
 

Welcome to HALLS, a High Adventure for Low 
Levels System!  This game is a slapdash attempt at 

creating (or recreating) a gaming experience 
influenced by the early Basic editions of the world’s 
most popular roleplaying game.  For all of those 
gamers who talk about how “Back in my day, we only 
had 3 levels, and we LIKED it!” and who ran in terror 
in the face of monsters with more than their party’s 
combined hit dice only to return later with a clever 
gambit to overcome the insurmountable adversity of a 

task which most today would rely on overpowered 
magic items and a preponderant bloat of HP, I’ve half-
assed a ruleset that will probably not live up to your 
OSR expectations! 

Creating Your Character 

Character Quickstart  
1. Write your Character’s name down on a 

Character sheet, along with spaces for 
Strength, Intelligence, Wisdom, Dexterity, 
Constitution, and Charisma 

2. Roll 3d6 six times, writing those numbers 
down, and assigning them to the desired stat. 

3. Select your Character’s Class, noting their 
abilities and saving throws on your character 

sheet. 
4. If you are playing a Wizard, add Read 

Magic to your spell list and roll 1d12 to 
randomly select another Level 1 spell; these 
two spells are in your spellbook.  If you are 
playing an Elf, roll 1d12 to determine which 
Level 1 spell you can cast.   

5. Roll for your Hit Points.  This will be based 

on your chosen class. For your first level, 
you may re-roll if your roll is less than half 
your total possible hit points for Level 1. 

6. Select your Alignment.  
7. To determine your starting silver, roll 3d6 

and multiply the result by 10.  This may be 
spent on your starting equipment. 

8. After selecting your starting equipment, note 

your weapon’s damage and your Armor 
Class (AC). 

Stats 
Strength 

3 -3 to hit, damage, opening doors 

4-5 -2 to hit, damage, opening doors 

6-8 -1 to hit, damage, opening doors 

9-12 No Adjustment 

13-15 +1 to hit, damage, opening doors 

16-17 +2 to hit, damage, opening doors 

18 +3 to hit, damage, opening doors 

 
Intelligence 

3 Has trouble speaking, functionally retarded 

4-5 Illiterate.  May speak common. 

6-8 
Can write simple common and speak 
common reasonably well. 

9-12 
Reads & writes native languages normally  
(Minimum for Wizards) 

13-15 +1 Language 

16-17 +2 Language 

18 +3 Language 

 
Wisdom 

3 -3 to magic-based saves 

4-5 -2 to magic-based saves 

6-8 -1 to magic-based saves 

9-12 Normal magic-based saves 

13-15 +1 to magic-based saves 

16-17 +2 to magic-based saves 

18 +3 to magic-based saves 

 
Dexterity 

3 -3 to hit with missiles, +3 armor penalty 

4-5 -2 to hit with missiles, +2 armor penalty 

6-8 -1 to hit with missiles, +1 armor penalty 

9-12 No adjustment 

13-15 +1 to hit with missiles, -1 armor bonus 

16-17 +2 to hit with missiles, -2 armor bonus 

18 +3 to hit with missiles, -3 armor bonus 

 
Constitution 

3 
-3 points per hit die, -3 to saves against non-
magical poison 

4-5 
-2 points per hit die, -2 to saves against non-
magical poison 

6-8 
-1 points per hit die, -1 to saves against non-

magical poison 

9-12 No adjustment to hit points 

13-15 
+ 1 points per hit die, +1 to saves against 
non-magical poison 

16-17 
+ 2 points per hit die, +2 to saves against 
non-magical poison 

18 
+ 3 points per hit die, +3 to saves against 
non-magical poison 

 
Charisma 

3 -2 reaction, 1 retainer 

4-5 -1 reaction, 2 retainer 

6-8 -1 reaction, 3 retainer 

9-12 None, 4 retainer 

13-15 + 1 reaction, 5 retainer 

16-17 + 1 reaction, 6 retainer 

18 + 2 reaction, 7 retainer 



Classes 

Fighter 
 
The Fighter is the knight, the soldier, the itinerant adventurer, who may be seeking fortune, fame or honor by the 
strength of arms.  Fighters may use any armor or weapons, magic or mundane.  Upon reaching 15,000 or more XP, a 
Fighter who has been closely aligned with a particular church may be granted the ability to use 1 Level 1 Miracle once.  
This ability may be bestowed upon him by a Cleric of at least the rank of Bishop.  While the Miracle may only be used 
once, another Bishop of that church (never the same Bishop) may bestow the ability again.  Upon reaching 30,000 or 
more XP, a Fighter’s reputation has grown such that he or she may attract followers and be made a Lord. 
 

    Saving Throws 

Level XP 
Hit 

Dice 

To hit 

AC 0 
Death/Poison Wands Paralysis Breath Spells 

Warrior 0 1d8 18 

12 13 14 15 16 
Veteran 5,000 2d8 17 

Hero 15,000 3d8 16 

Hero/Lord 30,000+ 3d8* 16 

*=receives Constitution bonus but no additional hit dice 
 

Cleric 
 
The Cleric is devoted to God and to his flock and his faith may be rewarded with divine favors.  Clerics may wear light 

or medium armor, use shields and any melee weapon, magic or mundane.  When fighting undead, Clerics get +2 to 
their attack roll.  Clerics are immune to Energy Drain.  A Cleric’s actual rank is bestowed upon him by a Cleric of 
superior rank in his church.  With each rank, greater responsibility may be granted to the cleric.  A Cleric who attains a 
rank may have followers from within his congregation or diocese, however any Level 0 individuals ought be 
discouraged from following into greater danger than is reasonable.  Once a Cleric has reached 30,000 or more XP, and 
has been made bishop of his diocese, he is granted a powerful 3rd level Miracle and may be elected Cardinal.  A 
Cardinal may bestow a level 1 Miracle unto a devout Fighter more than once, provided at least one month has passed 
since the last time the Miracle was bestowed. 
 

