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THII1OC»U1I eAUlAY I. Inlended a. a ployfng aid for ADVAHCID DUNeIONI. DRAGONS"" to OIIl1t the Dun
geon Moster In creating Non-ployer Character. (NPC'.). In It are .tatlstlca, combat InfOfmatlon, and speclallklll. 
for all closse. of character., along with notes on appearance, p8f1Qnallty, and magic Items. Use of thl. booklet 
wtll allow the OM to completely detail allinformotlon about randomly encountered characters In 0 much .horter 
time than I. otherwise required. 

Also Included In these charts Ofe detaU. on lome monsters and groups of men which often prove tlme..consumlng 
to creote. These are IIChel, cOUQ~, kl-rln, lhedU, sages. city guordl. city watches, border patrol., caravans, 
pllgrlml, bandits, buccaneer., and dungeon parnel. When .uch monster. or groups are randomly encountered. 
these sections moy be consulted to glvelnlOfmotlon wch 01 .pell., composition, magic Items, Of level. 

Some of the lnlormatlon presented In each section vorle. according to the clou Of monster presented and will be 
explained In the Introduction to thot section. Much Information remalnl con.tont and II explained below. 

RA: Thllilits the race of the character. The abbreviations are a. follows: 

H -human 
o -dwarf 
G -gnome 
E - elf 

'hE - holf-elf 
1/2 - hotfllng 

lhO - half-orc 

SX: This Indicates the sex of the character - male (M) Of female (F). 

AL: Alignments are abbreviated by the first lene,. of the type (I.e. lawful good IllG). 

ST, IN . WI. OX, CN. CH: These are the character statistics of .trength, Intelligence. wlldom, dexterity, constitution 
and charisma. They hove already been adjusted fOf race and sex. Exceptional strength percentages are listed 
offer the slosh. 

l V: The level of characters In general does not exceed i3 throughout this booklet. this I. Intentional, as 
characters Of higher level should be personally creoted and designed by the DM. 

HP: This Is the number of hI! points, and has already been odJUIted for constitution. 

AC: Th l. represents the base armor type worn Of POssessed by the character, This figure I, not adjusted for 
dexterl,.,. or any magical devtces. 

+ H: Adlustments on the chance to score a hit are listed l'I ... e. The .. adJUItments are due to strength and do not 
toke Into account bonUies VI. lpeclflc creature types Of those given by magical weapons. 

+0: Extra damage done due to strength Of, In some COleS, lpeclal abilities Is noted here, this does not Include 
extra damage due 10 magIcal weapons or devices. 

DB: The Dexterity Bonus (DB) II the defensive adjustment made to the armor cia .. 01 the character. In mosl cases. 
thl. wlll .. ,...e to lower the AC of the character. 

58: The lOving throw bonus (SB) II the adjustment given lor high or low wl,dom scorel and applies only to mental 
attackJ or Influences on the character, However, some non·humans receive a con.tltutlon bonus that affects other 
types of lOving throws - those vs, polson and magIc. SInce the 2 adjustments may or may not be used at once, 
they hove been written Indl\lldually - wlldom firat, then constitution. None 0' these sovlng throw bonuses lake Into 
accounl possible magIcal devices. 

RIAT: The reacHonlattacklng adJu.tment applies only to mllSlle weapons and to adjustments on the surprise die. It 'S not modified In any way for magical devices. 

AG, AP. PO, SA, GT: All of the .. categories deal with the personall,.,. of the character, The abbrevla~oN stand for 
Age fAG), Appearance (APl, Posse .. lons (PO), Sanity (SA). and General Tendencies (GT), Information on these and 
more appears on pp, 1(J().101 of the DUNGtOtt MAmn .UlDI, The tables lor each of these characterlltlci are 
given below. 

All" 
1, Young 
2. Youthful 
3. Youthful 
4. Mature 
5. Mature 
6. Mature 
7. M01ure 
8. Middle-aged 
9, Old 

10. Ancient 

APPearance 
1. Olrtv 
2. Cleon 
3, Unkempt 
4. Immaculate 
5. Rough 
6. Ragged 
7. Dandyish 
8, FoppIsh 
9. NofHjescrlpt 

10, Imposing 

2 

PoI .... 1ON 
1. None 
2. Scant 
3, Scant 
4, Average 
5. Averoge 
6. Average 
7. Average 
8. Above overage 
9. Exceptional 

10. SUperabundant 



Sanity General 'end.nc", 
1. Very stobie 1. Optimist 13. Precise/exacting 
2. Normal 2. Pessimist 14. Perceptive 
3. Normal 3. Hedonist 15. Opinionated/contrary 
4. Normal 4. Altruist 16. Vlolentlworllke 
5. Normal 5. Helpfullklndly 17. Studious 
6. Normal 6. Careless 18. Foul/borbarlc 
7. Neurotic 7. Capricious/mischievous 19. Cruel/callous 
8. Unstable 8. Sober 20. Practical Joker/prankster 
9. Insone 9. Curlous/lnqulsltlve 21 . Servile/obsequious 

10. Maniacal 10. Moody 22. fanatical /obsessive 
11 . Trustlng 23. Malevolent 
12. Susplclous1coutious 24. loquacious 

" of H: In some Instances, It may be useful to know Ihe number of henchmen a character might have with him. 
Henchmen may be aSSigned when creating dungeon parties or when encountering hlgh·lavel charocters. The 
morale of such henchmen Is dependent to a great deal on the events of the moment and they are more IIkelv to 
flee a bod encounter than their master Is. 

MI: This section, for magic lIems, has been purposelv lett sketchy and Incomplete, as Ills the OM 's decision that 
matters about such things. Abbreviations used here are: 5 - sword; A - armor; SH - shield ; P - potion; SC -
scroll: R - ring: W - wand, stafl, or rod; OW - other miscellaneous weapon; M - miscellaneous magic Item. 

These tables may be used In many ways - for determining random encounters and hirelings - but careful 
Judgment Is recommended at all times. If any Information does not suit the campaign or the OM', personal tastes, 
It should be changed. However, changes In ,tatl,tlc, may result In necessary change' elsewhere in the 
character's Information, so care should be taken to check all listings tor that character. 

As characters from these tables are used In random encounters, It mav prove useful to make a mark In pencil 10 
remind the OM of In previous use. If a character Is killed , some OM's may wish to cross out the entire character. 
This, however, Is not advised, If a character Is used often as a hireling, the OM may wish to transfer the Information 
here to a complete sheet. The AD.D NON-PLA YER CHAR.ACTIR RlCORDS from TSR are Ideallv suited for this. 

Clever use at this plavlng old can greatlv assist a OM and speed the game, making It even more enjoyable for all 
Involved. 

3 



• 

A
SS

A
SS

IN
S 

T
he

 In
lo

rm
aH

O
I'l

 P
fe

se
n

le
d

 fo
r 

a
ss

as
si

n
s
" 

In
 t

h
e 

lO
m

e
 lo

rm
o

t o
s 

th
ie

ve
s.

 T
hl

,l
n

cl
u

d
e

s 
In

lo
rm

aH
o

n
 o

n
 th

e
ir

 th
le

vt
n

g
 

sk
il

ls
 (

a
lr

e
o

d
y 

od
Ju

st
ed

 0
1 

If
 I

s 
lo

t 
th

ie
ve

s)
 a

n
d

 t
h

e
ir

 b
o

ck
st

a
b

b
ln

g
 a

b
ili

ty
. 

O
M

', 
a

re
 r

e
m

in
d

e
d

 t
h

a
t 

o
ss

cw
!n

s 
o

p
e

ro
te

 a
s 

If 
th

e
y 

w
e

le
 2

 le
ve

ls
 lo

w
e

r 
w

he
n 

us
in

g
 th

ie
vi

n
g

 a
b

ili
tie

s.
 A

s 
th

e
ir 

c
h

a
n

ce
 0

1 o
ss

as
sl

n
a

tln
g

 a
 c

h
a

ra
ct

e
r 

vo
tl

e
s 

w
ith

 t
he

 l
e

ve
l 

O
f 

th
e 

vl
e

tlm
, 

th
is

 I
s 

n
o

l 
IIs

le
d

. 
th

b 
p

e
rc

e
n

ta
g

e
, o

lo
n

g
 w

it
h

 o
th

er
 u

se
fu

l 
In

fo
rm

a
tio

n 
a

b
o

u
t 

O
$5

O
S

ll
ns

, c
o

n
 b

e
 fo

u
n

d
 In

 t
he

 D
U

N
Q

IO
H

 M
A

ST
lR

S 
G

U
ID

I .
 

....
 t-2
-,
~
~
~
~
-
&-
W-
-~
'-
".
I-
{I

--
~"
-'
.-
~
y

c~
~
_
~
_

:
:
~
A"
I.
.f
-:
-
:
--
'3
 .. -"

}-I
f-:

 
U

 
CI

 
M

 
.
.
 

" 
11

 
..

 
i 

; 
..

 
, 

• 
7 

. -
_ 

•
•
 

11
1.

2 
.
.
 

-
.
.
 

• 
O

Il 
9 

, 
..

 
• 

11
6 

• 
M

 
c:

I 
t7

 
tI

 
..

 
• 

t2
 

tI
 

• 
.
.

. 
7 

.
1

.
1

.
.
 

12
 

.3
 

• 
M

 
• 

• 
• 

1 
7 

U
H

M
U

"
 
.
.
.
.
 
t
l
f
4

1
1

2
7

7
-

1
2

-
•
•
•
•
 

11
-'
2

 
H

 
F 

C
E 

12
 

12
 

13
-1

4 
H

 
M

 
a 

13
 

11
 

15
-1

6 
H

 
F

 
HE

 
iJ

 
11

 
17

·1
8 

H
 

F 
lE

 
15

 
12

 
19

·2
0 

H
 

M
 

NE
 

16
 

11
 

~
'"
M 
--.

.,:-
a-

., 
21

0M
 -

M
 • 

11
 t -ft
 " ., t2
 

11
 

12
 

10
 

16
 

12
 

12
 

11
 

12
 

8 
,.

 

• 
15

 
8 

• 
10

 
10

 
10

 
10

 
• 

4 

,n
 .... 

10
 

37
 

7 
4 

i7
 

7 
3 

• 
7 

5
1

3
7

 
8 

24
 

1 
+

 • 

-
2 

.. '" 
+. 

'" ,3 ,3
 

60
 

3S
 

3D
 

40
 

55
 

50
 

2
t '0
 

22
 

41
 

43
 

'5
 

'0
 

20
 

31
 

• 3 , 3 9 

• 3 9 • 5 

3 
• 

3 
, 

• 
• 

• 
• 

• 
• 

'7
,
.
_

 
ir

j 
_ 

'1
,
,
1

1
 

• 8 
14

 
7

-
! 

-
31

1 
..

 
10

 
1 

I 
' 

1 
:I

I,
' 

-
••

 I
II

..
 

+, 
• 

M
 
H

' 
it

 
I 

-
-
--

.,:
:w

-J
 

-
=

 =
.. 

. -
t-

H
 

'
_

2
-
1

 
~,
-
~
 

x3
 

1."
 

_ 
X

--
fn

-"
'T

 

'0
 • 

'0
 8 • 

12
 

55
 

7 
4 

10
 

7 
5 

12
 

8 

-. -
3 

-. 
lt4

 
-

80
 

x2
 

...
 2

 
5 

x3
 

-
5 

18
 

20
 

2
t 

63
 

'5
 

.5
 

• 3 4 

9 
5 

8 
3 

• 
8 

• • 17
 

-
6 

'·
7 

S,
P 

" 
. 

5 
A

 
2

J 
,-4 

3 
• 

S 

11
 

-
.
.
 

-
O

W
 

f1
t4

C
IW

 
'3' II 

1-
5 

A
,S

 
13

 
1·

3 
5 

1-
2 

p t 
-3

 
2 

4 
t .

.. 
A

,M
 

-
2 

0/
+

3 
0/

+
' 

-- ... -
. .

 
.. -

- -. 

6 
10

 
'·

3 
6 

21
 

P 

..
. 

A
 

.
~
 

P
 



B
A

R
D

S 

Th
e 

us
e 

o
f 

b
o

rd
s 

In
 0

 c
o

m
p

a
lg

n
 I

s 
o

p
ti

o
n

a
l 

a
n

d
 m

e
,e

fo
re

 o
n

ly
 2

0 
o

re
 l

is
te

d
, 

S
in

ce
 m

e
y 

c
o

m
b

in
e

 t
h

e 
st

eU
is 

01
 

I'
g

h
le

rs
, T

hi
e

ve
s 

a
n

d
 d

ru
id

s,
 c

e
rt

a
in

 i
n

lo
rm

a
tl

o
n

 1
01

 e
a

c
h

 c
la

ss
 is

 p
re

se
n

te
d

 h
e

re
. T

he
 F

Il
, T

il
. a

n
d

 B
IL

 r
e

le
r 

to
 t

h
e

ir
 

le
ve

ls
 o

s 
II

g
h

le
rs

, T
hi

ev
es

, a
n

d
 b

a
rd

s 
re

sp
e

ct
iv

e
ly

. 
Th

ie
vi

n
g

 p
e

rc
e

n
ta

g
e

s 
g

iv
e

n
 h

e
re

 o
re

, a
s 

b
e

lo
le

. a
d

ju
st

e
d

 f
or

 
ro

c
e

 a
n

d
 d

eX
1e

rl
ty

. T
he

ir 
c
h

a
n

c
e

 lo
r 
c
h

a
rm

in
g

 w
iT

h 
lh

e
lr

 m
u

s
ic

 (
C

P
) I

s 
lis

te
d

 a
s 

0 
p

e
rc

e
n

ta
g

e
. I

n 
lh

o
$

e
 c

o
se

s 
w

h
e

re
 

O
U

Tl
ot

 c
lo

s
s
 5

 Is
 li

lt
e

d
, t

h
is

 Is
 d

u
e

 to
 I

h
e

 p
o

u
e

ss
lo

n
 o

f 
m

a
g
ic

a
l e

n
o

ln
 m

o
ll 

a
n

d
 t

h
e

 f
in

a
l a

rm
o

r 
c
ia

" 
(o

tl
e

r 
a

d
ju

st
· 

m
e

n
ts

 lo
r 

m
a

g
ic

a
l b

o
n

u
se

s)
 w

ill
 a

c
tu

a
lly

 b
e

 lo
w

e
r.

 H
o

w
e

ve
r,

 I
tl

e
 O

M
 m

a
y
 o

p
t 1

0 
c
h

a
n

g
e

 t
h

e
ir 

m
a

g
lc

o
l c

h
a

in
 m

a
ll
 

to
 l

e
a

th
e

r 
a

rm
o

r.
 

R
A

 
SX

 
AL

 
ST

 
IN

 
W

I 
O

X
 

e
N

 
e

H
 

flL
. 

TI
L 

II
I 

..
.,

 I
.e

 S
L 

.H
 

+
D

 
D

I 
$

I 
.A

T 
as

 
II

A
l 

" 
M

S
 

H
S

 
C

P 
A

O
 
.
,
 
~
 

SA
 

O
f 

IH
 

.. , 
· ..

. ..
..

-,
-
-
C
l
r
.
-
-

.,
..
..
..
..
..
t6
--

-~
I
-
-
i
-
-
.
.
-
.
-
-
-
-1
0
 .... D

t .
. 

--
=
-

_
2
~

2
~

.-
--
-....

... .o
-
-
G
-
-
-
.
-
-
~
a
-
-
a
--
r.
s
-
-(
S-
-
=
-
-
.
 

2 
H

 
..

 
iN

 
t6

 
t6

 
fI

 
t7

 
i.e

 
t
I
,
 

7 
7 

• 
• 

O
S 

-
.t

 
-J

 
•

• 
31

2 
14

 
+

2 
" 

to
 
..

 
,.

 
7 

1 
6 

1 
11

 
1 

I 
3 

H
 

.. N
Q 

I .
..

. 
15

 
'7

 
" 

t2
 

II
 

7 
7 

, 
.. •

 DO
 

• 
3 

•• 
~
I
 

.1
3

1
2

 

'" 
.2

 
.. 10

 
.. •

 •
 •

 3 
• 

" 
-

• Vo
l 

..
 

H
 

I.
 

W
" 

" 
to

 
II

 
• 

I 
2 

,. 
5 

DO
 
-

.1
 

-
I
 
+

'.
,.

 
'" 

.
2 
• 

.7
 
I
t
 

21
1 

7 
I 

• I 
:I

t 
-

• 
~

_
H
 ..

..
 '
~
4
.
.
,'

~_,
,,'

1"
~
~-

-l
'~

5_
ft
_

.
_

4I
_
L
.
DO

,, 
d
_
*
3
.
.
.
,
J
~

_2
~
.
 _
_

_
 ..
.A

..
 _

_
_

_
_ 

'_
 
L
.
'~
n

_
~
 

~
 

1 
f8

""
5

 
f5

 
5 

6 
6 

4 
51

 
8 

D
2 

.
1 

+
 1

 
_ 

2 
.4

 1
/1

 
.3

 
+

 1
 

55
 

.7
 

37
 

24
 

10
 

10
 

6 
5 

23
 

5 
7 

H
 

M
 

N
 

I. 
15

 
17

 
17

 
12

 
15

 
• 

• 
9 

n 
• 0

4
 

• 
1 

-
3 

+
3

1
/1

 
" 

.
2 

70
 

.7
 

54
 

42
 

• 
, 

8 
5 

, 1
·2

 
R

 

• H
 

f 
IN

 
18

/5
0 

12
 

18
 

.. 1
3 

I. 
7 

• 
9 

7
. 

8 
D

4 
.1

 
., 

-
. 

+
. 

3/
2 

" 
., 

75
 

n 
'" 

42
 

9 
4 

4 
7 

9 
1-

2 
9 

H
 

M
 

LN
 

18
12

4 
16

 
18

 
" 

" 
" 

• 
• 

9 
'" 

5 
D

4 
., 

., 
-

1 
+. 

11
1 

" 
-

55
 

47
 

37
 

42
 

• 
8 

2 
8 

I
i 

1·
2 

A
 

'0
 

H
 

M
 

N
' 
" 

13
 

16
 

.. " 
I. 

5 
8 

2 
34

 
5 

01
 

-
-

. 
+

2
1

11
 

" 
., 

75
 

n 
'" 

20
 

5 
7 

5 
9 

22
 

...
. 5

 
'n

 ...
. fI

 ...
...

 Iii
I..

..-
N
-
-
-1
~

1
r
"
l
6
--
-.
. -
-
1
2
--

-.
.
.
,
.
.
-
-
-
.
~
 .. -
-
-
.
-
-
-
1
G
-
m
--

-.
-.

--
--

+.
.-

:-
.-

-=
+2

.,-
-1
w
-
'
i
S
--

-.
-J

--
-.
-
.
~
~

5
-
-
-6
-
-
-
.
--
-,
~
 

I.
 

H
 

..
 

H
 
" 

11
 

15
 

II
 

13
 

II
 
• 

• 
2 

M
 
• DO 

.
1 
., 

-1
 

+
1 

11
1 

'" 
.. all

 
IR

 
21

1 
• 

• 
• 7 

2 
13

 
H

 
.. LN

 
" 

I.
 "

 
II

 
" 

II
 
• 

I 
2 

.. •
 DO 

-
_

t 
.

3 
m

 
'" 

., 
71

5 
?2

 
It

 
21

1 
• 

• 
• 5

 3
 

O
W

 
I.

 
H

 
.. N

Q
"
 

12
 
l
' 
" 

'0
 

II
 

7 
• 

I 
.. 5

 DO
 

.1
 

.1
 

-3
 +

t 
JI

2 
'" 

•• 
60

 
12

 
P 

II
 

10
 

7 
• 7 

t2
 

• 
'}
-
H
~
LH

'1
"
 
_

'2
_
"
_

II
--
{1
_

'~
7_

7_
'~
~
_
-
'
~
~
~

.'
U

!'
 _
_

 -
6
O
~
~

:t
;!~

.
_

.
 _

2
_
'~

2
1
 

~
 

r. 
N

G
 

8J
S-

1 
12

 
17

 
17

 
• 

1" 
7 

6 
1 

39
 

10
 

01
 

+
 

+
 3

 
-

+
 3

 
31

2 
.3

 
60

 
52

 
4

2
 
" 

5 
• 

4 
• 

" 
17

 
H

 
M

 
N

 
17

 
12

 
17

 
I. 

12
 

I. 
5 

7 
• 

63
 

8 
0'

 
., 

.,
 -

2 
+

3
1

11
 

" 
+

1 
60

 
55

 
43

 
'2

 
4 

10
 

• •
 ,

 1 
5 .

