Hero Quest

Classes
Warrior BP 7, MP 2  (broadsword, Wpn 4, Arm 4)
Level 1 – Feat.

Level 3 – Feat.

Level 5 – Feat.

Level 7 – Feat.

Level 9 – Feat.

Level 11 – Feat.

Level 12 – Feat.

Level 13 – Feat.

Level 14 – Feat.

Level 15 – Feat.

Wizard BP 4, MP 6  (dagger, Wpn 1, Arm 0)
Level 1 – Magica: Three Elements. Can use dagger and staff.

Level 2 – Adeptitude: Swap one spell from another Element.

Level 4 – Adeptitude: Swap one spell from another Element.

Level 6 – Feat (cannot take Ambidexterity, Dodge, or Power Attack).

Level 8 – Magica: All Elements, choose a specialist school.

Level 10 – Magica: Learn 1 advanced Elemental Spell.

Level 11 – Magica: Learn 1 advanced Elemental Spell.

Level 12 – Feat (same list as level 6).

Level 13 – Second specialist school (no opposing Element)
Level 14 – Magica: Learn 1 advanced Elemental Spell.

Level 15 – Magica: Learn 1 advanced Elemental Spell.

Elf BP 6, MP 4  (shortsword, Wpn 2, Arm 2)
Level 1 - Elemental Magic: One Element (specialist school).  Elven Trait: Immune to Sleep. Trained to use all swords.

Level 3 – Sharp Shooter: No penalty when shooting into melee.

Level 5 – Feat.

Level 7 – Keen Eyes: Detect hidden creatures in line of sight on a roll of a WS (per Mind Point).

Level 9 – Feat.

Level 11 – Arcane Insight: Get an additional combat die when resisting spells that inflict mind damage or mind-influencing.

Level 13 - Elemental Magic: Two Elements (no opposing Element).

Level 15 – Feat.

Dwarf BP 7, MP 3  (shortsword, Wpn 4, Arm 4)
Level 1 – Disarm Trap: Roll anything but BS to disarm.

Level 2 – Poison Resist: Roll two defense dice (each WS rolled reduce poison damage by one).

Level 3 – Gain the Taunt feat.

Level 5 – Dodge Giants: Gain 1 extra defense die vs large. Feat.
Level 7 – Gain the Vigilant feat.

Level 9 – Evade: Get an avoidance roll (must roll a WS to succeed) even when he triggers a trap.

Level 11 – Gain the Professional feat.

Level 13 – Spell Filcher: Get an additional combat die when resisting spells that inflict body damage.  Feat.

Level 15 – Hardiness: Gain a Body Point.

Archer BP 5, MP 3  (crossbow, Wpn 2, Arm 1)
Level 1 – Sharp Shooter: No penalty when shooting into melee.

Level 2 – Silver Tongue: When purchasing a crossbow or a longbow you gets a 100 gp discount (apply first).

Level 4 – Precise Shot 3/day: You can add two combat dice to one ranged attack, but cannot move and loses 1 defense die.

Level 5 – Can carry 12 bolts/arrows.  Feat.

Level 7 – Quick Draw: You can shift from crossbow/longbow to a melee weapon as a free action (longbow to shield is 1 action).

Level 9 – Fletcher: Create bolts/arrows for 5 gp.  You get a 50 gp discount when buying enchanted arrows (apply first).

Level 11 – Can carry 15 bolts/arrows.  Melee Shot: You can fire in melee.

Level 13 – Fire Arrow 1/day: You add one fire damage to your ranged attack (burns for 2 rounds).  Feat.

Level 14 – Precise Shot 5/day: (no defense penalties).

Level 15 – Fire Arrow 2/day: but burns for 1d3+1 consecutive rounds.  Campaigner: Gain 1 Body Point.

Ninja BP 5, MP 3  (shortsword and 50 gp, Wpn 3, Arm 1)
Level 1 – Shuriken Specialization: Add one combat die to your attack when throwing daggers.

Level 2 – Sly Merchant: Daggers only cost 10 gp when you buy them (apply first).  Gain the Vigilant feat.

Level 3 – Ninjitsu: Roll a White Shield each round to hide in shadows (1 move action) when wearing 2nd tier or lower armor.

Level 5 – Can carry 7 daggers.  Feat.

Level 7 – Assassinate: Score a hit to kill outright living creatures with 3 Body Points or less, when hidden (at range).

Level 9 – Clan Resources: You gain Daggers at a cost of 5 gp.

Level 11 – Art of Invisibility: You can now attempt to hide anywhere (now 50% chance) for a round.

Level 12 – Can carry 10 daggers.

Level 13 – Spirit Focus 1/day: Cast 1 Elemental spell from list (fire of wrath, pass through rock, swift wind, veil of mist).  Feat.

Level 15 – Shadow Strike: When hidden, he can throw one dagger that attacks twice.  Spirit Focus 2/day (same list).

Samurai BP 6, MP 3  (shortsword, Wpn 3, Arm 4)
Level 1 – Fast Draw: Gain an extra combat die on 1 attack, when attacking on the first round with a non-magical shortsword or broadsword.

Level 3 – Focus 1/day: You gain an extra attack (no move).

Level 5 – Feat.

Level 7 – Mythic Dragon: Gain a Mind Point.  Focus 3/day.

Level 9 – True Blade: As Fast Draw, but 2 extra combat dice.

Level 11 – Ancestral Blade: Gain one extra attack die when attacking with a non-magical shortsword or broadsword.

Level 13 – Feat.

Level 14 – Roaring Tiger: Gain a Body Point.

Level 15 – One Mind, One Blade: As Focus but 5/day and you can move during the round you are using Focus.

Barbarian BP 8, MP 2  (broadsword, Wpn 4, Arm 3)
Level 1 – Rage: At 2 BP or lower, you get one extra combat die.

Level 2 – Beserk: All black shields are considered hits when attacking with weapons during melee, but loses 1 defense die.

Level 3 – Wild Fighting: When wearing 2nd tier armor or lower, gain an extra defense die and +2 to speed.

Level 4 – Gain the Two-Weapon Fighting feat.

Level 5 – Feat.

Level 7 – “Eh! Just a scratch!”: Gain a Body Point.

Level 9 – Bloody Rage: At 1 BP, you get 1 extra attack (no move).

Level 11 – Frenzy: As Beserk, but gains 1 extra attack dice and lose 2 defense dice.

Level 13 – Feat.

Level 15 – “Walk it off chump!”: Gain a Body Point.

*NOTE: The parenthesis beside the stats includes starting equipment and weapon & armor tier the Hero has access to.

Rules

1. Level Advancement: To gain an experience level after completion of a quest, you must pay the training cost of 50 gp times the level you are advancing to (add all multiclass levels).  The Barbarian pays half the cost).  The potential to advance a level is lost if the training cost cannot be paid after completing a quest.

Multiclassing: At any level, a Hero may join another Hero/NPC class (except Elf or Dwarf) as long as his BP and MP meets the class’s and the sum of the levels of both classes does not exceed 15.  The Heroes retain all previously learned skills, but restrictions must be met in order to use new or old class abilities.

Death: Upon death, a Hero loses 1-3 class levels and all artifacts worn or carried.  The corpse must be carried to town in order to resurrect him (costs 100 gp times the dead Hero’s current level).

2. Actions: You can do a miscellaneous action, such as drink a potion instead of a move.  Changing weapons is 1 move action.  Handing an item to an adjacent Hero is 1 action.  As a free action, all characters that do not have special spot abilities must roll a BS to spot hidden enemies that attack at range.  The moment enemies hidden in shadows attack in melee, they are revealed.

3. Combat: When disengaging from a melee after attacking you only use 1 red die to move (–2 to move when encumbered with a plate mail).  When attacking with a ranged weapon you only use 1 red die to move.  When attacking more than once (from feats, abilities, potion, or spell) you must forgo movement in that round.  When targeting with ranged weapon, keep in mind that diagonal squares count as an alternating series of 2 squares (initially), 1 square, 2 squares, etc.  When shooting into melee (characters engaged in melee), each Black Shield rolled may result in the shooter hitting the other creature (usually your teammate) instead of your target.  Each BS rolled is rerolled to confirm a hit (i.e. a Skull).  The target creature must roll defense dice (less one).

Initiative: When facing monsters, roll opposed 1d6 dice.  In case of a tie, party goes first.  If one side rolls a 6 and the other rolls a 1, then the side that rolled a 6 all adds 1 extra combat die to their attack.

Surprise: Any creatures that ambushes or surprises (including wandering monsters) get an immediate attack without rolling for initiative.  They attack again after the actions of the Heroes.

