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Introduction
I can't help it. I like shark movies. The dumber and more improbable the shark-based scenario, the 
better. Sharks trapped in tornadoes? I'll watch the first one and every sequel as well, and I'll giggle like a
toddler while doing so, which pretty much explains Shallows & Sharks. As always, if you have any 
questions or comments, let me know.

Mark L. Chance
Spes Magna Games

Ice Shark
Ice sharks inhabit arctic regions. These beasts as adults range in lengths from 8 feet up to 30 feet. They 
have little intelligence, but they are cunning ambush predators able to swim through water, snow, and 
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ice. Ice sharks sense blood within 300 feet, and their dorsal fins pick up surface vibrations (such as a 
creature walking) within 60 feet. Snow white and ice blue in coloration, these predators blend in well 
with the natural environment.

Armor Class: 4 [15]
Hit Dice: 4-8
Attacks: Bite (see Table: Ice Shark Bite Damage)
Saving Throw: 15 (4 HD), 14 (5 HD), 13 (6 HD), 12 (7 HD), 11 (8 HD)
Special: Immune to cold, surprise opponents 1-3
Move: 18 (12 through snow, 9 through ice)
HDE/XP: 4 HD (5/240), 5 HD (6/400), 6 HD (7/600), 7 HD (8/800), 8 HD
(9/1,100)

Sand Shark
The sand shark lives in coastal regions with sandy beaches or a desert nearby. An enormous and fierce 
predator, the sand shark swims through sand and earth as well as water. This monster is not part of the 
natural world. Scholars believe sand sharks enter the Material Plane from some sort of border area 
between the Planes of Elemental Water and Elemental Earth. Supple sand stone appears to form the sand
shark's hide, and it oozes mud when injured. Its length is about two feet per HD. A sand shark can 
magically see through sand and earth out to 60 feet, but its sense of smell is not especially acute. Sand 
sharks are territorial and voracious.

Armor Class: 2 [17]
Hit Dice: 8, 12, or 16
Attacks: Bite (2d6)
Saving Throw: 8 HD (11), 12 HD (7), 16 HD (3)
Special: Surprise opponents 1-3
Move: 18 (15 through sand, 12 through earth)
HDE/XP: 8 HD (9/1,100), 12 HD (13/2,300), 16 HD (17/3,400)

Shark Golem
The shark golem, constructed from alchemically-treated shark hide stretched around a frame of hard 
wood, metal, and leather bladders, is a magical construct created and used by a master with strong 
magical powers. The shark golem cannot be hit by non-magical weapons. It is immune to all magic, 
except lightning- and fire-based spells, which inflict normal damage (although fire-based spells might be
problematic in an underwater battle). A shark golem rams its prey first to stun it, and then attacks the 
helpless prey with its bite the following round.

Armor Class: 5 [14]
Hit Dice: 12
Attacks: Bite (2d6)
Saving Throw: 7
Special: Stun prey
Move: 18
HDE/XP: 13/2,300
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Table: Ice Shark
Bite Damage

HD Bite Damage

4-5 1d6+1

6-7 2d6

8 2d6+2



Shark Storm
Just as the sand shark seems to be a strange
creature from a border region between
Elemental Earth and Elemental Water, so too
the shark storm must be an even stranger
creature from the tempestuous plane between
Elemental Air and Elemental Water. The shark
storm is a massive whirlwind about 30 feet in
diameter at its base and rising to at least 100
feet into the sky. Dozens of sharks fly about
within its roaring, swirling winds. It has no
intelligence or will. The shark storm moves
and exists, and by doing so poses a threat.
While it is possible to battle the individual
sharks within the shark storm, such attacks do
minimum damage. Area of effect attacks, such
as a fireball, however, inflict normal damage
against a shark storm. Creatures caught within
the radius of a shark storm take 2d6 points of
damage automatically each round from shark
bites, flying debris, et cetera.

Armor Class: 2 [17]
Hit Dice: 16
Attacks: Bite (2d6)
Saving Throw: 3
Special: Whirlwind
Move: 36
HDE/XP: 17/3,400

Two-Headed Shark
The two-headed shark reaches lengths of 25 feet or more. It is gray with a white underside, and instead 
of one head, it has two, both equipped with row after row of razor sharp teeth. This mighty predator 
overturns small boats with ease. On a roll 4 higher than the needed number, both its heads latch onto its 
prey and thrash about, rending the victim for double damage.

