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We offer this book as an ode to the years of fun in game and play 

and to the creative might and best of friendships 

bound within the very person of E. Gary Gygax, 

for whom none of what came before, 

nor any that must come after, would be possible.

Thank you Gary.
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WHERE ROLL PLAYING AND ROLE PLAYING MEET

I run my games fairly consistently. All of my games combine intense interaction between the players and myself with quick-moving, heart-stopping 
combats. These many moments, actions, and interactions must be woven together over a night’s play through exciting storytelling and player 

involvement. When the tale is woven tightly, emotions are awakened, creating unforgettable moods. This is where “roll playing” and “role playing” 
meet, and the result is an electrifying evening of gaming.

Capturing a mood is difficult. It is a challenge to create the intricate interplay between a bartender who is bought and paid for by a thieves guild and a 
character seeking to pry information from him. The task involves descriptive text, acting, accents, and a great number of things. The sounds of sword 
clashing upon shield, of flesh and bone grinding against metal, all this against a background of a field awash in blood and combat are demanding to 
capture in narrative. How does one help players imagine the sound of a bow creaking as the arrow is drawn back? How does one make them fear that 
sound? The tale in the game must cascade over the players, engulfing them in a wash of emotions: fear, rage, courage, elation. Once you’ve captured 
everyone’s emotions, the game becomes pure fun, like a good movie – one where you forget you’re in a theater.

The core of any game’s philosophy has to have the goal of creating and capturing a mood charged with excitement. Anything that detracts from that 
objective detracts from the game. How does one capture that mood? Foremost, the rules guiding game play must be easily understood. Ideally, the basic 
rules of the game should be easily grasped within about fifteen minutes. A player should be able to sit down with another player, create a character, and 
have the basics of the game explained to them in just that time. As a foundation, the rules must be kept simple and logical, easy to comprehend and 
easy to enact. Expanding the game comes later, much like adding stories to a building. Start with a firm, square foundation and everything else follows.

The game must be adaptable as well. Gamers are diverse people, all with different imaginations, different tastes, and different desires. They all want to 
play a game that suits their tastes. Those playing should be able to add, discard, and change rules and ideas to fit their needs without worrying about the 
effects those changes have on the workings of the rest of the game. There should only be a few hard and fast rules. Everything else is extra.

The main impediment to these objectives is an overabundance of rules. A glut of rules unnecessarily restricts the flow of the story, and even worse, the flow 
of the game. Rules do serve a purpose in that they codify actions and reactions during game play. However, rules can also impede the imagination. They can 
reduce the element of uncertainty and the emotions that come with it. They can describe too much and thus hinder the capacity for narrative development for 
all participants. At its worst, codifying too much into game rules reduces emotion and mood. This misses the goal of capturing the emotions of the participants, 
and thus you’ve lost the heart of the game! An efficient and concise set of rules allows for easy play and adaptability and is a necessary ingredient. 

A rules-light, adaptable game naturally engenders a gaming environment where one is bound only by imagination. When so unleashed, one can act 
without restraint to create a gaming environment that is fun for all. That is the core philosophy of this game just as it is the core philosophy of the original 
game. At its heart, it was intended to be a fun game to play and this game adheres to the same philosophy. Castles & Crusades is neither a realistic game 
nor a simulation but a fantasy game where imagination rules.
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INTRODUCTION

A world of heroism and epic adventure lives inside each of our minds. 
We can all imagine a world where stalwart knights battle ancient 

dragons, powerful wizards duel one another with mighty magics and the 
brave-of-heart rescue mystic artifacts from the clutches of evil villains. 
These are the kinds of adventures many of us create in our minds on 
lazy afternoons, reading through our favorite novels. A pair of nefarious 
rogues make their way through serpentine alleys and rambling cities, 
seeking fortune and fame. A band of desperate heroes battle against 
an inevitable apocalypse, standing for justice and honor as the world 
succumbs to chaos and evil. A fellowship of brave adventurers descends 
into dungeons deep beneath the earth in search of treasure and glory or 
undertakes the eternal struggle against evil, battling foes across wasted 
and barren plains. We imagine other worlds and mystical places fraught 
with danger. In these worlds of fantasy, magic is real and heroes abound.