• 
18

 
V,

E 
M

 
N

G
 

17
 

13
 

15
 
" 

12
 

I. 
7 

7 
7 

'" 
• 0

' 
., 

.1
 

-
1

.
1

3
/2

 
" 

70
 

55
 

47
 

34
 

10
 

1 
• 

1 
21

 
1 

19
 

H
 

M
 

C
N

 
1

8
m

 
14

 
15

 
I. 1

2 
17

 
7 

7 
9 

.7
 
• D

4 
.2

 
., 

-
2 

+
1

 
3/

2 
" 

.,
 60

 
55

 
43

 
42

 
10

 
8 

9 
• 

17
 

1·
2 

M
. W

 
20

 
H

 
f 

N
 

I. 
13

 
18

 
I. 1

2 
17

 
5 

• 
2 

39
 

5 
01

 
.

1 
_
1

.
4

1
/1

 
" 

55
 

47
 

37
 

20
 

2 
9 

10
 

1 
• 

A
.S

.W
 



~
 

17
 

18
 " ,. 39
 

40
 

H
 

H
 

H
 

M
 

M
 

C
LE

R
IC

S
 

C
le

ri
cs

 o
re

 o
fI

e
n

 s
o

u
g

h
l o

u
t d

o
rl

n
g

 th
e

 c
o

u
rs

e
 o

f 0
 c

a
m

p
a

Ig
n

, l
o

t c
h

a
ra

ct
e

rs
 o

re
 a

lw
o

ys
ln

 n
e

e
d

 o
f 

h
e

a
lin

g
 a

n
d

 
d

iv
in

e
 a

d
 .....

 c
e

. 8
ef

or
e 

al
lO

W
In

g 
su

ch
 s

er
vi

ce
s 

to
 b

e
 o

b
ta

In
e

d
, t

he
 O

M
 s

h
o

u
ld

 b
e
 fa

m
ill

o
r 

w
ith

 th
os

e 
se

ct
io

ns
 0

1 
th

e 
D

U
N

G
fO

H
 M

A
ST

lR
S 

G
U

ID
I w

h
ic

h
 In

yo
lv

e
 c

le
ri

cs
 c

n
d

 th
e

ir
 s

pe
lls

. 

C
le

rl
C

f h
o

ve
 s

ev
er

ol
 p

oi
nt

s 
o

f I
n

fo
rm

a
tlo

n
 u

n
iq

u
e

 to
 th

ei
r 

cl
os

s
, T

he
se

 o
re

 s
p

e
ll 

le
ve

l a
n

d
 s

p
e

lll
o

ilu
re

. T
he

 n
u

m
b

e
r 

u
n

d
e

r 
&

pe
l!

 l
e

ve
l 

(S
L)

 '
s 

th
e

 h
ig

h
e

st
 l

e
ve

l 
sp

e
ll 

th
ai

 t
h

a
I 

p
a

rt
ic

u
la

r 
c
le

rI
c
 c

o
n

 c
o

st
. 

Th
is

 I
s 

p
ro

vi
d

e
d

 t
or

 q
u

ic
k
 

re
fe

re
n

ce
, s

o 
th

e 
O

M
 m

a
y 

e
a

si
ly

 s
e

e
 w

h
O

t s
pe

lls
 th

e 
c
le

ri
c
's

 c
a

p
a

b
le

 0
1 

us
in

g
. 

S
pe

ll 
fa

ilu
re

 (S
f)

 n
st

s 
th

e 
p

e
rc

e
n

ta
g

e
 c

h
a

n
c
e

 th
at

 a
n

y 
sp

e
ll 

co
sl

 b
y
 th

e 
cl

e
ri

c 
w

U
l l

o
ll
 1

0 
w

or
k.

 th
is

 o
n

ly
 a

p
p

e
a

rs
 In

 0
 

le
w

 0
1 

th
e 

lis
tin

gs
 o

s 
It

 r.
 o

n
 a

tt
ri

b
u

te
 o

f 
lo

w
 w

ts
do

m
. C

o
n

ve
rs

e
ly

, h
lo

h
 w

is
d

o
m

 c
le

ri
cs

 w
ill

 r
e

ce
iv

e
 b

o
n

u
s 

sp
eU

s.
 T

he
 

P
L

A
Y

ia
 H

A
Jl

D
IO

O
I(

 d
e

ta
il,

 th
is

 a
n

d
 fu

rt
he

r 
In

fo
rm

a
ti

o
n

 n
e

ce
ss

a
ry

 o
b

o
u

l c
:le

rlC
$ 

a
n

d
 th

e
ir

 s
pe

lls
. 

ce
 

9 
6 

14
 

N
G

 
18

 
17

 
18

 
" 17 

-
2 

+
2 

+
1

 
+

2
 

-
4 

+
4 

05
 

+
3

 

w
 

P,
P 

O
W

,W
 

M
,'

 



~
 

It
A

 
SX

 
A

L 
ST

 
IN

 
W

I 
D

X
 

e
N

 
e

H
 

LV
 

H
-P

 
A

C
 

S
l 

+
H

 
+

D
 

D
I 

I
I
 

S
f 

II
A

I 
A

la
 

.
,
 

ItO
 

SA
 

O
I
.H

 
M

I 

#
<.

; 
rl

r:
-r

r:
-::

. 'i
F ""

-;
-1

 -
no

", 
..

. 
W

 
fa

 
1 

fZ
 

f2
 

fl
. .

..
.
 ' 

• 
21

' 
..

 
a 

..
. 

H
 

F
 

1M
 

9 
to

 
G

·.
 

I 
:.

..
 

9 
.'

. 
• 

2 
" 

-
-

+
2

 

-.., " 
-

" 
-
f 

• 
-

46
 

H
 

M
 

C
G

 
8 

9 
12

 
9 

8 
9 

6 
26

 
5 

3 
8 

3 
8 

3 
" 

1-
4 

C
l 

E
 

M
 

ce
 

9 
11

 
13

 
7 

13
 

11
 

2 
5 

3 
1 

2 
6 

7 
2 

6 
1-

4 
48

 
H

 
M

 
NE

 
10

 
9 

15
 

8 
12

 
12

 
" 

26
 

3 
2 

... 
1 

6 
2 

" 
8 

21
 

'·
5 

49
 

H
 

f 
et

: 
7 

11
 

18
 

5 
16

 
12

 
10

 
6

0
 

4 
5 

-
1 

+
 2

 
+"

 
-1 

8 
5 

6 
6 

13
 

1-
5 

50
 

H
 

F 
N

 
11

 
11

 
17

 
10

 
6 

7 
4 

13
 

3 
2 

... 
3 

5 
6 

1 
8 

7 
'·

3
 

A
 

A
 

P
 

P
 

'1'
1 

e-
--

u
--

r
lO

 
,-

.,
.-

,.
-

....
....

 ff
 
.-

»-
,-,

 =
 -

• 
+.,,:

n-
-

F
 

J' 
.-

aO
:-,

-W
--

M
-

1C
 

• 
" 

..
 

. 
6 

• 
..

 
G

 
fI

 
10

 
" 

21
 

2 
Z

 
-

t
..:

-:,
 

-
' 

.,.
, 

...
. 

...
. 

(
. 

. 
. 

fa
 

W
 

tIS
 

II
. 

M
 
.
.
 

6 
tZ

 
fI

 
" 
•
•
•
 
.,

 
II 

a 
-~

 
-

••
 

'" 
-

.' 
t

, 
...

. 
a 

I 
.
.
 

..
 

II
I 

M
 

Q
I 

f2
 

fZ
 

• 
7 

f$
' 

• 
fI

 
a 

,.
 

-
_ 

+
f 

"
"

, 
. -

,
..

" 
I

' 
• 

f7
 

te
 

A
 

-
-

~
. 

H
 

M
 

C
E 

12
 

12
 

16
 

14
 

11
 

16
 

10
 

42
 

5 
5 

+
 2

 
1 

6 
3 

15
 

'·
10

 
ow

 
fiT

 
58

 
59

 
60

 

H
 

F
 

ce
 

7 
11

 
14

 
7 

11
 

10
 

10
 

45
 

3 
5 

-
1 

3 
2 

" 
. 5

 
19

 
1-

4 
O

W
, P

 
1/.

,0
 

M
 

NE
 

8 
12

 
14

 
6 

13
 

11
 

2 
8 

3 
1 

...
 1

 
" 

10
 

6 
5 

10
 

1-
4 

H
 

F 
lE

 
8 

11
 

16
 

9 
9 

6 
10

 
26

 
2 

5 
+

2
 

8 
" 

8 
" 

8 
'·

2 
P,

A
 

H
 

M
 

N
G

 
11

 
'1

 
18

 
5 

6 
11

 
3 

8 
7 

2 
+

2 
+

4 
-

1 
7 

9 
7 

8 
1 

1-
4 

A
 

:: It
 

67
 

68
 

H
 

II
I 

II
 

M
 

N
t 

9 
F

 
It

' 
, 

..
 

IN
 

10
 

y
,o

 
..

. 

; i
 

"f3
" 

14
 

9 
12

 
10

 

" J 
.. 9 • 

;-
1

2-
-

f2
-

'7
 

6 
1 

4 
9 

6 
30

 

l 
• a 

-
-

--
+a

 
-

-
• 
-

-
1 

0
/+

3
 

.:
~
 .- -

J 
_ . .", ~. -... - 06

 

7 
j.

j 
t2

 
W

 
.11

 
t«

 
:.-

5 
1 

1-
2 

1 
23

 
1-

4 

II
I 

II
I 

o 
F

 
F

 ... 
10

 

6 
5 

4 
1 

3 
3 

4 
5 

1 4 9 
14

 
1-

4 
O

W
, P

 

.. ...
 -

.' 
-

77
 

H
 

F
 

N
E 

13
 

13
 

14
 

13
 

15
 

11
 

5 
30

 
5 

3 
4 

5 
6 

78
 

H
 

M
 

C
E 

12
 

13
 

1
5

8
M

 
8 

9 
53

 
6 

5 
+

 1
 

7 
7 

1 
3 

10
 

1·
3 

79
 

G
 

M
 

C
G

 
10

 
7 

12
 

12
 

9 
9 

4 
16

 
2 

2 
O

J+
2 

05
 

8 
2 

5 
6 

4 
1-

4 
80

 
H

 
M

 
C

N
 

10
 

11
 

13
 

10
 

12
 

8 
5 

18
 

2 
3 

3 
2 

2 
1 

12
 

1·
3 

~
.
 

H
 

..-
-c

:a
-w

 
J
~
W
 

'-
-W

-
•

. -
, 

..
 -

• 
t 

_ 
_ 

_ 
,_

 
....

 
_ 

• 
~ 

.,
-

, 
t 
_

_
_

 ~
 

.. 
- -

., 
-

-
=

 
. 

L
-.

-
V

_
f.

 
ca 

41
-
'f

-
tt·

 '
_"

 
'I

 
.. 

• 
t

, _
.
,
 

• 
• 

A
S'

· 
• 

" 
f 

t' 
, 

I-
: 

fe
 

: 
9 

W
' 

f)
 
: !

 
-

- --
'l
' 

! 
IF

 
2 
rt

 
! '

 
-

-
+

.t 
~
 

- .. 
86

 
H

 
M

 
N

 
10

 
6 

5 
13

 
13

 
9 

4 
12

 
3 

+
 1

 
87

 
H

 
F

 
e

N
 

9 
8 

16
 

13
 

15
 

9 
10

 
46

 
6 

5 
+

 2
 

88
 

'h
E

 
F 

N
G

 
6 

8 
16

 
10

 
12

 
10

 
4 

23
 

6 
2 

-
1 

+
 2

 
89

 
'h

E
 

M
 

lG
 

14
 

10
 

14
 

11
 

16
 

10
 

4 
35

 
2 

2 
90

 
H

 
M

 
N

 
9 

12
 

15
 

15
 

13
 

9 
10

 
44

 
2 

5 
-

1 
+

2
 

-
5 6 3 4 

4 4 10
 7 

5 7 6 3 

1 
3 

6 
21

 
5 

12
 

3 
2A

 

tt te
 

'4
 

1-
4 

1-
4 

1-
4 

1-
4 

~
 

p • SC
.' 

SC
 

P
 

92
 ,. OM
 

R
 

H
 

.. • F 
.. 

-
II: 

-
.t

 
• 

9 • " 
• 2 

.• 
W

 
1 

fa
 

W
 

1 
to

I·
 

f.
6 

, 
M

 
M

 
If

 
• 

j 
..

 
II

 
t
p

 
x 

.. ti
 i..

:.*
 "

'i
i'
 

<ii"~
 • 

.,
..

..
. 

On
 

'i 
a 

6,
_

6 
"
,1

-
1. 

• 
96

 
H

 
M

 
N

 
10

 
8 

14
 

10
 

7 
8 

3 
12

 
2 

2 
2 

6 
6 

2 
4 

-
97

·1
00

 
S

ee
 M

U
lT

l-
C

lA
SS

C
H

A
R

A
C

TE
RS

 tl
sl

 



D
R

U
ID

S
 

D
ru

id
s,

 b
e

in
g

 0
 l

uO
O

IO
$$

 o
f 

cl
e

ri
cs

. 
O

fe
 o

n
ly

 g
iv

e
n

 5
0 

IIs
H

ng
s,

 s
in

ce
 I

t 
II

 l
e

u
 li

ke
ly

 t
ha

t 
th

e
y 

w
lll

 b
e
 u

I8
d

 O
J 

e
x-

te
n

si
ve

ly
 a

s 
cl

&
rl

cs
. S

in
ce

 t
h

e
y 

o
re

 0
 5

U
bc

lo
ss

 o
f c

le
ri

cs
. t

h
e

 1
I1

tln
o 

of
 I

n
fo

rm
a

tio
n

 r
e

m
a

iN
 t

h
e 

sa
m

e
, 

w
it

h 
n

o
 n

ew
 

co
lu

m
ns

 a
d

d
e

d
 . 

... 
SX

 
A

L 
IT

 
IN

 
W

I 
D

X
 

C
H

 
O

K
 

LV
 

H
' 

A
C

 
II

. 
+

H
 

+
D

 
D

I 
• 

A
T 

A
G

 
AP

 
P

O
 

SA
 

G
T 

; 

" 
., 

W
-

1l
I~

6
 

-
.. 
-

-
:-:-

: 1
 a

-
M

 
• 

M
 
...

...
 =

 .. ..
 .. 

• 
1 

, 
-

-
-

-
.1

 

1_
1

'1"
';' 

1
6

 
H

 
M

 
• 

7 
7 

ii
 

II
 

... 
.. 

7 
• 

-. 
-

+t
 

-
I

' 
• 

9
' 

U
 

M
 

M
 

It
 

..
 

6 
..

 
..

 
.. •

 '. 
7 

• 
-

J 
9 

•• 
7 

, .... _
. 

E
 

11
 

Sf
_

A
 

13_
" 

'1
 _,_

1_-
2
_

'I
_

e 
~
 

.
~
 
~
 

~
 

• 
.s

 ••
• 

11
-1

2 
H

 
F 

N
 

13
 

• 
1

. 
• 

11
 

15
 

10
 

.. 7
 

5 
+

1 
10

 
2 

10
 

• 
11

 
1·

7 
SO

,O
W

 
13

-1
. 

H
 

M
 

N
 

• 
• 

17
 

12
 

• 
15

 
2 

• 
• 

2 
+

3
 

5 
10

 
• 

• 
• 

1·
7 

P 
1
~
1
6
 

v.
, 

M
 

N
 

• 
10

 
13

 
10

 
13

 
15

 
• 

23
 

7 
• 

+
3

 
• 

10
 

• 
1 

17
 

1·
7 

17
·1

8 
H

 
M

 
N

 
11

 
10

 
13

 
• 

• 
15

 
2 

7 
7 

2 
3 

2 
5 

• 
2 

1·
7 

P 
, .

. 2
0 

H
 

M
 

N
 

11
 

7 
13

 
12

 
• 

15
 

2 
15

 
7 

2 
• 

• 
• 

• 
, . 1·7

 

-
-

.. 
-

-
=

 It
 

II
 
.. 7

 
ti

l 
.. •

 .. 
•• 

-
-

-
• 

• 
• 

• 
II

 
.. 

-
• 

• 
il
l 

.. 9
 

il
l 

.. ..
. 

-
-

-
I 

7 
6 

6 
I 

t'1
 
• 

-
•• 

• 
.t

II
 

7 
••

 
I 

fl
 

-
I 

• 
• 

• 
.. 

.., 
31

-3
2 

V,
, 

F 
N

 
13

 
12

 
1

. 
13

 
• 

15
 

• 
25

 
• 

• 
• 

• 
• 

7 
15

 
1·

7 
S

 
33

-3
4 

H
 

M
 

N
 

• 
10

 
12

 
10

 
• 

15
 

• 
17

 
7 

• 
• 

2 
1 

• 
20

 
1·

7 
35

-3
6 

V,
, 

F 
N

 
12

 
• 

1
. 

• 
• 

15
 

1 
1 

7 
1 

• 
• 

• 
8 

1 
1·

7 
37

·3
8 

H
 

F 
N

 
7 

• 
13

 
• 

13
 

" 
10

 
.. 8

 
5 

-
1 

5 
1 

7 
• 

7 
'" 

• 
J9

.4
O

 
H

 
M

 
N

 
11

 
• 

12
 

• 
11

 
15

 
1 

5 
7 

1 
2 

5 
• 

• 
" 

1·
7 

ir
..

a
-
'H

 
U

-
N

-
W

-
9 
-,,

-
I -

"-
.-

.....
... -

. 
• 

-- -
Z

 
,-

, 
j 

1-
'" 

-••
 M

M
I
l
I
6

W
 
.
.
.
.
.
.
.
.
 

S 
6 

6 
7 

I 
I 

... , 
A

 

-H
 

M
il
 

9
.
W

.
9

V
 

.
.
.
.
 

7 
a 

-
• 

• 
t 

a 
.... 

~
 
• 

.,.
 H

 
F

 
M

 
10

 
is

 
is

 
'I

i 
6 

• 
9 

It
 

7 
• 

-
7 

• 
6 

a 
II

 
M

 

e 
H

 
M

 
II

 
'H

H
t-

' 
II

 
11:

_
1

_
'_

7 
2

_
-

'" 
-

,-
• 

• 
a 

I 
II

. 
Y

 
H

 
F 

N
 

11
 

15
 

7 
37

 
7 

• 
_ 

1 
.2

 
• 

10
 

8 
1 

2 
1·

7 
53

-5
4 

H
 

M
 

N
 

• 
12

 
1

. 
10

 
11

 
15

 
11

 
44

 
7 

5 
••

 
5 

7 
7 

• 
5 

1·
7 

S
O

,P
 

55
<i

6 
H

 
M

 
N

 
11

 
• 

1
. 

10
 

• 
15

 
1 

5 
• 

1 
2 

7 
3 

3 
10

 
1·

7 
• 

57
-5

8 
V, 

M
 

N
 

12
 

10
 

17
 

• 
17

 
1

. 
5 

27
 

8 
3 

+
 3

1
+

4
 

• 
• 

7 
5 

20
 

, .. 
M

,S
 

~
 

H
 

M
 

N
 

8 
11

 
12

 
• 

• 
" 

8 
24

 
7 

• 
3 

• 
• 

7 
10

 
1 .

. 
~
~
~
'
-
-
'
'
'
'
'

S-
-
'
'
'
 _

_
_

_
 t-

.-
,-

. 
" 

.... 
-

'
_

W
i 

,-
to 

, 
7 

'
-

fII
 

_
H

M
N

 
.
.
.
.
 

7 
•
•
•
•
 

' 
-

-
7 

• 
I 

6 
~ 

M
 

-"
 

r 
N

 
10

 
II

I 
., 

6 
.. ..

 I 
.. •

 •
 -

.1
 
.
,
 

• 
7 

• 
7 

.... 
, 

..,..
 H

 
N

 
II

I 
II

I 
• 

• 
9 

is
 

to
 

..
.

. J
 

'I
 

• 
6 

• 
• 

II
 

K
 , 

~l
!H
t.
-

tt
-+

-'
-
" 

'!I
I 

p 
le 

:II
i 
• ft

 
~
_

I
 
-

;t
4 

-
• 

• 
, , J

 
II

 
71

·7
2 

E
 

N
 

9 
14

 
" 

8 
" 

5 
23

 
, 

3 
.2

 
3 

• 
8 

8 
" 

1 .
. 

73
-7

. 
V.

 
M

 
N

 
17

 
15

 
17

 
,. 

17
 

,. 
• 

25
 

7 
3 

+1
 

., 
-. +

3/
+

4
 

.2
 

5 
2 

1 
2 

• 
, .. 

75
-7

6 
V.

 
F 

N
 

• 
10

 
,. 

