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Campaign Tools 

 
 

Vancian Word List 
 

Roqual  Unguent  Belled  Knoblolly  Rill  Jacynth 

Eructated  Fretwork  Stanchion  Massy  Spikenard  Mind-weft 

Febrile  Scarp  Aquiline  Hetman  Postulates  Propounded 

Pennon  Furze Spasmodic  Wattle  Voyevode  Fuscous 

Skein  Libidinous  Curvet  Disapprobation  Concomitants  Smalt 

Pediment  Weft  Floss  Unwonted  Pulchritude  Rhodochrosite 

Architrave  Cloison  Torpid  Balustrade  Apochrypha  Wen 

Rostrum  Entablature  Vitreous  Kirtle  Cordon  Avaunt 

Lassitude  Ferrule  Ensorcelment  Withal  Claret  Captious 

Pap  Faddishness  Poinct  Supernal  Chlamys  Audiarium 

Skeel  Metathasm  Aver  Illimitable  Stultify  Nonplussed 

Librams  Corolopsis  Demesne  Tarantella  Yu-sapphires  Actinics 

Equipoise  Profundity  Scintillant  Obbligato  Brainfilling  Lycurgat 

Bereft  Ascetic  Caparisoned  Arpeggios  Cozened  Aureole 

Solvent  Salutary  Puissance  Surcease  Impingement  Pleasaunces 

 
Vancian word list instructions: Print the word list and cut each word into separate slips of paper, 
placing them in an opaque container such as a bag or bowl. When the players encounter a series of 
runes or a magical grimoire that they attempt to read or decipher, have the players draw 3d3 words from 
the container and give them 2 rounds (20 seconds) to assemble a sentence using the words. The players 
can use common articles such as 'a' or 'the' to connect the words, but have to use all of the words drawn 
or risk an incomplete - and possibly disastrous - effect. Once the time is up, the judge checks the 
resulting sentence for cogency based on the word list definitions and adjudicates the resulting effect. 
 
At the judge's discretion, additional rounds may be granted based on a player's occupation or as the 
result of casting comprehend language. 
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 b
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t o
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e m
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e o
f clear crystal, sh

im
m

erin
g 

w
ith

 a red
 an

d
 b

lu
e au

reo
le.

A
vau

n
t

To
 b

e o
ff, go

 aw
ay, d
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f b
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 D
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, d
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r b
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 m
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, m
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y d
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 b
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r d
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a m
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eab
le to

 th
ew

, claw
 en

so
rcelm

en
t, p
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H
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 a h
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g b
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 w
h

ere h
e h
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g o
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u
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Th
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n
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o

d
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 b
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etry an
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 b
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.
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Th
e p
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d
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f fad
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d
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 fad
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w
h
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e p
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p
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r d
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?
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f a stick, tu

b
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b
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 b
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Flo
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Silk in
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e filam
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…
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 w
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b
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ith
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iate ligh
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 d
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e d
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e m
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g p
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, b
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e.

H
etm

an
A

 cap
tain

 o
r m

ilitary co
m

m
an

d
er in

 P
o

lan
d

 an
d

 

co
u

n
tries fo

rm
erly u

n
ited

 o
r su

b
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 p
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K
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 m
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ite kirtle w

as gath
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e b
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issan
ce an

d
 th

e b
arge-ten

d
er, w

h
o

 co
veted

 

G
u

yal's rich
 acco

u
trem

en
ts, so

u
gh

t to
 cu

d
gel h

im
 w

ith
 a kn

o
b

lo
lly.

Lassitu
d

e
Th

e co
n

d
itio

n
 o

f b
ein

g w
eary w

h
eth

er in
 b

o
d

y o
r 

m
in

d
; a flaggin

g o
f th

e b
o

d
ily o

r m
en

tal p
o

w
ers

T'sain
 clo

sed
 h

er eyes in
 lassitu

d
e.

Lib
id

in
o

u
s

Sh
o

w
in

g excessive sexu
al d

rive; lu
stfu

l
…

sh
e d

an
ced

 a lib
id

in
o

u
s sid

elo
n

g d
an

ce in
 th

e ligh
t o

f th
e fires…

Lib
ram

s
P

er ju
d

ge
Th

ese w
ere vo

lu
m

es co
m

p
iled

 b
y m

an
y w

izard
s o

f th
e p

ast, u
n

tid
y fo

lio
s co

llected
 b

y th
e Sage, leath

er-

b
o

u
n

d
 lib

ram
s settin

g fo
rth

 th
e syllab

les o
f a h

u
n

d
red

 p
o

w
erfu

l sp
ells, so

 co
gen

t th
at Tu

rjan
's b

rain
 

co
u

ld
 kn

o
w

 b
u

t fo
u

r at a tim
e.

Lycu
rgat

P
er ju

d
ge

…
tresp

ass is n
o

t allo
w

ed
, b

y su
p

rem
e co

m
m

an
d

 fro
m

 th
e Lycu

rgat; aye, th
e Lycu

rgat o
f Th

o
rsin

go
l.

M
assy

H
avin

g co
n

sid
erab

le b
u

lk o
r vo

lu
m

e; sp
read

in
g in

 a 

m
ass o

r m
asses

Th
e fo

rest h
ad

 b
eco

m
e lo

w
er an

d
 less d

en
se, an

d
 th

e ch
aracteristic tree w

as th
e d

ao
b

ad
o

, a ro
u

n
d

ed
 

m
assy co

n
stru

ctio
n

 o
f h

eavy gn
arled

 b
ran

ch
es, th

ese a b
u

rn
ish

ed
 ru

sset b
ro

n
ze, clu

m
p

ed
 w

ith
 d

ark 

b
alls o

f fo
liage.

M
etath

asm
P

er ju
d

ge
H

e kn
ew

 lo
re o

f all ages, secrets o
f fire an

d
 ligh

t, gravity an
d

 co
u

n
ter-gravity, th

e kn
o

w
led

ge o
f 

su
p

erp
h

ysic n
u

m
eratio

n
, m

etath
asm

, co
ro

lo
p

sis.
M

in
d

-w
eft

P
er ju

d
ge

Th
u

s d
o

es fear van
ish

 an
d

 th
e gh

o
sts b

eco
m

e creatu
res o

f m
in

d
-w

eft…
N

o
n

p
lu

ssed
B

ro
u

gh
t to

 a n
o

n
p

lu
s o

r stan
d

still; at a n
o

n
p

lu
s; 

p
erp

lexed
, co

n
fo

u
n

d
ed

.

G
u

yal fell b
ack n

o
n

p
lu

ssed
.

