


dave
Typewriter
This copy of the The Compleat Arduin also called Arduin II is offered by Emperors Choice Games & Miniatures as a free download.

This is book one of two.

A printed version of both books combined with a different cover is available for sale and is called ARDUIN II (CA).


Thank you for checking out Arduin.



EMPERORS CHOICE GAMES & MINIATURES CORP.

WWW.EMPCHO.COM WWW.ARDUIN.COM

Emails:   dave@empcho.com
george@empcho.com

© 2002 by EMPERORS CHOICE GAMES & MINIATURES CORP.
3908 Harlem Road #127

Amherst, NY 14226
www.empcho.com

George DeRosa and David Bukata; all rights reserved

EMPCHO FIRST PRINTING 2002

Arduin® and Swords & Dragons® are Registered trademarks of 
Emperors Choice Games & Miniatures Corp., All rights reserved.  

All illustrations and material in this book are a copyright of Emperors Choice 
Games & Miniatures Corp. All rights reserved.

Any reproduction or unauthorized use of this work, without the written 
permission of Emperors Choice Games & Miniatures Corp. is prohibited.  

Printed in the U.S.A.

Please note! Whenever we say “Him” or “He” in the text, we also imply “Her” 
and “she” as well! We are not being sexist, just grammatically correct! Also 
note that we use abbreviation GS (for Gold Sovereign) instead of GP (Gold 

Piece) because this one (1) ounce gold coin (the Sovereign) is the standard in 
Arduin. You may adjust prices accordingly for your own world coinage. 







The Compleat Arduin 
Errors and Omissions 

 
All material copyright 1992-2004 by Emperors Choice Games and Miniatures.  Arduin is a registered 

trademark of Emperors Choice Games and Miniatures.  All rights reserved. 
 

References are by page number.  Pages 1-202 are in Book 1; pages 203-454 are in Book 2. 
 
6: Monster reaction and distance of initial encounter are more specifically covered in Tables 95 and 96, p. 

434, and supersede this section. 
40: The reference to "next CF count" in the discussion of using a foot attack when only one attack 

remains for the martial artist, should read "next CF action." 
40: "Hiding" means "hiding in the dark." 
40: The definition of climbing was omitted.  See p.50 entry below for climbing skill definition. 
40: In Table 14, the total number of weaponless attacks per action at EL 20 should be 5 hands and 1 foot, 

not 3 hands and 1 foot. 
40: In Table 14, the weaponed attacked and weaponless attack ABF bonuses are reversed. 
50: The climbing skill definition was omitted.  Here’s how it works.  Everybody can climb. The basic climb 

is ten feet up a 60° slope without benefit of equipment, in one action.  The character’s climb chance is a 
percentage equal to CF. The GM modifies this to reflect equipment, physiology, and the difficulty of the 
climb.  A character rolling a percentage within two times the climb chance still makes progress, but at 
only half speed.  If she rolls within three times the climb chance, at least she won’t lose ground.  
Thieves, assassins, and martial artists have an advantage climbing.  For thieves, the climbing skill gives 
a 20% base chance, to which he adds 5% for every point of CF he has over 13 (see Table 16). 
Assassins and martial artists both automatically have the climb skill; see Table 23 for assassins, and 
Table 14 for martial artists. In all three cases, the CF score is also added. Thus, an EL 0 thief with a CF 
of 14 would have a 39% success rate when climbing: 20% base plus 14% for CF plus 5% for one point 
of CF over 13. Assassins and martial artists are no better off at EL 0 than the common folk, though, 
since the climb ability bonuses kick in only at EL 1. 

51: For the palming skill, ignore the references to CF modifiers, as this is already covered in Table 16. 
51: For the deactivation skill, reference should be made to "lock picking" rather than "minor lock picking." 
52: The thrown weapon skill advances at a fixed rate of +2 MA per EL after the EL acquired, not by 

percentages, as do other skills. 
53: Gnomes have the same racial modifiers for thieving skills as do dwarves. 
60: The optional use of the thievery skill of disguise by courtesans does not carry a 25% penalty. 
62: Assassins start with six special abilities at EL 0, but have no enhanced climb or hide ability until EL 1.  

