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This book is based upon the original work published in
1974 and three supplementary booklets published in
the two year period after the initial release of
DUNGEONS & DRAGONS. It is aimed solely at in-
troducing the reader to the concepts of fantasy role
playing and the basic play of this game. To this end it
limits itself to basics. The rules contained herein allow
only for the first three levels of player progression, and
instructions for the game referee, the "Dungeon
Master," are kept to the minimum necessary to allow
him to conduct basic games. This is absolutely
necessary because the game is completely open-
ended, is subject to modification, expansion, and in-
terpretation according to the desires of the group par-
ticipating, and is in general not bounded by the con-
ventional limitations of other types of games. This work
is far more detailed and more easily understood than
were the original booklets nonetheless, for with it, and
the other basic components of the game, any in-
telligent and imaginative person can speedily un-
derstand and play DUNGEONS & DRAGONS as it was
meant to be played. Players who desire to go beyond
the basic game are directed to the ADVANCED DUN-
GEON & DRAGON books.

We wish to extend our sincere thanks to the following
individuals who helped to make this possible through
their idea contributions: Brian Blume, Ernie Gygax, Tim
Kask, Jeff Key, Rob Kuntz, Terry Kuntz, Alan Lucien,
Steve Marsh, Mike Mornard, and Jim Ward.
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FOREWORD FROM THE ORIGINAL EDITION

ONCE UPON A TIME, long, long ago there was a lit-
tle group known as the Castle and Crusade Society.
Their fantasy rules were published, and to this writer's
knowledge, brought about much of the current interest
in fantasy wargaming. For a time the group grew and
prospered, and Dave Arneson decided to begin a
medieval fantasy campaign game for his active Twin
Cities club. From the map of the "land" of the "Great
Kingdom" and environs — the territory of C & C Society
— Dave located a nice bog wherein to nest the weird
enclave of "Blackmoor," a spot between the "Giant
Kingdom" and the fearsome "Egg of Coot." From the
CHAINMAIL fantasy rules he drew ideas for a far more
complex and exciting game, and thus began a cam-
paign which still thrives as of this writing! In due course
the news reached my ears, and the result is what you
have in your hands at this moment. While the C & C
Society is no longer, its spirit lives on, and we believe
that all wargamers who are interested in the medieval
period, not just fantasy buffs, will enjoy playing
DUNGEONS AND DRAGONS. Its possibilities go far
beyond any previous offerings anywhere!

While it is possible to play a single game, unre-
lated to any other game events past or future, it is the
campaign for which these rules are designed. It is
relatively simple to set up a fantasy campaign, and bet-
ter still, it will cost almost nothing. In fact you will not
even need miniature figures, although their occasional
employment is recommended for real spectacle when
battles are fought. A quick glance at the Equipment sec-
tion of this booklet will reveal just how little is required.
You have everything needed with this edition of the
game except pencil and paper. The most extensive
requirement is time. The campaign referee will have to
have sufficient time to meet the demands of his
players, he will have to devote a number of hours to
laying out the maps of his "dungeons" and upper

terrain before the affair begins. The third booklet of this
set will be of great help in this respect, for a number of
helpful suggestions regarding how to accomplish it all
have been given in order to help you accomplish the
task with a minimum of time and effort. [This in-
formation is now included in the single book you
have in your hand.] There should be no want of players,
for there is unquestionably a fascination in this fantasy
game — evidenced even by those who could not by
any stretch of the imagination be termed ardent
wargamers. The longevity of existing campaigns
(notably "Blackmoor" in the Twin Cities and
"Greyhawk" in Lake Geneva) and the demand for
these rules from people outside these campaigns point
towards a fantastic future. Tactical Studies Rules (now
TSR Hobbies, Inc.) believes that of all forms of
wargaming, fantasy will soon become the major con-
tender for first place. The section of this booklet entitled
Scope (now covered in the INTRODUCTION) will
provide an idea of just how many possibilities are
inherent in DUNGEONS AND DRAGONS.

These rules are strictly fantasy. Those wargamers
who lack imagination, those who don't care for
Burroughs' Martian adventures where John Carter is
groping through black pits, who feel no thrill upon
reading Howard's Conan saga, who do not enjoy the de
Camp & Pratt fantasies or Fritz Leiber's Fafhrd and the
Gray Mouser pitting their swords against evil sorceries
will not be likely to find DUNGEONS AND DRAGONS to
their taste. But those whose imaginations know no
bounds will find that these rules are the answer to their
prayers. With this last bit of advice we invite you to read
on and enjoy a "world" where the fantastic is fact and
magic really works!

E. Gary Gygax
TSR Hobbies, Inc.
1 November 1973
Lake Geneva, Wisconsin
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INTRODUCTION

Dungeons & Dragons is a fantastic, exciting and
imaginative game of role playing for adults 1 2 years
and up. Each player creates a character or characters
who may be dwarves, elves, halflings or human fight-
ing men, magic-users, pious clerics or wily thieves. The
characters are then plunged into an adventure in a
series of dungeons, tunnels, secret rooms and caverns
run by another player: the referee, often called the
Dungeon Master. The dungeons are filled with fear-
some monsters, fabulous treasure and frightful perils.
As the players engage in game after game their
characters grow in power and ability: the magic users
learn more magic spells, the thieves increase in cun-
ning and ability, the fighting men, halflings, elves and
dwarves, fight with more deadly accuracy and are
harder to kill. Soon the adventurers are daring to go
deeper and deeper into the dungeons on each game,
battling more terrible monsters, and, of course,
recovering bigger and more fabulous treasure! The
game is limited only by the inventiveness and
imagination of the players, and, if a group is playing to-
gether, the characters can move from dungeon to
dungeon within the same magical universe if game
referees are approximately the same in their handling
of play.

The Dungeon Master designs the dungeons and
makes careful maps on graph paper. The players do not
know where anything is located in the dungeons until
the game begins and they enter the first passage or
room. They create their own map as they explore.
While only paper and pencil need be used, it is possible
for the characters of each player to be represented by
miniature lead figures which can be purchased inex-
pensively from hobby stores or directly from TSR Hob-
bies. The results of combat, magic spells, monster at-
tacks, etc., are resolved by rolling special polyhedral
20-sided dice which come with this game.

HOW TO USE THIS BOOK

The game requires at least two players, one of
whom is the Dungeon Master and has prepared the
dungeon, the set of dice, pencil and paper for keeping
records and maps, and optionally, a table top to
represent the locality of the adventurers with some
form of markers for the characters and the monsters
they encounter. The game is more exciting and spec-
tacular using the lead miniature figures mentioned
above, which can be painted to each player's in-
dividual taste, but paper markers or chessman can be
used effectively.

Read this whole book through, except for the Sam-
ple Dungeon section at the end. After one player has
been chosen to be Dungeon Master, he or she should
then read through the description of the sample
dungeon. The other players then create a character
apiece, equip the characters, all as described below,
and then the players are ready to venture into the
danger-filled depths of the dungeon!

CREATING CHARACTERS

There are six basic abilities for each character:

strength, intelligence, wisdom, constitution, dexterity
and charisma. Each player starts a character by rolling
three 6-sided dice for each characteristic. 1 8 is as high
as one can get with three dice, so a character with a
strength of 1 8 would be super-powerful, one with a
strength of 3 (lowest possible dice roll) would barely be
able to lift his sword off the ground.

After all six abilities have been rolled and record-
ed on a separate piece of paper or other permanent
record for the character, the player decides what class
the character will be. This decision is based on the
character's strongest abilities and the player's prefer-
ences.

Strength is obviously important for fighters and is
considered the prime requisite for that class. A score of
9-12 is average. There are advantages to fighting men
with scores of 1 3 and higher when it comes to ac-
cumulating experience, as explained later, so any
character with a strength of 1 3 to 1 8 should be con-
sidered for the fighting class.

Intelligence is the prime requisite for magic-users.
Since there are advantages to the magic-user if his in-
telligence is 13 or higher, any character with such a
score should be considered for this class. High in-
telligence also allows any character to learn additional
languages.

Wisdom is the prime requisite for clerics. Clerics
can perform miraculous spells even though they do not
have special intelligence, and second level (ex-
perienced) clerics can heal wounds. If a character has a
high wisdom score ( 1 3 and over) he would do well as a
cleric.

Constitution is a combination of health and en-
durance. It will influence how a character can with-
stand being paralyzed or killed and raised from the
dead, etc. In addition, dwarves and halflings have
strong constitutions and a character should have a con-
stitution greater than 9 to be a dwarf or a halfling.

Dexterity applies to speed and accuracy. Charac-
ters with high dexterity can get off the first arrow, throw
the first spell or draw a weapon and strike the first
blow. Dexterity is the prime requisite for thieves, and
scores of 1 3 and over in this ability make the character
a good candidate for the thief class. Halflings are also
noted for their dexterity with weapons and a character
should have a dexterity greater than 9 to be a halfling.

Charisma is a combination of appearance, per-
sonality, sex appeal and so forth. Its most important
aspect is leadership. A character of charisma below 1 3
can not hire more than 5 followers, and their loyalty
will be luke-warm at best — that is, if the fighting gets
hot there is a good probability they will run away. On
the other hand, someone with a charisma of 1 8 can win
over a large number of followers (men or monsters)
who will probably stand by him to the death. Also a
female with high charisma will not be eaten by a
dragon but kept captive. A charismatic male defeated
by a witch will not be turned into a frog but kept en-
chanted as her lover, and so forth.

TABLE OF BONUS AND PENALTIES DUE TO ABILITIES

This table summarizes and adds to the description
of the abilities given above. The meaning of terms like
"hit die," "fire missile at +1," and "earned ex-
perience" will be made clear later.



Prime requisite

Prime requisite

Prime requisite
Prime requisite

Prime requisite 6 or less

1 5 or add 10% to earned ex-
more perience
13-14 add 5% to earned ex-

perience
9-12 no bonus
7-8 subtract 10% from earn-

ed experience
subtract 20% from earn-
ed experience

Constitution 18 add 3 to each hit die
Constitution 17 add 2 to each hit die
Constitution 1 5 - 1 6 add 1 to each hit die
Constitution 7-14 no bonus
Constitution 6 or less subtract 1 from each hit

die but never less than
1

Dexterity 1 3 or fire any missile at +1
more

Dexterity 9 - 1 2 no bonus
Dexterity 8 or less fire any missile at -1

ADJUSTING ABILITY SCORES

It is possible to raise a character's scores in a prime
requisite by lowering the scores of some of the other
abilities. This recognizes that one can practice and
learn feats of fighting, intelligence, etc., but must take
a penalty in another area by so doing.

Magic-users and clerics can reduce their strength
scores by 3 points and add 1 to their prime requisite for
every 3.

Fighting men, clerics, halflings and dwarves can
reduce their Intelligence score by 2 points and add 1 to
their prime requisite for every 2.

Fighting men, halflings and dwarves can reduce
their wisdom by 3 points, and magic-users can reduce it
by 2 to gain 1 point for their prime requisites.

Thieves can raise their dexterity score by lowering
intelligence 2 points and wisdom 1 point for each ad-
ditional point of dexterity.

Constitution and charisma can not be altered, and
dexterity can not be reduced.

In no case can any ability be lowered below 9.

Fighting Men — any human character can be a
fighting man and all halflings and dwarves are
members of the fighter class, unless they opt to be
thieves. Elves are a combination of fighting man and
magic-user, as described later. Fighting men can use
any weapon and wear any kind of armor including
magic weapons and magic armor. They can not do
other kinds of magic, however. As they advance in
experience they increase their "hit dice" and are
harder to kill. After they reach the fourth level of
experience they also increase their ability to get hits on
an opponent, but experience levels that high are not
discussed in this book and the reader is referred to the
more complete rules in ADVANCED DUNGEONS &
DRAGONS.

Magic-users — humans who elect to become
magic-users must not wear armor and can carry only a
dagger for protection. They can, however, use almost
all magical items, but not magical swords and other
magical arms other than daggers. They have the ad-
vantage (shared with clerics and some elves) of being
able to work magical spells. At the start, however, they

can cast only one spell and must advance a level in ex-
perience before they can learn another. Thus the
magic-user starts out as an extremely weak character,
but if he survives and rises in experience, he becomes
increasingly powerful. The types of spells and the way
they are used are discussed in a later section. Magic-
users, of course, may be either good or evil, lawful or
chaotic, and most of their spells remain the same.

Clerics — are humans who have dedicated them-
selves to one or more of the gods. Depending on the
god, the cleric may be good or evil, lawful or chaotic.
Clerics have their own special spells and unlike magic-
users they begin with none. They may, however, wear
armor, including magic armor, and carry non-edged
weapons such as the mace or the quarter staff. No
swords or bows and arrows, however can be employed.
The cleric is forbidden by his religion from the drawing
of blood. Good clerics can often dispel the undead —
skeletons, zombies and their ilk as explained later. As
they advance in experience levels they gain the use of
additional spells. Spells for evil clerics differ slightly
from those of good clerics.

Thieves — are humans with special abilities to
strike a deadly blow from behind, climb sheer surfaces,
hide in shadows, filch items and pick pockets, move
with stealth, listen for noises behind closed doors, pick
locks and remove small traps such as poisoned needles.
Every thief has these abilities, but as they progress in
experience they become better and better at it. A table
for determining whether a thief has accomplished one
of these feats is given later. Thieves are not truly good
and are usually referred to as neutral or evil, so that
other members of an expedition should never com-
pletely trust them and they are quite as likely to steal
from their own party as from the Dungeon Master's
monsters. Thieves can wear nothing stronger than
leather armor and can not carry shields. They can use
all the weapons of a fighting man including magic
swords and magic daggers. Thieves above the third
level of experience can read magic scrolls and books
and 80% of languages so that treasure maps, etc. are
easy for them. There are special rules for halflings,
dwarves and elves who wish to be thieves — these are
given in ADVANCED DUNGEONS & DRAGONS.

Dwarves — are about four feet tall, stocky of build
and weigh 150 pounds, shoulders very broad, their skin
a ruddy tan, brown or grey. They wear long beards.
They are sturdy fighters and are especially resistant to
magic as shown by their better saving throws against
magical attack. They have infravision and can see 60
feet in the dark. Underground, they can detect slanting
passages, traps, shifting wails and new construction
about one-third of the time. They are the only ones who
can wield the +3 Magic War Hammer (described
later). Dwarves can all speak the languages of gnomes,
kobolds and goblins.

Elves — are five or more feet in height, slim of
build, weigh about 120 pounds and have fair to tan
skin. They can use all the weapons and armor of the
fighting man, including all magical weapons, and can
also cast spells like a magic-user. They can detect secret
hidden doors about one-third of the time. They have in-
fravision; like dwarves, they can see 60 feet in the dark.
They are not paralyzed by the touch of ghouls. Elves
can speak the languages of orcs, hobgoblins and gnolls
as well as Elvish and the Common speech they share



with men, dwarves and hobbits. Thus, they have the ad-
vantages of both fighting men and magic-users as well
as certain special capabilities of their own.

Elves progress in level as both fighting men and
magic-users, but since each game nets them ex-
perience in both categories equally, they progress
more slowly than other characters.

Halflings — are short, 3 feet high, little folk with
several special abilities. Out-of-doors they are difficult
to see, having the ability to vanish into woods or under-
growth. They are like dwarves in their resistance to
magic. Halflings are extremely accurate with missiles
and fire any missile at +1. They can use all the
weapons and armor of a fighting man as long as it is
"cut down" to their size.

Players decide what class they want their character
to be and make any adjustments in prime requisite
desired. Characters can be either male or female. The
character's name, class, ability scores and other in-
formation is recorded by the player on a separate sheet
of paper or other record. The player is responsible for
keeping a record of the character's bonuses and
penalties, any damage he takes, how much gold he
owns, what weapons and other items he carries, etc.

There are two more important die roles to be made
for each character.

First generate a random number for "hit points."
To generate the numbers roll the special dice in this
game — 8-sided, 6-sided, 4-sided. This represents the
amount of damage the character can take. For the
number of "hit points" roll the proper sided die
mentioned below. The die pertaining to players'
character type is rolled once per level of experience.
(See the section EXPERIENCE POINTS AND EXPERIENCE
LEVELS.) Fighters, including dwarves, generate random
numbers from 1 to 8, clerics from 1 to 6, and magic-
users and thieves from 1 to 4. Elves use a spread of from
1 to 6 as they are both fighters (1-8) and magic-users ( 1 -
4). Although halflings are always fighters, they also use
a 1 to 6 point spread due to their size. Note that consti-
tution can add or subtract hit points, but no character
can have less than 1 point per level regardless of sub-
tractions. In combat, if a character receives a blow, a
dice roll will be made to determine the number of
damage points inflicted. These are subtracted from the
character's "hit points." If his hit score falls to zero he is
dead. Hit points can be restored, if the character is
alive, by a clerical healing spell, a healing potion or
some other magical item. Otherwise he must continue
on in his wounded state until the game is over and he
returns to the surface. Each day of rest and recuperation
back "home" will regenerate 1 to 3 of his hit points for
the next adventure.

Gold owned by the character initially is deter-
mined by rolling three 6-sided dice and multiplying the
result by 10. The result is the number of gold pieces
owned. From this amount the character must outfit him-
self.

COST OF EQUIPMENT & WEAPONS

Selection of items is strictly up to the players, and
gold pieces are taken away accordingly (players may
sell to one another, of course, and then gold pieces
would be transferred).

Item Cost
Dagger 3
Hand Axe 3
Mace 5
Sword 10
Battle Axe 7
Morning Star 6
Flail 8
Spear 2
Pole Arm 7
Halberd 7
Two-Handed Sword 1 5
Lance 4
Pike 5
Short Bow 25
Long Bow 40
Composite Bow 50
Light Crossbow 15
Heavy Crossbow 25
Quiver of 20 Arrows 10

Item Cost
Barding (Horse Armor) 150
50' of Rope 1
10' Pole 1
1 2 Iron Spikes 1
Small Sack 1
Large Sack 2
Leather Back Pack 5
Water/Wine Skin 1
6 Torches 1
Lantern 10
Flask of Oil 2

Tinder Box 3

3 Stakes & Mallet 3

Steel Mirror 5

Item Cost
Case with 30 Quarrels 10
20 Arrows/30 Quarrels 5
Silver Tipped Arrow 5
Mule 20
Draft Horse 30
Light Horse 40
Warhorse, Medium 100
Warhorse, Heavy 200
Saddle 25
Saddle Bags 10
Cart 100
Wagon 200
Raft 40
Small Boat 100
Leather Armor 15
Chain-type Mail 30
Plate Mail 50
Helmet 10
Shield 10

Item Cost
Silver Mirror, small 15
Wooden Cross 2
Silver Cross 25
Holy Water/Vial 25
Wolvesbane, bunch 10
Garlic, bud 5
Wine, quart 1
Iron rations (for dungeon

expeditions) 1 person/
1 week 1 5

Standard rations for 1
person/1 week 5

Other items cost may be
calculated by comparing
to similar items listed
above.

ADDITIONAL CHARACTER CLASSES

There are a number of other character types which
are detailed in ADVANCED DUNGEONS & DRAGONS.
There are sub-classes of the four basic classes. They
are: paladins and rangers (fighting men), illusionists
and witches (magic-users), monks and druids (clerics),
and assassins (thieves). There are half elves. Special
characteristics for dwarven, elven, and halfling thieves
are given. In addition, rules for characters who possess
the rare talent of psionic ability are detailed. However,
for a beginning campaign these additions are not
necessary, and players should accustom themselves to
regular play before adding further complexities.

At the Dungeon Master's discretion a character can
be anything his or her player wants him to be. Charac-
ters must always start out inexperienced and relatively
weak and build on their experience. Thus, an ex-
pedition might include, in addition to the four basic
classes and races (human, elven, dwarven, halfling-
ish), a centaur, a lawful werebear, and a Japanese
Samurai fighting man.



"HOPELESS CHARACTERS"

Sometimes the universe of chance allows a
character to appear who is below average in
everything. At the Dungeon Master's discretion, such a
character might be declared unsuitable for dangerous
adventures and left at home. Another character would
then be rolled to take his place. There is enough chance
in the dungeon encounters, however, that sometimes a
character like this will survive and advance to a
position of power and importance.

NUMBERS OF CHARACTERS

Most Dungeon Masters allow a player only one (or
perhaps two characters) at a time. If a character is
killed, then for the next game the player rolls a new
character. The new character, of course, starts with no
experience. A character may be allowed to designate a
"relative" who will inherit his wealth and possessions
(after paying a 10% tax) on his death or disappearance.
There: is no reason, however, why a character could not
choose to "retire," wealthy and covered with glory,
and let some fresh, hot-blooded adventurer take the
risks.

When a character is killed, the lead figure (if used)
representing his body is removed from the table, unless
it is eaten by the monsters or carried off by his
comrades to be returned to his family. A seventh level
cleric can raise the dead, if you can find one! Also, of
course, wish rings and other magic can restore the
deceased adventurer to his comrades and friends!

NON-PLAYER CHARACTERS

in ail probability the referee will find it beneficial
to allow participants in the campaign to "hire into serv-
ice" one or more characters. At times this may be
nothing more than a band of mercenaries hired to par-
ticipate in and share the profits from some adventure.
However it is possible that players will be desirous of
acquiring a regular entourage of various character
types, monsters, or any army of some form. Non-player
characters can be hired as follows:

Only the lowest level of character types can be
hired, i.e. f irst level. The player wishing to hire a non-
player character "advertises" by posting notices at inns
and taverns, frequents public places seeking the
desired hireling, or sends messengers to whatever
place the desired character type would be found (elf-
land, dwarf-land, etc.). This costs money and takes
time, and the referee must determine expenditures
(rolling a 6-sided die for 100's of gold pieces is
suggested). Once some response has been obtained,
the player must make an offer to tempt the desired
character type into his service. As a rule of thumb, a
minimum offer of 100 gold pieces would be required to
tempt a human into service, dwarves are more in-
terested in gold, magic-users and elves desire magical
items, and clerics want some assurance of having a
place of worship in which to house themselves. The
Dungeon Master will act out the part of the prospective
employee, making whatever kind of deal would be ap-
propriate.

Monsters can sometimes be lured into service if
they are of the same basic alignment as the player-

character, or they can be charmed and thus ordered to
serve. Note, however, that the term "monster" includes
men found in the dungeons, so in this way some high-
level characters can, arbitrarily, be brought into a
character's service, charisma allowing or through a
charm spell. Some reward must be offered to a monster
in order to induce it into service (not just sparing its life,
for example).

A man or intelligent monster can surrender or
become subdued. When this happens an offer of serv-
ice can be made (assuming that communication is
possible) as outlined later in the HOSTILE-FRIENDLY RE-
ACTION TABLE. Subdued monsters will obey for a time
without need to check their reactions, and such mon-
sters are salable.

CHARACTER ALIGNMENT

Characters may be lawful (good or evil), neutral or
chaotic (good or ev i l ) . Lawful characters always act ac-
cording to a highly regulated code of behavior,
whether for good or evil. Chaotic characters are quite
unpredictable and can not be depended upon to do
anything except the unexpected -- they are often, but
not always, evil. Neutral characters, such as all thieves,
are motivated by self interest and may steal from their
companions or betray them if it is in their own best in-
terest. Players may choose any alignment they want
and need not reveal it to others. Note that the code of
lawful good characters insures that they would tell
everyone that they are lawful. There are some magical
items that can be used only by one alignment of
characters. If the Dungeon Master feels that a character
has begun to behave in a manner inconsistent with his
declared alignment he may rule that he or she has
changed alignment and penalize the character with a
loss of experience points. An example of such behavior
would be a "good" character who kills or tortures a
prisoner.
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LANGUAGES

The "common tongue" spoken through the "con-
tinent" is known by most humans, elves, dwarves, and
hobbits. All other creatures and monsters which can
speak have their own language, although some (20%)
also know the common one. Lawful good, lawful evil,
chaotic good, chaotic evil, and neutrality also have
common languages spoken by each respectively. One
can attempt to communicate through the common
tongue, language particular to a creature class, or one
of the divisional languages (lawful good, etc.). While
not understanding the language, creatures who speak
a divisional tongue will recognize a hostile one and at-
tack. Characters with an Intelligence above 10 may
learn additional languages, one language for every
point above 10 in intelligence. Thus, a man with an in-
telligence level of 1 5 could speak seven languages, i.e.
common, alignment, plus five others as selected.
Magic-users spells and some magic items will enable
the speaking and understanding of languages.

TIME AND MOVEMENT IN THE DUNGEONS

A fully armoured man can move 120 feet per turn
at a cautious walk. Each turn takes ten minutes (scale
time, not actual) in the characters' magical universe. In
the players' universe arguments sometimes develop
and a turn may take considerably longer! Each turn is
ten minutes except during combat where there are ten
melee rounds per turn, each round lasting ten seconds.

Let us say a party has come to a blank wall and
decides to search it for secret doors. The Dungeon
Master says it will take one turn for one character to
search a 10 foot section of wall. Unbeknownst to the
adventurers, a monstrous purple worm is coming
toward them down a side corridor. The Dungeon Master
consults his table of monsters and sees that the worm
travels 60 feet per turn, so it will be 60 feet closer when
the search is completed. Let us hope the party remem-
bered to have somebody watch the rear!

Time must be taken to rest, so one turn every hour
should be spent motionless — i.e., one turn out of every
six. If the party has been running (triple normal speed)
they will need two turns to rest.

An unarmoured and unencumbered man can
move 240 feet per turn, an armored man 120 feet, and
carrying a heavy load only half that. Faster speeds can
be allowed for charging or a short sprint. If a character
is being pursued, however, he may have to throw away
heavy treasure or armor in order to escape.

MOVEMENT TABLE

Feet/turn

Movement
unarmored, unencumbered
man
fully armored man, or
carrying heavy load
fully armored AND heavily
loaded
running, unarmored ( X 3)
running, armored (X 3)

Exploring/ Moving
Mapping Normally

240 480

120

60

720
360

240

120

Since DUNGEONS & DRAGONS was originally writ-
ten for wargamers who are used to miniature figures,
distances are often given in inches. Inches can be con-
verted to feet by multiplying by ten: 1 inch = 10 feet, 2
inches = 20 feet, etc. This scales the movement ap-
propriately for maneuvering the figures on the top of a
gaming table.

ENCUMBRANCE

A back pack or sack will hold weight which equals
approximately 300 gold pieces. For game purposes all
forms of coins weigh the same. A character carrying
300 gold pieces would not be considered to be heavily
loaded — assuming that the other equipment he or she
carried was not excessive — for 300 gold pieces are
assumed to weigh about 30 pounds. A character with
600 gold pieces is likely to be considered as being
heavily loaded, as the weight of the other equipment
normally carried will make the character's load in the
neighborhood of 75 pounds minimum (a fighting man
will be far more loaded down, but it is assumed that
such individuals are trained to be stronger and so able
to carry more weight).

In order to give players a better idea of just how
encumbered they are by equipment and subsequent
additions of treasure to their load, it is suggested that
they note on a sheet of paper just where or how each
item they have with them is stored or carried.

Example: The magic-user, Malchor, is about to set
off on a dungeon exploring expedition. In addition to
his normal garb of boots, loin cloth, robe, girdle, and
pointy hat he notes that he is bringing the following
equipment with him:

2 daggers ( 1 in girdle, other in boot)
1 back pack
1 large sack (in pack)
1 — 50' coil of rope (in pack)
1 standard rations (in pack)
1 small sack (in pack)
12 iron spikes (in small sack in pack)
1 quart wine (in pack)
1 small sack, shoulder slung, left side
2 flasks of oil (shoulder sack)
2 vials holy water (shoulder sack)
1 garlic bud (shoulder sack)
1 wolvesbane bunch (shoulder sack)
20 gold pieces (in purse hidden under robe)
1 water skin, shoulder slung, right side
1 tinder box (tucked in girdle)
1 lantern, filled with oil (left hand)
1 — 10' pole (right hand)

LIGHT

Most dungeons are dark. Elves and dwarves can see
60 feet in the dark, as can all monsters (and this term
embraces all of the evil characters of the Dungeon
Master), but humans and hobbits will need artificial
light or be reduced to half speed or less. Magic swords
and some staves shed light, but the party may have to
resort to torches or lanterns. A good torch will burn for
six turns, while a flask of oil in a lantern will last 24
turns. Either allow the bearer to see 30 feet. Artificial
light, of course, will attract monsters who live in the
dark and will also warn them that the party is ap-



proaching. Note that elves and dwarves lose their
ability to see 60 feet if there is light within 30 feet of
them.

TRAPS, DOORS, SECRET DOORS, SURPRISES,
WANDERING MONSTERS

Many dungeons contain traps, such as trap doors
in the floor. If a character passes over one a six-sided
die is rolled; a roll of 1 or 2 indicates that the trap was
sprung and he has fallen in, taking one or more 6-sided,
dice of damage.

Doors are usually closed and often stuck or locked.
They have to have the locks picked or be smashed
open. A roll of 1 or 2 indicates that a door has been
forced open. Of course, if the party has to hit the door
several time's before getting their roll of 1 or 2, there is
no possibility of surprising the occupants of the room.

When the characters come to a door they may
listen to detect any sound within. A die roll of 1 for
humans, 1 or 2 for elves, dwarves and halflings, in-
dicates that they have heard something, if there is
anything to hear. The "Undead" — skeletons, zombies,
ghouls, wights, wraiths, mummies, spectres and vam-
pires — make no noise unless they wish to. The party
gets one try at listening to any door, wall, panel, etc.

If elves pass by a secret door or passage, roll a six-
sided die and a 1 or 2 means they sense something
there. If the party is searching for a secret door then an
elf will locate it on a roll of 1 to 4, other characters on a
roll of 1 or 2. Of course, the Dungeon Master will lessen
these possibilities in lower levels of the dungeon.

Doors opened will usually shut automatically
unless spiked or wedged open. Doors open
automatically for monsters, however, unless held or
spiked shut.

Surprise may occur whenever one party is
unaware of the presence of the other. A roll of a 1 or 2
on a six-sided die means the party or the monsters were
surprised. If the party surprises a monster they get an
opportunity to cast a spell, shoot arrows, shut the door,
run, or draw weapons and attack before the monster
can react. A character surprised by a monster may drop
whatever he is holding — on a die roll of 6 — and the
monster gains first reaction (which means it will usually
charge to attack the party).

At the end of each three turns the Dungeon Master
can roll a die to see if a wandering monster has come
down the corridor. A roll of 6 means that something has

come "strolling" along. If the party has someone
watching they will see or hear the monster up to 120
feet away unless it is coming around a corner, very
quiet, etc. If it is uncertain how far away the monster is,
roll two six-sided die and multiply by 10. The result is
the distance in feet (i.e. a roll of 5 + 2 = 7 or 70 feet).
The referee could then place a figure representing the
monster or monsters on the table at the appropriate dis-
tance from the adventurers, if figures are being used.

The wandering monsters may be pre-selected by
the Dungeon Master, such as a guard of skeletons or
goblins that walks up and down the main corridor every
five turns, or the wandering creatures may be selected
from a table by random number generation. Where a
slash (/) appears between two monsters, roll again to
see which of the two appears.

The number of wandering monsters appearing
should be roughly equal to the strength of the party en-
countering them. First level adventurers encountering
monsters typically found on the first level of a dungeon
should be faced with roughly equal numbers, i.e. a par-
ty of three would encounter 2-6 orcs, 3-12 giant rats,
etc. However, if the party were second level, or the first
level monsters were encountered on the second level
of the dungeon, the number of wandering monsters en-
countered should be doubled. In a like manner, the
number of monsters should be tripled for third level ad-
ventures or in the third level of the dungeon if the mon-
sters appearing are first level. If justification is needed,
simply consider that a small party is relatively quiet,
thus attracting less attention than a large group, and
powerful characters will similarly bring more numbers
of monsters. The basic number of monsters appearing
in an encounter with wandering monsters is shown in
parentheses after each monster. Modify the number as
required to suit the situation. Roll the appropriate die or
dice to generate the random number falling within the
parameters indicated for the possible number of the
specific type of monster the party has encountered, and
then adjust the number according to your modification.
Numbers shown should not be reduced below the
lowest number shown.

Level Beneath Consult Monster Level Table Number
the Surface 1 2 3

One Die Rol l— 1 -8 9 - 1 1 1 2
Two          1-3   4-9  10-12
Three 1 2-4 5 -12

One Level Below Ground Die
Kobolds (3-12) 1
Goblins (2-8) 2
Warriors/Seers (1-3 /1-2) 3
Orcs (2-5) 4
Skeletons/Zombies (1-6/1-4) 5
Bandits (2-5) 6
Berserkers (1-4) 7
Stirges (2-5) 8
Adepts/Footpads (1-4/1-4) 9
Dwarves (2-5) 10
Elves (1-6) 1 1
Gelatinous Cube ( 1 ) 1 2

WANDERING MONSTER TABLE

Two Levels Below Ground Die
Orcs (5-20) 1
Hobgoblins (2-8) 2
Gnolls (2-5) 3
Ghouls (1-4) 4
Swordsmen (2-5) 5
Conjurers (1-4) 6
Priests (2-5) 7
Robbers (1-4) 8
Dwarves (4-16) 9
Elves (3-12) 10
Giant Ticks (1-3) 1 1
Carrion Crawler ( 1 ) 1 2

Three Levels Below Ground Die
Hobgoblins (5-20) 1
Gnolls (4-16) 2
Bugbears (2-8) 3
Ogres (1-4) 4
Wights (1 -3 ) 5
Displacer Beasts (1-2) 6
Dopplegangers (1-4) 7
Grey Ooze(1) 8
Blink Dogs (2-5) 9
Harpies (1-3) 10
Wererats (1-4) 1 1
Ochre Jelly ( 1 ) 1 2

10



Obviously, some of these creatures will not always
be hostile. Some may offer aid and assistance. To
determine the reaction of such creatures, roll 2 dice:

HOSTILE/FRIENDLY REACTION TABLE

Score Reaction
2 Attacks immediately!

3-5 Hostile reaction
6-8 Uncertain, make another offer, roll again
9 - 1 1 Accepts offer, friendly

12 Enthusiastic, volunteers help

The Dungeon Master should make adjustments if
the party spokesman has high charisma or offers
special inducements.

If the party decides to flee they may be able to
delay pursuit by discarding some of their possessions.
Unintelligent monsters will stop to pick up food half the
time (roll 1 -3 on a 6-sided die) and intelligent monsters
will stop for treasure half the time (roll 1-3) . Burning oil
will deter monsters (referee's discretion).

EXPERIENCE POINTS AND EXPERIENCE LEVELS

Accumulated experience is measured by ex-
perience points. Experience points are awarded on the
basis of treasure obtained and monsters killed or sub-
dued. Experience for treasure recovered is on the basis
of 1 point for every gold piece. Convert jewelry, gems,
etc. into gold piece value. (For more information re-
garding treasure, see TREASURE and BASE TREASURE
VALUES.) Treasure is usually divided equally among
members of the party and therefore the experience is
also. If, for some reason, one character gets more of the
loot, such as a thief stealing gems from the saddle bags
on the way home, then he should get the additional ex-
perience points.

Monsters killed or overcome by magic or wits are
worth experience points to be divided among the entire
party.

Experience Points for Monsters Overcome

Monster's Hit Dice Value Bonus for Special Abilities
Under 1
1
1 + 1
2
2 + 1
3
3 + 1
4
4 + 1
5
5 + 1

5
10
1 5
20

35
50
75

125
175
225

3
4
5

15
25
50
75

125
175

Special abilities of the monster would indicate
monsters which regenerate, use or hurl missiles, have
poison, have paralytic touch, etc.

If the defeated monster is lower in level than the
character who overcomes him, less experience is
gained. The experience points for the kill are multiplied
by a fraction: monster's level/character's level. For
example, if a third level fighting man killed the first
level orc he generates 1/3 the experience points. The
Dungeon Master usually takes all the experience earn-

ed by the party, treasure and monsters defeated, and
divides it equally among all surviving members cf the
expedition.

The Dungeon Master should have the option of
lowering the number of experience points gained un-
der special circumstances. If one character sneaks out
of the dungeon with all the treasure while the rest of
the party is being eaten, he should gain some ex-
perience points but not necessarily all of them!

Remember that characters with high scores in their
prime requisite get a bonus of experience points.

No more experience points should be awarded for
a single game than will move a character up one e x -
perience "level." Thus if a first level fighting men earns
5000 experience points this would ordinarily move him
up two levels (see table below). He is therefore only
allowed the number of points that would take him up to
second level and almost up to third. He therefore
receives 3,999 experience points, not 5,000, because
4,000 points would move him up two levels. There is no
theoretical limit to the number of levels a character
may progress (15 th level fighting man, 1 4 t h level
wizard, etc.). but only the f irst three levels are
discussed in this book.

As a character goes up a level he increases his hit
dice. The new die is rolled and the score added to his
current number of hits.

Magic-users and clerics increase the number of
spells they can use with each new level. Magic-users
retain the spells they already have and select new ones
from the appropriate list. Clerics can call upon more
spells and increase their powers of turning away the
undead. Thieves increase their abilities.

FIGHTING MEN, ELVES, HALFLINGS AND DWARVES

Experience

1
2
3

Level
(Veteran)
(Warrior)
(Swordsman)

Points
0

2000
4000

Hit Dice
1-8 sided
2-8 sided
3-8 sided

Spells
0
0
0

MAGIC-USERS
1

2

3

(Medium)

(Seer)

(Conjurer)

0

2500

5000

1-4 sided

2-4 sided

3-4 sided

1 f i rs t
level spell
2 first
level spells
2 first level,
1 second level

CLERICS
1 (Acolyte) 0 1 -6 sided 0
2 (Adept) 1500 2-6 sided 1
3 (Priest) 3000 3-6 sided 2

THIEVES
1 (Apprentice) 0 1 - 4 sided A
2 (Footpad) 1200 2-4 sided B
3 (Robber) 2400 3-4 sided C

DWARVES, HALFLINGS AND ELVES

Halflings and Dwarves progress as fighting men,
but Halflings use a six-sided die for hit points. Elves
progress in two areas — fighting man and magic-user.
They use a six-sided die for hits.
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EXPLANATION OF THIEF'S ABILITIES

C

open lock
15%

open lock
20%

open lock
25%

remove trap
10%

remove trap
15%

remove trap
20%

pick pocket
20%

pick pocket
25%

pick pocket
30%

When the determination of a percentage
probability is called for, as in the thieves table above,
use the 20-sided die. Roll 2 such die (or one die twice)
and designate 1 die the tens and one the units. Let us
say a red die will be tens. Then a roll of red 6 and white
2 with a pair of dice is 62%.

