyed by the cleansing.
Others, such as lycanthropes, are cured by the cleansing. The
dead, such as wraiths, ghosts, and specters, gain eternal peace,
and their souls are released from bondage - unless they were evil
in life - in which case, they are banished to whatever hell awaits
them. Any creature who survives the exorcism casts the paladin
out of its mind and is freed from all the effects of the cleanse
soul, including the paladin’s ability to know the target’s true self.
Thereafter, the paladin can never again attempt to cleanse soul
on that creature.

The paladin must rest one hour for every hit dice of the
creature he cleanses or attempts to cleanse. The rest must come
immediately after, for the cleansing drains the paladin of his
fortitude. He is bedridden and unable to fend for himself during
this rest.

TABLE 1.21 PALADIN CLASS INFORMATION

LvL HD BrtH EPP
13 +4 =112 1,600,001
14 +4 +12 1,900,001
15 +4 +13 2,200,001
16 +4 4113 2,500,001
17 +4 atall 4 2,800,001
18 4l +14 3,100,001
19 +4 15 3,400,001
20 2 +15 3,700,001
21 +2 +16 4,000,001
22 2 +16 4.300,001
23 +2 il ¥l 4,600,001
24 +2 =17 4,900,001



RANGER

Understanding the wilderness is a constantly evolving skill. The
ranger’s ability to etch a living out of even the most inhospitable
environments, find paths through strange country, and to
pursue an enemy with deadly intent all continue to grow with
experience. A ranger’s high-level abilities reflect this deepening
knowledge. The ranger’s combat skills do not grow as rapidly
at these levels, for the ranger’s true gifts lie in his wilderness
abilities.

ABILITIES

FIND PASSAGE: At 13™ level, the rangers’ wilderness skills
allow them to find the least obstructed method of moving
through an environment. This does not equate to finding
secret passages or even paths. Find passage allows rangers to
examine their environment, and through their knowledge of
the natural order of things, find the easiest way forward. Find
passage allows rangers to halve any movement penalties existing
for any terrain. This ability also applies to their climbing ability.
In order to use this ability, rangers must have some experience
in the terrain, and the terrain itself must be terrestrial. Anyone
traveling with the ranger can follow the way, but not as skillfully;
their penalties are reduced by one-fourth the normal penalty.

ADVANCED FAVORED ENEMY: This ability functions
identically to the 6% level Favored Enemy ability. At 13% level,
the to-hit and damage rolls against the ranger’s favored enemy
increase to +3/+3. Furthermore, at 20% level, rangers can
intimidate their favored enemies with a successful charisma
check; successfully intimidated enemies become disconcerted
while battling the ranger, suffering a -2 penalty to all to-hit,
damage, and attribute check rolls. Rangers cannot intimidate
more than 15 favored enemies at a time.

EXPERT TRAPPER: At 13" level the ranger’s ability to spot
traps increases to a +3 bonus. Furthermore, the ranger can
create traps that cause 2d4 points of damage and can trap or
ensnare large animals. At 18" level, this ability increases to a
+4 bonus to detect traps and 3d4 points of damage; at 24®
level, it increases to a +6 bonus to detect traps and 4d4 points
of trap damage. Rangers can only detect traps in wilderness
environments, and they cannot detect magical traps.

SURVIVAL INSTINCTS: At 15" level, the ranger becomes
more in tune with his environment, developing a sixth sense for
danger. The ranger can sense if something is wrong, but may not
be able to pinpoint the exact nature of the danger. An errant
smell, an overturned leaf, or an unnatural quiet all might alert
experienced rangers to danger, making it increasingly difficult to
surprise them. They receive a +2 to their wisdom check when
making a surprise check. This ability increases by one point for
every two levels thereafter (+3 at 17" level, +4 at 19% level,
and so on).

STRENGTH BONUS: At 15%]evel, the ranger’s long journeys
of hardship in the wilderness and exposure to the elements
increase his strength by 1 point.
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ADVANCED TRACKING: At 17" level, a ranger’s tracking

skills surpass even those of many animals. Once rangers find a
trail with a successful track check, their knowledge of tracking
is such that they can determine accurately the number in the
party they are tracking, the make-up of the party (warband,
hunting party, etc.), whether they are well or lightly armed,
their speed, and their habits(what and how often they eat, etc.).
Rangers can determine whether tracked beings belong to one
of the following categories: beast, fey, giant, humanoid, plant,
vermin, or other (aberration, construct, dragon, elemental,
magical beast, ooze, outsider, shapechanger, or undead).

EXAMPLE: With a successful track check, Borien, the 18®-level
ranger, determines he is pursuing 11 foes; four ride on unshod
light ponies, and seven travel on foot; one of the ponies is lame,
lagging behind the others. Those on foot wear light armor, and
two carry pole-arms. The group rests infrequently, and they cover
vast distances in short spells of time. They are eating lightly, and
they stop to water whenever they have the chance.

Furthermore, the ranger can anticipate the movement of
those he tracks. Most animals and humans are predictable
in their habits, and recognition of those habituations enables
the ranger to figure out where foes may be heading or what
they are planning. The ranger has a chance of predicting his
foes’ preferred direction of travel from point “A” to point “B.”
In this case, if the ranger has successfully tracked, he must
make a second successful track check (+1 only and +1 per
level thereafter) to determine the enemies’ correct path.
Furthermore, the ranger, knowing his foes’ habits, can even
predict their eventual destination. The destination has to be
knowable to the ranger, meaning he must know the area and its
possible destinations points based upon the method, direction,
and speed of the party’s travel. A successful wisdom check
(normal) after the above indicates the ranger has surmised his
foes’ chosen destination.

NOTE: The Castle Keeper might desire to make this check
behind the screen so the player does not know if his character
successfully deduced the travelers’ destination.

EXAMPLE: The ranger Rutifix has chosen lycanthropes as his
favored enemy. Rutifix has been fighting them for some time
and knows their habits really well. When he picks up the tracks
of one in a rural agricultural community, he tries to guess the
direction the lycanthrope travels. He successfully guesses the
direction. The ranger knows three thorps, each with their own
distinctive flavor, lie in that direction. The lycanthrope, being
hungry, headed to one of the villages. With a successful wisdom
check, the ranger picks the correct village—but Rutifix will not
know he was successful until he arrives to find the lycanthrope.

TRACKING

Following one’s opponent into the wilderness, through a
dungeon, or even through the tangled streets of a dirty town is
one of the constants in Castles & Crusades. The ranger is a past
master at it, but others may attempt it from time to time, not fully
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understanding that tracking is a skill that takes years to learn
and real experience to perfect. We've all heard the ranger shout
“don’t trample the area until I track,” but tracking goes far
beyond keeping the trail pure. It is not simply looking in the dirt
to see if the tracks of some beast blaze the trail in one direction
or the other. Rather, it is a science that involves gathering and
interpreting mountains of information.

The skilled tracker knows when to track, and this goes beyond
knowing that it is easiest to track in the light snow or after a
rain. They also know that tracking in the early morning dew
yields the best results as an animal’s spoor is more noticeable
then than in the late afternoon. Experience teaches them about
the terrain and tells them how the terrain looks before ever a
creature crosses it. Does the bark on the tree flake naturally,
or do the flakes of bark on the ground denote that a beast of
a certain height passed recently? They learn, as well, about
the spoors of hosts of beasts, how many toes they have, if they
are clawed or not, how long their stride is, if they move fast or
slow. They know that most creatures, when wounded, travel
downhill, rarely going uphill.

Bringing tracking into the game can be fun and challenging. The
more detail that the CK placesin the actual encounter, or through
the use of the character’s skill, the more realistic and gripping it
can become. Below are items of detail that the CK may want to
use when describing the trail the ranger follows. Furthermore,
a more detailed understanding of what the challenge level
of any particular situation is can often be very helpful.

Take note that too much detail, and laboring over it for too
long, may bring the focus of the game away from hunting and
into a more esoteric discussion of tracking; keeping the actual
text and descriptions brief is the best way.

THE TRACKING STICK: Many skilled rangers carry tracking
sticks, small measuring devices with marks on them so they can
determine the stride of an animal. This helps them when they
lose a trail, as they can determine from the creature’s stride,
where the next track most likely landed and guides them where
to look. Any ranger using a tracking stick gains a +1 on their
ability check for the first track check after losing a trail.

To determine the success of a tracking check, the ranger makes
a normal track check; however, the following circumstances
influence the outcome.

Any non-ranger making a tracking check suffers an automatic
-10 penalty to any dice role.

ITEMS OF NOTE

Rangers look for particular signs when tracking. These range
from scattered water, to scat, and even to the reflection of grass
in the afternoon sun. Below is a sampling of tracking signs that
rangers may find and would definitely take note of.
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LARGE SiGN

Large sign represents easily noticed marks or signs of passage;
where creatures usually walk or hunt, feed or drink.

Trails: Areas that see high traffic for one type of creature,
usually going to feeding area or water.

Runs: A normal area of traffic, usually to a favorite feeding
ground or water.

Pushdowns: An area of brush that is broken and crushed,
usually going off trail and represents where a creature fled.

Eat-Through: Where a creature begins eating at the beginning
of an area, such as a berry patch, and eats straight through the
patch, moving on afterward.

Bed/Den: An area in thick brush that shows signs of frequent
or constant use.

MEepiuMm SIGN

These are less noticeable signs of passage such as a damaged
tree, hair, claw marks, chewing and similar instances. These
signs are where a greater understanding of tracking and what to
look for mark the ranger as the true tracker.

Rubbing: These marks are small signs left on the sides of trees
and rocks that denote where a creature passed and rubbed off
the normal bark, dust, or film left on the item in question.

Chewing: The way an animal chews at a tree or in the dirt
marks what it is doing and what it is. A clean cut in the bark
notes incisors, usually a rodent. Serrated edges are animals that
pull on the grass or leaves, breaking them apart rather than
cutting them. No particular order in the bite marks denotes a
predator chewing up something for minerals within or marking
its territory. A clean break denotes plant life that has been
broken not chewed at all.

Breaking: This marks where an animal has passed, breaking
small limbs, grass blades, knocking of bark, or any similar
disturbance of the trail.

SMALL SiGN

Small sign denotes tiny depressions in the earth, or disturbed
dust. These signs are only noticeable by a skilled ranger.

Dust: A fine layer of dust settled on plant or rock that has been
disturbed may give a ranger a sign even though no track exists.
The dust settles once it is disturbed in the original creature’s
passing. The dust is not in the track itself, and the ranger
determines where the track is by where the dust is not.

ScAT

Almost all creatures leave signs of their passing in their scat. By
breaking the scat apart and conducting a careful examination,
the ranger may determine the time it was dropped, the food



they last ate, and how much they ate. Every creature leaves
different types of scat. In determining the type of scat a monster
may leave, reference the below notations and place the monster
in the family you feel it best fits in.

Tube: Scat in a long tube shape denotes any canine or similar
creature, also raccoons, skunks, opossum, wolverines, and bears.

Teardrop and Tapered: This scat belongs to any creature in
the cat family. The manticore would most likely have this type
of scat.

Tapered Tube: This scat belongs to anything in the fox family.
A good sample of this type of scat might be the lamia.

Fattened Threads: These thin bits represent weasels,
wolverines, and similar creatures. Dragons would most likely
have this type of scat.

Pellets, Round: Rabbits and hares drop round pellets when
passing. It is very frequent as well. A xorn would perhaps leave
such pellets behind.

Pellets, Oblong: These generally represent deer or similar
hooved beasts. The pellets may have a nipple on the end. A
satyr might leave oblong pellets behind.

Pencil Lead: Small pellets about the size of a pencil lead belong
to rats, mice and similar rodents. The stirge might leave these

behind it.

GHOST SIGNS

These consist of faint, telltale signs left in the grass, on leaves,
or similar places. When creatures pass they disturb the normal
terrain, a terrain that changes throughout the day.

Dulling: This consists of disturbed morning dew. Anything
crossing through the dew wipes it from the trail or at least
scatters it.

Shining: In the afternoon, grass is dry, stands generally straight
and, in this posture, reflects the sunlight. Areas where there
is no shine mark out where grass has been depressed. This
depressed grass only lasts a few hours. Rangers may note the
lack of reflection from several dozen feet away.

Leaf Sign: Weight on a leaf presses it into the ground, leaving
a clear mark in the earth. The leaf itself may bounce back but
usually remains somewhat depressed. Looking from the side,
along a trail, the skilled ranger may discern this sign.

TRACKING TABLES

When attempting to determine the CL of any track check, the
CK may wish to assign an arbitrary number, or they may wish
to assign a more detailed value. If the latter is the case, refer to
the following Tables. It will be necessary to pre-determine the
information, such as time of day the creature passed, before the
roll is made.
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TABLE 1.22A TERRAIN*

TERRAIN CL

Depressions

Desert

Forest, Deciduous

Forest, northern or southern
Lowlands

Mountains & Hills

Rivers and Their Courses
Wetlands 4

*If the ranger is experienced in any particular type of terrain, the CL
is automatically 0.
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TABLE 1.22B TIME TRACK CHECK IS MADE

TIME CL

Morning -1
Mid-Morning
Noon

Mid Afternoon
Afternoon
Dusk

Night

© N O L= o

TABLE 1.22C TIME ELAPSED

TIME CL

6hrs
12hrs
18hrs
24hrs+

NSNS

TABLE 1.22D WEIGHT OF CREATURE

SIZE/WEIGHT* CL

Tiny 7
Small

Medium

Large 3
Gargantuan -5

*C&C does not have sizes for tiny or gargantuan; however, for
very small creatures, such as a rat, or very large creatures, such as a
dragon, use these sizes.

TABLE 1.22E NUMBER ENCOUNTERED

NO. ENCOUNTERED CL
1 4
2-4 2
5-13 1
13+ 0
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TABLE 1.22F WEATHER CONDITIONS

WEATHER GL
Dry 0
Raining -1
Snowing -3

TABLE 1.22G GROUND CONDITIONS*

CONDITIONS CL
Clay 4
Dry 0
Muddy -2
Pushdown 1
Run 1
Snow Syt
Trail 0

*These conditions can be cumulative.

** If it is snowing and there is snow on the ground, the two are not
cumulative; they both together count for a -5.

TABLE 1.23 RANGER CLASS INFORMATION

LEVEL HD BtH EPP
13 +4 +11 1,175,001
14 +4 +12 1,400,001
15 +4 172 1,625,001
16 +4 +13 1,850,001
17 +4 +13 2,075,001
18 +4 +14 2,300,001
19 +4 +14 2,525,001
20 +2 +15 2,750,001
21 +2 +15 2,975,001
22 +2 +16 3,200,001
23 +2 +16 3,425,001
24 +2 +17 3,650,001

ROGUE

Rogues hone their skills as they advance in levels. Years of
exploring secret places, moving through the shadows, learning
to watch and listen, and hiding and striking their enemy when
they least expect it begin to refine their skills. They do not
master many new combat skills as they progress, but they come
to perfect what they learned as striplings.

NOTE: Unless otherwise noted, armor affects the rogue’s
abilities.

ABILITIES

SNEAK ATTACK: The rogue’s to-hit and damage bonuses
for the sneak attack increase as the rogue gains levels. At 13t
level, the attack is made at +3/+6; at 18™ level, it is made
at +4/+9, and at 23" level, it's +5/414. The effective range
remains unchanged.
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BACK ATTACK: Rogues’ to-hit and damage bonuses on their
back attack ability increase as they gain levels. At 14t level, the
rogue gains a +6 to hit and inflicts quintuple damage. At 20t
level, the rogue gains a +7 to hit and inflicts sextuple damage.

DETECT SECRET AND CONCEALED DOORS: At 15%
level, a rogue can notice secret and concealed doors similar to
an elf by just walking past them. The rogue must be within 10
feet of a concealed door or within 5 feet of a secret door to make
the check. The rogue does not have to be actively looking for
such doors, but is merely allowed a spot check. A successful
wisdom check means the rogue discovers the door. If the rogue
is actively searching for the secret or concealed passage, he adds
+2 to the check.

HIDE AND MOVE SILENTLY: At 17% level, the rogue’s
abilities to hide and to move silently increase. Beginning at 17%
level, a rogue can move or hide up to one-half the character’s
normal speed at no penalty. At more than one-half and up to the
character’s full speed, the rogue suffers a -4 penalty. This penalty is
reduced to -3 at 19" level and to -2 at 21* level; it reduces to -1 at
224 level, and there is no penalty at 24 level.

DEXTERITY BONUS: At 15™ level, the rogue’s skills have
long become habits, improving his speed and reflexes and
increasing his dexterity by 1 point.

SIXTH SENSE: At 14% level, the rogue has become much
more in tune with his environment, developing a sixth sense for
danger. They can sense if something is wrong, but may not be
able to pinpoint the exact nature of the danger. An errant smell,
a shadow, or an unnatural quiet all might alert experienced
rogues to danger, making it increasingly difficult to surprise
them. They receive a +1 to their wisdom check when making a
surprise check. This ability increases by 1 point for every 4 levels
thereafter (+2 at 18%level, +3 at 22™]evel, etc.).

QUICK REACTION: At 18 level, rogues add +1 to their
initiative roll. At 24™ level, this bonus increases to +2. After
24" level, should the result be an 11 or higher, rogues can take
one more action at the end of the round, such as attacking or
moving half their movement allowance. They can only take a
ranged attack if they have the ranged weapon in hand. Regular
actions, such as rummaging through a backpack, generally
require too much time, so rogues cannot perform them with the
second action. CKs may rule on individual actions. For example,
grabbing a pinch of powder from a belt pouch is within reason.
Stopping to open a chest and look through its contents is not.

EVASIVE MANEUVER: At 20% level, the rogues’ heightened
combat senses allow them to make evasive maneuvers in
combat. They are quicker, able to anticipate blows and offensive
maneuvers with such skill that they gain a +4 to their AC. This
ability does not impair their ability to attack, and it stacks with
their normal armor class. The rogue must be actively using this
ability and cannot use it while using ranged attack weapons or
any rogue ability, such as picking pockets, climbing walls, etc.
They cannot use evasive maneuver if surprised.



TABLE 1.24 ROGUE CLASS INFORMATION

LEVEL HD BtH EPP
113 +2 +4 575,001
14 +2 +4 700,001
15 +2 +5 825,001
16 +2 +5 950,001
17 +2 +5 1,075,001
18 +2 +5 1,200,001
19 +2 +6 1,325,001
20 +1 +6 1,450,001
21 +1 +6 1,575,001
22 +1 +6 1,700,001
23 +1 St 1,825,001
24 +1 +7 1,950,001

WIZARD

Magi are arguably the most powerful of the epic adventurers.
Their sorcery delivers extreme punishment. It opens gates to
other realms, and it tampers with the fabric of time. Wizards can
command the very world around them. Very powerful wizards
are few in number, but those who exist are truly forces of nature
in and of themselves.

ABILITIES

DETECT MAGIC: Starting at 13% level, the wizard’s long
career allows him to detect the telltale signs of magic without
casting a spell. After five rounds of study and concentration, he
can see the essence of an item, determining whether or not it
is magical. With a successful intelligence check, the wizard can
ascertain the magic’s origins, whether made by dwarves, elves,
ancient civilizations, etc. This aspect of the ability presupposes
the wizard has encountered this type of magic before. An item
crafted by the ancient Ethrum will not reveal itself to a wizard
even if he makes a successful intelligence check if the wizard has
not previously encountered magic from the ancient Kingdom of
Ethrum. At 18%level, the wizard can determine the power of
the item, whether great or small, as well as its nature insofar as
its importance to a people, history, cult, or similar entity.

This ability does not act as the spell, and it does not have an
area of effect; the wizard must concentrate on the item, be it
door, sword, or stone.

INTELLIGENCE BONUS: At 15" level the wizard’s mastery
of his craft and the ever-growing complexity of his spells increase
his intelligence by 1 point.

COUNTERSPELL: Sorcery is a practiced craft in which
the wizard channels magic through the use of willpower,
components, gestures, and language. Long turns of experience
ingrain wizards with an intimate knowledge of almost any spell,
allowing them to readily determine the exact spell others are
casting. At 17" level, the wizard, using this knowledge, can
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attempt to counter an opponent’s casting. A wizard can attempt
to counter any spell cast at him by another wizard or illusionist
which the wizard can correctly identify. To use this ability, the
wizard must make a successful intelligence check at a CL equal
to the level of the spell’s caster to determine whether the wizard
recognizes the spell. If successful, the wizard can possibly cast
a counterspell. The player determines the best spell to stop or
mitigate the effects of the spell cast at his wizard character. To
successfully cast the counterspell, the wizard must win initiative
that round or come close enough to allow the casting of a quicker
spell. The CK determines the final impact of the counterspell,
whether it counteracts the opponent’s cast spell or not.

NOTE: This ability can add a great deal of excitement to the
game; however, in order to avoid tremendous frustration, the
Castle Keeper should give the player a few minutes to determine
the best spell to foil the opponent’s casting. It is not reasonable
for the CK to assume the player has an in-depth knowledge of
all the spells in his character’s arsenal.

PERFECT RECALL: At 20% level, the wizard can recall any
previously cast O-level wizard spells at will. Recalled spells allow
the wizard to cast spells beyond his regular allotment. To recall a
spell, wizards must make a successful intelligence check at CLO
to recall and cast the spell, and they can only recall a specific
spell once that day. For instance, a wizard who successfully
recalls a detect poison spell he cast earlier may only recall it for
one additional casting that day. At 24t level, the wizard can
recall previously cast 1% level spells at will. The wizard must
make a successful intelligence check as with 0- level spells.

TABLE 1.25 WIZARD CLASS INFORMATION

LEvEL HD BtH EPP
13 +1 +3 1,250,001
14 +1 +4 1,500,001
15 +1 +4 1,750,001
16 +1 +4 2,000,001
17 +1 +4 2,250,001
18 +1 +4 2,500,001
19 +1 +4 2,750,001
20 +1 +4 3,000,001
21 +1 +4 3,250,001
22 +1 +5 3,500,001
23 +1 +5 3,750,001
24 +1 +5 4,000,001

TABLE 1.26 SPELL CONTINUATION

LEVEL - %2 3 4 5 6. 797 &Y
21 7 1 6 6 5 5 4 4 F
22 7 7 6 6 5 5 4 4 3
23 & 7 7 6 6 .5 5 4 4
24 § 7 7 6 6 5 5 4 4
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CHARACTER RACES

Racial traits and characteristics play an important role the
Castles & Crusades. Though the Players Handbook discusses
the particulars of the seven main races in C&C, there are
many more factors the Castle Keepers and players may wish
to consider and even include in creating both characters and
NPCs. Also, racial variants, such as different types of dwarves
or halflings, often play a role in the game.

HEIGHT AND WEIGHT

A player may choose his character’s height and weight based
upon the chart below. The base ranges below for both men and
women are simply guidelines for the average height and weight
for a character of that race.

TABLE 1.27 HEIGHT AND WEIGHT BY RACE

RACE HeigaT WEIGHT
Dwarf 310" t0 5 2” 140-180
Elf, High 40"t06'0” 100-135 Ibs.
Elf, Twilight (drow) 40"t05 6" 90-115 Ibs.
Elf, Wild 44058 100-125 Ibs.
Elf, Wood (gray) 48 t06 6" 110-165 Ibs.
Gnome 36"t048” 70-90 Ibs.
Half-elf 42"t06'2” 90-175 Ibs.
Half-orc 410" t0 6’ 5” 120-180 Ibs.
Halfling 30" t04 6" 45-70 Ibs.
Human 48" t06 8" 100-200 Ibs.
AGE

A character’s minimum starting age is indicated on the chart
below. A player may always elect a starting age higher than the
mandatory minimum.

TABLE 1.28 MINIMUM STARTING AGE

Race ADULTHOOD A/B; //1(1: 2 g‘:\{ B}IS(I:S/ID\/XE{ ,
Dwarf 150 +4d6 +7d6 +10d6
Elf, High 200 +7d6 +9d6 +12d6
fll)f’rgg;hght 100 +4d6  +6d6  +8d6
Elf, Wild 40 +3d6 +5d6 +8d6
fg’r;x""d 60 L G
Gnome 30 +3d6 +4d6 +6d6
Half-Elf 20 +1d6 +2d6 +3d6
Half-Orc 13 +1d4 +1d6 +2d6
Halfling 16 +1d4 +1d6 +2d6
Human 15 +1d4 +1d6 +2d6

* Assassin, barbarian, cleric, druid, fighter, rogue
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TABLE 1.29 AGING

Race MDDLIE AGE OLD VENERABLE ~ MAXIMUM

Dwarf 300 450 600 +2d100 years
Elf, High 500 750 1000 +3d100 years
I(ig;;r“;’;light 200 300 400 +2d100 years
Elf, Wild 100 150 200 +1d100 years
I(icl;f’mxo"d 150 225 300 +1d100 years
Gnome 75 112 150 +3d20 years
Half-Elf 62 93 125 +3d20 years
Half-Orc 30 45 60 +1d10 years
Halfling 40 60 80 +2d20 years
Human 35 53 70 +2d20 years

EFFECTS OF AGING

Everyone ages, and as they do, their worldly knowledge and
wisdom often increase, but their strength and constitution wane.
Below is a brief table listing the cumulative effects of aging.