O
b

b
ligato

D
esign

atin
g an

y p
ro

m
in

en
t in

stru
m

en
tal p

art, u
su

ally 

o
n

e w
h

ich
 is n

everth
eless su

b
o

rd
in

ate to
 th

e 

p
rin

cip
al m

elo
d

y

A
n

d
 Lu

d
o

w
ik's flu

te p
layed

 a b
rillian

t o
b

b
ligato

, h
u

rtlin
g o

ver, n
o

w
 u

n
d

er, ch
o

rd
in

g, veerin
g, w

arp
in

g 

silver strin
gs o

f so
u

n
d

 aro
u

n
d

 G
u

yal's m
elo

d
y, ad

d
in

g u
rgen

t little grace-p
h

rases.

P
ap

B
lan

d
 so

ft o
r sem

iliq
u

id
 fo

o
d

Tu
rjan

 sto
o

d
 u

p
, fo

u
n

d
 a b

o
w

l o
f p

ap
.

P
ed

im
en

t
Trian

gu
lar u

p
p

er p
art o

f th
e fro

n
t o

f a b
u

ild
in

g in
 

classical style

Th
ere w

ere m
an

y co
lu

m
n

s, so
m

e to
p

p
led

, so
m

e still u
p

h
o

ld
in

g th
e p

ed
eim

en
t

P
en

n
o

n
 

Lo
n

g trian
gu

lar o
r sw

allo
w

-tailed
 flag

Fo
r several leagu

es th
e w

o
m

an
 ro

d
e, h

er h
air flyin

g b
eh

in
d

 like a p
en

n
o

n
.

P
leasau

n
ces

A
 p

leasu
re gro

u
n

d
; sp

ec. (u
su

. in
 fo

rm
 p

leasau
n

ce) an
 

en
clo

su
re o

r seclu
d

ed
 p

art o
f a gard

en
, esp

. as 

attach
ed

 to
 a large h

o
u

se, laid
 o

u
t w

ith
 p

leasan
t 

w
alks, trees, gard

en
 o

rn
am

en
ts, etc. A

lso
 in

 exten
d

ed
 

u
se

In
 th

is w
an

in
g h

o
u

r o
f Earth

's life n
o

 m
an

 co
u

ld
 co

u
n

t h
im

self fam
iliar w

ith
 th

e glen
s, th

e glad
s, th

e d
ells 

an
d

 d
eep

s , th
e seclu

d
ed

 clearin
gs, th

e ru
in

ed
 p

avilio
n

s, th
e su

n
-d

ap
p

led
 p

leasau
n

ces, th
e gu

llies an
d

 

h
eigh

ts, th
e vario

u
s b

ro
o

ks, fresh
ets, p

o
n

d
s, th

e m
ead

o
w

s, th
ickets, b

rakes an
d

 ro
cky o

u
tcro

p
s.

P
o

in
ct

P
er ju

d
ge

P
o

in
ct th

is b
u

b
b

le an
d

 aw
ay, aw

ay, aw
ay, flees life, like th

e co
lo

r o
f a fad

in
g d

ream
.

P
o

stu
lates

Su
ggest as a b

asis fo
r reaso

n
in

g
Th

ird
ly, even

 if yo
u

r p
o

stu
lates w

ere co
n

ced
ed

, yo
u

 th
ereb

y ad
m

it gu
ilt b

y virtu
e o

f n
egligen

ce an
d

 

o
m

issio
n

.



P
ro

fu
n

d
ity

G
reat w

isd
o

m
 o

r kn
o

w
led

ge; acu
ten

ess o
f in

sigh
t. 

A
lso

: an
 in

sigh
tfu

l o
b

servatio
n

 o
r id

ea 

In
 sp

ite o
f h

is p
ro

fu
n

d
ity, h

e w
as im

p
racticle in

 h
is ru

le, an
d

 b
lin

d
 to

 th
e so

ften
in

g o
f A

m
p

rid
atvirian

 

sp
irit.

P
ro

p
o

u
n

d
ed

To
 p

u
t fo

rw
ard

 as a p
lan

 o
r co

u
rse o

f actio
n

H
e p

ro
p

o
u

n
d

ed
 th

e d
ilem

m
a to

 Sh
ierl, w

h
o

 sh
ru

gged
.

P
u

issan
ce

P
o

w
er, stren

gth
, fo

rce, m
igh

t, p
ro

w
ess; in

flu
en

ce
A

b
o

ard
 th

e b
arge an

d
 so

 o
ff th

e trail, th
e b

lessin
g lo

st its p
u

issan
ce an

d
 th

e b
arge-ten

d
er, w

h
o

 co
veted

 

G
u

yal's rich
 acco

u
trem

en
ts, so

u
gh

t to
 cu

d
gel h

im
 w

ith
 a kn

o
b

lo
lly.

P
u

lch
ritu

d
e

B
eau

ty
Yo

u
 m

u
st ad

ju
d

icate at a G
ran

d
 P

agean
t o

f P
u

lch
ritu

d
e am

o
n

g th
e m

aid
s o

f th
e village an

d
 select h

er 

w
h

o
m

 yo
u

 d
eem

 th
e m

o
st b

eau
tifu

l.
R

h
o

d
o

ch
ro

site
A

 m
in

eral o
f m

an
gan

ese carb
o

n
ate, p

in
k b

ro
w

n
, o

r 

gray

To
 o

n
e sid

e h
u

n
g p

lats o
f w

o
o

d
 laid

 o
n

 w
ith

 slab
s o

f so
ap

sto
n

e, m
alach

ite an
d

 jad
e in

 rectan
gu

lar 

p
attern

s, rich
ly varied

 an
d

 su
b

tle, w
ith

 m
in

iatu
re flecks o

f cin
n

ab
ar, rh

o
d

o
ch

ro
site, an

d
 co

ral fo
r 

w
arm

th
.

R
ill

A
 sm

all stream
; a b

ro
o

k; a rivu
let

G
u

yal aw
o

ke an
d

 refresh
ed

 h
im

self in
 a rill n

earb
y.

R
o

q
u

al
P

er ju
d

ge
A

n
d

 b
eyo

n
d

 th
e ro

q
u

al h
ed

ge th
e trees o

f th
e fo

rest m
ad

e a tall w
all o

f m
ystery.

R
o

stru
m

R
aised

 p
latfo

rm
 fro

m
 w

h
ich

 to
 give a sp

eech
Th

e w
h

ite b
o

d
y glm

m
ered

 at th
e far en

d
 o

f th
e n

ave, sw
im

m
in

g n
o

w
 o

ver th
e ro

stru
m

 an
d

 in
to

 a sem
i-

circu
lar alco

ve b
eh

in
d

.
Salu

tary
C

o
n

d
u

cive to
 w

ell-b
ein

g; calcu
lated

 to
 b

rin
g ab

o
u

t a 

m
o

re satisfacto
ry co

n
d

itio
n

, o
r to

 rem
ed

y so
m

e evil; 

b
en

eficial, ‘w
h

o
leso

m
e’. O

ften
 w

ith
 figu

rative n
o

tio
n

 

o
f sen

se

I h
ave reso

lved
 to

 im
p

o
se a b

itter exp
erien

ce u
p

o
n

 yo
u

, w
h

ich
 I h

o
p

e w
ill b

e salu
tary.

