SAVAGE 

DEATH TEST

Melee, Wizard and Death Test are copyrights of Metagaming   

They are the creations of Steve Jackson

This ‘Savaging’ by MSCallahan and claims no right to them

  You can identify the ‘old-timers’ of gaming, you know.  Just listen to them long enough and they will mention odd things from the past, like ‘ThAC0’, Greyhawk, Petal Throne, Duck warriors, Free Trader Beowulf, Mutation Charts, and so on.  If they are really old school war gamers, too, you might get an occasional ‘Zone of Control’, ‘Stacking limit’ or even a ‘CRT’ out of them. 

  I am one such gamer. And one of my old joys was a little game called DEATH TEST.  It was a ‘programmed’ adventure (read a numbered paragraph, which will give you choices to other numbered paragraphs), a pure dungeon-crawl (fights and loot is all there is), and a simple game (three attributes and d6s only).  It was one of the ancestors of ‘Fast, Fun and Furious’, to be sure. 

  So, it should be Savaged!

  The point of this savaging (like any other) is not to entirely and faithfully simulate the other system and gaming experience, but to offer the old challenges in a new-savaged light. But there has to be a good reason for bothering to Savage something at all.  There is….

  You’ll find that the purity of survival in the labyrinth of DEATH TEST will do just what the game was simulating: your Savage World players will learn how to fight with every trick, tactic and skill in the book.  Different weapons will provide new strategies. Traits, Edges and Hindrances will be cast in perfect clarity. 

  This savaging does require the adventure, DEATH TEST from the defunct Metagaming, which is getting harder and harder to find (try Ebay!).  I could have spent hours typing in the paragraphs, but I felt that was unfair to those that hold the copyright. 

  No, instead, this savaging allows those that have Savage Worlds, the ‘Wizards & Warriors’ PDF download from Pinnacle Entertainment and a rare copy of DEATH TEST to once again enter the lair beneath the palace in an effort to prove oneself…or die trying!

Setting Things Up & Special Rules

  As stated in DEATH TEST, you’ll need up to four characters to attempt the test.  You are limited in your equipment to one dagger, one weapon, armor, and your choice of either one more weapon or a shield.  Arrows and bolts and such are plentiful (so we don’t keep track of them). 

  Other elements are as follows: 

The Map

You’ll also need a playing area, which is re-used throughout the labyrinth.  It is a hexagonal map that looks like so:
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  The map can be easily drawn upon any ‘battlemat’ hexagon field. Though the heavier lines are not needed for Savage Worlds combat, they do make things easier for placement of special features in the labyrinth. 

  And speaking of special features – it would be good to have some tokens, pennies, gaming stones or some such handy.  About 21 should do. 

Maps: A Square Grid or No Grid At All

  If you do not have the use of a hexagon grid, then use an area that is 8” wide and 16” long.  Mark off a 2” square in two opposing corners as the ‘Entry Area’.  Then place the obstacles in any given room as close as you can to match the maps provided in the DEATH TEST book.

[image: image2.jpg]16"

8"





Definition: Hex and Megahex

  The terms Hex (i.e hexagon on the map) and Megahex are used often in DEATH TEST.  In Savage World terms, a Hex is the area occupied by a figure up to Size of +2 - basically it is a 1” area.  A Megahex is one Hex of the map and the six adjacent hexagons.  That is like having a circle that is 3” across.  

  Savage World supplies Burst Templates that are 4” (Medium) and 2” across (Small). So, how do we handle the differences?

  If you are using a hex-grid map, just use the definition for Megahex as the target hex and the six adjacent hexes.

  If you are not using a grid or using a square grid, then use the Medium Burst template. 

Pace and DEATH TEST

  A big difference from Savage Worlds is the matter of Pace: they move faster in Savage Worlds. But, that’s part of the Savaging effect and may provide DEATH TEST players with a new set of tactics.  If one feels that they lose the ‘feel’ of DEATH TEST far too much, then use this OPTIONAL ruling: simply treat all terrain in the labyrinth as ‘Difficult Ground’, effectively halving the Pace. 

  Another difference is the way armor affects Pace.  This we’ll keep true to DEATH TEST and Encumbrance penalties now lower Pace.  If Pace drops below zero, you can’t move.

The Bad Guys

  Of course, there will be bad guys…sheesh, its called DEATH TEST, not ‘Trip to the Fast Food Joint’!

   DEATH TEST largely makes use of a table of randomly produced foes, acquired by rolling 3d6. At the end of this little brochure, you will find those foes numbered 3, 4, 5, etc.  These are hired swords to challenge you.

  There are also some ‘generic’ monsters to be found: wolves, snakes, bears, etc.  The keepers of the labyrinth stock up on these beasties plus some of a more magical nature to keep things interesting.  Their stats are also provided by name, below.

  Finally, there are some encounters that are set, and are listed below by paragraph number (such as ‘#32 – Goblins’ or such).

  That should do it…they are waiting for you….

Potions and Loot

  If you are lucky, you might find some good stuff down there to help out or enrich your lives.

  Jewels and Gold Bars: These are worth $100 each.  The gold bars are heavy for their size (weighty but little encumbrance), and will deduct from your Pace at a –1 per bar, down to a maximum of –4 penalty; even still, a character can only carry 10 bars (15 if you have Brawny Edge).

  One more thing!  For those that have explored the labyrinth a few times, the acquisition of mere wealth is of no importance.  So we add this bonus:  to the person that first lay hands upon a Gold Bar or Jewel, a Bennie is given! That should get them more interested in all that glitters. 

  Potions: If you find a potion and drink it there may be consequences.  

  If it heals you for ‘4 hits’, that means it will remove one Wound.  

  If it heals you for ‘6 hits’, that means it will remove two Wounds.

  If it ‘brings him back to life’, that means an Incapacitated character (or dead) is brought back to function, but with three Wounds on them.

  If it is one of those with other functions (Speed, Death, etc.) then follow the text as closely as one can and good luck!

  The Rings:  When you begin, they will give you rings. They will allow communication when separated.  They also will be taken back when (and if) any character exits the Death Test.

  Other Items: Follow the text as close as you can.

WIZARD Magic 

in Savage Worlds
  The magic in DEATH TEST (if it is used at all) is from the game WIZARD (whereas the non-magical combat is from the equally wonderful MELEE). This game uses spells in a very quick and dirty combat way – Savage Worlds fans should love it. There are differences, though. Their spells are very draining (actually wounding the wizards in a way!), but their wizards have a much larger number of spells based upon their intelligence.  

  As stated, ‘savaging’ a system should not be an exact recreation of another game.  There would be no need, since you have the first system already.  Instead, savaging is intended to provide a Fast, Furious and Fun gaming experience to a different background. 

  The same will be true for savaging WIZARD magic. However, one should also be able to get the ‘feel’ of those other spells to capture the other system’s background.   So let’s set up an added option for those ‘Wizards & Warriors’ players.

  Option 2: When making a character under this background option, all ‘Arcane Backgrounds’ are removed from play.  Only this one is allowed:

Arcane Background (Battle Mage)



Arcane Skill: WIZARD (Agility)



Starting Power Points: Vigor x2



Starting Powers: Smarts x2

Backlash:  When a wizard rolls a ‘1’ on his Spellcasting die, regardless of the success of the Wild Die (if any), then he is automatically Shaken.  This can cause a Wound.

