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OGL

This book is published under the Open Game License version 1.0a by 
permission of Wizards of the Coast, Inc. The Open Game Content appearing 
in this book is derived from the System Reference Document v 3.0, copyright 
2000 Wizards of the Coast, Inc.

Designation of Open Game Content: The following is designated Open 
Game Content: the text appearing in the following sections and subsections: 
pages 14-29. Also, the following open game content related words, phrases, 
and abbreviations wherever they appear: Strength (Str), Dexterity (Dex), 
Constitution (Con), Intelligence (Int), Wisdom (Wis), Charisma (Cha), Class, 
Fighter, Ranger, Rogue, Assassin, Barbarian, Monk, Wizard, Illusionist, Cleric, 
Druid, Knight, Bard, Paladin, Race, Demi-human, Dwarf, Elf, Gnome, Half-Elf, 
Halfling, Half-Orc, Hit Dice (HD), Hit Points (HP), Alignment, Lawful Good 
(LG), Lawful Neutral (LN), Lawful Evil (LE), Neutral (N), Neutral Good (NG), 
Neutral Evil (NE), Chaotic Good (CG), Chaotic Neutral (CN), Chaotic Evil 
(CE), Level, “to hit”, Damage, Experience Point, Saving Throw, Player Character 
(PC), Non-player Character (NPC), Turn Undead, Spell, Arcane, Divine, Magic, 
Spell Resistance, Item, Equipment, Armor, Weapon, Potion, Rod, Staff, Wand, 
Scroll, Ring, Wondrous Item, Artifact, Cursed,d4, d6, d8, d10, d12, d20, d%, 
round, and turn.

Designation of Product Identity: Product identity is not Open Game Content. 
The following is designated as product identity pursuant to OGL v1.0a(1)(e) and 
(7): (A) product and product line names and other names, including Castles & 
Crusades, C&C, Castle Keeper (CK), Castles & Crusades: Player’s Handbook, 
Castles & Crusades: Monsters and Treasures, Castles & Crusades: Castle Keeper’s 
Guide, Towers of Adventure (B) logos, identifying marks, and trade dress; (C) all 
artwork, logos, symbols, graphic designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual representations; 
(D) logos and trademarks, including Castles & Crusades, Castle Keeper, SIEGE 
engine, and Troll Lord Games, any and all logos, identifying marks and trade 
dress, or 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; (E) all content not specifically designated above to include 
the story, storylines, plots, thematic elements, dialogue, incidents, all descriptive 
text and explanatory text, language, depictions, likenesses, concepts, world and 
campaign descriptions, all tables, table content, proper names of the characters, 
creatures, groups, spells, enchantments, personalities, teams, personas, likenesses, 
skills, items, deities, and special abilities other than those designated as open 
game content above, as well as places, locations, settings, and environments and 
their descriptions and other accompanying text.

© 2010 Troll Lord Games. All Rights Reserved. Castles & Crusades ® 
is a Registered Trademark of Troll Lord Games. All Rights Reserved. C&C, 
Castle Keeper, SEIGE engine, Troll Lord Games, and the Castles & Crusades, 
SEIGE engine, and Troll Lord Games logos are Trademark of  Troll Lord 
Games. All Rights Reserved. All Art Copyright to the respective artists. 
All Rights Reserved.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)”Derivative Material” 
means copyrighted material including derivative works and translations 
(including into other computer languages), potation, modification, correction, 
addition, extension, upgrade, improvement, compilation, abridgment or other 
form in which an existing work may be recast, transformed or adapted; (c) 
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly 
display, transmit or otherwise distribute; (d)”Open Game Content” means 
the game mechanic and includes the methods, procedures, processes and 
routines to the extent such content does not embody the Product Identity 

and is an enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means any work 
covered by this License, including translations and derivative works under 
copyright law, but specifically excludes Product Identity. (e) “Product Identity” 
means product and product line names, logos and identifying marks including 
trade dress; artifacts; creatures characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, symbols, designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, photographic and 
other visual or audio representations; names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic designs; and any other 
trademark or registered trademark clearly identified as Product identity by the 
owner of the Product Identity, and which specifically excludes the Open Game 
Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs 
that are used by a Contributor to identify itself or its products or the associated 
products contributed to the Open Game License by the Contributor (g) “Use”, 
“Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate 
and otherwise create Derivative Material of Open Game Content. (h) “You” or 
“Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice to any 
Open Game Content that you Use. No terms may be added to or subtracted 
from this License except as described by the License itself. No other terms 
or conditions may be applied to any Open Game Content distributed using 
this License.

3.Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, 
the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive 
license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient rights to 
grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright date, and 
the copyright holder’s name to the COPYRIGHT NOTICE of any original 
Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work 
containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does not 
constitute a challenge to the ownership of that Product Identity. The owner 
of any Product Identity used in Open Game Content shall retain all rights, 
title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate 
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of this 

License to copy, modify and distribute any Open Game Content originally 
distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the 
terms of this License with respect to some or all of the Open Game Content 
due to statute, judicial order, or governmental regulation then You may not Use 
any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall survive the termination 
of this License.

14 Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent necessary 
to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000, Wizards of the 
Coast, Inc; Authors Jonathan Tweet, Monte Cook, Skip Williams, 
based on original material by E. Gary Gygax and Dave Arneson. 

 Castles & Crusades:  Players Handbook, Copyright 2004, Troll 
Lord Games; Authors Davis Chenault and Mac Golden. 

 Castles & Crusades:  Players Handbook, 2nd printing, Copyright 
2006, Troll Lord Games; Authors Davis Chenault and Mac Golden. 

 Castles & Crusades: Players Handbook, 3rd printing, Copyright 
2007, Troll Lord Games; Authors Davis Chenault and Mac Golden. 

 Castles & Crusades: Players Handbook, 4th printing, Copyright 
2009, Troll Lord Games; Authors Davis Chenault and Mac Golden. 

 Castles & Crusades: Monsters & Treasure, Copyright 2005, Troll 
Lord Games; Authors Robert Doyel and Stephen Chenault.

 Castles & Crusades: Monsters & Treasure, 2nd printing, 
Copyright 2007, Troll Lord Games; Authors Robert Doyel and 
Stephen Chenault.

Castles & Crusades: Monsters & Treasure, 3rd printing, 
Copyright 2009, Troll Lord Games; Authors Robert Doyel and 
Stephen Chenault.

Castles & Crusades Castle Keepers Guide, Copyright 2010, Troll 
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THE RULES WE LIVE BY 
“The rules we live by.” I have ended the title of this preface in a 
preposition; this is both appropriate and intentional. One can make 
the honest claim that, grammatically speaking, the title is incorrect; 
a preposition dangles at its end. That is a rule that most of us learn in 
school. Written correctly, or so our schooling teaches us, the phrase 
should read, “The Rules by which We Live.” Do not end a sentence with 
a preposition. This is a rule by which we live or one, so they tell us, that 
we should live by. Rules govern our language. However, there is another 
way of looking at that rule, and many rules. The great English Prime 
Minister, Sir Winston Churchill, put it best; in a comment regarding 
the rule on prepositions and their placement at the end of a sentence he 
said simply, “That is nonsense up with which I shall not put.”

Treat the rules presented in the Castles & Crusades Players Handbook 
and the Castle & Crusades Monsters and Treasure in the same manner 
Churchill treated prepositions. The bugbears of grammatical formality 
and adherence to those ever evolving rules swirling about the usage of 
our language, often do little more than produce stilted phraseology and a 
monotonous dialogue little capable of conveying what the writer wishes 
to express. The point is, don’t allow the rules presented in our books to 
become roadblocks on your path to fun and adventure.  In the context of 
your storyline or adventure or the events occurring on the ground, should 
you need to change, ignore, or amend the rules, YOU SHOULD.  Don’t 
allow the rules to get in the way of telling a good story.

Castles & Crusades is a role-playing game designed to allow for the 
interactive telling of an adventure. In order for that adventure to occur, two 
events must take place. The Castle Keeper must design an adventure; the 
players must overcome that adventure’s challenges. The adventure can end 
in disaster, or even go uncompleted; yet still everyone can have some fun 
and enjoy themselves. It’s playing through the story that is the fun part; that 
is the genius of role-playing games, they allow you to play through a story 
you write. Like no other game, RPGs in general, and Castles & Crusades in 
particular, allow us to spin yarns of wild abandon and live out those yarns in 
the safety and comfort of the real world. 

As such, it is important to ignore the rules on occasion, all in order 
to ensure the adventure goes forward. Consider that an elaborate 
adventure, with a lot of action and excitement, causes the players 
to move in one direction. They are excited and ready to go forward, 
extending the night’s play by another two hours just to follow through 
with what they have begun. Let’s say that technically, the players 
have found themselves in a situation in which the entire adventure’s 
continuance depends on one roll of the die by one character: a tracking 
check to follow a creature to its lair, a successful find secret door check, 
a successful pick pocket check etc. Suddenly you have a whole lot of fun 
sitting on the needle of a whole lot of luck.

It seems that having an entire game come down to one of these moments 
is somewhat ludicrous. To keep the adventure proceeding, the above must 
always be successful. But how does one do that? Actually, its fairly simple 
and one need not bend or ignore a rule, but rather simply modify the 
situation under which it occurs. Instead have the creature leave an obvious 
trail, leave the trunk unlocked and the secret door just a little ajar.

Take, for example, a pet peeve of mine - tracking. Many players like for 
their characters to be able to track. Ok. I can understand that the ability 
to track sounds really cool. Aragorn could track, frontiersmen could 
track, the Ojibiway warrior could track, and Conan could track. A lot 
of heroes can track. Tracking can come in handy in the game. Should 
the party of a character need to locate a creature or person who has just 
escaped into the woods, why they can track them down and find them. 
This makes tracking seem like a very important aspect to the game or to 
a character’s ability to pursue an adventure or some such.

But is it? Not really. Let us say that I have designed an adventure 
wherein the characters have to pursue, capture, and bring someone 
to justice. A tracker would seem to be a necessary augmentation to 

the game. That is not really the case though. Should I have designed 
such an adventure, why surely I would have devised several methods 
whereby the party could give chase and have the chance of finding the 
villain without it being dependent solely upon one roll of the die by 
a character who can track. If the tracking check or the chasing were 
dependent upon the ranger successfully tracking and the tracking roll 
failed, the adventure is over. Move on to the next target. Surely there 
must be another method or manner?

In Castles & Crusades, there is. That other method lies with you, the 
Castle Keeper. It lies in your imagination; even more it lies in the 
imagination of the players. The need of a tracking limits everyone to the 
outcome of the roll; using your imagination to expand the game does not; 
it opens up a whole vista of opportunity.

Rules do not guide you; they govern your actions; rules limit your ability to play.

What I am saying is that the ability to track, ultimately, should not be 
that important to the game. It may allow the Castle Keeper to convey 
information to the party they might otherwise not have been able to 
glean; but that is only useful in a limited context. The point is that 
the Castle Keeper must convey the story irrespective of the presence or 
absence of the rules; limiting oneself to the rules, restricts the possibilities. 
In a too strict adherence to the rules, the Castle Keeper restricts his own 
ability to plan for the adventure, to allow for outside occurrences, new 
ideas, or original approaches that the players may present. Ultimately, the 
adventure must have several pathways whereby the characters attain the 
ultimate goal.  As such, the ability to track is just one of many methods to 
convey information to the characters and to propel the story forward. 

Despite all that, you are holding in your hands a book of rules. Keep them 
in context.

Shall we begin?
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INTRODUCTION 
The Siege Engine is the foundation. It is the fundamental mechanic that 
drives the Castles & Crusades role-playing game. It allows Castle Keepers, 
the game master, to adjudicate any occurrence in the game fairly, quickly, 
and easily. However, though it is the core of the C&C game, the Siege 
Engine does not supply the Castle Keeper or the player with every tool 
necessary to run a smooth, fast, and thereby fun role-playing game. There 
are elements missing, simple things such as interaction with NPCs. The 
Siege Engine provides the tool to settle any interaction that a player 
character (PC) may have with a non-player character (NPC), but it 
cannot supply all the extenuating circumstances that might influence 
the outcome that the Siege Engine must inevitably produce. This is the 
responsibility of the Castle Keeper. Governing these circumstances are the 
minutiae that make up any role-playing game, but in a rules-light game 
like C&C, they are far more important, for in the absence of regulations, 
it is the CK who must provide guidance. 

These extenuating circumstances are the very particulars that often make 
or break a game; knowledge of them, whatever they may be, is often 
required of the CK, but with no base line to act from the CK must fall 
back upon their own devices. Though relying upon one’s imagination to 
create a framework to explain such extenuations is not necessarily a bad 
thing, it is problematical in that it causes unnecessary delays in the play of 
the game. Something as simple as an NPC’s loyalty to a character, based 
upon time served, awards received, and treatment, is something that can 
seriously interrupt a game’s flow, slowing it as beleaguered CKs wrestle 
out their own set of guidelines and rules.

This is where the Castle Keeper’s Guide comes into play. The book 
includes a host of material for the long-term player as well as the CK. It 
also includes a wide framework from which CKs can build their games. 
The Castle Keeper’s Guide provides the CK and the player with a host 
of new tools for their use, tools designed to enhance play, not hinder it; 
designed to be malleable from table to table. The book’s evolution has 
been a natural expansion of its original intent, a book designed to teach 
new players how to turn a successful game into something greater. While 
maintaining the original concept, the book’s conception has grown. 
Forces, both internal within the TLG offices, and external, upon the 
manifold tables where gamers are nightly hacking out adventures, have 
given the book this far greater scope. 

DECONSTRUCTING THE CASTLE KEEPER’S GUIDE 

In order to understand what the CKG offers and how to best use it, it is 
necessary to understand the how the book is structured. Essentially, the 
CKG consists of three distinct parts: Expanded Play, Adding Depth, and 
Optional Rules. 

Expanded Play focuses on the game in general, being flush with expanded 
material for the characters and Castle Keeper. No rule contained in this 
section is necessary to play Castles & Crusades, though it may add depth 
to your game play by expanding upon rules and aspects of gaming not 
detailed in the Castles & Crusades Player’s Handbook. 
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Adding Depth’s primary focus is on the dynamics of a role-playing game 
and how to flesh out the game through adding depth to the adventures, 
the settings, plots, and the host of accoutrements CKs may find useful. 
Though written for the Castle Keeper, players may find information 
contained in Adding Depth useful. 

Optional Rules contains optional rules for playing C&C. These rules 
are not necessary to play C&C but offer something many players 
like, options and more detail. Section three presents several options 
for reaching any one goal; this specific approach discourages gamers 
from becoming overly reliant on rules and developing a “canonical” or 
“purist” approach to C&C. It also facilitates the creation of consistent 
home rules through a greater understanding of the rules and the impact 
modifying and expanding them has on the game.

