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Off-White Cube is a hack of a hack of a
hack of the original White Box D&D. It is
not revolu�onary - it uses a similar
framework to encourage quick, crea�ve
and strategic gameplay with only a d6.

Features of Off-White Cube:
• players just need a d6
• single-roll a�acks (and exploding dice!)
• four a�ributes
• health �ed into slot-based inventory
• zone-based movement & distances
• Vancian and non-Vancian magic

Much inspira�on was drawn from:
• Basic Fantasy RPG (Chris Gonnerman)
• The Conjuror Class (Emmy Allen)
• Electric Bas�onland (Chris McDowell)
• Eorathril (Alan Bahr)
• GLOG (Arnold Kemp)
• The Hero’s Journey (James Spahn)
• Into the Odd (Chris McDowell)
• Knave (Ben Milton)
• Maze Rats (Ben Milton)
• Swords & Wizardry Complete Edi�on

(Ma�hew Finch)
• Ultraviolet Grasslands (Luka Rejec)
• White Box Expanded Lore (Simon

Piecha)
• White Box: Fantasy Medieval

Adventure Game (Charlie Mason)
• White Box Op�ons (James Spahn)

PRETENTIOUS LABELS
As is tradi�on, let’s rename ‘players’ and
‘game masters’: henceforth they are
Guests and Hosts. A Host provides their
Guests a service, but they are a player too.

Gameplay pg. 2
Combat pg. 3
Equipment pg. 4
NPCs pg. 5
Followers pg. 5
Addi�onal Rules pg. 6
Op�onal Rules pg. 7
Character Crea�on pg. 8
Character Classes

Assassin pg. 11
Barbarian pg. 12
Bard pg. 13
Cleric pg. 14
Druid pg. 16
Fighter pg. 18
Monk pg. 19
Specialist pg. 20
Swashbuckler pg. 21
Wizard pg. 22
Adventurer pg. 24

INTRO CONTENTS
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CHALLENGE ROLLS
Most rolls for a tricky ac�on with a
reasonable chance of failure require the
roll of a d6, adding relevant modifiers
(most of which will be +/-1) and aiming to
roll a total of 6 or above. Rolling a 6 always
succeeds, rolling a 1 always fails.

If failing a roll would make a character of
their class or background look grossly
incompetent, don’t roll.

If an ac�on could be done in ten minutes
of repeated a�empts, don’t roll.

If an ac�on could not possibly be
successful, don’t roll.

Bonuses and penal�es might come from:
• good (or bad) plans, if a roll is s�ll

necessary
• a�ributes, on most rolls
• combat modifiers, when a�acking
• save modifiers, when avoiding or

resis�ng harmful effects
• class-based specialisms on relevant

tasks
• par�cularly easy or difficult tasks

HIT DICE & HIT PROTECTION
At the beginning of each character level,
roll a d6 for each Hit Dice (HD) the class
has (a +1 means an addi�onal +1 to the
total roll) to determine the character’s
maximum HP - Hit Protec�on is an
indicator of a character’s ability to avoid
injury. If a character is reduced to 0 HP,
then they are unable to avoid incoming
harm.

ATTRIBUTES
Each a�ribute is represented by a number
and a modifier, which can be applied to
certain rolls.

• DIScipline – courage, self-control and
willpower – affects prayers and chants,
and withstanding magical affects

• MIGht – strength, toughness and
endurance – affects melee combat and
withstanding physical effects

• NIMbleness – athle�cism, coordina�on
and reflexes – affects defence and
ranged combat, and avoiding physical
effects

• WITs – intelligence, ins�nct and speed
of thought – affects magic and avoiding
magical effects

MOVEMENT AND ACTIONS
Characters may make one move and one
ac�on per turn or round. Moving towards
or away from something shi�s you one
step along the following chain:

Close < Near < Far < Distant

In the space of a turn, you can:
• touch something Close
• run up to and touch something Nea
• affect something Far
• not affect anything Distant

These labels are rela�ve – what is Near
over a day’s travel is different from what is
Near when figh�ng in a castle dungeon.

If more granular measurements are
required, consider coun�ng in Spans
(an average human’s outstretched arms).

GAMEPLAY
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CAPACITY
Characters have 20 capacity slots in which
they may carry items. Carrying more than
10 slots means a character is Slowed;
limited to either a move or ac�on a turn.

Groups of �ny items may be treated as a
single slot. Large items may take up more.
100 coins take up a single slot.

ENCUMBRANCE
If the character picks up a condi�on (such
as exhaus�on), then one capacity slot is
filled with an Encumbrance as if it were an
item. If the slot already had an item in it,
the Encumbrance takes priority.

If a character has been reduced to 0 HP
and takes further damage, each point of
damage then becomes an Encumbrance.

If a character ever finds themselves with
10 Encumbrances, they die.

BREATHERS
Characters can take a moment to recollect
themselves and catch their breath. A
breather allows characters to regain 1d6
HP at the risk of more encounters.

RESTS
Res�ng requires a proper rest (such as one
night) in a place of safety and one Supply
(or meal) to remove an Encumbrance.

