


Level XP required

1 0

2 1,000

3 2,000

4 4,000

5 8,000

6 16,000

7 32,000

8 64,000

9 128,000

10 256,000

frequently referenced rules

to make a saving throw, roll 1d10 and 
add ability or situational modifiers:

If the result is 10 or more, the saving throw is 
successful.

page 47

to make an attack roll, roll 1d20 and 
add relevant attack bonus:

If the result meets or exceeds the target’s Armor 
Class (AC), the attack is successful.

page 50

to make a check, roll 1d6 and add skill, 
ability, or situational modifiers:

If the result is 6 or more, the check is successful.
page 46

measures of time

combat round = 10 seconds
turn = 10 minutes
watch = 4 hours

page 58

1 gold piece (gp) = 50 silver pieces (sp)

to make a scarcity check, roll the 
current scarcity die for the item:

If the result is 1 or 2, reduce the size of the 
scarcity die one step:

1d12 g 1d10 g 1d8 g 1d6 g 1d4 g Gone

page 36

to roll initiative, roll 1d10 and add 
initiative modifier:

Combat will happen in order, from highest to 
lowest, with Dexterity breaking ties.

to draw initiative cards, each player 
draws one card, plus extra cards equal 
to their initiative modifier:

Characters with positive initiative modifiers and 
Warriors keep only the highest of their cards.

Characters with negative initiative modifiers 
keep only the lowest of their cards.

Combat happens in order, from highest to lowest.
page 48

each combat turn, every participant may perform up to:

· 1 movement action
· 1 combat action
· any number of free actions*

these actions can be performed in any order

aim a ranged weapon †

drop prone †

hold action

regular move †

stand up †

attack

blood magic †

disengage

draw a weapon †

run (only if already used a regular move) †

pick up an object †

throw an object † 
*free actions take 1 second or less, and
are used only at the referee’s discretion

movement actions combat actions

† indicates that the action provokes an attack of opportunity



Armor Cost (sp) Slots Notes

Shield 500 1 +1 AC, cannot be held alongside two-handed weapons

Leather armor 250 1 +2 AC

Chainmail 750 2
+3 AC
-1 to any checks requiring finesse
Requires 1 turn (10 minutes) to don and remove

Half plate armor 2,000 2

+4 AC
-2 to any checks requiring finesse
Maximum effective Dexterity modifier to AC is +1
Requires 1 turn (10 minutes) to don and remove

Plate armor 4,000 3

+5 AC
-3 to any checks requiring finesse
Maximum effective Dexterity modifier to AC is +1
Requires 1 turn (10 minutes) to don and remove

Plate armor takes 1d3 months for a smith to create for its 
wearer. Plate armor not fitted specifically to its wearer only 
provides +4 AC. Modifying a suit of plate armor to fit a new 
owner takes a smith 1d4 weeks of work and costs 3,000sp.

Melee weapon Cost (sp) Slots Damage Notes

Battle axe 250 1 2d4 1 shock

Club 30 1 1d4

Dagger 50 1 1d4 Can be thrown 15’ (3 squares)

Great axe 400 2 1d12 2 shock; 2-handed weapon

Great sword 300 2 1d10 Two-handed weapon

Mace 200 1 1d8

Ritual dagger 5,000 1 1d4 -4 to hit, 1 shock when used by a Sorcerer

Polearm 350 2 1d10 5' (1 square) reach; Two-handed weapon

Short sword 100 1 1d6

Spear 150 1 1d6 Can be thrown 15' (3 squares)

Staff 50 1 1d6 Two-handed weapon

Sword 200 1 1d8

Ranged weapon Cost (sp) Slots Damage Notes

Crossbow 400 2 1d10
60' (12 squares) range, requires quarrels
Requires a combat action to reload

Longbow 450 2 1d8 120' (24 squares) range, requires arrows

Quiver of arrows 50 1 - 1d8 scarcity check per combat scene used

Quiver of quarrels 150 1 - 1d6 scarcity check per combat scene used

Shortbow 250 1 1d6 60' (12 squares) range, requires arrows

Sling 50 1 1d4 30' (6 squares)  range, requires stones

armor & weapons · pages 42 & 43



·Player’s Guide·

by isaac vanduyn & kim diaz holm

Published by Exalted Funeral

www.osr-rpg.com

First Edition, Second Printing 2024

Printed in Lithuania

Copyright © 2024 Esoteric Ludology

All rights reserved.

ISBN 979-8-9876716-0-3

Text and Design Isaac VanDuyn  Illustrations Kim Diaz Holm

Calligraphy Lex Rocket  Editing Paul VanDuyn

Additional Editing Stuart Broz 

Playtesting by Andrew Weakland, Arash Afghahi, Bruno Harvey, Callum Hughes, Cindy Xu, Dana Leavy-Detrick, David 

Hedges, David Rapp, David Zurek, Edmund Wright, Emma Recknell, George Tsemberlis, Joshua Stein, Kent Camargo, 

Lex Rocine, Mariann Kornelia Smith, Michael Kaufman, Molly MacFadden, Pamela Gruber, Paul VanDuyn,

Ricardo Miranda, Richard Lovejoy, Rose Hughes, Terry Ruth VanDuyn, Tiago Palhares, and Tom Hughes. Thank you all!



·Table of contents·

Outcast Silver Raiders 8

What is this? 10

    A roleplaying game 10

    Player responsibilities 10

    Respect the group’s limits 11

    Advice from the old school 11

Basic concepts 12

    Outcasts 12

    Checks 12

    Saving throws 13

    Attack rolls 13

    Time 13

Character creation 14

	 Character sheet 16

    Character advancement 18

    The Rogue 20

    Rogue advancement 22

    The Sorcerer 24

    Sorcerer advancement 26

    The Warrior 30

    Warrior advancement 32

Equipment 36

    Encumbrance 36

    Coinage 36

    Scarcity checks 36

    Selling goods 37

    Animals 38

    Vehicles 39

    Containers 40

    Food and lodging 40

    Miscellaneous 41

    Armor 42

    Weapons 43

Retainers 44

    Hiring retainers 45

Playing the game 46

    Checks 46

    Skills 47

    Saving throws 47

Combat rules 48

    Surprise 48

    Initiative 48

    Combat turns 48

    Attacking 50

    Damage 50

    Death 51

Replacing fallen characters 52

    Glorious remembrance 52



    Heirs 52

Adventuring rules 54

    Ability score loss 54

    Armor class 54

    Breathing 54

    Falling 54

    Fire 54

    Foraging 54

    Healing 54

    Mapping 54

    Movement 55

    Navigation 56

    Perceiving 56

    Resting 56

    Riding 56

    Searching 56

    Seafaring 57

    Starvation 58

    Swimming 58

    Thirst 58

    Time 58

    Vision 58

    Weather 59

Third party license 62





You must believe them. I have consulted old carvings, heard their whispers. What I write is truth...
	 In their time of twilight, the old ones fled their dying lands. Powered by the blood of their slave race, 
they used fell magicks to travel between and behind the stars.
	 They arrived in this place in ancient days and lay claim to our steaming seas and heaving continents. 
The old ones raised great monuments of stone to pierce the heavens, and dug great mines to plumb the 
depths. They pulled from the gasping muck terrible beasts, each one the image of their creator writ hor-
rid and massive. They used the blood of their slaves to give these great beasts life.
	 Aeons ago, wizards amongst the old ones had pierced the veil and discovered the great thirst that 
dwelled in the strange voids beyond. These wizards discovered the great powers on offer if that unkind 
thirst was slaked with sentient blood. Unwilling to offer their own lives, the old ones crafted their slave 
race, whose name in their own language is lost, but who I call the young ones.
	 The young ones were servants, toys, food, and power for their masters. The old ones used them, bred 
them, ate them, and bled them until the slaves’ wailings rent the heavens with grief. 
	 The old ones had learned not the lessons of their motherland’s downfall and grew only more indolent 
and ever more cruel. Their slaves wept, cowered, hid, and learned.
	 After a long and terrible age had passed, the young ones finally rose up. They overthrew their masters 
and cast a ritual powered by the deaths of untold hosts of their own kind to banish the old ones forever 
into the strange voids beyond all ken. 

A new epoch dawned.
	 Alas, the horror of their creation had left horror in the hearts of the young ones. Their use of magic 
opened their souls to the great thirst, and the thirst was not slaked with the ritual of banishing. The old 
ones studied books of eldritch geometry and plundered the secrets of their masters’ mines.
	 The new interpretations of the old spells were weaker, but still of a power to make the heavens wince. 
Where the old ones shifted mountains and oceans, the young ones could only shift hills and rivers. Where 
the old ones had created dragons of every shape from salty ocean mud, the young ones could only call forth 
the beasts with wards of controlling. Still, they used these magics to craft an empire, raise their own 
monuments to mock their originators, and in time, they forgot the truth of their own legends.
	 Aeons passed. The young ones grew indolent. They thirsted for power but resented spilling their own 
blood to fund its manufacture. They looked to their legends. They studied their execrable texts.

For it was not God who created us. No! Forgive me my blasphemy, but I plead you read on!
	 God did not create us. It was those young ones. As the old ones had created them, so did the young ones 
create men. As the old ones had cruelly used them, so did the young ones cruelly use men. They used us, 

Read these words!



they bred us, they ate us, they bled us.
	 We built their great temples. We dug their close-aired mines. Our blood fed their 
sorceries. The awful cycle began anew.
	 But the cycle would end for the young ones as it did for the old ones. We men 
waited, we watched, we learned. After scores of scores of generations, in the time 
before Rome, Greece, Egypt, or Babylon, the first shamans of men arose from barbarity 
and slavery. These shamans turned the fell wizardry against their creators and cast 
them out into the voids.
	 But this time, the voids were not empty. The old ones, twisted and insane with 
deathless hunger, awaited their fallen children in those unknowable infinities. The 
souls of the young ones were devoured.
	 The flensing of so many hapless souls broke the normal cycles of wind and sun, and 
a great calamity fell upon the Earth. Clouds hid the face of the sun. Ice swallowed the 
mountains. Men were scattered to the corners of the world and would not rise again for 
millennia.
	 Time turned. Ages passed. Our forefathers broke free of bondage in Babylon, in Egypt, 
in Rome. Rome fell. Our mother Church arose. We stand here today, and I write this to 
tell you, we men have forgotten our origins. Forgotten the truth of things.

But I tell you now, this is the truth.
	 The things we call dæmons are the old ones. Those that tear the voids and call upon 
their power we call witches. The dragons that lurk in the forests and seas are their last 
children, their flopping limbs and oozing flesh rife with the madness of the unknowable 
weight of years since their birthing from sticky sea mud.
	 You here have trod our lands. You have felt the earth groan and creak beneath the 
weight of stony ruins. Whence come these ruins? Take the castle on Greymauk Hill. All 
here, we learned men, know its history: built three or four hundred years ago, it stands 
upon the ruins of Rome. Those ruins incorporate stones laid by the Celts. But what about 
that old wall that all of us also know? The one that runs through the crease of the old hill? 
Why do none dare enter that cave at the end of that wall?
	 Some whisper of dæmons, of a dragon within. I tell you now, I have seen that dragon. 
I have spoken to the dæmon that rides its thorny back and moistens its thousand eyes. I 
have heard the truth! That truth I reveal today!
	 We cannot break free! The cycle will begin again. Our God is an imagination! I am 
not a heretic, for there is no heresy. No God, no heresy. Only the curse of our origins! You 
must understand me! You must read my words!

Excerpt from the testament of the lunatic Roland,
as submitted to his heresy trial Anno Domini MCXI,
St. Simeon’s monastery, Northumberland





This book containsThis book contains graphic descriptions of a fic- graphic descriptions of a fic-
tional system of magic involving self harm, self tional system of magic involving self harm, self 
sacrifice, and trafficking with malevolent dæmonic sacrifice, and trafficking with malevolent dæmonic 
entities.entities.
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Outcast Silver Raiders is a roleplaying game in-
spired by old out-of-print editions of Dungeons & 
Dragons. The ruleset is intentionally simple, a dis-
tilling of many sources, including but not limited 
to Lamentations of the Flame Princess, The Black Hack, 
Swordfish Islands, and Stars Without Number. This 
book takes bits from those and other gaming pub-
lications, combines them, and adds in some new 
ideas. The resulting mechanics are fast, simple, and 
dangerous. The game is ideal for running low-magic 
fantasy games in dark medieval settings.
	 There are many possible ways to play this game, 
but one is particularly recommended:
	 The game will be most rewarding when the ref-
eree acts impartially, setting up interesting situa-
tions, keeping no planned endings in mind, and 
letting player actions and the dice alone decide 
the outcomes. This maximizes player agency. The 
reward for the referee is seeing what players do 
with the situations they’ve created.
	 The players should have warning before their 
characters enter into a dangerous situation, they 
should have good reasons to enter into that danger, 
and they should make decision to enter it or not on 
their own.
	 Once danger is upon the players, dice should be 
rolled in the open. This way a player owns their 
victories. They were not gifted to them by a gener-
ous referee or stolen by a capricious one.
	 What’s interesting about a simple game like this 
are not the mechanics that describe the characters, 
not a list of defined abilities they have, but the ac-
tions those characters take in the fictional world. 
The stories created by the best roleplaying games 
tend to follow their own path, wending and wind-
ing, with unclear beginnings, rolling (instead of ris-
ing) action, and very strange endings. They’re not 
necessarily the best stories to tell to someone who 
wasn’t there, but they are the best stories to experi-
ence playing an RPG with friends.
	 When played using the above philosophies, 

Outcast Silver Raiders can create some great roleplay-
ing game stories.

Content advisory
This book contains graphic descriptions of a fic-
tional system of magic involving self-harm, self-
sacrifice, and trafficking with malevolent dæmonic 
entities.
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·Setting· ·Materials·
To play Outcast Silver Raiders, you will need :

1.	 Four-sided, six-sided, eight-sided, ten-sided, 
twelve-sided, and twenty-sided dice.

2.	 Paper and writing utensils, preferably pencils. 
3.	 This book.
4.	 At least one other person to play with, though 

the game works best with one referee and three 
or four outcast players.

	 To get started, print out some character sheets. 
You should use a hex map to track movement out-
doors, and a square grid to keep track of action in 
battles. You should also have some poker chips, at 
least six, to track time but you may want more.

