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7KLV� ODUJH� URRP� KDV� D� PDJLFDO�
JORZ� DERXW� LW�� $� ODUJH� FLUFOH�
LQVFULEHG�LQ�WKH�FHQWUH�RI�WKH�URRP�
GHSLFWV� D� VXQ� DQG�PRRQ�� DQG� WKH�
IRXU� HOHPHQWV�� HDUWK�� DLU�� ILUH� DQG�
ZDWHU�
At the end of each adventure roll 
1D6. On a roll of 4-6 a random 
spellcaster in the party finds a magic 
spell inscribed on a scroll. He may 
immediately learn a new spell as per 
the normal rules.