Drego the thief tries to pick the lock on a treasure
chest. He is a first level thief so he needs a roll of 01 %
to 15% on the dice. He rolls red 3 and white 0 — a 30%
and not good enough to open the lock. He is allowed
only that one try one roll of the dice — to open it,
because no matter how long he works on the lock there
is only a 15% chance that an inexperienced thief can
get it open.

Later, Drego is alone in a dark corridor when a par-
ty of evil warriors walks by. He announces that he will
hide in the shadows. He rolls a red 0 and a white 2,
02%, much less than the score of 10% he needs for suc-
cess. He is not seen.

The thief's ability to hear noise at closed doors,
secret panels, etc. is rolled on a six-sided die like
anyone else, but his ability improves as he advances in
experience.

CLERICAL ABILITIES

Clerics have the ability to turn away the "undead,"
and higher level clerics can dispel them. If the cleric
turns the undead away they retreat before him, will not
touch him and flee from his immediate vicinity if they
can. When a higher level cleric dispels an undead mon-
ster it disappears and is gone forever.

When a cleric of the first three level confronts one
or more of the undead, consult the table below. A "T"
means the monsters are automatically turned away. If
there is more than one of the undead, roll two 6-sided
dice to see how many are turned away. The numbers

move
silently
20%

move
silently
25%

move
silently
30%

hide in
shadows
10%

hide in
shadows
15%

hide in
shadows
20%

hear
noise
roll of
1 -2
hear
noise
roll of
1 - 2
hear
noise
roll of
1 -3

on the table indicate that the cleric may be able to turn
the undead. Roll two 6-sided dice, if the roll is equal to,
or greater than, the number given in the table it means
the cleric has been successful in turning the undead
and a second die roll can be used to determine how
many have been affected.

USE OF THE WORD LEVEL

The word level is used in the game to mean suc-
cessively deeper strata of the dungeon labyrinths. Also,
characters advance in experience by level and at each
new level they increase their hit dice (the amount of
damage they can take) and increase in special abilities
such as theft or magic. Level is used in reference to
monsters to indicate how tough and ferocious they are.
Thus a monster's level usually indicates its hit dice and
special abilities, and is a measure of how hard it is to
kill. A fifth level monster, such as a 5-headed hydra, is
worth many more experience points than a first level
orc.

Most dungeons are constructed of deeper and
deeper levels below the surface. Usually the dungeon
level indicates how difficult it is. Thus, the third level of
a dungeon would contain monsters primarily drawn
from the third level, although not exclusively. Such an
area of the dungeon would be particularly dangerous
for first level characters and probably should not be at-
tempted until they have more experience.

We are talking, therefore of dungeon level, mon-
ster level, character level and spell level. Example:
"While on the 4th dungeon level, my 6th level magic-
user encountered a 5th level monster and attacked it
with a 3rd level spell!" The multiple usage of the term
"level" will become quite familiar and not at all con-
fusing once players have participated in a few sessions
of the game.

CLERICS VS. UNDEAD TABLE

Cleric Undead Type
Level Skeleton Zombie Ghoul Wight Wraith

1 7 9 11 no effect. . . . . . . . . . . .
2 T 7 9 11 no effect.
3 T T 7 9 11

Number = score needed to turn away
T = automatically turned away, up to 2 dice in number

Mummy Spectre Vampire

no effect
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MAGIC SPELLS telligence, as shown in the table below.

A first level magic-user (medium) or a second
level cleric (adept) may cast one spell, and as they go
up in experience points the number of spells increases.
The magic-user acquires books containing the spells,
the study of which allows him to memorize a spell for
use. He can then throw the spell by saying the magic
words and making gestures with his hands. This means
that a magic-user bound and gagged can not use his
magic. In some cases the spell may require substances
or apparatus, such as conjuring a water elemental (5th
level) requires the presence of water, a sleep spell
requires a pinch of sand. A magic-user must con-
centrate on his spell, so he can not cast a spell and walk
or run at the same time, and he certainly can not cast a
spell while engaged in combat. Then, after all that, the
spell may not work!

More important, as the spell is recited it fades from
the spell-caster's mind and he can not use it again! He
must go back to his study and re-learn the spell. This
takes at least 1 day. Magic-users can not bring their
magic books into the dungeon with them. Always
assume that more than 1 day has passed between ex-
peditions, so that a magic-user who leaves the dun-
geon and goes home may start a new game with all
his spells ready, but the appropriate time lag must be
carefully noted.

This rule places great limitations on the magic-
user's power, but there are ways to partially overcome
them. One is to have the spell written out on a magic
scroll. Scrolls are written in magic runes that fade from
the page as they are read, so a scroll also can only be
used once. Magic users may make a scroll of a spell
they already "know" (i.e. have in their magic book) at
a cost of 100 gold pieces and 1 week's work for each
spell of the first level, 200 gold pieces and 2 weeks for a
second level spell (if the magic-user is third level), etc.

Certain magical items which can be found in
dungeons can be used by magic-users, and often only
by magic-users. Thus there are magic wands, staves,
rings, amulets, potions, scrolls and similar items which
gave the user magical powers just as if he had a magic
spell. Some of these are described later under
TREASURE.

It is also possible for a magic-user, through the ex-
penditure of much money for research, to create new
spells. The Dungeon Master must agree that the spell is
appropriate to the level of the character trying to create
it, the magic-user must spend 2000 gold pieces per
level of spell and one week of time. He then has a 20%
chance of success. The player rolls two 20-sided dice
and reads them off, the first number being tens and the
second units. If the die are different colors decide in ad-
vance which is the tens die. A roll of 20 or anything less
than 20 means the spell research was successful, the
magic-user writes it into his book and may use the
spell, subject to the rules above and the restrictions
given below.

The number of spells a magic-user may employ
during an adventure is determined by what level
magic-user he may be. If he is a first level, only one. He
gets to choose the spell he will memorize from his
books and he does this before the expedition starts off.
He does not necessarily get to choose from the entire
list of first level spells, however. That depends on his in-

Intelligence of
Magic-User

3-4
5-7
8-9

1 0 - 1 2
1 3 - 1 4
1 5 - 1 6

17
1 8

% Chance to Know Number of Spells
Any Given Spell Knowable per Level

Minimum Maximum
20%
30%
40%
50%
65%
75%
85%
95%

2
2
3
4
5
6
7

3
4
5
6
8

1 0
All
All

Let us suppose that old Malchor the first level magic-
user is planning on going on a dangerous quest. His in-
telligence is only 1 0 (equal to maybe an IQ of 100!) and
he can not have studied and copied into his books all
the spells listed under Book of First Level Spells (this list
is given later). The most he can have available is 6 and
the least 4 (maximum and minimum from the table
above). The game player would like to give him the
Sleep Spell. His chance to "know" this spell — have it
available in his books is 50% (from the table) — so two
20-sided dice are rolled to give a percentage, using the
system described earlier. A roll of anything less than 51
means the spell is available, 51 or above, it is not, and
poor Malchor must try tor another spell. Incidentally, if
he goes through the entire list without getting his
minimum of 4 spells, he gets to try again. Once the
spell is in his magic books, Malchor can memorize it for
use, but being a first level magic-user, he can only
memorize one spell. Further study and experience with
magic expands his ability and when he reaches second
level he can carry two spells in his head!

SAVING THROWS

Even when a magical spell has been properly
thrown, it does not always work. Anyone subjected to
magical attack rolls a special die to see if the magic
took effect (see below). This die roll is called a "saving
throw" because if you roll the correct number (given in
the chart below) or any higher number, you are unaf-
fected or "saved."

Saving Throw Table — Levels 1 to 3
(Use a 20-sided die)

Class
Normal man, Kobold,
Goblin, etc.
Fighting Man, Thief,
Hobgoblin, etc.
Magic-user
Cleric
Dwarves & Halflings

1 6 1 3

1 5
1 5
1 4

1 4
1 2
1 1

1 2

1 3
1 1
10

1 4

1 3
1 4
1 2

15

16
16
1 4

Failure to make the total indicated results in the
weapon having full effect, i.e. you are turned to stone,
take full damage from dragon's breath, etc. Scoring the

13

1 7 1 4 1 3 1 5 1 6
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total indicated, or higher, means the weapon either has
no effect (spell, death ray, poison, paralyzation, stone,
polymorph) or half damage (from dragon breath, fire
ball, lightning, wand of cold and staves). Higher level
characters get better saving throws and these are given
in ADVANCED DUNGEONS & DRAGONS.

Numbers can be generated as follows: Mark one
set of faces on a 20-sided die by coloring with a red
permanent marker on one of each faces — 0, 1 , 2, 3,
etc. The marked faces will be considered to have a ten
added to them — 1 = 1 1 , 2 = 1 2 , 3 = 13 , etc. Un-
marked 0 = 10, marked 0 = 20. This die will also be
used to determine the results of combat from the com-
bat table.

MONSTER SAVING THROWS

Evil men and man-type monsters like goblins and
orcs make man-type saving throws. Higher level mon-
sters are tougher and more resistant to magic, just as
player characters are. Monsters use the table above,
most monsters being considered as fighters for pur-
poses of saving throw, although magic-using monsters
would use the magic-user or fighter column, whichever
was more favorable, if not a human. The same applies
to monsters using clerical-type magic. For conversion of
monsters to the table, count each hit die as one level.

There are many special cases. The undead are
unaffected by poison (except zombies who are
poisoned by salt) and unaffected by spells which
require a living mind: sleep, charm person, hypnosis,
etc. Large or powerful creatures like demons, balrogs
and dragons may be highly resistant to certain kinds of
spells especially if thrown by a magic-user of lower
level than their own level.

MAGIC-USER SPELLS

Book of First Level Spells:
Charm Person
Dancing Lights
Detect Magic
Enlargements
Hold Portal
Light
Magic Missile

Protection from Evil
Read Languages
Read Magic
Shield
Sleep
Tenser's Floating Disc
Ventriloquism

Book of Second Level Spells:
Audible Glamer
Continual Light
Darkness
Detect Evil
Detect Invisible
ESP
Invisibility
Knock
Levitate

Book of Third Level Spells:
Clairaudience
Clairvoyance
Dispel Magic
Explosive Runes
Fire Ball
Fly
Haste Spell
Hold Person
Infravision

Locate Object
Magic Mouth
Mirror Image
Phantasmal Forces
Pyrotechnics
Ray of Enfeeblement
Strength
Web
Wizard Lock

Invisibility 10'
Lightning Bolt
Monster Summoning I
Protection/Evil 10'
Protection/Normal Missiles
Rope Trick
Slow Spell
Suggestion
Water Breathing

FIRST LEVEL SPELLS

Charm Person — Level 1 ; Range: 120 feet
This spell applies to all two legged, generally

mammalian humanoids of approximately man size in-
cluding sprites, pixies, nixies, kobolds, goblins, orcs,
hobgoblins and gnolls. It does not affect the undead or
large monsters. If the spell is successful it will cause the
charmed entity to come completely under the influence
of the magic-user. The possibility of the entity breaking
free from the charm spell later depends upon its in-
telligence. A new saving throw will be made according
to the following schedule:

Intelligence
3-6
7-9

1 0 - 1 1
1 2 - 1 5
1 6 - 1 7

1 8 or more

New Saving throw every:
month
three weeks
two weeks
one week
two days
day

Dancing Lights — Level: 1 ; Range: 1 20 feet; Duration, 2
turns

This spell creates from 1 -6 lantern-like lights which
give the appearance of the illumination carried by a
party of dungeon adventurers or a similar group. The
magic-user can cause them to move, even around cor-
ners, up to the maximum range of the spell. Once cast,
the magic-user need simply speak his desire, and the
lights follow instructions, so there is no need for con-
tinued concentration.

Detect Magic — Level 1 ; Range: 60 feet; Duration: 2
turns

A spell to determine if there has been some en-
chantment laid on a person, place or thing. It has a
limited range and short duration. It is useful, for exam-
ple, to discover if some item is magical, a door has
been "held" or "wizard locked," etc.

Enlargement — Level 1 ; Range: 30 feet; Duration: 1 +
level of spell caster in turns

This spell increases the size and mass of the object
upon which it is cast. It doubles the size of non-living
matter, and it increases the size of living matter by one-
half. Only one object or thing can be affected by the
spell, and the caster must be able to see or touch the
object or thing in order to make the spell work. Note it
will not add to the magical nature of any object, so a
potion enlarged will simply be a single potion with a
greater volume. It will, for example, make a door
stronger, however, as an enlargement spell will cause
it to be twice as thick. In cases where the object is very
large, the spell is limited by a volume equal to 1 2 cubic
feet/level of the spell caster, i.e. a 10th level magic-
user could enlarge an object up to 120 cubic feet in
volume.

Hold Portal — Level 1 ; Range: 1 0 feet; Duration 2 -12
turns

A spell to hold a door, gate or the like. It is similar
to a locking spell (see below) but it is not permanent.
Roll two 6-sided dice to determine the duration of the
spell in turns. A dispel magic will negate it, a strong an-
ti-magical creature like a Balrog will shatter it and a
knock spell will open it.

Light — Level 1 ; Range: 120 feet; Duration: 6 + level of
spell caster in turns
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A spell to cast light in a circle 3" in diameter, not
equal to full daylight. It lasts for a number of turns
equal to 6 plus the level of the user. Thus a first level
magic-user could cast the spell for 7 turns, and, of
course, he could turn it off before 7 turns had gone by,
but he would not be able to cast it again during that
game.

Magic Missile — Level 1 ; Range: 1 50 feet
A conjured missile equal to a magic arrow, and it

does 1 die roll plus 1 point (2-7) to any creature it
strikes. Roll the missile fire like a long bow arrow
(Missile Fire Table). Higher level magic-users fire more
than one missile.

Level Range: 0 feet;Protection from Evil
Duration: 6 turns

This spell hedges the conjurer round with a magic
circle to keep out attacks from enchanted monsters such
as elementals, invisible stalkers, demons, etc. It serves
as an "armor" from evil attacks, adding + 1 to all the
users saving throws, and subtracting -1 from the hit
probability of evil opponents. These effects are
cumulative with such magical protections as magic ar-
mor and rings of protection.

Read Languages — Level 1 ; Range: 0 feet; Duration: 2
turns

The means by which directions and the like are
read, particularly treasure maps. Very much like read
magic spell below. The zero range merely means that
the magic-user casts the spell on himself or on
something he touches.

Read Magic — Level 1 ; Range: 0 feet; Duration: 2 turns
The means by which incantations on an item or

scroll are read. Without such a spell or similar device
magic is unintelligible to even a magic-user. (Note
once a scroll is looked at under a Read Magic spell, the
magic-user can read it again without such aid.)

Shield — Level 1 ; Range: 0 feet; Duration: 2 turns
By means of this spell the user imposes a self-

moving magical barrier between himself and his
enemies. It provides the equivalent of plate armor and
shield (armor class 2) against missiles, chain mail and
shield (armor class 4) against other attacks.

Sleep — Level 1 ; Range: 240 feet; Duration: 4 -16 turns
Puts all kinds of creatures to sleep for 2-8 turns.

Monsters of higher level are less affected as follows. To
determine the number of creatures put to sleep by the
spell: if the creatures have up to 1 die of hit points (or 1
die +1 point), roll two 8-sided dice to find the number
put to sleep, creatures with 2 dice of hit points (or 2 dice
+ 1 hit point) roll two 6-sided dice, creatures with 3 dice
of hit points (or 3 dice + 2 points) roll one 6-sided die,
and of creatures of 4 dice (or 4 dice + 1 point) only one
will be put to sleep. Creatures with more hit dice are
unaffected by the spell. Undead are always unaffected.
There are no saving throws allowed.

Tenser's Floating Disc — Level 1 ; Range: 10 feet;
Duration: 6 turns

The wizard, Tenser, always greedy for more
treasure, devised this spell. It summons a floating plat-
form which is disc-shaped. The disc floats at ap-

proximately waist height and can bear up to 5,000 gold
pieces in weight. The disc will follow the magic-user
who created it wherever he goes, staying six feet
behind him at all times. When the spell wears out
anything still upon the floating disc will fall to the
ground.

Ventriloquism — Level 1 ; Range: 60 feet; Duration: 2
turns

Allows the user to make the sound of his voice
issue from someplace else, such as a statue, animal,
behind a door, etc.

SECOND LEVEL SPELLS

Audible Glamer — Level 2; Range: 240 feet; Duration:
2 turns

By means of this spell the magic-user is able to
create an auditory hallucination. The volume of sound
and the number of voices, calls, etc. is a direct function
of the level of the sender. At second level the caster
can, at best, make it seem as if 2-8 persons were con-
versing in normal tones. With each additional level
which the magic-user attains a like volume can be
added, i.e. at third level the caster could create the
sound of 4-16 persons moving and speaking normally,
or half that number shouting and fighting. For other
than human sounds simply judge by relative sound vol-
ume (a lion roaring would require a forth level casting,
but the sound of a giant snake approaching would
easily be accomplished by a second level magic-user).

Continual Light — Level 2; Range: 120 feet; Duration:
infinite

Sheds a circle of light wherever the caster desires.
Creates a circle of i l lumination 6" in diameter, not
equal to full daylight. Continues to shed light until dis-
pelled.

Darkness — Level 2; Range: 1 20 feet; Duration: 6 turns
Causes total darkness in an area of 50 feet radius

in which even infravision is useless. It can be countered
by a dispel magic or a light spell. (Dispel magic is a
third level spell.)

Detect Evil — Level 2; Range: 60 feet; Duration: 2 turns
A spell to detect evil thought or evil intent in any

creature or evilly enchanted object. Poison, however, is
neither good nor evil.

Detect Invisible — Level 2; Range: 10 feet X level of
spell caster; Duration: 6 turns

A spell to find treasure hidden by an invisibi l i ty
spell. It will also locate invisible creatures.

ESP — Level 2; Range: 60 feet; Duration: 1 2 turns
A spell which allows the user to detect the thoughts

(if any) of whatever lurks behind doors or in darkness,
or whatever a creature in range is thinking. The spell
can penetrate 2 feet of rock but a thin coating of lead
will prevent penetration. The undead do not think.

Invisibility — Level 2; Range: 240 feet; Duration: in-
finite

A spell which lasts until the user or some outside



force breaks it. The magic-user can cast it upon himself
or any person or object in range. An invisible person
can not attack and remain invisible; he becomes visible
again before he strikes a blow, and the spell is broken.

Knock — Level 2; Range: 60 feet
Spell which opens known secret doors, held por-

tals, doors locked by magic, barred and otherwise
secured gates, locked chests, etc.

Levitate — Level 2; Range: 20 feet X level of spell
caster in 10's of feet; Duration: 6 + level of spell caster
in turns

This spell lifts the caster, all motion being in the
vertical plane; however, the user could, for example,
levitate to the ceiling, and move horizontally by the use
of his hands. Duration: 6 turns + level of user. Upwards
motion 60 feet/turn. If cast on another person, range 20
feet for each level of magic-user.

Locate Object — Level 2; Range: 60 feet + level of
spell caster in 10's of feet; Duration: 2 turns

In order for this spell to be effective it must be cast
with certain knowledge of what is to be located. Thus
the exact nature, dimensions, color, etc. of some
magical item would have to be known for the spell to
work. A well-known object such as a flight of stairs
leading up can be detected by this spell, however. The
spell gives the direction of the object but not the dis-
tance and can only detect at a limited range.

Magic Mouth — Level 2; Range: 0 feet; Duration: in-
finite

Resembles ventriloquism in that sound issues from
a chosen object, but there are differences. A mouth ap-
pears, or the mouth of the object moves in accordance
with what is said. The magic mouth can be ordered to
speak under certain conditions, such as when anyone
comes within 1 0 feet, or when a specific person comes
within 10 feet, etc. The spell lasts until the message is
given. Message can not exceed 25 words.

Mirror Image — Level 2; Range: 0 feet; Duration: 6
turns

The spell caster creates 1 to 4 images of himself.
Images are indistinguishable from the magic-user and
do exactly what he does. Any attack on an image
dispels it but does not affect the others. Roll a 4-sided
die to determine the number of images created by the
spell.

Phantasmal Forces — Level 2; Range: 240 feet;
Duration: infinite

Creation of vivid illusions of nearly anything the
user envisions (a kind of projected mental image). The
illusion persists as long as the caster concentrates on it
unless it is touched by a living creature. Damage
caused by the illusion will be real if the illusion is
believed to be real. Note the illusion is visual and not
auditory.

Pyrotechnics — Level 2; Range: 240 feet; Duration: 6
turns

This spell requires some kind of real fire to work —
a torch, brazier, campfire, etc. It can create either a
great display of flashing fiery colors and lights resem-

bling fireworks or a great amount of thick smoke
covering an area of at least 20 cubic feet if a torch is the
source, for example. The effect depends on the size of
the fire used to cause it, and when the spell is used the
fire-source is extinguished.

Ray of Enfeeblement — Level 2; Range: 30 feet
When the magic-user employs this spell a thin

beam of coruscating grayish light springs from his
hand. The creature struck by this ray will lose 4 points of
strength for a number of melee rounds equal to the
level of the spell caster. If the intended victim makes its
saving throw against magic the ray does nothing to
him. Creatures who lose strength will do 25% less dam-
age than is indicated, per 4 points of strength lost, on
all attacks which involve physical force or contact, i.e.
striking, clawing, biting, squeezing, etc.

Strength — Level 2; Range: 0; Duration: 48 turns
This spell increases a fighter's strength by 2-8

points, a thief's by 1-6 points, or a cleric's by 1-4.

Web — Level 2; Range: 10 feet; Duration: 48 turns
Creates masses of sticky strands which are difficult

to sever but subject to flame. Covers an area 1 0 X 1 0 X
20 feet. Giants can break through in two melee rounds,
weaker creatures take much longer, i.e. a normal man
would require 2-8 turns to get through them. A flaming
sword will slash through a web in one melee round.

Wizard Lock — Level 2; Range: 10 feet; Duration: in-
finite

Similar to hold portal but lasts indefinitely. It can
be opened by a knock spell without breaking the
wizard spell. A wizard lock can be passed through
without a spell by any magic-user three levels higher
than the one who placed the spell.

THIRD LEVEL SPELLS

Third Level Spells can only be used by magic-users
of the fifth level and above. They are listed above to
give some idea of the range of magical possibilities.
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THIRD LEVEL MAGIC-USER SPELLS 
 
Clairaudience – Level 3; Range: 60 feet; Duration: 6 turns 
 Allows the caster to hear over a distance for the 
duration, through doors or up to 2 feet of rock but not lead. 
 
Clairvoyance – Level 3; Range: 60 feet; Duration: 6 turns 

Allows the caster to see over a distance for the 
duration, with the same limitations as Clairaudience. 
 
Dispel Magic – Level 3; Range: 120 feet; Duration: 1 turn 
 A spell for countering other spells. When cast it will 
disrupt any functioning spell in a 15-foot radius cast by a 
lower-level magic-user, such as Charm Person, Darkness, 
Hold Portal, Invisibility, Light etc. Spells from higher-level 
casters have a percentage chance of disruption equal to the 
level of the caster of Dispel Magic divided by the level of the 
other caster. Magic items are not affected. 
 
Explosive Runes – Level 3; Range: 0 feet; Duration: 
infinite 
 The means by which magic-users protect their writings. 
The spell scribes undetectable runes on one item, which will 
explode if read by anyone else, causing 4d6 points of 
damage and destroying the item. A magic-user two or more 
levels higher than the caster has a 2 in 4 chance of 
detecting the runes, and a 3 in 4 chance of removing them. 
The caster may remove the runes at any time. 
 
Fire Ball – Level 3; Range: 240 feet 
 The caster sends forth a ball of fire that explodes when 
it hits a target or travels its full range. All within a 20-foot 
radius of the blast are engulfed, and take 1d6 damage per 
level of the caster (for example, 6d6 for a 6th level caster), 
unless a saving throw vs spells is made for ½ damage. 
 
Fly – Level 3; Range: 0 feet; Duration: 1d6 turns + level of 
spell caster in turns 
 With this spell the caster may fly at up to120 feet per 
turn. The Dungeon Master rolls secretly for the duration. 
 
Haste Spell – Level 3; Range: 240 feet; Duration: 3 turns 
 Doubles the speed of up to two-dozen individuals in a 
rectangular area 60 feet by 120 feet. Those affected move 
at twice normal movement rate and make two attacks per 
melee round, once at the beginning of the round and once 
at the end. Will negate the effect of a Slow Spell. 
 
Hold Person – Level 3; Range: 120 feet; Duration: 6 turns 
+ level of spell caster in turns 
 Cast on up to 4 individuals selected by the caster within 
a 15’ radius. Each must save vs spells or be fixed in place 
for the duration; the save is at -2 if there is only one target. 
 
Infravision – Level 3; Range: 0 feet; Duration: 24 hours 
 This spell allows a single person to see in the dark as a 
dwarf or elf (i.e., up to 60 feet) for an entire day. 
 
Invisibi l i ty 10’ – Level 3; Range: 240 feet; Duration: 
infinite 
 All individuals within a 10-foot radius of the target 
(person or object) are rendered invisible so long as they 
remain within the radius. The spell lasts until an attack is 
made by one of those affected, or until dispelled. 

 
Lightning Bolt – Level 3; Range: 240 feet 
 The caster sends forth a 60-foot long, 7½-foot wide 
bolt that will travel up to 240 feet unless it hits a target first. 
The bolt must fully extend, and if there is not sufficient room 
it will bounce back towards the caster to its full length. The 
damage is as a Fire Ball; 1d6 per level, save for half. 
 
Monster Summoning I – Level 3; Range: 10 feet; 
Duration: 6 turns 
 Summons one or more monsters to serve the caster, 
including in combat. The type of monster is determined with 
a roll on the Wandering Monster Table, One Level Below 
Ground. If the monster has less than 1 HD, 1d6 will appear; 
if the monster has 1 HD or more, 1d3 will appear. Unless 
killed the monsters remain for the length of the spell. 
 

 
 
Protection from Evil 10’ – Level 3; Range: 0 feet; 
Duration: 12 turns 
 Circles the caster with Protection from Evil to a 10-foot 
radius, and with twice the duration. Individuals in the circle 
are protected from enchanted monsters, and are -1 to hit 
and +1 to save on attacks from ordinary evil opponents.  
 
Protection from Normal Missi les – Level 3; Range: 30 
feet; Duration: 12 turns 
 This spell prevents any ordinary missile fire from hitting 
one individual, selected by the caster. Ordinary missile fire 
does not include missile fire from monsters with more than 1 
hit dice, magical weapons, or spells. 
 
Rope Trick – Level 3; Range: 0 feet; Duration: 6 turns + 
level of spell caster in turns 
 Creates a passage to an extra-dimensional space at 
the end of a 6- to 24-foot rope, which hangs suspended 
when tossed in the air. The caster and up to three others 
may climb to the space for the duration. The rope may be 
moved, forcing those in hiding to find another way down.  
 
Slow Spell – Level 3; Range: 240 feet; Duration: 3 turns 
 Halves the speed of up to two-dozen individuals in a 
rectangular area 60 feet by 120 feet. Those affected have 
move at one-half normal and can only attack once every 
other melee round. Will negate the effect of a Haste Spell. 
 
Suggestion – Level 3; Range: 60 feet; Duration: 1 week 
 The caster utters an order up to two sentences in 
length, and the target must save versus spells or carry it out. 
There is only a 1% chance that an order to harm oneself will 
be followed, although the referee may optionally increase 
this chance if the order is cleverly worded. 
 
Water Breathing – Level 3; Range: 30 feet; Duration: 12 
turns 
 One recipient may breath while under water as if in the 
air. It does not provide any ability to swim. 



CLERICAL SPELLS

Clerics of the first level can not cast any spells.
When they reach the second level, however, they are
capable of one spell per game/day. Since clerical
spells are divinely given, they do not have to be studied
to master them. A second level cleric can call on any
first level spell he wants to use, thus the entire gamut of
spells is available to him for selection prior to the ad-
venture. However, only that spell or spells selected can
be used during the course of the adventure.

Book of First Level Spells:
Cure Light Wounds
Detect Evil
Detect Magic
Light

Protection from Evil
Purify Food and Water
Remove Fear
Resist Cold

Book of Second Level Spells:
Bless
Find Traps
Know Alignment
Hold Person

Resist Fire
Silence: 15' Radius
Snake Charm
Speak with Animals

FIRST LEVEL CLERICAL SPELLS

Cure Light Wounds — Level: clerical 1 ; Range: 0
During the course of one melee round this spell

will heal damage done to a character, including elves,
dwarves and hobbits. A die is rolled and 1 is added to it;
the result is the number of hit points restored (2-7). The
zero range means the cleric must touch the wounded
person to heal him.

Detect Evil — Level: clerical 1 ; Range: 120 feet;
Duration: 6 turns

Same as the magic-user's spell except for duration
and range.

Detect Magic — Level: clerical 1 ; Range: 60 feet;
Duration: 2 turns

Same as that for magic-users.

Remove Fear — Level: clerical 1 ; Range: 0
When the cleric lays his hands upon a person and

chants this spell it will quiet fear. Thus, a person run-
ning away due to a fear wand attack gains another
saving throw, adding the number equal to the level of
the cleric to the die, i.e. a 2nd level cleric gives +2 to
the saving throw against fear, a 5th level cleric adds 5,
etc.

Resist Cold — Level: clerical 1 ; Range: 30 feet;
Duration: 6 turns

This spell allows the person to resist the effects of
cold. Freezing temperatures can be withstood with ease
while the effects of the spell last, and it gives a +2 to
saving throws against cold (wand or even dragon
breath). Any damage sustained from cold is also
reduced by -1 from each die of damage taken.

Light — Level: clerical 1 ; Range: 120 feet; Duration: 1 2
turns

Same as that for magic-users.

Protection from Evil — Level: clerical 1 ; Range: 0;
Duration: 1 2 turns

Same as that for magic-users.

Purify Food and Water — Level: clerical 1 ; Range: 1 0
feet

This spell will make spoiled or poisoned food and
water usable. The quantity affected is that which would
serve a dozen people.

SECOND LEVEL CLERICAL SPELLS

Bless — Level: clerical 2; Range: 60 feet; Duration: 6
turns

Blessing raises morale and adds + 1 to attack dice
of the party blessed. Blessing can be given during any
turn the characters are not engaged in combat.

Find Traps — Level: clerical 2; Range: 30 feet;
Duration: 2 turns

Enables the cleric to locate any magical and
mechanical traps in a radius of 30 feet.

Hold Person — Level: clerical 2; Range: 120 feet;
Duration: 6 + level of spell caster in turns

Similar to a charm person spell. Affects 1-4 per-
sons. Holds the person or persons rooted to the spot
unless released or the spell wears out. Duration is 6
turns + level of caster. If cast at one person alone it
reduces his saving throw by 2.

Know Alignment — Level: clerical 2; Range: 10 feet;
Duration: 2 turns

By employing this spell the cleric is able to tell
exactly the alignment of any creature. That is: lawful
good, lawful evil, chaotic good, chaotic evil, neutrality.
Furthermore, this spell allows the cleric to tell how
lawful or chaotic, good or evil, a creature is. Thus the
cleric will be able to know whether a neutral person
tends towards any of the four alignments.

Resist Fire— Level: clerical 2; Range 30 feet; Duration:
6 turns

Similar to the resist cold spell, this incantation
allows the individual to resist normal fire for a
maximum of 2 melee rounds. It gives a +2 on saving
throws against fire of all sorts, and any damage
sustained from fire is reduced by subtraction of 1 from
each die of damage so sustained.

Silence: 1 5 ' Radius — Level: clerical 2; Range: 180
feet; Duration: 1 2 turns

Allows the user to cast silence in a large area so as
to prevent sound or allow his party to move noiselessly.
It can be used to silence some object as well. Note con-
versation is not possible under a silence spell.

Snake Charm — Level: clerical 2; Range: 60 feet;
Duration: special

Variable strength spell functioning better as the
level of the user goes up. For each level the cleric has
attained one level of snake(s) (1 hit die of snakes) can
be charmed. Thus, a 3rd level cleric could charm 3
snakes with 1 hit die each or 1 snake with 3 hit dice.
Duration depends upon the state of the snake at the
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time of the spell casting. If it is not attacking duration is
2-5 turns; if it is attacking duration is 7-1 2 melee rounds.

Speak with Animals — Level: clerical 2; Range: 30
feet; Duration: 6 turns

Allows the cleric to speak with any form of animal
and understand what they say in reply. There is a
possibility the animals will do some service for the
cleric, and they will not attack his party.

EVIL CLERIC SPELLS

Evil clerics have basically the same spells as do
good clerics. However, spells in italics are reversed for
evil clerics. The reversed spells are:

Cause Light Wounds
Detect Good
Darkness
Contaminate Food and Water
Cause Fear
Curse

COMBAT MELEE

Combat results are based on the attacker's ability
(indicated by his "level") and the defender's abilities
(indicated by his "armor class"). In a melee the at-
tacker strikes a blow or "takes a swing." The
probability of a hit is converted into a random number
of 1 to 20 (the specially marked die is recommended).
The attacking player rolls, and if the number indicated

on the tables, or greater, is scored, a hit has been
made on the opponent. He then makes another die
roll, with one 6-sided die, to see how many points of
damage were done by the hit. (The more complex
system used for advanced play allows for varying
amounts of damage by different weapons and by
various sorts of monsters.) These are subtracted from
the defender's "hit points." If hit points are reduced to
zero or below, the combatant is dead. If he survives he
gets to swing at his attacker. The die roll is read off the
table for his attack capability against his opponent's ar-
mor class and he makes a 20-sided die roll. If he makes
his score, or greater, damage points are rolled and sub-
tracted. If he does not make his die roll the attack was a
miss, glanced off his opponents shield or armor, etc.
and the first opponent strikes again.

The combat tables used by D & D gamers are often
extremely complicated. Full tables are given in AD-
VANCED DUNGEONS & DRAGONS. The tables below
are deliberately simplified, but will take some practice
to use them with facility. Once the system is mastered,
however, players can add whatever modifications they
wish.

Melee is the most exciting part of the game, but it
must be imagined as if it were occuring in slow motion
so that the effect of each blow can be worked out.
When the party of adventurers is attacked by several
monsters, all may be involved in melee, but the hand-
to-hand battles must be fought one at a time and then
the result imagined as if all were going on
simultaneously.

Armor
Class

DIE ROLL FOR CHARACTER TO SCORE A HIT,
BY OPPONENT'S ARMOR CLASS

9  8  7              6
No Leather Leather

Armor Shield Armor & Shield
Normal Man 1 1 1 2 1 3 1 4
1st-3rd Level 1 0 1 1 1 2 1 3
Character

Score of number shown or higher is a hit.
For characters over 3rd level consult table
GONS.

5 4 3 2
Chain Chain Mail Plate Plate &
Mail & Shield Mail Shield

1 5 1 6 1 7 1 8
1 4 1 5 1 6 1 7

in 
ADVANCED DUNGEONS & DRA-

1 8



A 20-sided die must be marked or colored so that
one set of sides 0-9 is different from the other set. Count
0 as a 10. The marked set is then read as if 10 had been
added to the roll ( 1 1 - 2 0 ) , treating 0 as 10 or 20. This die
is used for all combat resolution.

The "armor class" of humanoid monsters is
literally the armor they are wearing (or possibly their
skin/hide!). For non-human creatures, however, it is
assigned partly on this basis, with strong armor class for
scales and shells, and partly on the basis of difficulty to
hit. Thus a small fast creature, like a vampire bat, might
be hard to hit with a sword and could be assigned "ar-
mor class: plate" (AC 3) to indicate this although its
own skin would make it seem more like "armor class:
none" on first thought. All the monsters in the monster
section given later have an armor class assigned and
the Dungeon Master can make up an appropriate armor
class for any new ones he invents .

If a creature is struck directly with oil (whether or
not it is immediately set aflame) damage will be 1 8-
sided die on the first melee round it is afire, and on the
second melee round 2 8-sided dice of damage will be
sustained; thereafter no further damage will be taken,
as it is assumed that the oil has run off, been wiped off,
burned away, etc.

Flasks of oil can be used as missiles, with charac-
ters hurling them at adversaries. Naturally, even if such
missiles strike they will not burst into flame by them-
selves, and some form of ignition is necessary in most
cases. To hit a target with such a missile assume that a
base score of 1 1 or better is required. Adjust this score
according to dexterity ( - 1 , 0, or +1 according to the
dexterity of the individual). If the target is smaller than
man sized add to the number required to hit as follows:
target about 4' tall add 1 , about 2' tall add 2, about rat-
sized or smaller add 3. In like manner lower the score
required to hit if the target is larger than man-sized, i.e.
target about 8' tall subtract 1 , about 18 ' tall subtract 2,

DIE ROLL FOR MONSTER TO SCORE A HIT, BY DEFENDER'S ARMOR CLASS

The number of damage points scored by a mon-
ster's hit is variable and is given in the monster section.
In general, humanoid creatures and first level monsters
do one six-sided die's worth of damage per "hit" —
whether the hit is a sword blow, a bite, a horn gore, a
clawing or whatever.

POISONED WEAPONS

If a hit is scored by a poisoned weapon, a curare
tipped blowgun dart, the poisoned sting of a giant scor-
pion, etc., the victim must make his saving throw
against poison or paralysis and also take the number of
damage points indicated by the die roll. It is recom-
mended that the Dungeon Master not allow players to
make use of poisoned weapons in all but extreme
situations.

FIRE

Flasks of oil can be spread on the floor of the
dungeon and ignited. The pool will be 5 feet across, if
circular, and the flames do 2 8-sided dice of damage to
anything caught within the conflagration. The fire burns
out in 1 turn or 10 melee rounds.

huge targets such as large dragons subtract 3. If the
target is stationary, or nearly so, add 4 to the chance to
hit (reduce the number needed to hit by 4). Treat the oil
flask missile as a handhurled axe.