Scarp
Th

e steep
 face o

f a h
ill

A
 great scarp

 lay acro
ss th

eir p
ath

.
Scin

tillan
t

Th
at em

its sp
arks; tw

in
klin

g, sp
arklin

g
I w

ill b
esto

w
 o

n
 yo

u
 m

y fin
e w

h
ite h

o
rse, m

y Exp
an

sib
le Egg fo

r yo
u

r sh
elter, m

y Scin
tillan

t D
agger to

 

illu
m

in
ate th

e n
igh

t.
Skeel

P
er ju

d
ge

Th
e to

m
es w

h
ich

 h
eld

 Tu
rjan

's so
rcery lay o

n
 th

e lo
n

g tab
le o

f b
lack skeel o

r w
ere th

ru
st h

elter-skelter 

in
to

 sh
elves.

Skein
 

Len
gth

 o
f th

read
 o

r yarn
, lo

o
sely co

iled
 an

d
 kn

o
tted

B
y th

e m
arvello

u
s craft o

f o
u

r m
o

d
ern

 cereb
ro

ligists, th
is h

o
o

d
 w

ill co
m

p
o

se yo
u

r syn
ap

ses w
ith

 th
e 

co
rrect read

in
gs fro

m
 th

e lib
rary - th

o
se o

f n
o

rm
ality, yo

u
 m

u
st u

n
d

erstan
d

 - an
d

 so
 rep

air th
e skein

, 

an
d

 m
ake yo

u
 o

n
ce m

o
re a w

h
o

le m
an

.
Sm

alt
A

 d
eep

 b
lu

e co
lo

u
r like th

at o
f sm

alt (a kin
d

 o
f glass, 

u
su

ally co
lo

u
red

 d
eep

 b
lu

e b
y co

b
alt o

xid
e)

A
 great ru

g p
elted

 th
e flo

o
r, a m

o
n

ster tab
ard

 w
o

ven
 o

f go
ld

, b
ro

w
n

, b
ro

n
ze, tw

o
 to

n
es o

f green
, 

fu
sco

u
s red

 an
d

 sm
alt b

lu
e.

So
lven

t
A

 d
isso

lvin
g o

r d
isin

tegratin
g in

flu
en

ce
K

an
d

ive d
id

 n
o

t kn
o

w
 th

e en
graved

 b
an

d
 Tu

rjan
 w

o
re o

n
 h

is w
rist, a m

o
st p

o
w

erfu
l ru

n
e, m

ain
tain

in
g a 

field
 so

lven
t o

f all m
agic.

Sp
asm

o
d

ic
O

f th
e n

atu
re o

f a sp
asm

; ch
aracterized

 b
y sp

asm
s o

r 

co
n

vu
lsive tw

itch
es; m

arked
 b

y jerkin
ess o

r 

su
d

d
en

n
ess o

f m
u

scu
lar m

o
vem

en
t

H
e fell in

to
 a series o

f sp
asm

o
d

ic d
o

zes, an
d

 aw
o

ke at last to
 fin

d
 th

e w
an

 p
in

k o
f th

e latter-d
ay d

aw
n

 

seep
in

g th
ro

u
gh

 th
e arch

ed
 p

o
rtico

.

Sp
iken

ard
Th

e p
lan

t yield
in

g an
 aro

m
atic su

b
stan

ce (em
p

lo
yed

 

in
 an

cien
t tim

es in
 th

e p
rep

aratio
n

 o
f a co

stly 

o
in

tm
en

t o
r o

il)

A
n

d
 p

resen
tly to

 th
e righ

t an
d

 left sp
read

 cu
ltivated

 field
s o

f sp
iken

ard
, callo

w
 an

d
 m

ead
-ap

p
le.

Stan
ch

io
n

 A
n

 u
p

righ
t b

ar, stay, p
ro

p
 o

r su
p

p
o

rt
…

a b
righ

t glo
b

e h
u

n
g o

n
 a lo

o
p

in
g m

etal stan
ch

io
n

.
Stu

ltify
To

 ren
d

er n
u

gato
ry, w

o
rth

less, o
r u

seless
I w

o
u

ld
 n

o
t stu

ltify th
e o

ccasio
n

 stu
m

b
lin

g an
d

 staggerin
g.



Su
p

ern
al

O
f, b

elo
n

gin
g to

, o
r relatin

g to
 a realm

 o
r state 

b
eyo

n
d

 th
e earth

ly w
o

rld
; o

th
erw

o
rld

ly, su
p

ern
atu

ral

A
 b

ro
o

d
in

g p
resen

ce p
ervad

ed
 th

e p
lace, d

isp
assio

n
ate, su

p
ern

al, o
f illim

itab
le w

ill an
d

 p
o

w
er.

Su
rcease

Th
e actio

n
, o

r an
 act, o

f b
rin

gin
g o

r co
m

in
g to

 an
 en

d
; 

(a) cessatio
n

, sto
p

H
is eyes grew

 d
im

 an
d

 w
arm

 w
ith

 d
ro

w
sin

ess, b
u

t th
e trail ah

ead
 led

 to
 u

n
seen

 vistas, an
d

 th
e vo

id
 in

 

G
u

yal's b
rain

 d
ro

ve h
im

 w
ith

o
u

t su
rcease.

Taran
tella

R
ap

id
 w

h
irlin

g So
u

th
 Italian

 d
an

ce p
o

p
u

lar w
ith

 th
e 

p
easan

try sin
ce th

e fifteen
th

 cen
tu

ry, w
h

en
 it w

as 

su
p

p
o

sed
 to

 b
e th

e so
vereign

 rem
ed

y fo
r taran

tism
 (a 

h
ysterical m

alad
y)

G
u

yal p
layed

 a w
ild

 taran
tella o

f th
e p

easan
t fo

lk, an
d

 A
m

eth
 d

an
ced

 w
ild

er an
d

 faster, flu
n

g h
er arm

s, 

w
h

eeled
, jerked

 h
er h

ead
 in

 a fin
e d

isp
lay.

To
rp

id
B

en
u

m
b

ed
; d

ep
rived

 o
r d

evo
id

 o
f th

e p
o

w
er o

f 

m
o

tio
n

 o
r feelin

g; in
 w

h
ich

 activity, an
im

atio
n

, o
r 

d
evelo

p
m

en
t is su

sp
en

d
ed

; d
o

rm
an

t

Th
en

 th
ere w

as a m
o

at o
f su

lfer-co
lo

red
 liq

u
id

, an
d

 b
eyo

n
d

, in
 an

 o
p

en
 sp

ace, five m
en

 kep
t a to

rp
id

 

w
atch

.

U
n

gu
en

t
So

ft greasy o
r visco

u
s su

b
stan

ce u
sed

 as an
 o

in
tm

en
t

H
e b

ro
u

gh
t u

n
gu

en
t an

d
 ap

p
lied

 it to
 h

er scratch
es an

d
 b

ru
ises.