    Saving Throws Miracle 

Level XP Hit Dice 
To hit  
AC 0 

Death/Poison Wands Paralysis Breath Spells 1 2 3 

Priest 0 1d8 20 

11 12 14 16 15 

1   

Vicar 5,000 2d8 19 2   

Bishop 15,000 3d8 18 2 1  

Cardinal 30,000+ 3d8* 18 2 1 1 

*=receives Constitution bonus but no additional hit dice 

  



Dwarf  
 
Dwarves are a hale and hardy race of warriors and craftsmen.  Dwarves, particularly those armed with magical 
implements, are incredibly resilient against magic.  Though they are unable to cast spells, Dwarves of at least 18,000 
XP may forge magical (metal only) weapons and armor (+1).  Creating a magic weapon or armor take a full month and 
may only be done once per year.  Before they are able to create magic weapons and armor, they must study for six 
months under a Master Craftsdwarf (usually a Dwarf Lord).  Dwarves may use any armor or weapons, magic or 
mundane.  Upon reaching 36,000 or more XP, a Dwarf’s reputation has grown such that he may attract followers and 
be made a Dwarven Lord. 
 

    Saving Throws 

Level XP 
Hit 

Dice 

To hit  

AC 0 
Death/Poison Wands Paralysis Breath Spells 

Warrior 0 1d8 18 

10 10 12 13 12 

Veteran 6,000 2d8 17 

Hero 18,000 3d8 16 

Dwarf 
Lord 

36,000+ 3d8* 15 

*=receives Constitution bonus but no additional hit dice 
 

Elf 
 
Elves are a mysterious and ancient race, proficient in both arms and magic.  Elves may use any armor, magic or 

mundane, and wield light & medium weapons.  Elves may also cast spells, but their magic is somewhat wild and 
chaotic.  Elves do not use spell books, memorize or ‘know’ spells.  At the beginning of each day, an Elf may randomly 
select a new spell for each of his or her available spells or ‘lock’ the spells selected on the previous day.  For instance, 
an Elf Warrior’s randomly selected spell is Magic Missile.  The following day, he may choose to continue using Magic 
Missile as his spell, or he may randomly choose another spell; if he randomly chooses another spell, he may not choose 
Magic Missile again for his spell unless he randomly selects it.  Elves may not write scrolls and cannot cast spells from 
scrolls unless they cast Read Magic.  Elves may not cast spells while wielding a magic weapon or wearing magic armor 
not created by or specifically for them.  Upon reaching 48,000 or more XP, an Elf’s reputation has grown such that he 

may attract followers and be made an Elven Lord.  The Elf may then be taught by an Elven sage to tap into his or her 
magical abilities to cast 3rd level spells.  Elven Lords may also enchant mundane armor, weapons, rings or amulets 
(+1).  The ritual takes an uninterrupted week to perform and may only be done once per year. 
 
 

    Saving Throws Spells 

Level XP 
Hit 

Dice 
To hit  
AC 0 

Death/Poison Wands Paralysis Breath Spells 1 2 3 

Warrior 0 1d6 19 

12 13 13 15 15 

1   

Veteran 8,000 2d6 18 2   

Hero 24,000 3d6 17 2 1  

Elf Lord 48,000+ 3d6* 17 2 1 1 

*=receives Constitution bonus but no additional hit dice 
 

  



Wizard 
 
Wizards are incredibly powerful and mystical beings who bend reality to their will through magic.  Wizards may only 
cast spells if they are not wearing armor.  They may use any mundane light or medium weapon and still cast spells, but 
may not cast spells while wielding magical weapons not created by or specifically for them.  Additionally, at a cost of 
1,000 silver per scroll per spell level, a Wizard may write a one-time use scroll of a spell from his spell book.  All 
Wizards begin with Read Magic + one other spell in their spell book.  If selecting spells at random, if the Read Magic 
is selected, roll again. If a Wizard reaches 42,000 or more XP, he may become known as a Magus and find a sage who 
might teach him how to cast 3rd level spells.  Additionally, the Magus may enchant any mundane weapons, armors, 
rings or amulets (+1). The ritual takes an uninterrupted week to perform and may only be done once per year.   

 
 

    Saving Throws Spells 

Level XP 
Hit 

Dice 
To hit  
AC 0 

Death/Poison Wands Paralysis Breath Spells 1 2 3 

Magician 0 1d6 20 

13 14 13 16 15 

2   

Enchanter 7,000 2d6 19 3 1  

Sorcerer 21,000 3d6 18 4 2  

Magus 42,000+ 3d6* 18 4 2 1 

*=receives Constitution bonus but no additional hit dice 
 

Professional 
 
For some jobs, you need a sword.  For others, maybe spells are the solution.  For everything else, there’s the 
Professional.  Working out mechanical devices, opening locks, disarming traps (or even setting them) all fall under the 
domain of the Professional adventurer, who has been studying the fine art of dungeoneering. These individuals are 

often hired on by questing parties who are aware of the many dangers inherent to dungeon diving that may require a 
lighter touch or fleeter foot.  Professionals may only use light weapons and may only wear light armor. Upon reaching 
36,000 or more XP, the Professional may be taught Read Magic. 
 
 

    Saving Throws 

Level XP 
Hit 

Dice 
To hit  
AC 0 

Death/Poison Wands Paralysis Breath Spells 

Apprentice 0 1d6 20 

13 14 12 16 15 
Journeyman 6,000 2d6 19 

Expert 18,000 3d6 18 

Master 36,000+ 3d6* 18 

*=receives Constitution bonus but no additional hit dice 

 
Level Skill 1 Skill 2 Skill 3 Skill 4 Skill 5 Climb Hear Noise 

1 20 10 15 15 10 80 1-2 

2 40 25 30 30 20 85 1-3 

3 60 40 50 40 30 90 1-4 

4 80 55 70 50 40 95 1-5 

 
Upon creating a Professional, select from the following skills to assign.  The % represent the Professional’s chance at 
succeeding at a particular skill.  Hear Noise should be rolled on a 1d6. 
 
Open Locks – Once per lock, the Professional may attempt to figure out the mechanism of a lock to open it.  If an 

attempt fails, the Professional may not attempt to open the same lock again until he or she has gained a level. 
 



Find or Remove Traps/Operate Mechanical Device – A Professional uses this skill to find traps, remove and disarm 
mechanical traps, or operate mechanical devices.  Succeeding at this roll indicates that a trap is found, successfully 
disarmed and removed, or the Professional has a sufficient understanding of a mechanical device’s operation to use it.  
Each of these tasks entails a separate roll. 
 

