
Saint Clones RPG Player Guide 

This guide is adapted from the Basic Fantasy RPG rules, which can be found here: 
http://www.basicfantasy.org/downloads.html.  

What Is a Role-Playing Game?  
Role-playing games are played by a number of players, commonly two to eight (Saint 
Clones has been played with as many as 13), and a Game Master (or GM). Each player 
generally plays one character, called a player character (or PC), while the Game 
Master is responsible for running the world, creating and managing the locations, non-
player characters (or NPCs), monsters, treasure, and all other things that aid or 
challenge the players. Dice are used to determine the success or failure of many 
actions that take place in the game.  

In effect, role-playing games are just grown-up games of pretend. The games attempt 
to walk the line between simple and complex, free-form and detailed.  

Types of Dice  
D6 - standard 6 sided dice. 
D4 - 4 sided dice usually pyramid shaped. 
D8 - 8 sided dice usually shaped like two pyramids stacked bottom to bottom.  
D10 - Two 10 sided dice also called "Percentile Dice". 
D12 - 12 sided dice. 
D20 - 20 sided dice.  

How to Create a Player Character  
First, you will need your Character Sheet to write your statistics down on. You should use 
a pencil to write down all information, as any statistic may change during game play. 
Saint Clones has 15 characters to choose from, who each have their own character 
sheet. Some of them have specialized attributes, which you can read about in the Saint 
Clones Specifics section below. 

Saint Clones already have their Race, Class and Alignment assigned to them, but there 
is a blank character sheet available if a player wants to choose a different saint and 
start from scratch (some suggestions - St Joan of Arc, St Ignatius of Loyola, St Kateri 
Tekakwitha…) Read the sections below on Race, Class and Alignment as needed. 

Roll 3d6 (that means roll a d6 three times) for each Ability Score (Strength, Intelligence, 
Wisdom, Dexterity, Constitution and Charisma) and add up the roll amounts. Write the 
results after the names of the abilities, in the order you roll them. Write down the Ability 
Score Bonus/Penalty for each score beside the score itself. See the chart below to 
determine the bonus/penalty. 
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Note that your character is at Level 1 and has zero XP; also write down the XP Next Lvl 
(the amount needed to advance to the next level), as listed in the section for your 
class.  

Roll the hit die appropriate for your class, adding your constitution bonus or penalty, 
and the result is your Hit Points; write it on your character sheet. Note that your hit points 
can’t be lower than 1, even if the roll and the constitution penalty are less than that.  

All characters begin the game knowing the English Language. In addition, each non-
Human race has its own language, i.e. Elvish or Dwarvish, and members of the non-
Human races begin play knowing both their own language and English. Characters 
with Intelligence of 13 or higher may choose to begin the game knowing one or more 
languages other than those they start with; the number of additional languages that 
may be learned is equal to the intelligence bonus (+1, +2, or +3). They can choose 
other known Human languages (Aramaic, Spanish, etc.) as well as Elvish or Dwarvish. 
The player may choose to leave one or more bonus language “slots” open, to be filled 
during gameplay. 

Roll for your starting Money. Your character will start with 3d6 times 10 gold pieces (roll a 
D6 three times, add the rolls together, and multiply that number by 10). Note that 
Humans start with an extra 5 platinum pieces. 

Now, purchase Weapons and Equipment for your character, as listed in the Weapons 
and Equipment section below. Write your purchases on your character sheet, and note 
how much money remains afterward. Make sure you understand the weapon and 
armour restrictions for your class and race before making your purchases, as stated 
below. Characters start each game with the equipment listed on the character sheet. 
They don’t need to be purchased unless the player wants multiples of these items.  

Since you now know what weapons you have, you can note the stats of your Primary 
and Secondary Weapons on the character sheet. If the weapon is a melee (hand to 
hand) weapon, apply your strength bonus/penalty to the Hit Bonus section, and list the 
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hit die in the Damage section. If the weapon is a missile (ranged) weapon, apply your 
dexterity bonus/penalty to the Hit Bonus section, list the hit die in the Damage section, 
and note how much Ammo you have. 

Since you now know what sort of armour your character is wearing, you should note 
your Armour Class (AC) on your character sheet.  

All Level 1 characters start with an Attack Bonus of +1. Add any bonuses from your 
class/character.  

Your character can be whatever gender you wish; it doesn’t matter what gender the 
original saint was. Fill in the Gender and Pronouns section. 

Write down the Special Abilities of your race and class, as described in the sections 
below. Spells and character specific abilities can also be noted here.  

The Other Information section is for writing down any information you might need that’s 
not listed elsewhere, especially if there are bonuses/penalties/hit die etc. For example, 
Blaze could note here that they get a +3 for brawling, or a character with the Magic 
Missile spell could note the 1d6+1 damage. 

Add up any Initiative bonuses from your race/character, and add your wisdom bonus/
penalty, noting the number on the character sheet. 

Character Abilities  
Each character will have a score ranging from 3 to 18 in each of the following abilities. 
A bonus or penalty is associated with each score, as shown on the table above. 

Strength: As the name implies, this ability measures the character's raw physical power. 
Strength is applied to all attack and damage rolls in melee (hand to hand) combat 
and brawling.  