Each chapter of the Castle Keeper’s Guide explores new avenues to solve 
old problems, supplies frameworks for the CK and player, and adds 
optional rules for all modes of play. Many of these rules are new and 
add a whole new layer, or several layers, of structure to a game whose 
true value lies in its rules-light approach to role-playing problems. In 
order to mitigate the potential for rule-clusters to overbear situational 
circumstances within a game properly governed from the hip by the CK, 
the Castle Keepers Guide takes an unusual approach. Where applicable 
the CKG presents several different types of rules to expand the game. 
These options are very generally broken down into three categories: 
role playing, rules light, and the tyranny of rules. For instance, skills; in 
Chapter 18, several systems of skills are presented to the table. The first is 
a simple approach of role-playing out new skills characters might acquire 
and how to balance them with the game. The second is a simple list of 
skills that one might acquire with very simple explanations of what they 
offer to the player, leaving the bulk of it to the CK. In the tyranny is a 
more complex, interactive set of skills that players can earn or choose for 
the characters that come with a full set of situational modifiers. 

The rules for Castles & Crusades were intentionally designed to be 
malleable. Those playing the game should find that creating rules 
or bringing in rules from other games is not only possible, but also 
actually fairly easy. This allows players to make the game ‘theirs.’ 
The game of Castles & Crusades is like a machine that its user can 
constantly tinker with in order to create an engine more suited to 
the architect’s needs and tastes. The final game-rules for Castles & 
Crusades should come from those playing it, not those creating it. 
None of the three options for adding skills to your game inhibits the 
ability to do just that. CKs and players must decide which to use, if 
any, and how to use them. There are no official skills in Castles & 
Crusades. There are only several optional rules systems from which 
to choose. Several chapters, though not all, of the Castle Keeper’s 
Guide mimic this approach. It is your game, and you must choose 
which best fits at your table. This approach preserves the adaptable 
nature of the C&C rules. 

The Castle Keeper’s Guide frequently references styles of play. They are 
broken down in three general types: gritty, classic, and epic. Very loosely, 
gritty role-playing consists of games that offer little in the way of player 
aid. The mortality rate is high, magic plays a smaller role in the outcome 
of events, and chance determines outcome as often as skill. Character 
death comes hard and fast in gritty games. The average is normal, the 
extraordinary is rare. Attribute modification is tightened up so that 
achieving great events is all the more difficult. Classic role playing offers 
more in the way of fantastic, reflected in the standard C&C rules of 
attribute modification. Here chance plays a smaller role and long shots 
enter the realm of very possible. These games enroll the entire standard 
fantasy role-paying fare. The final approach, the epic, expands upon the 
attribute modification, exploring the realms of heroes. Here players can 
attempt and routinely achieve deeds of surpassing valor. The expanded 
scope of the possible defines epic games.

VERBIAGE
Throughout the CKG references are made to wizards and illusionists, 
where they are combined, the word magic user is used. This is not a throw 
back to other versions of older fantasy role-playing games, but rather a 
common usage to lump those two classes together and stop the too often 
needed reference to wizards and illusionists. 

THE SIEGE ENGINE

Knowledge of the Siege Engine and how it works is necessary in order to 
play Castles & Crusades. Its elegance of form, however, makes it simple 
to understand and easy to adjudicate. The Castles & Crusades Players 
Handbook presents and explains the Siege Engine in-depth. A recitation 
of those of those rules would only be redundant in this tome. However, 
as a simple refresher, we’ve copied the brief player’s introduction to the 
Siege Engine from the Players Handbook here. 

Almost all non-combat actions in Castles & Crusades for which the 
Castle Keeper deems a roll is necessary to determine success or failure are 
resolved by an attribute check. Every check has an associated attribute. 
Whenever making one of these checks, the player rolls a d20. Attribute 
and level modifiers are added to this roll, if applicable. If the result is 
equal to or greater than a number generated by the Castle Keeper, called 
the challenge class, then the attribute check is successful. 

The challenge class is a number generated by the Castle Keeper that 
represents the degree of difficulty for performing that action. The 
challenge class is generated in two steps. The first is ascertaining the 
challenge base. This is determined by whether or not the associated 
attribute is a primary or secondary one. If the associated attribute is 
a primary attribute, the challenge base is 12, and if it is a secondary 
attribute, the challenge base is 18. Next, the Castle Keeper adds or 
subtracts the challenge level to the challenge class. The challenge level 
represents the degree of difficulty the Castle Keeper believes appropriate 
for the action being taken. This usually ranges between 0 and 10, but can 
go higher. The sum total is the challenge class, and the player must roll 
higher than or equal to that to successfully perform the action.

TYRANNY OF THE RULES 

The Castle Keepers Guide is a book that presents the C&C player with a 
host of new rules and options for their games. In some respects it simply 
builds upon existing structures, making them more useful and playable, 
while offering no real impact upon the way a CK runs a game or what 
is allowed. These options simply expand the working knowledge of the 
game. In other cases the impact these rules carry can be staggering. 
Though they cannot change the nature of the Siege Engine, they can 
change the nature of the game you want to run. Take caution while 
expanding your game with new rules and options. The more rules that 
you add to your game, the more clarity it gains, but the more freedom of 
action you lose. 

That aside, the CKG offers a wonderful array of quickly accessible charts 
and tables that allow CKs to rapidly resolve simple problems, players 
to expand their characters into high levels and with new equipment, 
treasure, and possibilities. It all begins with Chapter One and the 
character attributes.
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TABLE 1.1 STANDARD 
ATTRIBUTE MODIFIERS  

2-3 -3

4-5 -2

6-8 -1

9-12 0

13-15 +1

16-17 +2

18-19 +3

The attribute modifiers reflect a depressed bell curve such that the truly 
extraordinary modifiers remain extraordinary and the averages fall on the 
low end of the modification scale. Some CKs may desire a wider scope of 
modifiers. If Castles Keepers desire to change the attribute modifiers, the 
following methods are suggested.

Castles Keepers wanting to adjust the game’s power dynamic without 
affecting the overall Siege Engine might seek to alter the attribute 
modifiers. Used in tandem with changes in the attribute-generation 
system, however, the overall change in a character’s power can be 
dramatic. By increasing the average attribute score and increasing the 
average bonus for an attribute score, one quickly increases the average 
chance of an action’s success. The change can be as high as 10% at 1st 
level, which is quite a shift in the game’s dynamic. 

NOTE: Castle Keepers should be cautious when changing the attribute 
modifiers, as this can impact the game directly, offsetting the mechanics of 
monsters, treasure, traps, and other components of the game. 

As with the attribute-generation system, carefully consider the impact 
any changes may have on play. How difficult should it be to successfully 
complete an action? The higher the average attribute modifier, the easier 
it becomes to complete actions successfully. The standard C&C approach 
is that a +3/-3 is the furthest and rarest deviation form the norm. By 
creating a bell curve and expressing that power as associated with only 
one attainable attribute, we have kept what is a 20% bonus fairly rare.

ALTERNATIVE METHODS FOR ADJUSTING ATTRIBUTE MODIFIERS  
For those wishing to ratchet up the power dynamic, consider using the 
below-listed modification methods for the desired game style.

EPIC: For epic games, consider using Method Two below. This method 
significantly increases the characters’ power and gives them the ability to 
defeat powerful monsters at lower levels, which, in turn, requires the CK 
ramp up the game’s challenges more quickly, as well.

CLASSIC: The standard fantasy setting is best suited for the standard C&C 
attribute-modification rules. However, Method One is also an option that 
only incrementally increases a character’s power, reducing the chances 
for death and increasing the power of the encounters accordingly.

GRITTY: The preferred method for low fantasy is the standard C&C attribute 
modification. This method maintains the average and the extraordinary. On 
the other hand, because low fantasy has a gritty feel to it and the range of 
challenges can be great, giving the characters a rare but definite edge can 
greatly increase excitement at the game table. Considering this, Method 
Three would be an optimal choice.

METHOD ONE: This is a standard approach such that no bell curve exists. 
There is little apparent appreciable difference between this method and 
the standard method, but close examination reveals the character’s 
power is potentially increased.

TABLE 1.2 ATTRIBUTE 
MODIFIERS M1  
3-4 -3

5-6 -2

7-8 -1

9-12 0

13-14 +1

15-16 +2

17-18 +3

METHOD TWO:  This method mimics the bell curve, but increases the 
character’s range of modification, potentially making the character much 
more powerful than the standard C&C character. 

TABLE 1.3 ATTRIBUTE 
MODIFIERS M2  
3 -4

4 -3

5-6 -2

7-8 -1

9-12 0

13-14 +1

15-16 +2

17 +3

18 +4

METHOD THREE: This method increases the character’s power while having a 
standard attribute modification approach and no bell curve, and it manages 
to keep the extraordinary (the +4) extraordinary.

TABLE 1.4 ATTRIBUTE 
MODIFIERS M3  
2-3 -4

4-5 -3

6-7 -2

8-9 -1

10-11 0

12-13 +1

14-15 +2

16-17 +3

18-19 +4

ATTRIBUTES & CHARACTER AGE  

Castles & Crusades assumes characters begin their adventuring careers 
as young adults or adults. A character’s age affects his attribute scores. 
With youth, physical attributes wax; with age, they begin to wane, while 
mental ones become more acute, burgeoning with a lifetime’s worth of 
experience. When characters reach venerable age, however, their bodies, 
both mentally and physically, begin to deteriorate as their inevitable 
march toward death encroaches ever closer.

Attribute modifiers for character age are included in the racial section 
on page 30.
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Space ability when using the shield. It does not add any extra attacks if 
the fighter is using Combat Dominance.

STRENGTH BONUS: At 15TH LEVEL, the fighter gains one point of strength. 
The fighter’s long use of armor and weapons and his combat experience 
increase his strength by 1 point. 

COMBAT DOMINANCE: At 16TH LEVEL, this ability extends to all 2-HD 
creatures; at 20TH LEVEL, it extends to all 3-HD creatures, and at 24TH 

LEVEL, to all 4-HD creatures.

ATTRIBUTE BONUS: At 19TH LEVEL, the fighter gains either 1 point in 
strength or dexterity. 

TABLE 1.8 FIGHTER CLASS INFORMATION  
LEVEL HD BTH EPP

13 +4 +13 1,250,001

14 +4 +14 1,500,001

15 +4 +15 1,750,001

16 +4 +16 2,000,001

17 +4 +17 2,250,001

18 +4 +18 2,500,001

19 +4 +19 2,750,001

20 +2 +20 3,000,001

21 +2 +20 3,250,001

22 +2 +20 3,500,001

23 +2 +20 3,750,001

24 +2 +20 4,000,001

RANGER  

Understanding the wilderness is a constantly evolving skill. The ranger’s 
ability to etch a living out of even the most inhospitable environments, 
find paths through strange country, and to pursue an enemy with deadly 
intent all continue to grow with experience. A ranger’s high-level abilities 
reflect this deepening knowledge. The ranger’s combat skills do not grow 
as rapidly at these levels, for the ranger’s true gifts lie in his wilderness 
abilities.

ABILITIES  
FIND PASSAGE: At 13TH LEVEL, the rangers’ wilderness skills allow them 
to find the least obstructed method of moving through an environment. 
This does not equate to finding secret passages or even paths. Find 
passage allows rangers to examine their environment, and through 
their knowledge of the natural order of things, find the easiest 
way forward. Find passage allows rangers to halve any movement 
penalties existing for any terrain. This ability also applies to their 
climbing ability. In order to use this ability, rangers must have some 
experience in the terrain, and the terrain itself must be terrestrial. 
Anyone traveling with the ranger can follow the way, but not as 
skillfully; their penalties are reduced by one-fourth the normal penalty.

FAVORED ENEMY: At 13TH LEVEL, the to-hit and damage rolls against the 
ranger’s favored enemy increase to +3/+3. Furthermore, at 20TH LEVEL, 
rangers can intimidate their favored enemies with a successful charisma 
check; successfully intimidated enemies become disconcerted while 
battling the ranger, suffering a -2 penalty to all to-hit, damage, and 
attribute check rolls. Rangers cannot intimidate more than 15 favored 
enemies at a time.

EXPERT TRAPPER: At 13TH LEVEL the ranger’s ability to spot traps increases 
to a +3 bonus. Furthermore, the ranger can create traps that cause 2d4 

points of damage and can trap or ensnare large animals. At 18TH LEVEL, 
this ability increases to a +4 bonus to detect traps and 3d4 points of trap 
damage; at 24TH LEVEL, it increases to a +6 bonus to detect traps and 
4d4 points of trap damage. Rangers can only detect traps in wilderness 
environments, and they cannot detect magical traps.

SURVIVAL INSTINCTS: At 15TH LEVEL, the ranger becomes more in tune 
with his environment, developing a sixth sense for danger. The ranger 
can sense if something is wrong, but may not be able to pinpoint the exact 
nature of the danger. An errant smell, an overturned leaf, or an unnatural 
quiet all might alert experienced rangers to danger, making it increasingly 
difficult to surprise them. They receive a +2 to their wisdom check when 
making a surprise check. This ability increases by one point for every two 
levels thereafter (+3 at 17TH LEVEL, +4 at 19TH LEVEL, etc.). 

STRENGTH BONUS: At 15TH LEVEL, the ranger gains one point of strength. 
The ranger’s long journeys of hardship in the wilderness and exposure to 
the elements increase his strength by 1 point. 

ADVANCED TRACKING: At 17TH LEVEL, a ranger’s tracking skills surpass 
even those of many animals. Once rangers find a trail with a successful 
track check, their knowledge of tracking is such that they can determine 
accurately the number in the party they are tracking, the make-up of 
the party (warband, hunting party, etc.), whether they are well or lightly 
armed, their speed, and their habits(what and how often they eat, etc.). 
Rangers can determine whether tracked beings belong to one of the 
following categories: beast, fey, giant, humanoid, plant, vermin, or other 
(aberration, construct, dragon, elemental, magical beast, ooze, outsider, 
shapechanger, or undead).

EXAMPLE: With a successful track check, Borien, the 18th-level ranger, 
determines he is pursuing 11 foes; four ride on unshod light ponies, and 
seven travel on foot; one of the ponies is lame, lagging behind the others. 
Those on foot wear light armor, and two carry pole-arms. The group rests 
infrequently, and they cover vast distances in short spells of time. They are 
eating lightly, and they stop to water whenever they have the chance. 