To ignite oil once the flask has struck, some flam-
ing object must also be hurled at the target. A torch,
a lantern, or any similar flaming missile will do.
Probability to hit is the same as the oil flask missile,
with an additional bonus of +2 to ignite the oil as the
latter substance is assumed to have spread over a fairly
large area.

Flaming oil will not harm such non-corporeal mon-
sters as wraiths and spectres. It will harm skeletons,
zombies, ghouls, wights and mummies — although it
will do only half normal damage to the last two named.
Similarly, monsters which normally use fire weapons —
such as red dragons, fire giants, and hell hounds — are
not harmed by flaming oil.

HOLY WATER

The effects of a vial of holy water on the undead
are the equivalent of a flask of burning oil on other
creatures. Other monsters are not affected by holy
water.
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Armor
Class 9 8 7 6 5 4 3 2

Chain
Monster's No Leather Chain Mail & Plate Plate &
Hit Dice Armor Shield Leather & Shield Mail Shield Mail Shield

u p t o 1 + 1 1 0 1 1 1 2 1 3 1 4 1 5 1 6 1 7
1 + 1 to 2 9 10 11 12 13 14 15 16
2to3 8 9 1 0 1 1 1 2 1 3 1 4 1 5
3+ to 4 6 7 8 9 10 11 12 13
4 + t o 6 + 5 6 7 8 9 1 0 1 1 1 2
7to8+ 4 5 6 7 8 9 1 0 1 1
9 to 10+ 2 3 4 5 6 7 8 9
11 up 0 1 2 3 4 5 6 7



MISSILE FIRE

Hits with arrows and other missiles are based on
the range of the weapon in question. The short, medi-
um and long ranges of missile weapons in feet are:

Short Bow
Horse Bow
(Short Composite Bow)
Long Bow
Composite Bow
Light Crossbow
Heavy Crossbow
Sling Stone
Javelin
Handhurled axe,
spear or dagger

Short Range
0-50 feet
0-60 feet

0-70 feet
0-80 feet
0-60 feet
0-80 feet
0-60 feet
0-20 feet
0-10 feet

Medium Range
50-100 feet
60-120 feet

70-140 feet
80-160 feet
60-120 feet
80-160 feet
60-120 feet
20-40 feet

Long Range
100-150 feet
120-180 feet

140-210 feet
160-240 feet
120-180 feet
160-240 feet
120-180 feet
40-80 feet
10-30 feet

If the archer is firing at long range his dice roll for
a hit is one higher than the score for hits with any other
weapon, and is read off the table under the opponent's
armor class. At medium range the archer uses the score
as shown, and at close range he adds 1 . Thus a long-
bowman fires an arrow at a giant rat (armor class: 7) at
a range of 200 feet (long range). He needs a 13 , rolls a
9 and misses. The rat advances and the archer fires
another arrow when he is 60 feet away (short range).
He rolls a 1 1 , adds 1 for close range, getting a 1 2, a hit,
and does one die of damage.

Note that ranges shown are for underground
missile fire. Outdoors read feet as yards. Also, unless in
a very high roofed area, all slinging, as well as long
range fire, is not possible.

COVER

When an enemy figure is only partially exposed
behind a wall, rocks, etc., the archer must subtract 2
(-2) from his die roll. Note that an enemy archer would
not have to expose himself beyond partial cover to fire
back. Figures behind high walls, firing through arrow
slits or concealed in woods are very hard to hit. Subtract
4 from the die roll for missiles fired against such targets.
Once the party is engaged in melee, arrows can not be
fired into the fight because of the probability of hitting
friendly characters.

MAGIC WEAPONS

Magic weapons are usually designated as +1,
+ 2, +3, etc. This means that they give the wielder that
many points to add to his roll for a hit. They may have
other powers, do additional damage, etc., and some
monsters can only be injured by magic weapons, being
impervious to ordinary attack. Magic armor and shields
subtract from the combat die roll of anyone striking at
them, and the armor and shield bonuses are simply
added together to determine the subtraction. Certain
cursed armor and shields actually increase the proba-
bility of being hit by the indicated amount.

COMBAT ROUNDS, TIME AND MOVEMENT IN MELEE

There are ten "rounds" of combat per turn. Each
round is ten seconds, so a combat turn is shorter than a
regular turn, but results in at least as much muscular
fatigue. Movement (if any) is usually at a sprint; an
unarmored man can move 20 feet per melee round, a
fully armored man only 10 feet. Each round consists of
an exchange of blows with ordinary weapons. Light
weapons such as the dagger allow two blows per
round. The heavy two-handed sword, battle axe, hal-
berd, flail, morning star, and most pole arm can be
used only once every other round. The light crossbow
takes time to cock and load, so it likewise can be fired
only once every other round. The heavy crossbow takes
twice as long to load and fire. Unless otherwise
specified, monsters can strike, bite, claw, jab, etc. as
fast as a man can strike with a hand weapon. Charac-
ters can be attacked by more than one opponent at a
time; the Dungeon Master should be guided by the ac-
tual placement of the figures on a paper sketch or on
the table in deciding how many opponents can engage
as melee starts, always keeping in mind the dimensions
of the dungeon itself. One would not expect to get
more than two or three figures fighting side by side in a
ten foot corridor, for example.

After each round of melee the players may move
other characters than those engaged in actual combat
into position to render assistance, etc. Remember that
spells and missiles fired into a melee should be
considered to strike members of one's own party as
well as the enemy.

WHO GETS THE FIRST BLOW?

When two figures are brought into position 10
scale feet (or less) apart they may engage in melee.
The character with the highest dexterity strikes first. If
the Dungeon Master does not know the dexterity of an
attacking monster he rolls it on the spot. Subject to the
limitation of heavy weapons the two figures exchange
blows in turn until the melee is resolved. If dexterities
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are within 1 or 2 points of each other, a 6-sided die is
rolled for each opponent, and the higher score gains
initiative — first blow.

Attackers who surprise an opponent or who
approach him from behind always get the first blow.
Characters who are wounded continue to strike valiant-
ly until they are killed or the melee ends in their favor,
unless they choose to break off the combat and flee. If
combat is broken off, the fleeing party must accept an
attack without any return on his part, the attacker
adding +2 to his die roll for hit probability, and the
armor class of the fleeing party can not include a
shield.

THE PARRY

A player may elect to have a character parry an
attacker's blow. He must announce he is doing so
before the opponent strikes. The parry subtracts 2 from
the attacker's die roll. The person parrying does not get
his next hit, using that part of the round for the parry. If
the attacker still makes his roll and gets exactly the
number needed, the parrying weapon was broken but
no damage inflicted. It takes one melee round to draw
a new weapon, but one hanging free, or in the other
hand, can be employed immediately.

MELEE RESOLUTION
SURRENDER OR DIE!

— CONQUER, WITHDRAW,

A character in melee may withdraw from combat if
there is space beside or behind him to withdraw into.
His opponent gets a free swing at him as he does so
with an attacker bonus of +2 on the die roll, and
shields do not count as protection when withdrawing.

A losing combatant may offer to surrender. His
opponent does not have to accept the offer, of course.
Non-human monsters are often too unintelligent to
consider such an offer.

If an opposing figure is killed or withdraws, the at-
tacker may advance or pursue immediately — if the
player desires — or he may take some other action.

EXAMPLES

"Bruno the Battler" smashes open a dungeon door
and is confronted by a big goblin in chainmail armed
with a scimitar. Bruno's dexterity is 1 3 and the goblin's
only 9 so the fighting man draws his trusty sword and
takes the first swing. He needs a 14 , rolls an 8 and
misses. The goblin swings at Bruno, who is wearing
chainmail and carrying a shield. The goblin rolls a 12,
his blow glances off Bruno's shield. Bruno swings
again, a 15 , gets a hit, rolls a die of damage, a 2. The
goblin can take 4 points of hits so he swings back, rolls
a 16, gets a hit. The damage die comes up 3. Bruno can
take 6 points of hits, so he is still alive. He makes a
desperate swing, a 17, gets a 4 on the 6-sided die for
damage, the goblin is killed!

SECOND EXAMPLE

A party of adventurers is standing at an intersec-
tion of corridors when the Dungeon Master rolls a "wan-
dering monster." Using the Wandering Monster Table,
he determines that the party is being attacked by six

large spiders with 1 + 1 (hit point) hit die each and
they are 100 feet away. "Malchor" the magic-user
throws a sleep spell but it only affects four of them; the
other two keep coming. The party decides to fire ar-
rows (the Dungeon Master rules that only those in the
front row have a clear field of fire). The spiders are 50
feet away and coming fast. Two characters get off
arrows from their long bows and they agree to both
shoot at "the one on the left." They roll a 3 (an obvious
miss) and a 15 . The spiders are armor class: 8 (shield),
and the range is medium for the longbow; the 15 is a
hit and is found to do 4 damage points. The spider's hit
die is rolled and comes up a 3 ( + 1 ) , equalling 4 hit
points — the creature is killed by a lucky arrow hit! The
second spider keeps coming. The archers get off one
more arrow apiece, a 6 and a 9, and the shafts miss!
The two fighters drop their bows and draw swords as
the monster is upon them, biting!

The Dungeon Master rolls the spider's dexterity: 10.
Bruno the Battler has a 1 3 so he swings first, rolls an 8, a
miss. The spider is next, rolls a 6. He needs a 1 5 against
the fighting man's chain mail and shield, and he
misses. "Mogo the Mighty," dexterity 9, swings last,
rolls a 17, a hit! The spider takes 2 points of damage but
can withstand 5 so it keeps fighting. The first round of
melee is over. Bruno swings again, 10, another miss.
The spider strikes, 16, Bruno takes 2 points of damage,
not enough to kill him, but the spider's bite is poison.
Bruno rolls his saving throw against poison, fails to
make it, and dies a horrible death. Mogo, attempting to
avenge his comrade, strikes again, a 6, and the blow
glances harmlessly off the spider's armored head. The
second round of melee is over!

Then the spider rolls a 6 and a 10, both misses and
Mogo rolls a 4 and a 10, and so fails to strike a vital
area through the spider's armor. Malchor has pulled
back from the combat and the other members of the
party are hurrying forward but have not yet reached the
melee.

In the fifth round the spider makes a hit with a roll
of 1 6 against Mogo's chain mail and does 1 point of
damage plus the poisonous bite. Mogo rolls a saving
throw of 1 2 (adjusted according to the weak poison of
the spider) against the poison, so it doesn't affect him.
He can take 3 hit points; he subtracts the 1 point of
damage done and keeps fighting. His swing misses,
however, a 2.

Five melee rounds have gone by when the Priest-
ess Clarissa steps over the body of the fallen Bruno to
join the fray. Her dexterity is only 6, however, so the
spider and the fighting man exchange another set of
swings without connecting before she can hit. Raising
her heavy mace she deals the giant arachnid a blow of
19, connecting for a damage roll of 5. The spider falls
dead with the side of its head smashed in!

Comment

This last example illustrates several things. When
there is time, or when a magic-user says he is getting a
spell ready, magic spells go off first. This is followed by
any missile fire, if the distance to the monsters permits,
and then melee is joined, after which no missile fire is
permitted because of the danger of hitting friendly
forces. If a magic-user is not involved in the melee he
can get another spell off after 1 or more melee rounds
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have gone by. If he is personally attacked he can't con-
centrate to use his magic but must draw his dagger and
defend his skin! However, if the magic-user had some
magical device — such as a wand or staff — it could be
used in lieu of the dagger as an attack weapon.

MONSTERS

A large selection of monsters is given in alphabeti-
cal order and many more can be found in ADVANCED
DUNGEONS & DRAGONS. No attempt has been made
to include demons or gods and goddesses from the
GODS, DEMI-GODS & HEROES Supplement. The
Dungeon Master can easily invent new creatures or
"borrow" them from works of fantasy and science
f ict ion.

For each monster listed we give the move in feet
per turn and the hit dice, which indicates how tough the
creature is and how many experience points it is going
to be worth. Armor class is needed for the combat table
to determine how hard the creature is to hit. Treasure is
discussed in the next section and a table there gives the
different treasure designations. If the monster's align-
ment is given here, then there follows a brief descrip-
tion which should include any special powers and
attributes of the creatures.

In setting up his dungeon, the Dungeon Master
should be guided by the table given under Wandering
Monsters, so that the adventurers have a reasonable
chance of survival. There is endless opportunity for in-
ventiveness in the game, however, and if a high hit
dice monster is desired, ways can be invented to scale
it down so that a low level party can have a chance of
defeating it. If one wanted to use a chimera, for in-
stance, in a campaign with low level characters, the
creature could be scaled down. Maybe it ran into a high
level magic-user and was partially shrunk by a magic
spell, reducing its hit points. Or there might be a special
magic sword, effective only against this chimera,
hidden in the dungeon, and the adventurers given a
hint or a legend that might lead them to it. In the
interest of maintaining the balance of the game,
however, a small or weak monster must not have a
treasure anything like the hoard of a normal monster.

Determination of exactly how much treasure any
monster has can be a difficult matter. To give too little
will increase the probability of characters being slain
before they are able to increase their level, and small
treasures also tend to dampen enthusiasm for the
game. On the other hand, too generous treasure
stocking quickly turns the game into a give away show,
where characters rocket through the levels without
actually earning them, and such players seldom be-
come truly able, often losing interest in the game
because there is no challenge, no thrill of "risking your
life."

The TREASURE TYPES TABLE (shown hereafter) is
recommended for use only when there are
exceptionally large numbers of low level monsters
guarding them, or if the monsters are of exceptional
strength (such as dragons). A good guide to the amount
of treasure any given monster should be guarding is
given in the MONSTER & TREASURE ASSORTMENTS
which are included in the game. As a guideline, it
should take a group of players from 6 to 1 2 adventures

before any of their characters are able to gain
sufficient experience to attain second level. This
guidelining will hold true for successive levels. Note
that it is assumed that the 6 to 1 2 adventures are ones in
which a fair amount of treasure was brought back —
some 10% to 20% of adventures will likely prove
relatively profitless for one reason or another.

MONSTER LIST

Bandit

BANDIT TO ZOMBIE

Move: 120 feet/turn
Hit Dice: 1
Armor Class: variable (typically AC 6)
Treasure Type: A
Alignment: lawful evil — 25% probability

chaotic evil — 25% probability
neutral — 50% probability

Attacks: 1
Damage: 1-6 points

For every 30 bandits there will be 1 4th level
fighting man (leader, etc.).

For every 50 there will be one 5th or 6th level
fighter.

Over 200 — a 25% chance of a magic-user, (die 1 -
4, 10th level, 5-6, 11th level). 25% chance of a cleric,
8th level.

300 — there will absolutely be a magic-user, 50%
chance of a cleric.

With these high level types, 5% chance for each
level for magical accouterments (i.e. 4th level fighter, 4
X 5 = 20%, roll 20% or less means he has the item,
then chosen from the appropriate list by die roll).

Fighting Men — Armor, Shield, Sword
Magic-user — Wand/Staff, Ring, Miscellaneous

Magic
Cleric — Miscellaneous Weapon, Armor, Shield
Armor Class — Supernormal characters: chain

mail and shield, barded horses. Regular troops in
leather and shield.

25% will have bows — short bow or light crossbow.
25% will be cavalry — leather and shield.
10% will be medium horse-clad in chain mail and

shield. Horses are unarmored, however.
Will have prisoners in a ratio of 1 / 1 0 bandits.
Each bandit carries 3 -18 silver pieces on his person.

Basilisk

Move: 60 feet/turn
Hit Dice: 6 + 1 hit point
Armor Class: 4
Treasure Type: F
Alignment: neutral
Attacks: 1 bite
Damage: 1 - 1 0 points

A rather small reptilian monster, unintelligent, that
turns creatures to stone by its glance or its touch. Saving
throws applicable. It can be viewed in a mirror without
harm. If it sees its own eyes in a mirror it must make a
saving throw or be turned to stone!
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Berserker

Move: 120 feet/turn
Hit Dice: 1 + 1 hit point
Armor Class: 7
Treasure Type: J
Alignment: neutral
Attacks: 1
Damage: 1-8 points

Berserkers are simply men mad with battle-lust.
The force consists only of fighting men. When fighting
normal men, kobolds, goblins or orcs, they add + 2 to
their attack die roll due to their ferocity. They never re-
treat or surrender, will always fight to the death.

No prisoners.

Black Pudding

Move: 60 feet/turn
Hit Dice: 10
Armor Class: 6
Treasure Type: nil
Attacks: 1
Damage: 3-24 points

A black amorphous blob, 5 to 30 feet in diameter,
black pudding is always hungry and always dangerous.
It moves 60 feet per turn, dissolves wood, corrodes
metal, can not affect stone, and causes three dice of
damage to exposed flesh. If an armored man runs
through a black pudding it will eat away his armor in
the next turn. Black puddings travel easily on ceilings
and walls and can pass through small openings. It can
be killed only by fire; other attacks break it up into
smaller puddings, thus a magical flaming sword does
normal damage to this monster.

Blink Dogs

Move: 120 feet/turn
Hit Dice: 4
Armor Class: 5
Treasure Type: C
Alignment: lawful good
Attacks: 1 bite
Damage: 1-6 points

Blink Dogs resemble African wild dogs, are highly
intelligent, travel in packs, and employ a limited tele-
portation. When attacking they teleport close to the
enemy and then reappear 1 ' to 4' away and attack in
the same melee round. This teleporting is known as
"blinking" and an instinct prevents a "blink" into a
solid object. The entire pack will blink out and not
reappear if seriously threatened. They will always
attack a displacer beast.

Bugbear

Move: 90 feet/turn
Hit Dice: 3 + 1 hit point
Armor Class: 5
Treasure Type: B
Alignment: chaotic evil

Attacks: 1
Damage: 2-8 points

These creatures are great hairy goblin giants.
Despite their size and shambling gait they move very
quietly and attack without warning whenever they can.
They surprise a party on a roll of 1 - 3 on a 6-sided die
due to their stealth.

Carrion Crawler

Move: 120 feet/turn
Hit Dice: 3 + 1 hit point
Armor Class: 7
Treasure Type: B
Alignment: neutral
Attacks: 8 tentacles
Damage: 0

This scavenger is worm shaped, 9' long, 3 feet high
at the head and moves quickly on multiple legs. It
can move equally well on the wall or ceiling as on the
level. The mouth parts are surrounded by eight
tentacles, two feet long, which produce paralysis on
touch (i.e. when a hit is made).

Chimera

Move: 1 20 feet/turn, 180 feet flying
Hit Dice: 9
Armor Class: 4
Treasure Type: F
Alignment: chaotic evil
Attacks: 2 claws + 3 heads = 5
Damage: 1-3/claw

2-8 for goat head
2-8 for lion head
3-12 for dragon head

The chimera has three heads — goat, lion and
dragon. It has the forebody of a lion, the hindquarters
of a goat and the wings of a dragon. The goat's head
gores with its horns, the lion's head bites with its fangs,
and the dragon's head can bite or breathe fire (with a 5
inch range and 3 dice of damage). Like a regular
dragon, the dragon head will only breathe fire 50% of
the time, the other 50% of the time it will bite. If the
dragon head breathes fire (3 times/day maximum), the
breath has a range of 50 feet and does 3-24 points of
damage.

Cockatrice

Move: 90 feet/turn, 180 feet flying
Hit Dice: 5
Armor Class: 6
Treasure Type: D
Alignment: neutral
Attacks: 1
Damage: 1-6 points

A smallish monster with the head, wings and legs
of a cock and the tail of a serpent. The cockatrice can
fly and it turns opponents to stone with its touch if it
scores a hit.

The monster is not intelligent.
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Displacer Beast

Move: 150 feet/turn
Hit Dice: 6
Armor Class: 4
Treasure Type: D
Alignment: neutral (evi l)
Attacks: 2 tentacles
Damage: 2-8 points each

The displacer beast resembles a puma with six legs
and a pair of tentacles which grow from its shoulders. It
attacks with the tentacles which have sharp horny
edges. It is highly resistant to magic, gets a +2 on its
saving throws.

The displacer beasts always appear to be 3 feet
from their actual position. This makes the beast harder
to hit. Subtract 2 from all attack die rolls against them
and add +2 to all saving throws made by the beast.

Djinni

Move: 90 feet/turn, 240 feet flying
Hit Dice: 7 + 1 hit point
Armor Class: 5
Treasure Type: nil
Alignment: neutral
Attacks: 1
Damage: 2-16 hit points

The d j i nn i are in te l l igent , f ree-wi l led air
elementals. As such they are quite powerful and highly
magical in nature. Although not able to do all of the
things credited to them in fairy tales, they can: conjure
food that is nutritionally sound, create drinkable
beverages, magic soft goods and even wooden objects
which have permanence into being, conjure metallic
objects which will last for a short time (the harder the
metal, the shorter the life, i.e. djinni gold lasts one day,
but djinni steel lasts but one turn), create illusions with
both visual and audial components which will remain
until touched or dispelled magically (the djinni does
not need to concentrate upon the illusion to maintain it
in existence), make themselves invisible, make them-
selves gaseous in form, and each djinni is able to form
itself into a whirlwind. A djinni whirlwind is a cone with
a 1 0 foot base diameter, a 20 foot diameter at the top,
and a height of 30 feet. It takes the djinni 1 full turn to
go into this state — or come out of it. A djinni whirl-
wind will sweep aside and kill all creatures with fewer
than two hit dice which it encounters, and it causes 2-12
hit points of damage to all other creatures caught in its
path.

A djinni is able to carry up to 6,000 gold pieces in
weight without tiring, walking or flying. It is able
to carry a double load for a short time — 3 turns
walking or 1 turn flying — but must then rest for a turn.

Very great magic-users and exceptionally wise
clerics are rumored to be able to command or capture
djinni so as to have them as servants.

Doppleganger

Move: 90 feet/turn
Hit Dice: 4

Armor Class: 5
Treasure Type: E
Alignment: chaotic evil/neutral
Attacks: 1
Damage: 1 - 1 2 hit points

These amorphous creatures are intelligent and of
evil nature. A doppleganger is of mutable form, able to
shape itself into the double of any humanoid creature
(up to seven or so feet tall) it observes. Once in the like-
ness of the person it is imitating it will attack. The
favorite trick of the doppleganger is to do away with
the person whom it is imitating in a manner which does
not alert the person's companions. Then, in the role of
that individual, the doppleganger will attack the others
by surprise, and at great advantage, as the group is
engaged in some activity which distracts from its watch-
fulness, i.e. such as fighting with some other monster.

Sleep and charm spells do not affect dopplegang-
ers. All other forms of magical attack are likewise
difficult against them, as dopplegangers' saving throw
scores are 1 0 or better against spells and 7 or better
against magic wands.

Dragon

Move: 90 feet/turn, 240 feet flying
Hit Dice: variable
Armor Class: 2
Treasure Type: H
Alignment: variable
Attacks: 2 claws + 1 bite — 3
Damage: 1 -6/claw, 4-24 per bite

Dragons come in many colors, sizes and shapes.
Most are intelligent. Large, old dragons are far too for-
midible for low level characters to combat, and even
young ones are exceedingly dangerous opponents. Of
the dozen different kinds found in ADVANCED DUN-
GEONS & DRAGONS only four will be covered here.

Dragon
Type
White

Black

Red

Brass

Breath
Weapon

cold

acid

fire

sleep/
fear

Breath
Range &
Shape
80 foot

X
30 foot
cone

60 foot
X

5 foot
line

90 foot
X

30 foot
cone

70 foot
X

20 foot
cone/
50 foot

X
40 foot
cloud

Hit
Dice Alignment
5-7 neutral/

chaotic evil

6-8 chaotic evil/
neutral

9 - 1 1 chaotic evil

6-8 neutral/
chaotic good
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All dragons are able to use their breath weapons
but three times per day, so often they will opt to attack
by clawing and biting rather than breathing. To
determine if a dragon will opt to breathe or attack
otherwise after the first attack (when it always
breathes) simply roll a 6-sided die, a score of 3 or less
indicates the dragon will attack by claw and fang,
while a 4 or better indicates it will breathe.

Cone-shaped breath weapons originate from the
dragon's mouth with a 2 foot diameter.

Line-shaped breath weapons originate at the
height of the dragon's head at the time of release and
travel in a straight line.

Cloud-shaped breath weapons billow forth from
the dragon's mouth to a height of 30 feet above the
ground.

Hit dice for a dragon are indicative of its overall
size, while the number of hit points per hit are an
indication of the dragon's age. The number and value
of hit dice also equal the damage done by the dragon's
breath weapon. First, roll an 8-sided die to determine
the overall size of the dragon: 1 - 2 = small (positively
female), 3-6 = medium (equal chances for being male
or female), 7-8 = large (positively male). For each
type of dragon there is a spread of three hit dice, the
lowest figure is for small size, the middle number is for
medium size, and the highest is for large sized.

The age, or maturity, of a dragon is determined as
follows:

Die Description and
Roll Age of Dragon

1 very young — 1 -5 years
2 young — 6 - 1 5 years
3 sub-adult— 16-25 years
4 young adult — 26-50 years
5 adult — 5 1 - 1 0 0 years
6 old — 1 0 1 - 1 5 0 years
7 very old — 151-200 years
8 ancient — 201 + years

Value of Hit Dice
and Breathe Weapon

1 hit point per die
2 hit points per die
3 hit points per die
4 hit points per die
5 hit points per die
6 hit points per die
7 hit points per die
8 hit points per die

Example: A medium-sized young red dragon has 1 0 hit
dice, and as it is young, each hit die is worth 2 hit
points, so it can sustain a maximum of 20 hit points. If it
breathes fire it will do a maximum of 20 hit points of
damage to all creatures within the cone of fire — those
which make their saving throw against dragon breath
will take only one-half maximum damage, 10 hit
points.

If characters encounter a sleeping dragon they can
elect to attempt to subdue it rather than kill it (striking
with the flat of weapons or hitting non-vital areas). A
dragon is subdued when it has taken subduing hit
points equal to its total hit points. In the case above, 20
subduing hit points would subdue the medium-sized
young red dragon. However, until it is subdued it will
fight normally. Once subdued, a dragon can be sold or
forced to serve the character or characters who sub-
dued it. Note that a dragon will stay in a subdued
condition for a maximum of one month, and thereafter
it will seek to kill its captor(s) and/or escape.

As dragons are intelligent, or semi-intelligent at
worst, they will always act to their best advantage in
any given situation — bargaining, combat, or in
captivity.

The amount of treasure shown for a dragon is a
broad generalization. Very young and young dragons
are unlikely to have accumulated any wealth. Small
dragons will have less than medium-sized or large
ones. Dragons with more hit dice — more powerful
dragons — will tend to have more treasure than
weaker ones. Very old and ancient dragons will usually
have more wealth and magic in their hordes.

Saving throws against dragon breath weapons
normally reduce damage by one-half. In the case of the
brass dragon, the saving throw will indicate whether or
not the weapon has any effect. If the dragon breathes a
cone of sleep gas, and a victim fails to make his saving
throw, he will sleep as if struck by a sleep spell,
regardless of his level. If the dragon breathes a cloud of
fear gas, treat its effects the same as a wand of fear; if
the victim fails to make his saving throw he will run
away at top speed for 1 -3 turns, dropping everything he
holds in his haste to flee. In either case, if the saving
throw is made the breath weapon will have NO effect.

Dwarf

Move: 60 feet/turn
Hit Dice: 1
Armor Class: 4
Treasure Type: G
Alignment: lawful good 25%, neutral 75%
Attacks: 1
Damage: 1-8 points

These short sturdy folk have been described under
characters. For every 40 dwarves (or possibly fewer)
there will be one high order dwarf, the leader, who
may have magic arms or armor, and be of level 2-7.

Elf

Move: 120 feet/turn
Hit Dice: 1 + 1
Armor Class: 5
Treasure Types: E
Alignment: chaotic good (some neutral)
Attacks: 1
Damage: 1 - 1 0 points

Elves generally are of two sorts, wood elves and
high elves. When a group of 50 (or possibly fewer) is
encountered, they will have a leader (fighter/magic-
user) of 2-4 level/2-8 level ability. They are described
in the characters section.
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Gargoyle

Move: 90 feet/turn, 150 feet flying
Hit Dice: 4
Armor Class: 5
Treasure Type: C
Alignment: lawful evil
Attacks: 4
Damage: 1 - 4 points each

As depicted in medieval architecture, gargoyles
are reptilian, horned, taloned, fanged, winged beasts
of hideous aspect. They will attack nearly anything that
approaches them and are at least semi-intelligent and
cunning. They can only be hit with magic weapons.

Gelatinous Cube

Move: 60 feet/turn
Hit Dice: 4
Armor Class: 8
Treasure Type: variable
Attacks: 1
Damage: 2-8 points

These monsters are shaped like cubes 10 feet or so
on a side. They move through rooms and corridors of
dungeons at 60 feet/turn, sweeping them clean of all
living and dead material. In the process they may pick
up indigestable items like gold and gems and carry
them within their body. Flesh that comes into contact
with the cube is anesthetized unless a saving throw a-
gainst paralysis is made. The touch of the cube causes
2-8 points of damage as the creature seeks to devour its
victim.

The gelatinous cube is subject to fire and normal
weapons but not to cold, lightning or most spells.

Ghouls

Move: 90 feet/turn
Hit Dice: 2
Armor Class: 6

Treasure Type: B
Alignment: chaotic evil
Attacks: 3
Damage: 1-3 points

Ghouls are hideous humanoid creatures of bestial
aspect who live on dead bodies. Ghouls paralyze any
human/humanoid figure they touch except elves who
are immune. The character touched gets to make his
usual saving throw against paralysis. The ghoul must
score a hit on the combat table to deliver its
paralyzing blow, which also does regular damage.
They otherwise melee in normal fashion and are sub-
ject to missile fire and regular weapons.

Giant
Move: 120 feet/turn
Hit Dice: 8-12
Armor Class: 4
Treasure Type: E + 5000 GP
Alignment: variable
Attacks: 1
Damage: variable

Giants can throw rocks like a catapult, range 200
feet with a 20 foot hit area. Each rock does 2 dice of
damage to anything it hits. A giant can throw one rock
every 5 melee rounds.

There are several ways to calculate catapult
(giant) fire. This one is adapted from CHAINMAIL. If
figures are being used on a table, the giant estimates
the range to his target and throws. The actual distance
is then measured. Two six-sided dice of different colors
are then rolled. One color is an overshoot and the other
an undershoot. To decide which number to use, take
the greater. The miss is in inches, shown by the die
spots. If they tie the rock lands at the specified range.
Anything within 2 inches of the impact is hit. If figures
are not used, treat the thrown rock as an arrow or other
missile on the combat table.

Giants can be one of many types, including the
following:
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Giant Type Hit Dice Alignment Lair Size Damage Special Characteristics
Hill Giant 8 N/CE
Stone Giant 9 N

Frost Giant 10 + 1 N/CE

Fire Giant 1 1 + 3 N/LE

Cloud Giant 1 2 + 2 N

Storm Giant 1 5 N/CG

Cave
Cave

Castle

Castle

Castle

12'
14 '

16'

12 '

18'

Castle, 24'
underwater,
or mountain

2-16 None
3-18 Throws rocks 240 ft.

with a 30 ft. impact
area.

4-24 Impervious to cold.
Does 2 die + 1 damage
per hit.

5-30 Impervious to fire, 2
dice + 2 damage.

6-63 Keen sense of smell,
3 dice damage.

7-42 Can use weather control
spell to cause storm.
3 dice + 3 damage.

Giants in castles usually have other monsters there
— a hydra, wolves, bears or referee's choice.

Giants encountered outside their lair carry 1000 to
6000 gold pieces as well as rocks for throwing in their
capacious shoulder sack.

Giant Tick

Move: 30 feet/turn
Hit Dice: 3
Armor Class: 4
Treasure Type: nil
Attacks: 1
Damage: 1 - 4 points

These over-grown insects live on blood. A hit
indicates that they have attached themselves and will
draw 4 hit points worth of blood per melee round until
killed or burned. Fire makes them detach themselves.
After a hit by a giant tick it is necessary to Cure Disease
because the creature's bite carried a disease fatal in 2-8
days. Ticks are ambulatory and pursue prey, but usually
drop from the ceiling or trees.

Gnome

Move: 60 feet/turn
Hit Dice: 1
Armor Class: 5
Treasure Type: C
Alignment: chaotic good 75%, neutral 25%
Attacks: 1
Damage: 1 -6 points

Gnomes are similar to dwarves, whom they
resemble. They are smaller, have longer noses and
beards and inhabit low-land and hill burrows rather
than mountains. They favor crossbows.

Goblin

Move: 60 feet/turn
Hit Dice: 1 - 1 point (but always at least 1 )
Armor Class: 6
Treasure Class: L
Alignment: lawful evil
Attacks: 1
Damage: 1 -6 points

Goblins fight at -1 off their attack die roll in full
daylight. They can see in the dark. They always attack
dwarves on sight.

In the goblin lair there will be a goblin king who
fights as a hobgoblin. He has a bodyguard of 5-30
goblins who also fight as hobgoblins. They are large
and fearless, fight at full strength under all conditions
and take nothing off their hit die, in dark or light.

Gray Ooze

Move: 1 0 feet/turn
Hit Dice: 3
Armor Class: 8
Treasure Type: nil
Attacks: 1
Damage: 2 -16 points

This seeping horror resembles wet stone and is
difficult to detect. It can corrode metal in one turn. It
does two 8-sided dice of damage to exposed flesh
every turn it is in contact with it. It is impervious to cold
and fire but can be killed by weapons and lightning. It
moves only 10 feet per turn.

Green Slime

Move: 0
Hit Dice: 2
Armor Class: can always be hit
Treasure Type: nil
Attacks: 1
Damage: special

Non-mobile, this horror can be killed by fire or
cold but is unaffected by other weapons. It eats away
wood and metal, but not stone. Once in contact with
flesh it sticks and penetrates in one turn, turning the
flesh into green slime. It can not be scraped off but
must be excised or treated with a Cure Disease spell. It
often drops from high places, such as ceilings.
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Griffon

Move: 120 feet/turn, 300 feet flying
Hit Dice: 7
Armor Class: 5
Treasure Type: E
Alignment: neutral
Attacks: 2 claws + 1 bite — 3
Damage: 1-4/claw, 2-16/bite

The griffon is a fierce, swift, and loyal steed with
the wings, head and forelimbs of a giant eagle and the
hindquarters of a lion. It will, however, always attack
horses, being extremely fond of horseflesh, and can
not be brought within 360 feet of horses. Wild griffons
attack anyone who comes close to their nest.

Harpy

Move: 60 feet/turn, 1 50 feet flying
Hit Dice: 3
Armor Class: 7
Treasure Type: C
Alignment: chaotic evil
Attacks: 2 claws + 1 weapon
Damage: 1-4/attack

This creature has the lower body of an eagle and
the upper torso and head of a woman. By their singing
they lure men to them, their touch then charms them
and they are killed and devoured. Any creature
hearing the harpy song must make its saving throw
against spells or be drawn irresistably to his doom!

Hell Hound

Move: 120 feet/turn
Hit Dice: 3-7
Armor Class: 4
Treasure Type: C
Alignment: lawful evil
Attacks: 1 bite
Damage: 1-6 points

Large reddish-brown hounds who can breathe fire,
causing 3-7 6-sided dice of damage (equal in number
to the hounds' hit dice). They can usually detect hidden
invisible objects or creatures. Range of the fire breath is
only five feet and is treated as a blow on the combat
table, with special damage done per hit.

Hippogriff

Move: 180 feet/turn, 360 feet flying
Hit Dice: 3 + 1
Armor Class: CM, 5
Treasure Type: nil
Alignment: neutral
Attacks: 2 claws + 1 bite = 3
Damage: 1-6/claw, 1-10/b i te

Having the foreparts of a great eagle and the hind-
quarters of a horse, the hippogriff is a fierce fighter,
attacking with claws and beak. They can be used as
steeds but will not herd with pegasi, and the two will

normally fight each other:

Hobgoblin

Move: 90 feet/turn
Hit Dice: 1 + 1 hit point
Armor Class: 6
Treasure Type: D
Alignment: lawful evil
Attacks: 1
Damage: 1-8 points

A hobgoblin king and his bodyguard of 1 -4 all fight
as ogres. Hobgoblins are big, powerful goblinoids, and
their morale (such as a saving throw against fear) is
always a + 1 .

Horse

Move: see below
Hit Dice: 2 to 3
Armor Class: 7, unless wearing barding (horse armor)

Light horses move 240 feet/turn and have 2 hit
dice.

Medium horses move 180 feet and have 2 + 1 hit
dice.

Heavy war horses move 120 feet and have 3 hit
dice.

Draft horses and mules move 120 feet and have 2
+ 1 hit die.

Mules can often be taken into dungeons and they
can carry 3,500 gold pieces. Horses can usually carry
more, but lack the ability and calm necessary for
dungeon expeditions.

Hydra

Move: 120 feet/turn
Hit Dice: varies with number of heads
Armor Class: 5
Treasure Type: B
Alignment: neutral
Attacks: 1/head
Damage: 1-6 points/head

Unlike the standard mythological concept of the
Hydra as a snake with many heads, this beast is
dinosaur-like with many heads. Each head is
represented by one hit die of 6 points, so a three
headed hydra has 1 8 hit points, a 6 headed one, 36.
When six hit points are scored against the beast, one
head has been killed. The hydra will continue to attack,
however, if it has one head left, and usually all the
heads attack at once, so it takes multiple bites every
melee round.

Move: 120 feet/turn
Hit Dice: 1/2 ( 1 - 4 hit points each)
Armor Class: 7
Treasure Type: J
Alignment: lawful evil
Attacks: 1
Damage: 1-4
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These evil dwarf-like creatures behave much like
goblins, but are less powerful. A chieftain fights like a
gnoll, as does his bodyguard of 1-6. Kobolds are highly
resistant to magic and get a +3 on all saving throw
dice except dragon breath. They have infravision.

