




WHAT IS OVERLORDS?

OVERLORDS is a 1e SOLO fantasy TTRPG adventure system 
that allows you to play SOLO in a wide variety of ways.

You do not need this product to enjoy the LAND OF BONES 
1e adventure omnibus as there will be a QUICK START RULES 
version available that is much smaller. This book, however, 
provides the SOLO enthusiast with many new or different 
ways of enjoying 1e SOLO gaming.

NEW, DIFFERENT, OR UNIQUE RULES ON

• Guns (very rare)

• Poisons

• Mounts

• Aerial Combat

• Gun Powder

• Familiars

• Divination

• Gambling

• Intoxication

• Life After Death

• Barter/Trade/Haggle

———————————————————————————

FEATURES

• Multiple NEW SPELLS

• Multiple NEW MONSTERS

• Multiple NEW MAGIC ITEMS

• Multiple NEW RIDDLES & PUZZLES

• NEW PC CLASS - THE NECROMANCER

• Multiple NEW SOLO COMMUNICATION SYSTEM

• Multiple Factions to Choose From

• Explore The Thieves’ Guild

• Explore The Assassin’s Guild

———————————————————————————

BENEFITS

• PLAY N’ PAUSE any time you choose

• Can be played SOLO or TRADITIONALLY

• New, modular, and optional character record sheets

• Multiple tables and generators for virtually any situation

• ROLL & WRITE OPTIONS built into the two core books

• YOU choose or alter the FLEXIBLE SOLO RULES SETS

• Brand new, simple, and quick methods to play SOLO 
adventures

• Can advance your PCs from levels 1-12 and beyond. 
PLAY INDEFINITELY

• Links where you can download maps so you can CREATE 
YOUR OWN SCENARIOS

• Help perfect this system by playtesting and offering sugges-
tions based on 1st draft digital PDF rough cuts

• A “scoring system” that potentially allows your PCs to 
AMASS CONSIDERABLE POWER, PRESTIGE & WEALTH

OVERLORDS - 1E SOLO RULES



WHAT IS LAND OF BONES?

LAND OF BONES is a 1e SOLO fantasy TTRPG adventure 
campaign separated into 4 modules.

1. CITY STATE OF ANDROTHA

2. INNS & TAVERNS OF ANDROTHA

3. WILDERLANDS OF ANDROTHA

4. DUNGEONS OF ANDROTHA

1. CITY STATE OF ANDROTHA is a city/state campaign that 
opens with the player characters being called upon by the 
archbaron of Androtha to investigate bizarre sightings of the 
living dead. The island of Androtha was once the focal 
point in The War of Bones and it now features historic 
landmarks, war memorials, and graveyards honoring the 
fallen soldiers of Androthan as well as enemy forces.

After the party meets the mayor, even more reports are made 
regarding looted burial tombs, desecrated holy sites, and 
the missing bodies of several war heroes that have long ago 
been laid to rest.

What the party realizes (a bit too late) is that the 
mayor of Androtha has not only hired the PCs but several 
adventure parties, treasure seekers, and other bounty hunters. 
All competing for a variety of rewards and bounties. But 
no need to worry. While it is quite unlikely that any of 
these competing adventurers will get along, there will be 
plenty of opportunities for the players to create printed smear 
campaigns, have these rowdy mercenaries arrested, or even 
sent to The Androtha Insane Asylum!

There is The Village of Androtha, where the party can meet 
hundreds of merchants and villagers, but the chance for hack 
and slash adventures also await as there are many dark and 
unsavory secrets waiting to be unearthed.

2. INNS & TAVERNS OF ANDROTHA is part 2 of the 4-part 
campaign and is for PCs of levels 4-6. There is an inn, a 
tavern, a fortified traveler’s inn, and an abandoned and very 
haunted inn. Not only can the PCs meet many more NPCs, but 
RUMORS abound as the potent Androthan ale and liqueurs 
loosen many a tongue. Who knows where the twisting tunnels 
beneath Androtha’s “hospitable” establishments could lead.

3. WILDERLANDS OF ANDROTHA begins with THE OUTSKIRTS,
a rundown town of misfits and rogues. The party is tasked 
with hunting down wanted madmen, escaped prisoners, 
and deranged lunatics. Is the party brave enough to under-
take these quests? Are they ready to enter the dreaded Pine 

Barrens? These woods are home to ghosts and other mon-
strosities that shamble through Androtha in the dead of night.