Schools:  Battle mages may only know spells that are taught at their schools (see below).

The Smarter the Better: Intelligence is vital, forcing a limit on which types of spells a wizard may learn.  Each spell has a minimum Smarts requirement. A wizard must currently have that Smarts die type or better to cast the spell.

  As you can see, the demands made upon a Battle Mage are extreme.  His Agility governs his success with spells.  His Vigor dictates how many spells he may cast before tiring.  His Smarts limits the amount and type of spells with which he may prepare himself.  Additionally, the only spells available battle mages are the ones listed below. 

 Using Battle Magic Spells

    Know ye that these are combat spells, meant for the arena.  Though some are similar to standard Savage Worlds Powers, all are powerful and deadly, but short-lived bits of magic with limited range and very draining upon their caster.  

  Next, WIZARD is a very simple rules system and it provided some broad overall rules for their spells and then broke those spells up into groups under those broad rules. This savaging follows that method.

  The Smarter the Better: In WIZARD, intelligence is vital, forcing a limit on which type of spells can be used by a wizard and dictating how many spells a wizard may select.  

  Each spell will have a minimum Smarts requirement. A wizard must currently have that Smarts die type or better to cast the spell.

  Spell Types: There is a very easy system that spells use to group themselves into as few rules as possible.  Spells will be (M) Missile, (C) Creation, (T) Thrown or (S) Special.  

 (M) spells have a range of 12/24/48.  If they miss their target, they will continue to travel along a straight line up to its maximum range, potentially hitting any thing in its path (a 1 in 8 chance, checking each potential target from first to last until there is a hit or there are no more targets).  Regardless of success, the wizard always pays full Power cost for casting (the full Power Points are declared and spent before dice are rolled).

  (T) spells are very short ranged – they have a range of 2/4/8. They may be cast upon a character, location, object or even the wizard himself.  If they miss, they are gone, only costing the wizard 1 Power Point. 

  (C) spells work a little differently.  When attempting a (C) spell, the wizard first announces that he is attempting a ‘Creation Spell’, but not what he is trying to create (image, illusion or real). He then attempts his Magic Roll (using an Action) and, if successful, then the creation appears in any hex, providing some rules are followed.  The hex must be:

· Within the wizard’s line of sight.  An exception is the creation can be placed in an area that the wizard cannot see due to darkness, but normally could see if it were illuminated.

· Within 4” of the wizard.

· An un-occupied, empty location, unless the creation is a Fire, Shadow, or Magic Rope.

  A created ‘being’ cannot act in the round it is created. It is free to act next round on the wizard’s card and may move out of the spell’s initial range of 4”.  

  If the roll is a failure, then nothing appears and the wizard loses 1 Power Point. 

  (S) spells are special, with details within their text descriptions. 

  Secret Protection: Some spells are ‘Secret Protection’ spells: Spell Shield, Iron Flesh, Stone Flesh, Slippery Floor, Shock Shield and Reverse Missile).  

  Any Battle Mage can use an Action to declare ‘Secret Protection’.  After this declaration, the wizard rolls his Magic Roll for all to see and, if he is successful, he makes a new written note and places it face down on the table (some paper scraps are handy).  The note may be an actual ‘Secret Protection’ spell (in which case he writes the name of the spell and the target/subject) or a bluff (in which case, he writes ‘BLUFF’. He reveals nothing else at this time, though he adjusts his Power Points (in secret) accordingly.  Only when the spell has an affect on play (see the spell for details) must he revel the spell and only then may anyone touch the paper note. 

  If the player is playing against a pre-programmed adventure (like DEATH TEST) and not a live player opponent or gamemaster, then there really is no need to write these spells done in secret.

  Images and Illusions: Besides actually summoning things, the tricky wizard can use the lower cost image or illusion. Both aren’t the real thing, but can trick the opponents into different tactics. 

  An image or illusion can be a ‘being’, a fire, wall, shadow or Magic Rope.  An image or illusion ‘being’ will follow the mental commands of the caster and the caster can see through the ‘eyes’ of the image or illusion.  

  Different spells create images and illusions of different sizes.  If the image or illusion is of a ‘being’, then it may only be one such ‘being’ per spell. All other creations must be of one connected object (like a connected row of Fire, one connected length of wall, etc.)

  Images and illusions will vanish if their creator is Incapacitated or dead.

  Images: An image can never do any physical action to anything.  If a thrown/missile weapon or spell or anything living (or an image/illusion of something that is living) ever touches an image, it disappears.  Images are only good for distractions! 

  Illusions: An illusion can affect things physically, as long as whatever it is affecting believes in the illusion! It will have the exact statistics and behaves as whatever the illusion might appear as. It can be fought and is destroyed like the real thing.  

  If, however, anyone successfully disbelieves the illusion, then the magical knot of energy that empowers it dissipates and the illusion vanishes (though any damage it did remains!).  To disbelieve requires a full Action and a Smarts roll taken only be an intelligent and real creature – images, illusions and animals cannot disbelieve things (though they can be hurt by them).  The roll is made secretly by the wizard that cast the illusion and he merely removes the character (if the roll is a success) or does nothing (if the roll is a failure).  Characters can mistakenly attempt to disbelieve very real things and the secret roll provides that lack of clarity!

  Flight: The rooms in the labyrinth are 3” high. Flying creatures can use flight in the rooms of the labyrinth, so a flying character can avoid engagement with a non-flyer by hovering close to the ceiling above their reach.  Flyers can engage other flyers, of course.

  However, as with all flight spells, the target is in no way a ‘natural’ flyer and suffers a ‘-2’ to all Agility rolls and with all Agility linked skills. The good part is that, because of the free movement of that target, targeting a flying character is at ‘-1’.

Spell List

Smarts d4
Staff (S)

Rank: Novice

Power Points: 5

Range: Touch

Duration: Permanent, until staff is broken

Trappings: sparks when used as a weapon.

 Cast upon any one normal piece of wood to make it a staff weapon (and only one at any given time).  This also allows the staff to do an extra ‘zap’ of damage (‘+2’) in the hands of the wizard who cast the spell. This is usually cast before any adventure.

Magic Fist (M)

Rank: Novice

Power Points: 1+

Range: 12/24/48

Duration: Instant

Trappings: Telekinetic blow from wizard’s fist ‘punch’

  This is a blow that will do 2d4 damage per Power Point.

Blur (T)

Rank: Novice

Power Points: 1

Range: 2/4/8

Duration: 1 (1/round)

Trappings: Blurred effect, shadows, bright light

  This spells causes a ‘-2’ penalty on any attack rolls directed upon the target. There is a ‘-4’ with a Raise.  This also acts as armor (+2/+4) against area attacks.

Slow Movement (T)

Rank: Novice

Power Points: 2

Range: 2/4/8

Duration: 4

Trappings: glue bomb, vines, handcuffs, webs

  This spells causes the Pace of the target to drop by half (round up). Stacking this spell does not further restrict movement, but does add turns of duration.