With the Castles & Crusades role playing game, these imaginings come 
to life as you play the role of a hero seeking adventure in a fantastic world 
populated by mythic creatures and legendary beasts. Or, as the Castle 
Keeper, you can design the worlds and stories that make up the game, 
guiding friends and fellow gamers through epic adventures in wondrous 
settings of your own making.

WHAT IS A ROLE PLAYING GAME?
A role playing game, or RPG, is a game in which the participants assume 
the role of a character such as a knight or a wizard and create a story based 
upon the actions the character takes. Castles & Crusades is a classic-
style RPG in which all of the action and conflict occurs through verbal 
description. Role playing games were originally extrapolated from the 
miniature wargaming hobby, and have been described by some as mature 
versions of children’s games like “Cops and Robbers.” More recently, 
some have described RPGs as impromptu theater. However one describes 
it, the players of an RPG develop fantastic stories and adventures through 
interaction with one another and the person running the game. The 
story’s content and nature is only limited by the flow of the participants’ 
collective imagination.

Most players in RPGs create a fictional character as one of the protagonists 
of the story. Each player envisions the character they would like to play, 
and creates the character using the game’s rules, recording information 
about that character onto paper. While the characters exist only on paper, 
each player helps to propel the story forward by imaginatively and actively 
playing the character’s persona. In Castles & Crusades, players assume 
the role of a character that might be typical of medieval fantasy or sword-
and-sorcery stories. Each character is defined in part by a series of die rolls 
that indicate various strengths and weaknesses of the character. Other 
aspects of a character, such as chosen profession, background, personality, 
abilities or knowledge are determined by the player’s choices or simply 
made up to best suit the concept of the character. 

The player guides the character through the story or adventure presented 
in the game. Like any story, adventures have a beginning, middle and 
end, and the characters involved have a goal to achieve. Adventures can 
take the characters (and thus the players) from lost cities of magic and 
wealth to the dankest of dungeon deeps, battling fearsome creatures and 
performing heroic acts along the way. As in any good story, a character’s 
actions have consequences: they may have an immediate effect on the 
adventure, or perhaps they are simply the planting of a seed that may 
affect the future of the character or story. An adventure may take one 
gaming session of several hours to complete, or it may last the course 
of several gaming sessions. A series of adventures involving the same 
characters is called a campaign, and can potentially last for years.

A very important player of the game is the Castle Keeper. The Castle 
Keeper’s authorial role involves creating a setting and designing a plot 
for each adventure. The Castle Keeper also assumes the role of all the 

other individuals who populate the story setting, such as supporting 
characters, villains, or monsters. As the players describe what their 
characters do during the game, the Castle Keeper paints a verbal picture 
of the environment and conveys the action through flavorful storytelling. 

Throughout their adventures, characters are constantly challenged and 
must overcome obstacles of all types. These perils could include fighting 
monsters, disarming traps, or outwitting villains. In some cases, the 
management of these obstacles is covered in the rules and the outcome is 
determined by chance. But just as often, no dice are necessary to decide 
what happens. Role playing can be used as a medium to determine the 
outcome of situations as well. As a player describes the actions of his or 
her character, the Castle Keeper in his role as referee fairly assesses the 
meaning of those actions, and can often simply use judgment, rather than 
dice, to determine the result. 

Thus, an RPG is a game in which players assume the roles of characters 
and undertake fantastic adventures, the outcomes of which are partially 
determined by chance. Unlike traditional games, there is no clearly 
defined winner. Even if a character dies, or an adventure meets with 
disaster, there will always be more characters and more adventures. The 
goal of the game, for all participants, is to have fun developing characters, 
telling stories, and pursuing adventure. The true treasure is a well-played 
character and a well-crafted adventure. 