EXPERIENCE AND LEVELS
Characters gain 1 experience point (XP) for
each coin they bank. A�er reaching the
next level and a rest, they roll their new
HD (always improving HP by at least 1).

SURPRISE
If appropriate, at the start of a combat the
Host should roll a d6 for each side to see if
they’ve been surprised. Surprised sides
(on the roll of 1-2) can’t do anything on
the first turn.

TURN ORDER
If a turn order needs to be established,
one Guest rolls a d6. On a 4-6 the PCs go
first this round, on a 1-3 the NPCs go first.
Roll again at the start of each turn.

ATTACKING
To a�ack a creature, roll a d6 and add the
class Combat Bonus. For a melee a�ack,
also add the character’s MIG bonus, or
NIM bonus for a ranged a�ack. The total
(minus the target’s Defence) is taken from
the target’s HP.

If the total is lower than the Defence, then
the a�ack has failed.

Rolling a 1 is always a failed a�ack.

If the die comes up as 6, roll again and add
to the total. Modifiers are only applied
once to the total, not to each die.

DEFENCE
A character’s Defence is determined by
their armour plus their NIM modifier.

COMBAT
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Much of the base mechanical nature of
equipment is abstract. Guests and Host
should work together to make items
flavourful and interes�ng.

Guests should decide when they purchase
weapons or armour what precise item it is
(e.g. a sword, axe or spear? A bow,
crossbow or sling?).

How these items work (beyond, say,
rolling a d6 to cause damage) can be
discussed between Guest and Host (e.g. a
spear can be used from a second rank,
slings deal bludgeoning damage rather
than piercing, metal armours rust).

WEAPONS
One-handed weapons may be used while
holding a shield.

When a�acking with a one-handed melee
weapon in each hand, characters may
choose to re-roll their first damage die.

When a�acking with a two-handed
weapon, characters may re-roll 1s.

Ranged weapon slots include ammuni�on.

ARMOUR
Armour marked (x) prevents the use of a
Nimbleness bonus for anything.

A shield may be sacrificed to avoid
damage from a single a�ack.

Fine armour, which reduces required slots
by 1, may be purchased at 2x the basic
price. Exquisite armour, which reduces
required slots by 2, may be purchased at
4x the basic price. Armour will always take
up at least 1 slot.

ADVENTURING SUPPLIES
A Supply takes up an inventory slot. A
Supply may be permanently converted to
a piece of mundane adventuring gear.

A Supply costs 5 gold pieces, and may be
wri�en simply as ‘Supply’ in a slot.

Here are some examples of what a supply
might be converted into:
Caltrops Lockpick Piton
Chalk Marbles Ra�on
Crowbar Metal file Rope
Dagger Small mirror Sack
Glue Nails Soap

Hammer Net Torch
Iron tongs Paper sheets Twine

EQUIPMENT

Weapon Ranges Slots Coin

Ranged,
one-handed

Close,
Near 2 15

Ranged,
two-handed

Near,
Far

3 30

Melee,
one-handed

Close 1 5

Melee,
two-handed

Close 2 20

Armour Defence Slots Coin

Light 1 1 20
Medium 2 2 50
Heavy (x) 3 3 120
Full (x) 4 4 300
Helmet +1 1 20
Shield +1 1 10
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REACTIONS
If encountering NPCs (including monsters)
of uncertain disposi�on, the party declares
or roleplays what sort of approach they
are making (e.g. in�mida�ng). The Host
rolls a d6 and adds the leading character’s
most appropriate a�ribute modifier, and
interprets the result according to the NPC
and approach.

MORALE
Depending on the NPCs involved, the Host
may decide to see their response (such as
when reduced to half numbers, or at the
death of a leader) and roll on the reac�on
table. References to nega�ve and posi�ve
results is based upon Guests’ interests.

PORTERS
Porters will carry 10 slots of equipment for
characters. They will not willingly engage
in combat or put themselves in extra
danger. Most porters have 1HD and
expect 5 coin a day per HD, plus expenses.
They die at 0HP.

COMBATANTS
Combatants are prepared to fight, and will
back up the party in combat. They will
usually demand 10 coin a day per HD, and
expect the party to provide appropriate
equipment and expenses. They will resent
facing more danger than their employers.
They carry only their own equipment.
They die at 0HP.

LOYALTY
All Porters and Combatants have a
modifier: loyalty. Usually this stands at 0,
but can be increased by offering be�er
wages, or reduced with poor wages or
placing them in par�cular danger.

If something happens which would cause a
follower to ques�on their employer’s
leadership, the character should make a
challenge roll adding the follower’s loyalty
modifier. Circumstances should dictate
what a failure means - it might simply be
disobeying an order or it could be fleeing
back home with all the party’s gear.

RETAINERS
Trusted followers can become retainers.
The Guest may divide any gold (and thus
XP) between the main character and their
classed retainers, giving each at least 25%.
Retainers are akin to backup characters.
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Roll Reac�on

1 Highly nega�ve
2-3 Nega�ve
4-5 Posi�ve
6 Highly posi�ve



DUNGEONS

TIMEKEEPING
A turn in a dungeon environment is
usually around 10 minutes. Every 2 turns,
or whenever the party does something
that might draw a�en�on, roll a d6 - on a
1 they encounter something. Or
something encounters them. On a 2 or 3
they may find some evidence of what
wanders the area.