Pick Pockets – A Professional attempts to pick a target’s pocket.  The GM will also roll for the NPC to determine if the 
attempt is discovered.  If the GM’s roll is twice as high as the Professional’s roll, the attempt is discovered. 
 
Move Silently – A Professional is able to move unheard by those around him. 
 
Hide in Shadows – If a Professional remains perfectly still, they have a chance to hide in shadows and remain 
unnoticed. 
 

Climb – If a Professional is attempting to scale a wall or sheer surface, they must roll to see if they are successful in 
climbing. Rolls should only be made once per 100’ of climbing.  If the Professional falls, he or she will take 1d6 
damage for every 10’ fallen.  If the check fails, assume the Professional has climbed halfway up since the previous 
check (e.g. a 200’ climb would entail 2 checks, failing the 2nd would result in a fall from 150’). 
 
Hear Noise – The Professional listening closely may be able to hear noises. 
 

Sages 
Sages are rarely or never playable characters.  There are a few particularly wise and ancient beings left in the world 
who have devoted their lives to the gathering and preservation of knowledge.  Such knowledge includes languages, 
history, geography and magic.  Some Sages may be in possession of powerful (+2 or greater) artifacts, including those 
which they themselves may have created.  Extant knowledge of 3rd level spells tends to be limited to the libraries of 
Human sages, and a Magus seeking such power may need to seek out and find a Sage to learn under.  Elven Sages 
often hone their studies to philosophy and the nature of being.  While they cannot “teach” magic in the way that a 
Human Sage does, an Elven Sage may teach Elf Lords how to tap into their inherent magical ability, allowing them to 
cast 3rd level spells. 

 

Stats for Sages 
Sages have adventured longer, studied harder, and created far more wonders than the average person could ever dream.  
Though they may be old, they would prove fearsome opponents for anyone who did not respect their wishes to 

peacefully live out their days as custodians of their treasury of lore and wonders.  Here are some things to keep in mind 
for Sages. 
 

 Sages are not limited to 3 Hit Dice. 

 Sages should have better saving throws than PCs. 

 Sages will likely have at least one +1 item of any conceivable type, though particularly those reflecting their 
interest. 

 Sages will have at least 3 items that are +2 (usually 2 rings & 1 amulet). 

 Sages will have one +3 item (a very important item with personal meaning to the sage, often a weapon). 

 Some Sages may have the knowledge to imbue objects with spells. 

 
  



 

Magic and Miracles 

Elf and Wizard Spells 

Level 1 
1. Charm Person 7. Light/Dark 

2. Detect Evil 8. Magic Missile 

3. Detect Magic 9. Protection from Evil 

4. Feather Fall 10. Read Magic 

5. Hold Portal 11. Shield 

6. Illusion 12. Sleep 

Level 2 
1. Elemental Resistance 7. Locate Object 

2. Fireball 8. Lock 

3. Ice Bolt 9. Mirror Image 

4. Knock 10. Phantasmal Force 

5. Levitate 11. Sight 

6. Lightning Bolt 12. Web 

Level 3 
1. Disarm 6. Invisibility 

2. Dispel Magic 7. Silence 

3. Divination 8. Haste 

4. Fly 9. Water Breathing 

5. Hold Person 10. Wind Whisper 

 
 

Level 1 Spells 
 

Charm Person Range 120’ 

 Duration: Special 

 
This spell may be cast on any human or human-like 
creature. Undead and creatures larger than Ogres are 
unaffected. The victim must make a saving throw vs. 
Spells or believe the caster is its best friend.  Charmed 
individuals may be given orders, unless those orders 

go against their nature.  Individuals with intelligence 
13-18 may make a new saving throw each day. 
Individuals with intelligence 9-12, or average 
monsters, may save again once 
per week. Individuals with intelligence 3-8, or 
unintelligent monsters, may save again once each 
month.  Dispel Magic will remove Charm Person. 
 

Detect Evil Range: 60’ or Sight 

 Duration: 2 turns 

 
This spell allows the caster to detect the presence of 
evil, evil intent, or evil enchantments.  The caster will 
sense the direction from which the evil is emanating or 
its approximate location and whether or not the 

object(s) of the caster’s attention is(are) evil. 
 

Detect Magic Range: 60’ or Sight 

 Duration: 2 turns 

 
This spell allows the caster to determine if an object is 
magic or if magical forces are at work in the caster’s 
surroundings. 
 

Feather Fall Range: 10’ 

 Duration: Special 

 
This spell allows the caster and anyone within 10’ fall 
slowly and safely, avoiding any damage that would 
otherwise be taken from the impact of a fall.  The 
spell’s effect ends when an individual touches solid 
ground for one whole round (bounding off a cliff side 
will not negate the spell and cause the individual to 

fall the rest of the way down a ravine). 
 

Hold Portal Range: 10’ 

 Duration 2-12 turns 

 
This spell will magically hold a door shut for 2d6 

turns.  A creature with 3 or more Hit Dice greater than 
the caster may break open the portal after one round. 
 

Illusion Range: 5’ 

 Duration: Concentration 

 

This spell allows the caster to create a minor magical 
illusion. Dancing lights, twinkling small objects, and 
impressive slight-of-hand are a few of the uses of this 
spell. The illusion is obviously magic and cannot do 
damage.  The illusion will disappear if the caster stops 
concentrating. 
 

Light/Dark Range: 120’ 

 Duration: 6 turns + Level 

 
This spell will create a 30’ circle of light.  It may be 
cast upon an object, which may be carried like a 
lantern.  It also may be cast on an individual’s eyes, 
which will blind them for the duration of the spell if 
they fail a Save vs. Spells.  The reverse of light will 

suppress any non-magical continuous light sources for 
the duration of the spell.  Any magical light created by 
a caster with more hit dice will not be suppressed by 
the reverse of light. 
 

Magic Missile Range: Sight 

 Duration: Instant 

 
This spell fires one magic missile which will 
unfailingly hit any target the caster can see, doing 
1d4+1 damage.  Upon reaching level 3, the caster may 
fire an additional missile.  Ancient and powerful NPC 
Wizards and Elves may create more than two missiles. 
Each missile may have a different target. 

