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Devil’s Sieve Character Generation 
 
1. Roll 3d6 for each attribute, in order. You can make up to 1 swap. Note the various advantages and 

disadvantages from the attributes, looking at B7 (but that’s not permanent yet.) 
 

2. Choose a class that fits your attributes that also looks fun to play. Pay particular attention to the 
class’s prime requisite, as that affects gaining experience. 

 
CLASS PR HD CLASS SPECIALS CLASS RESTRICTIONS 

Cleric WIS D6 Turn undead, spells at level 2. No edged weapons. 

Gray STR D8 Good saves, darkvision, miner, linguist. No 2 handed weapons. CON 9 

Daemonic STR & INT D6 Darkvision, spellcasting, linguist. INT 9 

Fighter STR D8 Tough.  

Ratkin STR & DEX D4 Good saves, accurate, dodgy, good at 
hiding. 

No 2 handed weapons. DEX & CON 9 

Wizard INT D4 Cast magic. No armor or shields, only a dagger, 
guns, and a staff for weapons. 

Thief DEX D6 Various sneaky skills, backstab. No shield, no metal armor. 

 
3. Adjust your attributes, if you want to. B6. Scores cannot be lowered below 9, and every 2 points 

from one attribute grants 1 point to another. Once you’ve got attributes settled, write in their 
modifiers on the character sheet. 

 Strength may be lowered by wizards in order to raise Intelligence, and by clerics in order to raise 

Wisdom. 

 Intelligence may be lowered by fighters, grays, ratkin, thieves, and clerics in order to raise a 

prime requisite of their class. 

 Wisdom may be lowered by wizards, fighters, grays, daemonics, ratkin, and thieves in order to 

raise a prime requisite for their class. 

 Dexterity may not be lowered, though it can be raised if it is a prime requisite. 

 Constitution & Charisma may not be raised or lowered. 

 

4. Read the custom page on your chosen class in this setting. Write down class specials on your sheet. 
Also write down saving throws. 
 

5. Choose or randomize an ability from your chosen class. 
 

6. Pick languages, considering both your chosen class and your INT. The common language is 
Kristomachian. Here’s what’s available: 

 

 Baffles. Criminal code, slang, signs. 

 Beastecht. Various forms of mammalian beast creatures have language; they also share a 
common basic verbal code for basic communication. 

 Diabolis. Language of the daemonics, cambion, and demons. 

 Dracoris. Language of reptilian and draconic cultures. 

 Elderris. Ancient Kristomachian language of theology and religion. 

 Gris. Language of the gray men. 
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 High Kristomachian. Language of aristocrats and scholars. 

 Chitskrit. Language of the ratkin and vermin. 

 Tradespeak. Intercultural multilingual barter slang. 
 

7. Align with the cosmos. Most people are neutral, but a few choose the more difficult paths of Law or 
Chaos. Is your character one of the few? (No alignment languages on Prime, though some cosmic 
beings can speak to like creatures.) 
 

8. Roll 3d6 x10 for starting gp. Buy what you want from page B12. 
 

9. Note your AC, also note that you have 0 experience, and what it will take you to get to level 2. 
 

10. Note that you need a 10 to hit a defender’s AC 9, modified up or down by STR for melee and DEX for 
ranged. Fill it in at +1 per defender’s higher AC.  

 

11. Fill in a name, and a description, and any other fun customizing details. 
 

Default Roles in a Party 
 
Fighter. People expect fighters to develop as lone survivors and canny judges of when to retreat, until 
they are tough enough to run their own squads. They are trusted as leaders from the front, or as 
bodyguards, but people are wary of them in other roles. 
 
Wizard. Sixguns are popular among wizards, arcane gunslingers who pursue their lore and use magic 
when it is most needed. They are trusted as leaders if they are pursuing treasure connected to mystical 
lore. People generally assume a wizard is weird and self-absorbed and won’t be loyal or a team player. 
 
Cleric. People expect clerics to try and spread their religion, and then take advantage of those who 
convert. People trust clerics to have divine power and an eye to the greater good, and trust them to lead 
expeditions to smite the wicked. Generally people want the clerics out among the monsters, and not 
disrupting the status quo in town (or looking to root out more nearby evil.) 
 