Furthermore, the ranger can anticipate the movement of those he tracks. 
Most animals and humans are predictable in their habits, and recognition 
of those habituations enables the ranger to figure out where foes may be 
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heading or what they are planning. The ranger has a chance of predicting 
his foes’ preferred direction of travel from point “A” to point “B.” In 
this case, if the ranger has successfully tracked, he must make a second 
successful track check (+1 only and +1 per level thereafter) to determine 
the enemies’ correct path. Furthermore, the ranger, knowing his foes’ 
habits, can even predict their eventual destination. The destination has 
to be knowable to the ranger, meaning he must know the area and its 
possible destinations points based upon the method, direction, and speed 
of the party’s travel. A successful wisdom check (normal) after the above 
indicates the ranger has surmised his foes’ chosen destination.

NOTE: The Castle Keeper might desire to make this check behind the 
screen so the player does not know if his character successfully deduced 
the travelers’ destination.  

EXAMPLE: The ranger Rutifix has chosen lycanthropes as his favored 
enemy. Rutifix has been fighting them for some time and knows their 
habits really well. When he picks up the tracks of one in a rural agricultural 
community, he tries to guess the direction the lycanthrope travels. He 
successfully guesses the direction. The ranger knows three thorps, each 
with their own distinctive flavor, lie in that direction. The lycanthrope, 
being hungry, headed to one of the villages. With a successful wisdom 
check, the ranger picks the correct village—but Rutifix will not know he 
was successful until he arrives to find the lycanthrope.

TRACKING 

Following one’s opponent into the wilderness, through a dungeon, or even 
through the tangled streets of a dirty town is one of the constants in Castles 
& Crusades. The ranger is a past master at it, but others may attempt it from 
time to time, not fully understanding that tracking is a skill that takes years 
to learn and real experience to perfect. We’ve all heard the ranger shout 
“don’t trample the area until I track,” but tracking goes far beyond keeping 
the trail pure. It is not simply looking in the dirt to see if the tracks of some 
beast blaze the trail in one direction or the other.  Rather, it is a science that 
involves gathering and interpreting mountains of information. 

The skilled tracker knows when to track; this goes beyond knowing that 
it is easiest to track in the light snow or after a rain.  They also know that 
tracking in the early morning dew yields the best results as an animal’s 
spore is more noticeable then than in the late afternoon. Experience 
teaches them about the terrain; it tells them how the terrain looks before 
ever a creature crosses it — does the bark on the tree flake naturally, or 
does the flakes of bark on the ground denote that a beast of a certain 
height passed recently? They learn, as well, about the spores of hosts of 
beasts, how many toes they have, if they are clawed or not, how long their 
stride is, if they move fast or slow; they know that most creatures, when 
wounded, travel downhill, rarely going uphill. 

Bringing tracking into the game can be fun and challenging. The more 
detail that the CK places in the actual encounter, or through the use of 
the character’s skill, the more realistic and gripping it can become. Below 
are items of detail that the CK may want to use when describing the trail 
the ranger follows. Furthermore, a more detailed understanding of what 
the challenge level of any particular situation is can often be very helpful. 

Take note that too much detail, and laboring over it for too long, may bring 
the focus of the game away from hunting and into a more esoteric discussion 
of tracking; keeping the actual text and descriptions brief is the best way.

THE TRACKING STICK: Many skilled rangers carry tracking sticks, small 
measuring devices with marks on them so they can determine the stride of 
an animal. This helps them when they lose a trail, as they can determine 
from the creature’s stride, where the next track most likely landed and 
guides them where to look. Any ranger using a tracking stick gains a +1 
on their ability check for the first track check after losing a trail. 

To determine the success of a tracking check, the ranger makes a normal 
track check; however, the following circumstances influence the outcome. 

Any non-ranger making a tracking check suffers an automatic -10 
penalty to any dice role. 

ITEMS OF NOTE 
Rangers look for particular signs when tracking.  These range from 
scattered water, to scat, and even to the reflection of grass in the 
afternoon sun. Below is a sampling of tracking signs that rangers may find 
and would definitely take note of. 

LARGE SIGN

Large sign represents easily noticed marks or signs of passage; where 
creatures usually walk or hunt, feed or drink. 

TRAILS: Areas that see high traffic for one type of creature, usually going 
to feeding area or water. 

RUNS: A normal area of traffic, usually to a favorite feeding ground or water.

PUSHDOWNS: An area of brush that is broken and crushed, usually going 
off trail and represent where a creature fled.

EAT-THROUGH: Where a creature begins eating at the beginning of an 
area, such as a berry patch, and eats straight through the patch, moving 
on afterward.

BED/DEN: An area in thick brush that shows signs of constant use.

MEDIUM SIGN 

These are less noticeable signs of passage such as a damaged tree, hair, 
claw marks, chewing and similar instances. These signs are where a 
greater understanding of tracking and what to look for mark the ranger 
as the true tracker.

RUBBING: These marks are small signs left on the sides of trees and rocks 
that denote where a creature passed and rubbed off the normal bark, dust, 
or film left on the item in question.

CHEWING: The way an animal chews at a tree or in the dirt marks what 
it is doing and what it is. A clean cut in the bark notes incisors, usually 
a rodent. Serrated edges are animals that pull on the grass or leaves, 
breaking them apart rather than cutting them. No particular order in the 
bite marks denotes a predator chewing up something for minerals within 
or marking its territory. A clean break denotes plant life that has been 
broken not chewed at all.

BREAKING: This marks where an animal has passed, breaking small limbs, grass 
blades, knocking of bark, or any similar disturbance of the trail.

SMALL SIGN 

Small sign denotes tiny depressions in the earth, or disturbed dust. These 
signs are only noticeable by a skilled ranger.

DUST: A fine layer of dust settled on plant or rock that has been disturbed 
may give a ranger a sign even though no track exists. The dust settles once 
it is disturbed in the original creature’s passing. The dust is not in the track 
itself, and the ranger determines where the track is by where the dust is not.

SCAT 

Almost all creatures leave signs of their passing in their scat. By breaking the 
scat apart and conducting a careful examination, the ranger may determine 
the time it was dropped, the food they last ate, and how much they ate. Every 
creature leaves different types of scat. In determining the type of scat a monster 
may leave, reference the below notations and place the monster in the family 
you feel it best fits in.
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A non-player character, or NPC, is a character played by the Castle 
Keeper who has a role in the adventure or game. There are several 
approaches the CK can take in dealing with NPCs, but no one approach 
is superior to the other. Every NPC encounter or planned encounter can 
be different, and it is up to the CK to determine the level of complexity 
the encounter deserves. Simple encounters can be just that, requiring 
no real recourse to any referenced rules. Long, drawn out, interactive 
encounters, by necessity, require more structure to determine the actual 
play and its long-term outcome. It may be best to incorporate a hybrid 
of all the rules. Also, as a CK, you should prepare yourself to quickly 
react to adding NPCs to the game by familiarizing yourself with all the 
approaches to managing NPCs, but you should only use the full extent of 
the following rules when absolutely necessary. 

NON-PLAYER CHARACTERS DEFINED 

The NPC is an essential part of any Castles & Crusades game, as the 
characters encounter them in almost every session. NPCs play a variety 
of roles from the barkeep at the tavern that passes on juicy rumors for a 
few coins to the well-paid henchmen who drags the wounded character 
to safety and healing. The NPC is a multi-faceted tool a Castle Keeper 
can use in an almost limitless number of circumstances. NPCs can start 
games by supplying the player characters with the where, why, and what 
of an adventure. They can forward stalled adventures by supplying yet 
even more information to confused characters. They can heal wounded 
characters, they can attack them, and they can serve them or lord over 
them. NPCs serve as the catalyst for plot points, awarding characters for 
success or punishing them for misdeeds. That’s the short list. There is 
almost no end to the utility of NPCs so long as the CK understands the 
value of the tool at hand.

CKs should note that NPCs are not limited to humans and demi-humans. 
Monsters, deities, and even sentient magic items can all be non-player 
characters (but not all are—the random goblin is meant to be skewered, 
not interacted with; he becomes an NPC if he is captured and begins 

conversing or cooperating with the PCs) in the ongoing adventure, and it 
is wise to treat many as such. They can interact with the characters every 
bit as much as any henchmen or hireling. They have information that 
may be valuable, or they have equipment  or treasure that may be useful. 

This chapter deals with non-player characters. Below are general rules 
and guidelines for the creation and use of NPCs, including types of 
NPCs, their reactions, their loyalty; it also provides hiring and equipping 
guidelines. Take note that any NPC is as powerful as the Castle Keeper 
desires  him to be, and even the transient can be a retired class-based 
NPC. Although the player characters may only briefly encounter such an 
NPC, he could turn out to be more than they realize, and he may actually 
be of great importance to their further adventures. 

CLASS-BASED OR NON-CLASS-BASED NPCS 
CLASS-BASED NPCS:  Class-based NPCs possess the same abilities as 
characters; CKs create them using one of the 13 classes from the Players 
Handbook, the multi-classing rules, or the class-and-a-half rules, or any 
other variant or dual classes the CK has on hand (possibly from the 
Crusader journal). They include all henchmen, some hirelings, and many 
adherents, and, on the rare occasion, the creature. They are rangers, 
fighters, knights, druids, wizards, etc.

NON-CLASS-BASED NPCS: The list of non-class-based NPCs is extensive 
and includes any NPC not based on a class. Hirelings are the most 
notable of these, but these also include adherents and creatures. These 
NPCs generally play only minor, secondary, or tertiary roles in any game.

THE TYRANNY OF RULES 

As has been mentioned innumerable times before, the pace and mood 
of a game can be shattered by the strict adherence to multiples of rules, 
tables, charts, and the like. Often it is far more important to the game’s 
fun to ignore complex rules in favor of propelling the story and adventure 
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forward. Running NPCs is no exception to this. The CK often finds 
himself wanting to move quickly through encounters that might not 
be germane to the game, or ones that might be boring, misleading, or 
distracting. It certainly isn’t necessary the CK understand the difference 
between an adherent and a hireling. What is important for the game’s 
pace and mood is that the CK knows what each individual NPC is doing, 
the extent of his role, and how he reacts to certain situations. With the 
exception of henchman, the CK can accomplish this from behind the 
screen with little recourse to rules.

Running NPCs on the fly isn’t as easy as winging combat, but it can be 
done by keeping a few simple guidelines in mind:

1  NOTES: Make detailed notes about those NPCs the characters are 
going to encounter more than once and with which they have 
prolonged relationships. Note how the NPCs react to the various 
personalities of the characters themselves. Also note how they 
should react to dangerous or scary situations, and note how they 
might react to character requests for information. 

2  PERSONALIZE: Give each NPC a quick personality. Expand the NPC’s 
personality as the encounter grows. The more the NPC is interacted 
with, the more personality he needs. Be sure to keep notes, as it will 
come back to haunt you when your players later pull out their notes 
and want to interact with an NPC you previously provided for them.

3  NAMES: Have a good resource of names handy to make the NPCs 
different and to avoid redundancy. Having a world with 14 Otto the 
barkeeps is not a good idea.

4  GIVE THEM LIFE: Though you have to maintain your objectivity, you 
should treat each NPC as if he were you own character in terms of 
his desire to stay alive. Remember the survival instinct is a huge one, 
so no NPC will happily die for a PC for no good reason.

5  MAKE THEM DIFFERENT: Some NPCs are cowards, and others are 
heroes. Some are candlestick makers,  some are innkeepers, and 
some are none of the above. Be sure to play each NPC true to his 
own ends and desires, making each more than a one-dimensional, 
cookie-cutter character, and everyone will derive more enjoyment 
from the experience of interacting with him.

The veteran Castle Keeper knows the dynamics of the table, the game, or 
the adventure, and he will occasionally call on NPCs to add more clarity 
to an encounter or to provide more overall detail. Knowing when to do 
this is vitally important to the game’s pace, mood, and fun. Don’t become 
so bogged down in the desire to keep encounters simple that you shuck 
all manner of clarity from the game, evolving your table into a hybrid of 
mixed or lost notes and rambling encounter memories. Reacting from 
the hip can be very good, but in the case of NPCs, it can be extremely 
difficult, as the sheer number of NPCs the characters encounter will 
eventually overrun your ability to keep up with them. This is especially 
true with henchman who must interact with the character on a day-to-
day, game-by-game basis. These NPCs need more, not less, clarity. 

When in need of clarity, refer to the following rules, lists, and charts as 
needed.

THE POWER OF CLARITY 

NPC interaction can be terribly difficult and complicated. Months of 
game-time character (PC and NPC) interactions can build up detailed 
histories that need tracking from one game to the next. CKs should 
use the descriptions and tables below to help govern these interactions. 
In Castles & Crusades there are four types of NPCs: the adherent, the 
everyday people the PCs encounter; the henchman, the NPC characters 
hire to help them on their adventures; the hireling, who serves in general 
or specific tasks; and the monster, who interacts with the players on a 
number of levels. The CK runs the majority of the NPCs, the henchmen 

being the possible exception, as he may decide to allow the player 
character to play his own henchmen. 

Different parameters govern each of the different types of NPCs, as 
explained below. 

ADHERENTS 

The adherent is a class- or a non-class-based NPC who the characters 
encounter and interact with but who are created and played entirely 
by the Castle Keeper. The list of adherents is inexhaustible, but might 
include the following: priests of orders, commoners, soldiers, barkeeps, 
guardsmen, shopkeepers, smiths, etc. The adherent is an essential tool 
for the Castle Keeper to explain, facilitate, or hinder an adventure. The 
CK most commonly uses them in role-playing scenarios where players 
are attempting to find information or are building relationships for future 
gain. CKs should use them at all levels of play. 

CREATING THE ADHERENT 
The Castle Keeper needs to determine what type of adherent the 
adventure needs: transient or permanent. Transient adherents work in 
brief encounters with the characters. Permanent adherents are those 
meant to be long-standing NPCs the characters will interact with over 
a number of gaming sessions. Use the following guidelines for non-class-
based adherents. If, for some reason, the adherent is class-based, use the 
creation rules outlined for henchman to create them. For adherents 
who are guardsmen, scouts, men-at-arms, or similar combat-oriented 
professions, refer to TABLE 4.17 HIRELINGS to determine their hit dice and 
abilities. Both types of adherents share the following statistics:

PRIMARY ATTRIBUTE: Adherents do not generally receive primary and 
secondary attributes at all. If the CK wishes to give them primary 
attributes, then he may certainly do so at his own discretion. To do so, 
follow the rules outlined for monsters in Monsters & Treasure under Saves 
on page 5 of that book, allowing them mental and physical attributes 
categories only.

HIT DIE: Generally, adherents have a d4 HD, though Castle Keepers 
may want to give some transients a d6 or even a d8, depending on 
circumstances.