Drop Weapon (T)
Rank: Novice 

Power Points: 1, 2

Range: 2/4/8

Duration: Instant

Trappings: Wizard moves hands in a struggle

  This will force an opponent to drop whatever is in one hand.  It costs 2 Power Points for those with Strength higher than d12.


Image (C)
Rank: Novice

Power Points: 1

Range: 4”

Duration: 1 (1/round)

Trappings: creation appears

  This creates an image of up to ‘Size +2’ in dimension. 

Clumsiness (T)

Rank: Novice 

Power Points: 1, 2 or 4 

Range: 2/4/8

Duration: 3 (but only 1 round if target’s Str>d12)

Trappings: hand gestures

  This spell provides a temporary drain to a target’s Agility and all Agility related skills. The cost is 1 Power Point for ‘–1’, 2 Power Points for ‘–2’ or 4 Power Points for ‘–3’.  The effects last for three rounds, but if the target’s Strength is greater than d12, the effects last only one round.

Confusion (T)

Rank: Novice 

Power Points: 2 or 4 

Range: 2/4/8

Duration: 3

Trappings: touching the temples and rubbing them

  This spell provides a temporary drain to a target’s Smarts and all Smarts related skills.  The cost is 2 Power Points for ‘–1 Die Type’ or 4 Power Points for ‘-2 Die Type’.  

  This will affect a wizard’s use of spells, since a wizard can only cast spells with a Smarts requirement equal to his current Smarts or less.  However, a wizard can re-energize spells already cast, regardless of the current Smarts.

Avert (T)
Rank: Novice 

Power Points: 2

Range: 2/4/8

Duration: 1 (1/round)

Trappings: wizard holds hand up like a shield

  This causes the target to move away from the wizard.  The target cannot close the distance to the caster and must end its move at least 2” farther away at the end of its turn.  If this movement causes the target to potentially fall into a pit, chasm or other unwanted location, the target may make an Agility roll to avoid the location, requiring it to end its movement if there is no other location in which to go. If the target is engaged when this spell is in effect, then it must disengage on its turn, suffering all the related problems in turn.

Aid (T)

Rank: Novice 

Power Points: 1, 2 or 4 

Range: 2/4/8

Duration: 2 

Trappings: hand gestures

  This spell provides a temporary boost to one Attribute and all its related skills. The cost is 1 Power Point for ‘+1’, 2 Power Points for ‘+2’ and 4 Power Points for ‘+3’.  

Summon Wolf (C)
Rank: Novice

Power Points: 2

Range: 4”

Duration: 1 (1/round)

Trappings: wolf appears

  This will bring into being a wolf (see below for statistics) under the complete command of the wizard. Things that may cause an animal to panic or be distracted may still occur, despite the control of the wizard (such as fire, fear, etc.)

Reveal Magic (S)

Rank: Novice

Power Points: 1

Range: Line-of-sight

Duration: Instant 

Trappings: eyes glow white

  This will reveal all Secret Protection spells that are having an effect within the line-of-sight of the caster and who they are cast upon (but not who cast them).  ‘Secret protection’ spells are: Reverse missile, Spell Shield, Stone Flesh, Iron Flesh, and Shock Shield.  This will also reveal the location of Slippery Floor.  This will not reveal what is illusion, image or real.
Fire (C)
Rank: Novice

Power Points: 1

Range: 4”

Duration: 1 (1/round)

Trappings: fire filled hex

  This will conjure up a fire in one hex on the map. Creatures with an animal Smarts (the (A) rating) will not enter a fire hex. 

  If a fire hex is created upon a character or if the character moves through a fire hex, the character will suffer 2d4 of damage for each hex and has a 1-in-6 chance (a ‘6’ on a d6) of catching fire. Those ‘on fire’ will suffer the 2d4 plus a cumulative +2 per round (up to a +6) until he is free of the fire (somehow). 

  Those characters stopping in a fire hex suffer all the same manner of damage as above (including catching on fire), but the initial damage is 2d8.

Smarts d6
Trip (T)

Rank: Novice 

Power Points: 2 or 4

Range: 2/4/8

Duration: Instant

Trappings: pushing motion from wizard

  This will knock a victim down, but with no damage. If a victim is on the edge of a precarious location and may fall into it, then he is given Agility –2 roll to avoid this fate. The cost is 4 if the victim has Strength of higher than d12.

Speed Movement (T)
Rank: Novice 

Power Points: 2 

Range: 2/4/8

Duration: 4 

Trappings: blowing air from wizard’s mouth

  This spell doubles the Pace of the target. Multiple spells do not increase the Pace, but double the duration. 

Summon Myrmidon (C)
Rank: Novice 

Power Points: 2 

Range: 4”

Duration: 1 (1/round)

Trappings: conjures up a mystical warrior

    This will bring into being a mystical warrior (see below for statistics) under the complete command of the wizard.  Things that may cause a man to panic or be distracted may still occur, despite the control of the wizard (such as fire, fear, etc.)

Dazzle (S)

Rank: Novice 

Power Points: 3 

Range: self

Duration: 3

Trappings: massive flash of light

    This causes a massive flash of light.  All sighted creatures, images and illusions within 15” of the wizard (but not including the wizard) suffer a ‘–2’ with any sight requiring die rolls. This effect lasts for three turns.  

Shadow (C)
Rank: Novice 

Power Points: 1 

Range: 4”

Duration: 1 (1/round)

Trappings: darkness

    This fills a 1” area with darkness, extending some 3” into the air. It is cast upon a location even if the location is occupied by a being/illusion/image/object. 

  Anything relying upon sight to attack may suffer a penalty from the Shadow. Infravision and Low Light Vision do not help against this magical cloaking. 

  Any attack FROM or THROUGH such a shadow is at ‘-4’.  Any attack INTO a shadow is at ‘-2’.

  Any creature within a Shadow at the start of the turn has a bonus to his initiative.  He gets dealt two cards and selects the better of the two.


Shock Shield (T) ‘Secret Protection’
Rank: Novice 

Power Points: 2 

Range: 2/4/8

Duration: 1 round (1/round)

Trappings: none
    ‘Secret Protection’: This causes an invisible barrier around the target.  While the spell is in effect, any character that enters within 1” of the subject of this spell (except the subject) will cause the wizard to reveal the ‘Secret Protection’ and those characters suffer 2d6 damage (at most once per round).  This does not affect adjacent characters – only those within 1” of the target (wrestling, touch attacks, unarmed attacks, etc).

Sleep (T)
Rank: Novice 

Power Points: 3 

Range: 2/4/8

Duration: Instant

Trappings: look at target and flutter eyes

    Puts a victim to sleep until he awakes naturally (1d4 hours if rested, 2d6, if not), is hit or is shaken awake by an adjacent character (an Action taking two rounds). A sleeping character is prone.  This does not work on characters with Vigor of higher than d12.

Summon Bear (C)
Rank: Novice 

Power Points: 4 

Range: 4”

Duration: 1 round (1/round)

Trappings: conjures up a bear

    This will bring into being a bear (see below for statistics) under the complete command of the wizard. Things that may cause an animal to panic or be distracted may still occur, despite the control of the wizard (such as fire, fear, etc.)

