
-1- 

A Tabletop 

Roleplaying Game 
Compatible with the 

Swords & Wizardry 
Rules and all Editions based on 

The original 1974 roleplaying game 

 

 
 

Bandits and Brigands 
 

Copyright 2020 Robert S. Conley 

 

Written by Robert S. Conley 

 

Inspiration and Design, Dwayne Gillingham, Tim Shorts, and Joshua Beck 

 

 

some artwork copyright, Rich Hershey / Fat Goblin Games 

 

 

Thanks to Matthew J. Finch for putting together the Swords & Wizardry Core Rules 

  



-2- 

BANDITS 

Bandits are outlaw bands roaming the roads and countryside robbing 

merchants and peasants. They are usually poorly organized, poorly led, 

and poorly fed making them desperate people capable of anything. 

 

Typical bandit gangs are 4d6 individuals in size. At most there will one 

bandit gang in a barony (four to six rural villages) due to the attention of 

the noble lords and need for food.  

 

Bandit w/ Club 

This bandit was once a peasant farmer. 

Bandit w/ Club, 1st Level Craftsmen 

Init +0; AC 9[10]; HP 4; Save 17; 

Move 120’; CL/XP A/5; 

Attacks (x1) 

Club; HTB +0, DMG 1d4; 

Attributes 

Str 10 (+0); Dex 10 (+0); Con 10 (+0);  

Int 10 (+0); Wis 10 (+0); Cha 10 (+0); 

Abilities  

Professional (Farming) +1;  

Possessions 

Clothes, Club, 1d. 

 

Bandit, Spear 

A bandit who was a peasant militiaman and managed to keep his spear 

and a wooden shield.  

Bandit w/ Spear, 1st Level Craftsmen 

Init +0; AC 8[11]; HP 4; Save 17; 

Move 120’; CL/XP B/10; 

Attacks (x1) 

Spear; HTB +0, DMG 1d6; 

Attributes 

Str 10 (+0); Dex 10 (+0); Con 10 (+0);  

Int 10 (+0); Wis 10 (+0); Cha 10 (+0); 

Abilities  

Professional (Farming) +1;  

Possessions 

Clothes, Small Shield, Spear, 1d. 
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Bandit, Archer 

A bandit who was a peasant militiaman and managed to keep his short 

bow and a dagger. 

 

Bandit Archer, 1st Level Craftsmen 

Init +0; AC 9[10]; HP 4; Save 17; 

Move 120’; CL/XP B/10; 

Attacks (x1) 

Dagger; HTB +0, DMG 1d4; or 

Short Bow; HTB +0, RoF: 2, RNG: 50 ft./yds., DMG 1d6; 

Attributes 

Str 10 (+0); Dex 10 (+0); Con 10 (+0);  

Int 10 (+0); Wis 10 (+0); Cha 10 (+0); 

Abilities  

Professional (Farming) +1;  

Possessions 

Clothes, Short Bow, Dagger, 1d. 

 

Bandit, Tough 

A village tough who was outlawed and now lives as a bandit. 
 

Bandit Tough, 1st Level Thug 

Init +0; AC 8[11]; HP 4; Save 15; 

Move 120’; CL/XP 1/15; 

Attacks (x1) 

Club; HTB +1, DMG 1d4+2; or 

Farm Tools; HTB +1, DMG 1d4+2; 

Attributes 

Str 13 (+1); Dex 10 (+0); Con 10 (+0);  

Int 10 (+0); Wis 8 (-1); Cha 10 (+0); 

Special 

Brute Strength: +1 to damage for all weapons. 

Abilities  

Athletics +2; Intimidation +1; Professional (Farming) +1;  

Possessions 

Clothes, Club, Farm Tools, 2d 
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Bandit, Lieutenant 

Once a village tough who is now considered to be second in command to 

the band’s captain. One lieutenant will be found for every 3 to 6 bandits 

in the band. 

 

Bandit Lieutenant, 3rd Level Thug 

Init +0; AC 8[11]; HP 10; Save 15; 

Move 120’; CL/XP 3/60; 

Attacks (x1) 

Shortsword; HTB +3, DMG 1d6+4; or 

Attributes 

Str 15 (+2); Dex 10 (+0); Con 10 (+0);  

Int 10 (+0); Wis 10 (+0); Cha 12 (+1); 

Special 

Brute Strength: +2 to damage for all weapons. 

Abilities  

Area Knowledge (Local Region) +1; Athletics +4; Intimidation +2; 

Professional (Farming) +1; 

Possessions 

Clothes, Shortsword, 20d. 

 

Bandit, Captain 

Once a village tough who is now in command of a band of bandits.  