The Outcast Silver Raiders ruleset is appropriate 
for most fantasy settings, but the assumed setting 
is a fantastical version of lawless medieval Europe 
some time around 900-1300 CE.
	 This age is ruled by petty warlords, even pettier 
monarchs, and a powerful and mysterious church. 
	 Magic is real, but its practice is dangerous, dæ-
monic, and forbidden by secular and religious law. 
Witches, sea serpents, giants, trolls, dragons, and 
other strange beasts lurk beyond the smoky torch-
light of civilization. The ruins dotting the landscape 
are old and deep, hiding barbarity, fear, and ancient 
treasure. The world is violent, small, and mysteri-
ous. It is a time ripe for heroism... or exploitation.
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·A roleplaying game·
Outcast Silver Raiders is a roleplaying game. 
There are tons of different roleplaying games 
(RPGs) out there. The basics are all the same. If you 
don’t know what a roleplaying game is, maybe go 
watch Stranger Things or another movie or TV show 
where they play Dungeons & Dragons.
	 One of you will be the referee and will describe 
a fantastical world and all the people in that world. 
The rest of you will portray characters, called out-
casts. You’ll make decisions about what your out-
casts do. Sometimes, the referee will decide that the 
thing you’re trying to do is uncertain, difficult, or 
dangerous. If so, they may tell you to roll some dice. 
The results of the dice will tell you if your outcast 
succeeded or failed at what they were trying to do.

·Player responsibilities·
There’s only one referee at the table, and every-
one else is a player. The referee has a lot of respon-
sibilities. It’s their job to describe the whole world, 
think on their feet, adjudicate the rules, and keep 
general order at the table. But this is a cooperative 
activity, and the players can pull their weight and 
take some of the pressure off the referee.
	 First and maybe most importantly: stay engaged 
in the game. Your engagement matters. If you’re 
more engaged, the time spent at the table will be 
more valuable for everyone, yourself included.
	 One requirement to stay engaged is that you have 
to put your phone away. You may tell yourself that 
you can look at your phone every 10 or 30 seconds 
and still stay engaged in what’s happening at the 
table, but you can’t. Nobody can. This is proven 
science. Humans cannot multitask, we don’t have 
brains that support parallel processing. We can con-
text switch back and forth between different stim-
uli and store things in our short-term memory, but 
we can’t actually multitask. Every time you look at 
your phone, you’re reducing your own engagement, 

and thus the enjoyment of the entire group. If you 
absolutely need to check your phone, talk to your 
referee and schedule some phone breaks, maybe 
once every hour or so, where you can swipe and tap 
and see if you got any notifications. Otherwise, keep 
the thing in your pocket, or better yet, in a phone 
jail area with all the other phones from all the other 
players (including the referee!).
	 This focus on the table means that we absolute-
ly recommend using hardcopies of these rules and 
your character sheets, and not storing them digital-
ly if at all possible. If you’re playing a game online, 
make your game window full screen and stick to it.
	 Second, share the spotlight. You might be ex-
cited about what’s happening in the game and if so, 
great. But make sure that you’re monitoring all the 
other players, and that you’re all working together 
to give everyone equal time to shine.
	 Third, respect individual play styles. Some 
people love RPGs for deep characterization. Others 
like combat. Others just like leveling up and getting 
engaged with a power fantasy. Your group is going 
to have a mix of play styles, and they’re unlikely to 
all be exactly the same as yours. If someone else is 
having fun with something, don’t harsh their vibe.
	 At the same time, don’t be annoying. You might 
think a character trait is really funny or interest-
ing, but try to be aware of what other players at the 
table are feeling. Maybe that loud laugh or that ten-
dency towards in-game theft or that voice is really 
fun for you, but make sure it’s not annoying anyone.
	 Lastly, accept the referee’s rulings. We call the 
person who runs the game the referee for a bunch of 
reasons, but one of them is that just like in a sport-
ing event, they have the final call when it comes to 
interpreting the rules. You may disagree, but in the 
interest of keeping the game moving for everyone, 
accept what they say and move on. If you have a real 
problem with something, consider bringing it up af-
terwards instead of during the session.
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People have fun in all sorts of ways that thrill, ex-
cite, and frighten them. They watch horror movies. 
They listen to death metal. They ride roller coast-
ers. A key element in all of these is that they are in 
control and have made a decision about their own 
limits within these thrills.
	 Roleplaying games can explore some dark, un-
comfortable places; and this can be thrilling, excit-
ing, and frightening in wonderful ways. Exploring 
limits in a safe play space can be edifying, enlight-
ening, transformative, and even therapeutic. The 
key is that all the players (referee included) feel that 
they are in control and have some agency over their 
own limits in these situations.
	 But the same aspects of roleplaying games that 
can make them so transformative can also be the 
ones that can make them feel overwhelming. Role-
playing games are social, and players may feel social 
pressure to go along with a scene even when they 
have become uncomfortable. Roleplaying games 
involve inhabiting another character and players 
often feel certain experiences more intensely than 
they would when consuming them in passive media 
like books or film. Roleplaying games are powerful, 
and they deserve special consideration in light of 
that power.
	 Some groups use a tool at the table, like the X 
card (a card with an X on it that any player may tap, 
signaling that they need the current scene to end 
or change). Other groups rely on discussions before 
play, or before specific scenes that may test limits. 
The key is being open to different players having 
different limits, which requires providing a safe 
space where everyone feels comfortable discussing 
those limits.

This volume contains content that may test limits 
of some players, in particular the things relating to 
blood magic and the self-harm inherent in the Sor-
cerer class,. Players will need to use their own judg-
ment as to what will be appropriate for their table, 
and the group should consider discussing anything 
that may test anyone’s limits before play begins and 
the social pressure inherent in any roleplaying sit-
uation sets in.

·Advice from the old school·
Most people reading these books are probably fa-
miliar with roleplaying games. If not, welcome to a 
wonderful hobby. But even if you’ve played a ton of 
RPGs, you may not be as familiar with the old-school 
style of play.
	 If you’ve played Dungeons & Dragons, especially 
its later editions, there are going to be some differ-
ences here. Learning those differences on your own 
is part of the fun, but here’s some advice that may 
make things more satisfying:
	 Don’t feel bad about losing a level 1 character. 
Level 1 characters are weak and somewhat dispos-
able. They die a lot. It happens. If it happens to you, 
just look at it as an opportunity to explore some-
thing new. Don’t get attached to your level 1 char-
acters, and don’t feel bad when they die.
	 Use retainers. They can carry your stuff, test 
out dangers, do your fighting for you, and die for 
you. You don’t want to risk them unnecessarily, and 
hopefully you’ll actually become attached to them, 
but that will just make the drama more poignant.
	 Focus on the world, not the mechanics. In 
many RPGs, what your character can do may be pri-
marily defined by the abilities written on their char-
acter sheet. That’s not as true here. Your character 
sheet shows you a few things your outcast is real-
ly good (or really bad) at, but to be successful, you 
have to look beyond what’s written there. What’s in 
the room? How can you use that stuff? What about 
the people? Can you work with any of them?
	 Dice rolls are not your friends. Related to the 
above: if you’re focused on your character sheet, 
you’re going to be seeking out chances to roll dice. 
Generally, rolling dice in this game is pretty pun-
ishing, and you’re likely to fail. You should play the 
game thinking about how you can mitigate the ne-
cessity of rolling the dice, not looking for ways to 
roll dice.
	 And finally, combat is dangerous and thank-
less. Other than surviving, you gain nothing in 
this game from engaging in combat. Combat will of 
course occur. The referee will put obstacles in your 
way, and sometimes those obstacles will want to 
fight you. But combat is harsh and deadly, and the 
more you fight, the more likely it is your character 
will die. Play smart, and stay out of fights.

·Respect the group’s limits·
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·Outcasts· ·Checks·
Checks are made when the referee decides that 
the action a player wishes their outcast to take has 
a risk of failure. This is usually because the action is 
difficult or because failure would have interesting 
results.
	 When the referee asks a player to roll a check, 
that player rolls a six-sided die (1d6) and adds any 
relevant modifiers. The referee will say what those 
modifiers are, if any. Modifiers commonly come 
from Skills, Ability Scores, equipment, and the en-
vironment.

If the result of the 1d6 roll plus the 
modifiers is 6 or more, the check is 
successful.

If, because of modifiers, it would be impossible for 
a character to succeed on a check, the player rolls 
two dice. If both dice show sixes, the character suc-
ceeds against the impossible odds.
	 If it would be impossible for a character to fail, 
the player rolls two dice. If both dice show ones, the 
character fails despite the amazing odds.

Full rules for checks are on page 46.

Player characters in Outcast Silver Raiders are 
outcasts from society. They don’t make their living 
from farming, fishing, hunting, taking up a trade, 
or collecting rent from land leases. Instead, they go 
on adventures in search of silver. As they accumu-
late more wealth, they become more experienced at 
their chosen career of raiding silver, and their ex-
pertise in that career increases.
	 Outcasts are defined mechanically by their abil-
ity scores, their class, and some derived attributes. 
The details of their personalities, history, and ap-
pearance are left up to their players. 
	 The three classes in Outcast Silver Raiders are the 
Rogue, the Sorcerer, and the Warrior. Unlike in 
many fantasy roleplaying games, all player charac-
ters are human. The rules assume that outcasts are 
extreme and rare. Outcasts are those who choose to 
reject society and carve a dangerous, difficult path.
	 Not every thief is an outcast Rogue. Thieves are 
bandits, burglars, and the like; as common or as rare 
as they are in our world. Rogues are something else. 
There are no Rogue’s guilds. 
	 Not every soldier is an outcast Warrior. Armies 
are made up of peasants, soldiers, and knights, not 
outcast Warriors.
	 There are absolutely no wizard guilds or markets 
for magic items. Magic is forbidden by the laws of 
man and the church, and is never practiced in the 
open. Witches, soothsayers, and others may exist, 
but, even then, they are not outcast Sorcerers.
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·Saving throws·
Saving throws are made when a character is try-
ing to avoid an effect, such as being caught in a trap 
or succumbing to poison or magic. The referee de-
cides when a saving throw is required.
	 The referee will always specify one of the six 
ability scores to accompany the saving throw. The 
player then rolls a ten-sided die (1d10) and adds the 
saving throw modifier associated with that ability 
score to the roll.

If the result of the 1d10 roll plus 
modifiers is 10 or more, the saving 
throw is successful.

If the player rolls a natural 10 before any modi-
fiers, the test is always a success. If the player rolls 
a natural 1 before any modifiers, the test is always 
a failure.

Full rules for saving throws are on page 47.

·Attack rolls·
To attack something, a player rolls a twenty-sided 
die (1d20) and adds their outcast’s attack bonus and 
any other relevant modifiers.
	 When making a melee attack, add the outcast’s 
Strength ability modifier and their base attack bo-
nus to the attack roll.
	 When making a ranged attack, add the outcast’s 
Dexterity ability modifier and their base attack 
bonus to the attack roll.

If the result of the 1d20 roll plus 
modifiers meets or exceeds the 
target’s armor class (AC), the attack 
is successful, and the player rolls 
damage.

Full rules for combat are on page 48.

·Time·
Outcast Silver Raiders measures time in combat 
rounds, minutes, turns, hours, watches, and days.
	 There are ten seconds in a combat round, six 
combat rounds in a minute, ten minutes to a turn, 
six turns to an hour, four hours to a watch, and six 
watches to a day.
	 The referee decides how and when different units 
of time are tracked, but watches should always be 
tracked.  It is recommended that watches be shown 
on the playing surface using poker chips, dice, or 
another physical tracking mechanism that is easy 
for all the players to keep track of.
	                
         Full rules for tracking time are on page 58.
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To create an outcast, roll ability scores, choose a class, follow the directions for that class, calculate de-
rived attributes (saving throws, hit points, attack bonuses, initiative, armor class), and buy equipment.

·Rolling ability scores·
Each outcast has six ability scores:

Charisma, Constitution, Dexterity, 
Intelligence, Strength, and Wisdom.

An outcast’s score in each of these categories de-
scribes the innate physical potential of the charac-
ter, without necessarily informing their personality 
or dictating their class.
	 The first step in creating a new outcast is roll-
ing dice to determine these ability scores. Roll 3d6 
(three six-sided dice) six times, and assign them in 
the order rolled to each of the ability scores. Each 
score has a modifier associated with it:

3: 			   -3
4-5: 		  -2
6-8: 		  -1
9-12: 		 +0
13-15:		 +1
16-17: 	 +2
18: 		  +3

After rolling, add up all six ability score modifi-
ers. If the total is less than 0, this set of ability scores 
represents a sibling that dies before reaching 
adulthood. Write down their name and how they 
died, then roll again. Repeat this as many times as 
necessary until a suitable outcast has been created.
	 An outcast with any dead siblings will have 
grown up haunted by the specter of someone who, 
by dint of their never having grown up, never failed 
their parents the way that the surviving outcast in-
evitably did and does.

Terry is creating a new outcast character, and the 
first step is to roll ability scores. She rolls three six-sided 
dice and adds up the totals. She does this six times in a 
row, with a result of 12, 12, 9, 7, 7, and 10.
	 She notes down the corresponding modifiers: +0, +0, 
+0, -1, -1, +0. This outcast is not suitable because the 
sum of all these modifiers is -2, less than zero. Terry 
writes down the name “Russell” and that he died in a 
horrific drowning accident. Terry rolls again.

This time she rolls 8, 10, 14, 12, 12, 13. The corresponding 
modifiers are -1, +0, +1, +0, +0, +1. This outcast is more 
than suitable. The sum of all these modifiers is +1.
	 Terry assigns these scores to the ability scores in the 
order that they were rolled:

Charisma: 8 	(-1)
Constitution: 10 (+0)
Dexterity: 14 (+1)
Intelligence: 12 (+0)
Strength: 12 (+0)
Wisdom: 13 (+1)

These scores look great, but Terry wanted to play 
a Warrior, for whom Strength is more important than 
Wisdom, so she swaps the two scores, leaving her with 
this final set of ability scores:

Charisma: 8 (-1)
Constitution: 10 (+0)
Dexterity: 14 (+1)
Intelligence: 12 (+0)
Strength: 13 (+1)
Wisdom: 12 (+0)

	 After ability scores for a suitable outcast have 
been rolled, the player has the option of swapping 
any two of those ability scores.
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·Starting equipment·
Outcasts can carry a number of items equal to 
their Strength before becoming encumbered (see 
p. 36 for rules on encumbrance).
	 All outcasts start with common clothes, a back-
pack, a coin pouch, a pilgrim’s case, a bedroll, ra-
tions, and a waterskin.
	 All outcasts also start with 1d6 gold pieces (each 
worth 50 silver pieces) which they may spend on 
any items the referee deems appropriate from the 
equipment list (p. 38). Outcasts may not pool their 
wealth when purchasing starting gear.
	 In addition to this gear, each class provides addi-
tional pieces of equipment specific to that class:

Rogues also start with leather armor, a short 
sword, a shortbow, and a quiver of arrows.