TABLE 1.30 EFFECTS OF AGING

Middle Age: -1 strénth, . +.1 mtelhgen'ce,
constitution, dexterity;  wisdom, charisma
Old Age: -2 stre}nth, . +‘1 mtelhgen'ce,
constitution, dexterity;  wisdom, charisma
Venerable: -3 strénth, . —1. mtelhgencg
constitution, dexterity;  wisdom, charisma
RACE AND LANGUAGES

All beginning characters speak the common tongue, called
Vulgate or Common. A character also begins play knowing how
to speak additional languages depending upon the character’s
race. The descriptions of each race detail a character’s starting
languages. The character’s intelligence determines how many
more languages he can learn. Characters with an intelligence
of 13-15 can learn one additional language; characters with
an intelligence of 16-17 can learn two additional languages;
characters with an intelligence of 18-19 can learn three
additional languages; characters with an intelligence of 20+
can learn four additional languages.

Learning new languages takes time. The amount of time depends
on how much effort the character spends on the task. Immersion
can communicate rapid results, whereas traveling with someone
and occasionally speaking the language takes much longer. The
character’s intelligence plays a huge role in the time required to
learn a language, as well.

To determine the required time, the Castle Keeper must assign a
challenge level to the language. This challenge level establishes



the time its takes to learn the language and the target number
of the intelligence check the character must achieve to master
it. Establishing the CL of any given language can be very
difficult. Many influences affect a language’s development and
complexity: the language’s root source, the environment and
culture it developed in, its history, and its proximity to other
language groups all play a part in a language’s development.
Learning a language can be easy or difficult depending upon
these manifold influences.

Anyone who attempts to learn a language is allowed an
intelligence check at the end of the time period allotted by
the CK. If successful, they gain a partial understanding of the
language; after a year of speaking the language regularly (CK
decides the needed regularity based on language’s complexity
and surrounding society), they can speak it fluently. Any failed
check means they have a limited understanding of the language
and gain a +2 to their next attempt to master the language, and
they only require half the time to learn it.

EXAMPLE: In the world of Aihrde, all human tongues originate
from Dwarven, so a human would have an easy time learning
it, while it would be difficult for an elf to learn Dwarven. The
human will find familiar words and grammatical structures,
whereas the elf will not find any common reference points.

The Castle Keeper must determine the relative difficulty of
learning the new language. This can be done by determining
the language’s proximity to the learner’s own base tongue. If you
feel that the language is close to the learner’s language, then
learning the new tongue will be easier for the character. If the
new language is completely foreign, then the language is complex
or extremely difficult for the character to learn.

Table 1.31 Learning Languages ascribes a challenge level to
learning a new language. The language’s proximity refers to
how close the language is to the learner’s native tongue. The
challenge level is what the learner must overcome to achieve
learning the language during the chart’s prescribed time. The
learner must successfully achieve “limited” before he can learn
“partial,” and so on. The chart assumes active study at least
2 hours a day.

Livitep: The learner knows enough to get by with simple
expressions in an area where the language is predominate.
Knowledge includes traditional greetings and common reference
points, such as the words for foods, types of shelters, travelling
directions, etc.

ParTIAL: The learner can speak the language using complex
sentences, but is not able to share in complex commentary. For
instance, discussions on military tactics, philosophical discourse,
scientific theories, the nature of magic, and so on would not be
possible with the character’s language skill level.

FLUENT: The character can speak and understand the language
in all its varied complexity.
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TABLE 1.31 LEARNING LANGUAGES

Il;;:ggiﬁiz CL  FrLuenT PARTIAL LiviTED
Root-Derived 4 6 months 3 months 1 month
Root-Familiar 6 12 months 6 months 2 months
Foreign 10 24 months 12 months 4 months
Alien 12 60 months 30 months 10 months

RooT-DERIVED: These languages share the same root language,
possess similar cultural norms, and share many environmental
reference points with the native tongue’s vocabulary and
grammar.

RooT-FaMILIAR: A root-familiar language shares some of the
same source words, but is different enough from the learner’s
native tongue that it has many foreign elements to master.

FoRrEIGN: Languages that are foreign share no common traits, but
they do have the same cultural background and are more readily
accessible to the learner through common idiomatic references.

ALEN: The learner possesses no cultural, historical, linguistic,
or philosophical reference points to the new language. Without
these common references, learning the alien language will be
extremely difficult for the learner.

IMMERSION

If the learner immerses himself in the language, this means he
cannot communicate in his own language and has no other outlet
for communication than speaking the new language. This total
immersion reduces the time limits on Table 1.31 by three-fourths.
The language’s challenge level does not change due to the immersion.

LITERACY

Characters cannot necessarily read and write the languages they
speak. Writing and reading are not common skills for people
in pre-industrial societies. For most adventurers, the need to
read or write is very small, and the opportunity to learn such
skills is uncommon. The Castle Keeper should first determine
whether or not the character can learn such skills, if their
background precludes literacy, then such skills are impossible
to achieve at beginning play. The player, too, must decide if
he wants his character to be literate. Many players may find
that literacy does not fit their image of their character, so they
choose to forgo having such skills. If the situation warrants it
and the player deems it fits the character, an intelligence check
determines literacy in the desired language. Of course, the CK
can always make a determination on a character’s literacy based
on the character’s background.

Characters can always choose to be literate in their primary
language, whether Vulgate, Elven, Dwarven, etc. They are not
necessarily literate in the other languages they speak. They
must make an intelligence check to determine literacy for each
known language.
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Characters must be able to partially speak a language before
they may attempt to learn to read and write in that language.
If they have learned to partially speak a language, they are
entitled to an intelligence check, the challenge level being
equal to the CL listed on Table 1.31. Success means the
character can read and write simple structures in the language.

For more complex structures, the character must make a
successful intelligence check against a challenge level equal to
those listed on Table 1.31 However, an additional +2 modifier
is applied.

EXPANDING CHARACTER RACES

The Castles & Crusades Players Handbook details seven
different character races available to players: dwarf, elf, gnome,
halfling, half-elf, half-orc, and human. These seven races
represent the archetypes of racial creatures. We find them in
most branches of fantasy literature, from comics, to movies, to
novels, to video games. As a game of archetypes, C&C does
not readily provide any information about other races, whether
variants of the seven or altogether new races. However, players,
particularly experienced players, often desire to expand their
own horizons, branching out of the normal racial barriers. This
character expansion may be something as simple as a variant
race, such as wanting to play an aquatic elf, for instance. Or
it may be something far more complex to integrate, such as a
bugbear. Whatever the case, the Castle Keeper must carefully
weigh the addition of new races or racial variants.

Three types of racial additions exist: racial variants, monster
races, and new races. These bring a whole new level of
complexity to the game.

RaciaL VARIANTS: These are new races built upon the
foundations of already existing races. In the world of Aihrde,
the wild elf classifies as a racial variant. These elves possess
many of the traits of the high elf, with some lessened powers
common to all elves, which offsets their racially unique powers.

MONSTER RACES: These are monsters converted to the class
system.

New Races: New races consist of completely new racial
constructs.

THINGS TO CONSIDER

Adding any new rules, monsters, classes, or even races requires
adjustments to the game’s balance. Mechanically, C&C has
an internal game balance, where the monsters roughly equate
to character levels, allowing monsters to challenge the ever-
advancing character. The SIEGE Engine balances the character’s
levels, hit points, abilities, and attributes with other characters
as well as with a monster’s HD, AC, and abilities. Merging the
two may cause complications, and the CK must take this into
account before integrating any new monster race as a player
race. Allowing a monster race to gain class levels on top of its
natural abilities may set that race heads above the other races.
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On the surface, this may sound okay, but it creates a problem
in running the game, as encounters that were challenging for
the entire party may no longer be challenging to the new player
race. Conversely, if they are challenging for the new player race,
they may prove too deadly to the other party members.

EXAMPLE: Allowing a player to play a hill giant ranger combines
skills, such as favored enemy, with an already tremendous ability
to deal massive damage. At 5% level, the hill giant ranger rolls
2d8 damage for his weapon, and when the situation calls for
it, adds a Combat Marauder bonus of +5. After tossing in his
strength bonus of +3, the hill giant ranger does an average of
16 points per swing, which is significantly higher than rangers of
normal character races.

Monsters occupy a vital place in any C&C game, and turning
them into player characters runs the risk of unmasking a host
of challenges the CK may not want to unleash. In order for
a player to play a monster as a character, he must know the
monster’s abilities and limitations. Enterprising CKs change
those abilities constantly during the course of the game to either
make the game more challenging or to lighten the danger. CKs
should caution any player that the monster or variant race he
creates is not subject to the rules detailed in the Monsters &
Treasure book; instead, the character is subject to the rules and
guidelines governing the character’s class (as the CK determines
they are applicable).

For their own games, CKs should make certain the desired
player monster race actually exists in their game’s setting and
that allowing players to play a member of said race does not
unbalance the adventure or setting or work against any cultural
or historical themes inherent to their game.

Second only to game balance is consideration of the other
players at the gaming table. Allowing one to player to play an
outlandish monster or strange racial variant may be off-putting
to the other players, making it harder for them to play their own
archetypical races. This problem becomes particularly poignant
when the character in question gains certain abilities, such as
Twilight Vision, extra damage, or special magical abilities that
make them more powerful than the other players’ characters.
These character imbalances often severely impact the flow of
play, as some players will react negatively to what they view as
the CK showing favoritism to a particular player.

Be very cautious in allowing players to play other races or racial
variants. Allowing them to do so can also open the Pandora’s
box of monster characters, culminating in strange half-dragon
creatures that have little place in any fantasy milieu; such
characters ruin the archetypes and engross players with super-
powering their characters rather than experiencing adventures
and building a story. Dragons are dragons, and they should
remains so. Dwarves are dwarves, and they should remain so.

If racial variants must enter the game, severely limit their racial
abilities, much as dwarves in Monsters & Treasure differ from
dwarves in the Players Handbook. Any monsters making the
leap to player-character races should suffer the same limitations.



THE MECHANICS OF NEW RACES

Looking at the standard races in Monsters & Treasure and
comparing them to the comparable races in the PHB reveals
subtle differences. For instance, the M&T dwarf possesses three
primes (they have a P for their Primes, which represents all the
physical attributes); the character dwarf in the PHB, on the
other hand, possesses only two primes. How is it that dwarves,
arguably the same creatures, possess different rules sets one
from the other? The answer is simple.

In Castles & Crusades, monsters are monsters, and characters
are characters. Different rules apply to each. In this case, the
dwarves in M&T represent the normal, everyday dwarves one
might encounter. Though on the surface, the M&T dwarf
possesses three primes and seems more powerful, he is, in fact,
much weaker, for his hit dice remain permanently locked at one.
The character dwarf, on the other hand, is not the average,
run-of-the-mill dwarf. Instead, he is the best of the best, a bold,
brave, adventurous soul who plows through the maelstrom of
the underworld with his axe, all the while singing songs of the
world’s ending. He is a hero, and different rules apply.

When the decision to allow a new race or new racial variant
enters the game, it is important to note that the rules for the
race in Monsters & Treasure no longer apply. The race enters
the realm of the PHB, and assumes the rules governing his
class. This makes the entire integration process very easy. A
bugbear ranger is now simply a ranger who may be allowed a
few racial attributes (CK’s choice). Doing this allows the CK to
avoid creating a new race.

Role-playing the new race or racial variant is the easiest
approach, but several factors must be considered when doing so.
The following sections touch on the most important, establishing
simple, thematic guidelines concerning game balance.

PriMEs: Whether creating new races or variants, the number of
assigned primes is critically important. The primes determine
the relative ability of a race to save against any number of events
or attacks. Assigning more than three primes makes creatures
extremely powerful. Generally, only high-level monsters have
six primes; allowing any playable class six primes is unbalancing.
Humans maintain an equal balance with other races due to
their three primary attributes; assigning non-human races three
primes is also unbalancing. The general rule of thumb is that
non-human races or racial variants should not have more than
two primes.

Hit Dice: Monsters possess an established number of hit dice
that does not advance as the monster adventures or grows older.
Discard these hit dice entirely and instead use the chosen class’
established hit dice. A bugbear with 3d8 HD becomes a 1*-level
fighter with 1d10 hit points. Even very large creatures should
lose their natural hit dice, exchanging it for the class’ hit dice.

ARMOR Crass: Many monsters have a higher AC, even if they
do not wear armor. This armor class does not carry over to the
character monster, though at the CK’s discretion a bonus may
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apply. A character monster may attempt to regain some of this
lost AC by having a high dexterity and wearing good armor.

SpeCIAL WEAPONS: Many monsters use special weapons, and
CKs may consider allowing the new race to use them. Any such
weapons cannot conflict with the class’ own weapons or armor
limitations. When allowing special weapons, address the game’s
balance, making certain the new weapon doesn’t overpower the
racial character.

SPECIAL ABILITIES: Many races possess special abilities, such
as shapechange, spell resistance, spell-like-abilities, etc. These
abilities do not merge with existing class abilities well, nor do
they normally allow for any kind of game balance. The best way
to handle these is to slow the character’s level advancement.
For each special ability, the CK should add 1000 experience
points to the character’s level progression chart and double the
amount for each successive level; at 2* level add 1000, at 3™

level 2000, and at 4™ level 4000, and so on.

ROLE-PLAYING THROUGH

Before embarking on the onerous task of creating a new race,
consider conferring with the player to find a way of using
existing examples. By consulting with the player, the Castle
Keeper can pinpoint why the player wants to play something
different and gain an understanding of what the player views
as his character’s desires. For abilities coming naturally to a
monster-turned-player-character race, simply exchange them
for class abilities. By working with the player, retaining game
balance becomes easier and a new and exciting race, monster
race, or racial variant enters the game’s fray.

EXAMPLE: Mark has decided he wants to play an aquatic elf
monk in the ongoing campaign. His choice reflects the game’s
setting, which seems to be concentrated around Darkenfold’s
many rivers and lakes. Mark’s main desire is to gain a character
with superior swimming skills and the ability to hold his breath
for extended periods (or even breathe water). If granted, these
abilities expand the game’s entire playing field. Knowing this,
the Castle Keeper readily agrees to this if Mark sacrifices the
monk’s fast movement ability while on land. Mark agrees and
notes the changes on his character sheet. With little effort and
no unbalancing effects, a new race enters the game. Mark is
happy with a new character, and the CK can not only utilize
whole regions of woodlands in the setting, but he can now have
the adventurers explore both lake and river bottoms, as well.

RACIAL VARIANTS

The development of racial variants is fairly common. Monsters
& Treasure already allows for several elf variants: drow, gray elf,
high elf, wood elf, half-elf, and the wild elf. The elf presented
in the Players Handbook is the standard high elf. The other
elves are racial variants, each with their own unique traits.
Playing a variant elf is entirely possible; the foundation for the
variant’s use as player characters is already in place in Monsters
& Treasure. As with the elves, one can easily create variant
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dwarves, gnomes, and halflings. Variants for goblins, orcs,
gnolls, or the like can be created from their monster base and
are limited only by the imagination of the player and the CK.

The following are possible variants for a Castles & Crusades
campaign. They are by no means to be considered official racial
variants, but are merely offered as examples of how one might
go about creating a racial variant. Official variants are the
Castle Keeper's purview.

ExaMPLE 1: DEEP DWARF

These dwarves live deep underneath the earth and rarely - if
ever - come to the surface. They are primarily tunnelers, miners,
smiths, masons, and warriors who fight continuous wars and
battles against their fellow denizens of the deep.

ANIMOSITY: Deep dwarves have an instinctive, intense
hatred for orcs, goblins, and humanoids of the deep. All
interactions with humanoids the deep dwarves encounter are
nearly impossibly to manage peaceably. All charisma checks
between the two groups are at -8, and any dealings, including
trade, require a charisma check.

DEEPVISION: Deep dwarves have the Deepvision ability up
to 180 feet.

DETERMINE DEPTH AND DIRECTION: Deep dwarves
accurately determine their depth and direction 100% of the
time unless magic or something else interferes with their ability.

ENMITY: When fighting goblins and orcs or other like-minded
denizens of the deep, the deep dwarves gain a +2 to hit and
a +1 to damage. Withdrawing from combat against these foes
requires a charisma check. The check is normal if the total
dwarven HD outnumber or equal that of their opponents. They
make the check with a +1 bonus if the humanoids have up to
twice the dwarves’ hit dice, +2 if up to three times their hit
dice, +4 if up to 4 times their HD, and +8 if 5 times, etc.

RESISTANCE TO ARCANE MAGIC: Deep dwarves receive

a +4 to all saves versus arcane magic.
RESISTANCE TO POISON: As normal.
STONECRAFT: As described in the Players Handbook but

with a +3 bonus, increasing to +6 if actively searching.

DAYLIGHT FIGHTING: Deep dwarves have spent little
or no time above ground. In full daylight (not lamplight or
torchlight), deep dwarves suffer a -2 penalty to to-hit rolls and
all constitution saving throws.

WEAPON LIMITATION: Deep dwarves never use two-
handed weapons or pole-arms; if they do so, they suffer a -4
penalty to use. All bows except crossbows are likewise at a
-4 penalty. Essentially, they can use only medium and small
weapons in battle.
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LANGUAGES: Dwarven, Goblin, and Orc, plus one other.

SIZE: Small (they tend to be slightly smaller than standard
dwarves)

MOVEMENT: 15 feet

TYPICAL CLASSES: Fighter, Monk, Barbarian, Rogue, Bard,
Cleric.

ATTRIBUTE MODIFIER: +1 Strength, +1 Constitution, -1
Dexterity, -2 Charisma.

MONK MODIFIER: Monk deep dwarves receive a +1 bonus
to their natural AC.

NoOTES ON DEEP DWARVES

Deep dwarves have essentially the same abilities as standard
dwarves, though they are altered slightly for their terrain type.
However, the defensive expertise ability has been traded for a
bonus when attacking certain humanoids, creating a slightly
different racial variant.

ExaMprLE 2: LONGLEAF HALFLINGS

These halflings are wilder than most of their brethren. They
tend to live near wilderness areas or hide in small enclaves deep
in the wilds. A sturdy group of halflings, they pride themselves
on their wilderness skills. Longleaf halflings tend to avoid
encounters with the outside world as much as possible, and
they rely primarily on their hiding abilities to survive rather



than their fighting abilities. They tend to be slightly larger than
the average halfling.

FEARLESS: Because longleaf halflings are in near-constant
danger, they have learned that fear is sometimes a worthy trait
as a survival mechanism. Controlling or even harnessing it has
its advantages. This balance equates to an internal resolve.
They receive a +1 bonus to all saving throws versus fear and
to morale checks.

HIDE: Longleaf halflings spend much of their lives avoiding the
prying eyes of others. They receive a +2 to all conceal or hiding
checks while outdoors (this bonus does not apply to hiding
indoors). If they try to move silently and hide at the same time,
they suffer a -2/-5/-10 to their checks. Moving at more than
twice their normal speed makes it impossible for longleafs to
hide or move silent.

MOVE SILENTLY: The penalties are -5 and -10 at a full
charge, but in all other respects are as described in the Players

Handbook.
DUSKVISION: They possess normal Duskvision.

RESISTANCE: Longleaf halflings are resistant to druidic and
nature-based magic, and they receive a +1 bonus to all saving
throws when afflicted by such.

ARCANE WEAKNESS: Longleaf halflings are susceptible to
arcane magic, having only rarely felt its pinch and having little
knowledge of it. They suffer a -2 penalty to all arcane-based
magic/spell saving throws.

WILDERNESS LORE: This ability is the same as the druid’s
Nature Lore ability for the specified area.

SUSCEPTIBLE TO DISEASE: Less contact with the outside
world has left these halflings more susceptible to diseases; they
suffer a -2 penalty to all saves versus contracting diseases.

SURPRISE: Longleaf halflings gain a +1 to all surprise checks.

LANGUAGES: Halfling, plus one other
SIZE: Small
MOVEMENT: 20 feet

TYPICAL CLASSES AND LIMITATIONS: Druid, Ranger,
Rogue, and Bard. Longleaf halflings must have an intelligence
of 16 and charisma of 16 to become illusionists or wizards.

ATTRIBUTE MODIFIERS: -2 Strength, +1 Dexterity, -1

Constitution

RANGER MODIFIER: Tracking +2

ExaMmpLE 3: ORC

Orcs are a very aggressive and warlike race; they enjoy the fight
and lust in the carnage of war. They tend to eschew magic with
the exception of their spiritual leaders, whose primary role is
as adjunct attacker and enforcer of the cruel lifestyle orcs live.
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They hold martial prowess in the highest esteem. Orcs are less
intelligent than other creatures.

MOVE SILENTLY: All orcs receive a -1 penalty to move
silently checks.

HIDE: All orcs receive a -2 penalty to all hide checks.

HORRENDOUS STENCH: Orcs smell. They do not consider
bathing and cleaning themselves a trait worthy of their time. As
such, anyone can smell an orc’s reek a long way off, covered as
they are in the debris of their life’s work. Orcs suffer a -2 penalty
on surprise attempts.

DARKVISION: Orcs have Darkvision and can see 120 feet in
pitch blackness.

ENHANCED SMELL: All orcs can smell like a blood hound.
They can smell anything (different from their own scents)
within 60 yards. This makes it nearly impossible to surprise an
orc. For this reason they receive a +2 to all surprise checks
when being surprised.

TOUGH HIDE: Orcs have thick hides; their skins are normally
three times as thick as a human’s or dwarf’s skin. Furthermore,
it is leathery, consisting of a bark-like quality and affording the
orc an automatic +2 bonus to their AC.

RESISTANCE TO DISEASE: A nasty and grimy race, orcs
have an ingrown resistance to most diseases, receiving a +4
bonus to all checks versus diseases. They also recover from
illness at twice the normal rate.

SUSCEPTIBLE TO FEAR: Orc tribes bear the onus of a
herd mentality; they usually follow their leaders into and out of
battle. Loss of a leader or being removed from their leader brings
out the flight instinct in orcs. They receive a -2 to all fear-based
saving throws and morale checks.

LANGUAGES: Orc and Goblin
SIZE: Medium

MOVEMENT: 20 feet
TYPICAL CLASSES: Fighter

ATTRIBUTE MODIFIERS: +2 Strength, -1 Dexterity, +2
Constitution, -3 Intelligence, -3 Wisdom, -4 Charisma

RACIAL INTERACTIONS

In C&C, races refer to different species of creatures, from
dwarves to orcs, hobgoblins, and humans. It is entirely up to the
Castle Keeper as to how these races interact, whether they share
similar language patterns, history, culture, religion, or economic
structures. In general, C&C treats each race as a different
monster or player type, and the CK who plays them along these
lines finds the game runs much smoother. To complicate their
game with racial issues only detracts from the purpose behind
the game’s inclusion of the various races: to broaden the pool
of player options.
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Creatures like orcs, goblins, hobgoblins, and gnolls are monsters,
and the CK should treat them as such. Worrying about racial
divides causes distractions in even the best of circumstances.
Evil greater than any racial antipathy drives these creatures.

Player races are marginally different, as character races interact
more with each other and other NPCs on a non-violent
level. When these races do interact, they can be influenced
or the game impacted by diplomacy, trade, or other types of
communications. When doing so, it is up to the Castle Keeper
to determine what, if any, racial antipathy or sympathy exists
between them. The following charts offer a guide for both the
standard racial antipathies/sympathies that might exist and the
effects such emotions have on the relevant charisma checks.

TABLE 1.32 STANDARD RACIAL INTERACTIONS
reflects the manner in which each of the seven standard races
views the other. The scale is set on a numerical scale of 1-8;

viewer sees in the other race. The number following the slash is
the modifier to any charisma checks made between the parties.
The race rolling the check adds or subtracts the modifier.

RANKS

REVERENT: They view this race in more-than-favorable
Ilg . .

light. Charisma 19
2. AFFABLE: They view this race as friendly and easy to get

along with. Charisma 17
3: FRIENDLY: They view the race with respect. Charisma 15

RESPECTFUL: They view the race in very friendly,
empathetic terms. Charisma 12

CONSIDERATE: They view the race sympathetically.
Charisma 8

6: ALOOF: They have a serious dislike of the race. Charisma 5
ANIMOSITY: They have a strong hatred for the race.

one is the most favorable, while eight is the least favorable. The g Charisma 3
number before the slash represents the highest possible rank the 8 DISDAIN: They abhor the race, avoiding it when possible.
Charisma 1
TABLE 1.32 STANDARD RACIAL INTERACTIONS
DwARF ELr GNOME HALrLING HALF-ELF HaALr-Orc Human

Dwarf 1/+3 6/-2 4/0 4/0 5/-1 8/-4 4/0
Elf 6/-2 1/+3 4/0 4/0 5/-1 6/-2 4/0
Gnome 5/-1 2/+2 1/+3 2/+2 2/+2 5/-1 4/0
Halfling 4/0 2/+2 2/+2 1/+3 2/+2 5/-1 2/0
Half-Elf 5/-1 2/+2 2/+2 2/+2 2/+2 4/0 4/0
Half-Orc 5/-1 4/0 4/0 4/0 4/0 4/0 4/0
Human 3/+1 3/+1 2/+2 2/+2 2/+2

L
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CHAPTER 2 — MAGIC

(% N&) agic is one of the pillars of Castles & Crusades.
From spells to items to magical creatures, magic
QA governs the fantasy milieu. Its relative impact,

how common it is, lies at the discretion of the
Castle Keeper and the game’s players. The Players Handbook
clearly outlines the rules governing the use of magic in C&C,
from spellcasting to magic item creation. But the PH leaves
many of the details up to the Castle Keeper. The cost of spell
construction, the cost of purchasing spells, the spellcaster’s
actual starting spells, and the cost of components, are a few of
the details left up to the Castle Keeper or player. The following
provides several solid guidelines for pricing, spell construction,
and use of magic in Castles & Crusades. This chapter also
presents several alternative approaches to magic in Castles &
Crusades. These approaches to spellcasting involve more rules
mechanics, and at times, more role-playing. Though far more
complicated and time-consuming, they are worth a try for those
who desire to break the mold of normal play.