U
n

w
o

n
ted

N
o

t w
o

n
ted

, u
su

al, o
r h

ab
itu

al; n
o

t co
m

m
o

n
ly h

eard
, 

seen
, p

ractised
, etc.; in

freq
u

en
t

Th
ere seem

ed
 an

 u
n

w
o

n
ted

 activity am
o

n
g th

e h
u

ts.

V
itreo

u
s

R
esem

b
lin

g th
at o

f glass; ch
aracteristic o

f glass
In

 th
e cen

ter o
f a p

ed
estal sat a glisten

in
g ro

u
n

d
-to

p
p

ed
 cylin

d
er, b

lack an
d

 vitreo
u

s.
V

o
yevo

d
e

P
er ju

d
ge

W
ith

 yo
u

 o
b

lige m
e b

y w
aitin

g till I rep
o

rt to
 th

e V
o

yevo
d

e, th
at h

e m
ay p

rep
are a su

itab
le recep

tio
n

?

W
attle

R
o

d
s o

r stakes, in
terlaced

 w
ith

 tw
igs o

r b
ran

ch
es o

f 

trees, u
sed

 to
 fo

rm
 fen

ces an
d

 th
e w

alls an
d

 ro
o

fs o
f 

b
u

ild
in

gs. A
lso

, ro
d

s an
d

 b
ran

ch
es o

f trees co
llected

 

fo
r th

is p
u

rp
o

se.

G
u

yal tu
rn

ed
 h

is h
ead

 at a h
o

arse sn
u

fflin
g an

d
 saw

 a p
en

 o
f w

o
ven

 w
attles.

W
eft

Th
at w

h
ich

 is sp
u

n
 o

r w
o

ven
A

 p
alp

ab
le au

ra w
as cast u

p
, a w

eft in
 sp

ace m
ech

ed
 o

f varyin
g d

ep
ravities.

W
en

A
 b

o
il o

r sw
ellin

g o
r gro

w
th

 o
n

 th
e skin

…
an

d
 n

o
w

 th
e flab

b
y to

n
gu

e sw
elled

 an
o

th
er w

en
, sp

ro
u

ted
 a n

ew
 m

em
b

er…
W

ith
al

lo
n

g w
ith

 th
e rest; in

 ad
d

itio
n

; b
esid

es; m
o

reo
ver; 

likew
ise; as w

ell

B
u

t th
en

 - p
eo

p
le th

u
s iso

lated
 w

ere ap
t to

 d
evelo

p
 p

ecu
lair m

an
n

erism
s, an

d
 th

e seem
ed

 kin
d

ly w
ith

al.

Yu
-sap

p
h

ires
P

er ju
d

ge
H

e glan
ced

 at h
er sid

elo
n

g, stu
d

ied
 th

e ch
arm

in
g trian

gle o
f h

er face, th
e h

eavy b
lack h

air, th
e great 

lu
stro

u
s eyes, d

ark as yu
-sap

p
h

ires.



  

Page 11 

 

  

Mighty Deeds 
 
Jungle Warrior Mighty Deed: Vinery 
 
The successful Jungle Warrior knows how to best make use of the environment. A DC 13 Reflex check in 
the right environment allows a swinging warrior to attach a target, swooping down from above on one or 
more vines. After a successful hit, mighty deed results are as follows: 
 

Deed Die Vinery Result 
3 The warrior does 1d4 of damage colliding with one target. If the target is the same size 

or smaller than the warrior, it must make a DC 13 Strength check or be knocked to the 
ground for 1 round. 

4 The warrior does 1d5 of damage colliding with the target. If the target is the same size 
or smaller than the warrior, it is automatically knocked to the ground for 1 round. 
Creatures up to 50% larger than the warrior take damage and must make a DC 13 
Strength check or be knocked or the ground for 1 round. 

5 The warrior swings wide around up to 4 foes of the warrior’s size or smaller, 
“clotheslining” them with the vine for 1d6 damage each. The warrior may elect to 
collide with a 5

th
 opponent, or one of the first four, causing a further 1d5 of damage and 

automatically knocking the single opponent to the ground for 1 round. Alternatively, if 
the opponents are up to twice the warrior’s size, the warrior can sweep them with the 
vine for 1d6 damage each and collide with a third target or one of the original two, 
causing a further 1d5 of damage and forcing this one opponent to make a DC 15 
Strength check or be knocked to the ground for 1 round. 

6 The warrior picks up a loose vine on the way down into the fray. 2 creatures of up to 3 
times the warrior’s size, or 4 creatures of up to twice the warrior’s size or 8 creatures of 
the warrior’s same size or smaller suffer 1d7 of damage. Creatures up to twice the 
warrior’s size are automatically knocked to the ground for 1 round, while those thrice 
the warrior’s size must make a DC 18 Strength check or be knocked to the ground for 
1 round. 

7+ The warrior pulls a number of vines from the jungle canopy down upon any opponents. 
The vines (and coconuts and branches and small monkeys) come cascading down 
over an area with a 30’ radius, centered on the spot where the jungle warrior wishes to 
triumphantly land. All opponents under the collapse suffer 1d8 of damage, are 
automatically knocked to the ground for 1 round, and must spend 1d4 rounds 
unburying themselves from the floral wreckage. They are unable to perform any other 
action until the round after they have unburied themselves. 
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Monsters 
 

Bearboon (I) 
 
“When asked for a statement Dr David Berkpocet 
A.F.C. stated conclusively “The BEARBOON will rip 
your face off then wipe his bright red hind parts with 
it.” 
     – Christopher Ouellette, Bearmageddon News 
Network 
 
The first of two known types of baboon/bear hybrids, 
this ursine-sized creature combines the aspects of a 
brown bear and a baboon in a misleading 
countenance. If encountered when its hindquarters 

cannot be seen, this creature can pass for a large example of an ordinary baboon, until it is too late. 
 
Bearboon (I): Init +2; Atk bite +4 melee (1d6+5) or grab +2 melee (1d8+5 plus rake); AC 15; HD 6d8; MV 
40’ or climb 20’; Act 1d20; SP rake for additional 1d8+5 damage per round target is held; SV Fort +10, 
Ref +6, Will +2; AL C.  
 
Rake: Once the bearboon successfully grabs a target it continues to clutch their victim in subsequent 
rounds. Breaking the hold requires a DC 18 Strength check. Each round the target is held (including the 
first) the bearboon automatically succeeds in raking its victim while additionally being able to bite. 
 