Sorcerers also start with a unique ritual dagger 
and a staff.

Warriors also start with leather armor, a short-
bow, a quiver of arrows, and their choice of either a 
mace or a sword.

·Attack bonuses·
To determine melee attack bonus, add the char-
acter’s base attack bonus and Strength modifier.

To determine ranged attack bonus, add the char-
acter’s base attack bonus and Dexterity modifier.

·Character class·
Any outcast may be any class, regardless of ability 
scores. The class descriptions are on the following 
pages. Each class section describes how to deter-
mine each class’s base attack bonus, hit points, sav-
ing throw modifiers, skills, and class abilities.

·Hit points and skills·
Each outcast class determines hit points and 
skills differently. Follow the directions in the class 
description to determine these characteristics.

·Armor class·
All characters start with an armor class (AC) of 
12. After all equipment is purchased, add the char-
acter’s Dexterity modifier and any modifiers for 
shields, armor, and any other equipment they are 
using to determine the character’s final armor class.

·Initiative·
At first level, a character’s initiative modifier is 
equal to their Dexterity modifier.
	 Note that higher level Warriors will have addi-
tional bonuses to initiative as described on page 30.

·Saving throws·
To determine saving throw modifiers, add the 
corresponding base ability score modifier to any 
class-specific saving throw bonuses as detailed in 
the class description. If a bonus is not mentioned in 
the class description for an ability score, just copy 
over the base ability score modifier to the saving 
throw modifier column.

·Languages·
Outcasts can speak and understand a number of 
languages equal to 1 + their Intelligence modifier 
(minimum of 1). These can be any languages the ref-
eree deems appropriate for their setting.

·Breath of life·
Give the outcast a name, write down a few notes 
about their appearance, give them a background 
story, decide why they are an outcast, and figure out 
how they know the other party members.
	 If playing a game set in the occult medieval mi-
lieu, it will be useful to decide what the outcast’s 
relationship with the Church is like, and what social 
class they were part of before becoming an outcast.

Your outcast is ready for adventure!
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1.	 roll ability scores, recording any dead 
siblings*

2.	 determine ability score modifiers
3.	 pick class then record class features
4.	 calculate attack bonuses
5.	 pick or roll skills
6.	 roll hit points
7.	 record saving throws
8.	 pick language(s)*
9.	 record initiative
10.	 roll for coinage and pick starting gear

a.	 record all equipment
b.	 record any remaining coinage
c.	 calculate armor class
d.	 copy weapons from equipment list

11.	 pick a name
12.	 record level and starting experience

8

10

14

12

13

12

-1

+0

+1

+0

+1

+0

mary marsden

warrior

 1  2

 3

 3

+2 +3 +3
 4

 5

+1

+2

 6

8

 7

-1

+1

+1

+0

+2

+0

 9
1

10d

10c

11
12

leather +2

15

1

0

sword 1d8+1
shortbow 1d6+1

dagger 1d4+1 can be thrown 15' (3 squares)

crowbar 1d6+1 -4 to hit (-2 total for me)

60' range (12 squares)

·The character sheet·
The default character sheet has spaces for play-
ers to record all the vital information needed when 
playing Outcast Silver Raiders.
	 This character sheet is available at osr-rpg.com. 
It is designed to be printed on two sides of one sheet 
of letter paper and folded in half, creating a booklet 
with stats on the front, equipment on the back, and 
notes and retainer information on the inside.
	 In the example, Terry is recording her Warrior 
character, whom she names Mary Marsden.

Note that players record 
weapons and armor both 
on the Equipment list on 
the rear of the sheet and 
in the Combat section 
on the front, where they 
are repeated for fast ref-
erence in combat scenes.

New players may miss 
that their weapons and 
armor still add to the 
load they are carrying!

Variant character sheets 
that have the class fea-
tures pre-filled in are 
available to download 
from osr-rpg.com.



17

10a

10b

sword (1d8 damage)

shortbow (60' range, 1d6 damage)

backpack
bedroll
rations

quiver of arrows 1d8
dagger (1d4 damage, can be thrown 15')

crowbar (-4 to hit in combat, 1d6 damage)

preserved rations
waterskin

lantern (lights 60' circle)

lantern oil
rope (50')

1d8

1d4

1d8
1d8

normal clothes

coin pouch

pilgrim’s case

20sp
in coin pouch:

On the equipment list it is recommended that you draw a thick line below the number equal to your char-
acter’s Strength, to show the number of items they can carry before becoming encumbered (p. 36).
	 If your character chooses to carry a backpack, this can be written in the last slot, extending the number 
of available slots, as shown in the example below:

 8
* The inside of the character sheet booklet has space to record vital information on up to 4 
retainers, a summary of the available actions in combat, overland movement rates, space to record 
languages, space to record dead siblings, and a large space for other character notes. For now, Terry 
can record her dead siblings and languages there, leaving the rest blank.

·The interior pages·

leather armor
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Outcasts gain 1 experience point (xp) for each 
silver piece worth of treasure they gain from 
going on adventures. 

This is a very specific definition. Profits made 
on trading do not count. Robbing citizens does not 
count. Profits made from acting as a landlord or 
merchant do not count.
	 Payment for completing dangerous tasks and 
missions usually counts as treasure, and the referee 
should make clear to players when it will and when 
it will not, before they agree to take on a mission.
	 Talking to merchants in a city is not usually an 
adventure. Exploring a dungeon is almost always an 
adventure. Taking on a quest from the local lord is 
usually an adventure and the payment gained from 
completing the quest would be counted as such. 
Taking a shift with the city guard is probably not 
an adventure and payment from that shift would 
not result in gaining experience. A city sewer sys-
tem might contain an adventure, depending on how 
dangerous it is and what lurks there. Traveling the 
wilderness between settlements is probably an ad-
venture. A lonely farmstead in that wilderness may 
or may not be, depending on who lives there. The 
referee is the final arbiter of what counts as “trea-
sure gained from going on adventures” in their 
campaign. 
	 Most treasure will be gained in the form of coins 
and precious objects.
	 Equipment items found on the equipment lists, 
or anything similar, does not count as treasure.

The players should always know when objects 
they find count as treasure, and how valuable 
they are.

Outcasts gain no experience from fighting or 
killing, no matter how large or terrifying their foe.
	 There is one way to gain experience and one way 
only, and that is gaining treasure from adventures.

Level Experience points (xp) required

1 0

2 1,000

3 2,000

4 4,000

5 8,000

6 16,000

7 32,000

8 64,000

9 128,000

10 256,000

Experience points gained from coins are awarded 
at the end of each game session. Experience points 
gained from precious objects are awarded when the 
objects are sold (see Selling goods, p. 37).
	 An outcast gains a level when they have accrued 
the necessary amount of experience points and 
have returned to their maximum hit points. An out-
cast may only gain one level per game session.
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·Base attack bonus·
Rogues start with a +1 base attack bonus.

·Hit points·
At first level, Rogues have hit points equal to 
1d6 + their Constitution modifier. 
	 If this total is less than 4, then the Rogue starts 
with 4 hit points.

·Saving throws·
Rogues start with a +1 bonus on Dexterity and 
Intelligence saving throws.

·Skills·
Rogues start with +1 in Stealth. In addition, 
starting Rogues may allocate 6 points to any skills 
they wish.
	 Increasing a skill costs a number of points equal 
to its new total, so raising a skill from +0 to +1 costs 
1 point, from +1 to +2 costs 2 points, from +2 to +3 
costs 3 points, etcetera. Raising a skill from +0 to +3 
points for example would cost a total of 6 points (1 + 
2 + 3).

Skill list
1.0 Arcana
2.0 Climbing
3.0 First aid
4.0 Literacy
5.0 Seamanship
6.0 Search
7.0 Sleight of hand
8.0 Stealth
9.0 Survival
10.0 Tinkering

·Rogue’s luck·
A Rogue receives a pool of luck points at the 
beginning of each session. A Rogue may spend one 
luck point to re-roll any failed check or saving 
throw (but not attack roll). A Rogue may even spend 
multiple luck points to re-roll the same check or 
saving throw multiple times. Once spent, the luck 
point is gone for the session. Any unused luck 
points are lost at the end of each session.
	 First level Rogues roll 1d4 at the beginning of 
each session to determine how many luck points 
they have for that session.

·Sneak attack·
A Rogue attacking an unaware target adds twice 
their Stealth modifier to their first attack roll made 
against that target. On a successful hit, the damage 
of this attack is multiplied by 1 + the Rogue’s level 
(after rolling damage and applying any modifiers).

Ava the third level Rogue is sneak attacking a 
guard with her dagger. Ava has been stealthily 
darting through the shadows cast by the smoky 
torches and moldering tapestries. Ava’s Stealth 
modifier is +3, her attack bonus is +1, and her 
Strength modifier is +1.
	 Ava’s player rolls 1d20 and gets a 9. Normally 
she would only add +1 from her attack bonus and 
+1 from her Strength modifier. The total would be 
11, and this wouldn’t penetrate the guard’s armor 
(AC 14). Because it is a sneak attack, Ava’s player 
also adds twice her Stealth modifier (+6), for a 
total of 17, so the attack is a success.
	 Ava’s dagger deals 1d4 damage. Her player 
rolls and gets a 2. Her player adds in Ava’s +1 
Strength modifier increasing the damage to 3. 
Because it is a sneak attack, Ava’s player then 
multiplies the damage by 4 (1 + Ava’s level of 3), 
for a total of 12 damage. The referee rolls for 
the guard’s hit points (1d8) and gets a 5. Ava 
dispatches the guard from the shadows with no 
difficulty, quietly dragging his throat-slit body 
behind the tapestry where she had been hiding.
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Rogues are lucky. They get by on their special training and by striking from the shadows.

“Skulking, stabbing, stealing, from the 
underbelly of society were the rogues. 
They of wit and tricks, they who made 
a home of the shadows...”
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·Ability scores·
At levels 2, 4, 6, 8, and 10, Rogues may add +1 to 
any one of their ability scores. If this causes the 
ability modifier to change, any derived attributes 
should also be adjusted.

·Base attack bonus·
A Rogue adds +1 to their base attack bonus at levels 
4 and 8.

·Hit points·
When a Rogue gains a level, they roll a number of 
six-sided dice equal to their new level, adding their 
Constitution modifier to each one. If the total is 
greater than their current hit point total, they take 
this new total. Otherwise, they simply gain 1 addi-
tional hit point.

·Saving throws·
A Rogue adds a +1 bonus to all saving throws at 
levels 2, 4, 6, 8, and 10.

·Skills·
When a Rogue gains a level, they gain 4 points to 
increase their skills. No skill may ever be higher 
than +5.
	 Increasing a skill costs a number of points equal 
to its new total, so raising a skill from +0 to +1 costs 
1 point, from +1 to +2 costs 2 points, from +2 to +3 
costs 3 points, etcetera. Raising a skill from +0 to +3 
points for example would cost a total of 6 points (1 + 
2 + 3).
	 Unspent points may be saved for future levels, 
but can only be spent when leveling up.

·Rogue’s luck·
At levels 2, 4, 6, 8, and 10, A Rogue receives +1 luck 
point at the beginning of each game session.

·Sneak attack·
A Rogue’s sneak attack damage multiplier is in-
creased by 1 each time they gain a level.
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Level Ability 
scores

Base 
attack Saving throws Skills Luck 

points Sneak attack

1 +1
+1 to Dexterity

+1 to Intelligence
+1 to Stealth
+6 skill points

1d4 x2

2 +1 to any +1 to all +4 skill points 1d4 + 1 x3

3 +4 skill points x4

4 +1 to any +2 +1 to all +4 skill points 1d4 + 2 x5

5 +4 skill points x6

6 +1 to any +1 to all +4 skill points 1d4 + 3 x7

7 +4 skill points x8

8 +1 to any +3 +1 to all +4 skill points 1d4 + 4 x9

9 +4 skill points x10

10 +1 to any +1 to all +4 skill points 1d4 + 5 x11
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·Base attack bonus·
A Sorcerer starts with a +1 base attack bonus.

·Hit points·
At first level, a Sorcerer has hit points equal to 
1d4 + their Constitution modifier.
	 If this total is less than 3, then the Sorcerer starts 
with 3 hit points.

·Saving throws·
A Sorcerer starts with a +1 bonus on Charisma 
and Wisdom saving throws.

·Skills·
A Sorcerer starts with +1 in Literacy. A sorcerer 
may choose to roll for additional skills, or may pick 
skills.
	 If a Sorcerer picks their skills, they may assign 1 
point to two different skills of their choice.
	 If a Sorcerer rolls for their skills, they roll 1d10 
twice on the list of skills. The first skill has +1, the 
second skill has +2. If they roll the same number 
twice, the corresponding skill gets +3.

·Blood magic·
A Sorcerer manifests forbidden and unholy blood 
magics by rending their own body with their ritual 
dagger while uttering occult words. The Sorcerer 
must use their own specially prepared ritual dag-
ger, and must be able to clearly intone the occult 
words. While speaking, eldritch lights form strange 
geometric shapes at the Sorcerer’s eyes and mouth. 
Gagging a Sorcerer or depriving them of their dag-
ger prevents them from using blood magic.
	 After using blood magic, a sorcerer can seal the 
wound they gave themselves with a wave of the 
blade of their ritual dagger over the new cut. It 
heals nearly instantly, but always leaves a scar.
	 At first level, a Sorcerer may use blood magic 
once per watch (a watch is four hours, p. 58).
	 The Sorcerer chooses how much damage they 
inflict upon themself (the Potency). When using 
blood magic, a Sorcerer's maximum Potency is 
3 + the Sorcerer’s level.
	 If a Sorcerer chooses to reduce themselves to 0 
hit points or fewer using blood magic, they pass out 
from blood loss, count as having failed their first 
death save (p. 51), and the referee rolls on the Ritual 
Mishaps table (Referee's Compendium, p. 74).
	 Each time a Sorcerer uses blood magic, they must 
choose whether to mend, aid, or rend their target. 
They may only manifest one of these effects each 
time blood magic is used.

