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Not  everyone  likes  the  d20  games  due  to 
their  complexity.   Thankfully numerous people 
have taken the system reference documents and 
created  retro-clones  of  the  older  games. 
Presented  here  is  the  quasta  class  for  the 
Labyrinth  Lord  game.   For  additional 
information  and  a  picture  of  the  quasta  please 
check  out  Endangered  Races:  Quasta  available 
from rpgnow.com and drivethrurpg.com.

Quasta 
Requirements: CHA 9 
Prime Requisites: CHA 
Hit Dice: 1d4 
Maximum Level: 9 

The quasta spend little time practicing with 
physical combat.  They are not trained in the use 
of armor or shields.  Only small weapons such as 
a dagger can managed in their feet.  Quasta fly at 
a speed of 90' but can only reach an altitude of 5'. 
The  multiple  floating  eyes  make  them  very 
difficult to surprise (1 on 1d6).  The quasta can 
see  in  the  dark  up to  60 feet  with infravision. 
Additionally the quasta can spend an eye to scout 
ahead.  Only one eye can be sent out ahead.  The 
eye has only 2 hps which are subtracted from the 
quasta while the eye is away.  The quasta attacks 
as a magic-user of equal level.  A quasta speaks 
common,  quasta  and  his  alignment  language. 
The  quasta  have  additionally  mastered  the 
languages of the dwarves, gnomes, and dragons. 

Spells: Quasta cast the same spells as magic-
users  but  not  in  the  same  way.   They  do  not 
memorize spells  or use spellbooks.   A quasta's 
magic  comes  to  them  naturally  but  is  more 
limited than a magic-users.  They know only a 

few  spells  and  cannot  learn  more.   When  the 
quasta casts a spell he uses up one of his spells 
per day but can choose to cast any known spell 
of that level or lower.  So a 4th level quasta who 
knows  Invisibility,  Magic  Missile,  Shield,  and 
Ventriloquism could cast any of those spells with 
his 2nd level spell for the day.  For his two 1st 
level spells, he could cast any of the spells except 
Invisibility.

Level 2: Upon reaching second level, quasta 
gain the innate ability to see magic.  To do this 
they  must  stop  and  concentrate.   While 
concentrating they may see a glow around any 
enchanted object or creature within 60'. 

Level  7: At  7th  level  the  quasta  gains  the 
ability  to  make  a  gaze  attack.   It  cannot  be 
interrupted like casting a spell and lasts until the 
quasta's  initiative  on  the  following  round. 
Anyone within 50' that looks at the quasta must 
succeed in  a  saving  throw versus  spells  or  be 
subjected to the gaze effect.  Once used that gaze 
power may not be used on the following round. 
Any  creature  that  engages  the  quasta  while 
shielding its eyes suffers a penalty of -4, and the 
quasta  receives a  +2 bonus to  hit.   A  creature 
may gaze at the quasta through a mirror to avoid 
the gaze attack. 

Reaching 9th level: A 9th level quasta can 
build  a  stronghold.   Usually  this  will  be 
underground or on a cliffside.  His renown will 
attract  1d6  quasta  students  of  level  1.   If  the 
stronghold  is  built  in  a  quasta  community,  the 
quasta  will  be  invited  to  join  the  council  of 
elders. 
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Quasta Level Progression

Experience Level Hit Dice (1d4)

0 1 1

2,501 2 2

5,001 3 3

10,001 4 4

20,001 5 5

40,001 6 6

80,001 7 7

160,001 8 8

310,001 9 9

Spells Per Day Gazes 
Per DayLevel 1 2 3

1 1 - - -

2 1 - - -

3 2 - - -

4 2 1 - -

5 2 2 - -

6 3 2 1 -

7 3 2 1 1

8 3 3 2 2

9 3 3 3 3

Spells Known Gazes 
KnownLevel 1 2 3

1 2 - - -

2 2 - - -

3 3 - - -

4 3 1 - -

5 3 2 - -

6 4 3 1 -

7 4 3 2 1

8 4 3 3 2

9 4 4 4 3

Quasta Saving Throws

Level Breath 
Attacks

Poison
/ Death

Petrify / 
Paralyze

Wands Spells

1-3 15 13 13 12 14

4-6 13 11 11 10 12

7-8 9 9 9 8 9

9 7 7 7 6 7

Gaze Powers 

Cause Serious Wounds

Victims that fail the save versus spells take 
2d6+2 hit points of damage. 

Confusion

Duration: 12 rounds 
Victims  that  fail  the  save  versus  spells 

become confused.   Roll  on the  following table 
when  the  subject  is  capable  of  performing  an 
action. 

Roll 1d10 Behavior

1-4 Attack friends and allies.

5-6 Do nothing but babble incoherently.

7-10 Attack opponent's group.

If the confused character cannot perform the 
indicated  action,  he  does  nothing  but  babble 
incoherently. 

Sleep

Duration: 4d4 rounds 

A magical slumber falls over those with 4+1 
Hit Dice or fewer and who fail the save versus 
spells.  Sleeping creatures are helpless and can be 
killed instantly with a blade weapon.  Slapping or 
wounding  awakens  an  affected  creature,  but 
normal  noise  does  not.   Sleep  does  not  affect 
undead creatures.



Legal Information
Endangered   Races:   Quasta   ­   Web   Enhancement   Basic   complies   with 
version 1.0a of the Open Game License.

Product   Identity:   In   accordance  with  Section  1(e)   of   the  Open  Game 
License,   the   following   items  are  designated  as  Product   Identity.    The 
terms Endangered Races.  Product Identity is not Open Game Content.

Open  Game   Content:   All  material   is   designated  Open  Game   Content 
except the Endangered Races logo.

The OGC contain herein that does not belong to another OGC source such 
as the System Reference Document may be added to Open Game Content. 
Section  15  of   the  Open  Game  License   should  bear   the  COPYRIGHT 
NOTICE   “Endangered   Races:   Quasta   ­   Web   Enhancement   Basic,   by 
Dennis Payne, Copyright 2009 Identical Games.”

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.

1.  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.

2.  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.

3.Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License.

4.   Grant   and  Consideration:   In   consideration   for   agreeing   to   use   this 
License, the Contributors grant You a perpetual, worldwide, royalty­free, 
non­exclusive   license with  the exact  terms of   this  License  to  Use,   the 

Open Game Content.

5.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.

6.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.

7. 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.

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

9. 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.

10 Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute.

11. 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.

12 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.

13 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.

14   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.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

Endangered Races: Quasta ­ Web Enhancement Basic, by Dennis Payne, 
Copyright 2009 Identical Games.

Dragonstar: Galactic Races Copyright 2002, Fantasy Flight, Inc.

Labyrinth Lord™ Copyright 2007, Daniel Proctor. Author Daniel Proctor. 

ADDITIONAL LICENSE INFORMATION

Labyrinth Lord™  is copyright 2007, Daniel  Proctor.  Labyrinth Lord™ 
and Advanced Labyrinth Lord™ are trademarks of Daniel Proctor. These 
trademarks are used under the Labyrinth Lord™ Trademark License 1.0 
available at www.goblinoidgames.com. 
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