Unarmed: All classes (except the Monk) must roll a BS to score a hit when fighting unarmed.  When fighting unarmed, Barbarian gets 4 attack dice (very strong); Dwarf, Samurai, Warrior get 3 attack dice (strong); Archer, Elf, Ninja get 2 attack dice (average); Shaman and Wizard get 1 attack die (weak).  A large creature can attack diagonally and has the Stomp ability that knocks down a smaller creature when attacking in melee with penalty of –1 to their attack dice (or unarmed attack dice if wielding a weapon); for every Skull rolled (or BS when not using lethal unarmed attack) your target takes damage and is prone on the ground (prone melee targets lose 1 defense die).  It takes 1 move action to get up from being prone.

4. Equipment: You can carry 2 weapons (3 weapons for Elf, Dwarf, Warrior; 4 weapons for Barbarian), 1 shield, 1 helmet, 1 body armor, 1 pair of boots, 1 amulet, 2 rings, 10 bolts (or arrows), and 5 daggers at any one time.  You can have 2 potions readily accessible and have a total of 5 potions at any one time.  A readied potion can be drunk as a move action, while potions in the backpack can be used as 1 action.  Weapons and armors have tiers equivalent to the number of attack/defense dice and special features (1 to 4).  Some classes can equip some or all weapons and armors depending on their tier access.

Treasure: Quest 1 to Quest 7, all gold coins found from Treasure Cards is multiplied by 1d3.  From Quest 8 and on, all gold coins found from Treasure Cards are multiplied by 1d6 and gold found in chests is multiplied by 1d3.

Income: Heroes can gain money between quests (doing side jobs), by multiplying their level by 1d3.  However, the Wizard multiplies their level by 1d6+1, while the Elf multiplies by 1d3+1.  The Barbarian, Samurai, and Ninja do not get extra money in this way (the Samurai and Ninja gain a certain amount if they complete a side quest given by their lord or clan respectively).  The Armory buys from Heroes at half price.  Certain dungeons have wandering adventurers that can trade with the Heroes.

5. Spells: The Chaos Warlock and Wizard cannot cast spells when wearing any armor (including shield or helmet).  Spellcasters can learn a number of additional spells (non level 1) equal to their Mind Points.  To scribe a newly acquired advanced Elemental spell in your spellbook, you need to pay 500 gp times the spell level.  Chaos Spells do not cost any gold to copy them to your spellbook and to master, but there is 1 in 6 chance that you will go mad and lose 1 Mind Point permanently when learning a Chaos Spell.

Spell Save (General): All spells (except when noted in their description) allow 2 combat dice for target saving throw, where each White Shields reduce the damage by one (or saves entirely depending on spell).  The undead get 3 save dice against non-Fire or Holy spells and are immune to mind-influencing spells.

Spell Save (Mind): Failure to save for each of your Mind Point against a spell result in the loss of one Mind Point (but no lower than 1 save dice).  You do not die from losing all your Mind Points trying to save, however you do lose 1 Body Point every time you fail your save when your Mind Point is zero.  You can forgo the save in order to prevent the Body Point loss, however, you will still be under the thrall of the spell (until caster dies or sleep).  Mind Points lost this way is regained 1 per round once the save is made.

Equipment
Normal Equipment

Assassin’s Dagger (2nd, 150 gp) does auto hit (the target can still defend) when thrown (lost forever).
Ball and Chain (Exotic 3rd, 450 gp) like the bull whip, but does 2 attack dice when used to attack (and entangle does normal damage).  Cannot be used with Two-Weapon Fighting or Greater Two-Weapon Fighting feat.
Battle Axe (4th, 550 gp) does 4 combat dice damage in melee.  This is a two-handed weapon (no shield allowed).  Need to be above average strength (unarmed combat dice of 3 or higher) to use this weapon.
Broadsword (3rd, 250 gp) does 3 attack dice in melee.
Buckler (1st, 75 gp) gives you an extra defense die vs ranged attacks or vs 1 melee attack.
Bull Whip (Exotic 2nd, 275 gp) does 1 attack die (but not entangling) and with it you can attack diagonally.  When entangling a medium-sized foe you attack with 2 combat dice and target defends with his entire defense dice minus armor.  When it hits target loses 2 attack dice on one of his attacks and is immobile for 1 round, but does no damage when using it to entangle.  While entangling, you cannot move that round.

Chain Mail (3rd, 650 gp) is a light body armor that gives you an extra defense die.  Cannot be used by the Archer, Ninja, or Wizard.
Cleaver (3rd, 215 gp) is a throwing axe with 2 attack dice and can be thrown up to 4 squares.  The weapon is not lost when thrown, but you can only have one such item at a time.  Cannot be used by the Ninja and Wizard.
Crossbow (Special, 350 gp) do not have unlimited bolts (instead they come with 10 bolts and costs ten gold pieces to replace a bolt) and only does 2 combat dice damage.  Maximum number of bolts that can be carried is 10.  Cannot be used by Ninja, Samurai, and Wizard.

Dagger (1st, 25 gp) does one attack die and can be thrown (lost forever).
Dwarven Battle Hammer (Exotic 4th, 625 gp) does 4 combat dice damage in melee and can be thrown (up to 3 squares) for 3 combat dice damage.  The weapon is not lost when thrown, but you can only have one such item at a time.  This is a two-handed weapon (no shield allowed).  Can only be used by the Dwarf or a class (of above average strength) with Exotic Weapon Master feat.

Dwarven Cleaver (Exotic 3rd or 4th, 425 gp) does 3 combat dice damage in melee and can be thrown (up to 2 squares) for 3 combat dice.  The weapon is not lost when thrown, but you can only have one such item at a time.  Can be used as a 4th tier weapon without feat.
Elven Rapier (Exotic 3rd, 425 gp) acts like a broadsword and adds one defense die when the other hand is not holding a shield, although you can use another melee weapon in your off-hand and still get the defense bonus.  Can be used by an Elf without any feat.
Envenomed Dagger (2nd, 275 gp) does one poison damage (for 2 consecutive rounds) when hit (lost forever).
Flail (3rd, 250 gp) is 2 attack dice and can attack diagonally.
Helmet (2nd, 125 gp) gives you an extra defense die.
Lance (4th, 285 gp) does 3 combat dice damage when attacking targets two squares away or diagonally.  You cannot attack foes adjacent of you.  This is a two-handed weapon (no shield allowed).  Can only be used by creatures taller than a Dwarf.
Longsword (4th, 350 gp) does 3 attack dice and with it you can attack diagonally in melee.
Leather Armor (2nd, 400 gp) gives you two extra defense dice against ranged attacks only.
Longbow (Special, 600 gp) comes with 10 arrows (each arrow costs 10 gold pieces) and does 3 combat dice damage.  Maximum number of arrows that can be carried is 10.  You cannot use a shield or a plate mail, when using a longbow.  Can only be used by the Archer.

Mace (3rd, 285 gp) is a hammer that does 3 attack dice in melee.
Padded Armor (1st, 200 gp) gives you one extra defense die against ranged attacks only.

Pike (3rd, 185 gp) does 2 combat dice damage when attacking targets two squares away or diagonally.  You cannot attack foes adjacent of you.
Plate Mail (4th, 975 gp) is a heavy body armor that gives you two extra defense dice.  Wearing this armor reduces your movement to one red die, instead of the customary two.
Shield (Special, 175 gp) gives you an extra defense die.  Archer, Samurai, Ninja, or Wizard need the Shield Training feat to use a shield.
Spear (3rd, 185 gp) does 2 combat dice damage and can attack diagonally.  You can also throw it up to 4 squares.  The weapon is not lost when thrown, but you can only have one such item at a time.

Staff (1st, 100 gp) does 1 attack die and can attack diagonally.
Potions and Miscellaneous
Blessed Arrow/Bolt (125 gp) gain 1 extra attack dice against undead (lost forever).  Need a crossbow or a longbow.

Freezing Arrow (415 gp) does an extra cold damage when hit.  When it does at least 2 damage, the target is frozen for a round and following that he is slowed to half speed for 1d3 rounds (lost forever).  Need a longbow.
Heroic Brew (450 gp) gives you an extra attack when next you attack (with weapon or unarmed).

Infusion of Restoration (725 gp) heals 1d6+3 Body Points.

Oil of Calming Influence (150 gp) heals 1d6 Mind Points.

Potion of Defense (425 gp) gives you two extra defense dice when next you defend for 1 round.

Potion of Healing (300 gp) heals 1d6 Body Points.

Potion of Strength (375 gp) gives you two extra attack dice when next you attack (with weapon or unarmed) for 1 round.