Mend
Restore Potency x d4 hit points to another liv-
ing being being that the Sorcerer can see. Mending 
manifests itself as blood from the Sorcerer’s wounds 
racing towards the target’s wounds, which knit to-
gether quickly and somewhat painfully as the blood 
touches them. The target is left bloodsoaked, but 
healed. A sorcerer may not heal other Sorcerers 
using blood magic, as it would lead to squabbling 
between the dark entities they serve.

Skill list
1.0 Arcana
2.0 Climbing
3.0 First aid
4.0 Literacy
5.0 Seamanship
6.0 Search
7.0 Sleight of hand
8.0 Stealth
9.0 Survival
10.0 Tinkering
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Sorcerers practice dark sacrificial blood magics in pursuit of forbidden dæmonic power.

Aid

Rend
Deal Potency x d6 damage to any target the 
Sorcerer can see. This attack hits automatically. If 
they are targeted by a Sorcerer character, other 
outcasts may make a Charisma saving throw to 
halve this damage. Referee characters cannot usu-
ally halve this damage. Rending manifests itself as 
bloody scratches springing open across the target’s 
body, and it might cause fright and panic in addition 
to the physical damage.

Aid: Laina’s party is lost in the Purple Desert. 
Ava compares the scribblings on the map to the 
few visible rocky outcroppings. The referee asks 
for a Survival check. Ava has a +1 in Survival, and 
the map gives her an additional +1, for a total of 
+2 on the check. To succeed, she would need to roll 
a 4 or better on a d6.
	 Before Ava’s player rolls, Laina offers 
assistance: “I am weak, but we shall die if we 
don’t find the way from these choking sands. Let 
my blood aid your intuition!”
	 Laina mutters the words of aiding and opens 
a small cut on her palm, inflicting 3 damage on 
herself. This will add a +3 modifier to Ava’s check. 
The blood rises from her veins, coalesces as a 
glowing yellow mist around her hands, then flies 
out towards the map Ava is holding.
	 Ava’s player makes the roll. The total on the 
Survival check is now +5. It would normally be 
impossible for Ava to fail, so her player rolls two 
dice and will only fail if she rolls two 1s. Her 
player rolls and gets a 3, for a total of 8, more 
than enough to let the party find safe passage 
through the desert.

Rend: Laina prepares to rend the flesh of a 
cannibal king who is threatening her party. Laina 
hopes to slay the king outright to impress his 
followers, and so while she speaks occult words, 
she draws out her ritual dagger and chooses to 
inflict 6 damage on herself, the maximum Potency 
her spirit can accommodate at level 3.
	 Laina’s player rolls 6d6 to see how much 
damage she causes to the cannibal king, rolling 
a total of 20 damage. The referee rolls to see how 
many hit points the cannibal king has (4d8) and 
gets a total of 18. The blood magic will slay this 
gluttonous monarch...
	 Laina’s eyes and mouth spark crimson fire, 
and wounds split open across the gibbering king’s 
body, spouting small fountains of gore. The king 
collapses, pawing at the wounds and wailing as he 
dies, and his followers draw back with a collective 
gasp. Laina grins, her face pale but satisfied, and 
seals the horrible wound on her arm with a pass 
from the handle of her ritual knife. With only 2 
hit points remaining, Laina will need rest and 
recuperation before attempting another stunt like 
that.

Mend: Laina the third-level Sorcerer is 
facing off against a gang of smugglers with her 
outcast adventuring party. Mordred the Warrior 
is grievously wounded after dueling with the 
notorious smuggler leader, Edward the Grey. 
Unfortunately, Edward’s gang isn’t cowed by 
the death of their leader, and two toughs are 
advancing towards the party. Laina knows that 
neither she nor Ava are as good in a scrap as 
Mordred, but Mordred only has 1 hit point left.
	 “Mordred! You need this more than I do!”
	 Laina opens her scarred left arm with her 
ritual dagger, choosing to inflict 4 points of 
damage. Laina’s player rolls 4d4 to see how much 
Mordred is healed, and gets a total of 10. The 
blood rises from the gash in Laina’s arm, hovers 
in the air, then splashes onto Mordred. Mordred 
screams in agony as her flesh knits, but arises 
renewed, ready to face the toughs, her hit points 
raised from 1 to 11.

Examples

Give a +Potency bonus on any check before that 
check is rolled. Aiding cannot be used on saving 
throws or attacks. The Sorcerer must decide which 
specific check they will aid, and the bonus may only 
be used on that roll. The Sorcerer may aid anyone 
they can see, including themselves. Only one Sor-
cerer may aid each check. Aiding manifests itself as 
a glowing light around the Sorcerer’s hands, which 
then shoots out to embrace the target of the aiding.



·Ability scores·
At levels 2, 4, 6, 8, and 10, a Sorcerer may add +1 to 
their Charisma, Intelligence, or Wisdom. If this 
causes the ability modifier to change, any derived 
attributes should also be adjusted.

·Base attack bonus·
A Sorcerer adds +1 to their base attack bonus at 
level 4 and level 8.

·Hit points·
When a Sorcerer gains a level, they roll a number 
of four-sided dice equal to their new level, adding 
their Constitution modifier to each one. If the to-
tal is greater than their current hit point total, they 
take this new total. Otherwise, they simply gain 1 
additional hit point.

·Saving throws·
A Sorcerer adds a +1 bonus to all saving throws at 
levels 2, 4, 6, 8, and 10.

·Skills·
At levels 3, 6, and 9, Sorcerers may gain +1 to a skill 
of their choice, whether or not they previously had 
a bonus in that skill. 

·Blood magic·
A Sorcerer may use blood magic a number of 
times equal to their level each watch (one time per 
watch at level 1, twice per watch at level 2, etc.).
	 The maximum Potency of the Sorcerer’s blood 
magic is increased by 1 each time they gain a level.
	 At level 4, the Sorcerer no longer needs to use 
their ritual dagger and may rend their flesh through 
sheer force of will.
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Level Ability 
scores

Base 
attack Saving throws Skills Blood magic

1 +1
+1 to Charisma
+1 to Wisdom

+1 Literacy
Roll or pick 2

1x per watch
Max Potency: 4

2
+1 to Cha, 

Int, or Wis
+1 to all

2x per watch
Max Potency: 5

3 +1 to any skill
3x per watch

Max Potency: 6

4
+1 to Cha, 

Int, or Wis
+2 +1 to all

4x per watch, max Potency: 7
No longer need ritual dagger

5
5x per watch

Max Potency: 8

6
+1 to Cha, 

Int, or Wis
+1 to all +1 to any skill

6x per watch
Max Potency: 9

7
7x per watch

Max Potency: 10

8
+1 to Cha, 

Int, or Wis
+3 +1 to all

8x per watch
Max Potency: 11

9 +1 to any skill
9x per watch

Max Potency: 12

10
+1 to Cha, 

Int, or Wis
+1 to all

10x per watch
Max Potency: 13
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“Cursed by their own lust for power 
were the awful sorcerers.



Outcasts... shamans...
offering their blood freely in unholy 
compact with wretched dæmons.”
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·Base attack bonus·
A Warrior starts with a +2 base attack bonus.

·Hit points·
At first level, A Warrior has hit points equal to 
1d8 + their Constitution modifier.
	 If this total is less than 8, then the Warrior 
starts with 8 hit points.

·Saving throws·
A Warrior starts with a +1 bonus on Constitu-
tion and Strength saving throws.

·Skills·
A Warrior may choose to roll for skills, or they 
may choose to pick their skills.
	 If a Warrior picks their skills, they may assign 
1 point to two different skills of their choice.
	 If a Warrior rolls for their skills, they roll 1d10 
twice on the list of skills. The first skill has +1, the 
second skill has +2. If they roll the same number 
twice, the corresponding skill gets +3.

·Combat reflexes·
A Warrior rolls twice for initiative and takes 
the result of their choice. Warriors win all initiative 
ties. If using initiative cards (p. 48), A Warrior draws 
two additional cards instead of rolling twice.
	 A Warrior gains additional initiative bonuses 
starting at level 2 (see Warrior advancement on p. 
32).

Skill list
1.0 Arcana
2.0 Climbing
3.0 First aid
4.0 Literacy
5.0 Seamanship
6.0 Search
7.0 Sleight of hand
8.0 Stealth
9.0 Survival
10.0 Tinkering



Warriors are tireless and peerless in battle, with fast reflexes and sharp combat intuition.

·Battle intuition·
Once each watch, a Warrior may call upon their battle intuition to either land a mighty blow, or to per-
form a miraculous escape. Either ability can only be used against a single target.

Mordred the third-level Warrior threatens 
The Prophet: “you speak one more word and I will 
slay you where you stand!”
	 The Prophet’s hooded face reveals nothing as 
the soft voice from within the hood mockingly 
intones “oh, will you?”
	 Mordred’s player decides to initiate a combat 
scene, and draws out her battle axe. The referee 
calls for all participants to roll initiative. Mordred 
rolls 2d10, getting a 4 and a 7. Her player takes 
the 7 and adds Mordred’s Dexterity modifier (+0) 
and her combat reflexes bonus (+1, because she is 
level 3, see Warrior advancement) for a total of 8. 
The referee rolls 1d10 for The Prophet, and gets a 
6. Mordred will act first.
	 Wanting to follow through on her promise of 
death for The Prophet, Mordred chooses to use her 
battle intuition ability to land a mighty blow: 

Her attack hits with no roll required. Mordred’s 
player rolls 2d4 for damage, getting a total of 
5. She adds Mordred’s Strength bonus (+2) and 
mighty blow damage bonus (+3) to the roll, for 
a total of 10 damage. The referee rolls for the 
prophet’s hit points (2d8), rolling a total of 9.
	 Mordred leaps forward, swinging her axe 
as the cursed priest speaks. His sentence is 
interrupted by the severing of his head from his 
body by the vengeful Mordred.

Mighty blow
When a Warrior uses their battle intuition to land 
a mighty blow on a single target, their attack auto-
matically hits and deals additional damage equal to 
their level (on top of all other modifiers).

Miraculous escape
When a Warrior uses their battle intuition for a 
miraculous escape, an attack that would have hit 
them instead misses. The player must declare they 
are using miraculous escape before any damage dice 
have been rolled.

Mordred has dealt several small wounds to the 
hulking northern soldier Olaf, but Olaf is still 
fighting strong. Olaf raises his two-handed great-
axe above his horn-crowned head and bellows 
before swinging it down in a crushing arc.
	 The referee rolls an attack on Mordred, and 
gets a natural 20 on the die. This would be a 
critical hit and might end Mordred’s adventuring 
career, but her player decides to use her battle 
intuition (which she’d been saving for just such 
an occasion) on a miraculous escape:
	 Mordred is able to see the axe coming and 
darts out of the way at the last moment. The giant 
soldier slams the axe into the cracked earth with 
a bellow, frustrated at his prey's escape.

31
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·Ability scores·
At levels 2, 4, 6, 8, and 10, A Warrior may add +1 
to their Constitution, Dexterity, or Strength. If 
this causes the ability modifier to change, any de-
rived attributes should also be adjusted.

·Base attack bonus·
A Warrior gains +1 to their base attack bonus each 
time they gain a level.

·Hit points·
When a Warrior gains a level, they roll a number 
of eight-sided dice equal to their new level, adding 
their Constitution modifier to each one. If the to-
tal is greater than their current hit point total plus 
2, they take this new total. Otherwise, they simply 
gain 2 additional hit points.

·Saving throws·
A Warrior adds a +1 bonus to all saving throws at 
levels 2, 4, 6, 8, and 10.

·Skills·
At levels 3, 6, and 9, a Warrior may gain +1 to a skill 
of their choice, whether or not they previously had 
a bonus in that skill.

·Battle intuition·
At level 3, a Warrior can use their battle intuition 
twice each watch. At level 7 they can use it three 
times each watch.

·Combat reflexes·
At levels 2, 4, 6, 8, and 10, a Warrior gains +1 to 
their initiative modifier.
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Level Ability 
scores

Base 
attack Saving throws Skills Battle

intuition
Combat
reflexes

1 +2 +1 to Constitution
+1 to Strength

Roll or 
pick 2

1x per watch
Roll 2x for Init
Win all Init ties

2
+1 to Con, 

Dex, or Str
+3 +1 to all +1 to Initiative

3 +4
+1 to any 

skill
2x per watch

4
+1 to Con, 

Dex, or Str
+5 +1 to all +2 to Initiative

5 +6

6
+1 to Con, 

Dex, or Str
+7 +1 to all

+1 to any 
skill

+3 to Initiative

7 +8 3x per watch

8
+1 to Con, 

Dex, or Str
+9 +1 to all +4 to Initiative

9 +10
+1 to any 

skill

10
+1 to Con, 

Dex, or Str
+11 +1 to all +5 to Initiative



“And joining them in those days, come 
down from the northern lands in their 
hordes: warriors.



Outcasts... survivors...
bearers of the brittle truths of struggle 
and violence.”
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·Encumbrance·
An outcast can comfortably carry items that 
occupy a number of item slots equal to their 
Strength.
	 Most items occupy one slot. Other items are large, 
bulky or delicate and take up more than one slot, as 
noted. Armor and weapons occupy slots, even when 
worn or wielded, unless otherwise noted.
	 If the items an outcast carries take up a number 
of item slots greater than their Strength, they are 
encumbered and have a -4 modifier to all rolls, move 
at half speed, and must consume double rations and 
double water that day.
	 An outcast can, at most, carry a load equal to 
double their Strength in item slots.

·Coinage·
The economy in Outcast Silver Raiders is based 
around silver coinage, and all prices are listed in sil-
ver pieces (abbreviated as “sp”).
	 Most merchants will also take payment in gold 
pieces (gp), and will freely exchange gold for silver 
and vice versa.
	 1 gold piece is equal to 50 silver pieces.
	 Up to 100 coins of any type stored in a pouch take 
up one item slot.

·Scarcity checks·
Instead of tracking individual candles, rations, 
vials of oil, or ammunition, consumable items use 
scarcity checks. When such an item is used, its 
owner must make a scarcity check. The schedule 
at which scarcity checks must be made is indicated 
in the description of each item. Some items use a 
watch as their schedule, which is four hours (p. 58). 
Others use combat scenes, or another unit of time.
	 Items can be rated at 1d4, 1d6, 1d8, 1d10, or 1d12 
scarcity.