 
 Bearboon (II) 
 
“San Diego Zoo officials confirmed the zoo was placed 
on lock down moments after the new bearboon exhibit 
was opened. The raging hybrids breached 
their enclosure Saturday, maiming hundreds and killing 
at least ninety-seven people. Many zoo animals were 
killed as well, including three hippos, all of the flamingos, 
and famed elephant TV star, Quentin Snuffly, best 
known for her role in car insurance commercials.” 
     – Mike Weber, Bearmageddon News Network 
 
The second of two known types of baboon/bear hybrids, 
this creature, while smaller than its cousin, is no less dangerous. A baboon with the head and claws of a 
bear, this bearboon combines the ferocity of a bear with the agility and speed of a baboon. To make them 
even more terrifying, these bearboons hunt in packs. 
 
Bearboon (II):Init +5; Atk bite +4 melee (1d8+2) or claw +3 melee (1d6+2); AC 15; HD 3d8; MV 30’ or 
climb 30’; Act 3d20; SP piling; SV Fort +4, Ref +6, Will +2; AL C.  
 
Piling: If a single bearboon scores two claw hits in a round, subsequent attacks made by other bearboons 
in the same round gain a +1 bonus to hit and damage. This bonus is cumulative for each bearboon that 
piles onto a single, hapless target. 
 
Bearboons are the creation of Axe Cop co-creator Ethan Nicolle (@axecop) and is used with his kind 
permission. A slew of other ursine horrors can be found in the pages of Bearmageddon as well as within 
Dickinson Killdeer's Guide to Bears of the Apocalypse. You may follow the nightmarish story of the 
bearboon at Bearmageddon News Network.  
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Devourer of Beauty 
 
   "Where does beauty vanish when it goes?" 
   "Beauty is a luster which love bestows to guile the eye. 
Therefore it may be said that only when the brain is without 
love will the eye look and see no beauty." 
     – Jack Vance, Guyal of Sfere (The Dying Earth) 
 
While some believe that beauty fades with time, or with the 
dying of love, there is a third cause – a more malevolent 
cause. The devourer of beauty is the foul spirit of a suicide 
that has been transformed by self-loathing into a creature 
determined to make the world over in their own self image. 
 
Devourer of Beauty: Init +2; Atk touch +6 melee (see below); 
AC 10; HD 3d12; MV fly 40’; Act 1d20; SP un-dead traits, 
immune to non-magical weapons, 1d4 special abilities; SV 
Fort +2, Ref +4, Will +6; AL C. 
 
Corrupting touch: Any creature touched by a devourer of 
beauty may be drained of their beauty (-1d4 Personality, DC 
14 Fort save to resist). In addition, this touch tarnishes metals, 
fades pigments, withers flowers, and more (per judge’s 
discretion).  
 
 
 

Twk-Man 
 
“On one of these rocks Mazirian saw a tiny man-thing 
mounted on a dragon-fly. He had skin of a greenish 
cast; he wore a gauzy smock and carried a lance twice 
his own length.” 
     – Jack Vance, Turjan of Miir (The Dying Earth) 
 
Twk men are an intelligent race of insect-sized 
humanoids. Loathe to enter combat unless defending 
themselves, the Twk-men are skilled scouts and spies 
who trade the intelligence they gather for supplies 
(primarily salt), or other exotic oils. 
 
Twk-Man: Init +4; Atk lance -1 melee (1d2); AC 12 + 
armor; HD 1d4-1; MV 10’; Act 1d20; SP telepathy; SV 
Fort -2, Ref +1, Will -2; AL L. 
 
Telepathy: Twk-Men are able to telepathically 
communicate with insects. This ability allows them to 
easily break and train their dragonfly mounts. 
Additionally it allows them to summon insect swarms 
(as per DCC RPG Core Rules, p. 419) to their defense 
if needed. 
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Patrons 
 
The Curator 
 

The Curator is an ancient being of profound wisdom. Once kept alive through artificial means, the vast 
knowledge accumulated within his prolonged lifetime refused to pass on with his mortal self. Now a 
formless intellect, the Curator can be called upon by those who prize knowledge. Supplicant wizards may 
select a lesser boon (lower result) from the Curator if so desired. 
 
Invoke Patron check results: 

12-13 The Curator grants the caster a glimpse of the underlying causes and effects of the next few 
seconds, allowing the wizard a +1 on their next action. 

14-17 The Curator has no knowledge of the situation that the wizard is in. Instead, the Curator 
allows the caster to tap into his own insight and subconscious understanding, thus adding the 
wizard’s Intelligence modifier to the value of his next spellburn. 

18-19 The Curator’s understanding of the motivation of the wizard’s foes grants a +2 bonus to his 
AC for the next turn. 

20-23 The Curator grants the knowledge of the safest route to any one location. 

24-27 The Curator allows the wizard to understand and communicate in any one spoken or written 
language for the period of one hour. 

28-29 The Curator’s knowledge of nature allows the wizard the knowledge to create an antidote to 
any one poison. The wizard must still find and gather all the requisite materials (judge’s 
discretion). 

30-31 The Curator bestows knowledge of an arcane nature upon the wizard, allowing him to negate 
any one single spell targeted at him in the next hour. 

32+ The Curator informs the wizard of the exact moment of his expected death. The wizard must 
immediately make a Fort save (DC 18) or immediately die of shock (which will thus have 
been the prediction). If a successful save is made, the wizard gains an additional Luck check 
the next time his body is recovered, representing their foreknowledge of events. This result 
may only be bestowed once. Treat future rolls as result 30-31. 

 
Patron Taint: The Curator 
When patron taint is indicated for the Curator, roll 1d4 on the table below. When a caster has acquired all 
taints at all levels of effect, the caster’s soul is cast out of their body, which becomes the new vessel for 
the Curator. 
 

Roll Result 

1 The Curator requires knowledge possessed by the caster, permanently stealing one point of 
Intelligence. This may not be recovered by any means, mundane or mystical. On the second 
instance of this taint, the cost doubles and, on the third and final acquisition of this taint, it 
doubles again. 

2 The skin of the wizard’s chest becomes covered in scrawling writing that details every event 
in his life. On this result being rolled a second time, the script enlarges as it spreads across 
the wizard’s legs. A third result spreads the text across the wizard’s arms. The fourth and final 
result spreads the script across the wizard’s face, with the most recent information being 
there. This allows anyone to literally read the wizard’s intentions on his face. 

3 The caster’s will is weakened by the crushing knowledge of the Curator, resulting in a 
permanent loss of one point of Personality. This may not be recovered by any means, 
mundane or mystical. This result may be obtained repeatedly, potentially reducing the 
wizard’s Personality to 3. 

4 The caster’s skin takes on an unnaturally pale cast, as if they have never seen the light of 
day. If the wizard’s skin is touched by the sun he immediately begins to sunburn for 1 point 
per round. This damage may be healed normally. This affect may only be rolled once. 
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  Patron Spells: The Curator 

The Curator has knowledge of all 666 wizard spells as well as knowledge of all spells granted by patrons 
and deities. He is willing to extend some of this knowledge to those who follow him, allowing even spells 
thought forever lost to history, or even from other worlds, to be embedded into the mind of his followers. 
Level 1: Any one 1

st
 level spell (Wizard or Cleric) – judge’s discretion 

Level 2: Any one 2
nd

 level spell (Wizard or Cleric) – judge’s discretion 
Level 3: Any one 3

rd
 level spell (Wizard or Cleric) – judge’s discretion 

 
Because of the varying nature of cleric versus wizard spells, all clerical spells so gained are cast with a 
reduction of one die type. When casting these spells, on a result of natural 1, the wizard suffers a 50% 
chance of major corruption or misfire, rolling on the generic tables as appropriate. 
 