4. DUNGEONS OF ANDROTHA is the grand finale set of 
adventures in this campaign. After investigating three-
quarters of Androtha, the party has figured out that the 
source of the evils that have gripped Androtha lies in the 
northeastern tip of the island. This entire area of the island 
has become infested with the stolen bodies of the deceased 
heroes that once served Androtha’s army. These walking 
dead have been called upon to serve once again, but 
for a much different army. This army serves a new master 
now. These undead now serve Aubner Ghant, the infamous 
and most powerful Necromancer in the realms. The party 
must vanquish this charnel horde to gain entry to Ghant’s 
labyrinthian ghoul warrens beneath Androtha and put an 
end to this ghoulish army once and for all.

Surviving player characters may be awarded a wide variety 
of boons and treasures ranging from prestige to riches to a 
deed to one of Androtha’s 25 available plots of land. It is from 
that point that the players can choose to have their characters 
stay and defend Androtha from any future evil uprisings, or 
to move on to other future PYOP ADVENTURES!

WHAT IS LAND OF BONES?



WHAT IS THE 1e SOLO JOURNAL?

The 1e SOLO JOURNAL is a players’ adventurers journal
specifically made for the 1e SOLO project LAND OF BONES. 
This black and white hardcover journal is broken up into 
4 parts for YOU to record and catalog your adventuring 
experiences  on the continent of Androtha.

1. CITY STATE OF ANDROTHA

2. INNS & TAVERNS OF ANDROTHA

3. WILDERLANDS OF ANDROTHA

4. DUNGEONS OF ANDROTHA

The print book allows for MULTIPLE party recordings and 
acts as a nice KEEPSAKE for when you have filled the book 
up with many exciting adventures. The DIGITAL PDF version 
is also available, and this comes in handy if you prefer to 
record your adventures one adventure at a time. Using your 
home computer printer, you can print out the pages that you 
need as you go. Having both are ideal, however.

1. CITY STATE OF ANDROTHA allows you to record your 
FAVORITE SHOPS and vendors, the shop owners, and their 
propensity for haggling. Are they easy to deal with and 
generous, or are they notoriously difficult to bargain with? 

Who will be your best and most reliable contacts that will 
help you along the way? When you interview and hire NPCs, 
what will their demands for treasure be? Will you choose to 
JOIN A FACTION OR A GUILD? One thing is for sure, is that 
you will most definitely need to choose sides in this battle 
between good vs. evil. Choose wisely!

2. INNS & TAVERNS OF ANDROTHA This section allows 
you to record everything from your favorite stout ale to your 
favorite bartender that fills you in on just about everything 
that he or she knows. 

There are MULTIPLE GAMBLING GAMES OF CHANCE you 
can enjoy, and the assortment of colorful characters rivals 
the ones you meet in the first section of the adventure, the 
City/State of Androtha. 

Make sure you follow the laws of Androtha, because if you 
are a lawless lout, you may very well spend a week or more 
in jail or in prison!

Finally, record your DEADLY BUT REWARDING adventures 
BENEATH THE INNS & TAVERNS OF ANDROTHA!

3. WILDERLANDS OF ANDROTHA This section allows you 
to RECORD YOUR BOUNTY HUNTS, REWARDS, and track 
down escaped asylum inmates.

In your downtime, you may decide to hunt for invaluable 
spell components and other natural resources bountiful on 
the continent of Androtha. This means you can make money 
on the side while deciding on your next course of action.

Record the monsters you encounter as you delve deeper and 
deeper into more and more dangerous lands and hazardous 
environments.

Record the battles you participate in as well as your allies.

4. DUNGEONS OF ANDROTHA This section is the most deadly 
as you are literally in the lands of the enemy. The largest 
battles take place here. It is here where you can record your 
allies as well as enemies in the final battles before you reach 
the deadly DUNGEONS OF ANDROTHA.

There are so many things you can do in this journal. You can 
create party profiles, name your party, choose your sign, 
symbol, or sigil, coat of arms, heraldry, and even how your 
magic short sword looks like.