" 
13

 
15

 
3 

12
 

7 
3 

-2
 

01
+

3 
., 

• 
• 

• 
3 

15
 

1·
7 

n
.7

8
 

H
 

F 
N

 
11

 
11

 
12

 
12

 
• 

15
 

• 
40

 
7 

5 
• 

• 
10

 
• 

10
 

1·
7 

.., 
H

 
F 

N
 

10
 

" 
1

. 
12

 
8 

1
. 

• 
22

 
• 

• 
• 

H
 

-N
 
"
~
"

--
-#
-
'
-

'
-
~
-
'
-
"
-
l
--

Z-
-, - -

-
-

i 
j 
I'

 
t~

··
 

-
• 

-
-

• 
• 

L
l 

• 
• 

=
 =

 
• 

.' ; 
• 

1·
" 

• 
5 

• 
• 

• 
1 

1 
• 

24
 

1·
7 

.....
 H

 
F 

N
 

• 
11

 
12

 
12

 
15

 
1

. 
• 

5
4

 
7 

5 
3 

2 
• 

• 
21

 
1-

8 
P 

9
7·

96
 

H
 

M
 

N
 

10
 

13
 

1
. 

• 
• 

18
 

10
 

.. 7
 

5 
+

1 
8 

• 
7 

2 
20

 
1·

15
 

...
 ,00

 
H

 
M

 
N

 
,. 

• 
14

 
15

 
11

 
17

 
3 

12
 

7 
3 

., 
_ 

1 
8 

10
 

• 
, 

15
 

1·
10

 



9 



~
 

o 

FI
G

H
T

IR
S 

T
he

 o
n

ly
 n

ew
 e

n
tr

y 
!O

f 
th

e 
lig

h
te

r 
c
k
m

 I
I t

h
e 

.A
T

 (
n

u
m

b
e

r 
O

f a
tt

ac
kS

) c
o

fu
m

n
. H

Io
h 

le
ve

l f
ig

h
te

r.
 o

r.
 o

b
le

 to
 s

tr
ik

e
 

m
o

re
 th

a
n

 o
n

ce
 In

 0
 s

er
ie

s 
O

f m
e

le
e

 fO
U

nd
s.

 T
h

il
l,

 W
flh

en
 o

s 
n

u
m

b
e

r 
o

Il
lT

lk
es

Jn
um

b
e

f o
f f

O
U

nd
 ••

 fu
rt

h
er

 In
lO

fm
o

"o
n

 c
o

n
ce

rn
in

g
 fl

g
h

te
n

 m
a

y 
b

e
 k

xJ
n

d
 In

 th
e

 P
L

A
n"

 H
A

H
o

.o
o

tC
. 

IA
 

IX
 

A
L 

IT
 

IN
 

W
I 

D
X

 
e

N
 

e
M

 
LV

 
.
.
 
~
~

$
I
~
'
 

I 
; 

;., r
-::

 U
"-:-

; 
': 

: 
J 

·1·
':T

I.
:

·: 
~'

·:
f 

. 
• 

D
 

II
 
.
.
 ·
..

 
.•

 
• 
.
.
.
 

;7
'. 

'4 
~
 

~
 

-
•
•
 

• 
K

 
.
.
.
.
 

_ 
.
.
.
.
 

, 
• 

~
 

.:
1

+
'1

-
..

 ,
. 

R
IA

' - - -
r· • • 

f • I 
• 

• 
"_

Q
 

M
 

_
_

_
 

.
.
 

• 
" 

.
.
.
 

.a
_

-
, 

....
.. 

m
" 

•
. 

5
!'

! 
• 

" 
I

_
a 

e
. 

d
W

--
""

-"
 

..
..

 
6 

0 
F 

N
G

 
16

 
15

 
11

 
9 

15
 

6 
3 

25
 

2 
+

1
 

0
/+

' 
1/

1 
II 

2 
, 

.. 
II 

'·
2 

7 
H

 
M

 
N

G
 

'"
 

10
 

11
 

10
 

10
 

9 
..

 
21

 
2 

iI
t 

3 
1 

..
 

7 
15

 
, .

... 
II 

H
 

M
 

lG
 

U
 

10
 

12
 

13
 

15
 

11
 

, 
23

 
5 

m
 

2 
9 

.. 
6 

21
 

1-
4 

• 

17
 

18
 ,. .. 50
 

H
 

M
 

NE
 

18
17

6 
6 

9 
11

1 
16

 
11

 
11

 
79

 
2 

+
2

.
4

 
_

4 
31

2 
+

3
 

7 
5 

2 
7 

H
 

M
 

C
N

 
18

/9
4 

13
 

12
 

13
 

13
 

a 
10

 
sa

 
3 

...
 2

 
+

 5
 

31
2 

..
 

2 
3 

2 

H
 

H
 

H
 

H
 

H
 

M
 

lG
 

is
 

M
 

NE
 

12
 

F
 

N
G

 
13

 

.. F
 

LG
 

LG
 

11
 

11
 

12
 

7 
a 

11
 

15
 

a 
11

 
9 

• 
• 

1 
a 

56
 

3 
8

1
2

6
6

3
 • 2 5 3 , , 

_ 
+

t 
+

t_
 

-
-

-
-

-
-
-

+
 

- - +t - - +
 

0
/+

' 

31
2 

31
2 

- - - - .- -

, • • 
1 7 

7 
1 

1-
3 

P,
 P

 
6 

20
 

1-
4 

• 
5 

, 
5 

2
7

1
-
3

P
 

II 
23

 
'·

3 
SC

, O
W

 

7 
1 

1 
1 

5 
5 

1·'
 

1-
4 

1
..

 
5 

6 
10

 
9 

6 
6 

6 
7 

a 
1 

7 
3 

5 

• , 

1 

5 
5 

1 
, 

, 
1 

• 
• 

5 
5 

• 
7 

• 



IA
 

IX
 

AI
. 

IT
 

..
 

W
I 

D
X

 
O

N
 

O
M

 
LV

 
.
.
 

ol
e 

+
M

 
+

D
 

D
e 

• 
,A

T
 

It
A

T
 

A
8

 
A

I 
PO

 
U

. 
eT

 
1M

 
.
.
 ~C"
P'~

"''
'''

.~'
 

- - I 
.. 

, 
yz

 
7

. 
H

 
... 

H
 

... 
NE

 
13

 
12

 
7 

7 
15

 
.. 

• 
60

 
• 

-
1 

31
2 

• 
• 

3 
7 

H
 

... 
LE

 
.. 

11
 

7 
• 

" 
13

 
• 

56
 

2 
+

1 
-1

 
31

2 
• 

• 
2 

3 
79

 
E

 
f 

lG
 

17
 

• 
,. 

• 
7 

• 
1 

• 
• 

+
1 

+
1 

1/
1 

2 
• 

• 
7 

.. 
H

 
... 

LE
 

11
 

,. 
• 

,. 
11

 
,. 

3 
,. 

2 
.. 

W
 

• 
W

=
-M

 
it

· 
• 

lW
 

,
-
,
 ·

·i
 
w
-
-
~
 .. 

"'
lIt

 
-
,
~
- -. .

.,.. 
. : -_

. '.
-, 

,.,
1 

<
 .
. 
.. if

 
• 

-
If 

t 
! 

II
 
it

 
2 

f
L

-
tii

 
I

_
It

-·.
il

 
-':1

1-. 
-

C
N

 
Ii

 
• 

• 
1

5
 

1
7

 
Ii

 
2 

.. ,
 

.7
 

y
,o

 
.. 

G
 

... 
LN

 
.. 

7 
11

 
• 

• 
• 

• 
2

5
 
• 

0/
+

2 
1/

1 
• 

• 
• 

• 
" 

'" 
A

 
.. 

H
 

f 
CE

 
,.,"

 •
 •

 12
 

Ii
 

Ii
 

• 
30

 
2 

+
1 

+
3

 
1/

1 
• 

,. 
• 

• 
.. 1

-4
 

.. 
H

 
... 

NE
 

12
 

• 
• 

,. 11
 

,. 
• 

.. 3
 

1/
1 

• 
• 

• 
3 

" 
'" 

A
 

" 
• 

~_
€_

-"
--

~.
-

--
.

~ 
, ...

.....
. -.-

.....
.. -

--
.. 

= 
, 

• 
.. 

• 



I i 

1 .  . r 



w
 

5J
.5

4 
H

 
5&

S6
 

H
 

H
 

H
 

IL
LU

S
IO

N
IS

TS
 

A
s 

a 
a

u
tH

:l
o

u
 O

f m
a

g
lc

-u
se

rJ
, I

h
e 

in
fo

rm
a

fl
o

n
 p

re
se

n
te

d
 h

e
re

 lo
r 

ill
us

io
ni

st
s 

Is
 th

e 
so

m
e

 o
s 

th
ai

 fo
f 
m

o
g

iC
-i,

ls
er

s.
 N

o 
n

e
w

 II
,I

ln
oa

 a
re

 g
iv

en
. T

he
 n

ot
es

 a
b

o
u

t 
m

og
iC

-u
se

f s
pe

n 
us

e 
a

p
p

ty
 h

e
re

 a
ls

o
. I

llu
si

on
is

ts
 w

ill
 u

se
 t

he
 m

os
t s

u
it

a
b

le
 

a
n

d
 In

le
1U

ge
nl

ly
 c

hO
se

n 
sp

e
lll

h
e

V
 c

a
n

. T
he

ir 
In

le
n

t m
a

y.
 h

o
w

e
ve

r,
 b

e
 d

lH
e

re
n

l.
lll

us
lo

nl
st

s 
w

ill
 o

f1
en

 t
ry

 fo
 tr

ic
k.

 d
e

ce
iv

e
, o

r c
o

n
lu

se
 th

e
ir 

o
p

p
o

n
e

n
ts

 a
s 

o
p

p
o

se
d

 1
0 

sl
oV

in
g 

th
e

m
. 

16
 

13
 

10
 

12
 

16
 

6 
9 

12
 

16
 

13
 

11
 

12
 

5 
13

 
10

 
9 

14
 

10
 

3 
7 

10
 

H
 

F
 

e
N

 
8 

15
 

9 
• 2 

S
ee

 M
U

ln
.c

L
A

SS
 C

H
A

RA
CT

ER
S 

IIs
l 

23
 

'" 1-6 

S
C

,P
 

S
C

 



- • 

M
A

G
IC

-U
SE

R
S 

M
o

g
k

>
u

le
n

 O
Te

 p
e

rh
a

p
s 

th
e

 m
os

t d
if

fi
cu

lt
 e

n
co

u
n

te
r.

 to
 h

a
n

d
le

, l
o

r t
h

e
ir

 p
ow

er
 r.

n •
• o

n
 fh

e
lr

 c
h

o
ic

e
 o

f .
p

el
ls

.1
t '

I 
iU

O
O

M
M

d
 t

ho
t t

h
e

 O
M

 p
et

's
on

oU
y 

se
le

ct
 th

e
 .pe

I" t
h

o
l 0

 r
a

n
d

O
m

ly
 e

n
co

u
n

te
re

d
 m

o
g

lc
-u

se
r 

w
ill

 C
O

Il
ln

st
e

o
d

 0
1 

o
llO

w
ln

g
 d

ic
e

 r
o

ll,
 t

o 
dI

C
ta

te
 c
~

. 
H

ig
h 

In
te

lli
g

e
n

ce
 'I a

 C
h

a
ro

cf
e

fb
tI

C
 O

f 
m

ag
lc

-u
se

r.
 a

n
d

 t
he

y 
w

ill
 U

$
8

 th
e

ir
 

.p
e

lll
in

te
lll

g
e

n
ft

y
, o

co
o

rd
ln

g
 fa

 h
o

w
 th

e
y 

un
de

,,1
01

''I
d 

th
e

 s
itu

at
io

n.
 

Th
e 

sp
el

l 
'e

ve
l 

(S
lJ

 l
ilt

in
g

 g
fv

es
 t

he
 h
~
h
M
l
 l

e
ve

l 
01

 s
p

e
ll 

fh
a

l 
m

a
y 

b
e

 c
o

sl
, b

u
t 

d
o

e
s 

no
t i

n
d

ic
a

te
 t

he
 n

u
m

b
e

t' 
01

 
sp

el
l.

 p
e
t'

 1
e\

HH
. M

o
te

 o
bo

u1
 t

h
e

 m
a

g
ic

..
.,

..
, 

c
la

M
 a

n
d

 e
xp

la
n

a
tI

o
n

S
 O

f 
lh

et
t 

$p
el

l,
 c

o
n

 b
e

 f
o

u
n

d
 I

n 
th

e 
J
ll
U

.Y
ln

 
H

A
N

O
IO

O
K

. 
1h

e 
O

M
 s

h
o

u
ld

 a
b

o
 b

e 
fa

m
ili

a
r 

w
it

h
 I

h
O

M
 s

e
ct

io
n

s 
01

 t
h

e 
D

U
N

O
IO

M
 M

A
Il

H
S

 C
M

.ID
I 

c
o

n
c
e

rn
in

g
 

m
o

g
lc

-u
M

rS
 a

n
d

 th
e

ir
 .p

a
ll
,.

 



~
 

62
 

63
 

93
 

9.
 

H
 

H
 

H
 

H
 

M
 

M
 

12
 

14
 

• 
12

 
11

 
11

 

1
0

1
0

1
2

3
2

1
0

6
 

1
0

9
8

Z
7

1
0

4
 

-
2 

-
1 

-
1 

+
 1

 
-

2 
-

1 

-
1 

1 1 

ow
 

S
C

 



~
 

~
 

M
O

N
K

S
 

In
st

ea
d 

o
f 

th
e 

n
o

rm
a

l 
co

m
b

a
t 

In
fo

rm
ot

1o
n

, m
on

kS
 h

o
ve

 a
 s

p
e

ci
a

l 
se

ct
to

n
. T

he
se

 l
is

tin
gs

 o
re

 W
e

a
p

o
n

 D
a

m
a

g
e

 
(W

O
) 

fo
r 

th
e 

e
xt

ra
 d

a
m

a
g

e
 d

o
n

e
 w

it
h 

a 
w

ea
po

n
, O

p
e

n
 H

a
n

d
 D

a
m

a
g

e
 (

0
0

) 
lo

r 
th

e 
d

a
m

a
g

e
 d

o
n

e
 w

h
e

n
 s

tr
ik

in
g 

w
ith

 th
e 

o
p

e
n

 h
o

n
d

 O
f 
lo

o
t,

 a
n

d
 O

p
e

n
 H

a
n

d
 A

tto
ck

s 
(O

A
) l

o
r 

th
e 

n
u

m
b

e
r 

o
f a

tt
a

ck
s 

p
e

r 
m

el
e

e
 ro

u
n

d
 w

h
e

n
 li

g
h

ti
n

g
 

o
p

e
n

 h
a

n
d

. A
s 

m
on

ks
 h

a
ve

 s
p

e
ci

a
l m

o
ve

m
e

n
llo

fa
s 

(M
V

) c
o

o
 s

ur
pr

is
e 

ch
a

n
ce

s 
(S

U
R

),
 th

es
e 

o
re

 a
ls

o
 li

st
ed

. 



17 



-~ 

M
U

LT
I·C

LA
S

S
 

C
H

A
R

A
C

T
E

R
S

 

T
he

 l
is

tin
gs

 l
o

r 
m

ut
H

.c
/o

ss
 c

h
a

ro
ct

e
rs

 c
o

m
b

in
e

 t
h

e 
vo

rl
o

u
s 

h
e

o
d

in
o

s 
of

 a
ll 

th
e 

pr
e'

ltO
IJ

$ 
se

ct
io

J\
$,

 w
it

h 
th

e 
e

x·
 

ce
p

tl
o

n
 O

f 
m

o
n

k
s 

e
n

d
 d

ru
id

s.
 T

he
 In

fo
rm

a
ti

o
n

 Is
 a

rr
a

n
g

e
d

 1
0 

th
a

t t
h

e 
va

riO
us

 c
la

ss
es

 a
n

d
 le

v
el

. o
f 

th
e 

ch
a

ra
ct

e
r 

01
8 

lt
o

c
k
e

d
 I

n 
th

e 
o

p
p

ro
p

rl
a

te
 c

o
lu

m
n

, 
T

hi
ev

in
g 

p
e

rc
e

n
ta

g
e

s 
o

re
 l

il
te

d
 u

n
d

e
r 

th
e 

c
o

m
b

a
t 

In
lo

rm
oH

on
 w

h
e

n
 

ne
ce

ss
ar

y.
 

W
h

e
n

 e
n

co
u

n
le

t'e
d,

 m
ul

tl-
cl

os
s 

ch
o

ro
ct

e
fS

 w
ill

 b
e
 e

q
u

ip
p

e
d

 to
 o

p
e

r0
1

e
 In

 b
o

th
 o

f 
!h

e
Ir

 c
lo

ss
'u

, I
f 

p
o

ss
ib

le
. A

I t
he

 
O

M
'.

 d
is

cr
e

ti
o

n,
 t

h
e 

ch
a

ra
ct

e
r 

m
o

v 
o

n
ly

 b
e
 P

fe
p

o
re

d
 I

n 
o

n
e

 O
f 
It

l c
la

ss
es

. 

..
 -
.
~

JI
A 

I
V

..
 

IT
 

I.
 

!i'(
1 

4·
 ¥

If
 ~
M"
-
U
-

, ..
....

...
.
 --
-.
,.

. 
O

X
 

e
N

 
eM

 
C

L 
LV

 
"P

 
A

C
 

II
. 

,-.
-..,

-.-
, ,

-,
 

2
' 

..
 

a 
•• 

9 
to

 
iI

 

3 
Ih

E 
F 

4 
0 

M
 

10
 

a
M

 
..

. 
fT

 

fT
 

11
1 

f : 
iO

 
• 

6
"
 
.
.
.
.
.
 1
7

t
O

V
.
 

..
 

6
fT

 

1 
-e

 --
-M
-
-

N-
--

is
-

-9
-

-1
0 

-
19

-
10

 
17

 
FT

 
1 

9 
8 

rn
 

1 
8 

'h
 

M
 

C
N

 
10

 
10

 
7 

12
 

1
7

9
F

T
 

3 
22

 
8 

rn
 

3 
-

Y
--
"
'

-
M

-
" 

-
.,

-
" 

-
.-

v
-

g
-

e-
l'f

-
't

o
-,

w
---

--.
.-

i
O
~
F
 

U
U

9
7

 
•
•
 
7

.
t
 
•
•
 

-"
-

'-

i i 3 

+
D

 
oa

 
sa

 
+
H

"
 

M
S 

H
I -

,~
L
~
_
~
_

!:
'T

 ~
:-
~
-
"
--

~'
--

:I
...

l-J.
---

MI
--

-.
 

-

-
-

+. 

• 
1

2
. 

-
I
 .+.

 -
-

V
i 

II
. .11
 

ii
i 

II
I 

V
i 

-
1i

t 
50

 
32

 
32

 
x2

 
-1

1+
3

 
1/

1 
40

 
32

 
35

 
x2

 

-
-

-
-

eo
 
•
•

. 
-

-
.....

.. 
. -"-
~
 
~
 

.. 
_

Il
L

 

+
2

 

• 
• 

• 
• 

• 
w

 

4 2 

2 • 
2 2 

7 
20

 
'·

3 
SC

 

2 
4 

1-
4 

+
i 

7 
• 

, 
I 

iI
 

M
 
.
.
.
 

+
 

-7-
-
'0

 
4 

5 
7 

1·
10

 

7 
7 

1 
1 

15
 

1-
4 

-.-
.. 

• 
• 

Z
 

• 
9 

.
.
 

11
 

E
 

M
 

LG
 

12
 

12
 

13
 

12
 

9 
14

 
M

U
 

9 
28

 
8 

5 
5 

8 
4 

5 
16

 
1
~
 

M
 

FT
 

5 
11

1 
12

 
th

E
 

M
 

N
G

 
11

 
15

 
6 

13
 

13
 

11
 

M
U

 
3 

14
 

4 
2 

-
1 

1 
7 

6 
1 

7 
1
~
 

P
 

U
".

-
" 

Ii
-U

-0
-i

Z-
7-

U-
tl
-t

-:
~-

..
 -.-

t--
. -

... --
"' .

---
-

• ,
-,-

,-.,
--

~
.

. 
~
 

M
 
~
.
 

eN
 
It

 
• 

fa
 

it
 

.,
 

6
·R

 
,
.
.
.
 

-
+

f 
-

-
li
t

. 
-

-
-

• 
• 

, 
f 

..
 

M
 

15
 

1/1
 

M
 

N
 

11
 

6 
11

 
10

 
-1

1 
-

-1
t"

 
FT

 
3 

12
 

8 
3 

rn
 

16
 

1
/,

0
 

f 
C

N
 

12
 

8 
H

 
11

 
14

8
FT

 
3 

14
 

8 

n-
. 