The assassin may not begin with any skill that has a prerequisite skill.  The ability to disguise also 
begins at EL 0, and does not count against the 6 total. 

62: The definition of climbing was omitted.  See p.50 entry above for climbing skill definition. 
62: In Table 23, "Number of Hide Ability" should be simply "Hide Ability.”  "Special Abilities" should be 

"Number of Special Abilities." 
91: Split-class characters do not get a 3-hitpoint occupational bonus.  Instead, split-class characters get 

whichever occupational bonus is higher from their two classes.  Thus, some characters will get more 
than 3 HP, some will get 3, and some will get none at all. 

103: Star-powered mages advance in ELs as do wizards and priests. 
110: The fumble plus and damage range for hand with brass knuckles or bare foot were transposed. The 

fumble plus is 0 and the damage range is 1D6. 
126: The ABF calculation for Rinaldo for the primary weapon omitted the +5 ABF bonus all barbarians get 

for their primary weapon. The base BF is also 39, though misprinted as 38. Thus, Rinaldo’s correct ABF 
with claymore is 39 (base BF) + 15 (WC) +5 (primary weapon bonus) +5 (WV) +50 (attacker’s 
advantage), for a total of 114. Remember to check your racial and class descriptions carefully so you 
won’t miss bonuses or penalties relating to compound factors, saves and battle factors. 

128: The section on push backs should refer to attacks that are 1 % to 5% over the maximum allowable 
hit, rather than one less. 



152: The SAF example should be CF x 2, not CF x 5 and each EL adds 3, not 1.  Table 57 would be used 
on any roll of 30 or higher with this SAF. 

154: Though not specifically stated, EL 0 mages will always have a +10% magik fumble chance when 
using OP 1 magiks, for a minimum base fumble chance of 11%. 

168: Danforth’s climbing ability should be recomputed with the definition on p.50 above. 
173: The Ken Legueran coin listed as demirin should be decirin. 
249: The mana cost for Raffalasia’s Ritual of the Arcane Truth is 8. 
270: Doroman’s Defense does not add 75 to all BFs. Rather, the shield, and armor add 40 to the DBF, 

while the sword adds 35 to the ABF. For MD purposes, the shield adds 150 and the armor another 50, 
thus giving the user an MD of at least 200! Therefore, ignore the comment on deflection of slow missile 
weapons. 

305: The Ring of Ruthlessness bonuses to STR, DEX, INT and AGIL should not be added to the various 
BFs, as this is already accounted for by the separate ABF and DBF modifiers. The MA is affected by the 
DEX and AGIL bonuses, however.  Likewise, the CON and EGO bonuses will modify save chances vs. 
poison, and fear and psychic attack, respectively. 

329: Kthoi may in fact be much larger than is indicated here, approaching the size (and temperament) of 
an Allosaurus.  In fact, the larger they are, the more ruthless and given to cruelty they are. The stats in 
the book reflect Kthoi of seven feet in height or less, which is likely to be about as much as the player 
characters can be expected to encounter and still have a hope of surviving. For larger individuals, figure 
BFs of up to 300, HP totals of up to 150 and AVs as high as 30. 

346: The description of the wobra includes material from another monster type, the wolflings, on lines 4-
15 of the description.  This material does not apply to wobras.  Wolflings were presented in later 
material as a player race (World of Khaas, Legendary Lands of Arduin). 

358: The maximum claw damage inflicted by were-tigers is 1D20, not 11D20. 
435 & 438: Minotaurs were omitted from the monster section, but included in Tables 97 and 98.  To stat 

a Minotaur, use the Death Ogre as a base, but increase the STR to 25, the BF to 96 and the AV to 8.  
They use two-handed axes exclusively, never wear armor, and will also use their horns to gore their 
victims for 1D8 to 1D12 plus their strength bonus damage. MRS is 30%. 