Intelligence: This is the ability to learn and apply knowledge. The ability bonus for 
intelligence is added to the number of languages the character is able to learn to read 
and write; if the character has an intelligence penalty, they cannot read more than a 
word or two, and can only know their native language(s).  

Wisdom: A combination of intuition, willpower and common sense. The wisdom bonus/
penalty applies to initiative die rolls.  

Dexterity: This ability measures the character's quickness and balance as well as 
aptitude with tools. The dexterity bonus/penalty is applied to all attack rolls with missile 
(ranged) weapons.  
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Constitution: A combination of general health and vitality. The constitution bonus/
penalty is added to the hit points. 

Charisma: This is the ability to influence or even lead people; those with high charisma 
are well-liked, or at least highly respected. Apply the charisma bonus/penalty to rolls 
regarding interactions with other characters, both player and non-player, at the GMs 
direction.  

Character Races  
Dwarves: Dwarves are a short, stocky race; Dwarves stand around four feet tall and 
typically weigh around 120 pounds. They usually have long hair and thick beards. 
Dwarves of all genders take great pride in their beards, sometimes braiding or forking 
them. Dwarves have stout frames and a strong, muscular build. They are rugged and 
resilient, with the capacity to endure great hardships. Dwarves are typically practical, 
stubborn and courageous. They can also be introspective, suspicious and possessive. 
Special Abilities: All Dwarves have Darkvision with a 60 foot range. They can detect 
traps with a 1-2 roll on a d6. If the roll is successful, they will see it glow with a faint 
greenish-blue aura. 

Elves: Elves are a slender race, standing around five feet tall and weighing around 100 
pounds. Most have little or no body or facial hair. They have pointed ears and delicate 
features. Elves are lithe and graceful. They have keen eyesight and hearing. Elves are 
typically inquisitive, passionate, self-assured, and sometimes haughty. 
Special Abilities: All Elves have Darkvision with a 60 foot range. They can detect secret 
doors with a 1-2 roll on a d6. If the roll is successful, they will see it glow with a faint 
greenish-blue aura. 

Humans: Humans come in a broad variety of shapes and sizes; an average Human in 
good health stands around five foot five and weighs about 140 pounds. They look… like 
Humans. Humans are typically confident, selfish, and arrogant. Their capacity for strong 
emotions can lead to deep compassion and/or great conquests. 
Special Abilities: +1 to initiative. They start the game with an extra 5 platinum pieces. 

Character Classes  
Cleric:  
Hit die: 1d6 
XP to next level: 2000 
Clerics are those who have devoted themselves to the service of a deity, pantheon or 
other belief system. Most Clerics spend their time in mundane forms of service such as 
preaching and ministering in a temple; but there are those who are called to go 
outside their house of worship and serve their deity in a more direct way, smiting 
undead monsters and aiding in the battle against evil and chaos. Player character 
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Clerics are assumed to be among the latter group.  
Special Abilities: At level one, Clerics have the power to “Turn the Undead”, that is, to 
drive away undead monsters by means of faith alone. They carry a Holy Symbol, that 
should be listed among their equipment. They gain a new spell each level. The GM may 
roll for the spell, assign it as they see fit, or allow the player to choose it. See the Cleric 
Spells section for more details.  

Fighter: 
Hit Die: 1d8 
XP to next level: 1500 
Fighters include soldiers, guardsmen, barbarian warriors, and anyone else for whom 
fighting is a way of life. They train in combat, and they generally approach problems 
head on, weapon drawn. Not surprisingly, Fighters are best at fighting of all the classes. 
They are also the hardiest, able to take more punishment than any other class. They 
receive an additional attack bonus of +1. 

Magic-User:  
Hit Die: 1d4 
XP to next level: 2500 
Magic-Users are those who seek and use magical knowledge. They do magic not as 
the Cleric does, by faith in a greater power, but rather through insight and 
understanding. Magic-Users are the worst of all the classes at fighting; hours spent 
studying massive tomes of magic do not lead a character to become strong or adept 
with weapons.  
Special Abilities: A first level Magic-User begins play knowing “Read Magic” and one 
other spell. These spells are written in a spellbook, which should be listed amongst their 
equipment. The GM may roll for the spell, assign it as they see fit, or allow the player to 
choose it. See the Magic-User Spells section for more details.  

Thief:  
Hit Die: 1d4 
XP to next level: 1000 
Thieves are those who take what they want or need by stealth, disarming traps and 
picking locks to get to the gold they crave; or “borrowing” money from pockets, 
beltpouches, etc. right under the nose of the “mark” without the victim ever knowing. 
Avoidance of honest work leads Thieves to be less hardy than the other classes. 
Special Abilities: Thieves have a number of special abilities, described below. At level 
one, the Thief must roll above 25 on the percentage dice in order to be successful. The 
GM may choose to make any of these rolls on behalf of the player, to help maintain the 
proper state of uncertainty. Also note that the GM may apply situational adjustments 
(plus or minus percentage points) as they see fit; for instance, it's obviously harder to 
climb a wall slick with slime than one that is dry, so the GM might apply a penalty to the 
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roll. Every two levels, the Thief gains an extra 10% on their rolls for these abilities, to a 
maximum of 85%. So, at level 3 - 35, level 5 - 45, and so on. 