Ava sits down for her evening meal. Her rations 
currently have a scarcity rating of 1d4, and her 
waterskin has a scarcity rating of 1d8. Ava’s player rolls 
1d4 for the rations and gets a 3. The rations will last 
another day! If she’d rolled a 1 or a 2, the rations would 
have run out, and been erased from Ava’s character 
sheet.
	 Ava’s player then rolls 1d8 for the waterskin, getting 
a 1. Too bad! Ava’s player erases the “1d8” next to the 
waterskin on her character sheet and writes “1d6” in its 
place. Water is getting a bit scarce…

There may be circumstances in which an outcast 
splits a bundle of torches, a quiver of arrows, or any 
other item that uses a scarcity die. In this case, the 
outcast can reduce the die rating of the item by one 
step to add one step to the new item. No item can 
gain a scarcity die value higher than the value listed 
for it in the equipment tables.

To make a scarcity check, roll the item's scarcity 
die. On a 1 or 2, reduce the size of the die by one 
step to represent some of the resource running out. 
If the item is on the lowest step (1d4) and a 1 or 2 is 
rolled, the item has run out.

Mordred wants to give some of her arrows to Cecil. 
Her quiver is currently rated at 1d8. Mordred’s player 
reduces the rating of her quiver to 1d6 and Cecil’s 
player writes down a new item, “bundle of arrows” 
rated at 1d4.

If an outcast wishes to use a single candle, torch, 
arrow, or other item from a collection of those 
items being tracked with a scarcity die for a specific 
purpose, they reduce the die rating of the item by 
one step. If the item is retrieved and would still be 
usable, at the referee’s discretion the die rating may 
be increased to its previous rating.

Cecil has a bundle of torches currently rated at 1d6 
scarcity. Cecil tosses a torch down into the stockyard 
below, and Cecil’s player reduces the bundle’s scarcity 
die to 1d4.
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·Selling goods·
When selling goods to merchants, players usually receive 50% of their listed value. At the referee’s discre-
tion, a player can make a single Charisma check to haggle. If this check is successful, the merchant will pay 
the usual 50%, plus an additional 2d10% of the item’s value.
	 Note that for treasure raided for experience (p. 18), outcasts are always awarded a number of experience 
points equal to the full listed value of the treasure, regardless of the selling price.
	 Some referees may wish to put a limit on how much an individual merchant can afford to pay out.
The following chart gives an example of how this could work:

Settlement size Number of merchants Available payout

Hamlet 1d2 1d10 x 1,000sp per merchant

Village 1d4 1d20 x 1,000sp per merchant

Town 2d4 2d12 x 1,000sp per merchant

City No limit, as merchants in cities can borrow from banks and other merchants
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Name Cost (sp) Notes

Dog (trained) 50
AC 14, 1d6 hp, +3 to hit at 1d4 damage, morale 6
Can be ordered to attack, though referee may make a morale check

Horse 2,000

AC 12, 3d8 hp, +2 to hit at 1d10+2 damage, morale 6, move 30' [6 squares]
Carried goods must be stored in saddlebags
Base 48 miles per day with a rider and up to 2 saddlebags
Base 24 miles per day with a rider and up to 4 saddlebags

Livestock 100
Cows, goats, sheep, etc.
AC 6, 1d8 hp, -4 to hit at 1d4 damage, morale 3

Mule 500

AC 10, 3d8 hp, +0 to hit at 1d8+2 damage, morale 5, move 20' [4 squares]
Carried goods must be stored in saddlebags
Base 24 miles per day with a rider and up to 2 saddlebags
Base 24 miles per day with no rider and up to 4 saddlebags
Base 16 miles per day with no rider and up to 6 saddlebags

·Animals·
Animals must be fed (see Animal Feed, p. 40), housed, and looked after. Animals are assumed to be able to 
find their own water or get enough water through their feed, though in some conditions (traveling through 
deserts, for example) the referee may specify that animals also need water in addition to food.
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Name Cost (sp) Notes

Cart 500
Base speed: 24 miles per day, requires a horse or mule
100 item slots; max 5 passengers
30 hit points

Wagon 2,000
Base speed: 24 miles per day, requires a horse or mule
100 item slots per horse or mule (max 6 animals); max 12 passengers
35 hit points

Rowboat 1,000
8 miles per day with two oarsmen, 12 miles per day with four oarsmen
200 item slots; max 8 total passengers (including crew)
30 hit points

Longboat 50,000
24 miles per day with 16 oarsmen, 32 miles per day with 30 oarsmen
2,000 item slots; max 40 total passengers (including crew)
40 hit points

Tiny sailing vessel 5,000
Base speed: 16 miles per day with 1 crew
200 item slots; max 4 total passengers (including crew)
35 hit points

Small sailing vessel 10,000
Base speed: 24 miles per day with 8 crew
800 item slots; max 12 total passengers (including crew)
50 hit points

Medium sailing vessel 100,000
Base speed: 32 miles per day with 40 crew
5,000 item slots; max 120 total passengers (including crew)
60 hit points

Large sailing vessel 200,000
Base speed: 40 miles per day with 80 crew
10,000 item slots; max 240 total passengers (including crew)
75 hit points

·Vehicles·
Passengers, including their normal gear, take up 20 slots each.
Wooden vehicles have an AC of 16 and a damage threshold of 8 (see Referee's Compendium, p. 39).
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Name Cost (sp) Slots Notes

Backpack 30 1
Adds 4 item slots (each outcast may only carry one)
-2 to any checks involving quiet or stealth while wearing

Barrel 70 *
Adds 10 item slots
* A character carrying this is automatically encumbered

Chest 150 *
Adds 15 item slots
Can be locked
* A character carrying this is automatically encumbered

Pouch 10 1
Required for bundling coins, stones, etc.
100 coins fit in one pouch

Saddlebag 75 3
When carried by a mount, adds 10 slots and uses no slots
Adds no slots when carried by a human

·Containers·

·Food and lodging·
Rules for starvation and thirst are on page 58.

Name Cost (sp) Slots Notes

Animal feed 20 1 1d6 scarcity check per day used

Night at inn, normal 5 n/a

Night at inn, opulent 10 n/a

Rations 10 1 1d4 scarcity check per day whether they are eaten or not

Rations, preserved 20 1 1d8 scarcity check per day used

Tavern drink 3 n/a Each alcoholic drink reduces CON and WIS by 1 for one hour

Tavern meal 5 n/a Fulfills hunger for one day for one person

Tavern opulent meal 15 n/a Fulfills hunger for one day for one person

Waterskin 10 1
1d8 scarcity check per day used
Filled back to 1d8 for free at a clean water source
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Name Cost (sp) Slots Notes

Bedroll 20 1 Allows restful sleep outdoors (p. 56)

Candles (bundle) 5 1
Lights a 15' circle
1d6 scarcity check per watch used

Chain, per foot 10 * * Can be bundled, up to 10 feet per slot

Clothing, elaborate 200 1 / 0 Takes up no item slots when worn

Clothing, normal 50 1 / 0 Takes up no item slots when worn

Clothing, rough 10 1 / 0 Takes up no item slots when worn

Climbing kit 100 1
Includes pitons, wedges, tar, grappling hook, etc.
Gives +1 to Climbing checks
1d6 scarcity check per use

Crowbar 20 1 If used as a weapon, -4 to hit, 1d6 damage

Fishing gear 20 1 +1 to checks involving fishing, 1d8 scarcity per use

Lantern 50 1 Lights a 60' circle, but requires lantern oil

Lantern oil 10 1 1d8 scarcity check per watch used

Lock and key 100 1 Can be used to secure doors, chests, etc.

Mirror 300 1 Hand-sized

Miner’s pick or shovel 50 1 If used as a weapon, -4 to hit, 1d6 damage

Musical instrument 75 1-2 Slots used depends on specific instrument

Paper, sheet 5 1* * Up to 100 sheets may be bundled in a sheaf

Pilgrim’s case 20 1
Includes tinder set, mug, plate, cutlery, small pot, fire grate
Required to light flames and prepare rations

Riding gear 250 3 / 0 +1 to riding checks; uses 0 slots on a mount

Rope, 50' 30 1

Tent, camping 150 2 Provides shelter for up to 4 people

Tent, pavilion 500 4 Provides shelter for up to 10 people

Tinkering kit 200 1
Includes picks, files, wire, clippers, etc.
+1 to tinkering checks
1d8 scarcity check per use

Torches, bundle 10 1
Lights a 30' circle
1d6 scarcity check per watch used

Writing case 10 1 Contains pens, ink, nibs, a blotter, etc., 1d10 scarcity per use

·Miscellaneous·
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·Armor·
An unarmored human’s armor class (AC) is 12 plus their Dexterity modifier. Characters may only wear 
one suit of armor at a time. Most armor looted from defeated foes will be damaged, ill-fitting, and offer poor 
protection. Merchants will only offer 25% of the listed value for looted armor (if they buy it at all).

Name Cost (sp) Slots Notes

Shield 500 1 +1 AC, cannot be held alongside two-handed weapons

Leather armor 250 1 +2 AC

Chainmail 750 2
+3 AC
-1 to any checks requiring finesse
Requires 1 turn (10 minutes) to don and remove

Half plate armor 2,000 2

+4 AC
-2 to any checks requiring finesse
Maximum effective Dexterity modifier to AC is +1
Requires 1 turn (10 minutes) to don and remove

Plate armor 4,000 3

+5 AC
-3 to any checks requiring finesse
Maximum effective Dexterity modifier to AC is +1
Requires 1 turn (10 minutes) to don and remove

Plate armor takes 1d3 months for a smith to create for its 
wearer. Plate armor not fitted specifically to its wearer only 
provides +4 AC. Modifying a suit of plate armor to fit a new 
owner takes a smith 1d4 weeks of work and costs 3,000sp.

Name Cost (sp) Slots Notes

Barding, leather 500 4 / 1
+2 AC for mounts
Uses 1 slot on a mount
Requires 1 turn (10 minutes) to don and remove

Barding, chain 1,500 6 / 1
+3 AC for mounts
Uses 1 slot on a mount
Requires 1 turn (10 minutes) to don and remove

Barding, plate 6,000 10 / 2
+4 AC for mounts
Uses 2 slots on a mount
Requires 1 turn (10 minutes) to don and remove

·Mount armor·
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Name Cost (sp) Slots Damage Notes

Battle axe 250 1 2d4 1 shock

Club 30 1 1d4

Dagger 50 1 1d4 Can be thrown 15' (3 squares)

Great axe 400 2 1d12 2 shock; two-handed weapon

Great sword 300 2 1d10 Two-handed weapon

Mace 200 1 1d8

Ritual dagger 5,000 1 1d4 -4 to hit; 1 shock when used by a Sorcerer

Polearm 350 2 1d10 5' (1 square) reach; two-handed weapon

Short sword 100 1 1d6

Spear 150 1 1d6 Can be thrown 15' (3 squares)

Staff 50 1 1d6 Two-handed weapon

Sword 200 1 1d8

·Melee weapons·

·Missile weapons·

Rules for combat are found on page 48.

Name Cost (sp) Slots Damage Notes

Crossbow 400 2 1d10
60' (12 squares) range, requires quarrels
Requires a combat action to reload

Dagger (thrown) 50 1 1d4 15' (3 squares) range

Longbow 450 2 1d8 120' (24 squares) range, requires arrows

Quiver of arrows 50 1 - 1d8 scarcity check per combat scene used

Quiver of quarrels 150 1 - 1d6 scarcity check per combat scene used

Shortbow 250 1 1d6 60' (12 squares) range, requires arrows

Sling 50 1 1d4 30' (6 squares) range, requires stones

Sling stone pouch 10 1 -
1d8 scarcity check per combat scene used,
Can be refilled at no cost by spending an 
hour gathering stones
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Retainers are an important part of many outcast 
parties. They help carry loot, they pad out the par-
ty’s selection of skills, and they soak up blows meant 
for party members.
	 An outcast may employ a number of retainers 
equal to 1 + their Charisma modifier (minimum 1).
	 Retainers are controlled by the referee, but will 
follow reasonable orders from their employers.
	 Each retainer is assumed to be carrying their own 
food, backpack, and basic supplies (which do not 
have to be paid for by their employer), and will car-
ry five additional items on behalf of their employer. 
	 If a retainer is slain, their employers may recov-
er only these additional items from their corpses. 
Any other belongings are considered to be personal, 
likely low quality, and of no interest or use to their 
employers.

All retainers have the following statistics,
except where noted:

All ability scores: 	 10 (+0)
Armor class: 	 12
Hit points: 	 1d8
Attack bonus: 	 +0
All skills: 		  +0

Retainers make a morale check (Referee's Compen-
dium, p. 27) the first time they are ordered to attack 
in each combat, and each time they are attacked 
(note that an attack does not have to hit for them to 
make the check), unless noted.

·Laborers·
Wage: 		  50sp (1gp) per session
Base morale: 	 5

Laborers may carry eight items for their employ-
er, instead of the usual five items.

·Mercenaries·
Wage: 		  100sp (2gp) per session
Base morale: 	 7

Mercenaries must only make a morale check the 
first time they are wounded in each combat scene. 
There are two types of mercenaries: archers and in-
fantry.

Archers
Archers have their own shortbow (1d6 damage) 
and arrows, have +2 to hit with ranged weapons, 
and +1 to damage rolls made with ranged weapons.

Infantry
Infantry have their own leather armor (AC 14) 
and sword (1d8 damage), have a +2 to hit with me-
lee weapons, and have +1 to damage rolls made with 
melee weapons. Infantry have 2d8 hp instead of 1d8.

·Craftspeople·
Wage: 		  150sp (3gp) per session
Base morale: 	 4

Craftspeople are hired for their expertise in skills.

2.		  Artificer (+2 Tinkering)
3.		  Cunning folk (+2 Sleight of hand)
4.		  Scribe (Read and write 1d4 local languages)
5.		 Healer (+2 First aid)
6.		  Sailor (+2 Seamanship)
7.		  Guide (+2 Survival)
8.		  Mountaineer (+2 Climbing)
9.	      Softpad (+2 Stealth)
10.	 Savant (+2 Search)
11.	 Sage (+2 Arcana)
12.	 Tinkerer (+2 Tinkering)

Craftsperson type (2d6)
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·Hiring retainers·
Retainers may only be hired in settlements. There 
are a few steps when an outcast wishes to hire a new 
retainer.
	 First, have the referee check how many total
retainers will be available in the settlement.

