
A
N

D
 N

O
W

 A
 W

O
R

D
 F

R
O
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Fr
ie

nd
ly

 H
al

fli
ng

 T
ea

 
of

fe
rs

 sp
ec

ial
ly

 
cr

af
te

d 
bl

en
ds

 
w

ith
 fa

nt
as

y 
&

 ta
bl

et
op

 
ga

m
e-

in
sp

ire
d 

na
m

es
, 

fr
om

 
C

el
es

tia
l 

M
an

a 
an

d 
E

lv
en

 
C

itr
on

 to
 

E
ld

rit
ch

 M
an

a 
an

d 
H

alf
lin

g’
s  

D
ar

k 
C

ho
co

lat
e—

an
d 

m
or

e! 
Bo

il 
yo

ur
 w

at
er

, 
gr

ab
 y

ou
r s

te
ep

er
, a

nd
 p

ou
r a

 c
up

. T
hi

s l
oo

se
-

le
af

 te
a 

is 
bl

en
de

d 
fo

r a
dv

en
tu

re
! 

 

w
w

w
.fr

ie
nd

ly
ha

lfi
ng

te
a.c

om
 

Th
e 

w
or

ld
 o

f 
M

en
 s

ta
nd

s 
on

 t
he

 b
rin

k 
of

 t
he

 
pr

op
he

sie
d 

Fi
m

bu
l 

W
in

te
r. 

Th
e 

ki
ng

do
m

s 
of

 
Æ

nd
or

 a
re

 fa
ili

ng
, m

ire
d 

in
 w

ar
fa

re
 w

ith
in

 a
nd

 
w

ith
ou

t. 
H

alf
 a

 c
en

tu
ry

 h
as

 p
as

se
d 

sin
ce

 t
he

 
G

re
at

 P
lag

ue
 s

w
ep

t 
th

e 
lan

ds
, 

fe
lli

ng
 p

ea
sa

nt
 

an
d 

no
bl

e 
ali

ke
. A

 h
ow

lin
g 

w
ild

er
ne

ss
 w

ait
s 

to
 

sw
all

ow
 a

ny
 w

ho
 t

ra
ve

l 
be

yo
nd

 t
he

 s
af

et
y 

of
 

sc
at

te
re

d 
co

m
m

un
iti

es
. 

T
H

E
 S

H
R

O
U

D
E

D
 

K
IN

G
 

A
 c

ur
io

us
 b

an
d 

of
 t

en
 a

dv
en

tu
re

rs
—

am
on

g 
th

em
 a

 F
air

 E
lf 

Sp
el

lsw
or

d 
an

d 
a 

do
ug

ht
y 

Fi
re

 
D

w
ar

f 
W

ar
rio

r—
ha

s 
be

en
 

gi
ve

n 
its

 
m

os
t 

pe
ril

ou
s m

iss
io

n 
ye

t: 
re

tri
ev

e t
he

 S
ilo

ni
an

 C
od

ex
 

fr
om

 a
 b

ar
ro

w
 c

om
pl

ex
 in

 th
e 

w
ild

er
lan

ds
 a

nd
 

re
tu

rn
 it

 t
o 

th
ei

r 
H

ig
h 

E
lf 

pa
tro

ns
. W

ha
t 

w
ill

 
th

ey
 fi

nd
 u

po
n 

ar
riv

al?
 

 

ko
-f

i.c
om

/i
ns

an
en

er
dr

am
bl

in
gs

/s
ho

p 
 

 

A
dv

er
tis

in
g 

in
 T

in
y 

d1
0 
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ne

s i
s f

re
e 

fo
r f

rie
nd

s o
f t

he
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st
em

! B
ec

om
e 

a 
fr

ie
nd

 n
ow

 a
nd

 re
ac

h 
se

ve
ra

l 
pe

op
le

! F
in

d 
m

e 
at

 td
10

.o
rg

 o
r x

.co
m

/t
d1

0r
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T
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 L
itt

le
 B

oo
k 

of
 

PR
IM

A
L 

M
A

G
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A

 G
am

e 
Su

pp
le

m
en

t f
or

 
T

in
y 

d1
0:

 F
an

ta
sy
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 Pr
im

al
 R

el
ic

s 
&

 T
re

as
ur

es
 

Th
e 

w
ild

 w
oo

d 
is 

fu
ll 

of
 lo

st
 re

lic
s a

nd
 tr

ea
su

re
 h

oa
rd

s: 
se

cr
et

ed
 a

w
ay

 in
 th

e 
ta

ng
le

d 
an

d 
tw

ist
ed

 d
en

 o
f t

he
 b

ria
rh

ou
nd

 u
nd

er
 th

e 
de

ep
 ro

ot
s o

f t
he

 a
nc

ie
nt

 w
ill

ow
, o

r o
n 

th
e 

be
ds

 o
f b

ab
bl

in
g 

br
oo

ks
 a

nd
 r

us
hi

ng
 r

iv
er

s 
w

he
re

 th
ey

 w
as

he
d 

do
w

n 
fr

om
 th

e 
m

ou
nt

ai
ns

 a
nd

 th
e 

m
isf

or
tu

ne
s t

ha
t t

ak
e 

pl
ac

e 
on

 th
ei

r p
ea

ks
. 

B
on

e 
C

ha
rm

 o
f t

he
 L

os
t B

ro
th

er
 –

 a
 s

m
al

l c
ha

rm
, s

tru
ng

 o
n 

a 
th

in
 le

at
he

r s
tra

p,
 

m
ad

e 
fr

om
 th

e 
fin

ge
rb

on
e 

of
 a

 m
an

 w
ho

 d
ie

d 
de

fe
nd

in
g 

hi
s 

fr
ie

nd
. I

t f
ee

ls 
ic

e-
co

ld
 

to
 th

e 
to

uc
h 

an
d 

tin
gl

es
 w

he
n 

"c
ha

rg
ed

." 
A

dd
iti

on
al

ly
, i

t w
hi

sp
er

s i
nd

ist
in

ct
ly

 w
he

n 
da

ng
er

 is
 n

ea
rb

y.
 W

he
n 

w
or

n,
 it

 g
ra

nt
s a

 re
ro

ll 
of

 a
ny

 fa
ile

d 
ac

tio
n 

on
ce

 p
er

 d
ay

. 

A
dd

iti
on

al
ly

, t
he

 c
ha

rm
 m

ay
 b

e 
“c

ha
rg

ed
” 

to
 st

or
e 

on
e 

he
x,

 w
hi

ch
 c

an
 b

e 
re

le
as

ed
 at

 
an

y t
im

e. 
A

fte
r 

a 
he

x 
is 

re
le

as
ed

, r
ol

l 1
d1

0:
 o

n 
a 

ro
ll 

of
 5

 o
r 

le
ss

, t
he

 b
on

e 
di

ss
ol

ve
s 

in
to

 d
us

t, 
gr

an
tin

g 
+

5 
te

m
po

ra
ry

 H
it 

Po
in

ts
 to

 th
e 

w
ea

re
r. 

C
irc

le
t o

f F
ia

cr
e 

– 
a 

sim
pl

e 
w

ov
en

 c
ro

w
n 

of
 li

vi
ng

 v
in

es
, s

ai
d 

to
 h

av
e 

sp
ru

ng
 fr

om
 

th
e 

st
af

f o
f F

ia
cr

e 
hi

m
se

lf.
 W

he
n 

w
or

n,
 it

 e
m

its
 a

 p
le

as
an

t, 
w

ar
m

in
g 

se
ns

at
io

n,
 a

nd
 

gr
an

ts
 a

 +
1 

A
sp

ec
t b

on
us

 a
nd

 +
1 

te
m

po
ra

ry
 M

ag
ic

 P
oi

nt
. 

M
as

k 
of

 th
e 

O
ld

 W
oo

d 
– 

a 
he

av
y 

w
oo

de
n 

m
as

k 
ca

rv
ed

 w
ith

 u
nr

ec
og

ni
za

bl
e 

ru
ne

s 
an

d 
st

ai
ne

d 
by

 a
sh

 a
nd

 sa
p.

 W
he

n 
w

or
n,

 th
e 

w
ea

re
r h

ea
rs

 th
e 

w
hi

sp
er

s o
f t

he
 fo

re
st

. 
Th

e 
m

as
k 

gr
an

ts
 a

ny
 w

ea
re

r t
he

 a
bi

lit
y 

to
 c

om
m

un
ic

at
e 

w
ith

 p
la

nt
s (

us
in

g 
th

e 
G

ree
n-

sp
ea

k 
sp

el
l) 

fo
r 

10
 m

in
ut

es
 o

nc
e 

pe
r 

da
y.