1E SOLO JOURNAL



https://tinyurl.com/landofbonesgame
https://tinyurl.com/landofbonesvid
https://tinyurl.com/pyopadventures
https://www.landofbonesgame.com
https://www.facebook.com/PYOPadventures
https://www.facebook.com/LANDOFBONES/
https://twitter.com/LANDOFBONESGAME
https://www.pinterest.com/landofbonesgame/
https://www.tumblr.com/blog/view/landofbonesgame
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SPELLS USABLE BY CLASS AND LEVEL — NECROMANCERS

Necromancer Necromancer Spell Level
Level 1 2 3 4 5 6 7 8 9

1 1 - - - - - - - -
2 2 - - - - - - - -
3 2 1 - - - - - - -
4 3 2 - - - - - - -
5 4 2 1 - - - - - -
6 4 2 2 - - - - - -
7 4 3 2 1 - - - - -
8 4 3 3 2 - - - - -
9 4 3 3 2 1 - - - -

10 4 4 3 2 2 - - - -
11 4 4 4 3 3 - - - -
12 4 4 4 4 4 1 - - -
13 5 5 5 4 4 2 - - -
14 5 5 5 4 4 2 1 - -
15 5 5 5 5 5 2 1 - -
16 5 5 5 5 5 3 2 1 -
17 5 5 5 5 5 3 3 2 -
18 5 5 5 5 5 3 3 2 1

The Necromancer is one of the most feared and reviled foes 
an unwitting adventurer could face. Shedding all aspirations 
of normalcy and embracing the darkest side of their nature, 
the Necromancer’s stock and trade deals with speaking with 
and summoning the dead, but so much more. Necromancers 
have a wide variety of spells that range from protective to 
lethal. Most civilized societies shun the Necromancer, and 
many cities outlaw it outright. Still, that does not seem to 
hinder the dark arts and craft of a wily Necromancer, as 
unsavory as it may be, his services are always of value - to 
those that are willing to deal in the ways of death.

A Necromancer must have a minimum intelligence score of 
10 and a minimum dexterity of 8. A Necromancer with an 
intelligence score of 16+ gains the benefit of adding 10% to 
experience points awarded by the DM.

At level 9 (Dark Warlock), the Necromancer may be able to 
call forth a powerful familiar to serve the Necromancer and 
follow his/her every command without question. The num-
ber of familiars that a Necromancer can call forth exceeds 
most other classes and includes such repulsive monstrosities 
as giant black poisonous toads, giant bats, and even the 
fearful creature known as the Nightmare may serve as the 
Necromancer’s familiar and faithful mount. 

When a Necromancer attains the 11th level (Thaumaturge) 
or higher, s/he may choose to create his or her own dark 
magical items, most notably the crown jewel prestige item 
of all Necromancers, THE BLACK STAFF OF THE DARK  
MAGUS. This staff requires the attainment of expensive and 
rare gems, jewels, and other necromantic components. 
When completed, however, this staff becomes an extension 
of the dark mage’s personality and will, and this is reflected 
by the spells that are infused within this lethal staff. Special 
forms will be provided for you to keep track of the satisfying 
building of this powerful staff.

When a Necromancer reaches 12th level (Necromancer) 
s/he may have the options to attract a small but fanatical 
group of followers as well as building a DARK TOWER. 
These fanatics will be willing to collect rare spell components 
that may also entail dangerous side quests. These followers 
are willing to follow the Necromancer’s commands as they 
realize that they too might be able to wield such immense 
power someday.  
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4-sided
for HPs

XP
Level

Level
Title

NECROMANCER LEVELS THE NECROMANCER

THE NECROMANCER CLASS THE NECROMANCER CLASS

#

100 TOTAL NECROMANCER SPELLS - Levels 1-5

THE NECROMANCER CLASS THE NECROMANCER CLASS

Black Blade
Curse of The Dead
Doppleganger
Earburst
Grim Predictions
Haggard’s Visage
Heart Rend
Impose Nightmare
Patchwork Powers
Skeletal Hand
Undead Summoning-V
VuDu Doll

Bertram’s Battering Ram
Bone Blast - SHRAP-NELL
Breathe Bubble
Cancerous Cough
Charon’s Coin
Haggard’s Hazardous Pit
I See Dead People
Neville’s Poison Finger
Neville’s Spider Web
Night Gallery
Sleep of The Grave
Undead Summoning-IV

Animate Gravesoil
Berwicke’s Black Bands
Black Fog of Dargeth
Bonechiller
Deathly Hallucinations
Dig Your Own Grave
Vermin Spray
Raven Sight
Stormquill’s Skull Bombs
Strobe Panic
Undead Summoning-III
Wraith Touch

Blackfire 
Black Slime
Bookworm
Craft Necromantic Item
Gremlin Glue
Hover
Locate Necrotic Arts
Murglecut’s Hand
Quiet of The Grave
Undead Summoning-II
Venus Flytrap
Wave of Nausea
Wolf Bay