Hamlet 1d4 - 1 available retainers

Small town 2d4 available retainers

Large town 2d6 available retainers

City All types available, no roll required

Once the number of retainers has been determined, 
an outcast may spend one watch (four hours, p. 58) 
to contact one of them. At the end of the watch, the 
referee rolls 2d6 on the table to determine the type 
of retainer who responded to the request:

2.		  Craftsperson - Roll on the Craftsperson list
3.		  Craftsperson - Roll on the Craftsperson list
4.		  Mercenary - Archer
5.		 Mercenary - Infantry
6.		  Laborer
7.		  Laborer
8.		  Laborer
9.		  Mercenary - Infantry
10.	 Mercenary - Archer
11.	 Craftsperson - Roll on the Craftsperson list
12.	 Craftsperson - Roll on the Craftsperson list

Retainer type (2d6)

Ava wishes to hire a retainer in the small town of 
Greenbrook. The referee rolls 2d4 to see how many 
retainers are looking for work, with a result of 4. There 
are only 4 people available to hire in Greenbrook. Ava 
spends a watch contacting one of them. The referee 
rolls on the retainer type table, getting a 7. The retainer 
Ava gets in touch with is a laborer.
	 Ava’s player is looking for a mercenary, so Ava 
spends another watch contacting retainers. There are 
now only 3 other retainers available in Greenbrook. The 
referee rolls again on the table and gets another 7! Ava 
isn’t pleased and grumbles about this backwater place. 
She’s spent two whole watches putting the word out, 
and now has to eat and sleep before trying again.
	 The next morning, with only 2 retainers remaining 
in Greenbrook, Ava spends another watch contacting 
retainers. The referee rolls on the table a third time, 
and gets a 9. Satisfied, Ava decides to hire this infantry 
mercenary. The two laborers will be available to hire 
when Ava returns to Greenbrook if she wishes.
	 Ava then rolls a Charisma check at +1 and gets 
a 6. The retainer is inspired by Ava’s leadership! The 
referee secretly rolls 1d4 for a result of 2 and adds it to 
the newly hired mercenary’s morale, giving him a total 
morale of 9, which the referee records secretly. This 
mercenary won’t soon flee at the sight of danger.

At the beginning of each session, the outcast may 
raise their retainer’s salary by 10% to perform an-
other Charisma check. If they succeed on this 
check, that retainer’s morale is increased by 1 for as 
long as the raise is maintained.
	 If an outcast ever reduces their retainer’s wages 
after previously giving them a raise, that retainer’s 
morale drops by 1 for every 10sp of salary removed.
	 If the retainer’s salary ever drops below market 
rate, the retainer abandons the party.

When hiring a retainer, an outcast may check 
Charisma to see how inspired the retainer is by 
their leadership. If the check is successful, the re-
tainer is hired with additional morale of + 1d4. The 
referee rolls this die and keeps the retainer’s morale 
secret from the players.
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The player decides what their outcast does in the 
game. The referee decides when they need to roll, 
and what modifiers might apply to the situation. 
The referee cannot tell a player that their outcast 
can’t do something (unless it’s something that 
would be physically impossible), and players cannot 
tell the referee that they want to use a specific skill 
or ability to accomplish an action.
	 In Outcast Silver Raiders, players aren’t supposed 
to say things like “I’m going to use Charisma to con-
vince the town’s strong man to let me inside the 
old locked church.” Instead, in that situation, the 
player would describe what their outcast says to the 
town’s strong man, and the referee would decide 
whether a roll is necessary.
	 This is to the player’s benefit because the player 
will fail many rolls in Outcast Silver Raiders. A referee 
can adjust the intensity of the game by increasing 
the number of rolls a player will have to make.
	 The player’s main skill in Outcast Silver Raiders 
will be in describing actions that result in situations 
where their outcasts have in-game advantages.
	 The referee’s main mechanical skill in Outcast Sil-
ver Raiders will be in correctly tuning the number of 
dice rolls to be tense and exciting. Not too hard, not 
too easy.
	 There are three common types of player rolls in 
Outcast Silver Raiders: checks, saving throws, and 
attack rolls.

·Checks·
When the referee asks a player to roll a check, 
that player rolls 1d6 and adds any relevant modi-
fiers (commonly skill, ability score, or situational 
modifiers). The referee will say what those modifi-
ers are, if any.

If the result of the roll plus the modifiers is 6 
or more, the check is successful. If, because of 
modifiers, it would be impossible for a character to 
succeed, they roll 2d6. If both dice are 6s, the char-
acter succeeds on the check. Otherwise, they fail.
	 If, because of modifiers, it would be impossible 
for a character to fail, they roll 2d6. If both dice are 
1s, the character fails the check. Otherwise, they 
succeed.
	 Usually, only one person in the party may at-
tempt a check to complete a specific action per 
watch. If a check may be attempted more or less fre-
quently, the referee will let the party know.

Assistance
At the referee’s discretion, other party members 
may assist an outcast with a check. Usually only one 
additional outcast may assist with each check.
	 An assistance roll must be made before the out-
cast taking the main action makes their roll. To as-
sist with a check, the assisting player makes a check 
themselves. If after all modifiers, they roll a 6 or 
higher, the outcast they are assisting adds a +1 mod-
ifier to their roll. If they roll a natural 1 however, 
the outcast they were attempting to assist adds a -1 
modifier to their roll.
	 If the referee allows multiple outcasts to assist, 
each assistance roll adds an additional +1 or -1.

Opposed checks
If the referee asks for an opposed check, each 
character involved in the contest rolls the same 
check, using their own respective modifiers. The 
character who rolls higher wins the check.
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Skills
There are ten skills commonly used for checks:

1.	 Arcana
2.	 Climbing
3.	 First aid
4.	 Literacy
5.	 Seamanship
6.	 Search
7.	 Sleight of hand
8.	 Stealth
9.	 Survival
10.	 Tinkering

Arcana measures knowledge concerning obscure 
and eldritch facts, stories, and lore.

Climbing measures training in ascending vertical 
or near-vertical surfaces, with or without the use of 
equipment.

First aid measures training in treating wounds, in-
sect bites, and diseases. First aid can be used to sta-
bilize a character hovering near death, but cannot 
usually be used to directly heal damage.

Literacy measures training in reading and writing. 
For each point an outcast has in Literacy, they know 
how to read and write one common language.

Seamanship measures training in sailing, the oper-
ation of ships and boats, and survival on the water.

Search measures training in noticing clues and de-
tails that might escape an untrained eye.

Sleight of hand measures training in manual nim-
bleness and visual misdirection, most often em-
ployed by pickpockets.

Stealth measures how quietly and cautiously an 
outcast can move without being noticed.

Survival measures training in safely finding food, 
water, shelter, and directions when traveling out-
side of civilization.

Tinkering measures knowledge of mechanical 
items such as clocks, locks, traps, and water wheels.

·Saving throws·
Saving throws are made when a character is try-
ing to avoid or prevent a negative effect, such as 
being caught in a trap, being poisoned, or being af-
fected by harmful magic. 
	 The referee will tell a player when to make a sav-
ing throw. Players never choose to make a saving 
throw on their own.
	 When the referee asks a player to make a saving 
throw, the referee will always specify one of the six 
ability scores to accompany the saving throw. The 
player then rolls a ten-sided die (d10) and adds their 
saving throw modifier associated with that ability 
score.

If the result of the 1d10 roll plus modifiers is 10 
or more, the saving throw is successful. If the 
player rolls a natural 10 before any modifiers, the 
test always succeeds. If the player rolls a natural 
1 before any modifiers, the test always fails. This 
means that every character always has at least a 
10% chance of success and a 10% chance of failure 
on every saving throw.

Players may not assist each other with saving 
throws unless the referee says otherwise.
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Combat in Outcast Silver Raiders is swift and 
deadly. A first-level outcast can easily be felled by a 
single blow from an irate farmer, so combat should 
be entered into cautiously, if at all.
	 A combat scene begins whenever any character 
attacks another character, or declares their inten-
tion to attack. A combat scene is finished when no 
more participants are actively fighting. Combat 
scenes are measured in rounds during which each 
participant takes one turn.

·Surprise·
Any participants in a combat scene who might be 
surprised must make a Wisdom save. If they fail, 
they cannot act during the first combat round.

·Initiative·
Each combat round lasts for about ten seconds. 
Participants are assumed to be acting nearly si-
multaneously, but some characters will react faster 
than others. Initiative keeps track of this.
	 At the beginning of each combat scene, every 
participant rolls 1d10 and adds their initiative mod-
ifier. Starting with the participant whose result is 
highest, each participant acts in order of their ini-
tiative number. In the case of a tie, the participant 
with the higher Dexterity goes first, though War-
riors win all initiative ties, regardless of Dexterity.
	 The initiative order stays the same until the com-
bat scene is finished, unless otherwise noted.
	 Initiative may optionally be tracked with cards.  
These can be any set of uniquely numbered cards, 
like regular playing cards. If doing so, the referee 
deals each player one initiative card, plus a number 
of cards equal to their character’s initiative modi-
fier. Characters with a positive modifier keep the 
highest card they are dealt. Characters with a neg-
ative modifier keep the lowest card they are dealt. 
Warriors are dealt two extra cards and always keep 

·Combat turns·
On their turn in each combat round, an outcast 
can take one movement action and one combat 
action. These may be taken in any order, though 
the movement action may not be interrupted by the 
combat action or vice versa, meaning you cannot 
move 5 feet, attack, then move an additional 10 feet.

Attacks of opportunity
When a character is locked in melee combat 
with a foe but attempts to take some other action 
besides concentrating on that foe, the foe gets to at-
tack them. This is an attack of opportunity.. There 
is no limit to the number of attacks of opportunity a 
character can make or be subject to during a round.

Free actions
Characters may also take free actions in combat 
at the referee’s discretion. Free actions take only 
about a second, and can be reasonably accom-
plished while in the heat of battle. Examples might 
include shouting a few words, dropping an object, 
or slapping a horse on its flank.

Mounted combat
When riding a mount in combat, the mounted 
character’s movement is replaced by the mount’s 
movement. The mounted character is immune to 
attacks of opportunity while mounted (though their 
mount may suffer attacks of opportunity as usual).
	 The rider may choose to give up their mount’s 
movement and use their attack action in a round 
of combat to direct an attack by their mount (with 
hooves, teeth, claws, etc.).

the highest card. Non-player characters (NPCs) are 
dealt cards after players, and in scenes with many 
participants, the referee can reshuffle discarded 
cards if needed for NPCs. 
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Movement actions
All movement actions provoke attacks of opportu-
nity if taken while engaged in melee combat.

Aim

When using a ranged weapon, a character may 
use their movement action to aim that weapon at 
a specific target, gaining a +2 bonus on their next 
attack roll with that weapon against that target.
	 If shooting into a melee (p. 50), aiming may in-
stead be used to get a single re-roll on the target 
randomization roll.

Drop prone

A character may use their movement action to 
drop prone on the ground. Attacks against a prone 
character are -2 to hit with ranged weapons and +2 
to hit with melee weapons.

Hold action

A character may use their movement action to 
specify a triggering event and hold their combat ac-
tion until that event occurs. If the trigger does not 
occur before their next turn, their combat action is 
lost.

Move

A character may use their movement action to, 
well, move. Outcasts and most humans move 15 feet 
per move action (or 3 squares, if using a 5 foot battle 
grid).

Stand up

A character sitting or lying down may spend 
their movement action to stand up.

Combat actions
Other simple actions not listed here may be taken 
as combat actions at the referee’s discretion.

Attack

Many combat actions will be used to attack a foe. 
Attacking is described in detail on page 50. 

Attacking with a ranged weapon while in melee 
combat provokes attacks of opportunity.

A Sorcerer may use their combat action to mani-
fest blood magic. Using blood magic while in melee 
combat provokes attacks of opportunity.

Blood magic

A character may use their combat action to dis-
engage from melee combat without provoking any 
attacks of opportunity from foes they are engaged 
with. This is usually used before using a move action 
to move away from those foes.

Draw a weapon

A character may use their combat action to draw a 
weapon, provided it is stored in an easily accessible 
spot. This provokes no attacks of opportunity.

Run

If a character used their movement action to 
move, they may use their combat action to run, al-
lowing them to move again at their normal combat 
movement speed. Characters may only run if they 
first used their movement action to move. Running 
provokes attacks of opportunity, just like regular 
movement.

Pick up an object

A character may use their combat action to pick 
up a nearby object. This provokes attacks of oppor-
tunity.

Throw an object

A character may use their combat action to throw 
a nearby object.
	 An object can be thrown a number of feet equal to 
the character’s Strength multiplied by 5.
	 If attempting to throw accurately, the charac-
ter must make a Dexterity check. On a successful 
check, the object hits their chosen mark. On an un-
successful check, the object lands in a random di-
rection from the target, a number of feet from the 
target equal to 1d4 multiplied by 5.
	 Throwing an object provokes attacks of opportu-
nity, unless the target of the throw is the foe that 
the throwing character is engaged in melee combat 
with.

Disengage
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·Attacking·
To attack something, a player rolls 1d20 and adds their outcast’s base attack bonus and any relevant mod-
ifiers. When making a melee attack, add the outcast’s Strength ability modifier to the attack roll. When 
making a ranged attack, add the outcast’s Dexterity ability modifier to the attack roll.

If the result of this roll meets or exceeds the target’s armor class (AC), the attack hits, and the 
player rolls damage.

Ranged weapons
Each ranged weapon has a range, measured in 
feet, or squares if using a 5 foot battle grid. An at-
tack on a target beyond that range is made at -4 to 
hit, up to double the weapon's range. At more than 
double the weapon’s range, the attack automatically 
misses.
	 Making a ranged weapon attack while engaged in 
melee combat provokes attacks of opportunity.
	 Given the nature of melee combat, when making 
a ranged attack into a melee, a ranged attacker picks 
their target randomly from the melee participants, 
with an equal chance of attacking any of them.

Critical hits
When a player rolls a natural 20 (meaning the 
die reads 20 with no modifiers), the attack automat-
ically hits and does maximum damage, plus any as-
sociated bonuses.

Critical misses
When a player rolls a natural 1, the attack miss-
es no matter what, and the attacker moves to the 
bottom of the initiative order on subsequent turns.

Wielding two weapons
If a character is wielding two weapons and 
chooses to attack with both of them in a turn, the 
attack with the weapon in their main hand is at -4 
to hit, the attack with the weapon in their off hand 
is at -8 to hit, and attacks with the off hand weapon 
have a maximum total bonus to hit of +1..

Mordred has been ambushed by two Bone Field 
savages. Mordred is holding two clubs and wants 
to attack both savages. Her base attack bonus is 
+4, and she has a +1 Strength modifier, for a total 
melee attack bonus of +5. Her first attack will be 
at +1 to hit and her second will be at -3.