COMPONENTS OF THE TRADE

SPELLBOOKS

All 1% ]level wizards and illusionists begin play with a spellbook.
Their master, instructor, guild, order, or trainer grants them
a spellbook upon completion of their studies. This beginning
spellbook contains a number of spells equal to the number of
spells they can cast at 1% level. The spellbook is not a normal
book; it is magical.

The spellbook possesses an automatic Spell Resistance (SR)
of 10, allowing it some protection against magical attacks. A
spellbook failing its spell resistance check against magical
attacks from spells such as fireball, lightning bolt, or any other
spell causing catastrophic equipment damage suffers massive
damage; each spell within the book is subject to another SR
check, but at a reduced SR of 5. The attack permanently
destroys any spell within the damaged book failing its check.

The magical nature of spellbooks also allows them to withstand
a great deal of normal punishment. They do not suffer the
normal effects of water damage, wear and tear, or even battle
damage. The ink inscribed in the spellbook is magical; it does
not run or smear. The pages themselves, laden with magical
residue, rarely tear, and when they do, it is almost always on the
edges. Spellbooks age very slowly, their pages rarely becoming
brittle or dry. Extended exposure to sunlight does not fade their
pages. In short, no normal weathering occurs to spellbooks.

Catastrophic damage, such as being swallowed by a black
dragon, struck by a magical weapon, tossed in a vat of acid,
engulfed in fire, or even being struck by a normal weapon with a
massive blow can damage the spellbook, as these are not normal
battle wear and tear situations. The Castle Keeper decides when
battle damage is extensive enough to incur a check.

When a spellbook must make a save, the CK must note the
origin and power of the spellbook. Spellbooks crafted by
greater wizards are more powerful than those awarded to
young neophyte wizards. When a spellbook must make a save
against catastrophic damage, it always saves as a prime, with a
challenge base of 12. Consult Table 2.1 Types of Spellbooks for
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the power of the book and its check bonus. The character must
make the save for the spellbook.

TABLE 2.1 TYPES OF SPELLBOOKS

SpeLiBoOK TypE  Bownus — SpetiBook Type  Bonus
Prestidigitator +3 Warlock +8
Theurgist +4 Gramaryian +9
Thaumaturge +5 High Mage +10
Magician +6 Wizard +10
Magus +7 Arch Mage n/a*

* A book crafted by an arch mage cannot be damaged by anything
short of an ancient wyrm’s breath weapon.

WRITING IN SPELLBOOKS

The average spellbook is finite, only holding a limited number
of spell levels. Spellbooks are six inches wide by nine inches
tall with a two-inch spine depth, each book having 200 pages.
The spellbook described in the Players Handbook is a traveling
spellbook and has sufficient room to allow casters up to 20
level to store their entire complement of spells they can cast
per day. This however may not necessarily be all the spells the
caster has access to. The prudent wizard has a spare copy of
the traveling spellbook stored in his tower, and may also have
additional spellbooks there dedicated to a particular spell type
or level.

Spells take one page per level of the spell. Cantrips, or O level
spells, also require one page per spell. Thus a spellbook dedicated
to 1° level spells could accept 200 spells while a spellbook of
9t Jevel spells could only accept 22 spells. The Castle Keeper
may change this standard as desired, but it’s recommended to
limit the changes to the wizard’s research spellbooks and not
the traveling spellbook.

CASTING SPELLS FROM A BOoOk

At times a wizard or illusionist must resort to casting spells
from books. These instances are rare, brought on by extreme
danger, where survival outweighs the value of the magical tome.
Casting from the spellbook is very similar to casting from a
scroll, offering the possibility of damage to both the spell and
the book.

Casters do not need any material components when casting
from spellbooks; however, they must have focus components, if
required. The cast spell is immediately destroyed upon casting,
its pages dissolving in the book from the channeled magic.
Furthermore, the surrounding pages run the risk of damage or
destruction. Each spell listed before and after the cast spell must
make a successful physical save (prime), with the CL equal to
the level of spell the wizard or illusionist actually cast from the
book. The higher level the spell, the greater chance it damages
the book. Books crafted from magical materials may gain a
bonus to their savings throws (see Chapter 3: Equipment).

The spellbook’s SR does not protect it against spells cast from
the book.
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STARTING SPELLS

The Players Handbook clearly establishes the number of
beginning spells for 1*“level spellcasters. Clerics and druids
pray daily for their spells, their wisdom dictating their number
of starting spells. Wizards and illusionists must roll their spells
on the appropriate charts in the Players Handbook, or the
CK assigns them. Rolling randomly has its advantages, for it
challenges the players’ skill, forcing them, at times, to use spells
they would not normally choose. Assigning spells presents the
same challenges.

On the downside, either approach may create an unbalanced
character and one less enjoyable to play, as mages may find
themselves with a bundle of defensive or informational spells
but no offensive spells at all. With low hit points and a low AC,
magic users may find themselves outclassed at low levels unless
they have a good, solid spell base that mixes a variety of spells.

The following tables (Table 2.2 - Table 2.5) allow for a more
balanced approach to beginning play, dividing the spells
into three different categories: informational, offensive, and
defensive spells. Allow players to choose one category from
which to roll for their first spell. For their second spell, roll
randomly on the chart, disregarding any roll duplicating the
chosen category. If the players have characters entitled to a 3
beginning spell due to high intelligence, roll randomly again.
The tables list duplicate spells, allowing the players’ characters
a better chance to begin play with very useful spells. Reroll any
duplicate spells.

TABLE 2.2 STARTING 0 LVL WIZARD SPELLS

Informational Offensive Defensive
1 Arcane Mark Dancing Lights Dancing Lights
2 Detect Magic Ghost Sound Endure Elements
3 Detect Poison Light Ghost Sound
4 Light Mage Hand Mending
5 Message Message Open/Close
6 Open/Close Prestidigitation Prestidigitation

TABLE 2.3 STARTING 1ST LVL WIZARD SPELLS

Informational Offensive Defensive
1 Com. Languages Burning Hands Alter Size
2 Erase Charm Person Change Self
3 Floating Disk Jump Feather Fall
4 Hold Portal Magic Missile Hold Portal
5 Identify Shocking Grasp Jump
6 Prt. Alignment Sleep Prt. Alignment
7 Read Magic Spider Climb Shield
8 Sum. Familiar Unseen Servant Spider Climb



TABLE 2.4 STARTING 0 LVL ILLUSIONIST SPELLS

Informational Offensive Defensive
1 Arcane Mark Dancing Lights Dancing Lights
2 Detect Illusion Dragon Mark Dragon Mark
3 First Aid Influence First Aid
4 Influence Light Ghost Sound
5 Magical Aura Message Light
6 Message Prestidigitation Mending

TABLE 2.5 STARTING 1ST LVL ILLUSIONIST SPELLS

INFORMATIONAL OFFENSIVE DEFENSIVE
1 Erase Charm Person Change Self
2 Faerie’s Glam Color Spray Darkness
3 Hypnotism Darkness Daze
4 Read Magic Dragon Image Dragon Armor
5 See Invisibility I1l. Hounds Head Fog
6 Silent Image M. Dark Chaos I1l. Hounds
7 Un. Aura Ventriloquism Obscuring Mist
8 Ventriloquism W. Strength W. Strength

COMPONENTS

The Players Handbook lists five types of components: verbal,
somatic, material, focus, and divine focus. The PH provides
adequate explanation for the components, using and acquiring
them, pricing them, etc. Of the five types of components, physical
components, which include focus and divine focus components,
often require more management. The components’ availability
and quality may affect whether a magic user can cast a spell, and
they may even affect the spell’s quality.

PURPOSE OF COMPONENTS

As mentioned above, three types of physical components exist:
material, focus, and divine focus. For all practical purposes,
these components play only a minor mechanical role in the
game. They force the magic user to purchase, or at least actively
acquire, items in order to cast spells; components limit the
number of times a magic user can cast a spell, which brings
them in line with all the other characters whose equipment
limits their fighting abilities. A fighter in the desert who loses
his sword has no weapon with which to fight, much the same as
a magic user who uses his last lump of coal can no longer cast
fireball. Simply put, requiring the use of components allows a
control mechanism for the CK and a balancing mechanism in
regards to the other characters.

Role-playing component management and acquisition can be
an arduous task, forcing the character to keep up with multiple
items for his many spells. This becomes particularly true for
high-level characters. However, disregarding the necessity
of obtaining components unbalances the game, especially at
high levels, for the magic user, who already deals 18d6 points
of damage with his firebdll, then has no limit on how many he
may cast. Balanced against a fighter, who on average deals 2d8
points of damage, the wizard becomes monstrously powerful.
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NOTE: This balance does not make for happy spellcasters, but
the balance ensures a fun time for all the game’s players. The
CK who plans a large encounter that is instantly destroyed
by rapid-fire spellcasting finds himself with a bunch of players
bored at their inability to do anything during the encounter
and with one magic-casting player who is overly excited by his
ability to defeat everything in his path. In short, components
provide game balance.

Yet, overplaying this balance is easy very easy to do. Mildly
adjudicating component management is the best approach
for CKs to take. Forcing a player to keep up with 300 different
components, the amounts he possesses, and where he keeps
them makes playing the high-level mage absolutely tedious,
proving the dictum that soldiers experience many long hours of
tedious boredom and a few minutes of stark terror. This should
not be the case at the game table.

Manufacturing their own components, acquiring them, role-
playing without them, or a combination of different approaches
often makes for the best game play.

MATERIAL COMPONENTS

Material components disintegrate upon the spell’s casting. The
channeled magic destroys the items, forcing the magic user
to replace the material component. Material components act
much like arrows: when an archer shoots his arrow, it is spent,
and the archer must replace it. Material components act the
exact same way, only the magic consumes or ruins the material
components during the casting. Wizards and illusionists must
replace these components regularly, or casting their spells
becomes very difficult, if not impossible.

Material components include religious materials required by
clerics and druids during their casting.

Players must acquire these components by purchasing them
or finding them on their adventures. For general costs and
acquisition of components, consult Table 2.8 below.

Focus COMPONENTS

Focus components are reusable. The spell’s casting does not
destroy them. These include items such as the gem necessary to
cast identity. A single, one-time purchase by the caster and the
item is kept until lost, stolen, or destroyed.

DiviNe Focus COMPONENTS

Divine focus components refer to holy symbols or holy items
necessary for druids and clerics to cast their spells. These foci
help channel their deity’s will and desire through the character,
and the cleric or druid cannot cast spells without them. If
destroyed in battle or lost, the divine caster must do without
casting spells until he replaces the focus component.
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QuaLiTY OF COMPONENTS

Magical components are generally unaffected by age or storage,
and once purchased, they can serve the same purpose with
the same outcome as if fresh and new. However, casters can
purchase or acquire exceptional components. In this case, any
such components grant the caster a +1 to any check they must
make, or in the case that the spell affects someone/something
else, the victim suffers a -1 to any required checks.

Exceptional items would include components derived from
magical beasts, holly or mistletoe taken from a sacred grove, a
holy symbol blessed by a high-level cleric or one that has returned
from a holy quest, etc. The Castle Keeper must adjudicate the
effects of such items, but in general, any item enhancing the
spellcaster’s spell, through magic, enhances its effects.

EXAMPLE: A wizard possesses the eye of a basilisk. When he
casts arcane eye, the magical nature of the eye grants him a +1
to his spot checks.

AVAILABILITY OF MATERIAL COMPONENTS

Almost every town or city gives ready access to material
components through shops designed for just such a clientele;
even small villages have their seers who stock many items
common to the magic-using trade. Enterprising magic users
can harvest many components while on the road, and very
careful ones scavenge the bodies of the fallen monsters for such
materials they deem might enhance their spellcasting.

The Castle Keeper must determine the availability of any items
the magic user may want to find on the road due to geography,
season, etc. For example, finding clay in the desert or air
underwater may be difficult.

Focus components are harder to locate while on the trail, but
are readily available in most villages, towns, and cities. Prices
vary; consult Table 2.8 below.

Divine Focus items must generally come from their guild, order,
or church, or in some circumstances, the druid or cleric may
manufacture them (see below). Valuable ones, or ones high-
level NPCs manufacture, may exist in treasure hoardes or be in
the possession of villains or monsters. The Players Handbook
covers costs of normal or silver holy symbols; for more elaborate
symbols, consult Table 2.7 below.

Loss oF AND MANUFACTURING NEw HoLy SymMBOLS

Druids and clerics both require holy symbols or something
similar to cast their spells. These range from the very simple
to the very ornate. A wooden holy symbol or one cast in gold
and encrusted with jewels serves the same purpose. Generally
speaking, casters purchase their holy symbols, which are made
in silver according to the Players Handbook, or their guild/
order/church awards them one. However, the rigors of the trail,
the machinations of evil creatures, the constant engagement in
combat, and the power of monsters often destroy holy symbols,
leaving the druid or cleric without recourse to commune with
the deity and procure new spells.

492 CASTLES & CRUSADES

In such cases, most druids and clerics can fall back on their
training and manufacture a facsimile of their holy item, allowing
them to cast spells again. Doing so requires they make some
type of penance to their deity to make amends for being careless
with their holy symbol. The penance is entirely at the Castle
Keeper’s discretion; however, the CK must take into account
the unusual nature of adventuring clerics, the cleric’s value
to the deity, the method the holy item was lost, and any other
extenuating circumstances that may come into play.

Characters should be encouraged to choose a penance on
their own, one that adheres to the game’s ongoing themes,
and one that does not distract from the adventure or become
too dogmatic with any religious interpretation of spellcasting,
events, etc. A good Castle Keeper works with the character
to make the loss of the item a compelling moment in the
adventure. The higher the caster’s level, the more rigorous the
required penance.

TABLE 2.6 PENANCE

LeveL PENANCE
Low Loses the ability to cast 1*level spells for 30 days
Low Loses the ability to cast 2 level spells for 30 days

Mid Loses the ability to cast 1%-3" level spells for 30 days
Mid Must take the forefront in any battle.

High Loses the ability to cast 1%-7* level spells for 30 days
High Must embark upon quest or found a church

CreaTING NEw Hory SymMBOLS

To create a holy symbol from scratch, the cleric or druid must
have some type of material available with which to actually
craft the holy symbol. Wood or iron, grass to weave the pieces
together, ink and brush to cast the symbol upon another surface,
etc., will serve this purpose. For druids, mistletoe or holly also
suffices. Casters must rest and commune for 24 hours, at the
end of which time, they are granted a bless spell. Casting the
bless spell on the item in question opens it as a channel to the
deity, allowing the characters to gain full access to their spells —
after any penance is paid, assuming the CK determines penance
is necessary.

TABLE 2.7 VALUE OF THE HOLY SYMBOL

DESCRIPTION AVERAGE GP VALUE
Clay 10
Wood 50
Wood with silver inlay 100
Wood with gold inlay 250
Wood with gemstones 500
Stone 100
Stone with gemstones 500
Bone with jewels 1000
Silver 250
Silver with gold 500



Silver with platinum 750

Silver with gemstones 1250
Ivory 500

Ivory with silver 750

Ivory with gold 1000
Ivory with gemstones 3000
Jade* 750

Jade* with ivory 1000
Jade* silver or gold 1250
Jade* with platinum 2000
Jade* with gemstones 5000
Gold 1000
Gold with platinum 3500
Gold with gemstones 7500
Platinum 10000
Platinum with gemstones 15000
Platinum with mithril 20000
Mithril 50000

*Qr other precious stone.

The addition of gems to holy symbols also increases the value. Also,
intricately designed holy symbols should possess a greater value.

CosT OF MATERIAL COMPONENTS

The Players Handbook lists material components in the spell
description but often does not include a price. The interpretation
is often that they are “free.” This approach creates a simple,
easy-to-follow magic system that does not require the players
to keep up with distracting minutia. Role-playing through the
acquisition and management of material components is often
the easiest way to determine whether a player has the necessary
items to cast spells.

When role-playing through the use and acquisition of material
components, it is necessary to charge the magic user some
price at some point. Generally, wizards and illusionists require
more components, and they are more difficult to replace than
those druids and clerics require. Every few games, the Castle
Keeper should charge wizards and illusionists 20gp per level
for the acquisition of components, which is more than fair. For
example, a 4 level wizard would pay 80gp every few games to
resupply his material components. Castle Keepers should charge
clerics and druids only 10gp per level every few games.

This method works, but it lends itself to giving spellcasters an
advantage in that it assumes they always have the necessary
components on-hand to cast their spells, when this would
certainly not always be the case. The CK must adjudicate this
according to circumstances. For instance, a fireball spell requires
a lump of coal. If the character is adventuring in the Burnvetse
Hills, where the hobgoblins routinely mine and use coal, then
coal is probably readily available, found on the streets of a town,
or in old camp sites, etc. However, if the party adventures to
a city on the edge of the Frozen Salt Flats, where no coal is
available, then the price is going to be much different.

CHAPTER 2 — MAGIC

The Castle Keeper must not overplay this. Making it impossible
to acquire material components for spells can limit the players’
ability to play their characters. However, it is essentially no
different from a fighter losing his sword at sea: the fighter cannot
immediately get a replacement, so he must find something
else to use in the meantime. But just as swords and armor are
common in Castles & Crusades, so too are merchants and
wizards selling magical component to magic users of all shapes
and sizes. Stores specializing in magical components naturally
exist in all larger towns and cities, as well as in some smaller
ones. The price of components these stores offer depends, like
all things, on availability.

[t is important to note that many components may be picked
up along the trail for no cost at all. A magic user finding a small
lump of clay along the road and securing it for future use with
an idol of death spell need not worry about purchasing the clay.

Table 2.8 establishes a simple base price for the listed components
for spells in the Players Handbook. These represent the
components’ baseline cost. Table 2.9 establishes the amount of
inflation CKs might decide to charge for components uncommon
to a certain region. Use the base pricing for the items listed in
Table 2.8 for an item not currently on the list. Some of these
items are readily replaceable, such as the vial of water. The base
price denotes the cost of the container as much as it does the
container’s contents.

TABLE 2.8 PRICE OF MATERIAL COMPONENTS

Spell Component Price
Acid Arrow Acid (vial, 10 drops) 5gp
Animal Friendship Food (small bag) Isp
Animal Messenger Food (small bag) 1sp
Animate Dead Bones 5sp
Arcane Eye Eye (dried, one) lgp
Barkskin Bark (5 pieces) lep
Bind Elemental Vial of Element! lgp
Binding Iron Dust (bag, 5 pinches) 5sp
Clone Flesh Special
Color Spray Colored Stones 2sp
Commune Religious Item Special
Cone of Cold Vial of Water —
Consecrate Religious Materials 25gp
Control Water Air n/a
Control Weather Storm Giant Hair? 170gp
Create Greater Undead Religious Items 100gp
Create Undead Bone Dust 3gp
Darkness Dust of Broken Mirror 5sp
Daze Wool (5 pinches) 5cp
Delayed Blast Fireball Coal (1 lump) 2cp
Disintegrate Cockatrice Feather 5sp
Divination Religious Materials lgp
Dragon Breath Dust of Dragon 10gp
Dragon Mount Dust of Dragon 10gp

CASTLE KEEPERS GUIDE 43



PART ONE: THE CHARACTER

Dragon Scales
Dragon Shadow
Dreaming
Earthquake
Enhance Attribute
Faithful Hound
False Trap

False Vision

Fireball

Fire Seeds

Fire Shield

Fire Trap

Floating Disk

Fly

Ghost Sound

Globe of Invulnerability
Glyph of Warding
Greater Scrying
Guards & Wards
Hallow
Hallucinatory Terrain
Haste

Hold Animal/Person
Hold Monster
Humanoid Finding
Ice Storm

Identify

Idol of Death
Tllusory Script
Instant Summons
Invisibility
Invisibility Sphere
Ironwood

Jump

Legend Lore
Lightning Bolt
Magic Circle

Magic Jar

Magic Stones

Major Creation
Mass Invisibility
Mass Suggestion
Minor Creation
Minor Globe of Invul.
Mirage Arcana
Mnemonic Enhancer
Move Earth
Nondetection

Passwall

Dragon Scale

Dust of Dragon

Blood of a Nightmare
Chip of Stone cast by Giant
Animal Hair

Dust of Dog Bone
Broke/Dist. Mirror Glass
Broke/Dist. Mirror Glass
Coal (1 lump)

Acorn, Holly Berries (5)
Open Flame
Flint/Charcoal

Glass or Metal Disk
Feather (5 wrapped)

Ear Wax (3 plugs)

Bead & Glass Sphere
Religious Materials
Gem

See Players Handbook
Religious Materials
Dust of a Nixie Arrow
Hawk Feather

Spider Silk

Spider Silk, Giant
Possession

Vial of Water

Gem, Ink

Clay

Special Ink

[tem

Tar Wrapped Eye

Fur Wrapped Eye (animal)
Iron Dust (bag, 5 pinches)
Cricket Leg (5)
Materials

Iron Rod

Salt (pure, box/bag)
Gem

Stones

Ghost’s Breath

Spider Eyes (dust)

Wool (5 pinches)

Piece of Material
Bead/Sphere

Dust of Nixie Arrow
Materials

Earthworm

Mirror

Candle Wax (5 pinches)
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30gp
10gp
5¢gp
10gp
Isp
5sp
5gp
5¢gp
2cp
lep
Special
lgp
5gp
lep
lep
lgp, 1sp
200gp, 3sp
1000gp
28gp
1000gp
10gp
5sp
5sp
20gp
Special
lep
100gp
5cp
50gp
Special
Igp
5sp
5sp
lep
250gp
Isp
2sp
1000gp
n/a
10gp
lgp
5cp
Special
lgp
10gp
100gp
lep
50gp
2cp

Permanent Image
Polymorph Any Object
Polymorph
Programmed Image
Project Image
Protection/Alignment
Pyrotechnics
Refuge
Resurrection

Scare

Scrying

Secret Page

Secure Shelter

See Invisibility
Sending

Sequester
Shapechange

Shape Stone or Wood
Shatter

Shield of Faith
Simulacrum

Sleep

Snare

Soul Bind

Spider Climb
Stinking Cloud
Suggestion
Summon Familiar
Symbol
Teleportation Circle
Temporal Stasis
Tiny Hut

Transmute Flesh to Stone

Trap the Soul
True Resurrection
True Seeing
Unseen Servant
Wall of Fire
Wall of Force
Wall of Ice

Wall of Iron
Wall of Stone
Wall of Thorns
Water Breathing

Lens

Butterfly Wings/Clay
Butterfly Wings

Lens

Doll

Lode Stone

Open Flame
Materials

Diamond Dust/Urn
Undead Flesh/Bone
Glass Object

Paste of Fish
Chip/Material

Pinch of Dust/Powder
Parchment
Eye/Eyestalk
Materials

Wood Chip

Shell or Similar
Holy/Unholy Water Drop
Materials
Sand/Pillow Feather
Tree Vine

Gem

Spider

Foul Smelling Material
Wool (5 pinches)
Material

Material

Golden Thread
Diamond

Opaque Glass Ball
Clay/Stone

Gem

Materials

Materials

Gem

Burnt Wood
Materials

Materials

Iron Dust (bag, 5 pinches)
Wall Stone

Thorn (vial 5)

Straw (5 in bundle)

Unless noted, the component is for one casting.

Special prices refer to those the CK must put in place.

100gp
Isp
5¢cp
100gp
Isp
5sp
n/a
1000gp
1000gp
5gp
5gp
50gp
lep
lep
lep
500gp
2500gp
lep
5sp
Isp
1000gp
lep
3sp
5000gp
2¢cp
5cp
5cp
100gp
5000gp
100gp
5000gp
lgp
5sp
1000gp
5000gp
250gp
5¢gp
2cp
200gp
Special
5sp
Tcp
5cp
2gp

Religious Materials consist of incense, bones, holy cloth, beads, etc.

I These vials contain the element of choice: air, earth, water, or fire.
They are magically contained and vibrant.

? Storm giant hair is very heavy, about 20 pounds per inch.



As discussed, some components may be rare in some regions, thus
making the prices slightly higher, or they may be more common,
making the prices slightly lower. Consult Table 2.9 for cost
adjustments due to availability. Use the established baseline as
listed above.

TABLE 2.9 AVAILABILITY AND COST OF COMPONENTS

AVAILABILITY PRICE ADJUSTMENT
Magical* x100
Indigenous +5%
Non-Indigenous +10%

Alien +50%

SELLING MATERIAL COMPONENTS/MATERIALS

From time to time, characters may seek to sell magical
components. Adventures often yield the enterprising magic
user a host of items that others may manufacture into magical
potions or use as spell components. They must first find a market
for them; these are almost always in larger towns, though at the
CK’s discretion, some smaller towns may have a seer or magic
user in need of such components.

For the vast majority of components, consult Table 2.8 for the
base market price. Cross reference the price with Table 2.9 for
its availability in the region. Divide the total by half, and that
is the going price for that component at any merchant shop in
the area. Any negotiations beyond that point are entirely up to
the Castle Keeper.

For exotic components, such as a dragon scale, basilisk hide,
cockatrice eye, wyvern blood, and the like, consult Table 2.10
Base Value of Components, and then multiply the value of the
item by the creature’s HD to come up with the component’s base
value. The base value should then be multiplied by availability
in Table 2.9 Availability and Cost of Components. The table
does not provide an exhaustive list, so CK’s should use it as a
reference. The total is then divided by half.

For example a character desiring to buy the eye of a basilisk
would take the price for a normal eye, 1gp (per Table 2.10), and
multiply it by 6 for its HD. That cost would then be multiplied
by 100 (per Table 2.9) The cost of a basilisk eye is 600gp. The
total divided by half, for a selling price of 300gp.