It usually takes an ac�on to thoroughly
check the floor, wall, ceiling or contents of
most rooms, whether this is for traps,
treasure or secret doors. If a character
wants to scour the room quickly, the
Guest should note relevant modifiers for
the Host to make a secret challenge roll. It
doesn’t take an ac�on, but they cannot be
sure that they’ve exhausted the
possibili�es.

Characters can usually move through two
normal-sized rooms a turn.

SURPRISE ENCOUNTERS
If the party comes across an unan�cipated
group of creatures, both sides should roll a
d6. On a 1-2, that side is surprised and
cannot act on the first round of ac�vity.

TRAPS
If a character triggers an unseen trap, the
Host should give the character a chance to
react ins�nc�vely. Depending on how the
Guest describes this reac�on, a challenge
roll may be required.

WILDERNESS

Each day consists of three turns: morning,
a�ernoon and night.

TRAVEL TURNS
Each turn, characters can move
somewhere Near and take an ac�on,
unless one of them is Slowed.

Ac�ons may include another move, or
exploring. Travelling on difficult terrain
requires both a move and ac�on.

The party may rest if they have not moved
that turn.

At the end of each morning / evening turn,
roll a d6 - on a 1 they encounter
something (see Timekeeping). Roll twice at
the end of a night turn.

TRAVEL WEARINESS
A�er a night turn, each character should
make a challenge roll for each move the
party took that day. -1 if they moved over
difficult terrain, -2 if the terrain was
par�cularly arduous.

Failing any of the rolls gains the character
an Encumbrance for every day they have
not rested (minimum of 1).

DIFFERENT SCALES
The rules above assume a party making
three or four moves a day. To track shorter
distances (such as through smaller-sized
hexes), increase the number of turns, or
reduce them over larger distances / hexes.

ADDITIONAL RULES
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LEVELLING UP
Characters may a�empt to improve their
a�ributes when they level up. Roll 3d6 for
each a�ribute - if the original a�ribute
value is lower, increase it by 1.

CHARMED AND PARALYSE EFFECTS
If a character is charmed or paralysed,
they may choose to resist the effect. Doing
so drains them - taking 1d6 damage the
first round they act against the effect, 2d6
the second round, 3d6 the third, etc.

LETHAL PROBLEM SOLVING
Rather than a save vs death meaning the
instant loss of a character, give the party
one round to see how they might save
their companion (e.g. amputa�ng a limb
pierced with a lethal poison).

CASTING ABILITY
Characters with capacity for cas�ng slots
(chants, prayers, spells) may use
spellbooks and scrolls without penalty.
Characters without any such slots must
succeed on a challenge roll to avoid
suffering some magical side effect.

ARCANE STUDY
Learning new spells takes a bit of �me and
a lot of effort. Anyone with capacity for
arcana spell slots can make a challenge roll
to learn a spell, using DIS as a modifier. On
a success, they learn it in one night’s
study. On a failure, take the original d6
result (excluding modifiers) - that is how
many nights’ study it takes to learn the
spell.

DETERMINING PRICES
Some�mes the Host won’t have a specific
cost for something in mind. An op�on
would be to determine which category a
product or service falls into, and mul�ply
the roll of a d6 accordingly:

If the d6 rolls a 6, roll again instead and
treat it as one category up or down
depending on what is less favourable for
the character.

HAGGLING
Using the pricing method above, a
character may choose to re-roll a d6 as
many �mes as their DIS modifier. They
must accept the second result. A nega�ve
modifier indicidates that the Host may re-
roll on behalf of the NPC.

JOB MARKET
Instead of automa�cally accep�ng the
standard payment, poten�al hirelings may
roll reac�on rolls when presented with the
party’s offer. On a nega�ve result, they
may refuse outright or seek a be�er offer.
Highly posi�ve results boost loyalty.

OPTIONAL RULES

Category Cost Mul�plier

Common x1
Uncommon x10

Rare x100
Exo�c x1000
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1. Guests should roll 3d6 and write
down the total for each a�ribute in
order (MIGht, NIMbleness, DIScipline,
WITs), and then roll a further 3d6. You
may switch this final total for that of
one of the a�ributes if you wish.

2. Write down the modifier for each
a�ribute.

3. Mul�ply the unused 3d6 total by 10;
this is how many gold coins the
character starts with.

4. Choose a class and note down its
abili�es and features.

Assassin (NIM) pg. 11
Barbarian (MIG) pg. 12
Bard (WIT) pg. 13
Cleric (DIS) pg. 14
Druid (DIS) pg. 16
Fighter (MIG) pg. 18
Monk (DIS) pg. 19
Specialist/Ranger/Thief (NIM) pg. 20
Swashbuckler (NIM) pg. 21
Wizard (WIT) pg. 22
Adventurer pg. 24

5. Note down the experience points
needed to advance to the next level.

6. Roll your hit die to determine your
max HP.

7. Write down your class’ Combat
Bonus.

8. Write down your class’ save bonus
and note down any addi�onal
circumstance-based bonuses.

9. If you character has any addi�onal
bonuses or spell slots, note these
down

10. Purchase equipment for your
character (pg. 4).

11. Write down your Defence (include
your NIM modifier if appropriate).

12. Give your character a name and
background (usually a one-word
descriptor). The background will help
guide you and the Host as to the
character’s competencies.