Scarab of Protection (725 gp) absorbs 1d6+1 points of physical damage before turning to dust.  You can only have one such item at a time.

Shock Arrow (175 gp) does an extra electrical damage when hit (lost forever).  Need a longbow.
Soothing Balm (475 gp) heals 1d6+1 Body Points.

Tool Kit (250 gp) disarms unsprung traps (50% chance).
Vial of Holy Water (475 gp) heals 4 Body Points for 1 living and does 4 combat dice of damage on 1 undead (up to 2 squares away).

*NOTE: The parenthesis beside the weapon or armor include weapon & armor tier needed and Exotic Weapon Master feat requirement.

Feats (Usually, you cannot choose the same feat repeatedly. Feats marked with a “W” is Warrior only. Feats marked with a “M” is Magic-Users only.)

Acrobat:  Need Tumble.  As Tumble, but roll anything but a BS each time you pass through enemy squares.
Agile Defense:  Requires Mobility.  Both WS or BS are considered to be successful defense.  You cannot use this feat while wearing a 3rd tier body armor or heavier.  The benefit of the feat is lost when you lose defense dice due to a critical condition (such as when put to sleep).
Alertness: Wondering monsters do not attack first; roll initiative as normal combat.
Ambidexterity:  You can use your off-hand without problems.

Arcane Mastery (M):  Requires Concentration.  You can cast one 1st level spell, of the element that you specialize, two times.  This feat can be selected multiple times (equal to your Mind Points); each time select another spell of your elemental specialization.

Armor Training:  You can use armor one tier higher than you could normally.  This feat can be taken multiple times to improve your selection of armor.  Certain classes lose abilities when wearing armor or heavier armor (such as Archer, Ninja, and Wizard).
Battle Leader:  Requires Lightning Reflexes.  You and your party gain +1 to your initiative rolls.
Brawler:  Requires at least 6 Body Points.  When attacking unarmed a WS is a considered a hit instead of BS.
Bull Rush:  Requires Power Attack.  When you charge into a melee and the movement is greater than 5 (the last 3 squares must be in a straight line), then you gain an extra combat die to your attack (against the foe you are bull rushing).

Canny Defense:  Requires Expertise and Two-Weapon Fighting.  When using with two-weapon fighting, you gain 1 extra defense die (stackable with Elven rapier’s bonus defense die).
Chaos Lore (M):  Elemental spellcasters can learn Chaos spells without fear of going mad (you do not lose a Mind Point when learning a Chaos Spell).

Charismatic Merchant:  You can reduce the prices of all non-artifacts by 25%.  The Barbarian cannot take this feat.

Cleave:  Need Power Attack.  Upon dropping you can immediately attack another foe using a melee weapon.  Cannot move.
Concentration (M):  You always have one spell ready to cast regardless whether you have your spellbook or not.
Constant Vigil:  Requires Vigilant.  Detect hidden creatures (but not invisible) in line of sight on a roll of a WS (per Mind Points).
Critical Strike (W):  Requires Power Attack, Cleave, and Weapon Specialization.  When using a specialized weapon that has 2 attack dice, rolling 2 straight WS or BS on 2 combat dice result in an extra attack at 2 attack dice.  When using a specialized weapon that has 3 or 4 attack dice, rolling 3 straight Skulls on 3 combat dice result in 1 extra damage.  Undead and Constructs are immune to this feat.
Dodge:  Gain 1 extra defense die against one foe when using a shield (or when fighting with two-weapons) against one opponent.  This extra defense die is lost when you lose 2 defense dice due to a critical condition (such as when put to sleep).
Empty Hand Fighting:  Requires at least 3 Mind Points.  You can attack unarmed with 1 combat die where a Skull is a hit.  When you are at level 15, you use 2 attack dice when fighting unarmed.  Archer and Wizard cannot take this feat.
Endurance:  Gain +1 to your move when weighed down, such as wearing a plate mail, dragging a chest, or carrying a corpse (that is 1d6+1).  You can reroll a 1 once per round.  The Archer, Ninja, or Wizard cannot take this feat.

Exotic Weapon Master:  Requires ability to use 3rd tier weapons.  You can use all exotic weapons, as long as you meet the weapon tier requirements.  Barbarian and Samurai can take this only at level 13 (must pay 2000 gp).  Elf can take this feat with just 2nd tier access.
Expertise:  Requires Dodge.  For each WS rolled when attacking with your primary attack (up to a maximum of the weapon’s attack dice), you can bank it as extra defense dice for one round (each extra defense die goes away after adding it to a defense roll); however, you lose a corresponding number of dice for your all your attacks in the following round.  You cannot use this feat while wearing heavy body armor.  This extra defense die is lost when you lose defense dice due to a critical condition (such as when put to sleep).

Fleetness of Foot:  You must be at least level 5.  You gain 1 extra red die to your movement for 1d6 rounds, after which you lose 2 red dice when moving (or –2 to movement when encumbered with plate mail or heavy objects) for 1d3 rounds.
Flowing Sword Form:  Requires Dodge.  When moving, you gain 1 extra attack die with swords.
Follow-Through:  Requires Riposte or Trample.  One of your opponents loses 2 defense dice against your riposte or trample.
Gambler’s Luck:  You can reroll 1 roll once a day.  This feat can be taken multiple times to a number equal to your Mind Points; each time your daily limit increase by 1.
Greater Two-Weapon Fighting:  Requires Two-Weapon Fighting.  You can use a medium-sized weapon, such as a broadsword (though not a longsword), on your off-hand (2 combat dice).  You can also use your off-hand for defense, resulting in 2 extra defense dice against one foe (while giving up off-hand attack for that round).  When you move, you can still make an off-hand attack, albeit at a penalty of –1 to your off-hand attack dice.
Iron Will:  Roll 1 extra save dice when saving for each of your Mind Point against mind-influencing or mind-damaging spells.
Lightning Reflexes:  Hazards or traps can be reduced by one point of damage by rolling a WS on one combat die.  If you have the Alertness feat, you gain +1 to initiative against wandering monsters.

Lucky Soul:  You gain 1 extra save die when saving against a spell (not mind-influencing).  This feat can be taken multiple times, to a number equal to your Mind Points.

Master Bowman:  You must be at least level 5 Elf or Warrior.  You can use longbow or short bow.
Mobility:  Need Dodge.  Gain 1 extra defense die when moving that round.  This extra defense die is lost when you lose 2 defense dice due to a critical condition (such as when put to sleep).  You cannot use this feat while wearing a plate mail.
Monstrous Expert:  You must roll WS when rolling your defense dice to succeed (not BS).  Monsters only.
Nimble Fingers:  Requires Lightning Reflexes.  You can disarm traps anytime but on a BS.
Ordered Mind:  Need Iron Will.  Gain 1 Mind Point.

Professional:  You need to be at least level 11.  You gain your normal income multiplied by your Mind Points in between quests.
Power Attack:  When you reduce your defense dice by one for 1 round, you gain 1 extra attack die on one attack.
Riposte:  Requires Expertise.  When using Expertise, you do not lose dice on your next attack (counter).  When fighting with two-weapons, you only riposte with your primary attack.
Run:  You must be at least level 5.  Gain +2 to each of your red die of movement when unarmored (or when wearing Elven chain).  When wearing tier 3 armor like the chain mail, you gain +1 to each of your red die of movement.  While wearing a heavy armor like the plate mail, you gain do not gain bonuses to your movement.

Sharp Shooter:  You must be at least level 5.  No penalty when shooting into melee.