Lizard Man

Move: 60 feet/120 feet in water
Hit Dice: 2 + 1 hit point
Armor Class: 5
Treasure Type: D
Alignment: neutral
Attacks: 1
Damage: 1-8

These aquatic monsters will capture men in order
to take them to the tribal lair for a feast, with the man
served as the main course! They are at least semi-
intelligent and use weapons such as spears and clubs.

Lycanthrope

Move: see below
Hit Dice: see below
Armor Class: see below
Treasure Type: C
Alignment: see below
Attacks: 1
Damage: variable

There are many types of were-creatures, since the
legend usually centers around the most dangerous and
terrifying animal known. Thus we find were-wolves in
Europe, were-tigers in India, were-leopards in Africa
and were-sharks in Polynesia. The commonest types
found in dungeons are:

Manticore

Move: 120 feet/fly 180 feet/turn
Hit Dice: 6 + 1 hit point
Armor Class: 4
Treasure Type: D
Alignment: lawful evil
Attacks: 2 claws + 1 bite
Damage: 1 -6 each

A huge I ion-bodied monstrosity with a human face,
dragon wings, and a tail full of iron spikes. There
are 24 spikes in a manticore's tail and they can be fired,
6 at a time, like crossbow bolts with an 180 foot range.
Their favorite prey is man.

Medusa

Move: 90 feet
Hit Dice: 4
Armor Class: 8
Treasure Type: F
Alignment: lawful evil
Attacks: 1
Damage: 1-6 hit points

Human of form with the living bodies of snakes
(asps) growing from its head instead of hair. This
monster is usually female. The gaze of the medusa
turns creatures to stone, the bite of the asps on its head
is poisonous and it will attempt to beguile victims into
looking at it. It can be looked at in a mirror without
harm, and if it sees its own gaze in a mirror, it is turned
to stone.

Lycanthrope Move Hit Dice Armor Class Alignment
Wereboar 120' 4 + 1 4 neutral/chaotic good
Wererat 120' 3 7 neutral/lawful evil
Werebear 90' 6 2 neutral/chaotic good
Weretiger 120' 5 3 neutral/chaotic evil
Werewolf 150' 4 5 neutral/lawful evil

Damage
2-12
1-6
3-24
3-18
2-8

All were-creatures are unaffected by normal
weapons. Silver and magic weapons score normal hits
on them. Some lycanthropes must spend part of the
time in human form (referee's discretion) and are
vulnerable to all weapons in that form. All were-
creatures are repelled by wolfsbane.

Anyone seriously wounded by a lycanthrope (50%
of possible hit points) will become a lycanthrope in 2-
24 days unless treated with a Cure Disease spell by a
cleric.

Lycanthropes will often assume their human form
to deceive their victims.

All were-creatures are intelligent in their animal
form. Werebears are often good and may render assist-
ance. Wererats spend much of their time in a giant part-
rat, part-human form. They can move more silently,
and can summon 1 0 to 100 rats as a vampire.

Minotaur

Move: 120 feet/turn
Hit Dice: 6
Armor Class: 6
Treasure Type: C
Alignment: lawful evil
Attacks: 2 horns + 1 bite
Damage: 1-6 each

The minotaur is a bull-headed man (and all of us
who have debated game rules are well acquainted
with such). They are bigger than human size and are
man-eaters. They will always attack and pursue as long
as their prey is in sight. They usually inhabit tunnels,
mazes and labyrinths.
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Mummy

Move: 60 feet/turn
Hit Dice: 5 + 1 point
Armor Class: 5
Treasure Type: D
Alignment: lawful evil
Attacks: 1
Damage: 1 -12 hit points

Mummies are also members of the undead. They
do not drain life levels, but their touch (if they make a
hit) causes the dreaded rotting mummy disease which
makes wounds take ten times the usual rate of healing.
A cleric can reduce this healing time to only twice
normal with a cure disease spell if it is administered
within an hour.

Only magic weapons can hit mummies, and they
take only half damage from a hit. Note, however, that
mummies are vulnerable to fire, including the ordinary
kinds such as a torch.

When a mummy is first seen a saving throw vs. a
spell must be made or the individual is paralyzed with
fear and cannot move until the mummy strikes him or
another member of the party. If the party numbers
above 5 each member gains a +2 on his saving throw,
as their numbers help dispel fear.

Nixie

Move: 60 feet/turn, 120 feet swimming
Hit Dice: 1
Armor Class: 7
Treasure Type: B
Alignment: neutral
Attacks: 1
Damage: 1 -4

These water sprites will attempt to charm humans,
lure them under water and enslave them for one year.
For every 10 nixies seen, one charm person spell will be
thrown on the party. They carry javelins and daggers
and travel in the water with 10-100 fierce large fish.

Ochre Jelly

Move: 30 feet/turn
Hit Dice: 5
Armor Class: 8
Treasure Type: nil
Attacks: 1
Damage: 2-12 hit points

Ochre jelly is a giant amoeba which can only be
killed by fire or cold. It is, of course, ochre colored. Hits
with weapons or lightning merely make it into several
smaller ochre jellies. It does 2 dice of damage per turn
to exposed flesh but can not eat through metal or stone.
It will destroy wood, leather or cloth and it seeps
through small cracks easily.

Ogre

Move: 90 feet/turn
Hit Dice: 4 + 1 hit point
Armor Class: 6

Treasure Type: C + 1000 gold pieces
Alignment: chaotic evil
Attacks: 1
Damage: 1-10 hit points

These large and fearsome humanoid monsters
range from 7 to 10 feet in height and are of various dis-
gusting colors. Encountered outside of their "lair" they
will be carrying 100-600 gold pieces each in their giant-
like sacks.

Orc

Move: 90 feet/turn
Hit Dice: 1
Armor Class: 7
Treasure Type: D
Alignment: chaotic evil
Attacks: 1
Damage: 1-6 points

There are many tribes or nations of orcs. Members
of different orc tribes cooperate poorly and attack
members of another tribe on sight unless under a strong
commander.

In large numbers they are likely to be
accompanied by more powerful creatures. For every
100 orcs the chances are:
1 -6 ogres 20%
1-4 trolls 10%

In full daylight orcs suffer a -1 off their attack dice.

Owl Bear

Move: 120 feet/turn
Hit Dice: 5
Armor Class: 5
Treasure Type: C
Alignment: neutral
Attacks: 3
Damage: 1-8 each

These are huge bears with the heads of owls. A
male will stand 8 feet tall, weigh 1,500 pounds and
have claws 2" long. Owl bears have ugly dispositions
and will attack with beak, claw and bear-hug.

Pegasi

Move: 240 feet, fly 480 feet/turn
Hit Dice: 2 + 2 points
Armor Class: 6
Treasure Type: nil
Alignment: lawful good
Attacks: 2
Damage: 1-8 each

Winged horses are wild and shy and difficult to
capture. They will serve only lawful good characters
ana fight as a heavy war horse.

Pixie

Move: 90 feet, fly 180 feet/turn
Hit Dice: 1
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Armor Class: 3
Treasure Type: R + S
Alignment: neutral/chaotic good
Attacks: 1
Damage: 1-4

Small air sprites who are invisible unless they want
to be seen or have a detect invisible spell thrown
against them. Unlike most invisible creatures, they can
attack while invisible, and always gain surprise on
attacking. After that surprise wears off and defenders
note minor shadows and air distortions caused by the
pixies. They can fly for three turns, then must rest a turn.
They use short bows, small spears, and daggers. Their
royalty are powerful magic-users. All are friendly with
elves and fairies.

Purple Worm

Move: 60 feet/turn
Hit Dice: 1 5
Armor Class: 6
Treasure Type: D
Alignment: neutral
Attacks: 2
Damage: 2 -12 each

These huge and hungry monsters lurk nearly
everywhere beneath the surface of the earth. Some
reach a length of 50 feet and a diameter of 1 0 feet.
There is a poisonous sting at the tail, and if it hits a
saving throw vs. poison must be made. Its mouth is the
more fearsome weapon for it is able to swallow
opponents in a single gulp. Any hit more than 2 over
the minimum necessary to hit indicates the purple
worm has swallowed its victim. In six turns the
swallowed creature will be dead, in twelve it will be
digested and unrecoverable. Purple worms are
unintelligent and always attack.

Rust Monster

Move: 120 feet/turn
Hit Dice: 5
Armor Class: 2
Treasure Type: nil
Alignment: neutral
Attacks: 1
Damage: 0

This inoffensive looking little creature is the bane
of anyone wearing metal. Hits by a rust monster or hits
delivered to one cause armor and weapons, even
magic weapons, to rust instantaneously. The creature is
fast and attracted by the smell of metal. It eats the rust
and corroded metal created by its anti-metallic attack.

Shadow

Move: 90 feet/turn
Hit Dice: 2 + 2 hit points
Armor Class: 7
Treasure Type: F
Alignment: lawful evil
Attacks: 1
Damage: 1-4

Non-corporeal intelligent creatures who can be
harmed only by magic weapons. Their touch, should
they score a hit, also drains 1 point of strength (for 8
turns). If a creature is brought to 0 points it becomes a
shadow.

Shadows are not turned by clerics nor are they
affected by sleep or charm spells.

Skeleton

Move: 60 feet/turn
Hit Dice: 1/2 ( 1 - 4 hit points)
Armor Class: 8
Treasure Type: nil
Alignment: neutral
Attacks: 1
Damage: 1 -6 hit points

Animated skeletons act only under instructions of
their motivator, an evil magic-user or cleric. They are
commonly found near graveyards, dungeons, or desert-
ed places but may be located elsewhere to guard a
treasure. They do not have any treasure of their own.
They can be dispelled by a good cleric but will
otherwise always attack until totally wiped out. They
are members of the "undead" and therefore
unaffected by sleep, charm and mind reading spells.
They usually make no noise since they do not move
unless they are attacking.

Spectre

Move: 150 feet, fly 300 feet/turn
Hit Dice: 6
Armor Class: 2
Treasure Type: E
Alignment: lawful evil
Attacks: 1
Damage: 1-8 hit points

These monsters have no corporeal body and are
totally impervious to all normal weaponry including
silver-tipped arrows. The "Nazgul" of Tolkien fall into
this category. They drain two life energy levels each
time they score a hit. Men-types killed by a spectre
become low-strength spectres under the control of the
one who made them. Magical weapons score full hits
on spectres.

Stirge

Move: 180 feet/turn
Hit Dice: 1
Armor Class: 7
Treasure Type: Q
Alignment: neutral
Attacks: 1
Damage: 1-3 hit points
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Large bird-like creatures with long proboscises,
rather like feathered ant-eaters. A hit scored by a stirge
indicates that it has attached itself to its prey in order to
suck its blood, and it will drain blood at a rate of 1 -4 hit
points per melee round thereafter. The stirge will
continue to bloat itself with blood until killed or until its
prey is a bloodless corpse. Attacks at +2 on all die rolls.

Troll

Move: 120 feet/turn
Hit Dice: 6 + 3 hit points
Armor Class: 6
Treasure Type: D
Alignment: chaotic evil
Attacks: 2 claws + 1 bite
Damage: 1-6 each

Thin and rubbery, loathsome trolls are able to
regenerate, even if cut to pieces. The only way to
prevent the regeneration is to burn the dead bodies or
immerse them in acid. Trolls regenerate at a rate of 3
hit points per turn, beginning in the third melee round
after they have been injured. They will resume combat
when they have regenerated to 6 or more hit points.

Although they have the strength of ogres, they at-
tack with talons and fangs and do only 1 die of damage
per hit.

Unicorn

Move: 240 feet plus magical movement (below)
Hit Dice: 4
Armor Class: 2
Treasure Type: nil
Alignment: lawful good
Attacks: 2 hooves, 1 horn
Damage: 1 - 8 each

Unicorns are fierce and elusive. Only a pure
maiden (in the strictest sense of the term) can subdue
and ride them. They typically avoid humans. Unicorns
attack as a mounted lance or spear and as a heavy
horse. They can run 240 feet per turn or magically trans-
port themselves and a rider 360 feet instantaneously
through a dimension door spell once per day. They
resist all magic on a roll of 8 or better on a 20-sided die.

Vampire

Move: 120 feet, can fly 180 feet/turn in bat form
Hit Dice: 7-9
Armor Class: 2
Treasure Type: F
Alignment: lawful evil
Attacks: 1
Damage: 1-10 hit points

Vampires drain two life energy levels, as do
spectres, when they hit an opponent in combat. Magic
weapons score full hits against them, but if their hit
points are reduced to zero they merely assume a
gaseous form and escape. They regenerate hit points
beginning immediately on being hit and at a rate of 3
hit points per turn.

Vampires can only be killed by being impaled
through the heart with a wooden stick, exposed to
direct sunlight or immersed in running water. Silver
weapons have no effect.

Vampires cast no reflection in a mirror and they
withdraw from garlic, a mirror, or a cross (or similar
holy symbol) if it is strongly presented. All vampires,
regardless of religious background, are affected by the
cross which is sovereign against them. They will not
flee these symbols, but it can keep them from their
intended victim if interposed between the vampire and
its prey.

Men-types killed by a vampire become vampires
under the control of the one who made them. Vampires
can also call up 10 to 100 rats or 3 to 18 wolves to their
aid. They can polymorph themselves into gaseous form
or into a huge bat at will.

Vampires charm men-types by looking into their
eyes (treat as a charm spell with a minus 2 on the
victim's saving throw against the spell).

Werewolf, etc. — see Lycanthrope

Wight

Move: 90 feet/turn
Hit Dice: 3
Armor Class: 5
Treasure Type: B
Alignment: lawful evil
Attacks: 1
Damage: 0

Barrow wights (as per Tolkien) are nasty nearly
immaterial creatures who drain away life energy levels
when they score a hit in melee, one level per hit. Thus,
a third level fighter would drop to second, losing hit
die. An opponent totally drained of life energy by a
wight becomes a wight under the control of the
draining creature.

Normal weapons have no effects on wights. Silver
tipped arrows score normal damage and magic arrows
double damage against them.

Magic weapons of other types score full damage
and those with a special bonus add the bonus to the
number of hit points inflicted on the wight per hit.

Wraith

Move: 120 feet, fly 240 feet/turn
Hit Dice: 4
Armor Class; 3
Treasure Type: E
Alignment: lawful evil
Attacks: 1
Damage: 1 -6 hit points

These monsters are immaterial and drain life
energy, 1 level per hit. They are like wights, but have
more hit dice and are harder to hit.

Silver tipped arrows score 1/2 die of damage. Magic
arrows score only normal damage. They are impervious
to normal weapons.

32



Yellow Mold

Move: non-mobile
Hit Dice: 2 per 1 0 square feet of mold
Armor Class: always hit
Treasure Type: nil
Attacks: 0
Damage: 1-6 hit points

This deadly fungus can be killed only by fire. It
does one die of damage to exposed flesh and eats
through wood or leather but does not harm metal or
stone. Its worst threat is its spores. Rough contact with
yellow mold has a 50% chance of releasing a cloud of
asphyxiating spores 10' X 10' X 10'. All those caught
within must make a saving throw against poison or be
killed.

Zombie

Move: 120 feet/turn
Hit Dice: 2
Armor Class: 8
Treasure Type: nil
Alignment: neutral
Attacks: 1
Damage: 1-8

Corpses animated by the will of some evil magic-
user or evil cleric. They may be placed to guard some
item, but have no treasure of their own. They can be
dispelled by a lawful cleric and destroyed by normal
weapons. They are immune to spells of sleep, charm
and ESP and make no noise until they attack. By nature
they are slow, getting only one attack every other
melee round.

TREASURE

As can be seen from the MONSTERS section, many
monsters carry treasure or secrete it in their "lair,"
cave, or dungeon room. The treasure types are listed in
the table below and descriptions and additional tables
are given later. There are many more magical and
wondrous items described in ADVANCED DUNGEONS
& DRAGONS, and the Dungeon Master can easily
invent treasure items of his own. The tables are
designed to maintain some sort of balance between the
value of the dungeon's treasures and the risks involved
in obtaining it. It is highly recommended, for this
reason, that neophyte Dungeon Masters use the tables.

BASE TREASURE VALUES

Coins:
1 copper piece (CP) equals 1/50 gold piece
1 silver piece (SP) equals 1/10 gold piece
1 electrum piece (EP) equals 1/2 gold piece
1 platinum piece (PP) equals 5/1 gold piece

or:
5 copper pieces equals 1 silver piece
10 silver pieces equals 1 gold piece
2 electrum pieces equals 1 gold piece
5 gold pieces equals 1 platinum piece

Gems:
The base value of gems is determined by rolling

percentile dice to generate a random number from 01-
00:
01-20 base value is —
21-45
46-75
76-95
96-00

For every gem found roll a 6-sided die. Each 1
rolled indicates the gem is of the next higher value, up
to a maximum of 1,000 gold pieces.

10 gold pieces
50 gold pieces

100 gold pieces
500 gold pieces

1000 gold pieces

Jewelry:
Jewelry is worth from 300-1,800 gold pieces per

piece. Roll three 6-sided dice to determine the value of
each piece of jewelry.

Damaged jewelry is worth only one-half the value
obtained by the dice. Jewelry is damaged by such
things as very hot fire (such as a fire ball from a magic
wand), lightning bolts, smashing, and similar rough
treatment.

Use of the Treasure Table

Under each category of treasure is a possible
number and a percentage. This means that, for
example, Treasure Type A will contain between 1 to 6
thousand silver pieces 30% of the time. To use this
information, after deciding to place a monster in a
dungeon and have it guard a Type A treasure (from the
Monster List), the Dungeon Master rolls two 20-sided
dice and reads them off as a percentage. For the silver,
anything rolled 30 or less means that silver is present. A
six-sided die is then rolled to see how many thousands
of silver pieces will be present. The Dungeon Master
records this so that the players, when they reach the
treasure, can be immediately told what they have
found. It must be stressed that treasures shown are very
large and generally only for use when large numbers
of monsters are encountered.

Maps and Magic Categories

"Any" means the treasure may contain a map or a
magic item. Roll of two 20-sided dice giving a
"percentage" of 76 or higher means a map, lower than
76, a magic item from the lists described next. Maps
must be made up by the Dungeon Master in advance,
showing the location of treasures in the dungeon or its
vicinity. Such treasures would be guarded by
appropriate monsters and the maps need not be
complete, entirely accurate, or might be written as a
riddle, etc.

Magic items may be swords, other weapons,
potions, scrolls, rings, wands or staves, or miscellan-
eous magical items. The die rolls to determine the items
are given below.
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TREASURE TABLE

Type

A
B

C
D

E

F

G

H

J

K

L

N

O
P
Q

R

S

T

1000's
of

Copper

1-6:25%
1-8:50%

1 - 1 2 : 2 0 %
1 - 8 : 1 0 %

1-10 :05%

nil

nil

3-24:25%

nil
3-24

pieces per
individual

nil

nil

nil

nil

1-4:25%
nil
nil

nil

nil

nil

1000's
of

Silver

1-6:30%
1-6:25%

1-4:30%
1 - 1 2 : 1 5 %

1 - 1 2 : 3 0 %

2-20:10%

nil

1-100:50%

nil
nil

3 - 1 8
pieces per
individual

nil

nil

nil

1 - 3 : 1 0 %
1-6:30%

nil

nil

nil

nil

1000's
of

Electrum

1-4:20%
1-4:25%

1 - 4 : 1 0 %
nil

1-4:25%

1-8:20%

nil

10-40:50%

nil
nil

nil

2 - 1 2
pieces per
individual

nil

nil

nil
1 - 2 : 1 0 %

nil

nil

nil

nil

1000's
of

Gold

2-12:35%
1-3:25%

nil
1-6:60%

1-8:25%

1 - 1 2 : 4 5 %

10-40:50%

10-60:50%

nil
nil

nil

nil

2-8
pieces per
individual

nil

nil
nil
nil

2-8:40%

nil

nil

1000's
of

Platinum

1-4:25%
nil

nil
nil

nil

1-6:30%

1 - 1 2 : 5 0 %

10-40:25%

3-18:30%
nil

nil

nil

nil

1 - 6
pieces per
individual

nil
nil
nil

10-60:50%

nil

nil

Gems and
Jewelry*

6-36:50%
1-6:25%

1-4:25%
1-8:30%

1 - 1 0 : 1 0 %

2-24:20%
1 - 1 2 : 1 0 %

3-18:25%
1 - 1 0 : 2 5 %

1-100:50%
10-40:50%

2-16:50%
nil

nil

nil

nil

nil

nil
nil

1-4:50%
nil

5-20:55%
2-12:45%

nil

nil

Maps or
Magic

30%: any 3
10%: weapon,

armor, or
misc. weapon

10%: any 2
15%: any 2 +

1 potion
25%: any 3 +

1 scroll
30%: no weap-
ons, any other
3 + 1 potion
and 1 scroll

35%: any 4 +
1 scroll

15%: any 4 +
1 potion and

1 scrol l
15%: any 1

nil

nil

nil

nil

nil

nil
nil
nil

nil

40%: 2-8
potions

50%: 1-4
scrolls

*Rol l for each category (Gems and Jewelry), probability shown if different for either category.
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Magic Items Die Roll

01-20 Sword
21-40 Other Weapons and Armor
41-65 Potion
66-85 Scroll
86-90 Ring
91-95 Wand or Staff
96-00 Miscellaneous Magic

Once the category of magic items is determined
(from the table or a die roll), go to the appropriate
table below and roll a 20-sided die for identification of
the item. Magic items are described in the next section.

Scrolls

Scrolls may contain any of the spells previously
described, under Spells or described here as potions,
rings, wands, etc.

Swords

Die Roll
1
2
3

4
5
6
7

8
9
0

Sword +1
Sword + 1 , +2 against Lycanthropes
Sword + 1 , Flaming, +2 against Trolls,
+ 3 against Undead
Sword + 2
Sword + 1 , Locating Object Ability
Sword + 1 , +3 against Dragons
Sword +1, +2 against Magic-users and
Enchanted Monsters
Sword +3
Sword -1 Cursed
Sword -2 Cursed

1
2
3
4

5
6
7
8

9

0

Rings

1
2
3
4
5
6
7
8
9
0

Any one spell
Any two spells
Any three spells
Cursed scrolls, curse affects the reader
immediately
Protection from lycanthropes
Protection from undead
Protection from magic
Any potion spell except delusion or
poison
Any ring spell except wishes or
regeneration
Any wand spell

Invisibility
Animal Control
Plant Control
Weakness
Protection +1
Three Wishes
Regeneration
Water Walking
Fire Resistance
Contrariness

Armor and Weapons

Potions
1
2
3
4
5
6
7
8
9
0

Shield +1
Armor + 1
1 0 Magic Arrows + 1
Magic Bow + 1
Dagger +1 against man-sized
opponents, + 2 vs. goblins and kobolds.
Dagger +2 against man-sized
opponents, +3 vs. orcs, goblins and
kobolds
Axe +1
War Hammer + 1
Spear +1
Cursed Armor, looks like +1 Armor but
adds +2 to opponent likelihood of hitting
the wearer!

Growth
Diminution
Giant Strength
Invisibility
Gaseous Form
Speed
Flying
Delusion
Poison
Healing

Wands and Staves

1
2
3
4
5
6
7
8
9
0

Wand of Magic Detection
Wand of Secret Door & Trap Detection
Wand of Fear
Wand of Cold
Wand of Paralyzation
Wand of Fire Ball
Staff of Healing
Snake Staff
Staff of Striking
Rod of Cancellation

Miscellaneous Magic Items

1
2
3
4
5
6
7
8
9
0

Crystal Ball
Medallion of ESP
Bag of Holding
Elven Cloak and Boots
Broom of Flying
Helm of Telepathy
Bag of Devouring
Helm of Evil/Good
Rope of Climbing
Gauntlets of Ogre Power
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EXPLANATION OF MAGICAL ITEMS

Magical Weapons

Weapons with a plus after them are magical and
the user adds the plus to his die roll for a hit. In addition
some monsters can only be injured by magical
weapons. Some magic weapons also do additional
damage besides increasing the probability of a hit. Any
sword that is +2 or +3 against particular opponents
(trolls, undead, etc.) does the indicated additional
damage. Any magic arrow, in addition to being +1 on
their chance of scoring a hit, also does +1 additional
damage, unless specified otherwise due to the type of
monster being shot. Magic bows merely confer +1 on
the probability of a hit, the arrows do no additional
damage. A magic arrow shot from a magic bow has a
+ 2 probability of a hit. Magical weapons other than
swords always add their bonus to both hit probability
and to the points of damage scored. Thus, a War
Hammer +2 adds to the chance of hitting and also
does 2 additional hit points when it does strike. Magic
armor and shields subtract their bonus from any
attacker's ability to hit the wearer. Cursed armor in-
creases the probability that the wearer will be hit by
anyone attacking him.

Magical Potions

Potions will affect anyone who takes them. Some
method of detecting the effects of the potion must be
found. If the characters lack a detect magic spell, they
may dare a tiny sip to see what the result may be. This
would leave enough potion to accomplish its complete
effect. Most potions come in small vials or flasks
containing a single dose. The effects of most potions
last somewhat longer than 6 turns. The Dungeon Master
rolls a secret die to determine the number of additional
turns and only informs the player when the effect of the
potion has worn off.

Growth — A full dose will cause anyone to reach 30
feet in height. Partial doses can be taken.

Diminution — A full dose reduces anyone taking it to 6
inches in height.

Giant Strength — Confers the full advantages of stone
giant prowess, including doing 3-18 points of damage
when scoring a hit, and having the same hit probability
as a stone giant.

Invisibility - Acts like an invisibility spell except that
the duration is determined as above.

Gaseous Form — the users body assumes gaseous
form, his weapons and armor drop off and he can
penetrate any barrier which is not airtight. User retains
cohesion and control over his new gaseous body.

Haste — User moves at twice normal speed and can
deliver twice the usual number of blows during combat
for the durations of the potion effect.

Fly — User can fly at will up to 120 feet per turn until
the potion wears off.

Poison — The Dungeon Master will, on careful
questioning, give a hint that the potion is dangerous. If
taken, the character is allowed his saving throw against
poison.

Delusion — Causes the user to think he has undergone
the effect of any of the other potions on this list,
whichever he seems to desire. In actuality, nothing
happens to him.

Healing — Like a healing spell, repairs a six-sided die
+ 1 number of points of damage.

Scrolls

Select the spells from the appropriate list by some
random method. The spells written on the scrolls can
be read only by magic-users, except for the protection
spells. The scroll can be used only once, the words fade
from the scroll if it is read, leaving it blank. The magic-
user can carefully unroll the top of the scroll and read
the title without setting off the spell. The exception is
the curse, which takes effect immediately when the
scroll is first opened. The curse may change the reader
of the scroll into a toad or an insect, or it may teleport to
him an enraged monster chosen from the appropriate
list by the Dungeon Master. The reader of the cursed
scroll is allowed his saving throw to see if the curse
takes effect. Protection scrolls can be read by anybody.
They ring the reader and anyone near him with a 10
foot circle of protection against the specified evil which
lasts for six turns. The sphere of protection from magic
does not allow spells to be projected out of it anymore
than it allows them to be projected into it.

Rings

Rings must be worn to take effect so a ring can be
carried and put on only when desired. Only one magic
ring can be worn on each hand. Rings can be used by
anyone.

Invisibility — the invisibility lasts as long as the ring is
worn. If the wearer attacks anything, however, he
becomes visible and remains visible during any hostile
action.

Animal Control — allows the wearer to command 3 -18
small animals, 2-16 medium-sized animals or 1-6 large
ones. The effect lasts indefinitely, so long as the wearer
concentrates upon the control.

Plant Control — allows the wearer to control plants,
including fungi, 1 -6 in number if large, or a 10 X 1 0
foot area of ground covered with plants or grasses, but
concentration must be maintained.

Weakness — affects the wearer immediately when it is
placed on the finger, and it cannot be removed without
a cleric's remove curse spell. Each turn the wearer of
the ring becomes 10% weaker until he is at only one-
half his normal strength. Weakness is reflected in
defense, attack, and carrying ability. The only good
thing about this ring is that there is a 5% chance that the
curse will work in reverse when it is first put on, thus
making the wearer stronger (up to the maximum 18,
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naturally). A weakness ring which does not work in re-
verse will never do so, but one which does work in re-
verse for one person still has a 95% chance for causing
weakness in any other who wears it.

same dimensions as the fear wand. Creatures
make their saving throw take half damage.

that

Protection + 1 — serves as plate armor
+1 to all saving throws.

and adds

Three Wishes — the wishes of the ring must be limited
in power in order to maintain the balance of the game.
This requires the utmost discretion on the part of the
Dungeon Master. Greedy characters will typically ask
for more wishes. The Dungeon Master should put that
character in an endless closed time loop, moving him
back to the time he first obtained the ring. Wishes for
powerful items or great treasure should, if possible, be
granted in such a way that they are of no benefit to the
wisher. Wishes that unfortunate adventures had not
happened should be granted. Often absolutely literal
fulfillment of the wish wording is sufficient to limit its
beneficial effects.

Regeneration — regenerates injury to the wearer at a
rate of 1 hit point per turn, even is the wearer is killed
and dismembered, unless the ring wearer is treated as
a troll.

Water Walking — allows the wearer to walk on the
surface of any body of water.

Fire Resistance — normal fires will have no effect on
the wearer of this ring. Adds +2 to saving throws
against fire balls or dragon fire and subtracts 1 hit point
from each die of damage done by them.

Contrariness — the wearer will not wish to remove this
ring and it cannot be removed without a remove curse
spell (third level clerical spell). Causes the wearer to do
the exact (or nearly exact) opposite of normal or of
what is requested. If, for example, the wearer is told to
not kill himself, he will agree — and instead attempt to
kill the person suggesting he not kill himself.

Wands and Staves

Wands that have projectiles or rays are considered
to do six 6-sided dice of damage and to have 100
charges or projectiles. Wands and staves can be used
only by magic-users, or, when specified, by clerics.

Wand of Magic Detection — when held, the wand
causes any magic item within 20 feet to glow or
otherwise signal its presence.

Wand of Secret Doors and Trap Detection — the wand
gives warning or points to any hidden door, panel, trap,
etc. within 20 feet.

Wand of Fear — This wand can effect all creatures in a
cone shaped area emanating from it, 60 feet long and
30 feet wide at the base. All within must make their
saving throw or be panicked and flee, dropping
everything they are holding and running away at top
speed for 1 -3 turns.

Wand of Cold — creates a cone shaped area of cold the

Wand of Paralyzation — Projects a ray the same
dimensions as the fear wand. Those not making their
throws are paralyzed for 6 turns.

Wand of Fire Balls — On activation, the wand produces
a fire ball which will travel any distance, up to 240 feet,
desired by the user and then explode with a burst
radius of 20 feet, doing 6 dice of damage to anyone
within range who fails their saving throw (half damage
if saving throw is made). Fire ball blasts in confined
spaces generally conform to the shape of the space (so
watch out!).

Staff of Healing — a clerical staff which heals 2-7 hit
points of damage with a touch. Can be used only once
per day on any particular person, but will heal any
number of different people in a day.

Snake Staff— a clerical staff which has a + 1 chance of
hitting and does 1 die + 1 points of damage per hit. On
command it will also coil around the creature hit ren-
dering him helpless or preventing a counterattack for 1 -
4 turns. It then crawls back to the cleric who possesses
it. It can also be commanded by its owner to release its
victim.

Staff of Striking — Does not add to the probability of a
hit, but if a hit is scored with it, it does 2-1 2 hit points of
damage. It can be wielded only by a magic-user.

Rod of Cancellation — a rod of about four feet in length
which can be employed by any character. It will func-
tion but once, but if it strikes any magic item its charge
drains all magical properties from that item per-
manently. The character employing the rod adds 2 to
his die roll to score hits.

Miscellaneous Magical Item

Crystal Ball — a magic-user can see things at a distance
through the ball but can only use it three times a day or
he will be driven mad. Use for an extended period
requires a day of rest afterwards. Objects and places
are best seen if they are familiar to the user of the ball
and are close by. Unfamiliar and distant scenes are
hard to perceive, the vision fades quickly and can not
be regained. Spells can not be sent through the ball.

Medallion of ESP — any character can use this device,
which functions like an ESP spell, but malfunctions on a
roll of 6. Each time it is used the Dungeon Master should
check it with a die roll.
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Bag of Holding — Sack sized magic bag which will hold
10,000 gold pieces or an object up to 10 feet X 5 feet X
3 feet in size. The bag will then weigh 600 gold pieces
in weight, or 300 for the gold and no more.

Elven Cloak — makes the wearer next to invisible (i.e.
seen only on roll of 6 or a see invisible spell).

Elven Boots — allows for completely silent movement.
The elven cloak and boots can be used by any charac-
ter.

Broom of Flying — the user must know the "Word of
Command," but then the broom will carry the user 240
feet per turn or come to him a distance of up to 240
feet on command. Carrying an extra person reduces the
flying speed to 180 feet. The command word should be
magically engraved on the broom or otherwise
distinguished but not impossible to obtain by the
broom's owner.

Helm of Telepathy -- Anyone putting on this helmet
can read the thoughts of any creature within 90 feet. If
more intelligent than the creature or character the
wearer of the helm may be able to impress his will
upon the creature. For monsters subtract 2 from their
saving throw against this spell, for characters subtract 1 .
Suggestions to kill oneself or do other acts contrary to
the victims nature will not be carried out, but an attack
could be stopped once begun.

Bag of Devouring — Looks just like a Bag of Holding but
is actually an extension of an extra-dimensional mon-
ster. Anything placed within it is devoured in 7-1 2 turns.

Helm of Evil/Good — when a character places this
helmet upon his or her head it immediately changes
their alignment to the exact opposite: lawful good to
chaotic evil, chaotic good to lawful evil, and vice versa.
A neutral person wearing the helm will simply be
totally self-seeking and do nothing to help anyone else
in any way. The device can be removed only with a
cleric's remove curse spell, and the person wearing the
helm will do everything in his power to resist removal
of the device.

Rope of Climbing — this thin, strong line is fifty feet
long, and it has the ability to obey certain commands
from its owner. The rope will snake downwards or
climb upwards and fasten itself upon being so in-
structed by the user. It can then be used to climb up-
wards or downwards, and it will bear up to 10,000 gold
pieces in weight without breaking. It takes up only a
small amount of space when folded or coiled, having
the appearance of perhaps a coil of normal rope about
ten feet in length.

Gauntlets of Ogre Power — the character wearing
these gauntlets adds from 2-8 points to damage caused
when striking with any weapon — doing 2-8 hit points
merely with his fist — because of the additional power
these gauntlets bestow. This power also allows him to
grasp and crush things with great ease, just as if he
were an ogre ( 1 8 strength). The wearer is able to carry
weight equal to an additional 1,000 gold pieces in his

hands without suffering from being over loaded or en-
cumbered. The gauntlets do not add to hit probability.

Note Regarding Magic Items:

If a character, fearing to contact some harmful
magic item, has a hireling or non-player character
flunkie try out a newly found piece of equipment, the
Dungeon Master must take stringent measures against
the character. The morale of those in the character's
employ will plummet if they learn of such conduct. The
person made to act as guinea pig by testing the magic
item will, of course, demand to keep it if it proves to be
beneficial, or if it is a harmful item the person putting it
on will seek revenge on the character who had him try
the item out.

DUNGEON MASTERING AS A FINE ART

Before players can take their bold characters on
adventures into the misty mysterious dungeons, the
Dungeon Master must sit down, pencil in hand, and
map out the dungeons on graph paper. There should be
several levels and each level should have access above
and below and be made up of interlocking corridors,
passages, stairs, closed rooms, secret doors, traps, and
surprises for the unwary. The geomorphic dungeon
levels provided with this game contain many
suggestions and will prove very useful.

SAMPLE CROSS SECTION OF LEVELS

38



SAMPLE FLOOR PLAN, PART OF FIRST LEVEL

Each new room or area is given a code number
and a record made on a separate page of what it con-
tains, treasure, monsters, hidden items, etc. Place a few
special items first, then randomly assign treasure and
monsters to the other rooms using the selection
provided in the game or appropriate tables. Many
rooms should be empty. Roll a 6-sided die for each
room. A roll of 1 or 2 indicates that some monster is
there. Ochre jellies, green slime, black puddings, etc.
are randomly distributed, usually without treasure,
most often in corridors and passageways. Wandering
monsters are usually determined randomly as the
game progresses. Traps should not be of the "Zap!
You're dead!" variety but those which a character
might avoid or overcome with some quick thinking and
a little luck. Falling into a relatively shallow pit would
do damage only on a roll of 5 or 6 ( 1 - 6 hit points at
most) but will delay the party while they get the trap-
ped character out. Hidden rooms, movable walls, tele-
portation devices, illusion rooms, dead ends, etc., make
interesting variations.

Since the game (and the dungeons) are limited
only by the imagination of the Dungeon Master and the
players, there is no end to the variation possible. Try to
keep the dangers appropriate to the levels of the
characters and the skill of your players. The possibility
of "death" must be very real, but the players must be
able to win through with luck and courage, or they will
lose interest in the game and not come back.

Once the game begins, try to keep the action
moving at a dramatic pace. If the going gets rough, the
characters have the option of turning around and going
back to the surface. If time runs out the characters can
always be left at some appropriate spot within the
dismal depths, time suspended, and the action taken up
again another day. Dramatize the adventure as much
as possible, describe the scenery, if any. Non-player
characters should have appropriate speech, orcs are
gruff and ungrammatical, knights talk in flowery
phrases and always say "thou" rather than "you."
When characters swear they call on the wrath of their
appropriate deities, be it Zeus, Crom, Cthulhu or
whatever. The dramatic talents of the Dungeon Master
should be used to their fullest extent. It adds to the fun.

One player should map the dungeon from the
Dungeon Master's descriptions as the game progresses.
This is easiest done if he uses a piece of graph paper
marked North, East, South, West with the entrance to
the dungeon level drawn in near the center. One of the
players should keep a "Chronicle" of the monsters
killed, treasure obtained, etc. Another should act as
"caller" and announce to the Dungeon Master what ac-
tion the group is taking. Both mapper and caller must
be in the front rank of the party. If the adventurers have
a leader, the caller would logically be that player.

EXAMPLE

D.M.

Caller
D.M.