Spellburn: The Curator 
The Curator makes specific demands of those who call upon him to increase their arcane might. When a 
caster utilizes spellburn, roll 1d4 on the table below. 
 

Roll Spellburn Result 

1 The wizard draws a quill across his skin, slicing into flesh and tendon (reflected with an 
expenditure of Strength, Agility, or Stamina). The blood is absorbed into the quill which floats 
into the air and traces out the instructions of the spell, releasing the pent up energies into the 
successful casting of the chosen spell. 

2 The caster begins reciting knowledge wholly unknowable to himself, or any other, still-living, 
mortal being. So disconcerting is this that the wizard is able to burn Personality as part of his 
spellburn. This attribute is regained per normal spellburn rules. 

3 The wizard’s spellburn is additionally fueled by the theft of knowledge from a single target. For 
every 5 points of spellburn, the chosen target loses a point of Intelligence, which is added to 
the spellburn total of the caster. Once burned, the information stolen is transferred to the 
consciousness of the Curator. 

4 The Curator grants the caster the ability to burn Intelligence as part of their spellburn. The 
caster benefits at a two-for-one ratio – but cannot be combined with the burning of physical 
attributes. 
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Pandelume 
 

Pandelume is a vastly powerful magician who lives in Embelyon, a land of his creation both of and not of 
the Earth. He is a master mathematician, the first since Phandaal, and knows all spells that were ever 
wrenched and molded from space. By his own law, no one may gaze upon Pandelume, and he always 
keeps his face and form hidden - to see Pandelume is to go mad. He appears to supplicants as an 
unseen man who speaks with a mellow voice of illimitable melancholy. Pandelume believes the universe 
is methodized by symmetry and balance; and in that every aspect of existence is this equipoise observed. 
Consequently, as a patron, he deals fairly with those that seek his aid, but always requires an equal gift in 
return from them. Even in the most trivial of dealings, this equivalence must be maintained. 
 
Invoke Patron check results: 

12-13 Pandelume grants the caster a glimpse of the underlying symmetry and beauty of the 
universe. The caster receives +4 to Will saves for the next hour. 

14-17 Pandelume is too busy to provide a response, but sends a piece of Embelyon to the caster in 
the form of a perfectly formed gem. The shifting prismatic light cast from the jewel can be 
used to detect enchantments and invisible beings in a 10’ radius. The gem will crack and 
break into dull facets after 1d6 rounds 

18-19 The caster hears the voice of Pandelume offering a bargain: Pandelume will imprison one of 
the caster’s enemies in a pocket universe for 1d6 rounds, but the caster must immediately 
spellburn 5 points of Strength, Stamina, or Agility. The caster can designate any target within 
100’. After returning, the target suffers -4 to all rolls for the same number of rounds it was 
imprisoned. 

20-23 Pandelume sends a perfectly shaped vat-creature imbued with limited intelligence to fight 
alongside the caster. After 1d6 rounds, the vat-creature dissolves into an iridescent formless 
mass that leaches into the ground.  
 
Vat-creature: Init +1; Atk fist +4 melee (1d6); AC 12; HP 30; MV 30’; Act 1d20; SV Fort +4, 
Ref +4, Will +4; AL N. 

24-27 Pandelume recognizes the urgent need of the caster and temporarily invests the knowledge 
of a random level 3 wizard spell into the caster’s mind. Knowledge of the spell will last until it 
is successfully cast or for one day, whichever comes first 

28-29 Pandelume grants an audience with the caster. A violent cloud carries the caster to 
Embelyon, where she is summoned before Pandelume in his manse. There Pandelume will 
accept the caster into an apprenticeship and spend the next several months teaching the 
caster of the underlying patterns of magic. Afterwards the caster is returned to the Earth 
where only a few moments have passed, receiving a +2 bonus on all spell checks for the next 
hour. 

30-31 The caster and all her allies within 30’ are whisked away to the safety of Embelyon where 
they may spend up to 1d6 days idling among its peaceful glens and dells. Afterwards they are 
returned to the location from which they were summoned. For each day spent in Embelyon, 
characters must make a DC 5 Will save or lose all desire to return to the real Earth.  

32+ With a shocked intensity, Pandelume appears before the caster’s enemies, revealing himself 
to them and driving madness into their souls. All creatures within 100’ must make a DC 20 
Will save or attempt to drive the vision from their sight for the next 1d6 rounds by fleeing, 
throwing themselves prone, gouging out their own eyes, etc. Sightless creatures or those 
covering their eyes, such as the caster’s allies if properly warned, are not affected. 
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Patron Taint: Pandelume 
When patron taint is indicated for followers of Pandelume, roll 1d6 on the table below. When a caster has 
acquired all six taints at all levels of effect, there is no need to continue rolling any more. 

Roll Result 

1 Pandelume requires part of the caster - a finger, a toe, an ear, etc. - for use in his 
experiments. If the result is rolled a second time, she must relinquish an organ or limb. If the 
result is rolled a third time, she must provide her brain to the vat-creature and after 1d4 days 
emerges as a clone of herself, re-rolling all her attributes and hit points. 

2 The caster’s form takes on aspects of Pandelume’s disturbing appearance as she becomes 
difficult to gaze upon, receiving a permanent -2 to Personality. If the result is rolled a second 
time, she takes on further aspects, altering her appearance in such as way to force those who 
view her to turn away in disgust, further reducing Personality by the same amount and 
causing -2 to all rolls made against her. If the result is rolled a third time, her appearance is 
significantly altered and her abilities are inhibited in such as way to permanently lower her 
Personality to 3, but causing those who see her true form a -4 to all rolls against her. 

3 The caster has a longing to leave the ruined pavilions of Earth and spends more and more of 
her time in isolation away from society. If the result is rolled a second time, she starts 
withdrawing further from the world, losing interest in the affairs of men and any material 
riches. If the result is rolled a third time, she abandons her friends and family and spends all 
of her time seeking a way to Embelyon. 

4 The caster becomes increasingly focused on ensuring the balance of all things. If the result is 
rolled a second time, she feels compelled to restore her actions to an equilibrium (e.g., if 
eating a fruit, she must plant a seed; if she kills a creature, she must save another from 
death). If the result is rolled a third time, she becomes so paralyzed with the consequences of 
her actions that she suffers a -4 to all initiative rolls. 

