








4

Expert

Credits

Written by Richard Iorio II

Editing John M. Kahane

Proof Reading by Michael Wolf, Gabriel Brouillard, Brendan Davis, Rebecca Moss, Kathryn 
Peterson, Dominic Hu, Zachary Houghton, Daniel Perez, Jae Walker, Anthony Ragan and 
Ariana Fisch 

Art Direction, Layout, Graphic Design and Pre-Press by Richard Iorio II

Art by Bradley K. McDevitt, Alfredo Lopez Jr., Jeff Preston, David Rubb, Ryan Sumo, Sado, Jeff 
Ward, Lorc, Delapouite, John Colburn, Felbrigg, Gabriel Brouillard, V Shane, Maciej Zagorski, 
Pawel Dobosz, ©iStockphoto.com/natashika, ©iStockphoto.com/jpa1999, ©iStock- photo.
com/laurien, ©iStockphoto.com/Thomas51471, and ©iStockphoto.com/ IgorZakowski. 
Some artwork taken from Occult Diagrams Stock Art #1, copyright © 2009, James Thomson. 
Used with permission

Playtesting by the Saturday Collection of Misfit Gamers aka Richard’s Test Subjects (David Carol, 
Henry Thompson, Patty Scalise, Jillian Ryan, Sean Misniak, B “don’t call me Beatrice” Swift, 
and Larry Cnota), Kathy Bauer, Steve Bauer, Nick Roberts, Tom Robinson, Joanne Clarke, 
Angela Marsh, Steven Ross, Tammy Powers, John M. Kahane, Rebecca Moss, Kathryn Peter-
son, Dominic Hu, Henry Sanders, Frederick 

SHADOW, SWORD & SPELL: EXPERT all contents is © 2011, 2013 by ROGUE GAMES, INC. No part of 
this book may be reproduced without permission except small parts for review or scholarly 
criticism. Shadow, Sword & Spell, Shadow, Sword & Spell logo, are ™ and © 2010, 2013 by 
ROGUE GAMES, INC.

ISBN 978-0-9796361-8-9

Published by ROGUE GAMES, INC.