Control Animal (T)
Rank: Novice 

Power Points: 2 

Range: 2/4/8

Duration: 1 round (1/round)

Trappings: growl like animal

    This puts any one animal under the wizard’s control as long as the spell is maintained, akin to the control of a summoned animal.  This spell does not affect creatures without the Animal Qualifier (the ‘(A)’ in Smarts).  This works only on real animals, making images and illusions vanish.  

  The spell requires an opposed roll against the animal’s Spirit to activate.

Illusion (C)
Rank: Novice 

Power Points: 2 

Range: 4”

Duration: 1 round (1/round)

Trappings: creation appears

  This creates an illusion of up to ‘Size +2’ in dimension. 


Reverse Missiles (T) ‘Secret Protection’
Rank: Novice 

Power Points: 2 

Range: 2/4/8

Duration: 1 round (1/round)

Trappings: none
    ‘Secret Protection’: Any missiles that strike the subject of this spell will actually NOT strike and instantly reverse their flight and strike the shooter. The subject of this spell should keep track of all damage rolls from the successful attacks and, at the end of that round, reveal the ‘Secret Protection’ and apply each damage roll to the respective shooters. 

Rope (C)
Rank: Novice 

Power Points: 2 

Range: 4”

Duration: 1 round (1/round)

Trappings: a rope appears

  When cast, a rope appears upon the target.  The target’s Pace is halved and he is given a –1 on any Agility linked skills and his Agility.  Each turn the rope remains will provide a further –1 (up to a –4, upon which the target falls to the floor completely bound). Removing the rope requires an Agility roll as an Action (with all penalties) and nothing else can be done that round.  An adjacent character can also attempt this removal in the same manner (taking an Action). The rope is not effective on creatures with higher than a d12 Strength.

Create Wall (C)
Rank: Novice 

Power Points: 2 

Range: 4”

Duration: 1 round (1/round)

Trappings: a wall appears

    This fills a 1” area with a solid wall, extending some 3” into the air. It is cast upon a location even if the location is occupied by a being/illusion/image/object…however, if the occupier is an image or illusion, then that image/illusion vanishes and if the occupier is real, the Wall spell vanishes leaving the real entity untouched.  A wall placed upon a fire will extinguish the fire.

   Each 1” of wall is a Toughness 15 stone wall, with a +10 for armor if trying to attack through it.  There is a ‘-2’ penalty to climb it. 

Destroy Creation (T)
Rank: Novice 

Power Points: 1 

Range: 2/4/8

Duration: Instant

Trappings: whispered words

  This removes one type of magical creation as follows: 


-1” of created wall or fire
-Illusions or Images of things up to Size +2 in dimension

-Illusions or Images of any size non-living things

Smarts d8
Freeze (T)
Rank: Novice 

Power Points: 4 

Range: 2/4/8

Duration: 2d6 rounds

Trappings: cold breathe blown at target

  This spells freezes the target for 2d6 rounds.  The victim cannot take any Actions or movement. Does not work on target with Strength of more than d12.  

Fireball (M)
Rank: Novice 

Power Points: 1 

Range: 12/24/48

Duration: Instant

Trappings: fireball from thrust open hand

    This is a missile that will do 2d6 damage per Power Point. The target has a 1-in-6 chance (a ‘6’ on a d6) of catching fire. Those ‘on fire’ will suffer the 2d4 plus a cumulative +2 per round (up to a +6) until he is free of the fire (somehow). 

Invisibility (T)
Rank: Novice 

Power Points: 3 

Range: 2/4/8

Duration: 1 (1/round)

Trappings: 

  This makes the target Invisible to normal sight. The target may not be attacked without a Notice roll first, made at –6 (or –8 with a Raise from the casting). If the target was detected in the previous turn (or was visible on the previous turn), then the Notice roll is at –4/-6.  

  If an attack is allowed, then it suffers a –4.  

  While Invisible, the target also has heightened initiative.  He gets dealt two cards and selects the better of the two. 

  Being within a Shadow, under the spells of Blur, Dazzle or in darkness do not add to any of the modifiers or further add to their initiative. Invisibility is the highest level.   

Blast (S)
Rank: Novice 

Power Points: 2 

Range: self

Duration: Instant

Trappings: whispered words

  This causes 2d6 damage to everything within the caster’s Megahex, except the caster himself.  

Mage Sight (T)
Rank: Novice 

Power Points: 2 

Range: 2/4/8

Duration: 1 (1/round)

Trappings: eyes glow green

  The target does not receive the penalties of the spells: Blur, Invisibility, Shadow or ordinary darkness during the effect of the spell.

 Drop Weapon (T)
Rank: Novice 

Power Points: 3

Range: 2/4/8

Duration: Instant

Trappings: make a fist then suddenly release fist

  This will break one targeted weapon, shield, staff, etc. This does not work upon enchanted items.  Broken melee weapons may be used with a ‘-1’ to attack and will do half damage.  Broken missile weapons are useless as are broken magical staffs and shields.

3-Hex Fire (C)
Rank: Novice

Power Points: 2

Range: 4”

Duration: 1 (1/round)

Trappings: fire filled hex

  This will create a wall of fire that is 3” long and extends 3” into the air.  All other rules are like the previous ‘Fire’ spell.

3-Hex Shadow (C)
Rank: Novice

Power Points: 2

Range: 4”

Duration: 1 (1/round)

Trappings: fire filled hex

  This will create a wall of shadow that is 3” long and extends 3” into the air.  All other rules are like the previous ‘Shadow’ spell.

Flight (T)
Rank: Novice

Power Points: 3

Range: 2/4/8

Duration: 1 (1/round)

Trappings: gusts of wind, ethereal wings, etc.

  This empowers the target with the ability of flight. The flying Pace is 8” with a Climb rate of 4”.  With a Raise, the Pace becomes 10” with a Climb Rate of 5”. Please refer to the previous rules on Flight for more detail.

Summon Gargoyle (C)
Rank: Novice

Power Points: 4

Range: 4”

Duration: 1 (1/round)

Trappings: conjures up a Gargoyle

    This will bring into being a gargoyle (see below for statistics) under the complete command of the wizard. Things that may cause an animal to panic or be distracted may still occur, despite the control of the wizard (such as fire, fear, etc.)


Control Person (T)
Rank: Novice 

Power Points: 3 

Range: 2/4/8

Duration: 1 round (1/round)

Trappings: telepathic commands

    This puts any one person (natural or summoned) under the wizard’s control as long as the spell is maintained, akin to the control of a summoned animal.  This spell does not affect creatures with the Animal Qualifier (the ‘(A)’ in Smarts) or on dragons.  This works only on real people, making images and illusions vanish.  

  The spell requires an opposed roll against the person’s Spirit to activate.

Stone Flesh (T) ‘Secret Protection’
Rank: Novice 

Power Points: 2 

Range: 2/4/8

Duration: 1 round (1/round)

Trappings: none

  ‘Secret Protection’: This adds ‘+2’ to the Toughness of the target. This cannot combine with ‘Iron Flesh’ spell.

  The ‘Secret Protection’ is revealed as soon as a damage roll is rolled against the target’s Toughness.