436: The Sea Spiga listed in At Sea encounters in Table 97 is the same as a standard Spiga, except that it 
can breathe underwater, and swims at up to 40 feet per melee round. 
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THE ARDUIN TRILOGY:  ARDUIN GRIMOIRE VOLS. I, II, & III - $45.00 
Stock#501

The original three books (The Arduin Grimoire Vol.1, Welcome to Skull Tower (Arduin Grimoire 
Vol.2), and The Runes of Doom (Arduin Grimoire Vol.3)) reprinted exactly as they were in the 
early 1970's. These are the books that started it all. New rules, monsters, items, spells, character 
classes, races and more… all from the World of Arduin, for use in any roleplaying game. A must 
have, for any serious RPG player!    BY: David A. Hargrave

THE LOST GRIMOIRE:  ARDUIN GRIMOIRE VOLUME IV - $11.95 
   Stock #506

Legendary Potables, new spells, arcane alchemical concoctions, mystik artifacts, horrid creatures 
and monsters from legend and nightmare; strange new character races, a compendium of ruses, 
tricks & traps; The holidays and festivals of Arduin.  A peek into the undercities of Arduin and 
much more!  A must have for all Role Play enthusiasts.  BY: David A. Hargrave

DARK DREAMS:  ARDUIN GRIMOIRE VOLUME V - $11.95
    Stock#507

Visit the street gangs of the capital city Talismonde.  Investigate the infamous “Black Metals” and 
the silks of arachnid origin.  Learn the secrets of Orc alchemy.  Delve into new spells including 
the “Rouge” magiks, and Prismatic Walls.  New character class: The Gladiator – a rare breed 
indeed!  New races and monsters including the Mini-dracs, and so much more… BY: David A. 
Hargrave

HOUSE OF THE RISING SUN:  ARDUIN GRIMOIRE VOLUME VI - $11.95
    Stock#508

Learn new magik for the Druids, Priests, Runesingers, and Dragons; Hear of the old legends and 
the old (but not forgotten) Gods of Arduin.  Here also you will encounter both the street urchins 
and the beggars of this ancient and wondrous world.  Sample the foods and beverages of the 
region (beware the poisons of the Arudin Assassins) while Bards work their magik for your 
pleasure.  Included are Rare and Legendary Gems, new mystik artifacts, natural denizens and 
monsters of the world Beyond the EBON GATES.  BY: David A. Hargrave



SHADOWLANDS:  ARDUIN GRIMOIRE VOLUME VII - $11.95
     Stock#509

The Saga continues as you visit the Great Wurm Road, the underworld of Arduin and the 
Shadowlands.  Here you will find new gems, monsters, alchemical concoctions, odd weapons, 
treasures, and other artifacts.  Visit Arduin’s famous Courtesan Houses, meet Soothsayers, 
Pahda-Hha, and Psi-Rogues.  Learn new magik, of all types.  Come, for beyond the Ebon Gates-
much more awaits you.  BY: David A. Hargrave

THE WINDS OF CHANCE:  ARDUIN GRIMOIRE VOLUME VIII - $11.95
     Stock#510

The last mass-produced product from the imagination of Dave Hargrave.  Skills for the races, the 
new character class: Dreamweavers, dossiers on the dreaded Black Lotus Society.  Also included 
are the Gods of Arduin, Arduinian Martial Arts, street gangs and much more!  BY: David A. 
Hargrave.

GRIMOIRE VOLUME IX…..$14.95…COMING WINTER 2002-2003
 Stock#511

All new goodies for your Role-Play enjoyment.  All new writers and ideas; also including some 
never before published Dave Hargrave material. Shipwrecks, Wardogs, Undercities and Etc…, lots 
of new material for Arduin. 

Other Arduin and EmperorOther Arduin and EmperorOther Arduin and EmperorOther Arduin and Emperors Choice Products:s Choice Products:s Choice Products:s Choice Products:

GAMES:GAMES:GAMES:GAMES:

SWORDS AND DRAGONS: - $9.95             Stock #202         
Enter the world of Swords and Dragons from the world of Arduin.  Fantasy themed card game 
for up to 10 players.  It will delight fantasy enthusiasts, card players, and children alike.  108 
playing card deck includes 8 suits, 4 dragon wild cards, and 19 “sobriquet”  cards.  Includes rules 
for basic play (Mad Queens Reign), and standard rules for Swords & Dragons which is a fast 
paced game like poker with several unusual twists.  Can be used to play standard games with 
double the players (Euchre, Gin Rummy, Hearts, Spades etc.).  It offers card players a wide 
variety of play options and outcomes, expect the unexpected.  Other card rules are offered online 
free of charge.  A great Role-Play game aid, for utilities for combat, to decks of fate and soo 
much more.  Ages 8 and up; 2-10 players.