 

Bandit Captain, 5th Level Thug 

Init +0; AC 7[12]; HP 20; Save 13; 

Move 120’; CL/XP 5/240; 

Attacks (x1) 

Shortsword; HTB +4, DMG 1d6+4; or 

Attributes 

Str 15 (+2); Dex 10 (+0); Con 10 (+0);  

Int 10 (+0); Wis 10 (+0); Cha 12 (+1); 

Special 

Brute Strength: +2 to damage for all weapons. 

Abilities  

Area Knowledge (Local Region) +1; Athletics +6; Intimidation +3; 

Professional (Farming) +1; 

Possessions 

Clothes, Leather Armor, Small Shield, Shortsword, 50d. 
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BRIGANDS 

Brigands are the rural equivalent of urban thieves’ guilds. They are better 

organized than ordinary bandits and more capable of hiding from the 
authorities. Usually brigand gangs form from a mercenary band that ran 

into bad luck or was outlawed for a crime. Because of this, they have 

slightly better equipment and have fighters as members as well as thugs. 

The biggest difference from urban thieves’ guilds is the lack of burglars. 

Due to their focus on assault and robbery, thugs and fighters are much 

more common. In addition due to their rural location, there exists an 
underground trade network of fences and smugglers so the brigands can 

sell the goods they rob. 

 

A brigand gang will have about 5d6 individuals. Generally there only one 

brigand gang per castle domain with four to six baronies with a total of 16 
to 40 rural villages.  

  

Brigand, Tough 

A village tough who joined a brigand gang. Has better equipment and 
discipline compared to his bandit counterpart. 

 

Brigand Tough, 1st Level Thug 

Init +0; AC 7[12]; HP 4; Save 15; 

Move 120’; CL/XP 1/15; 

Attacks (x1) 

Spear; HTB +1, DMG 1d6+2 (1H), 1d8+2 (2H), RoF: 1, RNG: 20 ft; or 

Large Dagger; HTB +1, DMG 1d4+2; 

Attributes 

Str 13 (+1); Dex 10 (+0); Con 10 (+0);  

Int 10 (+0); Wis 10 (+0); Cha 10 (+0); 

Special 

Brute Strength: +1 to damage for all weapons. 

Abilities  

Athletics +2; Intimidation +1; Professional (Farming) +1;  

Possessions 

Leather Armor, Small Shield, Spear, Large Dagger, 1 days ration, bedroll, 

5d. 
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Brigand 

A down on his luck mercenary, yeoman, or guard who now one of the 

rank and file of a brigand gang. 

 

Brigand, 1st Level Fighter 

Init +1; AC 7[12]; HP 6; Save 14; 

Move 120’; CL/XP 1/15; 

Attacks (x1) 

Spear; HTB +1, DMG 1d6+1 (1H), 1d8+1 (2H), RoF: 1, RNG: 20 ft; or 

Large Dagger; HTB +1, DMG 1d4+2; 

Attributes 

Str 12 (+1); Dex 11 (+0); Con 10 (+0);  

Int 10 (+0); Wis 10 (+0); Cha 10 (+0); 

Abilities  

Athletics +2; Intimidation +1; Survival +1;  

Possessions 

Leather Armor, Small Shield, Spear, Large Dagger, 1 days ration, bedroll, 

5d. 

 

Brigand, Lieutenant (Tough) 

Once a village tough who is now considered to be one of those in second 

in command to the gang’s captain. One lieutenant will be found for every 

3 to 6 brigand in the gang. 
 

Brigand Lieutenant, 3rd Level Thug 

Init +0; AC 6[13]; HP 10; Save 13; 

Move 120’; CL/XP 3/60; 

Attacks (x1) 

Shortsword; HTB +3, DMG 1d6+4; or 

Large Dagger; HTB +1, DMG 1d4+4; 

Attributes 

Str 15 (+2); Dex 10 (+0); Con 10 (+0);  

Int 10 (+0); Wis 10 (+0); Cha 12 (+1); 

Special 

Brute Strength: +2 to damage for all weapons. 

Abilities  

Area Knowledge (Local Region) +1; Athletics +4; Intimidation +2; 

Professional (Farming) +1; 

Possessions 

Cuirboulli, Small Shield, Shortsword, Dagger, 1 day ration, bedroll, 10d. 
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Brigand, Lieutenant 

A down on his luck mercenary, yeoman, or guard who is now considered 

to be one of those in second in command to the gang’s captain. One 

lieutenant will be found for every 3 to 6 brigand in the gang. 