1
6

" 
F 

l'
~

1f
 

eN
 

W
 

1
i 

1.
.-

-v
 

• 
W

 
iZ

 
1

9
V

,E
M

 
C

E 
1

5
8

9
14

10
 

20
 

'h
O

 
M

 
C

E 
12

 
14

 
13

 
12

 
18

 

11
1 

" 
fT

 
• • 2

Z 
• 

7
F

T
5

1
9

8
 

rn
 

5 
7

A
S

1
5

8
 

-
-

2 -

01
+ 

35
 

22
 

30
 

35
 

33
 

25
 

...-
- -

60
 

40
 

31
 

,. 11
1 

~
. 

I'l
l 

'" '" ~
"

:-
-

' 

-- ,3
 '" 

3 
2 

4
-

--
7

-
16

 
1"

-

7 
2 

8 
8 

23
 

1-
3 

• 4 2 

• 7 • 

, 3 

, 
• 

M
 

..
 

A
 -

-1
2-

-
~
·3
 

1 
1 

1-
3 

i 
1 

• 
I 

-I
I-

-N
)'

U
-

ii
 

..
 -
..

 -
, 

.==v
-.-

-. 
Ii

 
,-

-
-

-
.

-
.

".
 

=
 .

-..
....

 -
'-

"-
1-

2-
"-

" 
~

."
"'
-


... 
-. 

• 
, 

..
 

II
· 

O
f
t
 .
•
•
 
tt

.
:'

 
,t
t 

• 
~
 

••
 

· •
. 4

 
a 

I 
..

, 
..

. 



~
 

M
U

 
2 

1 
-

2 
38

 
E

 
M

 
NE

 
16

 
10

 
6 

14
 

11
 

11
 

TH
 

4 
15

 
8 

50
 

38
 

35
 

'" 
5 

2 
6 

7 
10

 
1-

4 
S 

1H
 

5 
55

 
45

 
41

 
" 

42
 

'h
E

 
M

 
lE

 
9 

16
 

12
 

12
 

15
 

8 
M

U
 

3 
14

 
8 

2 
7

8
7

6
2

2
1

-
3

S
C

 

I>
G

 
4 

11
1 



i!!
 

M
U

LT
I·C

LA
S

S
 

C
H

A
R

A
C

T
E

R
S

 

57
 

E
 

F 
IN

 
10

 
15

 
7 

16
 

10
 

e
F

T
S

 
19

 
8 

11
t 

.
,
 

8 
6 

8 
4 

17
 

1-
3 

S
C

,P
,R

 
M

U
 

4 
2 

tR
 

E
 

M
 

LE
 

12
 

12
 

9 
17

 
9 

16
 

FT
 

3 
15

 
7 

-
3 

-
11

1 
+

 2
 

5 
10

 
7 

3 
1 

1-
8 

P
 

TH
 

3 
50

 
37

 
35

 
~,
""
,~

.'2
r
-
.
_
"'

f)
.
-

..,
...

.-:
s~
R
"
 .

..
 _

_
 ..
. 

r
w

 
-f:

 ~L
l 
"
-~

1'
:;
!
t
~

·:7.
'.'
-
fI

i;
;J
~
'

7.
~-

_?:
;:

--
;,0
~

·:,
-~

~-
7"

t.
~.
$~
f,
 -*

~,
IO
!;_

 ~
~
~\
t
'
~
~~

t;~
 

11
 

V
ol

 
'W

',
 "

"
"1

2 
m

 
I 

M
_

'7
P

t.
' 

d 

M
 

C
E

 
13

 
13

 
9 

14
 

13
 

10
 

FT
 

3 
13

 
8 

11
1 

~
 

2 
d 

73
 

'h
E

 
F 

N
G

 
13

 
14

 
11

 
11

 
1

1
9

F
T

 
3 

18
 

8 
11

1 
7 

8 
9 

1 
8 

1-
4 

M
U

 
3 

2 
TH

 
4 

~
'
-

II
-:

-
r
.
u
-

. 
.

."
-.

":;
a.

l4' 
',

W
 

-"
" 

• 
. ,-

. 
-

\7
.·
,.

:t
t_
-
~

..
..
 

, ..
. '>

'_ 
..

..
. 

"
.
 

iii
 



~
 -

+
D

 
D

I 
U

 

...
: 

..
. ,

.:
t .

. e
' 

t 
.-

1 

+
 45

 
28

 
25

 
79

 
0 

.. 
O

N
 

12
 

7 
9 

12
 

18
 

11
 

}II
 

• 32
9

.
 

-
1/

+
5

 
1/

1 
1H

 
3 

."
 

22
 
'"

 
'+

 
• 

.. 
.e .

• , 
• 
.
,
.
 

" . ,
 

• -
... 

• 
I 

_
_ 

• 
~
 

82
 

0 
F

 
C

N
 

17
 

17
 

18
 

17
 

18
 

16
 

Ft
 

9 
82

 
II 

+
 1

 
+

 1
 

TH
 

11
 

95
 

S3
 

VZ
O 

M
 

LE
 

18
 

t7
 

14
 

14
 

19
 

12
 

FT
 

10
 

10
8 

7 
+

2 
+

5 
31

2 

'" 
4 

• 
• 

'" - ,.. 
'0

 
• 

• 

7 
7 

..
. 

., ...
......

 
• 2 

M
o' 

5 
1-

8 
S,

 .... 
6 

1-
6 

P
,W

,h
ot 

~
~
~

.--
a
-

f
a
, 

I
-

I.
 
~
!
-

.-
2-

' _
_ -

_a5
-
_B
L~

. 
_ 

e 
_..

.. 
II 
-

'~
i 

• 
·"
-
M

, 
I 

..
..

 1
1

·.·
 ...

..
 '
,
.
 

••
 

'"""
 

-+
i 

4f
t 

· .t
 I .

.
.
.
.
 

A
 

-
.... 
--

86
 

E
 

M
 -

-N
r 

-
'4

-
1'3

-
"5

--
1"3

-
-,-

--
-

9 
R

 
2-

--
tO

"-
.-

-
--
-
-
-
-

+
 1 

II.
 

6 
10

 
4 

3 
--

7 
1-

4 
TH

 
3 

45
 

3
2

3
0

 
'" 

87
 

'h
E

 
M

 
N

 
9 

13
 

11
 

12
 

U
 

15
 

M
U

 
1 

6 
II 

1 
2 

..
 

a 
.. 

12
 

1·
7 

TH
 

2 
45

 
16

 
20

 
lI'2

 
r 

....
 I--

.-
-..

.-9
-.

·.-
-f

 .. I'---
.'I~

~--
•• r":"'

~.~jt[
ii·,

..-
ifr~

r'I
I-
"-

-:
'_
 

=
;,

:=
'7-

-
iH'

~-
-=-

;'--
-"
"'
"""
-"
""

--
'''
'-'

'''-
''''

'.~
 

-
... 

II
 

" 
,.

..
. 

0
..

"
'47

 
o

t
t
 

90
 

'h
E

 
M

 
C

N
 

13
 

10
 

15
 

13
 

91
 

E
 

F
 

LE
 

11
 

15
 

11
 

10
 

11
 

11
 

• 
I 

F
 

94
 

G
 

M
 

95
 

Vf
E 

M
 

.
.
 
,.

 
li

e 

.
.
 

0 
..

 

C
It 

..
 

"
'41

 
1"

· 
1.N

 
17

 
13

 
11

 
15

 
17

 

lG
 

18
 

18
 

16
 

16
 

18
 

15
 

99
 

G
 

M
 

C
E 

11
 

15
 

" 
• 

: '
I 

• 
• 

• 
22

 
3 

• 

.. ..
 

50
 

• 

t'
 • 

-
+. 

1/
1 

40
 

15
 

15
 

x2
 

1/
1 

-
-

-
....

 
-

-
-

-
-

+
1

 
+

1
 

_
4 

0
/+

4
 

ii
i 

-.
. 3

 
10

8 
10

1 
85

 
.
'+

2
-
2

+
2

 
,4

 

H
O

 
94

 
82

 
x.4

 
+.

 .
.
.
.
.
.
 

M
 

3 
II 

5 
1 

5 
1-

4 

• 
a 

a 
2 

21
 

1-
4 

A.
,S

C
 

• • • 

, • 7 

....
.. 

7 • 
• 4 

19
 

1 .
...

 
S,

P 

9 
1·

7 
O

W
,P

 

...
.

. +
t-

-.
-.

.... V
+
.
-
.,
,-

...
,-
~

· 
~.
, 
.--

.. -
,--

, -t
t--

-.-
....

...... 
a
: 

. 
• ' 

•.
 r. 

,. 
:-.' 

_.
. 

...
.,. -

-,;
.,; 

' .. -. 
. • 

, 
-

11
+

3
 

11
1 

6
1

1
0

2
7

1
·3

 
50

 
35

 
31

 
x3

 
2 

+
1 

3 
9 

a 
a 

23
 

1·
3 



I 

L 

m:g 
- - . ... ---  . 

, :. 
.... 

- 

- -  .. 

L 

22 



i:l
 

99
-'

00
 

P
A

LA
D

IN
S

 

Iu
 0

 s
u

b
-c

lo
u

 O
f 
lig

ht
er

s,
 p

a
la

d
in

s 
h

av
e 

so
m

e 
o

f 
th

e 
sl

rl
ct

e
.I

 r
e

q
u

ir
e

m
e

n
ts

 t
o 

m
a

in
ta

in
. B

e
ca

u
se

 o
f 

th
is

, c
e

rt
o

ln
 

h
e

a
d

in
g

s 
(o

lth
ou

gh
 I

n
cl

u
d

e
d

 h
er

e)
 b

e
co

m
e

 s
up

er
flu

ou
s 

-
a

lig
n

m
e

n
t a

n
d

 ra
ce

 -
os

 a
ll 

p
o

lo
d

ln
s 

m
us

t b
e
 la

w
fu

l 
G

o
o

d
 h

um
an

s.
 S

in
ce

 h
lg

h
e

r-
Ie

ve
' p

a
la

d
in

s 
tla

ve
 s

om
e 

sp
el

l a
b

ili
ty

, 
th

el
ls

H
og

 f
or

 s
p

e
lll

.v
e

l (
S

lJ
 Is

 I
n

cl
u

d
e

d
 h

er
e

. 
T

he
 n

u
m

b
e

r I
n

d
ic

a
te

, t
he

 h
lg

h
e

sl
 'e

ve
l o

f s
p

e
ll 

u
sa

b
le

, w
h

ile
 th

e
 C

sh
o

w
s 

th
at

 th
es

e 
sp

el
ls

 O
fe

 c
le

ri
ca

l I
n 

n
a

tu
re

. 



11 
"
.
.
.
 

H
 

R
A

N
G

ER
S 

R
an

ge
rs

 h
o

Y
. 

m
o

te
 s

p
ec

ia
l 

o
b

ill
ti

e
s 

tn
o

n
 t

h
o

le
 li

st
e

d
 h

et
'e

, n
o

ta
b

ly
 In

 t
ra

ck
in

g
 a

n
d

 In
 s

ur
pr

l5
8.

 T
rO

C
ltl

ng
 w

as
 n

o
t 

In
cl

u
d

&
d

. 
b

e
ca

u
se

 I
t 

'I 
o

tr
e

cl
e

d
 b

y
 o

th
e

f 
v
a

ri
a

b
le

s 
th

oI
 t

h
e 

O
M

 m
ua

t 
m

o
d

e
ra

te
. 

Th
e 

o
b

lll
fY

 t
o

 I
U

lp
rt

 .
.
 a

n
d

 b
e
 

su
rp

ri
se

d 
,e

m
o

l n
s 

O
O

N
!a

nf
 a

n
d

 1
0 

'I 
no

ll
is

le
d 

h
er

e.
 

H
ig

h-
le

ve
l 

ta
n

g
e

r.
 a

re
 a

b
le

 t
o 

us
e 

b
o

ll'
l 

d
ru

id
ic

 a
n

d
 m

o
g

lc
o

l 
sp

e
tb

, 
t\

en
ce

 u
n

d
er

 s
p

e
ll 

I .
..

..
 ' 

(S
l)

 t
h

e
re

 o
re

 a
b


br

eO
O

H
on

s!
O

f b
o

ft
l d

ru
id

 (0
) a

n
d

 m
og

lc
-u

se
f 

(M
) s

p
e

ll
l.

v
.'

 •.
 T

h
eI

e 
li
lt

 th
e 

h
lg

h
e

"a
p

e
U

 c
o

s
la

b
le

 b
y
 th

e
 c

h
o

fo
cf

e
f.

 

fO
r 

m
o

re
 I

n
io

rm
o

tl
o

n
 o

n
 t

h
e

 r
o

n
Q

ft
f"

 
a

b
lll

tl
e

. 
a

n
d

 r
e

st
ri

ct
io

n
s

, t
h

e
 O

M
 s

ho
Y

ld
 c

o
n

su
l!

 t
h

e
 r

a
n

g
e

r 
se

ct
io

n
 o

j 
th

e
 

P
U

Y
lR

lH
A

N
H

O
O

K
. 

M
 

N
G

 
13

 
13

 
'\"

 
8

1
4

1
4

9
4

4
3

 
• 

2 
1 

1 

35
-3

6 
'h

E
 

t.4
 

N
G

 
13

 
i
3

"
'
0

1
6

9
1

'
2

4
 

31
2 

1/
1 

31
2 

8 
1 

2 
2 

37
-3

8 
H

 
M

 
lG

 
15

 

"""
 

"-
5

8
 

.....
 H

 
H

 
H

 

.. .. F
 

N
G

 
13

 
LG

 
17

 
lG

 
13

 

13
 

'4
 

12
 

,.
 

8 
9 

C
I 

3 
01

 

13
 

14
 

13
 

'4
 

16
 

14
 

12
 

15
 

12
 

12
 

17
 

8 
6 

" 
a 

''
'3

 
• 

34
 

2 
10

 
43

 
2 

.. , 01
 .. , D1
 

01
 

+
1 

+
1 

+
1 

31
2 

1/
1 

31
2 

9 
.. 

1 
6 

5 7 5 
• • 5 

• • 3 

• • 1 

5,
SH

 

• 
1-

6 

,. S 
'·

3 
M

 

1-
5 

16
 

1-
6 

7 24
 

1-
3 

5 5 A
 



tJl 

IA
 

IX
 

A
I. 

IT
 

n
.7

8
 

H
 

M
 

C
G

 
17

 

95
-9

6 
H

 
M

 
C

G
 

13
 

..
. 

W
I 

D
X

 
C

N
 

C
H

 
LV

 
.
.
 

A
C

 
II

. 
+M

 
+

D
 

D
I 

II
 

13
 

t4
 

12
 

14
 

12
 

12
 

63
 

5 
0

2
 

+
 1

 
+

 1
 

... , 0
' ... , 

13
 

15
 

8 
t4

 
11

 
11

 
45

 
5 

01
 ... , 

+, 
97

·1
00

 
S

ee
 M

U
Ln

.c
lA

S
S

C
H

A
R

A
C

TE
R

S
 11

51 

'A
T

 
IJ

A
T

 
AC

'I 
A

' 
PO

 
U

 
C

'I' 
,M

 
..

. 
31

2 
7

!
 

1 
5 

16
 

1-
5 

p,
 P

 

3/
2 

'-
5

 
• 

4
5

3
2

1
6

1
.
.
4

S
C

 



~
 

• 7 8 • 
H

 
M

 
G

 
F

 
H

 
M

 
H

 
M

 

2
7

0
M

 
28

 
H

 
F

 
29

 
'h

O
 

F
 

TH
IE

V
ES

 

Th
ie

ve
s,

 w
it

h 
th

ei
r 

sp
e

ci
a

l 
sk

ilt
s,

 h
o

ve
 m

a
n

v 
h

e
a

d
in

g
s.

 t
h

e
se

 o
re

 b
o

ck
sf

O
b

b
ln

g
 (

85
).

 p
lc

kp
o

ck
e

lln
g

 If
P

).
 m

o
vi

n
g

 
si

le
nt

ly
 (M

S
),

 a
n

d
 h

id
in

g 
In

 s
ha

do
w

s 
(H

S)
. T

he
 n

um
be

rs
 u

n
d

e
r 
e

a
c
h

 o
f t

he
se

 c
o

lu
m

n
s 

o
re

 th
e 

p
e

rc
e

n
ta

g
e

s 
re

q
u

ir
e

d
 

10
 s

u
cc

e
ss

fu
lly

 p
e

rf
o

rm
 th

o
l s

ki
ll

. E
a

ch
 p

e
rc

e
n

ta
g

e
 h

a
s 

b
e

e
n

 a
d

ju
st

e
d

 IO
f d

e
xt

e
ri

ty
 a

n
d

 r
o

c
e

, T
he

 o
th

e
r f

u
n

c
ti

o
ns

 a
t 

o 
th

le
l (

o
p

e
n

in
g

 lo
el

ts
, e

lc
.) 

o
re

 n
o

lli
sl

e
d

 h
er

e
, a

s 
th

ey
 a

re
 n

o
t c

o
n

si
d

e
re

d
 Im

p
o

rt
a

n
t I

n 
ro

rl
d

o
m

 e
nc

o
u

n
te

rs
. T

he
se

 
p

e
rc

e
nt

a
g

e
s 

ca
n

 b
e 

fo
u

n
d

 In
 t

h
e

 P
L

A
Y

lH
 H

A
N

D
IO

O
K

. 

Th
ie

ve
s,

 a
s 

a 
g

ro
u

p
. o

re
 n

o
ll
o

 b
e
 tr

us
te

d
. O

tte
n 

th
ey

 w
ill

 J
oi

n 
a 

p
a

rt
y,

 a
c

fl
n

g
 p

le
a

sa
n

l a
n

d
 tr

us
tw

or
th

y.
 w

h
e

n
 t

he
ir 

o
n

ly
 In

le
n

ti
o

n 
is

 1
0 

g
a

in
 a

s 
m

u
c
h

 a
s 

th
e

y 
c
a

n
 . 

p p 



IA
 

IX
 

A
I. 

11
' 

IN
 

W
I 

D
X

 
e

N
 

C
H

 
L

V
"
' 

A
C

 
+

H
 

+
D

 
D

I 
sa

 
"
I
iA

l 
P

I' 
M

I 
H

I 
.f

I 
A

I 
PO

 
SA

 
aT

 
1M

 
..

. 

~
 

H-
,-

cr
!""1

2-
7-

'2
-W

-
W-

'-
11-

.
-

' 
xA

 
90-

16-
"'

-,
-

,-
,-

"-
'-

'''-
,,,1

,1 
~
 

H
 

..
 

LN
 

12
 

• 
9 

...
. 

7 
11

 
12

 
35

 
• 

..
 

10
0 

M
 

71
 

6 
7 

• 
J 

23
 

..
. 

A
,1

e
 

..
 

H
 

M
 

LE
 

9 
11

 
11

 
15

 
11

 
to

 
5 

13
 

• 
-
. 

d
i
l
l
)
"
 

l1
 

7 
2 

..
 

5 
6 

• .
.-

II
I 

H
 

F 
U

 
7 

10
 

10
 

13
 

1
. 

12
 

.. 
W

i 
• 

-
1 

x
2

.
 

33
 

• 
..

 
a 

I 
7 

a 
'-6

 
.

50
 

H
 __

 F
_

N
_

'2
_

6
_

'
_

"
_

U
-
D

_
'

_
6

_
' 

_
_

 ' 
2

.
_ 

d
-
+

' 
3O

_
t6

-t
D

_
3

_
4

_
1 

_
_

 I
_

.2
_.

'.a
 

51
 

H
 

M
 

C
E 

8 
12

 
6 

15
 

11
 

10
 

6 
24

 
8 

-
1 

-
1 

x3
 

55
 

41
 

37
 

6 
3 

5 
8 

19
 

1-
4 

52
 

H
 

M
 

C
E

 
10

 
7 

12
 

16
 

13
 

12
 

8 
30

 
8 

_ 
-

2 
x3

 
+

 1
 

65
 

62
 

49
 

7 
8 

5 
2 

6 
1-

5 
P,

 R
 

53
 

H
 

M
 

N
E 

12
 

7 
9 

13
 

10
 

11
 

10
 

36
 

8 
_ 

)(4
 

-
60

 
78

 
63

 
9 

2 
5 

1 
24

 
1-

4 
S

 
5

4
 

H
 

M
 

C
E

 
6 

8 
10

 
13

 
13

 
8 

1 
4 

8 
_ 

1 
IC

2 
-

30
 

15
 

10
 

3 
4 

t 
6 

14
 

1·
3 

5
5

 
H

 
F 

IN
 

7 
7 

11
 

15
 

44
 

7 
40

 
40

 
8 

_ 
1 

_ 
1 

X
4 

80
 

78
 

63
 

4 
6 

3 
1 

17
 

1-
3 

S
C

 
56

 
H
-
M
-

Nt
-

7
-

40
-

'~
34
"

c..
-.;

.:.
--
..
-
-
-.
.
.
 