Shield Mastery:  When using a shield and moving at a speed of 1 red die, you get 2 extra defense dice against ranged attack.  Also, you can use a shield as a weapon with 1 attack die (this is true even when using your shield as the off-hand attack for two-weapon fighting).  Only the Barbarian, Dwarf, Elf, or Warrior can take this feat.
Shield Training:  You need to be able to access 2nd tier armor before you can take this feat.  You can now use a shield.
Shrewd Dealer:  You require Charismatic Merchant.  You can reduce the prices of all non-artifacts by 50%.  You can reduce the prices of all artifacts by 10% (arcane artifacts can only be bought by the Elf or Wizard).
Spring Attack:  Need Mobility.  You can move, attack, and move (you cannot move beyond your max).  You can attack with two-weapons when spring attacking, provided that you have the Greater Two-Weapon Fighting feat.  You cannot use this feat while wearing heavy body armor.
Sprint Shot:  Requires the Master Bowman and Sharp Shooter (the Archer can take this feat).  During the round you are using ranged attack, you can move using 2 red dice instead of just 1.  You cannot use this feat while wearing tier 3 body armor or heavier.
Standing Sword Form:  Requires Flowing Sword Form.  When not moving and using swords to attack, you gain 1 extra attack die (does not stack with Ancestral Blade ability of the Samurai).
Supreme Cleave:  Need Cleave.  Upon dropping you can move 1 square (once per round) before cleaving.
Surprise Attack:  You gain 1 additional attack dice (plus 1 extra attack dice per MP over 3), when attacking first in the first round of combat.  Must win initiative by at least 1.  Spellcasters (except Elf) and Samurai cannot take this feat.
Taunt:  Need Mind Points of at least 3.  Roll a Skull to successfully taunt an intelligent creature as a move action.  The creature gets save dice as if resisting a spell; it no WS are rolled the creature must rush to attack you and only you for one round.  If the target cannot reach you, he cannot attack for that round.
Trample:  Requires Bull Rush.  When Bull Rushing, you can trample your foes and move beyond them, but lose 1 defense die for that round.  Each medium-sized opponents that you drop allows you passage through their square, enabling you to attack the next foe in line.  You cannot move beyond your maximum movement and the move (greater than 6) must be in a straight line.
Tumble:  Need Dodge.  Roll a BS or a WS each time you pass through enemy squares.  This can be used with other feats, such as Spring Attack.  You cannot use this feat while wearing a plate mail.  A Samurai cannot take this feat.
Two-Weapon Fighting:  Requires Ambidexterity.  When using a small one-handed weapon, such as a short sword or a bull whip, on your off-hand you gain a second attack at one combat die.  You cannot move when fighting with two-weapons.

Veteran:  Need Endurance.  Gain 1 Body Point.
Vigilant:  Detect hidden creatures (but not invisible) in line of sight on a roll of a WS (on 1 combat die).
Weapon Specialization (W):  Pick a melee weapon with at least 2 attack dice.  When you roll a WS and a BS with that weapon, it is considered to be a Skull (a successful hit).  This feat can be taken multiple times (each time a different weapon is selected), to a number equal to your Mind Points.
Weapon Training:  You can use melee weapons one tier higher than what you could normally.  This feat can be taken multiple times to improve your selection of weapons; this feat is not the same as Exotic Weapon Master.  Certain classes cannot use bulky or large items due to low strength or height (such as the Elf cannot use a battle axe and Dwarf a lance no matter what tier they can access).
Whirlwind Attack (W):  Requires Two-Weapon Fighting and Mobility.  When fighting with two-weapons, you can attack all opponents within your reach (include diagonals at a penalty of –1 attack die, if attacking with reach) with your primary attack.
Spells
Advanced Elemental Spells (All spells listed below can only chosen from your specialist school.)

Absorb Spell (Earth):  Once cast, the spell remains active until you call for its powers to absorb a spell cast around your vicinity (can be done only once).  Roll anything but a BS to absorb a spell and a Skull to release it back at a target.  In any event, if a BS is rolled while trying to absorb a spell, you suffer double the effect of the spell targeted at you (longer duration or more damage).  If the spell absorbed is a Chaos spell, you can hold it for 1d6+1 rounds.  If the spell is an Elemental spell, you can hold it for the duration of the quest.  You need to expend any 2 Earth spells to cast it.
Avalanche (Earth):  You create 3 boulders suspended over your enemies.  Each boulder has similar damage as the falling block trap with damage of 2 combat dice (movement over each crash site is considered 3 squares).  If at least 2 boulders hit the same target (square), then the resulting cave-in will block any passage over that square.  You need to expend Rock Skin and Pass Through Rock.
Binding Earth (Earth):  Causes 1d6 targets to move at half speed (round down) and all flying targets lose the ability to fly and must walk (dispels targets enhanced with Swift Wind).  You need to expend Pass Through Rock.
Dispel (Earth):  If a WS is rolled on 1 combat die a buff or harmful spell is removed from a target.  Expend any 1 Earth spell.
Earthquake (Earth):  Causes the very walls and the founding structure of the dungeon to shake with fury.  All creatures in the dungeon except the caster must save vs spell or lose 1d3 rounds recovering their equilibrium.  Expend any 2 Earth spells.
Entomb (Earth):  Causes the ground to open its maw and swallow a target and imprison it for 1d6+1 rounds (no save).  The creature entombed such a way is not harmed and returns to the square he was entombed after the spell ends.  Anyone may pass through the entombed square (considered 3 squares) but may not stand on it.  Expend Pass Through Rock and Heal Body.
Iron Skin (Earth):  Automatically absorbs one point of physical damage regardless of defense roll.  The spell stays on until the target suffers 2 points of damage.  You slow down as if wearing heavy body armor.  Must expend Rock Skin and Heal Body.
Summon Earth Elemental (Earth):  Summons a rock creature for the reminder of the Quest.  The creature (use a goblin or orc figurine) has attack dice of 3, defend dice of 5, 3 Body Points, 0 mind Point, movement of 5, and the Monstrous Expert feat.  It can go to stone form as a move action (frozen into a statue form).  While in stone form, it cannot be harmed physically, and gain 1 Body Point per round.  It is immune to illusions (including the Genie and the Efreeti).  Expend all 3 Earth spells.

Vision of the Sentinel (Earth):  You can see through all illusions and deceptions (including enemies hiding in shadows).  This spell effectively dispels all illusions (including the Genie and the Efreeti) that the caster can see and remains for 1d6+1 rounds plus the target’s Mind Point.  Expend any 1 Earth spell.
Blast Fireball (Fire):  This ball of fire hits the first target for 2 points of damage and all adjacent creatures for 1 point of damage.  Must expend Ball of Flame and Fire of Wrath.
Blinding Light (Fire):  All creatures in a 2 by 2 square area designated by the caster must save or be blinded for 1d3 rounds.  Blinded creatures move at rate of 1d3 squares and has 50% mischance when attacking in melee (must pick a square).  You cannot target while blinded.  Expend any 2 Fire spells.  If all 3 Fire spells are used, the area of effect increases to 3 by 3 square area.
Celerity (Fire):  Choose a Hero.  That Hero gain 2 extra attack dice in melee, 1 extra defend die, and 1 extra red die for movement.  These enhancements stay until the target no longer sees any enemies to defeat.  You can still move one red die and attack more than once (if you have that ability) due to great increase in speed.  Must expend Fire of Wrath and Courage.
Chain Lightning (Fire):  This lightning travels in a straight line and damage the first target for 2 points of damage and the rest in its path for 1 point of damage.  Expend any 2 Fire spells.
Dragon Breath (Fire):  This incendiary breath causes 3 points damage to everyone in the room (you suffer only 1 damage).  When cast in the corridor, you can affect up to 6 squares starting from your square (again you suffer only 1 damage).  Must expend all 3 Fire spells.
Fire Shield (Fire):  Wreathes a target in flame that damages all adjacent creatures for 1 combat die damage.  The shield protects you from 2 points of fire damage a round and stays on for 1d6+1 rounds.  Expend any 2 Fire spells.

Polymorph Hero (Fire):  Choose a Hero.  That Hero can take on the shape of any one creature described in the monster cards.  They gain the attack dice and defend dice of the monster, but the Body and Mind Points do not change.  When you take 2 points of damage, the spell is dispelled.  Expend Ball of Flame.
Polymorph Other (Fire):  Choose a monster that has 4 BP or less.  That monster is changed into another monster (selected from the cards) until a BS is rolled (each round for each of his Mind Point).  Expend Ball of Flame and Fire of Wrath.

Sword of Fire (Fire):  You summon a flaming sword into being.  The sword will attack one foe for 1d3+1 rounds or until it vanquishes him.  It attacks with 3 attack dice that deals fire damage and target cannot runaway from the sword.  The Dispel spell will get rid of a Sword of Fire.  Expend Fire of Wrath and Courage to cast it.
Charm (Air):  You can charm a living creature to stop attacking you and help you out (although the creature will not attack or endanger his old comrade).  The target need to roll a BS on a combat die each round for each of his Mind Point to break free.  Expend Tempest or Genie.
Cloud of the Unseen (Air):  This powerful illusion masks you completely, rendering you invisible to most enemies for 1d6+1 rounds.  Attacking or casting a spell dispels the illusion, but not when casting Air spells.  Expend Genie and Tempest.
Echoing Silence (Air):  All creatures in a 2 by 2 square area designated by the caster must save or be silenced for 1d3 rounds.  Silenced creatures cannot speak nor cast spells.  Expend any 2 Air spells.
Efreeti (Air):  This conjures a spirit that physically attacks for 8 combat dice (that can be split into many weaker attacks) for 1 round or the spirit casts one Wish (cast one level 2 spell of Air or level 1 spell of a different element).  Must expend all 3 Air spells.
Mirror Twin (Air):  You can create an exact double of any target specified.  The double mimics the actions of the original except it cannot truly attack, defend, cast a spell, or perform an action.  Each round, on the target’s initiative, the Mirror Twin can magically switch places with the target as a move action.  Once it takes 2 points of damage, it is dispelled.  Expend Swift Wind and Tempest.

