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The Witchfinder is a devout religious warrior whose whole being is
focused to the exposing and punishment of those who practice
witchcraft, whether they be male or female.

The Witchfinder distrusts those that practice magic
without faith in the gods such as magic users and
even elves, and seek to test them to reveal their true
affiliations with devilry.

A Witchfinder in the local area causes anxiety and
panic amongst the common folk, who sometimes overtly
display devoutness to avoid wrongful suspicion.

In combat, the Witchfinder uses the Fighter
attack tables.

Witchfinder Class Abilities
Alignment: Witchfinders can only be lawful.

Resistant to Evil Magicks: Witchfinders gain a +2 bonus on saving
throws versus spells cast by chaotic magic-users and clerics.

Extract Information: A Witchfinder can extract the truth from a
subject using torture, providing they are at the mercy of the
Witchfinder.  The Witchfinder has a 60% chance to extract

truthful information after 1 day of torture.  This increases by

2% per level after 1st level.

Spread Anxiety: The mention of a Witchfinder being
near, spreads panic among the common folk.  This is
up to the game-master to utilise.  Common folk will
tend to avoid contact with the Witchfinder or do
anything to placate them to avoid wrongful suspicion of

practising witchcraft.

Malefizhaus (9th Level): At ninth level a Witchfinder
may establish a Malefizhaus (Witch-house) and attract

a following of low level Witchfinders who will
swear to protect the towns and villages from
the blight of witches and witchcraft.

The following divine abilities begin at 1 use per day, increasing by an
additional one use for every 5 further levels. For example; a level six
Witchfinder increases the use of detect magic to 2/day.

Detect Magic (1st Level): Starting at first level, a Witchfinder can
detect magic as the cleric spell up to 30ft, for a duration of 10
minutes (1/day).

Detect Evil (2nd Level): Starting at second level, a Witchfinder can
detect evil as the cleric spell up to 60ft, for a duration of 15
minutes (1/day).

Protection from Evil (3rd Level): Starting at third level, a Witch-
finder can cast protection from evil as the cleric spell for a duration
of 1 hour (1/day).

Bless (4th Level): Starting at fourth level, a Witchfinder can bless as
the cleric spell for a duration of 1 hour (1/day).

Protection from Evil, 10-foot Radius (6th Level): Starting at sixth
level, a Witchfinder can cast protection from evil, 10-foot radius as
the cleric spell for a duration of 1 hour (1/day).

Holy Word (17th Level): Starting at seventeenth level, a Witchfinder
can cast holy word as the cleric spell with a range of 60 feet
(1/day).

WitchFinder
Prime Attribute: Wisdom, 13+ (+5% experience bonus)
Hit Dice: 1d6/level (Gains 2hp/level after 9th.)
Armor/Shield Permitted: Any.
Weapons Permitted: Any.
Race: Human only

A character class compatible with the rules of Swords & Wizardry

Swords & Wizardry, S&W, and Mythmere Games are trademarks of Matthew J. Finch.
Glynn Seal, MonkeyBlood Design or MBD Publishing are not affiliated with Matthew J. Finch, Mythmere Games™, or Frog God Games.

Level Experience Points
required for level

Hit Dice (d6)* Saving Throw

1 0 1 15
2 1500 2 14
3 3000 3 13
4 6000 4 12
5 12000 5 11
6 24000 6 10
7 48000 7 9
8 100000 8 8
9 170000 9 7
10 240000 9+2 hp 6
11 310000 9+4 hp 5
12 380000 9+6 hp 4
13 450000 9+8 hp 4
14 520000 9+10 hp 4
15 590000 9+12 hp 4
16 660000 9+14 hp 4
17 730000 9+16 hp 4
18 800000 9+18 hp 4
19 870000 9+20 hp 4
20 940000 9+22 hp 4
21+ +70000 per level +2 hp/level 4
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“Confess your Devilry, offspring
of asmodeus. Your third teat belies
Your true affiliations. Thou shalt

burn for your witchery”
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OGL
Product Identity: The following items are hereby identified as Product Identity, as defined

in the Open Game License 1.0a, Section 1(e), and are not Open Content: All trade-
marks, registered trademarks, proper names (characters, deities, etc.), dialogue, plots,
storylines, locations, characters, artworks, and trade dress (including MonkeyBlood name
and logo). (Elements that have previously been designated as Open Game Content are
not included in this declaration.)

Open Content: Except for material designated as Product Identity (see above), the game
mechanics of this game product are Open Game Content, as defined in the Open Game
License version 1.0a Section 1(d). No portion of this work other than the material
designated as Open Game Content may be reproduced in any form without written
permission.

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. 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, compila-
tion, 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 prod-
ucts 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 accept-
ance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Con-
tributors 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 Li-
cense.

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 consti-
tute 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 provi-
sion 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 Complete Rules, Copyright 2010, Matthew J. Finch
Witchfinder, Copyright 2016, MonkeyBlood Design; Author Glynn Seal.