Caller

"You're in a stone corridor, ten feet wide by
fifteen feet high, running north-south."
"We're walking north."
"Fifty feet up along the corridor there's a
door in the east wall. It's five feet wide."
"Halfling will listen at the door."

(He knows there is nothing they can hear,
but he carefully rolls a concealed die.) "He
doesn't hear anything."
"The fighting man will open the door. He's
got his sword out, ready to strike. The Half-
ling and the thief are right behind him."
(Rolls) "A 2, the door bursts open. You see a
room, L-shaped, 20 feet wide. From the door
it runs due east 30 or so feet and then the
other leg of the L runs north. (They must en-
ter and carefully examine to map a room.)
You don't see anyone in the room in front of
you."
"Anything else in the room?"
"Some trash along the walls. A small wood-
en chest on the floor in the middle of the
room."
"Aha! The fighting man and the halfling
will enter the room. The dwarf will hold the
door. The others will watch the corridor."
"O.K."
"The halfling says, 'Careful, it may be boo-
by-trapped!' "
"The fighter kicked the chest with his boot."
"It is knocked over. The lid comes open. A
thousand gold pieces spill out!"
"Good! The fighter . . ."
"Around the corner come four orcs. 'Sur-
face dwellers! Kil l them, cut them to mince-
meat! Pound them to hamburger!'"
"The fighting man is ready. He swings (rolls
die). An 18!"
"It's a hit. Roll your damage."
(Rolls a six-sided die) "A four."
"He's dead. You cut him in half. The second
orc is on you. He swings . . ." (the fight con-
tinues until all four orcs lie dead.)
"We search the other half of the room.
Everybody f i l l your packs and pockets with
the gold."
"Other half of the room is the same dimen-
sions as the first one, 40 feet. You find four
bunks, a table and benches."
"We search for more treasure."
"Nope. Nothing of value."
"How about doors?"
"No doors in either part of the room."
"The elf and the dwarf will search for secret
doors. The rest of the party comes into the
room and we shut the door. The halfling will
stay at the door and listen."
(After determining which part of the room is
being searched he rolls a secret die) "The
elf finds a secret door in the northernmost 10
foot wall section in the eastern half of the
L."
"Does he hear anything?"
(Carefully rolling a secret die for end-of-
turn wandering monster) "No. But the hob-
bit guarding the door reports hearing
slithering noises outside."
"Hey, everybody, I hear slithering noises!"
"Let the elf try to open his secret door. Half-
ling, spike that door of yours shut!"
"The elf opens the secret door. It's a dark
passage, only three feet wide, running
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straight north."
"See anything?"
"Passage is empty as far as he can see."
"With his infravision?"
"Right, with his infravision."
"O.K., everybody, into the secret passage."
"In what order?"
"Elf in front. Fighter behind him. Dwarf will
close the door and bring up the rear."
"You've proceeded north 100 feet when the
elf comes to a stop."
"What's the matter?"
"He sees a gelatinous cube filling the
passage 60 feet ahead."
"Crom's devils! Somebody get a torch
alight. Dwarf, go back to the door and listen
for noises in the room we just left!"
"Dwarf says, 'There's a hollow space under
the floor here somewhere.'"
"O.K., Elf, squeeze back down the corridor
and see if you can find a trap door. Where's
that torch?"
"Here it is."
"The gelatinous cube begins to slide slowly
down the passage toward you . . ."

This example could be played with maps and pen-
cil and paper. If miniature figures are used, they can be
arranged in battle order on the table top and the
movement through passages and rooms imagined, the
pieces rearranged for combat or other changes of for-
mation. Figures are available for all the character types
of Dungeons & Dragons as well as for most of the mon-
sters.

Obviously, the success of an expedition depends
on the Dungeon Master and his creation, the dungeon.
Many gamesters start with a trip across country to get to
the entrance to the dungeon — a trip apt to be punc-
tuated by attacks by brigands or wandering monsters or
marked by strange and unusual encounters. The party
then enters the underworld, tries to capture the
maximum treasure with the minimal risk and escape
alive. The Dungeon Master should have all this com-
pletely mapped out, hit points and attack die rolls
calculated and recorded, so that the game will proceed
most rapidly at the exciting moments when the enemy
is encountered. Do not hesitate to have lawful or help-
ful characters chance by at times, your adventurers may
need a little help!

The imaginary universe of Dungeons & Dragons
obviously lies not too far from the Middle Earth of J.R.R.
Tolkien's great Lord of the Rings trilogy. The D & D
universe also impinges on the fantasy worlds of Fritz
Leiber, Robert E. Howard, Gardner F. Fox, classical
mythology and any other source of inspiration the
Dungeon Master wants to use.

A final word to the Dungeon Master from the
authors. These rules are intended as guidelines. No two
Dungeon Masters run their dungeons quite the same
way, as anyone who has learned the game with one
group and then transferred to another can easily attest.
You are sure to encounter situations not covered by
these rules. Improvise. Agree on a probability that an
event will occur and convert it into a die roll — roll the
number and see what happens! The game is intended

to be fun and the rules modified if the players desire.
Do not hesitate to invent, create and experiment with
new ideas. Imagination is the key to a good game. En-
joy!

Sample Dungeon

Background — 100 years ago the sorcerer Zenopus
built a tower on the low hills overlooking Portown. The
tower was close to the sea cliff west of the town and,
appropriately, next door to the graveyard.

Rumor has it that the magician made extensive
cellars and tunnels underneath the tower. The town is
located on the ruins of a much older city of doubtful
history and Zenopus was said to excavate in his cellars
in search of ancient treasures.

Fifty years ago, on a cold wintry night, the wizard's
tower was suddenly engulfed in green flame. Several
of his human servants escaped the holocaust, saying
their master had been destroyed by some powerful
force he had unleashed in the depths of the tower.
Needless to say the tower stood vacant for a while after
this, but then the neighbors and the night watchmen
complained that ghostly blue lights appeared in the
windows at night, that ghastly screams could be heard
emanating from the tower at all hours, and goblin
figures could be seen dancing on the tower roof in the
moonlight. Finally the authorities had a catapult rolled
through the streets of the town and the tower was bat-
tered to rubble. This stopped the hauntings but the
townsfolk continue to shun the ruins. The entrance to
the old dungeons can be easily located as a flight of
broad stone steps leading down into darkness, but the
few adventurous souls who have descended into crypts
below the ruin have either reported only empty stone
corridors or have failed to return at all.

Other magic-users have moved into the town but
the site of the old tower remains abandoned.
Whispered tales are told of fabulous treasure and un-
speakable monsters in the underground passages
below the hilltop, and the story tellers are always
careful to point out that the reputed dungeons lie in
close proximity to the foundations of the older, pre-
human city, to the graveyard, and to the sea.

Portown is a small but busy city linking the caravan
routes from the south to the merchant ships that dare
the pirate-infested waters of the Northern Sea. Humans
and non-humans from all over the globe meet here. At
the Green Dragon Inn, the players of the game gather
their characters for an assault on the fabulous passages
beneath the ruined Wizard's tower.

The Dungeon Master should read the background
material above to the assembled players and then let
them decide how they will proceed. Because of the
nature of some of the traps in the dungeon, it is highly
recommended that no one attempt it alone. If only one
player is taking his or her character into the dungeon,
the Dungeon Master should recommend employing
one or more men-at-arms. These non-player characters
can then be "rolled up" and hired out for a share of the
treasure. The stairway from the surface leads twenty-
five feet straight down and ends in the corridor marked
START on the Dungeon Master's map.

A — This is a large room, 120 ft. X 100f t . There are
doors in the east, west and the south wall. The room is
furnished with rough tables and benches and as many
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beds as there are occupants. The occupants are goblins.
There are at least three goblins. The Dungeon Master
should increase the number of goblins if the party of
adventurers is a large one — i.e., if more than three are
in the party, have five goblins, more than five, seven or
eight goblins, etc.

The goblins wear leather armor and carry swords
and daggers. They can each take one 8-sided die of
hits, minus one point, i.e. roll a regular hit die, subtract
one — the result is the goblin's hits. If one is rolled do
not subtract. If half their number is killed, the other(s)
will try to escape through one of the doors or surrender.
If surrender is accepted the captured goblins will offer
to lead the party to a treasure but will, in reality, try to
guide them to one of the dangerous trap rooms and
then run.

There are small wooden chests under each bed
and several leather sacks hanging on pegs along the
wall. Most of the sacks contain junk, dirty clothes, old
bones, etc., but two contain coins, 500 silver pieces
each. There are several cloaks hanging on pegs and in
a pocket of one cloak there is a magical potion of
growth in a glass vial. One of the chests contains an ad-
ditional 2000 copper pieces but the chest is booby-
trapped and an opening releases a cloud of sleep gas
filling an area 6 X 6 X 6 feet. Anyone within this area
who fails to make his saving throw against poison falls
deeply asleep for a number of turns. The Dungeon
Master determines the exact number of turns of un-
consciousness by secret roll of a 6-sided die, subtracting
a 1 if the character has a high constitution.

B — This is a 50 ft. X 50 ft. room with a north door
and an open door at the south end. The four deep
niches in the walls can be seen from the north doorway
but they are covered with cobwebs and nothing can be
seen within them. The room is totally dark and the floor
is covered with an inch of undisturbed dust.

There are four skeletons in the niches. They do not
attack unless someone advances over ten feet into the
room, then they all rush out and attack until destroyed
or turned away. A first level cleric must roll a 7 or more
with two 6-sided dice to turn them and then make a
second roll to see how many are turned away. If
turned, they run out the door at the end of the room far-
thest from the cleric.

There is no treasure in this room.

C — C is an empty corridor. All corridors in this
dungeon are 10 feet wide and 10 feet high. (The magic-
user's secret corridor (S to F) is 5 feet by 5 feet.)
Remember that at the end of 3 turns a wandering mon-
ster might appear — corridors are likely places for this
to happen.

D — An almost empty room with a 6 ft. tall stone
statue in the center. There is a door in the middle of
each wall, north, south, east and west. The statue is
facing the door by which the party just entered. Doors
to this room always open from the outside, but at the
same time the statue will rotate on its base to face the
opening door. Once it has been opened, the door starts
to slowly shut, activated by a powerful spring in the
hinges — it will stay open to allow the party to enter.
The door opens outward into the corridor.

From inside the room all doors are firmly held shut
except the one the statue is facing — that door can be
easily opened. To open any door, then, the statue must
be rotated on its base (it turns easily) until it faces the
door. Then the door opens easily. Doors can not be
forced open, they are held by the equivalent of a "wiz-
ard lock."

E — Room E is always an empty room. The size of
the rooms and the number of doors is variable, as
shown on the Dungeon Master's map.

F — This is a magic-user's room. He is an evil
thaumaturgist (fourth level) who has been trying to
take over the dungeon level. The room is 50 ft. by 60
ft. There is a large door in the south wall and a smaller
one in the north wall. The magic-user himself is stand-
ing behind a work table in the southwest corner.
Near him is a second level fighting man whom he holds
under a charm spell. Actually this man is one of the
smugglers from the sea cave whose curiosity allowed
him to wander too far into the underground.

The fighter is basically neutral but will attack
fiercely on command from the magic-user. Armor class
5 (chainmail), he carries a magic + 1 sword. He wears
a jeweled belt (stolen) with rubies worth 1000 gold
pieces.

S 1 2 I 1 0 W9 C 1 3 D10 C12 Level 2, Hits 11

The thaumaturgist (4th level magic-user) knows six
spells: read magic, charm person, magic missile,
protection from good (he is lawful evil), wizard lock
and web. He carries a scroll of levitation. When caught
in this room he will (a) direct the fighter to attack, and
(b) try to exit through the secret door behind him. While
doing this there is a 50% chance that he will drop the
magic scroll. If magic is thrown at him his saving throw
is better than that of magic-users of the third level, add
+ 1 to his saving throw score.

S9 I 1 6 W9 C1O D11 C 1 2 Level 4, Hits 9

If he can get out the door he will put a wizard lock on it
and run up the stairs to his tower. The rest of room F is
occupied by 3 stone statues of men. They are men
turned to stone by the magic-user with a special wand
which he has in his tower. He will use the wand on
anybody entering his hideaway.

G — Gloomy. Piles of rocks and rubbish four feet
high cover the floor. There is a door in the center of
every wall except the north.

There are 2-8 giant rats in the room, but they are
hiding in the shadows and not easily seen. An elf or a
dwarf might spot them (on a roll of say 1 or 2 on a six-
sided die). They will attack if the room is entered.

The rats are armor class 7 (leather), have 2 hit
points each, and have a treasure. Concealed in a mass
of old bones, chewed leather straps and bits of armor in
its nest is a belt attached to which is a silver dagger (50
gold piece value) in a sheath and a bag containing 50
electrum pieces. It takes a turn of careful searching in
the refuse to come up with these things.
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H — A room 80 ft. X 50 ft., with doors in the north
and south walls. There is a river running through the
room, 50 ft. wide. It enters and exits through holes in
the east and west wall with less than a foot of air space
over the water. The channel is 10 feet deep and the
current is swift. Anyone falling in will be swept away
unless he has a strength of 1 5 or better. Men in metal
armor will sink to the bottom if they fall in. They may be
able to shed their armor (50% chance) in one turn and
get to the surface. The current will deposit anyone
swept away in room K at the end of a turn. Being
dragged under the rock wall between rooms is
dangerous. Anyone with a constitution of 1 2 or better
will survive unhurt, others run a 50% chance of taking a
die of damage from drowning.

The walls of room H are fitted granite blocks as is
the ceiling 20 feet above. The Dungeon Master will
have to evaluate the characters' attempts to cross. The
floor is also rock, 1 5 feet wide on each bank and the
drop into the river is sheer.

I — Doors in the north, south and east walls give
entrance to this room. In the center of the room is a
bronze sundial on a low pedestal. Set into the stone of
the west wall is a bronze mask, about the size of a man-
hole cover. The eyes and mouth are shut. Below the
mask, in common language, is an inscription: "I'll an-
swer questions, one, no more. I never speak til it be
four."

The magic is activated by shining the light of a
single torch, lantern, etc. on the sundial so the shadow
of the gnomon falls on the Roman numeral IV. The
bronze mask then opens its eyes and says "Speak, I'll
answer." It will give a reasonable answer to any brief
pertinent question and then say, "I've answered one,
now go away. I will not speak again today."

Since the shadow has to be held on IV, there is lit-
tle chance of triggering the magic accidentally, even by
walking around the sundial with a light.

J — A room 60 by 50 feet. The ceiling is out of
sight in the darkness but there are large spider-webs in
the corners. There are doors in the middle of all 4 walls.

An enormous spider lurks in the darkness of the
roof, thirty-five feet above. He will drop on unwary ad-
venturers. He is armor class 3 (plate mail), has 6 hit
dice (31 hit points), and his bite causes 1 -8 points of
damage and is poisonous ( -1 on saving throw dice
because it is so strong).

If the party enters and does not see the spider, the
monster will select a victim (by random number assign-
ment of some sort) and try to drop on top of him.

If the spider makes his first hit he has dropped on
the character and knocked him down. If he misses he
lands beside the victim on the floor and the battle
proceeds from there. If the spider gets a knock-down it
is a surprise (naturally), and the spider gets the next
blow. The character knocked down makes his first hit
with a -2 off his roll, after that he hits normally. There is
no treasure in this room, but a +1 dagger is imbedded
in the spider's body (evidently a souvenir from some
previous battle); it can be found only if the beast is cut
open.

K — A cavern, about 10 feet high, irregularly
shaped, with the river running through it. There is a

shallow beach where flotsam from the river is
deposited. There is an exit to the west. The cave is com-
pletely dark, characters without lights or infravision will
have to feel their way out.

L — Another cave with the river running through it.
There is phosphorescent fungus growing on the rocks,
so anyone can see without lights. There are east and
west entrances on both sides of the river to the sandy
beach. The river is only 3-4 feet deep at the center of
the channel and can be forded.

There is a giant crab concealed under the sand on
the south beach. It will attack anything that moves on
either beach. It runs 60 feet in 1 turn, in armor class 3
(plate mail), and takes 2 hit dice (8 hit points). It strikes
with its giant claws one at a time as fast as a man.

M — A large sea cave with entrances to the north
and south. There is a sandy beach, on which are drawn
up two row-boats. The entrance to the sea is to the west
about 500 feet. If it is day up above, the cave will be
dimly illuminated by sunlight coming through the tun-
nel. If it is night, torches in the hands of the occupants
will shed a dim glow.

The cave is used by smugglers and pirates. There
are four pirates present now, sitting in one of the boats,
talking. They are normal men (1 6-sided hit die), armor
class 7, and are armed with cutlasses. (At the Dungeon
Master's discretion he may increase the number of pi-
rates.) Each pirate carries 2-12 gold pieces in his purse
(roll 2 6-sided dice). The pirates use the cave to hide
treasure and there are chests in the first boat and a
prisoner in the second boat. Every turn there is a 25%
chance of another boatload of 2-5 pirates rowing in.

The prisoner is a girl, Lemunda the Lovely, whose
father is a powerful lord in the city above. Lemunda is a
good fighter in her own right and carries a concealed
dagger in her girdle, but right now she is bound and
gagged. She is lying in the bottom of the second boat,
not the one occupied by the pirates. Her family would
be very grateful to get her back.

Lemunda the Lovely:

S10 I 1 4 W 1 2 C 1 5 D 1 2 C17 Level 2, Hit Dice 2

The treasure is in two chests in the first boat. One
chest contains 2000 silver pieces, the other 1000 elec-
trum pieces and 1 2 gems each worth 100 gold pieces.

Exit from the underground can be made by rowing
out to the sea, although there is a possibility of meeting
another boat coming in. There is a large octopus at the
bottom of the sea cave, 3 hit dice ( 1 6 hit points), armor
class 7 (leather), which will attack boats. The pirates
always throw the monster a large fish or the body of
one of their victims and so it does not attack their boats.
If the octopus makes a "hit" with a tentacle it will not
do any damage immediately but will pull the victim
overboard and try to drown him. See H for more in-
formation about drowning; assume that all characters
know how to swim. The octopus gets 6 attacks per
melee round!

N — This large room — 120 feet by 70 feet — is
part of the catacombs of the city. The north wall has
caved in and there are doors only at the east and west
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ends of the tomb. Ten stone sarcophagi are scattered
about, four empty with the tops off. Six, however, are
closed. If the adventurers open one, roll a die to see
which they have chosen.

#1 contains only moldering bones but releases a
cloud of noxious gas which renders unconscious
anyone within 3 feet unless they make their saving
throw against poison. Unconsciousness lasts 1 to 6 turns,
depending on the Dungeon Master's die roll.

#2 contains a partially clothed skeleton which
holds a jeweled dagger in the bony hands folded
across its chest. If the dagger is removed it will flash
away into the air, turn and attack the one who touched
it. It strikes as a 1 hit die monster and will continue to
attack until it draws blood, doing 1 die of damage, or its
intended victim runs from the room. It will then return
to the coffin with its owner. The dancing dagger is hard
to hit — armor class 3 — and if hit it falls to the floor
and remains motionless for 3 melee rounds and then
takes up the attack again! Putting it back in the sar-
cophagus will stop the attacks of course.

#3 skeletal form wears rings and a coronet worth
300 gold pieces.

#4 skeletal form wears jewelry worth 900 gold
pieces.

#5 animated skeleton (7 hit points), armor class 7,
is armed with a curved scimitar. It will attack as soon as
the lid is removed.

#6 skeletal form in chainmail holds a magic sword
+ 1 . Any warrior-type drawing it from the scabbard will
feel the surge of magical power it gives.

When the party enters the room there is a 50%
chance a giant rat will burst through the loose dirt at the
north end of the room and attack. Armor class 7, 4 hit
points. At the end of each turn or each 10 melee
rounds there is another 50% chance that a rat will enter
from the tunnels. The rats will not, however, leave
room N except to go back to the tunnels.

The sarcophagus lids are heavy. Four or more men
can lift them off, one man would have to slide the lid
off, and this would take 1 turn. Thus it will take several
turns to get them all open and the rats are pretty sure to
show up.

P — This room is 50 by 80 feet and has doors in all
four walls. It contains two ghouls and some smashed
coffins. The ghouls are armor class 6, and if they score a
hit they can paralyze their opponent (unless he is an
elf). They can take 2 hit dice ( 1 1 , 9 hit points respec-
tively). The coffins contain, in addition to indescribable
odds and ends, 50 platinum pieces and 5 gems each
worth 10 gold pieces.

The east door leads to a short dirt tunnel which
ends blindly under the cemetery.

RT— Rat tunnels. They are only 3 feet in diame-
ter, round and dug through the soft earth of the ceme-
tery. A man could crawl through them, but it should be
hard for him to fight (a -2 from his attack die roll). A

halfling or dwarf would be at no particular disad-
vantage. Every 100 feet there is a 50% chance of meet-
ing a rat, every 200 feet a 50% chance of coming on 5
gold pieces. The tunnels form an endless maze and
there is no end to the rats. The tunnels intersect the
dungeons at the northernmost corridor and at room N.
Rats are described under room N.

S — Spiral Staircase. The spiral staircase begins at
floor level at the north wall and winds around up to the
roof 25 feet above, making 1 full turn. The stair ends in
a closed trap door in the ceiling, leading up to room S1.

The room contains a giant snake, armor class 6
(leather and shield), 2 hit dice ( 1 3 hit points), and
moves 100 feet per turn.

There are two visible doors at ground level, north
and south as well as the trap doors in the ceiling. There
is a secret door under the stairs, opened by pressing a
hidden catch.

S1 — Ground floor of the magician's tower, en-
tered through the trap door in the floor. There is a door
to the north and a spiral stair leading up, just like the
one in the room below, ending in a trap door in the
ceiling. The door to the street outside and the trap in the
ceiling are both open. There are a fireplace, cooking
utensils and a few chairs. The room is unoccupied. The
trap door above leads to room S2.

S2 — Just above S1 and shaped the same, also with
a spiral stair leading to the roof, trap door closed. No
doors, but narrow (2 foot wide), tall windows in each
wall. This is the wizard's study, and here he has his two
giant volumes of magic spells, table, lamps, chemicals,
skulls, loose pages of parchment, mystic designs on the
floor, etc.

Against the south wall there is an ape in an iron
cage. The key is in the lock of the cage door. The ape is
2 hit die and is armor class 7 (leather), and will attack
as soon as he gets out — he hates the cage and has
been waiting to get even. If the magic-user opens the
cage there is a 25% chance the ape will attack him. If
anyone else opens the cage, the ape will attack
someone in the room and then try to escape through a
window, down the side of the tower and off through
the city streets.

The magic-user keeps his wand of petrifaction
(turns flesh to stone if he makes a hit with it) hidden in
a secret compartment of the table (only 5% chance of
locating this compartment). Hidden among the un-
decipherable parchment notes on the table is a scroll
which reverses the wand effect, but only for 1 person
and only once.

The magic-user himself is described in room F. If
he is not in room F he will be found here.

By the time the adventurers have worked their way
through this, the Dungeon Master will probably have
lots of ideas of his or her own to try out. Design your
own dungeon or dig new passages and levels in this
one. What lies in the (undiscovered) deeper levels
where Zenopus met his doom? Do the pirates have
other treasure troves hidden in the sea caves? What
inhuman rites are practiced deep in the ghoul haunted
passages beneath the graveyard? What are the towns-
people going to do when they discover that our friends
are tampering with Things Better Left Alone?
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USING THE DICE

Players need not be confused by the special dice
called for in DUNGEONS & DRAGONS. By using the
assortment of 4-, 6-, 8-, 1 2 - and 20-sided dice, a wide
range of random possibilities can be easily handled.

For a linear curve (equal probability of any
number), simply roll the appropriate die for 1 -4 , 1-6, 1 -
8, 1 - 1 0 , or 1 - 1 2 . If some progression is called for,
determine and use the appropriate die (for instance, 2-
7 would call for a 6-sided die with a one spot addition).
For extensions of the base numbers, roll a second die
with the appropriately numbered die. For example: to
generate 1-20, roll the 20-sided die and 6-sided die,

and if the 6-sided die comes up 1 - 3 , the number shown
on the 20-sider is 1 - 1 0 ( 1 - 0 ) , and if the 6-sider comes up
4-6, add 1 0 to the 20-sided die and its numbers become
1 1 - 2 0 (1 -0) . This application is used with the 12-sided
die to get 1-24. If 1-30 or 1-36 are desired, read the 6-
sider with the 20- or 12-sided die, with 1 -2 equalling no
addition, 3-4 adding 10, and 5-6 adding 20. This
principle can be used to generate many other linear
curves.

For bell curves (increasing probability of numbers
in the center, decreasing at both ends), just roll the
same die two or more times, roll several of the same
type of dice, or even roll two or more different dice.

ABOUT THE EDITOR

The editor of this booklet, Dr. J. Eric Holmes, is an associate professor of neurology at the University of Southern
California's School of Medicine. In addition, he is a devoted DUNGEONS & DRAGONS player whose background as a
writer eminently qualifies him to prepare a work such as this one.

In addition to authoring a college-level textbook in his own field, Dr. Holmes has also completed two novels in the
area of fantasy literature. His versatility is further demonstrated by his valuable work on this volume for Basic DUNGEONS
& DRAGONS.

Other Swords & Sorcery, Fantasy, and Science
Fiction Titles from TSR

THE DUNGEONS & DRAGONS* GAME FAMILY:

BASIC DUNGEONS & DRAGONS*, COMPLETE BASIC GAME SET. Everything needed to begin playing
D & D: Basic Game Book, Polyhedra Dice Set, Dungeon Geomorphs (Set One: Basic Dungeon), and Monster &
Treasure Assortment (Set One: Levels One to Three) — all in a beautifully illustrated full color game box $ 9.95

BASIC DUNGEONS & DRAGONS*, basic game book only $ 5.00

ADVANCED DUNGEONS & DRAGONS*, MONSTER MANUAL. Over 350 descriptions of
monsters, from Aerial Servant to Zombie, illustrated $ 9.95

ADVANCED DUNGEONS & DRAGONS*, PLAYERS' HANDBOOK. Complete information on
characters, levels, equipment, spells, and more Future Release

ADVANCED DUNGEONS & DRAGONS*, REFEREES GUIDE. A compilation of tables, lists,
and information designed especially for the Dungeon Master Future Release

DUNGEONS & DRAGONS* PLAYING AIDS
— DUNGEON GEOMORPHS

Set One, Basic Dungeon $ 2.49
Set Two, Caves & Caverns $ 2.49
Set Three, Lower Dungeon $ 2.49

— OUTDOOR GEOMORPHS
Set One, Walled City $ 3.49
Set Two, Castle/Fortress Future Release
Set Three, Ruins Future Release
Set Four, Rooms, Chambers & Passages Future Release

— MONSTER & TREASURE ASSORTMENTS
Set One, Levels One-Three $ 2.49
Set Two, Levels Four-Six $ 2.49
Set Three, Levels Seven-Nine Future Release

DUNGEONS & DRAGONS*, Gods, Demi-Gods & Heroes. The deities of myth and mythos compiled
for incorporation in the D & D* campaign $ 5.00

45



Original DUNGEONS & DRAGONS* Collector's Editions
— DUNGEONS & DRAGONS*, three booklets, boxed $14.95
— SUPPLEMENTS

I. GREYHAWK $ 7.50
II. BLACKMOOR $ 7.50
III. ELDRITCH WIZARDRY $ 7.50

SWORDS & SPELLS — DUNGEONS & DRAGONS* miniature wargame rules for 1:10/1:1 scale $ 5.00

THE DRAGON — The only professional magazine of swords & sorcery, fantasy, and science fiction
gaming and related fiction. Six issue subscription $ 9.00

DUNGEONS & DRAGONS* CHARACTER RECORDS — A pad of 23+ record sheets covering
every essential fact regarding your D & D character $ 2.98

For a complete listing of DUNGEON & DRAGONS* miniature figures, send two first class stamps.

*T.M. of TSR Hobbies, Inc.

DUNGEON! — The boardgame of fantastic Dungeon Adventuring for 1-12 players, boxed $ 9.95

EMPIRE OF THE PETAL THRONE — Fantasy Adventure on the World of Tekumel.
3 full-color maps, boxed $27.50

WAR OF WIZARDS — Game of Dueling between two mighty Wizards, excerpted from EPT, usable in
D & D; Rules, Die-cut Counters and Board, plus a set of miniature figures — all in a striking color game box $ 9.95

CHAINMAIL — Rules for Medieval Miniatures (plus Fantasy) $ 5.00

WARLOCKS & WARRIORS — Introductory level fantasy boardgame for 2-6 players age 8 years and up $ 6.95

METAMORPHOSIS ALPHA — Game of science fiction adventures on a lost starship $ 5.00

STAR PROBE — Complete boardgame of adventure, exploration, and conflict in space: for 1 to 8 or more
players, this game system will be expanded by several additional booklets in the near future (booklet only
$4.00) $ 6.00

STAR EMPIRES — The 2nd part of the STAR PROBE game system which allows play to progress to the
governing of interstellar empires and conducting fleet combat; game includes the map from STAR PROBE
(booklet only $5.50) $ 7.50

ACCESSORIES
Polyhedra Dice $ 1.49
Percentile Dice $ .89
Small Hex Sheet Pads $ 3.00

If your favorite hobby, book, toy, or department store does not have what you want, you may order from us direct. ALL MAIL
ORDERS MUST INCLUDE $1.00 FOR POSTAGE AND HANDLING, REGARDLESS OF HOW MANY OR HOW FEW
ITEMS ARE ORDERED. For a complete listing of the entire line of TSR games and rules, send $2.00 for our catalog.

TSR HOBBIES, INC.
POB 756
LAKE GENEVA, WI 53147
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MAGIC-USER SPELLS CLERICAL SPELLS

Book of First Level Spells:
Charm Person
Dancing Lights
Detect Magic
Enlargements
Hold Portal
Light
Magic Missile

Protection from Evi l
Read Languages
Read Magic
Shield
Sleep
Tenser's Floating Disc
Ventriloquism

Book of Second Level Spells:
Audible Glamer
Continual Light
Darkness
Detect Evil
Detect Invisible
ESP
Invisibility
Knock
Levitate

Book of Third Level Spells:
Clairaudience
Clairvoyance
Dispel Magic
Explosive Runes
Fire Ball
Fly
Haste Spell
Hold Person
Infravision

Locate Object
Magic Mouth
Mirror Image
Phantasmal Forces
Pyrotechnics
Ray of Enfeeblement
Strength
Web
Wizard Lock

Invisibility 10'
Lightning Bolt
Monster Summoning I
Protection/Evil 10'
Protection/Normal Missiles
Rope Trick
Slow Spell
Suggestion
Water Breathing

Clerics of the f irst level can not cast any spells.
When they reach the second level, however, they are
capable of one spell per game/day. Since clerical
spells are divinely given, they do not have to be studied
to master them. A second level cleric can call on any
f irst level spell he wants to use, thus the entire gamut of
spells is available to him for selection prior to the ad-
venture. However, only that spell or spells selected can
be used during the course of the adventure.

Book of First Level Spells:
Cure Light Wounds
Detect Evil
Detect Magic
Light

Protection from Evil
Purify Food and Water
Remove Fear
Resist Cold

Book of Second Level Spells:
Bless
Find Traps
Know Alignment
Hold Person

Resist Fire
Silence: 15 ' Radius
Snake Charm
Speak with Animals

REFERENCE TABLES
(This page is perforated for easy removal)

Saving Throw Table — Levels 1 to 3
(Use a 20-sided die)

Spell or
Class
Normal man, Kobold
Goblin, etc.
Fighting Man, Thief,
Hobgoblin, etc.
Magic-user
Cleric
Dwarves & Halflings

COST OF EQUIPMENT AND WEAPONS

Death Ray Turned Dragon
Magic Staff Magic Wand or Poison to Stone Breath

1 6

15

1 6
1 6
1 4

Item

17

1 6

1 5
1 5
1 4

Barding (Horse Armor)
50' of Rope
10' Pole
1 2 Iron Spikes
Small Sack
Large Sack
Leather Back Pack
Water/Wine Skin
6 Torches
Lantern
Flask of Oil

Tinder Box 3

3 Stakes & Mallet 3

Steel Mirror 5

Item Cost
Si lver Mirror, small 1 5
Wooden Cross 2
Silver Cross 25
Holy Water/Vial 25
Wolvesbane, bunch 10
Garlic, bud 5
Wine, quart 1
Iron rations (for dungeon

expeditions) 1 person/
1 week 1 5

Standard rations for 1
person/1 week 5

Other items cost may be
calculated by comparing
to s imi lar items listed
above.

1 4 1 3

1 3 1 2

1 4 1 3
1 2 1 1
1 1 1 0

Item
Dagger
Hand Axe
Mace
Sword
Battle Axe
Morning Star
Flail
Spear
Pole Arm
Halberd
Two-Handed Sword
Lance
Pike
Short Bow
Long Bow
Composite Bow
Light Crossbow
Heavy Crossbow
Quiver of 20 Arrows

1 5

1 4

1 3
1 4
1 2

Cost
3
3
5

1 0
7
6
8
2
7
7

1 5
4
5

25
40
50
15
25
10

Cost
Case with 30 Quarrels
20 Arrows/30 Quarrels
Silver Tipped Arrow
Mule
Draft Horse
Light Horse
Warhorse, Medium
Warhorse, Heavy
Saddle
Saddle Bags
Cart
Wagon
Raft
Small Boat
Leather Armor
Chain-type Mail
Plate Mail
Helmet
Shield
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1 0
5
5

20
30
40

100
200

25
10

100
200
40

100
15
30
50
10
1 0

Item Cost
150

1
1
1
1
2
5
1
1

1 0
2



WANDERING MONSTER TABLE

One Level Below Ground
Kobolds (3-12)
Goblins (2-8)
Warriors/Seers (1 -3 /1 -2 )
Orcs (2-5)
Skeletons/Zombies ( 1 -6/1 -4)
Bandits (2-5)
Berserkers ( 1 - 4 )
Stirges (2-5)
Adepts/Footpads (1-4/1 -4)
Dwarves (2-5)
Elves (1-6)
Gelatinous Cube (1)

Two Levels Below Ground
Orcs (5-20)
Hobgoblins (2-8)
Gnolls (2-5)
Ghouls (1 -4 )
Swordsmen (2-5)
Conjurers (1 -4 )
Priests (2-5)
Robbers (1-4)
Dwarves (4-16)
Elves (3-12)
Giant Ticks (1 -3 )
Carrion Crawler (1)

Three Levels Below Ground
Hobgoblins (5-20)
Gnolls (4-16)
Bugbears (2-8)
Ogres (1-4)
Wights (1 -3 )
Displacer Beasts (1-2)
Dopplegangers (1 -4 )
Grey Ooze (1)
Blink Dogs (2-5)
Harpies (1 -3 )
Wererats (1-4)
Ochre Jelly (1)

CLERICS VS. UNDEAD TABLE

Cleric Undead Type
Level Skeleton Zombie Ghoul Wight Wraith

1 7 9 1 1 no effect. . . . . . . . . . . .
2 T 7 9 1 1 no effect.
3 T T 7 9 11

Number = score needed to turn away
T = automatically turned away, up to 2 dice in number

Mummy Spectre Vampire

no effect

DIE ROLL FOR CHARACTER TO SCORE A HIT,
BY OPPONENT'S ARMOR CLASS

Armor
Class 9 8 7 6

No Leather Leather
Armor Shield Armor & Shield

Normal Man 1 1 1 2 1 3 1 4
lst-3rd Level 10 1 1 1 2 1 3
Character

Score of number shown or higher is a hit.
For characters over 3rd level consult table i
GONS.

5 4 3 2
Chain Chain Mail Plate Plate &
Mail & Shield Mail Shield

1 5 1 6 1 7 1 8
1 4 1 5 1 6 1 7

ADVANCED DUNGEONS & DRA-

Armor
Class

Monster's
Hit Dice

DIE ROLL FOR MONSTER TO SCORE A HIT, BY DEFENDER'S ARMOR CLASS

No
Armor Shield Leather

Leather
& Shield

Chain
Mail

Chain
Mail &
Shield

Plate
Mail

Plate &
Shield

up to 1 + 1
1 + 1 to 2
2 to 3
3+ to 4
4+ to 6 +
7 to 8 +
9 to 10 +
1 1 u p

1 0
9
8
6
5
4
2
0

11
1 0
9
7
6
5
3
1

1 2
11
1 0
8
7
6
4
2

1 3
1 2
11
9
8
7
5
3

1 4
1 3
1 2
1 0
9
8
6
4

1 5
1 4
1 3
11
10
9
7
5

1 6
1 5
1 4
1 2
11
1 0
8
6

1 7
1 6
1 5
1 3
1 2
1 1
9
7
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9 8 7 6 5 4 3 2

Die
1
2
3
4
5
6
7
8
9

1 0
1 1
1 2

Die
1
2
3
4
5
6
7
8
9

1 0
1 1
1 2

Die
1
2
3
4
5
6
7
8
9

1 0
1 1
1 2





Dungeon Module 11 
In Search of the Unknown 

by Mike Carr 

, ' 
.~ 

This package (a cover folder with maps and descriptive booklet within) forms a complete module for use with 
BASIC DUNGEONS & DRAGONS®. It is especially designed as an instructional aid for beginning Dungeon 
Masters and players, specifically created to enable new Dungeon Masters to Initiate play with a minimum of 
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ing: background history and legends, listings of possible monsters and treasures and how to place them, a list of 
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.alle DUNel ONS • DRA_SO 

Specktllnl 'ructlonol Dungeon Module ' It 
IN SEARCH OF 1IIE UNKNOWN 

by Mlke earr 

INTRODucnON: This package forms the speciellnstruction· 
01 module tor play of BasIc DUNGEONS & DAAGO~, and os 
such, Is speclfloolly designed for beginning players and 
Dungeon Mosters. Due to lis special design. it has numerous 
applications and serves a multiplicity of purposes, 

Most malerlal within this module Is that contained in the 0 & 
o Basic set game booklet. In some Instances, new moterlol 
[such as additional monsters. magic Items. etc.) is included, 
and when this Is S0, every effort has been made to provide a 
pertinent explanation of Important aspects and effects. 

