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swords & wizardry: white box

Table 50: Cursed Items

Roll Cursed Item
1 Bag of Devouring
2 Censer of Hostile Elementals
3 Cloak of Poison
4 Crystal Ball of Suggestion
5 Dancing Boots
6 Flask of Stoppered Curses
7 Horn of Collapse

Cursed Item Descriptions
Bag of Devouring: Functions as a bag of holding, 

but devours any item placed into it within 1d4+1 
hours.

Censer of Hostile Elementals: A censer (or brazier, 
bowl, or stone) that summons elementals—but 
the elementals are hostile instead of under the 
summoner’s control.

Cloak of Poison: Upon donning this cloak, the 
wearer’s body is suffused with magical poisons 
of many kinds, and dies instantly, without the 
chance of a saving throw.

Crystal Ball of Suggestion: Does not function as a 
crystal ball, but implants a suggestion (Referee in-
terpretation) in the viewer’s mind. Powerful ver-
sions of this item might even implant a Quest.

Dancing Boots: These boots function as boots of El-
venkind or speed, until the wearer is in combat 
or fleeing. Suddenly at that point he will begin to 
dance a jig, or perhaps a stately waltz.

Flask of Stoppered Curses: This flask releases a curse 
of some kind when its seal is broken.

Horn of Collapse: When sounded, this horn causes a 
blast of destruction straight upwards, destroying 
any ceiling overhead and causing it to collapse.

Medallion of Projecting Thoughts: The wearer’s 
thoughts can be “heard” by all nearby.

Mirror of Opposition: All persons looking into this 
mirror are attacked by evil versions of them-
selves, exact duplicates including spells and mag-
ic items. When the mirror-opposites are slain, 
their bodies and equipment disappear into mist, 
and return to the mirror.

Robe of Feeblemindedness: Anyone donning this 
cloak has his intelligence reduced to that of a gar-
den snail.

Rope of Entanglement: This rope, on command, 
twines itself around as many as 2d4+1 human-
sized foes. The rope cannot be hit except with a 
natural roll of 20 (it is magical), and can sustain 
20 hit points of damage before fraying and be-
coming useless. Usable by: All Classes.

Spade of Excavation: This ordinary-looking spade 
digs by itself when commanded, shoveling out 
one cubic yard (27 cu ft.) per ten minutes (1 turn). 
Usable by: Fighters only.

Symbol—Scarab of Insanity: This is a carving of a 
scarab-beetle, or perhaps the petrified remains 
of a real one. When the scarab is displayed, all 
creatures with 9 or fewer hit dice, within a radius 
of 30 ft, fall into temporary insanity lasting for 
2 hours. Creatures with 10+ hit dice still do not 
receive a saving throw, but have a 1 in 4 chance 
to overcome the scarab’s insidious influence. The 
scarab may be used 12 times, after which it crum-
bles to dust. At the option of the Referee, it might 
be recharged using a Symbol of Insanity spell, 
but with a 5% chance per charge that the item 
will be destroyed. Usable by: All Classes.

Cursed Items
Cursed items come in many shapes and forms—most 
likely they are ancient magical items whose mag-
ic has deter-iorated or changed with age, although 
some of them were clearly fashioned to serve as traps 
for the unwary (or for the maker’s enemies, perhaps). 
Note that cursed items cannot usually be dropped or 
removed without the assistance of a Remove Curse 
spell. Although the Referee is encouraged to cre-
ate his own cursed items, the samples below should 
prove useful guidance:

Roll Cursed Item
8 Medallion of Projecting Thoughts
9 Mirror of Opposition

10 Robe of Feeblemindedness 
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chapter 10: publishing & license information

Publishing Your Stuff
Swords & Wizardry is all Open Game Content under the terms of Wizards of the Coast’s Open Game License ver-
sion 1.0a, with the exception of the trademarks “Swords & Wizardry,” “s&w,” “Ascending System AC,” and “AAC” 
“s&w” is probably simultaneously a trademark of Smith & Wesson, but I don’t think anyone will become con-
fused about the products, so I can claim it for use on an RPG. In any case, I’ll mention that I’m not affiliated with 
Smith & Wesson.