- Open Locks allows the Thief to unlock a lock without a proper key. It may only be 
tried once per lock. If the attempt fails, the Thief must wait until they have gained 
another level of experience before trying again.  

- Pick Pockets allows the Thief to lift the wallet, cut the purse, etc. of a victim without 
the victim noticing. Obviously, if the roll is failed, the Thief didn't get what they 
wanted; but further, the intended victim (or an onlooker, at the GM's option) will 
notice the attempt.  

- Listen is generally used to listen at a door, or to try to listen for distant sounds in a 
dungeon. The GM must decide what noises the Thief might hear; a successful roll 
means only that a noise could have been heard. The GM should always make this roll 
for the player. Note that the Thief and their party must try to be quiet in order for the 
Thief to use this ability.  

- Move Silently is always rolled by the GM. The Thief will usually believe they are moving 
silently regardless of the die roll, but those they are trying to avoid will hear the Thief if 
the roll is failed.  

- Climb Walls permits the Thief to climb sheer surfaces with few or no visible handholds. 
This ability should normally be rolled by the player. If the roll fails, the Thief falls from 
about halfway up the wall or other vertical surface, rolling 1d4 damage for each 25 
feet they fall. The GM may require multiple rolls if the distance climbed is more than 
100 feet.  

- Hide permits the Thief to hide in any shadowed area large enough to contain their 
body. Like Move Silently, the Thief always believes they are being successful, so the 
GM makes the roll. A Thief hiding in shadows must remain still for this ability to work. 

Alignment:  
A character's general moral and personal attitudes are represented by their alignment. 
Alignments help develop a character's identity. Nine different alignments define all the 
possible combinations of good-evil alignments and lawful-chaotic alignments. 
Individuals can vary immensely even within the same category, so players do not have 
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to feel confined by their character’s alignment. The first six alignments, lawful good 
through chaotic neutral, are the standard alignments for player characters. The three 
evil alignments are usually only for monsters and villains, but there are two evil player 
options in Saint Clones. 
Good vs. Evil: Good characters and creatures protect innocent life. Evil characters and 
creatures destroy innocent life, whether for fun or profit. Those who are neutral with 
respect to good and evil are reluctant to hurt the innocent, but also aren’t motivated 
to be helpful unless it benefits themselves. 
Law vs. Chaos: Lawful characters tell the truth, keep their promises, respect authority, 
honour traditions, and are judgemental of others who don't do the same. Chaotic 
characters follow their own standards, don’t like being told what to do, and do what 
they they feel like at the moment. Those who are neutral with respect to law and chaos 
have a reasonable respect for authority and don’t feel motivated to rebel or to obey. 

Equipment:  
The list below represents common adventuring equipment at average prices. Prices 
and availability may vary. Before your first adventure, you may purchase from this list, 
but after that, you must find an in-game store or merchant. 
Weights are expressed in pounds. Items marked * weigh very little; ten such items weigh 
one pound. Items marked ** have almost no weight and should not usually be counted.  
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Weapons and Armour:  

Race and Class Restrictions: 
Dwarves: 
Large weapons require two 
hands.  
No 2-handed swords, pole-
arms, or longbows.  
 
Elves: 
Large weapons require two 
hands.  
 
Humans: 
Large weapons require two 
hands.  

Cleric: 
Weapons - blunt weapons only 
(club, mace, maul, 
quarterstaff, sling, warhammer)  
Armour - any, shields allowed  
 
Fighter: 
Weapons - any 
Armour - any, shields allowed 
 
Magic-User: 
Weapons - cudgel, dagger, 
and walking staff only 
Armour - none allowed, no 
shield allowed 
 
Thief: 
Weapons - any 
Armour - only leather allowed, 
no shield allowed 
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Cleric Spells:  
Clerics receive their spells through faith and prayer. Each day, generally in the morning, 
a Cleric must pray for at least three turns in order to prepare the spells for that day. Of 
course, the Cleric may be expected to pray more than this in order to remain in their 
deity's good graces. A Cleric starts with one spell, and is bestowed another spell each 
time they level up, as determined by the GM. 

- Turn the undead: instantaneous, range 60 feet 
This spell allows a Cleric to drive away undead monsters by means of faith alone. The 
Cleric brandishes their holy symbol and calls upon the power of their deity. The player 
rolls 1d20 and tells the GM the result. Note that the player should always roll, even if 
the GM knows the character can't succeed (or can't fail), as telling the player 
whether or not to roll may reveal too much. If the roll is a success, 2d6 hit dice of 
undead monsters are affected (surplus hit dice are lost). Undead monsters which are 
Turned flee from the Cleric and their party at maximum movement. If the party 
pursues and corners the Turned undead, they may resume attacking the party; but if 
left alone, the monsters will not return or attempt to attack the Cleric or those near 
them.  

- Bless: 5 rounds/level, range 60 feet  
This spell gives the caster and their allies (within a 60 foot radius of the caster) a bonus 
of +1 on attack rolls.  

