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Valard the Yellow Mage 

(Southpoint, Hawath Hex 0105) 

Valard the Yellow Mage, 9th Lvl Magic-User 

Init +0; AC 9[10]; HP 24; Save 7 (+2 vs. spells); 

Move 120’; CL/XP 10/1,400; 

Attacks (x1) 

Staff; HTB +2, DMG 1d6; or 

Large Dagger; HTB +2, DMG 1d4; 

Attributes 

Str 9 (+0); Dex 11 (+0); Con 10 (+0);  

Int 17 (+2); Wis 12 (+1); Cha 13 (+1); 

Abilities  

Thaumatology +5; Research +3; Nat. Philosophy +2; History +1; 

Mathematics +2; Locution +2; Professional (Sculptor) +4; 

Ritual Magic: Can cast 2nd level spells as rituals; 

Possessions 

Clothes, Staff w/ Wizard’s Touch, 120d Ritual Components, 3 viz 

(Coral Shell, Smooth Driftwood, pink Granite Shard), Bracers of 

Defense AC 6[13], Charm of Protection from Constructs, Scroll of 

Magic Missile, Potion of Extra-Healing, Potion of Healing, 264d 

(personal), 13,134d (treasury) 

Grandmaster Typical Spells 

1st Level: Hold Portal x2, Charm Person, Light 

2nd Level: Web, Detect Evil, Strength 

3rd Level: Dispel Magic, Suggestion x2 

4th Level: Wall of Ice, Ice Storm 

5th Level: Transmute Rock to Mud 
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Sheriff Tomar Revan 

(Mikva, Hex 0403) 
Sheriff Tomar Revan, 4th Level Fighter 

Init +4; AC 4[15]; HP 20; Save 11; 

Move 90’; CL/XP 4/120; 

Attacks (x1) 

Longsword; HTB +5, DMG 1d8+1 

Large Dagger; HTB +5, DMG 1d4+1; 

Attributes 

Str 13 (+1); Dex 10 (+0); Con 11 (+0);  

Int 11 (+0); Wis 9 (+0); Cha 12 (+1); 

Abilities  

Area Know. (Isles) +1, Athletics +2, Haggling +1, Mathematics +1; 

Strategy +1; 

Possessions 

Chainmail Armor, Medium Shield, Broadsword, Large Dagger, 2 

potions of healing (1d8+1), 93d. 

 

Baron Argus Gervon 

(Mikva, Hex 0403) 
Baron Argus Gervon, 5th Level Fighter 

Init +5; AC 2[17]; HP 26; Save 10; 

Move 60’; CL/XP 4/120; 

Attacks (x1) 

Broadsword +1; HTB +6, DMG 1d8+2 

Large Dagger; HTB +5, DMG 1d4+1; 

Attributes 

Str 14 (+1); Dex 12 (+1); Con 9 (+0);  

Int 11 (+0); Wis 11 (+0); Cha 10 (+0); 

Abilities  

Area Know. (Piall) +2, Athletics +2,  

Intimidation +1, Locution +1, Strategy +1; 

Possessions 

Plate Armor, Medium Shield,  

Broadsword +1 (Tavaras’ Bane), Large Dagger, 

1 potion of healing (1d8+1), 234d. 

  

  



Master Arven Rowe of the Order of Thoth 

(Mikva, Hex 0403, #13 Resident Mage) 
Master Arven Rowe, 7th Lvl Magic-User 

Init +1; AC 8[11]; HP 15; Save 9 (+2 vs. spells); 

Move 120’; CL/XP 8/800; 

Attacks (x1) 

Staff; HTB +2, DMG 1d6; or 

Large Dagger; HTB +2, DMG 1d4; 

Darts; HTB +2, DMG 1d3+2, RoF 3; RNG 15 ft./yds. 

Attributes 

Str 10 (+0); Dex 13 (+1); Con 8 (-1);  

Int 15 (+2); Wis 10 (+0); Cha 11 (+0); 

Abilities  

Thaumatology +6; Research +3; History +3, Locution +2, 

Physician +1, Stealth +1; 

Ritual Magic: Can cast 2nd level spells as rituals; 

Shield of Magic: +20 Magical Immunity 

Possessions 

Clothes, Staff w/ Light 30’ rad. & Wizard’s Touch, Beaker of Control 

Undead Potion x1, 2 Darts +2 Dmg Only, Charm of Sleep, Scroll of Detect 

Magic, Potion of Healing (1d8+1), 340d Ritual Components, 6 viz 

(assorted),  

Grandmaster Typical Spells 

1st Level: Sleep, Charm Person x2, Magic Missile 

2nd Level: Web x 2, Continual Light 

3rd Level: Fireball, Dispel Magic 

4th Level: Dimension Door 
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Moran Lodar 

(Carra, Hex 0404) 
Moran Lodar of Carra, 5th Level Thug 

Init +0; AC 8[11]; HP 25; Save 13; 

Move 120’; CL/XP 5/240; 

Attacks (x1) 

Fish Club; HTB +4, DMG 1d4+2; 

Attributes 

Str 14 (+1); Dex 10 (+0); Con 12 (+1);  

Int 11 (+0); Wis 11 (+0); Cha 9 (+0); 

Special 

Brute Strength: +2 to damage for all weapons. 