'12 
,e-

'»-
---.

-
7-

.-
.-

'--
-12-

-':
;r

-
57

 
H

M
N

E
9

9
1

0
 
.
.
.
.
 2

1
,
9

3
1

.
 

..
 

7
0

7
0

8
6

6
1

'
.
"
-
&

 
51

 
" 

..
 

LN
 

to
 

fO
 

6 
13

 
11

 
9 

.. 
t7

 
• 

-1
 

x2
 

..
 

SS
 

21
 

..
 

a 
6 

6 
20

 
• .

.-
&9

 
V.

 
hi

 
HE

 
f7

 
" 

.5
 

,.
 

17
 

" 
12

 
00

 
• 

+
1 

+1
 

-
.. 

+"
., 

1M
 

+
3

 
11

1 
1"

 
10

2 
• 

I 
9 

• 
11

 
,.

, 
JI

J 
H._

M_
I...E_

'_
t_

"_
'J_

' 
,_

,-
"_

1 
1 _

__
 -~
 

" 
1Q

.-
1.

Q
 
M
_

3
_

tQ
_
.
1
_

6
'_

'4
.-

!.
.-3
~
 

61
 

H
 

M
 

N
E 

8 
10

 
8 

14
 

15
 

12
 

3 
14

 
8 

x2
 

40
 

27
 

20
 

3 
6 

5 
3 

9 
1·

5 
62

 
H

 
M

 
C

E 
7 

11
 

5 
14

 
16

 
8 

9 
57

 
8 

-
1 

-
_

1
 

x4
 

-
70

 
70

 
56

 
8 

2 
6 

7 
23

 
1·

3 
5 

63
 

'h
E

 
M

 
N

 
9 

9 
12

 
17

 
17

 
9 

6 
29

 
8 

-
3 

-
x3

 
+

 2 
70

 
52

 
47

 
7 

10
 

3 
2 

1 
1-

-i 
64

 
H

 
M

 
N

E 
13

 
6 

11
 

14
 

8 
9 

13
 

53
 

8 
xS

 
-

10
5 

99
 

as
 

10
 

9 
7 

4 
20

 
1-

-i 
P,

 O
W

 
65

 
H

 
M

 
LE

 
11

 
9 

12
 

16
 

16
 

11
 

13
 

59
 

8 
_ 

2 
xS

 
+

 1
 

10
5 

99
 

as
 

5 
2 

3 
4 

1 
1-

-i 
P,

 S
C

 
~
 

r'
d6 

A
-

"
-

N
 

.-
U-

,0-
.. --

-.-
' ....

.. ,--
.6-

. 
-1

 
a

-
":

2
-

ao
-
s
J-

.
-

2 
11

) 
"-

1-
'--

"'-
67

 
VI

 
M

 
.
.
 

10
 

11
 

7 
13

 
.,

 
'2

 
6 

t8
 

• 
-

"
+

3
 

d 
-

60
 

57
 

• 
..

 
..

 
6 

, 
10

 
'-6

 
P 

61
 

H
 

F 
a

; 
13

 
• 

7 
..

 
I
' 

..
 

13
 

III
! 

• 
_

I 
_

I 
.
.
 

_ 
I
.
 

99
 

• 
• 

, 
3 

, 
23

 
..

. 
Ie

 
tR

 
H

 
F 

eN
 

12
 

12
 
.
.
.
 

II
 

12
 

2 
Ii

' 
_

I 
11

2 
-

..
, 

27
 

3D
 

3 
• 

• 
I 

9 
1-

1 
,7

D
-
.D

-
5

-
"

--
4D

_
lt

-J
O

--
M

..
-.

..
J

--
4

1 
• 
.
-
a

-
..

I
, 

, 
O

t. .
. ,

 .
. .

,.
..

..
. 
_

615 
_
"
_
.
_
f
O
_

"
_

6
~

6
.
-
.
u
_
"
"
 .. S

· 
71

 
H

 
F

 
C

E 
11

 
9 

9 
15

 
8 

9 
2 

6 
8 

-
1 

_ 
x2

 
-

35
 

21
 

15
 

3 
6 

7 
6 

16
 

1-
-i 

n 
H

 
M

 
N

 
9 

11
 

5 
14

 
14

 
13

 
2 

8 
8 

_ 
1 

x2
 

_ 
35

 
21

 
15

 
2 

6 
5 

10
 

16
 

1-
5 

73
 

H
 

M
 

l£
 

9 
11

 
11

 
11

 
10

 
9 

7 
19

 
8 

x3
 

-
60

 
55

 
43

 
8 

7 
10

 
8 

2 
1-

-i 
M

 
74

 
H

 
F 

LN
 

10
 

12
 

5 
14

 
12

 
14

 
9 

27
 

8 
_ 

1 
x4

 
_ 

70
 

70
 

56
 

4 
5 

10
 

9 
1 

1-
6 

P 
]

5 
H

 
t4

-'N
 

..
 

0 
12

 
15

 
15

 
9 

7 
3

7
'
 

-
1 

g 
6O
~
 

43
 

• 
2 

1 
2 
~
 

76
 

e-
u 
~

9
-

'
-

1i
-
-
U
-

13
-

'2
-

;'
-
<:
 

-1
 

iI
I~
r 

.
-
.
-

2I
f-

'-
'
4
-

1~
~
 

77
 

H
 

U
 

..
 

13
 

13
 

10
 

11
 

11
 

7 
l
'
 

• 
-I

 
01

1 
III

 
11

 
10

 
• 

3 
• 

• 
..

 
I.

, 
,.

 
E

 
F 

C
II

 
• 

• 
, 

..
 

10
 

10
 

12
 
3

1
,
 

_ 
-2

 
_ 

I 
..

 
+

1 
10

1 
99

 
~
 

• 
• 

9 
I 

11
 

1 .
. 

:: 
: 

: 
g,

_L
1.

..!
L

JL
I 

;a 
" 
I
t
:
 'M

 
:..1

 
, 

:!
 =

 
=:

:J
:.

, 
J 
L

'L
:~
 

81
 

E
 

M
 

N
E 

8 
11

 
10

 
15

 
9 

13
 

11
 

39
 

8 
_ 

1 
x4

 
95

 
91

 
80

 
9 

5 
4 

6 
20

 
H

i 
82

 
H

 
M

 
LE

 
9 

11
 

10
 

14
 

9 
7 

5 
15

 
8 

-
x3

 
_ 

50
 

40
 

31
 

6 
2 

2 
2 

11
 

10
3 

53
 

H
 

F 
C

E 
9 

12
 

13
 

15
 

15
 

12
 

4 
20

 
8 

-
_ 

1 
_ 

x2
 

_ 
45

 
33

 
25

 
1 

9 
1 

4 
16

 
1-

5 
M

 
84

 
H

 
F 

N
E 

11
 

9 
4 

17
 

8 
10

 
8 

35
 

8 
-

_ 
3 

_ 
2 

x3
 

+
 2

 
70

 
6

2
 

54
 

6 
7 

6 
8 

24
 

1-
-i 

85
 

H
_

' 
_

~~
Q 

• 
'&
-
1

5 
" 

fi 
1 

23
 

8 
-

I 
,a

 
4S
-
3
3
_
~

2_
i 

I 
l~

'-
l:
i-

86
 

H
 

U
 

C
I 

9 
• 

,-
ii
i 

' 
rr

-.
 

_ 
~
"
:

I 
10

 
.

-
..

 
If1

 
2 

24
 

"
"
 

.,
 

H
U

U
1

3
I
0

1
3

I
1

 
..

 
1

I
7

G
.
 

10
 

M
I 
•
•
•
 
7

7
1

 
.
.
.
.
.
.
 

• 
H

 
U

 
C

II
 

• 
• 

11
 

..
 

II
 

..
 

3 
.
.
.
 

-3
 

11
2 

+
2

 
..

 
27

 
31

1 
• 

, 
2 

• 
..

 
.
.
 

19
 

H
 

F 
C

I 
10

 
11

 
12

 
..

 
7 

It
 

to
 

• 
• 

-
-

2 
-

..
 

+
1 

10
 

,.
 

..
 

• 
I 

, 
1 

23
 

..
. 

"
'C

,R
 

.G
O 

H
_

M
 

IN
._

t2
_

t2
 

10
 _

.0
_

16
. 

91
·1

00
 

S
ee

 M
U

Ln
-Q

,A
SS

 C
H

A
R

A
C

TE
I'l

S 
lIs

l 



SAGES 

sages ore given two specloillstfngs. their mojor and minor fields of studY. The oreas of expertise each has In his maJOf field 
Is listed In the parentheses tha'follow It. The spell ability and spell level of eoch soge Is 0150 listed. Note that soges will be 
extremely reluctant 10 reveal these spells. For Information concerning a 5008 '5 ability to answer questions, see the 
DUNGfON MAmRl GUIDE. 

12 H 

H 

~~'~~,~s~l~f and Glantklnd (Low 6: Customs, LegendS 6: Folklore, History); Minor - Super· 

9 3 

Molor - SUpernatural I. Unusual (Medicine, Dweomercroft, 6;;,'n",1,;n. M.,;ophvi',es); 
mankind 

NG 12 -to 11 22 C6 9 8 5 8 
(SocIology, Politics & Genealogy. legends a Folklore, 

Ph''''~;'IIJ~'~.''~;)lI'h~'''' . 'c!><'m',;~' . ,,~h"8('~. a Enl,'n ... ,'"o); Minor - Humankind 
';;;'0' • . "em,"""oP';;' 5 8 13 R. R, P n; '"" • Art a. Music); Minor - Floro, 

o LEVEL CHARACTERS 

Whereas most 0 level characters ore overage In all respects, there are always a 'ew who are In some way above 
a .... erage. This table liSts the small amount of Information necessary for those abo .... e overage types that con be 
Included with o .... erage 0 level characters. 

To use the following lable, the OM may determine whether any g' .... en 0 lavel character Is above avarage by what
ever means desired. There are 50 fe-usable characters on the list and they may be lelected speclllcally or 
randomly roUed. Hit polntl 'or the IIgure are Usted, followed by the abova o .... erage statistic. These are only given 
for strength, wlldom, dexterity, and c onsfttullon, though you can make any at the other I tollsllcs higher. The 
column lor adjustments lists any changes 10 combat or saving throws lor that IIgure. Conslltutlon adjustments have 
already been IIgured Into the hit points. All abbraviatlons are those standardty used throughout this booklet. 

This table may be used 'or men-at-arms, city patrols, mobS, bondlts. pllgrllT\$, guards, and many other Instances, 
Since these are not developed choroclers, they mov be feused without d lfUculty. Howeve" variety II encouraged. 
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Number H"PoInts 

~-~ 
.. , ." . - .. . . . "",{", .. ,. 
,.... ., •. \'Iv' .. . . .~. , 

~ '
" .'" ,. ",. t-~· .,', " -' ... 1 t·' , 

g,;- ..... . .... ,1. ' • . - ".' ..... ':., -- . ... . ... , .... . 
" ~~':"oo,~~."., ." . ,'.' .... 4'\' 

11 ·12 
13-14 
15-16 
17·18 

31032 
33<14 
35-36 
37-38 
39-40 

6 • 5 
3 

5 
3 
4 
2 
8 

175, 150. 15C 
18C 
165. 16W.15C 
18i02S 

17C 
165. 17W 
18W 
165, 17W 
17C 

+1H.+1D. -1 08 

+1H, +2S8 
+1H, +30 

+1H,+3S8 
+45B 
+1H,+3S8 

fJ ~~
~~'~~~;""r: .': ~"~I,,"''''~''~'I!I::~' - -- '" ,~~ ..... -, .... ~~r.'·'·'.' . ~,,'t.. ~\ ..... 'ro'" ... 

~:M
'" ...... ., '.' '. ..'. ," ... ,'" . ,::.' 

-! ,I," .~, ..,.,._ 11-.. ;. .... , 
.. ,t." .)~. .~.,.;, .''::~'. ',.. . .:'" .. , """~' • 
~ • ..i.: .:I'.~ . , " .", . '.',. . .',' flo :- ... ' .~ >, 

5 
3 
2 
3 

__ 0 :---,--___ 5 

175, 180 
181605,150 
18171S.15W 
175,170 
15C 

+1H, +10, -408, +3R1AT 
+2H, +30, _ 10B 
+2H, +30, +1 S8 
+ 1 H, + 1 0, - lOB, +2R1AT 

:ttl ~ .. -.' ....... - •. , ,-..". ~'f"~ -, ." ..cs., .. ~~~{~ ~ 
.li(,", , '. ~ ., .. .,. . ' "" *. II ,. . ..., , .. ..,;" ..•.. , "f. '. '.'.' ',' 'J; 

~~?~- v ... _:· ", " .-,4; .... \ .. "" 
• " ···.I~ ..... ~' . ,I' i ' ... )o.{I..":"l 

~~>;..I •• y, ,~,.,..~ . .:.. •..• -'#' ,,. -,' 
'.' "".""_ .~,-">~. ',L~_ . L'/-

93-94 
95-96 
97·98 
99-100 

4 

• 7 
3 

165, 15W 
18C 
18W 
160 

CARAVANS 

+lH, +60 
+1H,+10 
+10, _ 40B, +lRlAT 
+1H. +30 

+10,+1S8 

+ 458 
-20B, +3R/AT 

The tour corOVON listed here are typical of those commonly encountered. Several of the headings are unique to 
this sectlon. 

Total Size: This Includes all membefl, a lso leoders and lollowers. All caravans are human, but this dOes not 
necessarily mean thot a corovan cannot hove deml·humoN or be mode up 01 only deml·humans, tt 
will be up to the OM to decide. For simp licity we are giving human carovaN onlV, 

Moster Merchant: this Is the organizer Of appointed spokesman of the merchants. His 'evel Is Indlcaled In the 
parenthesis orter his Ittle. His a lignment will be neutral, or one suited 10 the campaign. 

"of Merchants: These are the merchants under the Moster Merchant. They may be associates. underlings. etc, 
their alignment wllllallow the guidelines lor Mosler Merchant. They will hove 1-6 hit points, 

It of Drovers: Drovers will have trom 2·7 hll points. 

"of WagoN/Mules: This Is dependent on the campaign and the terrain. Other possibilities Include camels, 
elephants. elc. 

Mercenary leaders: level and clost are IndiCOled, followed by anv magic Items possessed (the copllallerters). 
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Mercenary Guards: There are 7 different types 01 units, composed as 'allows: 

Unll1 - heavy warhorse, plate moll and shield, lance, sword (allllrst level fighters) 
Unit 2 - medium warhorse, chain moll &. shield, lance, sword 
Unit 3 - medium warhorse, chain moll "shleld, lIail, mace 
Unll A -light horse, sca le mali, light crossbow, sword 
Unit 5 - chain moll , pole arm, mace 
Unit 6 - chain mali, heavy crossbow, mace 
Un"7 - ring moll &. shield, spear, morning star 

Adyenturer Followers: These are non-merchants travelling with the caravan. Those characters below the highest 
level of the some closs will seNe as his or her followers. Mogle Items are Indicated In the 
some manner as with leaders. 

All caravans will have a pay chest containing 2,CICJO..A.1XXl gold p ieces. 100-400 platinum pieces, and 4-16 base 100 
gold piece gems. 

Merchants will usually hove types J. K. l. M. N, and Q treasures. 

Mercenaries will have type K lTeasure. Leaders wlll have type M treasure. 

CorO\lon «1 Totol Size; 230 

Moster Merchant (O): • I W 
13 12 7 

" of Merchonts: 21 

, 01 Drovers: 21 

II of WagonsfMules: 6 wagons 

Mercenary Leaders: 6th level fighter, P 
5th levelltghter 
2nd level fighters (x12) 

Mercenary Guards: Unll1 - 17 
Unll2 - 3A 
UnI13-17 

Adventurer FoJiowers: 5th level cleric 

Unlt4 -17 
Un1l5-17 

9th level thief. OW. P 
7th level thief 

Coravon.2 Total SIze: 2A5 

D C 
10 7 

CM MP AC AO A' SA cn MI 
12 7 5 9 2 5 9 R 

Un116-17 
Unlt7 -51 

Mosler Merchant (0): S I W D C CMH, AC AG A' SA OT MI 
13 12 12 7 10 14 5 8 8 5 6 6 

* of Merchants: 23 

II 01 Drovers: 23 

II of WagonsiMules: 10 wagons 

Mercenory Leaders: 81h level flghler, SH, P 
7th level fighter. P 
2nd level fighters (x12) 

Mercenary Guards: Unit 1 - 18 
Unlt2 - 36 
Un1l3-18 

Unit 4 -18 
Unlt5-18 

Adventurer Followers: 8th level magic· user 
9th level thiel, S, OW, P 
5th level thief 
5th level thief 

Coravanll3 Total Size: 140 

Mosler Merchant (0): • 9 
I W 
12 • 

Un1l6-18 
Untt7-54 

DC CHHPACAOAPSAGTMI 
10 10 13 2 7 A 3 1 14 M 
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"ot Merchants: 12 

"at Drovers: 12 

"of Wagons/Mules: 8 wagons 

Mercenary Leaden: 11th level fighter, A, S 
10th level fIghter, S, OW 
2nd level fighters (x12) 

Mercenary Guards: Unit 1 - 10 
Unlt2-20 
UnltJ-10 

Unlt4 -10 
Unlt5-10 

Adventurer Followers: 5th level clerIc, SC, OW 

Coravan/t4 Total SIze: 192 

Master Merchant (2nd level fighter): 

"ot Merchants: 17 

It 01 Drovers: 17 

"of Wagons/Mules: 30 mules 

S I 
12 12 

Mercenary Leaders: 10th level fighter, A 
9th level fighter, S 
2nd level fighters (x12) 

W D 
12 7 

Mercenary Guards; Unll1 - 15 
Unlt2- 30 
UnltJ-1S 

Unlt4 -15 
UnitS-iS 

Adventurer Followers: 10th level thief, R, M 
3rd level thief, OW, M 
3rd level thief 

Unlt6-10 
Unlt7 - 30 

C CHHPACAQAPSAQTMI 
13 15 16 6 6 3 5 19 SC 

Un1l6-1S 
Unlt7-45 

CITY QUARDS, CITY WATCH, BORDER PATROLS 

The Ilsllngs here are fairly self-explanatory. Nearly all guards. watches, and patrols will wear either chain moll or 
scole mall . The watch mayor may not carry shields. Bader patrols and city guards will always have shields. 
Border patrols will be mounted unless cIrcumstances dictate otherwise. The highest level fighter of any group will 
always be the commander, with the levels below him tilling the ronks of lieutenant and sergeant. Maglc-IJl8fS and 
clerics will actas advIsers. All magic Items are Indicated by the capltalleHersatter the listing 01 the character. 