TABLE 2.10 BASE VALUE OF COMPONENTS

COMPONENT VALUE COMPONENT VALUE
Eye lgp Nail/Claw lgp
Hair Isp Horn 5gp
Scale lgp Feather lgp
Skin Isp Ears 15gp
Blood 5gp Teeth/Fang 5gp

mﬂﬂ@&-)

CHAPTER 2 — MAGIC
PLAYING WITHOUT COMPONENTS

As previously mentioned, role-playing component management
can be irksome, and often players and Castle Keepers alike
ignore the spell component issue for spellcasting. Keeping tabs
of the materials, their cost, and the amount on hand, etc., can
create a tremendous amount of note-taking for the player. Then
there is the issue of placing them on the character’s body in
such a manner as to be retrievable in a matter of moments,
which is more note-taking. It is easy enough to downplay this
aspect of components, requiring the magic user, instead, to pay
a lump sum for components, and not worry about storing them.

Some, however, may wish to jettison this approach altogether.
Before doing this, consider game balance. Several alternate
magic systems are offered below that may help to address this
issue, but for CKs who do not desire to take on any new rules, it
is a simple matter of role-playing component acquisition.

Castles & Crusades is deliberately designed as a role-playing
game with a loose, open rules system to allow players some
interpretation, and, in fact, it encourages players and CKs to
adjust the rules to suit their own gaming style. In general, any
time a gaming group abandons a balancing rules system such
as component management, they should create some counter-
balance to replace it; failure to do so often results in one-sided
games; in the case of spellcasters, higher level characters become
very unbalancing.

WANDS AND HOLY SYMBOLS

In lieu of using spell components as traditionally envisioned
and employed, imagine if the wizard, illusionist, cleric, or druid
simply had to use a wand or holy symbol to focus the energies
of those components. Not only does this dispense with the vast
amount of problems in keeping up with spell components, it
brings into play the traditional wizard’s wand and makes the
cleric’s holy symbol very useful.

NOTE: The wand and holy symbol are not replacements for
spellcasting in general, and have no effect on casting time,
duration, range, power, etc.; they are just used to channel the
components’ power for spells.

Wanp & Hory SymMBoL AS RECEPTACLES OF POWER

These are the two enigmatic identifiers for the spellcasting
classes. However, in traditional Castles & Crusades they offer
little in the way of use and are often overlooked or ignored,
except in extraordinary moments, such as turning undead or
when a wizard finds a magical wand.

In this alternative method, the wand and holy symbol hold
power. The essential concept is that spellcasters gather the
material components of a spell they wish to cast and confer the
material components to the wand or holy symbol. When casting
the spell, spellcasters must use their wand or holy symbol to
focus the energies held within. This method presents another
method of gathering and managing spell components.
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CONFERRING SPELL COMPONENTS TO A WAND OR
Hory SymBoL

To manage this, the spellcaster must still gather all the requisite
material components for a spell. In some cases, spells have
material components already detailed in their description. In
other cases, consult Table 2.8 Price of Material Components
above.

EXAMPLE: Augury requires an item of at least 25gp in value
to cast; on the other hand, barkskin simply requires a piece of
bark. Gathering bark is simple, easy, and cheap (Ogp), whereas
the item for augury could be a 25gp gem, a platinum disc worth
25gp, a mirror, etc. These items would need to be collected.

A wand or holy symbol should be limited in the number of spell
components (per spell) it can hold. The cost and limitations are
discussed below. However, let’s take an example where a wand
can hold up to 30 spell components for spells. That means, the
components for 30 spells must be "placed” within the item. For
instance, this can be 30 pieces of bark, enabling the druid to
cast barkskin 30 times with the material components coming
from the holy symbol.

But, let’s assume the druid wants to put in material components
for barkskin, animal messenger, and animal friendship, enough
for 10 castings of each. The druid must gather the material
components for 10 castings of each spell and enter them into
the holy symbol.

So, the rule is that the wand or holy symbol can hold a certain
amount of spell components limited by its description. The
number of times the wand or holy symbol can be used to focus
those material components is equal to the amount of material
components placed into the wand or holy symbol.

A RiITUAL FOR PLACING THE MATERIAL COMPONENTS
INTO WANDS AND HoLy SYMBOLS

Although the CKG offers no specific method for placing the
power of the material components into a wand or holy symbol, it
can be assumed that the wand or holy symbol is magical and that
simply touching the material components absorbs them into the
wand. If the CK requires a more involved ritual, then perhaps
gathering the components and placing them together with the
item in question and either melting, crushing, or immolating
them binds all these items together; the item is forged after that
with an incumbent cost in gold and time.

EXAMPLE: A 5™ level cleric wants to imbue his holy symbol
with some spells’ material components. He collects the material
components for 10 animate dead spells and 10 control water spells.
He then locates a large metal pot to place the items in. He then
builds a fire in a holy spot, hallowed ground, or sanctified area
and places his holy symbol in the pot with the items. He then
places the pot over the fire and chants, prays, etc., while the
action takes place.
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Whatever ritual the CK or players design should cost about
Isp per spell in material components in addition to the cost of
necessary components.

The length of time required to perform the ritual should be
one hour per level of the spell times the number of spells. So, a
cleric undertaking this action for control weather (7 level) and
control water (4™ level) would perform an 11-hour ritual to meld
the components into his holy symbol. It does not matter how
many spell component parts are in the cauldron; the number of
components does not affect the ritual’s time.

Hory SymBoLs AND WaANDS AND COST

The cost of a holy symbol or wand should reflect its power to
hold spell components. In general, the cost is 1gp per component
times the level of the spell being placed in the item. This means
a wand that can hold enough components to cast 50 1*level
spells would cost 50 gp (O-level spells cost nothing). Likewise,
a holy symbol’s cost for holding the same amount of spells is
comparable. A wand holding component parts for 10 [*level
spells and 10 2"¥level spells would cost 10gp+20gp, for a total
of 30gp. The cost of the wand and holy symbol can become
exorbitant. In a low-fantasy setting, a CK might want to halve
the cost.

CASTING SPELLS WITH A WAND OR Hory SymMBOL

The spellcasters cast spells normally, except the use of material
components is only necessary upon charging the wand or holy
symbol with spells. Each time the spellcaster casts a spell, he
marks off the component number for the wand or holy symbol.
The wand or holy symbol is included as part of the somatic
movement for casting the spell, as well.

MAGIC ITEMS

Using this method opens the door for the development of
several new magic items. The magic items would be those with
the component imbued within the wand, making spellcasting
easier. Also, the use of wands and holy symbols would become
emblematic of holy orders or wizard guilds. Acquiring them
could be expensive, or the temple/church/order/guild could
confer the items as gifts to the characters for performance of
duties or adventures.

BUYING, SELLING, TRADING

There are several ways for wizards or illusionists to acquire
their spells. Wresting them from the clutches of long-dead
wizards, plundering them from dungeons, or stealing them from
a dragon’s hoard offer the erstwhile mage the most common
approaches. However, the wizard may seek particular spells that
he has not located through the usual methods; at such times,
the wizard may, instead, seek to purchase any sought spells or
trade for them.



Buying

To purchase a spell, the character must have access to another
wizard, an order, or guild willing to sell spells. Spells are not
like weapons, and they are rarely sold on the open market.
Many wizards in possession of spells have little or no interest
in selling them, as they most likely earned the spells through a
long, hard road of toil and danger. Yet, some wizards exist who
may be interested in selling them for whatever reason. Such
wizards generally dwell in both large and small communities
or even alone; player characters have the greatest likelihood
of encountering a wizard with spells to sell in one of the larger
towns (consult Chapter 4: NPCs for the chance to encounter
wizards). In the end, the CK must determine if the character
can encounter such a person or institution and whether or not
it fits into the mold of the game’s ongoing adventures.

When the character finds someone willing to sell spells, consult
the following table:

TABLE 2.11 SPELL PURCHASE COST

LEVEL Cost or GP
1 100
2 200
3 400
4 800
5 1600
6 3200
7 6400
8 12800
9 25600

Many factors can contribute to the cost of the spell. The seller’s
alignment, the market conditions, the spell’s rarity, the spell’s
power, the player character’s reputation, etc. The Castle Keeper
must make on-the-spot decisions about possible influences on a
spell’s final cost. The above table is just a suggested reference;
the CK should raise or lower (in the case of a good reputation
or good deed provided) the spell’s cost by a spell rank if any of
the influences mentioned affect the sale.

TRADING

Trading spells is a more common practice among wizards and
illusionists than selling them. Characters entering a town in
hopes of gaining new spells must first find someone or some
institution likely to have the desired spells; local wizards,
apothecaries, guilds, and other similar organizations might have
spellcasters willing to trade with the characters. Trading spells
requires a great deal of NPC interaction (see Chapter 4 below),
and the CK must prep the game for it. The town must be large
enough or possess reason enough to attract a high-level wizard
or illusionist. The availability of a wizard in any given settlement
is entirely up to the CK’s discretion. One contributing factor on
a wizard’s availability would be how commonplace wizards are
in the Castle Keeper’s campaign setting.
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For CK’s preferring a quick reference, roll on Table 2.12
Availability to Trade to determine if a particular settlement
type has a wizard/guild with which the character can trade. A
successful roll denotes a wizard/guild is available to trade and
has something interesting for the character, as appropriate for
the character’s level. Roll an unmodified d20.

TABLE 2.12 AVAILABILITY TO TRADE

HABITATION S1zE CL
Thorp 40 18
Hamlet 200 15
Village 500 12
Town 2000

City 10000

Metropolis 20000+ 3

Once the CK determines if such a wizard/guild is present, the
trade can begin. The general rule when trading is that NPCs
expect an even trade: a 9% level spell for a 9 level spell, for
instance. The trading wizard possesses 2-5 tradable spells. The
Castle Keeper must roll the spells randomly from the trading
caster’s appropriate spell lists; the spells traded must be useful to
the NPC and not simply throw-away spells or spells he already
possesses.

Alignment, personality, and the player character’s reputation
all may affect the transaction; such things must be adjudicated
by the CK, but in general, raise or lower the price by one spell
rank. If the character attempts to woo the trader, he may make
a charisma check; if successful, the spell’s ranking is raised by
one level, allowing the player character to gain more than the
traded spell’s value, which may be helpful if the caster has very
few spells.

EXAMPLE: Boris, a 5% level wizard, finds a local guild
willing to trade spells. Upon entering the establishment, he
begins negotiating. The CK rolls a d4+1 to determine the
establishment’s number of tradable spells. With a 3 result, the
establishment has 3 tradable spells available. As a 5% level
wizard, Boris can cast 0, 1*t and 2™ level spells. The CK rolls
randomly, coming up with two 1**level and one 2™ level spell.
Boris attempts to influence the transactions with his charisma.
He makes the check against the HD of the trading wizard (5%
level) with no bonuses. Boris possesses a +1 due to his charisma,
which is one of his prime attributes. He rolls 1741 for attribute
bonus and adds +5 for his level, giving him a total of 23. With
charisma a prime, he needs only roll a 17 to make the check
(1245, the trading wizard’s level). Boris successfully rolls 17 or
higher. Boris now gains one extra spell slot and can trade one 1*
level spell for two 1%-level spells or for one 2°level spell; or he
can trade a 2™ level spell for a 3™ level spell (which he cannot
yet cast, but he can certainly add to his spellbook).

Lawful good wizards/guilds do not trade spells with evil creatures
or evil persons unless it serves the greater good.
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EXPERIENCE POINTS FOR SPELLS

For magic-using classes, casting spells is a major source of
knowledge and experience. Each time casters learn and cast
new spells, they learn new things. Granting experience points
for spellcasting is an optional rule wherein each new spell the
caster uses grants him a certain amount of experience (see Table
2.13 Spell Experience Points). Magic users (as noted, this
includes the wizard, illusionist, cleric, and druid classes) only
earn experience points for casting spells they have never cast
before, and then only for the first time they cast them. Consider
any extra benefit they may gain from casting the spell a second
or third time as part of the normal experience point acquisition
due to monster death, role-playing, or adventure totals.

TABLE 2.13 SPELL EXPERIENCE POINTS

LEVEL XP LEVEL XP LEVEL XP
1 50 4 400 7 5000
2 100 5 900 8 12000
3 200 6 2000 9 25000

INTERPRETING MAGIC IN C&C

The rules as established in the Players Handbook supply the
basics for all spells, but certain spells and types of magic are
open to interpretation or may require more explanation and
clarification. The following section provides further explanation
about divine magic, the illusionist’s magic, and the behavior of
certain spells. It also presents optional magic systems for the CK
to consider implementing into the C&C game.

DIVINE MAGIC

Clerics and druids derive their power from the deities they
worship, so their magic is considered divine magic. These
deities’ channeled magic originates, in some cases, from the
ether, but at times, the gods draw it directly from their own
beings; in the latter case, this channeled magic is a part of them
they have chosen to place within the divine caster. The greater
the cleric or druid, the greater the trust his god places in him,
and the greater the divine caster’s powers and abilities are. As a
cleric or druid moves up in the hierarchy of his deity’s followers,
the recognition he gains from his powers grows, and with this
growth comes responsibility, influence, and - just as importantly
-expectations. The PH’s level system and accompanying spell
lists provide for the divine caster’s power growth, reflecting the
ever-greater powers his deity or deities grant him. However,
they do not provide for deeds done in the service of the god or
recognition from the deity for that service and those deeds. Yet
the gods pay heed to those who serve them well, and they forget
or ignore those who serve them poorly or not at all.

NOTE: Remember that clerics are generally different from the
priesthood. Clerics serve as the fighting arm of their religion,
and as such, they do not normally concern themselves with lay
persons, conversions, worshipers, or the like. They are answerable
only to the priesthood occupying the holy sanctuaries.
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A 1*tlevel cleric, unless granted some benefice from his heritage
or the Castle Keeper, should be assumed to be only one of many
serving his god, and, for this reason, he receives little or no
recognition from his deity. Though the deity surely recognizes
him as a devoted worshiper who calls upon him, the god’s mind
is bent elsewhere, and whether this small, wandering cleric lives
or dies is of little import to the god. But as that cleric gains
experience, builds a name for himself and his god, destroys evil
in the name of the deity, and brings recognition and glory to the
deity’s power, the god begins to take note, watching him more
intently, and offering his aid in ever greater amounts to keep
the cleric alive.

Even more, when a cleric establishes holy ground, sanctifying
it in the name of the deity, creating a place to bring others into
the fold, then that cleric becomes a treasure to the deity, a
treasure he will guard carefully, keeping him from harm when
he may. The ground, too, becomes sacred, the god settling upon
it powers that reside in the earth, stone, water, and fire of the
place. Clerics residing on holy ground may actually benefit
when casting spells or performing service while on the sacred
ground. The older the ground, the more residual power resides
there, so that ancient temples become pillars of power in their
own right, whether the god resides there still or has long been
forgotten in the minds of men, dwarves, elves, or any of the
peoples of the world.

Hory GRoUND

This optional rule allows for clerics casting spells upon holy
ground to gain special advantages from the temple itself,
where the deity has placed his will and power within; his will
and power enhance the serving clerics’ casting abilities. As the
clerics’ divine magic is attuned to the god or gods they worship,
the greater the clerics’ powers are when serving their lord upon
his spiritual ground. Basically, while on his sacred ground, the
deity’s clerics can draw forth any residual magic the god has
settled upon the sanctified ground.

CRreATING THE HOoLY GROUND

Holy ground is ground consecrated and hallowed with the
appropriate spells, consecrate and hallow, and permanently
holds at least 100,000gp worth of religious buildings or artifacts
dedicated to the deity upon it. Ancient holy ground, where
perhaps the wealth of religious buildings has declined from the
value of 100,000gp, may act as holy ground purely at the behest
of the Castle Keeper. Unoccupied holy ground retains its power
purely at the Castle Keeper’s discretion, as well.

At minimum, the holy ground’s level equals its creating cleric’s
level, but it may actually exceed it if its main occupant is more
powerful than the sacred land’s creator. For example, it requires
a 7™ level cleric to cast the spell hallow, which is necessary to
create holy ground, so the holy ground is minimally 7% level.
However, if a 24 level Apostle occupies the holy ground, the
ground attunes to him and elevates itself to 24® level, so long
as that Apostle occupies the ground. All holy ground has a



permanent sanctuary cast upon it - at least until an equal-level
cleric successfully curses it. Any individual of a similar alignment
or in the service of the deity benefits from the sanctuary upon
entering the holy ground.

Table 2.14 Magical Effects of Holy Ground reflects advantages,
called benefices, the cleric gains upon entering onto or casting
spells while upon holy ground. The cleric’s level determines
what benefices he gains. These benefices are cumulative. The
cleric gains them only if the cleric is a servant of that deity or at
least a servant of that deity’s pantheon.

TABLE 2.14 MAGICAL EFFECTS OF HOLY GROUND

Level Cleric Benefice Gained
Blessed with an effect identical to
1 Deacon
consecrate
+1 bonus to all attribute checks
2 Acolyte y .
associated with any spell
3 Lector Automatic augury 1/day
4 Sacrodote Detect the truth when spoken to 3/day
5 Warden Permanent protection from alignment
6 Priest Alignment is revealed 3/day
7 Exarch Spell duration doubles
+1 bonus to all attribute checks

8 Officiate Priest . .
associated with any spell

9 Canon

Bishop,
Cardinal Priest

Fear or similar attacks are powerless

10-11 Blessed wtih an effect identical to hallow

12-15 Confessor Voice possesses power of command spell
16.18 Elder 41l ‘bonus . to all attribute checks
associated with any spell
Hierarch, High Automatic cure disease, blindness, and
19-21 .
Priest remove curse 1/day
Patriarch, . {
22-23 Poa s el e Voice carries the power of a geas spell 1/day
24 Apostle Lesser undead automatically destroyed

EXAMPLE: Angrod the dwarf, Merrick the paladin, and Koetel
the cleric, stumble through the forest, fleeing from a pack of
ghouls. To their amazement, they find the ruins of an ancient
temple built to the glory of Koetel’s own deity. Immediately
upon entering the holy ground all three gain the protection of
a sanctuary spell. Unbeknownst to them, the Bishop Hasunoff,
a 17" level cleric, created the holy ground, giving it the powers
of a 17* level holy ground; the sanctuary affecting them acts as
if a 17%level cleric cast it, making the ghouls have to overcome
a CL 17 check to attack the characters on the holy ground.
Furthermore, Koetel, as a 4™ level cleric, enjoys all the abilities
Table 2.14 grants to 1*" through 4% level clerics.

HEALING IN THE TEMPORAL WORLD

In a world where magic dominates and clerics can heal and
cure disease, it would seem most improbable that any illness or
long-term suffering should exist. But the cleric’s healing abilities
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should not translate into a willingness to heal everyone or even
equate to a desire to see all suffering removed from the continual
struggle that defines life. Every deity and every religion and its
followers view the world in a different light and act accordingly.
Many religions believe the fire of suffering brings forth the
courage of redemption; this philosophy reads much differently
than the belief that all beings should live the life of an orgiastic,
drug-induced philosopher, where all beings deserve an equal
share. So clerics, sitting upon their holy ground, see the world
through the prism of their own god, and his own musings govern
their outlook. Whether or not they cure the suffering is up to
the deity, not the cleric, and more often than not, the deity is
unconcerned with the suffering of those unable to bear a great
deal of suffering themselves.

It is not uncommon for unbelievers to come to the holy
ground to seek aid and cures from the resident priesthood; it is
uncommon for the resident priests to actually render that aid,
however. They do so only if it benefits the priesthood or their
god. If enough sacrifice is made, then the priests may be more
willing to cast the necessary spells to cure those seeking aid.
But in general, clerics, paladins, and priests generally avoid mass
healings, rarely worrying about the suffering of man.

CLERICS AS MEDICS

Clerics almost never wander about casting spells on people, as
they are the spear point of any religion, its fighting arm, and
worrying over healing the sick and wounded rarely comes into
play; they leave that to the priesthood of their varying religions.
If a cleric heals one of his adventuring comrades, it is more to
serve his own ends and to personify the power of his deity than it
is to aid the character who has fallen wounded. Though aiding a
friend may play a role in the decision to heal, the greater glory
of the deity is far more important than the friend’s life. “Allow
me to grant my god’s benefice upon you so that you may know
her strength and power, mended now only through the will and
sufferance of Wenafar.”

Generally, portraying or playing clerics as walking-medics leads
to the wrong impression of what a cleric truly is. Clerics do not
hang in the back to heal others, but surge forward in battle in
order to display the courage of their patron and god - that is,
unless theirs is a healing god whose clerics best serve him by
remaining in the rear and aiding the fallen. But in general,
clerics best exemplify their patron with their unbridled courage
and willingness to fight and die for their patron’s causes, whether
that be protecting the “weak” or their battle companions or
riding off to war.

‘WORSHIPERS & CONVERSION

Religions in C&C are generally pantheistic religions which do
not act as proselytizing religions. Odin does not care if three
people worship him or three million. Odin is a god, a creature in
his own right, born of the god Borr and the giantess Bestla. He
lived long before the making of the world, struggling with the
frost giants. To him, men are but insignificant creatures passing
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through his memory, their only value lying in their courage and
their battle usefulness in the final battle of Ragnarok.

It would no more occur to a follower of Odin to convert
someone to his worship than it would to Odin himself. If a
traveler paid homage to Odin along the road, and in doing so
tried for a place in Valhalla, it would not matter to Odin if the
traveler worshipped him or not. The traveler’s valor places him
above those who call Odin father but do not possess the courage
to defend Asgard in the final battle.

Conversion, for most of these pantheistic religions, is irrelevant,
as is the number of worshipers a god may or may not have. Some
RPGs connect a god’s power to the number of worshipers he or
she possesses; but, in the grim reality of a god’s existence, this
number surely ebbs and flows, and so does not generally serve as
a good indicator of the god’s power. A god’s power lies outside
the world of man, is drawn from the magical power of the
cosmos, and each deity is different, having more or less access
to this cosmic power - with some gods perhaps having stolen it
from other gods. That being said, a CK may certainly choose
to attach a god’s power to his worshippers, but C&C does not
assume worshippers to be the source of any deity’s power, so
conversion is not an assumed duty of the cleric’s class.

PANTHEONS

In a pantheistic religion, the cleric should not necessarily be
restricted to the worship of any one deity. In a world where they
all exist, calling upon any one of many loosely related deities
can gain the cleric the attention he or she needs. In general,
clerics should choose the pantheon they worship, not the
deity; however, for the cleric to gain particular benefits, such as
weapon choice, he must call one deity his patron and be faithful
to that one deity.

HOLY WATER

On the open market, holy water costs 30gp for a flask; this
is roughly equal to 1 pint of holy water. Generally, any cleric
of 1*level or higher possesses the ability to create holy water
through the spell bless water. By casting the spell, the blessed
water assumes a holy nature, sanctified with the ability to harm
the undead and evil creatures in general. Only holy water
created on holy ground can be used by anyone other than
the creating cleric; holy water created by a cleric outside holy
ground has limited abilities, see Spell Behavior below.

Holy water serves as a weapon in the hands of a cleric or anyone
able to use it. If splashed with a full dose of holy water, an evil or
undead creature suffers 2d4 points of damage. Each pint of holy
water holds four doses. Holy water can serve as a holy symbol,
as well, so long as the vessel containing it has been hallowed by
a 7™ level cleric casting hallow. Furthermore, if sprinkled upon
the ground around the cleric or party, the holy water acts as a
magic circle for 1d8 melee rounds. The CK should roll the holy
water’s effective rounds behind the screen, keeping the potency
of the holy water a secret to heighten the game’s tension.
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AsPERGILLUM (HoLy WATER SPRINKLER)

The aspergillum or holy water sprinkler is a mace, hammer, or
morningstar whose damage-inflicting end is hollow and able to
contain holy water. Upon any successful strike, the water in the
holy water sprinkler may splash out of small holes drilled in the
metal, splattering an enemy. This water cannot be controlled; if
it is in the holy water sprinkler, any time that weapon strikes an
opponent with enough force to score an actual hit, the jarring
nature of the blow shakes some of the water out, inflicting 1d4
points of damage on undead or evil creatures.

ILLUSIONIST

[llusionist spells tend to baffle and confuse players and Castle
Keepers alike. The source of the illusion is often as confusing
as the illusion itself. The word “illusion” itself seems to connote
the magic user’s magic is purely illusionary, unreal, meaning a
strong or schooled mind can see through the illusion’s trickery
and machinations and entirely ignore its effects. Yet, this could
not be more wrong. Some of the illusions are, in fact, simple
illusions, while others are the mind’s conquest over matter, and
still others are channeled magic displayed with such force that
their conjured elements are as real as a wizard’s magic missile or
a cleric’s spiritual weapon.

To understand the illusionist’s spells, we must first understand
the illusionist. The illusionist is a magic-using class whose title
does not necessarily equate to his skill set. “Illusionist” is a class
description, a generalized word establishing distance from the
wizard. It defines a class that uses magic in a subtle but very
different manner than the wizard, druid, or cleric. He is not a
trickster. The illusionist has no skills that allow him to “fool”
or “trick” his targets into believing something is what it isn’t.
Such skills belong in the domain of a street urchin, jester, or
some other buffoon who has no recourse in making his way in
the world than tricking others through his sleight of hand. The
illusionist is a master of magic, bending his back in years of study
to rise to the level of even a beginner in his craft. The illusionist
is a master of time and substance. His abilities transcend the
simple “illusions” of a trickster in that the illusionist conjures
material from the essence of the world around him. His
“illusions” are not simple parlor tricks to fool the weak of mind,
but are powerful incantations drawing upon his own powerful
mind. He weaves these musings with magic drawn from the
world around him, thereby fabricating the very stuff of reality.
[llusionists can literally create something from nothing.

