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Welcome to 
Zarth!

WHat is tHis gaMe about?
It’s about exploring the ruins of the dying world of Zarth. 
Fighting off  the Others, alien monstrosities from outside 
of your reality. Making your mark on the world before it 
dives into the sun Nemesis. 

WHat is tHe sWords and Wizardry 
systeM?
It is a ‘retroclone’ of the original edition of the world’s 
favourite role playing game system.

Th e rules are simple and streamlined which keeps rulings 
and dice rolls down to a minimum and encourages 
imaginative play on both sides of the Crypt Keeper’s 
screen.

Crypts and Th ings uses the Swords and Wizardry system 
modifi ed to better suit the Swords and Sorcery genre. 
When ever the rule system is referred to it is as Swords 
& Wizardry. Specifi cally the game uses the Swords & 
Wizardry Core (2nd Printing) that is available in Word 
doc format from the Swords & Wizardry web site (http://
www.swordsandwizardry.com)

tHe diCe
SWORDS & WIZARDRY uses several diff erent kinds 
of dice, and we abbreviate them according to how many 
sides they have. So, the four-sided die is called a d4, and 
if we’re telling you to roll 3 of them, we say to roll 3d4. 
Th e six-sided die is a d6, the eight-sided die is a d8, the 
ten-sided die is a d10, the twelve-sided die is a d12, and 
the twenty-sided die is a d20. Th ere is no die with 100 
sides—what you do to roll a d100 is to roll two ten-sided 
dice, treating the fi rst roll as the “tens” and the second 
roll as the “ones.” So, if you were to roll a 7 and then a 3, 
that would mean a 73. A roll of 0 and 0 means a result of 
“100”.

HoW  is CryPts & tHings 
different froM sWords & 

Wizardry Core?
CHaraCters
Th e Fighter has optional fi ghting styles, to add more 
options and fun and to diff erentiate between fi ghter 
characters.  

Adds the Barbarian character class based off  the version 
of the class originally published in White Dwarf 2 in 
1977.

Th e Th ief class., is a more martially-inclined version 
of the Th ief, inspired by the Grey Mouser from Fritz 
Leiber’s  Lankhmar stories.

Adds the Magician class, which combines the spell lists 
of the Magic-User and Cleric, and then separates them 
into White/Grey and Black magic spell lists.

Higher Ability bonuses (+1 to +3) to highlight 
exceptional characters.

Removes the Cleric and Magic-user Class

No Elves, Dwarfs or Halfl ings..

No Turning the Undead either as a class ability or spell.

Life events. Th is takes the form of  a simple table where 
characters roll a single D20 three times for starting 
characters to learn some of the events that occurred 
before they started adventuring and the benefi ts that 
they caused.

rules systeMs
A simple skill system based off  the Saving Th row 
number. Used for class skills (such as the Th ieves’ 
skills and Barbarian’s abilities) and other skills that the 
character may have picked up along the way.

Sanity rules. Wisdom is used as a measure of mental 
stability. Th is system is used for both taking mental 
damage for witnessing horror and for magicians casting 
Black Magic.  

Altered damage rules. Hit points become a measure 
of exhaustion and fatigue – and are lost as a Magician 
casts spells. Constitution is used as a measure of 
physical health, and is lost once Hit points have been 
exhausted.

baCKground and setting
Crypts & Th ings is based more upon the Sword and 
Sorcery works of Clark Ashton Smith, Fritz Leiber 
and Robert E Howard, than the more traditional 
Tolkienesque fantasy.

“one sWord against 
tHe darK is enougH, 
WHen tHat sWord is 

Wielded in tHe naMe of 
freedoM!”
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Treygor, Elda and Morstor trudged over the sands. 
They were tired and hungry. Treygor ever the 
canny barbarian feared that his companions were 
beginning to suffer adversely the effects of the journey 
through the never ending desert. Elda in particular 
was still shaky after the fight with the blasphemous 
giant thing that had ambushed them at the oasis 
a couple of hours ago.  This adventure had taken 
the thief well beyond her comfort zone of lifting 
purses and threatening shop keepers in the nearby 
city of Arestor.  Morstor, the magician, remained 
cold and unreadable. Certainly the worm hadn’t 
fazed him. After Treygor and Elda had slain the 
beast, he had calmly stepped forward and harvested 
various body parts for his “magical researches”. The 
stench had been terrible and Treygor hoped that the 
sorcerer would be more use when they reached their 
destination. 

Then the wind whipped up again. A blasting wind 
that grinded razor sharp sand and shards of rock into 
their exposed flesh.  These evil winds had hounded 
them ever since they had set out over desert towards 
their goal. Morstor said they were the “Suicidal 
Winds of Zondos”, an ancient curse that was invoked 
by even setting out towards the temple. After loosing 
the mules and suffering a myriad of small cuts 
they had learnt to wrap up “desert style”. Treygor 
saw them as yet another evil magic that he could 
physically beat. Elda merely cowered under her cloak 
and muttered something about the payout being 
worth it. This time the winds lasted but a brief but 
savage moment, like a final goodbye, for they had 
reached the summit of the last ridge of sand before 
their destination.

The ancient temple squatted on the plain before 
them. A baleful magnificence of vast ruined splendor 
wrecked in some magical battle millennia ago, 
untouched by the viscous winds. Treygor re-examined 
his motives for coming here and wondered once more 
if Morstor had cast some malign magic which had 
befuddled his reasoning. Previously he had hooked 
up with Elda in Arestor and was busy engaging in 
a mini-crime spree across the city, when they had 

broken into Morstor’s house in the dead of night. They 
had heard tales of a local sorcerer and his ill gotten 
gold, and decided to liberate it. Instead they found 
the dread sorcerer aware and ready for them and 
found themselves trapped in a magic circle like some 
demon summoned from the Otherworld. Morstor had 
heard of the infamous duo and had deliberately lured 
them to his mansion to make them a proposition. 
Treygor was still hazy about the specifics of the deal, 
but it involved the magician guiding them to the lost 
temple of Zondos and them being able to take the 
gold and riches of that place, while Morstor was after 
‘something’ lost in that pit of hell many thousands of 
years ago. What that ‘something’ was Treygor had 
decided to deal with when the time came. What little 
he knew of Morstor indicated it would not be a good 
thing.

Ever the man of action, he stilled his thoughts as they 
traversed the shattered slabs of stone that surrounded 
the temple. What ever happened in that ancient 
battle, it was like some giant fist had descended from 
the sky and repeatedly pounded the structure into 
the ground.  Morstor took the lead, and the map 
inscribed upon a piece of cured human flesh was 
consulted again, as he led them through the maze of 
broken stones.  Eventually they came to it. A large 
arch of ancient construction, with demonic frescos of 
Serpentmen whipping, slaying and eating apemen in 
a scene of savage joy. “You never told me this was a 
temple of Serpentmen” Tregor rumbled. “You never 
asked” Morstor evilly smiled back. “Lets get this over 
with; I don’t feel good about this place” Elda pleaded, 
breaking the deadlock between the two men.

With swords and spell readied they entered the gaping 
maw of the black portal. 

Something in the darkness shifted in anticipation.

Upon Suicidal Winds they 
come…
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