Phantasmal Horror (Air):  Creates an illusion for 1d6+1 rounds that does 1 combat dice damage to a living target’s Mind Points each round (target gets save as usual).  The Horror only attacks one creature and travel at a speed of 7.  Each time the target loses a Mind Point he is forced to flee in panic for that round.  The target does not die when his Mind Point is reduced to zero; he just sleeps for 1d3 rounds, after which he regains one Mind Point per round.  Expend Genie and Swift Wind.
Rage (Air):  You lose one Mind Point (for the duration of the quest) in exchange for one extra combat die when attacking in melee as long as you do not lose a Mind Point at a later date.  Does not stack with Barbarian’s Rage ability.  Expend any 2 Air spells.
Teleport (Air):  You can disappear and reappear instantaneously on any square previously explored.  Expend any 2 Air spells.
Tornado (Air):  This spell will push back every foe (in the room or corridor) against the wall, causing 1 combat die damage (no save).  It also blows away smashed boulders such as from the Avalanche spell or the falling block trap.  Must expend Swift Wind and Tempest.
Blizzard (Water):  This creates a blizzard that encircles a Hero.  All creatures that are adjacent to the target take 1 point of ice damage each round.  When 6 points of damage has been dealt out, the spell expires.  Expend any 2 Water spells.
Freeze (Water):  This freezes a living creature for a number of rounds equal to the caster’s MP.  Unlike the Sleep spell, the spell is not broken when the frozen target is attacked and a frozen target loses 1 defense die.  Victim must roll a BS for each of his Mind Points to reduce the number of rounds frozen by 1.  Expend Sleep and Water of Healing.
Holy Reflection (Water):  This spell protects a target from life draining abilities of the undead for 1d6+1 rounds plus the target’s Mind Point.  When it’s on, any undead adjacent of the target suffer 1 combat die damage when it deals the target physical damage in melee.  Expend Sleep and Water of Healing.
Holy Shield (Water):  This shield stays on for 1d6+1 rounds plus the target’s Mind Point.  When it’s on, any undead situated diagonally or adjacent of the target suffer a penalty to their attacks, defense, and save (-1 combat dice).  Expend Veil of Mist and Water of Healing.
Holy Water (Water):  This holy spell makes 4 combat dice damage against one undead.  All adjacent undead take 2 combat dice damage and all undead diagonal of the target take 1 combat die of damage.  Living creatures are healed instead of damaged when hit with this spell.  Expend all 3 Water spells.
Ice Sheath (Water):  You can coat ice up to 5 squares in a straight line.  All caught within it must save in order to maintain footing and not lose a round prone on the floor.  Prone melee targets lose one defense dice.  Expend Veil of Mist or Water of Healing.
Rust (Water):  You can rust an opponent’s non-magical metal weapon (or equipment) so that it’s unusable.  Expend Veil of Mist.

Strangling Mist (Water):  This creates a mist that attacks living beings for 1d3+1 rounds.  On the first round, there is enough mist to fill a square.  The second round, the mist fills 3 by 3 square area and then finally the round after it fills a 6 by 6 square area.  All living beings in the area of effect, except the caster, must leave the area or lose 1 BP (no save) each round.  Expend all 3 Water spells.
Revision (Basic Elemental spells and Chaos spells changed from their original descriptions.)
Courage (Fire):  The 2 extra attack dice only applies to melee attacks (the primary hand only if using two-weapon fighting).

Cloud of Chaos (Chaos):  Cloud of Chaos does not affect creatures with more BP than caster’s MP or mindless creatures (including intelligent undead).  You need a BS to break free.  While paralyzed, you keep only the defense of your armor.

Escape (Chaos):  Allows the caster and 1d6 targets to be teleported to any part of the dungeon.

Fire of Wrath (Fire):  You only get one save die against this spell regardless how many you normally get (except the Chaos Fiend).

Sleep (Water or Chaos):  Sleep does not affect creatures with more BP than caster’s MP or mindless creatures (including intelligent undead).  You need a BS to break free of the enchantment.  While asleep, the target keeps only the defense of his armor.  The target awakens immediately if attacked (on the first attack).

Tempest (Air or Chaos):  Tempest does not affect large creatures or heavy targets (like the Crystal Golem).

Chaos Spells (Living creatures not initiated into the discipline of Chaos are weakened after casting one of these nefarious spells. Casting of a chaos spell drains 1d3 Mind Points. Mind Points lost this way can be regained after a day of rest. If a caster’s Mind Points are reduced to zero from casting a chaos spell, he turns into a zombie.)

Absorb Spell (Chaos):  Once cast, the spell remains active until you call for its powers to absorb a spell cast around your vicinity (can be done only once).  Roll anything but a BS to absorb a spell and a Skull to release it back at a target.  In any event, if a BS is rolled while trying to absorb a spell, you fall victim to one of your Chaos spell (choose a random Chaos spell if you ran out of spells).  You can hold the spell for the duration of the quest.
Chaos Armor (Chaos):  This armor stays on for 1d6+1 rounds plus the target’s Mind Point.  When it’s on, the target gets an additional 1d6 defense dice (does not stack with any body armor) per round (changes round to round).
Chaos Dagger (Chaos):  Creates a dagger made of Chaos that attacks one target specified by the caster for 6 attack dice.  In case some attack dice missed (rolled a Shield), it attacks another target adjacent of the first target (chosen by caster) with remaining attack dice that didn’t hit.  This process repeats until all attack dice have hit (rolled a Skull).  The targets defend normally.
Cloak of Chaotic Displacement (Chaos):  Allows the caster to pass through walls/boulders and 1 extra defense die for 1d6+1 rounds.
Dispel (Chaos):  If a WS is rolled on 1 combat die a buff or harmful spell is removed from a target.
Gate of Chaos (Chaos):  Roll a d6.  A result of 1-2, summons one Chaos Warrior.  3-4 summons two Chaos Warriors.  A roll of 5, summons three Chaos Warriors.  While a roll of 6, summons Orcs and Undead (one summoning spell takes effect 1d6 rounds after).
Unholy Armor (Chaos):  This armor stays on for 1d6+1 rounds plus the target’s Mind Point.  When it’s on, any living creatures situated diagonally or adjacent of the target suffer a penalty to their attacks, defense, and save (-1 combat dice).

Unleash Ancient Horror (Chaos):  Roll a d6.  A result of 1-4, summons one Ancient Mummy.  A roll of 5, summons one Vampiric Templar.  While a roll of 6, summons one Vampiric Sorcerer.
*NOTE: Level 1 spells are the basic Elemental spells that you cast normally.  Spells that require 2 Elemental spells to cast are level 2 spells, while spells that require 3 Elemental spells to cast are level 3 spells.

Zargon’s Notes
Monsters

Common Monsters
Goblins:  Cowardly thieves.  They carry 1 dagger and always a small bladed weapon (2 attack dice).  They can hide in shadows on a roll of a WS on 1 combat die as a move action.  When they attack from the shadows they cannot remain hidden.

Orcs:  Blind fanatics.  They use a medium-sized bladed weapon (3 combat dice) and unarmed attack dice of 4.  Orcs are equipped with 1 shortspear.

Fimirs (L):  One-eye menace.  Their unarmed attack is at 3 attack dice.  They can pierce all illusions 1/day as a free action.

Chaos Warriors:  Shrewd warriors.  They can unleash Chaos Curse at an Elemental spellcaster once a day (a melee touch action) that negates all level 1 Elemental spells of a magic-user for 1d3+1 rounds.  Dispel (an Earth spell) can remove this curse instantly.

Gargoyles (L):  Intelligent tacticians.  They have the Two-Weapon Fighting feat.  Usually use a heavy bladed/blunt weapon (4 combat dice) and a bull whip (4 combat dice unarmed).  Sometimes, they use a cleaver in their off-hand (2 combat die).  They can go to stone form as a move action (frozen into a statue form).  While in stone form, they cannot be harmed physically, and gain 1 Body Point per round.  One of their favorite tactics is to entangle an opponent and go to stone form.

