


Black Leaf waved frantically at her companions to get them to stop their whispered conversation, and ever so gently pressed her ear to 

the door. She could just make out the faint sounds of chanting in a long dead language.

She turned back to the rest of the group, and motioned them back to a safe distance; wincing as Oeric stomped back seemingly oblivi-

ous to all the noise his new armour was making.

“Okay, this is it guys!” she whispered after creeping away from the door;

“From the sounds of it, that priest is through there; and he’s just starting the ritual. If we burst in and attack, we should be able to 

rescue the kids before...”

Black Leaf didn’t � nish her sentence. She didn’t need to. � ey all knew what would happen if they didn’t stop the priest.

� ere was a brief moment of silence as they were all lost in thought, before Gretchen broke the tension in her usual quiet and reas-

suring way:

“Okay, I know none of us have done this sort of thing before, and I know we’re all scared; but we all fought very well against those 

goblins on the way in here. You make me proud to be a member of this team, and I know we can do this. Elfstar — you be on the 

look out for those skeletons that we heard about. We haven’t seen them yet, so they may be guarding the place and you have a good 

chance of being able to keep them away from us. Oeric — you and I will charge in and start � ghting. Black Leaf — follow us in 

and try to sneak around and release the kids while the priest is occupied with us; then see if you can stab him in the back. Al — You 

haven’t used your magic yet, so you hang back and I’ll trust you to use it whenever it seems best.

Everyone ready? � en let’s go.

3... 2... 1... NOW!”

Black Leaf tried to control her breathing as she ran into the room after the others. Adrenaline had kicked in and she was � ghting to 

keep calm and controlled.

She saw the priest look up in surprise as the large warrior and the dwarven woman charged straight at him. He had an orcish body-

guard, and — damn it — there was another orc guarding the prisoners.

Taking advantage of the distraction of the charge, Black Leaf ducked into the shadows at the side of the room and crept towards the 

orc guarding the prisoners. He was foolishly dithering between keeping at his post and going to join in the main � ght. Slipping behind 

him unseen, Black Leaf stabbed him in the gut with her dagger; forcing it up between the leather bands of his armour. As she did so 

she saw an arrow made of some kind of magical glowing force streak across the room, curve round the priest’s bodyguard, and slam 

into the side of his helmet; making him stumble and causing the magical energies he was summoning to disperse.

Maybe they would succeed, after all...

Baroness Black looked at herself in the mirror and admired her re� ection. � e dress had cost her a small fortune, but she could a� ord 

it now. And it was worth the expense. � e queen herself had commented on it during the investiture ceremony.
Just yesterday she’d been plain old Black Leaf. But now she was a baroness. And all for slaying a dragon.
Well, that wasn’t strictly true. � e dragon was just the latest thing they’d done for King Elberet. � ere was also the matter of the trolls; 

and that assassin cult that they’d destroyed; and the vampire with the undead army...She shuddered at the memory of the undead army. Undead really weren’t her thing and she’d actually died � ghting those awful spectres. 

Luckily, Elfstar had been able to revive her before she turned into one herself; but she still had nightmares where she could feel their 

icy touch and feel her life being sucked from her.
Black Leaf shook herself out of her reverie, and got changed out of her � nery into more comfortable garb; chuckling to herself at the 

absurdity of � nding armour and weapons more comfortable than fancy dresses. Still, there was work to be done. � e king was no 

fool, and the posh new titles that they’d all received had come with adjacent land grants. Land that was, not coincidentally, wild, 

dangerous and untamed. � ey were going to need to work together if they were going to clear the land and attract settlers; and they 

were supposed to be meeting with the royal cartographer tonight — and Black Leaf was damned if she wasn’t going to sneak a look 

at the maps beforehand to make sure there were no big surprises in store.



Countess Black listened to the village elder’s plea. He was very grateful for the extra guards that she’d assigned to the area, and the petty 

banditry had now been brought under control. However, the remaining bandits had allied with a local orc tribe: using the orcs as 

muscle to raid towns and then selling the trade goods — and slaves — that the orcs acquired. � e guards were simply not able to cope.

� e countess sighed. With Lord � alx testing her borders at every turn she had hardly the army to spare as it was; and she certainly 

didn’t want to hire the Grey Eagle mercenaries again after the trouble that Count Oeric had had with them.
She held up her hand for the elder to be quiet, and beckoned over her herald.“Jabe, go see the new sheri�  and � nd out what the going rate is for adventurers these days. We only need a bunch that can take out 

orcs and bandits, so we’re looking for reasonable experience — we don’t need to pay for dragon slayers or anything silly like that. If it’s 

over 2,000 gold then come back and check with me � rst, otherwise go ahead and make it known that we’re hiring. You know what 

you’re doing, so I’ll leave it up to you to work out how to � nd adventurers without alerting the bandits that we know what they’re 

up to. If the bandits have been selling slaves, we may need to follow this up by checking out who they’re selling them to - so get the 

adventurers to report to me before they set o� .”

Black Leaf looked over the precipice at the whirling vortex of energy below and smiled.

“No problem.”, she said, “� ere’s a bit of an overhang but I can climb down, no problem.”

Her face suddenly turned pale.

“But THAT is a problem!”, she shouted — pointing behind the rest of the party.

� e other spun around and were shocked to see a swarm of � ying creatures rounding the corner, each one a ball of tentacles the size 

of a man.

“Looks like someone doesn’t want this artefact destroyed...” muttered Aloysius and started preparing some kind of spell.

Black Leaf ’s spirit form � ew down and surveyed the scene.Her followers had quite an army down there, and they looked like they would need all the help they could get if they were to win the 

battle. � ose gnolls were tough, and unusually organised.She knew why, of course. Grakklak Bonegnawer had been doing his best to inspire his race to greatness, and had worked hard to get 

his creations to unite their tribes. She respected that, and had told him so. But she wasn’t going to let the gnoll empire march over her 

people’s lands. Unfortunately her attempts at diplomacy with the Immortal patron of gnolls had failed, so here she was.
Black Leaf thought brie� y about manifesting her embodied form and routing the gnolls herself. After all, even an army of gnolls would 

be no match for her Immortal power. � e thought quickly passed. � ere would be many eyes watching this battle, and being caught 

directly interfering on the prime plane would cause her no end of trouble...No, there were only two choices. She could appear as Azelda the Mighty, a mortal dragon body that she donned occasionally to dispense 

oracular advice from, and hope that Azelda could help turn the tide of battle; or she could appear in a vision to her priests and warn 

them to retreat and � ght another day. Flying over the enemy lines, she realised that Grakklak had over extended himself; a serious 

mistake to make. His famed troll-smasher brigade wasn’t here and neither was Urlak, his preferred mortal form. � ey must be aiding 

the other front in his battle. Trust a barbarian to attack on two fronts at the same time, overcon� dent as always.
Although he had no reason to know that Azelda was really one of Black Leaf ’s mortal forms, he really should have known that the 

dragon would help the Halderites in their time of need and prepared for her to be in this � ght. Not doing so was a bad mistake.

With a smile, Black Leaf � ew into a nearby cave and shifted form to her mortal dragon body. She would lead the army from the front, 

and help them win the battle at the cost of Azelda’s life. It was worth losing the form to set such an example for them. She could easily 

make another, and she was con� dent that Grakklak wouldn’t try anything while she was recovering.
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Welcome to the Dark Dungeons table-top role-playing 
game! This book contains the rules of the game, and 
the only other things that are needed to play are pencils, 

paper and dice.

If you already play table-top role-playing games (and particularly 
if you acquired this Dark Dungeons 10th Aniversary Edition be-
cause you’re already a fan of Dark Dungeons) you can safely skip 
this chapter.

On the other hand, if you’re less familiar with what table-top role-
playing games (usually abbreviated to RPGs) are then some expla-
nation may be in order.

What is an RPG?
Role-playing games have been around since the mid 1970’s.

When they first started, they had their roots in war-gaming (moving 
model armies around in simulation of historical battles) and de-
scriptions of role-playing games would have used those war games, 
along with such childhood games as “Cops and Robbers” and 

“Cowboys and Indians” as reference points.

However, now that we’re in the third decade of the 21st century, 
times – and cultural reference points – have changed.

For most people today, the term “role playing game” is usually 
found abbreviated to “RPG” and is usually preceded by the let-
ters “C” (becoming “CRPG” or “Computer Role Playing Game”) 
or “MMO” (becoming “MMORPG” or “Massively Multiplayer 
Online Role Playing Game”).

In this genre of computer games, the player takes on the role of a 
character in an ongoing storyline – usually the main protagonist 
of the story.

The game consists of trying to get the story to progress towards its 
climax, often involving combat and problem solving.

Table-top role-playing games like Dark Dungeons have a similar 
basis, except that the game is controlled by a human Game Master 
rather than by a computer, and rather than the action taking place 
on a computer screen the action takes place in the imaginations 
of the players.

While this may sound like a step backwards at first glance, it is 
much more flexible and adaptable. On a CRPG, you are limited 
to telling the single story that the game designers wrote. You can’t 
go “off the map”. In a table-top role-playing game, however, you 
are not limited to fixed stories. The Game Master and the players 
can between them create an infinite number of stories, limited only 
by their imaginations.

The Game Master can create whatever scenarios and situations they 
want to, and the players are not constrained to only doing what 
has been anticipated.

If they want their characters to do something, they don’t have to 
simply hope that some designer wrote it into the game. They simply 
tell the Game Master what their character is trying to do and the 
Game Master can improvise in a way that a computer never could 
(although the rules and guidelines in this book cover most common 
situations so that they can be handled in a consistent manner).

The other main difference between a table-top role-playing game 
and a CRPG is the social aspect. Although many CRPGs allow 
the player to control a whole party of characters rather than just a 
single one, they are still largely solitary affairs.
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Table-top role-playing games, on the other hand, are generally de-
signed for groups of players to play together and Dark Dungeons 
is no exception.

Although it can be played with only a single player and a Game 
Master, it plays best with 3–8 players playing together, each con-
trolling a single character.

Interaction between the characters controlled by the diff erent play-
ers, as well as non-scripted interaction between the characters con-
trolled by players and characters controlled by the Game Master, is 
one of the chief elements of a table-top role-playing game.

How do you play?
Before starting, one person will decide to be the Game Master. Th at 
person is responsible for establishing a setting for the game (either 
creating their own or using a published one).

Th e other players create characters that live in that setting. Th e 
characters have a set of abilities which represent their capabilities; 
for example how strong they are or what sort of magic they are 
capable of using.

Th en, normal play consists of the Game Master describing the 
situation that the characters fi nd themselves in, and the players 
responding by telling the Game Master what their characters are 
doing.

In many situations, this is all that is required, but to provide struc-
ture and consistency to the game, this book provides rules covering 
what characters can do in various situations.

Additionally, many situations involve random factors, where a 
character has a chance of successfully doing something (which may 
vary depending on their abilities) rather than being automatically 
successful or relying on the Game Master’s whim; for example, 
when fi ghting with monsters.

In these situations, the rules tell you which type of dice to roll and 
how to interpret the results.

Dark, Darker, Darkest
Th is version of the game that you are holding in your hand (or 
viewing on a screen – this is the twenty fi rst century after all – is 
the tenth anniversary edition of Dark Dungeons.

Th is needs some explanation...

(Warning, this is pretty lengthy and self-indulgent, so feel free to 
skip it!)

Ten years ago, I wanted to play a particular edition of the world’s 
most popular role-playing game. Unfortunately, for legal reasons I 
can’t name it here; but anyone reading this far probably has a good 
idea what edition of what game I’m talking about. If you’re one of 
the minority that doesn’t, don’t worry – you don’t need to in order 
to enjoy this game on its own merits.

Unfortunately for me, my copy of the game I wanted to play was 
old and tatty and falling apart. Knowing that various people had 
made “retro-clones” of old editions of this game (newer fan-pro-
duced games that replicate the non-copyrightable rules of these 
older editions without reproducing the copyrighted artistic pres-
entation of those rules), I went online to see if I could fi nd one for 
my edition of choice.

I was disappointed to fi nd that no-one had made one yet.

So I decided to make one of my own. Nine months and 500 hours 
later, Dark Dungeons was fi nished. It’s proved rather popular in 
the decade since it was released.

When writing Dark Dungeons, I had many editorial choices to 
make. Some of them were forced on me by the nature of the edi-
tion that I was cloning. Th at edition itself was a compilation of a 
number of earlier products, and was inconsistent in places where it 
had compiled rules together or was ambiguous about how confl ict-
ing rules worked together. When emulating the edition, I had to 
resolve the inconsistencies and clean up the ambiguities – which 
led to there being minor diff erences between Dark Dungeons and 
its source material.

However, what I didn’t do (for the most part) was include my 
own house rules in the game. It was a bit strange. Although I was 
making the game for myself and would be using my house rules at 
the table when playing it, I knew that other people would want to 
replicate the old edition as closely as possible. So I made a conscious 
choice to avoid putting in house rules that would signifi cantly 
change the game.

Once I’d released Dark Dungeons, I then decided to add my house 
rules. After all, I was primarily writing the game for my own benefi t; 
so I wanted to have a book that would refl ect the game as I played it.

So I added my house rules, and some other rule changes that I 
thought improved the game. Chiefl y amongst the latter was a 
change to the way many dice rolls in the game worked, which left 
them mathematically identical to the original game but made the 
game much more consistent and easier to learn – especially for 
younger children, which was important because I was playing the 
game with my children.

Developer Commentary
� roughout this book, you’ll see a number of “Developer Commentary” 
boxes like this one.

� ese will contain information about the design decisions that went 
into various rules, both for the original Dark Dungeons and for this 
10th Anniversary Edition.

As well as their obvious informational purpose (which may or may not 
be interesting to the average reader), these also hope to shed some light 
into the intent behind some of the rules and especially some of the rules 
that are di� erent in this book than in the original source material.
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This modified version of the game, which in my opinion was a 
better game but which was less faithful to the original edition, was 
released under the name of Darker Dungeons.

While finishing off Darker Dungeons I had an idea for a third game 
which added elements from another game to the mix. I mentioned 
this (under the name of “Darkest Dungeons”) in the introduction 
to Darker Dungeons, but this third game never got completed or 
released. Not as part of Dark Dungeons, anyway. Eventually the 
game morphed into something very different and was released 
under a different name entirely.

So here we are ten years later, and I’m writing Dark Dungeons 10th 
Anniversary Edition. And the question springs to mind – what do 
I include in this edition? Do I stick to the material in Dark Dun-
geons, keeping it close to the original edition that game emulated? 
Do I include the material in Darker Dungeons keeping it closer 
to the game I actually play? Do I include additional material that 

at one time I contemplated adding to Darker Dungeons to make 
a second edition of the game?

The deciding factor for this was that the original edition that Dark 
Dungeons emulated has now been made available once again. The 
very reason for Dark Dungeons’ writing and existence – to emulate 
that edition – no longer applies. Anyone wanting to play that edi-
tion can simply buy a copy and doesn’t need to use Dark Dungeons 
instead.

So for the 10th Anniversary Edition of Dark Dungeons, I’m includ-
ing the material from Darker Dungeons in the game. This makes 
Dark Dungeons into more of its own thing rather than a slavish 
emulation, means that for my own personal use it more closely 
reflects the game as played at my own table, and means that it neatly 
replaces both Dark Dungeons and Darker Dungeons, combining 
them into a single work.
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Dark Dungeons is a large book, and can seem rather intimi-
dating; especially if you haven’t played before. This chapter 
explains the sort of things that Dark Dungeons characters 

do over the course of their adventuring careers, and how the book 
is laid out to mirror that story path.

Rags to Riches
Adventurers start their careers as inexperienced and under-equipped 
novices. Over the course of their career, they will become far more 
powerful and capable – this capability being measured in terms of 
their “level”. They start at 1st level and can reach as high as 30th 
to 36th level before (hopefully) becoming Immortals – whereupon 
another 36 levels of experience await them.

However, even first level adventurers are a cut above the normal 
person. Adventurers are assumed to have been trained by (or un-
dergone apprenticeships to) older mentors. Therefore even at first 
level they have a better than average ability to fight and maybe 
even the ability to cast a simple spell or drive away minor undead 
with the power of their faith.

However, they are by no means the only people to have undergone 
this type of training. Town and city guards may be low level Fight-
ers, and a village may be looked after by a mid level Magic-User.

Trained characters are more common in the upper echelons of 
society where there is less pressing need to work in a mundane job 
to put food on the table and where such training and experience 
is considered good leadership material.

Consequently, many castles and large temples are run by experi-
enced adventurers who have the wisdom and worldliness to know 
what problems need an adventurer’s touch but lack the time to sort 
the problems out themselves.

Such characters make excellent patrons for new adventurers – and 
many new adventurers aspire to achieve just such a position them-
selves.

An Adventurer’s Life
Chapter 4 – Creating a Character takes you through the process 
of creating an adventuring character, and includes the special rules 
that apply to the different classes of character.

All characters will have certain abilities such as skills and weapon 
feats, and some characters will also be able to cast spells. The next 
three chapters of Dark Dungeons describe those abilities in detail.

Chapter 5 – Ability Checks & Skills contains the rules for skill 
use and a description of each individual skill, along with rules for 
using checks on ability scores in circumstances where no particular 
skill is appropriate.

Chapter 6 – Weapon Feats contains information about what abili-
ties a character can get with different weapons (and different levels 
of expertise at using those weapons).

Chapter 7 – Spells & Spell Casting contains the rules for learning 
and casting spells, as well as a description of each spell.

The First Adventures
Before setting off on their first quest, most adventurers will want 
to spend some of their money on equipment.

Chapter 8 – Equipping For Adventure contains price lists and 
descriptions of a wide variety of equipment and services that char-
acters may wish to purchase.

Some of this – such as building castles – will be way out of the 
league of starting adventurers, but the basic necessities like weap-
ons and lanterns and rope and so on will prove both affordable 
and essential.

Starting adventurers may even wish to hire men-at-arms to ac-
company them on dangerous quests.

Once equipment has been bought, the adventurers are ready to go.

Some stories may vary, but it is most common for low level adven-
turers who are just beginning their careers to start by doing small 
jobs in their local area such as fighting bandits or local humanoid 
tribes; or exploring local caves and ruins. Most of these initial jobs 
and quests will not involve straying too far from civilisation and 
will involve underground exploration.

Chapter 9 – Dungeon Delving provides the rules and guidelines for 
underground exploration; and Chapter 10 – Combat provides the 
rules for fighting whatever dangers are found in those dungeons.

Of course, such fighting and exploration has its consequences. 
Some adventurers will be injured; others will die. But those who 
survive will emerge more experienced and hopefully richer.

Chapter 11 – Getting Better provides the rules for how characters 
recover from injuries – both magical and mundane – and even 
death; and provides rules for the gaining of experience and conse-
quent increasing of levels. It also provides rules for how adventurers 
can spend their new–found riches on improving their abilities.

Expanding Horizons
After a few adventures, most adventuring parties start venturing 
further afield.

Whether through increased confidence or through necessity, they 
will start exploring the dangerous wilderness that exists away from 
civilised areas. The dangers are greater in such areas, but so are the 
potential rewards.

Chapter 12 – Into the Wider World contains the rules for such 
exploration, and the rules for urban encounters for when adventur-
ers decide to visit big cities.
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Power & Responsibility
By the time they reach 9th–11th level, adventurers have probably 
made quite a name for themselves in their country, and are likely 
to have come to the attention of the rulers of the land.

It is common at this time (although by no means universal – some 
adventuring parties continue to wander for their entire career and 
never settle down) for such adventurers to be granted titles of 
nobility and be expected to expand their liege’s country into the 
untamed wilderness.

At this point, the focus of the game switches from mostly adven-
turing to mostly politics with the occasional adventure. Chapter 
13 – Settling Down contains rules for both acquiring and running 
fiefdoms and domains, including managing the economy and both 
attracting (and managing the happiness of ) populace to the new 
area.

Of course, all the monsters in an area don’t simply get up and walk 
away when someone plonks a castle down in their territories – so 
they will need killing or driving out as the land is settled.

Similarly, rival nobles (from the same country or enemy states) may 
also do their best to make sure that the new upstarts fail.

All this means that life isn’t just throwing festivals and making sure 
the books balance.

There is still plenty of intrigue and diplomacy, and if all else fails 
there is always the possibility that things will erupt into open war-
fare. Chapter 14 – War! contains the rules for armies and for mass 
battles.

A New Playground
Eventually, adventurers will set their sights on higher goals than 
simple temporal power. Immortality is there for the taking!

Whether they have spent time ruling a domain or they have lived 
the life of a wanderer, particularly powerful adventurers can still 
find new places to explore.

The mundane world is not the only world in existence. There are 
other worlds out there and even other planes of existence. At high 
levels, adventurers can explore these planes for knowledge and 
riches far beyond anything available at home.

Chapter 15 – Out of This World provides descriptions of other 
planes and of planar travelling.

Of course, travelling the planes also means that adventurers will 
encounter threats and dangers far greater than they would ever see 
on the mundane world.

Adventurers will find themselves meeting Immortals face-to-face 
and getting involved in their plots, along with the machinations 
of other planar creatures.

At some point, the adventurers will want to join the ranks of the 
Immortals themselves. Doing so is never easy, and usually involves 
both finding an existing Immortal willing to act as a sponsor and 
undergoing an extended quest to prove one’s worthiness. Chapter 
16 – Questing for Immortality provides details of this process.

A New Beginning
If everything goes right, eventually adventurers will achieve that 
ultimate goal – they will have become Immortals.

This marks a new beginning for their adventuring careers. Although 
they no longer care about such mundane things as money and 
they are – even as newly fledged first level Immortals – far more 
powerful than most mortal creatures; they are still lowly compared 
to the more powerful Immortals and creatures of the multiverse.

Adventuring at this level becomes much more freeform, with poli-
tics and exploration both playing a part. While most Immortals en-
joy playing political games, others are more interested in meddling 
in the affairs of mortals; acting as patron for clerics and knights 
and acting as protectors of whole races or even creating new races!

Other Immortals prefer to wander the multiverse and explore the 
new horizons that such exploring brings. Still others retire from 
adventuring completely, and simply live a life of comfort and he-
donism free of mortal cares.

Chapter 17 – The Immortals contains the rules for playing at Im-
mortal levels. Whatever an Immortal’s passion, Immortality is the 
final reward for a lifetime of adventuring.

The Rest of The Book
Beyond chapter 17, the rest of the book contains resources for the 
Game Master. This is not to say that you shouldn’t read them if 
you’re not going to be the Game Master, but there is no reason 
for you to do so and you may spoil surprises for yourself if you do.