Animate Hand
Bertram’s Black Forest
Bertram’s Black Tower
Black Arrow
Black Ice
Bombs of The Black Elf
Coffin Nails
Globes of Disruption
Good Vibes
Stench of The Grave
Tommyknockers
Undead Summoning-I
Voice Warp
Whispers In Darkness
Zombie’s Gait

1st Level 2nd Level 3rd Level 4th Level 5th Level



THE NECROMANCER CLASS THE NECROMANCER CLASS

1
2
3
4
5
6
7
8
9

#

100 TOTAL NECROMANCER SPELLS - Levels 6-9

7th Level 8th Level 9th Level

Backbiter
Cremation
Ethereal Hand of Thieves
Falsify Death
Ghoul Hunger
Kiss of Death
Life Leech
Paralyze
Woundspiller

Blackthorn’s Maze
Bucknard’s Blades
Death Quest
Energy Transversal
Gargevaul’s Garrote
Leper
Mind Shatter
Skull Splitter
Vistaroth’s Vorpal Hand

Craft Curse
Deadlands Portal
Eye of The Beyonder
Grim Reaper
Haggard’s Hideous Clone
Mummy Rot
Death Dealer
Quicklime
Worm Rot

Black Rain
Death Ray
Fester Wound
Ghant’s Wall of Reversal
Gutwrencher
Poison Breath
Procure Poison
Self Destruction
Venomous Touch

6th Level



































12 COMPETING 
RIVAL BOUNTY HUNTERS

THE ROGUES OF BARWIN ISLE

Stunto Brunswyck (MU), Garwick The Hob (THIEF), Zorbeau Harelip (F), and Spike Bridgeford (ASS)

This is the FIRST foursome that the PCs will most definitely face. They are 3rd level NPCs that may very well have vastly 
different goals regarding this campaign. They might even be serving someone (or something) other than the decent folks of 
Androtha. Are they good or evil? Play LAND OF BONES 1e SOLO adventure and find out.

Throughout the campaign, there will be at least one opportunity to cross paths with each of these three competing adventure 
parties. There is quite a bit at stake, so almost every one of these unsavory characters is willing to kill off ANY competition. 
The party, as well as all of these 12 hunters, are all trying to gain the favor of the ones that have hired them, but are also 
greedy for the variety of honors and awards that are also at stake. If you survive and do well on your quests, you will be 
awarded with a variety of honors and awards ranging from prestige (by enjoying free meals at tavern stays) to something 
as epic as being granted an entire plot of land for you and your PCs to develop as you see fit.

This adventure campaign is quite versatile, allowing you to allow whatever you choose and seems right for you. After all, 
PYOP stands for PICK YOUR OWN PATH! Another option instead of you rolling for brand new characters is to choose from 
several other available NPCs.

This adventure campaign can potentially take your PCs from levels 1-12. It is at this point, if your characters survive, for you 
to decide what you wish to do. Your PCs can move on from Androtha, or choose to stay and make Androtha their home. 
There are hundreds of NPCs, rumors, and possible events and encounters due to the extensive ENCOUNTER TABLES. Make 
no mistake, however. This campaign is ALL ADVENTURE, and the tables are usable to provide you with virtually endless 
possible outcomes and thrilling SOLO adventures!

THE BLACK GUARD

Alukar The Archer (ASS), Mazerus The Mage (ILL), Fenris & Spike (F), and Costanzo The Randy (M-U)

This is the THIRD foursome that the PCs will most definitely face. They are 9rd level NPCs.

THE SKULDUGGERS

Boyd Brittingham (MU), Brunto Armstrong (F), Ma Pickford (F), and Foxfeg The Nimble (THIEF)

This is the SECOND foursome that the PCs will most definitely face. They are 6th level NPCs.





























There is going to be an OPTIONAL TOURNAMENT-STYLE 
AWARDS SYSTEM for the LAND OF BONES campaign.

This system’s details have yet to be finalized but there will 
be points that ADD to the PC party’s grand point total and 
actions that can also DETRACT points from this total.

Characters surviving but failing miserably in these quests may 
receive unwanted backlash, punishments, revilement, or ban-
ishing from Androthans. Surviving PCs that thrive and go on 
to perform several astounding feats and acts of heroism could 
be (tables available) awarded in a wide variety of ways. By 
the end of the campaign, your PCs could conceivably attain 
12th level or higher, and be awarded in the ways listed be-
low, hereby starting their own dynasty or even creating their 
own laws while ruling their own plot(s) of land on Androtha.