A misconception exists that someone knowing a particular
character is an illusionist would, therefore, possess some kind of
immunity to his illusions, but this idea is an absolute misreading
of the class’s descriptor.

First, no illusionist would introduce himself as an illusionist.
That would be as silly as someone introducing himself as an
“assassin,” “rogue,” or “thief.” Such titles would immediately
make others wary of the individual, and in some cases, could
prove to be an automatic death sentence.



Second, an illusionist’s magic does not require belief. As noted
above, this is a misconception of the class and its abilities.
The illusionist is no trickster, and one cannot simply choose
to “disbelieve” the illusionist’s magic, thereby rendering his
spells ineffective. This is simply not the case. Though some
of the illusionist’s spells are hypnotic, many if not most of the
illusionist’s spells have real, tangible effects regardless of their
victim’s belief.

The illusionist is not a less-than-adequate mage, but an
adventurer with the ability to wield powerful sorcery, summoning
and shaping the world around him like no other, bringing to
life reality created by his own mind. His power does not reside
within the victims of his spells. Instead, the illusionist’s power
lies within the illusionist himself and his ability to manipulate
the world around him and the magic inherent in the world. If
anything, the illusionist is superior to the standard mage, as he
can fabricate something from nothing.

Additionally, it is worth noting that not every spell the illusionist
casts is an “illusion,” and all illusions do not work the same way.

CKs cannot have a too-literal definition of the illusionist. Doing
so kills the usefulness and creative potential of the class itself.
As with many things in C&C, the CK and players must think
outside of the box. The following section details four different
interpretations of illusions. These might apply to only a few spells
or all of them as the game requires. It is up to the Castle Keeper,
often consulting with the player, to determine the nature of the
illusionist and his spells. Each spell may be different than the
next, but some understanding of this must be arrived at before
the game begins. This is not something the CKG addresses, as
each game table should interpret the illusions for themselves.

PHOTONIC: Illusions composed solely of light, photonic
illusions have no substance and cannot be affected by physical
means, but can be affected by anything which specifically affects
light (such as a darkness spell). Sighted creatures can perceive
the image, and intelligent creatures should be able to quickly
determine its nature. Photonic objects cannot be picked up or
moved (unless they are anchored to a real object), burned, or
broken, because there is literally nothing there but an image.
In that same respect, the photonic illusion can cause no direct
harm, but may lead to indirect harm, such as using an illusion to
conceal a real trap. Barriers of this type can be passed through
as if they are not there. At middle to high levels, the caster may
be able to support the visual illusion by adding sound, smell, or
even tactile characteristics to the illusion. A saving throw does
not appy to the photonic illusion because in and of itself the
illusion cannot cause harm; it might conceal harm, but it does
not directly cause damage. Examples include continual flame
and darkness.

PLASMIC: These illusions are actually physical in nature,
composed of an ectoplasmic substance which takes the shape of
the simulated object and which the illusionist colors by photonic
means to appear real. These objects are delicate in nature,
having no more than one hit point per caster level, so destroying
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them is relatively easy. Because these types of illusions are “real”
in the sense that they have physical substance, they can cause
physical harm. In that same sense, a caster of middle level could
actually create simple, useful objects, such as a weapon or a tent
or a rope, that function as if they are real. At higher levels, the
illusionist may even be able to create objects which simulate
more esoteric characteristics, such as lantern oil which burns
or food and water that can provide real sustenance. Illusions
of this type cannot simulate voids, such as pits or passageways,
through solid objects. A saving throw does not necessarily apply
to a plasmic illusions; the spell-caster could use such illusions to
swing in melee combat or drop rocks from above, etc. Though
the saving throw does not apply, the caster or his creation has
to successfully hit as in melee combat, or the target must make
a dexterity check to dodge the rock. Examples include minor
creation and fog cloud.

HYPNOTIC: These types of illusions only exist in the mind
of those affected by the magic. Virtually anything may be
simulated this way, provided that both the caster and the spell’s
target have the mental capacity to conceive the illusion. This
type of illusion does not affect mindless creatures. The power
of the hypnotic illusion is in the belief that it is real. As long as
this belief lasts, those who perceive the illusion act and react
as though it truly exists. Passing through physical barriers is
impossible, but on the other hand, picking up objects is possible,
and created traps or monsters can cause damage. However,
these things only exist in the believer’s mind. Any damage
taken is perceived to be physical, but it is actually a figment
of the mind. A character eating illusionary food could starve
while he thinks his belly is full. A character believing he has
taken enough damage to die may actually die of shock, but he
will have no real wounds. As soon as belief in the illusion ends,
the character realizes the damage isn’t real, and he regains any
hit points lost to the illusion. Characters successfully defeating
their belief in the illusion may be able to convince others of its
illusory nature. Examples include hypnotic pattern.

MENTAL: The mental illusion works similar to the hypnotic
one in that the illusion exists only in the believer’s mind.
What makes a mental illusion different from a hypnotic one
is the nature of the spell’s effects. Hypnotic illusions can
only damage the psyche, and once the illusion is disbelieved,
the damage goes away. Mental illusions cause real, physical
damage, even after the target realizes the attack was only an
illusion. Mental illusions do not affect mindless creatures such
as a mold. The target’s belief in the illusion is so strong that
his own mind causes the damage. The illusionist, of course, is
the source of this damage, channeling the magic of his craft
through the target’s mind and psyche; the target’s psyche itself
is a conduit for the illusionist’s magic. The illusionist projects
his power into the target’s mind, causing the target’s own belief
to actually break his own bones or split open his own flesh. Any
damage caused in this way remains, even after the character
casts out the illusionist’s magic. Such physical effects of mental
attacks should not be limited to causing damage. After all, if
the character’s own mind actually caused wounds to the body
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because of an illusionary attack, then it stands to reason (and
maintains a sense of consistency, balance, and fair play) that the
character’s own mind can heal those same wounds if he were
the recipient of an illusionary healing spell. Anything the mind
can do, it can undo. Treat other types of effects the same way. If
the character believes there is a bridge over the bottomless pit,
then his own mind will carry him safely across that bridge. If he
believes that he has grown wings out of his back, then his own
mind will give him the power of flight. If he believes he carries
a magic item, then that item will have all of the magical effects
of the real thing. It is important to note that mental magic
derives its power NOT from the target’s inability to make his
saving throws, but rather the illusionist’s ability to channel his
magic and manipulate the world around him through his target.
Examples include color spray.

In any case, it is important to note that the illusionist is a magic
user, and many of his spells are every bit as real as a wizard’s
magic missile.

ILLUSIONIST HEALING

C&C has taken a wholly unique approach to illusionary magic
in making the illusion real. This is not because of the weakness
of the target, nor because of his inability to discern the real
from the unreal. It rests in the power of the illusionist. The
more powerful the illusionist, the greater the impact his spells
can have on the game. If the illusionist is an actual spellcaster
capable of manipulating the world around him, then logic and
the enterprising player eventually arrive at the healer’s door.

In C&C illusionists can heal damage. They heal damage in the
same manner in which they cause damage - not by tricking their
targets but rather by projecting their own magical power into
the target and changing the nature of time and substance. They
do not trick the target’s mind into psychically healing itself;
that assumption assumes the target is mentally able to do such a
thing. The power of the illusionist does not reside in the target
but solely in the illusionist. Illusionists heal through their own
magic, while a cleric channels the magic of a deity, serving as a
bridge between the deity and the target to heal it. An illusionist
channels or controls the natural magic of the world around him,
using the target’s own mind as a bridge between the magic and
the target. The more powerful the illusionist, the greater his
ability to cross that bridge.

NOTE: C&C is about risk and danger. Damage is a constant
factor in the game, and it comes quickly and is often hard to heal,
leaving characters in the lurch for quick healing. In some RPGs,
the role of the cleric is usually that of a healer, a walking-medic
who begs for donations from his protectors, the other players, in
order to keep them in fighting trim. This walking-medic concept
is not one C&C encourages. Every player at the table should
drink deeply from the adventurer’s cup, each sharing the risk of
death. If the cleric is the only source of consistent healing for
the party, then healing spells must take up a significant number
of the cleric’s spell slots. This does not allow the player to really
exercise the power of his class. Allowing illusionists the capacity
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to heal through their projected power of sorcery relieves some of
the cleric’s healing burden in the party. And, of course, having
healing illusionists invites the CK to provide more dangerous
adventures where monsters deal even more damage.

THE HEALING POWER OF THE ILLUSIONIST

To bring greater continuity to the table and to better express the
illusionist’s power as a manipulator of time and space in regard
to his ability to heal, it may simply make more sense to have
the illusionist make an attribute check to succeed at casting
any curing spells. When an illusionist attempts to heal, the
recipient, either unconscious or conscious, receives the magic
only if the illusionist successfully makes his attribute check. In
this case, the CL equals the level of the target.

Use this rule in place of the target making the check against
the illusionist. This approach expresses the nature of the class
better than when the target makes a save.

ILLUSIONIST SPELLS ON THE MINDLESS

The illusionist’s power resides in the magic he conjures and his
ability to project that magic into another’s mind, which acts
as a bridge. An illusionist cannot use his mental and hypnotic
magic against targets possessing no minds whatsoever, such
as zombies, as such targets cannot provide a bridge for the
illusionist’s projections. This does not make zombies immune to
all the illusionist’s spells, however. The CK must determine the
spell’s source, whether it is purely illusionary or not, to decide
whether or not it can affect the zombie.

Irrusions & THE UNcoNscious MIND

[llusionists can affect the unconscious mind. The illusionist’s
skill allows him to project himself, through his spells, into the
minds of the conscious or unconscious, where he channels his
magic to alter time and space. To heal a target, the (conscious or
unconscious) recipient of an illusionist’s healing spell must fail
an intelligence check in order for the healing to succeed.

DiSBELIEVING ILLUSIONS

No mechanic exists in Castles & Crusades for disbelieving any
spell. There would be no reason or justification for disbelieving
anything, when anything is possible. To attempt such a thing
invites disaster, as it weakens the targets’ mental ability to deal
with the reality of what is coming at them. Castles & Crusades
allows for various attribute checks and saving throws when
encountering magic or magical effects. If someone attempts to
“disbelieve,” then allow the player to make the saving throw he
would normally make (this is not a second saving throw, just the
normal saving throw), adding all the necessary bonuses or CL
into the equation.

SPELL BEHAVIOR
What follows is a listing of spells requiring further explanation.

BANISHMENT: There are many objects which the caster
can use to amplify the power of this spell, but the objects must



be particular to the target and known by him. For example:
The Vontalot devils dwelling in Aihrde once were servants
of Corthain, the god of law and good, but they were cast out
and driven from his side. Now, they hate all things to do with
Corthain, so displaying Corthain’s holy symbol serves as a
perfect focus component and causes the Vontalot to suffer a -2
on their saving throw against banishment. Using garlic during a
banishment casting versus a vampire would have the same effect.

BLESS WATER: Bless water allows the spellcaster to transform
a pint of normal water into holy water. Unless the spellcaster
casts the spell inside a holy sanctum, one relevant to the caster,
only the caster can use the holy water; it is ineffective in anyone
else’s hands, and if anyone else even touches the holy water or
its container, it reverts to plain water. The sole exception to this
rule is if the caster gives the holy water to someone possessing a
similar alignment who is serving the caster’s purposes, then the
holy water may possibly retain its blessed properties. In this case,
the caster must make a wisdom save with a CL equal to the level
of the person attempting to use the holy water. If successful, the
water retains its properties. However, if the caster creates the
holy water inside a holy sanctum dedicated to his deity, then
the water becomes permanently blessed and anyone can use it.

A caster can only possess a number of pints of holy water,
created by the bless water spell, equal to his level.

CONTINUAL FLAME: Casters cannot cast continual flame
continually. They can only keep a number of flames burning at
any given time equal to their level.

FLOATING DISK: The caster cannot ride on the disk he is
controlling. He must concentrate to maintain the disk, and he
cannot cast other spells while controlling it.

LEVITATE: Levitate only allows for vertical movement. The
caster can carry himself and all his belongings as if weightless.
If casting on some other target, the caster cannot lift more than
100 pounds per level.

MAGIC STONES: These stones only last 1 minute per level
of the caster. Stones crafted by a 9™ level druid last 9 minutes.

PHANTASMAL KILLER: The spell’s range is the range
the caster must be from the target when initially casting. The
phantasmal killer materializes next to the target, attacking in
the following round. The killer must attack the target normally,
including making an initiative roll. The target of this spell cannot
damage the phantasmal killer, even though he may believe his
strikes are true. The phantasmal killer must successfully strike
the target before the target is required to roll a saving throw.
Once the killer has materialized, it pursues the target until it
dissolves, which it does the round after it scores a successful
strike or upon the spell’s expiration, whichever occurs first.

SLEEP: Sleep does not affect elemental creatures.

SUMMONING MONSTERS: There is no easy way to
establish tables for summoning monsters, as each of the spells
are based upon the amount of hit dice summoned. But the
below serve as quick reference tables that allow CKs and players
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to generate monster rapidly. In Table 2.16 use different dice as
noted for each type of spell, lesser hit dice, medium or greater.

TABLE 2.15 SUMMONING ANIMALS

Die Rorr  1HD (rorLlp6) 2HD (rorir 1p8)  3HD (roiL 1n4)
1 Ant, giant, worker  Ant, giant, soldier Ape, giant
2 Baboon Boar, wild Bear, black
3 Dog Frog, giant Crocodile
4 Jackal Herd animal Spider, med
5 Rat, giant Lynx, giant
6 Spider, small Pony
7 Tick, giant
8 Wolf
4HD (rorL 1D6) 5HD (roLL 1D4)  6HD (RO 1D4)
1-2 Bird of prey Lion Snake, constr
3-4 Lizard, giant Spider, large Bear, brown
5-6 Toad, giant

TABLE 2.16 SUMMONING MONSTERS:

LESSER, MEDIUM AND GREATER

Die RorL 1HD 2HD 3HD
L 1d8 L 1d5 L 1d6
M 1d10 M 1d6 M 1d10
G 1d10 G 1d8 G 1d10+1
1 roll animal roll animal roll animal
2 Orc Dryad Bugbear
3 Goblin Gnoll Flesh crawler
4 Sprite Troglodyte Harpy
5 Stirge Lizard folk Nymph
6 Hobgoblin Blink dog Satyr
7 Jaculus Pseudodragon Were rat
8 Kobold Boar, wild Hippogriff
9 Imp Tavis worm
10 Quasit Arrowhawk
1 Dragon, wht
hatchling
4HD 5HD 6HD
M 1d10 M 1d10 M 1d8
G 1d12 G 1d12 G 1d10
1 igiig;g Ankheg Medusa
2 Hell hound Ettercap Manticore
3 Shadc?w Rust Monster Were tiger
Mastiff
4 Pegasus Owl bear Winter wolf
5 Ghost naga Cockatrice Basilisk
6 Were wolf Hydra (5) Arrowhawk
7 Unicorn Were boar Hydra (6)
8 Giant eagle Gargoyle Otyugh
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9 Centaur Salamander Troll (river)
10 Worg Phase spider Drgrgr(l),r;rszr’nl;rlzlu,
11 Ogre Ogre magi
P Dragon, blk  Dragon, cop hatch
hatchling Or wht fledg
7HD 8HD 9HD
G 1d12 G 1d8 G 1d12
1 Drider Hell hound Achaierai
2 Treant Gorgon Behir
3 Hag, annis Xorn Bulette
4 Griffin Sphynx, gyno Chimera
5 Roper Hydra (8) Couatl
6 Remorhaz Drgzii(’)rsll,:lz;crtlci{ng Dragonne
7 Rakshaa R pgn
Hydra (7) Invisible stalker Lamia
Were bear Naga (dark or spirit)
10 Night mare Sphynx, hieraco
11 Minotaur Troll or Giant, hill
12 Wyvern Hag, green

WISH: The wish spell serves as a fail-safe for characters in dire
circumstances or for the wizard desiring to conjure epic levels of
power. As such, wish is easy to abuse. CKs must adjudicate the
wish very carefully, and they always have final say on how the
wish is interpreted and how it works. Because of this, the wish
often becomes a strange contest between the player trying to
outwit the CK and the CK trying to curtail the spell’s power.
Neither CKs nor their players should overthink this spell. When
characters attempt to use wish in a fashion that salvages a game
from certain destruction, a loose interpretation of the requested
wish is best; this allows for rapid play and does not send the
game into a spiral of arguments. However, on those occasions
where a player attempts to upset the balance of the game, the
CK should apply a very strict interpretation of the wish.

BEYOND SIEGE

In fantasy fiction, using magic comes with a price. In other
words, there are set rules and limits to the use of magic and its
powers. If characters had limitless magical power, they would
be omnipotent. In other instances, they perhaps have limitless
power but a single damaging weakness which, in turn, makes
them a superhero. In Castles & Crusades, the magical system
is “Vancian.”

Vancian magic refers to magic as conceived in the fantasy
writings of author Jack Vance. In Vancian magic, magic
wielders operate under the powers of a “fire and forget” system.
They memorize their magic from a book, scroll or tome in
much the same way a student crams for a calculus or algebra
exam, forgetting everything the moment the “test” is over. In
the case of magic, the rituals the caster studies, recites, prays
for, he completes up to a certain point prior to the start of his
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day. Then, when the wielder is ready, he completes the spell
or prayer with the last few uttered words of the ritual, and the
magical effect takes place.

Castles & Crusades is an extremely versatile game which
accommodates many methods of play with ease. The standard
rules lean heavily upon the Vancian magic system for spellcasters;
however, there are very different magic approaches with which
players might wish to experiment. Games grow and evolve
over time, after all, and experience provides a broad variety of
gaming options. The following rules are optional and should not
be considered official rules for spellcasting. CKs should study
them carefully before permitting them in the game, and they
should only use them if both they and the players fully agree on
their usage.

Several alternative spellcasting systems exist. These are
described below, as many find the Vancian magic system too
limiting or not responsive enough to their highly charged magical
environments. The logic behind using a different approach is
that it seems improbable that one would entirely “forget” a spell
or its casting method. Rather, one might run out of material
components for casting a spell or even become too physically
or mentally taxed to cast any more spells, but one would never
forget the spell itself. Also, each spellcasting character has “spell
slots” that limit the number of spells one can cast from at any
given level. Again, it would seem illogical for one to forget how
to cast a spell once learned, and the differences in level should
not impact this.

NOTE: Before permanently implementing a new rule into
your game, be sure to test the method for yourself to ensure
it meets your game’s role-playing needs. Consider also that
implementing any of the systems below will inevitably strengthen
the spellcasting classes, as they can choose whichever spell they
want or that suits their needs at any given time.

MANA AND SPELLCASTING

In this spellcasting method, each class receives mana. Mana
is the innate magical ability, spiritual strength, or willpower a
person possesses. For clerics and druids, mana is a derivative
of their wisdom and spiritual connection to the deities of their
world. For wizards and illusionists, their spellcasting mana
comes from their mental capacity to bend the world to their
needs or desires.

All spellcasting classes automatically know four O-level spells
and two 1%level spells.

In this method, all spellcasting classes must learn each individual
spell before they can cast it. First, they must have access to the
spell from a mentor, book, or scroll. Then, they must study the
spell; though they can learn it, it takes time. Each spell requires
one day per level of the spell to learn, plus a random roll of
1d10 or 1d20 days, depending on the caster’s success or failure
on an intelligence or wisdom check. Upon beginning study, the
spellcaster rolls an intelligence or wisdom check with a CL equal
to the spell’s level. If the spellcaster fails the check, it takes 1d20
more days to learn the desired spell. If the caster succeeds, it
takes only 1d10 more days to learn the spell.



Each class starts the game with mana points that increase as the
character gains levels. Each class begins with 6 mana points.
Wizards and illusionists add their intelligence modifier bonus
to their mana points, and clerics and druids add their wisdom
bonus to their beginning mana pool. As they gain levels, the
spellcasters’ mana points increase according to the following
table. These numbers are not cumulative.

TABLE 2.17 MANA POINTS
Level Mana Level
1 6+attribute bonus 13

Mana

83 +attribute bonus

7+ attribute bonus 14 96+ attribute bonus

9+ attribute bonus 15 110+ attribute bonus
11+attribute bonus 16

2

3

4 125 +attribute bonus
5 15+attribute bonus 17

6

7

8

9

141 +attribute bonus
20+attribute bonus 18 158 +attribute bonus
26+ attribute bonus 19
33 +attribute bonus 20
41+attribute bonus 21
10 50+attribute bonus 22
11 60+attribute bonus 23

12 71+attribute bonus 24

177 +attribute bonus
196 +attribute bonus
216+ attribute bonus
237+ attribute bonus
259+ attribute bonus
282 +attribute bonus

EXAMPLE: The 3™ level wizard Tolvar the Red with an 18
intelligence would have a base of 9 mana points plus his
attribute bonus of +3, for a total of 12 mana points to use in
casting any known spells.

Each known spell costs mana to cast. The mana cost equals the
spell’s level +1. So, a 0 level spell costs 1 mana point to cast. A
5th]evel spell costs 6 mana points to cast. The caster can cast
any known spell at any time as long as he has the mana available
to do so.

Spellcasters can learn and cast any spell one-half their level
without a problem-time being the only cost. Should spellcasters
attempt to learn or use a spell more than one-half their level,
they must make a successful intelligence check (wizards or
illusionist) or wisdom check (clerics or druids) to succeed. For
purposes of figuring this out, always round up. The challenge
level for the check is the spell’s level. Failure on an attempt to
learn a spell means the spellcaster cannot attempt to learn that
particular spell again until he gains a new level. Failure to cast a
spell causes a mana loss double what it cost to cast the spell. If
the mana cost drives the spellcaster into the negatives, it delays
his mana recovery.

Once mana is spent casting a spell, it recovers at an hourly rate
equal to the caster’s level; i.e., a 1*level caster gains one mana
point an hour, and a 2™ level caster gains two mana an hour,
and so on. Should a spellcaster be recovering from negative
mana, that mana recovers at % the normal rate of recovery,
so a 4% level caster with negative mana would regain 1 point
per level per hour, and an 8" level caster would regain mana
at 2 points per level per hour, etc. To return to a normal rate of
recovery, the spellcaster must reach his full mana.
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EXAMPLE: Should a 4% level caster use 10 of his 11 mana
points, he recovers it at a rate of 4 mana per hour. If that same
caster tried to cast a 6™ level spell and failed, his recovery is at 1
an hour until fully recovered.

This method allows for characters to cast known spells at will
(as long as they have the mana), but forces them to keep track
of their mana points. This method of spellcasting changes the
dynamic of play, but not in a significant manner. Preplanning
spells no longer becomes necessary, but mana control does.
In all, this method adds flavor to all styles of play, whether
high fantasy or gritty fantasy, and opens up a whole slew of
possibilities with regards to magic items.

SPELL SLOTS

One of the oldest forms of overcoming the seeming confines
of the Vancian system has been the simple conversion of
memorized spells per day into so-called open “Spell Slots.” For
example, as is detailed in the Players Handbook, a 3 level
spellcaster gains four O level spells, three 1°* level spells, and
one 2™ level spell per day. Normally, casters select the spells
they “think” they might need for the day. Unfortunately, the
character has no idea what sort of things he might encounter
during the course of the day. The character is stuck, if you
will, with a limited number of options based on choices already
made, and he must use these limited options in the face of the
unknown! The horror!

In the spell-slot system, the character does not pre-memorize
spells at the beginning of the day. Instead, he may use a given
spell slot to cast any of his known spells of the appropriate spell-
slot level on an as-needed basis, allowing him to spontaneously
react to encounters the CK throws at him. In this free-flowing
system, spell slots represent the caster’s pool of magical energy
based on his experience and personal power, which grows, of
course, as he gains spellcaster levels.

ADVANCED SPELL SLOTS

In keeping with the concept of spell slots, another alternative
is to break down each spell into a number of “spell points,”
whereby a 3™ level spell, for example, equals three spell points.
Three 1* level spells are worth three spell points, and so on.
Using the existing text, you simply convert all the spells per day
a caster may cast into a raw number of so-called “spell points”
that may then be used as the caster sees fit.

In this method, the Castle Keeper might rule that casters may
not cast any spells more powerful than the highest-level spell
that they can “know,” or the CK may rule that casters may
cast spells beyond their character’s normal level of ability, so
long as they have access to the spell (in the case of wizards
and illusionists). This is strongly cautioned against, however,
as it may upset the game’s balance. For some Castle Keepers,
however, this unbalance may not be an issue. Truly, it all
depends on how your campaign flows and how much you trust
the players or how much they trust you. Remember, it’s all about
having fun and using your imagination to co-create a socially
interactive game of high fantasy.
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PART ONE: THE CHARACTER
THE QUICK CHARGE

After the crackling electricity shot from his fingertips fried
the charging ogres to a smoldering crisp.

Yesac rubbed his temples as the last of his magic drained from him.

“I'm spent,” he sighed. “My wand is empty, and I just used the
last of my own reserves.”

“Great,” growled Manslayer the dwarf. “I suppose now the
wizard needs him an eight-hour nap before we can move on.
I'll be up all night with no sleep 0’ me own while the enemy
reinforces himself!”

“Not this time,” Yesac replied, resignedly. “I have a ritual. It is
frowned upon by the Keepers of our Lore in the Castle Golden.
Dangerous indeed, so you shall have to guard me even more
closely than usual.”

“Here we go,” growled Manslayer.

“This ritual,” Yesac continued, “will grant me a full recharge
of my magical energies without need of rest at this juncture,
though it will dull my senses and drain my life force.”

“Well get with the ritual, long shanks! We got loot to get and ale to
swill!”

Yesac sighed again and “got with the ritual.” Obviously, dwarves
would never understand.