Chapter 18 – Monsters contains the abilities and descriptions of 
the various types of monster that may be encountered over an 
adventuring career.

Chapter 19 – Treasure contains information about the sort of treas-
ure that might be found, and contains descriptions of many magical 
items that adventurers can find or even make during their careers.

Chapter 20 – Artifacts contains rules for the most powerful of items. 
Artifacts can be made only by Immortals and are too powerful for 
mortals to safely use. That doesn’t mean that mortals don’t use 
them anyway, of course.

Finally, Chapter 21 – Game Master Advice contains miscellaneous 
other advice and tips for the Game Master that don’t fit into any 
other chapter.
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The first two chapters of Dark Dungeons talked about what 
the game is and what the characters (and by extension the 
players) do. This chapter talks about how you do it.

Dice
In Dark Dungeons, dice will be needed to resolve a lot of situa-
tions where the whims of fortune have an effect on the outcome 
of a situation. As well as the traditional cubic dice numbered from 
one to six, the game uses a variety of other dice of different shapes. 
Since these each have different numbers of sides, they are often 
called polyhedral dice.

If you have already played other role playing games, you may al-
ready own some of these dice. If not, you can buy them at your 
friendly local game store or online. In order to distinguish between 
the different types of die that you can use, Dark Dungeons uses a 
standard terminology throughout.

Types of Die
Each die is referred to using the letter ‘d’ followed by the number 
of sides that the die has. For example, a regular die with six sides 
is referred to as a ‘d6’, whereas a die with twenty sides is referred 
to as a ‘d20’.

A normal set of polyhedral dice comes with a four sided die, a six 
sided die, an eight sided die, one or two ten sided dice, a twelve 
sided die, and a twenty sided die – or, to use Dark Dungeon’s 
terminology, a d4, a d6, a d8, one or two d10s, a d12 and a d20.

Therefore, if the rules say that you roll a d20 for something, they 
mean that you should roll the die with twenty sides. If they say 
that you roll a d8 for something, they mean that you should roll 
the die with eight sides. If they say that you roll a d6 for something, 
they mean that you should roll the die with six sides. And so on.

There are a small number of special cases where there is not a single 
die that fits the roll that is needed. Sometimes you will be asked 
to roll a d2, d3 or d100.

In these cases, you must roll one or more other dice and interpret 
the result.

To “roll” a d2, roll any die and if the number shown is odd then 
you “rolled” a 1. If the number shown is even then you “rolled” a 2.

To “roll” a d3, roll a normal d6 and halve the result (rounding up). 
This will give you:

 1–2 = 1
 3–4 = 2
 5–6 = 3 

The same halving process can be used with a d10 in order to “roll” 
a d5.

To “roll” a d100, take two d10s that are easily distinguished and 
roll them both. Read one of them as the tens digit and the other 
as the units digit, although if both roll ‘0’ then the result is always 
treated as 100 rather than 00. Sometimes, particularly with older 
dice sets, the two d10s will be different colours – in which case 
you need to say which will be tens and which will be units before 
rolling. Most new dice sets include a special d10 which has tens 
already marked on it, so this always counts as the tens die.

If you only have one d10, simply roll it twice with the first roll 
counting as the tens and the second roll counting as the units.

Multiple Dice
Often, you will need to roll more than one die at the same time. 
In this case, there will be a number before the ‘d’ as well as after it.

The number before the ‘d’ shows how many dice must be rolled. If 
this number is one then it is sometimes skipped.

When rolling multiple dice in this way, simply add the numbers 
rolled on each die together in order to generate a single result.

Therefore if you are told to roll “3d6”, you should roll three six 
sided dice and add the numbers rolled together. If you are told 
to roll “2d8”, you should roll two eight sided dice and add the 
numbers rolled together. If you are told to roll “d4”, then this is 
exactly the same as being told to roll “1d4”, and you should roll 
a single four sided die.

Dice Modifiers
Sometimes rolls will have additional modifiers. These are straight-
forward and are simply added or subtracted from the total rolled.

For example, if instructed to roll “2d6+4”, roll two six sided dice 
and add the numbers rolled together; and then add four to the 
result. If instructed to roll “1d8-1”, roll a single eight sided die and 
subtract one from the number rolled.

Checks
The most common type of die roll in Dark Dungeons is a Check. 
This type of roll us used for attacking, using skills, defending against 
magic, and various other things throughout the game.
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To make a Check, take your relevant score (when you are asked 
to make a check you will be told which score to use) and add any 
modifi ers that you are asked to add. Th en roll a d20 and add that 
to the total.

If the total is 20 or higher, then the Check has succeeded. If the 
total is less than 20, then the Check has failed.

Creature Attributes
Creatures (including people) in Dark Dungeons are split into two 
broad categories, Player Characters (often abbreviated to “PCs”), 
which are the adventurers controlled by the players; and Monsters 
which are the other creatures and people in the world controlled 
by the Game Master.

Although creatures and characters controlled by the Game Master 
are referred to collectively as monsters, they are not necessarily 
particularly monstrous or hostile. Some of them are simply neutral 
characters and even allies of the player characters that are controlled 
by the Game Master.

Intelligent monsters, particularly ones that the players interact with 
socially as opposed to fi ghting, are often referred to as Non-Player 
Characters (abbreviated to “NPCs”).

Since the varying capabilities of diff erent creatures and characters 
can have a large impact on the success or failure of various actions 
that the players wish their characters to take, these capabilities are 
recorded as (mostly numeric) values and traits that can be used to 
modify or provide target numbers for die rolls, or to determine 
what sort of actions are possible.

Since player characters play the largest part in the game and are 
the centre of most of the action, they have the most attributes. 
Monsters that are expected to only be in the game for a short while 
(for example a single fi ght) are described in less detail. 

Ability Scores

Th e innate abilities of player characters are described by six values, 
called Ability Scores.

Th ese represent the core abilities of the character and rarely change. 
Th ese values are Strength, Intelligence, Wisdom, Dexterity, Con-
stitution and Charisma. In normal humans (and demi-humans), 
these ability scores will normally range from a minimum of 3 to a 
maximum of 18, with the average being 11. As player characters 
are assumed to be above average for their race, they start with scores 
ranging from 9 to 16.

Th ese ability scores show the strengths and weaknesses of the char-
acter, and are used as target numbers for various tasks (see Chapter 
5 – Ability Checks & Skills for more details). Additionally, each 
score also has one or more bonuses or penalties associated with it 
that are used to modify other die rolls and checks. Table 3-1 shows 
the modifi ers for diff erent ability score values (it includes values 
much higher than 18, since Immortal characters may have much 
higher ability scores than normal humans).

Strength (abbreviated to “Str”)
Strength needs little explanation. It represents the raw muscle power 
of a character. Strength checks are made when trying to perform 
tasks that rely on raw bodily strength rather than skill, for example 
when trying to break down doors. Strength bonuses and penal-
ties apply to a character’s melee attacks, and to the damage that a 
character does with melee or hurled weapons.

Intelligence (abbreviated to “Int”)
Intelligence represents the memory and reasoning power of a char-
acter. Characters with a high intelligence will be able to perform 
diffi  cult calculations and make deductive leaps, whereas those with 
lower intelligence will only do such things more slowly if at all. In-
telligence checks are used in a variety of situations where characters 
need to reason things out or remember things, particularly with 
academic or formally taught knowledge.

Wisdom (abbreviated to “Wis”)
Wisdom represents a combination of intuition, common sense, and 
spirituality. To a lesser extent, wisdom also represents the percep-
tiveness of a character and their ability to notice subtle clues and 
things out of place.

Characters with high wisdom are likely to possess these traits, and 
be level headed, whereas those with lower wisdom may be rash or 
act without thinking.

Wisdom checks are used in situations where characters must notice 
something, and wisdom bonuses or penalties apply to characters’ 
saving throws against spells.

Dexterity (abbreviated to “Dex”)
Dexterity represents the co-ordination and agility of a character, as 
well as the speed of their refl exes. Characters with a high dexterity 
will be agile and graceful, whereas those with a lower dexterity may 

Th ese ability scores show the strengths and weaknesses of the char-

5 – Ability Checks & Skills for more details). Additionally, each 

when trying to break down doors. Strength bonuses and penal-

Example: Marcie has said that she wishes Black Leaf (her thief 
character) to climb up the wall of the palace tower and in through 
the window. To see if Black Leaf succeeds or not, Marcie will have to 
make a Climb Walls Check.

To make the check, she � rst looks on her character sheet to see what 
Black Leaf ’s “Climb Walls” ability is. It is a +17.

� e Game Master tells Marcie that because it is raining the wall 
will be wet and somewhat slippery, so there will be a –2 penalty to 
the check.

� erefore, to make the check, Marcie must roll:

17 – 2 + 1d20

Marcie rolls the die, and to her horror rolls only a 3. Since 17 – 2 
+ 3 = 18, which is less than 20, the check has failed. Black Leaf is 
unable to � nd suitable hand holds in the wet stone and is unable to 
climb the wall.
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be clumsy and awkward. Dexterity checks are used when a character 
must do something involving balance or fine manipulation.

Dexterity penalties or bonuses are applied to a character’s attacks 
with thrown or missile weapons, and also to their armour class. 
Dexterity also provides a bonus or penalty to initiative.

Constitution (abbreviated to “Con”)
Constitution represents the toughness and general healthiness of 
a character. Characters with a high constitution are likely to be fit 
and healthy, whereas those with a low constitution are more likely 
to get ill and get winded easily.

Constitution checks are rarely made, although might be in some 
circumstances where stamina and endurance are important. Con-
stitution bonuses or penalties are applied to the hit point rolls that 
a character gains each level.

Charisma (abbreviated to “Chr”)
Charisma represents the likeability and force of personality of a 
character. Characters with a high charisma are born leaders and 

orators, whereas those with lower charisma may be boring or find 
it hard to communicate.

On a physical level, charisma is unrelated to how attractive a charac-
ter looks; although charismatic individuals often have better bearing 
and confidence which enhances their attractiveness.

Charisma checks are often used in social situations. Charisma also 
provides limits on a character’s leadership potential and provides 
a special bonus or penalty to the reactions of monsters that the 
character meets.

Fighting
When it comes to fighting, time is divided up into Rounds, each 
of which represents ten seconds of combat. This results in a level 
of abstraction where the game does not attempt to model every 
single thrust, parry and cut.

In a single round, most characters and other creatures will make a 
single “attack”. Although this is resolved as a single check, an at-
tack does not represent a single swing of a sword or a single punch. 
During a round, a character will swing repeatedly and also block, 
parry and manoeuvre.

Instead, the attack check represents the sum total of this activity 
(although some characters and creatures may get more than one 
roll if they are particularly effective in combat). The attacker’s 
Attack Bonus is used for the check, and the check is modified by 
defender’s Armour Class (sometimes with various other modifiers – 
see Chapter 10 – Combat for more details); and a successful attack 
check means that the attacker has “hit” the defender.

In the same way that an attack check does not necessarily represent 
a single swing of the sword, a “hit” does not necessarily represent 
a solid blow with a weapon.

A hit in combat represents a potentially lethal blow. If a defender 
is inexperienced or badly weakened and exhausted, it may indeed 
kill them or knock them unconscious. However, a defender who 
is fresh and experienced is able to partially or wholly avoid the 
blow, although not without cost. The hit points of the target will 
be reduced.

Attack Bonus
A character or creature’s Attack Bonus represents their combat 
skill. For player characters it is based on their level and class. For 
monsters it is based on their Hit Dice. Attack bonuses start at +0, 
which represents a person or monster who is completely unskilled 
and unused to combat, and increase with increasing ability, to a 
maximum of +50 or more.

Armour Class
A character or creature’s Armour Class represents how hard they are 
to hit in combat. Remember, a “hit” in combat does not represent 
a single solid blow with a weapon but instead represents one or 
more potentially lethal blows.

Table 3-1: Ability Score Bonuses & Penalties

Ability Score 
Value

Ability Score 
Modifier

1 -4
2-3 -3
4-5 -2
6-8 -1

9-12 +0
13-15 +1
16-17 +2
18-19 +3
20-21 +4
22-23 +5
24-27 +6
28-32 +7
33-38 +8
39-45 +9
46-53 +10
54-62 +11
63-70 +12
71-77 +13
78-83 +14
84-88 +15
89-93 +16
94-96 +17
97-98 +18

99 +19
100 +20
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Armour makes these potentially lethal blows less likely, and there-
fore makes it harder for an attack roll to score a hit. Again, this 
is abstracted and does not represent the armour making it harder 
to actually hit the character, merely making it harder to score a 
potentially lethal blow.

Th e armour class of a “standard” warrior wearing suit armour is 0, 
and characters wearing less armour have armour classes that are 
represented by positive numbers (representing a bonus to an at-
tacker’s rolls) whereas characters wearing more armour have armour 
classes that are represented by negative numbers (representing a 
penalty to an attacker’s rolls). It is important to always remember 
that a lower armour class is better; this is why a character’s dexterity 
bonus is subtracted from their armour class, rather than added to it.

Hit Points
Th e ability of a character or creature to avoid potentially lethal 
damage – whether in or out of combat – is represented by their 
Hit Points. Th ese hit points indicate a combination of skill, luck, 
divine favour, and sheer determination. A heroic character with 
many hit points will be able to keep fi ghting and keep dodging 
such blows for a long time, whereas a character with few hit points 
is inexperienced and is likely to be killed rather quickly by the fi rst 
or second such blow.

As characters avoid more and more potentially lethal blows, they 
will still pick up nicks, bruises and scrapes; and they will become 
more and more fatigued. Th erefore, when something potentially 
lethal hits a character, they take Damage.

Damage reduces the number of hit points a character has left, and 
if a character takes enough damage they will run out of hit points 
and be knocked unconscious or killed.

See Chapter 10 – Combat for more details on taking damage. Hit 
points lost to damage can be recovered by either time, the applica-
tion of fi rst aid, or magical healing.

Monsters have a number of Hit Dice, which shows how many 
d8’s should be rolled to determine their hit points. Characters get 
extra hit points each level, at lower levels the character’s constitu-
tion bonus or penalty is added to the hit points gained. At higher 
levels, characters gain a fi xed number of hit points per level (again 
depending on their class) and no longer also add their constitution 
bonus or penalty.

Saving Throws
In some situations, something might have a harmful eff ect on a 
creature other than direct damage (for example the gaze of a basi-
lisk), or it might have a damaging eff ect that does not rely on an 
attack hitting (for example a dragon’s fi ery breath).

In these cases, player characters and monsters often have a chance to 
partially or fully avoid the eff ect by rolling a Saving Th row on a d20.

Th ere are fi ve types of saving throws that between them cover ten 
of these situations: Death, Death Rays & Poison; Magic Wands; 
Paralysis & Petrifi cation; Breath Weapons; Rods, Staff s, and Spells. 

A saving throw is rolled as a normal check, and is made using the 
character’s relevant saving throw bonus. Th ere is rarely a modifi er 
to this check, although a character’s saving throw bonuses will 
increase as they increase in level.

Although rods, staff s and spells are covered by the same saving 
throw, player characters only add their wisdom bonus (or penalty) 
when this saving throw is used against spells.

Experience And Levels
As mentioned previously, the adventuring careers of player charac-
ters are split up into levels.

Each character normally starts at level one, which means that they 
are inexperienced and have never adventured before. Once char-
acters start adventuring, they gain experience. In game terms, this 
means that they gain Experience Points for doing adventurous 
things – slaying monsters, recovering treasure, undertaking quests, 
and so on.

When a character has acquired enough experience points, their level 
increases. An increase in level is accompanied by an increase in the 
character’s abilities and attributes, showing that the character is 
now more experienced and becoming more capable in their chosen 
adventuring profession.

Character Classes
Even with the same amount of experience, not all player characters 
are the same. Although they are all assumed to be adventurers, their 
backgrounds may be rather diff erent from each other.

For example a young elf that has just fi nished a fi ve year apprentice-
ship and has now mastered the essentials of spell casting is going 
to be very diff erent than a dwarven warrior who has spent every 
weekend doing combat training in case of goblin attack.

In the game, this diff erence in background, upbringing and train-
ing is represented by Character Classes. Each player character (and 
some important non-player characters, if they are also adventurers) 
has a character class based on their background.

Developer Commentary
In the original edition of Dark Dungeons (and in the original game 
that Dark Dungeons is based on), saving throws were handled in 
a di� erent way to attack rolls and skill checks. Instead of having 
a bonus that you then add a d20 roll to and try to get a total of 
20+, you instead had a variable target number that you had to roll 
higher than on a d20.

� e change to making saving throws (and various other rolls such 
as those a � ief needs to make to use their skills and those that a 
Cleric needs to make to turn undead) was one of the main changes 
between Dark Dungeons and Darker Dungeons. � e change made 
the game simpler because all the di� erent rolls use the same easy-to-
learn mechanic, and the numbers have been adjusted carefully so 
that the chance of success remains the same for any given situation.
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As a player, you have a free choice of character class for your char-
acter, providing your ability scores meet some minimum criteria. 
See Chapter 4 – Creating a Character for more details.

Th e character’s class determines which sorts of weapon and armour 
they will have been trained how to use, and also may provide them 
with various special abilities.

Th ere is little diff erence between the classes at low levels, since all 
the characters are novices in their chosen professions. However, as 
characters gain experience and levels, the diff erences between the 
classes become more pronounced.

Dark Dungeons has six diff erent classes for human adventurers, and 
fi ve classes for non-human adventurers. Non-humans have diff erent 
cultures to humans and diff erent natural abilities, so their adventur-
ers are brought up with diff erent backgrounds and are suffi  ciently 
diff erent from human adventurers to warrant their own classes.

Th e six human character classes are, Cleric, Druid, Fighter, Magic-
User, Mountebank, and Th ief; and the non-human ones are Elf, 
Dwarf, Halfl ing, Clockwork, and Lupine.

Each of these character classes is fully described in Chapter 4 – 
Creating a Character.

Developer Commentary
In the original edition of Dark Dungeons (and in the original game 
that Dark Dungeons is based on), there were fewer classes.

Druids weren’t a class that could be played from the start of the game 
(you had to start as a Cleric until you reached 9th level and then you 
could become a Druid) Mountebanks and Clockworks didn’t exist. 
And while there was a class that had the abilities of the Lupine, it 
was a human class that got its abilities through martial arts rather 
than a non-human class that gets its abilities through shape-shifting.

Also, the Elf and Magic-User class were partially swapped around. 
Elves were the ones who could � ght and use magic, whereas human 
Magic-Users were the ones who couldn’t � ght well or wear armour.

� e reason for these changes was simply the personal taste of the 
author. Martial artists weren’t a good � t for an otherwise very “Eu-
ropean” setting, and having humans unable to wear armour and 
use magic while elves could didn’t seem right. It made more sense to 
make the lack of ability to wear armour a racial trait of traditionally 
fragile elves while allowing humans to combine swinging a sword 
and casting spells like such literary heroes as Gandalf.
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Creating a character for Dark Dungeons is a pretty straight-
forward process. All you will need is a pencil and paper. You 
won’t even need any dice.

Step by Step Process
Step 1) Name and concept
Th e fi rst thing to do is to decide what sort of character you want 
to play. Do you want to be a brave warrior or a stealthy rogue? Do 
you want to be human or non-human? Do you want to be dour 
or happy-go-lucky? Are you a paragon of virtue or a conniving 
schemer? 

It’s important to decide what sort of character you want to play 
before picking up any dice, but also important to be fl exible in 
such a concept and to talk to the GM fi rst.

If the GM is starting a game with fi rst level characters (which is 
the usual way to start a game) then deciding you want to play an 
experienced swashbuckling pirate captain who is an expert fencer 
isn’t going to work.

You would be better deciding you want to play someone who as-
pires to be a swashbuckling pirate captain but is just starting out 
on their adventuring career.

Similarly, if your GM has decided that the campaign will take place 
in a world where humans are the only race, it’s no good deciding 
that you want to play an elf.

Step 2) Choose a class
Choose the class that you think best represents the sort of character 
you wish to play.

While the classes represent archetypal characters, there is room for 
much variation within them.

For example, a noble wishing to prove themselves worthy of knight-
hood, an “army brat” who grew up in a constantly moving mer-
cenary camp, and an escaped slave trained for gladiator school 
would all be very diff erent characters but they would all fi t the 

“Fighter” class.

Step 2) Assign ability scores
Write down each of the six abilities in order on a piece of scratch 
paper: Strength, Intelligence, Wisdom, Dexterity, Constitution, 
Charisma

Next, note down the following scores: 16, 14, 13, 12, 11, 9

If you wish, you may increase one of these scores by 2 points at 
the cost of decreasing all fi ve of the others by 1 point each. You 
may only do this once.

Th en, assign each of those scores to one of your abilities. Note that 
each class has an ability that must be assigned at least a 14, and an 
ability that must be assigned at least a 13.

Example: Marcie decides that she’d like to play a carefree young 
tearaway who is bored with travelling on merchant caravans with 
her parents and wants to set o�  on a life of adventure instead. She sees 
the character – who she names Black Leaf – as possibly being magical 
(maybe an elf ) but de� nitely being someone who is tall and slender, 
light on their feet, and highly mobile rather than being weighed down.

Example: Marcie reads over the descriptions of the various character 
classes and decides that Black Leaf should be a � ief.

Example: Having decided that Black Leaf should be a thief, Marcie 
sees that she needs a Dexterity of 14 or higher and an Intelligence 
of 13 or higher. 

Deciding that Black Leaf won’t be the brightest or wisest of thieves, 
but will be fairly resilient, Marcie arranges her scores as follows:

Strength = 12, Intelligence = 13, Wisdom = 9, Dexterity = 16, Con-
stitution = 14, Charisma = 11.

Table 4-1: Ability Score Requirements by Class

Class Ability Scores

Cleric Wisdom 14+
Charisma 13+

Clockwork Strength 14+
Constitution 13+

Druid Wisdom 14+
Charisma 13+

Dwarf Constitution 14+
Strength 13+

Elf Intelligence 14+
Dexterity 13+

Fighter Strength 14+
Dexterity 13+

Halfl ing Dexterity 14+
Constitution 13+

Lupine Dexterity 14+
Wisdom 13+

Magic-User Intelligence 14+
Strength 13+

Mountebank Charisma 14+
Dexterity 13+

Th ief Dexterity 14+
Intelligence 13+
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Step 4) Fill in class details
Now that you know what class your character is and what your abil-
ity scores are, you can fi ll in your character sheet with the abilities 
that your character gets from that class. Details of these abilities 
are given in the description of each class.