Armor Class: 4 [15]
Hit Dice: 10
Attacks: Bite (2d6+2)
Saving Throw: 9
Special: Overturn boats, rend
Move: 18
HDE/XP: 11/1,700
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Oh, Yeah. Just Sharks.
Sharks are among the most feared
natural marine predators.
Unpredictable and strong, blood in
the water attracts sharks within 300
feet, often driving them into a
feeding frenzy (+1 “to-hit” and no
morale checks). Statistics for three
different types of sharks are given
below.

Bull Shark

Armor Class: 6 [13]
Hit Dice: 2
Attacks: Bite (1d6)
Saving Throw: 17
Special: Feeding frenzy, stun prey
Move: 18
HDE/XP: 3/60

Bull sharks ram their prey first to stun it, and then 
bite the helpless victim the following round. Bull 
sharks grow to be about 8 feet long, and they are 
brownish color.

Mako Shark

Armor Class: 5 [14]
Hit Dice: 4
Attacks: Bite (1d6+2)
Saving Throw: 17
Special: Feeding frenzy, jump
Move: 24
HDE/XP: 5/240

Mako sharks swim with great speed and power, 
and they can leap up to 30 feet out of the water. 
Mako sharks have been known to jump into boats 

in order attack prey. This animal reaches lengths 
of 15 feet, and it tends toward blue-gray to tan in 
coloration.

Great White Shark

Armor Class: 4 [15]
Hit Dice: 8
Attacks: Bite (2d6)
Saving Throw: 11
Special: Feeding frenzy
Move: 18
HDE/XP: 8/800

This monster of the deep reaches lengths of 30 
feet. It is gray with a white underside. Great white 
sharks have been known to destroy boats that 
aren't big enough.
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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 
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Open Gaming Content: This product is produced under the terms of the Open Gaming License v1.0a. All text is 
Open Content except as identified below under Designation of Product Identity.

Designation of Product Identity: The name "Spes Magna Games" as well as all identifying marks of Spes Magna 
Games, including but not limited to the Spes Magna logo. Spes Magna logo by Darren Calvert. The product name 
"Sharks & Shallows: Old School Fantasy Version" except for its use within Section 15 of the Open Gaming License.

Art Credits: The cover illustration is Watson and the Shark by John Singleton Copley, painted in 1778. The shark 
storm illustration is by Jacob E. Blackmon, published by Rogue Genius Games. Other illustrations are public domain 
clip art.

Copyright: Shallows & Sharks: Old School Fantasy Version. Copyright 2018, Mark L. Chance, published by Spes 
Magna Games.

http://www.drivethrurpg.com/browse/pub/6101/Rogue-Genius-Gameshttp://www.drivethrurpg.com/browse/pub/6101/Rogue-Genius-Games?affiliate_id=308075%20
http://www.drivethrurpg.com/browse.php?keywords=blackmon&x=0&y=0&author=&artist=&pfrom=&pto=&affiliate_id=308075
http://www.darrencalvert.com/


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 1.0a. Copyright 2000, Wizards of the Coast, Inc.
System Reference Document. Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, 
Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas 
Reid, James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.
Swords & Wizardry Core Rules. Copyright 2008, Matthew J. Finch.
Swords & Wizardry WhiteBox Rules by Marv Breig. Copyright 2008-2001, Matthew J. Finch.
Delving Deeper Reference Rules Compendium v 4. Copyright 2014, Simon J. Bull.
The Hero's Journey Fantasy Roleplaying. Copyright 2015, Barrel Rider Games. Author: James M. Spahn.
Bloody Basic: Sinew & Steel Edition. Copyright 2015, John M. Stater.
SnW Whitebox Essential Adventuring Rules v1. Copyright 2014, Douglas Maxwell.
White Box: Fantastic Medieval Adventure Game. Copyright 2016, Charles Mason.
The Black Hack. Copyright 2016, Gold Piece Publications; Author: David Black.
Shallows & Sharks: Old School Fantasy Version. Copyright 2018, Spes Magna Games; Mark L. Chance.
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