Thief. They are bad guys, but they can be popular with the people if they punch up, and with the powers 
that be if they focus their attention on threats to civilization. Their weakness and studiousness makes 
them ideal for organizing the disaffected into resisting the government, through economic and class 
warfare, so the occasional charismatic rogue is closely watched. 
 
Gray. Excellent crafters, the grays are also in demand because they are stalwart warriors that mostly 
have an inclination to be team players to the best of their weird and skewed ability. They are great for 
identifying objects, and their friends have the best weapons and armor. If you can get past the weird. 
 
Daemonic. They mostly get trust through sorcery, and their languid and aristocratic ways are off-putting 
to most. They don’t feel the press of time, and level slowly, but are individually quite dangerous. As 
leaders, they are expected to sacrifice their followers. 
 
Ratkin. Still newcomers, not trusted by anyone, sneaky and inhuman and dangerous.  
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Devil’s Sieve Character Sheet (B/X D&D) 
 

Name:   Player:   Date Created:  

 
Description:  

 
Class:  Level:  XP:  Needed to Level:  

    

Attributes p. B7 Prime Requisite(s):  Adjustment to Experience Earned:  
 

STR  +/-  To hit in melee, damage in melee, and open doors. 

 

INT  +/-   Speaking, Reading, Writing, Languages 

 

WIS  +/-  Adjust magic-based saving throws. 

 

DEX  +/-  To hit with missile fire.   AC adjustment (reverse). 

 

CON  +/-  Hit points per die. 

 

CHA  +/-  Adjustment to Reactions.  Max Retainers:  Retainer Morale:  

 

Saving Throws p. B26 
Death Ray or 

Poison Magic Wands 
Paralysis or 

Turn to Stone 
Dragon 
Breath 

Rods, Staves, 
Spells  

Magic Adjustment 
(WIS) 

       
 

Character Attacks (Melee)  Modified by STR  p. B27 
9 8 7 6 5 4 3 2 1 0 -1 -2 -3 

             

Character Attacks (Missiles) Modified by DEX  p. B27 
9 8 7 6 5 4 3 2 1 0 -1 -2 -3 

             

 
Hit Points: / DEX 

mod:  
Armor 
Type:  

Shield?  Treasure: 
Armor Class: /   
Weapon:    
Weapon:    

 

Abilities        Stuff 
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Clerics 

 

Dedicated to the One Church, these humans fight for Kristos-Kristus and receive resolve and 

supernatural power through venerating one of the saints of the church. 

 

Saving Throws p. B26 
Death Ray or Poison Magic Wands Paralysis / Turn to Stone Dragon Breath Rods, Staves, Spells 

11 12 14 16 15 

 

Class Specials Prime Requisite is WIS. 1d6 HD. 
 

 Turn Undead. Encountering the undead, the cleric can choose to turn the monsters. Either the cleric 

cannot turn the creatures, or can and must roll their number or higher on 2d6, or automatically can. 

Then roll 2d6 to see how many hit dice are repelled to flee. (B8-B9) 

 Spellcasting. Starting at 2nd level, clerics receive spells through a saint. 

 Lore. Clerics speak common Kristomach and Elderris, the theological language of the church. They 

know the church’s theology and history, and if they need to know a detail or some religious lore 

related to the church they may recall it by rolling WIS or less on 1d20. 

 

Class Abilities 
 

1. Templar. Use any weapon. 
2. Illuminator. Generate a witchlight equal to a free-floating torch once per day per level, lasts 6 turns. 
3. Preceptor. Detect any lie told in your presence not shielded by potent magic. 
4. Penitent. D8 hit dice. 
5. Smiter. Once per day per level after rolling damage add 1 per your level to damage. 
6. Threadbearer. You know the hit points of all combat-worthy things at a glance. 
7. Restorationist. Once per day, with a touch and a full round of concentration, heal 1 hp per your 

level for someone you touch. 
8. Witchfinder. Detect unnatural energy within field of vision with one round concentration. 
9. Punisher. Take a full round of concentration to load death energy into one hand, and when it next 

connects (or the weapon in that hand connects) the target will suffer 1 additional hit point per level. 
10. Shieldbearer. If a shield has the mark of the Church on the shield, it grants +2 AC to you. 
11. Mourner. Spend 1 turn with a body to protect it from necromantic use and greatly slow 

decomposition. 
12. Converter. After 1 turn of conversation with possible converts, a 9 or better results in conversion, 

with a 12 granting a free retainer if there’s room. 
 