- Charm Animal: level+1d4 turns, range 60 feet 
This spell allows the caster to charm one or more animals at a rate of 1d6 per caster 
level. The animal(s) begin to regard the caster as their trusted friend and ally. The 
caster may decide which individual animals out of a mixed group are to be affected 
first (excess hit dice of effect are ignored). When the duration expires, the animals will 
resume normal activity immediately. This spell does not grant the caster any special 
means of communication with the affected animals.  
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- Speak with Animals: 1 turn/level, range within eyesight and earshot 
The caster can comprehend and communicate with any one animal (normal or 
giant sized, but not magical or monstrous) that is in sight of the caster and able to 
hear them. The caster may change which animal they are speaking with at will, once 
per turn. The spell doesn’t alter the animal’s reaction or attitude towards the caster. 
Furthermore, more intelligent animals are likely to be terse and evasive, while less 
intelligent ones make inane comments. However, if an animal is friendly toward the 
caster, it may be willing to grant some favour or service.  

- Purify Food and Water: instantaneous, range 10 feet 
This spell makes spoiled, rotten, poisonous, or otherwise contaminated food and 
water pure and suitable for eating and drinking. This spell does not prevent 
subsequent natural decay or spoilage. The spell has no effect on creatures of any 
type nor upon magic potions.  

- Raise the Dead Spell: instantaneous once per day, by touch 
Note: this spell can only be assigned by the GM (if they want to play with this spell in 
the game at all); it can’t be chosen by a player. This spell restores life to a deceased 
Humanoid. The caster can raise a creature that has been dead for no longer than 
one day per caster level. In addition, the subject’s soul must be free and willing to 
return. If the subject’s soul is not willing to return, the spell does not work. Coming 
back from the dead is an ordeal. The subject of the spell loses one level (or 1 hit die) 
when it is raised, permanently (i.e. it does not accrue a negative level, but rather 
loses an actual level, being reduced to the minimum number of experience points 
required for the previous level). If the subject is level 1, it loses 1 point of Constitution 
instead. This level, hit dice, or Constitution loss cannot be repaired by any means, 
though of course the character may gain levels and hit dice in the normal fashion. 
Also note, a character who died with spells prepared has none prepared upon being 
raised. A raised creature has a number of hit points equal to its current hit dice. 
Normal poison and disease are cured in the process of raising the subject, but 
magical diseases and curses are not undone. While the spell closes mortal wounds 
and repairs lethal damage of most kinds, the body of the creature to be raised must 
be whole. Otherwise, missing parts are still missing when the creature is brought back 
to life. None of the dead creature’s equipment or possessions are affected in any 
way by this spell. An undead creature can’t be raised by this spell. Constructs and 
elementals cannot be raised. The spell cannot bring back a creature that has died of 
old age. This spell requires so much mystical energy that the Cleric cannot cast any 
more spells for the remainder of the day; their magic is only rejuvenated after a full 
night of rest. 
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- Cure Light Wounds: instantaneous, by touch 
With this spell the caster heals 1d6+1 hit points of damage by laying their hand upon 
the injured creature.  

- Detect Evil: 1 turn/level, range 60 feet 
This spell allows the caster to detect evil; specifically, the caster can detect creatures 
with evil intentions, magic items with evil enchantments, and possibly out of eyesight/
earshot creatures of evil nature. Normal characters, even “bad” characters, cannot 
be detected by this spell, as only overwhelming evil is detectable. The caster sees the 
“evil” creatures or objects with a definite glow around them, but the glow cannot be 
seen by anyone else. The exact definition of evil is left for the GM to decide. Note 
that items such as ordinary traps or poisons are not “evil,” and thus not detectable by 
this spell.  

- Protection from Evil: 5 rounds/level, by touch 
This spell protects a creature from attacks by evil creatures, from mental control, and 
from summoned creatures. When the caster touches the subject and casts the spell, 
it creates a magical barrier around the subject at a distance of 1 foot. The barrier 
moves with the subject and has the following major effects. The subject gains a +2 
bonus to AC. This applies against attacks made or effects created by evil creatures. 
(Note that the definition of “evil” is left to the individual GM to decide.) The barrier 
also blocks any attempt to possess the protected creature or to exercise mental 
control over the creature (including charm spells or effects). In addition, the spell 
prevents bodily contact by summoned creatures (regardless of whether they are 
“evil” or not). This causes the natural weapon attacks of such creatures to fail and the 
creatures to recoil if such attacks require touching the protected creature. The 
protection against contact by summoned creatures ends if the protected creature 
makes an attack against the blocked creature.  

- Spiritual Hammer: instantaneous, range 30 feet 
This spell causes a warhammer made of pure force to spring into existence, attacking 
any foe chosen by the Cleric within range once per round. It deals 1d6 hit points of 
damage per strike, +1 point per three caster levels. So, 1d6+1 at level 4, 1d6+2 at 
level 7, 1d6+3 at level 10 and so on (maximum of +5). It uses the caster’s normal 
attack bonus, striking as a magical weapon. If the hammer goes beyond the spell 
range, the Cleric loses sight of it, or the caster ceases to direct it, the hammer 
disappears. The hammer cannot be attacked or harmed by physical attacks, but 
magical attacks will dispel it.  