Slippery Floor (T) ‘Secret Protection’
Rank: Novice 

Power Points: 3 

Range: 2/4/8

Duration: 12

Trappings: none

  ‘Secret Protection’: This makes the area of one selected Megahex very slippery. Any creature taking any Action on a Slippery Floor (except crawling) must first roll an Agility check of fall down. This includes basic movement and that is provides a ‘-1’ to the Agility roll for each 1” moved on the Slippery Floor. 

  When first casting a Slippery Floor, the wizard makes a note of its casting on the slip of ‘Secret Protection’ paper. When (and if) he decides to reveal is up to the wizard, but it must be upon his turn of action and within the duration of the spell (which begins upon casting – not placement).  Upon its revelation, the wizards selects a Megahex within his range to place the Slippery Floor and those within will be affected upon their turns of action.  Of course, the wizard may place a slippery floor out with no one within it as a sort of protective action. 

  This alters the secretive nature of Slippery Floor first outlined in Wizard, but is much more playable. 

Stop (T)
Rank: Novice

Power Points: 3

Range: 2/4/8

Duration: 4

Trappings: glue bomb, vines, handcuffs, webs

  This spells causes the Pace of the target to drop to zero. Stacking this spell does not further restrict movement, but does add turns of duration.

4-Hex Image (C)
Rank: Novice

Power Points: 2

Range: 4”

Duration: 1 (1/round)

Trappings: creation appears

  This creates an image of up to ‘Size +5’ in dimension. 

3-Hex Wall (C)
Rank: Novice

Power Points: 4

Range: 4”

Duration: 1 (1/round)

Trappings: wall appears

  This will create a wall that is 3” long and extends 3” into the air.  All other rules are like the previous ‘Create Wall’ spell.

Smarts d10
Lightning (M)
Rank: Novice 

Power Points: 1+ 

Range: 12/24/48

Duration: Instant

Trappings: lightning from pointed fingers

    This is a missile that will do 2d8 damage per Power Point.  Created Wall hexes will vanish if they take 12 or more points of damage from Lightning.  If Lightning ‘Incapacitates’ a character, any magical thing he carried will also be destroyed on a 6 of a 1d6 roll.

Summon Giant (C)
Rank: Novice

Power Points: 4

Range: 4”

Duration: 1 (1/round)

Trappings: conjures up a Giant

    This will bring into being a Giant (see below for statistics) under the complete command of the wizard. Things that may cause a person to panic or be distracted may still occur, despite the control of the wizard (such as fire, fear, etc.)

4-Hex Illusion (C)
Rank: Novice 

Power Points: 3 

Range: 4”

Duration: 1 round (1/round)

Trappings: creation appears

  This creates an illusion of up to ‘Size +5’ in dimension. 


Remove Thrown Spell (T)
Rank: Novice 

Power Points: 2 

Range: 2/4/8

Duration: Instant

Trappings: 

  This removes the effect of any Thrown spell either upon the caster or upon a target.  This has no effect on ‘Spell Shield’.

Dispel Illusions (S)
Rank: Novice 

Power Points: 5 

Range: 15”

Duration: Instant

Trappings: 

  This removes all illusions within 15” of the caster.

Spell Shield (T) ‘Secret Protection’
Rank: Novice 

Power Points: 3 

Range: 2/4/8

Duration: 1 (1/round)

Trappings: none

  ‘Secret Protection’: This prevents any spells from being cast upon the subject.  This does not affect spells already cast or protect against non-magical damage from summoned creatures. This does not affect Slippery Floors or Magic Rope, as they are independent effects. 

  The cost of any spell negated is paid in full (as if a success had occurred) with the exception of the Death Spell – which will cost only 1 Power point and leave the caster Shaken.

  The ‘Secret Protection’ is revealed as soon as it negates a spell. 

Iron Flesh (T) ‘Secret Protection’
Rank: Novice 

Power Points: 3 

Range: 2/4/8

Duration: 1 round (1/round)

Trappings: none

  ‘Secret Protection’: This adds ‘+4’ to the Toughness of the target. This cannot combine with ‘Stone Flesh’ spell.

  The ‘Secret Protection’ is revealed as soon as a damage roll is rolled against the target’s Toughness.

Teleport (S)
Rank: Novice 

Power Points: 1+ 

Range: varies

Duration: Instant

Trappings: 

  This immediately places the caster to a location of his choosing.  The distance depends upon how much he spends in power points: it costs 1 Power point for every 3”.

  The wizard does not have to see the location at which he wishes to arrive, however if he arrives in a solid objects he dies, and so does the object, if it were alive.  Images will instantly disappear, but illusions (because of the belief factor), count as a solid object. 

Summon Small Dragon (C)
Rank: Novice

Power Points: 5

Range: 4”

Duration: 1 (1/round)

Trappings: conjures up a Small Dragon

    This will bring into being a Small Dragon (see below for statistics) under the complete command of the wizard. Things that may cause a dragon to panic or be distracted may still occur, despite the control of the wizard (such as fire, fear, etc.)

Giant Rope (C)
Rank: Novice 

Power Points: 5 

Range: 4”

Duration: 1 round (1/round)

Trappings: a rope appears

  A larger length of rope, this can affect creatures of greater than Strength d12 just as the spell ‘Rope’.  If cast upon a creature of d12 or less Strength, this acts as two simultaneous ‘Rope’ spells, which must be removed one at a time.

7-Hex Shadow (C)
Rank: Novice

Power Points: 3

Range: 4”

Duration: 1 (1/round)

Trappings: fire filled hex

  This will create a wall of shadow that is 7” long and extends 3” into the air.  All other rules are like the previous ‘Shadow’ spell.

7-Hex Image (C)
Rank: Novice

Power Points: 4

Range: 4”

Duration: 1 (1/round)

Trappings: creation appears

  This creates an image of up to ‘Size +7’ in dimension. 

Megahex Avert (T)
Rank: Novice 

Power Points: 3

Range: 2/4/8

Duration: 1 (1/round)

Trappings: wizard holds hand up like a shield

  This works just as the ‘Avert’ spell, but is cast upon all creatures within a 3” diameter circle. If successful, every creature within that circle (even partly) is affected by Avert.




Smarts d12
7-Hex Illusion (C)
Rank: Novice 

Power Points: 5 

Range: 4”

Duration: 1 round (1/round)

Trappings: creation appears

  This creates an illusion of up to ‘Size +7’ in dimension. 

Summon Dragon (C)
Rank: Novice

Power Points: 5

Range: 4”

Duration: 1 (2/round)

Trappings: conjures up a Dragon

    This will bring into being a Dragon (see below for statistics) under the complete command of the wizard. Things that may cause a dragon to panic or be distracted may still occur, despite the control of the wizard (such as fire, fear, etc.). Note the extended duration cost is 2/round.

Death Spell (T)
Rank: Novice

Power Points: special

Range: 2/4/8

Duration: Instant

Trappings: 

  This deadly spell will instantly cause enough Wounds to kill somebody!  Compare the caster and the target.  Determine how many Wounds it will take to bring each to ‘Incapacitated’.  Find the lower of those two amounts and apply that amount of Wounds to both – nothing stops the Wounds except ‘Spell Shield’. If still alive, the caster also uses Power Points for the Death Spell equal to 4 x the Wounds he had just received.  