The magical Quick Charge may be used to shorten the time
required for spellcasters to “re-learn” or “re-charge” their
magical powers. The Quick Charge works on the principle that
using magic expends energy and is an exhaustive process. The
normal “per-day” uses of magic are the limit of the spiritual,
physical, mental, and emotional energies spellcasters can wield
before having to pay a usage penalty.

A Quick Charge allows the caster to sacrifice certain attributes
in exchange for more raw magical power, with the understanding
that the sacrifice may also affect the character beyond the day’s
sacrifice and that recovery from the sacrifice takes time.

Characters using a Quick Charge sacrifice one temporary point
of constitution, one point of intelligence (in the case of a wizard
or illusionist), or one point of wisdom (in the case of cleric or
druid), and one point of charisma in exchange for one level of
recovered spells. This sacrifice allows the recovery of all 1* level
spells immediately upon sacrifice. If using the standard Vancian
system (the standard magic system in C&C), then recovered
spells include only those already studied or memorized for that
particular day; changing to new spells in this system would
require a full rest.

Casters may sacrifice a number of points equal to the desired
spell level of recovery for each of the attributes listed. So, a
character wishing to also recover 2™ level spells would need to
sacrifice two points of constitution, two points of intelligence or
wisdom, and two points of charisma; and characters wishing to
regain their 3 level spells would sacrifice three points of these
listed attributes, and so on. Of course, sacrificing enough points
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to recover a certain level of spells means all spell levels below
the paid-for level are also recovered. For example, a wizard
sacrificing three points to regain 3"-level spells also recovers
all 22 and 1* level spells, but he weakens his attributes in
return, and their reduction affects his ability to make related
saving throws, as he loses bonuses and possibly gains temporary
penalties in those attributes.

Spellcasters have a limit to the amount of sacrifice they may
make in regard to their spellcasting attribute (intelligence or
wisdom), and they are unable to sacrifice beyond their ability
to cognitively or spiritually access their magic. They may not
reduce their spellcasting attribute below 10 at any given time.

Spellcasters recover these attribute points at one point each per
full day of rest. The attributes cannot be recovered magically
through use of a restoration spell or any other restorative magic.
Attributes enhanced with the enhance attribute spell cannot be
sacrificed. However, since the enhance attribute spell has a short
duration, it may be used to temporarily allay the debilitating
effects of sacrificed attributes.

EXAMPLE: Yesac the Blue is a 5™ level wizard with an
intelligence of 16, a constitution of 11, and charisma of 12; he
has 15 hit points. Yesac is nearly out of spells. He has a charm
person and a web spell left, and both will be useful, but what he
could really use in the dungeon filled with shadows and wraiths
is more magic missile spells. Yesac could channel his inner magic,
creating a circuit of power to draw upon, and spend some of
his magical currency to regain all of his spells up through his
3t Jevel spells, but by doing so, he will be physically, mentally,
and socially weakening himself of three points of constitution,
charisma, and intelligence. Dropping the three points of
intelligence costs Yesac his high-intelligence bonus to spells
of 1* and 2 level. It also costs him five hit points when his
constitution falls to 8. All of his saves adjust downward until he
rests long enough to return his attributes to their normal levels.

PULP SORCERY

Pulp sorcery refers to the style of magic and sorcery described in
the pulp fiction era of the early 20" century. In these yarns, as
produced in the pulp magazines of the 1920s and 1930s, magic
was rare, wondrous, and often horrifying to wield, and it was
certainly quite dangerous to learn.

Spellcasting was not necessarily limited to wizards, sorcerers,
and high priests, but it was certainly more difficult for non-
casters to use. Typically, these incantations were performed by
directly reading from a magical grimoire or decaying scroll. For
literary reasons, allowing a non-caster to incorporate occasional
scroll use performs the function of introducing a character to
the power of magic for good or ill. For game purposes, a situation
may arise where the spellcasters are otherwise indisposed or
impaired in their casting ability and the only way to save them
and move the game along is to allow a non-caster the ability to
use a scroll to save a life or to overcome an encounter.



True wielders of pulp-style sorcery often recharge their
energies with the use of powerful herbs and reagents that are
as maddening as they are deadly. Others wield powerful runes
or focus their energies through precious gemstones to enhance
their magic.

The following optional pulp-inspired alternatives to the standard
magical system can enhance the flavor of your C&Cs game.
Castle Keepers are free to use these examples as a guideline for
adding their own style of pulp fantasy to their campaigns and
should not feel limited or bound by the examples detailed here.

Another aspect of pulp sorcery is that spellcasting is complicated
and draining. Sorcerers make pacts with otherworldly powers
who grant them magical energies in exchange for unspeakable
sacrifice. A common thread in pulp sorcery is that the sorcerer
requires rare components to work his magic, and the use of
these components is absolutely necessary to recharge his magic.

NON-CASTER SCROLL USE

Casting from a scroll is available to all literate characters with
a successful intelligence attribute check for arcane magic or a
successful wisdom attribute check for divine magic as used by
druids and clerics. For non-casters, the use of scrolls or reading
from a wizard’s tome is extremely difficult though not impossible,
having a base challenge level of 5+1 per spell level attempted.

Success: On a successful read, the scroll works, though the
challenge level of saves vs. the spell’s effect are reduced to the
minimum caster level required to cast the spell. For example,
a non-caster who succeeds in reading a fireball scroll may only
cast a 5% level fireball.

FAURE: Failure to successfully read the scroll could (and
should) have disastrous results. Consult the following table for
possible results.

TABLE 2.18 NON-CASTER SCROLL FAILURE
Roll 1d8

OrrosITE EFrecT: Combat spells strike the caster rather
than the intended target (example, fireball detonates
on caster). If using a summoning spell, the caster is
teleported to the summoned creature’s lair and must
face it alone! Utility spells like fly or shield affect enemies
instead of desired targets.

RanpoMm ErrecT: Spell randomly replicates the abilities
and effects of a spell of equal level.

SpeLL WEAKENED: Spell is half its normal power or
3 duration. EXAMPLE: a lightning bolt would normally deal
5d6 points of damage; it instead deals 2d6.

SPELL STRENGTHENED: Spell is twice as powerful as

4 normal, or it has double the standard duration.
5 IrLusion: Spell apparently works, but it is an illusion. In
the case of an illusion, the effects are all too real!
6.8 Fizzie: Spell has no effect whatsoever. The reading

simply fails. This should be the most common result.
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BUT I'M A STINGY CASTLE KEEPER

Understand that in exclusive Vancian magic systems, the
design intent of game developers was that spellcasters need not
completely rely on their own spellcasting to survive an adventure
and be an important member of the adventuring party with a
valued task. It was perhaps the unwritten rule of the day that
a goodly supply of potions, magical scrolls, wands, staves, and
wondrous magical items specific to the casting classes would be
regularly included in awarded loot.

Sometimes Castle Keepers forget this assumption in the course
of creating their adventures. Possibly they generate treasure
randomly from Monsters & Treasure or Monsters & Treasure
of Aihrde, and for whatever reason, loot useful to clerics,
wizards, illusionists, and druids just doesn’t come up. In this
instance, the Castle Keeper needs to remember the players.
If the campaign is comprised of a traditional fighter, rogue,
wizard, and cleric, there should be an equal amount of useful
magical items (of appropriate power) available for each of these
characters.

A wand of charm person and a wand of magic missiles in the hands of
a mid-level wizard give the wizard an option of doing something
in nearly every encounter. A wand of cure light wounds and a
wand of sound burst likewise free up the cleric to use his other
divine gifts as daily spells, freeing him from the role of being the
party’s medic. At lower levels, scrolls piled with those sorts of
extra spells give the characters more options per encounter to
still use their magic and “be magical” without having to own up
to a spell per round to feel as if they are keeping up with the rest
of the party.

Remember that care should be taken to avoid overloading
the campaign with magic. Most Castle Keepers find that
their first campaign drowns in magic and falls apart due to an
overabundance of magical gear and “caster favoritism.”

Perhaps the campaign is a campaign that is relatively “low magic”
in terms of magic items and gear, and for this reason, scrolls, wands,
staves, and potions are simply very difficult to come across. In this
case, magic swords, armor, and other wondrous items are rare, as
well. The magic wielders are the vessels of almost all magic, and are
thus powerful for that reason alone. In such campaigns, they need
to rely on their own magical reserves and a more economical use of
their powers and abilities. Whatever the case, as the Castle Keeper,
make sure you establish the tone for your campaign early and stick
with it. If you are going to be stingy with magical treasure and
make the casters rely on their own spells, then plan encounters and
adventures appropriately. Alternately, consider any of the magical
alternatives listed in this section as options for getting the most out
of the gaming experience you share with your players.
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CHAPTER 3 — EXPANDING EQUIPMENT

15% , quipment is a vital aspect of any role-playing game.
—F,

It has immeasurable purposes beyond its obvious

usage in the mechanics of game play. For players,
D equipment helps establish what type of character
they wish to create. Skilled players use equipment to project
the image they wish to have of their character, using it to reflect
their character’s personality and role in the adventure and party.
For Castle Keepers, equipment has many usages. By establishing
the availability of equipment, CKs construct the setting and
its environment within which the adventure takes place. The
skilled CK uses equipment wastage, its replacement, and its cost
as a method to control the adventure. Equipment is not a fixed
variable like attributes or even hit points, and treating it as such
misuses its potential.

Equipment is one of the most vibrant aspects of Castles &
Crusades, and it is the least used and understood aspect of the
role-playing experience.

ROLE-PLAYING EQUIPMENT

There is probably no better way to consistently convey the
image of a player character than through his equipment. Players
always pay attention to equipment; it’s the one constant they
understand, and it’s one of the few aspects of the game they
control. This empowers players, giving them developmental
freedom, something the Castle Keeper normally controls. This
is very important to note for beginning or experienced CKs.

Players do not possess much in the area of game control, and
equipment is one of the areas they almost completely control -
assuming the CK is not too restrictive in equipment acquisition.
Understanding this creates a far more enjoyable experience for
gamers on both sides of the gaming screen.

There are a few tools, all very powerful, at the players’ disposal
that allow them to make an impact on the game. For players,
how a character looks, meaning what gear he carries, represents
how they want to play their characters. This begins with the
class-specific gear such as armor, weapons, spellbook, tools,
etc. Choosing the proper equipment is the first and best place
to start in character development. By choosing equipment,
players create an image of their characters, which immediately
imprints itself upon the game, no matter the Castle Keeper’s
designs. A rogue with a crossbow and garrote is different from
one with a rapier and long dirk. Once the player’s character
dons the Lion’s Tabard, he is marked as uncommon, and that
sets the stage for what type of character he is portraying and
probably the character’s class, as well. The CK, knowingly or
unknowingly, adjusts the game accordingly.

Further, equipment is one of the true variables in the game that
players have tremendous control over. They can buy what they
can afford. Dice do not dictate the outcome of what the character
may buy. Players roll hit points and attributes and even spells for
wizards and illusionists, but they choose their equipment. Also, a
character’s equipment constantly changes. The 1*¢level fighter
who began his career in leather armor with a
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short sword and dagger quickly evolves into a
3rd]evel fighter possessing scale mail, a battle-
axe, and a long spear.

Choosing equipment goes far beyond war
gear, though. What characters wear and how
they carry their excess gear, such as food,
tools, and rope (whether in packs, or sacks,
cart, or sled), can all set a tone for both the
character and the game. Simple approaches to
character equipment can really go far and aid
in the enjoyment of everyone at the table. The
character who takes a large backpack and fills it
with all manner of gear from string, fishing line,
bandages, soap, and rope, extra clothes, pots,
and pans sets himself apart from a character
who carries a small knapsack and lives off the
land. So, used in this way, a player can portray
his character’s personality through the chosen
equipment and how it is worn or carried.

EXAMPLE 1: Having only recently slain several
ogres, Merrick and his comrades have gathered
a heap of treasure. After the cut, Merrick’s share
comes to several hundreds worth of gold and
gems. Upon arriving in town, Merrick purchases
a new set of crimson-colored chain mail armor,
a bright red shield, and a small red-lacquered



helm. He makes certain the helm has nasal and cheek guards on
it. He pays the extra gold coin for a long plume of horse hair. His
shield is iron, and he emblazons it with his deity’s holy symbol
and his family’s coat of arms. He purchases a burgundy surcoat
with similar family symbols upon it. He replaces his battle axe
with a long sword and mace, and his knife with a well-worked
ivory-handled dagger. Once adequately armed, he chooses a
stout but small backpack, with only enough room for his hard
tack rations, a tinder box, a whetstone, and some bandages. He
purchases a thin rope and neatly coils it up, attaching it to the
outside of his backpack. He bundles his sparse bedroll up into a
tight roll and straps it to the top of his pack. He hangs one of his
two new water flasks on his pack, and he slings the other over
his head and shoulder, behind his back. Satisfied with his new

gear, he sets off to the inn to store it until the next adventure.

EXAMPLE 2: Publio, rescued by Merrick and his comrades,
is an elf. He is short for his people, but spry and able. He is
an accomplished rogue, and he makes his way in the world by
acquiring what he needs along the way, as he needs it. When the
party arrives in town, Publio takes his share of the treasure and
heads to the market to get some bare supplies. He first purchases
two new large sacks, testing them for strength. He then ties them
together and slings them over his shoulder. He proceeds to buy
a variety of equipment: loose foodstuffs for rations, water flasks,
bundles of rope, a grapple, tinderbox, several torches, and so on.
Each item he buys, he weighs in his hand and tosses it in one of
the sacks, making sure to keep a good balance between the two
bags. As soon as he’s content with his haul, he shoulders the
sacks and proceeds to buy himself a baggy shirt and wide cloak,
which complement his long trousers and low, soft boots. The
cloak, too large for his slender frame, drags the ground, and is
soon dirty and trailing threads. Publio cares little for this, as the
cloak is a ruse designed to fool watchful eyes as he plies his trade
in a town that promises a healthy harvest.

In both these examples, we learn a great deal about the
characters. Merrick is probably a paladin or knight, a fastidious
and organized character type. He is someone of station and
wants people to see him as such. Publio is less concerned about
his appearance or gear, and is a little more carefree than his
employer. Equipment sets the stage for both characters, creating
indelible images from which the players and the CK can build
further adventures and encounters.

ROOM & BOARD

Every character enters an inn or tavern at some point during
game play, and every player asks the CK the cost of a night's
stay and the cost of a warm meal and a cool drink. Indeed,
the tavern scene is one of the hallmarks of role-playing games.
Tavern scenes are fun in that they allow the CK the perfect
opportunity to guide the game forward, or to tie in new or even
old plot devices. Characters can engage in all manner of activity
at the tavern, from spending their hard-earned loot, picking
up rumors, to picking a traveler’s pockets. The tavern is the
cornerstone of the adventuring platform.
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In order to bring some structure to the tavern scene, it's
necessary for the CK to have some idea of the cost of room
and board. The tables below supply a baseline for those services
and the cost of other sundry items the CK or players might find
useful. Castle Keepers should adjust prices per locale. The better
quality establishments should charge 10-20% more, rundown,
back-alley places should charge a little less.

RATIONS

Normal rations as listed in the Players Handbook generally
consist of hard crackers with cheese placed in block form, all
wrapped in wax paper. Such rations are difficult to chew, but are
very hearty and filling. Better foods are available, but they cost
more money.

TABLE 3.1 RATIONS

Tyre Cost/bAY WEIGHT — INCLUDES

Standard 5sp 1 Ibs. Dried crackers and cheese

Good lgp 10 Ths. Wheat cake w‘1th raisins,
olives, and onions

High 10gp 10 Ibs. Mixture of dried meat and

dried fruits in season

No matter the rations’ quality, they withstand weather and time very
well, staying moist and flavorful for many months.

NOTE: Wise Castle Keepers will buy some thick crackers
before a game and make his players eat only the crackers for the
entire game, drinking them down with a single glass of water
(no refills!). After doing this once, the players will think harder
about the food they buy for their characters.

MEALS, LODGING & PROVISIONS

All taverns brew a variety of beer and ale, and each has its own
peculiar taste. Generally, the brew-masters brew a fresh batch
every few days. The brew stays at room temperature and is
relatively cheap. However, each tavern has a few specialty brews
peculiar to that establishment.

TABLE 3.2 MEALS

TyrE Cost
Light Meal (fish, breads, fruit, cheese) Isp
Heavy Meal (meats, vegetable, breads, butter) 3sp
Extravagant (meats, puddings, cold fruits) lgp
Beers:

Pale Ale 2cp

Dark Ale 5cp

Lager Isp
Wine (most of this is Brindisium Wine, see Aihrde)

Red/White 5sp (5gp for a bottle)

Kathy’s White (local, Caphryna) lgp
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StANDARD RooM CoSTs

Purchased rooms usually come with bread and beer for morning’s
repast. The Common rooms are always crowded, usually smell,
have no water, and usually possess one window or vent. The
average room is empty. A room with just a bed has a frame,
straw mattress, small table, and water. A furnished room has a
bed, down mattress, blankets, table, water, chest, or desk.

TABLE 3.3 LODGING

Tyre 1 PERSON 2 PERSON D
OcCcuPANCY

Common (Floor Sep® i -

with Straw) b

Bare Floor (Average) 5sp 10sp +10sp per person

Bed Only 8sp 15sp +15sp per person

Furnished lgp 2gp +2gp per person

*Per Person

DousLe OccupaNcy: Average rooms, rooms with beds, and
furnished rooms can comfortably accommodate one or two
persons at the prices listed. In an emergency, each room
can handle a maximum of twice the listed capacity with a
corresponding loss of comfort. A room with a capacity of
one person can handle up to two persons, while a room with
a capacity of two people can handle up to four people. For
every person beyond the capacity of the room, the cost of the
room increases by the amount given in the Double Occupancy
column of the table. For example, two people staying in a one
person furnished room would increase the room’s cost to 3gp:
1gp for the room itself, with a double occupancy cost of 2gp for
the second person. If four people were staying in a two person
furnished room, the cost of the room would be 6gp: 2gp for the
room, plus double occupancy costs of 2gp each for the third and
fourth persons.

APARTMENT/FLAT

Prices can vary, depending on where the flat is or its general
condition. The more rundown it is, the cheaper it is. The price
depends on the district and the location within that district,
but generally a small one-room flat costs about 1-3gp a month.
Of course, this comes with no food, furniture, water, or even a
water bucket. Better furnished flats come with greater prices.
The CK should determine the type of room desired and the
neighborhood within which it resides when determining the
price for the player characters. For instance, if the party rented
a flat in Nochi, a rougher part of town, it might only cost them
lgp a month. A flat on Fleetwood in Ra-veen could cost about
4gp a month. If they rented a furnished flat near the University
in Caphryna, it could cost as much as 15gp a month. The CK is
the final judge.

TABARD/PILGRIM’S REST

This is a hostel used primarily by religious seekers on a
pilgrimage, but it can refer to any sleeping space given away
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to those who need it, but only if the owner decides to do so,
usually at the request of a special service or favor in return, the
most common request being the pilgrim say a prayer and place
some token at the altar. The quarter is given only to those of a
like mind, ability, or persuasion. For example, an aged warrior
might give a young fighter a bed for the week in exchange for
helping at the forge, but he would not offer the same to a wizard
or rogue. Abuse of the privilege, such as repeated requests for
free stays with no offer to pay or help, results in that character
having a difficult time in the settlement, as word spreads of his
misconduct and ungratefulness.

TABLE 3.4 PROVISIONS

ITEM Cost WEeiGHT EV
Chocolate, 1 pound 10 gp 11b —
Corral, 1 wagon (per night) 3sp — —
Dried Fruit, 1 pound 1sp—5gp 11b 1
Flour, Bag, 1 pound 4 sp 11b 1
Garum (2 oz. per jar) 1gp Slb .25
Honey, Jar, 4 ounces 1gp .251b .25
Jerky, 2 pound 6sp S1b -
Kenneling, 1 animal (per night) 1sp — —
Malmsey (per bottle) 1-20 gp 11b 1
Pottage (per bowl) 1cp .251b —
Roasted Nuts, 1 pound 3cp 11b —
Salt, Bag, 1 pound 4 gp 11b 1
Stabling, 1 horse (per night) 1sp — —
Sugar, Bag, 1 Pound 30 gp 11b 1

CHocoLATE: used for many different reasons, ranging as
dramatically as being the basis for currency (in bean form)
to a reserved beverage for nobility, chocolate is an extremely
versatile substance. Among its traits are an incredible shelf life,
being able to withstand deterioration by natural conditions for
over a year (assuming no dramatic change in weather, that is),
and its ability to instill energy in those consuming it; it also,
according to legend, has various medicinal uses. Many animals,
such as dogs, are either allergic to chocolate or find that it
becomes a lethal toxin if eaten. Like sugar for drinks, chocolate
can be used to hide an unpleasant taste, and for this reason, is
occasionally used to mask poisons.

CORRAL: the storage, maintenance, care, and protection of a
wagon in a secured building specifically designed to house them,
with guards and the like. However, not all corrals are legitimate,
and some hire unscrupulous people, and so the eternal caveat
emptor must always be in mind when using such a service.

Driep Frurt: various types of fruits, such as grapes, apples,
pears, and so forth, which have been drained of their water and
juices to preserve them for extended periods. The more exotic
the fruit, the greater the price. Grapes, for example, are often
three to ten times more costly than an apple.



FLOUR, BaG: there are different types of flour, such as that made
of wheat or ground almond, but the most common type (made
of cereal grains, roots, or seeds) is the type specified here, which
is used, primarily, for the making of baked goods like bread. It is,
generally, a white powdery mixture, and can be used to treat a
floor to detect the passage of an invisible being, or even thrown
into the air in hopes of outlining said being in the substance,
effectively acting as a non-magical faerie fire spell. Another use
of a bag of flour is, quite simply, its weight; flour is always stored
in bags capable of holding exactly one (1) pound.

GaruM: a fermented fish sauce generally used to pickle
(preserve) meats or vegetables, imbuing them with additional
nutritional value, but it is also eaten on its own or added to
a meal like a condiment. Many sailors and shoreline countries
make ample use of garum. The cost of garum is high because
the process to extract the components to make it is complex
and lengthy.

HoNEY, JaRr: honey is a naturally sweet consumable made by
bees. It has many unusual properties, including an enduring
durability (if sealed in a jar, honey can remain edible almost
indefinitely), the ability to act as a repellent for infection and
other medicinal effects (treatment for burns, stomach ailments,
and lethargy, for example), and it acts as a strong preservative.
In some cultures, honey is used as an embalming component,
and so mummies and similar undead may radiate its scent.

JERKY: a meat product (usually beef or a poultry like turkey)
which has been trimmed of excess fat, cut into thin strips,
and seasoned (either in a marinade, brine, or with a dry rub
of spices) and dried or smoked until cooked, allowing it to be
stored without need for refrigeration for extended periods of
time. It is a common component of a military ration, but the
process is very involved and so may not be readily available.

KENNELING: housing, care, feeding, grooming, and protection for
one night for a small animal, typically a dog.

MALMSEY: a very sweet, thick wine made of grapes and flower
petals with a robust color and powerful aroma; it is generally
considered the drink of the common class. It is inexpensive to
make, and is strong in the gullet. The variance in cost represents
the exotic types and methods of its making, as some malmsey
has its start at the feet of a princess (and is only allowed to be
drunk by those of royal blood). Dwarves and those of a drinking
nature (such as many fey) find malmsey to be undrinkable,
calling it the derogatory term “Sweetwater.”

POTTAGE: a stew made of meat, fish, and grains of various sorts;
much like gruel, pottage is a peasant food. It's cheaply made and
always available, though it never is made the same way twice.

Roastep Nuts: various types of shelled and unshelled nuts,
which are placed over a fire, sometimes with a seasoning, and
cooked until dry to preserve them and enhance their flavor.
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Depending on the type of nut, price can vary. This, along with
dried fruit, is the basic component of many a ration.

SALT, BAG: there are two main types of salt, fine and coarse, both
of which can be flavored or considered to be sea salt (extracted
from evaporating oceanic water), depending on their source, but
the one thing any salt shares is what is important about it — its
legendary powers, of course. Not only is salt used for preserving
and enhancing flavors, but it is supposedly an anathema to
fiends and vampires, the latter being rumored to have to count
each grain if spilled in front of them before being able to perform
any other action. Beyond this, salt is said to drive out possession
and to protect one from unwanted charm; if leather is pressed
into salt and used on a weapon, notably a whip, it is supposed
to have the power to harm the being, even when non-magical,
and salt has countless uses in alchemy; indeed, salt is one of
the most critical reagents. As with all things, the Castle Keeper
must decide if any of these alleged abilities exist or are merely
the pitch of a charlatan. Salt is listed as expensive, for although
relatively mundane to modern sensibilities, historically salt was
a highly sought commodity.

STABLING: the care, feeding (and watering), grooming, and
housing for a large animal, especially a horse, cow, or ox. The
better establishments have one stall for each animal, but several
will simply place the animals together. These are ordinarily
attached (not literally, necessarily) to a tavern, and many of the
finer places will stable gratis.

SUGAR, BAG: a sweet extraction from sugarcane, sugar is
a granulated white or brown powder that has many uses:
sweetening drinks when stirred into a liquid; if thrown onto a fire,
it ignites and burns hot, allowing a fire to be started or continue
burning; cooked into food as a flavoring or preservative; aiding
the natural defenses of a plant when toiled into soil with the
plant (used by apothecaries and herbalists to maintain their
most prized examples); to trace the movements of something
unseen; and a cleaning agent. Naturally, there are many other
uses, but these examples should prove sufficient. Like with salt,
the high price of sugar reflects its status as a luxury item, usually
only affordable to the wealthy, and it reflects the difficulty
inherent in acquiring it.