 
 
 



Protection From Evil Range: Caster Only 

 Duration: 6 turns 

 

This spell grants minor protection to the caster from 
“evil” attacks, adding 1 to the caster’s saving throws, 
and subtracting 1 from any “evil” opponent’s attack 
roll.  Summoned or magically animated foes may not 
attack the caster as long as this spell is in effect, 
except with missile fire.  If the caster attacks a 
summoned or magically animated foe, the summoned 
or magically animated foe may attack the caster with 

melee. 
 

Read Magic Range: 0 

 Duration: 1 turn 

 
This spell allows the caster to read and understand 

magical writing such as runes or scrolls. While 
Wizards can read their own spell books and scrolls 
that they have written, to read scrolls or books written 
by other Wizards, Read Magic must be first cast.  
Wizards do not need to cast Read Magic to use the 
scroll provided that they have cast Read Magic and 
read the spell at some point prior to casting from the 
scroll. 

 

Shield Range: Self 

 Duration: 2 turns 

 
Melee Attack rolls against the caster are made at 
minus 5.  Missile Attack rolls against the caster are 

made at minus 7. 
 

Sleep Range: 240’ 

 Duration: 4d4 turns 

 
A creature of up to 4+1 Hit Dice will be put to sleep 
for the duration of the spell, or 2d8 Hit Dice worth of 

creatures may be put to sleep, with the creatures with 
the lowest dice affected first.  Sleep does not affect 
undead creatures. 
 
 

Level 2 Spells 
 

Elemental Resistance Range: Self or Ally 

 Duration: 5 turns + 
Caster Level 

 
The target receives protection from both mundane and 
magical heat and cold.  While the spell is in effect, the 
beneficiary of the spell receives no damage from non-
magic cold or fire.  If the beneficiary is affected by 
magical fire or cold, damage is halved if a saving 
throw is failed or negated if the saving throw 
succeeds.  

 

Fireball Range: 240’ 

 Duration: Instant 

 

This spell creates a rapidly moving ball of flame with 
a 20’ blast radius. Anything in the 20’ blast radius 
takes 1d6 fire damage per level of the caster.  Any 
victim or object making a successful save vs. Spells 
will take only half damage. 

 

Ice Bolt Range: 20’ 

 Duration: See Below 

 
This spell creates a dark blue bolt dealing 2d6 cold 
damage to one target. Victims with 3 Hit Dice or less 

receiving 2-7 damage in this way must save vs. 
Paralysis or be partially trapped in ice (victim may 
take actions but not move). Victims with 3 Hit Dice or 
less receiving 8-12 damage in this way must save vs. 
Paralysis or be completely encased in ice (victim may 
not move or take actions). Victims may make an 
additional saving throw each round to break free, with 
+1 to their roll for each round they have been trapped.  

Opponents with more than 3 Hit Dice take damage 
from this spell but are unaffected by the Paralysis. 
 

Knock Range: 60’ 

 Duration: 1 Round 

 

This spell opens any known secret, locked, Wizard 
Locked, Held, barred or otherwise stuck door, gate or 
chest. 
 

Levitate Range: Self 

 Duration 6 turns + Caster 
Level 

 
The caster may move up and down (not side to side) 
floating through the air at a rate of 20’ per round. 
 

Lightning Bolt Range: 60’ 

 Duration: Instant 

 
The caster shoots forth a lightning bolt, doing 1d6 
damage per Caster Level to anyone in its arc.   The 
lightning bolt may change directions each time it 
strikes an opponent or metal object up to its full 60’ 
arc.  Victims making a successful save vs. Spells will 
only take half damage. 
 

Locate Object Range: 60’ + 10’ per 
Caster level 

 Duration: 2 turns 

 
This spell creates a special magic compass which will 
aid the caster in knowing the location of an object, 

provided the caster knows exactly what the object is 
and the object is within range.  The compass will float 
in front of the caster and point in the direction of the 
desired object for the duration of the spell.  If the 
caster is searching for a mundane object or there are 
multiple objects, the compass will point at the nearest 
desired object. 
 

 



Lock Range: 10’ 

 Duration: Permanent 

 

This spell will magically hold any door, chest, or 
otherwise latch-able object shut forever.  A Lock may 
be opened by its caster or by a Knock spell without 
removing the Lock spell.  Any magic using entity with 
at least 3 more hit dice than the Lock’s caster may 
freely open a Locked object. 
 

Mirror Image Range: 0 

 Duration: 6 turns 

 
The spell creates 1d4 additional images of the caster.  
Any attack on the caster will instead strike the image, 
destroying it whether or not the attack hits. 
 

Phantasmal Force Range: 240’ 

 Duration: Concentration 

 
This spell creates an illusory effect within an area of 
up to 20’ cubed.  If the spell is not used to attack, the 
illusion will disappear when touched.  Monsters 

created with Phantasmal force will have AC 9 and 
disappear if hit.  “Attacks” with illusions will not 
affect victims who save vs. Spells.  Damage or status 
effects caused by illusions will disappear after 1d4 
turns.  Moving or being attacked will cause the caster 
to break concentration and dispel the illusion. 
 

Sight Range: 0 Self 

 Duration: 1 + Caster 
Level’s Turn 

 
This spell allows the caster to see invisible and 
aetherial beings or objects.  Additionally, the caster 
may see in darkness as though it were near daylight. 
 

Web Range: 10’ 

 Duration: 48 turns 

 
This spell creates a mass of spider webs in a 10’ area.  
Large creatures can break through webs in 2 rounds, 
human sized creatures can break through in 6 rounds -

1 round for each point of strength bonus.  Smaller 
creatures can break free in 8 rounds.  The mass of 
webs can be burned away in two rounds, but any 
creatures in the web will take 1d6 points of fire 
damage. 
 
 

Level 3 Spells 
 

Disarm Range: 60’ 

 Duration: Instant 

 
This spell causes up to 3d6 hit dice worth of 
opponents within a 30’ radius to have their weapons 
forcefully knocked from their hands.  Weapons will be 
knocked up to 30’ away (unless a wall or other 

obstacle is in the weapon’s path) in line with the 
spell’s caster.  Victims may make a save vs. Spell, 
adding their Strength bonus, to prevent being 
disarmed. Victims wielding two-handed weapons may 
add an additional +1 to their saving throw. 