Challenging Enemies (Creatures marked with a “N” are not monsters but NPCs that defend just like the Heroes (WS to defend). Heroes can scavenge non-artifact equipments from NPCs. Large creatures are denoted with “L”; they can attack diagonally and Stomp on smaller creatures.)
Ancient Mummies:  Entombed undead.  Speed: 5  AD: 4  DD: 5  BP: 4  MP: 0  SD: 3  They have the Monstrous Expert.  There is 50% chance that they bestow a Curse of the Ancients every time they hit you in melee.  The Curse of the Ancients permanently drains 1 Body Point (drinking an Elixir of Life restores 1d3 permanently lost Body Point).
Assassins of Shadowar (N):  Dread assassins.  Speed: 2d6  AD: 3  DD: 3  BP: 5  MP: 3  SD: 2  Assassins carry a soothing balm and a stone bolt (or frost bolt), a death plague dagger, a crossbow, and a broadsword.  Some assassins carry a longsword instead of a broadsword.  They have the Sharpshooter and Critical Hit (broad or long sword) feat.  They have the abilities of a level 11 assassin.
Barbarians of the North Steppes (N):  Savages allied with Zargon.  Speed: 2d6+4  AD: 3/2  DD: 3(5)  BP: 9  MP: 2  SD: 2 Barbarians are equipped with 2 broadswords, leather armor, and a healing potion.  Some barbarians carry a battle axe instead.  They have the Greater Two-Weapon Fighting and Two-Weapon Fighting feat.  They also have Rage, Berserk, Bloody Rage, and Frenzy abilities.
Changelings:  Shapechangers.  Speed: ?  AD: ?  DD: ?  BP: 7  MP: 4  SD: 3  They have the Lucky Soul and Iron Will.  They assume a shape of a random creature when first encountered.  Every time they take damage, the Changelings change shape (choose a random monster from the monster deck).

Chaos Warlocks (N):  Disciples of Chaos.  Speed: 2d6  AD: 2  DD: 3  BP: 5  MP: 6  SD: 2  They usually carry a Arcane Shroud and Talisman of Lore artifact, as well as a scarab of protection.  They can unleash Chaos Curse at an Elemental spellcaster 1/day (a melee touch action) that negates all level 1 Elemental spells of a magic-user for 1d3+1 rounds.  They can cast any 6 Chaos spells (loses 1 Mind Point per Chaos spell cast).  They have the Gambler’s Luck feat.
Death Knights:  Undead paladins.  Speed: 6  AD: 4  DD: 6  BP: 8  MP: 4  SD: 5  They have the Monstrous Expert, Power Attack, and Lucky Soul x2 feat (total of 5 save dice).  They can cast 2 random Chaos spells.  They also have the ability to kill one living creature outright once a day (the creature must roll a save normally).  Additionally, they can summon 1d3 Skeletal Warriors once a day.
Drakhens:  Martial Lizardmen.  Speed: 9  AD: 3  DD: 4  BP: 5  MP: 4  SD: 4  They have the Lucky Soul, Monstrous Expert, Tumble feat.  They use polearms or longswords that can hit diagonally.  They can each cast one random Chaos spell.

Drakhen Marauders (L):  Toughest Lizardmen.  Speed: 10  AD: 4  DD: 5  BP: 8  MP: 5  SD: 4  They have the Acrobat, Lucky Soul, and Monstrous Expert feat.  They use a longsword.  They can cast 4 random Chaos spell.  Their unarmed attack is at 4 attack dice.

Fallen Archers:  Former Archers of the Empire.  Speed: 7  AD: 2  DD: 2 (3)  BP: 3  MP: 2  SD: 3  They carry a crossbow (infinite number of arrows), shortsword, and wear padded armor.  They have the Lucky Soul feat.

Fallen Knights:  Former Knights of the Empire.  Speed: 6  AD: 3  DD: 5  BP: 5  MP: 2  SD: 2  They carry a broadsword, shortsword, lance, helmet, shield, and wear chain mail.  They have the Dodge and Expertise feat.
Golem, Clay (L):  Powerful Construct.  Speed: 5  AD: 5  DD: 5  BP: 5  MP: 0   SD: 3  They have the Monstrous Expert and the Power Attack feat.  Immune to Air magic (Air magic heals the Clay Golem completely).

Golem, Crystal:  Powerful Construct.  Speed: 5  AD: 4  DD: 7  BP: 5  MP: 0  SD: 3  They have the Monstrous Expert, Power Attack, and Cleave feat.  Immune to Elemental magic (Chaos magic is exempted).

Golem, Flesh:  Powerful Construct.  Speed: 5  AD: 4  DD: 4  BP: 5  MP: 0  SD: 3  They have the Monstrous Expert and the Power Attack feat.  Immune to Water magic (Water magic heals the Flesh Golem completely).

Golem, Iron (L):  Powerful Construct.  Speed: 5  AD: 5  DD: 6  BP: 5  MP: 0  SD: 3  They have the Monstrous Expert and the Power Attack feat.  Immune to Fire magic (Fire damage heals the Iron Golem proportionately).

Minotaurs (L):  Cunning brutes.  Speed: 8  AD: 5  DD: 3  BP: 4  MP: 2  SD: 2  They have the Bull Rush and Power Attack feat.  Their unarmed attack is at 5 attack dice.

Minotaur Reavers (L):  Elite brutes.  Speed: 8  AD: 6  DD: 4  BP: 5  MP: 2  SD: 2  They have the Bull Rush, Cleave, Power Attack feat, Trample, and Weapon Specialization.  Their unarmed attack is at 5 attack dice.

Monks of the Open Fist (N):  Deadly killers.  Speed: 2d6+6  AD: 3  DD: 4  BP: 6  MP: 4  SD: 2  Monks carry a soothing balm and a potion of strength (or defense).  They have the Dodge and Tumble feat.  The also have Martial Defense and Stun 3/day.

Skeletal Warriors:  Fighting undead.  Speed: 7  AD: 3  DD: 4  BP: 3  MP: 0  SD:3  They have the Monstrous Expert feat.  They usually carry a longsword.
Vampiric Sorcerers:  Deadly undead.  Speed: 8  AD: 2  DD: 3  BP: 4  MP: 6  SD: 4  They have the Lucky Soul and Monstrous Expert.  There is 50% chance that they drain a level, every time they hit you in melee (you recover half of drained levels after a day).  Vampires can change into mist for 1d6+1 rounds once a day, which decrease their movement to 3, but become immune to physical attacks and magic (except Chaos and Water magic).  They cannot cast spells or attack in their mist form.  They can cast any 5 Chaos spells.

Vampiric Templars:  Deadly undead.  Speed: 8  AD: 3  DD: 5  BP: 7  MP: 3  SD: 3  They have the Monstrous Expert, Power Attack, Taunt feat.  There is 50% chance that they drain a level, every time they hit you in melee (you recover half of the drained levels after a day).  Vampires can change into bats, which improves their movement to 14 but Defense is 1.  They cannot cast spells or attack in their bat form.  They usually carry a longsword and a shield.

NPC
Assassin BP 5, MP 3  (Wpn 3, Arm 2)
Level 1 – Assassin Training: You get 1 extra defense die when wearing body armor no heavier than leather.  You cannot wear any armor heavier than leather in order to use Assassin abilities.

Level 3 – Hide in Shadows: Roll a White Shield each round to hide in shadows (1 move action) for a round.

Level 4 – Gain the Constant Vigil feat.

Level 5 – Assassinate: When hidden, must damage with a melee weapon to kill outright living creatures with 3 Body Points or less.

Level 7 – Critcial Hit: Gain the Critical Strike feat with one melee weapon as the Warrior feat.

Level 8 – Shadowless: You get 1 extra defense die when hiding (even when discovered).

Level 9 – Assassinate: As above, but now he can kill outright living creatures with 4 Body Points.  Feat.

Level 11 – Shadowcloak: You can now attempt to hide anywhere (now 50% chance) for a round.

Level 13 – Shadowless: You get 2 extra defense die when hiding (even when discovered).

Level 15 – Assassinate: As above, but he can assassinate creatures with 5 Body Points, against which his target loses 1 defense die.

War Dancer BP 6, MP 3  (must be Elven, Wpn 3, Arm 3)
Level 1 – Dance of War: You gain 1 extra attack dice when moving that round.  Elven Trait: Immune to Sleep. Trained to use all swords.

Level 3 – Trance 1/day: You gain 2 extra Mind Points for 1d6+1 rounds.  Gain the Tumble feat.

Level 5 – Feat (can take the weapon specialization feat when specializing a sword).

Level 7 – Ancestral Infusion: Temporarily gain a Body Point during Trance.  Trance 2/day.