Details 
 

 Intercession of the Saints. The eight saints each have temples and religious traditions to filter 
contact between the mortal and the divine, and most clerics have chosen their intercessor. 

1. Abel. Saint of meat, fertility, sacrifice, marriage, and law. Advocates and judges. 
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2. Mary. Saint of strategy, heroism, conscience, forcible conversion, and science. Patron of 
military officers, adventurers, and sages.  

3. Sebastian. Saint of medicine, effeminacy, poetry, archery, and music. Lighthearted and 
healing. Temples are hospitals and theaters. 

4. Peter. Saint of the dead, often invoked at funerals, clerics hunt undead. 
5. Kristus. Saint of barbaric warfare. Rival with Mary, very visceral. 
6. Christopher. Saint of craftsmen, invention, dragon slayers, and travel. No permanent 

temples, always on the move seeking out new lovers and ideas. 
7. Joan. Saint of fortune, prosperity, and destiny. “The Lady” or “Lady Luck” is whimsical, and 

calling on her may lead to the unexpected, rather than a good outcome. 
8. John. Saint of judgment, discipline, torture, and trade. Followers are often seen as bullies as 

they are not shy about exerting influence and violence to get their way. Vigilant against 
demons. 

 
 Clerics tend to wear black and white with red highlights. The insignia of the church is a red X, usually 

across the chest, standing for the crossroads where the mortal and divine meet. 
 

Spellcasting 
 
Clerics get their spells at dawn, whether they can see the light or not, whether they rested or not. They 
can feel the spell energy seep into them. They can request spells, but they don’t always get what they 
want. Once they have their spells, at any point during the day they can pray for a full turn and request 
one spell be traded for another, and unless the DM has a specific reason why not, the request is 
granted. The saints use the souls of the faithful dead to service their Chosen with spell energy, which is 
prayer that has flowed up through the saints to become cosmic energy returned to the few spellcasters. 
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Grays 

 

Gray men are short, bulbous-headed, spindly aliens. They are strong and tough, endowed with odd 

sensory acuity. They were a slave race once. All are male. 

 

Saving Throws p. B26 
Death Ray or Poison Magic Wands Paralysis / Turn to Stone Dragon Breath Rods, Staves, Spells 

10 11 12 13 14 

 

Class Specials Prime Requisite is STR. Minimum CON 9. 1d8 HD. 
 

 Darkvision. See up to 60 feet in the dark, in black and white. 

 Expert Miners. Detect slating passages, traps, shifting walls, and new construction on a 1-2 on d6. 

 Linguists. Speak Common Kristomach, Gris, and 1 other language. 

 

Class Abilities 
 

1. Scuttler. If a foe attacks and misses, you can automatically get behind the foe. 
2. Reader. If you examine Gray glyphs for 1 turn, you know their function. 
3. Mutant Healer. A full turn of rest restores 1 hit point or substitutes for a meal and drink. 
4. Scanner. Can read the surface thoughts only of 1 watched sentient target at a time, requires full 

concentration. 
5. Armor Gift. Increase the AC value of armor by 1. 
6. Levitator. Once per turn, can levitate up to 5 feet per level straight up. Must concentrate to ascend 

or descend, but can hold position and act. 
7. Healer. Take 1 hit point and a full round and grant 1d4 hit points to a target by touch. 
8. Sensor. Detect life energy within 5 feet per level with a round of concentration. No details. 
9. Psychic Link. You can choose one other at a time and form a 2 way psychic link to talk back and forth 

silently at will. 
10. Fixer. You can make a basic machine work again in 1 turn with psychic power. Some machines may 

require multiple rounds, but you can improvise parts. 
11. Mottler. Against a background of shadows or earth tones, if nude(ish), surprise on a 3+. 
12. Appraiser. Automatically count coins and know the value of gems and luxury craftsmanship (not 

clothes, animals, or alcohol, just metal, gems, and stone.) 
 