 

Dispel Magic Range: 120’ 

 Duration: Permanent 

 
This spell will remove any spell effects within a 20’ 
area.  It will not affect magical items, but will remove 

any effects created by a magic-user, elf or cleric of 
equal or lower level than the caster.  Dispel Magic 
does not affect Ancient Magic except at the GM’s 
discretion. 
 

Divination Range: 0’ 

 Duration: Instant 

 
This spell allows the caster magical insight into a 
particular subject.  The caster may ask the GM 1d3 
simple questions with one word answers.  The caster 
must spend one full hour uninterrupted to receive any 
answers. 
 

Fly Range: 0’ 

 Duration: Caster Level + 
1d6 turns 

 
This spell allows the caster or any target to fly in any 
direction at up to 120’ per round or 360’ per turn.  

 

Hold Person Range: 180’ 

 Duration: 9 turns 

 
Humanoid creatures, no larger than an Ogre, must 
save vs. Spells or be paralyzed.  The spell may be cast 
at an individual or a group.  If used against a single 

target, that individual must make their save at a -2 
penalty.  If used against a group, the spell will affect 
1d4 individuals with no penalty to their saving throw. 
 

Invisibility Range: 240’  

 Duration: Permanent 

until broken 

 
This spell will make either the caster, one individual 
or object turn invisible.  All items worn and carried by 
an individual at the time the spell is cast will turn 
invisible as well.  Any items set down will become 
visible again.  An invisible person will remain 
invisible until he or she attacks, casts a spell or 

performs a miracle.  
 

Silence Range: 180’ 

 Duration: 12 turns 

 
This spell will impose total silence a 30’ diameter 

area.  Spells cannot be cast within the silenced area.  
Individuals within the silenced area may still hear 
sounds coming from outside the spell’s effect.  This 



spell may be cast on an individual, who must save vs. 
Spells or the spell effect are will move with him or 
her.  If the victim’s saving throw is successful, the 
spell will remain in effect in the area where it was 
cast. 

 

Haste Range: 240’ 

 Duration: 3 turns 

 
This spell may be affect up to 24 individuals within a 
30’ radius.  Individuals who have been “hasted” move 

at twice their normal rate and may attack twice per 
round.  Spellcasting is unaffected by this increased 
speed. 
 

Water Breathing Range: 30’ 

 Duration: 1 day 

 
For one day, the target of this spell may breathe 
underwater normally at any depth without adverse 
effect.   
 

Wind Whisper Range: Special 

 Duration: 1 turn 

 
For one turn, the caster may communicate magically 
with any individual or group, provided the caster 
knows the approximate location of the message’s 
recipient and the intended recipient is above ground 
and outside or near an open window.  The message 
will be heard as though delivered on the breath of the 

wind.  Individuals nearby the message’s intended 
recipient or recipients may also hear the message but 
will disregard it unless they make a successful save vs 
Spells and are intent on determining the message’s 
content; even making a successful save vs Spells, the 
nearby individual will usually miss the first sentence 
of any message.  Two wizards may converse back and 
forth if both are using this spell, however it is 
generally not considered a ‘secure’ means of 

communication. 
 
 

Ancient Magic 
 
Magic and spells are not limited to those described 
above, however much of the knowledge of greater 

arcane powers have been lost to the ages or sealed 
away by the very few and powerful Wizards and 
Sages who still live and know of their existence.  
Much of this magic was deemed too powerful and 
dangerous, and thus texts and scrolls were hidden; no 
Wizard who knows the secrets of these spells would 
ever willingly allow them to return to world, lest they 
fall into the hands of their enemies or unleash chaos & 
destruction upon the world.  Among these lost Ancient 

Magics are deadly curses and blasphemous 
necromancies. Some of the effects of Ancient Magic 
may still remain in the world.  Tombs and towers of 
Wizards and Elf Lords of bygone ages often have 

strange and alien enchantments and artifacts which 
may reflect some of the powers of Ancient Magic.   
 
If your game includes an Ancient Wizard, Sage or Elf 
Lord, they may have more spells available to them 

than the normal class maximum, including spells 
which are not included in this list. Additionally, they 
may be treated as if they have a higher caster level, 
making them truly dangerous foes.  If you allow a 
Wizard to learn a spell of Ancient Magic, it may take 
additional spell slots or impose penalties as the GM 
sees fit.  Elves may not learn Ancient Magic or 
randomly select an Ancient Magic spell for one of 

their daily spells. 
 
 

Miracles  
 

Level 1  
1. Bless 4. Fearlessness 

2. Detect Evil 5. Protection from Evil 

3. Detect Magic 6. Heal 

Level 2 
1. Cure Serious Wounds 3. Guidance 

2. Hold Person 4. Purify Food and Water 

Level 3 
1. Cast Out 3. Miraculous Meal 

2. Cure Disease 4. Remove Curse 

 

Level 1 Miracles 
 

Bless Range: 20’ 

 Duration: 6 turns 

 
This minor miracle may be performed for any group 
of individuals not yet in melee combat within 20’ of 

the Cleric performing the rite.  All friendly individuals 
within 20’ of the Cleric will be granted +1 to hit and 
+1 to damage. 
 

Detect Evil Range: 120’ 

 Duration: 6 turns 

 
This minor miracle allows the Cleric to sense evil 
intentions or detect evil objects, causing them to have 
a faint purple glow.   
 

Detect Magic Range: 60’ 

 Duration: 6 turns 

 
This allows a Cleric to determine if an enchantment 
has been placed upon a person, place or thing, causing 
anything so enchanted within 60’ of the Cleric to have 
a discernible blue glow. 
 
 



Fearlessness Range: 0’/120’ 

 Duration: 2 turns 

 

The target of this miracle becomes fearless and calm.  
The recipient will be immune to any magically 
induced fear for the duration of the miracle.  This 
miracle will also negate any prior fear effects (magical 
or mundane) the individual might have been suffering.  
The reverse of this will cause an individual to flee for 
2 turns if a successful saving throw vs. Spells is not 
made. 