Those who Intend to be beginning p layers using this module 
would be well advised to stop reading this now and to avold 
further examination of the module details or game map. The 
reason for this Is that enjoyment of the module will be much 
more enhanced when the challenge of the unknown and 
unexpected confronts the partlclpants, who will not be able 
to benefit from any familiarity with the game situation other 
than the baCkground provided by the referee. This element 
of the unknown and the resultant exploration in search of un
known treasures (with hostile monsters and unexpected 
dangers to outwit and overcome) is precisely what DUN
GEONS & DRAGONS Is all about. and "knowing too much" 
can oreatty spoil the fun of the gaming experience that 
makes 0 & 0 so specia l. So, if you're going to be Q player In 
this module, stop reading here, resist the temptation (which 
will be considerable) to go further in examining the con
tents, put the module aside, and walt for your Dungeon 
Master to get ready to use this package for gaming. You 
won't be sorry! 

NOlIS FOR THE DUNeEON MAma 

As a beginning Dungeon Master, you will find this module 
helpfUl In many ways. First of all, it serves as a graphic 
example of a beginning dungeon. For this reason, It should 
prove Illustrative to fledgling Dung90n Masters who will 
benefit from a look at what another dungeon design " looks 
like". Those designing theIr own dungeons wUI wont to note 
various aspects of this dung90n which will give them 
valuable InSights Inlo the creallve pi"ocess which allows 
them to formulate their own unique dungeon and game set
ting. Those going on to design their own dungeons and 
campaigns should be advised of the various playing a ids 
available from TSR as official DUNGEONS & DRAGONS ac
cessories - most notably the various sets of geornorphs (see 
the products list within the Basic 0 & 0 booklet for detai ls on 
subjects and prices) which allow preparation of large map 
areas with a minimum of time and effort. 

Second, this package provides on almost "ready-made" 
game situation which can be utilized for one or more play
lngs. Some initial preparation is necessary in addition to 
reading the material through one or more times before 
using It in a game. The preparation, however, is Interesting 
and fun cis well as instructional, for It shows how a Dungeon 
Master (or OM) "stocks" the dungeon with assorted treasures 
and monsters before any advenf\,lrlng begins. Separate lists 
of monsters and treasures to key with the various locations 
Inside the dungeon insure that no two similar modules will 
be the same when set up by d ifferent OM's, and will also 
guarantee that p layers will not know what to expect In any 
given room or location. As for player characters, partici
pants can use their own characters rolled up according 10 
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the guidelines within the Basic DUNGEONS a.~ rule
book or choose from a list of pre-generated characters 
supplied here (includIng possible hirelings onc::IIor hench
men to accompany the player characters in their adventur
Ing). 

Thirdly, there are several salient points of good dungeon 
design Illustrated In this module which new DM-s would be 
wise to nole. Likewise, they should keep these factors In 
mind when they start to design their own game mops and 
situations: 

1) SInce it Is Important 10 offer a challenge commensurate 
to the players' level, this two-level dungeon design is mode 
specifically for BasiC 0 &. D for exploration by beginning 
players in a party of 3 to 6 adventurers (player and non
player characters combined). This is reflected in various 
wCZfS: 

0) In general. this dungeon is less deadly and more for
giving than one designed to test experienced 
players. It is designed to be fairly challenging, how
ever, and Is by no means "easy" . Careless ad
venturers will pay the penalty for a lack of caution -
only one of the many lessons to be learned within the 
dungeon! 

b) The dungeon is designed to be Instructive for new 
players. Most of It should be relativety easy to map, al
though there are d ifficult sections - especially on the 
lower level where Irregular rock caverns and 
passageways will pi"ove a real challenge. 

c) The monsters encountered will generally be com
mensurate with the adventurers' ability to defeat 
them. For the few that are too formidable, the ad
venturers will have to learn the necessary art of fleeing 
or else employ more powerful means against them. 

d) The treasures to be found will generally be small, al
though a couple of more lucrative finds a re possible if 
the adventurers are clever or lucky. 

2) The dungeon Includes a gOOd assortmenl of typlcol fea
tures which players con learn to expect, including some 
Interesting tricks and traps: 

0) Several one-way secret doors 
b) Illusions and magic mouths 
c) A wind corridor which may extinguish torches and 

open flames 
d) A room of mysterious pools 
e) A room of doors 
f) A water pit trap which suddenly drops adventurers to 

the lower level 
0) A portcullis trap where vertical bars drop behind the 

party In a dead end corridor 
h) A pair of teleport rooms to confuse explorers 
I) Several magical treasures - most beneficial, some 

cursed 
J) MysteriOUS containers with a variety of contents for 

examination 

3) There Is a legend or story explaining some details of the 
setting and providing a background (i.e., why it exists, Us 
background, how the characfers become Involved with it, 
efc.). Of course, playersfadventurers will probably only know 
bits of fhls Informallon - or perhaps only rumors of dubious 
reliabil ity. Most good dungeons (and indeed, entire game 
campaigns) rest upon a firm basis of interesting background 
and "histOry" as set for Ihe players by the game moderator, 
or Dungeon Master. 



4) The setting Is neither too simple nor too difficult. Ad
venturers can exit by either returning to the entrance or 
locating the other secret exit. Two ways down to the lower 
level are available for discovery, and a trap may also bring 
adventurers unexpectedly there. 

PREPA .... nON fOR TNE USE OF TNE MODUU 

The use of this module by the Dungeon Moster first requires a 
working familiari ty with Its layout a nd various design 
features. Therefore, the first step Is to completely read the 
module, doing so with core and with reference to the two 
mops provided to learn the basic layout a nd location of the 
various parts described In the written commentary. A 
second and third reading will also prove beneficial in pre
paring fOf a game employing the module. 

Once the OM has obtained a oockground knowledge of the 
situation and the va rious features of the area to be 
explored, he must key the two mops by placing various 
monsters and treasures within the dungeon complex. To do 
so, he utilizes the two lists p rovided which follow within this 
booklet. taking advantage of the special system to a llow 
easy setup and reference. 

upon examination of the two game maps, it will be noticed 
that each prominent room or chamber has a Roman 
numeral for designation purposes. Each Roman numeral 
cOfresponds to a written description within the body com
mentary whiCh accompanies the maps and which is con
tained in this booklet. Thus, a description of each such area 
of the dungeon Is easily referenced by locating the written 
material within the booklet. and Ihese are arranged In 
numerical order. The basic descriptions are standard, but In 
most cases there Is no mention of either monsters inhabiting 
a particular area or specific treasures to be found within (ex
cept for occasional items which are part of the furnishings 
and which may have some unusual value). A space exists 
offer each description with a brief area for listing e ither a 
monster Of a treasure (or both) which may be within that 
room; exactly what will appear in each room, however, is up 
10 the Dungeon Moster. who will fill In some of the spaCes to 
denote their presence. This Is done easily through the use of 
the number and letter-coded lists provided for monsters 
and treasures, respectively. It Is Important to note, however, 
that not every room will conta in a monster. a treasure, or 
both - in fact, a fair number of rooms will contain neither. 
and in some cases the treasure will be hidden or concealed 
in some manner. Further details on the usa of the two lists is 
contained in the description which precedes them in the 
section entitled KEYING THE DUNGEON. 

Once the dungeon has been keyed and the Dungeon 
Moster's prep:lfation is complete, he must assist the players 
in getting ready for the adventure, The firs t step is in prOVid
Ing them with Ihe background outline whIch sets the stage 
for the game. This "Player's Background Sheer' (which dif
fers In some ways from the more detailed description/back
ground for the referee) Is on a perforated sheet at the end of 
this booklet. It Is designed to be removed and handed to the 
players prior to the adventure (or simply read aloud to them 
If you do not wish to remove it from the booklet), 

Once the players know the background. they can prepare 
their characters for the adventure. If new cha racters a re 
needed (as they will be If the players are Just starting their 
first game), they can be rolled up by using the d ice a nd fol
lowing the prescribed p rocedure within the Basic DUN
GEONS & DRAGONS rule booklet. Each player also 
determines his amount of starting money (the number of 
gold pieces he has to begin with), and this a mount Is avail
able for the purchase of arms and equipment for adventur-
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Ing . Once the players have decided upon the equipment 
they will be carrying, as weil as their own arms and armor, 
they are ready to start p lay. A written record of abilities. 
wealth, and equipment owned and carried Is kept by each 
player. 

As an alternative to spending time roiling the characters up, 
a list of assorted adventuring characters is Included on the 
reverse side of the "Player's Background Sheet". If the 
Dungeon Master decides to do so, the p layers con choose 
one of the characters listed there as their player character. 
In such a case, the OM then provides the pertinent specifica
tions and ability ratings of the character to the player, who 
makes a note of it on the side. The OM's mosier list of 
character abilities for these characters is within this booklet. 

If there are only two Of three players. or If a party wishes ad
d itional assistance, one or more hirelings or henchmen (non
p layer characters whowlil be a port of the party but who will 
not be under the tota l control of the players) can be added 
to the group of adventurers at the Dungeon Master's 
d iscretion. These characters can a lso be from the list, a nd 
their specifica tions and ability ratings ore a lso on the master 
list for the Dungeon Moster. 

When players have hirelings (characters who serve for pay) 
or henchmen (characters who serve out of admiraHon Of 
loyalty), the Dungeon Master must use common sense in 
their employment within the game. Obviously, a llowing 
p layers to assemble lorge bands of armed assistants a t this 
stage of the game WOUld be unfair and unbalancing, so it 
will be unusual to see more than one or two non-player 
characters appearing in the firs t gomes. Only offer p layers 
have survived to earn some repute and wealth to attract 
(and affOfd) them will they be able to locate addlilonal ad 
ventu rers to old their exploration. 

seeking hirelings a nd henchmen is a motter to be handled 
by the Dungeon Master. A p layer's success In attracting 
either will depend upon the financial rewords offered (in the 
case of hirelings) or the charisma of the seeker (In the case 
of henchmen). Once a henchman or hireling has decided 
to Join a g roup (this usually being determined by a secret 
dice roll by the Dungeon Moster), the non-player character 
will generally function according to the d irections of the 
player cha racter being served. However, in some situations 
- most notably. those involving great risk or danger - the 
Dungeon Master serves as the "consc ience" of the hench
man or hireli ng. and may cause him to balk at ordered 
action or perhaps even deserl in the face of danger or as a 
result of unrewarded courage or accomplishment. For ex
ample. If a party Is facing a hazardous situation and a 
player tells his henchmen to do something which would 
seem more dangerous thon the actions pursued by the 
other ployer adventurers. the henchmen may hesitate to act 
upon the order - or in some cases mig ht simp ly run away If 
the chance of death Is great (this being determined by the 
OM's secret die roll at the chances of his choosing, depend
Ing upon the situation), likewise, it a henchman successfully 
executes a hazardous action (slaying a dragon without 
much help. for instance) and does not get a proportional 
reward. then he will understandably consider deserting the 
player character who III-treated him. In such cases, the OM 
will determine the outcome, and, as a lways, his decisIOns 
(offen the result of d ie rolls at appropriate chances which he 
determines) are tlnal. 

An alternative to having either hirelings or henchmen under 
player control is simply to have non-player adventurers 
available lor slngle-Q:lme participation. In this case, a n ad
d itional character accompanies the group and partici
pates, but is independent of p layer control other than to be 



helpful and generally cooperative. The Dungeon Master 
runs the character in essence, although his actions will 
generally follow the desires and suggestions of the players 
(unless an unduly hazardous action is demanded). The Inde
pendent character participates in return for a share of the 
treasure gained, and this share (which will at least be pro.. 
portlonal, or even greater than proportional If the character 
Is better than the player characters) must be agreed upon 
before the adventure starts. If your players are trying to 
attract such help, roll a die to see how hard a oorgain the 
extra character drives In order to be convinced that partici
pating is worthwhile .. , Atter the adventure has been com
pleted, the extra character might simply toke his treasure 
share and d isappear from further use, or if the DM desires, 
be available for simllor service in future quests. The section 
entitled THE CHARACTER LISTS g ives additional suggestions 
for the employment of non·ployer hirelings and henchmen. 

Once the p rayers have completed their preparations for the 
game, the referee finishes "setting the stage" by bringing 
the player characters from the background story to the 
place where the game adventure will begin. This Is usually 
simply a mattsr of providing a brief narrative (such as, "Your 
group, after purchasing supplies and geNing organized, lett 
their town and went cross country till a deserted pathway 
was found which led Into Ihe hills, and finally to a craggy 
outcropping of rock . . "). Use of the LEGEND TABLE 
(described elsewhere In this booklet) is also made at this 
time. 

To start the adventure, the players must decide on on order 
of march for all of the characters in their g roup - who will be 
in front. who in the middle, who at the rear, and so on. This 
should be d iagrammed on a sheet of paper and g iven to 
the Dungeon Moster fO( reference, and any change in the 
order of march during Ihe adventure should be noted. In a 
standard 10' wide corridor, the most common arrangement 
Is two adVenturers side by side in each rank, although three 
characters could operate together In a single rank if all of 
their we<;lPOns were short and easily wielded (daggers or 
small hand axes, for instance). 

One ployer in the group should be deSignated as the 
leader, or "caller" for the party, while another one or two 
players can be selected as mappers (at least one is a mustl). 
Although individual players have the right to decide their 
own actions and relay them to the Dungeon Master as ploy 
progresses, the caller will be the one who gives the DM the 
details on the group's course of action as they move around 
and explore (such instructions as 'We'll move slowly down 
this corridor to the east ... " or "We'll break down this door 
while so-and·so covers our rear .. " are typical directions 
given by a caller to the DM). In the course of the adventure, 
the caJler will natura lly d iscuss the options available to the 
party with the rest of the adventurers, but it Is he who the OM 
relies upon for the otticial Instructions (although individual 
players can still pursue alternate courses of action at ap
propriate times, if Ihey insist, by telling the Dungeon Moster). 
Once a caller (Of any player) speaks and indicates on 
action is being taken, It is begun - even if he quickly 
changes his mind (especially If he realizes he's made a 
mistake or on error In Judgment). Use your discretion In such 
cases. 

The player Of players mapping the explored area should 
use graph paper. Orient Ihem according to the same direc
tions on the referee's map (with the top being north In almost 
all cases). After that, allow them to draw their maps from 
your descriptions as they wish - but make certain that your 
verbal descriptions of the areas they explore are accurate 
(although you can say such things as "approximately sixty 
feef', especially in large or open areas, or places where 
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there are Irregu lar rock surfaces). Above a ll, ovoid the can· 
siderable temptation to correct their maps once they have 
drown them. It will not be uncommon for p layers to show you 
their map (especially If they're confused) a nd ask you, "Is 
this rlght?". In most such instances, you should ovok:J correct
Ing any mistakes there, unless it would be obvious through 
the eyes of the adventuring characters. Encourage good 
mapping skills and on attention to detail rother thon fa lling 
Into the rut of continual player map questions. 

Exploration of the entire area comprising the module may 
well toke more than one game session. It is a lso quite 
possible that adventurers (especially if wounded or re· 
duced In number) may wont to pull out of the stronghold 
and prepare for a return visit when refreshed or reinforced . If 
Ihls is done, they must work their way to on exit and d iscuss 
with you the pertinent details and time passage unlll their 
return. In such cases, the exact status of areas already ex
plored will depend upon your judgment - whether areas 
c leared of monsters might In some cases be re-occupled by 
new ones, doors lett open closed again and locked, Of 

whatever. 

11 the exploring adventurers wish to suspend the game 
temporarily during a rest period (when the adventuring 
characters stop to sleep, as they must do every 24 hours), 
appropria te notes should be made of each adventurer's 
status so that resumption of the game can begin at the 
some point on the ne'" meeting of the players. Their choice 
of where to camp is a factor to consider, as well. since a 
check for wandering monsters must be mode up to three 
times for any 8-hour period they rema in there (these checks 
are modeata normal11n6 chance). It is custornary to have 
one or more adventurers in the party standing guard at any 
one time, as the party members sleep in shifts in order to al
ways have continual protection (although the devious DM 
may g ive a stlght chance of a guard being asleep If a 
monster comes .. , ). Just as with march order, If Is Im
portant that players provide the DM with the sleeping loca
tion of each member and the placement of the guard or 
guards. since this may be crucia l if and when a monster ap
proaches from a given direction. 

Experience points earned and any benefits gained will only 
be applicable If and when the adventurers successfully exit 
the dungeon; experience gained in an adventure Is only 
credited after the adventure is complete. However, success
fully exiting the dungeon and then returning later would 
allow the characters to use experience gained on the 
previous foray, If applicable. 

nME 

As adventures go on, the Dungeon Mosler Is responsible for 
keeping track of time elapsed. 

In normal movement and exploration, each turn is con· 
sldered to be ten minutes (see page 9 of the Basic 0 & D 
booklet for details). If on encounter or melee occurs, the 
Dungeon Master Immediately (but tempexarily, for the dura· 
tion of the encounter) adjusts the time frame to melee turns 
consisting of ten 10-second melee rounds (see page 20 of 
the Basic 0 & 0 booklet). 

Every third turn of adventuring, the DM should take a die roll 
for the possible appearance of wondering monsters at the 
indicated chances {which are normally 1 In 6, but wh ich 
may vary depending upon location and dungeon level). 
Some occurrences (such as noise and commotIon caused 
by adventurers) may necessitate additional checks. 

Paper and pencil can be used to tally time, and the DM 



should monitor its passage as he sees fit. but keeping in 
mind that exploring, mapping, and examining various 
features takes up considerable time - with the Iorger the 
area and the greoter the care taken In examining, the more 
time consumed, Wasted time Is also a factor which should 
be noted, as players may waste time arguing or needlessly 
discussing unlmp:>rtant manners or by simply blundering 
around aimlessly. On the other hand, time can pass quickly 
If adventurers move rapidly through a reas which hove been 
previously explored and mopped. In all cases the DM 
should use his good Judgment and common sense. 

Generally. eight hours of each twenty-four must be spent 
resting and sleeping, and prudent adventurers will sleep in 
shifts with a guard always awake. As a general rule, three 
checks will be made each "night" for possible wandering 
monsters. 

The passage of a day - or 24 hours - wi1l mean the healing 
of 1 hit point of damage for each character. 

COMPUTING EXPERIENCE 

At the conclusion of an adventure (the party's emergence 
from the dungeon), the surviving characters divide the 
treasure (with equal shares generally awarded to each and 
magical or special lIems diced for by eligible characters) 
and experience is computed. Henchmen and hirelings 
usually get an equal share of any treasure, although their 
experience point award may vary at the Dungeon Mosler's 
dlscrellon from half to the full amount awarded to player 
characters, depending upon their accomplishments. 

As an example, let us assume that two first level ployer 
characters (0 moglc-user and a fighter) and a first level hire
ling (a fighter) survive an adventure and return to the outside 
world from a dungeon which has c laimed several of their 
comrades. The treasure they carry out with them amounts to 
the following : 630 g .p " 9 50 g .p . gems, a scroll of 2 
magic-user spells, a + 1 SWOfd, and a + 1 ring of protection. 
In the course of their adventure. their party caused the fol
lOwing monsters to be slain: 8 kobolds, 5 orcs, and a giant 
tick. 

In this instance, the treasure is rather easily divided: the gold 
pieces are spill Inlo 210 apiece, 3 gems are awarded to 
each character, the scroll goes to the magic-user (since he 
is the only one who con use It), and the two fighters roll dice 
for the sWOfd and the ring. with one going to each (in some 
Instances, a non·player character may end up with the best 
treasure th is way, but such Is the luck of the d ice ... ). This 
gives each adventurer the equivalent of 210 g .p . cosh, p lus 
150 g .p . in gems (if haded or sold for gold pieces), plus one 
o ther item which can be retained and used. 

The monsters slain are considered lor experience point 
values as follows (see page 11 of the Basic D & D booklet): 
the 8 kobolds a re worth 5 points apiece as creatures under 
1 hit die, the 5 orcs are worth 10 points each as 1 hit die 
monsters, and the giant tick is worth 50 points (35 points as a 
3 hit d ice creature p lus 15 points for Its special ability to 
couse disease). The total value of all monsters killed is thus 
140 experience points - 40 for the kObOlds, 50 for the orcs, 
and 50 for the giant tick. This divides to 46 experience points 
per surviving adventurer for monsters slain. 

Total experience points for each adventurer, assuming they 
were of first level (a higher level of experience would dIctate 
a fractional adjustment), would be 360 (the g.p. equivalent 
01 coins and gems) plus 46 (for the monsters killed), or 406 
points each. No additional points are awarded for the 
special or maglcolltems. 
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Once enough points are accumulated, a character con rIse 
to the next higher level of experience, and gain the benefits 
of the new level. Wealth obtained, besides counting Initially 
for experience. can be used to purchase equipment Of 
supplies, defray everyday expenses. attract hirelings, 
sponsor various enterprises, or can be spent In any manner 
(including payments of tithes to the church. especially IOf 
cleriCS!). 

HOW TO II AN EFFlCnVE DUNGEON MASnR 

The Dungeon Master, as referee, is the pivotal figure In any 
game of DUNGEONS & DRAGONS. Accordingly, his ability 
and expertise - as welt as fairness - will be Important 
factors in whether or not the game will be enjoyable for all of 
the partiCipants, as welt as for himself. 

D & D Is a role-playing game. and is unlike traditional games 
which have a firm basis of regulated octlvity and repetitious 
action. D & D Is free·flowlng. and offen goes in unknown and 
unpredictable directions - and thai Is p recisely the reason 
it is so different and challenging. The Dungeon Master Is best 
described as the moderator of the action, for he oversees 
the whole process. keeps the game moving, resolves the 
action based upon events occurring and player choices 
mode, and monitors the actions and events outside the 
player group (i.e. handles monsters encountered, de
termines the actions of non-player characters encountered, 
etc.). His responsibilities are considerable, but his foremost 
concern should be to provide an enjoyable game which is 
challenging to lhe players. This means thaI risk should be 
balanced with reward , and that game situations are neither 
100 "easy" nor too deadly. Above all, he must be fair, 
reasonable (without kowtowing to the unreasonable de
monds of the p layers). and worthy of the respect of all the 
partiCipants. 

Beginning Dungeon Maslers who are not familiar with the 
game offen ask Ihe most common first question, "Exactly 
how do you referee the game?". The answer is that there is 
no single best way - d ifferent DM's have different styles, just 
as individual players do. However, there are certain guide
lines which a re Important to follow ... 

First of a ll. it Is crucial to keep in mind that D & D is a game 
based on player Interaction and player choice. The game 
general ly follows the course of the player'S actions - if not 
always their plansl As moderator. you present on ever
changing situation as it occurs (sort of like an unfolding story, 
or even a movie, If you like to think in those terms). and the 
p layers respond pretty much as Ihey desire . As the game 
goes on, you are presenting them with a hundred d ifferent 
opportunities and choices - exactly how the oome goes 
will depend upon their response to those opporlunities and 
choices. For instance. if players decide to walk down a 
cOfridor and find a dead end with three doors, they have a 
number of choices - simply turn around and ignore the 
doors, listen at one or more before proceeding elsewhere. 
try to open one or more (either normally, by forcing them, or 
even by simply bashing them In), or whatever. You describe 
the situation. then await their decision as to a course at 
action. Of course, some decisions will be more difficull. or 
quick, Of crucial 10 survival - and as always, imagination 
and resourcefulness, as well as quick thinking, will usually be 
reworded. 

Second of all, a good DM remoins "above the battle" and 
does not attempt to influence player actions or channel the 
activity In a particular d lrecllon. The Dungeon Mosler should 
do all he can to assist players In their quest without actually 
providing important information unless the players them
selves discover It or put the ple~es at a puzzling problem to-



gether through deduction or questioning, or a comb ination 
of the two. A large part of the game consists of p layer 
Questions, many of which are "what do we see?". Your job 
as gamemaster is to answer those questions without giving 
too much away. You need not hint to players any informa
tion that they do not ask for on their own, except In unusual 
instances. Allow them to ask the questions. and allow them 
to make the choices . 

In the same vein, as Dungeon Master you will enjoy watch· 
Ing players wrestle with the problems you present them with. 
Although you may set up situations to Challenge them, you 
must understand that you are not their adversary, nor are 
you necessarily out to "defoor' Ihem. You will enjoy 
mOderating a well-played game where players respond to 
the challenges encountered much mole than one where 
the adventurers fool ishly meet their demise in quick time. 
However, if your players abandon caution or make stupid 
mistakes, lei them pay the price - but be fair. In many 
cases, a danger due to lack of caution can be overcome, 
or a mistake in judgment countered by quick thinking and 
resourcefulness, but Jet your players do the thinking and the 
doing. 

As Dungeon Master, you are the game moderator. This 
means you set the tempo of the game and are responsible 
for keeping it moving. Above all, you remain In control of the 
situation. although with reasonable players your game 
should a lwa ys be In control. If players are unusually slow or 
dilly-dally unnecessarily, remind them Ihat lime is wasting . If 
they persist, allow additional chances for wandering 
monsters to appear - or at least starl roiling the dice to 
make the players think that you are doing so. If p layers are 
a rgumentative with each other, remind them their noise a lso 
serves to attract unwelcome monsters; If they perSist, show 
them that this Is true . 

lastly, it Is important to remember that the Dungeon Master 
is the final arbiter in his or her game. If players disagree with 
you, hear them out and reasonably consider their 
complaint. However, you are the !inal Judge - and they 
should understand that, as well as the fact that not every
thing will go their way, or as they expect. Be fair, but be firm. 
With human nature as it is, players will undoubtedly attempt 
to try 10 lalk you Into (or out of) a ll sorts of things; part of the 
fun of being a OM is this verbal interplay. But in the end, what 
you say is what goes. 

USINCi THtS MODULE WITH ADVANCED DUNGEONS. DRA· 
GONS 

Although this module is specifically designed for use with 
Basic 0 & D. experienced p layers will have no difficulty in 
using this package with the rules for ADVANCED D & D. 

Dungeon Masters who wish to employ the module with A D & 
D will have no problem utilizing the two level mops and the 
descriptive copy to form the basic outline. In a similar 
manner, the legend Table will be used as described. The 
OM, however, can d isregard the various lisls of monsters, 
treasures, and non-player characters and make appropri
ate substitutions using the greater and more challenging 
ideas of his own which will match the greater experience of 
his A D & D players. likewise. more fo rmidable and deadly 
tricks and traps will be called for in order to fully challenge 
the mettle of the more sophisticated players. 

BACKGROUND 

Many years ago. rumor has it. two noted personages in the 
area, Rogahn the Fearless (a fighter of renown) a nd Zel1lgar 
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the Unknown (0 mogic-usef oIl'J1rfSCSy and power) pooled 
their resources and expertise 10 caJStruct a home and 
stronghold for the two of them 10 use 0$ a base of opera
tions. The location of this hidden ~ was chosen with 
core, since both men d isliked visi'tcrsond ers. Far from 
the nearest seit1ement, away from troveIeo routes. and high 
upon a c raggy hill, the new construcoon took shope. 
Carved out of the rock protrusion whtch a esied the heavily 
forested hill, this mystical hideaway was well hidden. and its 
rumored existence was never common knowledge. Even 
less weU known wos its name, the Caverns of Quasqueton. 

Construction of the complex. it is said, took over a decode, 
even with the aid of magic and the work of hundreds of 
slaves a nd laborers. Vast amounts of rock were removed 
and tumb led off the rough cliffs into large p iles now over
grown with vegetation. A single tower was constructed 
abOve ground for lookout purposes, even thOugh Ihere was 
little to see other than a hilly, forested wilderness for miles 
around. 

Rogahn and Zeiligar lived In their Joint sanctuary for quite 
some time, conducting their affairs from within except for 
occasional adventures In the outside world where both men 
attempted to odd to their reputations as foremost practi
tioners of their respective arts. 

The deeds and adventures of these two characlers were 
never well known, since they bOth kept their d istance from 
civilization. Some soy, and perhaps rightly so, thot their 
motives were based on greed and some kind of vogue (or 
chaotiC) evil. No one knows for sure. 

What is known more widely is the reputation at each. Despite 
their questionable alignment of suspected evil. both 
Rogahn and Zelligar copped their reputation of power 
when they Joined forces to slop a barbarian invasion 
threatening the great valley below. In a c rucial battle at a 
narrow pass in the hills. the two combined powerful forces 
and decisively turned back the invasion. Rogahn slew a 
horde of tX:Htxlrians single-handedly and ZeUigor's power· 
ful magic put their army to flight. A grateful populace re
worded the pair and their henchmen with considerable 
treasure, offer which the two rellred to their hideaway. Most 
of the reward treasure was apparently used to finance the 
further construction of Quasqueton, although some of it may 
yet be hidden somewhere. In any case, the hili stronghold 
was not completed In Its entirety when, years later, the 
intrepid pair apparently embarked on their lasl adventure. 

Some years ago, Rogohn and Zelligar apparently decided 
upon a joint foray into the lands of the hated barbarians. 
Taking most of their henchmen and associates along In a 
great armed band, the two personages d isappeared into 
the forbidding alien lands to the north, for from the hills and 
fo rests surrounding Quasqueton. 

Word just reach ing civilization tells of some great battle in 
the barbarian lands where Rogahn and Zelligar have met 
their demise. This rumored clash must have occurred some 
yeors ago, and there are few details - and no substantia
tion of the story. The only thing certain is that Rogohn and 
Zelligar have been gone for too long. If only one had the 
knowledge and wherewithal to find their hideaway, he 
would have great things to explore! And who knows what 
riches of wealth and magic might be there for the taking??? 

Note; In the mythical WORLD OF GREYHA WK (available 
from TSR) the stronghold can be considered within anyone 
of the following lands - the Barony of Ratik, the Duchy of 
Tenh; or the Theocracy of the Pale. 



LEGEND TABLE 

Prior to the first adventure into the stronghold, the Dungeon 
Moster will util ize this table to impart "background knowl· 
edge" (from rumors or legends known) to the adventurers. 
The table itself includes bits and scraps of informatlon re
garding the p lace to be explored - most of It accurate; 
however, legends and rumors being what they a re, some of 
the information is false and misleading. It will be up to the 
players to act upon the information they "know"; the 
Dungeon Master will tell them that these ore legends or 
rumors they have heard about the place, and thai Is all (It 
will be up to the ployers to decide upon the volue or 
veraCity of such information). 

To determine legend S/rumors known, each player character 
will cast a 4·slded d ie in secret conference with the 
Dungeon Master (non-player characters or henchmen/hire
lings will get no roll). The result of the roll wlU give the number 
of rumors/legends known by the Individual roll ing the d ie : 

1 One legend known 
2 Two legends known 
3 Three legends known 
4 No legends known 

Rolls of 1, 2, or 3 will resu lt in that many rolls on the legend 
Table using d20. A roll 01 a 4 indicates that the adventurer 
has no knowledge of any rumors or legends perta ining to 
the stronghold; a ny Information he desires he must attempt 
to obtain from the other players adventuring with him. 

The legends/rumors known are determined by the p la yer's 
roll of the 2Q-sided d ie, and the OM reads the appropriate 
Information off the table to the player for each roll (this Is 
done secretly where the other players cannot overhear). The 
OM then tells the player that this Is the extent of background 
Information known by his or her player character; whether or 
not the p layer chooses to share this Information (all or only 
part of it) with the other players is a personal decision. In this 
manner each p laye r Is given a chance to see what bits of 
additional Information their character knows before the ad
venture starts. 

LEGEND TABLE (d20) 

"F" denotes a false legend or rumor, but the player wil l not 
know It Is false. 

1) The name of the stronghold is Quasqueton. 

2)F Zeiligar had a wizard's workshop in the stronghold 
where he worked on magic stronger than any known 
to man. 

3)F Rogahn owned a fantastic gem as b ig as a man's fist 
that was worth over 100,000 gold pieces; he kept It hid 
den in his personal q uarters. 

4) Zelilgar and Rogohn had o rc siaves to do the menial 
work, and some lived permanently at the stronghold. 

5) The complex has two levels. 

6) Part 01 the complex is unfinished. 

7) The complex has a rear exit which is secret and well 
hidden. 

8) No outsiders have ever entered the complex a nd reo 
turned to tell thetale. 
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9) TroglOdytes have moved into the complex in the 
absence of its normal Inhabitants. 

10)F The p lace Is protected by the gods themselves, and 
one member of a ny party of Intruders is doomed to 
certain death. 

11)F The treasures of Zeil igar and Rogahn are safely hidden 
In a pool 01 water. 

12)F The entire place is filled with guards left behind by 
Zelliga r and Rogahn. 

13) Rogahn's trophy room has boMle relics and slain 
monster remains from his adventures. 

14) There Is a room with many pools of water with in the 
comp lex. 

15) The very walls speak to visito rs. 

16)F An enchanted stone within the stronghold will g rant a 
wish to anyone who chips off a piece of it and places If 
within their mouth. 

17)F All treasures of Zelligar and Rogahn are cursed to 
bring 111 10 any who possess them. 

18)F Zelligar and Rogahn have actually returned to their 
stronghold, and woe be to any unwelcome visitors! 

19) There are secret doors, rooms, and passageways in 
parts of the complex. 

20) The complex has more than one level. 

Note: when roiling on this ta ble, rOll again if any number 
duplicates one a lready rolled by the some player. 

THE DUNGEON 

This area for exp loration Is designed to cha llenge a party of 
3-8 adventurers (player characters and henchmen or hire
lings) of up to the third level of experience, and is specifical
ly Intended for use with Basic DUNGEONS & DRAGONS. 
Players will find It beneficial to have a mix of characters in 
thei r party who will complement each other and who will 
possess a variety of abilities due to their d ifferent classes 
(fighters, magiC users, c lerics, thieves, etc.). Additionally, the 
carrying of one or two useful magic Items will likewise be of 
great help (although more numerous or more powerful such 
Items wi ll unbalance the situation). 

If a Dungeon Master wishes to use the mOdule with AD
VANCED DUNGEONS & DRAGONS. a separate set of guide· 
lines will be found at the end of the module to enable this 
conversion. 

The Caverns of Quasqueton. as mentioned In the bock
ground description, are hewn from a great rock outcrop
p ing a t the crest of a large wooded hill. Winds buffet the hili 
continuously, blowing a nd whistling through the trees. vines. 
and other vegetation which blanket the prominence on a ll 
sides. The rock itself is a heavy blackish slate, and is evident 
all throughout the caverns on both levels. 

The a ir within the caverns Is heavy, wet, a nd musty. In some 
portions of the complex, a layer of d ust l1es upon everything, 
undisturbed for years. Burning anything 'within is slow and 
difficult; for the entire atmosphere resists combustion. 
Torches a nd lanterns will burn smokily. 



There are many doors within the dungeon (the term 
"dungeon" being used generically for the entire under
ground area. os it usuolly Is in DUNGEONS & DRAGONS). and 
some of them are secret doors. discernible only by special 
examination or perhaps by an elf with his or her InbOrn 
ability to notice them. In all cases. unless otherwise noted. 
doors will be locked one-third of the time - and any roll of a 
1 or 2 on a six-sided d ie (d6) will mean that they will bar 
entrance unless the lock is sprung or broken. Breaking the 
lock or breaking down the entire door will be a noisy under
taking, to be sure, and may serve to oHract unweicome 
monsters ... 

The two levels of the dungeon are approximately equal In 
SlZ9 and are located one abOve the other. If the two maps 
could be placed over one another, the three access points 
between levels wOUld directly correspond to their locations 
on the maps and lead directly to each other up and down. 

THE CAVERNS OF QUASQUETON 

KIT TO THE UPPER LEVU 

Within the complex. the upper level Is a rather finished 
abode with generally good stonework and masonry overall . 
There are rough spots, or portions where workmanship is not 
as good as overall. but for the most part the construction 
and excavation are well done. The walls are relatively 
smoothly hewn and finished and In generally good repair. 
The floors. while uneven In places. are likewise in good con
dition, Corridors generally measure 10' in width. while ceil
Ings for the most part are approximately 6' to 10' above the 
floor. The blackish stone from which the halls and caverns 
were hewn Is evident overall , Doors are uniformly of heavy 
wooden construction, approximately five or six Inches thick , 

WANDERING MONSTERS 

Check every third turn; 1 in 6 (roll a 6-slded d ie), If a monst9/' 
Is Indicated. roll a six-sided d ie again and compare to the 
list below to determine what type of monster appears. Then 
check for surprise , The abbreviations which follow are the 
some as used and explained in the section entitled 
MONSTER LIST. 

. 1. Orcs (1-4) - HP: 6, 4, 3. 1; 4IAT: 1; D: 1-6; AC 7/12; SA: 
None. 

2. Giant centipedes (1-2) - HP, 2 each; 'AT, 1; D, Nil; AC 
9110; SA: Bite does no damage but save vs polson must 
be made (+40n die). 

3. Kobolds (1-6) - HP, 4. 3. 3. 2. 2. 1; 'AT, 1; D, 1-4; AC 7112; 
SA: None. 

4. TroglOdytes (1-2) - HP, 6. 5; 'AT, 1; D, 1-6; AC 5114; SA, 
Emit odor when enraged. 

5. Giant Rats (2-5) - HP, 4. 3. 2. 1. 1; 'AT, 1; D, 1·3; AC 7/12; 
SA: Bite has 5% chance of causing disease (save vs 
polson) , 

6. Berser1<ers (1-2) - HP, 5. 4; 'AT, 1; D, 1-6; AC 7112; SA +2 
on attacks vs normal men, 

ENCOUNTIR AHAS 

ENTRANCE, A cove-like opening. somewhat obscured by 
vegetation. Is noticeable at the end of a treacherous path· 
way which leads up to the craggy outcropping of black 
rOCk, By sweeping aside some of the vines and branches. 
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the opening becomes easily accessible to human-size ex· 
plorers, 

The opening leads straIght into the rock formation. with a 10' 
wide corridor leading the way to a large wooden door, The 
door opens freely. and close examination will reveal that 
bits of wood hove been chipped away from the edge. 
Indicating that It has previously been forced (this fact will 
certainly be known if adventurers Indicate they are examin
Ing the door; otherwise th~re will be a 10% chance per ad
venturer. cumulative. of this being noticed - 40% If four ad
venturers, etc.). 

