
Gnome
Requirements: DEX 9, CON 9
Prime Requisite: STR and DEX
Hit Dice: 1d6
Maximum Level: 8

Gnomes are cousins to dwarves, and share many of their 
idiosyncrasies. They have a wide range of appearances, and average 
about 3 ½ feet tall; they tend to be much more slender than 
dwarves, averaging 100 pounds. Gnomes generally dwell in hills or 
on mountainsides, dividing their time equally above and below 
ground. Their habitations often overlap with halflings, and these 
two races are typically very friendly, if not familial, to each other. 

Gnomes may not use large and two-handed weapons, but they may 
use any other weapon and attack as dwarves. Gnomes can wear any 
armor and make savings throws as a dwarf. They must have at least 
13 in one or the other prime requisite in order to get the +5% to 
experience. They must also have a STR and DEX of 13 to get the 
+10% bonus.

Gnomes can see in the dark with infravision up to 60 feet. They 
have a 2 in 6 (1-2 on 1d6) chance of detecting decrepit or unsafe 
structures above or below ground (walls, floors, ceilings, etc.), 
knowing current depth underground, knowing direction while 
underground, or noticing if passages are sloped. Gnomes must be 
actively searching for these abilities to function. Gnomes are 
dexterous folk who get a bonus of +1 to initiative rolls when alone 
or in a party composed only of gnomes. They have keen 
coordination that grants them +1 on any missile attacks. Because 
they are so small, gnomes have a lower armor class (-2) when 
attacked by creatures greater than human sized. In addition to these 
abilities, gnomes are like dwarves in being hardy people, and have a 
strong resistance to magic and poison, as reflected in their saving 
throws. In addition, their small size makes it easier for a gnome to 
find cover and avoid breath attacks. Gnomes speak the common 
tongue, gnomish, dwarvish, halfling, orc, goblin, kobold, and their 
alignment language.

Reaching 8th Level: When a gnome reaches level 8, he can build a 
stronghold. These strongholds will be above or below ground in an 
elevated region. Gnomes will come from great distances to settle 
there. The character becomes the burgomaster of the people (their 
leader) and must rule them wisely and well.

Halfling
Requirements: DEX 9, CON 9
Prime Requisite: STR and DEX
Hit Dice: 1d6
Maximum Level: 8

Halflings are even smaller than dwarves, being about 60 pounds 
and only attaining a height of around 3 feet. They are as diverse in 
appearance as humans, but have furry feet and curly hair. Halflings 
have a gentle nature, and value free time, good food, and good 
drink. They will engage in playful activities when not on an 
adventure. They love comfort, and will spend their riches on the 
most extravagant items. 

Like dwarves, halflings may not use large and two-handed 
weapons, but may use any other weapon and armor. They must 
have at least 13 in one or the other prime requisite in order to get 
the +5% to experience. They must also have a STR and DEX of 13 
to get the +10% bonus.

Halflings have an uncanny ability to disappear in the wilderness. In 
bushes or other outdoor cover, halflings can hide with 90% ability. 
They can also hide in shadows or behind other forms of cover when 
underground in labyrinths or caverns on a roll of 1-2 on 1d6, but 
they must be silent and motionless. Halflings are dexterous folk 
who get a bonus of +1 to initiative rolls when alone or in a party 
composed only of halflings. They have keen coordination that 
grants them +1 on any missile attacks. Because they are so small, 
halflings have a lower armor class (-2) when attacked by creatures 
greater than human sized. 

Reaching 8th Level: When a halfling reaches level 8, he can build 
a stronghold. These strongholds will be in serene, beautiful valleys 
and halflings will come from great distances to settle there. The 
character becomes the sheriff of the people (their leader) and must 
rule them wisely and well.



Gnome & Halfling Level Progression
Experience Level Hit Dice (1d6)

0 1 1
2,035 2 2
4,065 3 3
8,125 4 4
16,251 5 5
32,501 6 6
65,001 7 7
130,001 8 8

Gnome & Halfling Saving Throws
Level Breath 

Attacks
Poison 

or 
Death

Petrify 
or 

Paralyze

Wands Spells or 
Spell-like 
Devices

1-3 13 8 10 9 12
4-6 10 6 8 7 10
7-9* 7 4 6 5 8

10-12 4 2 4 3 6



DESIGNATION OF PRODUCT IDENTITY

None

DESIGNATION OF OPEN GAME CONTENT

All text and tables.

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
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Demon: Juiblex “The Faceless Lord” (Demon Lord) from the Tome of Horrors, 
copyright 2002, Necromancer Games, Inc.; author Scott Greene, based on original 
material by Gary Gygax.
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