If you would like some prompts,
consider using the tables opposite.

CHARACTER CREATION

A�ribute Score Modifier

3 -2
4-7 -1
8-13 0
14-17 +1
18 +2
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d66 1 2 3 4 5 6

1 Askew Derico� Herdlere Longusfaber Petypase Twarby

2 Bankno� Elmebrigge Holbrook Madswain Redclerk Vadlets

3 Brudenell Fressheharyng Jolifwill Noblepas Ryall Wastehose

4 Chilton Fyppound Kesteven Noke Slaywright Wyville

5 Crookbone Gobberd Langskinner Obson Spebbington Yornold

6 Dankworth Goodhyne Liripine Peel Stertwayt Youngbond

d66 1 2 3 4 5 6

1 Apothecary Burglar Entertainer Jeweller Noble Shepherd

2 Appren�ce Carpenter Farmer Labourer Poacher Slave

3 Baker Cartographer Forager Mariner Priest Tailor

4 Bandit Clerk Gambler Mason Pros�tute Tax collector

5 Barkeep Cour�er Hermit Merchant Rat-catcher Urchin

6 Blacksmith Dockhand Hunter Miner Servant Village idiot

d66 1-2 3-4 5-6

1 A be�er life Freedom Love

2 Acceptance Glory Mastery

3 Discovery Infamy Power

4 Enlightenment Informa�on Revenge

5 Excitement Jus�ce Riches

6 Fame Learning Status

My name is...

I used to be a(n)...

But I now adventure for...
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CHARACTER
CLASSES
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Level XP
Hit
Dice

Combat
Bonus

Save
Bonus

Stealth
Bonus

1 0 1 +0 +1 +1
2 1,250 2 +1 +1 +1
3 2,500 3 +2 +2 +1
4 5,000 3+1 +2 +2 +2
5 10,000 4 +3 +2 +2
6 20,000 5 +4 +3 +2
7 40,000 6 +4 +3 +3
8 80,000 6+1 +5 +3 +3
9 160,000 7 +6 +4 +3
10 320,000 8 +6 +4 +4

ASSASSIN

WEAPONS AND ARMOUR
Assassins may wield any weapon, but may
only wear light armour. They may not use
shields or helmets.

EXTRA SAVE
When in disguise, Assassins may use their
save bonus on rolls to avoid being
revealed. If their disguise is unknown to
the inves�gator, they may also add their
stealth bonus.

EXPERIENCE BONUS FROM NIMBLENESS
Assassins with a NIM score of 15+ can
reduce the amount of XP they require for
each level by 10%.

STEALTH
If the Assassin a�empts a stealth-based
ac�on, they may add their Stealth Bonus
to any required challenge rolls.

BACK STAB
An Assassin’s Combat Bonus is doubled if
their targets don’t know of their presence.
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Level XP Hit
Dice

Combat
Bonus

Save
Bonus

1 0 1+1 +2 +1
2 2,500 2+1 +3 +1
3 5,000 3+1 +4 +1
4 10,000 4+1 +4 +2
5 20,000 5+1 +5 +2
6 40,000 6+1 +6 +2
7 80,000 7+1 +6 +3
8 160,000 8+1 +7 +3
9 320,000 9+1 +8 +3
10 640,000 10+1 +8 +4

BARBARIAN

WEAPONS AND ARMOUR
Barbarians may use any melee weapon.
The may use light armour, helmets and
shields.

EXTRA SAVE
Barbarians get an addi�onal +1 to rolls
against spells, magical effects and fear.

EXPERIENCE BONUS FROMMIGHT
Barbarians with a MIG score of 15+ can
reduce the amount of XP they require for
each level by 10%.

STUBBORN RESOLVE
If the Barbarian’s bears 10 Encumbrances,
instead of dying they regain d6 HP. If their
HP drops to 0 again before removing an
Encumbrance, they die.

POWERFUL RUNNERS
By gaining an Encumbrance, Barbarians
may make an extra move or an extra
ac�on in a turn.
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Level XP
Hit
Dice

Combat
Bonus

Save
Bonus

Spell Tier
1 2 3

1 0 1 +0 +1 - - -
2 1,250 1+1 +0 +1 1 - -
3 2,500 2 +0 +1 2 - -
4 5,000 2+1 +1 +2 2 1 -
5 10,000 3 +1 +2 2 2 1
6 20,000 3+1 +2 +2 2 2 1
7 40,000 4 +2 +3 2 2 2
8 80,000 4+1 +3 +3 2 2 2
9 160,000 5 +4 +3 3 3 3
10 320,000 5+1 +5 +4 3 3 3

BARD

WEAPONS AND ARMOUR
Bards may use any ranged weapon and
one-handed melee weapons. They may
use light and medium armours, helmets
and shields.

EXTRA SAVE
Bards get an addi�onal +1 to rolls to resist
charm effects.

EXPERIENCE BONUS FROMWITS
Bards with a WIT score of 15+ can reduce
the amount of XP they require for each
level by 10%.