I, ALCOVES, There are three pairs of a lcoves post the en
trance, located ds they are for purposes of defense against 
intruders or invaders. These guardpolnts ore all empty and 
barren of any markings. 

The second poir of alcoves ore actually secret one·way 
doors. bullolally unnoticeable to anyone on the side of the 
entrance corridor (even if close examination Is made). These 
one-way doors ore a lso a defensive measure to a llow 
guards to appear In the rear of any Invading group which 
posses this point. 

The third pair of alcoves conta ins a doub le magiC mouth 
spell. and this magic omen will be triggered as soon as any 
adventurers reach the point In the corridor between the two 
a lcoves. When this occurs, a mouth appears on the side 
wall of the east alcove. and another mouth appears on the 
side wall of the west alcov~, The east mouth speaks first, In a 
bOOming voice: '''WHO DARES ENTER THIS PLACe AND INTRUDE 
UPON THE SANCTUARY Of ITS INHABITANTS?" ANer but a 
moment. and drowning out any attempted reply by the 
party, comes the reply from the west mouth: "ONLY A 
GROUP Of FOOLHARDY EXPlORERS DOOMED TO CERTAIN 
DEATHI". Then both mouths will shOut In unison. "woe TO 
ANY WHO PASS THIS PlACE - THE WRATH OF ZElLiGAR AND 
ROGAHN WILL Be UPON THEMI" The mouths will then begin a 
loud and raucous laughter. which fades in Intensity as the 
twin mouths disappear from view. They ore a permanent 
feature of the stronghold. and will reappear on every visit, 

Past the third polr of alcoves and at the end of the corridor 
from the entrance are two steps up. At the top of the steps . 
the corridor continues straight ahead. and corridors meet 
from east and west. At this intersection is a grisly sight - the 
remains of a hand-to-hand battle where no less than five 
combatants died, 

Upon examination 01 the bodies (if the adventurers choose 
to do so). It will be seen that three of them were adventurers 
themselves. explorers from the outer world , This ill-fated trio 
obviously had their first and last battle at this spot, Their op
ponents. also slain here. are two guards. The bodies a r
rayed here, each In various states of decompositlon. are as 
follows (the stench of decaying bodies Is strong and 
repulsive. and the sight doubly so): 

Body #1 - A human fighter, slumped against a wall. His 
broken sword. sheared off about eight inches atxJve the 
pommel. tells the story of his demise, The body has been 
stripped of any ormor, and there are no Items of value on 
the remains. other than a belt pouch containing 5 gold 
p ieces (g.p .). 

Body 412 - A human magic·user, impaled against a wall, 
The killing sword. stili thrust through the body, Is lodged In 
the wall, which has a large section of wood at this point. If 
the sword Is removed. the body will crumple to the floor, 
exposing a blood-stolned carving, The carved letters 



form the word "QUASQUETON" in the "common" lan
guage. 

The sword, upon being removed, will prove worthless, 
since its handle is very loose and the overall quality of the 
weapo~ Is poor. 

The body is bereft of any items of great value. The 
magic-user's robe, now blOOdstained and ruined, has a 
pocket and within It is a purse containing 2 g.p. and a 
pouch full of garlic buds. 

Body -3 - A dwarf fighter. face down In the corridor just 
east of ftle intersection. In his right hand he stili clutches 
his war hammer, and it appears that he crawled. 
wounded, to this point. since a troll of dried blood leads 
back to the battle location. A sack turned Inside out lies 
alongside the body, now empty. 

Armor has been stripped from the body, although the 
fighter's helm Is stili on his head. This headgear, however, 
has a noticeable dent In it which will make It unusable 
and thus worthless. There are no items of value on the 
remains. 

Body -4 - A human berserkerlfighter, obviously a guard 
who defended to the death. The body is sprawled on the 
floor, and a broken wooden shield lies nearby. The body 
has no armor on it. There Is no weapon on the body or 
nearby, nor are there any other Items of value on the 
remains. 

Body -5 - A human berserkerlflghter, another guard. This 
body, with a bashed head from the blow of a war 
hammer, lies on the floor face down. There Is no armor or 
weapon on the body except for a small sheathed dagger 
on the belt. The belt is very ornately decorated leather. 
which would appear to be worth something, except for 
the blOOdstains ruining Its appearance. 

Monster: 

Treasure & LocaNon: 

II . KITCHEN. The food preparation area for the complex Is a 
very long room wlftl a variety of details. At the souftlwest 
corner of the room are two COOking pits, each large enough 
to cook an animal as large as a deer. One of the pits is 
slightly larger than the other, but both are about 3 feet In 
depth. The pits are full of ash and charred remains of cook
ing fuel. A chimney leads upward, but its small size prevents 
further investigation. 

long tables line each wall. and there are scattered con
tainers on them, some upturned, with spilled contents 
moldering on the table top. There are spoiled pieces of tOOd 
all around, and the smell in the room Is very uninviting. One 
chunlo. of moldy cheese is particularly noxious, as a fuzzy 
green growth covers its entirety. 

Hanging from above are a variety of utensils, and some 
other of these are scattered about on the floor of the room. 
These are nothing more than pots and pans of various sizes, 
although there Is a large cast iron kettle suspended from the 
ceiling by a thick chain. The kettle is empty. 

Monster: 

Treasure & Location: 

111. DINING ROOM. This room serves as the main dining he'll 
for the complex, and It is here that guest banquets are held. 
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The room Is moderately decorated, but frugally so, since 
there appear to be no items at great value which are part of 
the decor. A nicely carved wooden mantle surrounds the 
room at a height 7 feet off the floor. and the stone walls are 
also carved In simple yet pleasant designs. 

P'l -- (-.....". /'JjJ7 
There are a number of tables and chairs in the room, these 
being of wooden construction and quite utilitarian in nature. 
Only two chairs stand out from the rest. these being the per
sonal seats of the stronghold 's Illustrious Inhabitants, Zelligar 
and Rogahn. Both of these chairs are ornately carved 
walnut. formed from an enormous block of this wood which 
forms a portion of the wall In ftle northeast corner of the 
room. Upon closer examination, II will be seen that the 
chairs themselves are actually fixed seats connected to the 
wooden structure, thus being unremovable. Their great 
beauty Is apparent, but Is marred by a greenish fungus 
growing on portions of the walnut. It Is obvious the seats 
have not been used for quite some length of time. 

The lesser tables and chairs are scattered about. and sever
al are overturned. All of ftlese furnishings are of hard maple. 
They show wear, although they have obviously not been 
used recently. 

The entire room has a musty, mildewy smell to it. 

Monster: 

Treasure & Location: 

IV. LOUNGE. This anteroom Is through a south door from the 
dining room, and apparently was designed for before
dinner and after·dinner activity. Drinking was apparently the 
most popular pastime here, for several earthenware tank
ard mugs hang from a row of hooks high on one wall (many 
more are missing, It appears). An ale keg, long since dry but 
stili smell ing slightly of the brew, stands In one corner. 

The stone walls are strangely textured for on unusual effect. 
but are devoid of further markings or details. A long wooden 
bench seat. actually attached to the wall, is a long each 
side of the room. Those seated on the bench all face toward 
the cenler of the room and the statue there. 

At the center of the room Is a carved statue, full-size, of a 
nude human female, beckoning with arms out front In a very 
alluring pose. This statue, apparently of white marble, Is ob
viously of great value (over 5,000 g.p .). However, due to its 
tremendous weight and the fact that it seems a'nchored to 
the floor, it will be impossible to remove without a major 
englnearlhg effort. Even characters with a strength ot18 will 
be unable to move it jn any way. 

/"-.-Monster: 

Treasure & Location: 

V. WIZARD'S CHAMBER. zelligar's personal chamber is 
actually a rather austere abode. The most noticeable 
feature seen upon entering is a very large and fairly de
tailed stone carving which runs most of the length of the 
north wall of the room. Some 70 feet In overall length, the 
wall carying depicts a mighty wizard (obviously Zeiligar) on 
a hilltop casting a spell in the air ovef a valley below, with 
an entire army fleeing in confused panic. 

The east and west walls are devoid of detail, although there 
are several wall pegs on eaCh, apparently for hanging 
garments. 

There is a minimum of furniture within the room. Zell1gar's 



bect located In the southeast corner of the chamber, is a 
frame of ornately carved rosewood. The headboard, 
besides showing the carved designs to advantage, boldly 
features Zeillgar's name highlighted in gold leaf. The bed, 
ob~ 01 value, is of fine workmanship and constructIon. 
BeCa1.1!e' of its sturdiness, JI cannot be removed from the 
room without d ismantling, and doing SO will be difficult and 
likely to cau~e damage to the various pieces. If this Is done, 
the baseboard and sides would be worth 100 g .p. each, 
and the headboard up to 500 g.p. However, anyone trying 
to sell the headboard for its value will run an 80% risk that 
the purchaser will recognize the original owner's name 
(since the fame of Zeiligar Is widely known) - and if thIs word 
spreads at lorge, the seller may have attendant problems, 
since it will be obvious from where the headboard was ob
tained. 

A rosewood nlghtstandltable Is beside Ihe bed, and it has 
one locked drawer. The brass handle to the drawer has a 
pin trap which will be tripped by anyone grasping it, inflict
ing 1 hit point of damage. An oily substance on the pins is 
not a polson, built does Inflict unusual pain which will make 
the grasping hond unusable by the victim for 2·5 (d4 + 1) 
turns. If a key is inserted into the lock before the handle is 
grasped, the trap will be negated. Any key of a size 
comparable to the acfual key (which is nowhere to be 
found) will accomplish this function. The drawer itself Is 
empty (unless treasure in this room is to be located within the 
drawer). 

Elsewhere in the room Is a table and three choirs, none of 
which is 01 any exceptional worth or value. Upon the table is 
a pewter pitcher and three pewter mugs. The pitcher has a 
value of 15 g.p., and the mugs are worth 5 g.p. each. 

Monster: 

Treasure & Location: 

VI. CLOSET. Zelligar's closet lies through a door on the south 
wall of his chamber. The room is rather large for a closet, but 
is actually somewhat barren for its size. 

In one corner of the room, several bolts of clolh are stacked, 
well covered with dust and partially moth-eaten and 
deteriorated. These are of no particular value. 

On one wail. several garments a re hung, mostly coats and 
cloaks. These are quite musty In smell, as well as being dusty 
and dingy in appearance. Of the five pieces of apparel 
there, only one is remarkable, being studded with c ircular 
b its of pewter for ornamentation. This bit of garb, however, 
a lso has suffered the ravages of age. While the first four 
garments are of no value, the last one could possibly bring 
upto 15g.p. if sold. 

A wOOden stand In the corner of the room farthest from the 
door holds several books upon It. These large volumes are 
four in number, and apparently belong in the library (room 
XI!.). 

Book *1 - A historical work:, this book, written in the 
common tongue, outl ines the history of the civilized area 
within 100 miles of the stronghold location. It contains 
nothing remarkable. 

Book *2 - This tome is apparenlly on encyclopedia of 
various types of plants. Although the various illustrations 
given within provide a clue to its topic, II Is written in the 
language of elves, so it will not be understandable to a 
reader who does not know the elven tongue (unless a 
read languages spell Is used). 
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Book *3 - ThIs volume appears unremarkable at first 
glance, seeming to be a notebook with many hand
written entries of undecipherable runes and markings. 11 is 
actually a diary kept by Zelligar, and it details one of his 
adventures from the distant past, written in his own hand. 
The writing Is not discernible unless a read languages 
spell is used. This bOOk Is really of no value to any1inder, 
but a book dealerfscribe/llbrarian would pay up to 50 
g .p. for It. Of course, if Ihe book is sold in this manner, the 
seller risks a 40% chance of word of Its sale getting out as 
a rumor, with attendant problems developing as those 
who hear of it seek out the finder for further details. 

Book *4 - This work, written in the common language. 
discusses weather. Although well-illustrated with draw
ings of meteorological phenomena. descriptive lext is 
sparse. Some cryptic notes written in the margins were 
apparently made by Zelligar, but these are undecipher
able without a read languages spell and are actually 
nothing more than notes such as a student would make in 
studying the work: to highlight Important points. 

Along one 01 the walls within the close' Is an oilianiern which 
contains no fuel and which has obviously been unused for a 
great deal of time. If fuel is provided, the lantern will be 
perfectly usable. 

In another corner Is a small table with a stock of papers 
upon it. These are very dusty, and they are held in place by 
a stone slob paperweight which is monogrammed with a 
fancy letter Z. The papers are written in the common 
language and upon examination will be seen to deal with 
mundane matters: an inventory of foodstuffs, a financial ac
counting of expenses, notes on .construction work for the 
complex. a couple of routine messages received by 
Zeillgar, and other unremarkable writings. The most recent 
dote on any of the papers is stili more than three decades in 
the past. 

Monster: 

Treasure & Location: 

VII. WIZARD'S ANNEX. Another room off of Zell lgar's 
chamber is the unusually-shaped annex. This room ap
parently was for meditation and study, as well as the 
practice of magic spells. The triangular widening at the 
south end of this room was apparently for this purpose. and 
the stone wall (although not noticeable to adventurers) is 
actually thicker than elsewhere in the complex. The floor 
near the south wall Is bumpy and darkly d iscolored, as jf 
charred and partially melted by intense heat (this will not be 
noticeable until the illusion described below Is dispelled). 

At the south end of the room is a magnificent sight visible 
when explorers enter the door and cast light within. The 
spectacle is indeed impressive: two large wooden chests, 
each studded with jewels, overflowing with riches. A pile of 
gold pieces is arrayed around and within them, and 
scattered this treasure trove Is on assortment of gilt-



The massive treasure Is In reality a permanent InUilon, and It 
will be temporarily dispelled as soon as the first b it of 
" treasure" Is touched by any creature. The IIUIIon, once 
dispelled, reappears In the same place ageln within 24 
hours. 

In reali ty the room Is empty (and It Is recommended that no 
treasure be placed here). 

Monster: 

Treasure &. location: 

VIII. WIZARD'S WORKROOM . Zeillgar's workroom and 
laboratory (room IX.) are located adjacent 10 each olher, 
with a limited access by secret doors. 

The workroom is a facility designed for various purposes re
lated to the study and practice 01 magic. There are several 
large wooden tables within the room, one of wh ich 
Is overturned on Its side, as well as one central table made 
of stone. The top of this prominent table Is a slob at smooth 
block slate, although its cold black beauty Is hidden by a 
thick layer of dust. None of the tables have anything upon 
them. There are several chairs and stools scattered about 
the room. 

Along the north wall to both sides of the door leading to the 
laboratory are wooden cabinets on the wall, apprOXimately 
4 feet off the floor. The cabinets are not locked, and contain 
various chemical compounds and supplies of no particular 
value In glass or earthen containers. There are forty such 
containers, as well as one larger jar (described below). If the 
adventurers choose to open and examine the contents of 
any particular container, roll a die (d20) to determine the 
contents: 

Contents 
1Sand 
2 Water 
3 Salt 
4 Sulphur 
5 WOOd chips 

6 Herbs 

7 Vinegar 
8 Tree sap (hardened) 
9 Corbon 

10 Crushed stone 

11 Metol filings 
12 Blood 

13 Dung (hardened) 
14 Wine 

15 Fungus powder 
16011 

17 Insect bodies 
18 Bone powder 
19 Splce 

20 Empty 

PoaIbieTypH 
White, brown, black 
Pure, brackish, hoty, urine 
Common, mineral 

HickOry. pine, oak. aSh. maple. 
walnut 
Dill , garlic, chives, basil. catnip, 
parsley 
Red. white. yellOW 
Plne, maple 
COOl, ash, graphite 
Quartz. granite, marble. shale, 
pumice. obsidian 
Iron. tin. copper. brass 
Human, orclsh, dwarven, e lven, 
dragon. halfllng 
Human, canine. feline, dragon 
White, red, alcohol (spoiled), 
fruit 
Mushroom, other 
Vegetable. animal, petroleum, 
mineral 
Bees, files. beetles. ants 
Human, animal 
Pepper, cinnamon, clove, paprl: 
ka. oregano, nutmeg 
- .:r~~"'£c.... 

If a die roll gives a duplication, use the column at the right of 
each entry to determine differentiation between different 
substances of similar types. If adventurers try to Ingest any 
substance. the Dungeon Master will handle the sItuation ac
cordingly. In not all cases will the contents be Immediately 
identifiable - in the case of uncertain substances not ob-
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viously ldentiflable, multiply a character's wisdom times 5 to 
give the percentage chance of positive identifIcation. Up to 
2· characters may try to Identify any given substance. but If 
both fall. the material will bea mystery to the entire party. 

The larger jar Is of clear gloss and seemingly contains a 
black cars body floating In a clear, colorless liqu id . If the 
large carl< lid Is unstopped. the liquid will Instantaneously 
evaporate, the cot will suddenly spring to life, jump oul of 
the Jar, meow loudly, and run for the door. If the door is 
open. the cat will dash through and disappear. If the door Is 
not open, the cat will be seen to pass through the dOOr and 
disappear. In neUher case will the feUne be seen again. (ThIs 
OCcurrence has no special meaning other than to surprise 
and/or mystify the adventurers, as well as provide some fun 
for the Dungeon Master ,) 

Monster: 

Treasure & location: 

IX. 'NIZARO'S LABORATORY. The wizard's lab Is a strange 
but faSCinating place. Zelligar's experimentation with many 
kinds 01 magic led to a collection of equipment and devices 
which was stored here, scattered about this SO' by 30' room, 

Dominating the room Is a large human skeleton suspended 
from the ceiling and hanging In the northeast corner of the 
laboratory. The skull Is cracked. Cr/'Jere there any way to 
know. It would be discovered to be a barbarian chieftain's 
remains , .. ) 

About the room are several large wooden tables. Just as 
found in the workroom (room VIII .), and another heavy stone 
table which Is likewise similar 10 the one appearing next 
door. The tables ore bare. except for a single stoppered 
smoked glass bottle on one of them. If the cork Is removed, 
the gas within will Immediately Issue forth with a whoosh. The 
vapors are pungent and tast-acting, and all characters 
within ten feet must make on immediate save vs polson or 
be affected by laughing gas. The gas Itself is not poisonous. 
but will couse any characters falling their saving throw to im
mediately lapse Into uncontrollable raucous laughter for 1-6 
melee turns (check each Individually), During this time, the 
characters will have a 50% chance of dropping anything 
they are holding or carrying and will rock with spasms of 
great laughter, staggering about the room, chuckling and 
bellowing wIth great glee. The noise will necessitate a 
special additional check for wandering monsters ~ng at
tracted to the ruckus, and even If a monster appears, the af
fected characters will be unable to oppose It until the gas 
effects wear off (It a monster does come, roll a 4-slded die to 
see how many melee tums It appears after the laughing 
starts). Characters under the Influence of the gas will not 
respond to any efforts by others to snap them out of its 
effects (even slapping the face will do no more than cause 
more laughing), although If a dllpel maglo spell Is thrown. It 
will make them sober Immediately. OtherwisEf'. the only way 
to stop the laughter Is to walt for the effects to wear off. 



Several pine logs a re piled underneath one of the tables, 
a nd If these are moved, a shiny "gold" ring will be found, Al
though It appears brilliant and seems to be worth up to 100 
g.p .. it is actually worthless. It has no special magical 
properties. 

Along the west wallis a large wooden rack, apparently from 
some kind of torture chamber, since it Is obviously sized for 
human bOdies. A trickle of dried blood stains the oaken con
struction on the front. 

On the south wall Is a stretched leather skin with magical 
writings which will be undecipherable unless a read magle 
spell is cast. The legend, If interpreted, will read: "What 
mysterious happenings have their birth here? Only the greot
est feats of wizardry, for which every element of earth, water 
and sky Is but a lool!" The skin is old and extremely fragile, 
and any attempts to remove It will couse irreparable harm 
and render it useless because 01 the skin crumbling away. 

A sunken fire pit. blackened and cold, is noticeable as the 
centerpiece 01 the room. The pit is only 2' deep, although It 
appears slightly less than that due to several inches of ashes 
resting within It. An iron bracing and bar across the 4' wide 
opening suspend a cast Iron pot which Is empty except for a 
harmless brown residue sticking to its interior sides and 
bottom. Another similar pot which Is more shallow lies on the 
floor alongside the pit. and It Is empty. Both pots are ex
tremely heavy, and it takes great effort by two or more 
characters of 14 Of greater strength to even move them. 

Off in the southwest corner are two vats, each of approxi
mately 100 gallon capacity. Both are mode of wood and 
both are ·empty. A third vat nearby, only half the size of Its 
neighbors, is half filled with murky, muddy water . 

A stone block used as a table or stand Is next to the vats, 
and along the west wall . It has six earthen containers Just like 
those found in the workroom (room VIIL), and any contents 
within them should be determined In the same manner as 
described there. There are a lso p ieces of glassware of 
various types on the top of the stand, as well as on the floor 
next to it. Some are clean, some show residues, but all are 
empty and dusty. 

An empty wooden coffin, quite plain and utilitarian, rests up
right In the northwest corner . It opens easily and is empty. 
The wood seems to be rotting in places. 

Two kegs rest against the north wall, and examination wlll 
show them to be similar to those found in the storeroom 
(room K). Each has a letter code to denote Its contents, and 
a roll should be made In the same manner as described 
there to determine what is within If they are opened. 

Wooden shelving on the north wall holds more glassware 
and three more containers (as those in room VIII. and like
wise determined). Two small trays hold powdered incense of 
different colors, and the smell of their aroma will give away 
their Identity. . 

Monster: 

Treasure &. Location: 

X. STOREROOM. This Irregularly shaped room, hidden by a 
secret door, contains quantities of supplies which are only a 
bare fraction of its capacity. Although the casks and barrels 
storing the commodities have prevented spoilage. the 
contents are by no means "fresh". Although usable or 
edible stilL they nonetheless have a n off-taste which sug
gests staleness. 
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Approximately 60 barrels and casks are within the room, In 
two stacks - one against the northwest wall and the other 
along the east wall in Ihe southern portion of the room. 
These containers are each marked in some letter code to 
denote contents. If any individual barrel ar cask is chosen 
for examination, a die (d20) is rolled on the following lable 
to determine Its code marking, and if it is broken open, the 
appropriate contents will be d iscovered : 

Code L.H.~ll Cententl 
1 TL Whole barley 
2 8 Wheat flour 
3 FT Ryeflour 
4 MK Salt pork 
5 GG 0111 pickles 
6 HU Raisins 
7 EJ Fish in brine 
8 y Dried apples 
9 PF Whole peas 

10 SD Ale 
11 Z Honey 
12 AW Wine 
13 OG Water 
14 XR Sottsoap 
15 LC Salt 
16 VW Lard 
17 QS Seasoning 
18 RH Sunflower seeds 
19 UT Hard candy 
20 JS Dried mushrooms 

Note that any container opened and lett unsealed, or can· 
tainers whose contents have been spilled, will (over a 
period of time) attract vermin and/or monsters. Spilled or un
covered material will also be subject to spoilage and rot. 
This Is 1fT portant If more than one foray Into the stronghold is 
made, and time elapses between such adventures. 

Monster: 

Treasure &. Location: 

XI. SUPPLY ROOM. The stronghold's supply room is also 
rather empty, containing mostly construction supplies. 

Going through the roqm will reveal the following materials: 

Acoil of very heavy rope, 200' In lenglh 
A box of iron spikes (50) 
A box of metal nails 
A p ile of wooden beams, each 10' in length and 6" by 6" 

in width (80) 
A sack of building mortar, almost empty 
A stack of stone blocks, each about 6" by 6': by 12" In size 

(400) 
Six wooden doors. leaning in a row against a wall 
A large box of assorted hardware (including several locks 

of various types, door hinges, clasps and hasps, door 
handles, assorted metal bolts, and similar Items) 

AJug of dried glue 

Monster: 

Treasure & Location: 

XII. LIBRARY. Quasqueton's library lies behind a pair of 
ornately carved oaken doors. The floor of the room Is 
coyered with dust, but beneath is a beautiful and shiny 
surface of polished red granite. The stone Is Inlaid in large 
blocks and extends uniformly to within a foot of each of the 
walls. In the very center of the room within the floor surface 
are blocks of white granite within the red stone, and these 



form the letters Rand Z with on ampersand between. 

There are three large oaken tables within the room. one in 
each of the west. north. and east wings of the room. There 
are several wooden chairs scattered about. In two corners 
of the room are plush divans. each covered with a rich. 
fleecy upholstering that makes them very comfortable for 
reclining. These. however. are rather dusty and dingy due to 
their age and lack of use. 

Wall sconces designed to hold torches for Illumination are 
mounted on the walls all around the room. Small cages inset 
Into the north wall contain numerous tire beetles, and these 
unusual insects give off on eerie. glowing light from their 
bodies - enough to illuminate this portion of the room. The 
reddish glow from this source will appear as forbidding and 
mysterious when viewed from the entrance to the library. 
seeming to be a luminosity of varying intensity totally allen 
to anything viewed before. The Insects themselves seem to 
be tHriving In their captive abode, but their food source and 
longevity are totally puzzling . , . There is no way to open or 
force the cages themselves, so releasing the Insects or gain
ing access to them is impossible to any adventurers. 

The library Is rather modestly supplied with books, volumes, 
and tomes of various sizes. There are likewise only a few 
scrolls, these being stored in a rock along the east wall, 
None of the books or scrolls Is of any particular use or 
special interest to the adventurers, despite how many they 
examine. 

Monster: 

Treasure &. Location: 

Xili. IMPlEMENT ROOM. This elongated room is used pri
marily for storage of tools, equipment. and Implements of 
various types. In the room are the following Items: 

A box of wooden pegs 
A call of light rope. 50' 
A call of heavy chain, 70' 
Acoll affine copper wire. 20' 
Mining picks (32), all unusable and In poor repair 
Chisels (15) 
Shovels (13) 
Empty barrels (11) 
Mallels (8) 
Iron bars (29. each measuring 1" in d iameter. 8'In length) 
An Iron vise (12" jaws) 
Mining jacks (2), broken 
Crosscut saws (2. 2-man) 
Hacksaws (4) 
A mason's toolbox (containing trowel, stone chisel, plumb 

line. etc.) 
A cobbler's toolbox (containing small hammer, knife. 

heavy needles, etc.) 
A small tx:urel of unfletched arrows (60, all normal) 
An empfywooden bench, 10' long 

On the north wall, fairly well concealed considering Its size. 
is a counterweight mechanism for the portcullis trap in the 
corridor Just outside the room, as well as a lever to raise the 
barrier onCe It has been tripped. No more than two men/
dwarves/elves, etc. at a time can attempt to use the lever to 
raiSe the portculliS. and their combined strength ratings must 
total at least 30, This gives them a 20% chance to raise the 
Impediment, with an addlllonal5% chance for each point 
01 the total beyond 30 (for example. two men with strengths 
of 15 and 18 frying together would have a 35% chance to 
raise the portcullis). Each combination of characters (includ
ing henchmen/hirelings) can attempt to raise the barrier but 
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once, although different attempts can be made with dif
ferent combinations of two persons making the try. 

The trap itself is in the corridor outside the door of the room 
and Just beyond it to the east, The trap will be sprung when 
one or more adventurers reach a point 10' in front of the 
dead end wall. in which case the portcullis is nOisily 
dropped 20' to the rear of that point. Thieves In the front of 
the party will have a chance for theIr percentage chance 
of' the " remove trap" category, in which case they discover 
the trap and alert the party without triggering it - provided 
the thief Is the first one to reach the trigger point. of course. 

The bars of the portcullis are fairly strong and sturdy. There 
are twelve vertical bars and several crossmembers. Persons 
who ore very strong may attempt to escape the trap by 
either ~ndlna the bars or lifting the oat. itself. However, 
each person has but one attempt at eaCh, and If the 
attempts foil. that person will never be able to do so with 
that barrier. Adventurers with a strength rating of 13, 14, or 
15 have a 5% chance to bend bars or lift the gate, those 
with a strength of 16 have a 10% chance of doing so, and 
those with a 17 or 18 have a 15% chance at accomplishing 
each, Either methOd will negate the trap through SUCCeSS, 
thus allowing trapped persons to eScape, 

If some way can be employed to use the hacksaws to cut 
through the portcullis, there will be a time delay of 24 hours if 
one sow is used, 18 If two a re used, 12 hours If three ore em
ployed, and 6 hours if all four are utilized (no more thon one 
saw per person). The sawing will make noise of some sort, 
and this may attract wandering monsters at the Dungeon 
Master's discretion beyond normal chances. Additionally, 
each saw has a 20% chance of its blade breaking in any 6 
hour period - and there are no extra blades. 

if all attempts to escape fail, the persons trapped will be 
doomed to their fate. 

Monster: 

Treasure &'location: 

XIV. AUXILIARY STOREROOM. This extra storeroom is empty 
of goods and supplies. In one corner is a pile of rock rubble. 

Monster: 

Treasure &'locatlon: 



xv. & XVI. TELEPORTATION ROOMS. A strong magic caus
ing teleporfaHon has been permanently placed upon 
these two rooms of equal size and shope. This is a trick to 
fool and confuse unwary adventurers and is designed to 
upset their directional sense. 

Both rooms function in the some manner once their doors 
are opened. In each room, at the corner farthest from the 
door, is a shiny, sparkling outcropping of crystalline rock 
which will dazzle when light is reflected off 01 It; in both 
rooms the outcropplngs are Identical. Once adventurers 
enter the room to Investigate this, the entire party Is Instantly 
telepor1ec:1 to Identical locations at the other room -
whether they be In the room Itself or nearby in the hallway. 
This teleportation occurs without the adventurers notiCing 
tha t It has occurred; that is, they have no way of ''feeling'' 
that anything unusual has happened, And of course, this 
means that. although they are In a different location facing 
in different directions, the adventurers will still have reason 
to believe that they entered the room through a door which 
Is on the east wall (if they originally entered room XV.) or 
through a door which Is on the south wall (If they o riginally 
entered room XVI.). To reflect this fact without tipping off the 
players, the Dungeon Master must turn his map on its side In 
order to be able to correspond to the directions the players 
believe they are facing. Of course. when the players 
emerge from the room and attempt to follow their mops, 
they will be confused by the fact that details outside the 
room are not as they expect. They may question the 
Dungeon Moster and even suspect he has made a mistake 
(with such comments as ''wait a minute, that can't be like 
that. we just came that wayl"). When this occurs. the DM 
should ovoid argument and simply state things as they are 
In the new location, letting players puzzle over the prOblem 
and arrive at their own conclusions and/or solutions. 

Once the teleportafion has been triggered In a room, It will 
not occur again until the room Is empty and the door has 
been c losed from the outside. If will thereafter be triggered 
when the door Is opened and the room is entered. The door 
of the receiving room (the one to which the party is being 
teleported) wlil always appear exactly as the door of the first 
room entered. Doors to both rooms will automatically close 
themselves and the rooms will become "ready" to be 
triggered whenever all adventurers have passed to a point 
at least 120' from either door, as measured down any 
corridors. It is possible. however, that a party could trigger 
the triCk, be feleported to the other room, then blunder back 
upon the original room, see that the two were identical but 
in different locations, and discover what had occurred. On 
the other hand, the adventurers could become totally con
fused , lose their way with an Inaccurate map, and ex
perience all kinds of difficulty - whatever does happen will 
depend upon players' actions and their ability to recognize 
and cope with the situation. 

Note: it Is recommended that no monsters or treasures be 
located In e ither of these rooms. 

Monster: 

Treasure &. Location: 

XVII. CHAR STORAGE CELLAR. This 20' by 20' room is used 
for storing fuel for the smithy across the hallway. The room is 
full of blackish soot and dust, but there is only a small pile of 
fuel against the north wall. 

There Is a false door on the west wall of the room. It cannot 
be opened, although it does seem to rest In a frome and 
even will rattle o r move ever so slightly when great strength 
is applied. 
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Monster: 

Treasure & Location: 

XVIII. SMITHY. The smithy Is an Irregularly shaped room 
which actually seems to be a lmost two separate parts . An 
eerie wind whistles through the upper areas of the room 
near the ceiling, and th is natural effect provided exhaust 
venllng when the fires, long since silent. were stoked with 
fuel. 

Three tire pits lie dormant in the northeast 20' by 20' portion 
of the room, and these are located on the north wall. in the 
northeast corner, and on the east wall. In the center of fhe 
room Is a gigantic forging anvil . A hand bellows hangs on 
the wall to the west. 

The larger southwest portion of the smithy is mostly bOrren, 
although an assortment of blacksmith's tools and irons hang 
on the walls . 

Monster: 

Treasure & Location: 

XIX. ACCESS ROOM. This room adjoins the smithy. and also 
provides a vertical access to the lower level of the strong
hold. 

In the northeast COI"ner of the room a nd along the north wall 
are log sections of various size (8"-24" in d iameter, 1'-4 ' In 
length) stocked In a pile, apparently as additional fuel for 
the blacksmith's fires. The room Is otherwise empty. 

In the scutheast portion of the room there Is a lorge hole In 
the floor about 3' across. If light is held from above and 
observation is attempted, It will be impossible to see how 
deep the hole Is or to where it gives access . If a light source 
(such as a torCh) Is cost down the hole, it will come to rest on 
the flOQ( of the lower level, and from above If w ill be seen 
that this is approximately 40' down. 

There is a large Iron ring anchored to the south wall near the 
hole. and if a rope is fastened to it. it can be used 10 assist in 
descending to the lower level. The fastening, however, Is a 
bit loose, and each person using the rope will have a 1 In 6 
chance (non-cumulative) of pulling the ring out of the wall. 
causing them and the rope to fall to the floor of the lower 
level. This chance Is 2 In 6 for any persons w ith sizable en
cumbrance (the equivalent of 500 or more gold pieces In 
weight). If any person falls, they will do so near the bottom 
ond will take 1·4 hit points of damage (determined by the 
roll of a four-sided d ie), Once the ring has been removed 
from the wal l, it cannot be replaced to be usable again. 

As an alternative to use at the ring, clever adventurers could 
use one of the logs In the room measuring 4'ln length. tie the 
rope around it. place It across the 3' opening, and climb 
down the suspended cord . 

For purposes of descent, any rope used must be at least 30' 
In length . In order to allow a return back up, the rope must 
be at least 35' in length so that it can be reached from 
below while suspended. 

The final method for possible descent is to use a rope and 
grapple, either attaching the hook to the iron ring or anchOf
ing it to one of the two doorways. If a grapple Is used 
anc hored at the south doorway. add 10' to required length. 
or 20' If the north doorway Is used as the anchor point. 

Monster: 

Treasure & Location: 



XX. DEAD END ROOM. A turning corridor winds inward un
til ending in a dead end room. The wa lls are unfinished, a nd 
apparently this area of the stronghold was reserved for 
future development - although noone can say for sure. 

Monster: 

Treasure & location: 

XXI. MEETING ROOM. This long and narrow room ap
parently served as some kind of auditorium or meeting 
room. f.here are ten wooden benches scattered about the 
room. each about 15' in length. A large stone slab at the 
north end of the room serves as a sort of stage, riSing 10 
inches off the floor to accomrnodate any speakers a nd 
place them in full view of any assemblage. 

On the north wall are four decorative cloth bonners of red, 
green, b lue, and yellow. Although once a ttractive , they ore 
now deteriorated and rotting, thus being of no particular 
value. 

Monster: 

Treasure & location: 

XXII. GARDEN ROOM. Once the showplace of the entire 
stronghold, the garden room has, over the passage of time, 
become a botanical nightmare. With no one to tend the 
gardens, the molds and fungi have grown out of control. 

The room has two major portions, a north arm and a west 
arm. At the end of each of these extensions are large semi· 
circular stone formations overgrown with fungoid motter. In 
the southeast corner of the room Is another similar outcrop
ping likewise covered with the underground vegetation. In 
the center of the northe rn wing ore two large sunken p its, 
each 10' x 20' in size. 

Approaching the room from the corridor to the south reveals 
an eerie and forb idding sight, as unusual growths have ex
tended themselves from within the room info the corridor. 
spreading inexorably onward and away from the garden 
room. Passing this feature and entering the room will reveal 
a sight totally unlike any ever seen In the outside world .. 

The floor is covered with a carpet of tufted mo lds that 
extends to all the walls ond even onto parts o f the ceiling, 
obscuring the rock surface. The molds appear in a rainbow 
assortment of colors. and they are mixed in their appear· 
once, with splotches, clumps, swirls, and patches present
Ing a nightmarish combination of clashing colors. This is 
indeed a fuzzy fa iryland of the most forbidding sort, al
though beautiful in its own mysterious way .. . 

All around the room a re fungi of a hundred different kinds. 
These are scattered in patches and clumps of growth. There 
are many different types of mushrooms (Includ ing an 
incredible "grove" of the giant variety, with stems looking 
like tree trunks and caps fully 8' in d iameter), as well as such 
common fungi as shelf types. giant puffballs, coral fungi, 
and morels. The various growths a ll seem to be thriving, 01· 
though any nutrient source Is we ll covered by their prolifera
tion. Perhaps some strange mag ic or extraordinary means 
keeps this incredible garden olive and growing 

Although passage through the room is possible, the various 
tyj:)es of g rowth hinder movement. Furthermore. a ny kind of 
mass movement or commollon (such a s 0 melee) will ra ise 
small c louds of spores which will obscure vision and be un· 
pleasant to b reathe. 
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If any adventurer attempts to Ingest a certain type of fungus, 
there is a 30% chance of it being poisonous (a save vs 
poison is necessary). 

Monster: 

Treasure & location: 

XXIII. STORAGE ROOM. This room is used primarily for furni
ture storage, although It is mostly empty. There are three 
large oaken tables, a number of chairs, and fourteen 
wooden stools stacked against the walls. In the corner 
oppoSite the door is a woodworking table with a crude vise 
attaChed, and small saws and other carpenter's equipment 
ore thereon. There are wood chips a nd some sawdust 
scattered about the floor. 

Monster : 

Treasure & location: 

XXIV. MISTRESS' CHAMBER. This room is more tastefully dec
ora ted than the rather spartan living quarters found else
where in the stronghold. It is the personal chamber of 
Rogahn's mistress and lover, who apparently lived at the 
stronghold for some time. But now It appears that she, along 
with so many others who lived here, has long since been 
gone. 