Role playing games are a unique form of storytelling entertainment, and 
the Castles & Crusades rules are designed to be simple and fast, allowing 
the players to explore those mythic worlds inside our imagination through 
a memorable and fun gaming experience.

WHAT DO YOU NEED TO PLAY?
Unlike many other games, Castles & Crusades players require only this book 
of rules, a pencil or pen, some paper, and a set of dice The Castle Keeper will 
need the Castles & Crusades: Monsters and Treasure rulebook and will find the 
Castles & Crusades: Castle Keeper’s Guide very handy as well. With these, a 
few friends and a healthy imagination, you are set to begin. 

There are other gaming aids that might make play more interesting and 
manageable, and we would be remiss not to make you aware of them. 
There are published adventures, world settings, and reference screens 
that make the job of the Castle Keeper easier. There are source books that 
aid players in developing characters and enhancing game play, and there 
are useful items such as pre-printed character sheets. Miniature figures 
can be used to visually represent characters and monsters. Vinyl mats 
offer a surface for placing miniatures and drawing settings, and three-
dimensional representations of dungeon or castle scenery can also be used 
to aid visualization during the game. All of these are optional, of course, 
but they may help enhance game play. As you read these rules and play 
through adventures, you will be able to decide for yourself if additional 
gaming aids would make your game more fun to play.

DICE
To play Castles & Crusades, several different types of dice are necessary. 
Dice with 4, 6, 8, 10, 12 and 20 sides are used in Castles & Crusades. All 
can be found at many local game stores. There are various notations in 
the rules telling what type and how many dice should be rolled during 
game play. These notations may appear cryptic to first-time roleplayers, 
but they are easily learned: d4 = four-sided die; d6 = six-sided die; d8 
= eight-sided die; d10 = ten-sided die; d12 = twelve-sided die; d20 = 
twenty-sided die; d100 = the result of 2 ten-sided dice (before rolling, 
one die is designated the ‘tens’ and the other is designated the ‘ones’).

It is also possible to generate random scores for which no die exists. 
The most common are d2 and d3, both of which can be made by 
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rolling a d6 and dividing by 2 or 3 and dropping the fraction. To roll a 
d2 by using a six-sided die, the results 1-3 would be a score of 1, while 
4-6 would equal 2. 

When the rules require it, rolls of more than one die will be expressed 
in the following format: [# of dice] die type [+/- any modifiers]. For 
example, an instruction to roll 3d6 means that 3 six-sided dice are rolled, 
and the results are added together. A notation to roll 3d6+3 means that 
3 six-sided dice are rolled and added together, then 3 is added to the total. 

Sometimes, the rules might require rolling two different die types, adding 
the results together, and then dividing by a set number. For example, 
the rules might require the results of 1d4 and 1d6 to be added together 
and then divided by 2. Always drop the fraction unless the rules specify 
otherwise. If, in this case, you rolled a 3 and a 4, the result would be 3.5, 
but dropping the fraction gives a final 
result of 3. Exceptions to this are rare 
and are noted in the rules. One common 
exception, for example, is that certain 
rules have a minimum result of 1. 

HAVING FUN
It is important to remember the main 
reason for playing RPGs is to have fun. 
Ultimately, Castles & Crusades is an 
amusing pastime in which family and 
friends gather to play a game and enjoy 
each other’s company. Again, one can 
never win or lose a game of Castles & 
Crusades as it is not that type of game. The 
only winners are those that go home happy 
every week after playing an entertaining 
game, have some stories to tell, and are 
eager for the next game to learn what 
happens to their character next! 

Cooperation plays a vital role in everyone’s 
enjoyment of the game during each session. 
For the players, cooperation is essential 
to their characters’ survival. A group of 
characters, called “the party,” usually works 
together to overcome obstacles during 
the game. They must make both group 
and individual choices about how 
and when a character should 
act to achieve any given 
goal, while allowing each 
player to develop and 
play their character as 
they wish. For the Castle 
Keeper, cooperation with 
the players is essential 
to running a rewarding 
game. It is important 
for the Castle Keeper 
to remember that the tale 
belongs, in great part, to the players 
as well as to himself.