The rough draft that will be worked out amongst backers is 
currently as follows: 

PUBLIC HONORS: PC names and heroic acts printed in an 
Androthan newspaper.

HONORARY GUILD OR FACTION MEMBERSHIP: The PCs may 
not belong to a certain faction, but very well may be granted 
free membership for a certain time period or even with a 
lifelong membership.

DECORATED: There will be 4 medals that can be won during 
this campaign. Each medal has its own value and prestige 
attached to it. 

GIFTING OF A SMALL STRONGHOLD: A small, templated 
STRONGHOLD could be won by your PCs to start them in 
the creation of their own invincible empire.

GIFTING OF A WARSHIP: A small, templated WARSHIP could 
be won by your PCs to start them in the creation of their own 
kingdom or fleet of warships.

GIFTING OF A LAND PLOT: 3 levels of LAND PLOTS can be 
granted or bought:

1. Single, 1-mile hex.

2. A cluster of several, 1-mile hexes.

3. A large land plot that can be as large as shown on the 
opposite page.

PENSION AWARDED: A yearly, lifelong pension could be 
earned that is paid to each granted PC per month. It may 
not be a king’s ransom, but it will help pay for any upkeep 
your PCs decide to utilize.

AMBASSADORSHIP: Your PCs are awarded an ambassador-
ship and granted certain perks and privileges whilst visiting 
other nearby islands. This could provide for a great deal of 
plot hooks and adventures to enjoy.

ADVISORSHIP: PCs may be awarded having the ability to 
advise the king himself. This would require a stronghold that 
is within very close proximity to The Archbaron of Androtha, 
but the PCs will have a very powerful ally, as long as they 
do not make too many foolish decisions!

INNER CIRCLE: Membership into a secret society that allows 
for special protection, perks, services, etc.

FAVOR OWED: An unnamed favor may be promised for each 
surviving PC that performs well during this campaign. These 
perks could range from freedom of prosecution to being 
granted resurrection if they should die.

CANDIDACY: A mayor may retire and a PC could be the 
next Androthan mayor, working directly under the archbaron.

TITLE: With a noble title granted to the PCs, they may rule their 
own plot(s) of land with an iron fist, as long as the main goals 
of Androtha are also obeyed. Your party can even establish 
your own HERALDRY and symbols, colors, motto, and choose 
your own titles, and laws, within reason.

TOURNAMENT-STYLE PRESTIGE SYSTEM

25 LAND PLOTS
TO BUY OR BE GRANTED

The PCs have the option of choosing to have a
plot of land granted to them, if they survive.

This adventure campaign can potentially allow for surviving
PCs to win favor and be granted (or have the opportunity to purchase)

one of 25 available LAND PLOTS. These land plots
vary greatly in value ranging from the virtually valueless sea

plot to the high-quality plot (plot #9) shown above.

Each plot will have differing raw materials, occupants, and foes to  
conquer. If the PCs are successful, the heroes has the right to make their 

ownlaws and forge their own alliances. Every plot has its own 
skeletons in the collective closet, however, but if your

PCs can deal with anything that they may
face, they could become quite

powerful indeed!



5 OPTIONAL 
NON-PLAYER CHARACTERS

THE GUARDIANS OF ANDROTHA

Elowyn (THIEF), Rylan (RAN), Orlandius (PAL), Vuldar (M-U), and Althadus (CLERIC)

The five NPCs shown above can be used in three different ways. You can bypass rolling up new characters to playtest this 
adventure, or these five NPCs can be used as swords-for-hire if things get too difficult for the player characters. Also, if any 
of your PCs die, you can choose to have one or more of these NPCs to take his or her place.

These five characters are all of good alignment, ranging from chaotic good to neutral good to lawful good. This group also 
represents the ideal class and character types that would have the best chance of surviving this campaign. THIEF, RANGER, 
PALADIN, MAGIC-USER, and CLERIC.







OSRIC Open License:

Terms used herein are as de�ned in the OPEN GAME LICENSE Version 1.0a promulgated

by Wizards of the Coast, Inc. Open Game Content may only be Used under

and in terms of the Open Game License.

Subject to the other terms of this license, you may do the following:

1. Distribute this document for free or for pro�t, provided that no change or addition

is made other than adding your name as publisher if the product is distributed

in print, other than by print on demand.