Cleric
Class Description: Clerics are human characters who have devoted 
themselves to religious service.

In exchange for taking vows to uphold their religion’s principles 
and tenets and to never use bladed weapons, clerics gain the abil-
ity to drive away or even destroy undead creatures; and to cast 
clerical spells.

Depending on the particular religion the cleric follows, the cleric 
may worship one or more gods – or even an entire pantheon of gods. 
Other religions involve the worship of abstract concepts such as 

“fi re” or “good”, or involve the worship of ancestral or other spirits. 
Yet other religions are based on abstract philosophies.

Regardless of the type of religion, the powers wielded by a cleric 
are normally provided by an individual Immortal. It is up to the 
Game Master to determine the exact details of the religion and 
what role the Immortal plays in it. Commonly this role will be as 
an intermediary, servant or messenger of the god(s) that the cleric 
worships.

With the Game Master’s permission, it is even possible for a cleric to 
be completely non-religious – having been given clerical power by 
an Immortal as part of some other more business-like arrangement.

Within an adventuring party, clerics tend to operate in a support 
role. Th eir spells emphasise healing and protection rather than 
fl ashy attacks.

Equipment Restrictions: Clerics may wear any armour or shield, 
but may only use blunt weapons.

Cleric Abilities (See Table 4-2a)
Hit Points: Clerics gain (6 + Con Bonus) hit points at fi rst level, 
and then another (4 + Con Bonus) hit points per level of experi-
ence until 9th level.

After 9th level, clerics gain 1 hit point per level and do not add 
additional Con bonuses (but do retain the bonuses to hit points 
gained at previous levels).

Base Attack Bonus: A cleric’s attack bonus is based on their level. 
See Chapter 10 – Combat for details of how this translates into 
to-hit numbers for diff erent armour classes.

Skills: A cleric starts with 4 skill points plus extra points equal 
to their Int bonus. Th ese points can be used on the same skill or 
diff erent skills. Clerics gain more skill points as they rise in level. 
See Chapter 5 – Skills for the list of available skills.

Weapon Feats: Clerics start with two weapon feats, which must be 
spent immediately on basic profi ciency with two diff erent weapons. 
See Chapter 6 – Weapon Feats for a description of how weapon 
feats work. Clerics gain more weapon feats as they rise in level, but 
these weapon feats can not be spent immediately upon gaining 
the level. See Chapter 11 – Gaining Experience for further details.

Spells: Starting at 2nd level, clerics can cast clerical spells. See 
Chapter 7 – Spells for detailed descriptions of these spells.

Providing a cleric has had a good night’s sleep (8 hours), they can 
spend an hour meditating and/or performing religious rites after 

Step 4) Fill in class details With the Game Master’s permission, it is even possible for a cleric to 

Developer Commentary
In the original edition of Dark Dungeons (and in the original game 
that Dark Dungeons is based on) you rolled ability scores on 3d6 
rather than assigning a standard array of � xed values to them.

I switched to the standard array, since it means that you don’t end 
up with a long-term disparity between characters over a lengthy 
campaign based on a single set of rolls at the start.

If your group prefers to roll for your ability scores rather than use the 
standard values, you should replace the rule about increasing one 
ability by two and decreasing the rest by one with a rule that you can 
increase one ability by one (to a maximum of 18) by decreasing two 
other abilities by one each, providing those abilities are 9 or higher 
before the decrease.

Weapon Feats:

Providing a cleric has had a good night’s sleep (8 hours), they can 

Developer Commentary
� ere are two editions of the original game that Dark Dungeons is 
based on. In one of those, clerics gain their power from Immortals 
and Immortals ful� l the role of gods in the campaign world. In the 
other, Immortals are nothing to do with gods, clerics, or religion; and 
are basically cosmically powered superheroes. If you prefer the latter 
role for Immortals, then ignore the text above and instead assume 
that clerical power comes directly from the god or other force or entity 
that the cleric worships.

Also, Domains are a new addition in this edition. � e original Dark 
Dungeons and the game that it is based on do not have domains. � ey 
were added to give extra di� erentiation to clerics in play.
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waking up in order to gain spells for the day as indi-
cated on table 4-2a.

Every cleric has access to all cleric spells of levels they 
can cast, and chooses freely which ones to prepare 
each day within the limits of the numbers shown on 
table 4-2.

Each prepared spell can be cast once during the day, 
and if a cleric wishes to cast a spell more than once 
then they must prepare the spell more than once, tak-
ing up multiple spell slots of the spell’s level. However, 
some spells will be easier or more difficult to prepare 
than others of their level based on the Domains that 
the cleric’s patron Immortal is aligned with.

Some clerical spells are reversible. These spells can be 
reversed in order to have an effect opposite to the nor-
mal effect of the spell. A cleric chooses whether or not 
to reverse the spell at the time of casting, not at the 
time of preparation. Clerical spells are always prepared 
in their normal form.

See Chapter 7 – Spells for more information on spells 
and spell casting.

Turn Undead: Clerics have the ability to channel divine 
power from their patron in order to drive away or even 
destroy undead creatures such as zombies or vampires.

When your cleric tries to turn undead, you must first 
decide which undead you are targeting. If you are fac-
ing a mixed group of undead you can only turn one 
type of undead each round.

Once you have decided which undead you wish to 
attempt to turn, consult table 4-2c and compare your 
cleric’s level with the type of undead that you are trying 
to turn. The entry in the table will indicate the level 
of success, as follows:

‘-’  – You are not powerful enough to turn this type 
of undead.

‘+2’ – Make a check with a bonus of +2. Your attempt 
at turning the undead will be successful if the check 
succeeds. If the check fails, you will not be able to 
try to turn these same undead again during this fight.

If the check succeeds then roll 2d6 to see how many of 
the undead are affected. Targeted undead with a total 
number of hit dice equal to this roll will be turned, 
with the exception that at least one undead will always 
be affected even if it has more hit dice than the roll.

‘+5’ – Make a check with a bonus of +5. Your attempt 
at turning the undead will be successful if the check 

Table 4-2a: Cleric abilities by level

Level

Experience

H
it Points

B
ase A

ttack 
B

onus

Skills

W
eapon Feats

Spells per day by spell 
level

1 2 3 4 5 6 7

1 0 6+C +1 4 2 - - - - - - -

2 1,500 10+2C +1 4 2 1 - - - - - -

3 3,000 14+3C +1 4 3 2 - - - - - -

4 6,000 18+4C +2 4 3 2 1 - - - - -

5 12,000 22+5C +2 5 3 2 2 - - - - -

6 25,000 26+6C +3 5 4 2 2 1 - - - -

7 50,000 30+7C +3 5 4 3 2 2 - - - -

8 100,000 34+8C +4 5 4 3 3 2 1 - - -

9 200,000 38+9C +4 6 5 3 3 3 2 - - -

10 300,000 39+9C +5 6 5 4 4 3 2 1 - -

11 400,000 40+9C +5 6 6 4 4 3 3 2 - -

12 500,000 41+9C +6 6 6 4 4 4 3 2 1 -

13 600,000 42+9C +6 7 6 5 5 4 3 2 2 -

14 700,000 43+9C +7 7 6 5 5 5 3 3 2 -

15 800,000 44+9C +7 7 7 6 5 5 3 3 3 -

16 900,000 45+9C +8 7 7 6 5 5 4 4 3 -

17 1,000,000 46+9C +8 8 7 6 6 5 4 4 3 1

18 1,100,000 47+9C +9 8 7 6 6 5 4 4 3 2

19 1,200,000 48+9C +9 8 7 7 6 5 4 4 4 2

20 1,300,000 49+9C +10 8 7 7 6 5 4 4 4 3

21 1,400,000 50+9C +10 9 7 7 6 5 5 5 4 3

22 1,500,000 51+9C +11 9 7 7 6 5 5 5 4 4

23 1,600,000 52+9C +11 9 8 7 7 6 6 5 4 4

24 1,700,000 53+9C +12 9 8 8 7 6 6 5 5 4

25 1,800,000 54+9C +12 10 8 8 7 6 6 5 5 5

26 1,900,000 55+9C +13 10 8 8 7 7 6 6 5 5

27 2,000,000 56+9C +13 10 8 8 8 7 6 6 6 5

28 2,100,000 57+9C +14 10 8 8 8 7 7 7 6 5

29 2,200,000 58+9C +14 11 8 8 8 7 7 7 6 6

30 2,300,000 59+9C +15 11 9 8 8 8 7 7 7 6

31 2,400,000 60+9C +15 11 9 8 8 8 8 8 7 6

32 2,500,000 61+9C +16 11 9 9 8 8 8 8 7 7

33 2,600,000 62+9C +16 12 9 9 9 8 8 8 8 7

34 2,700,000 63+9C +17 12 9 9 9 9 8 8 8 8

35 2,800,000 64+9C +17 12 9 9 9 9 9 9 8 8

36 2,900,000 65+9C +18 12 10 9 9 9 9 9 9 9
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succeeds. If the check fails, you will not be able to try to turn these same undead 
again during this fight.

If the check succeeds then roll 2d6 to see how many of the undead are affected. Tar-
geted undead with a total number of hit dice equal to this roll will be turned, with 
the exception that at least one undead will always be affected even if it has more hit 
dice than the roll.

‘+11’ – Make a check with a bonus of +11. Your attempt at turning the undead will 
be successful if the check succeeds. If the check fails, you will not be able to try to 
turn these same undead again during this fight.

If the check succeeds then roll 2d6 to see how many of the undead are affected. Tar-
geted undead with a total number of hit dice equal to this roll will be turned, with 
the exception that at least one undead will always be affected even if it has more hit 
dice than the roll.

‘t’ – Your attempt at turning the undead automatically succeeds. Roll 2d6 to see how 
many undead are affected.

Targeted undead with a total number of hit dice equal to this roll will be turned, 
with the exception that at least one will always be affected even if it has more hit 
dice than the roll.

‘d’ – Your attempt at turning the undead is automatically successful, and will destroy 
the undead rather than simply turning them. Roll 2d6 to see how many of the 
undead are affected.

Targeted undead with a total number of hit dice equal to this roll will be destroyed, 
with the exception that at least one undead will always be affected even if it has more 
hit dice than the roll.

‘D’ – Your attempt at turning the undead is automatically successful, and will de-
stroy the undead rather than simply turning them. Roll 3d6 to see how many of the 
undead are affected.

Targeted undead with a total number of hit dice equal to this roll will be destroyed, 
with the exception that at least one undead will always be affected even if it has more 
hit dice than the roll.

‘X’ – Your attempt at turning the undead is automatically successful, and will de-
stroy the undead rather than simply turning them. Roll 4d6 to see how many of the 
undead are affected.

Targeted undead with a total number of hit dice equal to this roll will be destroyed, 
with the exception that at least one undead will always be affected even if it has more 
hit dice than the roll.

Undead that have been turned will be compelled to flee from the cleric as fast as they 
are able for at least five minutes.

If cornered during this time, they will cower and be unable to make any kind of 
attack, although intelligent undead may use whatever defensive powers they possess 
in order to protect themselves. The bodies of undead that have been destroyed will 
crumble to a fine ash, and incorporeal undead will fade away to nothing.

Some particularly powerful undead might have ways of resisting being turned, and 
a powerful master may be able to protect their minions making them harder to turn.

Table 4-2b: Cleric Saving Throws by level

Level

D
eath R

ay / 
Poison

M
agic W

ands

Paralysis / 
Petrify

B
reath 

W
eapon

R
od / Staff / 

Spell

1 +9 +8 +6 +4 +5

2 +9 +8 +6 +4 +5

3 +9 +8 +6 +4 +5

4 +10 +9 +7 +5 +6

5 +10 +9 +7 +5 +6

6 +11 +10 +8 +6 +7

7 +11 +10 +8 +6 +7

8 +12 +11 +9 +7 +8

9 +12 +11 +9 +7 +8

10 +13 +12 +10 +8 +9

11 +13 +12 +10 +8 +9

12 +13 +12 +11 +9 +10

13 +14 +13 +11 +9 +10

14 +14 +13 +12 +10 +11

15 +14 +13 +12 +10 +11

16 +14 +13 +13 +11 +12

17 +15 +13 +13 +11 +12

18 +15 +13 +14 +12 +13

19 +15 +13 +14 +12 +13

20 +15 +14 +14 +13 +14

21 +16 +14 +15 +13 +14

22 +16 +15 +15 +14 +15

23 +16 +15 +15 +14 +15

24 +16 +15 +15 +15 +15

25 +17 +16 +16 +15 +16

26 +17 +16 +16 +16 +16

27 +17 +16 +16 +16 +16

28 +17 +16 +16 +16 +16

29 +18 +17 +17 +17 +17

30 +18 +17 +17 +17 +17

31 +18 +17 +17 +17 +17

32 +18 +17 +17 +17 +17

33 +18 +18 +18 +18 +18

34 +18 +18 +18 +18 +18

35 +18 +18 +18 +18 +18

36 +18 +18 +18 +18 +18
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Saving Th rows: Clerics make saving throws 
using the bonuses listed on table 4-2b.

Clockwork
Class Description: Clockworks are a de-
mi-human race of mechanical humanoids. 
Although they aren’t made from fl esh and 
blood, they are still sapient living creatures 
with souls and free will. Th is possession of a 
soul distinguishes them from other mechan-
ical or inorganic entities such as golems and 
constructs. Physically, a clockwork is the 
height and build of a human, although they 
are completely genderless. Th eir outer casing 
is made from brass  and leather, and their 
innards are an intricate mesh of clockwork 
and tubes containing milky lubricating fl u-
ids. Clockworks have no need for clothing, 
although those who live amongst humans 
will often wear clothes (and sometimes even 
wigs) in order to better fi t in with those 
around them.

Clockworks need no power source to func-
tion as their mechanisms are kept working 
by their soul directly, although they do need 
to drink organic liquids from which their 
body will synthesise its own internal fl uids 
and they can starve if they are forced to go 
without for too long. Clockworks reproduce 
by physically constructing a new clockwork 
body (they instinctively know how to do so) 
and then transferring a part of their soul 
into it to form a child clockwork, which will 
be modifi ed by its parent into a full adult 

Table 4-2c: Turning Undead by Cleric Level

Level

Skeleton

Z
om

bie

G
houl

W
ight

W
raith

M
um

m
y

Spectre

Vam
pire

Phantom

H
aunt

Spirit

N
ightshade

Lich

Special

1 +11 +5 +2 - - - - - - - - - - -

2 t +11 +5 +2 - - - - - - - - - -

3 t t +11 +5 +2 - - - - - - - - -

4 d t t +11 +5 +2 - - - - - - - -

5 d d t t +11 +5 +2 - - - - - - -

6 d d d t t +11 +5 +2 - - - - - -

7 d d d d t t +11 +5 +2 - - - - -

8 d d d d d t t +11 +5 +2 - - - -

9 d d d d d d t t +11 +5 +2 - - -

10 d d d d d d t t +11 +5 +2 - - -

11 D d d d d d d t t +11 +5 +2 - -

12 D d d d d d d t t +11 +5 +2 - -

13 D D d d d d d d t t +11 +5 +2 -

14 D D d d d d d d t t +11 +5 +2 -

15 D D D d d d d d d t t +11 +5 +2

16 D D D d d d d d d t t +11 +5 +2

17 D D D D d d d d d d t t +11 +5

18 D D D D d d d d d d t t +11 +5

19 D D D D d d d d d d t t +11 +5

20 D D D D d d d d d d t t +11 +5

21 D D D D D d d d d d d t t +11

22 D D D D D d d d d d d t t +11

23 D D D D D d d d d d d t t +11

24 D D D D D d d d d d d t t +11

25 X D D D D D d d d d d d t t

26 X D D D D D d d d d d d t t

27 X D D D D D d d d d d d t t

28 X D D D D D d d d d d d t t

29 X X D D D D D d d d d d t t

30 X X D D D D D d d d d d t t

31 X X D D D D D d d d d d t t

32 X X D D D D D d d d d d t t

33 X X X D D D D D d d d d t t

34 X X X D D D D D d d d d t t

35 X X X D D D D D d d d d t t

36 X X X D D D D D d d d d t t

Saving Th rows: Clerics make saving throws 

Example: Elfstar, the second level cleric, is 
facing a pack of zombies. On her action she 
decides to use her turn undead ability rather 
than attacking with her mace.

Elfstar’s player announces that she is targeting 
the zombies with her turn attempt, and looks 
on her character sheet (onto which she has cop-
ied the relevant information from table 4-2).

� is shows a ‘+11’, so she needs to roll a d20, 
add eleven, and get a total of 20 or higher 
to successfully turn the zombies. She rolls the 
dice and gets a 10, for a total of 21 – success!

Elfstar’s player now rolls 2d6 to see how many 
zombies Elfstar has just turned. She rolls a 9. 
Since zombies have two hit dice each, Elfstar 
has successfully turned four of the zombies (a 
total of 8 hit dice). She cannot turn a � fth 
one, since that would be a total of 10 hit dice 
which is higher than her roll of 9).
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form once it has had the appropriate mental and 
emotional growth.

Although it might be technically possible for a 
clockwork to create a non-humanoid body for 
themselves or one of an unusual size, the thought 
of inhabiting such a body is extremely uncomfort-
able to a clockwork on a mental and emotional 
level and no clockwork would even contemplate 
doing such a thing to themselves.

Equipment Restrictions: Clockworks do not have 
any restrictions on their weapon selection. Th ey 
can use any weapon or shield, although due to their 
metal fi sts they may often be better off  fi ghting 
unarmed. Clockworks can’t wear normal armour, 
although they can have armour fi tted to their body. 
See below for details.

Clockwork Abilities (See Table 4-3a)
Hit Points: Clockworks start with (8 + Con Bo-
nus) hit points at fi rst level, and then gain another 
(5 + Con Bonus) hit points per level until they 
reach 9th level. After 9th level, clockworks gain 2 
hit points per level and no longer add additional 
Con bonuses (but do retain the bonuses to hit 
points they gained at previous levels).

Base Attack Bonus: A clockwork’s attack bonus 
in combat is based on their level. See Chapter 10 

– Combat for details of how this translates into dif-
ferent to-hit numbers for opponents with diff erent 
armour classes.

Skills: A clockwork starts with 4 skill points at 
1st level, plus extra points equal to their Int bonus. 
Th ese points can be used on the same skill or dif-
ferent skills. Clockworks gain more skill points as 
they increase in level. See Chapter 5 – Skills for the 
list of available skills.

Weapon Feats: Clockworks start with four weapon 
feats, which must be spent immediately on ba-
sic profi ciency on four diff erent weapons, one of 
which may be their fi sts. See Chapter 6 – Weapon 
Feats for a full description of how weapon feats 
work. Clockworks gain more weapon feats as they 
rise in level, but these weapon feats can not be spent 

Table 4-3a: Clockwork abilities by level

Level

Experience

H
it Points

B
ase A

ttack 
B

onus

Skills

W
eapon Feats

Special Abilities

1 0 8+C +1 4 4 Artifi cial Body/Armoured/Fists

2 2,200 13+2C +1 4 4

3 4,400 18+3C +2 4 5

4 8,800 13+4C +2 4 5

5 17,000 28+5C +3 5 5

6 35,000 33+6C +4 5 6

7 70,000 38+7C +4 5 6

8 140,000 43+8C +5 5 6

9 270,000 48+9C +6 6 7

10 400,000 50+9C +6 6 7

11 530,000 52+9C +7 6 8

12 660,000 54+9C +8 6 8 Multiple Attacks/Smash/Parry

13 800,000 56+9C +8 7 8

14 950,000 58+9C +9 7 8

15 1,100,000 60+9C +10 7 9

16 1,250,000 62+9C +10 7 9 Spell Resistance

17 1,400,000 64+9C +11 8 9

18 1,550,000 66+9C +12 8 9

19 1,700,000 68+9C +12 8 10

20 1,850,000 70+9C +13 8 10 Multiple Attacks (3)

21 2,000,000 72+9C +14 9 10

22 2,150,000 74+9C +14 9 10

23 2,300,000 76+9C +15 9 11

24 2,450,000 78+9C +16 9 11

25 2,600,000 80+9C +16 10 11

26 2,750,000 82+9C +17 10 11

27 2,900,000 84+9C +18 10 12

28 3,050,000 86+9C +18 10 12

29 3,200,000 88+9C +19 11 12

30 3,350,000 90+9C +20 11 13

31 3,500,000 92+9C +20 11 13

32 3,650,000 94+9C +21 11 13

33 3,800,000 96+9C +22 12 14

34 3,950,000 98+9C +22 12 14

35 4,100,000 100+9C +23 12 14

36 4,250,000 102+9C +23 12 15 Multiple Attacks (4)

Developer Commentary
Clockworks are a new addition to this edtion of Dark 
Dungeons, and have not appeared in the game before. 

� ey are not based on any speci� c individual source, 
but just on the generic trope of clockwork people that 
are often seen in fantasy and sci-� .
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immediately upon gaining the new level. See Chapter 11– Gaining Experience 
for further details on spending new weapon feats.

Artificial Body: Clockworks have an artificial body made from leather, metal 
and other materials. Their internals are a mesh of clockwork and tubes contain-
ing lubricating fluids. Because of this artificial body, clockworks do not need to 
sleep and they are immune to poison, disease, fatigue, paralysis, nausea, sleep 
and exhaustion. 

The artificial bodies of clockworks do not naturally heal. A clockwork does not 
heal damage by resting, and can not be healed using the First Aid skill. Clock-
works can still be healed by magical means, and the Craft (Clockwork) skill can 
be used to do minor field repairs (using the standard rules as if using the First Aid 
skill on other characters). With a blacksmith’s forge and a week’s worth of work, 
a clockwork can be repaired back to full hit points with no skill check required.

Armoured: The outer plating of clockwork bodies is equivalent to leather ar-
mour and automatically gives them a natural armour class of 7, but they cannot 
wear additional armour on top of this. A clockwork can have its armour plating 
upgraded and replaced with better armour (including magical armour that has 
been found), but the upgrade process takes a full week and requires access to a 
blacksmith’s forge and tools.

