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Vigilant of the Midnight Gourd   
A Strange Little Class

for 
Swords & Wizardry White Box

Generations ago,  when the winds of winter first  began to bite at  the 
warm summer skies and the long cloak of darkness swept in upon the dying 
days of life,  mankind sacrificed their most beloved treasures to stave off  the 
innevitable destruction of all living things. Children, the personification of hope 
for the future, were marched in droves into great fields of vines, thorns, and 
gords where they vanish forever. Though this is no longer done in most civilized 
places,  in  forgotten  rural  villages  some  peasants  still  engage  in  this  terrible 
ritual. 

If  the essence of returning darkness is  particularly pleased,  they will 
sometimes  return  one  of  these  children  will  return  changed.  Their  eyes  are 
hollow, save for a pale green light. There is no merriment in their once innocent 
smiles. There is nothing left of the purity of youth and they walk as hollowed 
husks of their former innocence.

They have become the Vigilant of the Midnight Gourd, sworn to await 
the return of the Pumpkin Lord.  Their faith is unwavering. Their pitiless deeds 
are done in their Lord's name. Worst of all, they offer the promise of simple, 
sweet treats to entice other children to stand beside them with promises to their 
innocent compatriots that the Pumpkin Lord will bring them a joy found only as 
the autumn wind sets frost to his holy gourd.

Vigilant of the Midnight Gourd Advancement

Level XP HD BHB ST

1 0 1 +0 14

2 2,000 2 +0 13

3 4,000 3 +1 12

4 8,000 3+1 +2 11

5 16,000 4 +2 10

6 32,000 5 +3 9

7 64,000 6 +3 8

8 128,000 6+1 +4 7

9 256,000 7 +4 6

10 512,000 8 +5 5
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Weapon/Armor  Restrictions: Vigilants  of  the  Midnight  Gourd  are  children, 
one and all. Because of their small size they cannot use two handed weapons.  
Nor do they wear armor, save for a strangely protective weave of vines, corn 
husks,  and straw which protects them in a  fashion similar  to  leather  armor.  
They can, however, use shields.

Agility of Youth: All Vigilants of the Midnight Gourd are children between the 
ages of six and ten old. As such they are small  and swift,  receiving a -1 [+1]  
bonus to their Armor Class.

Child's Promise: Vigilants of the Midnight Gourd can cast  Charm Person three 
times per day, though they can only target children with this ability. In order to 
accomplish this effect, they must give the child a small treat or candied item.

Death and Silence of Autumn: During the season of autumn, Vigilants of the 
Midnight  Gourd  are  invisible  when  in  natural  environments  (similar  to  the 
Invisibility spell) as long as they remain motionless. When fighting in a similar 
environment, they receive a +2 bonus on all “to-hit” and damage rolls.

Eternal Servitor of the Dying Season: Upon reaching 7th level, the Vigilant of 
the Midnight Gourd is changed forever into a monster that serves the Pumpkin 
Lord and the season he rules. Their small form transforms into that of twisted 
scarecrow with the head of a eternally burning jack-o-lantern. They are immune 
to critical hits and gain the benefits of Death and Silence in Autumn at all times. 

Sleepless Vigilance: While in natural environments a Vigilant of the Midnight 
Gourd does not need to sleep, eat, or drink. 

Unblinking Eyes of the Pumpkin Lord: The eyes of a Vigilant of the Midnight 
Gourd glow with a pale green light and can see perfectly in low light and total 
darkness. They are even capable of seeing through magical darkness.

Saving Throw:  Vigilants of the Midnight Gourd gain a +2 bonus to all  saving 
throws made to resist diseases and mind-affecting spells.

XP  Bonus  for  High  Constitution:  Vigilants  of  the  Midnight  Gourd  with  a 
Constitution of 15 or higher receive a 5% bonus on all Experience Points earned.

Written by: James M. Spahn
Art by: Jeff Freels

Swords & Wizardry, S&W, WhiteBox, and Mythmere Games are the trademarks 
of Matthew J. Finch. Barrel Rider Games is not affiliated with Matthew J. Finch or 
Mythmere  Games™.  This  product  is  compatible  with  the  rules  of  Swords  & 
Wizardry: WhiteBox. 
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DESIGNATION OF PRODUCT IDENTITY
Barrel Rider Games™ is copyright 2012, James M. Spahn. The Barrel Rider Games™ logo is copyright 2012, James M. Spahn.
Some art is copyright 2008, Jeff Freels. Used with permission. 

COPYRIGHT NOTICE
The introduction and flavor or descriptive text in this product is Copyright of Barrel Rider Games © 2018 and is not open content.

DESGNATION OF OPEN CONTENT
All rules, charts, and house rules are open content.

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 1.0a 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 2008-2011 Matthew J. Finch.
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