A vivid imagination is vital to 
being a good Castle Keeper, 

as is a good grasp of the game rules. Castle Keepers need to develop 
the ability to improvise, and also need to exercise impartial judgment. 
The rules in this book help the Castle Keeper decide what is possible in 
the game and what effects character actions can have. Yet, it should be 
remembered that the rules are guidelines. In the end, the Castle Keeper 
has the ultimate authority in determining what happens in the game and 
its story. This is a great responsibility but care must be taken to avoid 
abusing this authority. 

It is not fun for one player to allow another to win in a traditional game, 
nor is it good sport for a more skilled player to beat another in an arrogant 
fashion. Likewise, a good Castle Keeper makes the game challenging 
for the players by not allowing them to easily overcome opponents and 
gather treasure. At the same time, a skilled Castle Keeper always allows 

for the possibility that the players have a chance 
of success. The Castle Keeper should apply the 
rules of the game fairly, but should also know 
when to break them to make the game more 
enjoyable.

Recognition of each participant’s involvement 
in the game is likewise important. Players 
and the Castle Keeper should always strive 
to create opportunities for everyone at the 
gaming table to be involved in the story of the 
game. Of course, there will be times when the 
story dictates that a player sit quietly at the 
table, his or her character unable to act while 
others are engaged in the action. However, no 
one should be consistently pushed to the rear 
of the party, never given the chance to make 
the perfect arrow shot or to rescue the helpless 
victim. 

An easy way to keep everyone involved is to 
encourage a constant dialogue among the 
players and with the Castle Keeper. Also, acting 
the role of your character by speaking to the 
other players and informing the Castle Keeper 
of your character’s actions is the meat and drink 
of any role-playing game. It also creates an 
atmosphere of improvisation, with players and 
Castle Keeper alike reacting spontaneously to 

one another. This environment helps to 
add to the game’s storyline and 
character development. 

A game does need rules. The key 
to this game, however, is simple: 
the more you get involved in 
playing your character, and 
the less time you have to 

spend worrying about the rules 
of the game, the more fun 
the game will become. With 

that in mind, let’s proceed 
to the next section of 
this book, and the most 
important part of any role 
playing game: the process of 

character creation. 
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 PLAYERS HANDBOOK 7

CREATING THE CHARACTER

With the exception of the Castle Keeper, each person playing 
Castles & Crusades creates a character to use during the game. 

To create this character, the player begins by simply imagining the 
type of character he or she desires to play, be it a wandering barbarian, 
reclusive wizard, traveling dwarf, noble elf, a dastardly villain or 
virtuous knight. The player begins by generating attribute scores with 
dice rolls. Attribute scores define the character’s physical and mental 
traits. Next, the player chooses a class, or profession, for the character 
that best fits how the character is imagined. In the same manner, the 
player chooses a race which best fits both the persona and class desired. 
Lastly, the player fills in the details: examples include technical game-
related aspects of the character, such as combat bonuses, as well as the 
character’s persona and history. These steps are outlined below and 
detailed in their appropriate sections.

iMaGine a CharaCter: Decide, in a general manner, the type of 
character desired. Is the character a noble dwarf fighter, a haggard half-
orc barbarian, or a disdainful elf knight? Literature, film, theater and 
comic books are rife with examples of heroes and villains that players 
can draw upon for inspiration for their characters. Yet, as the creator of 
your own character, you can build upon these examples to create complex 
villainous montages or even more profoundly heroic and noble characters. 
Stretch your imagination! Create the character as you imagine him or her 
to be. In the end, imagination is the only limit when creating a persona. 

roll attributes: Each character has six attributes, generated by rolling 
dice. The attributes are: strength, dexterity, constitution, intelligence, 
wisdom and charisma. Each attribute has an impact on the game and can 
significantly influence class selection. After rolling the dice to generate 
these scores, you can choose how those scores are placed. Naturally, it 
is important to place the scores in a manner that reflects your character 
concept, desired class and desired race.