Abilities  

Area Knowledge (Piall) +2; Athletics +4; Intimidation +3; 

Perception +1;  

Professional (Fishing) +1; 

Possessions 

Clothes, Leather Armor, Fish Club, 32d. 
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Stephan Clar 

(Mikva, Hex 0403, #17 The House of Fish) 
Stepen Clar, 4th Level Burglar 

Init +2; AC 6[13]; HP 9; Save 12; 

Move 120’; CL/XP 4/120; 

Attacks (x1) 

Small Mace; HTB +1, DMG 1d4+1, +1 vs. Mail;  

Small Dagger; HTB +1/+3, DMG 1d3, RoF 1, RNG: 10 ft.; 

Attributes 

Str 9 (+0); Dex 15 (+2); Con 10 (+0);  

Int 12 (+1); Wis 9 (+0); Cha 13 (+1); 

Abilities  

Area Knowledge (Mikva) +2; Climbing +2; Eavesdrop +1; History 

+1; Legerdemain +4; Locution +2; Perception +1; Stealth +3; 

Possessions 

Leather Armor, Shortsword, 2x Small Daggers, 120d. 

 

Sir Iago Dunth 

(Lairs, Hex 0201)  
Sir Iago Dunth, 3rd Level Fighter 

Init +4; AC 4[15]; HP 14; Save 12; 

Move 90’; CL/XP 3/60; 

Attacks (x1) 

Longsword; HTB +4, DMG 1d8+1 

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

Light Crossbow; HTB +5, Acc: +2; RoF 1; 

RNG: 60 ft./yds.; DMG: 1d4+1 (Bolts); 

Attributes 

Str 12 (+1); Dex 12 (+1); Con 14 (+1);  

Int 9 (+0); Wis 8 (-1); Cha 14 (+1); 

Abilities  

Area Know. (Midland Sea) +1, Athletics +1, Perception +1, Stealth 

+1; Seamanship +1; 

Possessions 

Chainmail Armor +1, Medium Shield, Longsword, Large Dagger, 1 

potion of healing (1d8+1), Charm of Sleep, 93d. 

  



 

Captain Arvis Black 

(Random Encounters, Waters) 
Captain Arvis Black, 9th Level Fighter 

Init +4; AC 4[17]; HP 67; Save 6 (+1 from ring); 

Move 90’; CL/XP 9/1,100; 

Attacks (x1) 

Shortsword; HTB +10, DMG 1d6+1 

Light Crossbow +1; HTB +10, Acc: +2; RoF 1; 

RNG: 60 ft./yds.; DMG: 1d4+2 (Bolts); 

Attributes 

Str 13 (+1); Dex 15 (+2); Con 12 (+1);  

Int 11 (+0); Wis 9 (+0); Cha 13 (+1); 

Abilities  

Area Know. (Midland Sea) +2, Athletics +3, Perception +1, 

Seamanship +3, Shipwright +1; 

Possessions 

Ring Armor +1, Medium Shield +2, Shortsword +1 (Cutlass style), Charm 

of Water Breathing, Light Crossbow +1, 1 Potions of Extra-Healing 

(3d8+3), 2 potions of healing (1d8+1), Ring of Protection +1, 93d. 
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Sir Avar 

(Bone Keep, Hex 0302) 
Sir Avar, 6th Level Chaos Knight (ex-Paladin) 

Init +7; AC 0[19]; HP 26; Save 9; 

Move 60’; CL/XP 8/800; 

Attacks (x1) 

Broadsword +2; HTB +11, DMG 1d8+5 

Large Dagger +1; HTB +10, DMG 1d4+4; 

Attributes 

Str 18 (+3); Dex 12 (+1); Con 12 (+1);  

Int 12 (+1); Wis 8 (-1); Cha 7 (-1); 

Abilities  

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

Detect Evil: Can sense enemies in 60 ft. radius 

Darkness: At will 15 ft. radius, can see inside darkness. 

Cause Light Wounds (2/day): inflict 2d6+1 damage with a touch or 

successful weapon attack. 

Cause Disease (2/day): inflict a disease with a touch. 

Possessions 

Plate Armor +1, Medium Shield +1,  

Broadsword +2 (Dark Sorrow), Large Dagger +1, 

Charm of Web, Charm of Fireball, 104d. 