 

Protection from Evil Range: 0 Caster Only 

 Duration: 12 turns 

This minor miracle grants protection to the Cleric 
from “evil” attacks, adding 1 to the Cleric’s saving 
throws, and subtracting 1 from any “evil” opponent’s 

attack roll.  Summoned or magically animated foes 
may not attack the Cleric as long as this miracle is in 
effect, except with missile fire.  If the Cleric attacks a 
summoned or magically animated foe, the summoned 
or magically animated foe may attack the Cleric with 
melee. 
 

Heal Range: 0 

 Duration: Permanent 

 
A Cleric may touch an individual and pray for his 
wounds to heal, resulting in 1d6+1 Hit Points being 
restored.  This may also stabilize an individual who is 
dying. 

 

Level 2 Miracles 
 

Cure Serious Wounds Range: 0’ 

 Duration: Permanent 

 
A cleric may touch an individual and pray for his 
wounds to heal, resulting in 2d6+2 Hit Points being 
restored.  This may also stabilize an individual who is 
dying. 
 

Hold Person Range: 180’ 

 Duration: 9 turns 

 
Humanoid creatures, no larger than an Ogre, must 
save vs. Spells or be paralyzed.  The spell may be cast 
at an individual or a group.  If used against a single 

target, that individual must make their save at a -2 
penalty.  If used against a group, the spell will affect 
1d4 individuals with no penalty to their saving throw. 
 

Guidance Range: 0’ 

 Duration: instant 

 
This miracle grants the cleric a singular sign in answer 
to his or her prayers.  The miraculous sign may 
manifest itself in any way the GM chooses, however it 
remains to the cleric to interpret the sign’s meaning.  
Unlike the Spell “Divination”, the sign created by 

Guidance manifests itself within 1d6 rounds of the 
cleric’s prayer. 
 

Purify Food and Water Range: 10’ 

 Duration: Instant 

All food and water within a 10’x10’ area, is 
miraculously purified, made edible, removed of any 
taint of poison, curse or rot.   
Disparate  

Level 3 Miracles 
 

Cast Out Range: 30’ 

 Duration: Instant 

 
The cleric may cast out 2d4 hit dice of spirits 
(aetherial undead, demons, etc.) possessing an 
individual or object.  The spirit’s strength is reduced 
by the number of Hit Dice the cleric has Cast Out.  
The effect is cumulative, so a partially ‘Cast Out’ 
spirit may be purged by successive use of Cast Out.  
The spirit that is Cast Out will attempt to flee, but may 

be compelled to enter an object blessed by a Cardinal 
that is worth 1,000 gold per hit die of the spirit. 
 

Cure Disease Range: 30’ 

 Duration: Permanent 

 

The Cleric performing this miracle is able to cure an 
individual or creature of any disease. 
 

Miraculous Meal Range: 0’ 

 Duration: Permanent 

 

The Cleric performing this miracle may divide his 
rations to miraculously create enough food to feed 4d6 
individuals per ration.  Rations created by this miracle 
may not be split for this purpose.  The Cleric must 
split rations until everyone present has been fed or he 
runs out of rations. 
 

Remove Curse Range: 0’ 

 Duration: Permanent 

 
This miracle lifts any curse placed on an individual. 

Intercession of a Venerated and 
Beatified Ancient 
There are, on incredibly rare occasion, instances when 
a powerful and beloved deceased patron of a church 
intercedes on behalf of a particularly faithful member 
of the congregation.  The person does not necessarily 
have to be a Cleric of the church, but must be someone 
who is a devout member of the faith, must have a 
particular veneration for the Beatified Ancient and 

must be in dire need.  If a person meets those 
requirements, the Beatified Ancient of the faith may 
intercede; the effects of this intercession should be 
unique to the situation, the individual and the 
character of the Ancient. 



Arms 
 

Equipment 

Weapons 
You are not limited to the weapons included in the list 
below.  The listed weapons are included to illustrate 

the type of damage caused by varying sizes and types 
of weapons.  There are light weapons (1d6 damage), 
medium weapons (1d8 damage) and heavy weapons 
(1d10).  All heavy weapons require two hands.  
Wizards may not cast spells using heavy weapons and 
Elves may not use heavy weapons at all.  Staffs are not 
considered heavy weapons; though they require two 
hands, Elves and Wizards may still cast spells while 

using them.  Miracles may be performed by Clerics 
regardless of what weapon they use. 
 
Ranged weapons, such as bows, require two hands 
may not be used with a shield.   
 
Light  

Small Sword 1d6     7gp 
Small Mace or Club 1d6  5gp 

Staff (wooden) 1d6    1gp 
Short bow 1d6   25gp  

       (5gp for 20 Arrows) 
 
Medium  

Sword 1d8    10gp 
Large Mace or Club 1d8  45gp 
Staff (metal) 1d8   15gp 

Long bow 1d8   40gp  
       (5gp for 20 Arrows) 

 
Heavy Melee 

Two Handed Sword 1d10  15gp 
Two Handed Axe 1d10   7gp 
Two handed Mace or Club 1d10  60gp 
Pole-arm* 1d10   10gp 

Crossbow 1d10   30gp  
          (10gp for 30 bolts) 

 
*:Note that certain Pole-arms may be treated as both 
blunt and bladed. 
 
+1 Dwarven weaponry costs x10 the base.  Custom 
enchanted weaponry for Wizards and Elves may cost 

substantially more to the individual commissioning the 
enchantment, but may only be sold at the same rate as 
Dwarven to anyone else, as it will only be attuned to 
the Elf or Wizard it was created for.   
 
+2 weaponry is so rare as to be considered priceless.  
It may not be bought on the open market, however 
private collectors and very wealthy individuals may 
buy or sell them.  These weapons should be suspect, as 

somewhere a Wizard or Elf Lord has poured a 

tremendous amount of energy into its creation, 
typically for personal use. 
 
+3 weaponry or greater tends to be legendary in 
nature.  It may be found, if it exists, but no one who 

owned such a thing would ever part with it willingly… 

Armor 
There are three types of Armor available.  
Additionally, Shields may be worn to grant an 

additional bonus to AC. 
 

