V1.1 OF AN INCOMPLETE PDF OF A CLASS-FREE LOTFP HOMEBREW MADE BY SOME ASSHOLE IN CASCADIA.
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CHARACTER CREATION

- ROLL YOUR ATTRIBUTE SCORES.

- SELECT A PATH:
RECORD YOUR HP AND ANY SKILLS, SPELLS AND
SPELL SLOTS OR ATTACK BONUSES.

- SELECT YOUR TWO PERKS.

- RECORD YOUR SAVING THROWS.

- ROLL 3D6 X I0 IN COIN TO PURCHASE EQUIPMENT,
OR ROLL ON A STARTING EQUIPMENT TABLE.

ATTRIBUTES

ROLL 2D6 DOWN THE LINE OF ATTRIBUTES: STRENGTH,
DEXTERITY, CONSTITUTION, INTELLIGENCE, WISDOM AND
CHARISMA. THE SCORE OF ONE ATTRIBUTE MAY BE SWAPPED
WITH ANOTHER. EACH ATTRIBUTE MODIFIES ASPECTS OF YOUR
CHARACTER:

- STR: MELEE ATTACKS AND MELEE DAMAGE.

- DEX: AC, RANGED ATTACKS AND INITIATIVE.

- CON: HD roLLs AND saves vs. DEaTH.

. INT: STARTING KNOWN LANGUAGES AND SAVES vs. MagIc
- WIS: Mobiries saves vs. DEVICES.

. CHA: REACTION ROLLS AND RETAINERS.

ATTRIBUTE SCORE MODIFIER

3 -3
4-6 -2
7-8 -1
9-12 NONE
13-15 +1
16-17 +2
18 +3

PatHs

- EVERY CHARACTER BEGINS WITH A +I BASE ATTACK MODIFIER.

Eacu LEVEL, INCLUDING IST, YOU MUST OPT FOR EITHER
FIGHTING, PROFICIENCY OR CASTING.

FIGHTING: +1 BASE ATTACK MODIFIER (MAXIMUM OF +I0), ID8
HP AND 2 POINTS DEDUCTED FROM SAVES OF YOUR CHOICE.

PROFICIENCY: 2 SKILL POINTS TO EXPEND, IDG HP, AND 4.
POINTS DEDUCTED FROM SAVES OF YOUR CHOICE.

CASTING: ID6 HP, AND 2 POINTS DEDUCTED FROM SAVES OF
YOUR CHOICE. THE FIRST TIME THIS IS SELECTED YOU RECEIVE A
GRIMOIR CONTAINING READ MacIc, PLUS 3 RANDOM SPELLS.

E.ACH SELECTION OF CASTING REPRESENTS ONE CASTER LLEVEL.
For EXAMPLE, SELECTING THE CASTING PATH THREE TIMES
FOLLOWS THE 3"> CAsTER LEVEL BELOW.

Macic-Usgr AND CLERICAL SPELLS ARE ONE AND THE SAME.
NEW SPELLS ARE LEARNED THROUGH ADVENTURING AND STUDY.
SpeELL L1sTs cAN BE IMPORTED FROM ANY OSR sysTEM.

SPELL SLOTS
I I
2 2)
3 2 I
4 g
y 3 2 I
6 3 2 2
7 3 2 I
8 4 3 2 2
9 4+ 3 3 2 I
Io YIS 3 7) 2)
II 5 4 3 3 2 I
12 [ 4 | 4 3 g g
3 5 5 4 3 3 2 I
4+ B y 4 4 3 2 2
15 6 5 b 4 3 2 I
16 6 6 b 4 4 3 2 2
17 7 6 b 5 4 3 3 2 I
18 6 | 6| 5 | 4 | 4 3 2 2
i 7 | 7 | 6 5 | 5y | 4|3 3| 2
20 [ 7 6 6 5 4 | 4 3 2




PErks

SELECT TWO!:

- 2 FREE SKILL POINTS TO DISTRIBUTE.

- +1 TO A CHOSEN SAVING THROW.

- 30" DARKVISION.

- EXTRA +5 ITEMS BEFORE ENCUMBRANCE PENALTIES.
- +I TO A CHOSEN ATTRIBUTE MODIFIER.

- A REDUCED I-IN-6 CHANCE OF SURPRISE.

THESE CAN BE COMBINED TO CREATE TRADITIONAL RACES, OR
SOMETHING THAT IS WHOLLY ORIGINAL:

ELvES: (I-IN-6 CHANCE OF SURPRISE, +I TO SAVES VS MAGIC.)
DwARVES: (30” DARKVISION, +5 ITEMS BEFORE ENCUMBRANCE.)
HALFLINGS: (2 POINTS IN BUSHCRAFT, +I DEX MOD.)

Saving THROWS

ALL SAVING THROWS BEGIN AT I5 AND ARE REDUCED DURING
LEVELING.

- ARFEA: GAssEs, EXPLOSIONS, AND BREATH WEAPON EFFECTS.
- DEATH: po1soN, DISEASE, AND INSTANT DEATH EFFECTS.

- DEVICES: TrAPS, WANDS, AND THEIR EFFECTS.

- MAGIC: ARCANE SPELLS AND THEIR EFFECTS.

- PARALYZE: IMMOBILIZING EFFECTS.