12° created by Richard Iorio II and James Maliszewski

Visit ROGUE GAMES on the web: www.rogue-games.net

Version 2.5



5

Contents

Introduction 11
Chapter 1: Skills & Schemes 15

Character Creation Options 16

Option One: Gygaxian & Arnesonian Method 16

Option Two: Dice Pool 16

Option Three: More Powerful Heroes 16

Skills 17

Skill Additions 18

Languages in The World 18

Dialects 20

Performance 21

Professions 21

Schemes and the Art of Scheming 22

Step One: Establishing the Scope 22

Dynamic or Static? 24

Step Two: Choosing the Means 24

Proximity 24

Social Approach 24

Exposition 24

In Theory… 26

In Practice… 26

Lies and Manipulation 26

Rumors 27

Bribes and Rewards 28

Blackmail and Humiliation 28

Leadership and Authority 30

Intimidation 32

Step Three: Applying Skills 32

Step Four: Interpreting the Results 34

Collateral Effects 34

Opposition 35

Support 35

Exposure 35

Recovery Time 35

Chapter 2: Gear 37
Option: Adjustable Prices 38

Urban 38

Rural 38

Wild 38

Price Fluctuations 38

New Gear 39

Weapons 39

Armor 41

Shields 42

Barding 42

Land Based Transportation 42

Water Based Transportation 43

Building & Construction 45

Descriptions 45

Hirelings, Services & Specialists  47

Mercenaries  47

Specilistis 47

 Siege and Artillery 49

Chapter 3: Followers & Domains 51
Henchmen & Hirelings 52

Henchmen 52

Hirelings 53

Group Resolve 53

Monthly Resolve Check 53

Average 54

Belligerent 54

Defiant 54

Healthy 54

Ideal 54

Prosperous 54

Rebellious 54

Steady 54

Thriving 55

Turbulent 55

Unsteady 55

Resolve’s Ebb and Flow 55

Event Descriptions 55

Each Day no Pay 55

Each Day Off 56

Death of a Retainer 56

Forced to do Something Against Will 56

Miss a Meal 56

Extra Pay 56

Promotion 56

Gift 56

Forced to Work Holiday 56

Sickness 57

Sickness in Family 57

Suffer Defeat 57

Suffer Defeat with ¼ Casualties 57

Suffer Defeat with ½ Casualties 57

Suffer Defeat with ¾ Casualties 57

Victory 57

Victory, Minor 57

Victory, Major 57

Domains 57

One Size Fits All? 58

Building a Stronghold 58

Terrain & Resources 60

Resources 60

Rulership 61

Population Change 62

Resolve 63

Average 63

Belligerent 63

Defiant 64

Healthy 64



6

Expert

Ideal 64

Prosperous 64

Rebellious 65

Steady 66

Thriving 66

Turbulent 66

Unsteady 66

The Economy 66

Income 66

Revenue 66

Service 67

Taxes 67

Expenditures 68

Stronghold Staff and Maintenance 68

Troops 68

Tithes 69

Festivals and Holidays 69

Entertaining Visitors 70

Experience for Income 70

Events 70

Major Positive Event 71

Minor Positive Event 71

An Event 72

Minor Negative Event 72

Major Negative Event 72

Disaster 72

Using Events for Adventure 73

Chapter 4: Magic 75
Common Spells 76

Bar 76

Cause Gloom 76

Conjure Element 77

Cure Disease 78

Familiar 78

Magic’s Luminance 79

Open 79

Resist Elements 80

Shadow of the Moon 80

Silence 80

Span the Distance 81

Sword of the Ghost 81

Traverse 82

Warning 82

Arcane Spells 83

Banish 83

Bring Forth Elemental 84

Contact 85

Curse 86

Destroy the Dead 88

Dispel 88

Elemental Harmony 88

Enchant 89

Exorcise 90

Geas 90

Plague 91

Pillar of Light 91

Raise Dead 91

Summon 92

Transformation 92

Ward 93

The Water’s Fount 94

Alchemy 95

Create Homunculus 95

Create Manticore 96

Distillation 97

The Stone of Life & Death 97

Stone of Death 98

Stone of Life 98

Manipulation 99

Shape the Golem 99

Researching New Spells and Arts 100

The Five Questions and their Answers 100

What type? 100

What does it do? 100

How much does it cost? 101

How long does it take? 101

Success or Failure? 101

A Few Notes 101

Chapter 5: Relics 103
Creating Relics 105

Name 105

History 105

Will  105

Game Effect 105

Using a Relic 105

Relics Exerting Will 106

Option: Appeasement 106

Option: Loss of Self Esteem 106

Option: Some Relics Above the Rest 107

Sample Relics  107

The Band of Iron 107

Boots of the Shadow 107

Crowtan’s Claw 108

Dagger of the Ray 108

Eyeglasses of Greycloak 109

The Key 109

Quill of the Writer 109

Roland’s Finger 110

Sword of Ullrich, the Bringer of Storms 110

Chapter 6: Libraries, Ancient Tomes & Books 113
Libraries and Their Use in Fantasy RPGs 114