2. Refer in your own products to the name of this document, and indicate compatibility

with the OSRIC system.

3. Produce content that is derivative of the “Licensed IP” material in this document,

provided that your product is not a complete game.

4. Include quotations from the rules set forth in the OSRIC system, provided that

such quotes do not individually exceed 100 words or collectively comprise more

than 10% of your product.

5. Identify parts of your Product Identity as “OSRIC™ Open Content” that may be

used by other OSRIC publishers, but only OSRIC publishers, as if it were Open Game

Content. Note that Open Game Content may not be limited to OSRIC publishers,

only Product Identity.

6. Identify parts of your Product Identity as “OSRIC™ Reference Content,” in which

case other publishers may refer to the OSRIC Reference Content provided that they

identify the source of the reference (your work) and note on the cover of their

product that your product is required in order to use their product.

7. If a publisher fails to identify OSRIC Open or Reference content, that content

will be considered Product Identity, assuming that it is valid Product Identity

under the OGL .

If you do any of the foregoing, you must:

1. Comply with the terms of the Wizards of the Coast (“WOTC”) Open Game License

with respect to any use of Open Game Content.

2. Not violate or infringe upon any trademark of WOTC (moreover, note that the

OGL currently prohibits any indication of compatibility with a trademark without

written permission).

3. Include the following text prominently on the cover or cover page of your

product:

This product uses the OSRIC™ System (Old School System Reference and Index

Compilation™). The OSRIC system text may be found at http://www.knights-nknaves.

com/osric. The OSRIC text is copyright of Stuart Marshall. “OSRIC” and “Old

School Reference and Index Compilation,” are trademarks of Matthew Finch and Stuart

Marshall and may be used only in accordance with the OSRIC license. This product is not

a�liated with Wizards of the Coast.

Complimentary copies of OSRIC material need not be sent to the authors, but it

would be nice.

“Licensed IP” means: all of the material herein, with the exception of the artwork,

trademarks, and title.

Under no circumstance should this license be construed to violate the terms of

the Open Game License, and any term that violates the Open Game License is to

be construed as closely as possible to the original intent within the terms of the

Open Game License.

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. De�nitions: (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, modi�cation, 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

identi�ed as Open Game Content by the Contributor, and means any work covered

by this License, including translations and derivative works under copyright law,

but speci�cally excludes Product Identity. (e) “Product Identity” means product and

product line names, logos and identifying marks including trade dress; artefacts;

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 e�ects, logos, symbols,

or graphic designs; and any other trademark or registered trademark clearly identi�ed

as Product identity by the owner of the Product Identity, and which speci�cally

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 a�x 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. O�er 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 su�cient 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. Identi�cation: 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 authorised 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 a�ected.

13. Termination: This License will terminate automatically if You fail to comply

with all terms herein and fail to cure such breach within 30 days of becoming

aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such

provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

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

System Reference Document copyright 2000, Wizards of the Coast, Inc.; Authors

Jonathan Tweet, Monte Cook, Skip Williams, based on original material by E. Gary

Gygax and Dave Arneson.

OSRIC copyright 2006-08 by Stuart Marshall, adapting material prepared by

Matthew J. Finch, based on the System Reference Document, inspired by the

works of E. Gary Gygax, Dave Arneson, and many others.

The following material was adapted back to the 1e system from the Tome of Horrors

copyright 2002 by Necromancer Games, Inc: Aerial Servant from the Tome of

Horrors copyright 2002 by Necromancer Games, Inc authors Scott Greene and Clark

Peterson based on original material by E. Gary Gygax, Al-Mi’Raj from the Tome of

Horrors copyright 2002 by Necromancer Games, Inc authors Scott Greene and Clark

Peterson based on original material by Roger Musson, Amphisbaena from the

Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene

based on original material by E. Gary Gygax, Axe Beak from the Tome of Horrors

copyright 2002 by Necromancer Games, Inc author Scott Greene based on original

material by E. Gary Gygax, Aurumvorax from the Tome of Horrors copyright 2002

by Necromancer Games, Inc author Scott Greene based on original material by E.