Details 
 

 As they grow more powerful, their heads swell. By the time they reach 10th level, they barely touch 
the ground; their swelling head has odd powers of levitation and increased resilience (reflected in 
higher saving throws of all kinds). They tend to spend more and more time in esoteric mathematical 
reflection. When their head reaches a certain size, they become something like a prized trophy of 
their clan. They are hidden away, and their reflections become something like scripture in complex 
equations. 
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 Their thin limbs are very strong because of the strange composition of their flesh. Their meat can 
serve as muscle and also as fat; their strange gray skin has a peculiar anti-gravity property that 
focuses in the head, so even though they appear spindly they can trundle along as fast as creatures 
with four times the stride and carry impossible loads on their thin legs and backs. 

 Their bones are an organic form of layered composite ceramic. This is not possible, yet it is true. 
Those who have tried to make leather from gray men, or take advantage of their strange physiology 
for anti-gravity or strength, have found that the material decays immediately after the death of the 
gray man. 
 

 All gray men are male. They implant a gene seed in a human to reproduce; after three months, a 
new gray man erupts, fully mature, from the human host (who dies). 
 

 Gray men have hard black eyes with no inner structures. The eyes crumble to fine powder when 
they die. Vivisection has revealed the eyes are actually hollow, their interior covered by shifting and 
dancing equations of physics rubbing space-time against energy. Gray men can see when there is no 
light. These extra senses are credited with their ability to make such fine metalwork, detailed with 
unknown alloys, and their ability to work mystic materials humans cannot shape (like mithril, 
adamantium, vibranium, orialchum, etc.). 
 

 Gray men are the lonely survivors of a shattered hive mind. They were once like an immune system, 
or a communication and repair system, on the Mothership, a star-faring vessel. Now they are cursed 
to be individuals, and they have never stopped grieving the loss of the Mothership. They have a 
strong conservative streak, wanting to continue to do things as they were done in the time of the 
Mothership; it is a religion. 
 

Name Syllables 
Insert an “e” between 

syllables if needed. 
1d3 syllables. 

1. za 
2. brox 
3. nif 
4. lin 
5. tak 
6. xen 
7. ru 
8. fex 
9. cin 
10. da 
11. ke 
12. ro 
13. em 
14. ur 
15. lek 
16. dur 
17. so 
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Generate a name. A gray man’s name should sound vaguely alien. Here are some 

sample syllables. You can use them in the order they were rolled or arrange to 

taste. Name first, number second. (There are many possible outcomes that sound 

like swearing or other amusing and similar words. You can embrace this, or 

rearrange the syllables). Roll on 1d20. 

Generate a number. Roll 1d8. (Roll 1d4 for technicians, 1d6 for leaders, 1d8 for 

independent thinkers, 1d10 for crafters, 1d12 for laborers). High number ranges 

mean your type was mass-produced and lower quality. 

Optional “um” word. Many gray men have a word they use to initiate 

communication, close communication, and idle during communication. They 

usually use this a lot when they first meet outsiders, and it tapers off as they 

interact more with others. However, it is like an accent; some keep theirs, others 

lose them. 

In general, gray men use a monotone or modulated voice, usually nasal, and they 

favor understatement and deadpan delivery once they grasp the concept of 

humor. (Before then, they do it without irony). These sounds are more like a 

collection of noises than a word. They do not say “zabble.” Instead, they warm up the vocal apparatus, 

and to outsiders it sounds like “zzabble what do you think?” Roll on 1d6. 

18. zee 
19. fok 
20. vis 

“Um” Word 
1. Zabble 
2. Grzzt 
3. Meeble 
4. Teebee 
5. Leetleleet 
6. Nnebbet 
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Daemonics 

 

Also known as “blooded” in polite company, hybrids with demon blood from an infernal lineage. They 

tend towards languid cruelty and paternalistic arrogance. 

Saving Throws p. B26 
Death Ray or Poison Magic Wands Paralysis / Turn to Stone Dragon Breath Rods, Staves, Spells 

12 13 13 15 15 

 

Class Specials Prime Requisite is STR & INT. Minimum INT 9. 1d6 HD. 
 

 Darkvision. See up to 60 feet in the dark, in black and white. 

 Taster of Secrets. Looking for secret doors, find them on a 1-2 on d6. 

 Ghoul Resistant. Cannot be paralyzed by the touch of ghouls. 

 Linguists. Speak Common Kristomach, Diabolis, and 1 other language. 

 Spellcaster. Can cast magical spells. 