Books and their Use 116



7

Contents

Using Books 116

Reading vs. Skimming 117

Skimming 117

Reading 117

Aiding in Work 118

Creating Books 118

Sample Books 119

Chapter 7: War 123
Basics 124

Armies 125

Unit Type 125

Unit Rating 126

Mixing Troops 126

Quality 126

Size 127

Combat 127

Step One: Tactics 127

Tactic Descriptions 128

Attack 128

Surround 128

Hold 128

Charge 128

Snare 128

Retreat 129

Step Two: Engagement Score 130

Step Three: Battle! 131

Step Four: Aftermath 131

Strongholds and Sieges 132

Heroes and Units 132

Hooks 132

+50 ES Bonus 132

Boost Quality by 1 Level 133

Building Armies 133

Combat Example 133

Chapter 8: Politics & High Stakes 137
Political Campaigns 138

Villains and Adversaries 140

Power Base 140

Goals 140

Motivation 141

Je Ne Sais Quoi 141

Wrap Up 141

Trade 142

Trade Procedure 142

Additional Rules 144

Brokers 144

Supply and Demand 145

Experience Points 146

Chapter 9: Setting & The World 149
Thoughts Occasioned by a Traveller 150

What is a Setting? 152

Setting Design 153

The World 154

Atlantis 154

Bærgøstën 155

Beidha 155

Cal’athar 155

Cathar 155

Catha 158

City-States of Döârn 158

The Hegemony 159

Jungles of Moarn 159

Karelia 160

Ku’Kku 161

The League of Cantons 161

The Merchant League 162

Mu 162

Nipur 163

Catha 163

Nogoton 163

Noricum 163

The Shimmering Sands 164

The Waste of Mictlan 164

Geographic Features 164

Bodies of Water 164

Azure Sea 165

Berg Sea 165

The Great Ocean 165

The Reach 165

The Southern Sea 166

The Vast 166

Gods 167

Ardud Lili 167

Azathoth 167

Buddhakupula 168

Caim 168

Chairoum 168

Cthulhu 169

Hastur 169

Haziel 169

Mog Ruith 170

Mulciber 170

Nergal 170

Nodens 171

Nyarlathotep 171

Nyogtha 171

Qu’Tangles 172

Seth 172

Shub-Niggurath 172

Titles of Nobility and Governing 173

General Ranks 173

Bærgøstën 173



8

Expert

Beidha 173

Cal’athar 173

The Hegemony 173

League of Cantons 173

League of Merchants 174

Nipur 174

Nogoton 174

Noricum 175

The Shimmering Sands 175

Backgrounds 175

Cultures 176

Primitive 176

Barbarian 176

Civilized 176

Advanced 177

Modifiers 177

Atlantean 177

Beidhan Jade Warrior 177

Catharian Bureaucrat 177

Catharian Legionnaire 179

Decadent 179

Eastern 179

Haughty 179

Magi 179

Mercantile 179

Maritime 179

Martial 179

Mountaineer 180

Mystic 180

Nogoton Navigator 180

Nomadic 180

Northern 180

Pious 180

Scholarly  180

Sorcerous 180

Southern 180

Tolerant  181

Warrior of the North 181

Chpater 10: Creature Design 183
Creature Basics 184

Creature Design 185

Step 1: Determine Power Level 185

Step 2: Purchase Abilities with  
Creature Points 186

Step 3: Purchase Traits with Traits Points 186

Acidic 186

Attack Bonus 186

Attack Penalty (Drawback)  186

Bite 187

Bony Spurs 187

Breath 187

Brittle Bones (Drawback) 187

Claws 187

Combat Fear (Drawback) 187

Control 188

Curious 188

Damage Reduction 188

Disease 188

Drain 188

Elasticity 188

Extra Arms 189

Fear 189

Fierce 189

Flight 189

Frailty (Drawback) 189

Gaze 190

Gills 190

Glider 190

Gore 190

Head Butt 190

Heat/Cold Susceptibility (Drawback) 190

Horrific Visage 191

Horns 191

Hug/Squeeze 191

Hypersensitivity 191

Infernal 191

Immunity 192

Invisibility 192

Insubstantial 192

Kick 192

Leaper 192

Lethargy (Drawback) 192

Light Sensitivity (Drawback) 192

Manifest 193

Mindslave (Drawback) 193

Moan 193

Natural Armor 193

Natural Armor Penalty (Drawback) 193

Night Vision 193

Poison 193

Plasm 194

Prehensile Tail 194

Rejuvenation 194

Second Wind 194

Scent 194

Shift 195

Size 195

Spawn 196

Speed 196

Spellcaster 196

Spirit Animal 196

Stench 196



9

Contents

Stomp 196

Swarm 197

Tail 197

Taint 197

Telekinesis 197

Thermal Vision 198

Thick Fur Coat 198

Undead 198

Unfathomable 198

Wall Crawler 198

Weakness 198

Weak Immune System (Drawback) 199

Webbed Digits 199

Step 4: Purchase Skills with Skill Points 199

Step 5: Calculate Derived Stats 199

Step 6: Assign Hook 199

Step 7: Pit Creature Against  
Player Characters 199

Chapter 11: Creatures Great & Small 201
Basilisk 202

Chimaera 203

Deep One 205

Demons 206

Demon, Air 206

Demon, Earth 208

Demon, Fire 210

Demon, Water 212

Devil 214

Flock of Death 214

Horned One 216

Tormentor 217

Dinosaur, Small – Raptor 219

Dinosaur, Medium – Pterodactyl 220

Dinosaur, Large – Stegosaurus 221