ALIGNMENT: Adherents are almost always neutral, unless the adventure 
or scenario calls for  a specific alignment.

WEAPONS: Unless they are class-based, adherents are not trained in the 
use of nor have any real knowledge of weapons. If forced to fight and 
their morale holds up, they fight using whatever they can get their hands 
on. They always fight at a -4 unless the CK specifically targets them as 
being proficient in a particular weapon. For example, a halberdier is 
proficient in the use of a halberd, but cannot pick up a military pick and 
wield it effectively.

ARMOR: Unless class-based, the adherent cannot wear armor of any type 
unless the CK specifically allows it.

ABILITIES: The adherent has no abilities beyond that of his occupation. 
A tanner cannot hide in shadows; his skill is to work over leather gear. 
However, the CK may determine that some adherents are very powerful 
individuals with various skills and abilities. 

The following table lists 100 types of adherents, and  a brief description 
of their profession follows. A parenthetical indicating the adherent’s 
standard challenge base follows each listing. The CB reflects the PCs’ 
likelihood of encountering this particular profession in regions with 
pre-determined economic structures (for more on this, refer to CHAPTER 
6, PAGE 107, ECONOMIC TIERS OF REGIONS).This adherent list is not 
exhaustive; the CK may expand it as needed. 
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make days longer, shorter, or the same. The years and seasons can likewise 
be longer, shorter, or the same. Large variations from the earth-like scheme 
are entirely up to the CK; however, it is not necessary to create a world 
dramatically different from earth. In fact, it is best to closely emulate earth. 
Dramatic changes in size, rotation, length of days, moons, etc. dramatically 
change growing seasons, weather patterns, other geographic structures, etc.  
A slight alteration of the earth’s existing patterns is enough to indicate to 
the players they are playing is a different world without making the fantasy 
world an entirely different from their everyday world.

DESIGN YOUR WORLD

These are suggested lengths of time for days and years. As the Castle 
Keeper, however, feel free to extend or contract these lengths of time as 
much as possible.

Day length 22-26 hours

Year length 340-400 days

The sun, any moons orbiting the planet, and the stars scattered across 
the night’s sky all play a role in developing the setting. These should, as 
with the rest of the world, be patterned and predictable. The stars and 
sun relay precise passages of time; they also assist in finding one’s way and 
determining directions. Without them and their patterns, these things 
become difficult, if not impossible. If a completely random occurrence of 
your world comes into play, such as the sun randomly rising in the south 
and setting in the north, the entire ecology of the world falls apart, and 
directions become nigh on impossible to know. 

In developing the world, be sure to place specific astrological markers in 
the sky, and have events based around them, as well. For example, the 
equivalent of the North Star (perhaps an east star or southeast star) or 
several stars which are fairly stationary help to solidify the world. Moons 
with names and whose states of exposure are associated with events on 
the planet all work to make the setting believable.

TECTONIC PLATES AND MOUNTAINS
The planet’s upper crust consists of plates floating upon a molten 
interior. The movement of the plates and their consequent collisions are 
responsible for many of the planet’s major landforms. Although it is not 
necessary to map out tectonic plates and their movements, it is important 
to bear in mind that major landforms result from this and develop in 
understandable patterns. 

When plates collide, they form mountains. When plates pull apart, they 
form trenches. Most trenches are underneath the ocean, whereas the 
mountains lie beneath the ocean and on the edges of those plates found 
above the ocean. These are active mountain chains which are still being 
created. The North American Cordillera and the Himalayas in Asia are 
examples of active mountain chains.

Inactive mountain chains are the result of colliding plates which have 
melded and ceased to be actively moving plates. Erosion begins to dominate 
the inactive mountain chains. The Urals and the Appalachians are inactive 
mountain chains whose landform creation is dominantly erosion-based.  

Active mountain chains are replete with volcanic activity and earthquakes 
as the colliding plates jostle one another, shaking the earth; vents form 
which fill with the molten material found beneath the earth’s crust, 
occasionally erupting onto the surface.

Essentially, two types of active mountain chains exist. There are 
continental collisions and oceanic and continental collisions. When 
two continents collide, they form fairly irregular and massive uplifts, 
such as the Himalayas, with narrow valleys and few, if any, upland 
plateau regions. When an oceanic plate collides with a continental 
plate, cordilleras form as the sub-duction zone moves further from the 

original point of collision. The mountain chains tend to form in parallel 
patterns of mountain chains, with broad highland plateaus forming 
between the chains such as that between the Rocky Mountain Chain 
and the Sierra Nevada’s in the North American Cordillera.

In active mountain chains, the colliding edge region of the plates is 
active with volcanoes and earthquakes. These mountains are often 
characterized by extremely high mountain summits, steep slopes, narrow 
valleys, fast-flowing rivers with deep erosion-formed basins (like the 
Grand Canyon), and depending upon rock conditions, unusual rocky 
formations, such as buttes.

As one moves further from the continental collision zone, erosion becomes 
the most dominant factor in the creation of landform features, and the 
earth settles such that volcanic activity decreases and earthquakes reduce 
in intensity and number.

Where continental plates diverge, great gorges form. Erosive processes 
dominate these landforms. When Amazonia split from Africa, a great 
trough formed between them, and the landforms became dominated by 
erosive processes, resulting in the relatively flat Amazon region, as well as a 
relatively flat East African region. 

When two oceanic plates collide, they form underwater mountain chains. 
These mountain chains are similar to those found above the ocean’s 
floor but undergo differing erosive processes (one does not find river 
valley basins in underwater mountain chains). These mountain chains 
occasionally reach great heights, rising above the ocean floor to become 
island chains, and even more rarely, mini continents, such as Japan. 
These island chains are the tops of underwater mountains and are often 
associated with massive volcanoes, volcanic activity, and earthquakes. 
Islands and island chains also occasionally form at the edges of colliding 
oceanic plates and continental plates, such as those found along the 
eastern side of South America. 

There are many other factors which go into forming the land. Localized 
uplifts, glaciers, weak crusts, folding and bending, and a host of other 
activities all affect the landscape’s appearance. But continental drift 
explains many of the major features of the world.

DEVELOP YOUR WORLD

In designing your world, cut several sheets of paper into irregular 
patterns. These will represent plates floating atop the planet’s surface. 
Decide which ones are oceanic plates and which are continental plates, 
or combine some. Move them around in a random pattern, such that they 
collide and move apart. As they collide, place a mountain chain, and as 
they diverge, make great troughs. Some will meld, and some will break 
apart again. Some of the continental plates, being weak and thin, actually 
dome up from pressure below, splitting into two or three parts.

Move the various pieces around to create mountain chains and oceans 
based upon the movements. Should you have specific ideas in mind 
for landforms, place them first, and then place your continental pieces 
around them until you have what you want. You may be surprised at the 
results, and many new ideas and formations will result  from this. Doing 
this basic step provides the basic layout of your world.

ERODING YOUR WORLD

With the basic structure of your world in place, the next step deals with 
erosion and the single most important factor in tearing your world apart: 
water. On earth, water erodes 70% of the land’s surface, and it is the 
most significant factor in eroding the landscape. Weather and chemical 
processes also effect erosion and landscape formation, but they pale in 
comparison to the effects of water.

Erosion begins with the process of weathering, the process whereby land 
structures are worn away and their chemical nature changed, usually 
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used in most societies today. They were sparse and general in nature. The 
application of law and punishment varied even when written down. Local 
authorities and judicial systems differed from community to community and 
person to person. The law givers and judges almost always had ultimate fiat 
in how the authorities carried out legal actions.

THE RULE OF TEN  
As a basic guideline to development, it is safe to use the rule of 10. You will see 
a constant reference to 1 in 10 for this or that and 1 in 100 for other things, 
10% for this or that, etc. For example, 1 in 10 people in a normal population 
are involved in non-agricultural occupations.  Although the numbers do not 
reflect any reality, they manage a reasonable facsimile thereof. The Castle 
Keeper is encouraged to amend these numbers as they desire or do more 
detailed research to garner more accurate numbers. When faced with any 
unique situation or one not dealt within these pages and for consistency and 
ease, it would be best to maintain the 1 in 10 ratio for development.

CULTURE  

If one thinks of several of science fiction’s or fantasy’s greatest works and 
their settings, Tolkien’s Middle Earth, Howards Hyborian Kingdoms, 
Burroughs Barsoom, Dune, Pern and Ghormanghast, all these fantasy 
settings are famous and rightly so. The books and stories are highly 
regarded. It is not just the stories that make these books so phenomenal; 
it is the setting, the backdrop against which the story unfolds; this 
backdrop is complete with language, history, social structures built around 
believable governments, trade patterns, migrations and more. In short, 
their creators introduced the reader to a believable culture for in it laid 
all those elements of our own past, which ground the player in the game. 
There is level of believability in these stories’ settings that allow them to 
come alive, more so than in simple tales of adventure. By developing a 
culture, one can create a story and spin a yarn, through which Players can 
guide their character that is both believable and fun.

To manage this, it is first important to step back and look at one’s game 
world and become critical of it and its elements. Then, take a core 
concept – the one which defines your world - and develop everything 
from that in as fluid and non-mechanical manner as possible. Elements 
of the ‘game’ should grow out of the root story so that the characters are 
playing a part in a system of cultures and history. 

Culture as a concept is very simple. A culture of a group of peoples is a set 
of socially learned patterns of behavior and knowledge. The patterns of 
behavior include everything from child rearing habits, marriage, historical 
reference, and religious practices; to settlement patterns, construction 
techniques, legal structures and holiday celebrations. The knowledge 
includes values, modes of expression, language, social expectations, 
symbolic knowledge, and world views. Humans and others can have 
vastly different cultures but each culture should be homogenous with the 
majority of its members acting within its cultural constraints. 

The following is a list and description of basic cultural elements. Before 
embarking on world creation, become familiar with them so that you may 
incorporate all of them into a cultural whole as outlined in the section 
following.

HISTORICAL REFERENCE  
Most cultures have a common or root historical reference from which to 
draw. This is a history of the people of a region. Whether this history, as 
commonly known, is true or not, is not important. What is important is 
that the history offers a reference point that most people in that culture 
can call upon with which to frame the world they live in. It offers a broad 
understanding of where they come and even where they may be going.

In developing a history for your world and its people, brevity and broad 
strokes are a necessity. Too detailed a history can be stupendously time 
consuming and offer little to game play other than peripheral knowledge. 

Broad strokes and generalities are all that are really necessary to place the 
setting within a context. For example, one could go so far as to list all the 
major battles which occurred during one campaign of conquest or simply 
generalize for the conquest. One method is time consuming and offers no 
particular advantage to the setting while the other gives the CK room to 
develop details as the campaign necessitates or as real time passes and takes 
little more than a sentence. Furthermore, broad strokes allow the players 
to actively participate in the world history by creating character histories, 
interacting with the CK and discovering secret knowledge.  This creates a 
setting in which the Players feel they have a vested interest and one in which 
they will be more interested in playing.

The CK should know, in general terms, the real history of their world and 
then overlay myth and misconception onto it (discovering the real history 
can be adventures in themselves). A well developed history will give the 
CK valuable information on the nature of a people and their region, their 
religious constructs, their language and even political systems as well as deep 
rooted conflicts, cultural differences and extents of cultural influences.

Historical references provide a unifying theme and identity for a group 
of people. It makes one community unique as compared to others, as 
one group’s history values and accentuates certain things over another 
(military conquests and battles in military societies or philosophical and 
literary achievements in those societies that value such things). Use 
history to do the same for any campaign or campaign world. 

The history need not be a highly detailed canvas from the beginning of time to 
the present, but can focus only on the society where the adventure is taking place, 
or a cornerstone to the world beyond. Full development comes with time, and 
should come to fruition in game play. 

STRUCTURE AND GOVERNANCE  
There are four basic levels of political life to consider: bands, tribes, 
chiefdoms, and states. These apply to human, demi-humans, and 
humanoids as it references organizational levels and not types. 

The majority of the cultures with which the Castle Keeper will be dealing 
are state level. However, there should be significant nomadic peoples or 
semi-sedentary peoples of the chiefdom level who border the state regions or 
dwell between them unless the entirety of the world is settled.  Furthermore, 
states often incorporated nomadic peoples who were essentially conquered 
chiefdoms. There should be a mixture of these political types in order to 
maintain a variety of playing styles and adventure types.

All types of creatures could exist within any of these levels though some 
may be, by their nature, limited to certain types of organization. Ogres, for 
example, live in band or tribal level groupings, while elves may exist only 
in chiefdoms as they are very reluctant to come together under one large 
unifying source. There could also be band level elves as well as state level 
elvish societies. It is up to the CK to decide.

BANDS: These are small groups composed of either extended families or 
family groups. They usually act cooperatively and have a foraging subsistence 
pattern. They are often nomadic or semi-nomadic. Although bands of 
peoples may share a cultural identity, they do not often share political power 
and rarely come together for unified actions. Leadership is often a result of 
one person’s accomplishments and not an inherited or elected position

TRIBES: Tribal groups are essentially bands who have a unified political 
or economic structure which gives the differing bands greater cohesive 
action. Although the individual tribal elements may be the size of bands, 
they can also extend into the hundreds or more. They are often nomadic 
and semi-nomadic. Their subsistence patterns vary greatly but are usually 
a combination of hunting and gathering and agricultural pursuits. They 
do build villages which are occupied for a year to a generation, but rarely 
longer than that. There are ‘political’ offices recognized across bands, 
though they are fluid and command is often in question. People rise to 
positions of influence via personal accomplishments or inherited positions.
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NOTE: In C&C this use of the cleric does not reflect the classes’ actual makeup 
nor its deity’s designs upon the character as discussed in Chapter 2 above. 

EXAMPLE: For a large metropolis to exist, a massive city of 500,000 people 
— very rare in ancient or medieval times— the city needs 4,500,000 
people to support it. 

For actual density of classes in various populations, see Chapter 4 above.

COMMUNITY SIZE  
These are roughly the sizes of various communities. They can vary greatly.

TABLE 6.6 URBAN CENTER STATISTICS

HABITATION SIZE MILITIA
MEN-AT-

ARMS

RESIDENTIAL 
HOUSES

Thorp @40 4 0 5-10

Hamlet @200 20 2 25-30

Village @500 50 5 60-70

Town @2,000 200 20 300-400

City @10,000 1,000 100 1,600-1,700

Metropolis @20,000+ 2,000 200 3,300-3,400

Within these populations, family sizes are very important for determining the 
number of houses within any given community. The average medieval family 
size was eight people spread out over three generations. This means in a thorp 
of 40 people and an average family size of eight there would be five houses. Five 
house with attendant barns or structures. This is not many people or buildings. 
It is a bare blip on the map. Rural communities tend to have larger families than 
do urban communities. In an urban community, one should reduce family or 
structure occupation density by 20% or in this case to around six in towns, cities, 
and metropolises. For example, in a city of 10,000, there would be 1,600-1,700 
residential type buildings ranging from the poorest houses to the palaces. 