 A
dd

iti
on

al
ly

, a
ny

 w
ea

re
r 

m
ay

 c
om

m
an

d 
pl

an
t l

ife
 in

 a
 2

0 
ft 

ra
di

us
 to

 o
be

y 
on

e 
sim

pl
e 

co
m

m
an

d 
(b

in
d,

 c
on

ce
al

, p
ar

t, 
et

c.
). 

E
ac

h 
tim

e 
th

e 
m

as
k 

is 
us

ed
, t

he
 w

ea
re

r r
isk

s 
a 

sp
iri

tu
al

 in
tru

sio
n.

 R
ol

l 1
d1

0:
 o

n 
a 

5 
or

 lo
w

er
, t

he
 w

ea
re

r m
us

t s
uc

ce
ed

 a
n 

A
sp

ec
t S

av
e 

8 
or

 s
uf

fe
r a

 m
in

or
 fo

re
st

 s
pi

rit
, 

w
hi

ch
 a

tta
ch

es
 it

se
lf 

to
 th

e 
w

ea
re

r a
nd

 w
hi

sp
er

s i
nc

es
sa

nt
ly

 fo
r 1

d5
 d

ay
s. 

M
oo

nb
ar

k 
St

af
f –

 c
ar

ve
d 

fr
om

 th
e 

w
oo

d 
of

 th
e 

m
oo

n-
bi

rc
h 

tre
e,

 it
 e

m
its

 a
 g

ho
st

ly
 

w
hi

te
 g

lo
w

 u
nd

er
 th

e 
m

oo
nl

ig
ht

 a
nd

 w
ill

 g
ui

de
 it

s 
be

ar
er

 to
 th

ei
r 

de
st

in
at

io
n.

 T
he

 
m

oo
nb

ar
k 

st
af

f 
gr

an
ts

 a
 +

1 
bo

nu
s 

w
he

n 
ca

st
in

g 
na

tu
ra

l s
pe

lls
. A

dd
iti

on
al

ly
, w

he
n 

st
ak

ed
 in

to
 th

e 
gr

ou
nd

 it
 w

ill
 re

ve
al

 a
ll 

hi
dd

en
 th

in
gs

 in
 a

 3
0 

ft 
ra

di
us

. 

Se
ed

 o
f R

en
ew

al
 –

 a
 g

ol
de

n 
ac

or
n 

th
at

 n
ev

er
 ro

ts
 a

nd
 e

m
its

 a
 fa

in
t p

ul
sin

g,
 li

ke
 th

at
 

of
 a

 h
ea

rtb
ea

t. 
W

he
n 

pl
an

te
d 

in
 th

e 
so

il 
ne

xt
 to

 a
 re

ce
nt

ly
 d

ec
ea

se
d 

cr
ea

tu
re

, a
 g

re
en

 
sh

oo
t r

ise
s f

ro
m

 th
e 

ea
rth

 a
nd

 a
 w

hi
te

, s
ku

ll-
sh

ap
ed

 fl
ow

er
 b

lo
om

s f
ro

m
 it

, r
es

to
rin

g 
th

e 
cr

ea
tu

re
 to

 li
fe

 w
ith

 h
al

f o
f t

he
ir 

to
ta

l H
it 

Po
in

ts
. T

hi
s a

ct
io

n 
co

st
s t

he
 p

la
nt

er
 1

 
H

it 
Po

in
t, 

M
ag

ic
 P

oi
nt

, o
r P

ow
er

 P
oi

nt
 p

er
m

an
en

tly
, a

s t
he

 fo
re

st
 c

la
im

s i
ts

 ti
th

e.
 

 

1 

Th
e 

Li
ttl

e 
Bo

ok
 o

f 
Pr

im
al 

M
ag

ics
 i

s 
a 

ga
m

e 
su

pp
le

m
en

t 
fo

r 
Ti

ny
 d

10
: 

Fa
nt

as
y 

th
at

 
in

tro
du

ce
s 

tw
o 

ne
w

 c
la

ss
es

 a
nd

 e
ig

ht
 n

ew
 r

ac
es

 t
ha

t 
re

sid
e 

w
ith

in
 t

he
 P

rim
al

 
D

om
ai

n 
of

 M
ag

ic
. 