CALIBAN:  ARDUIN DUNGEON #1: -$14.95 Stock #502
The first in a series of dungeons based on the best selling Arduin Trilogy, Caliban is the "Flying 
Dutchman" of dungeons.  This high-level dungeon is designed for 4 - 8 characters of eighth level 
or higher. It contains four dungeon levels complete with maps and area descriptions, eight 
illustrated - fully detailed magic artifact cards, and eight illustrated monster cards with statistics.
While designed for the Arduin game system, Caliban is usable with any d20 or other 
FRPsystem. This reprint of the classic Arduin adventure module is NOT available as a PDF 
download.  BY: David A. Hargrave.



THE HOWLING TOWER:  ARDUIN DUNGEON #2:  -$14.95 Stock #503
There is a tower which howls to the three moons each darkening dusk to golden dawn. It howls 
its defiance, a paean of demonic prowess with lost souls, pain and damnation as choir.
Adventurers occasionally dare its depths, but only at day. To hear its cries at night is to court 
madness, or worse.  The Howling Tower is the second in a series of adventure modules based on 
the best selling Arduin Trilogy. The suggested level of play is 5-8 characters of 1st thru 4th level.
It contains eight dungeon levels complete with maps and area descriptions, eight pocket sized 
magic artifact cards, and eight illustrated monster cards with statistics.  While designed for use 
with the Arduin game system, the Howling Tower is usable with any d20 or other FRP system.  
BY: David A. Hargrave This reprint of the classic Arduin adventure module is NOT available as a 
PDF download.

THE CITADEL OF THUNDER:  ARDUIN DUNGEON #3:  -$14.95 Stock #504
The Thousand Thunder Falls is not only a geologic wonder but also a doorway to mysterious 
deep depths.  Behind their innocently shimmering curtain lies a cryptic evil.  Foul and forgotten, it 
waits without end growing in the darkness of its den.  The Citadel of Thunder is the third in a 
series of adventure modules based on the best selling Arduin Trilogy.  The suggested level of 
play is 3-6 characters of 4th thru 7th level.  It contains four dungeon levels complete with maps 
and area descriptions, eight pocket sized magic artifact cards, and eight illustrated monster cards 
with statistics. While designed for use with the Arduin game system, the Citadel of Thunder is 
usable with any d20 or other FRP system.  This reprint of the classic Arduin adventure module is 
NOT available as a PDF download.  BY: David A. Hargrave.

DEATH HEART:  ARDUIN DUNGEON #4:  -$14.95 Stock #505
What turns a verdant green garden into lands black as death?  Where once pristine lakes and 
silver spire towers sparkled in bright sunlight, now lies pitch and rubble, swallowed by the inky 
depths of a bleak waters. Deep, heaving sighs are heard throughout the trees as the tainted land 
murmurs a haunting pulse. Four entrances lead down into a hidden maze below the ruins. Above 
each portal, an enigmatic quote bellows a silent challenge to the world; its staunch call remains 
unanswered. Treasures and mysteries lie bound and locked within its dark realms. Dare you seek 
the mysteries of Death Heart?  Death Heart is the fourth in a series of adventure modules based 
on the best selling Arduin Trilogy. Difficulty level is mutable for any character level or number of 
players. It contains overland maps with area descriptions and encounter charts, three dungeon 
levels with maps and room descriptions, eight pocket sized magic artifact cards and eight 
illustrated monster cards with statistics. While designed for use with the Arduin game system, 
Death Heart is usable with any d20 or other FRP system. This reprint of the classic Arduin 
adventure module is NOT available as a PDF download.  BY: David A. Hargrave.

 The MAP of ARDUIN:  -$19.95 Stock #201
A full 2' x 3' four color poster map of the Country of Arduin printed on parchment complete with 
legend and scale.