ExXPERIENCE AND LLEVELING

- ALL CHARACTERS FOLLOW THE SAME EXPERIENCE TABLE.
EXPERIENCE IS EARNED VIA TREASURE (ON A I GP = I XP BASIS) OR
BY DEFEATING ENEMIES.

AU EXPERIENCE

I o

2 2000

3 4000
4 8,000
5 16,000
6 32,000
7 64,000
8 120,000
9 240,000

Io+ 120,000 EACH LV.
SkiLL CHECKS

- EVERYONE HAS A I-IN-6 ATTEMPT AT ANY SKILL. A 6-IN-6
SKILL ROLLS 2D6 AND FAILS ON DOUBLE-6’s. CHECKS ARE FOR
ATTEMPTS THAT HAVE A RISK OF CONSEQUENTIAL FAILURE, NOT
MUNDANE TASKS. DESCRIPTIVE, CLEVER ROLE-PLAYING AND
EXPLORATION SHOULD ALWAYS SUPERSEDE A DICE ROLL. BELow
ARE COMMON ADVENTURING SKILLS AND EXAMPLES OF THEIR
USES THAT SHOULD COVER MOST ADVENTURING SITUATIONS:

- ACROBATICS: TUMBLING, JUMPING, BALANCING
- ATHLETICS: CLIMBING, OPENING STUCK DOORS
- BUSHCRAFT: NATURE, SURVIVAL, ANIMAL HANDLING
- KNOWLEDGE: SELECT A FIELD OF sTUDY *
- ARCANA - ARcHITECTURE & ENGINEERING
- History & Lore - Lancuaces - RELiGioN
. MEDICINE: HEALING, IDENTIFYING MALADIES
- SEARCH: FINDING HIDDEN ITEMS, DOORS AND TRAPS
- SLEIGHT OF HAND: PICK-POCKETING, DELICATE TASKS
- SNEAK ATTACK: BACKSTABBING DAMAGE MULTIPLIER
- STEALTH: HIDING AND MOVING SILENTLY
- 'TINKERING: LOCK PICKING, REMOVING TRAPS, BASIC REPAIRS

* SELECTING A NEW FIELD OF STUDY COSTS 2 SKILL POINTS AND
BEGINS AT THE STANDARD I-IN-6 CHANCE.



MAX HP

ARMOR TYPE

BASE ATTACK

CURRENT

MELEE AC

MELEE ATTACK

TEMP

RANGED AC

RANGED ATTACK

ATTRIBUTE

STRENGTH

SCORE

MOD TEMP

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA

ACROBATICS 6
ATHLETICS 6
BUSHCRAFT 6
KNOWLEDGE
FIELD: 6
FIELD: 6
FIELD: 6
MEDICINE 6
SEARCH 6
SLEIGHT OF HAND 6
SNEAK ATTACK * 6
STEALTH 6
TINKERING 6
6
6
6

* MULTIPLIES BACKSTABBING DAMAGE.

LEVEL EXPERIENCE NEXT LEVEL

FIGHTING PROFICIENCY CASTING

0000000000 | OO0OOOOO0O00 0000000000

SAVING THROW SCORE BONUS
AREA
DEATH
DEVICE
MAGIC
PARALYZE
CHANCE OF SURPRISE 6
WEAPON AB DAM s M
COMBAT OPTIONS AB AC
STANDARD +0 +0
PARRY +0 +2 | +4-
PRESS +2 -4
DEFENSIVE -4 +2
AIM +4. (TAKES I ROUND)

REMINDERS

+ INVESTMENT IN THE FIGHTING PATH GRANTS THE +4. PARRY,
PRESS AND DEFENSIVE COMBAT OPTIONS.

* SPELLCASTERS MUST HAVE BOTH HANDS FREE (OR BE CARRYING A
STAFF OR WAND) AND BE ABLE TO RECITE THE SPELL FREELY.

+ CHARACTERS MUST BE UNENCUMBERED TO USE ANY OF THE
SKILLS INVOLVING MOVEMENT OR SUFFER A ONE POINT SKILL
PENALTY PER LEVEL OF ENCUMBRANCE.

ATTACKING FROM BEHIND REMOVES ALL DEX AND SHIELD
MODIFIERS TO ENEMY AC AND GRANTS A +2 TO HIT. INVESTMENT
IN SNEAK ATTACK GRANTS AN ADDITIONAL +2 BONUS.




CLOTHING WORN

+I

+I

+I

+I

+I

ENCUMBRANCE

O WEARING CHAIN ARMOR
0O WEARING PLATE ARMOR

O CARRYING 6 OR MORE DIFFERENT ITEMS
O CARRYING II OR MORE DIFFERENT ITEMS
O CARRYING 16 OR MORE DIFFERENT ITEMS
O CARRYING 2I OR MORE DIFFERENT ITEMS
0000 CARRYING OVERSIZED ITEMS (I EACH)

POINTS ENCUMBRANCE EXPLORE COMBAT RUNNING DAY
o-1 UNENCUMBERED 120’ 40’ 120’ 24 ML

2 LIGHTLY 90’ 30’ 90’ 18 M1

3 HEAVILY 60’ 20’ 60’ I2 ML

4 SEVERELY 30’ 10’ 30’ 6 ML

5 OVERENCUMBERED o’ o’ ° oML

NON-ENCUMBERING EQUIPMENT

KNOWN LANGUAGES

PP:

MONEY AND GEMS

GP:

SP:

CPp:

NOTES