If
 M

ag
ic

 it
se

lf 
ca

n 
be

 li
ke

ne
d 

to
 e

le
ct

ric
ity

, t
he

n 
Pr

im
al

 M
ag

ic
 c

ou
ld

 b
e 

co
ns

id
er

ed
 a

 
liv

e 
w

ire
: s

ur
gi

ng
 w

ith
 p

ot
en

tia
l y

et
 d

ea
dl

y 
to

 h
an

dl
e,

 a
nd

 a
t t

he
 v

er
y 

le
as

t p
os

se
ss

in
g 

th
e 

po
w

er
 to

 d
riv

e 
its

 u
se

rs
 m

ad
—

if 
no

t o
ut

rig
ht

 d
es

tro
y 

th
em

. I
nd

ee
d,

 o
nl

y 
th

os
e 

w
ith

 a 
lit

tle
 to

uc
h 

of
 m

ad
ne

ss
 al

re
ad

y a
re

 in
cl

in
ed

 to
 w

ie
ld

 it
: t

he
 m

an
 w

ho
 fe

el
s m

or
e 

at
 h

om
e 

in
 th

e 
da

rk
 w

oo
d 

th
an

 b
eh

in
d 

th
e 

ci
ty

’s 
w

al
ls;

 th
e 

w
om

an
 w

ho
 w

ou
ld

 sp
ea

k 
w

ith
 g

ho
st

s b
ef

or
e 

he
r o

w
n 

ne
ig

hb
or

. 

Li
ke

w
ise

, t
he

 ra
ce

s p
re

se
nt

ed
 h

er
ei

n 
ar

e 
to

uc
he

d,
 in

 o
ne

 w
ay

 o
r a

no
th

er
, b

y 
th

is 
w

ild
 

m
ag

ic
, a

nd
 it

 a
ni

m
at

es
 th

em
 in

 a
 f

as
hi

on
 r

ar
el

y 
un

de
rs

to
od

 b
y 

th
e 

ci
vi

liz
ed

 w
or

ld
. 

W
he

n 
pl

ay
in

g 
an

y o
f t

he
se

 cl
as

se
s o

r r
ac

es
, p

la
ye

rs
 w

ou
ld

 d
o 

w
el

l t
o 

be
ar

 th
is 

in
 m

in
d!

  

A
dd

iti
on

al
ly

, 
th

es
e 

pa
ge

s 
co

nt
ai

n 
a 

ho
st

 o
f 

ot
he

r 
co

nt
en

t 
to

 e
ns

ur
e 

th
at

 y
ou

r 
ad

ve
nt

ur
es

 in
 th

e 
fa

r a
nd

 u
nt

am
ed

 re
ac

he
s a

re
 fu

ll 
of

 e
xc

ite
m

en
t, 

da
ng

er
, a

nd
—

if 
th

e 
w

in
ds

 o
f f

at
e,

 c
ha

nc
e,

 a
nd

 d
es

tin
y 

ar
e 

at
 y

ou
r b

ac
k—

pr
os

pe
rit

y…
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R
oot H

ydra (T12; E
ach head possesses: 4-6 H

P, 3-7 PP; +
2 damage) 

C
om

prised of the creeping, claw
ing roots of only the m

ost ancient of trees, the root 
hydra is a creature of deepest forest legend. It lives prim

arily underground, w
here it 

carves great tunnels through the earth and across the centuries in search of nutrients. 
W

hen the tree to w
hich it is connected feels threatened, the root hydra w

ill rise to 
defend it, erupting from

 the forest floor w
ith 1 +

 1d5 heads, attacking relentlessly, 
ensnaring and battering its targets, as w

ell as biting and crushing w
ith its gnarled 

w
ooden m

aw
. 

Root H
ydra A

bilities 

Toxic Sap - any tim
e you are struck by a m

elee attack, the attacker m
ust A

spect Save 
5 or suffer -1 Pow

er and Reflex for 1d5 rounds. 

Regeneration – restore 1d5 H
it Points. C

ost: 1 Pow
er Point. 

Restrain II – w
hen in grappling range, conduct a Pow

er C
hallenge against a target; if 

you w
in the challenge, the targeted is restrained (cannot m

ove or attack). O
n its turn, 

the target m
ust succeed a Pow

er C
hallenge to break free (you gain a +

1 bonus). C
ost: 

1 Pow
er Point. 

Verdant T
itan (T14; 35 H

P, 8 M
P, 14 PP; +

5 Power; 1d10 damage) 

A
 slum

bering giant com
posed of the very forest itself, the verdant titan is the great 

protector of the w
ild, rising from

 its deep sleep only w
hen its hom

e is im
periled by 

greedy prospectors and plunderers. Those w
ho know

 the O
ld W

ood know
 to tread 

lightly in the ancient groves w
here it lays dream

lessly. W
hen it is aw

oken, the hulking 
m

ass of earth and stone stands som
e 50 ft tall and is intent on utterly destroying any 

creature not native to its forest hom
e. 