 Lore. Daemonics know mystic history and lore, and if they need to know a detail or some planar lore 

or recognize a kind of magic they may recall it by rolling WIS or less on 1d20. 

 

Class Abilities 
 

1. Weatherwatcher. Unerringly know the weather for the next 12 hours, +25% chance for error every 
12 hours after. 

2. Dragon Eye. +2 to hit with bows. 
3. Ghost. Only detected on a 3+ in shadow or wilderness. 
4. Swordwarrior. +1 to hit and damage with swords. 
5. Cosmic Mystic. Cannot wear armor, can heal 1d6 hit points once per day per level with a round of 

concentration and a touch. 
6. Eldritch Blade. Once per day per level, after rolling to hit, a blade can ignore armor. 
7. Eldritch Point. Once per day per level, after rolling to hit, an arrow or thrown weapon can ignore 

armor. 
8. Charm. Adjust reaction rolls up or down by 1 at will, for sentients and animals. 
9. Sensitive. Detect incorporeal creatures or dimensional disruptions within 10 feet per level upon 

taking a full round to concentrate. 
10. Infernal Companion. A small animal or imp serves, it learns to speak to its master only, it can scout 

or carry messages or, if equipped with venom, use it. 
11. Scry. Gain 1 marker glyph per level. Using an attuned crystal (takes a week and 100 gp per level to 

attune) you can look in on any glyph once per day per level per glyph.  
12. Armor Boon. Your life force reinforces armor so it works against the incorporeal or armor piercing. 
 

Details 
 

Demons have occasionally gifted humans with the curse of demon blood. The warped parents have 

offspring that are technically known as “daemonics” but the polite name is “blooded.” They are long-
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lived, gifted with magical ability, and burdened with arrogance. They live for many centuries, possibly 

until killed. These gifts inspire them to look down on other races as being inferior, nicknaming them 

“ephemerals.”  Daemonics are less powerful than cambions, but they share demonic roots. 

 

Random Name (Optional) 

First Syllable Second Syllable 

1. Cle- 
2. Dar- 
3. Ven- 
4. Sle- 
5. Vos- 
6. Nur- 
7. Lev- 
8. Kis- 
9. Elle- 
10. Nacht- 

1. –vale 
2. –(e)xtel 
3. –sur 
4. –saan 
5. –uris 
6. –ro 
7. –(e)cht 
8. –ras 
9. –(i)ros 
10. –bren 

 

Most Prominent Demonic Hunger Charming Descriptive Details 

1. Steal innocence. 
2. Kiss the dying breath. 
3. Steep in the fear of others. 
4. Drink in physical pain. 
5. Cause despair. 
6. Cultivate others’ guilty lust. 
7. Reduce surety to confusion. 
8. Profound darkness, no light. 
9. Gather and betray trust. 
10. Twisted deals. 
No mechanical benefit, but it’s fun. 

 Every level adds 3 inches to horns. 
 

 Red glitters in their pupils. In the 
dark their eyes are pure red. At 
will, they can black out their eyes. 
 

 When they speak magic, their 
breath steams like a smoker. 

 

 When they are satisfied, air ripples 
around them like a faint mirage. 

 

Spellcasting 
 

You start with a spellbook with 100 pages. Each spell level takes up 5 pages of arcane notations. You 
start out with a beginner’s grimoire with “Read Magic” and one other first level spell. You do not 
automatically gain new spells, they must be acquired in adventuring. A reasonable fee for one wizard to 
charge another for memorizing a spell from the spellbook (to copy it into their own spellbook) is 100 gp 
per spell level. 
 
You must have at least 6 hours of uninterrupted sleep, and 10 minutes per studied spell level to prepare 

spells. They remain in the mind until cast, even if days go by with the spell prepared. 

 

You cannot cast spells while wearing armor. 
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Fighter 

 

Humans, armed and trained for war, are one of the toughest monsters an adventurer may encounter. 

Saving Throws p. B26 
Death Ray or Poison Magic Wands Paralysis / Turn to Stone Dragon Breath Rods, Staves, Spells 

12 13 14 15 16 

 

Class Specials Prime Requisite is STR. 1d8 HD. 
 