CltyQuard 

.!1 
1 fourth level tighter 
1 third level lighter. M 
1 third level magic-user, OW, R 
12 mercenaries (chain moll, shield, spear and short sword) 

n. 
1lourth level fighter 
1 third level lighter 
1 first level moglc-user 
10 mercenaries (scole mall, shield, 11011. and long sword) 

t3 
Tsecond levelllghter 
1llrst level magic-user 
7 mercenaries (banded mall, military lork, and longsword) 

H 
1lltth level lIghter. M 
1 fourth level fighter 
1lhlrd level fighter. P, OW 
1 fourth level mogle-user. R 
16 mercenaries (scale mall, partIsan. and longbow) 
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city Watch: Day 

11 
1 second le ... el flghler. SH, OW 
110urfh le ... el cleric 
5 mercenaries (studded leather. shield , and broadsword) 

.2 
TIlrslle ... elllghler 
1 fltth le ... e l c leric, A, SH 
5 mercenar ies (chain moll, halberd, and mace) 

City Watch: Night .. 
"'ffIlth le ... ell1ghter, OW 
110urfh level c leric , R 
10 mercenaries (scale moll, longsword, and light c roubow) 

11. 
110urth le ... el fighter 
1 second level cleric, SC 
10 mercenaries (chaIn moll , liall , and specr) 

Iord.r !'atrots _ All flghlersabOve 0 le ... el ho ... e p late moll and shIeld, lance, flail , and longsword. 

fi 
1 sheth le ... ellighter, A, SH, S 
110urth level lighter 
" second le ... el flghler, A 
3l1rs! le ... elltghters 
13 men-at-arms (sca le moll, shield, shortbOw, and mace) 

.2 
1elghlh le ... el lighter 
" flffh le ... elllghter 
1 second level lighter, P 
4 flrsl level flghlers 
23 men-at-arms (chain mall , shIeld, composite shorfbOw, and bottle axe) 

n. 
1 se ... enth le ... el ranger, P, p. S, OW 
1 fourlh 1 ..... 1 ranger, P 
1 second I .... elranger 
4 flrsl ' ..... fllghters 
"6 men-al-arms(studded leath.r, shield . light crossbow. light horse, lance, and shorf sword) 

PILGRIMS 

Thelollowlng lectlon on pilgrims pro ... ldes 4 dlNerent sized groups. The make-up 01 each group Is listed as follows: 

Number of 0 le ... el pilgrims 
Number at cl.rlcs, divided by level 
Number of Ilghlers, divided by le ... el 
Number 01 thle ... es, divided by level 
Monk (II any) 
Moglc-us.r [II any) 
TOIOI 

No stallsftcs ore provided lor adventurers as ttI.se may be randomly determined on the preceedlng tables. No 
alignment has been given for any group and alignments may be determined by the campaign or on the table 
below: 