5 The caster must perform a request for Pantelume to recover an object located within 1d4 
days of travel. Until the object is retrieved, the caster is haunted by the muffled sounds of a 
screeching creature hunting her seemingly across space and time. Only she can hear it, and 
it seems to get closer each day. Subject to the judge’s discretion, if the caster fails to recover 
the item within a set time, a type IV demon will seek the caster until it finds and destroys her. 
If the result is rolled a second time, the item is guarded by a powerful enemy of Pandelume 
and some 1d4 weeks distant. If the result is rolled a third time, the item is a relic stolen by a 
demi-god or powerful spirit from another plane, requiring 1d4 months of dangerous travel.  

6 The caster becomes obsessed with understanding the underlying mathematical patterns of 
magic. If she pursues this compulsion and spends the next 1d4 days in uninterrupted febrile 
study, she is granted +1 to all spell checks for one random spell. This result can be rolled up 
to three times. 
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Patron Spells: Pandelume: 
To Pandelume, all magic has the same underlying mathematical foundation, whether it has a divine or 
scientific basis. Pandelume grants the knowledge to cast spells from the cleric spell list as follows: 
Level 1: Random 2

nd
 level Cleric spell 

Level 2: Random 3
rd

 level Cleric spell 
Level 3: Random 4

th
 level Cleric spell 

 
Because the wizard version of the spell is a different spell level, the wizard receives a -2 penalty to spell 
checks when casting it. When casting these spells, on a result of natural 1, the wizard suffers a 50% 
chance of major corruption or misfire, rolling on the generic tables as appropriate. 
 
Spellburn: Pandelume 
Pandelume responds to those who seek his aid with the patient understanding of long eons. When a 
caster utilizes spellburn, roll 1d4 on the table below. 
 

Roll Spellburn Result 

1 An intricate pattern of magical energy appears on the ground before the caster, through which 
she must strain to navigate, drawing out the chosen ability scores (expressed as Stamina, 
Strength, or Agility loss). 

2 The caster is transported to Embelyon where Pandelume sits in unseen judgement. If the 
caster is judged worthy, she is sent back weakened by the effort (expressed as Stamina, 
Strength, or Agility loss). 

3 The equipoise of the universe requires the caster to take the spellburn equally from each 
ability: Strength, Stamina, and Agility (divided equally, rounded up). If refused, the spellburn 
cost is doubled. 

4 Pandelume offers the caster the ability to spellburn up to 10 points without any ability damage. 
Instead, the spellburn is randomly drawn from the ability scores of one of her companions in 
her place. 

 



  

Page 19 

 

  



  

Page 20 

 

  

Spells 
   

Spell  Life Gong 

Level 3 

Range  Self 

Duration Varies 

Casting Time  1 Week or more (see below) 

Save  Will vs. Spell Check DC 
General This lengthy ritual entraps the soul of a target creature to the will of the caster, binding 

it to a magical bronze gong that can be used to compel the target into acting in the 
caster’s service. It is often used by guileful wizards seeking dominion over their magical 
rivals to force them to answer questions or reveal hidden knowledge. Once the binding 
is made, the caster can strike the gong a number of times based on the results of the 
spell check, causing the target intense pain as the resulting tone resonates along the 
connection to their life, and summoning a vision of the target before the caster. The 
spell check is made upon completion of the ritual, and a minimum spellburn of 10 
points is required to cast this spell. On a successful casting, the caster may choose to 
invoke any effect of equal to or less than his spell check, allowing a range of options 
with every successful casting to produce a weaker but potentially more useful result.                                        
 
The gong and hammer must be forged while the spell is cast. The caster must spend a 
minimum of 1000 gp to acquire the basic precious metals used in its construction and 
engage a master blacksmith to forge the instrument, as well as an additional amount 
equal to the spell check number × 100 gp. 
 
Destroying the life gong also destroys any portion of lifeforce entrapped within it, 
causing the target to lose 1d4 hit points permanently 

Manifestation  N/A 
Corruption Roll 1d8: (1-4) minor; (5-7) major; (8) greater.  

Misfire Roll 1d4: (1) the caster’s own life force is sucked into the gong, leaving her body a dull 
vessel that writhes in pain each time the instrument is struck. The caster can only be 
released by destroying the gong; (2) an imprisoned portion of the lifeforce of a powerful 
wizard is released from the gong - the caster must make a DC 20 Will save or be 
possessed by the spirit. The spirit will attempt to conceal its presence from the caster’s 
allies while it seeks for a way to make the possession permanent. The Will save can be 
rerolled each week of possession; (3) the gong shatters into fragments, inflicting 1d6 
points of damage on the caster and destroying objects within 5’; (4) both the caster’s 
and the target’s lifeforces are trapped within the gong for 1d4 rounds and forced into a 
contest of wills as positive and negative energies of phlogiston clash and surround 
them. Each round they must make opposed Personality checks, with the loser gaining 
a major corruption. If the gong is destroyed while the two beings are trapped, they must 
struggle against each other eternally. 

1 Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint 
+ misfire; (1-3) corruption; (4) patron taint (or corruption if no patron); (5+) misfire. 
Unlike normal spells, the spell is lost for an entire month, not simply one day. 

2-11 Lost. Failure. Unlike normal spells, the spell is lost for an entire month, not simply one 
day. 

12-15  Failure, but spell is not lost. 
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16-17 The target creature is linked to the life gong and may be summoned up to once per 
week. The target must be known to the caster and the caster must have a personal 
item or physical component (blood, hair, fingernails, etc.) of the target. Each week, the 
target may make a Will save vs. the spell check to break the link and dissolve the 
connection to the life gong. When summoned, the target must truthfully answer a single 
question from the caster or suffer a -2 penalty to all attack rolls, damage rolls, skill 
checks, spell checks, and saving throws for 1d4 days. Each time the caster summons 
the target, the caster feels weak for several hours afterwards and loses 1d3 point of 
temporary Strength. 

18-21 The target creature is linked to the life gong and may be summoned up to once per 
day. The target must be known to the caster and the caster must have a personal item 
or physical component (blood, hair, fingernails, etc.) of the target. Each week, the 
target may make a Will save vs. the spell check to break the link and dissolve the 
connection to the life gong. When summoned, the target must truthfully answer a single 
question from the caster or suffer a -2 penalty to all attack rolls, damage rolls, skill 
checks, spell checks, and saving throws for 1d4 days. Each time the caster summons 
the target, the caster feels weak for several hours afterwards and loses 1d3 point of 
temporary Strength. 

22-23 The target creature is linked to the life gong and may be summoned up to once per 
day. The target must be known to the caster and the caster must have an inkling of the 
target’s lesser secret name. Each month, the target may make a Will save vs. the spell 
check to break the link and dissolve the connection to the life gong. When summoned, 
the target may be compelled to reveal a piece of hidden knowledge or truthfully answer 
a single question from the caster or suffer a -3 penalty to all attack rolls, damage rolls, 
skill checks, spell checks, and saving throws for 1d4 days. Each time the caster 
summons the target, the caster feels weak for several hours afterwards and loses 1d3 
point of temporary Strength. 