- Striking: 1 round/level, by touch 
This spell bestows upon one weapon the ability to deal 1d6 points of additional 
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damage. This extra damage is applied on each successful attack for the duration of 
the spell. It provides no attack bonus.  

- Commune: 1 turn, self only 
This spell puts the caster in contact with their deity or a servant thereof, who answers 
one yes-or-no question per caster level. The ritual to cast this spell takes 1 turn to 
complete. The being contacted may or may not be omniscient, and further, though 
the being is technically allied with the caster, it may still not answer questions clearly 
or completely. These details are left to the GM's discretion.  

Magic-User Spells:  
Magic-Users cast spells through the exercise of knowledge and will. They prepare spells 
by study of their spellbooks; each Magic-User has their own spellbook, containing the 
magical formulae for each spell the Magic-User is capable of, written in a magical 
script that can only be read by the one who wrote it, or through the use of a special 
first-level spell: read magic. Magic-Users learn spells by being taught directly by another 
Magic-User, or by studying another Magic-User's spellbook. Spellbooks can sometimes 
be found in libraries or the like, or available for purchase. Whichever way, the spell 
learned must be transcribed into the Magic-User's own spellbook, which takes an entire 
day. A beginning Magic-User starts with a spellbook containing read magic and at least 
one other first-level spell, as determined by the GM.  

- Read Magic: permanent, instantaneous 
When cast upon any magical text, such as a spellbook or Magic-User spell scroll, this 
spell enables the caster to read that text. 

- Charm Person: 1 turn/level, range 30 feet 
This spell makes a Humanoid creature regard the caster as its trusted friend and ally. 
All Humanoid creatures, including Dwarves and Elves, may be affected, regardless of 
level of ability. If the creature is currently being threatened or attacked by the caster 
or their allies, the caster must roll a 5-6 on a d6 for the spell to work. The spell does not 
enable the caster to control the charmed person as if it were an automaton; rather, it 
perceives their words and actions in the most favourable way. The caster can try to 
give the subject orders, but it will not do anything it wouldn’t ordinarily do, and further 
may overcome the magic (at the GM's discretion). The caster must speak the target's 
language to communicate any commands, or else be good at pantomiming; of 
course, if the caster is attacked, the charmed creature will act to protect its 
“friend” (though that could mean attacking the caster's enemies, or attempting to 
carry off the caster to a “safe” place). 

- Detect Magic: 2 turns, range 60 feet 
The caster of this spell is able to detect enchanted or enspelled objects or creatures 
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within the given range by sight, seeing them surrounded by a pale glowing light. Only 
the caster sees the glow. Invisible creatures or objects are not detected by this spell, 
but the emanations of the invisibility magic will be seen as an amorphous glowing 
fog.  

- Knock: instantaneous, range 30 feet 
The knock spell opens stuck, barred, locked or held doors, magically or not. It opens 
secret doors, as well as locked or trick-opening boxes or chests. It also loosens welds, 
shackles, or chains (provided they serve to hold shut something which can be 
opened). The door does not relock itself or become stuck again on its own. Knock will 
not raise a portcullis or operate any other similar mechanism, nor will it affect ropes, 
vines, and the like. Each spell can undo a single means of preventing access.  

- Light: 6 turns + 1/level, range 120 feet 
This spell creates a light equal to torchlight which illuminates a 30 foot radius area 
(and provides dim light for an additional 20 feet) around the target location or 
object. The effect is immobile if cast into an area, but it can be cast on a movable 
object. Light taken into an area of magical darkness does not function. This spell may 
be used to blind an opponent (for the same amount of time as the spell lasts for) by 
means of casting it on the target's ocular organs. A light spell cast to blind does not 
have the given area of effect (that is, no light is shed around the victim).  

- Magic Missile: instantaneous, range 100 feet + 10 feet/level 
This spell causes a missile of magical energy to dart forth from the caster's fingertip 
and strike its target, which must be at least partially visible to the caster, dealing 
1d6+1 points of damage. The missile strikes unerringly. Specific parts of a creature 
can’t be singled out. Inanimate objects are not damaged by the spell. For every 
three caster levels beyond Level 1, an additional missile is fired – two at Level 4, three 
at Level 7, four at Level 10, and the maximum of five missiles at Level 13 or higher. If 
the caster fires multiple missiles, they can target a single creature or several creatures. 
A single missile can strike only one creature. Targets must be designated before 
damage is rolled.  

- Water Breathing: 5 turns/level, by touch 
The affected creatures can breathe water freely. Divide the duration evenly among 
all the creatures the caster touches. The spell does not make creatures unable to 
breathe air.   

- Hold Portal: 1 turn/level, range 100 feet + 10 feet/level 
This spell magically holds shut a door, gate, window, or shutter of wood, glass, metal, 
or stone. The magic affects the portal just as if it were securely closed and normally 
locked. 
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- Sleep: 5 rounds/level, range 60 feet 
This spell puts several creatures into a magical slumber. The caster chooses a point of 
origin for the spell (within the given range, of course), and those creatures within 30 
feet of the chosen point is affected. Sleeping creatures are helpless. Slapping or 
wounding awakens an affected creature, but normal noise does not. Sleep does not 
affect unconscious creatures, constructs, or undead creatures, and such creatures in 
the area of effect are ignored. When the duration elapses, the sleeping creatures 
wake up immediately and begin normal functioning; however, if they are made very 
comfortable and the surroundings are quiet, the affected creatures may continue 
sleeping normally, at the GM's option.  