·Damage·
To determine damage, a player rolls dice as indicated in the weapon’s profile and adds any relevant modifi-
ers. When rolling damage for a melee attack, add the outcast’s Strength modifier to the damage roll. When 
rolling damage for a ranged attack, add the outcast’s Dexterity modifier to the damage roll. The damage 
for an unarmed attack is 1 plus the outcast’s Strength modifier.

Shock damage
Some weapons deal shock damage. This damage is 
dealt to the target when an attack with the weap-
on misses. Modifiers do not affect how much shock 
damage is dealt.
	 On a critical miss, no shock damage is dealt.

Non-lethal damage
If a player wishes to knock a foe unconscious 
rather than kill them, they may make a Dexteri-
ty check after a successful attack roll but before 
the damage roll. If the check is successful and the 
damage roll would reduce their target below 0 hit 
points, they instead reduce them to exactly 0 hit 
points and knock them unconscious. If they fail the 
check or do not reduce them below 0 hit point, they 
do the full amount of damage rolled to their target.
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·Death·
When an attack reduces an outcast to 0 hit points and there is damage remaining, the outcast dies immedi-
ately if the amount of leftover damage is at least equal to their maximum total hit points.

Laina has 12 maximum hit points and has 4 hit points remaining after a brutal battle with a blood dæmon. 
The blood dæmon attacks her with its pain lash and the referee rolls a 15: a hit! The pain lash deals 2d8 + 
2 damage. The referee rolls the dice and gets a 7 and an 8, +2, for a total of 17 damage. The first 4 damage 
reduces Laina to 0 hit points. There are 13 points of damage left over, more than Laina’s maximum hit point 
total, so Laina dies instantly as the pain lash rips her body in half.

Otherwise, when they are reduced to 0 hit points, an outcast falls unconscious and is hovering near death.

When a non-player character is reduced to 0 hit points, they die instantly (unless they were dealt non-le-
thal damage, as described on the previous page). Referee characters do not get to make death saves.

Death saves
When hovering near death, an outcast can take no actions on their turn. Instead, their player must make 
a Constitution check. This is called a death save.

After one successful death save, the outcast stabilizes. A stabilized outcast remains unconscious at 1 
hit point, but no longer has to make death saves. They will awaken after at least a watch of rest.

After three unsuccessful death saves, the outcast bleeds out and dies.

While an outcast is hovering near death, all ranged attacks against them are at +4 to hit. Any melee attacks 
automatically hit.
	 An outcast hovering near death immediately fails a death save if they take damage. If that damage equals 
4 or more, they are killed instantly.
	 A successful First aid check from an ally stabilizes an outcast hovering near death. An unsuccessful First 
aid check does nothing. It does not cause the target of the check to fail a death save.
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When a character dies or is otherwise removed from play, their player might want to keep playing the 
game with a new character. They may either roll up a brand new character, or start playing as the fallen 
character’s heir (if they had one). No matter which option they pick, the party may choose to boost the new 
character’s starting xp with a glorious remembrance.

·Glorious remembrance·
The party may pay for a remembrance for their fall-
en comrade. A remembrance could take the form of 
a lavish funeral, a monument, a burning longboat 
sent down a river, or something similar. It takes at 
least 1 day per level of the fallen character to ar-
range a remembrance. For every 1sp spent on the 
funeral, the replacement character gains 1 xp, up to 
25% of the fallen character’s xp total.
	 Both heirs and new characters may benefit from 
glorious remembrances.

The Owl, a level 3 Sorcerer with 3,450 xp, dies. 
Their player, Jerome, wants to create a new 
character. Before he does, the party pools their 
resources and spends 850 silver (the maximum 
they can spend is 862 silver, 25% of 3,450) on 
commissioning a statue of the noble Owl. Jerome’s 
new character will start with 850 xp, well on their 
way to level 2.

·Heirs·
A character may specify one of their retainers as 
their heir.
	 When they do so, they roll ability scores for their 
heir as described in Character Creation and note 
them down. These ability scores replace the stan-
dard scores of 10 that all retainers otherwise have. 
The character then must permanently increase the 
wage of their heir by 50sp (or 1gp) per session.
	 A character may only have one heir at a time. A 
character may not switch heirs unless their current 
heir dies or leaves their employment.
	 If a character dies, their heir takes their place 
in the party immediately and inherits all of their 
equipment. If the heir is the same class as the fall-
en character, they start with 50% of the xp total of 
the fallen character (rounded down). If they are a 
different class from the fallen character, they start 
with 25% of the fallen character’s xp total.
	 This xp is added to any xp gained from glorious 
remembrance (see above).

·New characters·
A player may create a brand new character. New 
characters start at 0 xp unless the party pays for a 
glorious remembrance.

Anna, a level 4 Warrior, decides it’s time she 
had an heir. She picks Maxwell, a mercenary in 
her employ, to be her heir. Up to this point, all 
of Maxwell’s ability scores were 10, but Anna’s 
player rolls up new ability scores and writes them 
down. Anna also starts paying Maxwell 50sp more 
per month.
	 When Anna dies a few sessions later with 7,720 
xp, her player has a decision to make: will they 
play Maxwell as a Warrior and start with 3,860 
xp (50%) at level 3, or will they play Maxwell as 
another class and start with only 1,930 xp (25%). 
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·Ability score loss·
When game effects cause outcasts to reduce their 
ability scores, the main mechanical effect is the re-
duction of the associated modifiers, which can af-
fect hit points, attack rolls, and checks. Unless oth-
erwise stated, reduction of ability scores is healed at 
a rate of 1 per day of quiet bed rest.
	 If any of an outcast’s ability scores ever perma-
nently drops below 3, they are considered a fallen 
character and must be replaced (p. 52).

·Armor class·
All outcasts start with an armor class of 12 plus 
their Dexterity modifier.

·Breathing·
A character can hold their breath for a number 
of minutes equal to 1 plus their Constitution mod-
ifier, with a minimum of 30 seconds. After a char-
acter has run out of breath, they must make a Con-
stitution save every ten seconds at a cumulative -1 
or fall unconscious and begin making death saves.

·Falling·
A character takes 1d4 damage for every 10 feet 
they fall, up to a maximum of 20d4 for falling 200 
feet or more.

·Fire·
Whenever a character or flammable object is ex-
posed to fire, there is a 1 in 4 chance each turn of 
exposure that they will catch ablaze.
	 Characters and objects that are ablaze will take 
1d6 damage per turn until the fire is put out (by roll-
ing on the ground, with liquid, with sand, etc.).

·Foraging·
A character may spend a watch foraging by mak-
ing a Survival check. Checks may be modified by the 
character’s current environment at the referee’s 
discretion. Each successful check can either reveal 
a source of fresh water or provide enough food for 
one character to eat for one day.

·Healing·
A character recovers 1 lost hit point each time 
they get a good night’s sleep in a bed, bedroll, ham-
mock, or other piece of equipment designed for 
sleeping. Sleeping on the ground or similar rough 
terrain provides no healing. In bad weather, an out-
cast needs shelter to get a good night's sleep. Shel-
ter can be a tent, a cave, a ruin, or something else. 
The referee has final say on whether a given struc-
ture provides shelter from the weather. Note that 
these rules apply to retainers as well.
	 If a character’s sleep is interrupted by combat 
or other excitement, they do not recover hit points 
that night. Taking a shift on watch does not inter-
rupt this rest unless something happens during 
their watch or they use their watch to explore.
	 A character recovers 3 hit points for each full day 
they spend in bed rest.

·Mapping·
Players are responsible for drawing maps of in-
terior locations in Outcast Silver Raiders. Instead of 
drawing perfectly accurate maps, it is recommend-
ed that players draw conceptual maps of places they 
explore. These are faster to draw, faster for the ref-
eree to communicate, and easier to understand. A 
conceptual map does not usually include exact mea-
surements, and instead shows area descriptions, 
along with exits, connecting passages, etc.
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·Movement·
If a character is encumberedIf a character is encumbered (p. 36), all their movement is halved. (p. 36), all their movement is halved.
	 In combat (p. 48), most characters move 15' (3 squares) as a movement action, and may double that move-	 In combat (p. 48), most characters move 15' (3 squares) as a movement action, and may double that move-
ment by using their combat action to run.ment by using their combat action to run.

Distance traveled
A normal character has a base movement speed of 8 miles per watch. If using 2 mile hexes, this translates 
to 4 hexes in a watch. However, this base speed is the fastest a character can move. In difficult terrain, the 
characters, their animals, and vehicles may move much slower.

Terrain Modifier Miles
per watch

Miles
per day

Hexes
per watch

Hexes
per day

Maintained roads Full speed 8 24 4 12

Wilderness trails, plains, etc. ¾ speed 6 18 3 9

Hills, forests, deserts, etc. ½ speed 4 12 2 6

Jungles, swamps, mountains, etc. ¼ speed 2 6 1 3

Exhaustion
A normal character can travel or explore for three watches in a day without getting exhausted.
	 If a character travels for more than three watches in a day, they must make a Constitution check. If they 
fail, they move at half speed for the fourth watch, and they must make two scarcity rolls the next time they 
eat and two scarcity rolls the next time they drink.

Running
A normal character can run at double their movement speed for a number of combat rounds equal to their 
Constitution score. After that, they must make a Constitution check to keep running. If they fail, they 
fall back to their regular movement speed.
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·Navigation·
If there is a chance that the party would get lost, 
the character guiding the party makes a Survival 
check. If the check is failed, the party is lost.
	 The exact effects of being lost are left to the ref-
eree, and likely vary with the terrain the players 
are traveling through. If the players are using a hex 
map, the suggested effect is that the players intend 
to travel to one hex, but travel to a different hex 
instead. This can be determined by assigning each 
connecting hex a number 1 through 6 (starting from 
the top and going clockwise), and rolling 1d6.

·Riding·
Unless otherwise noted, all outcasts know how 
to ride, and they do not need to make checks when 
riding a trained animal with a saddle. When riding 
an untrained animal, or a trained animal without a 
saddle, the referee may require a check or a saving 
throw to avoid being thrown each time the animal is 
mounted. The referee will decide whether retainers 
and other characters know how to ride, or if they 
will require checks to ride animals successfully.
	 The referee might require a check if a character 
attempts a difficult or dangerous riding maneuver 
such as jumping over an obstacle, riding quickly 
through driving rain, or pushing an animal to ex-
haustion in a race.

·Searching·
The party may spend a watch searching an area. 
The exact definition of an area is left up to the ref-
eree. In a dungeon this may be a single room or 
passage. In the wilderness this may be a clearing, 
or it may be an entire hex. The referee will let the 
players know based on what they are searching for.
	 If the players spend a watch searching, any obvi-
ous features of an area will be discovered without 
requiring a check.
	 If the party wishes to search the area faster or 
more thoroughly, one party member may use the 
Search skill, once per watch. The referee always 
makes this roll on behalf of the character so that the 
player does not know if the roll failed, or if there is 
just nothing to find. If searching a small area like a 
room or a clearing, using the Search skill only takes 
a few minutes. If searching a hex, the referee may 
decide that Searching takes an entire watch.
	 Regardless of how long it takes, when using the 
Search skill, a successful check will reveal any inter-
esting or hidden features of the area.
	 The Search skill can only be used once per watch 
in an area. Once it has been used, the party must 
wait until the next watch before one of their number 
can search that area again. Different party members 
can, however, search different areas during a single 
watch provided there is enough time to do so.

·Resting·
Characters must sleep an adequate amount in or-
der to be at peak performance. Outcasts and their 
retainers must sleep at least eight hours per 24-
hour day. If they do not get adequate sleep, they are 
at a -1 penalty to all rolls until they get a full 8 hours 
of sleep. This penalty is cumulative for each day in 
which a character does not get enough rest.
	 A character attempting to sleep without shelter 
in inclement weather or without a bed, bedroll, 
hammock, or other appropriate sleeping accommo-
dations must make a Constitution saving throw. 
On a failure, they sleep poorly, and do not get ade-
quate rest for the day.

·Perceiving·
In most situations, the referee will make any 
checks on behalf of the characters for tasks involv-
ing perceiving, listening, and noticing things. This 
is to make it easier for the players to roleplay, as 
they would otherwise know that their characters 
could have noticed something if they hadn't failed 
the check.
	 If a character wants to proactively listen for 
something or notice something and it would not be 
covered by a Search check, they can make a Wis-
dom check at the referee's discretion. This will be 
quite rare, however, and players would do well not 
to constantly request these checks. Players can 
mostly rely on the referee to let them know if their 
characters notice things.
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·Seafaring·
Ships require a crew, a captain, and wind.
	 To calculate how far a boat travels in a day, take the base speed of the boat, multiply it by the current crew 
size multiplier, the multiplier from the Seamanship check result of the captain, and the sailing conditions.

Crew size
The minimum crew on a boat is ¼ of its normal 
crew. With ¼ crew, a boat travels at ¼ speed. With ½ 
crew it travels at ½ speed, with ¾ crew it travels at 
¾ speed, and with a full crew, it travels at full speed.

Captain

2 Dead wind No movement

3 Low winds ¼ speed

4 Calm winds ½ speed

5 Mild winds ¾ speed

6 - 8 Normal winds Normal speed

9 Favorable winds 1¼ speed

10 Strong winds 1½ speed

11 Violent winds 2x speed (see note)

12 Dangerous winds 3x speed (see note)

Sailing conditions (2d6)
Each day, the referee rolls 2d6 to determine sailing 
conditions:

The captain of a boat must make a Seamanship 
check each day of sailing. If they pass, the ship trav-
els at full speed. If they fail, it travels at ½ speed.

In violent winds, a captain can choose to tie up the 
lines and ride out the storm, or keep sailing. If the 
captain chooses to keep sailing, they must succeed 
on a Seamanship check each watch or their vessel 
suffers 1d4 x 5 damage.
	 Each watch, the referee rolls a die. On a 6, the 
weather changes, and the referee re-rolls on the 
sailing conditions table.

Selene is captaining a medium sailing ship full of 
cargo bound for the Topaz Protectorate. The ship has 
only 30 sailors on board as its crew, meaning it is at ¾ 
crew complement. Selene’s player rolls her Seamanship 
check and gets a 6, a passing roll. The referee rolls for 
wind and gets a 5, meaning mild winds, and ¾ speed 
today.
	 The ship’s base speed is 32 miles per day. Multiplied 
by the under strength crew (¾), Selene’s strong 
captaining skills (1), and the mild winds (¾), the ship 
only travels 18 miles this day.