7-Hex Fire (C)
Rank: Novice

Power Points: 4

Range: 4”

Duration: 1 (1/round)

Trappings: fire filled hex

  This will create a wall of fire that is 7” long and extends 3” into the air.  All other rules are like the previous ‘Fire’ spell.

7-Hex Wall (C)
Rank: Novice

Power Points: 6

Range: 4”

Duration: 1 (1/round)

Trappings: wall appears

  This will create a wall that is 7” long and extends 3” into the air.  All other rules are like the previous ‘Create Wall’ spell with one exception: normally you cannot surround a character completely with a lesser Wall, but with this 7-Hex Wall, you can connect the Wall to encircle a creature up to Size +2. 

Megahex Sleep (T)
Rank: Novice 

Power Points: 8 

Range: 2/4/8

Duration: Instant

Trappings: look at target and flutter eyes

    This works like the ‘Sleep’ spell with one exception: the caster can either affect one target with a Vigor of higher than d12 or it can affect every creature within a 3” diameter circle. If successful, every creature within that circle (even partly) except the caster is affected by Sleep.

CREATURES OF THE LABYRINTH!

  The following section details the enemies encountered in DEATH TEST.  

  As detailed in the original book, there exists a Fighter Table upon which a roll of 3d6 generates an enemy.  That listing is given below in Savage Worlds format, numbering the fighters from 3 to 18. 

  Because of the possibility of Wizards, one may encounter any of the various beasts and monsters of that land through summoning.  Those creatures are listed below in Savage Worlds format.

  Finally, there are some ‘Set Encounters’ in the labyrinth. They must be re-formatted to Savage Worlds, as well.  Following is the listed ‘Set Encounters’ by the number of their paragraph. 

FINAL WORDS
  It was a little work to set this up, but it was worth it.  During High School, I greatly enjoyed these works and the other Microgames put forth by Metagaming.  Fast, furious and fun, they were. And so, this is very much to honor those works.  These games evolve into ‘In the Labyrinth’, then ‘The Fantasy Trip’, and finally ‘GURPS’.  Please feel free to seek out Steve Jackson Games at www.SJGames.com and do business with him!  To Howard Thompson (wherever you are!). 

  Any questions, email me at mscjec@yahoo.com
Maybe, someday, I’ll tackle Death Test 2….

  Two other great links (for counters, maps, and adventures):

http://www.darkcitygames.com/index.php
http://thefantasytrip.com/index.php
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	SPECIAL

	Size: +2 Toughness

	Bear Hug: A bear hits its opponent on a Raise has pinned its foe; escape

	    requires a Raise on an opposed Str roll as an Action
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	SPECIAL

	Fleet-footed: rolls d10 for running instead of a d6

	Go For Throat: On a Attack roll Raise, wolf hits the least armored spot

	

	

	


	Giant Snake

	Ag
	d
	6
	
	base
	Mod
	Armor/shield

	Sm
	d
	4 (A)
	Pace
	6
	
	

	Sp
	d
	8
	Parry
	5
	
	

	St
	d
	8
	Toughness
	6
	+2
	Size

	Vg
	d
	8
	Power
	
	
	

	Weapon
	Damage
	Notes
	
	Skill
	Type

	‘Natural’
	d8+d8
	
	
	Fighting
	d
	6

	
	
	
	
	Notice
	d
	6

	
	
	
	
	Guts
	d
	8

	
	
	
	
	Climb
	d
	6

	
	
	
	
	Stealth
	d
	8

	
	
	
	
	Intimid.
	d
	8

	SPECIAL

	Size: +2 Toughness

	Constrict: Any hit with a Raise, the snake does not bite for a Wound.  

	   It instead, grabs opponent and constricts for d8+3 damage per round.

	  Escape requires a Raise on an opposed Str roll as an Action

	


	Gargoyle
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	SPECIAL

	Constructs: +2 recover from Shaken; no damage from Called Shots or 

	  disease or poisons.

	Flying: Gargoyles fly at a Pace of 12, with Acceleration of 4.

	Made of Stone:  +5 armor

	Stillness: Can be mistaken for a statue.  Notice –2 to identify.
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	SPECIAL

	Sweep: Attack all adjacent foes with one roll at -2

	Large: Opponents get a +2 to hit

	Size: +4 Toughness

	Thick Skin: +2 armor

	The ’10 hit’ squash: If this occurs (see text), strike for 3d6


	Spider Swarm
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	SPECIAL

	Encounter Size: At first the swarm is the size of a Small Burst Template.

	  The next round it will become a Medium Burst Template. They attack 

	  everyone in the template.

	Bite: They inflict hundreds of tiny bites automatically causing 2d4 each 

	   round.  Damage is applied to the least armored spot.

	Split: If affected foes split up, so will the swarm, into as many as two 

	  Small Burst Templates.  These would have a Toughness only of 5 each

	 Swarm: Cutting and piercing weapons do no damage. 

	

	  When a Swarm is Wounded, it is dispersed.

	


	Small Dragon (Flying Drake)
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	SPECIAL

	Armor +4: Scaly Hide

	Flight: Pace of 16” with a Climb of 4”

	Size +5: The small dragon is the size of four grouped hexes (see picture)

	Fear: Yep…they are very impressive.

	Large: Opponents get a +2 to hit

	Tail Sweep: Attack all adjacent foes with one roll in the four connected 

	  hexes by the tail. This is a standard fighting attack, damage is d12+4

	Fiery Breath: Use the Cone template.  Any within roll Agl-2 or suffer

	  2d10 damage and may catch fire (see Fire rules). Can’t claw or bite

	  when using this attack.


	Dragon (Lesser)
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	SPECIAL

	Armor +4: Scaly Hide

	Hardy: does not suffer Wound form being Shaken twice

	Flight: Pace of 20” with a Climb of 6”

	Size +7: The small dragon is the size of four grouped hexes (see picture)

	Fear -2: Yep…they are very impressive.

	Huge: Opponents get a +4 to hit

	Tail Sweep: Attack all adjacent foes with one roll in the four connected 

	  hexes by the tail. This is a standard fighting attack, damage is d12+7

	Fiery Breath: Use the Cone template.  Any within roll Agl-2 or suffer

	  2d10 damage and may catch fire (see Fire rules). Can’t claw or bite

	  when using this attack.


	Myrmidon (mystical warrior)
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	Encumbered: No; -0
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Giant (2” base)
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Small Dragon (3” long by 2”)

[image: image5.jpg]



Dragon (5” long by 2”)
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	15
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	Crossbow: AP2, 1 action to reload

	2h Sword: -1 to Parry when using
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	Encumbered: No; -0

	

	Morningstar: ignores any Parry bonus of Shields and cover

	Longbow: Minimum Str of d8 (this fighter has a –1 Shooting)
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	d8+d6
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	15
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	Encumbered: Yes; -1

	

	Halbred: Reach 1, 2 Handed

	

	


	7 (Half-folk)
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	Encumbered: No; -0

	Small Shield: +1 Parry

	Javelin: Reach 1; 

	Fortunate: has one extra Benny (even when not a wildcard!)