Level 9 – Fog of War: The enemies you’ve damaged in melee cannot see beyond 2 squares for 1 round.

Level 11 – Sword of the People: When using a specialized sword and not moving, you gain 1 extra attack dice.

Level 13 – Wind of War: Gain 1 extra red die to movement during Trance.  Feat (can take the weapon specialization feat for any sword).

Level 14 – Channel Spirit: Gain 1 extra attack die during Trance.

Level 15 – Ancient Guardian: Now, temporarily gain 2 Body Points during Trance.  Trance 3/day.

Chaos Warlock BP 5, MP 5  (requires at least 4 BP and 5 MP, Wpn 2, Arm 0)
Level 1 – Can cast 3 Chaos spells of your choice (from what Zargon allows).  You cannot wear armor and still cast spells.

Level 3 – Can cast 4 Chaos spells of your choice.  You only lose 1 Mind Point when casting a Chaos spell.

Level 5 – Feat.

Level 7 – Can cast 5 Chaos spells of your choice.

Level 9 – Chaos Curse 1/day: as a melee touch action you negate all level 1 Elemental spells of a magic-user for 1d3+1 rounds.

Level 11 – Can cast 6 Chaos spells of your choice.

Level 13 – You can cast a random Chaos spell (from the Chaos Spell Cards) 1/day.

Level 14 – You can cast a random Chaos spell (from the Chaos Spell Cards) 2/day.  Chaos Curse 2/day.

Level 15 – Feat.  You can cast a random Chaos spell 2/day.  You do not lose Mind Points when casting Chaos spells.

Monk BP 6, MP 4  (requires at least 5 BP and 3 MP, Wpn 0, Arm 0)
Level 1 – Monk Training: 2 attack dice when using a staff or unarmed.  Cannot wear armor or use weapons (except for a staff).

Level 3 – Art of Defense: 3 defense dice when not using armor (lose all defense dice when helpless).  Your speed + 2.

Level 5 – Martial Defense: A Black Shield also means successful defense.  Feat.

Level 7 – Improved Martial Arts: 3 attack dice when using no weapons.  Your speed +4.

Level 9 – Art of Invulnerability: 4 defense dice when not using armor (treat your defense dice as body armor).  Feat.

Level 11 – Stun 3/day: A living target that you hit in melee for at least 1 point of damage is stunned for 1 round.  A stunned target loses their turn and 1 defense die.  Your speed +6.

Level 13 – Stun 4/day.  Feat.

Level 15 – Master of Unarmed Combat: 4 attack dice when using no weapons. Gain 5 defense dice when using no armor. Stun 5/day.

Shaman BP 5, MP 5  (requires at least 4 BP and 4 MP, Wpn 1, Arm 0)
Level 1 – Summon the Elements 3/day: You can blast your foes with different types of elemental energy, such as fire, electricity, or ice (choose one) that does 3 combat dice damage.  Cannot wear armor and still use Shaman abilities.

Level 3 – Enchant Weapons 3/day: You imbue 1 point of damage to any one weapon that will discharge on the next attack.

Level 5 – Shapechange 3/day: You can become any monster (creature) that has 3 Body Points or lower.  Feat.

Level 8 – Nature’s Blessings: You gain 1 extra defense die and save die when not wearing armor.

Level 11 – Summon the Elements 5/day and the blast now does 4 combat dice damage.

Level 13 – Enchant Weapons 5/day and weapons you imbue now does 2 points of damage.

Level 15 – Shapechange 5/day and you can now become any living monster (from above list, but not ones marked as NPCs) that has 5 Body Points or lower.  Feat.

Artifacts and Relics

Artifacts (Zargon may forbid the purchase of some Artifacts on his discretion. Unique or priceless artifacts cannot be bought.)
Arborian Oakbow (5000 gp) is a longbow that attacks with 4 attack dice when wielded by a Champion Archer.
Arcane Shroud (850 gp) is a cloak that grants 1 extra defense die to spellcasters.

Brooch of Dispel (2525 gp) gives a magic-user the ability to cast Dispel (Earth) spell if you expend any two level 1 Elemental spells.

Boots of Celerity (3000 gp) gives you the Celerity (Fire) 1/day on yourself.

Boots of Levitation (4200 gp) allows you to levitate over foes and traps for 1 round, where each square you levitate over is 2 squares of movement.  You cannot use this ability on 2 consecutive rounds (the magic in the boots need 1 round of repose in order to work again).

Boots of the Bat (1200 gp) allows you to cling to the ceiling as a bat when passing through a pit trap as long as there is no threat.

Borin’s Armor (priceless) is a magical plate mail that is light as a chain mail.  The master smith Borin forged 13 suits like this.
Brew of Giants (priceless) enchants a medium-sized drinker to grow into a large-size creature for 1d6+1 rounds.
Cape of Wind Barrier (2625 gp) gives you 1 extra defense die against ranged attacks.
Celestial Boots of Flight (unique) allows you to fly for 1d6+1 rounds, giving you movement of 2d6+8 (and can fly over your enemies, but not doorways blocked by hostiles) 2/day.  Only ranged attack, spell, or other flying creatures can attack you while in flight.
Centurion Crossbow (2575 gp) is a crossbow that attacks your target and the creature right after it.

Centurion Greatsword (3500 gp) is a longsword that attacks your target and the creature right adjacent to it (and diagonal from you).
Chains of Binding (3250 gp) is a ball and chain, but does 3 combat dice to any corporeal creature (roll 2 attack dice when entangling however).  Any spellcasters entangled with this weapon cannot cast level 1 Elemental spells for 1 round.
Cliff Face (5000 gp) is a plate mail that allows the wearer to cast Iron Skin (Earth) on himself 1/day and gives you the benefit of Lucky Soul feat as long as you meet the Mind Points limit.  You get –1 to your movement, although you can always move 1 square.

Cloak of the Blind (2175 gp) gives you 1 extra defense die by toughening your flesh thus giving you natural armor.  However, your line of sight is reduced to 3 squares.
Cloak of the Fools (1425 gp) gives you the benefit of Lucky Soul feat as long as you meet the Mind Points limit.  However, it decreases your Mind Points by one as long as it is worn.

Cloak of Shadows (2950 gp) gives you 1 extra defense die when standing adjacent to shadows (marked on the board).
Cold Heart (1900 gp) is a broadsword that does 1 point of cold damage when it hits living beings.

Color of Vengeance (2600 gp) is a shortsword that can retaliate against an enemy that wounded you in melee once per round.

Crown of the Witch Lord (unique) empowers a spellcaster to cast two separate and different Chaos spells as one action.

Dawn Breaker (2825 gp) is a flail that stuns (lose turn and –1 defense) an undead for 1 round when it deals at least 2 points of damage.
Defending Stone (2000 gp) is a shield that gives you 2 extra defense dice (instead of 1) against one opponent.
Dragon Scale (1550 gp) absorbs 1 point of fire damage every round and gives you an extra defense die as light body armor.

Eldritch Seal (3400 gp) is an amulet that empowers you to store a level 2 Elemental spell.  The spell store, however, is not accessible until its component level 1 spells has been cast already.

Eldritch Amulet of Protection (3500 gp) gives a spellcaster an extra defense die.
Eldritch Visor (3350 gp) is a helm that gives you the benefit of Lucky Soul feat as long as you meet the Mind Points limit.
Elixir of Life (priceless) resurrects a dead Hero and/or restores all Body Points and Mind Points (it even restores 1d3 Mind Points lost from learning a Chaos Spell or 1d3 Body Points from the corrupting touch of the Ancient Mummies).  Heroes brought back from life by drinking an Elixir of Life do not lose levels, though they do lose artifacts.
Elven Chain (2450 gp) gives you an extra defense die (body armor) and is light as normal clothing.  Can only be used by those that can wear 1st tier armor or better.  Only an Elf can make the purchase.
Farstrider (2400 gp) is a pair of boots that gives you +2 to each of your red die of movement.
Gale Force (2975 gp) is a pike that can stun 3/day (see above) a living target for 1 round once it hits for at least 1 point of damage.
Gargoyle Skin (1225 gp) is a 2nd tier body armor that gives you 1 extra defense die by toughening your flesh (natural armor).  The wearer gains the benefit of the Taunt feat against Gargoyles (-1 to save).
Glittering Fang (1475 gp) is a broadsword that can cleave and attack a new opponent when you drop your foe, as the Cleave feat.  If you already have the Cleave feat, you may cleave an extra time if you drop two enemies.

Hawkblade (2150 gp) is a longsword that can cleave and attack a new opponent when you drop your foe, as the Cleave feat.  If you already have the Cleave feat, you may cleave an extra time if you drop two enemies.