 

Brigand Lieutenant, 3rd Level Fighter 

Init +3; AC 6[13]; HP 15; Save 12; 

Move 120’; CL/XP 3/60; 

Attacks (x1) 

Shortsword; HTB +3, DMG 1d6+1; or 

Large Dagger; HTB +1, DMG 1d4+1; 

Attributes 

Str 12 (+1); Dex 11 (+0); Con 10 (+0);  

Int 10 (+0); Wis 10 (+0); Cha 12 (+1); 

Abilities  

Athletics +2, Intimidation +2, Survival +1; 

Possessions 

Cuirboulli, Small Shield, Shortsword, Large Dagger, 1 day ration, bedroll, 

10d. 

 

Brigand, Captain 

A down on his luck experienced mercenary, or guard who is now in 

command of a brigand gang. 

Brigand Captain, 6th Level Fighter 

Init +7; AC 3[16]; HP 27; Save 9; 

Move 90’; CL/XP 6/400; 

Attacks (x1) 

Longsword; HTB +6, DMG 1d8+2; or 

Large Dagger; HTB +6, DMG 1d4+2; 

Attributes 

Str 15 (+2); Dex 12 (+1); Con 12 (+1);  

Int 10 (+0); Wis 10 (+0); Cha 13 (+1); 

Abilities  

Athletics +4, Intimidation +2, Strategy +1, Survival +1; 

Possessions 

Chainmail Armor, Medium Shield, Longsword, Large Dagger, 3 days 

ration, bedroll, 60d. 
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Rural Fence 

A rural fence is usually an itinerant tinker who deals with bandit and 

brigand gangs buying their ill-gotten gains. The tinker will then take the 

stolen goods to sell in a market or town outside of the region in order to 

reduce the chance of the items being identified. 

 

Rural Fence, 3rd Level Craftsmen 

Init +0; AC 9[10]; HP 4; Save 17; 

Move 120’; CL/XP A/5; 

Attacks (x1) 

Small Dagger; HTB +0, DMG 1d3; 

Attributes 

Str 10 (+0); Dex 10 (+0); Con 10 (+0);  

Int 12 (+1); Wis 10 (+0); Cha 10 (+0); 

Abilities  

Area Knowledge +3; Locution +1; Survival +1;  

Possessions 

Clothes, Dagger, Hand Cart, 50d. 

 

Smuggler 

A merchant specializing in transporting stolen and/or illegal goods from 

market to market. Usually will have 1d3 Brigand Toughs or Brigands 

work with him as guards along with 1 Peasant Farmer for every two 

mules. 

 

Smuggler, 3rd Level Merchant Adventurer 

Init +0; AC 9[10]; HP 10; Save 14; 

Move 120’; CL/XP 3/60; 

Attacks (x1) 

Shortsword; HTB +1, DMG 1d6; 

Attributes 

Str 10 (+0); Dex 12 (+1); Con 10 (+0);  

Int 12 (+1); Wis 10 (+0); Cha 10 (+0); 

Abilities  

Accounting +3, Area Knowledge +5, Locution +2, Perceive +2; Stealth +2; 

Survival +2; 

Possessions 

Leather Armor, Short sword, 3 day ration, 1d6 Mules, 30d. 

  



-9- 

OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). 

All Rights Reserved. 

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game 

Content; (b)"Derivative Material" means copyrighted material including derivative works and translations (including into 

other computer languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, 

abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to 

reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" 

means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does 

not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as 

Open Game Content by the Contributor, and means any work covered by this License, including translations and 

derivative works under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and 

product line names,  logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, 

plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, 

concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of 

characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, 

environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and 

any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, 

and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, 

designs that are used by a Contributor to identify itself or its products or the associated products 

contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, 

format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the 

licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game 

Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content 

that you Use. No terms may be added to or subtracted from this License except as described by the License itself. No other 

terms or conditions may be applied to any Open Game Content distributed using this License. 

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, 

worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content. 

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You 

represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights 

conveyed by this License. 

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text 

of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the 

title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content 

you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, 

except as expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. 

You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction 

with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the 

owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not 

constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game 

Content shall retain all rights, title and interest in and to that  Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are 

distributing are Open Game Content. 

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any 

authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under any 

version of this License. 

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You 

Distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any 

Contributor unless You have written permission from the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or 

all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open 

Game Material so affected. 

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such 

breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License. 

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the 

extent necessary to make it enforceable. 

15. COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip 

Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James 

Wyatt, based on original material by E. Gary Gygax and Dave Arneson. 

Swords & Wizardry Core Rules, Copyright 2008, Matthew J. Finch 

Bandits & Brigands, Copyright 2020, Robert Conley. 