Light armor: AC7 20gp 
Medium Armor: AC 5 40gp 
Heavy Armor: AC3 60gp 
Shield: -1 to AC 10gp 
 

+1 Dwarven armor costs x10 the base.  Custom 

enchanted armor for Elves may cost substantially 
more to the individual commissioning the 
enchantment, but may only be sold at the same rate as 
Dwarven to anyone else, as it will only be attuned to 
the Elf it was created for. 
 
+2 armor is so rare as to be considered priceless.  It 
may not be bought on the open market, however 

private collectors and very wealthy individuals may 
buy or sell them. This armor should be suspect, as 
somewhere a Wizard or Elf Lord has poured a 
tremendous amount of energy into its creation, 
typically for personal use. 
 
+3 armor or greater tends to be legendary in nature.  It 
may be found, if it exists, but no one who owned such 

a thing would ever part with it willingly… 
 

Magical Items 
Magic items are few and generally weak, for much of 
the knowledge and power required to create truly 
mighty wonders have been lost to the ages.  The 
Dwarves still forge magical weapons and armor with 
some regularity. Indeed, most magical weapons and 

armor in the world are of Dwarven make, though the 
Master Craftsdwarves keep their secrets closely 
guarded.  Powerful Magi and Elven Lords have also 
been known to still create magical items now and then, 
though these are often made for their personal use and 
rarely find their way into the hands of adventurers.   
 

Magic Weapons 
Most (99%) magic weapons are +1.   
 
There is a 1% chance that a magic weapon found is 
+2.  These will never be of Dwarven make.   
 

Ranged magic weapons are almost unheard of, as they 
may only be enchanted by Elves or Wizards. 
 
Unless a magic weapon was enchanted by, or 
specifically for, an Elf or Wizard, it will disrupt the 



magic abilities of the Elf or Wizard, who will be 
unable to cast spells so long as the weapon is in his or 
her possession.  Dwarven weapons will always disrupt 
an Elf or Wizard’s magic, as they are attuned to the 
Master Craftsdwarf who forged them. 

 
A very powerful Magus or Elf Lord may further 
enchant Weapons incrementally at a cost of 40,000 XP 
multiplied by the Weapon’s current enchantment. 
 

Magic Armor 
Most (99%) magic armor is +1 
There is a 1% chance that magic armor found is +2.  
These will never be of Dwarven make. 
Magic armor grants its bonus to all saving throws 
against magic. 
Magic shield bonuses stack with magic armor 

bonuses. 
Elves may not cast spells while wearing magic armor 
not created by or specifically for them. Dwarven 
armor will always disrupt an Elf’s magic, as it is 
attuned to the Master Craftsdwarf who forged it.  
Wizards may not cast spells while wearing armor, 
whether they enchanted them or not. 
 

A very powerful Magus or Elf Lord may further 
enchant Armor incrementally at a cost of 40,000 XP 
multiplied by the Armor’s current enchantment. 
 

Magic Rings & Amulets 
Magic Rings & Amulets are very rare and very 
powerful magic items which can only be created by a 
Magus or Elf Lord.   
 
99% of all rings and amulets found will be +1.  There 
is a 1% chance that a ring or amulet found is +2.  
More powerful items are rumored to exist, but even 

meeting someone who has seen such an object is 
almost unheard of. 

 
Stat Rings & Amulets give a bonus to a single Stat. 

 
Protection Rings & Amulets give a bonus to AC and 
to all saving throws. 

 
Individuals may wear two rings and one amulet.   

 
A very powerful Magus or Elf Lord may further 
enchant a Ring or Amulet incrementally at a cost of 
40,000 XP multiplied by the Ring or Amulet’s current 
enchantment.   
 

Other Magical Items 
Staves, wands, swords, rings, amulets, bottles, tables 
and chairs have all, at some point, been subjected to 
experimental magic throughout the ages.  There are 
items that may cast spells similar to those in the spell 
list, usually with a very limited number of uses, or 

more unique items crafted in the bygone ages by 

Ancient Magic.  The ability to create or recharge these 
items is lost to all but the most learned of sages and 
require tremendous power to enchant. These should be 
used sparingly, but may be placed in your game and 
tailored to the needs and situations fit for your story.   

Combat 

Initiative 
Order of combat is determined by initiative.  If one 
side surprises the other, that side will go first in 
combat as though they have won initiative.  If neither 

side is surprised, roll 1d6 to determine which side goes 
first.  Monsters will attack in order of fastest 
movement rate to slowest.  Players will attack in order 
of highest dexterity to lowest. 

Combat Sequence 
 
Combat occurs in the following sequence after 
initiative has been determined. 

 
1. Morale check 
2. Movement (simultaneous for the side) 
3. Missile Fire (Declare targets, roll in order of 

Dex descending.  Treat ties as simultaneous 
action.) 

4. Spells/Miracles (Declare targets, effects 
occur in order of Int + Wis descending. 

Treat ties as simultaneous action) 
5. Melee (Declare targets, attacks occur in 

order of Dex descending. Treat ties as 
simultaneous action.) 

 

Morale Check 
Morale Scores range from 2-12 and will be noted in a 
monster’s stats.  During combat, if a combatant dies or 
if half of a group of monsters is killed, monsters 
should make a morale check to see if they flee.  This is 
done by rolling 2d6.  If the results are greater than the 
monsters’ Morale, the monsters will flee.  Monsters 
who have made two successful morale checks will 

fight to the death. 
 

Movement & Melee 
Once an individual or monster attacks another 

individual or monster at close range, they are 
considered “in melee” until there are no opponents 
next to them (opponent killed or fled, or move out of 
melee). While in melee, individuals may not use 
ranged weapons.  Individuals engaged in melee may 
only move the next round at half speed, backing away 
from their opponent, or they will suffer a defensive 
penalty of +2 and be unable to subtract any shield 

bonus.  If the individual is not pursued and attacked 
immediately after moving away from opponents, that 



individual is no longer in melee, may move and use 
ranged attacks as normal. 

Killing Blows 
If an attacker rolls a natural 20, there is a chance that 
they deliver a killing blow.  To determine if an attack 
is a killing blow, roll for damage normally.  If three 
times the damage rolled is greater than or equal to an 
opponent’s remaining HP, the victim must save vs. 
Death or be killed instantly.  If three times the damage 

rolled is less than the opponent’s remaining HP or the 
victim successfully saves vs Death, the victim takes 
only the damage rolled as normal. 
 