 

The Rot Lord 

(Ruins of Sable Port, Hex 0402) 
Rot Lord, Wraith 

Init +6; AC 3[16]; HD 5; HP 25; Save 11; 

Move 90’; CL/XP 8/800; 

Attacks (x1) 

Longsword +1; HTB +7, DMG 1d8+1; 

Special 

Chilling Touch: If a Wraith hits with its touch or weapon, the victim will 

lose two points of strength. If the victim’s strength is reduced to 0, he 

will die and will rise as a Shadow 1d4 rounds later. The lost strength 

are completely restored if the victim is able to rest for two hours. 

Magical Immunity: A Wraith can only be damaged by magic, magical 

weapons, silver weapons, or spells. 

Fighter Skill: The Rot Lord was a skilled fighter in life. He can attack 

a number of creatures with total hit dice equal to his own (5) as per 

the fighter class. And has a initiative bonus equal to his hit dice. 

Harvest  

Necromantic Essence 100d;  

 



The Black Queen 

(Fortress of the Lich Lord, Hex 0303) 
The Black Queen, Wraith Lord 

Init +3; AC 2[17]; HD 12; HP 50; Save 3; 

Move 150’/300’ (fly); CL/XP 14/2,600; 

Attacks (x1) 

Staff of Power; HTB +12, DMG 2d6; 

Special 

Chilling Touch: If a Wraith Lord hits with its touch or weapon, the 
victim will lose two points of strength. If the victim’s strength is 

reduced to 0, he will die and will rise as a Wraith 1d4 rounds later. 

The lost strength is completely restored if the victim is able to rest 

for two hours. 

Magical Immunity: The Wraith Lord can only be damaged by 

magic, magical weapons, silver weapons, or spells. 

Arcane Spell Caster: The Black Queen is a skilled magic-users 

and can cast spells as a 12th level Magic User. 

Possessions 

Wand of Magic Missile (10 charges, 5 missiles, 1d4+1 each),  6 viz 

(vials of blood from different sentient creatures), Charm of Teleport, 

Jeweled Necklace (2,225d) 

Typical Spells 

1st Level: Hold Portal x 3, Sleep 

2nd Level: Web x2, Strength, Mirror Image 

3rd Level: Hold Person, Suggestion x 2, Fireball 

4th Level: Dimension Door, Ice Storm, Polymorph Other, Wall of 

Ice 

5th Level: Monster Summoning III, Cloudkill x2, Telekinesis 

6th Level: Death Spell 

Harvest  

Necromantic Essence 200d;  
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King Touris  

(Aventis Village, Hex 0401) 
King Touris, Merman 

Init +5; AC 3[16]; HD 10+3; HP 6; Save 17; 

Move 10’/180’ (swim); CL/XP 1/15; 

Attacks (x1) 

Trident +2; HTB +12, DMG 1d6+2; 

Special 

Underwater Breathing: Can breathe underwater as if it was air. 

Equipment 

Chainmail +2, Trident +2 

 

Prince Xatharazzax  

(Sahuagin Outpost, Hex 0505) 
Prince Xatharazzax, Sahuagin 

Init +6; AC 3[16]; HD 12+1; HP 61; Save 3; 

Move 120’/180’ (swim); CL/XP 12/2,000; 

Attacks (x1) 

Spear +2; HTB +14, DMG 1d6+2; 

Special 

Underwater Breathing: Can breathe underwater as if it was air. 

 

Prince Ormus 

(Aventis Village, Hex 0401) 
Prince Ormus, Merman 

Init +3; AC 7[12]; HD 6+3; HP 32; Save 11 (+2 vs. Spells); 

Move 10’/180’ (swim); CL/XP 7/600; 

Attacks (x1) 

Trident +1; HTB +6, DMG 1d6+1; 

Special 

Underwater Breathing: Can breathe underwater as if it was air. 

Spellcaster: Able to Cast Spells as a 6th level magic-user 

Spells Memorized 

1st Level: Sleep x2, Detect Magic, Magic Missile;  

2nd Level: Detect Evil, Web  

3rd Level: Monster Summoning I, Hold Person 

 

  



 
Publisher’s Choice Quality Stock Art © Rick Hershey / Fat Goblin Games 

 

Designation of Product Identity: The following items are here by 

designated as Product Identity in accordance with Section 1(e) of 

the Open Game License, version 1.0; Any and all Bat in the Attic 

Games logos, identifying marks, and trade dress; all artwork, 

symbols, depictions, and illustrations. 

 

Designation of Open Content: Subject to the Product Identity 

designation above, the entirety of this text is declared open 

content. The maps of the Island of Piall are declared open 

content.  



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 

NPCs of Piall, Copyright 2022, Robert Conley 