- Shield: 5 rounds +1/level, self only 
Shield creates an invisible, shield-like mobile disk of force that hovers in front of the 
caster. It negates magic missile attacks directed at the caster, and improves the 
caster's Armour Class by +3 vs. melee attacks and +6 vs. missile weapons. The Armour 
Class benefits do not apply to attacks originating from behind the caster, but magic 
missiles are warded off from all directions.  

- Ventriloquism: 1 turn/level, range 60 feet 
This spell allows the caster to cause their voice to sound from someplace else within 
range, for example, from a dark alcove or statue.  

- Levitate: 1 turn/level, by touch 
Levitate allows the caster to move themselves, another creature, or an object up 
and down as desired. A creature must be willing to be levitated, and an object must 
be unattended or possessed by a willing creature. After touching the recipient, the 
caster can mentally direct the recipient to move up or down as much as 20 feet 
each round, by concentration. The caster cannot move the recipient horizontally, but 
the recipient could clamber along the face of a cliff, for example, or push against a 
ceiling to move laterally. A levitating creature that attacks with a weapon finds itself 
increasingly unstable; the first attack has a –1 attack penalty, the second –2, and so 
on, to a maximum penalty of –5. A full round spent stabilizing allows the creature to 
begin again at normal attack.  

- Read Languages: 1 turn/level, self only 
This spell allows the caster the ability to read written works in almost any written 
language. This spell does not work on magical texts, such as scrolls or spellbooks. The 
spell grants the ability to read the texts, but does not in any way hasten the reading 
nor grant understanding of concepts the caster doesn't otherwise have the ability to 
understand. Also, for this spell to function, there must be at least one living creature 
that can read the given language somewhere in existence.  
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Saint Clones Specifics:  
Each of the characters in Saint Clones has specific attributes that should be noted.  

- Dr Aqua: Although you play alongside the other characters, you are evil. Your goal is 
to become the most powerful person who ever existed, which can make the way 
you play this game quite different than others. You often team up with Dr Col. 

- August: You get +1 on all rolls that are associated with stealing. This could count 
during combat if you attempt to steal an opponent’s weapon. This is up to the 
discretion of the GM. 

- Blaze: You get +3 on attack rolls while you’re brawling (weaponless attack). Don’t 
forget to apply your strength bonus/penalty while brawling. If your brawling attack is 
successful, you capture your enemy in a chokehold, putting them into a peaceful 
sleep for the rest of the battle. They can be awoken if they are attacked or nudged. 
After the time elapses, they wake up and resume what they were doing. Consider 
purchasing metal armour to properly use your brawling skills. 

- Cat: You possess the “Cure Light Wounds” spell from the beginning of the game. 

- Dr. Col: You are so selfish that you’re legit evil. You often team up with Dr Aqua 
because his goal of being powerful helps you. That being said, as long as no one 
challenges you, you enjoy the company of the others. 

- Frank: Your original self was split into two, you and a shape-shifting animal named 
Mal. You must have another player acting as Mal to play this character. When Mal is 
more than 30 feet away, you feel uneasy and angry. You are able to communicate 
telepathically with Mal. During gameplay, you and Mal will need to write down your 
communication or whisper or leave the room or the like so the other team members 
can’t hear you.  

- George: In battle vs dragons, you get +2 on all your attack rolls. 

- Jules: You have +1 wisdom and +1 intelligence. 

- Liz: You have +1 charisma and you start the game with a 75% chance of a successful 
“Listen” ability. 

- Mal: You are a shape-shifting animal, who must have another player acting as Frank. 
The only character you can communicate with is Frank, unless a “ Speak with 
Animals” spell is used. (Note that a “Charm Animal” spell will affect you as well.) While 
playing, you and Frank must devise a system so other players will not hear your 
communication. You are able to understand spoken English. You can describe what 
your character is doing to the others, and attempt to pantomime if you need to tell 
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them something. You are a peaceful creature and won’t go into battle unless it’s 
dire. Once per turn, you can shift into one of these animals: mouse, pigeon, goldfish, 
rabbit, spider, frog, owl, cat, otter, deer, hawk, or squirrel. You can also shift into a wolf, 
bear or cougar. These three animals can do a bite or claw attack with a 1d4 
damage. Your XP needed to level up is 3000 and your hit die is 1d4. 

- Nick: You have +2 charisma. 

- Pat: You have +2 constitution, -1 wisdom and -1 intelligence. You can’t read or write 
in any language no matter your intelligence number. 

- Resa: You must play with another player acting as Terry, since you are sort of the 
same person. When you are next to each other, you get +2 strength. When you’re 
separated by 120 feet or more, you’ll fall asleep within two rounds. If your sleeping 
bodies are brought close again, you’ll wake up. You share a turn, in regular play and 
in combat. You got the humour aspect of St Teresa’s personality. You have +1 
charisma, but -1 intelligence. 