Outside of cities, the density of people per square mile is usually dependent upon 
soil fertility, proximity to water, and current political situation. So one might find 
an average of 5 people per square mile in a low density area or as many as 100 per 
square mile in a high density area. 

Highly productive land will support a lot of people, perhaps one person 
per acre. Because most land area is a mixed jumble of productive and non-
productive land, from river flood plains to heat scorched steppe, lets assume 
the middle ground where we have 3 people per acre. 

EXAMPLE: Returning to our metropolis, for a population of a city of 
500,000, that’s 1.5 million areas of land for them and another 7 million 
acres to support those supporting them, making 10 million acres of land 
turned over to the plow to support that city. That’s for highly productive 
areas. In low productive areas, this can be as little as 20 acres per person. 
Needless to say, that’s a lot of land under the plow. The characters will be 
raveling through vast swathes of agricultural communities. 

For these communities to actually function as supply nodes for that city, 
they have to be safe and productive.

The Castle Keeper should determine this before laying out the entire 
regional population. The number is wholly random and should reference 
the conditions listed above.

The CK should take care when designing the world so that its population 
is not so great that it becomes overwhelmingly crowded. Farmlands, 
beasts, and other manifestations of agriculture moving 1 mile down a 
road is utterly irksome in that the only encounters or adventures that 
the characters are likely to run across are farmers missing their cows, dogs 
barking, and the proverbial chicken trying to figure out whether it should 
cross the road. 

Within the confines of a civilized community, the characters will be 
traveling through a lot of well-tended organized towns and villages; 
this is fine, but do not make it the dominate aspect of the landscape. A 
metropolis should be rare, a city rare as well; towns and villages litter the 
landscape, clinging to rivers and streams and thorps here and there in the 
wilderness, or more likely clustered toward the larger urban centers. 

THE MILITIA  
A militia is an informal military unit usually composed of local peasants and 
others with little or no military training. The city government, whatever that 
may be, either presses citizens into service or requires them to serve for certain 
periods of time, or serve at a leader’s whim. A militia is a unit of last resort for 
most leaders as they are very unreliable and poorly trained and organized. The 
militia’s size is dependent upon the size of the community. In general, 1 in 10 
people serve in the militia. In times of extreme duress, all adult males can be 
called up, but this could have disastrous effects on a community if they serve for 
more than a month or two or suffer heavy losses. 

Average Militiamen has a 1d6 HD, 10 AC and strikes with any weapon at 
a -4. A trained militia may have better weapons and armor and be trained 
to use them, so have no modifier to hit while using that one weapon.

TABLE 6.7 MILITIA SIZE PER COMMUNITY
HABITATION SIZE MILITIA MEN-AT-ARMS

10,000 Thorp @40 4 0

10,000 Hamlet @200 20 2

1,000 Village @600 50 5

100 Town @2,000 200 20

10 City @10,000 1,000 100

1 Metropolis @20,000+ 2,000 200
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Levitate: a character levitating underwater can control his ascent and 
decent through the water, but currents still move him about.

Lightning Bolt, Chain Lightning: these spells send out a 25ft.-radius burst of 
electrical energy centered on the caster and deal damage to the caster as 
well as all those around him.

Shocking Grasp: this spell deals 1d8+1 points of damage to both the target 
and the caster.

Sound Burst: the water makes the sound more damaging, inflicting 3d6 
points of damage to those in its area of effect. Unfortunately, the caster 
takes 3 points of damage himself when casting it.

Summoning Spells (all): only creatures able to survive underwater can be 
summoned underwater.

Summoning Spells (elementals): fire and air elementals cannot be summoned 
underwater. Earth elementals can be summoned, but they must remain in touch 
with the ground at the bottom of the body of water they are summoned in.

Wall of Ice: the created wall of ice instantly begins to float to the surface 
as a plane of ice.

CASTLE KEEPER’S QUICK GUIDE

SPELLS THAT NEVER WORK UNDERWATER

Acid Arrow Incendiary Cloud

Cloudkill Insect Plague

Continual Flame Meteor Swarm

Control Winds Pyrotechnics

Creeping Doom Rope Trick

Dancing Lights Secure Shelter

Delayed Blast Fireball Sleet Storm

Faithful Hound Solid Fog

Feather Fall Stinking Cloud

Fireball Storm of Vengeance

Fire Seeds Sunburst

Fireshield Tiny Hut

Fire Storm Wall of Fire

Fire Trap Wall of Thorns

Floating Disk Wall of Wind

Fog Cloud Web

Gaseous Form Whirlwind

Gust of Wind Wind Walk

ADVENTURES IN THE AIR  

Much as with waterborne adventures, aerial adventures add a new 
dimension of play to role-playing games. The adventure takes place 
in a multi-dimensional environment where there is an “above” and 
a “beneath.” Aerial adventures have limited scope, as there are few 
treasures hidden in the air where they aren’t easily detected, and the 
monsters here are limited to those with natural or magical flying abilities. 
Characters who venture in the aerial environs must possess some type of 
flying ability, as well, or they, too, could not venture into the sky. 

In the air, area of effect is not restricted by the ground or the terrain; 
line of sight is much further, unobstructed by anything like the curvature 
of the earth, but rather only by the limits of the eye and light; and 
movement is restricted to the manner of propulsion. Even with these 

limitations, aerial adventures open up a wide vista of possibilities for the 
Castle Keeper to explore, and they allow for the creation of a whole new 
set of adventuring parameters, finally taking full advantage of flying 
monsters and magic that suffer few advantages for their evolutionary 
adaptations when stuck in the terrestrial world. 

SETTING  
Several types of aerial adventures exist, but atmospheric and the extra-
planar adventures prove the most common. These types of adventures 
act in similar ways: creatures move up and down, left and right, and 
they dwell in regions where sight is possible in all directions. The only 
particular differences between the two are the comforts necessary for 
survival: breathing, eating, drinking, etc; for instance, on some planes, the 
PCs may not be able to breathe the air or find edible food. Adventuring 
here is not restricted to some craft, but is restricted to those who have the 
ability to move through the environment. This almost always means by 
some magical means or upon the backs of some type of flying steed. 

ATMOSPHERIC: These adventures take place in the air above some world, 
which need not be a terrestrial planet; it can be a gas giant, for instance. In 
any case, those occupying the space must eat, sleep, drink, etc. Adventurers 
propel themselves, or find themselves propelled, into the air where they fly and 
encounter flying creatures. Flight is the common denominator in all encounters 
and adventures. Those who can’t fly can’t exist in the environment. These 
adventures tend to be short, fun escapes into the air, where the characters 
overcome certain objectives, much as a dungeon, or treasure hunt. 

EXTRA-PLANAR: Beyond the scope of the physical lie the magical planes: 
the elemental plane of air, the ethereal plane, and the astral plane, to 
name but a few. These planes require their own parameters for survival, 
and differences of perception exist from plane to plane. For a complete 
discussion of the extra-planar rules, refer to APPENDIX B. These adventures 
act in the same manner as atmospheric, but usually involve other mitigating 
circumstances, such as extreme heat, extreme cold, etc. These conditions 
should be applied by the CK in whatever degree is deemed necessary. 

MOVEMENT  

VISIBILITY  
Little restricts visibility in the air. Technically, the human eye can see light 
millions of light years away, so long as that line of sight remains free from 
objects or obstructions. However, the light one sees does not necessarily 
allow the brain to deduce the object’s actual shape. The eye focuses 
the light, and through rods and cones, signals the brain through nerve 
endings, allowing the brain to deduce the object. The eye itself can only 
interpret so much; distance does play a part.  On earth, the curvature 
of the visual sphere restricts our practical vision in daylight, limiting it 
to about 16 miles, allowing us to interpret what we see. The nature of 
the eye does not change in role-playing games; for all practical purposes, 
visibility is restricted to about 16 miles.

Cloud formations restrict this visibility considerably, especially if the 
adventurer is passing through a bank of cloud, storm or otherwise. If the 
clouds are heavy storm clouds, visibility is at nighttime levels, meaning 
only those creatures with Darkvision can see normally. If the party 
encounters normal clouds treat the visibility as the same conditions that 
exist at Dusk and only Dark and Duskvision works.  

RANGED COMBAT  
Ranged combat works exactly as it does in terrestrial environments. Use the 
Aerial Combat Rating (ACR) (as discussed below), if desired.  

MELEE COMBAT  
Air battles are like no other. In normal terrain, combatants fly over two-
dimensional spaces. The plane is flat, even if interrupted by topographical 
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CHAPTER 9 —  EQUIPMENT WASTAGE
the breast plate. The force of the blow breaks the straps of leather 
holding the two halves of the breast plate together. This forces the 
dwarf to shed his breastplate, as it is now useless. A few rounds later, 
his helmet is crushed down over his eyes, and he is forced to toss 
the misshapen helm aside, as well. Another blow bends his shield, so 
that it, too, is useless. Although Angrod has taken little damage by 
the battle’s end, his equipment is horribly damaged and in need of 
replacement, or at the very least, repair.

In this example, the CK caused enough damage to Angrod’s gear to 
force him to spend money, one way or another. It will probably be 
enough to tap out the dwarf, putting the need for a job to earn more 
coin firmly in his mind. The CK has quietly used the character’s own 
equipment to further both the story and the adventure. The character 
is really no worse for the wear, having just earned one more battle scar 
to add as proof of his heroic deeds. 

ROLE PLAYING WASTAGE 

NORMAL WASTAGE 
Equipment simply wears out over time. Whether it’s backpack straps, 
shoe soles, or the too-often-used rope, equipment suffers from normal 
wear and tear. It’s not easy to track this, and the CK should not make 
any attempt to seriously do so over extended periods of time. Such an 
endeavor would require too much effort and yield very little fun for the 
CK or player. Checking periodically is more than sufficient; checking 
once every few games or when the campaign stalls and needs a simple 
push to get it started again works very well.

The easiest way to show usage is to put the responsibility on the player. 
You can do this through imaginative role-playing. The Castle Keeper 
needs only to take any mundane action and use it to put the idea of usage 
in the player’s head. 

EXAMPLE: “Angrod, you move up through the small crevice, pulling yourself up 
through the opening. The rocks are jagged, notched over the centuries from 
the moisture found in the cave. As you pull yourself through the aperture, 
the iron ring of your axe scabbard catches on a rock, and before you know it, 
you’ve torn the belt holding it. Though the belt is intact, its developed quit a 
tear in the leather. How long that will last is anybody’s guess.”

The player will remember this tidbit, as the torn, droopy belt probably 
does not fit his image of the character, and so he will endeavor to replace 
the belt at the nearest opportunity. Role-playing usage is easy to do, as it 
comes in the normal course of play, and any and all equipment is subject 
to it. Furthermore, it enhances the descriptions of adventure, giving it 
more texture for the players to grasp. Over time, most characters react 
by replacing their bedraggled equipment: stained cloaks, torn clothes, 
threadbare rope, backpacks with latches broken off, and so on.

Of course, some players never react to described usage, so it is necessary 
to have more equipment tear through the course of the adventure. The 
sole of their character’s boot might crack, letting in water and perpetually 
soaking his foot. An entangling tree branch knocks a broach off the 
cloak it is pinned to, making wearing the cloak a pain at the very least. 
These are simple role-playing approaches that encourage the player to 
eventually purchase new gear, usually with an announcement that he 
spends his hard-earned gold to replace his threadbare equipment.

To drive home the point, keep mental notes of these minor occurrences and 
describe the characters to the players at the next waypoint. 

EXAMPLE: Angrod opens the door to the tavern. He stands there, peering 
into the dim, smoke-lit room. His cloak is tied in a haphazard knot about 
his throat, making it bunch up around his shoulders. His belt hangs off at 
an angle so much so that it appears as if he has lost a great deal of weight; 
worse, his axe haft drags the ground with a strange scraping sound. His 
shoe has no sole on it, and he’s standing a bit lopsided. His torn, stain-

covered shirt hangs about him like a sack. He hobbles across the room 
looking like a bedraggled hunchback and hobo.

A description like that is usually enough to chase anyone to the local 
equipment shop to reequip. The CK achieves usage through play, without 
any dice rolling or equipment saving throws.

WEATHERING

Weather impacts the condition of equipment as much, if not more, 
than normal usage. Extreme temperature variances, moisture, and dry 
conditions can cause any number of problems in equipment, especially if 
not properly maintained. These conditions are easy enough to role-play, 
much as with the over-used boot with its broken sole mentioned above. 
In order to effectively role-play the weather’s impact on equipment, it 
is necessary to make weather a factor in the game. It does not have to 
be something huge or time consuming. Simple descriptions of what the 
weather is doing, whether it is sunny, rainy, cold, or warm, serve to make 
the weather a part of the role-playing experience. Keeping mental track is 
easy enough to do, or you can consult the weather determination charts. 

Once weather is a factor in the game, allow the characters to interact 
with it. If it is raining, nine times out of ten, players are going to want to 
put on a cloak, cover their sword, or unstring their bow. Encouraging this 
brings much more realism to the game, and it brings the characters into 
that all-important mood by further establishing the tone. 

It isn’t necessary to infuse a detailed meteorological weather pattern into 
the campaign or game, but the CK may want to keep notes on the time of 
year, season, and conditions to avoid altogether strange weather patterns 
that might misdirect players into thinking a wizard, illusionist, cleric, or 
druid is out mucking with the weather. Following simple seasonal weather 
patterns existing in reality is the easiest way, but keeping notes helps keep 
track and to not loose focus. CHAPTER 5 WORLDS OF ADVENTURE provides 
some detailed information on weather patterns for the CK’s world.

Once a general pattern is set up, simply keep mental notes on the wear 
and tear of the equipment, much like usage above, but augment it with 
descriptions of the conditions the weather caused.

EXAMPLE: This is your fourth day on the open road, and the rains 
continue unabated. Your equipment, even that covered by your cloaks, 
is soaking wet and beginning to show signs of wear. The water has seeped 
into the ration packages, as well, and all your food is damp, sprouting 
mold. The seams on your boots and clothes are beginning to weaken, as 
the constantly wet conditions loosen the fabric. The dyes of your shirts, 
pants, and cloaks have long since run out, vanishing into the mud of 
the road, so that only drab colors remain, and your once-colorful outfits 
are now brown and gray with mottled splotches of color on them. You 
are going to need several days to dry out, and much of your belongings, 
especially your food, needs replaced. 