ENTRANCING MUSIC
By gaining an Encumbrance, a Bard can
enchant creatures totalling up to the
Bard’s HD or lower. They become docile
and compliant unless a�acked or the Bard
is hurt or distracted. They cannot be
enchanted again. Dead, undead and
demonic beings are unaffected.

SPELLCASTING
From level 2, Bards may buy a blank
spellbook and transcribe spells as they find
them. They have a number of slots per �er
they may use to cast magic. They can cast
their spells at whatever �er they wish if
they have an unused slot for it.

• A Bard can dispel their spells. If hurt
they must roll a save to keep them
ac�ve.

• T indicates the spell’s �er.
• Unwilling targets may roll to save

against a spell’s effects.
• For conceptual purposes, a span is

roughly two outstretched human arms.

Spell
Tier

Total Target
Levels Range Dura�on

1 1 Close 1 hour

2 Up to 4 Near 1 day

3 Up to 9 Far 1 week

4 Up to 16 In sight 1 month

5 Up to 25 A visited
loca�on 1 year
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Level XP Hit
Dice

Combat
Bonus

Save
Bonus

Prayer Tier
1 2 3 4 5

1 0 1 +0 +1 - - - - -
2 1,500 2 +0 +1 1 - - - -
3 3,000 3 +0 +1 2 - - - -
4 6,000 3+1 +1 +2 2 1 - - -
5 12,000 4 +1 +2 2 2 1 - -
6 24,000 5 +2 +2 2 2 1 1 -
7 48,000 6 +2 +3 2 2 2 1 1
8 96,000 6+1 +3 +3 2 2 2 2 2
9 192,000 7 +4 +3 3 3 3 2 2
10 384,000 8 +5 +4 3 3 3 3 3

CLERIC

WEAPONS AND ARMOUR
Clerics may use any melee weapons and
one-handed ranged weapons. They may
use any armour.

EXTRA SAVE
Clerics get an addi�onal +1 bonus on rolls
to resist poison and paralysis.

EXPERIENCE BONUS FROM DISCIPLINE
Clerics with a DIS score of 15+ can reduce
the amount of XP they require for each
level by 10%.

PRAYERFULNESS
Clerics may issue a prayer from the
standard list of Clerical prayers as long as
they have an unused slot in the
appropriate �er. The slots replenish a�er a
night’s rest. They may not make the same
prayer more than once a day.

The Guest and Host should work together
to create one prayer specific to the Cleric’s
deity.

REPEL UNDEAD
Roll any number of d6 and add the Cleric’s
DIS modifer to each. For each d6 rolled the
Cleric gains an Encumbrance. The total is
how many levels of undead creatures the
Cleric may repel. Repelled undead may not
come any closer than Far to the Cleric.

e.g. a Cleric rolls a 4 on a d6, and adds
their +1 DIS modifier. They may repel 5x
level 1 undead, or 2x level 2 and 1x level 1
undead.

Alterna�vely, Clerics can destroy undead
at twice the level cost.

e.g. in the example above, the Cleric could
destroy 2x level 1 and repel 1x level 1
undead, or destroy 1x level 2 and repel 1x
level 1 undead.
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• A Cleric can dispel their ac�ve prayers. • Unwilling targets may roll to save
against a prayer’s effects.

CLERIC PRAYERS

Tier Prayer for...

1

AID
The target gains
+1 to all rolls for
an hour.

AUTHORITY
The target must
obey a one-word
command.

DAZZLING RELIEF
Engulf somone in
light, blinding all
Nearby and
restoring the
target to full HP.

GUIDANCE
Ask the gods a
single ques�on
for an answer of
‘yes’, ‘no’ or
‘uncertain’.

2

CALM
Up to 2d6 levels of
creatures are
induced into a
state of mildness
and relaxa�on.

THE HOLY GRIP
A target is held by
a great fist - they
cannot move
from the spot for
up to an hour.

PERSERVERENCE
The target is not
Slowed as a result
of bearing too
many items or
Encumbrances.

WORD FROM
BEYOND

A corpse may
answer three
ques�ons.

3

CURING
Remove a target’s
blindness, disease,
paralysis,
petrifica�on and
poison effects.

HEALING
The target
recovers 1d6
Encumbrances.

HONESTY
The target must
answer a ques�on
truthfully or take
3d6 damage.

SANCTUARY
Draw a circle
around a person
which nothing
may enter. It lasts
up to a day.

4

DISCERNMENT
Detect deliberate
lies, illusions, and
magical and non-
magical traps for
one hour.

INVIGOURATION
Restore all HP to
Far allies. In one
hour, they all
drop to 0HP.

MUNDANITY
Negate all Nearby
magical effects for
a day.

RENEWING
The target may
grow back any
lost body part in
your deity’s
chosen form.

5

DUTY
Bind a target to a
quest, halving all
a�ribute scores
whenever they are
not following it.

PROTECTION
The target cannot
die for a day. You
owe your deity
big �me.

RESCUE
The party
teleports to the
last visited shrine
of your deity, but
without any gear.