Class Abilities 
 

1. Ranger.  Can follow tracks in the wilderness, and read them for information on the target. 
2. Marine. Knows how to handle watercraft, knots, and nautical culture. 
3. Charger. Melee right after movement. 
4. Specialist. +1 to hit and +1 damage with 1 melee and 1 ranged weapon type. 
5. Heavy and Fast. Initiative unaffected by using a 2 handed weapon. 
6. Duelist. Can treat off-hand weapon as a shield. 
7. Roll With It. Once per day per level can cut incoming damage in half unless wearing metal armor. 
8. Bodyguard. Surrender up to 2 AC, and give it to a target in arm’s reach. (Max 4 AC from 2 guards.) 
9. Skirmisher. Give up 1 hit point to inflict an extra 1d4 on a flanked target, or target’s back (decide 

after rolling to hit but before rolling damage.) 
10. Tough. Once per day per level, rest 10 minutes and regain 1 hit point. 
11. Wrecker. After rolling to hit and rolling damage, add 1 hit point damage per sacrificed AC from 

metal armor and shield, up to all. Regain that AC at the beginning of your next turn. 
12. Undying. Once per level, survive death; lose 1 CON and gain 1d4 hit points, which are removed from 

hit point maximum from then on. These can be banked. 
 

Details 
 

Mostly mercenaries, but there are some dedicated monster hunters or templar in service of the church 

who report for duty. 
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Ratkin 

 

Hunched verminous rat people, 2/3 the size of a human, possessed of outsize cunning and hunger. 

Saving Throws p. B26 
Death Ray or Poison Magic Wands Paralysis / Turn to Stone Dragon Breath Rods, Staves, Spells 

10 11 12 13 14 

 

Class Specials Prime Requisite is STR and DEX. Minimum 9 DEX. 1d4 HD. 
 

 Accurate. +1 to hit with missile weapons. 

 Tumbler. -2 AC against anything bigger than human. 

 Cover. 10% chance of being detected in woods or underbrush, 1 or 2 on 1d6 in the dungeon if quiet 

and still behind cover. 

 

Class Abilities 
 

1. Starver. Every full meal eaten regains 1 hit point. Eat up to 5 meals per turn. 
2. Sprinter. Spend 1 hit point to add +1/2 to movement once per day per level. 
3. Weaponized. Claws and jaws alone do 1d4 in melee combat. 
4. Escapist. If untended for a turn, pass a Paralysis saving throw to escape any non-magic binding. 
5. Clever Tail. A prehensile tail counts as a third hand, and can support a magic ring. 
6. Lucky. After rolling any saving throw, lose 1 hit point to add 1d4 to the roll. 
7. Armor Reflexes. The -2 AC works against human-sized opponents and bigger. 
8. Savage Shot. Add an additional +1 to hit, OR +1 damage, to any missile weapon attacks. Decide after 

rolling to hit. 
9. Situational Awareness. Sharp senses reveal everything within 15 feet with a combination of 

heightened senses, even in the dark, fog, etc.  
10. Hider. Any terrain or setting with hiding places counts as “outdoors.” 
11. Verminchitter. You can speak the instinctive language of vermin, gaining +1 on reaction rolls with 

vermin and gaining the ability to have basic conversation to find out anything they would know. 
12. Humanesque. You have the practiced mannerisms, speech, and gait of humankind, and with a mask, 

gloves, boots, long coat, hat, etc. you can appear to be a somewhat short and slender person. 
 

Details 
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Wizard 

 

Spellcasting scholars driven from the safety of their studies by curiosity, greed, and madness. 

Saving Throws p. B26 
Death Ray or Poison Magic Wands Paralysis / Turn to Stone Dragon Breath Rods, Staves, Spells 

13 14 13 16 15 

 

Class Specials Prime Requisite is INT. 1d4 HD. 
 

 Spellcaster. Can cast magical spells. 

 Lore. Wizards speak common Kristomach and Diabolis, the infernal language of magic. They know 

mystic history and lore, and if they need to know a detail or some planar lore or recognize a kind of 

magic they may recall it by rolling WIS or less on 1d20. 

 Cannot wear armor or use any weapon but guns, knives, and staves. 