For more detail or a concrete method for tracking weather, consult the 
TABLE 9.3 TRACKING WEATHERING AND COMBAT WASTAGE table below. 

COMBAT WASTAGE

Wastage through wear and tear generally takes time. Though wandering 
through the thick forest may cause the branch to slide up into the 
backpack strap, catch it, and break it in just a few seconds, the norm is 
a slower degradation of equipment. Weather may be dramatic, but isn’t 
too common, and usually comes with a plot device that is cumbersome 
for the CK to track and follow over time. However, when dealing with 
equipment, the ultimate tool, where role-playing truly meets mechanics, 
is in the combat round. Combat wastage is immediate and effective. 

It does not take a great leap of imagination to envision the destruction of 
weapons and armor in the midst of combat. Many weapons are specifically 
designed to destroy armor through crushing or penetrating blows. The 
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CHAPTER 10 — LAND AS TREASURE

12-15 Wizard Guild Leader Tower & Dungeon, servants, 
2-12 magi†; 2500gp

16-18 Magus Guild Council Tower & Dungeon, servants, 
4-24 magi†; 5000gp

19-20 Arch Magi Master of 
Council

Tower & Dungeon, servants, 
6-36 magi†; 7500gp

21-24 Arch Mage Guild Master/
Master

Tower & Dungeon, servants, 
12-64 magi†; 10,000gp

* SG: Spell Grant. A spell grant is equal to 1 spell that is one level 
lower than the wizard’s level. For example a Magician that enters the 
ranks of Comus, moving up from 4th to 5th level, gains one 4th level spell 
from the Guild. The CK should roll randomly, using the spell lists in 
the Players Handbook.

†These magi vary from 1st to 6th level.

TABLE 10.10 LAND & TITLE AS TREASURE: ILLUSIONIST

LEVEL TITLE
GUILD 

BENEFIT* COURTLY BOON

1 Adept Library 
Access 1 Room Quarters; 10gp

2 Mystic SG 1 Room Quarters; 25gp

3 Illusionist SG Apartment, fireplace; 35gp

4 Hypnotist SG As above, 1 servant; 50gp

5 Psionisist SG/
Laboratory As above, Workshop; 75gp

6 Cabalist SG/
Quartered As above, servant; 125gp

7 Enchanter SG/
Apartment

Manor, servants, 1-4 magi; 
300gp

8 Empath SG/ As above, 2-8 magi; 550gp

9 Conjurer SG/
Stipend

Wing of Palace/Castle, 1-4 
magi†; 750gp

10-12 Mas. of 
Phantasm SG/Wing As above, 2-8 magi†; 1000gp

12-15 Sorcerer 
Initiate

SG/Full 
Guild 
Access

Tower, servants, 2-12 magi††; 
2500gp

16-18 Sorcerer 
Master

Treasury 
Access

Tower, servants, 2-12 magi††; 
5000gp

19-20 Sorcerer Access to 
Arsenal

Tower, servants, 2-12 magi††; 
7500gp

21-24 Master of 
Sorcery

Master of 
Guild

Palace/Tower, 2-12 magi††; 
10000gp

* SG: Spell Grant. A spell grant is equal to 1 spell that is one level 
lower than the wizard’s level. For example, a Hypnotist that enters the 
ranks of Psionisist, moving up from 4th to 5th level, gains one 4th level 
spell from the Guild. The CK should roll randomly, using the spell lists 
in the Players Handbook.

†These magi vary from 1st to 3rd level.

††These magi vary from 1st to 6th level.

CLERIC 
The cleric holds a special place in any region, be it settled or uncivilized. Their 
relationship to the deity makes their role in society a peculiar one both within 
and out of the society. Though it is perfectly plausible for a cleric earn a fief as 
reward and for him to sit with secular titles and power, it is far more beneficial 
both to the character and to the party if the land for treasure award takes on 

a shape that reflects the aforementioned special relationship. Clerics earn the 
right to govern or administer temples and those petitioners who attend them. 

TABLE 10.11 LAND & TITLE AS TREASURE: CLERIC
LEVEL TITLE ACOLYTES* HABITATION ST†

1 Suffragan 0 Room 5gp

2 Acolyte 0 Room, Board 7gp

3 Lector 0 Room, Board 10gp

4 Sacrodote 1 Sanctuary, 
Lesser†† 45gp

5 Warden 2 Access to 
Temple Supplies 60gp

6 Priest 4 Access to 
Temple Armory 80gp

7 Exarch 6 Sanctuary, 
Full†† 95gp

8 Officiate Priest 8 Private room 105gp

9 Canon 12 Room with 
chapel 150gp

10-12 Bishop, Cardinal 
Priest 24 Small 

Dwelling/Wing 300gp

13-15 Confessor 50 Manor 750gp

16-18 Elder 75 Manor 1500gp

19-21 Heirarch 75 Large Manor 3000gp

22-23 Patriach, Pontiff, 
H. Priest, Prelate 100‡ Temple 5000gp

24 Apostle All Temple Palace Nil

* The cleric is responsible for outfitting, feeding, and clothing the acolyte.

**Habitation can only be received from the temples of the character’s 
deity or, at the CK’s discretion, deities of a related pantheon.

† Stipend or collections are paid to the cleric from the temple coffers 
and assume the cleric is active in a particular region or area. They are 
paid monthly and are not cumulative. 

††Lesser Sanctuary includes use of the temple ground for the cleric 
and their comrades for rest and recuperation. Full Sanctuary includes 
healing, blessings, cure disease and the like. 

‡ The number of acolytes is the number of clerics serving in the temple, 
included with these would be all the lay people in the Temple. In short, the 
Patriarch is complete Master of the Temple of which he is placed in charge.

DRUID 
The power of nature is immense and without consciousness. Its power 
is beyond the understanding of mortals because it is so unadorned with 
empathy, feeling, or sympathy. But the druid is the focal point of this power 
in the kingdoms of man, dwarf and elf. For this reason, the druid occupies 
an utterly unique position amongst the adventuring classes. Title has little 
meaning, and land ownership is something that this class, though they may 
understand, do not have the ability to empathize with. You can no more 
own land than you can air to the average druid’s thinking. It is perfectly 
within the realm of reason that a druid can be granted a fief and title of 
nobility, and in fact a Lord’s reasoning may be sound in doing so, it is not 
the path that the average druid would find rewarding. Instead it is in his 
interest to gain greater power in his ability to pass through the indifferent 
god of his choosing, than to Lord over it.

The druidic grove is just such a place, a temporal realm that channels 
nature’s mindless power into a force more compatible with the empathetic 
natures of man. The grove is the druid’s holy ground and the center of his 
power and his ability to grow and advance.
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CHAPTER 11 — GOING TO WAR

ROLE-PLAYING WAR
A war the characters start, or one they participate in, offers the CK a 
unique opportunity to advance the game in new directions, rapidly and 
forcefully. Furthermore, the battlefield offers the players a chance to be 
truly heroic, often fighting for something more than short-term treasure 
goals or long-term level gains. Bringing war into play is desirous and 
often necessary. To allow the characters to stride through that valley 
of chaos that is war, either as leaders of large armies, partisans of small 
ones, or members of someone else’s band, makes no difference; the sheer 
whirling madness of hundreds, if not thousands, of men encased in iron 
and wading through pools of blood struggling over a stretch of ground is 
enough to raise the ire of any gamer. 

Any combat, especially at high levels, can become complicated. Moves, 
countermoves, spells, armor class, various weapons’ damage, reach, 
character abilities, monsters stats, and more all play a role in individual 
combat. These same factors play out in large-scale battles, as well; however, 
they are multiplied by the number of combatants, ranging from small bands 
to gigantic armies. Keeping track of it all is difficult for the CK but even 
harder for the players to follow. Generally, the sheer act of staying alive 
engages most of the players’ attention, attempting to follow a right flank 
infantry phalanx’s attempt to form up in a refuse left formation to combat a 
worg cavalry charge is not something they are going to readily do.

In order to role-play large combat effectively, the CK must engage the 
players at some level, allowing them to wade through the combat, engaging 
this enemy or that while maintaining a broad descriptive text. Too often, 
Castle Keepers become embroiled in long descriptions in which the 
characters must listen to the ebb and flow of the encounter, large or small, 
as a pupil does a teacher. Though that might work in school, it does not 
work at the gaming table. Players readily become bored and tend block out 
anything not pertaining to the immediate ground around their characters. 

If the Castle Keeper has pre-determined the battle’s outcome, give the 
characters heroic moments of personal combat. Medieval battlefields 
do not resemble modern battlefields where long-range combat is the 
norm and a vast array of communication hubs allows soldiers to react 
to immediate dangers. Medieval battlefields comprised masses of men 
combating one another, on a very personal level, face to face. Though 
certain types of battles, such as the phalanx battle, consisted of organized 
bodies of men pushing one another, they all boiled down to men with 
swords and shields forced, at some point, to slay their enemy close up. 

With this in mind, role-playing battles is rather easy. After brief descriptions 
of this flank moving there, archers shooting here, cavalry riding down 
this wing, or whatever is occurring on the field, turn immediately to the 
players and engage them by allowing them to roll initiative and swing and 
hack through the combat as normal. It’s important to note that these 
individual battles occur in the swirling mass of large-scale battles, and 
they do not have to end with one or the other killed. By applying these 
simple principles, one can engage players in large-scale combat without 
actually running the large-scale combat.

1)  KEEP IT BRIEF:  The descriptions of the mass combat should be 
brief and brutal. Capture the moment in a few sentences, and then 
immediately turn to the players to find out what they are doing in the 
combat. Come back to these descriptions often, but keep them brief.

2)  RUN A NORMAL ROUND: Run the round as you normally would, 
engaging players and finding out what their characters are doing or 
want to do. Between players, insert short descriptions of the mass 
combat taking place around them.

3)  CONSTANT MOVEMENT: Allow the swirl of combat to pull an 
opponent away from a character and another come up against the 
character. This helps the player live in the madness of the moment, 
as the struggles against one or the other opponent ebb and flow with 
the fortunes of war. 

4)  DEATH COMES QUICKLY: Do not become too concerned about the 
hit points of the characters’ opponents. In the mass battle, it’s not 
the personal kill that matters. If the character rolls a natural 20 or 
does massive damage, allow the opponent to die quickly. This helps 
players stay in the moment by avoiding a long, expansive duel with 
one opponent as the battle continues around them. 

5)  ALLOW FOR SPELLS: Spellcasters can cause massive damage to an 
enemy’s army. Understand the nature of the party’s spellcaster before 
you begin the battle and plan for it. If the party’s wizard can cast 7 
fireball spells in the course of the battle, make the army large enough to 
sustain the spells or suffer a short-lived battle. However, do not be afraid 
to allow the spellcaster to blast giant holes in the enemy’s army. If you 
have pre-determined the battle’s outcome, do not fear the loss of a few 
troops. 

6)  KEEP IT GOING:  Return to Number One above, providing short, 
brutal descriptions of the mass combat. 

Role-playing a mass combat can be extremely fun and need not be as 
time-consuming as actually running a mass-combat battle. Keeping the 
players engaged is the key to the whole experience; but this must be 
complemented with vivid descriptions and the CK’s constant attention 
to the players and their role in the unfolding battle. However, if a more 
direct approach is desired, one in which the players and the CK command 
the actual armies and the dice and tactical skills determine the results of 
the battle, the following rules offer everything the CK needs.

COMBAT ON A GRAND SCALE

Like their historical counterparts, fantasy battles breed legendary tales and 
legendary figures, where heroes stand strong in a whirlwind of blood and iron. 
For those Castle Keepers who want more direct expression of combat use of the 
SIEGE Engine, with small modifications, the following system offers exciting, 
fast-paced mass-combat solutions which can be played out as quickly and 
efficiently as standard combat, and enjoyed in a single gaming session.

Mass combat rules are for any situation in which a simulation of battle 
between hundreds or even thousands of combatants is required. In order 
to simulate the effects of mass combat incorporating battles with such large 
numbers using the SIEGE Engine, the Castle Keeper need only use the 
following multipliers to represent greater numbers of foes on the battlefield.

FIELDS OF BATTLE BOXED SET

The following mass combat rules are excerpted from the Fields of Battle boxed set 
authored by fan-favorite Casey W. Christofferson, which is currently available 
from Troll Lord Games in conjunction with Fat Dragon Games. This chapter on 
war does not fully explain all the rules detailed within the boxed set, but provides 
enough information for the CK to understand how mass combat works. To take 
full advantage of the rules, CKs should acquire Fields of Battle. In addition to the 
set’s 48-page rules booklet, the boxed set includes the following:

4 Battle Scenarios, scores of Battle Unit Counters, 8 sheets of two-
dimensional terrain tiles, and the following three-dimensional siege 
engines by Fat Dragon Games: a battering ram, a catapult, and a 
siege tower. .

While many of the rules from Fields of Battle are included in this 
chapter of the CKG, the boxed set’s rules provide more in-depth 
information on these rules as well as information on larger force 
groupings, troop functions, battlefield commanders and high 
commanders, morale and broken morale, racial combat maneuvers, 
combat formations, heroes at war and embedded heroes, squad 
formations, and battle magic.
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CHAPTER 12 — MONSTERS
learned through sorcery and legend lore that the troll is actually the first 
troll’s mate and was bereaved at its fall; stealing the arm is its attempt 
to bring back her fallen mate. The party is torn about whether to track 
the 2nd troll down and kill it; allowing it its rest and grief seems the right 
choice. A debate breaks out in which it is determined that the creature, 
as feeling as it may be, is evil. How does the party come to this inescapable 
conclusion? The book says it is so. 

MONSTERS AND THEIR ECOLOGY 

All animals and creatures live within certain ecological ranges and 
climes. A quick review of the ecology section in the Chapter 5 above 
shows a wide variety of ecological niches for animals to inhabit. When 
designing a world, the ecological biome in which the creatures that 
inhabit the world should receive at least a cursory examination. 
Creatures and beasts should be placed within a particular biome. This 
serves to give the world a consistent and believable environment and 
avoids disjunctive problems such as finding creatures in locations 
that make no immediate sense. This latter is important especially for 
experienced characters, rangers, druids and the like, as their skills, both 
assumed and actual, come into play all the time; learning that a coastal 
creature is living in the mountains may lead them off track if they 
already understand that that creature normally lives elsewhere.

The section below addresses some basic considerations in placing beasts in 
a world; the type of beasts to be concerned with and manners in which to 
vary animals according to climate and geology, such that their placement 
makes sense and is made easier.

When creating a clime for a creature, either one designed by yourself or 
taken from another source, first consider its geographic distribution, it 
geologic distribution, and finally its ecological distribution to complete 
its description. Then develop variations on the monsters to show regional 
adaptation.