Monster Reactions 

2 Immediate Attack 

3-5 Hostile, possible attack 

5-8 Uncertain, hesitant 

9-11 
No attack, Monster 

leaves. 

12 Curious or friendly 

 

Monster Attack Rating 
 

Monster Hit Dice To hit AC 0 

Up to 1 19 

1+ to  2 18 

2+ to 3 17 

3+ to 4 16 

4+ to 5 15 

5+ to 6 14 

6+ to 7 13 

7+ to 9 12 

9+ to 11 11 

11+ to 13 10 

13+ to 15 9 

15+ to 17 8 

17+ to 19 7 

19+ to 21 6 

21+ or More 5 

 
 
Experience Points 

Monster’s XP 

Monster’s HD XP Ability Bonus 

<1 5 1 

1 10 3 

1+ 15 4 

2 20 5 

2+ 25 10 

3 35 15 

3+ 50 25 

4 75 50 

4+ 125 75 

5 175 125 

5+ 225 175 

6 275 225 

6+ 350 300 

7 450 400 

8 650 550 

9-10+ 900 700 

11-12+ 1100 800 

13-16+ 1350 950 

17-20+ 2000 1150 

21 + * 2500 2000 

* For every HD over 21, add 250 XP to the base value 
and bonus. 
 
XP for Treasure 

Each character gains 1 XP per gold piece worth of 
treasure found.   
 

Bestiary 
HALLS allows you to use most simple stat-block 
format monsters in your game.  You, as the GM, are 

encouraged to create your own unique monsters as 
well as those from other systems.  The undead 
monsters contained in the section below are just a few 
examples of “different” takes on common fantasy 
foes. 
 

Undead 
Over the ages, magic has ebbed and flowed, being 

concentrated by powerful individuals and objects and 
released back into the world.  Some scholars propose 
that there were once magics specifically devoted to 
death and the animation of the dead, but this 
knowledge was lost long ago.  Most agree, however, 
that all magic derives from the same source of energy.  
Even without specific spells and rites still in use 
pertaining to the dead, magic has a way of seeping 

into and accumulating in the dark corners of the world.  
This magical ‘run-off’ seems to contribute to the 
creation of a wide variety of horrors that are an 
unfortunate part of the natural world. 
 
All undead are immune to Sleep and Cold damage. 

Lich 
MV: 90’ (30’) AC* HD 4** AT: 1 By Weapon ML:12 
 
Sometimes, when a powerful wizard dies surrounded 
by too much magical energy, that energy is able to 
sustain and preserve the wizard’s life force beyond 

death.   
 
If a Wizard dies of natural causes or by means that do 
not cause extensive damage to the body (such as 
trauma injuries) while he or she is wearing two rings 
and an amulet of at least +3 enchantment each, there is 
a 10% chance each month, for a full year, the Wizard 
will arise as a Lich. If the magic items are removed 

from body prior to interment, this chance is reduced to 
1%.  If the Wizard’s body does not arise as a Lich at 
the end of 1 year, it will never do so. 
 



Liches do not gain XP from treasure or adventuring, 
but gain 100 XP for each day they devote wholly to 
study and meditation.  Liches do not gain levels, but 
may use this XP for the enchantment of magical items. 
 

Early in their Lichdom, these wizards may exert a 
renewed zeal and enthusiasm for their craft and the 
potential for an eternity of learning, but their undead 
state will inevitably drive them insane as all living 
things will shun their company.  If the magic items 
they were wearing when they died were removed, the 
Lich will stop at nothing to retrieve them. 

Rotting Man 
MV: 120’ (40’) AC 3 (or armor) HD 3** AT: 2 By 
Weapon, 1d4 Burn. ML: 12 
 
Rotting Men are undead heroes who have the 

appearance of an eyeless rotting corpse.  Usually, 
these individuals failed in some very specific and 
critical task and have been doomed appropriately.  In 
undeath, Rotting Men have one task or objective that 
they must carry out for all eternity. 
 
Rotting Men have the appearance of intelligence, are 
usually honorable and honor bound to the criteria of 

their tasks and will not interfere unless interfered with.  
However, often their task involves guarding a specific 
place, object or passage, and they are known for 
issuing challenges in single combat for the right to 
access. 
 
Upon engaging in combat, Rotting Men will burst into 
flames.  Any successful melee or touch attack by or 

against a Rotting Man will trigger an attack roll for 
burn damage.  This attack roll ignores non-magical 
armor bonuses.   
 
Though Rotting Men are immune to Cold damage, any 
Cold effect will negate a Rotting Man’s burn attack 
for one round.  Rotting Men are Immune to fire. 
 
Rotting Men cannot be killed, however when defeated 

will honorably yield to the victor and his/her 
companions.  Any individual attacking a yielded 
Rotting Man must save vs. Death: if the save is 
successful, attacker loses half remaining HP; if the 
save is a failure, attacker is left at 1HP.  The Rotting 
Man will strike down and chastise the attacker’s lack 
of decorum. 
 

A Cleric may free a Rotting Man from his fate with a 
Remove Curse. 

Shadow People 
MV: 240’ (80’) AC 0 HD2** AT: 1 , By Object 

Thrown, Touch (energy drain) ML: 12 
Shadow people are like ghosts in many ways, however 
their form is only manifest in humanoid shadow 
shapes.  The distinction is a subject of some debate, 
and while some shadow people have been associated 

with specific dead souls, many others cannot be and 
may never have been human to begin with.   
 
Shadow People are always malevolent.  Their aetherial 
quality makes them very difficult to spot and to hit. 

 
Shadow People will not immediately attack intruders, 
but will resort to locking doors and extinguishing 
lights, attempting to frighten others away.  Shadow 
People attack by throwing objects of various sizes or 
by touching an individual.  A Shadow Person’s touch 
does no damage, but does 5,000 XP Energy Drain. 
 

Shadow People are immune to non-magical weapons 
and are unaffected by Wizard/Elf spells except for 
Dispel Magic, which causes 2d8 damage to a Shadow 
Person. 