V
erdant Titan A

bilities 

E
arth Shatter – a m

ighty stom
p deals 1d5 dam

age and knocks prone all creatures in a 
50 ft radius; Pow

er Save 5 to reduce dam
age by half (rounded up) and rem

ain 
standing. 

Regeneration II – restore 1d10 H
it Points. C

ost: 2 Pow
er Points. 

Rockslide – if you suffer m
ore than 5 dam

age in a single com
bat round, a rockslide is 

triggered, raining boulders on all creatures in a 10 ft radius (Reflex Save 5 or suffer 2 
dam

age).  

V
erdant Titan Spells 

A
nimate Plant II – 1d5 sm

all-to-m
edium

 plants (T6; 8 H
P) com

e alive and follow
 

basic com
m

ands. C
ost: 0 M

agic Points (racial advantage). 

2 
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 M
on

st
er

s 
Th

e 
m

on
st

er
s o

f P
rim

al 
M

ag
ics

 c
on

sis
t o

f a
 sm

al
l v

ar
ie

ty
 o

f c
re

at
ur

es
 to

uc
he

d 
in

 so
m

e 
w

ay
 b

y 
th

at
 w

ild
 m

ag
ic

, t
hu

s 
pr

es
en

tin
g 

a 
m

or
e 

in
te

re
st

in
g—

an
d 

de
ad

ly
—

ch
al

le
ng

e 
th

an
 th

ei
r n

at
ur

al
 c

ou
nt

er
pa

rt
s. 

Th
es

e 
m

on
st

er
s 

ar
e 

ar
ra

ng
ed

 in
 o

rd
er

 o
f T

ou
gh

ne
ss

, f
ro

m
 le

as
t (

Si
m

pl
e)

 to
 g

re
at

es
t 

(I
m

po
ss

ib
le

). 

B
ria

rh
ou

nd
 (T

4;
 3

-4
 H

P;
 1

-in
-2

 ch
an

ce 
of 

+
1 

Po
we

r; 
+

1 
da

ma
ge)

 

U
nu

su
al

 
fo

ur
-le

gg
ed

 
pl

an
t-b

ea
st

s, 
br

ia
rh

ou
nd

s 
re

se
m

bl
e 

m
ed

iu
m

-s
iz

ed
 

do
gs

 
w

ra
pp

ed
 in

 ta
ng

le
d,

 th
or

ny
 v

in
es

; a
pp

ea
r i

n 
gr

ou
ps

 o
f 6

-1
0;

 th
er

e 
is 

a 
1-

in
-2

 c
ha

nc
e 

th
at

 th
e 

gr
ou

p 
pr

ec
ed

es
 a

 W
ill

ow
 W

ig
ht

. 

Br
ia

rh
ou

nd
 A

bi
lit

ie
s 

Br
am

ble
bu

rst
 –

 a
ny

 t
im

e 
yo

u 
ar

e 
st

ru
ck

 b
y 

a 
m

el
ee

 a
tta

ck
, t

he
 a

tta
ck

er
 m

us
t R

ef
le

x 
Sa

ve
 v

er
su

s y
ou

r T
ou

gh
ne

ss
 o

r s
uf

fe
r 1

 d
am

ag
e.

  

W
ill

ow
 W

ig
ht

 (T
7;

 8
-1

0 
H

P,
 6

 P
P;

 +
1 

Po
we

r; 
1d

5 
da

ma
ge)

 

Fo
rm

ed
 o

f t
he

 b
la

ck
 a

nd
 g

na
rle

d 
he

ar
tw

oo
d 

of
 a

 d
ea

d 
w

ill
ow

 tr
ee

, t
he

 w
ill

ow
 w

ig
ht

 
is 

a 
m

ou
rn

fu
l a

nd
 w

ic
ke

d 
cr

ea
tu

re
. I

ts
 lo

ng
, h

ai
r-

lik
e 

br
an

ch
es

 o
bs

cu
re

 it
s 

tw
ist

ed
 

w
oo

de
n 

vi
sa

ge
, f

ro
m

 w
hi

ch
 g

lo
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Prim
al C

haos 
Prim

al M
agic w

as born from
 the chaos that existed before creation and is today a 

rem
nant of that anti-force. A

s a result, use of prim
al m

agic is dangerous—
even 

deadly. E
ach tim

e a caster invokes Prim
al M

agic, he m
ust roll 1d10: if the result is 1, 

roll again and consult the follow
ing table to determ

ine the outcom
e of the invocation.  