CARRYING CAPACITIES

Characters always need to carry materials from one location to
another, such as loot from dungeons, items from the battlefield,
and mounds of supplies to keep them alive on the long,
hard, adventurers’ road. As such, players will ask how much
a standard backpack can carry or what a trunk will hold, etc.
The tables below provide some suggested carrying capacities
for various items, animals, and wagons. The weight column
indicates how much gross weight each can hold, and the gold
column indicates the average allowable amount of coins each
can carry, specifically gold. This average can vary greatly as the
size of coins differs.
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TABLE 3.5 CARRYING CAPACITIES OF ITEMS TABLE 3.6 CARRYING CAPACITIES OF DRAFT
EQuiPMENT WEIGHT GoLD EV ANIMALS
T B 401bs. 640 2 ANIMAL* WeiGHT**  Goip
Large Backpack 80lbs. 1280 4 Burro 150 Ibs. 2,400
Small Basket 40lbs. 640 2 Camel 360 Ibs. 5,760
Large Basket 80lbs. 1280 4 Dog 25 Ibs. 400
Belt Pouch 20 Ibs. 320 1 Donkey 75 Ibs. 1,200
Small Sack 40 le 640 2 Elephant 1200 Ibs. 19,200
Large Sack 120 Ibs. 1920 4 Horse, Draft 480 Ibs. 7,680
Small Barrel 1001bs. 1600 6 Horse, Riding 240 Ibs. 3,840
Large Barrel 3001bs. 4800 9 Llama 120 Ibs. 1,920
Coffer/Casket 30 Ibs. 480 6 Mule 320 Ibs. 5,120
Kettle 20lbs. 320 ) Pony 80 Ibs. 300
Small Chest 6lbs. 960 4 Oxen 2000 Ibs. 32,000
NtereFmon ©hests 150 Ibs. 2400 3 * Average mature, adult male; the camel, in which the females tend
L Chest 3001 4800 7 to be larger, is the exception.
arge Ches .
S gu 0 lbs 640 5 ** This references the average weight the animal in question can carry.
mall Urn 40 Ibs. 4 Generally, it is based upon a percentage of the animal’s body weight.
Medium Urn 100 Ibs. 1600 4
Large Urn 1,000 bs. 16,000 6
Shoulder Bag 30 Ibs. 480 3
Saddle Bags 80 Ibs. 1280 3 .
Scroll Tube 151bs. 240 1 k.
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TABLE 3.7 WAGONS
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WacoN Type WEIGHT Cost IN GOoLD EV CARGO SPEED
Buckboard 1000 Ibs 100+ 8 15 = 25 20 miles
Buggy 300-500 Ibs 300+ 16-30 10-30 10-30 miles
Buggy, Stanhope 1,000 Ibs 500+ 40 - 60 30 - 60 20-40 miles
Cab, Hackney (Growler) 200 -500 Ibs 150 20-40 10 -30 10-20 miles
Cab, Hackney (Hansom) 100-500 Ibs 100 10-30 10-20 15-25 miles
Carriage 600-1500 Ibs 1,500+ 35 20-40 10-30 miles
Carson Wagon 1,000-2,000 Ibs 750 40 70-100 10-30 miles
Cart, Light 350-600 Ibs 15 20 30 5-20 miles
Cart, Heavy 750-1,500 lbs 150 30 50 5-20 miles
Chariot 150-500 Ibs 100 15 15-20 20-50 miles
Coach 1,000-2,000 Ibs 200+ 50 50-100 10-30 miles
Conestoga Wagon 4,000-8,000 Ibs 2,500+ 60-100 200-600 10-20 miles
Handcart (Wheelbarrow) 100-300 Ibs 5 10 15 Special
Portable Throne (Sedia Gestatoria) 200-500 Ibs 5,000+ 30 10 Special
Rickshaw 200-500 Ibs 75 15 5 10 miles
Sled 30-120 Ibs 3-15 4-10 5-20 20-50 miles
Sleigh 450-1,200 1bs 50+ 15 15-40 20-60 miles
Stagecoach 2,000-4,500 lbs 500+ 40-80 30-80 30-60 miles
Wagon, Heavy, Covered 1,500-2,500 Ibs 2,000 40 50-100 20-40 miles
Wagon, Light, Covered 500-1,000 Ibs 1,000 25 20-40 20-40 miles

EV the encumbrance value if one attempts to bear the burden; it is easier to tug or roll the wagon, if so, reduce the encumbrance by half.

CARGO is the amount of space, measured in terms of encumbrance points, which may be stored within; an average, man-sized individual should
roughly equate to 10 EV, not counting the gear he may be carrying; a small person has an EV of 5, and large person has an EV of 15. The listed
value does not account for the required driver and the minimum supplies needed to operate it, such as a whip, hitch, and the like.

SPEED measures the overland rate of movement on perfect terrain conditions in the course of 6-8 hours. Reductions for terrain conditions apply.

Buckboard: a four-wheeled vehicle that is relatively low to the
ground with distinct board across the front that both allows
the driver to rest his feet and keep the horse from bucking and
striking the driver. Buckboards range from the simple transport,
working vehicle, to more elaborate passenger vehhicles. They
can carry a driver, a passenger, and a light load in the rear.
Buckboards are made of hardwood reinforced with iron or steel.

Buggy: there are several varieties of buggies, ranging from a
simple single-seat, two-wheel to the more extravagant four-
wheel, two-seat convertible. Regardless of the specific model,
they always have large wooden wheels and are horse-drawn,
usually by one horse, but potentially up to four. The larger
buggies are more expensive, heavy and have smaller cargo space,
as they are intended more as showpieces (highly embossed and
decorated with fancy etchings and woodwork) than working
vehicles. They are ponderous but surprisingly agile. Their
wheelbase is tall, allowing the buggy to avoid objects that
would directly hinder its progress; because of this height, most
individuals require assistance boarding the buggy.

Buggy, Stanhope: a completely enclosed buggy (accessible via
a single door on the left) which is shorter in stature than others
of its ilk, a Stanhope buggy is often dressed in armored slats or
heavy bars, and is used for the transport of important individuals
or valuable goods; it is, in some ways, much like a stagecoach,

except the driver is within the Stanhope, separated by a special
compartment just large enough to squeeze into. Stanhopes
also do not typically have the necessary space required to
accommodate additional protectors that a stagecoach possesses.
They are made of hardwood treated to resist fire, and they are
heavily fitted with metal, causing the Stanhope to be bulky and
difficult to maneuver without bestial aid.

Cab, Hackney (Growler): using a specific breed of horse (called
a Hackney, naturally), this is a four-wheeled, open-top carriage
designed to travel over cobblestone roads and pathways, and is
often used within a city as a sort of hired transport; the listed
price is for manufacturing of the cab, so characters wishing to
rent it can do so for 3-6 silver pieces per one-way trip. The
driver usually sits at the forefront, near the hitched horse(s).
The horses are usually decorated with elaborate insignia and
designs to advertise the service or owner, and, therefore, can be
easily identified if stolen.

Cab, Hackney (Hansom): the same Hackney horse is also the
power behind a hansom, but the design is different; a hansom
is a two-wheeled vehicle, and the driver sits behind the cabin,
having to extend a whip or tool over the cabin to drive the
vehicle. The cabin itself is often designed to hold only one or
two individuals and not much else. The vehicle is otherwise
similar to a growler in other respects.
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Carriage: an elaborately decorated wooden, horse-drawn
vehicle usually made of expensive materials and laced with
gems and precious metals, a carriage is typically used as more of
a display of wealth than for practical transport. Still, carriages
are sturdy and capable of holding considerable weight. There
are large windows in the cab so passengers can see and be seen.
The above statistics are for the typical carriage, designed to
carry nobles (specifically, a single person, such as a princess),
but there are a variety which are meant for carrying luggage,
and these would be lighter and have more cargo room, though
they still retain the opulent elegance of their larger brethren.

Carson Wagon: composed of a hardwood floor and softwood
enclosure, the deign of a Carson wagon is more of a mobile
home than a simple cart or wagon, as they are intended to be
lived in for long travels. They are often heavily reinforced and
waterproofed with layers of woven leather, which when coupled
with high wheels (usually four, but sometimes six), makes
fording rivers simpler. These massive vehicles are usually drawn
by a team of oxen, with mules attached to the rear.

Cart, Light: a flatbed wooden platform, often with wooden
slats rising to form support walls, this two-wheeled vehicle is
intended to carry loads much heavier than itself. They are often
hitched to another vehicle, yoked to an ox or mule, or even
hand-drawn. The cart’s wide wheelbase allows smooth travel
over open terrain, but travelling over rocky, broken terrain
causes problems. A cart is not agile nor fast. Carts are the most
common type of transport one would expect to find.

Cart, Heavy: essentially the same as the smaller light cart, the
heavy cart adds metallic reinforcement to the sidewall, wheels,
and choke. They are harder to draw by hand because they weigh
more, but the addition of two wheels makes them roll easier.
These also tend to come equipped with a braking cable.

Chariot: a mobile platform intended to provide a means for
the occupants to stand relatively still during transit, the chariot
serves two distinct roles: vehicle of war and vehicle of state.
In either capacity, the basic structure remains the same: it
has a hardwood floor, a high-rising wall in front of the driver
which curves in a semicircle, and two thick wheels which give
it momentum when drawn by fast-moving horses. In the role
as war-wagon, the chariot is normally undecorated and rather
plain, and they normally house a cache of arrows or javelins.
They are often outrageously decorated, gilded, or made of exotic
materials, etc., and can be extraordinarily expensive.

Coach: similar to a carriage, a coach is larger and carries up to
six individuals, but they are usually used to move royal treasures,
rather than people. Many people also associate extreme designs
with coaches, like a pumpkin-shaped wheeled vehicle.

Conestoga Wagon: a large ship-shaped canvas-covered wagon
made of heavy wood, the floor of which curves upward to the
front and is caulked with tar to prevent leakage when crossing
rivers. A team of horses (eight, each a specialized breed of draft
horse) or oxen (a team of 12) draws the wagon. This massive land
vehicle can carry an enormous amount of freight or passengers.
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Due to its load-bearing responsibilities, it nearly always carries
additional wheels and axles, as these tend to break often. Many
times, the vehicle is rented for Isp per 100 miles.

Handcart: usually made of pine, handcarts are two-wheeled
carts moved by hand. They are used to carry loads of groceries,
market goods, and the like. Inexpensive to produce, they are
quite common, but they do not travel well on terrain other than
roads or plains; their speed is based on the individual using it.

Portable Throne (Sedia Gestatoria): exquisitely detailed and
decorated, a portable throne is a royal chair which is carried on
the shoulders of others; it cannot move on its own, as it has no
wheels. These plush, rich, expensive, symbols of power are often
used by kings or the highest figures in a religious hierarchy.

Sled: a flat platform, sometimes with an elevated metal railing,
a sled is essentially just planks of wood raised over skis used to
travel across ice, mud, or sand. A team of highly-trained dogs
(ranging between four and 20, depending on weight pulled
and distance traveled) pulls them, but people, camels, or other
relatively small animals (such as ponies) can also pull them.

Sleigh: similar to a sled, a sleigh is a much larger, more enclosed,
flatbed vehicle drawn by horses or reindeer; they are sometimes
decorated in various artistic designs, but they primarily serve to
deliver bulky goods which would not fit onto a sled.

Stagecoach: designed similarly to a growler, except that the cab
is extended, allowing for two people to act as drivers (indeed
it is sometimes necessary as the amount of horses needed,
ranging from 4-10, makes control difficult for a single teamster).
The stagecoach’s rear wheels are higher than the front ones.
They can travel on snow or heavy water, and, therefore, must
often be converted to float (a simple process of removing the
enclosure and towing it in the cargo bay) if forward progress is
desired. The hold can stow a large amount of weight or people,
and stagecoaches are used to move large quantities of money,
making them prime targets for theft. Fortunately, a stagecoach,
because it is powered by independent teams of horses, is agile
and fast and can flee such attacks. Normally, a person rents a
stagecoach for traveling in comfort, from 1 silver piece to 1 gold.

Wagon, Heavy, Covered: similar to the Conestoga wagon, a
heavy covered wagon is, essentially, a very large cart inlaid with
leather and tar to secure any gaps in the wooden floor and whose
cargo is protected from above with a thick sail-like canvas. The
major difference is that the wagon is box-shaped, weighs far less,
and stows much less cargo, making it cheaper to own.

Wagon, Light, Covered: this is a smaller, lighter, version of a
heavy covered wagon, but in all other respects is identical.

Wheelbarrow: having two handholds leading backward from
the containment area, a wheelbarrow is a hand-powered vehicle.
It has one, or two, wheels and two triangular stands to give it
balance when not being operated. The cargo bay is generally
dipped or curved, or flat; it is not intended to hold much weight.
It has a maximum speed of the individual moving it.
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TABLE 3.8 CARRYING CAPACITIES OF BOATS, SHIPS, ETC.

VEsSeL TYPE CONSTRUCTION CrRew  WEAPONRY CarGO  SPEED Cost
Barge 1-6 5-15 Personal or Light 30-60 5-20 3,500
Blockade Runner 2-7 4-20 Light or Medium 10-15 15-35 2,000-4,500
Brigantine 3-9 1540  Light or Medium 5-20 5-25 4,000
Dugout/Canoe/Rowboat 1-3 1-12 Personal ¥-1  Special 500-1,000
Carrack 4-12 40-60  Light — Heavy 25-50  20-40 17,000
Cog 6-15 5-15 Light or Medium 30-70  15-35 35,000
Cruiser 8-20 25-710  Medium - Heavy 45-90  20-30 60,000
Cutter 4-12 20-60  Light or Medium 2-8 35-50 10,000
Dhow 1-8 12-30  Personal or Light 1-6 15285 8,500
Fishing Smack 2-9 6-12 Personal 3-9 10-25 5,500
Floating Palace 12-48 30-120  Any 30-120  5-10 150,000
Frigate 9-18 60-100  Heavy or Loaded 40-80  20-50 60,000
Galleon 12-60 150-300  Any 50-300  30-50 250,000
Galley 6-18 10-30  Personal or Light 2-10 25-50 12,500
Hulk — 6-10 Any 20-60  Special —
Longship 9-15 15-40  Personal 10 45 6,000
Schooner 9-18 20-40  Light-Medium 25-45  40-60 15,000
Sloop 6-24 10-40  Personal-Medium 10-25 1545 20,000
Treasure Ship 24-60 20-60  Medium-Loaded 40-80  25-40 40,000
Warship 24-72 30-80  Loaded 20-60  20-40 75,000

CONSTRUCTION: equals the number of months required to build a vessel from scratch, not accounting for time spent lumbering or mining the
necessary components. Construction time assumes everything needed to build the boat is present but unassembled.

CREW: represents the number of sailors required to safely operate the vessel. Ships without the minimum number of crewmen are considered immobile,

though they can still raise an offense or defense if needed.

WEAPONRY: refers to the type of on-board offense the vessel can have mounted to it. One marked as personal means its crew defends it, making it
relatively ineffective against armed ships or aquatic threats like a kraken. A lightly armed vessel has up to three light weapons, such as a ballista,
scorpion, trebuchet, or even a low-caliber cannon; if the weapons are removed, an additional ton of cargo is storable, or an additional 10 crew can
board - a combination is possible at the Castle Keeper’s discretion. Medium-armed vehicles have heavier weaponry, possibly including catapults,
dragoons, or cannons; they carry six to 10 such devices. Beyond this, the heavy vessel has anywhere between 15 to 30 weapons, usually covering the
full scale of light through heavy, usually with a single massive cannon to ward off other ships. A loaded vessel is like a heavily-armed ship, except it

stows 20 to 50 weapons, sometimes of various categories.

CARGO: is an expression of tonnage the vessel can carry; each ton equates to 250 EV.

SPEED: measured in nautical miles, speed is how fast the vessel can travel over the course of 8 hours, under its normal travel method (sail or row, for example),

assuming wind and weather conditions do not hinder it.

CosT: is naturally the cost, in gold pieces, to construct the vessel. In general, this amount, divided by 10, is also the amount of upkeep (wages paid)

per month to keep it crewed and in working order.

BARGE: a barge is a large flat-bottomed vessel mainly used to
carry enormous loads through canals and narrow passages.
Barges typically have no propulsion of their own, but are drawn
and tugged by other vessels. Some barges are huge, and others
quite small; the nature of the cargo determines their size. There
have been barges meant to bear entire siege companies and
others meant as floating palaces.

BLOCKADE RUNNER: as the name implies, the ship is meant to get
through a blockade, often with stealth and not violence, though
one can be equipped with weapons if needed. These ships are
quick and maneuverable, and are sometimes reconfigured from
another ship to reduce construction times as that can be critical,
especially under naval siege.

BRIGANTINE: a small vessel with two masts, one of which is
always square-sailed, and decked with a row of oars. Pirates
favor this ship, the word brigantine itself being derived from
“brigand’s ship.” These ships are closely related to a brig and
can be easily confused with them, though they are much better
equipped for distance travel.

Ducout/CANOE/ROWBOAT: dugouts are boats literally carved
from a single tree, making them easy to create when supplies
are available. They are cheap, but are limited in size, and mainly
found among primitive cultures. A rowboat is simply a thin, long
vessel lacking a sail, and it is powered solely by oars. Rowboats
are often used for emergency situations or for entertainment,
such as for individual fishing expeditions, though they can, and
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have been, used for stealth because they are light and efficient.
They can also be used in shallow water, such as in streams.
Often, a rowboat will have an oarmaster who shouts commands
and whips those who do not comply, but that is typical for the
largest of rowboats only. The skill and strength of the crew limits
the rowboat’s speed.

CARRACK: a true seaworthy ship, a carrack has at least three
masts, the fore and main mast being square-rigged and the
mizzen being lateen-rigged. These ships are equipped for long
voyages and have a crew of 40 or more. Carracks are descendants
of the larger barge, but they are designed for self-propulsion.
Carracks are quite popular with sailors, especially adventuring
captains, for they have both weather defense and a strong hull.

Coa: cogs are single-masted, square-sailed vessels primarily
used for mercantile purposes. They are crewed by a small
number of sailors, but they carry a heavy load. They are usually
built out of hardwoods and are, therefore, relatively difficult to
build and require a long time to construct.

CRUISER: cruisers are heavy warships designed for speed and
functionality, having multiple rows of oars for quick release
of cannon or motion and generally having four or more masts
capable of supporting any rigging or sail to survive various
weather conditions. Because these vessels are very advanced,
they should not be easily available, and then, they should be
nearly prohibitive in cost (a nation or city can afford them,
and would use them as their navy’s flagship, but these are too
expensive for an individual to own), and it should be extremely
rare for a nation to have more than a handful.

CUTTER: cutters are single-sail vessels typically with a fore-and-
aft rig and a mast set further back than a schooner’s, making
them slightly faster when travelling with the wind. The cutter’s
name derives from its ability to cut through water, even rough
waves. Twenty individuals can crew a standard, patrol-style
cutter, but larger war cutters require more crewmen.

Duow: the largest dhow has a crew of about 39 sailors, but
the average-size dhow only has 12. A dhow, by its design, is
a lateen-sailed vessel, with a single mast and a curved bow,
allowing them to travel along inner sea streams and shallow
waters more easily.

FIsHING SMACK: a vessel designed to either travel on an inner
sea, large lake, or open ocean in search of large masses of fish and
other edible cargo. These vessels typically have a deep reservoir
for carrying their catch, some reservoirs being big enough to
hold large offerings like whales. The fishing smacks are manned
by a well-trained unit, and they are often armed with harpoons
and other needed devices.

FLOATING PALACE: opulent in the extreme, a floating palace is a
leisure barge built with the finest and grandest of components,
and meant to both intimidate and to showcase the owner’s
wealth. In many ways, a floating palace is a house boat, but on
a gigantic scale. Seldom does a floating palace reside anywhere
but a landlocked county where large lakes are available, but
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it is possible to maneuver in very shallow water otherwise. A
floating palace requires enormous funds and incredible amounts
of time to construct, but, for those who desire such things, the
price is a drop in the proverbial stream.

FRIGATE: a warship reinforced with metal armor, generally on
the inside to the waterline. Frigates are normally capable of both
sail- and oar-driven movement, though they are heavy and slow.

GALLEON: a galleon is a large, multi-deck sailing vessel used
for both commerce and war. They are expensive to build (yet
cheaper in quantity due to the larger pieces of timber required)
and operate, making them prime targets for piracy, when stealth
can be used to approach them. Essentially, a galleon is a massive
caravel (carrack) but with greater maneuverability. The greater
maneuverability was attained by elongating the forecastle,
causing greater dispersion of water. Galleons are, when made
for war, armed heavily. These ships are ordinarily powered by
wind alone, though they do have a double deck for rowers,
when needed.

GALLEY: oar-powered galleys are smaller ships primarily used
for transport and war. Some galleys have masts for sails should
weather favor such travel. A galley typically holds 10-30 men,
but cannot support large quantities of weaponry; they are
normally used for quick assaults against slower-moving vessels
and for breaching land.

Huik: a hulk, unlike most other vessels, is a ship that floats
but is not seaworthy. Basically, it is either a ship that is so
utterly damaged that it can no longer service its intent, or it
was never completed. These types of vehicles are ordinarily
used as ballasts against invaders, set with massive amounts of
weapons and charges, and set off when approached. Sometimes,
they are used in the mercantile trade, housing several cargoes at
once, so smaller boats do not have to pull to port to be loaded.
Sometimes, hulks will be towed or allowed to float down a river,
but they move at the speed of the current, and they are difficult
to return to their starting point, so they are usually used for
one-way trades.

LoNGsHIP: as the name implies, a longship is a vessel with a long,
narrow prow and beam, allowing the boat to float in extremely
shallow water, water barely covering the ground. These ships
are fast, maneuverable, and are often used for surprise raids and
exploration. The ships do not often carry weapons of their own,
but their stealth and ambush capacity make such things moot.

SCHOONER: schooners are dual-masted (or greater) sailing
vessels that utilize fore-and-aft sails to capture the wind and
they make a distinctive “puff” sound when traveling. They are
great for long voyages and for carrying weight, but they can also
be used for war, though they are quite limited in this aspect.
Schooners are rather fast and can handle choppy and storm
water with relative ease. Some schooners, such as the schooner
Bowdoin, were designed for use in the Arctic, being built with
stronger and thicker hulls and having smaller sails. As a result,
they are an exception to the highlighted comment.



Sroop: sloops are sailing vessels, usually with a single mast
holding a fore-and-aft sail cut in a triangular shape to give it
pull and drag against and with the wind; its body is shaped
to cut through the water much like a cutter. These boats are
typically used for mercantile trade or transport, including the
sale and transportation of slaves. A sloop designed to engage in
battle is called a sloop-of-war.

TREASURE SHIP: a treasure ship is any large vessel specifically
geared toward the containment of valuable objects, such as
gold or ivory. They are, effectively, sail barges, but they are well-
prepared to defend themselves. Despite their size, they are quite
maneuverable.

WaRsHIP: this is the largest ship of war available. It is heavily
fortified and loaded with massive weapons, nearly always with
cannon of large caliber, and is crewed by well-trained sailors
who double as effective land troops. Warships cannot dock at
most ports because they simply do not have the necessary space
to dock these massive ships. For this reason, supplies must be
brought to the warships, revealing their greatest weakness: their
supply chain. If gunpowder and cannon are common, this ship
should slowly start to see development, but should be reserved
for very special situations, as they are unequalled in naval battle.

TABLE 3.9 GENERAL EQUIPMENT

ITeEm Cost WreHtr EV  CAP
Baghdad Battery 3,000gp 1.51bs 1 —
Ball of Clay, 4 oz 3 @p 251b o —
Bell (per piece) 1sp 251b & —
Bonesaw 1 gp 11b 3 —
Camping Grate 5¢gp 10 Ibs 4 —
Chapbook (50 pages) 10 gp 11b 1 —
Chapbook, Iluminated (50pages) 100 gp 11b 1 —
Charcoal, Bag, 1 Pound 5cp — o —
Cooking Tripod 10 gp 12 Ibs 4 —
Copper Cone 5 sp S1b .5 —
Copper Wire 2c¢p — & —
Deck of Cards 7 sp — * —
Fishing Net 5sp 45 Ibs 7 3
Folding Stool 15 gp 4 1bs B —
Hammer, Brass 10 gp 11b 1 —
Hollow Staff 20 gp 1.5 Ibs 2 1
Invisible Ink 75 gp S1b 1 —
Jar, Mason 1gp S1b o 1
Jar, Pitch 3gp 11b 1 —
Juggling Ball (per piece) 6 sp 251b & —
Magnifying Glass 100 gp — * —
Make-Up, 3 oz 8 sp 31b < —
Marbles, Bag, 1 Pound 1gp 11b 1 —
Marotte 3gp 1.5 Ibs 1 —
Meerschaum Pipe 150 gp+ — * —
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Perfume/Cologne (per vial) 50 gp+ — e —
Printer’s Block Set 200 gp 15 lbs 7 —
Steel Slag, Bag, 1 Pound 1gp 11b 1 —
Suction Cup 6 gp 11b 1 —
Syringe 4¢p — * —
Terrycloth 1sp S1b & —

375 gp 5 lbs 3 —
125+ .1Ib * _
45 gp 11b o —

15 gp 1 1 —

Items marked with a * have no appreciable EV. If carried in bulk
(more than 10), treat the EV as 1 per 10 carried.