RESURRECTION
Restore a dead
creature to life.
They have d6
levels, no higher
than at death.
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DRUID

WEAPONS AND ARMOUR
Druids may use any melee weapons and
one-handed ranged weapons. They may
use light armour, helmets and shields.

EXTRA SAVE
Druids get an addi�onal +1 bonus on rolls
to resist elemental effects and a�acks.

EXPERIENCE BONUS FROM DISCIPLINE
Druids with a DIS score of 15+ can reduce
the amount of XP they require for each
level by 10%.

FORESTRY
In the wilderness, a Druid may add their
Forestry bonus to any rolls required for
being stealthy and tracking humanoids and
animals found in the forest, and to any
travel rolls. They may a�empt to calm and
sooth natural wild beasts.

IMMATERIALSIM
Druids only keep the wealth they carry.

SHAPESHIFTING
By gaining an Encumbrance, Druids may
change into an animal of a level equal to
theirs or lower. They must have seen a
specimen of the animal before. Changing
back into their original form does not gain
an Encumbrance.

All gear must be dropped unless the
animal could plausibly carry it. The Druid’s
HP and Encumbrances remain.

CHANTING
Druids may enact any chant from the list
opposite, using up a slot from the
appropriate �er. They may not use the
same chant more than once a day. The
slots replenish a�er a night’s rest.

NATURAL ORDER
When a Druid reaches seventh level, they
need not seek treasure to progress to their
next levels. Instead they must defeat (not
necessarily slay) another druid of the same
level in single combat.

Level XP Hit
Dice

Combat
Bonus

Save
Bonus

Forestry
Bonus

Chant Tier
1 2 3 4 5

1 0 1 +0 +1 +1 - - - - -
2 1,500 2 +0 +1 +1 1 - - - -
3 3,000 3 +0 +1 +1 2 - - - -
4 6,000 3+1 +1 +2 +2 2 1 - - -
5 12,000 4 +1 +2 +2 2 2 1 - -
6 24,000 5 +2 +2 +2 2 2 1 1 -
7 48,000 6 +2 +3 +3 2 2 2 1 1
8 * 6+1 +3 +3 +3 2 2 2 2 2
9 * 7 +4 +3 +3 3 3 3 2 2
10 * 8 +5 +4 +4 3 3 3 3 3
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• A Druid can dispel their ac�ve chants. • Unwilling targets may roll to save
against a chant’s effects.

DRUID CHANTS

Tier Chant of the...

1

FRIENDLY FIRE
You cannot be
hurt by flames for
an hour - you may
hold and control a
hand-sized fire.

GRASPING ROOT
A wooden root
shoots from the
ground and wraps
around a target’s
leg.

UNTAMED VOICE
Can communicate
with one type of
wild animal for an
hour. Reac�ons
vary.

WILD FRIEND
Tame a wild
animal. Manage a
total number of
levels equal to or
below your level.

2

BRIGHT EYES
Touch a creature.
You may choose to
see what it sees
over the course of
a day.

ENVELOPING FOG
Summon a thick
fog into a Near
area which lasts
for a day. Nothing
in it can be seen.

INTEMPERATE
TOUCH

Something you
grasp becomes
burning hot or
freezing cold.

TANGLED WALL
Weave a barrier
of branches up to
5 Spans long and
2 Spans high. Can
take 3d6 damage.

3

BEAST’S HERALD
Summon 3d6
levels of wild
beasts in the area.
They obey your
first instruc�on.

FEATHER WEIGHT
The target, up to
about twice the
mass of a human,
is as light as a
feather.

HUNTER’S SCENT
For a day wild
beasts are
terrified of your
smell.

WOODEN
FEATURES

The target’s
exterior turns to
bark (as heavy
armour) for a day.

4

AWAKENED SOUL
Imbue a Nearby
animal or plant
with the sen�ence
and intelligence of
a human.

LIVING CORE
For an hour you
may sense plant’s
or stone’s answer
to ‘yes’ or ‘no’
ques�ons.

SOUNDS OF
NATURE

All res�ng allies
are restored to
full HP.

TEMPESTUOUS
PRESENCE

A torren�al storm
covers a Far
outside radius.
You’re unaffected.

5

EARTH WALKER
Be absorbed into
the earth. Emerge
within a week in
any place where
life can grow.

INNER MONSTER
Your Shapeshi�
can be to a beast
up to twice your
level. Roll to avoid
a�acking allies.

NATURE’S
NURTURE

Turn a target into
a wild beast of
equal level, losing
all memory.

STONE CIRCLE
Anyone Near to
you turns into a
large slab of rock.
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Level XP Hit
Dice

Combat
Bonus

Save
Bonus

1 0 1+1 +0 +1
2 2,000 2 +1 +1
3 4,000 3 +2 +2
4 8,000 4 +2 +2
5 16,000 5 +3 +2
6 32,000 6 +4 +3
7 64,000 7 +4 +3
8 128,000 8 +5 +3
9 256,000 9 +6 +4
10 512,000 10 +6 +4

FIGHTER

WEAPONS AND ARMOUR
Fighters may use any weapons and
armour.

EXTRA SAVE
Fighters get an addi�onal +1 bonus to
their save on rolls to resist death and
poison.