 

Class Abilities 
 

1. Blaster. 1d3 blast, 30’ range, during missile fire combat, roll to hit, at will. 
2. Fast Caster. Resolve spellcasting before the Movement phase of combat. 
3. Mobile Caster. You can move AND cast a spell. 
4. Ultralinguist. Magically able to speak to and understand any talking person or monster. Not animals 

or text. 
5. Potent Caster. Spend 1 hit point to reduce a target’s saving throw by 1d4 after the target rolls. 
6. Specialist Caster. Choose one spell that you can cast as often as you want, it does not take up a slot 

but it costs 1 hit point per level each time it is cast. 
7. Charger. Spend 1 spell slot of magical memorization for a day and 1 hour, and recharge a magical 

device that has charges with 1 charge. Study an item with charges for 1 turn, know how many it has. 
8. Alchemist. Identify potions automatically by taste. Improve Poison saving throw by your level. 
9. Armored Essence. Immune to level drain. 
10. Reader. You can use the “Read Magic” spell for free once per level per day. 
11. Identifier. If you spend a full day you can uncover one trait of something enchanted, and you will 

know if there is more yet to discover or not. 
12. Weaponized Caster. You are proficient with weapons. 
 

Details 
 
You start with a spellbook with 100 pages. Each spell level takes up 5 pages of arcane notations. You 
start out with a beginner’s grimoire with “Read Magic” and one other first level spell. You do not 
automatically gain new spells, they must be acquired in adventuring. A reasonable fee for one wizard to 
charge another for memorizing a spell from the spellbook (to copy it into their own spellbook) is 100 gp 
per spell level. 
 
You must have at least 6 hours of uninterrupted sleep, and 10 minutes per studied spell level to prepare 
spells. They remain in the mind until cast, even if days go by with the spell prepared.  
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Thief 

 

The monstrous fringe is the only place civilized people seem to value your extraction skill set. 

Saving Throws p. B26 
Death Ray or Poison Magic Wands Paralysis / Turn to Stone Dragon Breath Rods, Staves, Spells 

13 14 13 16 15 

 

Class Specials Prime Requisite is DEX. 1d6 HD. 
 

 Backstab. Attacking unnoticed from behind, gain +4 to hit and x2 damage. 

 Thief Skills. Given plenty of time and low stress, these skills are at x3. Observed and under stress, 

the odds drop sharply to the baseline, listed below, in the nature of a saving throw vs. disaster that’s 

only possible because of special training. 

 

Thief Skills 
LVL Open Locks Find/Remove Traps Pick Pockets Move Silently Climb Hide Hear Noise 

1 15% 10% 20% 20% 87% 10% 1-2 

2 20% 15% 25% 25% 88% 15% 1-2 

3 25% 20% 30% 30% 89% 20% 1-3 

4 30% 25% 35% 35% 90% 25% 1-3 

5 35% 30% 40% 40% 91% 30% 1-3 

6 45% 40% 45% 45% 92% 36% 1-3 

7 55% 50% 55% 55% 93% 45% 1-4 

8 65% 60% 65% 65% 94% 55% 1-4 

9 75% 70% 75% 75% 95% 65% 1-4 

10 85% 80% 85% 85% 96% 75% 1-4 

 

Class Abilities 
 

1. Disguise. +40% chance to get away with a disguise (difficulty dependent on circumstances.) 
2. Squeezer. You can get through any space your head can fit through, it takes 1 turn. 
3. Locksmith. +40% chance to pick locks. 
4. Trap Expert. +40% chance to detect or remove traps. 
5. Pickpocket. +40% chance to pick pockets. 
6. Sneak. +40% chance to move silently AND hide in shadows. 
7. Wary. +1 to Hear Noise roll success range. 
8. Thug. 1d8 hit dice. 
9. Tumbler. Opponents facing off with someone else count as not noticing you. 
10. Murderous. Sneak attack multiplier is +1 (x3 instead of x2). 
11. Evade. Once per day per level, after the to-hit is rolled but before damage is rolled, you can dodge 

an incoming melee or ranged attack (not magic or area effect.) 
12. Forgery. +40% chance to make a decent forgery (difficulty dependent on circumstances.) 
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Experience 
 

Gray  Fighter  Ratkin  Thief 
1 0 1 0 1 0 1 0 
2 2,200 2 2,000 2 2,000 2 1,200 
3 4,400 3 4,000 3 4,000 3 2,400 
4 8,800 4 8,000 4 8,000 4 4,800 
5 17,000 5 16,000 5 16,000 5 9,600 
6 35,000 6 32,000 6 32,000 6 20,000 
7 70,000 7 64,0000 7 64,000 7 40,000 
8 140,000 8 120,000 8 120,000 8 80,000 
9 270,000 9 240,000 9 240,000 9 160,00 
10 400,000 10 360,000 10 360,000 10 360,000 