R
oll 

C
haos E

ffect 
1 

Blowback – the caster is affected by their ow
n spell or hex 

instead of the intended target. 
2 

D
isassociation – the spell or hex fails, and the caster’s “self” 

dissolves tem
porarily. Roll 1d5 and use the follow

ing table to 
determ

ine w
hat happens: 

1. 
The caster loses all m

em
ory of the past day 

2. 
The caster forgets a random

 hex or spell for 1d5 days 
3. 

The caster believes they are som
eone else for 1d5 

hours 
4. 

The caster believes they are som
ething else for 1d5 

hours 
5. 

A
 m

om
ent of clarity strikes and nothing happens 

3 
A

 Tear in Space – the spell or hex is visibly sw
allow

ed up by a 
tear in the fabric of space; a sense of dread descends on the 
caster, and for 1d5 days spells or hexes cost double their 
am

ount in M
agic Points. 

4 
A

ncient E
cho – the spell or hex fails, and its m

agic reverberates 
unnaturally; the caster loses 1d5 M

agic Points and suffers a -1 
penalty to all actions during their next round. 

5 
U

nmaking Surge -the spell or hex fails, and the caster suffers 1d5 
dam

age as unfiltered chaos surges through their body. 
6 

A
 Twist of Fate – the spell or hex succeeds, but a random

 nearby 
target (including allies) is also affected; if there are no nearby 
targets, the caster is stunned and loses their next action. 

7 
M

agical D
ischarge – the spell or hex succeeds, but all m

agical 
effects in a 50 ft radius are dispelled. 

8 
Cacophany of the Before – the spell or hex succeeds but for 1d10 
rounds, the caster suffers -1 to all rolls as ghostly w

hispers 
from

 the before fill their head. 
9 

Spell Roulette – instead of the intended spell or hex, one spell or 
hex (selected at random

 from
 the list of all available spells or 

hexes) is cast. 
10 

Primal E
xplosion – the spell or hex is a critical success, inflicting 

tw
ice the am

ount of dam
age (if applicable) or otherw

ise 
succeeding spectacularly; the caster regains 1 M

agic Point. 
 

4 “G
reat revelations of nature, of course, never fail to im

press in one w
ay or another…

 
m

ountains overaw
e and oceans terrify, w

hile the m
ystery of great forests exercises a 

spell peculiarly its ow
n. But all these, at one point or another, som

ew
hat link on 

intim
ately w

ith hum
an life and hum

an experience. They stir com
prehensible, even if 

alarm
ing, em

otions. They tend on the w
hole to exalt.” 

– A
lgernon B

lackw
ood, The W

illows 
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Supplem
ental R

ules 
Primal M

agics introduces tw
o new

 rules that im
m

erse players in the w
ild spaces of the 

w
orld: the H

erbalism
 skill and the consequences of Prim

al C
haos.  

H
erbalism

 
H

erbalism
 is a new

 skill under the Intellect attribute that grants a basic know
ledge of 

com
m

on herbs and their uses. It can be used in a num
ber of situations: as a bonus 

w
hile foraging for herbs or w

ild foods, to enable a character to craft potions that 
possess healing pow

ers or other effects, and m
ore.  

Foraging for H
erbs 

W
hen exploring and traveling across w

ilderness areas, characters m
ay also forage for 

herbs (1-in-2 chance) as an additional action. If they find an herb, roll 1d10 and use 
the follow

ing table to determ
ine the quantity (as applicable). 

R
oll 

Q
uantity 

1-2 
E

nough for tw
o doses 

3-8 
E

nough for five doses 
9-10 

E
nough for 10 doses 

N
ote: A

 character m
ay search for either a specific herb or any com

m
only found 

herbs, the results in both cases being dependent on regional and seasonal availability.   

C
om

m
on H

erbs 
U

seful herbs com
m

only found in m
ost tem

perate clim
ates include: 

Chamomile – doubles rate of healing outside of com
bat. 

G
arlic – strengthening effect; grants +

1 Pow
er for 1d10 rounds. 

G
inger root – energizing effect; restores 1 Pow

er Point per dose. 