	Size: -1 Size; -1 Toughness


	8 (Dwarf)
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	Slow: -1 Pace

	Low-Light Vision: ignore penalties for Dim or Dark lighting
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	‘Natural’
	d8
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	d
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	6
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	Large Shield
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	Encumbered: No; -0

	

	Morningstar: ignores any Parry bonus of Shields and cover

	Lg. Shield: +2 Parry; +2 armor vs. Ranged shots that hit

	


	10

	Ag
	d
	8
	
	base
	Mod
	Armor/shield

	Sm
	d
	4
	Pace
	6
	
	

	Sp
	d
	6
	Parry
	5
	
	

	St
	d
	6
	Toughness
	5
	
	

	Vg
	d
	6
	Power
	
	
	

	Weapon
	Damage
	Notes
	#
	Skill
	Type

	‘Natural’
	d6
	
	
	Fighting
	d
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	3 / 6 / 12
	1
	Notice
	d
	6
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	Encumbered: No; -0

	

	Longbow: Min Str of d8 (this fighter has a –1 Shooting)

	

	


	11

	Ag
	d
	6
	
	base
	Mod
	Armor/shield

	Sm
	d
	4
	Pace
	6
	-1
	Encumbered

	Sp
	d
	6
	Parry
	5
	+2
	L Shield

	St
	d
	6
	Toughness
	5
	+1*
	Leather/Shld

	Vg
	d
	6
	Power
	
	
	

	Weapon
	Damage
	Notes
	#
	Skill
	Type

	‘Natural’
	D6
	
	
	Fighting
	d
	6 -1

	Dagger
	d4+d6
	3 / 6 / 12
	1
	Notice
	d
	6

	B Sword
	d8+d6
	
	8
	Guts
	d
	6

	
	
	
	
	Throw
	d
	6 -1

	Defense
	Leather, Lg. Shield
	35
	
	
	

	Encumbrance
	
	44
	
	
	

	SPECIAL

	Encumbered: Yes; -1

	

	Lg. Shield: +2 Parry; +2 armor vs. Ranged shots that hit

	

	


	12

	Ag
	d
	8
	
	base
	Mod
	Armor/shield

	Sm
	d
	4
	Pace
	6
	-1
	Encumbered

	Sp
	d
	6
	Parry
	6
	
	

	St
	d
	6
	Toughness
	5
	+2
	Chain

	Vg
	d
	6
	Power
	
	
	

	Weapon
	Damage
	Notes
	#
	Skill
	Type

	‘Natural’
	d6
	
	
	Fighting
	d
	8-1

	Dagger
	d4+d6
	3 / 6 / 12
	1
	Notice
	d
	6

	Bow
	2d6
	12/24/48
	3
	Guts
	d
	6

	Hammer
	d6+d6
	
	3
	Throw
	d
	8-1

	Defense
	Chain mail
	25
	Shooting
	d
	8-1

	Encumbrance
	
	32
	
	
	

	SPECIAL

	Encumbered: Yes; -1

	

	

	

	


	13

	Ag
	d
	8
	
	base
	Mod
	Armor/shield

	Sm
	d
	4
	Pace
	6
	
	

	Sp
	d
	6
	Parry
	5
	+1
	Sm. Shield

	St
	d
	6
	Toughness
	6
	+1
	Leather

	Vg
	d
	8
	Power
	
	
	

	Weapon
	Damage
	Notes
	#
	Skill
	Type

	‘Natural’
	d6
	
	
	Fighting
	d
	8

	Dagger
	d4+d6
	3 / 6 / 12
	1
	Notice
	d
	6

	Mace
	d6+d6
	
	3
	Guts
	d
	6

	
	
	
	
	Throw
	d
	6

	Defense
	Leather; S Shield
	23
	
	
	

	Encumbrance
	
	27
	
	
	

	SPECIAL

	Encumbered: No; -0

	

	Small Shield: +1 Parry

	

	


	14

	Ag
	d
	6
	
	base
	Mod
	Armor/shield

	Sm
	d
	4
	Pace
	6
	
	

	Sp
	d
	6
	Parry
	5
	+1
	S Shield

	St
	d
	6
	Toughness
	5
	
	

	Vg
	d
	6
	Power
	
	
	

	Weapon
	Damage
	Notes
	#
	Skill
	Type

	‘Natural’
	d6
	
	
	Fighting
	d
	6 

	Dagger
	d4+d6
	3 / 6 / 12
	1
	Notice
	d
	6

	B Sword
	d8+d6
	
	8
	Guts
	d
	6

	
	
	
	
	Throw
	d
	6 

	Defense
	Sm. Shield
	8
	
	
	

	Encumbrance
	
	17
	
	
	

	SPECIAL

	Encumbered: No; -0

	

	Sm. Shield: +1 Parry

	

	


	15 (Elf)

	Ag
	d
	10
	
	base
	Mod
	Armor/shield

	Sm
	d
	4
	Pace
	6
	
	

	Sp
	d
	6
	Parry
	6
	+2
	weapons

	St
	d
	6
	Toughness
	5
	+1
	Leather

	Vg
	d
	6
	Power
	
	
	

	Weapon
	Damage
	Notes
	#
	Skill
	Type

	‘Natural’
	d6
	
	
	Fighting
	d
	8

	M. Gauche
	d4+d6
	3 / 6 / 12
	1
	Notice
	d
	8

	Rapier
	d4+d6
	+1 Parry
	3
	Guts
	d
	6

	Bow
	2d6
	12/24/48
	3
	Throw
	d
	6

	Defense
	Leather
	15
	Shooting
	d
	10

	Encumbrance
	
	22
	
	
	

	SPECIAL

	Encumbered: No; -0

	Florentine: +1 vs. one weapon/no shield. Ignore 1 point of Gang-up 

	Low-Light Vision: ignore penalties for Dim or Dark lighting

	Rapier: +1 Parry

	M. Gauche (Left-handed Dagger): +1 Parry; requires Florentine Edge


	16

	Ag
	d
	6
	
	base
	Mod
	Armor/shield

	Sm
	d
	4
	Pace
	6
	-1
	Encumbered

	Sp
	d
	6
	Parry
	5
	+1
	S Shield

	St
	d
	6
	Toughness
	5
	+2
	Chain

	Vg
	d
	6
	Power
	
	
	

	Weapon
	Damage
	Notes
	#
	Skill
	Type

	‘Natural’
	d6
	
	
	Fighting
	d
	6 -1

	Dagger
	d4+d6
	3 / 6 / 12
	1
	Notice
	d
	6

	M’star
	d6+d6
	
	8
	Guts
	d
	6

	
	
	
	
	Throw
	d
	6 -1

	Defense
	Chain mail, Sm. Shield
	33
	
	
	

	Encumbrance
	
	42
	
	
	

	SPECIAL

	Encumbered: Yes; -1

	

	Sm. Shield: +1 Parry

	Morningstar: ignores any Parry bonus of Shields and cover

	


	17

	Ag
	d
	12
	
	base
	Mod
	Armor/shield

	Sm
	d
	6
	Pace
	6
	-1
	Encumbered

	Sp
	d
	6
	Parry
	8
	+1
	S Shield

	St
	d
	6
	Toughness
	5
	+2
	Chain

	Vg
	d
	6
	Power
	
	
	