Choose a Class: A class is a basic concept upon which the character is 
modelled. This is one of the more difficult aspects of character creation 
because each class represents an archetype found in literature, film or 
within role playing games themselves. Each class should be very broadly 
interpreted. It is possible to have wildly diverse characters that are members 
of the same class. Classes should be considered examples of archetypes that 
provide a broad representation for the type of character desired. This is 
necessary in order to accommodate the needs of the player and the setting 
where the character’s adventures occur. 

Each of the thirteen classes has unique abilities and specialized areas of 
knowledge: 

The Fighter is a warrior with great prowess on the battlefield. 

The Ranger is an extraordinary woodsman and warrior. 

The Rogue is a rapscallion and an opportunist. 

The Assassin is an expert at killing and eliminating targeted enemies. 

The Barbarian draws upon vestigial, primal will in combat. 

The Monk conditions his body to withstand the rigors of war and the 
elements. 

The Wizard is a practitioner of powerful arcane magics. 

The Illusionist magically distorts the perceptions of others. 

The Cleric is avowed to a deity and dispenses divine justice. 

The Druid owes allegiance to the elemental powers of the world. 

The Knight is a natural leader and strong combatant. 

The Paladin is a warrior blessed by divinity, a paragon of good. 

The Bard influences others through the power of words. 

Choose a raCe: Select a race that best fits your imagined character 
concept. In Castles & Crusades, one can choose the versatile human, a 
long-lived elf, a wilful dwarf, a curious gnome, a quick-footed halfling, a 
forlorn half-elf, or a pernicious half-orc. Each race is unique and has its 
own special abilities, capacities, culture and personality. Closely examine 
each race prior to making a selection. In particular, ensure that the race 
selected does not have cultural or personality characteristics that conflict 
harshly with the persona of the character you wish to create. 

FleshinG out the CharaCter: The most important step in character 
generation comes last: detailing the character’s persona. The player fleshes 
out the details of the character’s personality, physical description, world view, 
background, goals and motivations – including the moral “alignment” best 
suited to the character’s personality. Then the character’s starting money is 
determined and the player equips the character with clothing, armor, weapons 
and other adventuring gear. The player also determines the character’s hit 
points – that measure of a character’s ability to survive damage. 

ATTRIBUTES
Attributes represent a character’s physical and mental traits. 

All characters in Castles & Crusades have six attributes: 

 Strength (Str)  Intelligence (Int)

 Dexterity (Dex)  Wisdom (Wis)

 Constitution (Con) Charisma (Cha)

Each attribute has a numeric score ranging from 3 to 18. Each attribute 
score also has a corresponding modifier, which is a bonus or penalty 
added to or subtracted from certain die rolls during the game as detailed 
throughout the rules.

There are two types of attributes: primary and secondary. Of the six attributes 
each character has, the player selects a few to be primary attributes. The 
remaining attributes are secondary. The distinction is important when 
determining the outcome of many actions in Castles & Crusades. When a 
character uses a class ability, such as a rogue attempting to pick a fat giant’s 
pocket or a ranger tracking a brigand through a dark forest, an attribute 
check is rolled to determine if the action is successful. Each class ability has 
an attribute check associated with it. If the class ability’s associated attribute 
is one of the character’s primary attributes, the character has a greater chance 
of successfully performing the task. The same principle holds true for the 
other aspects of the game in which an attribute check is required.

Attribute checks are explained in greater detail later (see The Castle 
Keeper and the Game - Attributes and the Game). For now, just remember 
that the selection of primary and secondary attributes significantly affects 
the possibility of success for many actions in the game. Attribute checks 
associated with a primary attribute are significantly more likely to succeed 
than those actions performed with a secondary attribute.
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