Fists: The fists and forearms of a clockwork are reinforced by metal plates, and 
this allows them to strike and parry in combat as effectively as most melee 
weapons. A clockwork must spend weapon feats on proficiency with this attack 
just like any other attack, and normal off-hand penalties apply if a clockwork 
wishes to use both fists in combat (although the fists are off-hand weapons; see 
Chapter 6 – Weapon Feats for a full description of how weapon feats and off-
hand weapons work). Clockworks using their reinforced fists count as armed 
opponents for the purposes of their opponents’ weapon proficiency bonuses. 
A clockwork can attach magical fist/arm plates, although this takes a day and 
requires access to a blacksmith’s forge and tools. A clockwork’s fist/arm plates 
can’t be disarmed, and they do not prevent the clockwork from also carrying and 
using other weapons or shields. However, a clockwork can’t attack with both a 
carried weapon and the fist carrying that weapon at the same time.

Multiple Attacks: At 12th level, a clockwork is able to make two attacks per 
round against any creature that they would be able to hit by rolling a 2+ on 
the attack roll (after modifiers). At 20th level, this rises to three attacks and at 
36th level it rises to four attacks. See Chapter 10 – Combat for details of how 
multiple attacks work.

Smash: At 12th level, a clockwork gains the ability to make smash attacks in 
melee combat. At the beginning of each round, the clockwork’s player declares 
whether their character is making a smash attack. The clockwork automatically 
loses initiative, and takes a -5 penalty to their attack roll for the attack. However, 
if the attack hits, the clockwork gets to add their entire strength score to the 
damage done by the attack as well as their strength bonus. See Chapter 10 – 
Combat for full details of how smash attacks work.

Parry: At 12th level, a clockwork can use the parry action in combat. The 
clockwork’s player must declare that their character is parrying at the begin-
ning of the round before initiative is rolled. The clockwork makes no attacks 
during the round (and therefore needs no initiative), but all incoming attacks 
are made at a -4 penalty.

Table 4-3b: Clockwork Saving Throws by Level

Level

D
eath R

ay / 
Poison

M
agic W

ands

Paralysis / 
Petrify

B
reath 

W
eapon

R
od / Staff / 

Spell

1 +12 +11 +10 +7 +8

2 +12 +11 +10 +7 +8

3 +13 +12 +11 +8 +9

4 +13 +12 +11 +9 +10

5 +14 +13 +12 +10 +11

6 +15 +14 +13 +11 +12

7 +15 +14 +13 +12 +13

8 +16 +15 +14 +13 +14

9 +17 +16 +15 +14 +15

10 +17 +16 +15 +15 +16

11 +17 +17 +16 +16 +17

12 +18 +17 +16 +16 +17

13 +18 +17 +16 +17 +17

14 +18 +17 +16 +17 +17

15 +18 +18 +17 +18 +18

16 +18 +18 +17 +18 +18

17 +18 +18 +17 +18 +18

18 +18 +18 +17 +18 +18

19 +18 +18 +18 +18 +18

20 +18 +18 +18 +18 +18

21 +18 +18 +18 +18 +18

22 +18 +18 +18 +18 +18

23 +18 +18 +18 +18 +18

24 +18 +18 +18 +18 +18

25 +18 +18 +18 +18 +18

26 +18 +18 +18 +18 +18

27 +18 +18 +18 +18 +18

28 +18 +18 +18 +18 +18

29 +18 +18 +18 +18 +18

30 +18 +18 +18 +18 +18

31 +18 +18 +18 +18 +18

32 +18 +18 +18 +18 +18

33 +18 +18 +18 +18 +18

34 +18 +18 +18 +18 +18

35 +18 +18 +18 +18 +18

36 +18 +18 +18 +18 +18
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Spell Resistance: At 16th level and higher, a clockwork 
only takes half damage from all spells and spell-like 
abilities that do direct damage. If the spell normally 
allows a saving throw for half damage then the clock-
work only takes a quarter of normal damage if they 
save successfully.

Saving Throws: A Clockwork makes its saving throws 
against magical attacks and other similar effects using 
the bonuses listed on Table 4-3b.

Druid
Class Description: Druids are humans who worship 
nature. In exchange for their worship, they gain the 
ability to cast spells and the ability to control animals.

Druids sometimes claim that their worship is older 
than the first Immortal, and that the way that clerics 
get their power from Immortals is a lesser imitation 
of their own abilities.

While it is true that druids can cast all the spells that 
clerics can and more, and can do so without needing 
to come to any kind of arrangement with an Immor-
tal, the true relationship between clerical worship and 
druidic worship is not known; and such theories are 
mere philosophical speculation.

In fact, no-one knows where druids get their power 
from. A new initiate vows to respect and protect “Na-
ture”, and when druids commune they do so with 

“Nature” – and get responses; but if there is any sapient 
entity personifying nature then it has never revealed 
itself to either mortal or Immortal.

Druidic society has no hierarchy or structure and each 
druid is effectively their own master, doing as they 
think right.

The druidic philosophy is primarily concerned with 
protecting nature from corruption and destruction. 
As such, druids live apart from civilisation, often in 
woodland areas but occasionally in mountains or de-
sert regions.

Although there are occasional extremists who seek to 
kill or drive off all those who intrude on their protected 
areas, most druids are pragmatic in their protection. 
They will not hinder those who travel through or even 
hunt in their realms – providing such travel or hunting 
is done responsibly.

However, they do oppose the encroachment of farm-
land and cities into their realm, as well as protecting 
it from unnatural creatures.

Table 4-3a: Druid abilities by level

Level

Experience

H
it Points

B
ase A

ttack 
B

onus

Skills

W
eapon Feats

Spells per day by spell 
level

1 2 3 4 5 6 7

1 0 6+C +1 4 2 - - - - - - -

2 1,500 10+2C +1 4 2 1 - - - - - -

3 3,000 14+3C +1 4 3 2 - - - - - -

4 6,000 18+4C +2 4 3 2 1 - - - - -

5 12,000 22+5C +2 5 3 2 2 - - - - -

6 25,000 26+6C +3 5 4 2 2 1 - - - -

7 50,000 30+7C +3 5 4 3 2 2 - - - -

8 100,000 34+8C +4 5 4 3 3 2 1 - - -

9 200,000 38+9C +4 6 5 3 3 3 2 - - -

10 300,000 39+9C +5 6 5 4 4 3 2 1 - -

11 400,000 40+9C +5 6 6 4 4 3 3 2 - -

12 500,000 41+9C +6 6 6 4 4 4 3 2 1 -

13 600,000 42+9C +6 7 6 5 5 4 3 2 2 -

14 700,000 43+9C +7 7 6 5 5 5 3 3 2 -

15 800,000 44+9C +7 7 7 6 5 5 3 3 3 -

16 900,000 45+9C +8 7 7 6 5 5 4 4 3 -

17 1,000,000 46+9C +8 8 7 6 6 5 4 4 3 1

18 1,100,000 47+9C +9 8 7 6 6 5 4 4 3 2

19 1,200,000 48+9C +9 8 7 7 6 5 4 4 4 2

20 1,300,000 49+9C +10 8 7 7 6 5 4 4 4 3

21 1,400,000 50+9C +10 9 7 7 6 5 5 5 4 3

22 1,500,000 51+9C +11 9 7 7 6 5 5 5 4 4

23 1,600,000 52+9C +11 9 8 7 7 6 6 5 4 4

24 1,700,000 53+9C +12 9 8 8 7 6 6 5 5 4

25 1,800,000 54+9C +12 10 8 8 7 6 6 5 5 5

26 1,900,000 55+9C +13 10 8 8 7 7 6 6 5 5

27 2,000,000 56+9C +13 10 8 8 8 7 6 6 6 5

28 2,100,000 57+9C +14 10 8 8 8 7 7 7 6 5

29 2,200,000 58+9C +14 11 8 8 8 7 7 7 6 6

30 2,300,000 59+9C +15 11 9 8 8 8 7 7 7 6

31 2,400,000 60+9C +15 11 9 8 8 8 8 8 7 6

32 2,500,000 61+9C +16 11 9 9 8 8 8 8 7 7

33 2,600,000 62+9C +16 12 9 9 9 8 8 8 8 7

34 2,700,000 63+9C +17 12 9 9 9 9 8 8 8 8

35 2,800,000 64+9C +17 12 9 9 9 9 9 9 8 8

36 2,900,000 65+9C +18 12 10 9 9 9 9 9 9 9
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Druids shun technology, and do not like to use manufactured items. Most will use 
money on occasion, but will generally prefer to barter for what few goods they use 
and for their services.

In general, druids will keep on friendly terms with people who live around (or even 
in) their lands; helping and protecting them in exchange for their keeping respect-
ful of nature.

Within an adventuring party, druids tend to operate in a support role. Th eir spells 
emphasise healing and protection rather than fl ashy attacks.

Equipment Restrictions: Druids’ distaste for manufactured and refi ned goods makes 
them unable to wear metal items or use metal weapons. Th ey may only use weapons 
and shields made of wood and/or natural stone, and may only use leather armour.

Druid Abilities (See Table 4-3a)
Hit Points: Druids gain (6 + Con Bonus) hit points at fi rst level, and then another 
(4 + Con Bonus) hit points per level of experience until 9th level.

After 9th level, druids gain 1 hit point per level and do not add additional Con 
bonuses (but do retain the bonuses to hit points gained at previous levels).

Base Attack Bonus: A druid’s attack bonus is based on their level. See Chapter 10 
– Combat for details of how this translates into to-hit numbers for diff erent armour 
classes.

Skills: A druid starts with 4 skill points plus extra points equal to their Int bonus. 
Th ese points can be used on the same skill or diff erent skills. Druids gain more skill 
points as they rise in level. See Chapter 5 – Skills for the list of available skills.

Weapon Feats: Druids start with two weapon feats, which must be spent immediately 
on basic profi ciency with two diff erent weapons. See Chapter 6 – Weapon Feats for 
a description of how weapon feats work.

Druids gain more weapon feats as they rise in level, but these weapon feats can not 
be spent immediately upon gaining the level. See Chapter 11 – Gaining Experience 
for further details.

Spells: Starting at 2nd level, druids can cast clerical spells. See Chapter 7 –  Spells 
for detailed descriptions of these spells.

Providing a druid has had a good night’s sleep (8 hours), they can spend an hour 
meditating and/or performing religious rites after waking up in order to gain spells 
for the day as indicated on table 4-3a.

Table 4-2b: Druid Saving Th rows by level

Level

D
eath R

ay / 
Poison

M
agic W

ands

Paralysis / 
Petrify

B
reath 

W
eapon

R
od / Staff  / 

Spell

1 +9 +8 +6 +4 +5

2 +9 +8 +6 +4 +5

3 +9 +8 +6 +4 +5

4 +10 +9 +7 +5 +6

5 +10 +9 +7 +5 +6

6 +11 +10 +8 +6 +7

7 +11 +10 +8 +6 +7

8 +12 +11 +9 +7 +8

9 +12 +11 +9 +7 +8

10 +13 +12 +10 +8 +9

11 +13 +12 +10 +8 +9

12 +13 +12 +11 +9 +10

13 +14 +13 +11 +9 +10

14 +14 +13 +12 +10 +11

15 +14 +13 +12 +10 +11

16 +14 +13 +13 +11 +12

17 +15 +13 +13 +11 +12

18 +15 +13 +14 +12 +13

19 +15 +13 +14 +12 +13

20 +15 +14 +14 +13 +14

21 +16 +14 +15 +13 +14

22 +16 +15 +15 +14 +15

23 +16 +15 +15 +14 +15

24 +16 +15 +15 +15 +15

25 +17 +16 +16 +15 +16

26 +17 +16 +16 +16 +16

27 +17 +16 +16 +16 +16

28 +17 +16 +16 +16 +16

29 +18 +17 +17 +17 +17

30 +18 +17 +17 +17 +17

31 +18 +17 +17 +17 +17

32 +18 +17 +17 +17 +17

33 +18 +18 +18 +18 +18

34 +18 +18 +18 +18 +18

35 +18 +18 +18 +18 +18

36 +18 +18 +18 +18 +18

Developer Commentary
In the original edition of Dark Dungeons (and in the original game that Dark Dungeons 
is based on), druids were not a separate class but were instead something that a cleric 
could become after reaching ninth level. � ey lost the ability to wear metal armour and 
to turn undead and all they gained in exchange was a couple of extra spells, making 
becoming a druid a very unattractive option to most players.

In Darker Dungeons, and in this new edition of Dark Dungeons, I made the druid into 
a stand-alone class that can be taken from the start and gave them animal control as a 
replacement for turn undead so that they wouldn’t be underpowered compared to clerics.
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Every druid has access to all druidic spells 
of levels they can cast, and chooses freely 
which ones to prepare each day within the 
limits of the numbers shown on table 4-3.

Each prepared spell can be cast once during 
the day, and if a druid wishes to cast a spell 
more than once then they must prepare the 
spell more than once, taking up multiple 
spell slots of the spell’s level.

Some druidic spells are reversible. These 
spells can be reversed in order to have an 
effect opposite to the normal effect of the 
spell. A druid chooses whether or not to 
reverse the spell at the time of casting, not 
at the time of preparation. Druidic spells 
are always prepared in their normal form.

See Chapter 7 – Spells for more information 
on spells and spell casting.

Control Animals: Druids have the ability 
to command or even control animals. This 
ability only works on natural animals, not 
monsters, and only on animals with at least 
the size and intelligence of a mouse. Lesser 
creatures such as individual insects or slugs 
are too primitive for the ability to work on 
them – although it does work on giant ver-
sions of these creatures.

When your druid tries to control animals, 
you must first decide which animal species 
you are targeting.

If you are facing a mixed group of animals 
you can only control one type of animal 
each round.

Once you have decided which animal spe-
cies you wish to attempt to control, consult 
table 4-3c and compare your druid’s level 

Table 4-3c: Controlling Animals by Druid Level

Level

Less than 1 H
it D

ie

1 to 1+ H
it D

ice

2 to 2+ H
it D

ice

3 to 3+ H
it D

ice

4 to 4+ H
it D

ice

5 to 6+ H
it D

ice

7 to 8+ H
it D

ice

9 to 11+ H
it D

ice

12 to 13+ H
it D

ice

14 to 16+ H
it D

ice

17 to 20+ H
it D

ice

21 to 25+ H
it D

ice

26 to 30+ H
it D

ice

31 or m
ore H

it D
ice

1 +11 +5 +2 - - - - - - - - - - -

2 c +11 +5 +2 - - - - - - - - - -

3 c c +11 +5 +2 - - - - - - - - -

4 m c c +11 +5 +2 - - - - - - - -

5 m m c c +11 +5 +2 - - - - - - -

6 m m m c c +11 +5 +2 - - - - - -

7 m m m m c c +11 +5 +2 - - - - -

8 m m m m m c c +11 +5 +2 - - - -

9 m m m m m m c c +11 +5 +2 - - -

10 m m m m m m c c +11 +5 +2 - - -

11 M m m m m m m c c +11 +5 +2 - -

12 M m m m m m m c c +11 +5 +2 - -

13 M M m m m m m m c c +11 +5 +2 -

14 M M m m m m m m c c +11 +5 +2 -

15 M M M m m m m m m c c +11 +5 +2

16 M M M m m m m m m c c +11 +5 +2

17 M M M M m m m m m m c c +11 +5

18 M M M M m m m m m m c c +11 +5

19 M M M M m m m m m m c c +11 +5

20 M M M M m m m m m m c c +11 +5

21 M M M M M m m m m m m c c +11

22 M M M M M m m m m m m c c +11

23 M M M M M m m m m m m c c +11

24 M M M M M m m m m m m c c +11

25 X M M M M M m m m m m m c c

26 X M M M M M m m m m m m c c

27 X M M M M M m m m m m m c c

28 X M M M M M m m m m m m c c

29 X X M M M M M m m m m m c c

30 X X M M M M M m m m m m c c

31 X X M M M M M m m m m m c c

32 X X M M M M M m m m m m c c

33 X X X M M M M M m m m m c c

34 X X X M M M M M m m m m c c

35 X X X M M M M M m m m m c c

36 X X X M M M M M m m m m c c
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with the hit dice of the type of animal that you are trying to affect. 
The entry in the table will indicate the level of success, as follows:

‘-’  – You are not powerful enough to command or control this 
type of animal.

‘+2’ – Make a check with a bonus of +2. Your attempt at controlling 
the animals will be successful if the check succeeds. If the check 
fails, you will not be able to try to control these same animals again 
until the following day.

If the check succeeds then roll 2d6 to see how many of the animals 
are affected. Targeted animals with a total number of hit dice equal 
to this roll will be Commanded, with the exception that at least 
one animal will always be affected even if it has more hit dice than 
the roll.

‘+5’ – Make a check with a bonus of +5. Your attempt at controlling 
the animals will be successful if the check succeeds. If the check 
fails, you will not be able to try to control these same animals again 
until the following day.

If the check succeeds then roll 2d6 to see how many of the animals 
are affected. Targeted animals with a total number of hit dice equal 
to this roll will be Commanded, with the exception that at least 
one animal will always be affected even if it has more hit dice than 
the roll.

‘+11’ – Make a check with a bonus of +11. Your attempt at control-
ling the animals will be successful if the check succeeds. If the check 
fails, you will not be able to try to control these same animals again 
until the following day.

If the check succeeds then roll 2d6 to see how many of the animals 
are affected. Targeted animals with a total number of hit dice equal 
to this roll will be Commanded, with the exception that at least 
one animal will always be affected even if it has more hit dice than 
the roll.

‘c’ – Your attempt at controlling the animals automatically succeeds. 
Roll 2d6 to see how many animals are affected.

Targeted animals with a total number of hit dice equal to this roll 
will be Commanded, with the exception that at least one animal 
will always be affected even if it has more hit dice than the roll.

‘m’ – Your attempt at controlling the animals automatically succeeds, 
and you may choose to Master them rather than just Commanding 
them. Roll 2d6 to see how many animals are affected.

Targeted animals with a total number of hit dice equal to this roll 
will be Commanded or Mastered, with the exception that at least 
one animal will always be affected even if it has more hit dice than 
the roll.

‘M’ – Your attempt at controlling the animals automatically suc-
ceeds, and you may choose to Master them rather than just Com-
manding them. Roll 3d6 to see how many animals are affected.

Targeted animals with a total number of hit dice equal to this roll 
will be Commanded or Mastered, with the exception that at least 
one animal will always be affected even if it has more hit dice than 
the roll.

‘X’ – Your attempt at controlling the animals automatically succeeds, 
and you may choose to Master them rather than just Commanding 
them. Roll 4d6 to see how many animals are affected.

Targeted animals with a total number of hit dice equal to this roll 
will be Commanded or Mastered, with the exception that at least 
one animal will always be affected even if it has more hit dice than 
the roll.

Commanded animals will obey a single mental command from 
the druid. This command may be to flee, or to attack a particular 
target, or to pick up an item and bring it to the druid or any other 
command of a similar nature. All animals included in a single 
command must be given the same command.

The duration of the command lasts for ten minutes or until the 
animals have finished the task that they have been given, whichever 
happens first.

Mastered animals will become docile and friendly to the druid, and 
if they are normally social or pack animals they will be friendly to 
the druid’s friends as well.

They will fight to protect the druid without being ordered to and 
willingly lay down their lives on the druid’s behalf.

At any time, the druid may (as a standard action) make mental con-
tact with any one of their mastered animals regardless of distance 
(providing they are on the same plane of existence and within the 
same Celestial Sphere).

While in mental contact, the druid experiences the animal’s senses 
rather than their own – so they see through the animals eyes, hear 
through its ears, and so forth – and can give the animal mental 
commands at any time, or even physically take control of the 
animal’s movement.

The druid may not cast spells or use magical items through the 
animal, and the druids control of the animal’s movement is not 
fine enough for them to make the animal reproduce human words.

Mastery of an animal is normally permanent, although a druid can 
only have a total number of animals mastered at any given time 
equal to twice as many hit dice as the druid has levels. A druid 
may relinquish mastery of an animal at any time, and can do so at 
the same time as mastering a new animal in order to make room 
for the new one.

Saving Throws: Druids make saving throws using the bonuses 
listed on table 4-3b.
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Dwarf
Class Description: Dwarves are a demi-human 
race. Like most demi-human races, they are less 
flexible than humans, and all dwarf adventurers 
are represented by a single class.

Physically, dwarves are slightly shorter than hu-
mans but are similar in weight due to their stockier 
build. Skin and hair colour shows the same range as 
humans, although both male and female dwarves 
tend to have slightly more facial and body hair 
than humans and both sexes usually sport beards.

Traditionally, dwarves live in mountainous areas 
near humans, where they live underground and 
use their mining and metal-working skills to make 
goods and tools that they can trade with the hu-
mans for food and textiles. Dwarves are an inher-
ently non-magical race, and possess no magic users 
or clerics of their own – not even being able to 
produce the lesser shamans that goblins and gi-
ants – their traditional enemies – are able to field 
in battle. However, this lack of magical ability 
makes dwarves much more resilient and able to 
resist magical attacks.

Dwarven adventurers make tough warriors who are 
at home in underground environments.

Equipment Restrictions: Dwarves can wear any 
armour, and can use any small or medium weapon. 
They can use shields except for tower shields..

Dwarf Abilities (See Table 4-4a)
Hit Points: Dwarves gain (8 + Con Bonus) hit 
points at first level, and then another (5 + Con 
Bonus) hit points per level of experience until 9th 
level. After 9th level, dwarves gain 2 hit points 
per level and do not add additional Con bonuses 
(but do retain the bonuses to hit points gained at 
previous levels).

Base Attack Bonus: A dwarf ’s attack bonus is 
based on their level. See Chapter 10 – Combat for 
details of how this translates into to-hit numbers 
for different armour classes.

Skills: A dwarf starts with 4 skill points plus ex-
tra points equal to their Int bonus. These points 
can be used on the same skill or different skills. 
Dwarves gain more skill points as they rise in level. 
See Chapter 5 – Skills for the list of available skills.