	Weapon
	Damage
	Notes
	#
	Skill
	Type

	‘Natural’
	d6
	
	
	Fighting
	d
	12-1

	Dagger
	d4+d6
	3 / 6 / 12
	1
	Notice
	d
	8

	Sm. Ax
	d6+d6
	3 / 6 / 12
	2
	Guts
	d
	8

	
	
	
	
	Throw
	d
	10-1

	Defense
	Chain mail, Sm. Shield
	33
	
	
	

	Encumbrance
	
	36
	
	
	

	SPECIAL

	Encumbered: Yes; -1

	

	Small Shield: +1 Parry

	

	


	18

	Ag
	d
	12
	
	base
	Mod
	Armor/shield

	Sm
	d
	8
	Pace
	6
	-2
	Encumbered

	Sp
	d
	6
	Parry
	8
	
	

	St
	d
	6
	Toughness
	5
	+3
	Plate

	Vg
	d
	6
	Power
	
	
	

	Weapon
	Damage
	Notes
	#
	Skill
	Type

	‘Natural’
	d6
	
	
	Fighting
	d
	12-2

	Dagger
	d4+d6
	3 / 6 / 12
	1
	Notice
	d
	8

	B Sword
	d8+d6
	
	8
	Guts
	d
	8

	Crossbow
	2d6
	15/20/60
	10
	Throw
	d
	10-2

	Defense
	Plate
	50
	Shooting
	d
	12-2

	Encumbrance
	
	69
	
	
	

	SPECIAL

	Encumbered: Yes; -2

	

	Full Plate – arms/legs/torso

	

	


	#52 or #96 Wizard

	Ag
	d
	8
	
	base
	Mod
	Armor/shield

	Sm
	d
	6
	Pace
	6
	
	

	Sp
	d
	6
	Parry
	5
	+1
	Staff

	St
	d
	6
	Toughness
	5
	
	

	Vg
	d
	6
	Power
	5
	
	

	Weapon
	Damage
	Notes
	#
	Skill
	Type

	‘Natural’
	d6
	
	
	Fighting
	d
	4 

	Dagger 
	d4+d6
	3 / 6 / 12
	2
	Notice
	d
	6

	Magic Staff
	d6+d6
	Reach 1
	8
	Guts
	d
	6

	
	
	
	
	Throw
	d
	6 

	Defense
	None
	
	
	
	

	Encumbrance
	
	10
	
	
	

	SPECIAL

	Encumbered: No; -0

	

	Magic Staff: Reach 1; Parry +1; 2 hands

	Spells: Bolt; Teleport

	


	
#65 Hobgoblins

	Ag
	d
	6
	
	base
	Mod
	Armor/shield

	Sm
	d
	4
	Pace
	6
	
	

	Sp
	d
	6
	Parry
	5
	
	

	St
	d
	4
	Toughness
	5
	
	

	Vg
	d
	6
	Power
	
	
	

	Weapon
	Damage
	Notes
	#
	Skill
	Type

	‘Natural’
	d4
	
	
	Fighting
	d
	6

	Dagger
	d4+d4
	3 / 6 / 12
	1
	Notice
	d
	6

	Ax
	d6+d4
	3 / 6 / 12
	2
	Guts
	d
	6

	Ax
	d6+d4
	3 / 6 / 12
	2
	Throw
	d
	6

	Defense
	None
	
	Stealth
	d
	8

	Encumbrance
	
	5
	
	
	

	SPECIAL

	Encumbered: No; -0

	

	Low-Light Vision: ignore penalties for Dim or Dark lighting

	

	


	#66 Wizard

	Ag
	d
	6
	
	base
	Mod
	Armor/shield

	Sm
	d
	6
	Pace
	6
	
	

	Sp
	d
	6
	Parry
	5
	+1
	Staff

	St
	d
	6
	Toughness
	5
	
	

	Vg
	d
	6
	Power
	5
	
	

	Weapon
	Damage
	Notes
	#
	Skill
	Type

	‘Natural’
	d6
	
	
	Fighting
	d
	6 

	Dagger 
	d4+d6
	3 / 6 / 12
	2
	Notice
	d
	6

	Magic Staff
	d6+d6
	Reach 1
	8
	Guts
	d
	6

	
	
	
	
	Throw
	d
	4 

	Defense
	None
	
	
	
	

	Encumbrance
	
	10
	
	
	

	SPECIAL

	Encumbered: No; -0

	

	Magic Staff: Reach 1; Parry +1; 2 hands

	Spells: 

	


	#67 - Bowmen

	Ag
	d
	8
	
	base
	Mod
	Armor/shield

	Sm
	d
	4
	Pace
	6
	
	

	Sp
	d
	6
	Parry
	5
	
	

	St
	d
	4
	Toughness
	5
	
	

	Vg
	d
	6
	Power
	
	
	

	Weapon
	Damage
	Notes
	#
	Skill
	Type

	‘Natural’
	d6
	
	
	Fighting
	d
	6 

	Dagger (x3)
	d4+d6
	3 / 6 / 12
	3
	Notice
	d
	6

	Bow
	2d6
	12/24/48
	3
	Guts
	d
	6

	
	
	
	
	Throw
	d
	6 

	Defense
	None
	
	Shooting
	d
	8

	Encumbrance
	
	6
	
	
	

	SPECIAL

	Encumbered: No; -0

	

	Quick: Discard draw of 5 or less on Initiative card

	

	


	#127 Goblin Fighters

	Ag
	d
	8
	
	base
	Mod
	Armor/shield

	Sm
	d
	4
	Pace
	6
	
	

	Sp
	d
	6
	Parry
	5
	
	

	St
	d
	6
	Toughness
	5
	
	

	Vg
	d
	6
	Power
	
	
	

	Weapon
	Damage
	Notes
	#
	Skill
	Type

	‘Natural’
	d6
	
	
	Fighting
	d
	6 

	Dagger (x2)
	d4+d6
	3 / 6 / 12
	2
	Notice
	d
	6

	Bow
	2d6
	12/24/48
	3
	Guts
	d
	6

	
	
	
	
	Throw
	d
	6 

	Defense
	None
	
	Shooting
	d
	8

	Encumbrance
	
	5
	
	
	

	SPECIAL

	Encumbered: No; -0

	

	Low-Light Vision: ignore penalties for Dim or Dark lighting

	

	


	#127 Goblin Wizards (if any)

	Ag
	d
	8
	
	base
	Mod
	Armor/shield

	Sm
	d
	4
	Pace
	6
	
	

	Sp
	d
	6
	Parry
	4
	+1
	Staff

	St
	d
	6
	Toughness
	5
	
	

	Vg
	d
	6
	Power
	5
	
	

	Weapon
	Damage
	Notes
	#
	Skill
	Type

	‘Natural’
	d6
	
	
	Fighting
	d
	4 

	Dagger (x2)
	d4+d6
	3 / 6 / 12
	2
	Notice
	d
	6

	Magic Staff
	d6+d6
	Reach 1
	8
	Guts
	d
	4

	
	
	
	
	Throw
	d
	4 

	Defense
	None
	
	
	
	

	Encumbrance
	
	10
	
	
	

	SPECIAL

	Encumbered: No; -0

	

	Low-Light Vision: ignore penalties for Dim or Dark lighting

	Magic Staff: Reach 1; Parry +1; 2 hands 

	Spells: 