lawful Neutral 

~~~~~~~~~a~'~'~d~'~U;'d~';)~~~~r-____________________________________________ -----t ~ I ~ 
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Pilgrims and monks usually hove type J treasure, Fighters usually corry types l and M treasure, Clerics may hove 
types J, K, and M treasure, Moglc-users otten carry types l , N, and Q treasure, Thieves will hove types J, N, and Q 
treasure, 

Group.1 

80 pilgrims on loot 
5 second level clerics 
4 fourth level cl@lrlcs 
1 sixth level cleric 
1 eighth level cleric 
1l1rst level lighter 
2 second level 

I I I 

Group '3 

10 pilgrims on loot 
A second level cleric s 
310urth level clerics 
2 sixth level clerics 
1 eighth level cleric 
1l1ffh level monk-
21 flgurel 

Group.2 

90 pilgrims on horseback 
.( second level c lerics 
4 fourth level clerics 
2 sixth level clerics 
1 eighth IAvel cleric 
2 tlrst level lighters 
1 second level tighter 
1 third level tighter 
210urth level lighters 
1 sixth level tighter 
1 seventh level lighter 
1 seventh level thlel 
1 eighth level magic-user 
111 figures 

Group.4 

30 pilgrims on loot 
S second level clerics 
4 fourth level clerics 
1 sixth level cleric 
1 eighth level cleric 
1 seventh level maglc-user 
42 ligures 

- "the pilgrims are chaotic, no monks will be present. 

BANDITS AND BUCCANEERS 

Bandits are explained In the MONSTIR MANUAL leaders will always be accompanied by their bodyguards. The 
number of horses entry Includes those being ridden and spare mounts fOf the band. 

All bandits will have type M treasure. Magic Items are Indicated by capital letters. 

The unl1 types lor bandits are: 

Unlt,1 - medium horse, chain mall , shield, &.sword 
Unlt.2 - light horse, leathers, shield, &. spear 
Unlt,3 - light horse, leathers, &. light crossbow 
Unlt,4 - leathers, shield, &. sword 
Unlt,5 - leathers &. pole arm 
Unlt,6 - leathers &. light c rossbow 
Unit 117 - leathers and short bOw 

BandIts ,1 Total Size: 199 

leaders: 1 tenth level lighter, SH, S, OW, P 
1 seventh level lighter, S, P 
611rst level fighters (bodyguards) 

Additional High level FIghters: 

5 third level lIghters 
510urth level lighters 
4 fifth level lighters 

Bandits: 

3 sixth level fighters 

Unit ,1 -17 
Unlt1l2-17 
Unltt3- H 

, 01 Horses; 97 

Unlt,4- 72 
Unl"5-17 
UnIU6-17 
Unl1l7-17 
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Bandlts,2 Total Size: 52 

leaders: 1 eighth level tighter, SH, A 
1 seventh level fighter, A, SH, P 
6 second level tlghters (bodyguards) 

Additional High level Fighters: 

2thlrd level lighters 
110urth level lighter, OW, P 
111tth level fighter, SH 

Bandits: 

Unit #2 -10 
Unit,. - 30 

, of Horses: 40 



8ondlh.3 Tolal Size: 90 

leoders: 1 eighth level lighter , P 
1 seventh level fighter , A, S, OW 
6 second level lighters (bodyguards) 

Additiona l High level Fighters: 

4 Ihlrd levelllgh'ers 
3 tourth level tlghters 
211lth level tlghters 

Bandits: 

1 sixth level fighter, A, SH 

Unlt,1 - 10 
UnlU3 -10 
Unll.4 - 30 
Un11l5- 10 
Unlf,7 - 10 

Addilional Adventurer Characters: 

1 filth level cleric, SC 
1 fourth level cleric, SH, M 

It ot Horses: 50 

8ondlts'4 Totol Size: 123 

leoders: 1 ninth level fighter,S, R, M 
1 seventh level fighter, S 
6 second level flghte,.. (bodyguards) 

AddlHanol High level Fighter.: 

5 third level fighters, R 

Bcndlh: 

2 fourth level lighters, S, SH 
3111th level fighters, S, p, A 
2 sixth le\lel fighters, S, S, M 

Unll,1 -10 
Unlt,2 - 15 
Unll,3 -20 
Unit'. - 20 
Un1l1l5-15 
Unlt,6-10 
Unit t7 -10 

AddltlonolAd\lenture Characters: 

1 sixth level cleric, W, P 
1 seventh level moglc-ul8r, W, R, M 

luccan .. rs • 01 Horses: 80 

The buccaneer group given Is divided between three ships (0 nao, corrack, or cog). Each ship may hove up to 
three bollislae mounted on II. Ships may be used as a group or as Individual units. For more Information on ships 
see Waterbome Adventure. In TKI DUNGEON MAmaS GutDl, 

All buccaneers may hO\le type Ktreasure. Magic Items are Indicated by capltol letlers. 

The unit types lor buccaneers are: 

Unll,,1 - chain moll , shield, sword, 6. hand axe 
Unll,2 - chain moll a sword 
Unll,3 - leathers 6. shield 6. lWord 
Unit 114 -leathers a spear 
Unlt,5 - leathers a axe 
Unlt.6 - leathers a heavy croubOw 
Unlt,7 -leathers alight crossbOw 

Ship "1 Total Size: 91 

leaders: 1 tenth level tighter (captain), P 
210urth level lighters (motes) 

Buccaneers: 

Unll,1-15 
UnIl1l4-25 
Unl'1I5- 20 
Unl,.7- 25 

Additional HIgh level Characters: 

~~lh~I'~d:~I~;:~~~~~~:~,C.u •• ,. 
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Shlp.2 Tolol5lze: 84 

Leoders: 1 seventh level lighter (lieutenant) 
1 fourth level tighter (mote) 

Buccaneers: 

Unll,2 - 10 
Un11U-25 
Unll'5-2O 
Unitlf7 - 25 

Additional High level Charocters: 

1l1fth level fighter, S, P 
1 thIrd level lighter, OW 

Toiol Size: 85 

leoders: 1 fourth level fighter (mote), OW, P 

Buccaneers: 

Unll/l3 - 30 
Un1l1l4-25 
Unlf/l6 - 25 

Additional High level Characters: 

1 twelfth level cleric, A, SC, OW, M, W 
1lltth levelllghler, S 
21hlrd level fighters 



COUATL, KI·RlN. SHEDU 

These monsters ore prOylded so that random encounter. with each will not delav the game while the OM 
determines the powers. Each represents 0 typical example and Is provided with hit points, magical and psionic 
power •. The OM should feel free to olter these power, to fit his or her campaign. More Information about each 
monster con be found In the MONITII MANU .... and Information on spells and psionic, Is k)coted In the PlAYlts 
HANDeOOK. 

CoucI" 
Hit points: 46 

Flfth level magrc-user 

Spells: flnt - magic ml"'~, .... P. charm perMn (x2); s.cond - deteot Invisibility, conHnualllghlj third ---. 
hkMIlo pow.,.: 

Minor; 
Anlmallelepathy 
Celt adjustment 
Clairaudience 
Detection of magic 
ESP 
Mind over body 

_u 
Hit points: 4i 

Pslon~ powers: 

Minor: 
Bodyequillbrium 
Clairaudience 
Detection of good or evil 
Empathy 
Hypnosis 
levltatlon 
Mind over bOdy 

K .... n 

Hit points: S1 

MajOr: 
Olmenslon walk 
Molecular rearrangement 
Telempothlc projection 
Telepathic proJection 
Telepathy 

Major: 
Body control 
Dimension dOOr 
Dimension walk 
Energy control 
Molecular manipulation 
Molecular rearrangement 
Telempathlc proJection 

Spells: PI,.' - hold portol. moglo m ...... (x2t light (a). shocking grasp. mending; s.concl - In ..... lblltfy (X2). 
mllTOf trnoge, w.b (x2). shatt ..... ttnklng oloud (x2); third - gu.t of wind (x2). tIow, dilpel moglo 1x21. flrebon t 

protecHon hom .'111. 10' rodlul; Fourtfl - contwlon IX2l. minor glObe of InVUlnerability. potymorph oIMr, 
ohCIrm 1ftOftI"', Ice .tOI'n\i PIfth - conjure ok .m.ntal. clouclklll. teeblemlnd, co .... of cokt 1x2); Sixth -
dlMnt-sllfU". oeas.1nvIsIbIe 11o •• r. repullkm; Seventh -11m"" wish. oharm pklntl, Ie"'" grGYlty; Eighth -
Otto'.lrr..a.ttbIe dono_: power word, blind: Ninth - wish. 

Palon\c pow .... : 

Minor: 
Clairaudience 
Ckllrvoyonce 
Detection 01 good or evtl 
Empathy 
ESP 
Expansion 
Hypnosis 
Levitation 
Molecular agitation 
Precognttlon 
Reduction 

Major: 
Astral projection 
Dimension door 
Eth8feolness 
Shope oltMotlon 
Telekinesis 
Telepathic projection 
Teleportotlon 
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LlCHES 

As lIehes Joke a great decl of time to prepare, the following two are provided lor those Instances when they are 
encountered as wondering monsters, It would be best to have these monsler. prepared oheod of tfme or placed 
Instead of as random encounters, but this Is not alwcys poS$lble. The spells listed have been chosen tor attock and 
defense capabilities. It Is possible. 'f a lIeh hos hod adequate advance warning. for special spells to be prepared 
(for example, guards and wards., ~Qlnen'. fatthful hound or InYlsIbIlIty) In place 01 those l1sted. 

All lIohes hove the following abilitIes In common: AC: 0, No. of AttackS: 1, Damage/Attock: 1·10. Opponents 
touched by a lIeh must sove VI. paralyzation. Any creature below 5 hit dlce/leveJs wit! Qutomatlcally 'lee In leor 01 
the slghl of a IIch. lIehes ore Immune to the following forms of oHack: polymorph, cold, electrtclty, trllG"Ity, 
oharm, .... P. and d.ath ... ..,.ymbo ... 

lIeh .1 

Hit Points: 51 

Formerly 18th level moglc-user, _. 
fin': magJo m ...... (x5), oharm penon, protection from good. ttlooldng grasp; Second: mirror Image. 
InvlllbUIty, ahaner, .Unldng olOud. web; third: dllpel mogic, hold penon, Ughtnin9 bo" (x2), .Iow; fOurtt't: 
contusion, Ice storm, polymorph .. 11, bestow ou,...; fifth: oloudklll, cone o. cold, magic )ar, extension In, 
passwall; Sixth: dlslntegroM, fteIh to .tone, death .apelt; $eYenth: monster summoning V, pow ... word stun, 
van .... ; Ilghth: OHo·.I ........ Ub .. dance, rnou charm; Ninth: flme .top. 

This IIcn has one less fourth level spell and three extra first level spells because II has casl a lary's mnemonic 
enhancer on Itself. 

Llch '2 

Hit POints: 48 

This IIch was formerly a double-clossed human moglc·user/clerlc, 19th ond 21st levels respectively. As It wos on 
evil clerlc, lt has retained allitsclerlcci spell abHlty. 

C .. rtcallpells 

flnt: command,(x2), 0 ... ,... (x2) , cause light wounds (xl), protection from good, darlene.., detect good, oreate 
water, Second: hold person (x3). spiritual hommer, N.t fiN, silence, 11' radlusi snake charm (x2), apeak wtth 
antmal .. augury, know alignment; Third: animate dead (x3), bestow cu,.... CCIUN bllndn .. (x2), 0"" 
dIMoN, dispel mogtc (x2) , continual dark"",i fourth: OOUN .. rtous wounds (x3). poIIon (x2), sttold to snak .. 
(x2) , protecflon from good, 10' rodlulj oonfUM tongue" roIM water; fifth: 001.1 .. orttlcal wounds. d .... good, 
flame dftke, IMee' plague. q ..... t. slay living, true ... Ing. plane shift; SIxth: animate object, bIode bomer, 
c~ure anlrnah (x2). word Of Neall, hannj hv.nth: oate. symbol. 

Moglc-userSpda 

PInt: spider ollmb, magic m ...... , affect normal fiN" ventriloquism, enlo",e; Second: Invtalblllty, knook. 
stinking oloud, web, pyrotechnlcsj third: monster summoning I, phantasmal toree, protectton 'rom normal 
rnlNI .... flrebofl, If9htn1ng botlj fourth: mon.ter summoning II, polymorph other. enchanted weapon, tire 
ah'-lel (type B), wol Of lcei ftfth: oonIure earth e .. mental; tHblemlnd, monster summoning III, anlmol growth, 
teleport; SIxth: monster summoning IV. g~ of Invulnerability, otIluke's freezing .pherej Seventh: monster 
summoning V, phaM door. vanlshj Ilghth: monster summoning VI, maze, power word, bIIndj Ninth: mo ..... r 
summoning VII. 

DUN~EON PARTIES 

The following dungeon portles are provided for the OM In Instances where he or she doesn't wish to delay the 
geme to creote his or her own porty. Two groups are given lor each dungeon encounter level. These are labeled 
with the number of the level and on A or B. Unlike the non.player choracter listings. the Individuals In these groups 
do nol have separate statistics. If these are desired, they may be generoted randomly or previous sectlom of this 
booklet may be ulflized. Also. unlike other sections of THllOCMJU .AWR', magiC Items possessed by the 
members of the group are speCifically named. This Is to help ovoid the famlllor problem 01 discovering that the 
sloln maglc·user did have a ring Of Invisibility (that he torgot about naturally). 

The OM should exercise great care In using this table. If ony magiC Item does not tit Into the campaign, It should 
be removed or replaced. Even more Importantty, one dungeon group should never be used so many tfmea that 
the players become familiar with It r'You see 0 party of figures, 51n 011." "If must be dungeon group 681". It Is 
advised thot 0 record of how many times 0 particular group Is encountered be kept alongside It. After 2 or 3 
encounters, the OM should olter the group In some way to Insure variety. 
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The possible alignments lor each group are given a. guideline • • It I. not necelSClry that all characters In the group 
be of the same alignment and In lOme cases. II will be Impossible. The IIsled alignments were chosen for the mOlt 
harmonlou. group. possible. given the character type • . 

These group. should be run IntelUgentlyand aggressively. After all. they too are otter lome. fortune, and magic. 

Dungeon Partv,1A , of ligures: 9 Possib le alignments: N, NE, eE, lE 

Flnt level fighter, ICroIl of protectton trom rnog6c 
Flrsllevel tighter 
First level thlel 
Second level c leric 
5 men-at-arms 

Dungeon Party .1 8 I of figure.: 8 

Second level poladln .... ... hleld, + .. dogger 
Flut level ranger 
First level "ghler 
First level moolc-user 
Flrslle'lei cleric 
3 men-ot-arm. 

Dungeon Party,2A 

Second level cleric 

, of figures: 7 

Second level 'hE tighter/magic-user 
5 men-at-arms 

Dungeon PQrfY .28 • of figures: 6 

First level polodln, + 1 plat. mall 
Second level cleric 
Flut level 'hE flghler/moglcoUser, ..... chain mall 
Second level 0 lighter 
2 men-ot-orm. 

Dungeon Party '3A " 01 l igures: 9 

third level 0 fighter, + .. arrow. (Ki0) 
third level V,E Ilghter/moglcoUser 
Fourth level thief 
Second levell/ghler 
Third 1"'1el cleric, + .. mac. 
4 men-ot-orm. 

Dungeon Party 138 " 01 lIgures: 7 

Third level o lighter. + "shield 
third level Dllghler 

POlllble alignments: lG 

POSilbie alignments: any 

Possible alignments: lG 

Possible alignments: N, NE, CE, lE 

POISlble a lignments: N, NG, NE, CE, lE 

Second level magic-user (hireling), + .. dagger 
Fourth level cleric, + .. mac.,acro" of augury 

First level G fighter/illusionist (henchmon), acrol of parotyJotlon 
Third level V, thiel, broc.,. of defenM, AC 5, potion of Mallng 
third level11ghler 

Dungeon Party,,41\ II olliguras: 6 

Fourth level cleric 
f irst level cleric (henchman) 

ThIrd level thiel, rtng of protection, + .. 
Fourth level moglcoUser, potion of tnvlllblitty 

POlllbla a lignments: lE 

flr.t level V,o tlghler (henchman), potton of Mrolam 
Fourth level monk 

Dyngeon Party '48 , oJ ligures: 6 Possible alignments: any 

Fourth level cleric, + .. moe. 
Second level lighter (henchman), + 1 sh~kI 
FIrst level l1ghter/maglc-u58r (hIreling), + .. chain mall 

Firth level lighter, + 2 bOlts (x15) 
Second level lighter (henchman) 
Third level E tighter (henchman), poHon of .xtra-hHllng 
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Dungeon partyfllSA , 01 flgur,,; 8 Possible alignments: N, CE, NE, lE 

Fifth level cleric, potton Of healing 
Second level E flghterlmaglc-user (henchman) 

Fifth level fighter, + 2boHi (XeC) 
Second level lighter (henchman) 
First level cleric (henchman) 

Fourth level E cleric, + 1 moe. 
Second level VIE maglc-userfthlef (henchman), rtng Of proteotlon, + 1 
Second level lighter (henchman) 

Dungeon Party'58 "ofllgures: 8 Possible a lignments: N, NE 

Fifth level tighter 
Second level II1E flghter/maglc-user/clerlc (henchman), potton Of growth, IOroa Of exteneton II, phanta. 

malforoe, and tevttote 
Th ird level lighter (henchman), + 1.h'-kl 
second level th ief (hireling), + 1 IWord, IOroll Of proteotlon from undead 

Sixth level magIc-user, rtng Of prot~flon, + 1; patton Of climbing, potion Of ftylng 
Flflt level D "ghter (hIreling), + .. battM axe 

Fourth level cleric, + .. Ihleld, + .. mace 
Second tevellJghter (henchman) 

Dyngeon Porty!6A #I of ligures: 4 Possible alignments: any 

Shrth levet maglc-user, + .. dogger, rtng Of protecHon, + 2 
Sixth level tighter 
Fourth level VIE cleric/magic-user, + .. ehGln maH 

Second level fighter (henchman) 

Dungeon Party '68 "ofUgures: 5 Possible a lignments: NE, CE, lE 

Seventh level assassin, + 1 leather, rtng Of protectfon, + .. 
Sixth level thiel, + 1 leather, + 1 .word, patton of tMallng 
Fourth [evel fighter, acral of protecflon irom poueltlon 
Fifth level magic-user, + .. cIo9ster, potion of Invlt&blllty, potion of growth, potion of heClllng 

Third levell/zO cleric (henchman) 

Dungeon pgrty If7A If 01 flgyres; 6 possible ollgnments: N, NG, NE 

Seventh level thief 
First level clerIc (henchman) 

Sheth level thiel, + S,word, brae.,. Of deien .. , AC 4 
Second level V:tE druid (hIreling) 

Seventh level G illusionist, potton of .xtra-heallng, dust Of appearance 
Second level assos.sln (hireling disguIsed as a thief) 

Dungeon Party j]O «91 flgyres; 7 POHlbie alignments: N, NE, CE, lE, NG 

SIxth level D lighter, + 2IWord 
Sixth level magic-user, brace,. 01 delen .. , AC 6, wand Of enemy detection 
SIxth level fighter, + 2 ptat. man, + Slhleld 

Fourth level cleric (henchman), + .. moee,acroll of neutralize poIton 
Fifth level 0 thief, pseudo-drogon 
Filth level moglc-user, ring of Invlllblilty, weasel tamillar 

Second level cleric (henchman) 

DyngeOn Partvl8A , QlIlgyreSj 7 PossIble alignments: lG, NG, CG 

EIghth level magIc-user, rtng of pro1ectton, + 3 
ThIrd level fIghter (henchman), patton of hili giant .trength 
Second levelflgh'er (hireling), + 1 arrow. (x10) 

Fifth level 1/tE cleric/ranger, + 2 splint mall 
Fifth level E lighter/magic-user, )crve4ln Of Ughtnlng 

Fourth level fighter (henchman) 
Second level fIghter (hireling) 

Dungeon Party .88 II of figures: 5 PossIble allgnmenhi: N, NE, NG 

Seventh level illusIonist, boo .. Oilpeed 
FIfth level bard, ring of spell tumlng 
Firth level thleftnourth level clerIc, ...-pent ,taff 
Filth level G fighter, + 1 .hleld, + 1 chain mall 
Ninth level 0 tighter, + 2 war hammer 
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Dungeon Pgrty I9A , 01 figures; 8 POIIlbl, allgomla"; N. Ne 

Ninth I,velllghl,r, + 2 maoe, + .. bonded armor 
Sheth lev,l druid (hIreling). brooch of .... ~Ing 
Sheth lev.1 thl'f (h ireling), boots of etvenklnd 
Filth l.v,1 flght.r (henchman), oroabow Of tpeed 

Ninth levellighler, + 'aplin' mall 
Sev.nth I.vel cl.rlc (henchman) 
SIxth level lighter (h.nchman) 
Fourth lev.lllght.r (henchman) 

Dungeon Party m • oillgur.s: 6 Possible alignments: N, NE 

Fifth l.v.1 'hE c lerlc/maglc-user, +. mac" oloak of etvenkk\d 
Ninth l.v.1 E moglc-user/thlel, + t leather armor, ring of .... storing 

Fifth level V,E fighter (h.nchman), + .. oha," mal, + 1 sword 
Eighth l.v.1 V,E flght.r, + 1 ahleld, + 2 bonded maN, oloak of etYenldncl 

Fourth l,v.1 E thl., (h.nchman), + 1 leather armor, + " ..... 
Sev.nth l,vel'IIE druid, ting of proteotton, + S; robe of blending 

[)ungeon Pgrtvl10A "oIIlQures: 17 Posslbl, alignments: LG, NG, CG 

Tenth I.v.' cl,rlc, rtng of Invillblltfy 
Firth I.vel E IIght.r/maglc-user (henchman). + 2 JaY.lln 
Fourth l.v.I'hE clerlclmoglc·user (hIreling) 
Sixth l.v.1 a5lOSiIn (hlr.llng dIsguised as a druid), bfoc.,. Of de'.n .. , AC' 

Ninth lev,l moglc-user. + .. daiJgIr 
Sixth l.v.1 tIghter (henchman), gaunKt .. Of ogre power 
Fifth I.velllghter (hlr.llng), + 1 dagger 

Tenth level moglc-user. ring of protection. + 3 
Fourth I.vel'n flghler (henchman). + 1 chain mall 
SIxth I.vel cleric (h ireling), potion Of heeling 

Ninth '.v.1 cl'rlc , stan of Itrtklng 
SIxth lev.1 moglc-user (henchman). rtng of proteotton, +.0 wand of negaHon 
Sheth level fighter (hireling) 
Second I.vel llghter (hIreling) 

Tenth I.vel flght.r, + .. mao" joY.11n Of lightning (x2) 
Seventh level ranger (henchman), robe of blending 
Sheth level lighter (henchman). + 1 sword 

Dungeon Party.iPS • 01 figures: 7 Possible allgnmenft: NE, ee, lE 

Eighth lev.1 vtO thl'f, + 1 leather armor. + 1 sword, .croll Of proteotton from demons 
Sixth I.vel VtO fighter (henchman). + 1 dogger 

El,venth level VaOaSlOSIln/tourth level cleric, + .. spear. + 1 leather otmOf, + .. th6ttd, pofton of.a1,cr.\ea .... 
T.nth I.vellighter, +1 chalnma., +1~, +1 tword 
Ninth lev.1 moglc-user, rtng Of protection, + 2; + 2 dogger 
Eighth level cleriC. + 1 mao" Kroll of remove OUrM 

Fifth lev.1 tlght.r (henchman) 

PERSONALITIES 

This Is perhaps the most unique section 01 THIIOGUIS .AWRY, detailing, as It does, fully developed character •. 
Ailihe pet'sonalltles here hav. been used and played by people In different campaigN. Some chcracttrl mov 
be recognized from the .pelll they have created In the PU.YIRS HANDIOOI(, bu1 other. will be totally new. Some 
01 th, characters come from campaigns played In lake Geneva, home of TSR, but more come from campaigns 
aroundth. country, unrelated to TSR. 

The description. given Include physical appearance, personality, behavior. and magic Items poqeued. From 
these the OM should be obi. to decide how the character will react to any given .ltuatlon. 

This section I, Included lor several reasons. The OM moy lind theM personal/till useful a. foe. for high level 
player.choracter1. Many of the chOracters described are evil , clever, and powerful. Careful use of a perlOOOlity 
Ihould create probleml for many player.choracteu_ In doing $0, the OM II reminded that no one likes to see th.lr 
character die and the some will apply to these personalltill. " the battt. II not going th.lr way or If things or. 
going agalnlt them. they wi ll retract to tight some other time. How they will do It II .uggested by their d.scrlptlons. 

Second, the" personalities allow the OM (and player, It the OM .hoWi these to the ployer) to see the wide varl.ty 
that d ifferent campaigns allow_ Many things are non·.tondard, such a. a lizard mon and a centaur, and some 
n.w magic Item. are detailed. Although this does not mean that these things are recommended for AD6D, th.y 
do show the variety of Individual campaigns. 
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Flnallv. they allow the Inellperlenced OM and player to see whot lIS meant by charact8f development. Some 
p layers ha ve dlHlculty understanding what It maons to playa character. Each of these characters has developed 
In 1ft, own unique way. Some are close to ordinary. while others are truly one-of-o·klnd. Individual personalities 
have emerged nol only by occident. but by cho ice on the player's port. Hopefully, these characters will show 
whalll means to develop a p ersonality. 

Belore using any 01 these personalities. read through the description with core. It any 01 the Items do not seem to 
belong In your campaign, remove them. In general . make the personality lit the campaign, and not the other 
way around. 

Arrorol (Player: Tim Jlgrdln ll 

RA SX AL CL S I W D C CH LV HP AC ... H + D DI SI RlAT .AT 
H M CG FT 17 13 12 16 18 14 8 94 2 + 1 + 1 - 2 + 1 312 

To ll and muscular with b lock holr and green eyes, Arraral was at one time a ranger, but aH8f a time found that he 
CQuid nol llve within the restr ictions olthaf stOic group and so abandoned It to become Just a fighter. He Is brave 
and courageous. but Is somewhat casual In his duties. He Is quick to form friendships. tor even the slightest of 
reasons. and Is prone 10 tallow his whimsical nature Into trouble. 

Arroral has been known by several titles - Arrarat the GIHed, the Unfortunate, the lucky, the Foolish, the Bold, and 
the Avenger. He Is liable to change titles as offen as his lortunes change. He possesses the following magical 
Items: ...... word 0' de'en .. , ... 1 .hield, Kroll. 01' protection 'rom magic and undead, and potkms of apeed, 
tro.t glant .trength, red dl'Q9on control, and hero""'. ~ 

Bigby (Player; Gory Gygall) 

RASXALCLS 
H M N MU 11 

I W D C CM LV HP AC SL 
17 16 18 15 10 13 42 10 6 

+H ... D DI A RlAT 
- 4 +2 +3 

Reclusive. Bigby seldom adventures anymore unless It Is absolutely necessary. Instead he conforms to the 
tradilional role 01 the wIzard , pale and studIous. Although smart and wise. BIgby Is less of a leader of men and 
more a spectator. He Is always willing to let others do hIs tasks tor him. When adventuring, he prefers to travel In 
the company of friends. partaking of their adventures and tun, but seldom Instigating any hImself. He doe. enjoy 
the deception of posing as a withered trader; he finds that II offen gives him the advantage of surprise he needs. 

81gby Is quite willing to desc ribe some 01 his greater ellplolts and Is In general a talkative man. He II Just slightly 
moody and when certa in lII·fated expeditions are mentioned, his good humor becomes forced. 

Bigby has acquIred In his long career a + 2 dogger. a .tan Of power, a ring Of x-ray vhlon, a ring of proteoflon 
(+ 3), and a djlnnl bon ... He also has pollons and scrolls that he has manufactured. 
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Ceatllle Trodar Northmon (Player : Jean Wellsl 

IASX AL CLS I W D C CH LV HP AC SL + H + D DI SI RlAT 
H F eN MU 12 16 11 14 13 14 10 25 10 5 

Ceotltle (Ceo as she Is called by family and friends as well as lor convenience) Is a sUght, short woman 01 
moderate bearing and beauty, She generally wears worn-looking clothing with the colors green, brown, and 
yellow predominating, She usually has a bag 01 goods slung over one shoulder and a quiver for her wands over 
the other, 

Ceo by nature Is a miser, She buries caches 01 treasure about the countryside to be used later. She tries to portray 
herself as a poor but studious magic-user. Ceo values Information greatly, although she seldom uses It. She enjoys 
being curiOUS. Finally, she Is very mischievous, often getting herself and her party Into trouble. Although she will 
generally old a party all she can, she will use her d imension door spall to escape the minute things lOOk bOd. In 
extreme cases she will teleport home. Usually she will feel Insecure It there are less than 2 escape routes 
available to her, 

In general , Ceo carries the following spells: mogtc mtune, I SP, ,"nklng cloud, web , flrebaN, lightning boH. 
sugge,tIon, Icestonn, d imension door, c loudkl ll, and ' eleport. She may have more spells memorized, though , 

Ceo has a passion for collecting things of rarity nof normally seen as useful nor designed to provide Immediate 
comfom, but seen as a standing 01 luxury. These Include a singing teacup, on Ivory ring carved with bears, a 
,moll crystal statuette 01 a dolphin, a magical portable bathtub, and a singing book. She also possesses a 
familiar - a black cat named light, who has a permanent un ... n .. rvant to open doors lor It. The more useful 
magic Items Ceo has are a wand of metal and minerai d etection, a wand Of !Huston, a wand ot MCret door 
and trap ~aflon, a hollow wand filled with polson (non-magical), a ring of protectfon, + 3, a bag of holding, 
and a staff Of c ommandlft9_ 

Fletcher Oondolrlo (Player: Bob Waldbouerl 

RA SX AL CL S I W D C CH LV HP AC + H + D DI SI I/AT /fAT SL 
H M N BA 17 14 16 16 17 1B 8 68 5 + 1 + 1 - 2 + 2 + 1 1/1 03 

PP MS HS as CP 
60 55 43 x3 40 

Fletcher has bean a wonderer all his IIle, seldom staying In an areo for more than one or two adventures. 
Originally serving as a mercenary In many different lands, he gained a reputation as a heartless adversary and 
this ruthless side of his character remained as he matured. He constantly keeps one eye to the future and will 
sometimes acl In ways that seem out of keeping with his character. In actuality, though, he hos some plan In mind 
for how It will benefit him In the days ahead. It was In this way that he become a bard. At the some time, he Is 
sociable and will often spend time In on Inn 0(0 public house. demonstrating his storytelling skill . 

When adventuring. Fletcher Is usually quiet and reserved as he tries to plan the best COU(se of action fo( himself. 
On occasion his temper wilt flare and then he wilt not shirk from a fight. His Instincts lead him to support the under
dog and often couse him to aid the weaker when they are threatened. 

Fletcher's fighting ability Is that of a 5th level fighter. His thieving skltts are aquallo a 7th levellhlef. He owns a sull 
of + 1 chain ma ll , a + 1 broad sword, a Mac-fuhmklh c tttem , and a ring Of waterwollclng. 
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Eroc 's Cousin (Player; Ernie GyQ9xJ 

IASXALCLS I W 
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This mysterious Ilgure (who has never revealed his true nome) was once a Icrwlul gOOd magic-user. However, on 
unknown Insanity overtook him and he slew all ot his henchmen and companions, sleallng their goods. After this, 
he left off being a maglc·user and began anew as a lighter, eventually to become a dOuble-cloued human 
maglc.usefltJghter. 

Eloc's Cousin Is thoroughly evil , having mode a poct with Boalzebut In exchange lor the souls of those he .lavs, 
Boatzebul has agreed to make a malar devil 01 Eroc'. Cousin when he dkM. He II, however, afrold 01 death and " 
thele 'I any meonsto prevent or delay ItCl.e . W ....... potton Of Iongevtty, etc.), he will try to obtain It. 

Obviously with such a character, Erac's Cousin has no friend • . " he associate. with people, It Is either to lulllll his 