Helm of the Sentinel (3100 gp) is a helm that gives you the Vision of the Sentinel (earth) 1/day.  You also gain the benefit of the Vigilant feat.

Helm of Valiant Courage (2050 gp) is a helm that gives you the Courage (fire) 1/day.

Holy Crusader (1800 gp) is a shortsword that does 1 point of holy damage when it hits.  The holy damage harms undead but heals the living.
Holy Vestment (2300 gp) is a chain mail that protects you from all life draining abilities of the undead (such as the Curse of the Ancients and vampiric level drain).
Ice Cleaver (1575 gp) deals 2 combat die damage and can be thrown up to 4 squares.  If this throwing axe deals a point of damage, the target is frozen for a round for every point of damage inflicted unless he saves (as against a spell).  This weapon is not lost once thrown, but you can only have one such item at a time.  Can only be used by the Barbarian, Dwarf, Elf, or Warrior.
King’s Pledge (unique) is an amulet that grants the bearer the ability to Teleport (air) 1/day.  Or cast Sword of Fire (fire) 1/day.  Or cast Holy Shield (water) 1/day.

Lion’s Roar (2000 gp) is a shield that gives you the ability to scare all adjacent opponents 1/day.  When the Lion emblem roars, the adjacent targets must save or flee.
Luck’s Chant (2525 gp) is a magical dagger of 2 attack dice that returns to your hand once thrown as a move action.  It also gives you the benefit of Lucky Soul feat as long as you meet the Mind Points limit.

Luck Stone (priceless) is a magical amulet that gives you the benefit of Lucky Soul feat as long as you meet the Mind Points limit.  It also can cast Charm (air) 1/day.
Magic Quiver (3500 gp) provides unlimited number of bolts/arrows.  Magic quiver reduces the number of arrows you can carry on the side (such as enchanted arrows); the limit is now 5 less your maximum.

Mammoth Plate of the Pharos (1500 gp) is a plate mail that gives you 3 defense dice, but you cannot wear a helmet.
Nightspear (2900 gp) is a spear that can blind a living target for 1d6+1 rounds once it hits for at least 2 points of damage 3/day.
Obsidian Gauntlet (unique) is a gauntlet that gives the wearer (of any class) the ability to cast one random Chaos spell 1/day (your Mind Points doesn’t get drained when casting this spell).  Or you can cast Absorb Spell (earth) on yourself 1/day.  Or you can fly for 1d6+1 rounds, giving you movement of 2d6+6 (and can fly over your enemies, but not blocked doorways) 1/day.
Plate of Pure Sanctity (3000 gp) is a plate mail that protects you from all life draining abilities of the undead (such as the Curse of the Ancients and vampiric level drain).
Plate of the Colossus (5000 gp) is a plate mail that gives you 2 defense dice.  When worn by a Champion (that can normally wear a plate mail), this plate mail gives you the ability to become a large-sized creature 1/day.
Pure Lance (3250 gp) is a lance that does 2 points of holy damage when it hits undead (heals the living for 2 points of damage).
Ring of Deflection (2700 gp) gives an extra defense die against ranged attacks.
Ring of Elemental Binding (4700 gp) allows you to store one level 2 Elemental spell or two level 1 Elemental spell to be cast later.
Ring of Fimir Regeneration (priceless) allows you to regenerate during battle 2 combat dice per round, where BS means 1 BP is restored.
Robe of the Unseen (4200 gp) is a cloak, which provides a powerful illusion that turns you invisible 2/day.  You remain invisible until you attack (or cast a spell).
Rod of the Elemental Wyrm (unique) empowers you to cast two separate and different level 3 Elemental spells as one action.

Shadowshiv (3525 gp) is a magical dagger of 2 attack dice that returns to your hand once thrown as a move action.  This shiv provides a powerful illusion that turns you invisible once a day.  You remain invisible until you attack (or cast a spell).

Snake Arrow (575 gp) does 1 extra poison damage for 1d3+1 rounds when hit (lost forever).  Need a longbow.
Stone Arrow (835 gp) when it hits, a living corporeal target must save as against a spell or turn to stone permanently.  Need a longbow.

Spell Ring (2000 gp) allows you to store one level 1 Elemental spell (or one Chaos spell) to be cast later in the day.

Staff of the Archmagi (4900 gp) empowers you to cast two separate and different level 2 or level 1 Elemental spells as one action.

Stone’s Edge (1775 gp) is a battle axe that does 4 combat dice damage in melee and allows the user to put Rock Skin (earth) on himself once a day.  Inflicts 1 extra point of damage on Earth-based creatures, such as Earth Elemental and Clay and Crystal Golems (Gargoyles are exempted).

Talisman of Lore (2000 gp) is an amulet that gives you an extra Mind Point as long as it is worn.

Titanic Plate of the Gods (2500 gp) is a plate mail that gives you 4 defense dice, but you cannot wear a helmet or a shield.
Thunder Hammer (1975 gp) does 4 combat dice damage in melee and can be thrown (up to 3 squares) for 3 combat dice damage with an additional point of electrical damage when hit.  The weapon is not lost when thrown, and can be magically called back as a move action.  You cannot use a shield when using this weapon.  Can only be used by the Dwarf.

Troll Hide (5000 gp) is a tier 3 body armor that gives you 1 extra defense die and allows you to regenerate during battle 4 combat dice per round, where BS means 1 BP is restored.
Umbraesian Shadowbow (2350 gp) is a short bow that attacks with 2 attack dice but damages creatures adjacent to your to target for 1 attack die.  You need to be able to use a longbow to make use of a short bow.
Vest of Life (2200 gp) is a tier 1 body armor (gives no bonus defense dice) that gives you an extra Body Point as long as it is worn.

Wand of Magic (2700 gp) empowers you to cast two separate and different level 1 Elemental spells as one action.

Wayfinder (2300 gp) is a longbow that lets you gain the Precise Shot ability of the Archer (without defense penalties) 2/day.
Wyrm’s Seal (priceless) is made from the Eldritch Seal and the Ring of Elemental Binding.  This amulet empowers you to store a level 3 Elemental spell.  The spell stored, however, is not accessible until its component level 1 spells has been cast already.  Only a powerful archmagi of the Conclave of Elemental Sorcery can combine the two artifacts to create this uber artifact.

Relics (A relic do not disappear upon the death of the Hero equipped with it. Relics are quest items that Heroes seek to retrieve for others.)
Axe of Earth Dawn (priceless) is one of the battle axes of the Dwarven Lords.  If a Dwarf wields this, he gains the benefit of Lucky Soul feat as long as he meets the Mind Points limit.  You can also cast one level 1 Elemental spell from the Earth school 1/day.

Blood Reaver (unique) is a runes inscribed longsword of unspeakable evil and Chaos.  Originally wielded by the archdevil Heilandrius, upon the demise of the devil the sword was last seen carried by a fearsome Barbarian.  Blood Reaver is a weapon that grants you 5 attack dice against Heroes, Champions, Legends, and creatures of the Elements.  If Blood Reaver is used to land the killing blow, that creature cannot be resurrected by normal means.
Dragon Orb (unique) is a powerful magical focus designed to control and enslave dragons.  In an age where no dragons are reported to exist, this relic is quite useless except that it can store one level 3 Elemental spell to be used later for a spellcaster.
Fate Weaver (unique) is a broadsword of legend.  Only a Legend or Champion can use the powers of this sword.  When wielded by a Legend and attacking those bound to Chaos (such as Chaos Warlock, Chaos Warriors, Drakhens, Gargoyles, or creatures summoned using Chaos magic), you gain 5 attack dice.  A Champion gain 4 attack dice against the abovementioned foes.
Ring of Seven Mysteries (priceless) is a relic created long ago by archmages.  If an Elf or a Wizard wear this, then the bearer can cast 1d6+1 Elemental spells of undetermined levels (decided by Zargon, where a level 2 or level 3 spell takes two or three spell slots respectively) once before the ring is drained forever (cannot be recharged).

Star of the East (unique) is the covenant that proclaims the Elven king.  If an Elf wears this, he becomes immune to mind-influencing spells.  The bearer of the Star is able to bestow the title of Champion to those who are eligible.

Stonebow (priceless) is a magical crossbow made of stone that attacks with 8 attack dice once when wielded by a Champion.  Once it’s used, it attacks with 1 die less for each subsequent attack until it reverts back to a normal crossbow at 2 attack dice.
Totem of the Ancients (priceless) is the symbol that is given to the Barbarian champion.  When a Barbarian dons this amulet, he does not lose a defense die while Berserking.