Violent winds

In dangerous winds, a captain can choose to tie 
up the lines and ride out the storm, or keep sailing. 
If the captain chooses to keep sailing, they must 
succeed on a Seamanship check each watch or their 
vessel suffers 1d6 x 5 damage.
	 Each watch, the referee rolls a die. On a 5 or 6, 
the weather changes, and the referee re-rolls on the 
sailing conditions table.

Dangerous winds

Taking damage
All damage taken by a ship is reduced by its dam-
age threshold (which is 8 for wooden vessels, see 
Referee's Compendium p. 39).
	 Each time a ship takes weather damage, at the 
referee's discretion, each person above decks must 
pass a saving throw (with the exact modifiers decid-
ed by the referee) or be thrown overboard.
	 A damaged ship has an additional ½ multiplier to 
its speed.
	 When a ship has been reduced to 0 hit points, it 
begins to sink and will sink within 10 minutes.

Repairing damage
Each crew member spending a day repairing the 
ship restores 1 point of damage, as long as there 
are supplies available to do so. This is doubled if the 
ship is being repaired on dry land.
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·Vision·
Characters require light to see. Candles cast 
light in a circle 15 feet in diameter. Torches cast 
light in a circle 30 feet in diameter. Lanterns cast 
light in a circle 60 feet in diameter. If the environ-
ment is otherwise dark, characters will not be able 
to see past the area illuminated by their light.
	 Navigating unknown terrain safely in utter dark-
ness takes three times as long. In a combat turn this 
means that characters can move 5' safely. Moving 
faster will require saving throws to avoid tripping, 
falling over, and potentially becoming injured.
	 If navigating through previously mapped terrain 
in utter darkness, the referee should take away the 
map from the game table until light is restored. One 
character in the party may make an Intelligence 
check once every real-world fifteen minutes, or 
once per in-game watch (whichever is longer) to re-
call the terrain. If this check is successful, that char-
acter’s player may look at the map for 5 seconds.
	 Fighting in utter darkness is nearly impossible, 
and characters fighting by sound and feel alone 
make attacks at -12 to hit. A natural 20 will still al-
ways be a hit, but will not automatically deal maxi-
mum damage.
	 It is up to the referee to judge how far a character 
can see in different types of terrain under normal 
conditions. With no hills, trees, obstacles, or weath-
er, a character can make out the basics of terrain 
from up to two miles away.  Light rain reduces that 
distance to one mile. Heavy rain or fog reduces that 
distance further.

·Starvation·
A character must consume rations once per day, 
or face starvation. A starving character temporari-
ly loses 1 point of Constitution for each day they 
haven’t eaten. Additionally, a starving character 
must pass a Constitution check each day. If they 
fail, they lose 2 hit points and all their rolls are at -1. 
	 A starving character who is reduced to 2 Consti-
tution can take no actions and will die in one day 
unless they are given food.
	 A starving character does not recover hit points 
from resting. If a character is reduced to 0 hit 
points, they face death (p. 51).
	 Once a starving character has access to food, 
their Constitution recovers at a rate of 1d3 per 
day of eating, they no longer have to make Consti-
tution checks, and they can start recovering hit 
points through rest.

·Swimming·
Characters are assumed to know how to swim, 
and move at half speed while doing so. If they are 
encumbered or are wearing metal armor, they must 
make a Strength check every turn they swim. If 
they fail, they stop making any forward progress,  
sink, and begin drowning (see Breathing, p. 54).

·Thirst·
A character must consume water once per day 
or face dehydration. A dehydrated character tem-
porarily loses 4 points of Constitution for each 
day they haven’t drunk. Additionally, a dehydrated 
character must pass a Constitution check each 
day. If they fail they lose 3 hit points and all their 
rolls are at -3.
	 A dehydrated character who is reduced to 2 Con-
stitution can take no actions and will die in one 
watch unless they are given water. A dehydrated 
character does not recover hit points from resting.
	 Once a dehydrated character has access to water, 
their Constitution recovers at a rate of 6 per day 
that they have access to water, they no longer have 
to make Constitution checks, and they can start 
recovering hit points through rest.

·Time·
Outcast Silver Raiders measures time in combat 
rounds, minutes, turns, hours, watches, and days.
	 There are ten seconds in a combat round, six 
combat rounds in a minute, ten minutes to a turn, 
six turns to an hour, four hours to a watch, and six 
watches to a day.
	 The referee decides how and when different units 
of time are tracked, but watches should always be 
tracked. It is recommended that watches be shown 
on the playing surface using poker chips, dice, or 
another similar physical tracking mechanism.
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·Weather·
At the beginning of each day, the referee may roll 2d6 on the table below to check the weather.
	 On a result of 2-7, the weather is normal. There may be a light drizzle or clouds, but nothing that affects 
gameplay or inconveniences the outcasts.
	 On a result of 8 or higher, inclement weather that affects gameplay. Note that this may require the party 
to seek shelter to get a good night’s rest (p. 56). It may also interact with sailing conditions (p. 57).

Weather (2d6)
2-7. No inclement weather.
8.	  Precipitation (seasonal rain, snow, or hail).
9.	  Extremely heavy precipitation.
10.	  Heavy fog.
11.	  Extremely high winds.
12.	  Extreme seasonal temperatures (uncomfortably 

hot or cold, depending on the season).

	 Elevation increases the distance a character can 
see. From a high vantage point, such as the top of 
a tower or a mountain, a character can see up to 
around thirty miles on a clear day. Light rain re-
duces this distance to ten miles, heavy rain to two 
miles, and fog to 500 feet.
	 Note that the further away a character is, the less 
detail they will be able to make out. Beyond two 
miles, no matter how high up a character is, it is un-
likely they will be able to make out more than basic 
features of the landscape.

Conditions Normal 
visibility

Elevated 
visibility

Clear 2 miles 30 miles

Light precipitation 1 mile 10 miles

Heavy precipitation 500 feet 2 miles

Fog 100 feet 500 feet







Preamble
This license allows anyone to create content for 
Outcast Silver Raiders and publish it for free or sell 
it, without the publishing company (Esoteric Ludol-
ogy, LLC) taking a cut. Adventures, hacks, modules, 
supplements, or anything else. There are a few rules 
that you must follow:

Section A: Content
1.
If you adhere to these terms you are allowed to pub-
lish free or commercial material based upon and/
or declaring compatibility with Outcast Silver Raiders 
without express permission from Esoteric Ludology 
or the author or artists of this book.

2.
You may not re-use or translate exact text or art 
from our books without our explicit permission. 
This does not include place names, the names of 
characters, the names of spells, the names of items 
and equipment, or any proper nouns.

3.
Some pieces of Kim Diaz Holm’s artwork used in this 
work are available under a Creative Commons 4.0 
license, and can be found on his website. The use 
of that artwork in this work does not change or in-
fringe upon any current or future license.

4.
The mechanics and game rules of Outcast Silver Raid-
ers may be reused and referenced freely. 

Section B: Branding
5.
Your product cannot use the Esoteric Ludology logo, 
the Outcast Silver Raiders logo, or the words “Outcast 
Silver Raiders” (without the words “compatible 
with” as described in item 6) unless you have our 
explicit permission. Examples of these logos:

6.
You are allowed and encouraged to use the Outcast 
Silver Raiders compatibility logo (available on our 
website, examples below), and you may use the 
wording “Compatible with Outcast Silver Raiders” 
on and in your product.

7.
You are not allowed to give the impression that 
your work is an official Outcast Silver Raiders product 
or that we endorse or sponsor you in any way unless 
we have made a special, explicit arrangement with 
you.
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Section C: Legal
8.
Esoteric Ludology, LLC takes no responsibility for 
any legal claims against any product published un-
der the terms of this license. 

9.
Any legal disputes, controversies or claims related 
to this license shall be governed by and construed 
in accordance with the laws of the United States of 
America and be settled by a US court.

10.
The following text must be included in the legal 
text, somewhere visible in the publication, and on 
the website or storefront where you promote the 
product:

“[Product name] is an independent production by [Au-
thor or Publisher] and is not affiliated with Esoteric 
Ludology. It is published under the Outcast Silver Raid-
ers Third Party License.”

11.
This copyright text must be legibly included some-
where in the product and on the storefront:

“Outcast Silver Raiders is copyright Esoteric Ludology, 
LLC.”

Inspirational acknowledgments

Outcast Silver raiders takes some mechanical inspi-
ration from many roleplaying games. I’ve read and 
played so many great games over the years, it would 
be hard to pinpoint where all the different ideas 
came. That being said, there are some specific me-
chanics that I can map to a few specific works. They 
are, in alphabetical order:

◊	 The Black Hack by David Black.
◊	 The Dark of Hot Springs Island by Jacob Hurst, 

Gabriel Hernandez, Evan Peterson, and Donnie 
Garcia.

◊	 Lamentations of the Flame Princess by James 
Edward Raggi IV.

◊	 Old School Essentials by Gavin Norman.
◊	 Silent Titans by Patrick Stuart.

These great games are worth your time and money. 
They inspired me, they’ve entertained me and my 
friends, and they will inspire you.

If you choose to use this third-party license, you are 
encouraged (but not required) to include the names 
of these products as influences on your own.



thank you
Terry

for being the love of my life
for providing endless support
for believing in me



Animal Cost (sp) Notes

Dog (trained) 50 AC 14, 1d6 hp +3 to hit at 1d4 damage, Morale 6
Can be ordered to attack, though referee may make a morale check

Horse 2,000

AC 12, 3d8 hp, +2 to hit at 1d10+2 damage, Morale 6, Move 30’ [6 squares]
Carried goods must be stored in saddlebags
Base 48 miles per day with a rider and up to 2 saddlebags
Base 24 miles per day with a rider and up to 4 saddlebags

Livestock 100 Cows, goats, sheep, etc.
AC 6, 1d8 hp, -4 to hit at 1d4 damage, Morale 3

Mule 500

AC 10, 3d8 hp, +0 to hit at 1d8+2 damage, Morale 5, Move 20’ [4 squares]
Carried goods must be stored in saddlebags
Base 24 miles per day with a rider and up to 2 saddlebags
Base 24 miles per day with no rider and up to 4 saddlebags
Base 16 miles per day with no rider and up to 6 saddlebags

Vehicle Cost (sp) Notes

Cart 500
Base speed: 24 miles per day, requires a horse or mule
100 item slots
Max 5 passengers

Wagon 2,000
Base speed: 24 miles per day, requires a horse or mule
100 item slots per horse or mule (max 6 animals)
Max 12 passengers

Rowboat 1,000
8 miles per day with two oarsmen, 12 miles per day with 4 oarsmen
200 item slots
Max 8 total passengers (including crew)

Longboat 50,000
24 miles per day with 16 oarsmen, 32 miles per day with 30 oarsmen
2,000 item slots
Max 40 total passengers (including crew)

Tiny sailing vessel 5,000
Base speed: 16 miles per day with 1 crew
200 item slots
Max 4 total passengers (including crew)

Small sailing vessel 10,000
Base speed: 24 miles per day with 8 crew
800 item slots
Max 12 total passengers (including crew)

Medium sailing vessel 100,000
Base speed: 32 miles per day with 40 crew
5,000 item slots
Max 120 total passengers (including crew)

Large sailing vessel 200,000
Base speed: 40 miles per day with 80 crew
10,000 item slots
Max 240 total passengers (including crew)

Container Cost (sp) Slots Notes

Backpack 30 1 Adds 4 item slots (may only hold one per outcast)
-2 to any checks involving quiet or stealth while wearing

Barrel 70 * Adds ~10 item slots (depending on items)
* A character carrying this is automatically encumbered

Chest 150 *
Adds ~15 item slots (depending on items)
Can be locked
* A character carrying this is automatically encumbered

Pouch 10 1 Required for bundling coins, stones, etc.
100 coins fit in one pouch

Saddlebag 75 3 When carried by a mount, adds 10 slots and uses no slots
Adds no slots when carried by a human
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Food or Lodging Cost (sp) Slots Notes

Animal feed 20 1 1d6 scarcity check per day

Night at inn, normal 5 n/a

Night at inn, opulent 10 n/a

Rations 10 1 1d4 scarcity check per day whether they are eaten or not

Rations, preserved 20 1 1d8 scarcity check per day

Tavern drink 3 n/a Each alcoholic drink reduces CON and WIS by 1 for one hour

Tavern meal 5 n/a Fulfills hunger for one day for one person

Tavern opulent meal 15 n/a Fulfills hunger for one day for one person

Waterskin 10 1 1d8 scarcity check per day
Filled back to 1d8 for free at a clean water source

Item Cost (sp) Slots Notes

Bedroll 20 1 Allows restful sleep outdoors (see page 56)

Candles (bundle) 5 1 Lights a 15’ circle
1d6 scarcity check per watch

Chain, per foot 10 * * Can be bundled, up to 10 feet per slot

Clothing, elaborate 200 1 / 0 Takes up no item slots when worn

Clothing, normal 50 1 / 0 Takes up no item slots when worn

Clothing, rough 10 1 / 0 Takes up no item slots when worn

Climbing kit 100 1
Includes pitons, wedges, tar, grappling hook, etc.
Gives +1 to Climbing checks
1d6 scarcity check per use

Crowbar 20 1 If used as a weapon, -4 to hit, 1d6 damage

Fishing gear 20 1 +1 to checks involving fishing, 1d8 scarcity check per use

Lantern 50 1 Lights a 60’ circle, but requires lantern oil

Lantern oil 10 1 1d8 scarcity check per watch

Lock and key 100 1 Can be used to secure doors, chests, etc.

Mirror 300 1 Hand-sized

Miner’s pick or shovel 50 1 If used as a weapon, -4 to hit, 1d6 damage

Musical instrument 75 1-2 Slots used depends on specific instrument

Paper, sheet 5 1* * Up to 100 sheets may be bundled in a sheaf

Pilgrim’s case 20 1 Includes tinder set, mug, plate, cutlery, small pot, fire grate
Required to light flames and prepare rations

Riding gear 250 3 / 0 +1 to riding checks; uses 0 slots on a mount

Rope, 50’ 30 1

Tent, camping 150 2 Provides shelter for up to 4 people

Tent, pavilion 500 4 Provides shelter for up to 10 people

Tinkering kit 200 1
Includes picks, files, wire, clippers, etc.
+1 to tinkering checks
1d8 scarcity check per use

Torches, bundle 10 1 Lights a 30’ circle
1d6 scarcity check per watch

Writing case 10 1 Contains pens, ink, nibs, a blotter, etc. 1d10 scarcity check per use
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