Weapon Feats: Dwarves start with four weapon 
feats, which must be spent immediately on ba-
sic proficiency with four different weapons. See 
Chapter 6 – Weapon Feats for a description of how 

Table 4-4a: Dwarf abilities by level

Level

Experience

H
it Points

B
ase A

ttack 
B

onus

Skills

W
eapon Feats

Special 
A

bilities

1 0 8+C +1 4 4 Infravision / Stonelore

2 2,200 13+2C +1 4 4

3 4,400 18+3C +2 4 5

4 8,800 13+4C +2 4 5

5 17,000 28+5C +3 5 5

6 35,000 33+6C +4 5 6

7 70,000 38+7C +4 5 6

8 140,000 43+8C +5 5 6

9 270,000 48+9C +6 6 7

10 400,000 50+9C +6 6 7

11 530,000 52+9C +7 6 8

12 660,000 54+9C +8 6 8 Multiple Attacks/Smash/Parry

13 800,000 56+9C +8 7 8

14 950,000 58+9C +9 7 8

15 1,100,000 60+9C +10 7 9

16 1,250,000 62+9C +10 7 9 Spell Resistance

17 1,400,000 64+9C +11 8 9

18 1,550,000 66+9C +12 8 9

19 1,700,000 68+9C +12 8 10

20 1,850,000 70+9C +13 8 10 Multiple Attacks (3)

21 2,000,000 72+9C +14 9 10

22 2,150,000 74+9C +14 9 10

23 2,300,000 76+9C +15 9 11

24 2,450,000 78+9C +16 9 11

25 2,600,000 80+9C +16 10 11

26 2,750,000 82+9C +17 10 11

27 2,900,000 84+9C +18 10 12

28 3,050,000 86+9C +18 10 12

29 3,200,000 88+9C +19 11 12

30 3,350,000 90+9C +20 11 13

31 3,500,000 92+9C +20 11 13

32 3,650,000 94+9C +21 11 13

33 3,800,000 96+9C +22 12 14

34 3,950,000 98+9C +22 12 14

35 4,100,000 100+9C +23 12 14

36 4,250,000 102+9C +23 12 15 Multiple Attacks (4)
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weapon feats work. Dwarves gain more weapon feats as they rise in level, but these 
weapon feats can not be spent immediately upon gaining the level. See Chapter 11 

– Gaining Experience for further details.

Saving Throws: Dwarves make saving throws using the bonuses listed on table 4-4b.

Infravision: Dwarves have the ability to see not only the colour of things but also 
their temperature. When a dwarf is in the dark (and only then – normal light over-
loads a dwarf ’s Infravision and prevents it from working) they can use their Infravision 
to navigate and even to fight. However, Infravision doesn’t allow the dwarf to see 
pictures and writing unless they are carved into the surface that the dwarf is looking at.

Stonelore: A dwarf ’s experience with masonry and stonework – in particular under-
ground stonework – gives them a chance to detect irregularities in construction. If a 
dwarf examines an area looking for irregularities, the Game Master should secretly 
roll a check for each feature in the area being searched that is one of the following:

◊ Traps involving moving stone walls or blocks of stone
◊ Secret doors involving moving stone walls.
◊ Newly built stone constructions.
◊ Gently sloping stonework.

In each case, the check is made with a bonus of +6.

If the check fails, then the dwarf in unable to detect the feature (and the dwarf ’s 
player should not be told whether this was because the check failed or because there 
was no feature to detect).

Multiple Attacks: At 12th level, a dwarf is able to make two attacks per round 
against any creature that they are able to hit by rolling a 2+ on the attack roll (after 
modifiers). At 20th level, this rises to three attacks and at 36th level it rises to four 
attacks. See Chapter 10 – Combat for details of multiple attacks.

Smash: At 12th level, a dwarf gains the ability to make smash attacks in melee. At 
the beginning of the round, the dwarf ’s player declares that their character is mak-
ing a smash attack. The dwarf automatically loses initiative, and takes a –5 penalty 
to their attack roll for the attack. However, if the attack hits then the dwarf gets to 
add their strength score to the damage done by the attack as well as their strength 
bonus. See Chapter 10 – Combat for details of smash attacks.

Table 4-4b: Dwarf Saving Throws by level

Level

D
eath R

ay / 
Poison

M
agic W

ands

Paralysis / 
Petrify

B
reath 

W
eapon

R
od / Staff / 

Spell

1 +12 +11 +10 +7 +8

2 +12 +11 +10 +7 +8

3 +13 +12 +11 +8 +9

4 +13 +12 +11 +9 +10

5 +14 +13 +12 +10 +11

6 +15 +14 +13 +11 +12

7 +15 +14 +13 +12 +13

8 +16 +15 +14 +13 +14

9 +17 +16 +15 +14 +15

10 +17 +16 +15 +15 +16

11 +17 +17 +16 +16 +17

12 +18 +17 +16 +16 +17

13 +18 +17 +16 +17 +17

14 +18 +17 +16 +17 +17

15 +18 +18 +17 +18 +18

16 +18 +18 +17 +18 +18

17 +18 +18 +17 +18 +18

18 +18 +18 +17 +18 +18

19 +18 +18 +18 +18 +18

20 +18 +18 +18 +18 +18

21 +18 +18 +18 +18 +18

22 +18 +18 +18 +18 +18

23 +18 +18 +18 +18 +18

24 +18 +18 +18 +18 +18

25 +18 +18 +18 +18 +18

26 +18 +18 +18 +18 +18

27 +18 +18 +18 +18 +18

28 +18 +18 +18 +18 +18

29 +18 +18 +18 +18 +18

30 +18 +18 +18 +18 +18

31 +18 +18 +18 +18 +18

32 +18 +18 +18 +18 +18

33 +18 +18 +18 +18 +18

34 +18 +18 +18 +18 +18

35 +18 +18 +18 +18 +18

36 +18 +18 +18 +18 +18
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Parry: At 12th level, a dwarf can choose to use the parry action. 
Th e dwarf ’s player declares that their character is parrying at the 
beginning of the round before initiative is rolled. Th e dwarf makes 
no attacks during the round (and therefore needs no initiative 
score), but all incoming attacks are made at a –4 penalty.

Spell Resistance: At 16th level and higher, a dwarf only takes half 
damage from all spells and spell-like abilities. If the attack normally 
allows a saving throw for half damage then the dwarf only takes a 
quarter of normal damage if they save successfully.

Elf
Class Description: Elves are a demi-human race. Like most demi-
human races, they are less fl exible than humans, and all elf adven-
turers are represented by a single class.

Elves are more slender and graceful than humans, but they are ap-
proximately the same height. Although elves show a similar range of 
skin colours to those of humans in terms of shade, the hue of their 
skin tends to be more yellow-brown than that of humans giving 
them a colouration resembling that of wood anywhere from light 
pine through to dark ebony. Th e ears of elves are pointed.

Elves have no body or facial hair, although the hair on their heads is 
luxuriant, and changes colour throughout their life like the colours 
of leaves change through seasons – starting a light green and slowly 
darkening, as the elf matures before changing to brown, gold and 
red in old age.

Elves are naturally magical creatures, and all elves are capable of 
casting low level magical spells.

Elven adventurers are usually much more highly skilled and have 
spell casting abilities better than the fi nest human magic users. 
However, despite their inherent magic elves are unable to become 
clerics or shamans.

Elves usually live in woodland or forest, and have an affi  nity for 
trees. Th eir towns tend to be in the treetops, woven out of living 

branches. Elven communities usually have a deep respect for nature, 
and work together with human druids.

Elves are fi ne crafters of wood, and although they rarely mine for 
it themselves they are capable of delicate metalwork as well. Th eir 
natural magical ability makes them excellent producers of magic 
items known for their physical beauty as well as their power.

Elves are the most powerful spell casters, although their slight frame 
and their deep rooted psychological need for freedom from being 
restricted prevents them from wearing armour or using shields.

Similarly, elves struggle in non-magical combat, being only able to 
master the simplest of weapons and progressing more slowly than 
any other character in terms of increasing their base attack bonus.

In an adventuring party, an elf makes excellent artillery with a wide 
range of off ensive spells; but must be protected by other characters 
as they are physically weak.

At low levels, the small number of spells that an elf has can make 
them almost a liability to their party – but wise parties look after 

Developer Commentary
In the original edition of Dark Dungeons (and in the original game 
it emulates), magic-users are the ones who are weak and unable 
to � ght e� ectively, while elves are able to both � ght and use magic.

Swapping this is a house rule I’ve used since the ‘90s (and which 
I included in Darker Dungeons) for two reasons. Firstly it makes 
more sense to justify the lack of ability to wear armour as a racial 
trait and it let magic-users � ght Gandalf-style. Secondly, the elf class 
was a little overpowered and the magic-user class underpowered in 
comparison, and the swap was an opportunity to move a couple of 
the racial abilities between them to even things up a bit.

And there was also the fact that I simply liked the aesthetic of elves 
being physically weak yet magically powerful.
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Table 4-5a: Elf abilities by level

Level

Experience

H
it Points

B
ase A

ttack 
B

onus

Skills

W
eapon Feats

Spells per day by spell level

Special Abilities

1 2 3 4 5 6 7 8 9

1 0 4+C +1 4 2 1 - - - - - - - - Infravision / Elfsight / Ghoul Immunity

2 2,500 7+2C +1 4 2 2 - - - - - - - -

3 5,000 10+3C +1 4 3 2 1 - - - - - - -

4 10,000 13+4C +2 4 3 2 2 - - - - - - -

5 20,000 16+5C +2 5 3 2 2 1 - - - - - -

6 40,000 19+6C +3 5 4 3 2 2 - - - - - -

7 80,000 22+7C +3 5 4 3 2 2 1 - - - - -

8 150,000 25+8C +4 5 4 3 3 2 2 - - - - -

9 300,000 28+9C +4 6 5 3 3 2 2 1 - - - -

10 450,000 29+9C +5 6 5 4 3 3 2 2 - - - -

11 600,000 30+9C +5 6 6 4 4 4 3 2 - - - -

12 750,000 31+9C +6 6 6 4 4 4 3 2 1 - - -

13 900,000 32+9C +6 7 6 5 4 4 3 2 2 - - -

14 1,050,000 33+9C +7 7 6 5 4 4 4 3 2 - - - Breath Evasion

15 1,200,000 34+9C +7 7 7 5 4 4 4 3 2 1 - -

16 1,350,000 35+9C +8 7 7 5 5 5 4 3 2 2 - -

17 1,500,000 36+9C +8 8 7 6 5 5 4 4 3 2 - -

18 1,650,000 37+9C +9 8 7 6 5 5 4 4 3 2 1 -

19 1,800,000 38+9C +9 8 7 6 5 5 5 4 3 2 2 -

20 1,950,000 39+9C +10 8 7 6 5 5 5 4 4 3 2 -

21 2,100,000 40+9C +10 9 7 6 5 5 5 4 4 3 2 1

22 2,250,000 41+9C +11 9 7 6 6 5 5 5 4 3 2 2

23 2,400,000 42+9C +11 9 8 6 6 6 6 5 4 3 3 2

24 2,550,000 43+9C +12 9 8 7 7 6 6 5 5 4 3 2

25 2,700,000 44+9C +12 10 8 7 7 6 6 5 5 4 4 3

26 2,850,000 45+9C +13 10 8 7 7 7 6 6 5 5 4 3

27 3,000,000 46+9C +13 10 8 7 7 7 6 6 5 5 5 4

28 3,150,000 47+9C +14 10 8 8 8 7 6 6 6 6 5 4

29 3,300,000 48+9C +14 11 8 8 8 7 7 7 6 6 5 5

30 3,450,000 49+9C +15 11 9 8 8 8 7 7 7 6 6 5

31 3,600,000 50+9C +15 11 9 8 8 8 7 7 7 7 6 6

32 3,750,000 51+9C +16 11 9 9 8 8 8 8 7 7 7 6

33 3,900,000 52+9C +16 12 9 9 9 9 8 8 8 7 7 7

34 4,050,000 53+9C +17 12 9 9 9 9 9 8 8 8 8 7

35 4,200,000 54+9C +17 12 9 9 9 9 9 9 9 8 8 8

36 4,350,000 55+9C +18 12 10 9 9 9 9 9 9 9 9 9
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their elves since should they survive to high level they will begin to wield awesome 
destructive power.

Equipment Restrictions: Elves may not wear armour or use shields and may not 
use most weapons. The only weapons they may use are daggers, staves, slings, whips, 
pistols, and nets.

Elf Abilities (See Table 4-5a)
Hit Points: Elves gain (4 + Con Bonus) hit points at first level, and then another (3 
+ Con Bonus) hit points per level of experience until 9th level. After 9th level, elves 
gain 1 hit point per level and do not add additional Con bonuses (but do retain the 
bonuses to hit points gained at previous levels).

Base Attack Bonus: An elf ’s attack bonus is based on their level. See Chapter 10 – 
Combat for details of how this translates into to-hit numbers for different armour 
classes.

Skills: An elf starts with 4 skill points plus extra points equal to their Int bonus. These 
points can be used on the same skill or different skills. Elves gain more skill points 
as they rise in level. See Chapter 5 – Skills for the list of available skills.

Weapon Feats: Elves start with two weapon feats, which must be spent immediately 
on basic proficiency with two different weapons. See Chapter 6 – Weapon Feats for 
a description of how weapon feats work. Elves gain more weapon feats as they rise 
in level, but these weapon feats can not be spent immediately upon gaining the level. 
See Chapter 11 – Gaining Experience for further details.

Spells: Elves can cast magic-user spells. Additionally, an elf may (but does not have 
to) choose to specialise in one of the four types of magic-user spells: Energy, Entropy, 
Matter or Spirit spells.

An elf who specialises in one of these types of spell will find that type of spell easier 
to learn and prepare, but will find spells of the opposite type more difficult to learn 
and prepare. See Chapter 7 – Spells for detailed descriptions of these spells and 
specialisation. 

Providing an elf has had a good night’s sleep (8 hours), they can spend an hour study-
ing their spell book after waking up in order to gain spells for the day as indicated 
on table 4-5a.

A 1st level elf starts with only two spells in their spell book, and must acquire more 
during their adventures. Elves may prepare any spell from their book in either the 
normal or the reversed form (if the spell has a reversed form), but may not prepare 
spells from someone else’s book or from a scroll; not even by using a Read Magic spell.

Each prepared spell can be cast once during the day, and if an elf wishes to cast a 
spell more than once then they must prepare the spell more than once, taking up 
multiple spell slots of the spell’s level.

Some magic user spells are reversible. These spells can be reversed in order to have 
an effect opposite to the normal effect of the spell. An elf chooses whether or not to 
reverse the spell at the time of preparation, not at the time of casting.

A beginning elf starts with a spell book given to them by their master, and this spell 
book will contain the spell Read Magic and one other 1st level spell of the player’s 
choice.

This spell book is a gift from the character’s master and does not need to be paid for.

Table 4-5b: Elf Saving Throws

Level

D
eath R

ay / 
Poison

M
agic W

ands

Paralysis / 
Petrify

B
reath 

W
eapon

R
od / Staff / 

Spell

1 +8 +7 +7 +5 +5

2 +8 +7 +7 +5 +5

3 +9 +8 +8 +6 +6

4 +11 +9 +9 +8 +8

5 +12 +10 +10 +9 +9

6 +13 +11 +11 +10 +10

7 +15 +12 +12 +12 +12

8 +16 +13 +13 +13 +13

9 +17 +14 +14 +14 +14

10 +17 +15 +15 +16 +16

11 +18 +16 +16 +17 +17

12 +18 +16 +16 +17 +17

13 +18 +16 +16 +18 +18

14 +18 +17 +17 +18 +18

15 +18 +17 +17 +18 +18

16 +18 +17 +17 +18 +18

17 +18 +18 +18 +18 +18

18 +18 +18 +18 +18 +18

19 +18 +18 +18 +18 +18

20 +18 +18 +18 +18 +18

21 +18 +18 +18 +18 +18

22 +18 +18 +18 +18 +18

23 +18 +18 +18 +18 +18

24 +18 +18 +18 +18 +18

25 +18 +18 +18 +18 +18

26 +18 +18 +18 +18 +18

27 +18 +18 +18 +18 +18

28 +18 +18 +18 +18 +18

29 +18 +18 +18 +18 +18

30 +18 +18 +18 +18 +18

31 +18 +18 +18 +18 +18

32 +18 +18 +18 +18 +18

33 +18 +18 +18 +18 +18

34 +18 +18 +18 +18 +18

35 +18 +18 +18 +18 +18

36 +18 +18 +18 +18 +18
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See Chapter 7 – Spells for more information on spells and 
spell casting.

Saving Throws: Elves make saving throws using the bonuses 
listed on table 4-5b.

Infravision: Elves have the ability to see not only the colour 
of things but also their temperature. When an elf is in the dark 
(and only then – normal light overloads an elf ’s Infravision 
and prevents it from working) they can use their Infravision to 
navigate and even to fight. However, Infravision doesn’t allow 
the elf to see pictures and writing unless they are carved into 
the surface that the elf is looking at.

Elfsight: The superior eyesight of elves enables them to find 
secret and hidden doors more easily than other characters. See 
Chapter 9 – Dungeon Delving for more details on secret doors.

Ghoul Immunity: Elves are immune to the paralysis caused 
by the touch of ghouls and ghasts. They are not immune to 
other forms of paralysis.

Breath Evasion: At 14th level and higher, an elf only takes 
half damage from all breath weapons such as those used by 
dragons. If the attack normally allows a saving throw for half 
damage then the elf only takes a quarter of normal damage if 
they save successfully.

Fighter
Class Description: Fighters are human characters who have 
been trained in the art of combat. They range from noble 
chevaliers and daring swashbucklers to brutal thugs and griz-
zled mercenaries.

In an adventuring party, fighters form the main front line, 
holding off the enemy and protecting the more vulnerable 
party members.

Equipment Restrictions: Fighters can wear any armour or 
shield, and can use any weapon.

Fighter Abilities (See Table 4-6a)
Hit Points: Fighters gain (8 + Con Bonus) hit points at first 
level, and then another (5 + Con Bonus) hit points per level 
of experience until 9th level. After 9th level, fighters gain 2 hit 
points per level and do not add additional Con bonuses (but 
do retain the bonuses to hit points gained at previous levels).

Base Attack Bonus: A fighter’s attack bonus is based on their 
level. See Chapter 10 – Combat for details of how this trans-
lates into to-hit numbers for different armour classes.

Skills: A fighter starts with 4 skill points plus extra points 
equal to their Int bonus. These points can be used on the same 
skill or different skills. Fighters gain more skill points as they 
rise in level. See Chapter 5 – Skills for the list of available skills.

Table 4-6a: Fighter abilities by level

Level

Experience

H
it Points

B
ase A

ttack 
B

onus

Skills

W
eapon Feats

Special Abilities

1 0 8+C +1 4 4

2 2,000 13+2C +1 4 4

3 4,000 18+3C +2 4 5

4 8,000 13+4C +2 4 5

5 16,000 28+5C +3 5 5

6 32,000 33+6C +4 5 6

7 64,000 38+7C +4 5 6

8 120,000 43+8C +5 5 6

9 240,000 48+9C +6 6 7 Smash / Parry

10 360,000 50+9C +6 6 7

11 480,000 52+9C +7 6 8

12 600,000 54+9C +8 6 8 Multiple Attacks (2)

13 720,000 56+9C +8 7 8

14 840,000 58+9C +9 7 8

15 960,000 60+9C +10 7 9

16 1,080,000 62+9C +10 7 9

17 1,200,000 64+9C +11 8 9

18 1,320,000 66+9C +12 8 9

19 1,440,000 68+9C +12 8 10

20 1,560,000 70+9C +13 8 10

21 1,680,000 72+9C +14 9 10

22 1,800,000 74+9C +14 9 10

23 1,920,000 76+9C +15 9 11

24 2,040,000 78+9C +16 9 11 Multiple Attacks (3)

25 2,160,000 80+9C +16 10 11

26 2,280,000 82+9C +17 10 11

27 2,400,000 84+9C +18 10 12

28 2,520,000 86+9C +18 10 12

29 2,640,000 88+9C +19 11 12

30 2,760,000 90+9C +20 11 13

31 2,880,000 92+9C +20 11 13

32 3,000,000 94+9C +21 11 13

33 3,120,000 96+9C +22 12 14

34 3,240,000 98+9C +22 12 14

35 3,360,000 100+9C +23 12 14

36 3,480,000 102+9C +23 12 15 Multiple Attacks (4)
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Weapon Feats: Fighters start with four weapon feats, which must be spent imme-
diately on basic proficiency with four different weapons. See Chapter 6 – Weapon 
Feats for a description of how weapon feats work. Fighters gain more weapon feats as 
they rise in level, but these weapon feats can not be spent immediately upon gaining 
the level. See Chapter 11 – Gaining Experience for further details.

Saving Throws: Fighters make saving throws using the bonuses listed on table 4-6b.

Smash: At 9th level, a fighter gains the ability to make smash attacks in melee. At 
the beginning of the round, the fighter’s player declares that their character is mak-
ing a smash attack. The fighter automatically loses initiative, and takes a –5 penalty 
to their attack roll for the attack. However, if the attack hits then the fighter gets to 
add their strength score to the damage done by the attack as well as their strength 
bonus. See Chapter 10 – Combat for details of smash attacks.

Parry: At 9th level, a fighter can choose to use the parry action. The fighter’s player 
declares that their character is parrying at the beginning of the round before initia-
tive is rolled. The fighter makes no attacks during the round (and therefore needs 
no initiative score), but all incoming attacks are made at a –4 penalty.

Multiple Attacks: At 12th level, a fighter is able to make two attacks per round 
against any creature that they are able to hit by rolling a 2+ on the attack roll (after 
modifiers). At 24th level, this rises to three attacks and at 36th level it rises to four 
attacks. See Chapter 10 – Combat for details of multiple attacks.

Chivalric Vows
After reaching 9th level, a fighter who has received a title of nobility (knight or higher) 
might decide to take chivalric vows and dedicate themselves to a cause such as a 
church or a noble. Taking chivalric vows puts restrictions on the fighter’s behaviour 
but gives them extra abilities in exchange.

A fighter wishing to take chivalric vows must first find a suitable chivalric order with 
which they share an outlook, and then spend a month living with the order.

At the end of this time, the fighter undertakes a night long vigil, and then becomes 
a chevalier. Once the fighter has qualified in this way, the order places them with a 
particular church or noble who is a supporter of the order.

The fighter may or may not get a choice of liege, but betraying a liege is considered 
betrayal of the order and doing so strips the chevalier of all chivalric abilities and 
is also likely to incur the wrath of the order. All chevaliers must obey a strict code-
of-conduct, the exact details of which will vary from order to order but will usually 
involve a requirement to provide hospitality and/or sanctuary to fellow chevaliers 
of the same order.

As a member of a chivalric order, the fighter gains the following benefits:

Detect Evil: The chevalier can cast a Detect Evil spell (as per the cleric spell of the 
same name) as often as they like. Casting this spell does take the fighter’s action for 
a round, so cannot be done at the same time as attacking.

Spells: Chevaliers with a wisdom score of at least 9 can cast cleric spells as if a cleric 
of one third the chevalier’s level. For example a 17th level chevalier can cast spells 
as if a 6th level cleric. All the normal rules and restrictions that apply to a cleric’s 
casting and preparation of spells also apply to the chevalier.