THE ARDUIN ADVENTURE:  -$9.95 Stock #401
Classic Arduin Reprint  PDF DOWNLOAD ONLY, you must have a computer

Dave Hargrave's Arduin Adventure is a classic introduction to role playing games and the Arduin 
Role Playing Game System.  With its unique modular learning system, the Arduin Adventure will 
enable anyone, age 12 or over, to learn important adventure gaming concepts in less than a 
hour.The Arduin Adventure's unique modular system makes it completely compatible with any 
D20 or other role playing system.  It is infinitely expandable by enabling gamers to apply any 
part of it to another system, or part of another system to itself. As a special bonus, the Arduin 
Adventure includes "The Forgotten Tower" -  An exciting six level dungeon adventure module 
complete  with maps, detailed history, area description and filled with original Arduin monsters 
and treasures. The Arduin Adventure is a 6 megabyte PDF download.  Get yours NOW!
BY: David A. Hargrave.  This product is NOT available in printed format.

THE SPELLCASTERS BILBLE:  -$9.95 Stock #402
Classic Reprint  PDF DOWNLOAD ONLY, you must have a computer

Over 300 years ago, lived a powerful wizard by the name of Parlan Blackstone who spent his 
entire lifetime in the pursuit of acrane magics. Through the years, Parlan's legendary book of 
high powered spells, rituals and incantations has become known as the Spell Caster's Bible.  This 
ancient tome of knowledge had been passed from hand to hand among high powered mages for 
years when it finally came to rest in the hands of a wizard known as the Terrestrial Warlock.
This amazing artifact is now available in PDF format for a limited time. Download your copy 
today!

THE TREASURE TROVE:  -$9.95 Stock #403
Classic Reprint  PDF DOWNLOAD ONLY, you must have a computer

This 2 mega-byte PDF download is a comprehensive collection of magical treasures suitable for 
any D20 or other fantasy role playing system. Download your copy today!



MINIATURES

HIGH FANTASY SCALE:

301 Tai-Kyrie of the Violent Lightning…Wizard …………………………………….…….$2.99
302 Zz’wic’ngca, surnamed “Golden Spurs…Phraint ………………………………..….$2.99
303 Arinvirkr Aridane, wielder of the star sent hammer…Dwarf…….…………..….$2.99
304 S’Zuthu M’vrong… Swamp Saurig ……………………..……………………………...$2.99

3101 Air Shark & Rider with Lance……………..………………………………………….….…$6.99
3102 Air Shark & Rider with Bow…………………………………………………………….……$6.99
3103 Air Shark & Rider with Sword………………………………………………………….…...$6.99
3104     Moutharm………………………………………………………………………………………....$7.99
3107 Slime, Mold, & Ooze……………………………………………………………………….…..$5.99
3108 Vroat………………………………………………………………………………………………...$4.99
3109 Windiego……………………………………………………………………………………….…..$3.99
3110 Helltide & 2 Stinkbugs………………………………………………………………………...$4.99

.
3501 Zarakfen, destroyer of Oleinfane, harvester of humanity...GreyHorror…$19.99

9001     Xixilactu… Black Dragon……………………………………. ……………………..…..$29.99

25mm CLASSIC FANTASY SCALE:

2001  Verasavel ne Auransent, Elven Archer………………………….……………………………….$2.50
2002  Mron Inklingfward, Hobbitt……………..……………………………………….…….…………….$2.50
2003  Arkan of the Seven Ears and Three Fangs, Deodanth………………………………………$2.50
2004 Gyrwun Distenthew, Throon………………………………………..…………….………………….$2.50
2005  Imlthuk of Morvaen, Human Fighter, Spear & Shield……….…………………………..$2.50
2006  Theonoe Flaxencaress, Medusa 3…………………………………………………….…………….$3.25
2007 Ydewn Sarenfren, Master of Fires, Metal and Heat, Efreet…………………….………....$2.50
2008  Basilisk……………………………………………………………………………………..…………………..$2.50
2009 Anaktoria of the Venomed Sorrows, Medusa 1…………………………..……………..…….$3.25
2010 Gongyla, “Devourer”, Medusa 2………………………………………………….………………….$3.25
2011  Butcher, Baker, CandlestickMaker………………………………………………………………….…$7.25
2012  Skyray…………………………………………………………………………………………………………..$3.25
2013  Skorpadillo……………………………………………………………………………………………….……$2.50
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