Gary Gygax, Babbler from the Tome of Horrors copyright 2002 by Necromancer

Games, Inc authors Scott Greene and Clark Peterson based on original material by

Jeremy Goodwin and Ian McDowell, Bat, Mobat from the Tome of Horrors copyright

2002 by Necromancer Games, Inc authors Scott Greene and Clark Peterson based

on original material by E. Gary Gygax, Beetle, \t Boring from the Tome of Horrors

copyright 2002 by Necromancer Games, Inc author Scott Greene based on original

material by E. Gary Gygax, Beetle, \t Watch from the Tome of Horrors copyright

2002 by Necromancer Games, Inc authors Scott Greene and Clark Peterson based

on original material by E. Gary Gygax, Beetle \t Rhinoceros from the Tome of Horrors

copyright 2002 by Necromancer Games, Inc author Scott Greene based on original

material by E. Gary Gygax, Blindheim from the Tome of Horrors copyright 2002 by

Necromancer Games, Inc author Scott Greene based on original material by Roger

Musson, Brownie from the Tome of Horrors copyright 2002 by Necromancer Games,

Inc author Scott Greene based on original material by E. Gary Gygax, Carbuncle

from the Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott

Greene based on original material by Albie Fiore, Caryatid Column from the Tome

of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based

on original material by Jean Wells, Caterwaul from the Tome of Horrors copyright

2002 by Necromancer Games, Inc author Scott Greene based on original material

by Albie Fiore, Co�er Corpse from the Tome of Horrors copyright 2002 by

Necromancer Games, Inc author Scott Greene based on original material by Simon

Eaton, Crabman from the Tome of Horrors copyright 2002 by Necromancer Games,

Inc authors Scott Greene and Erica Balsey based on original material by Ian

Livingstone, Crypt Thing from the Tome of Horrors copyright 2002 by Necromancer

Games, Inc author Scott Greene based on original material by Roger Musson, Dakon

from the Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott

Greene based on original material by Ian McDowell, Dark Creeper from the Tome

of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based

on original material by Rik Shepard, Dark Stalker from the Tome of Horrors copyright

2002 by Necromancer Games, Inc author Scott Greene based on original

material by Simon Muth, \t, Alu- from the Tome of Horrors copyright 2002 by

Necromancer Games, Inc author Scott Greene based on original material by E. Gary

Gygax, \t, Cambion from the Tome of Horrors copyright 2002 by Necromancer

Games, Inc author Scott Greene based on original material by E. Gary Gygax,

Disenchanter from the Tome of Horrors copyright 2002 by Necromancer Games,

Inc author Scott Greene based on original material by Roger Musson, Dracolisk

from the Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott

Greene based on original material by E. Gary Gygax, Executioner’s Hood from the

Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene

based on original material by E. Gary Gygax, Eye of the Deep from the Tome of

Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on

original material by E. Gary Gygax, Flind from the Tome of Horrors copyright 2002

by Necromancer Games, Inc author Scott Greene based on original material by E.

Gary Gygax, Fly, \t from the Tome of Horrors copyright 2002 by Necromancer

Games, Inc author Scott Greene based on original material by E. Gary Gygax,

Gargoyle from the Tome of Horrors copyright 2002 by Necromancer Games, Inc

authors Scott Greene and Clark Peterson based on original material by E. Gary

Gygax, Gorgimera from the Tome of Horrors copyright 2002 by Necromancer

Games, Inc author Scott Greene based on original material by E. Gary Gygax,

Groaning Spirit from the Tome of Horrors copyright 2002 by Necromancer Games,

Inc authors Scott Greene and Clark Peterson based on original material by E. Gary

Gygax, Jackalwere from the Tome of Horrors copyright 2002 by Necromancer

Games, Inc author Scott Greene based on original material by E. Gary Gygax, Leech,

\t from the Tome of Horrors copyright 2002 by Necromancer Games, Inc author

Scott Greene based on original material by E. Gary Gygax, Leprechaun from the

Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene

based on original material by E. Gary Gygax, Lurker Above from the Tome of Horrors

copyright 2002 by Necromancer Games, Inc author Scott Greene based on original

material by E. Gary Gygax, Mongrelman from the Tome of Horrors copyright 2002

by Necromancer Games, Inc author Scott Greene based on original material by E.