- Terry: You must play with another player acting as Resa, since you are sort of the 
same person. When you are next to each other, you get +2 strength. When you’re 
separated by 120 feet or more, you’ll fall asleep within two rounds. If your sleeping 
bodies are brought close again, you’ll wake up. You share a turn, in regular play and 
in combat. You got the intelligence aspect of St Teresa’s personality. You have +1 
intelligence, but -1 charisma. 

- Val: You start the game with the ability to cast the “Commune” spell. 

Gameplay:  
Once everyone is ready to begin, the Game Master (GM) will start describing what is 
happening. From there, the players will discuss and describe what their characters are 
doing. The GM describes the settings and words and actions of the non-player 
characters. They also make decisions about outcomes based on the character’s 
actions. The player team will state how they interact with the environment and how 
they react to the situations they are faced with.  

Turns: Depending on the size and personality of the group, turns can happen in various 
ways. The GM will decide this. If it is a large rowdy group, turns could be taken in order. 
They might timekeep each turn so everyone gets a fair amount of time. If it is a smaller 
hospitable group, all actions could be discussed aloud in any order. Each turn should 
describe something that lasts about 10 minutes in game, except for if there is a combat. 
(See the combat section below.)  
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Players Leaving/Joining the Game: Sometimes people are late or have to leave early. 
The GM has the power to “transport” characters in and out of the game as necessary. 
They take everything currently in their possession with them, and the GM can assign 
them XP as they go for their part in the campaign. Discuss with the GM if this option is 
possible. 

Hit Points and Hit Dice: When a character is injured, they lose hit points from their current 
total. When their hit point total reaches 0, their character may be dead. This may not 
be the end for the character; don't tear up the character sheet just yet. 

Healing and Rest: Characters recover 1 hit point of damage every day, provided that 
normal sleep is possible. Characters who choose full bedrest regain an additional hit 
point each evening. Normal characters require 6 hours sleep out of every 24. 
Characters who get less than the required amount of sleep suffer a -1 penalty on all 
attack rolls and saving throws (as well as not receiving any hit points of healing). For 
each additional night where sufficient sleep is not received, the penalty becomes one 
point worse. Regardless of how long the character has gone without adequate sleep, 
the normal amount of sleep will remove these penalties. 

Difficulty Class/Ability Rolls: As you go through the game, you will be asked to make 
difficulty class (or DC) ability rolls based on what you’re doing and how difficult it is. 
These rolls are for all players and are different than the thief special ability rolls, although 
your GM may combine them for some thievery scenarios. Some examples:  
- You want to break down a door, but you need to roll a strength check of DC 15 (that 
means you need to roll 15 or above on a d20, don’t forget to adjust based on your 
strength bonus/penalty). If you make the roll, you are successful. If you don’t, you’re 
not. The GM probably won’t tell you the number you’re aiming for, but will give you 
clues. If you’re close, they might say: “the door shakes on its hinges, but doesn’t quite 
open”. If you’re not close at all, they might say: “the door doesn’t even budge”.  
- You try to convince a townsperson to give you their hat. You need to roll a DC 11 
charisma check. You roll a d20 and get a 2. You are so unsuccessful at this attempt that 
the townsperson spits in your face and runs away. 
- You want to walk along a rope, tight-rope style. It’s a DC 17 Dexterity check, and you 
roll a 19, with your +2 dexterity bonus, that’s 21. You run along the rope and do a 
somersault as well. 

Wands/Scrolls/Potions: A wand is a thin stick of wood that stores a magical spell that a 
Cleric/Magic-User can use. They only have a certain amount of charges/uses, and 
once they are used up, the wand turns to dust. A scroll is a written spell that a Cleric/
Magic-User can use once. A potion is magic in liquid form that any characters can drink 
to use the magical effects effects.  
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Combat:  
When the party of adventurers comes in contact with potential enemies, time shifts to 
combat rounds. Regular time is measured in game turns, which are (approximately) 10 
minutes long. When combat begins, the time scale changes to (approximately) 10 
seconds long. Thus, there are 60 combat rounds per game turn. Before beginning 
combat, surprise is checked (see below). Characters then roll for initiative, and act in 
order of the rolls (again, as described below).  

Surprise: When surprise is possible, roll 1d6 for each side which might be surprised; most 
normal characters are surprised on a roll of 1-2. Surprised characters are unable to act 
for one round. Characters or creatures which are well hidden and prepared to perform 
an ambush surprise on a roll of 1-4 on 1d6. As always, interpreting the results of this roll is 
left to the GM, who may choose to alter the result if they believe a different result would 
be more enjoyable to play out than the one rolled. Once the unsurprised characters 
have all completed their first round, the surprised characters join in.  