M
andrake – grants a +

1 bonus to spellcasting for 1d10 rounds. 

M
ugwort – grants a +

1 bonus to Perception C
hecks for one day. 

Rue – grants a +
1 bonus to saves for one day. 

St. John’s W
ort – dispels psychological effects like fear and rage. 

W
illow bark – m

ild analgesic; restores 1 H
it Point per dose. 

W
ormwood – dispels m

agical effects or grants +
1 resistance to m

agical attacks. 

Y
arrow – clotting agent, stops bleeding.  

6 A
dvanced N

atural Spells 
Biting W

ind – inflicts 1d5 dam
age on up to 10 creatures w

ithin a 50 foot radius; A
spect 

Save to reduce dam
age by half. C

ost: 4 M
agic Points. 

Lightning Bolt II – inflicts 2 dam
age; attack roll versus Toughness. O

n a roll of 10, the 
attack m

ay inflict 2 dam
age on up to 5 creatures w

ithin 10 feet of the target. C
ost: 1 

M
agic Point (3 to inflict 1d10 dam

age). 

M
ending Touch – m

agically repairs dam
age on sm

all to m
edium

-sized item
s like torn 

cloaks, broken blades, or cleaved chain links. C
ost: 2 M

agic Points (1 if the caster 
possesses the craft skill).  

Shape E
lements – control w

ater, fire, or earth w
ithin your line of sight, changing its 

shape, color, or direction; any effects m
ay last up to your level am

ount of hours. 
C

ost: 3 M
agic Points. 

Speak with A
nimals – speak w

ith one non-hostile anim
al; lasts your level am

ount of 
m

inutes. C
ost: 1 M

agic Point. 

Summon G
uardian – raises a giant of earth and stone (T6; 10 H

P; +
2 Pow

er) to your 
aid. C

ost: 4 M
agic Points. 

Thorn-lance – large spikes erupt from
 the earth, inflicting 1d10 dam

age (m
ay be freely 

divided betw
een all creatures in the spell’s 10 ft attack radius); attack roll versus 

Toughness for each target. C
ost: 2 M

agic Points. 

W
ard (N

atural) – target becom
es im

m
une to the effects of natural spells for the 

duration of com
bat. C

ost: 2 M
agic Points. 

W
ild G

race – target gains +
2 to Reflex for 1d5 +

 your level am
ount of rounds. C

ost: 
1 M

agic Point. 

W
indwalk – you and up to five allies w

alk w
ith the w

ind and are able to fly in any 
direction at a rate of up to 100 feet per turn; lasts for your level am

ount of m
inutes. 

C
ost: 3 M

agic Points. 

A
bout N

atural M
agic 

D
erived from

 the m
agical energy left over from

 creation and brim
m

ing in the w
ild 

lands, natural spells are best cast by D
ruids, use the A

spect attribute, and are gained 
through a life of herm

itage and harm
ony w

ith nature. 

Tiny d10’s D
ruid class is based on St. Fiacre, w

hose m
iraculous w

orks as an Irish 
priest exem

plify m
uch of w

hat w
e com

m
only associate w

ith druidic m
agic, but teach 

us that the properly ordered “forest sage” is not one w
ith nature but m

aster over it. 
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A
ddition

al C
ontent 

 
 

8 H
exes 

Bonebind – a target w
ithin line of sight becom

es partially paralyzed; for 1d5 rounds, 
its m

ovem
ent is halved and it suffers -1 to attacks. C

ost: 1 M
agic Point. 

D
ecay – causes a non-m

agical object to rot, rust, or w
arp; it becom

es unusable, 
negating all effects, until repaired. C

ost: 2 M
agic Points.  

Fatebound – the target is bound to another creature w
ithin 50 ft. for 1d5 rounds; any 

dam
age dealt to one is dealt also to the other. C

ost: 2 M
agic Points. 

H
ungry Spirits – ghostly spirits surround up to five nearby targets, draw

n to their life-
force; for the next 1d5 rounds, the targets lose 2 additional H

it Points w
henever they 

takes dam
age. C

ost: 3 M
agic Points. 

Inversion – the target’s next successful attack inflicts dam
age to them

selves instead of 
its intended target. C

ost: 2 M
agic Points. 