Open Game Content? What Does That Mean?
It means you can (basically) copy whatever parts of it you want, add your own content, change the content around, 
and publish the result. You have to comply with the terms of the Open Game License, which is reproduced below. If 
you don’t care about mentioning any of the game’s trademarks, that’s all you have to do.

Also, under certain conditions, you can even use the Swords & Wizardry trademarks (S&W, Swords & Wizard-
ry, Ascending System AC, and AAC) to indicate that your work is compatible with the game. As long as you follow 
the requirements, you can state that your resource “is compatible with the rules of Swords & Wizardry” or, “with 
the Swords & Wizardry rules” or, “with the Swords & Wizardry game.” Here are those requirements:

The swords & wizardry Compatibility-Statement License (CSL):
You must state on the first page where you mention Swords and Wizardry that “Swords & Wizardry, s&w, and 
Mythmere Games are the trademarks of Matthew J. Finch,” and that you are not affiliated with Matthew J. Finch 
or Mythmere Games ™.

You must, when referring to the armor class of any creature or character, include both the descending AC and 
the Ascending System AC, with the Ascending System AC in brackets.

If you’re using the license to commit legal fraud, you forfeit the right to continue using the license: specifically, 
if you are claiming compatibility with the rules of s&w, the claim must not constitute legal fraud, or fraud in the 
inducement, under the laws of the State of Texas. Note that this requirement is almost impossible to violate uninten-
tionally—it’s largely intended to keep me out of trouble, not to restrict legitimate statements of compatibility.

You must comply with the terms of the OGL.
In order to keep it clear which copy is the “real” copy when file-sharing begins, please set off your house rules 

in some way—boldface, italic, boxed text, or some other clear marker—and mention somewhere that these are the 
rules which vary from the official text of Swords & Wizardry.

Selling a full version of this game with your house rules incorporated into it is perfectly permissible, but you 
may not sell an effectively unchanged copy of the rules for money.

Your rights under this CSL cannot be revoked, and are perpetual, unless you breach the terms of the license, in 
which case your rights terminate.

If you comply with the above, you may state that your resource “is compatible with the rules of Swords & Wiz-
ardry” or, “with the Swords & Wizardry rules” or, “with the Swords & Wizardry game.”

OPEN GAME CONTENT
Open Game Content may only be Used under and in terms of the Open Game License Version 1.0a (OGL).

This entire work is designated as Open Game Content under the OGL, with the exception of the trademarks 
“Swords & Wizardry,” “s&w,” and “Mythmere Games,” and with the exception of all artwork. These trademarks, 
and the Trade Dress of this work (font, layout, style of artwork, etc.) are reserved as Product Identity.



OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.
Definitions:
(a)”Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; 
(b)”Derivative Material” means copyrighted material including derivative works and translations (including into other computer languages), potation, 

modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, 
transformed or adapted; 

(c)”Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; 
(d)”Open Game Content” means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not 

embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the 
Contributor, and means any work covered by this License, including translations and derivative works under copyright law, but specifically excludes 
Product Identity. 

(e)”Product Identity” means product and product line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, 
storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes 
and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, 
logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product 
Identity, and which specifically excludes the Open Game Content; 

(f)”Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated 
products contributed to the Open Game License by the Contributor 

(g)”Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. 
(h) “You” or “Your” means the licensee in terms of this agreement.

The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in 
terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License 
except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.

Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.
Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive 

license with the exact terms of this License to Use, the Open Game Content. 
Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are 

Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.
Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of 

any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder’s name 
to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any 
Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute 
a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and 
interest in and to that Product Identity.

Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game 
Content.

Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License 
to copy, modify and distribute any Open Game Content originally distributed under any version of this License.

Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.
Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission 

from the Contributor to do so.
Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to 

statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.
Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming 

aware of the breach. All sublicenses shall survive the termination of this License.
Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it 

enforceable.
COPYRIGHT NOTICE 
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; 

Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, 
Thomas Reid, James Wyatt, based on original material by E. Gary Gygax and Dave Arneson. Swords & Wizardry, Copyright 2008, Matthew J. Finch 
swords & wizardry: whitebox by Matt Finch and Marv Breig, Copyright 2008, Matthew J. Finch
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