Initiative: Each round, 1d12 is rolled for initiative for each character or monster. This roll is 
adjusted by the character's initiative bonus. High numbers act first. Surprised characters 
are placed in this number order, but don’t get to act on the first run-through. Any 
characters/monsters with equal numbers act simultaneously. The GM may make single 
rolls for groups of identical monsters at their option. As the GM counts down the 
initiative numbers, each character or monster may act on their number. If desired, a 
combatant can choose to wait until a later number to act. If a player states that they 
are waiting for another character or monster to act, then the player character's action 
takes place on the same initiative number as the creature they are waiting for. In this 
case, the player character's action is simultaneous with the creature waited for, just as if 
they had rolled the same number. Terry and Resa act together.  

Movement: Each character or creature involved in combat may move, if desired, up to 
60 feet, and then attack, if any opponent is in range, when its initiative number comes 
up. After attacking, a character or creature may not move again until the next round. 

Running and Evasion: Characters may choose to run; a running character is not 
normally allowed to attack. Characters are allowed to run a number of rounds equal to 
2 times the character's Constitution, after which they are exhausted and may only walk. 
Exhausted characters or creatures must rest for at least a turn before running again. 
Sometimes a party of adventurers will want nothing more than to avoid a group of 
monsters (or sometimes, it's the monsters avoiding the adventurers). If one group is 
surprised, and the other is not, the unsurprised group is able to escape automatically 
(unless something prevents them from making an exit). Otherwise, the characters 
wanting to flee begin doing so on their Initiative numbers. The GM may easily play out 
the pursuit. If the fleeing characters or creatures are able to get beyond the pursuer's 
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sight for a full round, they have evaded pursuit... the pursuers have lost them. NPCs and 
monsters don't always fight to the death; in fact, most will try to avoid death whenever 
possible. Intelligent monsters or NPCs may even attempt to surrender, if the GM so 
desires.  

How to Attack: To roll “to hit,” the attacker rolls 1d20 and adds their attack bonus, as 
well as strength bonus (if performing a melee attack) or dexterity bonus (if performing a 
missile attack) and any other adjustments required by the situation. If the total is equal 
to or greater than the opponent's Armour Class, the attack hits and damage is rolled. A 
natural “1” on the die roll is always a failure. A natural “20” is always a hit, if the 
opponent can be hit at all (for example, monsters that can only be hit by silver or 
magic weapons cannot be hit by normal weapons, so a natural “20” with a normal 
weapon will not hit such a monster).  

Brawling: Sometimes a character will attack without a weapon, striking with a fist or 
foot. This is called brawling. Normal characters do 1d3 (1d6 divided by 2 rounded up) 
points of subduing damage with a punch, 1d4 with a kick. A character in no armour or 
leather armour cannot successfully punch or kick a character in metal armour, and in 
fact, if this is attempted the damage is applied to the attacker instead of the defender. 
The GM must decide which monsters can be successfully attacked this way. All 
character classes may engage in brawling; there is no “weapon” restriction in this case. 

Holy Water: Holy water damages undead creatures. A flask of holy water can be 
thrown as a grenade-like missile; the flask breaks if thrown against the body of a 
corporeal creature, but to use it against an incorporeal creature, it must be opened 
and poured out onto the target, generally requiring the attacker to be adjacent to the 
target. A direct hit by a flask of holy water deals 1d8 points of damage to an undead 
creature. In addition, each such creature within 5 feet of the point of impact receives 
1d6 points of damage from the splash. Holy water is only effective for one round.  

Damage: If an attack hits, the attacker rolls damage as given for the weapon/spell/
attack. Add any bonuses/penalties as applicable. A creature or character reduced to 
0 hit points is dead.  

Death and Dying: The rules state that, at zero hit points, the character is dead. At the 
GM's discretion, it might be possible that there are people or abilities that could raise 
the character from the dead, if the character's friends are willing to do what it takes. 
Often a hefty fee or some form of service will be required. If the character isn’t revived 
and is truly dead, the player can probably rejoin the adventure with a new character 
sheet and character, at the GM’s discretion. The GM will need to introduce this new 
character into the narrative.  
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Levelling Up: At the GMs discretion, each completed campaign is worth between 
1000-5000XP. If a character has been particularly useful/useless during the campaign, 
the GM might add or subtract from this number. If a player only completes part of a 
campaign, the GM will estimate the percentage of the campaign they completed, 
and give them those XP. For example, if a player joins a 1000XP game half-way through, 
they only get 500XP at the completion of the campaign. At each level-up, the 
character rolls for hit points with an extra die. For example, a Level One Cleric rolls 1d6 
for their HP. A Level 2 Cleric rolls 2d6, Level 3 3d6 and so on. Players get an additional +1 
attack bonus per level. Clerics gain one spell per level (can be chosen by the GM or 
the player, at the GM’s discretion).  Also, many spells grow in strength as level-ups 
occur. Thieves gain 10% on their skill rolls per level. The XP needed to advance doubles 
at each level. So, if a Cleric needs 2000 XP to advance to Level 2, they need 4000 to 
advance to Level 3, 8000 to Level 4 and so on.  

Next time: Ask your GM what to do with your character sheet at the end of the game. 
At the GM’s discretion, you’ll keep your equipment, weapons, treasure etc the next 
time you play Saint Clones.  

This guide was adapted by Lindsay B-e.  

You can find more information and downloads about the Saint Clones RPG at 
biseenscene.com. 
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