M
adness – the target is torm

ented by hallucinations and w
hispers from

 the spirit w
orld 

for 1d2 rounds. C
ost: 2 M

agic Points. E
ach round, roll 1d5: 

• 
The target drops its w

eapon 
• 

The target flees for 1d5 rounds 
• 

The target attacks nearest creature 
• 

The target is paralyzed w
ith fear for 1d2 rounds 

• 
N

o effect 

D
iminishing – a target’s vitality is dim

inished for 1d10 rounds, during w
hich it m

ay 
not cast spells or use abilities. C

ost: 3 M
agic Points. 

Spoiled Flesh – the target is unable to heal for 1 day. C
ost: 2 M

agic Points. 

Swarming – a sw
arm

 of biting, stinging insects assails the target for 1d10 rounds, 
inflicting 1d2 dam

age per round and -2 to all rolls. C
ost: 4 M

agic Points.  

W
ithering – the target's flesh is blackened; inflicts 1d5 dam

age and causes the target 
to suffer -1 Toughness for 1d10 rounds. C

ost: 5 M
agic Points. 

A
bout H

ex M
agic 

H
ex m

agic represents a certain type of prim
al m

agic that differs im
portantly from

 its 
natural counterpart. H

ex m
agic m

anifests in the form
 of curses, and though it is 

singularly m
alefic it is not inherently evil, in the sam

e w
ay that the sw

ord is not 
inherently evil. The w

itch doctor w
ields this m

agic as the w
arrior w

ields the sw
ord, 

his strange relationship w
ith—

and in m
any cases, obligation to—

the dead granting 
him

, for a tim
e, their otherw

orldly pow
ers. 
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C
atfolk 

C
atfolk are short, lithe, and sw

ift of m
ind &

 body, possessing all the grace and 
conceit native to the feline species, and living for 80+

 years. Standing on tw
o feet 

and no m
ore than a m

eter tall, their fur coats com
e in a variety of colors and patterns. 

They gain: the Charm and Survival skills; and a +
1 attack bonus against evil creatures.  

They have a Toughness of 5 (T5); use lightw
eight w

eapons &
 below

; use lightw
eight 

arm
or &

 below
; and gain +

2 H
it Points and +

2 M
agic Points. 

C
atfolk begin w

ith tw
o racial abilities: 

N
ine Lives – gain a +

2 bonus to all saves. 

Spell-casting (N
atural) – start w

ith 1 spell and cast natural spells for their cost in M
agic 

Points; m
ay not use any other type of spell. 

N
ote: W

hen playing a catfolk, unlike w
hen playing other races, the player does 

not select a class—
the catfolk is both a race and a class. 

D
ryad 

D
ryads are fem

ale tree-spirits born of ancient groves and sacred w
oods, m

anifesting 
as graceful, hum

anoid creatures w
ith bark-kissed flesh and leafy locks, and living for 

a thousand years or m
ore. They gain: +

1 to Perception C
hecks, the H

erbalism skill, 
and +

1 A
spect. A

dditionally, dryads begin w
ith the Spell-casting (N

atural) ability and 
tw

o natural spells. 

G
nom

e 
G

nom
es are sm

all, w
ise, and unflappable, residing in deep forests and secluded 

glades, and living for 300 years. They gain: +
2 M

agic Points, the A
crobatics skill, and 

-1 to m
elee attacks against the gnom

e. A
dditionally, gnom

es begin w
ith the Spell-

casting (N
atural) ability and one natural spell. 

M
ushroom

an 
M

ushroom
en are quiet, short, and secretive, dw

elling in the dam
p shade of the deep 

w
ood and hidden hollow

s, and living for untold eons. Their bodies are soft and pale, 
and their m

inds are slow
 but profoundly connected to the rhythm

s of nature. They 
gain: +

1 A
spect; +

2 M
agic Points; and the H

erbalism and Survival skills; A
dditionally, 

m
ushroom

en begin w
ith the Spell-casting (N

atural) ability and one natural spell. 
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“In the blood of m
an there is a tide, an old sea-current rather, that is som

ehow
 akin 

to the tw
ilight, w

hich brings him
 rum

ours of beauty from
 how

ever far aw
ay, as 

driftw
ood is found at sea from

 islands not yet discovered: and this spring-tide or 
current that visits the blood of m

an com
es from

 the fabulous quarter of his lineage, 
from

 the legendary, the old; it takes him
 out to the w

oodlands, out to the hills; he 
listens to ancient song.” 

– Lord D
unsany, The Book of W

onder: The Bride of the M
an-H

orse 
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