The lists below help the Castle Keeper to create random encounter charts 
for beast and animals found in their world. By breaking down areas and 
regions into its basic components, the Castle Keeper is given a vast array 
of possible choices and regions in which to have unique encounters.

CREATURES, BEASTS, MAGICAL BEASTS AND OTHERS
There are 17 types of creatures in Monsters and Treasures. Of these, the 
only types the Castle Keeper need concern themselves with assigning 
ecologies to are: animal, beast, plant and vermin. To a greater or lesser 
extent, the other types of creatures can survive in such a broad range of 
climates as to not be a concern or their very being limits their location or 
range and are self addressed.

That is not to say that dragons, giants, aberrations and others do not 
have particular biomes in which they live or are limited to, but their 
description or very being limits it. For example, a frost giant can ostensibly 
be found nearly anywhere but would most likely and most often be found 
in colder regions of the world. The Castle Keeper is encouraged to look at 
these cases individually and decide for themselves whether or not a biome 
needs to be given for those creatures.

Other creatures, such as the dwarf, human, orc, and rat live nearly everywhere 
and so have no natural biome to which they are acclimated. As with other 
creatures though, the Castle Keeper is entirely within their rights to place 
these creatures within particular biomes depending upon desire and need.

GEOGRAPHIC REGIONALIZATION
Although all creatures live or thrive within particular biomes or ecological 
niches, that is not to say they live in all those biomes.  They may exist in 
only a few restricted geographic locations within that particular biome. 
On the other hand, some animals or variations of the same species exist 
in similar biomes.

For example, a deer or its variation can live in almost every temperate 
biome in the northern hemisphere. Other animals, such as the American 
Bison only dwelt in the North American Great Plains. In a fantasy setting, 
similar instances of geographic limitations should restrict some monsters 
while not others. 

Along these lines, many species have regional adaptations and live in 
several different biomes yet have features distinctive and useful for their 
environment. The Bengal tiger and the arctic tiger are both in the same 
animal species but have color and hair density/growth variations unique 
to their environment. Such can be the case with many fantasy creatures 
should the Castle Keeper choose to place them in disparate biomes.

GEOLOGIC NICHES
The following are several basic geologic niches abbreviated from CHAPTER 
5 above, in which creatures can live. Many can survive in several geologic 
niches while others would or should be limited to certain niches that 
best fit the monster. For example, the griffon may live on high mountain 
peaks near front ranges so they can hunt grasslands or scrublands but 
they do not have to live in every front-range. Rather, localize the griffon 
to a few front ranges or mountainous areas and not every one. As in the 
real world, an elephant can survive in India, America, Africa, and South 
America; however, it only dwells in Africa, India, and Asia. Do the same 
with animals for your world.  

NOTE: Refer to CHAPTER 5 above for a more detailed discussion of types 
of terrains.

MOUNTAINS: Highland region with elevations routinely above 7,000 feet 
and steep narrow valleys with rugged peaks.

HILLS AND FOOTHILLS: These include low elevation regions similar to 
mountains but with elevations of no more that 2,000 feet. Although there are 
steep and narrow valleys they are also shallower and more gradually displaced 
over the land. The foothills of mountain regions are included in this.

FLATLANDS: These are level to near level regions with no more than 
several hundred feet of elevation changes, without any truly narrow 
distinctive valley and peaks.

RIVERINE OR LAKE: These are those regions located along major river 
courses or near large lakes.

COASTAL: These are regions where oceans or lakes meet land. They can 
be narrow strips of land or broad coastal environments stretching inland 
for hundreds of miles.

LAKE: These are large bodies of water located inland and refers to those 
animals that live in the lake as well.

OCEAN: Regions of massive bodies of water found between continents. It 
also refers to those creatures that live in the ocean.

ECOLOGICAL NICHES
As with geologic regions, animals and beasts should thrive in particular 
ecological regions (called biomes). An abbreviated list of the different 
biomes is listed below. Many species can survive, with some small 
variations, in several different biomes. Many times the variations consist 
only of skin color and size adaptations.

TROPICAL AND SUB-TROPICAL BROADLEAF FOREST: Heavy rainfall throughout 
the year with dense vegetation typifies this biome.

TROPICAL AND SUB-TROPICAL DRY BROADLEAF FOREST: These forests are 
similar to tropical and subtropical forests and may even have rainfall in 
excess of those forests, however they have a long dry season during which 
all or many of the trees drop their leaves. 
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CHAPTER 13 — THE FUTURECHAPTER 13 — EXPANDING THE GENRE
Castles & Crusades is a fantasy role playing game and as such there are no 
limits to the playing arena. The idea that the magic of a powerful wizard 
can teleport people over great distances, shift people between planes, and 
even stop time is in itself a mind boggling concept. To envision sorcery 
that can take characters across inter-dimensional landscapes is no mental 
leap, considering that departure point; in fact, it is a natural occurrence 
in a world dominated by divine and arcane sorcery. Inter-dimensional 
travel may land the characters in worlds dominated by different forms 
of magic and even technology giving reason to modern forms of warfare. 
Beyond this, the Castle Keeper may desire to expand their game’s scope 
by adding primitive firearms to the mix. It is not unreasonable to assume 
that, in a world where dwarves build and construct all manner of edifices, 
that they would have mastered the use of gunpowder. Being a warlike 
people, the mental leap to firearms is a short one. But whatever the case, 
the information supplied below allows for the CK to expand the fantasy 
genre with a baseline bit of information on firearms and other types of 
weapons and beyond into different genres of play, from westerns to pulp. 

MERGING FANTASY WITH TECHNOLOGY

Merging these two genres is not that difficult. In many respects they are 
much the same. Sorcery that projects manifest power as channeled by a 
wizard, enabling him to hurl a fire ball scores of feet from his body is not 
that much different than a flame-thrower. There are many such parallels, 
a video conference that allows a hologram of someone in a room, or better 
still, transports them into a room is something akin to the teleportation of 
people that is common in most fantasy RPGs. Allowing gun powder and 
steam engines to enter a world of fantasy is little more than allowing the 
inhabitants some technological innovations.

With these similarities in mind, it is important to note that as soon as 
technology enters the game, it changes the nature of the game. Many 
fantasy role players do not react kindly to guns and the like and before 
any such changes are made, the CK must consult with the players to 
make certain they are interested in adding these weapons to the mix. 
These additions tend to change the genre of role playing and open a 
virtual Pandora’s Box of additions and changes. Integrating them into 
the game can be fun and challenging but must be done with the Siege 
Engine involved.

CAMPAIGN STYLES
As has been previously mentioned, using modern elements can be a fun and 
exciting use of the Siege Engine to drive adventures in nearly any genre. 
Ultimately, the choice of how gritty and realistic or fantastic and whimsical 
your campaign develops depends entirely on the needs of the Castle Keeper 
and the players at the gaming table. Listed below are a variety of types of 
campaign styles that blend with “modern” considerations for a Castles & 
Crusades based campaign.

LATE MIDDLE AGES/ RENAISSANCE 
Also known as the age of exploration in our own world, this campaign 
style still uses armaments and armor of traditional fantasy including 
full plate, and breastplate type armors, as well as the coat of mail. 
Rapiers and short swords, daggers, matchlocks, smooth bore cannon 
and stone hurling mortar are all in development or used by professional 
armies of the world. Heavy cavalry is slowly being supplanted by light 
cavalry or Dragoons (dismounted cavalry/medium infantry). Mortar 
and cannon have replaced the trebuchet as the primary means of 
besieging walled cities and forts. 

This setting style could be used with traditional magic, and traditional 
fantasy characters and races with little modification. Realistic approaches 
would transform all races to human of course, and level the base Hit Dice 
to a d8 or d10 for all classes. Certain classes may become outdated with 
the updates in technology in a magic free environment. 

PRE INDUSTRIAL AGE 
In this age, smoothbore flintlocks are in wide use. Most items are still 
manufactured by hand though the quality has greatly improved, and 
is mass-produced in an assembly line manner, though without actual 
heavy machinery. Swords, cutlasses, sabers, rapiers, daggers, and hand 
axes are still widely used when ammunition supplies run low. Cannon 
have become more reliable and used aboard ships as well as in fortresses. 
Field cannon are hauled to battlefields. Heavy armor and shields prove 
too weak to stop most gunfire and cannon shot and warriors abandon 
their use. Light cavalry used to skirmish or harass enemy flanks have 
almost completely replaced heavy cavalry. Sea travel, although still 
extremely dangerous, is helped greatly by modern developments in 
sextant, compass, and high quality map use. Primitive races are at a 
huge disadvantage to the range and deadliness of modern armaments. 

This setting remains well played with traditional fantasy races and elements. 
Realistic approaches still maintain an increase in HD. Magic use remains 
much as it does in other versions; spell casters and healers work as normal 
and magic extends to gunpowder weapons. 

INDUSTRIAL AGE 
The Industrial age leads to mass developments in such things as steam, 
coal, and eventually internal combustion gasoline powered vehicles and 
equipment. Armor is now reserved for vehicles to protect them from 
rockets and bombs. Cannon, shoulder, and hand weaponry is all rifled, 
increasing range and accuracy of projectile weapons. Sword, bow, and 
other melee weapons have almost completely been supplanted by hand 
weapons. Motor vehicles replace horses and other mounts.

Technology supplants magic use to some degree, but magic users and 
clerics continue in their normal track, only their services are slightly less 
in demand. 
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CHAPTER 14 — ADVANCING THE GAME
LOW-LEVEL ADVENTURES (LEVEL 1-3): Base the design of these games 
on the character’s hit points and equipment; the extra abilities that 
characters have are helpful, but in the end the character must survive 
long enough to use them. When designing adventures for low-level 
characters, always use monsters with low hit dice. The adventure can 
be as complex as desired but the combatants and the traps must never 
exceed the ability of the character’s to overcome them. 

NOTE: Many CKs assume that they can run monsters of high hit dice but 
who have low hit points in low-level games. This is not the case. Monsters 
with a high hit dice have an increased chance to hit, and usually manage 
to kill the characters faster.

MID-LEVEL ADVENTURES (LEVEL 4-8): The design of these games is far 
more open. The characters are able to use many of their abilities and 
these compliment the increased hit points and their increased ability to 
hit the enemy. Most monsters, from low hit dice to very high, are useful 
in these games. If they are low hit dice, there should be more of them; if 
higher hit dice, less of them.

HIGH-LEVEL ADVENTURES (LEVEL 9+): High level games run the gambit 
and include hit dice and numbers of almost any monsters. The adventure 
can be very complex, or simple, though often prep time for these games 
takes longer as the monsters or NPCs are more complicated and the write 
ups require more attention. Preparation is very important for high-level 
games as there is an increased complexity of the monsters, spells, magic 
items, and abilities.

Once the Castle Keeper has gathered this information, it is time to 
determine what type of adventure to run the players through and set to 
work designing it.

PLOTTING THE ADVENTURE
An adventure generally involves a challenge presented to the characters in 
the guise of a task to be completed. There are an almost infinite number 
of tasks to choose from. Indeed, the type of task is limited only by the 
imagination of the Castle Keeper; they include retrieving items, rescuing 
persons, plundering dungeons, destroying evil, solving mysteries, etc. 

In working on an adventure, it is a good rule of thumb to follow the 
same designs that a short story, movie, or novel follows. Draw up a 
brief outline of what the challenge is, where it takes place, who the 
participants are, and how the characters must overcome it. It’s usually 
advantageous to expand on these notes and offer details that the CK 
needs to run the game a little more effective. If the adventure begins 
in a stable, and the stable master is a point of contact, its best to write 
down the stable master’s name, perhaps a quick description of him and 
his motives. In this way, when the characters ask questions of him or the 
CK, the answers are readily available. 

The Castle Keeper should always attempt to make the story compelling; 
catching the interest of the players is paramount to running a smooth 
game. In this regard it is important to know your audience. A CK that 
spends a great deal of time designing a dungeon adventure is going to find 
it hard to run a group of players who really don’t like dungeons. Though 
the story/plot/adventure should not be beholden to the particular desires 
of each player, making an attempt at crafting an adventure that people 
want to play is the first step toward capturing your audience.  

Most players don’t really care about the setting, they simply want to 
run a challenging adventure, slay the evil monsters, reap a whirlwind of 
treasure, and make ready for the next foray. 

There are three simple steps to crafting a quick adventure. Follow these for 
the quick write up or expand upon them for more detailed adventures.

1)  Establish the plot device by determining what the character’s object 
is: rescue the princess, slay a dragon, banish a ghost, etc. This 

object does not have to be a noble goal of rescue or a quest. Many 
of the most enjoyable adventures do not involve any kind of moral 
quandary, but rather emphasize sheer fun. Plundering the dungeon 
of all its ancient wealth is often sufficient to gain a night’s fun.

2)  Place the object in a setting such as a dungeon, town, wilderness, 
or old ruins. Dungeon adventures are those that take place 
underground, in castles or contained areas. Overland adventures are 
those that take place in cities, towns, in the wilderness, along a road. 
Both are very different, involving many nuances to run correctly 
(see above CHAPTERS 5-6). 

3)  Determine what challenges the players must overcome to achieve 
the object: slay a dragon, overcome traps, and find the dungeon. 
Like plot devices, the number of challenges are virtually limitless. 
These challenges often make or break a game. Really interesting 
monster encounters morph simple, mundane plots into truly 
exciting and memorable escapades.  

Once the object, setting, and challenges are determined, the Castle 
Keeper is prepared to run the game. It is entirely up to the CK how 
much detail to place upon the adventure -- fleshing out the skeleton 
so to speak. Names, backgrounds, descriptions of persons, places, and 
things, etc. can enhance play and give it a sense of being. Often this tone 
emerges during the course of the play whether the CK desires it or not. 
Players naturally ask questions, the more questions asked, the more detail 
is required from the CK.  As noted, this preparation can take hours or 
just minutes; but having some type of preparation is essential to capturing 
the evening’s fun.

OPEN-ENDED VS. LINEAR PLOTS

Adventure plots are often open-ended and when one adventure is 
completed another is unearthed in the completion of the adventure. 
The characters who uncover a treasure trove may find a magic scroll 
that contains the map to the location of another dungeon and thus the 
CK establishes the adventure hook for the next session. Open-ended 
adventures must be adaptable as the CK almost never knows what players 
will do when confronted with one challenge or the other. Being fluid and 
adjusting the adventure is part of a night’s play. Some plots are quite 
linear and require that the Castle Keeper keep the characters on track 
and achieve preset goals before they can go to the next area. These are 
more difficult and are often derailed due to player character actions that 
are outside the circle of the CK’s planning or even thinking. 