Turn Undead: Chevaliers can turn undead as if a cleric of one third the chevalier’s 
level. For example a 17th level chevalier can turn undead as if a 6th level cleric. All 

Table 4-6b: Fighter Saving Throws

Level

D
eath R

ay / 
Poison

M
agic W

ands

Paralysis / 
Petrify

B
reath 

W
eapon

R
od / Staff / 

Spell

1 +8 +7 +6 +5 +4

2 +8 +7 +6 +5 +4

3 +9 +8 +7 +6 +5

4 +9 +8 +7 +6 +5

5 +10 +9 +8 +7 +6

6 +11 +10 +9 +8 +7

7 +11 +10 +9 +8 +7

8 +12 +11 +10 +9 +8

9 +13 +12 +11 +10 +9

10 +13 +12 +11 +10 +9

11 +14 +13 +12 +11 +10

12 +14 +13 +12 +11 +10

13 +14 +14 +13 +12 +11

14 +14 +14 +13 +12 +11

15 +14 +14 +13 +12 +11

16 +15 +14 +14 +13 +12

17 +15 +14 +14 +13 +12

18 +15 +14 +14 +13 +12

19 +15 +15 +14 +14 +13

20 +15 +15 +14 +14 +13

21 +15 +15 +14 +14 +13

22 +16 +15 +15 +15 +14

23 +16 +15 +15 +15 +14

24 +16 +15 +15 +15 +14

25 +16 +16 +15 +16 +15

26 +16 +16 +15 +16 +15

27 +16 +16 +15 +16 +15

28 +17 +16 +16 +17 +16

29 +17 +16 +16 +17 +16

30 +17 +16 +16 +17 +16

31 +17 +17 +17 +18 +17

32 +17 +17 +17 +18 +17

33 +17 +17 +17 +18 +17

34 +18 +18 +18 +18 +18

35 +18 +18 +18 +18 +18

36 +18 +18 +18 +18 +18
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the normal rules and restrictions that apply to a cleric’s turning 
undead also apply to the chevalier.

Rangers
Certain chivalric orders pledge their allegiance to an area of land 
rather than to a particular church or noble. To these orders, it 
doesn’t matter who rules the land as long as the land itself is healthy 
and free from monsters. Fighters who join these orders must re-
linquish their title of nobility as part of their investiture, and are 
known as rangers rather than chevaliers.

Rangers have exactly the same benefi ts and strictures as chevaliers, 
except that they cast druid spells rather than cleric spells, and get 
the Control Animals ability (as if a druid of one third their level) 
rather than Turn Undead.

Warlords
Fighters who choose to become neither chevaliers nor rangers at 
9th level may choose to become warlords instead. Unlike chevaliers 
or rangers, a warlord need not pledge allegiance to any particular 
cause. Instead they rely on their great experience and expertise in 
strategy and tactics to become leaders of others. Warlords are often 
found as the heads of mercenary companies or armies. A warlord 
retains all of their existing abilities and continues to rise in experi-
ence as normal, but also receives the following additional benefi ts:

Encouragement: Once per round, during the statement of intent 
phase, a warlord can exhort and encourage a single ally within 
earshot, helping them to put aside pain and exhaustion and keep 
fi ghting. Th e ally is immediately cured of 1d6+1 damage. Th e ally 
must be able to understand the warlord’s words so it doesn’t work 
on unconscious allies, on allies who can’t hear the warlord, or on 
allies who don’t share a common language with them. A warlord 
can’t encourage themselves, but two warlords can encourage each 
other. Giving encouragement does not count as an action for the 
warlord or the target. Each day, the warlord can give encourage-
ment a total number of times equal to their level divided by three.

Tactics: At the beginning of each round, a warlord can assign some 
or all of the benefi ts that they receive from weapon feats with their 
current weapons (including their shield) to one or more allies who 
are within earshot and who can understand the warlord’s words 
by a combination of advice, warnings and orders. See Chapter 
6 – Weapon Feats for more details about how the transferring of 
weapon feat bonuses works. 

Strategy: During mass battles, a warlord adds their level to the 
Battle Score of any army they command. See Chapter 14 – War! 
for details.

Halfling
Class Description: Halfl ings are a demi-human race. Like most 
demi-human races, they are less fl exible than humans, and all hal-
fl ing adventurers are represented by a single class.

Halfl ings are much shorter and lighter than humans, standing only 
3’ tall. Th ey are of a proportionally similar build to humans, with 
the exception of their feet – which are large and covered in hair. 
Th e soles of halfl ings’ feet are tough and resilient, and halfl ings 
often travel bare-footed.

Halfl ings’ skin tone has a similar range to that of humans, as does 
their hair colour. Halfl ings do not grow beards or moustaches, but 
the sideburns of adult males tend to be longer than those of humans. 
Like dwarves, halfl ings are an inherently non-magical race, and 

Rangers

fi ghting. Th e ally is immediately cured of 1d6+1 damage. Th e ally 

warlord or the target. Each day, the warlord can give encourage-

Tactics:

Developer Commentary
In the original game that Dark Dungeons emulates, � ghters could 
become Paladins or Avengers, depending on their alignment, although 
both were extremely similar. Dark Dungeons simpli� ed this into a 
single Chevalier option.

Darker Dungeons added the Ranger option for those who preferred 
to be associated with nature and druids rather than with religion 
and clerics, and this new edition of Dark Dungeons adds the Warlord 
option, loosely based on a class that is in more recent editions of the 
game that Dark Dungeons emulates.
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possess no magic users or clerics of their own. They 
share the dwarves’ natural resilience and resistance 
to magical attacks, and although they are not as 
physically tough and adept at fighting as dwarves 
they make up for this with their natural stealth.

Halflings are very gregarious and can be commonly 
found living amongst humans and other demi-hu-
mans. If left to themselves, they form small villages 
in grasslands and hills where they excel at farm-
ing. Halfling food production and the halfling love 
of cookery and brewing make them very popular 
amongst the other races.

Halfling adventurers make reasonably skilled war-
riors and scouts who are excel in outdoor environ-
ments.

Equipment Restrictions: Halflings can wear any 
armour, and can use any small weapon or shield 
(but not a tower shield). They cannot use medium 
or large weapons.

Halfling Abilities (See Table 4-7a)
Hit Points: Halflings gain (6 + Con Bonus) hit 
points at first level, and then another (4 + Con Bo-
nus) hit points per level of experience until 9th level.

After 9th level, halflings gain 1 hit point per level 
and do not add additional Con bonuses (but do 
retain the bonuses to hit points gained at previous 
levels).

Base Attack Bonus: A halfling’s attack bonus is 
based on their level. See Chapter 10 – Combat for 
details of how this translates into to-hit numbers 
for different armour classes.

Skills: A halfling starts with 4 skill points plus extra 
points equal to their Int bonus. These points can be 
used on the same skill or different skills. Halflings 
gain more skill points as they rise in level. See Chap-
ter 5 – Skills for the list of available skills.

Weapon Feats: Halflings start with two weapon 
feats, which must be spent immediately on basic 
proficiency with two different weapons. See Chap-
ter 6 – Weapon Feats for a description of how weap-
on feats work. Halflings gain more weapon feats as 
they rise in level, but these weapon feats can not 
be spent immediately upon gaining the level. See 
Chapter 11 – Gaining Experience for further details.

Saving Throws: Halflings make saving throws using 
the target difficulties listed on table 4-7b.

Table 4-7a: Halfling abilities by level

Level

Experience

H
it Points

B
ase A

ttack 
B

onus

Skills

W
eapon Feats

Special Abilities

1 0 6+C +1 4 2 Small/Nimble/Unobtrusive

2 2,000 10+2C +1 4 2

3 4,000 14+3C +1 4 3

4 8,000 18+4C +2 4 3

5 16,000 22+5C +2 5 3

6 32,000 26+6C +3 5 4

7 64,000 30+7C +3 5 4

8 120,000 34+8C +4 5 4

9 240,000 38+9C +4 6 5 Spell Resistance

10 360,000 39+9C +5 6 5

11 480,000 40+9C +5 6 6 Multiple Attacks/Smash/Parry

12 600,000 41+9C +6 6 6

13 720,000 42+9C +6 7 6

14 840,000 43+9C +7 7 6

15 960,000 44+9C +7 7 7 Breath Evasion

16 1,080,000 45+9C +8 7 7

17 1,200,000 46+9C +8 8 7

18 1,320,000 47+9C +9 8 7 Multiple Attacks (3)

19 1,440,000 48+9C +9 8 7

20 1,560,000 49+9C +10 8 7

21 1,680,000 50+9C +10 9 7

22 1,800,000 51+9C +11 9 7

23 1,920,000 52+9C +11 9 8

24 2,040,000 53+9C +12 9 8

25 2,160,000 54+9C +12 10 8

26 2,280,000 55+9C +13 10 8

27 2,400,000 56+9C +13 10 8

28 2,520,000 57+9C +14 10 8

29 2,640,000 58+9C +14 11 8

30 2,760,000 59+9C +15 11 9

31 2,880,000 60+9C +15 11 9

32 3,000,000 61+9C +16 11 9

33 3,120,000 62+9C +16 12 9

34 3,240,000 63+9C +17 12 9

35 3,360,000 64+9C +17 12 9

36 3,480,000 65+9C +18 12 10
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Small: Halfl ings’ small size makes it hard for larger creatures to hit them. Halfl ings 
gain a –2 bonus to armour class against attacks from creatures of larger than human 
size.

Nimble: A halfl ing’s natural agility gives it a +1 bonus to attack rolls when using any 
missile weapon and a +2 bonus to initiative rolls.

Unobtrusive: In outdoor surroundings, a halfl ing who remains still can hide by suc-
ceeding in a check with a bonus of +17, providing there are bushes, rocks or trees that 
can be used as cover. Indoors, a halfl ing who remains still can hide by succeeding in 
a check with a bonus of +6, as long as there is cover or shadow available.

Halfl ings use this ability to hide in natural daylight, but magical light such as that 
from a Continual Light spell prevents this ability from working.

Spell Resistance: At 9th level and higher, a halfl ing only takes half damage from all 
spells and spell-like abilities. If the attack normally allows a saving throw for half dam-
age then the halfl ing only takes a quarter of normal damage if they save successfully.

Multiple Attacks: At 11th level, a halfl ing is able to make two attacks per round 
against any creature that they are able to hit by rolling a 2+ on the attack roll (after 
modifi ers).

At 18th level, this rises to three attacks. See Chapter 10 – Combat for details of 
multiple attacks.

Smash: At 11th level, a halfl ing gains the ability to make smash attacks in melee. At 
the beginning of the round, the halfl ing’s player declares that their character is making 
a smash attack. Th e halfl ing automatically loses initiative, and takes a –5 penalty to 

Table 4-7b: Halfl ing Saving Th rows

Level

D
eath R

ay / 
Poison

M
agic W

ands

Paralysis / 
Petrify

B
reath 

W
eapon

R
od / Staff  / 

Spell

1 +12 +11 +10 +7 +8

2 +12 +11 +10 +7 +9

3 +13 +12 +11 +8 +10

4 +14 +13 +12 +10 +11

5 +15 +14 +13 +11 +12

6 +16 +15 +14 +12 +13

7 +17 +16 +15 +14 +15

8 +18 +17 +16 +15 +16

9 +18 +17 +16 +15 +16

10 +18 +18 +17 +16 +17

11 +18 +18 +17 +16 +17

12 +18 +18 +18 +17 +18

13 +18 +18 +18 +17 +18

14 +18 +18 +18 +18 +18

15 +18 +18 +18 +18 +18

16 +18 +18 +18 +18 +18

17 +18 +18 +18 +18 +18

18 +18 +18 +18 +18 +18

19 +18 +18 +18 +18 +18

20 +18 +18 +18 +18 +18

21 +18 +18 +18 +18 +18

22 +18 +18 +18 +18 +18

23 +18 +18 +18 +18 +18

24 +18 +18 +18 +18 +18

25 +18 +18 +18 +18 +18

26 +18 +18 +18 +18 +18

27 +18 +18 +18 +18 +18

28 +18 +18 +18 +18 +18

29 +18 +18 +18 +18 +18

30 +18 +18 +18 +18 +18

31 +18 +18 +18 +18 +18

32 +18 +18 +18 +18 +18

33 +18 +18 +18 +18 +18

34 +18 +18 +18 +18 +18

35 +18 +18 +18 +18 +18

36 +18 +18 +18 +18 +18

Small: Halfl ings’ small size makes it hard for larger creatures to hit them. Halfl ings 

Developer Commentary
In the original game that Dark Dungeons emulates, demi-human classes such as hal� ings 
were treated somewhat weirdly when it came to experience points and levels.

In earler editions of the game, it was rare for an adventurer of any kind to reach level 10 
and even the highest level characters were only around level 14. As a “balancing” factor, 
demi-human characters were limited to slightly lower levels than human characters, being 
forced to stop somewhere between level 8 and level 12.

However, when later game products came out increasing the maximum level for human 
characters to 36 this formerly minor di� erence in upper limit suddenly became huge.

To “correct” this, the game designers added various experience point milestones beyond the 
level cap of demi-humans at which they improved their attacks and gained new special 
abilities. � is meant that although their levels were technically capped, demi-humans 
could still keep adventuring with humans at higher levels.

In the speci� c edition that Dark Dungeons emulates, there was an optional rule to simply 
let demi-human characters increase to 36th level instead of using these experience point 
milestones. Unfortunately, the author of that edition simply set the experience requirements 
for level increase to be the same as the former milestones without taking into account 
that one of the milestones was a much bigger step than a single level. As a consequence 
of this, the optional experience values for high level demi-humans were completely out of 
line with those for high level humans.

Dark Dungeons treats the higher levels for demi-humans as core rule rather than an op-
tion, and also brings down the experience requirements for them so that they are in line 
with those that human characters need to reach similar levels rather than excessively high.
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their attack roll for the attack. However, if the attack hits then the 
halfl ing gets to add their strength score to the damage done by the 
attack as well as their strength bonus. See Chapter 10 – Combat 
for details of smash attacks.

Parry: At 11th level, a halfl ing can choose to use the parry action. 
Th e halfl ing’s player declares that their character is parrying at the 
beginning of the round before initiative is rolled. Th e halfl ing 
makes no attacks during the round (and therefore needs no initia-
tive score), but all incoming attacks are made at a –4 penalty.

Breath Evasion: At 15th level and higher, a halfl ing only takes half 
damage from all breath weapons such as those used by dragons. 
If the attack normally allows a saving throw for half damage then 
the halfl ing only takes a quarter of normal damage if they save 
successfully.

Lupine
Class Description: Lupines are a demi-human race. Like most 
demi-human races, they are less fl exible than humans, and all lu-
pine adventurers are represented by a single class.

Lupines are as tall as humans, and appear to be humanoid wolves. 
Th eir heads have a distinct canine shape and they have yellow eyes 
and pointed ears. Lupines are covered with fur that ranges from 
white to black through a range of silvers and greys. Th e hands 
and feet of a lupine are clawed, although they do have opposable 
thumbs; and they have bushy tails like those of wolves.

Lupines are a very spiritual race, and have a deep connection to 
their primal bestial urges. While young lupines or those who have 
not given in to their urges very often tend to appear soft and fl uff y, 
the more a lupine “lets the beast out” the more they physically 
transform in a gradual but permanent way.

As a lupine gains experience and increases in level, their appear-
ance becomes more and more savage, until they reach the point 
where they look like no natural wolf but more like a caricature of 
a werewolf, with oversized fangs, razor sharp claws, and glowing 

eyes. Additionally, the strengthening of the lupine’s bestial spirit 
gives them various magical abilities. However, this change is purely 
physical. No matter how strong a lupine’s spirit and how savage 
their form, they retain their full intelligence and personality.

Lupines are not werewolves, and are completely unrelated to them. 
Th ey have little culture of their own and no homelands, having 
lived in human settlements for as long as anyone can remember, 
although they are more common in rural towns than bigger cities.

Within an adventuring party, lupines can prove to be able warriors, 
though not quite as able as fi ghters; and back this talent up with 
useful scouting skills.

Equipment Restrictions: Lupines may not wear any armour or 
use any shield. Th ey may use any weapon, but rarely wield melee 
weapons since they are often better using their claws and teeth.

Lupine Abilities (See Table 4-8)
Hit Points: Lupines gain (6 + Con Bonus) hit points at fi rst level, 
and then another (4 + Con Bonus) hit points per level of experi-
ence until 9th level. After 9th level, lupines gain 2 hit points per 
level and do not add additional Con bonuses (but do retain the 
bonuses to hit points gained at previous levels).

Lupine Abilities (See Table 4-8)

Developer Commentary
� e Lupine class is actually mechanically identical to a martial artist 
class that appeared in the � rst edition of Dark Dungeons (and in the 
game that it emulates). � eir attacks and abilities were the result 
of using martial arts rather than being from a non-human form.

Changing this class to a non-human one has been part of my house 
rules since the ‘90s, and was included in Darker Dungeons. � e 
reason for the change is simply that the rest of the character archetypes 
are very “Western”, and martial artists always seemed out of place 
without the games having the cultures to back them up.

Reversing this change for your campaign won’t break anything.
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Table 4-8a: Lupine abilities by level

Level

Experience

H
it Points

B
ase A

ttack 
B

onus

Skills

W
eapon Feats

A
rm

our C
lass

M
ovem

ent 
R

ate

C
law

/B
ite 

A
ttacks

C
law

/B
ite 

D
am

age

C
law

/B
ite 

A
ttack A

s

Thief Abilities

Special 
Abilities

Find Traps

R
em

ove 
Traps

C
lim

b 
W

alls

M
ove 

Silently

H
ide In 

Shadow
s

1 0 6+C +1 4 2 9 40’ 1 1d4 - +1 +1 +17 +3 +1
2 2,000 10+2C +1 4 2 8 45’ 1 1d4+1 S +2 +2 +17 +4 +2 Alertness
3 4,000 14+3C +1 4 3 7 45’ 1 1d6 S +3 +3 +17 +5 +3
4 8,000 18+4C +2 4 3 6 50’ 1 1d6+1 S +4 +4 +17 +6 +4 Self Healing
5 16,000 22+5C +2 5 3 5 55’ 2 1d8 +1 +5 +5 +18 +7 +5

6 32,000 26+6C +3 5 4 4 55’ 2 1d8+1 +1 +6 +6 +18 +8 +6 Speak With 
Animals

7 64,000 30+7C +3 5 4 3 60’ 2 1d10 +1 +7 +7 +18 +9 +6

8 120,000 34+8C +4 5 4 2 65’ 2 1d12 +2 +8 +8 +18 +10 +7 Spell Res. / 
Breath Ev.

9 240,000 38+9C +4 6 5 1 65’ 3 2d8 +2 +9 +9 +18 +10 +8 Smash / Parry

10 360,000 40+9C +5 6 5 0 70’ 3 2d10 +2 +10 +9 +19 +11 +8 Speak With 
Anyone

11 480,000 42+9C +5 6 6 -1 75’ 3 2d12 +3 +11 +10 +19 +12 +9

12 600,000 44+9C +6 6 6 -2 80’ 3 3d8+1 +3 +12 +11 +19 +12 +9 Mind of the 
Beast

13 720,000 46+9C +6 7 6 -3 85’ 4 4d6+2 +3 +13 +12 +19 +13 +10

14 840,000 48+9C +7 7 6 -4 90’ 4 5d6 +4 +13 +12 +19 +13 +11 Shadow 
Predator

15 960,000 50+9C +7 7 7 -5 95’ 4 4d8 +4 +14 +13 +20 +13 +11
16 1,080,000 52+9C +8 7 7 -6 100’ 4 3d12 +5 +15 +13 +20 +14 +11 Apotheriosis
17 1,200,000 54+9C +8 8 7 -6 100’ 4 3d12 +5 +15 +14 +20 +14 +12
18 1,320,000 56+9C +9 8 7 -6 105’ 4 3d12 +5 +16 +15 +20 +15 +12
19 1,440,000 58+9C +9 8 7 -6 105’ 4 3d12 +5 +17 +15 +20 +15 +13
20 1,560,000 60+9C +10 8 7 -6 105’ 4 3d12 +5 +17 +16 +21 +15 +13
21 1,680,000 62+9C +10 9 7 -6 105’ 4 3d12 +5 +18 +16 +21 +16 +13
22 1,800,000 64+9C +11 9 7 -6 105’ 4 3d12 +5 +18 +17 +21 +16 +14
23 1,920,000 66+9C +11 9 8 -6 105’ 4 3d12 +5 +19 +18 +21 +17 +14
24 2,040,000 68+9C +12 9 8 -6 105’ 4 3d12 +5 +19 +18 +21 +17 +15
25 2,160,000 70+9C +12 10 8 -6 105’ 4 3d12 +5 +19 +19 +22 +17 +15
26 2,280,000 72+9C +13 10 8 -6 105’ 4 3d12 +5 +19 +19 +22 +17 +15
27 2,400,000 74+9C +13 10 8 -6 105’ 4 3d12 +5 +20 +20 +22 +18 +16
28 2,520,000 76+9C +14 10 8 -6 105’ 4 3d12 +5 +20 +21 +22 +18 +16
29 2,640,000 78+9C +14 11 8 -6 105’ 4 3d12 +5 +20 +21 +22 +18 +17
30 2,760,000 80+9C +15 11 9 -6 105’ 4 3d12 +5 +20 +22 +23 +18 +17
31 2,880,000 82+9C +15 11 9 -6 105’ 4 3d12 +5 +20 +22 +23 +18 +17
32 3,000,000 84+9C +16 11 9 -6 105’ 4 3d12 +5 +21 +23 +23 +19 +18
33 3,120,000 86+9C +16 12 9 -6 105’ 4 3d12 +5 +21 +24 +23 +19 +18
34 3,240,000 88+9C +17 12 9 -6 105’ 4 3d12 +5 +21 +24 +23 +19 +19
35 3,360,000 90+9C +17 12 9 -6 105’ 4 3d12 +5 +21 +25 +23 +19 +19
36 3,480,000 92+9C +18 12 10 -6 105’ 4 3d12 +5 +21 +25 +23 +19 +19
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Base Attack Bonus: A lupine’s attack bonus is based on their level. 
See Chapter 10 – Combat for details of how this translates into 
to-hit numbers for different armour classes.

Skills: A lupine starts with 4 skill points plus extra points equal 
to their Int bonus. These points can be used on the same skill or 
different skills. Lupines gain more skill points as they rise in level. 
See Chapter 5 – Skills for the list of available skills.

