Swords & Sorcery
Subclasses

Fighter/Magician (Spell Blade)

The spell blade is a fighter who has some skill and training in the art of sorcery, but whose true vocation is
that of the wairrior. Such a character might be anything from a failed apprentice fallen into the life of a
freebooter, fo a member of an elite mystic order sworn to the service of a royal household. Regardless, the
martial prowess of the spell blade is well complemented by his knowledge of magic.

The Spell Blade Character

Permitted Races: Elves, Half-elves and Humans.

Minimum Scores: Strength 9, Dexterity 6, Constitution 6, Intelligence 9, Wisdom 6 and Charisma é.
Hit Die Type: D8.

Alignment: Any.

Experience Bonus: Strength 16+ and Intelligence 16+.

Armour/Shield: Any.

Weapons Permitted: Any.

Weapon Proficiencies: 4 + 1 every four levels.

Penalty to hit for Non Proficiency: -2.

Weapon Specialisation: Optional.

Level Advancement

Level | Experience Hit Spell Slots
Required Dice | 1|2 | 3
1 0 1D8 1] -] -
2 2,500 2D8 1] -1 -
3 5,000 3D8 111 ] -
4 10,000 4D8 111 -
5 20,000 5D8 11111
6 40,000 6D8 11111
7 80,000 7D8 |2 |1 ] 1
8 160,000 8D8 | 2|1 |1
9 300,000 oD8 |2 |2 |1
10 600,000 oD8+2 | 2 | 2 | 1
11 900,000 oD8+4 | 2 | 2 | 2
12 1,200,000 |9D8+6| 2 | 2 | 2
Class Abilities

Multiple Aftacks: A spell blade makes one melee attack per round up to level six; between levels seven and
twelve he makes three attacks every two rounds, the additional attack taking place on odd numbered
combat rounds.

Weapon Specialisation: At the discretion of the game master and at the cost of one weapon proficiency, a
spell blade may specialise in one weapon. When using this weapon his attack rate is increased so that at
levels one to six he makes three attacks every two rounds, and at levels seven to twelve he may make two
attacks every round. In addition, and when using the specified weapon he gains a +1 bonus to hit and a +2
bonus to damage.

Use scroll: The chance of success is equal to 90% +1% per experience level.



Spell List

Level 1 Level 2 Level 3 Level 4 Level 5 Level 6
armour acid arrow dispel magic enchanted avoidance acid fog
burning enfeebling ray fireball weapon cloud Kkill chain lightning
hands flaming sphere flame arrow Fear cone of cold | death spell
enlarge mirror image lightning bolt minor globe of | hold monster | disintegration
magic missile | strength protection from evil invulnerability | interposing freezing sphere
protection web 10 ft radius ice storm hand globe of
from evil protection from wall of fire wall of force | invulnerability
read magic normal missiles wall of ice
shield
To Hit Numbers
Spell Blade Level
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Saving Throws
Spell Blade | Aimed Breath Death, Paralysis, | Petrifaction, | Unspecified
Level Devices | Weapons Poison Polymorph Spells
1-2 11 15 14 13 12
3-4 11 15 13 13 12
5 11 13 11 12 12
6 9 13 11 11 10
7-8 9 12 10 11 10
9-10 2 2 8 2 10
11-12 7 8 7 8 8




Magician/Thief (Spell Thief)

The spell thief is a rogue to be feared. Whether in the service of a powerful wizard, retained by a guild, or a
free agent, his sorcery gives him an edge in mundane thievery, as well as in the skulduggery that permeates
dealings in the underworld. The most skilful spell thieves are a scourge upon frue magicians, as their talents
are turned to the plundering of mageholds and the appropriation of spell books.

The Spell Thief Character

Permitted Races: Elves, Half-elves and Humans.

Minimum Scores: Strength 6, Dexterity 9, Constitution 6, Intelligence 9, Wisdom é and Charisma 6.
Hit Die Type: Dé6.

Alignment: Any.

Experience: Dexterity 16+ and Intelligence 16+.

Armour/Shield: Leather and Studded Leather.

Weapons Permitted: Short Bow, Short Sword, Dagger, Staff, Dart, and Sling.

Weapon Proficiencies: 2 + 1 every four levels.

Penalty to hit for Non Proficiency: -3.

Weapon Specialisation: No.

Level Advancement

Level | Experience Hit Spell Slots
Required Dice | 123
1 0 1D6 10 -] -
2 2,000 2D6 1] -1-
3 4,000 3Dé 101 -
4 8,000 4D6 1110 -
5 16,000 5Dé T
6 32,000 6D6 Tl 11
7 64,000 7Dé6 | 2|1 |1
8 128,000 8D6 |21 |1
9 250,000 D6 | 2 |2 |1
10 500,000 PD6+1 | 2 | 2 |1
11 750,000 D6+2 | 2 |2 | 2
12 1,000,000 | 9D6+3 |12 |2 | 2
Class Abilities

Backstab: If a spell thief can strike from behind undetected he gains a +4 bonus fo hit and a +4 bonus to
damage, as well as an additional +1 to damage per experience level.

Climb: The ability to climb as though the spell spider climb for one turn.

Detect Noise: The ability to hear sounds that are otherwise almost inaudible.

Find Traps: The ability to detect traps as though the spell with regard to one trap.

Hide in Shadows: The ability to hide in shadows as though invisible whilst relatively motionless.
Move Silently: The ability to move as though inaudible for a short fime.

Open Locks: The ability to open a lock as though a knock spell.

Pick Pockets: The art of robbing somebody without arousing suspicion.

Read Languages: The ability to read languages as though the spell for one turn.

Use scroll: The chance of success is equal to 0% +1% per experience level.



Spell List

Level 1 Level 2 Level 3 Level 4 Level 5 Level 6
change self detect illusion clairvoyance | charm monster | pass wall guards
charm person | detect invisibility | clairaudience | confusion projectimage | and wards
comprehend | inaudibility dispel magic dimension door | secret chest legend lore
languages invisibility fly improved stone shape project image
detect magic | knock Invisibility invisibility telekinesis frue sight
jump locate object 10 ft radius polymorph self | teleport veil
read magic misdirection non-detection | wizard eye
sleep wizard Lock suggestion
spider climb
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Spell Thief Level
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Saving Throws
Spell Blade | Aimed Breath Death, Paralysis, | Petrifaction, | Unspecified
Level Devices | Weapons Poison Polymorph Spells
1-4 11 15 13 12 12
5 11 15 12 11 12
6-8 9 13 12 11 10
9-10 2 13 11 10 10
11-12 7 11 11 9 8




This product uses the OSRICTM System (Oldschool System Reference and Index CompilationTM). The OSRICTM system text may be found
at http://www.knights-n-knaves.com/osric. The OSRICTM text is copyright of Stuart Marshall. "OSRICTM" and "Old School Reference and
Index CompilationTM ," are trademarks of Matthew Finch and Stuart Marshall and may be used only in accordance with the OSRICTM license.
This product is not affiliated with Wizards of the Coast.

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 ldentity" 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.

3.0ffer 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, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on
original material by E. Gary Gygax and Dave Arneson.

OSRICTM copyright 2006, Stuart Marshall, adapting material prepared by Matthew J. Finch, based upon the System Reference Document, and
inspired by the works of E. Gary Gygax, Dave Arneson, and many others.

Designation of Product Identity and Open Game Content:
All material copied from or derived from the OSRIC Core Rules is Product Identity except where designated as Open Game Content or Open
OSRIC Content in the OSRIC Core Rules. All other material is Open Game Content, excepting the term OSRIC and the name of the author.