One Night Stands: These games are simple adventures played out in 
the course of a single gaming session. They often involve pre-generated 
characters, or characters the players have played before.

Story Arc: A story arc involves several gaming sessions in which the 
adventure is too complicated to wrap up quickly. 

Campaign: These are ongoing games that take the same characters 
through play in multiple adventures, some one night stands, some story 
arcs, throughout the life of their character. They take place over multiple 
gaming sessions and last from a few months to several years. 

THE ROAD GOES ON 
One of the objects in C&C, for the players at least, is level advancement. 
Beginning at low levels and moving up and beyond is part of the fun. 
As characters gain levels they gain power, prestige and more abilities 
with which to continue on and tackle ever great challenges. If there is 
an object in RPGs, beyond having fun, it would have to be advancing 
in levels. In planning the adventure, the Castle Keeper must keep this 
in mind. Design the adventure for a single night’s play, a story arc that 
takes place over several sessions, or even a campaign that embarks the 
characters on a lengthy multi-session adventure. All are perfectly valid 
approaches and play their role in the RPG experience, whether used 
separately or together.
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CHAPTER 15 — THE SIEGE ENGINE
The equation is CB+CL=CC. Stated again, the player’s roll must be 
equal to or greater than the CC for the action to be successful.

CHALLENGE BASE 
The challenge base is always one of two numbers It is either a 12 or an 18. 
It is 12 if the attribute being checked against is a primary attribute. It is an 
18 if the attribute being checked against is a secondary attribute.

CHALLENGE LEVEL 
The challenge level is the level of difficulty the Castle Keeper assigns to the 
action. Assigning a value to the challenge class is, in theory, an easy task. Task 
difficulty can be assigned any value the Castle Keeper desires. Tasks easier 
than a 0 also arise in game play (picking the pocket of a passed-out drunk, for 
example) such that the CK assigns negative values to a task, as well. 

In many instances, the Castle Keeper is responsible for determining the 
CL by taking into account circumstances affecting the check. In other 
instances, the CL’s rules are more concrete. Whenever a character is 
acting against another character, non-player character, monster, or a 
spell, the hit dice or level of the being the character is acting upon 
affects the CL. In the example above, the rogue tried to pick the pocket 
of another rogue. In that instance, the CK adjusts the CL by 6, the 
opposing rogue’s level. 

CHALLENGE CLASS 
The concepts and the details relating to the CL are discussed in greater 
detail in another section. What is important to know here is the very 
basic idea behind the system and how it is mechanically applied in order 
to better understand how the rules work and can be modified.

The challenge class is determined by adding the challenge base and the 
challenge level together. The player must beat this score on the roll of a 
d20 in order for that action to be successful. In the first example above, 
the rogue has a dexterity prime, so the task had a CB of 12, and the Castle 
Keeper assigned a CL of 0 to the encounter (the second example has a 
CL of 6). The character then had to roll a 12 or better (18 in the second 
example) for the task to be successful.

PRIMARY AND SECONDARY ATTRIBUTES
As has been mentioned, the SIEGE Engine is the basic mechanic driving 
C&C. The primary and secondary attribute concept drives the SIEGE 
Engine. All attributes are assigned a primary or secondary designation. 
The designation of an attribute as either primary or secondary determines 
the challenge base for any type of attribute check. Almost all of the 
game’s mechanics are resolved through the use of attribute checks. 

To repeat, all attribute checks affected by a primary attribute, the CB is 
12. For all attribute checks affected by a secondary attribute, the CB is 18. 
Actions performed with primary attributes are far more likely to succeed 
than those performed with secondary attributes.

One should note that, all things being equal, a 1st-level character, when 
performing an action with a primary attribute, has a 45% chance of 
successfully doing so. This is without adding the level bonus, which is 
almost always the case. A 1st-level character, when performing an action 
with a secondary attribute, has a 15% chance for success.

TABLE 15.1 SIEGE ENGINE EXPRESSED AS A %
Chance of success for 1stlevel characters

Primary 45% CB 12

Secondary 15% CB 18

The chance of successfully performing that action increases by 5% per 
level. The primary/secondary attribute system simply creates a system 

whereby chances for successfully performing actions are based upon the 
attributes themselves and how they are designated.

Each race receives a certain number of primary attributes and is allowed 
to designate which  attributes are primary and secondary. Humans are 
allowed three primary attributes, and demi-humans are allowed two 
primary attributes. One of the character’s primary attributes will be always 
be decided for the character as it is based upon the character’s chosen 
class. Monsters have assigned attributes, either mental or physical.

ATTRIBUTES CHECKS AS A PART OF META-GAME 

In game play, it is important to note whether the attribute being 
checked against is primary or secondary. The Castle Keeper 
could ask the player the attribute’s designation each time a roll 
is necessary but, it would be easier if the player simply told the 
Castle Keeper this information when providing the CK with his 
die roll’s results. In the example above, the player Josh would 
reply: “Johann silently prays for success and attempts to pull the 
purse out of the merchant’s vest pocket. I rolled a 14, prime.”

Josh has told the Castle Keeper the attribute’s designation. This makes 
it easier and quicker for the Castle Keeper to figure out the CC for the 
check. This few seconds of work can avoid potential mistakes, needless 
questions, corrections, etc. For ease of game play, the player must always 
be sure to let the Castle Keeper know whether a check is for a prime 
attribute or not. CKs should never assume the attribute’s designation, 
even though some may be obvious based on the character’s class.

AN 18/+6 RULE

This rule is a quick method of letting the Castle Keeper know the 
result of a roll without having to state the attribute’s primary/secondary 
designation. In this manner, the challenge base is always 18, no matter if 
the check is against a primary attribute or secondary attribute. It is the 
character’s responsibility to add a +6 to his die result if and only if the 
attribute being checked against is a primary attribute.

By using this method, all the percentages remain the same, but the onus 
of managing the check falls upon the player, relieving the Castle Keeper 
of a small amount of mathematical manipulation.

In this case, the Castle Keeper always uses 18 as the challenge base from 
which modifiers are adder or subtracted to, and the player adds a +6 to 
his character’s die roll for a primary attribute.

A 20/+8/+2 RULE

Another option, similar to the above mentioned rule, is to use 20 as 
the challenge base. In this instance, the players add +8 to any attribute 
check involving a primary attribute, and they add a +2 for checks made 
against their secondary attribute. The Castle Keeper calculates the CC 
off the number 20. This is an easy number to add and subtract from, so 
inclined CKs should use this method.

THE 15/+3/-3 RULE

Another way of looking at the rule is to choose 15 as the challenge base 
and add a +3 whenever a prime is used on an attribute check and a -3 
when a secondary attribute is used. This method keeps a simple, single 
number to manipulate for the Castle Keeper, and it distinguishes the 
attribute designation by a positive modifier for primary attributes and 
negative modifier for secondary attributes.

All the results of the suggested systems are the same; they are just 
different ways of expressing the same rule. Choose the one you find most 
intuitive and easiest to manipulate.
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CHAPTER 18 — SKILL PACKAGES
The Siege Engine is perfectly equipped to deal with every situation that 
Castle Keepers may concoct or players may envision. By its very nature it 
decries the use of skills, feats, traits, adjuncts, or any other nomenclature 
that expands the classes beyond their archetype. It is not because the Siege 
Engine possesses some inherent superiority to using systems that rely upon 
extra character skills to propel the adventure forward, but rather because 
the Siege Engine makes such character skills unnecessary as it supplies 
the mechanic for resolving situation led to by the need for adding such 
skills.  Even more importantly, proper use of the Siege Engine allows all 
participants to limit their horizons by only what they can imagine, and their 
character’s attributes can achieve. Use of such skills pinpoints actions to 
certain checks, restricting their interpretation and use by narrowing them 
through definition, which in turn places limits on the imagination; these 
limits retard the natural expression and use of the Siege Engine. 

Castles & Crusades is a game designed around the Siege Engine, in which 
the participants propel the events forward, not by pre-defined skills, but 
by what they are willing to attempt. Conan does not hesitate to leap from 
the tower’s height because he is Conan, a warrior, a hero able to do what 
he knows he can achieve through his Crom given attributes, his strength, 
dexterity, and wisdom. These attributes guide him on his leap; he does 
not wait until he perfects a leaping and or falling skill. He leaps and trusts 
to the gods that be and his own powers to land safely. He doesn’t wait 
until he has a leaping skill. He leaps.

Roll the die.

Skill-based systems tend to restrict a player’s reaction. They define what 
their characters are willing to attempt. Players don’t allow their characters 
to leap unless they possess a leaping skill or at least a landing one. They 
swing with a great cleave attack not because they have gripped their 
double bladed battle axe with two hands and attempt to use all 
their force and power, but rather if they have a feat that allows 
them to carry out this motion. These skills should enhance 
role playing, but because they are generally built around 
what the character can and cannot do, they tend to drive 
the mechanics of the game. The more mechanics a 
game possesses, the more limits are placed upon the 
imaginative role play. These limits restrict the 
Siege Engine, but worse they restrict the free 
form and easy play that Castles & Crusades 
thrive upon. 

Skills should be additions to role playing the character, not expansions of 
the archetype. 

That said, the Siege Engine is uniquely adaptable. Its very simplicity lends 
itself to use with skills, feats, and trait systems as any such ability instantly falls 
under the guidance of the Siege Engine and the attribute check system. 

Below are three approaches to adding skills to your character. The first 
is the preferred method of adding skills, role playing. Here the discussion 
explores methods of role playing skills for characters and balance. The 
second approach is a very traditional, trade induced skill system, perfectly 
built for character background. The third approach is a modern skill 
system that builds onto and with the Siege Engine. Ignore them; use them 
separately; or use them all together as the CK and players wish.

ROLE PLAYING SKILLS

The easiest approach to integrating extra character abilities or skills is 
through role playing, allowing the Siege Engine, or the combat mechanic, 
to resolve any check or action the skill generates. If a player desires a 
certain ability for his character, that is not specifically written up for his 
class or race description in the Players Handbook, attempt to accommodate 
it through game play. Discuss the ability with the player and determine 
whether it fits in the context of the game, and if it is, determine how best 
to integrate the skill. Often some type of sacrifice is needed, whether in 
experience points, weapons proficiency, or other pre-existing trait. Once 
the skill is determined, assign the player character a bonus for making the 
roll against the Siege Engine.

EXAMPLE: Karagi wishes for his character to have some type of swimming 
skills. Knowing that the campaign takes place in the Darkenfold Forest 
where there are many rivers and deep streams, the player feels such an 

ability can only augment the game and increase his character’s chance 
of survival. By creating a background where his half-elf lived upon the 

coast of the Sea of Shenal, he incorporates the idea of swimming 
into the game through his background. This seems logical and can 
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CHAPTER 19 — CHARACTER DEATH AND FATES
As outlined in the Players Handbook, a character dies when he reaches 
negative ten hit points. At this point the character is removed from play 
until he is resurrected or reincarnated or brought back in some manner 
acceptable to the Castle Keeper and in keeping with the rules or campaign 
and game. The character is dead; the player of course goes on and makes 
another character because Castles & Crusades is, after all, only a game. 
The core rules of C&C do not allow players to become too attached to 
their characters. Allowing the character’s death to be more than a passing 
nuisance is improperly using the Siege Engine.

Unlike video games that possess fixed manners in which characters die, 
if you fail here, you die. C&C allows for an extremely fluid approach to 
character death. It is not always up to the die; the CK plays the over-
riding factor in the life and death of any character. This fluidity allows for 
the player to undertake far more heroic actions, and makes for an evening 
of lively fun like no other game can manage.

Below are several methods to mitigate death, to cheat it, and methods to 
make the fall of a character part of the game itself. 

NEGATIVE IMPACT

A character dies when they reach -10 hit points. But what happens when they 
are only in the negative? The impact upon the character of going into the 
negative hit points is massive. Generally speaking, the character is removed 
from action and unable to do anything to defend himself or even move. 
Any attacks against the stricken character gain a +10 to the to-hit roll. The 
character does not get any attribute bonus or any bonuses gained from items 
that require his motion to use, such as a shield. Attribute checks, while they 
benefit from any attribute bonus, do not benefit from the character’s level. 
Going negative on a battlefield, unless someone rushes to the characters aid 
quickly, means there is a good chance that that character never walks away.

However, it is very easy to expand the effects of the negative hit points 
into allowing the stricken character a roll on the battlefield or game, 
however small. Consult TABLE 19.1 IMPACT OF NEGATIVE HP for a more 
detailed look at the impact of negative hit points and what the character 
can and cannot do.  Use this table in place of the normal negative hit 
point rules as related in the Players Handbook. At no point can the 
character cast spells or wield actual weapons, even magic items, unless 
their use requires no concentration. The Actions column relates what the 
character can do, the Effects what happens to their body.

TABLE 19.1 IMPACT OF NEGATIVE HP
NEGATIVE ACTIONS EFFECTS CL

0 Crawl, able to talk, 
grab, hold n/a 0

-1 to -3 Drag, halting speech, 
put weight on Physical Att reduced 1⁄2 0

-4 to -6 Immobilized, can talk Go blind* 0

-7 Mumble in talk Unconscious, Limb Loss CL 2

-8 None Unconscious, Limb Loss CL 4

-9 None Unconscious, Limb Loss CL 8

-10 None Death

*The effects of the blindess last until the character is fully healed and has been 
able to rest for 1d6 weeks, or has receieved magical healing of any type.

Roll a saving throw for limb loss without attribute bonuses or level 
adjustments. Any limb loss that occurs at -7 is compounded again at -8 
and -9. Consult TABLE 19.2 EFFECTS OF LIMB LOSS. 

The affects listed below are only a sampling. Certain wounds result in 
certain affects, however a leg loss wound will not force someone to have 
breathing problems.

TABLE 19.2 EFFECTS OF LIMB LOSS
ROLL EFFECT

1 Movement reduced by 1⁄2 due to chest wound, leg wound, hip 
wound, etc.

2 Blind in one eye

3 Speech impediment

4 Arm  severed or rendered useless, balance off. All dexterity 
checks at -1

5 Leg severed or rendered useless. Movement rate cut by 75%, all 
dexterity checks at -2.

6 Constantly hearing noise, hearing damage, due to blood loss, 
reduced hearing/spot by 50%

7 Bone heals improperly, -1 all attack rolls

8 Back damaged, unable to carry heavy loads, shoot compound 
bows, hurl weapons

9 Bacterial infection due to wound, lose 1 point of constitution

10 Head trauma from blood loss, direct blow, CL +2 on all 
intelligence and wisdom checks

11 Reduced muscle mass, poor healing, suffer 1 point of strength loss

12 Physical maiming, charisma enhanced or reduced by CL 2