Gary Gygax, Necrophidius from the Tome of Horrors copyright 2002 by

Necromancer Games, Inc author Scott Greene based on original material by Simon

Tilbrook, Nereid from the Tome of Horrors copyright 2002 by Necromancer Games,

Inc author Scott Greene based on original material by E. Gary Gygax, Nilbog from

the Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott

Greene based on original material by Roger Musson, Phantom from the Tome of

Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on

original material by Harold Johnson and Tom Moldvay, Piercer from the Tome of

Horrors copyright 2002 by Necromancer Games, Inc authors Scott Greene and Clark

Peterson based on original material by E. Gary Gygax, Poltergeist from the Tome

of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based

on original material by Lew Pulsipher, Quickling from the Tome of Horrors copyright

2002 by Necromancer Games, Inc author Scott Greene based on original material

by E. Gary Gygax, Rot Grub from the Tome of Horrors copyright 2002 by

Necromancer Games, Inc authors Scott Greene and Clark Peterson based on original

material by E. Gary Gygax, Shedu from the Tome of Horrors copyright 2002 by

Necromancer Games, Inc author Scott Greene based on original material by E. Gary

Gygax, Skeleton Warrior from the Tome of Horrors copyright 2002 by Necromancer

Games, Inc author Scott Greene based on original material by Nigel Morgan,

Slithering Tracker from the Tome of Horrors copyright 2002 by Necromancer

Games, Inc author Scott Greene based on original material by E. Gary Gygax, Slug,

\t from the Tome of Horrors copyright 2002 by Necromancer Games, Inc author

Scott Greene based on original material by E. Gary Gygax, Sprite from the Tome of

Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on

original material by E. Gary Gygax, Squealer from the Tome of Horrors copyright

2002 by Necromancer Games, Inc author Scott Greene based on original material

by E. Gary Gygax, Stunjelly from the Tome of Horrors copyright 2002 by

Necromancer Games, Inc author Scott Greene based on original material by E. Gary

Gygax, Tick, \t from the Tome of Horrors copyright 2002 by Necromancer Games,

Inc author Scott Greene based on original material by E. Gary Gygax, Trapper from

the Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott

Greene based on original material be E. Gary Gygax, Troll, Ice from the Tome of

Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on

original material by Russell Cole, Troll, \t Two Headed from the Tome of Horrors

copyright 2002 by Necromancer Games, Inc author Scott Greene based on original

material by Oliver Charles McDonald, Vilstrak from the Tome of Horrors copyright

2002 by Necromancer Games, Inc author Scott Greene based on original material

by E. Gary Gygax, Volt from the Tome of Horrors copyright 2002 by Necromancer

Games, Inc author Scott Greene based on original material by Jonathon Jones,

Vulchling from the Tome of Horrors copyright 2002 by Necromancer Games, Inc

author Scott Greene based on original material by E. Gary Gygax, Yellow Musk

Creeper from the Tome of Horrors copyright 2002 by Necromancer Games, Inc

author Scott Greene based on original material by Albie Fiore, Yellow Musk Zombie

from the Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott

Greene based on original material by Albie Fiore, Yeti from the Tome of Horrors

copyright 2002 by Necromancer Games, Inc author Scott Green based on original

material by E. Gary Gygax, Zombie, Juju from the Tome of Horrors copyright 2002

by Necromancer Games, Inc author Scott Greene based on original material by E.

Gary Gygax.

OSRIC Chapter I copyright 2006-08 by Stuart Marshall. OSRIC Chapter II copyright

2006-08 by Stuart Marshall. OSRIC Chapter III copyright 2006-08 by Stuart

Marshall, Trent Foster, James Boney and Vincent Frugé. OSRIC Chapter IV copyright

2006-08 by Stuart Marshall, Trent Foster, James Boney and Vincent Frugé.

OSRIC Chapter V copyright 2007-08 by Stuart Marshall, Chris Hopkins, James Boney,

Robert Ross, Jeremy Goehring, Mike Davison, Daniel Proctor, B. Scot Hoover, Chris

Cain, Bill Silvey, Floyd Canaday, Vincent Frugé and Matthew James Stanham. OSRIC

Chapter VI copyright 2007-08 by Stuart Marshall, Daniel Proctor and Vincent Frugé.

OSRIC appendices copyright 2006-08 by Stuart Marshall and James D. Kramer.

Usherwood Adventures, Usherwood Publishing and the Usherwood Publishing

logo are copyright James D. Kramer design services.

End of License

Designation of Product Identity and Open Game Content:

The terms “OSRIC,” “OSRIC,” and “O.S.R.I.C.” are Product Identity and trademarks;

all artwork and formatting is Product Identity. The Variable \t Point Rule on p.118

is Product Identity. Aside from the previous two sentences, Chapters I, II and III

of this work are Open Game Content. Chapters IV, V and VI are Product Identity

to the extent permitted under the OGL and to the extent such material is subject

to copyright, except for any text language derived from the SRD or the Tome of

Horrors, which is Open Game Content.