bargain or to lurther his own greed. This greed Is great and especially so 101 magic Iteml. He will do whatever II 
necessary to acquire suc h lIem •. 

Erac's Cousin has the tonowlng Items: on Imp fam iliar, a + 1 .word (+ 2 'Is. Iyc anthropes), a portable hoM, a 
wand of ftre, a ring Of fI,. resl.tonce, a dlsplac., clOak, a phylaotery of .tec"no MONt door and tro~ (Thl. 
device Is usable by a ll c lasses. " Is a leather band with two beaded fassels. It I, worn on the brow. When con
centrating upon the desired thing, either secret doors or traps, II will reveal the location 01 all such within a 10' 
radius 01 the user. It will only perform 1 function per round.), a .ull of + 2 plate mall, a + 2 .hlefd, and a medalUon 
of I .. , 

Grlmslgde !Player; Harold John.on) 

IASXALCLS 
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I W D C CH LV HP AC SI. 
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Grlmslode (also known to .ome as Edolsmlrge) Is a aecretlve and confusing IIgure to many, being a mix of black 
humor, deception, stubborness, Invertlveness, and I8I1·preI8Natlon. On adVenture., Grlmslade Is extremely 
reluctant to use his spells, prelerrlng to rely on a plethoro 01 small devices he has prepared, When questioned or 
bored, he may answer with a lie or hall·truth (the Grey Truth, o s his words are known) and may prove to be 
obstinate at the most d ifficult of times. 

Gl'lmslode Is a strong believer In free will and wil l customorlly refuse to accept orders or suggestions tram other 
porty members. To further protect his Iree will, he has hod a pennanent ~ c a st on hlm .. " to CoOle him 
to reply In half·truthi to a ll que.tlons he Is forced to answer. He also feel. that others .hould be a llowed to do as 
they wish. At the same time, Grlmslode I. a prankster and will concoct elaborate hoaxes on other characters to 
alleviate his boredom, These hooxes otten atop lu.t ahort of permonent damage to the character. 

He dlsllkes situations where there I. only one route 01 escape. He prefers open . poces to rooms and will not allow 
himself to be backed Inlo a corner. He usually c arries the following .pell.: enklrge, mag.., ml ..... , read mag"', 
knock, mirror lmoge, and phanta.mal fOrce. He may hove other spells memorized. 

Some of the devices Grlm.lode carries Includes sealed po" Of green slime and ochre Jelly, rice poper pouches Of 
pepper, cinnamon, sand, lIa.h powder, and sulphur, " fire aeeds" of oll'lOOked codon wrapped arounclleod, a 
d lsaectlng kif, a globe 01 phosphorescent water, viol. 0' wyvern polson and .Jeeplng drug, a pot Of hot Coall, a 
magnifying lens, and IIgurlnes 01 an umber hulk, bugbear, triton, werewolf, and gargoyle (lor concentrating on 
when costing a phantasmat 'oroe). Presently he Is tryfng to c onstruct a very primitive flamethrower. 

In more standard magical Items Grlmslade hal a po"on of gclleou. form, 0 rtng of delusion (not worn), a scroR 
0' protection frOm wererots, and a rtng of teleklne.lt, which he keeps secret and concealed. He also hal a pet 
creoture - Fldo - which appears roughly as a c ross between a wombat and a miniature umber hulk. Its only 
abUity Is Its bite. 
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Gormadoc {Player: Greg Flemlngl 

IA SX AL CL S I W 0 C CH LV HP AC + H + 0 01 II I /AT" MS HI I S 
V, M N TH 12 9 11 11 15 10 5 28 8 - 3 0/+4 +2 60 55 51 x3 

Gormadoc I. a freelance thlel of non-descrlpt appearance. He II cautious about making friends and talkS lime, 01 
he does not wl.h to draw the ol1entlon of any local thieves guilds. He absolutely prefers the company of other 
OOI'lIng" whether adventuring or nof. 

When adventuring. GorrnodOc will a lways avoid engaging In melee, If thilis al all possible. Instead he will refreat 
and then try to lind an opportunity to move to the reor of his opponents. Once there he will try to make the most 
ettecltve use of his bockstabblng ability. Stili, he Is able 10 withstand most surprises and shocks, haVing high spirits 
10 corry him through. 

Gormodoc's present ambition Is to see (and possibly buy) on elephant. I\' news comes to him of such a chance, he 
wlllltrive hard to follow the clue down. 

The only magic Item' Gormodoc has are a + J sword and a suit 01 teath.rarmor + 2. 

lanolin (Plaver; 19wrence SChlc kl 

IASXALCL S I W D C eM LV MP AC SL 
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Originally a chaotic neutral. lano lin could nol suppress hi' nosty tendencies, and. o tter a lew adventures, there 
was no doubt but thai he hod become chootlc evil. However. there I. no one olive who can actually attest to 
having .een lanolin commit on overtly evil act. This could be because of Ireak clrcum.tonces 01 unusual colncl· 
dences or because lanolin tokes pains to see that things remain th is way. Because of this. and hi. clear 
competence as on adventurer. lanolin Is often Invited on adventures. 

lanolin II .mooth·talklng, .lIck, and totally unscrupulou • . He uses others lor his own end •. bot In a way that leave. 
them to believe If wal all lor their own benefit. He often ends up with the lion'. share 01 the rewords. and It usually 
seem. pertectly reasonable that It be so. lanolin I. relaxed and very sllghtty arrogant. He delights In the 
corruption of good characters by appealing to their greed and fear. No personal wrong to him 008S wlthoul l" 
revenge. 

It will be noted that his level as a fighter exceeds thol permitted on elf with a 16.trangth. this Increase was only 
through d iligenc e and supernatural Old . His greatest ombltton I. to lind thOle rare maglca. w"hea. so thai he con 
raise the Um tb on his levels even more. He also desire. to Increase his .pell bOOks and. at all times. his wealth. 

lanolin prefers the following spells and typically carries them: charm ~rson, rnogk: m ...... , ...ad mog~, 
, Hnklng cloud, w.b, dltpel mogtc, fireball, flY, lightninG' bott, teor. Ie •• torm, minor globe of tnvulnerabMlty, 
ctoudkltl, cone of cold, and t ... port. He has a + 3; , hteld, + 2 non-corroslble dull black plate mall, a + 1 long 
,word (+ 2 vs. moglc·users and enchanted monsters), a + 2 tpeClr, a wand 0' nevaHon. and a rtng of pow.r (fhls 
lIem appears a . on ordlnory ring and wil l only show Itself to be magical If a detect magiC Is co st upon It. Even 
then Itwlll only seem 10 be a ring 01 protection. It has, however, lour powers. It Is a + 1 rtng ot protecHon whenever 
It I. worn . the IIrsl command word Is spc»ten, II will couse Its wearer and all hll equipment to become ethereal. It 
II the some eflecb as armor of .th.r. aln .... Uttering the second command word will give the wearer 

spell hod been c ost by a 12th level maglc-user. The lost command word wilt cast o charm 
I target as lilt hod been cost by a 12th level moglc-user. Each power, with the exception of 
, will have 1-6 charges. When two power. are completely used, the level ot protection 

+ 2. and when three powers a re drained, the ring becomes on ordinary + 1 rtng of protection. The 
rechargeable .) . ................ 
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lossl'llren the DQrk (Plgyer: AI Hammock) 

RA SX AL CL S I W D C CH LV HP AC + H + D DI sa RlAT'" MI HI IS 
H M lE AS 14 12 11 16 8 5 8 32 7 - 2 + 1 55 41 37 x3 

Although rumored In childhood to hove Jet holr and olive skin, no one today can speak with assurance as to what 
lassl\llren lookS like. He wears 0 block clook with 0 lorge hOod pulled over his 'ace, hiding It In shadows. On those 
occasions when he Is encountered unhooded, he Is Invariably In disguise. Ttle bes' descrlptlon of him Is thot he Is 
6' loll and wears a dark clook. 

laS5I'1lren has sworn his life to e'lfl. To accomplish Ihls end, he has built a ne!work of spies and hirelings who will 
perform many 0' his tasks without his becoming Involved. His employees 'ear and respecl him. and he Is 'a ir, 
generous, and protective to those who are loyal to him. If anyone should ever c ross him, he will spore no pains to 
track them down and exact his c ruel revenge. 

He has a wide knowledge of poisons and few affect him as he has dined on Increasing dosas of poisons over the 
years. In his left sleeve Is a garrote of tine mlthral wIre; his right slee\le has a dagger that appears at the IIlck ot a 
wrIst. In his right bOOt Is yet another dogger. He has rings Of InYIIlblltty and flying on smoll chains at each wrist. In 
this manner he may slip them on and off wIthout feor of 10". A multl·purpose tube may be uMd as a blowgun to 
fire poisoned darts or may be telescoped out to blow poisonous powders through cracks and wlndowa. 

He also has broc.,. of de .. " ... AC 2, a cubtl of tore., a scarab of prot.cHon, and a vampire sword (This sword 
functions as a normal + 2 sword. However, every lime It hits II will also drain two energy levels from the opponent. 
The victim Is allowed a saving throw 'Is. mogle , and If he successfully saves, the sword will attempt to draw two 
energy levels from Its user. If the wielder successfully saves. no energy levels are lost and sword does Its normal 
damage.). 

lasslvlren Is olso known by other epithets and aliases. These Include the Anemic, the Evil , the Demon of Darkness, 
lakaJan, Johleel , and Nerlvlssal. 

luther (Player; Helen Cook) 

RA IX Ai CL I I W D C CH LV HP AC WD OD OA S' MV I/AT MS HI IUR 
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luther Is a toll man with block, c urly hair and a swarthy complexion . Formerly the son of a noble, he has 
renounced all clolm to hlstather's title. He Is well educated and ca n speak several languages. 

luther's grealest falling as a monk Is that he attaches too much Importance 10 personal honor. He Is shorf· 
tempered and will often rush Into a combat before considering the consequences. Ills only with difficulty that he 
reminds himself of the humbleness which he should Jive by. He prelers to light wIth weapons rather than open 
hand. He generally disdains 10 use his thieving skills as he considers them dIshonorable. Nonetheless. he wlll UM 
them II necessary. He pos.sesses a + iapear, a crouboW of occurocy, + 3, and a ring of protection. .3, 

Mordenkalnen (Plover: Gory Gygoxl 

RA IX AL CL I I W D C CH LV HP AC SL +H +D DI II RIAT 
H M N MU 10 18 12 17 17 18 16 61 10 8 - 3 ~2 

A great ond powerful mage. Mordenkalnen spends much of his lime pondering over new bits of magical 
research. When he does travel It Is usuolly with the company of his high-level henchmen. On lhose occasions 
when he must venture atone, he will disguise himself as on old, poor merchant. In this manner he hopes to OVOid 
attention while stitt obtaining his gool (usually some rare lIem for his wOrk). 

Mordenkalnen should nol, however, be mlslaken lor some weak and withered moglc.user, preferring to mind his 
own buslnsS5. He Is on active and aggressive person, not lolling to attempt bOld, sweeping plans when the 
situation demands. He hossklll In diplomacy, leadership. pollllcs, and some knowledge of religion, He Is thorough 
In his plans and will ulll ize whatever resources are necessary. He Is stubborn and his decisions are often harsh. Foe 
alllhls, he Isa clever and usetul ally. 

Mordenkalnen hos coliected the follOWing magic Iteml: brac." of d.f.n .. , AC at. a bag ot hOlding, on .tN.tI 
bottt., a wand of "ar, a wand 0' COld, a crystal ball w"h "P, 0 + 1 dogger, and 3~. or pow.r (1st through 
3rd levels), He wil l also have many scrolls and potions that he has mode. 

Phoebus (player: Jeff R. leason) 

RA SX AL CL S I W D C CH LV HP AC + H + D DI S. l'At "AT 
LM M N FT 18 14 9 17 18 15 10 104 4 + 3 + 6 _ 3 + 2 312 
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Phoebus Is presently a lizard man but certainly has not been this all 01 his career. Orig inally a fIghter, Phoebus 
rose to 101h level before he was slain. A cleric being una\lalloble, a druid was prevailed upon 10 perform a rein. 
carnallon. Phoebus returned In the body of a lizard man. 
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He II the IOUrce 01 wonderment to those who are unfamiliar with him. He I. tolrty In"lllgentand con lpeak ....... rol 
languages. When most expect lizard men to be IOVOge and cruel, Phoebus behove. with good-nature and tact. 
Due to the anentton hi. own condiflon draws, he hellearned to be tolerant 01 othef •. But hi. patience I. not Infinite. 

Phoebus usuolty trle. to help otherl and will rarely befriend othef adventurerl. In In.tonees of great friendship 
(lOving hi. me lor example), Phoebu. wltl moke the character a " blood kin". Involving a mingling of blood and a 
painful totoolng proc .... the re.ult of the ceremony I. a magical emblem of the sun burned Into the wrllt of the 
reclple"t. 1tt only apeclol use I. IOf when Phoebul or another blood kin (theae are very lew) hoI d ied. At the lnatont 
of death, a hot pain will throb from the tatoo. After a choracter II dead, the body may be located by concentrat· 
Ing on the victim. The palnwlll lncrea180l one comet nearer to the body until It I. almol' searing. Thll pain will nol 
do any damage, but will render the arm usel ... 01 long 0 1 the character 1.l8Orchlng. 

Phoebus hoi a + 1 tword, a + 1 trident, 2 flgUI"InN of wort*oul power (golden Ilona), brae.,. Of .a ... ,..,.e I. 
a bog Of holding, and a nno Of tIN , .... tonoe. 



Biggby [Ployer: Gory Gygax} 

b SX AL ~ $ I W D C~ ~ H' ~ n +H +D DI II I/AT 
H M NG Cl 14 11 17 16 1514 9 50 2 5 - 2 + 3 + 1 

Biggby owes his meteoric rise to his skill and his acquaintance with several high level characters. Formerly the 
cleric of a small chapel, Biggby found himself In command of a cathedral with a sizeable congregation. He Is 
slrong·w11led and accustomed to the diplomacy and forc e required fa hold a diverse band of followers In line, He 
is a great belle .... er In the conversion 01 the pagan, either by his religion Of by the sword, 

Blggby Is an adherent to the polic y lhat spirituality Is best maintained through temporal power , To this end, he will 
try to o .... ersee the religious life of others through a c tions and not Just words. 

Biggby se ld om finds time to adventure anymore, as the demands 01 his congregation are too pressing. He views 
this somewhat ruefully , o lmos' welcoming those times when evil Is " riding the high tide" and he must help strike It 
dOwn. . 

Magic I'ems possessed by Blggby a re + 1 plat. mall, + 1 sh~Id, + 2 hammer, a staff Of the Mrpent (python), 
and several potions and scrolls he has prepared. 

Rob llar (Ployer: Rob Kuntz) 

IA SX AL CL S I W D C CH LV HP AC + H + D DI SI IIAT 'AT 
H M lE FT 18 11 16 16 18 16 15 89 2 + 2 +4 - 2 + 2 + 1 211 
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Although his c areer started as a neutral and he stili retains on attitude somewhat neutral In outlOOk, BOOllar Is 
presently lawfu l evil In alignment. He Is obviously a strong man, talkatl .... e , and willing 10 g l .... e a gruff bu1 hearty 
welc ome to fellow adventurers. In spite 01 his a lignment, he can still be Irusted 10 on extent, though coutlon should 
be exercised. tt Is sold that the greot Robllar, Jaded with the everyday pleasures of life, c hanged his alignment to 
satisfy his morbid tastes. 

Robllar c laims to fear nothing and no one. He tells ta les of dangerous ad .... entures he has undertaken alone. It Is 
true that he has never shlnc8d from any adventure, no matter how Improbable If sounded. He hos travelled greally 
and has seen many wonders on his adventures. These he remembers well, to tell about later or perhaps to use In 
bargaining with those who might wish to know his odd facts. 

Robllar has three pass ions In llIe - adventuring, with all Its attendant dangers and glories; moglc, especially 
those Items he can use; and information. He may sometimes be found In a quiet public house, dealing with some 
person lor a scrap ol lnformallon or magic. He deals lair, unless angered, but alwoys to his own advantage. 
Advice or magic are what he will offer In return. He Is notatol! pleasant If tricked . 

Rabllar hos many magic Items. These are a glrd~ of stonn "klnt atrength, a + 3 sword, a suit 01 + J plate moll, a 
+ 3lhleld, a + .. bow, a ftylng oorpet, 0 "ng Of spell tumlng, and a rtng Of In'ltslbMtty. 

Serlen !Player: Ernie GWgx) 
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Although a powerlul cleric , Serlen has offen been more a source of exasperation to adventurers than a great 
help, He Is, quite simply, stupid but likeable. He likes to adventure, but [s basically not bright enough to be trusted 
on his own: therefore, he will always be found with a group. He understands the physical side Of melee very well 
and can seldom resist ge"'ng In and mixing It up with his toes. This often creates problems as he Is too dumb to 
know when to run away, requiring the rest 01 the party to rescue him. He may not cost his spells lor the cleverest of 
reasons either. 

Serten is a gOOd person, though, well·meanlng and kindly. He claims 10 never have done on evil deed and there 
Is no reason to d oubt this. As good as he Is, he does not plan ahead and often finds himself confronted by new 
evils and problems thot c ould have been easily avoided. This does keep his life busy. 

Serlen has +" plate mo't + 2 shtelcl, a staff of command, gaun ..... Of ogre pow." 0 olook of elYenklnd, and a 
rtng Of protection, + 2. 

Talbot (Player: David Cook) 
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Early In his career, the lawful good Talbo! died while on a m ission for 0 druid. This druid, unable to raise Talbo!, ra-
Incarnated him In the form 01 a centaur. As suc h a change 01 nature was difficult for Talbot to comprehend, a 
drastic a lignment change caused him 10 become chootlc neutral . 
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Talbot Is a lonely figure, unable to speak centaur and ostracized by both centaur and human society. He hos 
loosely attached himself to a smoll lotd's cavalry, acting as a special scout. In return, he receives .peclal 
quarters. necessities, and the freedom to adventure. provided he reports whot he hoi seen to his lord. On such 
trips, his companions ore few and well·known to him. 

~ a centaur, Talbot hos discovered many advantoge. and disadvantages. HI. hots.llke body hos precluded all 
but wilderness adventures as he cannol negotiate In dungeon passages. He hos also found that he must consume 
enormous quantltie. of food to sustain hlm58lf. He does hove on advantage In speed and carrying caPQclfv - his 
strength score applyIng mainly to the human and not the horse part 01 hi. body. He may light with weapon or 
hooves In normal Circumstance •. 

Talbot hos travelled extensively, Journeys of 2 or 3 months being typical for him. He prefers to relv on hi. charge 
and speed capabilities, a lance being his favored weapon. He will ovoid using potions as he Is alwcys unsure of 
their effect on his metabolism. Most spells, however, appear 10 hove a normal effect on him. 

Talbot hos collected several magiC Items, although many uselul things are until to his lorm. He hos a .. 1 chelln 
moM vest, a + 2 awOfd, 2joYeHM of ttghtnlng, and dutt of appeGfanc., 

IeDllf (plgy,r; Ernl, GygglSl 

ItA IX AL CL I I W D C CH LV HP AC SL +H +D DI II RIAl 
H M lG MU 10 16 11 16 1618 14 56 10 7 - 2 + 1 

Contrary to most moglc ·users, Tenser has always been a lover of bottle. Occasionally he will seemingly forget his 
spells and charge Into melee with hi. stott, depending on his magical protections to preserve him. In many ways, 
It Is felt that his temperament wa. be"er .ulted to be a lighter. 

At the lOme time, Tenser I. no 1001. He has no aver.lon to using magic and generally will c hose It flrst. He ha. 
gathered about him a firm power bose for low and good and will readily use" II necessary. He will somellme. 
enspell good moglc-user. to go on dangerous mlulon. to aid the cause of good. He Is reported to have alliances 
with various non-humon race. and even some that afe conaldered monsters. 

Tenser' has dUIt of d .... ~rance:, a wand of MgGtIon, a daft of the magI. a nne of protection, + I, a 
dIIpla~ oloak, a ttnQ of human Intlueno., a wand of metal and minerai detection, a potion of prot.cHon 
from dragon" bfeath (Thl. ponon causes the Imbiber to become resistant to all forma of dragon breath. When 
aHocked by a dragon's breath weapon, the parlOn protected Is allowed a lOving throw of + 2 against gases -
sleep, lear, slow, paralyzation, etc. - wllh the result being either total success or failure. Against direct aHacks bV 
dragon breath - tire, acid, lightning, etc. - the user I. allowed a normal saving throw, where a successful save 
does no damage and failure to lOVe resultt In only half damage. Note thot this potion does nof protect against 
physical attocks or spells co.1 by the dragon. The potion lasts lor 6 to 15 round. and the contents of on entire bottle 
mu.t be drunk for the potion 10 he"e effect.), and dUll of diIpMHf\9 air eMfnentail (ThIs dust appears Indls· 
flngulshoble trom the other magical dum and I. u.ually found In the same type. of packages - bone tubes or .lIk 
poci.et • . When a handful I. thrown onto any creature summoned Irom the elemental plane 01 air. that creature 
will ImmecUately be 1000ced to return to Its proper plane. It may also be used to encircle on area In a special 
protection ring. tI the powder ls laid In on unbroken circle or from woll to wall, It will couse summoned creatures 
from the elemental plane of air 10 aHock at a -ion their "to hit" rolls. The powder may not be blown away by any 
creature II eHecla:, although other creatures and spells may. "'s Important to note that It will not affect tree-wll1ed 
creatures ITom thl. plane. One handful Is required to d l.pel one creature. create a 10' diameter c ircle, or a single 
line SO' In length.). 
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ValerlYs (Player; ErQI Otus) 

IASXALCLS I W D C CH LV H' AC +H +D DI SI RIAT ,AT 
H M NG FT 17 13 9 18 16 15 12 81 10 + 1 + 1 - 4 + 3 312 

Valerius Is an Independent-minded man, a trait which causes hIs detractors to consider hIm a renegade. He has 
rejected the Idea of build ing a castle, considering It on exercise In foolish futility. Now, he spends his lime 
constantly travelling , never slaying In a single area lor more than one adventure. He travels light, disdaining 
armor and encumbering Items, preferring to depend on a few magical devices and his own skil l. Money means 
little to him except lor Its usefulness when spent. He enjoys on extravagant lifestyle , spending money on clothes 
and pleasant comforts. When out of money, he will try all manner of adventures to get more. Where It comes from 
does not always concern him. 

In many ways Valerius is on atypical man. He enjoys the arts Clnd will at times acl as a patron. He Is Interested In 
peoples. ancient civilizations, and sclentillc curiosities. Many 01 his adventures are prompted by strange rumors 
of these things. 

The lew magical ob jects that Valerius has collected are (as IIts his nature) somewhat unique. He has a set of 
brac.,.. of the blinding .trlk. (These bracers look Identical to magical bracers customarily lound. If they are 
worn by non.f1ghters they will sImply oct as brac." Of d.f.n .. , AC •. However, they have 2 specIal powers that 
wI!! reveal themselves when Ihey are worn by lighters. First of these Is that the bracers allow the user to odd one to 
his or her Initiative rolls when they are worn. SeCOndly, they can, at mental command, double the number of 
strikes the owner is allowed for that particular round. The fighter may only use this second power 3 times per day. 
The change In armor closs may a lso be used by a lighter.), a .. word of Ik.werlng (ThIs lightweight and somewhat 
fIImsy·looking sword Is a powerful magic weapon. Although It has no bonuses 10 hit or damage and only does 
damage equal to a short sword, It can negate the bonuses g iven to magical armor. Hence, a + 4 plate mall 
would be treated as If If were armor closs 3 when determining whether this weapon would score a hit. It does not 
negate magical bonuses to{ attacks by other weapons on thai opponent, nor does It permanently cancel any 
bonuses. The sword may also strike any monster" not normolly hit by non-magic weapons.), 0 ring 0' prot.oHan, 
+ 2, and a ring of vamph10 .-.gen.ratlon. 
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The Advanced Dungeons" DragonsN Game Family 
DUNGEON MAmRS GUIDE. This hardbound masterwork conloins all the Invo luable charts and in· 

formation necessary to Dungeon Masters. It conta ins guidelines 'or developing the campaign more 
fully and for runn ing the AD&'O game more smoothly. 

PLAYERS HANOBOOK. Th is hardbound volume contolns everyth ing the player needs to know In AD&.D. 
If conta ins complete Information on characters, levels, equipment, spells , and more. 

MONSTER MANUAL. A hardbound compendium of the creatures Inhabiting the ADlkD fantasy world. 
Over 350 descriptions of monsters, from Aerial Servant to Zombie. profusely Illustrated. 

THE WORLD OF GREYHAWK. This work provides 0 complete compolgn milieu In which to bose ad· 
ventures and characters, place dungeons, etc. Two large full-color mops, a folder, and a 32-poge 
booklet full 01 ready-made historical and geographical Information. Approved for use with Ad· 
vanced 0&.0. 

DUNGEON MASTERS SCRlEN. Actually two laminated reference screens, one for norma l combat, 
saving throws, and other oft-needed Information, and another for psionic combat. With full color il
lustrations. 

PLAYER CHARACTER RECORD SHEm 
PERMANENT CHARACTER FOLDIR AND ADVENTURE RECORD SHEfTS 
NON·PLA YlR CHARACTER RfCORD SHEfTS 

These three produCI$ are designed for va rious types of character record keeping, and a re mode 
'Of the convenience of player and Dungeon Master alike. All are three-hole drilled for easy note
book storage. 

THE ROGUES GAUERY. An o ld for the harried Dungeon Moster, this booklet contains hundreds of 
ready-mode non-player characters, as well as caravans. bandit groups, dungeon parties. and 
more. 

MODULIS 
Every AD&.D module Is a ready-te-play adventure seHing, populated with appropria te monsters, 
treasures, tricks , and traps, and Including mo ps, background Information. and histories. Though 
each Individual module Is designed to stand on Its own, several series are specially made to form a 
connected progrfitsslon of adventures. 

Gl : STIADING OF THE HILL GIANT CHIEF 
G2: GLACIAL RIFT OF THE FROST GIANT JARL 
G3: HALL OF THE FIRE GIANT KING 

Dl: DlSCENT INTO THE DEPTHS OF THE EARTH 
02: SHRINE OF THE KU().lOA 
D3: VAULT OF THE DROW 

SI : TOMB OF HORRORS 
S2: WHm PLUME MOUNTAIN 

Tl : VILLAGE OF HOMMLfT 

Cl: HIDDEN SHRINE OF TAMOACHAN 



ThiS Ilem Is only one 01 the many popular playing aids lor ADVANCED DUNGEONS &. DRAGONS"'" produced by TSR Hobbles, tnc. 
Other playing aids for AD&.D currently available Include: 

The World 01 GrevnoWit (1antasy WOfld I8mng approved lor use with AD&'D) 

AD&'O Dungeon Moslers Screen (combot and saving throws relerence) 

AO&'O Ployer Choracler Record Sheets 
AD&'O Permanent Chorocler Folder and Adventure Record Sheets 
AO&'O Non-Player Character Record Sheets 

Dungeon Module Gl (Sieading 01 the Hili Giant Chief) 
Dungeon Module G2 (Glacial Rln 01 the Frost Giant Jarl) 
Dungeon Module G3 (Hall altha Fire Giant King) 

Dungeon Module 01 (Oescenllnlo the Depths 01 the Earth) 
Dungeon Module 02 iShrl", 01 the Kuo-Too) • 
Dungeon Module 03 (Voulf Dllha Drow) 

Dungeon Module 51 (Tomb 01 Horrors) 
Dungeon Module 52 (While Plume Mountain) 

Dungeon Module 11, (lliliage 01 Hommlel) 

Dungeon Module Cl (The Hidden Shrine 01 Tamoochan) 

In addition, other playing aids currently available lor use wllh DUNG£ONS &. DRAG<>NS-Include: 

Dungeon Geomorphl, Set One (Basic Dungeon) 
Dungeon Geomorphs, Set Two (Coves &. Coverns) 
Dungeon Geomorphs, Set Three (lower Dungeon) 

Outdoor Geomorphs, Sel One (Walled C Ity) 

Dungeon Module Bl (In Search 01 the Unknown) 

Monster &. Treasure Aslortmenl, Set One (levets One 10 Three) 
Monster &. Treasure Auortmenl, Set Two (levels Four 10 Six) 
Monsler &. Treasure Assortment, Sel Three (levels Seven to Nine) 

Olher releases 01 addlflonoillems r. latlng to AO&O are planned lor theluture. TSR Hobble. publishes a complete line of lantasy, 
science Ilcllon, and historical games and rules which are available from bener hobby, game, and department .Iores 
nollonwide. II you desire a complete calolog write to: TSR Hotlbie., POB 756, lake Genevo, WI 531.7. 
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