 
Daemonic 1 2 3 4 5  Cleric 1 2 3 4 5  Wizard 1 2 3 4 5 
1 0 1  1 0  1 0 1  
2 4,000 2 2 1,500 1  2 2,500 2 
3 8,000 2 1  3 3,000 2 3 5,000 2 1  
4 16,000 2 2 4 6,000 2 1  4 10,000 2 2 
5 32,000 2 2 1  5 12,000 2 2 5 20,000 2 2 1  
6 64,000 2 2 2 6 25,000 2 2 1 1  6 40,000 2 2 2 
7 120,000 3 2 2 1  7 50,000 2 2 2 1 1 7 80,000 3 2 2 1  
8 250,000 3 3 2 2 8 100,000 3 3 2 2 1 8 150,000 3 3 2 2 
9 400,000 3 3 3 2 1 9 200,000 3 3 3 2 2 9 300,000 3 3 3 2 1 
10 600,000 3 3 3 3 2 10 300,000 4 4 3 3 2 10 450,000 3 3 3 3 2 

 

Awarding Experience 
 
This is ultimately up to the DM, but here is a guideline for how it works so you know what to expect. 
 

 Killing Monsters. Generally 10 xp per HD of the monster, +1/2 if it had a lot of special abilities. 
 

 Talking. Every time deception or negotiation heads off other conflict, everyone gets 100 xp per the 
leader’s level, x1 for an easy circumstance, x2 for a difficult circumstance, x3 for unlikely success. 
The “leader” is the one who made up the plan, or carried it out, or some combination; if there’s 
more than one, go with the lowest level instrumental to the success. “Success” means heading off 
combat, otherwise, “Killing Monsters” experience substitutes. 

 

 Important Moment. If your character experiences a big change with a character goal or relationship, 
get 50 experience per level for a milestone or 100 experience per level for a turning point. 

 

 Treasure. Every gp equivalent won through adventure counts as 1 experience point. Payment for 
fulfilling a contract to go into danger counts towards this, as does loot from bodies, or gifts from 
grateful NPCs. Ongoing trade profits, collected taxes, and selling goods does not. DM interprets. 
Players can control characters getting more or less experience in dividing up spoils. 

 

 Magic Items. Permanent or disposable magic items do not grant experience. 
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ABILITIES 
 
Every character starts with either has an ability or gets +10% on earned experience. For those getting 
the experience, as soon as they level, calculate 10% of what’s needed to level again, and award it as a 
lump sum.  
 
Characters get an ability at level 1, 3, 6, and 9. (The level cap for all characters is 10.) If it makes sense 
that a character could get an ability from another class, that’s fine, but all characters must have at least 
one sentence explaining how they came by each ability that they have. 
 
Every ability the character gives up is +10% earned experience. So if a character reached 6th level and 
had chosen not to take any abilities, the character would get +10% experience from 1st to 3rd, then +20% 
from 3rd to 6th, then 30% from there on. 
 

Leveling Up 
 
Once a character has enough experience to level, the character gains the benefits (including increased 
hit points) upon waking from 6 hours of uninterrupted sleep. (If an injured character rolls 6 new hit 
points added to the maximum capacity, then the character also gains 6 hit points upon waking.) 
 
 
 
 

Guns 

 
Damage. Small derringers do 1d6. Pistols do 1d8. Rifles and shotguns do 1d10. 
 
Reloading. You can reload 1 bullet per round per [DEX /2]. 
 
Cost. Bullets cost 1 sp each. Derringers (10 gp), pistols (20 gp), shotguns (10 gp per barrel), bolt action 
rifle with 5 rounds (25 gp), and lever action rifles with 8 rounds (50 gp). Dynamite, 15 gp a stick. 
 
Double Barrel Shooting, or Fanning. Roll damage twice, keep the better result. Or, if preferred, hit two 
targets that are close enough together (if 1 roll hits both.) 
 
Dynamite. A stick of dynamite does 4d6, -1d6 per 10 feet away or intervening obstacle, save vs. Breath 
Weapon for ½.  