Dinosaur, Large – Tyrannosaurs  222

Dinosaur, Giant – Apatosaurus  223

Elders 224

Elementals 225

Air Elemental — Sylph 225

Earth Elemental — Gnome 226

Fire Elemental — Salamander 227

Magic Elemental — Will-o’-Wisp 228

Water Elemental — Undines 229

Gargoyle 230

Golem 231

Homunculus 232

Kraken 232

Manticore 234

Pegasus 235

Shark 236

Shoggoth 236

Unicorn 238

Whale 238





Introduction



Expert

12

As long as fantasy games have existed, players and 
Gamemasters have looked for the endgame. For 
roleplaying games, especially fantasy ones, the 
concept of the endgame has been there since the 
hobby’s beginnings. After all, when playing your 
hero, they grow in stature as well as power and 

influence. It is only a natural desire for a player to want their char-
acter to lead mercenary com-
panies, sit on thrones, and 
work their influence within 
merchant circles. Many at-
tempts to define the endgame 
have occurred in the roleplay-
ing game industry, some of 
these attempts divorcing the 
slow build and growth of the 
hero, and instead focusing on the immediate. Two ready examples 
of this are TSR’s Birthright setting, and REIGN. Both of these 
games center on rulership, and are great at what they set out to ac-
complish. However, what has always been difficult is to find games 
that contain rules or advice centered on taking your own hero and 
having them rule their own domains, band of cut throats, or... well 
you get the point. 

Shadow Sword & Spell: Expert builds upon the rules found in Basic. 
In Basic, you created your character. You have braved numerous dangers, made 
many enemies, and probably killed a few of your foes as well. You have gone from 
not having any or little influence or prestige, to now being a person of renown or 
infamy. You have survived the trials and ordeals before you.  

Through your wits, guile, and fortitude, you have fought back the hordes of 
unholy terror. You have saved countless men and women from the bonds of slavery. 
You have discovered hidden treasures, long forgotten tombs, and tomes of arcane 
knowledge. You have become a hero, an outlaw, even a thorn in the side of the 
powers that be. Your trials have prepared you, and now, you are ready to inscribe 
your name in the rolls of history. The world will feel your justice. Your enemies 
will know your vengeance. Those with the power will now have no choice but to 
share it with you. You will be a king, and the dynasty you found will endure for 
centuries. 

Shadow, Sword & Spell: Expert answers the question: What’s next? 
Your hero has grown in power, and now they are ready to tame the world. Build-

endgame |�en(d)�g�m| (also end game)

noun

the final stage of a game such as chess or bridge, 
when few pieces or cards remain: the knight was 
trapped in the endgame | figurative the retalia-
tory endgame of nuclear warfare.
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ing upon the rules found in Basic, Expert adds new opportunities for your game. 
What you will find here are new options and rules that you can use to expand your 
current Shadow, Sword & Spell game, as well as allow you to run games 
grander in scope.  

Shadow, Sword & Spell is a game influenced by The Three – H.P. Love-
craft, Clark Ashton Smith and Robert E. Howard – and the game works as an 
homage to, and to pay respect to them. Expert, perhaps more than Basic, is 
heavily influenced by Howard’s (By this Axe I Rule) and the later stories of Conan 
as king. Howard, more than the others, had a firm grasp of showing the possibil-
ities offered in this vein by heroes who rule kingdoms. In his stories, even though 
the hero is a leader, they still have just as many dangers to face. The stakes become 
even higher when you have to fight to protect your throne. In addition, Expert 
focuses on other type of characters who might not be warriors, and instead make 
a living through thievery. 

What if you are not ready to run a game centered on politics? Have no fear, 
Expert contains items that are easily added to Basic. New magic, relics, mon-
sters, and the like, are all found here. Think of Expert as your inspiration. Take 
from it what you want, and ignore areas you are not ready for; this is your game 
after all, and make of it what you will. 
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