Weapon Feats: Lupines start with two weapon feats, which must be 
spent immediately on basic proficiency with two different weapons. 
See Chapter 6 – Weapon Feats for a description of how weapon 
feats work. Lupines gain more weapon feats as they rise in level, 
but these weapon feats can not be spent immediately upon gaining 
the level. See Chapter 11 – Gaining Experience for further details.

Armour Class: Although lupines cannot wear armour or use de-
fensive items, their armour class increases as they go up levels and 
their hide toughens to supernatural levels. The armour class of a 
lupine of a particular level is listed on table 4-8a.

Movement Rate: Lupines increase their movement rate as they 
increase in level. The movement of a lupine of a particular level 
(in feet per round) is listed on table 4-8a.

Claw/Bite Attacks: When a lupine reaches 5th level, they can make 
two attacks per round while they are unarmed and attacking using 
their natural weaponry.

They do not get the extra attack when using weapons or when 
using the unarmed strikes proficiency to stun foes (see Chapter 
6 – Weapon Feats for more details about the unarmed strikes pro-
ficiency). At 9th level this increases to three attacks per round, and 
at 13th level it increases again to 4 attacks per round.

Claw/Bite Damage: When attacking while unarmed, a lupine 
can choose to use their natural weaponry when using the un-
armed strikes proficiency instead of striking to stun (see Chapter 
6 – Weapon Feats for further details). If they do so, they do more 
damage (and strength bonuses apply as normal), but lose the chance 
to stun or knock out their opponent.

This damage starts at 1d4 at 1st level, and increases with level until 
it reaches a maximum of 3d12 damage at 16th level. The damage 
done by a lupine of a particular level is listed on table 4-8a.

Unarmed Attack As: Because of the semi-magical nature of a 
lupine’s spiritual transformation, their unarmed attacks (whether 
striking to stun or using their natural weapons) count as if they are 
magical for the purposes of determining whether they can affect 
creatures who may be immune to non-magical weapons.

At 2nd level a lupine’s unarmed attacks can hit creatures only hurt 
by silver weapons, and at 5th level they can start to hit creatures 
only hit by magic weapons. The effective bonus of the lupine’s at-
tacks continues to increase as listed in table 4-8a.

It is important to note that this bonus is only used to determine 
whether or not a lupine is capable of hurting an opponent. The lu-
pine does not actually get this bonus on their to hit or damage rolls.

Find Traps: A lupine’s wolf-like senses are able to detect the pres-
ence of traps on objects or in areas. Table 4-8a lists the bonus to 
checks for finding each trap in an area. The lupine does not auto-
matically get to roll for this ability. Their player must state that the 
character is searching the area.

The Game Master should roll the dice and inform the lupine’s player 
whether any traps were found. If no traps are found the lupine 
will not know whether it is because there were no traps or whether 
they simply failed to notice them. In some cases a particularly well 
hidden (or badly hidden) trap may cause there to be a modifier to 
the lupine’s check.

Remove Traps: If a lupine is aware of the existence of a trap, they 
may try to disarm it to prevent it from being triggered. The bonus 
to the check needed for this is listed on table 4-8a.

Should this ability fail, the trap will be activated. In some cases 
a particularly complex (or simple) trap may cause there to be a 
modifier to the lupine’s check. A lupine may try multiple times 
to remove the same trap, although since the trap is activated each 
time the lupine tries, doing so can be dangerous.

Climb Walls: Lupines are able to climb walls and other sheer sur-
faces using their sharp claws.

The bonus for the check needed to do this successfully is listed in 
table 4-8a. The lupine’s player must roll for each 100’ or part of 
100’ climbed, with a failure indicating that the lupine has fallen 
half way through the climb. See Chapter 9 – Dungeon Delving 
for details about falling.

In some cases a slippery or smooth surface (or a particularly rough 
one) may cause there to be a modifier to the lupine’s check.

Move Silently: Lupines are able to move without being heard. The 
bonus to the check needed for success is listed in table 4-8a. The 
lupine’s player must roll for each round of movement, with a failure 
indicating that the lupine has made a sound that others might hear.

The Game Master should roll the dice when the lupine is sneak-
ing, so that the lupine’s player does not know whether or not their 
character has been heard. 

Hide In Shadows: A lupine is able to hide effectively providing 
there is cover or shadows to hide in. The bonus to the check needed 
for success is listed in table 4-8a.

The Game Master should roll the dice when the lupine is hiding, 
so that the lupine’s player does not know whether or not their 
character has been spotted.

The Game Master must roll for the initial hiding, and then for 
each round of movement, with a failure indicating that the lupine 
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has temporarily become visible. If someone is watching the lupine 
before they start to hide, they will still be able to see the lupine 
regardless of the success or otherwise of this skill.

Saving Throws: Lupines make saving throws using the bonuses 
listed on table 4-8b.

Alertness: When a fight suddenly breaks out, or when two groups 
come face to face abruptly, a 2nd level or higher lupine is only 
surprised if their player rolls a 1 on a d6, rather than the normal 
1-2 on a d6. See Chapter 10 – Combat for more details on surprise.

Self Healing: Starting at 4th level, once per day, a lupine can 
spend a round concentrating and heal themselves 1 hit point per 
level that they have.

Speak With Animals: A 6th level or higher lupine is able to un-
derstand the speech of any animal, and is able to make any animal 
understand their speech.

This is a spiritual ability, not a physical one. For example, if con-
versing with a cat, the lupine does not actually meow and purr but 
talks normally – reaching into the cat’s mind to make it understand.

This ability does not bestow any extra intelligence to the animal. 
Neither does it force the animal to obey or even co-operate with 
the lupine.

Spell Resistance: At 8th level and higher, a lupine only takes half 
damage from all spells and spell-like abilities. If the attack normally 
allows a saving throw for half damage then the lupine only takes a 
quarter of normal damage if they save successfully.

Breath Evasion: At 8th level and higher, a lupine only takes half 
damage from all breath weapons such as those used by dragons. 
If the attack normally allows a saving throw for half damage then 
the lupine only takes a quarter of normal damage if they save 
successfully.

Smash: At 9th level, a lupine gains the ability to make smash at-
tacks in melee. At the beginning of the round, the lupine’s player 
declares that their character is making a smash attack. The lupine 
automatically loses initiative, and takes a –5 penalty to their attack 
roll for the attack.

However, if the attack hits then the lupine gets to add their strength 
score to the damage done by the attack as well as their strength 
bonus. See Chapter 10 – Combat for details of smash attacks. A 
lupine can use their smash attack either with a weapon or with a 
single unarmed attack.

Parry: At 9th level, a lupine can choose to use the parry action. The 
lupine’s player declares that their character is parrying at the begin-
ning of the round before initiative is rolled. The lupine makes no 
attacks during the round (and therefore needs no initiative score), 
but all incoming attacks are made at a –4 penalty.

Speak With Anyone: At 10th level, a lupine’s Speak with Animals 
ability is no longer limited to animals and can now be used to speak 
with any creature that has a natural language.

Mind of the Beast: Starting at 12th level, lupines are immune 
to Charm, Quest and Geas spells, Hold and Slow spells, and ESP.

Shadow Predator: At 14th level and higher, a lupine can make 
themselves fade from view once per day. This is a mental effect rath-
er than a physical invisibility effect, so spells and abilities that can 
detect the presence of invisible creatures do not detect the lupine.

The fade lasts for up to one round per level of the lupine, and 
stops instantly if the lupine does something to attract attention to 
themselves such as attacking or speaking.

Apotheriosis: At 16th level and higher, a lupine has completed their 
spiritual transformation and now embodies their beast spirit totally.

Once per day, they are able to touch an opponent (this requires an 
attack check in combat) and allow their beast spirit to influence 
their target.

The apotheriosis can have one of the following effects on the target, 
who gets no saving throw against the affect but must have no more 
hit dice or levels than the lupine:

◊ Charm Person (as the spell of the same name, except lasting 
only 24 hours)

◊ Cureall (as the spell of the same name)
◊ Death
◊ Quest (as the spell of the same name except lasting only 24 hours)
◊ Paralysis (lasting 24 hours)

The apotheriosis ability can only be used once per day, and the 
desired effect must be announced before the attack check is made. 
However, if the attack misses then the apotheriosis is not used up 
and can be attempted again against the same target or a different 
target.

Magic-User
Class Description: Magic-users are human characters who have 
studied the arcane arts and who are able to cast magical spells.

Unlike the inherently magical elves, magic does not come easily to 
humans, and prospective magic-users must study for years before 
they are able to master it. In some larger cities such studying is 
done in a university, but in more rural areas with fewer resources 
and fewer people it is more likely to be a master / apprentice system. 
The rigours of spell casting require the magic-user to be strong 
in both mind and body, so magic-user training includes a strong 
martial component as well as an academic one.

Unfortunately, this dual training regime is very difficult to maintain, 
and consequently magic-users increase in level more slowly than 
any characters of any other class.
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Table 4-9a: Magic-User abilities by level

Level

Experience

H
it Points

B
ase A

ttack 
B

onus

Skills

W
eapon Feats

Spells per day by spell level

Special Abilities

1 2 3 4 5 6 7 8 9

1 0 6+C +1 4 2 1 - - - - - - - -

2 4,000 10+2C +1 4 2 2 - - - - - - - -

3 8,000 14+3C +1 4 3 2 1 - - - - - - -

4 16,000 18+4C +2 4 3 2 2 - - - - - - -

5 32,000 22+5C +2 5 3 2 2 1 - - - - - -

6 64,000 26+6C +3 5 4 3 2 2 - - - - - -

7 120,000 30+7C +3 5 4 3 2 2 1 - - - - -

8 250,000 34+8C +4 5 4 3 3 2 2 - - - - -

9 400,000 38+9C +4 6 5 3 3 2 2 1 - - - -

10 550,000 39+9C +5 6 5 4 3 3 2 2 - - - -

11 700,000 40+9C +5 6 6 4 4 4 3 2 - - - - Multiple Attacks (2) / Smash / Parry

12 850,000 41+9C +6 6 6 4 4 4 3 2 1 - - -

13 1,000,000 42+9C +6 7 6 5 4 4 3 2 2 - - -

14 1,150,000 43+9C +7 7 6 5 4 4 4 3 2 - - -

15 1,300,000 44+9C +7 7 7 5 4 4 4 3 2 1 - -

16 1,450,000 45+9C +8 7 7 5 5 5 4 3 2 2 - -

17 1,600,000 46+9C +8 8 7 6 5 5 4 4 3 2 - -

18 1,750,000 47+9C +9 8 7 6 5 5 4 4 3 2 1 -

19 1,900,000 48+9C +9 8 7 6 5 5 5 4 3 2 2 -

20 2,050,000 49+9C +10 8 7 6 5 5 5 4 4 3 2 - Multiple Attacks (3)

21 2,200,000 50+9C +10 9 7 6 5 5 5 4 4 3 2 1

22 2,350,000 51+9C +11 9 7 6 6 5 5 5 4 3 2 2

23 2,500,000 52+9C +11 9 8 6 6 6 6 5 4 3 3 2

24 2,650,000 53+9C +12 9 8 7 7 6 6 5 5 4 3 2

25 2,800,000 54+9C +12 10 8 7 7 6 6 5 5 4 4 3

26 2,950,000 55+9C +13 10 8 7 7 7 6 6 5 5 4 3

27 3,100,000 56+9C +13 10 8 7 7 7 6 6 5 5 5 4

28 3,250,000 57+9C +14 10 8 8 8 7 6 6 6 6 5 4

29 3,400,000 58+9C +14 11 8 8 8 7 7 7 6 6 5 5

30 3,550,000 59+9C +15 11 9 8 8 8 7 7 7 6 6 5

31 3,700,000 60+9C +15 11 9 8 8 8 7 7 7 7 6 6

32 3,850,000 61+9C +16 11 9 9 8 8 8 8 7 7 7 6

33 4,000,000 62+9C +16 12 9 9 9 9 8 8 8 7 7 7

34 4,150,000 63+9C +17 12 9 9 9 9 9 8 8 8 8 7

35 4,300,000 64+9C +17 12 9 9 9 9 9 9 9 8 8 8

36 4,450,000 65+9C +18 12 10 9 9 9 9 9 9 9 9 9
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In an adventuring situation, magic-users can both fi ght competently (although 
not quite as well as a fi ghter or dwarf ) and use magic (casting spells as well as an 
elf – although with fewer magic item available to them) making them very fl exible.

Equipment Restrictions: Magic-users may use any armour and shield, and can use 
any weapons.

Magic-user Abilities (See Table 4-9)
Hit Points: Magic-users gain (6 + Con Bonus) hit points at fi rst level, and then 
another (4 + Con Bonus) hit points per level of experience until 9th level. After 9th 
level, magic-users gain 1 hit point per level and do not add additional Con bonuses 
(but do retain the bonuses to hit points gained at previous levels).

Base Attack Bonus: A magic-user’s attack bonus is based on their level. See Chap-
ter 10 – Combat for details of how this translates into to-hit numbers for diff erent 
armour classes.

Skills: A magic-user starts with 4 skill points plus extra points equal to their Int 
bonus. Th ese points can be used on the same skill or diff erent skills.

Magic-users gain more skill points as they rise in level. See Chapter 5 – Skills for 
the list of available skills.

Weapon Feats: Magic-users start with two weapon feats, which must be spent im-
mediately on basic profi ciency with two diff erent weapons. See Chapter 6 – Weapon 
Feats for a description of how weapon feats work. Magic-users gain more weapon 

feats as they rise in level, but these weapon feats can not be spent immediately upon 
gaining the level. See Chapter 11 – Gaining Experience for further details.

Spells: Magic-users can cast magic-user spells. Additionally, a magic-user may (but 
does not have to) choose to specialise in one of the four types of magic-user spells: 
Energy, Entropy, Matter or Spirit spells.

A magic-user who specialises in one of these types of spell will fi nd that type of spell 
easier to learn and prepare, but will fi nd spells of the opposite type more diffi  cult to 
learn and prepare.  See Chapter 7 – Spells for detailed descriptions of these spells.

Providing a magic-user has had a good night’s sleep (8 hours), they can spend an 
hour studying their spell book after waking up in order to gain spells for the day as 
indicated on table 4-9a.

A 1st level magic-user starts with only two spells in their spell book, and must acquire 
more during their adventures. Magic-users may prepare any spell from their book 
in either the normal or the reversed form (if the spell has a reversed form), but may 
not prepare spells from someone else’s book or from a scroll; not even by using a 
Read Magic spell.

Developer Commentary
� e ability to specialise in one of four types of magic-user spell (and the equivalent for 
clerics of specialising in one to three domains) is a house rule I’ve used since the early ‘90s.

It wasn’t put into the original edition of Dark Dungeons because it might upset purists 
who wanted a more exact clone of the game that it emulates, but it was included in 
Darker Dungeons.

Table 4-9b: Magic-user Saving Th rows

Level

D
eath R

ay / 
Poison

M
agic W

ands

Paralysis / 
Petrify

B
reath 

W
eapon

R
od / Staff  / 

Spell

1 +7 +6 +7 +4 +5

2 +7 +6 +7 +4 +5

3 +7 +6 +7 +4 +5

4 +7 +6 +7 +4 +6

5 +8 +7 +8 +5 +6

6 +8 +7 +8 +5 +7

7 +9 +8 +9 +6 +7

8 +9 +8 +9 +6 +8

9 +9 +8 +9 +6 +9

10 +10 +9 +10 +7 +9

11 +10 +9 +10 +7 +10

12 +11 +10 +11 +8 +10

13 +11 +10 +11 +8 +11

14 +11 +10 +11 +8 +12

15 +12 +11 +12 +9 +12

16 +12 +11 +12 +9 +13

17 +13 +12 +13 +10 +13

18 +13 +12 +13 +10 +14

19 +13 +12 +13 +10 +14

20 +14 +13 +14 +11 +15

21 +14 +13 +14 +11 +15

22 +15 +14 +15 +12 +16

23 +15 +14 +15 +12 +16

24 +15 +15 +15 +13 +16

25 +16 +15 +16 +13 +17

26 +16 +16 +16 +14 +17

27 +16 +16 +16 +14 +17

28 +16 +16 +16 +15 +17

29 +17 +17 +17 +15 +18

30 +17 +17 +17 +16 +18

31 +17 +17 +17 +16 +18

32 +17 +17 +17 +17 +18

33 +18 +18 +18 +17 +18

34 +18 +18 +18 +18 +18

35 +18 +18 +18 +18 +18

36 +18 +18 +18 +18 +18
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Each prepared spell can be cast once during the day, and if a magic-
user wishes to cast a spell more than once then they must prepare 
the spell more than once, taking up multiple spell slots of the 
spell’s level.

Some magic user spells are reversible. These spells can be reversed 
in order to have an effect opposite to the normal effect of the spell. 
A magic-user chooses whether or not to reverse the spell at the time 
of preparation, not at the time of casting.

A beginning magic-user starts with a spell book given to them by 
their master, and this spell book will contain the spell Read Magic 
and one other 1st level spell of the player’s choice. This spell book 
is a gift from the character’s master and does not need to be paid for.

See Chapter 7 – Spells for more information on spells and spell 
casting.

Saving Throws: Magic-users make saving throws using the bonuses 
listed on table 4-9b.

Multiple Attacks: At 11th level, a magic-user is able to make two 
attacks per round against any creature that they are able to hit 
by rolling a 2+ on the attack roll (after modifiers). At 20th level, 
this rises to three attacks. See Chapter 10 – Combat for details of 
multiple attacks.

Smash: At 11th level, a magic-user gains the ability to make smash 
attacks in melee. At the beginning of the round, the magic-user’s 
player declares that their character is making a smash attack.

The magic-user automatically loses initiative, and takes a –5 pen-
alty to their attack roll for the attack. However, if the attack hits 
then the magic-user gets to add their strength score to the damage 
done by the attack as well as their strength bonus. See Chapter 
10 – Combat for details of smash attacks.

Parry: At 11th level, a magic-user can choose to use the parry action. 
The magic-user’s player declares that their character is parrying at 

the beginning of the round before initiative is rolled. The magic-
user makes no attacks during the round (and therefore needs no 
initiative score), but all incoming attacks are made at a –4 penalty..

Mountebank
Class Description: Mountebanks are human characters who dab-
ble in many areas rather than concentrating in one. They can fight 
a bit, and sneak a bit, and cast a bit of magic.

They tend to be charismatic social butterflies, who bluff their way 
through life and who rely on their wits to survive rather than any 
particular ability.

Although many mountebanks are the worst sort of dishonest char-
latans claiming abilities they do not have and making money by 
petty con tricks and magically enhanced larceny, they are a varied 
bunch and are just as likely to be using their abilities for simple 
fun or to take down those who prey on the weak.

As with thieves, they tend to be accepted by adventuring parties 
more readily than by the general public, and their charismatic 
nature often makes them the “face” of the party.

Because of their nature as dilettantes, mountebanks tend not to be 
formally trained in the way that magic-users are. However, a moun-
tebank will often take an aspiring youngster under their wing and 
teach them the “tricks of the trade”, acting as a mentor and advisor.

Although mountebanks are not the greatest fighters in the world, 
their swashbuckling skills are not to be derided, and their weak 
magic can actually serve as an asset. Because they are unable to 
compete with elves or with “true” magic-users in terms of spells 
that do direct damage, it gives them the freedom to prepare more 
utilitarian spells that more combat-magic able spell casters would 
otherwise not have room for.

Equipment Restrictions: Mountebanks may use any one-handed 
weapon, and may use leather armour. Since they must travel lightly 
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Table 4-10a: Mountebank abilities by level

Level

Experience

H
it Points

B
ase A

ttack 
B

onus

Skills

W
eapon Feats

Spells per day by spell level Thief Abilities 

Special Abilities
1 2 3 4 5 6 7 8

C
lim

b 
W

alls

M
ove 

Silently

H
ide in 

Shadow
s

Pick 
Pockets

1 0 4+C +1 4 2 1 - - - - - - - +17 +3 +1 +3 Weak Magic, Item Use

2 1,200 7+2C +1 4 2 1 - - - - - - - +17 +4 +2 +4

3 2,400 10+3C +1 4 3 2 - - - - - - - +17 +5 +3 +5

4 4,800 13+4C +2 4 3 2 - - - - - - - +17 +6 +4 +6

5 9,600 16+5C +2 5 3 2 1 - - - - - - +18 +7 +5 +7

6 20,000 19+6C +3 5 4 2 1 - - - - - - +18 +8 +6 +8

7 40,000 22+7C +3 5 4 2 2 - - - - - - +18 +9 +6 +9

8 80,000 25+8C +4 5 4 2 2 - - - - - - +18 +10 +7 +10

9 160,000 28+9C +4 6 5 2 2 1 - - - - - +18 +10 +8 +11

10 280,000 30+9C +5 6 5 2 2 1 - - - - - +19 +11 +8 +12

11 400,000 32+9C +5 6 6 3 2 2 - - - - - +19 +12 +9 +13

12 520,000 34+9C +6 6 6 3 2 2 - - - - - +19 +12 +9 +14

13 640,000 36+9C +6 7 6 3 2 2 1 - - - - +19 +13 +10 +15

14 760,000 38+9C +7 7 6 3 2 2 1 - - - - +19 +13 +11 +16

15 880,000 40+9C +7 7 7 3 3 2 2 - - - - +20 +13 +11 +17

16 1,000,000 42+9C +8 7 7 3 3 2 2 - - - - +20 +14 +11 +18

17 1,120,000 44+9C +8 8 7 3 3 2 2 1 - - - +20 +14 +12 +19

18 1,240,000 46+9C +9 8 7 3 3 2 2 1 - - - +20 +15 +12 +20

19 1,360,000 48+9C +9 8 7 4 3 3 2 2 - - - +20 +15 +13 +21

20 1,480,000 50+9C +10 8 7 4 3 3 2 2 - - - +21 +15 +13 +22

21 1,600,000 52+9C +10 9 7 4 4 4 3 2 - - - +21 +16 +13 +23

22 1,720,000 54+9C +11 9 7 4 4 4 3 2 - - - +21 +16 +14 +23

23 1,840,000 56+9C +11 9 8 4 4 4 3 2 1 - - +21 +17 +14 +25

24 1,960,000 58+9C +12 9 8 4 4 4 3 2 1 - - +21 +17 +15 +26

25 2,080,000 60+9C +12 10 8 5 4 4 3 2 2 - - +22 +17 +15 +27

26 2,200,000 62+9C +13 10 8 5 4 4 3 2 2 - - +22 +17 +15 +28

27 2,320,000 64+9C +13 10 8 5 4 4 4 3 2 - - +22 +18 +16 +29

28 2,440,000 66+9C +14 10 8 5 4 4 4 3 2 - - +22 +18 +16 +30

29 2,560,000 68+9C +14 11 8 5 4 4 4 3 2 1 - +22 +18 +17 +31

30 2,680,000 70+9C +15 11 9 5 4 4 4 3 2 1 - +23 +18 +17 +32

31 2,800,000 72+9C +15 11 9 5 5 5 4 3 2 2 - +23 +18 +17 +33

32 2,920,000 74+9C +16 11 9 5 5 5 4 3 2 2 - +23 +19 +18 +34

33 3,040,000 76+9C +16 12 9 6 5 5 4 4 3 2 - +23 +19 +18 +35

34 3,160,000 78+9C +17 12 9 6 5 5 4 4 3 2 - +23 +19 +19 +36

35 3,280,000 80+9C +17 12 9 6 5 5 4 4 3 2 1 +23 +19 +19 +37

36 3,400,000 82+9C +18 12 10 6 5 5 4 4 3 2 1 +23 +19 +19 +38
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in order to use their abilities they may not use two-handed weapons or shields except 
for bucklers. Mountebanks may use any missile weapon.