EXPERIENCE BONUS FROMMIGHT
Fighters with a MIG score of 15+ can
reduce the amount of XP they require for
each level by 10%.

STRATEGISTS
Fighters may choose to modify the results
of a�acks by them or a Near creature -
however much they modify the roll, they
gain that many Encumbrances.

COUNTER ATTACKS
When a Fighter’s a�acker rolls a 1 in melee
combat, the Fighter may immediately
make a free a�ack against them.
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Level XP
Hit
Dice

Combat
Bonus

Save
Bonus

1 0 1 +0 +2
2 2,000 2 +1 +2
3 4,000 3 +2 +2
4 8,000 3+1 +2 +3
5 16,000 4 +3 +3
6 32,000 5 +4 +3
7 64,000 6 +4 +4
8 128,000 6+1 +5 +4
9 256,000 7 +6 +4
10 512,000 8 +6 +5

MONK

WEAPONS AND ARMOUR
Monks may use any melee weapon and
one-handed ranged weapons. Their fists
each count as a one-handed weapon. They
may not use any form of armour.

EXTRA SAVE
Instead of armour, Monks may add their
save bonus to their defence.

EXPERIENCE BONUS FROM DISCIPLINE
Monks with a DIS score of 15+ can reduce
the amount of XP they require for each
level by 10%.

ONE WITH THEIR SURROUNDINGS
Monks are never subjected to a surprise
round in combat.

INNER STRENGTH
Monks may choose to use their DIS bonus
in place of any MIG or NIM bonus.

IMMATERIALSIM
Monks only keep the wealth they carry.
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Level XP Hit
Dice

Combat
Bonus

Save
Bonus

Specialism
Bonus

1 0 1 +0 +1 +1
2 1,250 2 +0 +1 +1
3 5,000 3 +0 +2 +1
4 10,000 3+1 +1 +2 +2
5 20,000 4 +1 +2 +2
6 40,000 5 +2 +3 +2
7 80,000 6 +2 +3 +3
8 160,000 6+1 +3 +3 +3
9 320,000 7 +4 +4 +3
10 640,000 8 +5 +4 +4

SPECIALIST (RANGER / THIEF)

WEAPONS AND ARMOUR
Specialists can wield any weapon and use
light and medium armour, helmets and
shields.

EXTRA SAVE
Specialists get an addi�onal +1 on rolls to
avoid or resist mundane and magical traps.

EXPERIENCE BONUS FROM NIMBLENESS
Specialists with a NIM score of 15+ can
reduce the amount of XP they require for
each level by 10%.

SKILLED PERSONNEL
Specialists can agree with the Host an area
of exper�se which grants a bonus for any
relevant ac�ons or rolls.

Some example specialisms are:
Caving Poli�cs

Leadership Scavenging
Linguis�cs Seamanship

Lore Thievery
Mechanisms Wilderness
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Level XP
Hit
Dice

Combat
Bonus

Save
Bonus

Defence
Bonus

1 0 1+1 +0 +1 +0
2 2,000 2 +1 +1 +0
3 4,000 3 +2 +2 +1
4 8,000 4 +2 +2 +1
5 16,000 5 +3 +2 +1
6 32,000 6 +4 +3 +2
7 64,000 7 +4 +3 +2
8 128,000 8 +5 +3 +2
9 256,000 9 +6 +4 +3
10 512,000 10 +6 +4 +3

SWASHBUCKLER

WEAPONS AND ARMOUR
Swashbucklers may use one-handed melee
weapons, can use light and medium
armour, and wear helmets.

EXTRA SAVE
Swashbucklers get an addi�onal +1 to rolls
to resist paralysis and death.

EXPERIENCE BONUS FROM NIMBLENESS
Swashbucklers with a NIM score of 15+
can reduce the amount of XP they require
for each level by 10%.

MOBILE COMBATANTS
When a Swashbuckler rolls a 6 in combat,
instead of rolling addi�onal damage
against the addi�onal target they may
choose to move and / or a�ack again.

FINESSE FIGHTING
Swashbucklers may add their defence
bonus to their defence, and may use their
NIM bonus in melee combat instead of
MIG.

FAST REACTIONS
Swashbucklers may take their turn before
NPCs regardless of turn order by gaining
an Encumbrance.
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Level XP Hit
Dice

Combat
Bonus

Save
Bonus

Spell Tier
1 2 3 4 5 6

1 0 1 +0 +1 1 - - - - -
2 2,500 1+1 +0 +1 2 - - - - -
3 5,000 2 +0 +1 3 1 - - - -
4 10,000 2+1 +0 +2 4 2 - - - -
5 20,000 3 +1 +2 4 3 1 - - -
6 40,000 3+1 +1 +2 4 4 2 - - -
7 80,000 4 +2 +3 4 4 2 1 - -
8 160,000 4+1 +2 +3 4 4 3 2 - -
9 320,000 5 +3 +3 4 4 3 2 1 -
10 640,000 5+1 +3 +4 4 4 3 2 2 -
11 960,000 5+1 +3 +4 4 4 4 3 3 -
12 1,280,000 5+1 +3 +4 4 4 4 4 4 1

WIZARD

WEAPONS AND ARMOUR
Wizards may use one-handed weapons,
and cannot use any armour.