Vampire Hunter’s Kit
Vial, Acid, 1 oz
Vial, Quicksilver, 1 oz

Xoanon

BAGHDAD BATTERY: a small pottery device with an alkaline and
copper core which causes a small electrical charge to remain
stored (maximum of 2 weeks), allowing it to be discharged when
set against an object that would close the circuit, such as a metal
door, a handle, or other item like copper wire. It is, effectively,
a battery with barely enough charge to be noticeable (that is, it
will not cause damage) but which can be frightening to those
unaware of its potential. It may be possible, with an extensive
array of these, to plate metal over another metal, such as in
gold plating over lead. These are highly prized by alchemists and
wizards and by those seeking to counterfeit coinage, hence the
exorbitant price. The method of recharge is left to the Castle
Keeper to determine, but it should not be an ordinary process -
treat these devices as pseudo-magical in nature.

BaiL oF CrAy: a chunk of malleable clay which is often used
in these common ways: placed into a keyhole and allowed to
dry, then carefully extracted with oil to obtain a replica of the
tumblers; rolled over a parchment or piece of paper to lift a mark
or phrase; formed to replicate or conceal a facial feature, such
as a nose, and covered over with make-up to assist a disguise;
create molds of all kinds, e.g. statues, tailored armor, candles,
or pottery. It is because of this last, most common usage, that
clay is not classified as a controlled substance. Looking for it in
large quantities however raises the attention of the militia and
rogues’ guilds.

BELL: often cast in bronze or brass, a bell is simply a small
implement that rings an audible alert when it is moved or struck,
depending on how it is positioned. There are many types and
sizes of bells, but the above stats assume a small, hand-held bell,
such as what might be found in a tavern or inn. Adventurers
would likely use these as security devices to place around a
campsite perimeter, if magical alerting is unavailable, though
they may not like carrying such easily disturbed noisemakers.

BoONEsAW: a fine-toothed metal saw designed to hack and hew
bone for amputation. In a pinch, it can double for a generic
hacksaw or woodcutting instrument, but this ruins the blade in
a matter of minutes, as the teeth are specifically intended for
cutting bone.

CAMPING GRATE: a portable iron casing which has a wrought
pan in the bottom for the placement of embers, allowing a
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fire to be started and safely maintained nearly anywhere. The
grate is open in several places, about every four inches, and is
uncovered, so rain or wet conditions can hinder the fire. This is
often a device issued to a small military unit for personal use by
the commanding officer, but it need not be so if desired.

CHAPBOOK: bound in leather and sewn, a chapbook is a small
50-page book, either blank or written in. The subject for a
chapbook is traditionally religious in nature, pertaining to one
or more canonical stories the acolyte (cleric) would read aloud,
but here it simply means any book, regardless of genre or subject
matter. Different materials are possible, such as dragon hide,
vellum, gilded paper, and human flesh, but these would need
adjudication on a per-item basis and are not included in the
above statistics.

CHAPBOOK, ILLUMINATED: very similar to the more common
chapbook, an illuminated chapbook is simply one that has
been professionally illustrated, usually for religious purposes,
but it can also mean one that contains formulae for alchemical
constructions or magical rituals. The Castle Keeper should
decide if an illuminated chapbook is required for the making of
a working spellbook or not. By default, these are always made
of higher-grade materials than the lesser form, and the CK can
decide they are considered “expert items” by definition.

CHARCOAL: the burned remains of wood and other flammable,
organic objects, charcoal is often used for cooking even
though lighting a fire tends to be easier. It also serves many
other purposes, such as being used as a makeshift pen for fast
scribbles, rubbing over an indentation to transcribe it to a paper
surface, or even as an emetic when a person gets poisoned.
In alchemy, charcoal has numerous applications. Rogues and
those of a stealthy nature often smear their exposed skin and
weapons with charcoal to darken them, making their chances
of remaining unseen in darkness slightly better (by how much
is the Castle Keeper’s discretion, but it is suggested by no more
than +1). Charcoal is a very versatile item in the hands of a
creative player, and its multiple uses should be encouraged.

CookiNg TrrpoD: forged from wrought iron, a cooking tripod
is a heavy, mobile platform for attaching a kettle or pot above a
fire, usually used by those in the field (i.e., soldiers) to prepare
meals. Due to its three-legged stance, the tripod is very stable
and can sometimes be adjusted to place the cooking dish closer,
or further, from flame, depending on what is being made; the
tripod can even act as a sort of rotisserie or spit if needed.

CoprrErR CONE: a small to medium conical-shaped instrument
used to amplify sound when placed against a door or wall.
Sometimes, a mesh of wire is inserted in the cone to prevent
parasitic infection. The larger the cone, the greater its sound
amplification. In a pinch, a very large cone could be used as a
replacement for a musical instrument, such as a tuba or horn,
but the wire mesh, if present, would need to be removed. It is
suggested a small bonus (41 at best) to listen checks is granted
in situations where a copper cone can be beneficial.
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CoprrER WIRE: a thin strand of pulled copper most often used
in these ways: artistically, such as embellishing an engraving or
work of art; as a makeshift lock pick or trap springing device; a
trap component, with or without electrical discharge. A single
copper wire is approximately six inches long with a diameter of
1/16th inch. Acquiring thicker or longer wire is possible, with
corresponding increases in cost.

Deck ofF CARDS: many varieties of cards exist, with some
heavily illustrated and containing varying amounts of individual
cards to complete a set, but the standard version represented
here contains 52 separated into four suits of 13 cards each,
all decorated with some lavishness. Cards are mostly used for
gambling, though fortune-tellers also use them; every card in a
fortune-telling deck has a unique image, and each image has its
own meaning.

FisHiNG NET: designed to be thrown over a boat or placed in
a river or stream to catch fish, this is a woven net of cord with
smaller gaps than an ordinary net, lightening the load, and
rendering it ineffectual as a weapon except against the weakest
and smallest of targets. Nets are typically made to fill a very
large area and can be drawn tight; they can bear up to 500 Ibs.
The rope used may be reinforced if the fisherman using it is
hunting lobster or crab, but this type of fishing net would weigh
much more and could be used as a workable weapon.

ForLpING StooL: a portable, backless chair that has two legs
(each with two feet) that fold inward, allowing the whole to
be carried readily on the back or in a shoulder harness, which
comes with the device. They are made of steel and the seat itself
padded to provide some comfort. They are favored by those
who must walk a lot, such as clergy, scouts, or generals, and
possessing one is often considered a sign of importance.

HaMMER, Brass: a small hammer composed of brass used to
strike and embed a fixed image upon a surface, usually a brass
or wooden item specially prepared by heating. Certain motifs,
notably those of coinage, are considered property of the state,
and possession or illicit manufacture is a crime, but personal
imagery, such as the making of a signet ring, is otherwise
acceptable.

HoLrow STAFF: a deceptive item used by smugglers and rogues,
a hollow staff is a normal quarterstaff that looks like a walking
stick. The inside has been hollowed to allow the insertion of
small items, such as jewelry, scrollwork, gemstones, and the like.
They are normally made with a screw cap or with a pin disguised
as a stud to allow entrance to the contents. A hollow staff is not
an effective weapon, as it is both too light and too delicate to be
wielded with any force.

InvisiBLE INK: despite its name, invisible ink is not truly invisible.
It is hidden until a specific course of action, such as being put
to flame or having lemon juice poured over, causes a reaction,
which then reveals whatever was written with the ink. This is a
pseudo-magical tool, most likely found in the abode of a wizard



or alchemist, but many people have reasons to want it, even
for non-nefarious reasons such as, for example, secretly sending
messages during a time of war. When visible, the ink is always
black in color. It is not technically difficult to make, but the
demand and quasi-legality of its manufacture make it a pricey
item; the above stats assume enough ink to write one standard
page, or about 150 words.

JAR, MASON: a glass jar with one of two sealing methods, screw
cap or lever-action release, both of which make the container
airtight and waterproof, perfect for preserving that which is
inside. The lid is normally always bronze, and the container
itself typically thicker than a vial, making it somewhat sturdier.
A food item placed within a mason jar remains edible 1-5 days
longer than normal.

JAR, PitcH: the best known form of pitch is a flammable
substance used to repel boarders on a ship. It functions as
flaming oil, dealing 1d6+1 damage for 1d6+3 rounds if
untreated. Another form of pitch is a type of mortar for masonry
projects equal in strength to a non-magical wood glue. The
Castle Keeper chooses which form of pitch is in the jar, and
prices should vary depending on which form of pitch is chosen.

JucGLING BALL: a small, often highly colorful (red, green, and
blue are very common) rubber ball used by jesters and other
entertainers to show their skill. Most entertainers can juggle
three to five at a time. Some resourceful individuals use juggling
balls as a means to train their hands for the art of pick-pocketing
and even as a distraction for that art in practice. Others will
insert small valuables into a juggling ball (nothing larger about
1 ounce) for smuggling. A juggling ball by itself is useless as a
weapon, but becomes quite effective when contact poisons,
acids, or other substances are applied to its surface.

MAGNIFYING GLASS: a specially constructed glass which causes
things viewed through it to appear larger, potentially revealing a
viewed item’s flaws or imperfections. It has no ability to detect
or reveal illusions, nor can it detect the presence of magic. In
professions in which extremely fine detail is required, such as
gem cutting, having a magnifying glass is crucial to success.
Indeed, it could be considered impossible to perform the task
without the instrument. For tasks where visual aid is helpful,
such as checking the inside of a lock or astutely ascertaining
the placement of a secret door, a bonus of +1 can be given to
the endeavor when using a magnifying glass. The entire area
must be carefully examined, which takes triple the normal time.
This is because the magnifying glass, while making what is
viewed larger, also focuses the viewer’s attention onto a smaller
surface area. Lastly, a magnifying glass can be used to focus and
shape light, and to start a fire. It might kill a very small bug
(like an ant) after prolonged exposure, but these items should
be considered crude by modern comparison.

MAKE-Up: varying types of facial applications ranging from face
powders to lighten or darken skin tone to hair coloration or
extensions and the like. Make-up is simply the basic component
for an actor or anyone wishing to disguise their identity. The
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item comes in a small brass box, which helps compensate for the
relatively high asking price.

MARBLES, BAG: usually glass, or sometimes ivory, wood, stone,
or even metal, a marble is simply a small globe often used to
play a game, but the adventurer is more likely to use them
in other ways. Because they are spheres, they are great at
detecting sloping passages or uneven surfaces, can be used as
makeshift caltrops, used to determine the depth of a pool, or
used to determine if the liquid in a pool is actually water. A
bag of marbles contains roughly 50 marbles, which can cover
a 5x10 area

MAROTTE: similar in construction to a mace or scepter, a
marotte is a lightweight, highly decorated prop stick. Its
decorations include flamboyant tassels; a smiling, elaborately
carved face; and sometimes bells or candles for lighting effects.
These non-magical items are used by storytellers to enhance the
mood or to produce an effect similar to what one might see from
a stage magician. Because they have been known to contain
small concealed weapons, such as daggers, many kingdoms do
not allow just anyone to carry a marotte. In fact, usually only
the court jester is entitled that honor.

MEERSCHAUM PIPE: carved with exquisite attention to detail
and made of the finest materials available, meerschaum pipes
can be considered expert quality simply by definition. They are
used by those who do not want to soil themselves by placing
a smoked item like a cigar or cigarette into their mouths. The
pipe is stylish, and its users, mostly the wealthy, believe it adds
to their noble appearance and shows they have great taste and
savoir-faire. Many a gnome or wizard is fascinated by these
devices. Some of the pipes are very expensive.

PERFUME/COLOGNE: a liquid made from the better-smelling
parts of flowers or animals in an attempt to quell smell or attract
others. Perfume is often used because bathing conditions are
either impossible, for example, a tainted water supply, expensive,
or simply because the individual has no sense of cleanliness.
Some intelligent monsters also make use of perfume to dissuade
transgressors. For example, a dragon might leave its scent so
animals and lesser beasts leave it alone. Others use it to nullify
some remnant of themselves, such as an evil cleric in command
of a small copse of ghasts. A single vial, if used lovingly, is enough
to last for 3-6 months of daily application; however, this dosage
is unusual and so it typically lasts 1 week, at best, most often
dried in the first (and only) application. Lastly, one final use of
perfume or cologne is that, due to how it is made, it creates a
terrible pain when placed in, or onto, an open sore. This allows
it to detect things that may not be noticeable otherwise.

PRINTER’S Brock SET: composed of individual wood blocks,
each engraved and etched with a letter, symbol, or number,
these are used by a printer to dip in ink and then roll or stamp
to produce several near-exact copies of a document. They are
usually considered items of state or township, but if the setting
is akin to the Renaissance era in nature, the wood blocks
are instead made of metal, and it is not improbable to have
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newspapers and the like, or mass announcements pinned across
a town decrying or decreeing something. These are not used in
the making of paper currency.

STEEL SLAG: slag is the leftover bits of metal from the creation
of a metal item. These bits of metal are either too small to reuse
or are chipped off from the original piece and forgotten.There
are many applications for slag, such as using it to determine if
something is electrified, but the primary purpose is as makeshift
caltrops, these causing but one 1 point of damage to those
crossing them. A bag contains enough material to cover a 5x5
area densely enough to be effective.

SuctioN Cup: there are two types of suction cups available:
natural, and manufactured. The natural variety is found and
procured from a creature like an octopus. The manufactured
variety consists of a rubber hemisphere and an air bladder
much like the type used to stoke a fire. The cup is fitted to
the area where it will suction, and then the bladder pumped
until it has sucked the air from beneath the cup, creating a
vacuum, allowing it to stay once the bladder is removed. The
main purpose of this is for cleaning, such as during a surgery, but
some argue that it assists in breaking and entering into areas
protected by glass. The Castle Keeper determines whether or
not this application is true.

SYRINGE: a glass tube with a sealant at one end and a sharp,
hollow needle at the other. Liquid can be drawn inside, and
then injected through the needle. Healers often use them to
inject pain reducers and other medicines or to extract liquid,
but assassins and other notorious individuals make equal use
of them. If the needle is not sterilized, it accumulates germs,
which may lead to the onset of disease. The details are left to
the imagination.

TERRYCLOTH: woven fabric, usually wool, which can absorb
large amounts of water, terrycloth is intended to be used as part
of the bathing process. This the fantasy equivalent of a towel.
All adventurers should carry terrycloth, as it has many uses:
adventurers can douse it in water and wrap it around their
mouth to prevent smoke inhalation, or use it to keep cool in
hot environs, or they can use it to wash and clean a variety of
items, including themselves, and so forth. The above statistics
represent the ordinary 3-foot x 1-foot piece of fabric; larger
versions should be more expensive.

VamPIRE HUNTER’s KiT: a small wooden case in which several
tools of the trade are kept, including a clove of garlic, a vial of
holy water, a small mallet, three stakes, a chapbook of religious
ritual, and a bonesaw intended for decapitation. The kit does
not come with instruction manuals, and these kits are rarely
sold on the open market. Precise contents may vary based on
region of the world and whether vampires are a known threat.
The case is designed specifically to house its contents and
cannot easily store other items, thus the item includes no entry
for capacity.
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V1AL, AcID: there are many types of acid. Some are far stronger
than others, and others simply do not function against a
particular material. The type represented here is a metal-
eating acid, which is normally stored in a clay or glass vial,
and is intended to be used by those in the smith crafts to etch
and engrave, especially for those working in copper. However,
nefarious people, like rogues, also use acid when their skills
otherwise fail, though the process is dreadfully slow. Exact
details are subject to Castle Keeper’s approval, but the better
the result, the more expensive the purchase.

ViaL, QUICKSILVER: a glass container holding an amount of
elemental mercury, i.e. quicksilver, it is used in numerous ways:
dropped to the floor, it can detect sloping passages or the natural
flow of water; it can detect a change in temperature that may go
unnoticed without it; and medicinally, mercury has long been
thought to provide many different effects, the most common
being to serve as anti-venom. It has countless applications in
alchemy, however long term exposure to mercury can result in
damage to kidneys and lungs (permanent -1 to constitution),
damage to the brain (permanent insanity), even death.

XoANON: a crudely carved primitive statuette made from
wood, bone, or ivory to depict a family member, or a political or
religious figure. It acts as a sort of focus (votive) or holy symbol
most often used by barbaric peoples. In some religions, a xoanon
is considered an element of sympathetic magic, acting as a sort
of channel between victim and caster (treat it as a non-magical
“ »
voodoo doll”).

MAINTENANCE OF EQUIPMENT

It's not fun for the Castle Keeper or the player to constantly
make checks for equipment. If, however, equipment checks are
common, it is equally important that those characters willing to
take care of their gear should benefit. Armor and weapons need
oiling and cleaning. Clothing needs patching and stitching.
Bedrolls need drying out and proper rolling. General gear,
especially leather, needs to be kept dry and clean. The list can
go on to encompass almost all the equipment.

Characters actively taking care of their equipment by informing
the CK that it is a normal part of their daily routine gain a +1
on all equipment checks, whether the long wastage and usage
charts are used or the simpler quick-check system is used (see
CHAPTER 9 EQUIPMENT W ASTAGE).

There are two times during every adventure that a character
should look over his things to see if they need repair. Whenever
a character is about to go on an adventure, he should check out
his equipment to make sure everything is in good shape. Along
the same lines, when a character is about to enter a new city or
town he hasn’t been in before, he checks his equipment to make
sure everything is in good condition. In each of these cases,
the player rolls a d20, and on a roll of 18 or above, something
needs to be fixed, or it will break at a bad time. A random roll
determined by the Castle Keeper should be made to see what
item needs repairing.



CHAPTER 4 — NON-PLAYER CHARACTERS

non-player character, or NPC, is
a character played by the Castle
?, Keeper who has a role in the

adventure or game. There are
several approaches the CK can take in dealing with
NPCs, but no one approach is superior to the other.
Every NPC encounter or planned encounter can
be different, and it is up to the CK to determine
the level of complexity the encounter deserves.
Simple encounters can be just that, requiring no
real recourse to any referenced rules. Long, drawn
out, interactive encounters, by necessity, require
more structure to determine the actual play and its
long-term outcome. It may be best to incorporate
a hybrid of all the rules. Also, as a CK, you should
prepare yourself to quickly react to adding NPCs
to the game by familiarizing yourself with all the
approaches to managing NPCs, but you should
only use the full extent of the following rules when
absolutely necessary.

NPCS DEFINED

The NPC is an essential part of any Castles &
Crusades game, as the characters encounter them
in almost every session. NPCs play a variety of roles
from the barkeep at the tavern that passes on juicy
rumors for a few coins to the well-paid henchmen
who drags the wounded character to safety and
healing. The NPC is a multi-faceted tool a Castle
Keeper can use in an almost limitless number of
circumstances. NPCs can start games by supplying
the player characters with the where, why, and
what of an adventure. They can advance stalled
adventures by supplying yet even more information
to confused characters. They can heal wounded
characters, can attack them, and can either serve
them or lord over them. NPCs serve as the catalyst for plot
points, awarding characters for success or punishing them for
misdeeds. There is almost no end to the utility of NPCs so long
as the CK understands the value of the tool at hand.

CKs should note that NPCs are not limited to humans and
demi-humans. Monsters, deities, and even sentient magic items
can all be non-player characters in the ongoing adventure,
and it is wise to treat them as such. They can interact with
the characters just as any henchman or hireling does, and may
have information, equipment, or treasure that may be of value
to the PCs. However, there are exceptions. For example, the
random goblin is meant to be skewered, not interacted with.
He becomes a NPC if he is captured and begins conversing or
cooperating with the PCs.

This chapter deals with non-player characters. Below are
general rules and guidelines for the creation and use of NPCs,
including types of NPCs, their reactions, their loyalty: it also
provides hiring and equipping guidelines. Take note that any

NPC is as powerful as the Castle Keeper desires him to be, and
even the transient can be a retired class-based NPC. Although
the player characters may only briefly encounter such an NPC,
he could turn out to be more than they realize, and he may
actually be of great importance to their further adventures.

CLASS-BASED OR NON-CLASS-BASED NPCS
CLASS-BASED NPCS: Class-based NPCs possess the same

abilities as characters. CKs create them using one of the 13
classes from the Players Handbook, the multi-classing rules,
the class-and-a-half rules, or any other variant or dual classes
the CK has on and. They include henchmen, some hirelings,
many adherents, and on rare occasions, creatures. They are
rangers, fighters, knights, druids, wizards, etc.

NON-CLASS-BASED NPCS: The list of non-class-based
NPCs is extensive and includes any NPC not based on a class.
Hirelings are the most notable of these, but these also include
adherents and creatures. These NPCs generally play only minor
roles in any game.
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THE TYRANNY OF RULES

As has been mentioned innumerable times before, the pace and
mood of a game can be shattered by the strict adherence to
rules, tables, charts, and the like. Often it is far more important
to ignore complex rules in favor of propelling the story and
adventure forward. Running NPCs is no exception to this.
The CK often finds himself wanting to move quickly through
encounters that might not be germane to the game, or ones
that might be boring, misleading, or distracting. It certainly
isn’'t necessary the CK understand the difference between an
adherent and a hireling. What is important for the game’s pace
and mood is that the CK knows what each individual NPC
is doing, the extent of his role, and how he reacts to certain
situations. With the exception of henchman, the Castle Keeper
can accomplish this from behind the screen with little recourse
to rules.

Running NPCs on the fly isn’t as easy as winging combat, but it
can be done by keeping a few simple guidelines in mind.

1 NOTES: Make detailed notes about those NPCs the
characters are going to encounter more than once and with
which they have prolonged relationships. Note how the
NPCs react to the various personalities of the characters
themselves. Also note how they should react to dangerous
or scary situations, and note how they might react to
character requests for information.

2 PERSONALIZE: Give each NPC a quick personality.
Expand the NPC’s personality as the encounter grows. The
more the NPC is interacted with, the more personality he
needs. Be sure to keep notes, as it will come back to haunt
you when your players later pull out their notes and want
to interact with an NPC you previously provided for them.

3 NAMES: Have a good resource of names handy to make
the NPCs different and to avoid redundancy. Having a
world with 14 Otto the barkeeps is not a good idea.

4 GIVE THEM LIFE: Though you have to maintain your
objectivity, you should treat each NPC as if he were your
own character in terms of his desire to stay alive. Remember
the survival instinct is a huge one, so no NPC will happily
die for a PC for no good reason.

5 MAKE THEM DIFFERENT: Some NPCs are cowards,
and others are heroes. Some are candlestick makers,
some are innkeepers, and some are none of the above. Be
sure to play each NPC true to his own ends and desires,
making each more than a one-dimensional, cookie-cutter
character, and everyone will derive more enjoyment from
the experience of interacting with him.

The veteran Castle Keeper knows the dynamics of the table, the
game, or the adventure, and he will occasionally call on NPCs
to add more clarity to an encounter or to provide more overall
detail. Knowing when to do this is vitally important to the
game’s pace, mood, and fun. Don’t become so bogged down in
the desire to keep encounters simple that you shuck all manner
of clarity from the game, evolving your table into a hybrid of
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mixed or lost notes and rambling encounter memories. Reacting
from the hip can be very good, but in the case of NPCs, it can be
extremely difficult, as the sheer number of NPCs the characters
encounter will eventually overrun your ability to keep up with
them. This is especially true with henchman who must interact
with the character on a day-to-day, game-by-game basis. These
NPCs need more, not less, clarity.

When in need of clarity, refer to the following rules, lists, and
charts as needed.

THE POWER OF CLARITY

NPC interaction can be terribly difficult and complicated.
Months of game-time character (PC and NPC) interactions can
build up detailed histories that need tracking from one game to
the next. CKs should use the descriptions and tables below to
help govern these interactions. In Castles & Crusades there
are four types of NPCs: adherents, henchmen, hirelings, and
monsters. Each of these are described on the following pages.
The CK runs the majority of the NPCs, the henchmen being
the possible exception, as he may decide to allow the player
character to play his own henchmen.

Different parameters govern each of the different types of NPCs,
as explained below.

ADHERENTS

Created and played entirely by the Castle Keeper, adherents
are the everyday people the characters encounter and interact
with. The list of adherents is inexhaustible, but might include
the following: priests of orders, commoners, soldiers, barkeeps,
guardsmen, shopkeepers, smiths, etc. The adherent is an
essential tool for the Castle Keeper to explain, facilitate, or
hinder an adventure. The CK most commonly uses them in
role-playing scenarios where players are attempting to find
information or are building relationships for future gain. CKs
should use them at all levels of play.

CREATING THE ADHERENT

The Castle Keeper needs to determine what type of adherent
the adventure needs: transient or permanent. Transient
adherents work in brief encounters with the characters.
Permanent adherents are those meant to be long-standing
NPCs the characters will interact with over a number of gaming
sessions. Class-based adherents use the guidelines given for
creating henchmen (see below) in creating them. Use the
following guidelines to create non-class-based adherents. For
adherents who are guardsmen, scouts, men-at-arms, or similar
combat-oriented professions, refer to TABLE 4.17 HIRELINGS to
determine their hit dice and abilities. Both types of adherents
share the following statistics:

PRIMARY ATTRIBUTE: Adherents do not generally receive
primary and secondary attributes at all. If the CK wishes to give
them primary attributes, then he may certainly do so at his own
discretion. To do so, follow the rules outlined for monsters in



Monsters & Treasure under Saves, allowing them mental and
physical attributes categories only.

Hit DIE: Generally, adherents have a d4 HD, though Castle
Keepers may want to give some transients a d6 or even a d8,
depending on circumstances.

ALIGNMENT: Adherents are almost always neutral, unless the
adventure or scenario calls for a specific alignment.

WEAPONS: Unless they are class-based, adherents are not
trained in the use of nor have any real knowledge of weapons.
If forced to fight and their morale holds up, they fight using
whatever they can get their hands on. They always fight at a -4
unless the CK specifically declares them as being proficient in a
particu