24-26 The target creature is linked to the life gong and may be summoned up to once per 
day. The target must be known to the caster and the caster must know the target’s 
lesser secret name. Each month, the target may make a Will save vs. the spell check to 
break the link and dissolve the connection to the life gong. When summoned, the target 
may be compelled to reveal a piece of hidden knowledge or truthfully answer a single 
question from the caster or suffer a -4 penalty to all attack rolls, damage rolls, skill 
checks, spell checks, and saving throws for 1d4 days. Each time the caster summons 
the target, the caster feels weak for several hours afterwards and loses 1d3 point of 
temporary Strength. 

27-31 The target creature is linked to the life gong and may be summoned up to twice per 
day. The target must be known to the caster and the caster must know the target’s 
lesser secret name. Each month, the target may make a Will save vs. the spell check to 
break the link and dissolve the connection to the life gong. When summoned, the target 
may be compelled to take an action requested by the caster or suffer a -4 penalty to all 
attack rolls, damage rolls, skill checks, spell checks, and saving throws for 1d4 days. 
Each time the caster summons the target, the caster feels weak for several hours 
afterwards and loses 1d3 point of temporary Strength. 

32-33 The target creature is linked to the life gong and may be summoned up to three times 
per day. The target must be known to the caster and the caster must know the target’s 
greater secret name. Each month, the target may make a Will save vs. the spell check 
to break the link and dissolve the connection to the life gong. When summoned, the 
target may be compelled to take an action requested by the caster or suffer a -4 
penalty to all attack rolls, damage rolls, skill checks, spell checks, and saving throws for 
1d4 days. Each time the caster summons the target, the caster feels weak for several 
hours afterwards and loses 1d3 point of temporary Strength. 
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34-35 The target creature is linked to the life gong and may be summoned up to three times 
per day. The target must be known to the caster and the caster must know the target’s 
greater secret name. The target may make a Will save vs. the spell check to break the 
link and dissolve the connection to the life gong once a year. When summoned, the 
target may be compelled to take an action requested by the caster or suffer a -4 
penalty to all attack rolls, damage rolls, skill checks, spell checks, and saving throws for 
1d4 days. Each time the caster summons the target, the caster feels weak for several 
hours afterwards and loses 1d3 point of temporary Strength. 

36+ The power of the ritual permanently links the target creature to the life gong and the 
target may be summoned up to four times per day. The target must be known to the 
caster and the caster must know the target’s greater secret name. When summoned, 
the target may be compelled to take an action requested by the caster or suffer a -4 
penalty to all attack rolls, damage rolls, skill checks, spell checks, and saving throws for 
1d4 weeks. Each time the caster summons the target, the caster feels weak for several 
hours afterwards and loses 1d3 point of temporary Strength. 
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Transportation 
 

Live Boots 
 
Live Boots are a type of magical creature crafted by powerful wizards to enable effortless travel over long 
distances. When donned, Live Boots impart their movement rate to the wearer, but squirm with 
impatience to be underway, making them difficult to restrain. 
 
Live Boots: Init +0; Atk none; AC 10; HD 1d4; MV 60’; Act N/A; SP can be worn; SV Fort +0, Ref -2, Will 
+0; AL N. 
 
As a type of living creature, Live Boots can suffer damage, and impetuous magicians have been known to 
wear them out to death. For each turn of use, the Live Boots must make a DC 10 Fort save or suffer 1 hp 
of damage. Judges should secretly roll for the hit points of the boots when they are created. For each hit 
point of damage taken, the live boots MV is reduced by -5’. If the boots drop to 0 hp, they become flaccid 
and flax and inert. While worn, Live Boots inflict a -2 to Ref saves due to the constant efforts the wearer 
must make to control them. 
 
 
Oasts 
 
Oasts are a giant race of men raised to be used as mounts by the uncivilized tribes living below the crags 
of Fer Aquila. Hulking men 8’-9’ tall, they have waxy faces with dull expressions and watery blue eyes, 
and communicate in an unintelligible hoarse snuffling. It is said that properly braised and kettled, oast-
flesh is especially delicious. 
 
Oast (8’-9’ tall, 700 lbs.): Init -1; Atk fist +4 melee (1d8+4); AC 14; HD 5d10; MV 40’; Act 1d20; SP crit 
on 19-20; SV Fort +6, Ref +2, Will +4; AL N. 
 
Oasts carry their riders atop their massive shoulders and run with long loping strides. Due to their size, 
attacks made while riding an oast against unmounted or horse-mounted opponents gain a +1 bonus, and 
their height grants a +1 AC. Unlike horses, oasts cannot be used for charging. 
 
Though docile mounts, characters used to riding horses find it difficult to stay on an oast running at full 
speed and can do little else but cling to their long shocks of yellow hair. Oasts are also easily spooked; if 
an oast is struck in combat, their rider must make a DC 10 Agility check or be flung from the oast’s back. 
A character trained in oast-riding rolls 1d20 on this check; untrained characters roll 1d10. A character 
flung from an oast lands prone and must spend his next round standing up. 
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Weapons 
 

Lasso 
 
Roll to attack like normal. Be sure to include any bonuses from being hidden, on higher ground, and from 
Backstab. If the attack roll is equal to or higher than the DC, it successfully entangles the target. If the 
target is living, it gets a Reflex save against the attack roll total to escape; otherwise, it is constrained. A 
constrained target cannot move or take any action other than to talk. Once constrained, the target can 
attempt on future rounds to escape with a Strength or Agility check (to burst the rope or wiggle free) 
against a DC of 20. The rope can also be cut, of course. 
 
Target Size     DC 
Animal-sized (like a bull or a lion)  10 
Man-sized     15 
Small, like a man’s hand or weapon  20 
 
A man-sized lasso cannot lasso anything smaller or larger than what is listed above. 
 
An example: 
 

Tarzan, with the class of Jungle Born, is hiding in a tree above where Sabor, the lioness, is walking. 
He is hidden (+2), on higher ground (+1), and at close range. He is trained in the use of the lasso 
so rolls a d20. He rolls a measly 9 but with his bonuses, he gets a 12. The judge may also rule that 
this is a feat of strength for the Jungle Born and Tarzan may also roll a Primal Die. In this case, the 
d4 is rolled, adding another 2 to the attack roll, giving Tarzan a total of 14. 
 
Since 14 is higher than the animal-sized DC of 10, Sabor is entangled. She can attempt to escape 
by rolling a Reflex save equal to the attack roll total of 14. She only rolls a 12 so she is constrained  
and cannot move or take any action except to growl. Tarzan then lifts the lioness up into the tree 
and savagely stabs her in the heart with his hunting knife. 

 
 

Damage  Range   Cost 
Lasso  1   10/20/30  3 sp 
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