EXTRA SAVE
Wizards get an addi�ional +1 bonus on
rolls to resist spells and magic.

EXPERIENCE BONUS FOR WITS
Wizards with a WIT score of 15+ can
reduce the amount of XP they require for
each level by 10%.

BOOKKEEPING
Wizards start with a spellbook (or some
memory device, such as a notched staff)
with two random spells from the opposite
page. If the same spells is rolled, the
Wizard may choose their second spell.

It takes at least a day to copy a discovered
spell.

SPELL SLOTS
Wizards have a number of slots per �er
they may use to cast magic. They can cast
their spells at whatever �er they wish if
they have an unused slot for it. Unless
otherwise noted, use the following guide
for a cast spell’s limits:

ARCANE RESERVES
A wizard may push themselve to cast a
spell with an already-used spell slot,
gaining an Encumbrance for each spell �er.

Spell
Tier

Total Target
Levels Range Dura�on

1 1 Close 1 hour
2 Up to 4 Near 1 day
3 Up to 9 Far 1 week
4 Up to 16 In sight 1 month

5 Up to 25 A visited
loca�on 1 year

6 Up to 36 Anywhere Permanent
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• A caster can dispel their spells. If hurt
they must roll a save to keep them
ac�ve.

• T indicates the spell’s �er.
• Unwilling targets may roll to save

against a spell’s effects.

ARCANE SPELLS

d66 1-2 3-4 5-6

1

ANIMATE
Imbue inanimate or dead
targets with life to create
level T animated
creatures. You do not
have control over them.

FIREBREATH
Blow fire over a Nearby
target and anyone Close
by for Td6 damage. A
save halves the damage.

MIND LANGUAGE
Link telepathically to T
willing targets. You may
converse by thought
across any distance.

2

ARCANE DETECTION
See an orange aura
around places, people or
things affected by spells
or enchantments.

GREASE
Cover an area with a
slippery, flammable
grease coa�ng (a Span
area per T).

RELOCATE
Teleport to a spot of your
choice. Be careful if the
des�na�on is unseen.

3

CONTROL DOOR
Magically seal or open a
door. Magically sealed
doors may be opened by
equal or higher T spells.

LIGHT
A touched object lights
up a Near area.

SHRINK
A Near object or person
is shrunk to 1/(T+1) in
size.

4

ENCHANT
A Near target treats you
as a trusted friend. They
may save again if they
are harmed.

LULLABY
Td6 Nearby targets of up
to level T fall asleep.
waking if they are
harmed.

SLOW
The target moves slowly
in �me (falling, speaking,
walking, etc).

5

ENRAGE
Send Near targets into a
rage for T minutes
a�acking the nearest
creatures (ally or foe)
with a +T combat bonus.

MAGICAL BARRIER
An invisible, impassable
barrier, a Span in height
and length per T. It can
take Td6 damage.

TRANSFORM
Morph Nearby targets
into level T animals.
Their equipment does
not change but they are
fully conscious.

6

FALSE CLONE
Create an illusory replica
of yourself. It can act but
not touch anything.

MEMORY WIPE
Nearby Targets’ lose
their memories (as far
back as T Dura�on).

UNBIND MAGIC
Deac�vate an ac�ve spell
effect of the same T or
lower.
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ADVENTURER

WEAPONS AND ARMOUR
Adventurers may use any weapons and
armour.

SKILLED
The Adventurer can agree with the Host an
area of exper�se which grants a bonus for
any relevant ac�ons or rolls.

Some example specialisms are:

ADAPTABLE
At character crea�on and with each
increase in level the Adventurer may
improve two of their class stats by +1:
• Combat Bonus
• Hit Dice
• Save Bonus
• Specialism Bonus
• Spell slots

SPELLCASTING
Each increase gives the Adventurer an
extra spell slot in a chosen �er. Other than
�er 1, a �er must always have fewer slots
than the �er below.

They need a spellbook to record any spells.

• An Adventurer can dispel their spells
but must roll a save to keep them
ac�ve ig hurt.

• T indicates the spell’s �er.
• Unwilling targets may roll to save

against a spell’s effects.
• For conceptual purposes, a span is

roughly two outstretched human arms.

Caving Poli�cs
Leadership Scavenging
Linguis�cs Seamanship

Lore Thievery
Mechanisms Wilderness

Level XP Hit
Dice

Combat
Bonus

Save
Bonus

Specialism
Bonus

Spell Tier
1 2 3 4 5

1 0 1 * +0 * +0 * +0 * * * * * *
2 2,000 * * * * * * * * *
3 4,000 * * * * * * * * *
4 8,000 * * * * * * * * *
5 16,000 * * * * * * * * *
6 32,000 * * * * * * * * *
7 64,000 * * * * * * * * *
8 128,000 * * * * * * * * *
9 256,000 * * * * * * * * *
10 512,000 * * * * * * * * *

Spell
Tier

Total Target
Levels Range Dura�on

1 1 Close 1 hour

2 Up to 4 Near 1 day

3 Up to 9 Far 1 week

4 Up to 16 In sight 1 month

5 Up to 25 A visited
loca�on 1 year
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