Mountebank Abilities (Table 4-10)
Hit Points: Mountebanks gain (4 + Con Bonus) hit points at first level, and then 
another (3 + Con Bonus) hit points per level of experience until 9th level.

After 9th level, mountebanks gain 2 hit points per level and do not add additional 
Con bonuses (but do retain the bonuses to hit points gained at previous levels).

Base Attack Bonus: A mountebank’s attack bonus is based on their level. See Chap-
ter 10 – Combat for details of how this translates into to-hit numbers for different 
armour classes.

Skills: A mountebank starts with 4 skill points plus extra points equal to their Int 
bonus. These points can be used on the same skill or different skills.

Mountebanks gain more skill points as they rise in level. See Chapter 5 – Skills for 
the list of available skills.

Weapon Feats: Mountebanks start with two weapon feats, which must be spent im-
mediately on basic proficiency with two different weapons. See Chapter 6 – Weapon 
Feats for a description of how weapon feats work. Mountebanks gain more weapon 
feats as they rise in level, but these weapon feats can not be spent immediately upon 
gaining the level. See Chapter 11 – Gaining Experience for further details.

Spells: Mountebanks can cast magic-user spells. Unlike magic-users and elves, moun-
tebanks cannot specialise in a particular type of spell. See Chapter 7 – Spells for 
detailed descriptions of these spells.

Providing a mountebank has had a good night’s sleep (8 hours), they can spend an 
hour studying their spell book after waking up in order to gain spells for the day as 
indicated on table 4-10a.

A 1st level mountebank starts with only two spells in their spell book, and must 
acquire more during their adventures.

Mountebanks may prepare any spell from their book in either the normal or the 
reversed form (if the spell has a reversed form), but may not prepare spells from 
someone else’s book or from a scroll; not even by using a Read Magic spell.

Each prepared spell can be cast once during the day, and if a mountebank wishes to 
cast a spell more than once then they must prepare the spell more than once, taking 
up multiple spell slots of the spell’s level.

Some magic-user spells are reversible. These spells can be reversed in order to have 
an effect opposite to the normal effect of the spell. A mountebank chooses whether 
or not to reverse the spell at the time of preparation, not at the time of casting.

A beginning mountebank starts with a spell book given to them by their mentor, 
and this spell book will contain the spell Read Magic and one other 1st level spell 
of the player’s choice. This spell book is a gift from the character’s mentor and does 
not need to be paid for.

See Chapter 7 – Spells for more information on spells and spell casting.

Climb Walls: Mountebanks are able to climb walls and other sheer surfaces. The 
bonus for the check needed to do this successfully is listed in table 4-10a. The 

Table 4-10b: Mountebank Saving Throws

Level

D
eath R

ay / 
Poison

M
agic W

ands

Paralysis / 
Petrify

B
reath 

W
eapon

R
od / Staff / 

Spell

1 +7 +6 +7 +4 +5

2 +7 +6 +7 +4 +5

3 +7 +6 +7 +4 +5

4 +8 +7 +8 +5 +6

5 +8 +7 +8 +5 +6

6 +9 +8 +9 +6 +7

7 +9 +8 +9 +6 +7

8 +10 +9 +10 +7 +8

9 +10 +9 +10 +7 +8

10 +11 +10 +11 +8 +9

11 +11 +10 +11 +8 +9

12 +12 +11 +12 +9 +10

13 +12 +11 +12 +9 +10

14 +13 +12 +13 +10 +11

15 +13 +12 +13 +10 +11

16 +14 +13 +14 +11 +12

17 +14 +13 +14 +11 +12

18 +15 +14 +15 +12 +13

19 +15 +14 +15 +12 +13

20 +15 +14 +15 +13 +14

21 +16 +15 +16 +13 +14

22 +16 +15 +16 +14 +15

23 +16 +15 +16 +14 +15

24 +16 +15 +16 +15 +15

25 +17 +16 +17 +15 +16

26 +17 +16 +17 +16 +16

27 +17 +16 +17 +16 +16

28 +17 +16 +17 +16 +16

29 +18 +17 +18 +17 +17

30 +18 +17 +18 +17 +18

31 +18 +17 +18 +17 +18

32 +18 +17 +18 +17 +18

33 +18 +18 +18 +18 +18

34 +18 +18 +18 +18 +18

35 +18 +18 +18 +18 +18

36 +18 +18 +18 +18 +18
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mountebank’s player must roll for each 100’ or part of 100’ climbed, 
with a failure indicating that the mountebank has fallen half way 
through the climb. See Chapter 9 – Dungeon Delving for details 
about falling.

In some cases a slippery or smooth surface (or a particularly rough 
one) may cause there to be a modifier to the mountebank’s check.

Move Silently: Mountebanks are able to move without being heard. 
The bonus to the check needed for success is listed in table 4-10a.

The mountebank’s player must roll for each round of movement, 
with a failure indicating that the mountebank has made a sound 
that others might hear. The Game Master should roll the dice when 
the mountebank is sneaking, so that the mountebank’s player does 
not know whether or not their character has been heard. 

Hide In Shadows: A mountebank is able to hide effectively pro-
viding there is cover or shadows to hide in. The bonus to the 
check needed for success is listed in table 4-10a. The mountebank’s 
player must roll for the initial hiding, and then for each round 
of movement, with a failure indicating that the mountebank has 
temporarily become visible.

The Game Master should roll the dice when the mountebank is 
hiding, so that the mountebank’s player does not know whether or 
not their character has been spotted. If someone is watching the 
mountebank before they start to hide, they will still be able to see 
the mountebank regardless of the success or otherwise of this skill.

Pick Pockets: A mountebank is able to pick the pockets of others 
in order to steal small items from them, with the bonus to the 
check required for success listed in table 4-10a.

This ability can be used to steal purses or belt pouches, or even steal 
a weapon from its scabbard, but cannot be used to steal anything 
that is being held by the target or is strapped onto the target such 

as a backpack or armour. The level or hit dice of the target is sub-
tracted from the check total as a modifier.

The mountebank’s player must state the item that they wish to steal 
before rolling. If the mountebank’s check is a success then they 
successfully steal the item. If the total of their check is less than 
20 but greater than or equal to 10 then they are unable to steal the 
item but their attempted theft goes unnoticed.

If the result of their check is less than 10, or they roll a natural 
1 (i.e. A 1 on the die before any bonuses or modifiers are added), 
then not only are they unable to steal the item but they are also 
noticed in the attempt by the target of the theft.

Weak Magic: Although a mountebank can cast magic-user spells, 
they have not had the rigorous training regime that magic-users 
have.

Because of this, the spells of a mountebank are weak. For all pur-
poses (range, duration, damage, etc.) a mountebank counts as a 
magic-user of only half their level (rounded up) when casting spells.

Item Use: Mountebanks are versatile users of magical items, and 
can use any magical item useable by mortals, even those normally 
only useable by members of a particular class.

This includes the use of spell scrolls, and when using a spell scroll 
with a cleric or druid spell on it, treat the spell as if it were a 
magic-user spell when determining if it is too high level for the 
mountebank to cast without a chance of failure.

Saving Throws: Mountebanks make saving throws using the bo-
nuses listed on table 4-10a.

Thief
Class Description: Thieves are human characters who specialise 
in subterfuge and trickery. They come from all social classes, from 
bored nobles seeking excitement to well trained and subtle assassins 
to former street urchins.

Although the class is called “thief”, thief characters are not always 
dishonest and do not always steal. Many of them use their talents 
for good rather than for personal benefit, and work as scouts and 
adventurers. Even the most noble and honest adventuring parties 
often need to bypass traps and locks or to have someone who can 
scout ahead without being seen, and many so-called ‘thieves’ spend 
their adventuring careers in this type of activity and never steal a 
coin in their lives.

Adventuring parties find the talents of thieves extremely useful, 
although thieves do not make the greatest warriors so may need 
protecting in fights.

Equipment Restrictions: Thieves may use any one-handed weapon, 
and may use leather armour. Since they must travel lightly in order 
to use their abilities they may not use two-handed weapons or 
shields except for bucklers. Thieves may use any missile weapon.
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Table 4-11a: Thief abilities by level

Level

Experience

H
it Points

B
ase A

ttack 
B

onus

Skills

W
eapon Feats

Thief Abilities

O
pen 

Locks

Find Traps

R
em

ove 
Traps

C
lim

b 
W

alls

M
ove 

Silently

H
ide In 

Shadow
s

Pick 
Pockets

H
ear N

oise

R
ead 

Languages

U
se M

agic-
U

ser Scroll

1 0 4+C +1 4 2 +2 +1 +1 +17 +3 +1 +3 +5 - -

2 1,200 7+2C +1 4 2 +3 +2 +2 +17 +4 +2 +4 +6 - -

3 2,400 10+3C +1 4 3 +4 +3 +3 +17 +5 +3 +5 +7 - -

4 4,800 13+4C +2 4 3 +5 +4 +4 +17 +6 +4 +6 +8 +15 -

5 9,600 16+5C +2 5 3 +6 +5 +5 +18 +7 +5 +7 +9 +15 -

6 20,000 19+6C +3 5 4 +7 +6 +6 +18 +8 +6 +8 +10 +15 -

7 40,000 22+7C +3 5 4 +8 +7 +7 +18 +9 +6 +9 +11 +15 -

8 80,000 25+8C +4 5 4 +9 +8 +8 +18 +10 +7 +10 +12 +15 -

9 160,000 28+9C +4 6 5 +10 +9 +9 +18 +10 +8 +11 +13 +15 -

10 280,000 30+9C +5 6 5 +11 +10 +9 +19 +11 +8 +12 +13 +15 +17

11 400,000 32+9C +5 6 6 +12 +11 +10 +19 +12 +9 +13 +14 +15 +17

12 520,000 34+9C +6 6 6 +13 +12 +11 +19 +12 +9 +14 +15 +15 +17

13 640,000 36+9C +6 7 6 +13 +13 +12 +19 +13 +10 +15 +16 +15 +17

14 760,000 38+9C +7 7 6 +14 +13 +12 +19 +13 +11 +16 +16 +15 +17

15 880,000 40+9C +7 7 7 +14 +14 +13 +20 +13 +11 +17 +17 +15 +17

16 1,000,000 42+9C +8 7 7 +15 +15 +13 +20 +14 +11 +18 +17 +15 +17

17 1,120,000 44+9C +8 8 7 +16 +15 +14 +20 +14 +12 +19 +18 +15 +17

18 1,240,000 46+9C +9 8 7 +16 +16 +15 +20 +15 +12 +20 +18 +15 +17

19 1,360,000 48+9C +9 8 7 +17 +17 +15 +20 +15 +13 +21 +19 +15 +17

20 1,480,000 50+9C +10 8 7 +17 +17 +16 +21 +15 +13 +22 +19 +15 +17

21 1,600,000 52+9C +10 9 7 +17 +18 +16 +21 +16 +13 +23 +19 +15 +17

22 1,720,000 54+9C +11 9 7 +18 +18 +17 +21 +16 +14 +23 +20 +15 +17

23 1,840,000 56+9C +11 9 8 +18 +19 +18 +21 +17 +14 +25 +20 +15 +17

24 1,960,000 58+9C +12 9 8 +19 +19 +18 +21 +17 +15 +26 +21 +15 +17

25 2,080,000 60+9C +12 10 8 +19 +19 +19 +22 +17 +15 +27 +21 +15 +17

26 2,200,000 62+9C +13 10 8 +19 +19 +19 +22 +17 +15 +28 +21 +15 +17

27 2,320,000 64+9C +13 10 8 +20 +20 +20 +22 +18 +16 +29 +22 +15 +17

28 2,440,000 66+9C +14 10 8 +20 +20 +21 +22 +18 +16 +30 +22 +15 +17

29 2,560,000 68+9C +14 11 8 +21 +20 +21 +22 +18 +17 +31 +23 +15 +17

30 2,680,000 70+9C +15 11 9 +21 +20 +22 +23 +18 +17 +32 +23 +15 +17

31 2,800,000 72+9C +15 11 9 +21 +20 +22 +23 +18 +17 +33 +23 +15 +17

32 2,920,000 74+9C +16 11 9 +22 +21 +23 +23 +19 +18 +34 +24 +15 +17

33 3,040,000 76+9C +16 12 9 +22 +21 +24 +23 +19 +18 +35 +24 +15 +17

34 3,160,000 78+9C +17 12 9 +23 +21 +24 +23 +19 +19 +36 +25 +15 +17

35 3,280,000 80+9C +17 12 9 +23 +21 +25 +23 +19 +19 +37 +25 +15 +17

36 3,400,000 82+9C +18 12 10 +23 +21 +25 +23 +19 +19 +38 +25 +15 +17
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Thief Abilities (See Table 4-11)
Hit Points: Thieves gain (4 + Con Bonus) hit points at first level, and then another 
(3 + Con Bonus) hit points per level of experience until 9th level. After 9th level, 
thieves gain 2 hit points per level and do not add additional Con bonuses (but do 
retain the bonuses to hit points gained at previous levels).

Base Attack Bonus: A thief ’s attack bonus is based on their level. See Chapter 10 
– Combat for details of how this translates into to-hit numbers for different armour 
classes.

Skills: A thief starts with 4 skill points plus extra points equal to their Int bonus. 
These points can be used on the same skill or different skills.

Thieves gain more skill points as they rise in level. See Chapter 5 – Skills for the list 
of available skills.

Weapon Feats: Thieves start with two weapon feats, which must be spent immediately 
on basic proficiency with two different weapons. See Chapter 6 – Weapon Feats for 
a description of how weapon feats work. Thieves gain more weapon feats as they 
rise in level, but these weapon feats can not be spent immediately upon gaining the 
level. See Chapter 11 – Gaining Experience for further details.

Sneak Attack: If a thief is able to strike an opponent who is not aware of the thief ’s 
location, the thief can add +4 to their attack roll and if the attack hits it does twice 
the normal damage that the attack would normally do. Should a thief make two 
simultaneous attacks (because they are wielding two weapons) then both attacks get 
the +4 bonus and do double damage if they hit.

Simply being behind an enemy is not enough to get a sneak attack. The thief must 
actually be hidden, invisible, or otherwise concealed, and their location must not 
be known to their target.

The sneak attack may be made with a melee attack or with a missile, thrown or 
hurled weapon at short range.

Open Locks: If a thief is in possession of a set of lock picks, or tools that can make 
improvised lock picks, they can attempt to pick any lock by making a successful check 
with a bonus listed in table 4-10. Doing so will set off any trap that the lock is armed 
with unless the trap has been removed or otherwise disabled. In some cases a par-
ticularly complex (or simple) lock may cause there to be a modifier to the thief ’s roll.

A thief is only allowed one attempt to pick each lock they encounter. Should they 
fail then they will not be able to try to open that lock again until they have increased 
in level.

Find Traps: A thief ’s trained senses are able to detect the presence of traps on objects 
or in areas. Table 4-11a lists the bonus to checks for finding each trap in an area. 
The thief does not automatically get to roll for this ability. Their player must state 
that the character is searching the area. The Game Master should roll the dice and 
inform the thief ’s player whether traps were found.

If no traps are found the thief will not know whether it is because there were no 
traps or whether they simply failed to notice them. In some cases a particularly well 
hidden (or badly hidden) trap may cause there to be a modifier to the thief ’s roll.

Remove Traps: If a thief is aware of the existence of a trap, they may try to disarm 
it to prevent it from being triggered. The bonus to the check required to do this 
successfully is listed on table 4-11a. Should this ability fail, the trap will be activated. 

Table 4-11b: Thief Saving Throws

Level

D
eath R

ay / 
Poison

M
agic W

ands

Paralysis / 
Petrify

B
reath 

W
eapon

R
od / Staff / 

Spell

1 +7 +6 +7 +4 +5

2 +7 +6 +7 +4 +5

3 +7 +6 +7 +4 +5

4 +8 +7 +8 +5 +6

5 +8 +7 +8 +5 +6

6 +9 +8 +9 +6 +7

7 +9 +8 +9 +6 +7

8 +10 +9 +10 +7 +8

9 +10 +9 +10 +7 +8

10 +11 +10 +11 +8 +9

11 +11 +10 +11 +8 +9

12 +12 +11 +12 +9 +10

13 +12 +11 +12 +9 +10

14 +13 +12 +13 +10 +11

15 +13 +12 +13 +10 +11

16 +14 +13 +14 +11 +12

17 +14 +13 +14 +11 +12

18 +15 +14 +15 +12 +13

19 +15 +14 +15 +12 +13

20 +15 +14 +15 +13 +14

21 +16 +15 +16 +13 +14

22 +16 +15 +16 +14 +15

23 +16 +15 +16 +14 +15

24 +16 +15 +16 +15 +15

25 +17 +16 +17 +15 +16

26 +17 +16 +17 +16 +16

27 +17 +16 +17 +16 +16

28 +17 +16 +17 +16 +16

29 +18 +17 +18 +17 +17

30 +18 +17 +18 +17 +18

31 +18 +17 +18 +17 +18

32 +18 +17 +18 +17 +18

33 +18 +18 +18 +18 +18

34 +18 +18 +18 +18 +18

35 +18 +18 +18 +18 +18

36 +18 +18 +18 +18 +18
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In some cases a particularly complex (or simple) trap may cause 
there to be a modifier to the thief ’s check.

A thief may try multiple times to remove the same trap, although 
since the trap is activated each time the thief tries, doing so can 
be a dangerous activity.

Climb Walls: Thieves are able to climb walls and other sheer sur-
faces. The bonus for the check needed to do this successfully is listed 
in table 4-11a. The thief ’s player must roll for each 100’ or part 
of 100’ climbed, with a failure indicating that the thief has fallen 
half way through the climb. See Chapter 9 – Dungeon Delving 
for details about falling.

In some cases a slippery or smooth surface (or a particularly rough 
one) may cause there to be a modifier to the thief ’s check.

Move Silently: Thieves are able to move without being heard. The 
bonus to the check needed for success is listed in table 4-11a.

The thief ’s player must roll for each round of movement, with 
a failure indicating that the thief has made a sound that others 
might hear. The Game Master should roll the dice when the thief 
is sneaking, so that the thief ’s player does not know whether or 
not their character has been heard. 

Hide In Shadows: A thief is able to hide effectively providing there 
is cover or shadows to hide in. The bonus to the check needed for 
success is listed in table 4-11a. The thief ’s player must roll for the 
initial hiding, and then for each round of movement, with a failure 
indicating that the thief has temporarily become visible.

The Game Master should roll the dice when the thief is hiding, so 
that the thief ’s player does not know whether or not their charac-
ter has been spotted. If someone is watching the thief before they 
start to hide, they will still be able to see the thief regardless of the 
success or otherwise of this skill.

Pick Pockets: A thief is able to pick the pockets of others in or-
der to steal small items from them, with the bonus to the check 
required for success listed in table 4-11a. This ability can be used 
to steal purses or belt pouches, or even steal a weapon from its 
scabbard, but cannot be used to steal anything that is being held 
by the target or is strapped onto the target such as a backpack or 
armour. The level or hit dice of the target is subtracted from the 
check total as a modifier.

The thief ’s player must state the item that they wish to steal before 
rolling. If the thief ’s check is a success then they successfully steal 
the item. If the total of their check is less than 20 but greater than 
or equal to 10 then they are unable to steal the item but their at-
tempted theft goes unnoticed.

If the result of their check is less than 10, or they roll a natural 1 
(i.e. a 1 on the die before any bonuses or modifiers are added), then 

not only are they unable to steal the item but they are also noticed 
in the attempt by the target of the theft.

Hear Noise: If a thief listens quietly at a door, window, or thin wall 
then they have a chance of hearing faint noises that other characters 
would miss. To do this, the thief ’s player must succeed in a check 
with a bonus as listed on table 4-11a. The thief must be in quiet 
conditions to use this ability – noisy chatter of other characters or 
fighting swamps any noises that might be heard.

The Game Master should roll for the success of this ability so that 
if the result is negative the thief ’s player does not know whether 
this was because the roll failed or because there was nothing to hear.

Read Languages: At 4th level or higher, a thief may make a check 
with a bonus of +15 to be able to decipher any non-magical writ-
ten language or code.

This only works on written text and cannot be used to understand 
spoken languages.

Use Magic-User Scroll: Beginning at 10th level, a thief may make 
a check with a bonus of +17 to be able to decipher and use any 
scroll containing a magic-user spell.

Should this roll fail, the spell will still be used up from the scroll 
but will misfire.

An offensive spell will go off centred on the thief rather than their 
intended target, and a non-offensive spell will simply fizzle with 
no effect.

Saving Throws: Thieves make saving throws using the bonuses 
listed on table 4-11b.
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Designation of Open Content
Dark Dungeons uses several terms and names that are Copyright 2000-2003 Wizards of the Coast, Inc. These terms are used under the 
terms of the Open Game License v1.0a, and are designated as Open Content by that license.

Other than those terms and names, all original text in Dark Dungeons is hereby placed in the Public Domain.

All artwork found in Dark Dungeons is taken from, or derivative of artwork taken from, the Public Domain.

Derivative artwork in Dark Dungeons is hereby placed in the Public Domain.

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 ad-
ditional 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, the-
matic 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 com-
patibility 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.
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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 neces-
sary to make it enforceable.
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