There is a large walnut bed against the west wa ll, rather 
ornately carved (somewhat resembling the bed in room V. 
- see the description there - but with no nome engraved 
on the headboard). The bed has a large canopy of em
broidered green cloth with a striking reddish trim, but it Is 
very dusty like everything else In the room. 

Next to the bed is a small table/nightstand with a single 
drawer. Beside it against the wall is a chest of drawers made 
of red cedar, which, despite Its age, stH! has the charac
teristic smell. In the drawers are an assortment of leather 
Items, old clothing. and persona l effects like combs. 
brushes, and hairpins. One comb is a silver plated item 
which is of moderate value, being worth 5 g .p . On top of the 
chest isa tortoiseshell d ish which is empty except for a single 
gold piece Cain lying in it, and this rests upon a frilly lace 
cloth along with two small capped bottles half full of 
perfume. 

On the north wall just to the west of the secret door Is a large 
fu ll·leng th wall mirror in a wooden frame. The crown of the 
frame Is carved Into attractive curving designs, and there is 
an inscription hewn into the finished wood which says in the 
common language, "To the folrest 01 011 In my eyes" . 

In the northwest corner of the room Is an attractive water 
basin which Is sculpted from the some rock which forms the 
wall of the room. Indeed, this protrusion Is o n integral part of 
the woll itself. A hole in the bottom of the basin Is stopped 
with a rotting cork; this crude d rain lets water d rop to an 
inclined piece 01 rock which drains into a crack in the wall . 
There is no running water in the room, however. 

A small tapestry measuring 3' x 4' hangs on the east wall. It 
depicts a handsome and robust warrior carrying off a 
beautiful maiden In a rescue scene set in a burning village, 
with a horde of ominous-looking enemies viewing from afar. 
Embroidered in gold cloth ot the top of the scene are the 
words, "Melissa. the most dearly won and greatest of a ll my 
treasures". The tapestry is within a wooden trame. and is 
firmly a nchored to the waiL" cannot be removed without 
damaging it, in which case it will only corry a value of 40 
g .p. 



Monster: 

Treasure &.locatlon: 

)0(\/. ROGAHN'S CHAMBER. Rogohn's personal quarters 
ore rather simple and spartan. showing his taste for the 
utllltorlan rotherthan regal . 

The curving walls of the room are Immediately noticeable as 
different from all others In the stronghold, not only due to 
their layout, but also beCause 01 their covering. The walls 
are covered with vertical strips of rough-finished fir wood, 
and these narrow planks run In single pieces from floor to 
ceiling. The construction is not .remarkable nor is It fancy In 
any respect. but the result Is strikingly pleasing to the eye. If 
any 01 the wOOd Is removed from the wall. nothing save 
back bfaclngand the rock surface wallwlll be discovered. 

In each of the four curved corners of the room is a different 
wall hanging. These tapestries are each 6' wide and ap
proximately 8' high. The four subjects depicted are: a 
dragon being slain by a group of warriors, wllh one stand
ing prominently at the front of the group, thrusting the killing 
sword Into the dragon's neck; a great battle in a mountain 
pass, with a small band of fighters led by a great wizard and 
a single hero putting an entire army to flight; a warrior and a 
malden on horseback against a backdrop of mountains, 
holding hands with joyful expressions; and a depiction of a 
hero and a wizard joining in a firm handclasp on a deserted 
hilltop, with only a sunset in the background. The principals 
in all of these panoramas, of course. as well as the tapestry 
in room XXIV., are the same - the warrior/hero is Rogohn, 
the wizard Is lelilgar, and the beautiful malden Is the fair 
Melissa, Rogohn's mistress. The tapestries, if removed, will be 
heavy (equal to 600 g.p. In weight each) and bulky; they are 
worth 100 g.p . each. 

Opposite the secret door on the west wallis a bed which Is 
made of maple, with a feather mattress. The baseboard has 
an engraved leHer R on It but the bed Is otherwise devoid of 
porticulardetall . 

A free-standing cabinet of wood matching the bed is along· 
side It, Inside are some garments of general use: cloaks, a 
leather vest, a buckskin shirt, a metal corselet etc .. as well 
asa pair of bOOts. None are of any exceptional value. 

A wooden stool is near the cabinet. but there is no other fur
niture In the room. 

Monster: 

Treasure &.locatlon: 

XXVi. TROPHY ROOM. The stronghold's trophy room con
sists of an assortment of various curiosities accumulated 
over the years, 

Covering mosl of the north wallis an Immense dragon's skin, 
its brassy scales reflecllng any Illumination brightly. At the 
west end of the room Is a baslllsk frozen in stone, Its 
menacing gaze forbidding but no longer a threat. On the 
east wall Is a dwarven skeleton, suspended from a pair of 
irons near the ceiling, giving the entire chamber a macabre 
presence. Elsewhere on the walls are a variety of 
mementoes: two gigantic sets of moose antiers each on a 
large head, four dragon paws with claws extended, a 
stuffed cockatrice, a largish black shield which could only 
be used by a g iant. a pair of ram's horns, a pair of crossed 
swords, a bearskin, on entire door bearing religious 
symbols, and a set of three colorfUl flags which will be 1m· 
mediately recognizable as belonging to prominent 
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barbarian tribes. 

Monster: 

Treasure & location: 

XXVII. THRONE ROOM. The throne room, moslly for show. 
consists of two great chairs on a raised stone platform over· 
looking a rectangular court. The court Is flanked on each 
side by a setal four large stone pillars. 

The area is reminiscent of a ballroom of small size, although 
It is Impossible to know the room's actual purpose. The floor 
is smooth slote, while the p illars and raised platform seem to 
be constructed of great blocks of red granite. The two chairs 
are sculpted frorn gigantic blocks of white marble, and due 
to their bulk and weight, are for all intents and purposes 
permanent fixtures. 

Great draperies In alternating panels of yellow and purple 
hang on the wall behind the raised platform. These are of no 
unusual value, although they add considerably to the ap
pearance of the room (despite their color clash with the 
various shades of stone). 

Monster: 

Treosure& location: 

XXVIIi. WORSHIP AREA. The strongtlold's worship area Is no 
more than a token gesture to the gods, It would seem. 

On the back wall 01 the room, OPPOSite the door, is a rock 
carving of a great Idol which is actually sculpted from the 
waliitsetf. The image (of a horned head with an evil visage) 
appears about 4' wide and 6' high, and Is surrounded by 
religious symbols and runes. 

The floor is smooth block slate. In the center o f the room Is a 
circular depression, or pit, which measures 5' across and 
slopes to a maximum depth of 3'. This sacrifice pit Is open 
and mostly empty, except for a small quantity of residual ash 
covering the bottom. 

Monster: 

Treasure &.location: 

XXIX. CAPTAIN'S CHAMBER. Home for Erig, Rogahn's friend 
and comrade In arms, Is a rather simple room with few 
furnishings. 

The d()()( to the room is a large wooden construction just like 
the others in the stronghold, but lis exterior surface Is embel
lished with an irregular-shaped leather skin covering, wh ich 
is studded with circular bits of brass wh ich form the word 
"ERIG" prominently. 

The door opens into a rather barren room. In the southeast 
corner is a crude bed, and alongside it is a table. On top of 
the table is a small stoneware crock with cover which con-. 
tains 5 g .p., a large earthenware tankard mug, and a small 
hand mirror. On the south wall is a wooden chest which Is 
locked. If opened. it will reveal Its contents: several 
garments, including a pair of pants, several c loaks, a heavy 
cloth coat, and two pairs of boots. A broken dagger is at the 
bottom of the chest underneath the clothing. A leather 
pouch also therein contains an unusual memento, a walnut 
plaque with an Inlaid piece of sliver engraved with the 
words, "To Erlg, great and trusted fighter by my side, and 
captain of the guard at Quasqueton - against all foes we 
shall prevaill" If Is signed with an embellished "R". This 



plaque Is of some value, and could bring up to 25 g .p. if 
sold. 

In the northeast corner of the room is a wooden keg stand 
with a single barrel upon it. The barrel is marked with a letter 
cOde of "SO" and Is full a nd untapped. 11 the keg is broken 
open, ale will issue forth. 

On the wall at the western extremity of the room are numer
ous pegs and brackets, apparently for holding a rms and 
armor. The wall Is mostly empty, however. except for two 
shields and a heavy maca hanging thereon. 

Monster: 

Treasure & Location: 

XXX. ACCESS ROOM. This room is devoid of detail or con
tents, g iving access to the lower level of the stronghold by a 
descending stairway. This stairway leads down and directly 
Inlo room XXXVIII on the lower level. 

Monster: 

Treasure & Locotlon: 

XXXI. ROOM OF POOLS. This room is the largest one on the 
upper level, and Is quite different from all the others. 

Although the walls are the same as elsewhere (rough 
blackish stone), the floor of this room Is covered with 
ceramic Illes arranged In mosaic fashion. The majority of the 
thousands of tiles are golden brown In color, but patterns of 
white and black tiles appear In various places to enhance 
the effect of the very striking designs thus formed. The de· 
signs (various flowing lines, etc.) are purely decorative, and 
carry no mysterious message or meaning. 

Arrayed throughout the room a re fourteen different pools. 
each oboul ten feet in d iameter, with sides sloping to a max
imum depth of five feet in the center. This mystical arrange
ment is doubly amazing, since all the contents of the pools 
are different . . . 

The Individual pools are letter coded A to N. and examlna· 
tion atony particular pool will reveal the following: 

oj Pool of healing - This pool contains a strange pinkish 
liquid that will couse Instantaneous healing when 
Ingested. It will also cure disease, but wlli not restore hit 
points in doing so. Whenever a drink is taken, 1-6 hit 
points of individual damage are restored Immediately to 
the drinker, although this can only be done once per 
day per person (any further consumption will have no 
additional effect). Although the liquid con be placed 
into containers and removed from the POOl. the healing 
properties will immediately disappear once It is taken 
from this room. Note: this pool disappears and reap
pears from time to time magically, so if adventurers 
make a return to this room, there Is only a 30% chance 
that the liquId will be present again then (although it will 
always be there upon their first visit). 

b) Acid pool - This pool is tUled to tne brim with a clear, 
fizzing liquid which gives off a strange and unpleasant 
aroma to those near it. It is full at acid, and most deadly. 
If any adventurer falls or leaps within It. certain and Im
mediate death will result. Putting a hand or other body 
member within it will result in an immediate 2-5 hit points 
01 damage (roll a oIHlded die and odd 1 to Ihe result) -
more if a greater portion of the body is exposed 10 the 
liquid. Drinking any of the liquid (even bul a sip) will 
couse immediate gagging and cause no less than 5 hit 
points of damage, plus a saving throw against poison to 
survive. Putting Just a drop or two to the tongue will couse 
the loss of 1 hit poInt, plus induce gagging and chOking 
for two melee rounds of time (twenty seconds), although 
no saving throw for poison will be necessary. Weapons 
or other objects dipped into the acid will deteriorate 
(swordS will be marked and weakened, wooden ilems 
warped and crocked, etc.) and may even be ruined 
completely at the discretion of the Dungeon Master (who 
can roll a d ie for each item to determine how adversely it 
Is affected). The strength of the acid is such that it will eot 
through any type of container within two melee rounds of 
time. 

A single brass key 01la(ge size (about six inches long) is 
visible at the bottom of the POOl. seemingly unaffected 
by the acid. This key. If somehow retrieved, will be worth
less, and it does not correspond to any at the locks within 
the stronghold. 

c) Pool of sickness - This pool is filled with a murky gray 



syrup. It any of it is consumed (even but a sip), the victim 
will begin to suffer sickness, but not until six turns (one 
hour) afterwords. If this occurs, there is no loss of hit 
points, but the victim suffers from strong and recurring 
stomach pains for 1-4 hours (roll a four-sided die) which 
make fighting and even movement impossible for that 
period (although a victim could be carried by others), 
after which all symptoms pass and the character returns 
to normal. Placing a drop of liquid upon the tongue will 
Qlve a sweet taste, but will cause no symptoms. 
Weapons or other items p laced within the liquid will be 
totally unaffected. Any portion of the liquid removed 
from the ~I will lose its special properties within three 
melee rounds (thirty seconds). 

d) Green slime pool - The horrid contents of this pool are 
Immediately obvious to any gazing Into it. The slime (HP: 
20) is covering the walls of the basin most at the way from 
the bottom to the edge. 

e) Drinking pool - ThIs pool Is filled with Ice cold spring 
waler which will refresh anyone who takes a drink from It. 
The water Is pure and good, but has no other special 
characteristics. 

t) Pool of wine - This pool Is fil led with powerful wine of a 
deep red color. Not only is II excellent wine, it has a taste 
so Inviting that anyone tasllng It will be prone 10 drink 
more and more until intoxicated! If a sip is taken. the 
laster will have a 60% chance of drinking more (regard· 
less of the p layer's wishes). If this Is done, three 6-slded 
dice are thrown and compared to the character's consti
tution rating; if the number rolled Is greater than the 
character's constitution score, then the difference is 
figured, and this Is the number of hours the character wi ll 
be Intoxicated (If the roll Is equal or less, the character 
"holds his liquor" and Is unaffected). Any character so In· 
toxlcated will suffer the following penalties: -2 on a ll rolls 
"to hit · in combat. -3 to dexterity roting, and any other 
d isadvantages to being drunk that the DM may deem In 
effect (prone to loud and boisterous speech, stumbling 
about, a greater chance to be surprised, etc. ). Atter the 
allotted number of hours hove passed, the character 
returns to normal. Any intoxicated character who returns 
to the pool of wine will have a 90% chance of drinking 
too much again, and the check against constitution will 
then be necessitated once more. If any of the wine ,Is 
removed from the room, It will Immediately lose Its 
potency and be considered as normal wine. but 
actually rather weak in its effects. 

g) Dry pool - This depression is completely dry. and there Is 
no trace of any liquid within it. nor any clue as to whether 
any type of matter was ever within it. The basin Itself 
seems 10 be of some kind of yellowish ceramic origin, but 
it will be Impervious to striking or any similar attempt a t 
cracking or fracturing. 

h) Hot pool - This sleamlng and bubbling cauldron is filled 
with boiling water, which will be obvious to any observer. 
The water itself is completely normal In all other respects, 
a lthough it has a relatively high minera i content. as 
evidenced by a whitish c rust built up around the edge of 
thepooJ. 

i) Aura pool - This pool of shimmering water (Which other· 
wise appears normal in every respect) is less full than 
many of the others. The water Itself seems to glisten and 
sparkle. and will be seen to radiate magic if an attempt 
to detect it is made. The water tasles normal in every 
respect, but those drinking as little as a single sip will ex
perience a strange effect. Upon swallowing the liquid, 
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the drinker will feel his entire body tingle. and at the 
some time he and others around him will see a visual 
phenomenon : a n oura of color will glow around his 
entire body for approximately a full minute. The color 
apparent will depend totally upon the character's align
ment. It will glow blue tor on alignment at lawful good, 
green for an alignment of chaotic good. yellow for 
chootic eVil, a nd red for lawful evil. while any neutral 
characters will exhibit a white aura. 01 course, upon first 
consuming the liquid, players wil l hove no Idea whallhe 
strange appearing colors may mean, so they may be 
puzzled by the effects - and there are no clues around 
the pool to explain the colors. The woter will retain Its 
special magical characteristics even if it is removed from 
the pool, but there are only 10 suitable drinks possible 
due to the small amount of liquid present. This pool, just 
like the fXIOl of heating previously described. disap
pears and reappears from time to time (see a . above for 
details and percentage chance of reappearance for 
future visits). 

JJ Pool of sleep - This pool Is full of a greenish liquid of 
varying shades, with a swirling JXlttern evident on its 
stagnant surface. Putting a drop on the tongue reveals a 
sort of fruity toste, but no special effects will be notice
able . Taking a sip will be tasty refreshment, but within ten 
seconds a real drowsiness will set in which may even 
cause (50% chance) on Immediate sleep to begin, 
which will lost tram 1·6 minutes. Drinking any greater 
volume of the liquid will certainly induce a comatose 
slumber of from 1-8 hours, with no saving throw possible. 
Any removal of the liquid from the room will totally 
negate Its effectiveness, although removing anyone who 
has consumed the stuff will not awoken them. 

k) Fish pool - This pool of normal lake water holds 
numerous small fish. It has no other special properties, 
nor are the fish unusual In anyway. 

I) ICe pool - This basin Is filled with steaming dry ice, al· 
though for some unknown reason it never seems to 
dissiJXlfe. The Ice Is "hot' to the touch due to its extreme
ly low temperature. Since it Is highly doubHul any 
character has ever seen dry ice, the entire spectacle will 
be highly mysterious, appearing as some kind of whitish 
rock giving off eerie vapors and feeling hot to the touch. 
If any pieces are broken off and removed from the POOl. 
they will dissipate into corban dioxide gas os normal dry 
ice would do. Such pieces could be handled with a 
gloved hand, but the nature of the substance will still 
likely be unapparent. 

m) Treasure pool - ThIs basin. filled with normal water. 
seems to hold a great treasure underneath the water. A 
pile of gold p ieces appears to lie on the bottom of the 
pool, and the golden image is sprinkled with on assort· 
ment of sJXlrkling Jewels. Alas. this treasure trove Is 
nothing more than a magicaliliutlon, which will be dis· 
pelled once the surface of the water Is broken or 
d isturbed. Once the waters are calm again, the Image 
will reappear. 

n) Pool of muting - This pool is a lmost empty, but a small 
amount of water remains. Although the liquid appears to 
be normal water (and has no unusual odor or taste to 
belle Its actual nature), It Is actually a magical sub
stance. This liquid, when swallowed, causes a complete 
loss of voice and verbal capabilities for 1·6 hours. This 
muting will become apparent only when It has been 
swallowed; merely putting a drop to the tongue will give 
no clue as to Its effect. and It will seem like normal water. 
Any character drinking the water will suffer the effects. 



and that means that the players will be affected likewise. 
Thus, the referee informs the player or players of their 
limitation, and they are barred from any further com
munication by verbal means with the other players in the 
party for the duration of the muting effects (1-6 game 
hours, determined by roil ing a six-sided die). In such 
cases. they must remain completely sitent (no grunts Of 
groans allowed) and can only communicate with other 
players via nods. head shaking, hand signals, etc. If any 
player who Is coller for the group is so affected, another 
player must take his place. Written communication Is 
possible only if the muted player has an intelligence of 
14 or more, and any such message can only be read by 
another character with a similar Intelligence rating . 

Monster: 

Treasure &. Location: 

XXXII . ADVISOR'S CHAMBER. Access to this room is only via 
a secret door on tis west wall wh ich gives access to the 
Room of Pools (XXXI.). The chamber Is the dwelling area for 
Morevok. advisor to Zelligarand Rogahn. 

The decor Is rather p leasant, although uninspired. The floor 
Is the most slriking aspect of the room. for It is a continuation 
at the colored mosaic patterns of golden brown, white and 
black which are evidenced in the adjacent Room of Pools. 
There are some minimal furnishings In the room - a 
common bed, three choirs, a makeshift desk with a single 
drawer (locked). and a battered old table. The walls are 
barren rOCk, except for a framed picture hanging over the 
desk showing two figures standing side by side: a warrior of 
Impressive proportions, and a wliened magic user in a 
purple robe . This is actually a full -color painting, beautifully 
rendered, and in one corner is wriUen in the elvlsh language 
the words: "To wise Marevak. worthy advisor and counselor, 
from a grateful Zel1igar and Rogahn". These words are read
able only to those who know the elven language (or via a 
read language. spell), but the signed names of Zelligor 
and Rogahn will be apparent upon a close examination. In 
another corner of the painting Is the signed nome Tuflor -
this being the artist who pointed the picture, but this fact 
certainly not obvious to anyone finding the painting other 
than through deduction or by a character "asking around" 
once back In the civilized world . 

The painting Is quite large and bulky, as well as heavy, when 
removed from the wall . If carried undamaged out of the 
stronghold and back to Civilization, It could bring up to 300 
g.p. if sold. However, anyone trying to sell the paInting for Its 
value will run a 60% risk that the purchaser will recognize the 
origin at the paInting - and If this word spreads at lorge, the 
seller may have aHendant problems, since It will be obvious 
tram where it was obtained. 

The desk In the room Is mostly empty, except for several at
tached sheets with various notes wriHen In elvish. The first 
sheet Is headed wllh the tille, "Suggestions for the Further 
Development of Quasqueton". and the notes relate to 
certain details of construction for the stronghold (dlthough 
there Is no Information of a sort to assist the adventurers, and 
no maps). The document (discernible only by those who 
know the elven languoge or by a read languag .. spell) Is 
Signed a t the bottom of each page by Morevak. 

The locked d rawer of the desk is well-secured, and any 
tampering (with the exception of a successful " remove trap" 
by a thief) will couse the re lease of a terrible gaseous 
emission which will be so penetrating as to drive all charac
ters from the room for 1-4 hours, with no saving throw (this 
happens only once). The lock can only be picked by a thief 
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character at his normal chances, but he con make only a 
single try - if he falls. the lock cannot be opened by him. 
However, access to the drawer con be gained by d is
mantling the desk. although this will require heavy blows 
from some kind of weapon (due to the noise, an extra check 
for wandering monsters must be mode If this occurs) . The 
contents of the drawer are determined by roiling a single 
twelve-sided die (only one roll Is token, for there Is but a 
Single Item within): 1 Potion: 1e"ltatlon; 2 Elven boots; 3 10-
100 g.p.; 4 A 50 g .p . gem (moonstone): 5 A golden medal
lion worth 20 g .p .; 6 Read languages scroll; 7 Web scroll; 8 
Cursed scroll (permanently removes 1 point from charisma 
rating of first person to read it - remo"e eune w!l1 not 
counteract it); 9 Ring of protection + 1; 10 Patlan of h.atlng 
(two doses); 11 A + 1 dagger with ornately corved handle; 
12 Nothing. 

Monster: 

Treasure &. Location: 

XXXIII . BARRACKS. This large, open room is the dwelling 
place for the guards and men-at-arms of the stronghold 
(most of whom lett on the lost adventure with Rogahn and 
Zeillgor). ScoHered throughout the room a re about 40 
common beds, and about halt that number of chairs a nd 
stools. There are several large wooden tables along various 
walls. and at the south wall is a large wooden chest of 
drawers which is empty except for a few old socks, some 
common footwear, a few c loth vestments. a nd other similar 
items of no special value. 

In the southwest corner of the room the floor slants toward 
the wall steeply and an opening (too small to give any 
access) leads Into the wall. From the faint smell, it is 
apparent that this Is some kind of crude toilet area. 

The walls of the room are rough stone. but there are wall 
sconces designed to hold torches, and various pegs upon 
the wall. There are some odds and ends hanging from 
several of the pegs: on old battered shield, an empty can
teen, a 20' section of light chain, a sheathed sword (Old and 
rusty), and a bearskin , 

Monster: 

Treasure & Location : 

XXXIV. ARMORY. This Irregularly-shaped room Is designed 
to house the arms supply of the stronghold. II is mostly empty 
now, however, since many of the arms were taken along on 
the last foray by the inhabItants of the hideaway. 

When the room is entered, a slight whistlIng sound can be 
heard if the adventurers stand quietly. If the door Is closed 
(unless spiked open It will close automatically one round 
otter everyone has entered, and even if so secured, there Is 
a 50% chance that It will c lose anyway) and the second exit 
is likewise closed, a howling wind will immediately result. 
with o n 80% chance of putting out any torch carried by the 
adventurers. or a 50% chance to extinguish each lantern 
carried . The wind will cease whenever either or both of the 
exits is opened. Upon examination of the ceiling of the room 
(which is a full 20' from the floor). two sizable vents will be 
noticeable (neither providing usable access) to show that 
this is a natural, rather than magical. phenomenon. 

The rock walts of this room are mostly smooth. and there are 
carved ledges within several ~f em. WOOden pegs a lso 
abound, and there are some ite s still left in place on the 
wall : a number of boHered shl ds (several broken and In 
otherwise poor repair), bits on pieces of body armor (In 



uniformly poor condition), several crude bows (-2 "to hW' If 
used), a quiver of normal arrows, two swords (one In good 
condition), a dozen spears, two hand axes (one with a split 
handle), a 11ail. a two-handed sword with broken b lade, and 
a dagger. None of the items appears remarkable, a lthough 
the flail , the dagger, and one of the swords seem to be 
usable and of normal value for such an Item. 

In the extreme southwest corner of the room are two locked 
chests, but they are empty. Both are targe and bulky, as well 
as heavy. 

Monster: 

Treasure & LocoNon: 

XXXV. GUEST CHAMBeR. There are three Identical guest 
chambers side by side, all opening Into the some corridor. 
The rooms are all similarly furn ished, with rough rock walls, 
and a minimum of furnishings: a wooden bed, a small table, 
and a single Chair. 

The middle chamber d iffers from the other two in one 
respect: there is a false door on Its eastern wall, Although It 
seems to move just as Q normal door would, it resists open
ing. If It Is battered down, It will reveal only a stone wall 
behind It. 

Monster: 

Treasure & Location: 

XXXVi. UTILITY ROOM. This extra room Is empty and 
unused. Two specialfearures of note near the room ore des
cribed below: 

FALSE STEPS. Although the steps here are very real, the 
enti re area north of this room (the various winding corridors) 
is specialty designed to confuse a ny explorers. The corridor 
leading past the guest chambers is on an upward slant 
wh ich will be unnoticeable to casual adventurers (except 
dwarves, who wilt have a 2 in 6 chance to notice it). The 
sta irs (8 of them) then lead downward, as if to another level 
- although this Is only the Impression created. 

PIT TRAP. Just to the east of this room Is a dead end to the 
corridor, with a false door on the north wall where the 
corridor stops. When any adventurer approaches the door 
(within 5'), his weight wilt trigger the trap, causing the entire 
20' section of floor between the false door a nd the wa ll 
opposite it to open up. A giant crock opens In the center of 
the floor as the middle drops open and the sides slant In
ward. dropping all characters and their equipment through 
the d' wide opening. The boHom of the trap, some dO' below, 
is a pool of cold spring water in room l. of the lower level. 
Those falling throug h the trap will sustain 1-d hit points each 
when they hit the water below. In addition, since the pool Is 
about 6' deep, characters heavily encumbered (more than 
500 gold pieces of weight equivalent) will risk drowning 
unless they free themselves of the bu lk and weight after 
landing in the wafer. If any choracter heavi ly encumbered 
does not, he or she will hove a 90% chance of drowning, 
modified by a -5% per point of dexterity (for insta nce, a 
heavily encumbered character who elects not to unen
cumber himself and has a dexterity of 12 will have only a 
30% chance of drowning - 90% -(12 x 5%) = 30%). Items 
dropped to the bottom of the pool will be retrievable, but 
due to the extremely cold temperature of the water, charac
ters wil l depend upon their constitution rating to see if they 
can stond the water enough to dive for things on the bottom. 
One check can be made for each character. with a 5% 
chance per point of constitution tho t they will be able to 
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take the cold water (fOr example, a character with a consti
rution rating of 11 would have a 55% chance of being able 
to toke the cold water a nd dive effectively). If characters 
d ive for items at the bottom of the POOl. only one Item a t a 
time Is retrievable and each dive takes one round (ten 
seconds) with two rounds between each d ive for air. In any 
event, no character can stand to stay In the wa ter for more 
than len rounds - and a full turn (one hour) is requ ired for 
rest and recovery after each diving session to dry off, fully 
worm up again, etc. 

The trap, after being triggered and dropping persons from 
above to the POOl. will c lose again until triggered once 
more from above. Refer to the room description of room l. of 
the lower level for adventurers deposited here, and begin 
their progress tram that location on the lower level map. 

Monster: 

Treasure & Location: 

, 

" -
XXXVII. RECREATION ROOM. This room is designed for rec
reation a nd training, and was designed specially for 
Rogahn's use. The carved door. heavy and th ick, bears a 
fancy "R" on Its outer face. 

The room Is made for a variety of activities, as Is apparent 
from its furnishings and contents. On the east and west walls, 
which are covered with pocked wood. are lorge archery 
torgets, and six a rrows are stili stuck Into the eastern target. 
Although there are several quivers of arrows around, there 
are no bows In the room, 

There ore several iron bars of varying length and weight in 
one corner of the room. These vary in circumference, a nd 
are apparently designed for weight lifting, although this fac t 
is best discovered by the deduction of the p layers. 

In another corner of the room, a meta l bar is aHached to the 
two walls and Is about 7' off the floor. Nearby, a rope Is sus
pended from the ceiling 20' above. Except for two heavy 
benches and a single stool. there are no furnishings In the 
roofTl other than five heavy woven mots lying atop each 
other to form a sort of floor cushion measuring 20' by 20'. 
Hanging on the wall are several very heavy weapons which 
appear normal but wh ich weigh a lmost double normal 
weight - a notched sword, a battle axe, a flail, and a 
mace. leaning against the wa ll are two heavily battered 
shields. 

Monster: 

Treasure & Location: 



KEY 10 THE LOWER LEVEL 

The lower level of the complex is rough and unfinished. The 
wa lls are irregular and coarse, not at a ll like the more 
finished walls of the level above (except for the two rooms 
on this level which are more like those in the upper portion 
and in a state of relative completion). The corridors are 
roughly 10' wide, and they are Irregular and rough, making 
mapping difficult. The floors are uneven, and in some cases 
rock chips and debris cover the pathways between rooms 
a nd chambers. The doors are as in !he: upper level, but the 
secret doors are e ither rock or disguised by rock so as to 
ap,::>eOr unnoticeable , 

WANDERING MONSTERS 

Check every third turn; 1 in 6 (roll a 6-slded die). If a monster 
is indicated, roll a six-sided die again and compare to the 
list below to determine what type of monster appears. Then 
check for surprise. The abbreviations which follow ore the 
same as used and explained in the section entltled 
MONSTER LIST. 

1. Troglodytes [1-4) - HP, 9. B. 5. 4; 'AT; 1; D; 1-6; AC 5114; 
SA: Emit odor when enraged. 

2. Huge Spider (1) - HP: 12; "AT: 1; 0: 1-6; AC 6113; SA: Bite 
necessitates save vs poison (+ 1 on die). 

3. Kobolds [2-7) - HP; 4. 4. 3. 3. 2. 2. 1; 'AT; 1; D; 1-4; AC 
7/12; SA: None. 

4. Orcs [1-B) - HP; 6. 5, 5, 4, 4, 3, 3, 2; 'AT; 1; D; 1-6; AC 7112; 
SA: None. 

5. Zombies (1-2)-HP:8, 7; #AT: 1; 0 : 1-S;ACS/11;SA:None. 

6. Goblins [2-7) - HP; 5, 5. 4. 4, 3. 2,1; 'AT, 1; D; 1-6; AC6J1 3; 
SA: None. 

ENCOUNTER AREAS 

XXXVI1I. ACCESS ROOM. This room is filled with p iles of rock 
and rubble as well as mining equipment: rock carts, mining 
Jacks, limbers, pickaxes, etc. It is apparent that there has 
been no mining activity for quite some lime. 

Monster: 

Treasure & Location: 

XXXIX. MUSEUM. This room Is on unfinished museum, a 
special monument to the achievements of the stronghold's 
mas! Illustrious inhabitants. 

The west wall is a sectioned fresco showing various events 
and deeds from the life of Rogahn, and the several views 
pictured are: a young boy ra ising a sword , a young man 
slaying a wild boor, a worrlor corrying off a dead 
barborian. a nd a hero in the midst of a large battle hocking 
barbarian foes to pieces. 

The east wall Is a simila r sectioned fresco showing cameos 
from the life of Zelligar: a boy gazing upward at a storry 
night sky. a young man diligently studying a great tome, on 
earnest moglcian changing water 10 wine before a de
lighted audience, and a powerful wizard casting a type of 
death fog over on enemy army from a hilltop. 

The north wall section Is unfinished, but several seclions of 
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frescoes show the two great men together : shaking hands 
for the first time in younger days, winning a great battle 
against barbarians In a hili pass, gazing upward together 
from the wilderness to a craggy rock outcropping (recog
nizable to the adventurers as the place where the strong
hold was built) . with a fourth space b lank. Next to the 
frescoes ore other mementoes from the past: a parchment 
letter of tha nks for help in the war against the barbarians 
from a prominent landowner, a barbarian curved sword, 
a nd a skeleton of the barbarian Chief (SO identified by a wall 
plaque in the common language). There Is more blank 
space on the wall. apparently for further additions to the 
room's collection of items. 

The frescoes are pointed and they connot be removed. 
None of the mementoes ore of any particular worth orvalue. 

Monster: 

Treasure & Location: 

Xl.-LVI. CAVERNS OF QUASQUETON. The bulk of the lower 
level of the complex is a series of unfinished caves and 
caverns, which ore mostly devoid of special detail - all 
being characterized by irregular walls of rough rock, un
even floors strewn with bits of rock and rubble. and joined 
by winding corridors . The mojority of the rooms are empty of 
furnishings. 

XL. SECRET CAVERN. 

Monster: 

Treasure & Location: 

XLI . CAVERN. 

Monster: 

Treasure & Location: 

XLII. WEBBED CAVE , The entrance to this room is covered 
with silky but sticky webs, which must be cut or burned 
through to gain access to it. See web spell for details in 
Basic D & D booklet. 

Monster: 

Treasure & Location: 

XLIII. CAVERN. 

Monster: 

Treasure & Location: 

XLIV. CAVERN. 

Monsler: 

Treasure & Location: 

XLV. CAVERN OF THE MYSTlCAl STONE. This ante-chamber is 
the resting place for a lorge, g lowing chunk of rock which 
appears to be mica. The stone rad iates mogic strongly. 

The stone rests permanently in Its place and is not re
movable. Although chips can easily be broken off the rock 
by hand, only one chip a t a time may be broken away; until 
anything Is done with It, the rest of the rock will remain im
pervious to b reaking. 



Once a chip Is removed, Its glow will begin to fade, and 
otter three rounds (thirty seconds) It will be a normal p iece of 
mica with no magicol properties (as will be the case if it is re· 
moved from this room). The chip's magical properties ar~ 
manifested only 11 it Is consumed (or placed in the mouth) by 
any character before three rounds have passed after 
breaking off from the chunk. The magical effects are highly 
variable, and each Individual can only be once affected -
even if a future return to the rock is made at a later time. If 
any character places a chip within his or her mouth, a 20-
sided die is rolled to determine the effect according to the 
following lable: 

1 Immediately teleports the character and his gear to the 
webbed cave (room XUI.) 

2 Immediately blinds the character for 1-6 hours of game 
time (no combat. must be led by other adventurers) 

3 Raises strength rating permanently by 1 point 

4 Raises charisma rating permanently by 1 point 

5 Ra ises wisdom rating permanently by 1 point 

6 Raises intelligence rating permanently by 1 point 

7 Raises dexterity rating permanently by 1 point 

8 Lowers strength rating permanently by 1 point 

9 Lowers charisma rating permanently by 1 point 

10 Lowers intelligence rating permanently by 1 point 

11 Grants a Ilmtted wish 

12 Causes Invlslbfllty for 1-6 hours of game time (subject to 
normal restrictions) 

13 Polson (saving throw at +1) 

14 Mqkes a 500 g.p. gem (pearl) appear in character's' 
hand 

15 Gives a permanent + 1 to any single weapon carried by 
character (if more than one now carried, roll randomty to 
determine which) 

16 Heals all lost hit points of character (if any) 

17 Causes Idiocy for 1·4.hours (unable to function Intelli
gently or fight, must be led by other adventurers) 

18 Gives a special one-time bonus of 1-6 hit points to the 
character (these are the first ones lost the next time 
damage or Injury is taken) 

19 Gives a cu .... : the character will sleep for 72 hours 
straight each month, beginning one day before and 
ending one day after each new moon (can only be re
moved by a remove curse spell) 

20 Has no effect 

Monster: 

Treasure &. location: 

XLVI. SUNKEN CAVERN. This small cavern lies at the bottom 
of a short, sloping corridor. The walls are wet with moisture, 
and glisten In any reflected light. 
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Monster: 

Treasure & Locatl9f1: 

XLVII. CAVERN. 

Monster: 

Treasure &. location: 

XLVIII. ARENA CAVERN. This cavern, designed as a small 
theatre or arena, is unfinished. The center portion of the 
room is sunken about 15' below the floor level. and the sides 
slope downward from the surrounding walls to form a small 
amphitheater. 

Monster: 

Treasure &. locatlon; 

XUX. PHOSPHORESCENT CAVE. This medium-sized cavern 
~md its irregularly-shaped eastern arm present on eerie sight 
10 explorers. A soft phosphorescent glow bathes the entire 
area Independent of any other illumination, and the strange 
light is caused by the widespread growth (on walls, ceiling, 
and even parts of the floor) of a light purplish mold. The 
mold Itself is harmless. 

Monster: 

Treasure &. Location: 

L. WATER PIT. This room contains the 8' deep pool of wafer 
into which any unwary adventurers are precip itated from 
the trap on the upper level (see the speCial description of 
the trap under the description 01 room XXXVI.). As described 
there. the water is extremely cold. Anyone entering the 
water (whether voluntarily or not) must spend a full hour re
covering from its chilly effects. 

The pool is about 20' across and is filled by a cold spring. 

Monster: 

Treasure &. Location: 

U. SIDE CAVERN. This cavern is unusual only in that its east
ern rock wall Is striated with irregular diagonal streak.s of a 
bluish ore (of no unusual use or value to adventurers). 

Monster: 

Treasure &. Location: 

Lli. RAISED CAVERN. This room, off the southeast corner of 
the grand cavern. Is accessible by climbing four upward 
steps. Its eastern wail also shows diagonal streaks of the 
same bluish ore noticeable in room Lt The room has a low 
ceiling (only 5'), so some humans may find It dltflcultto stand 
fully erect. 

Monster: 

Treasure & Location: 

L111. GRANO CAVERN OF THE BATS. This majestic cave Is 
the largest in the complex, and is impressive due to its size 
and volume, for the ceiling is almost 60' above. A corridor 
sloping downward Into the cavern (noticeable even by non
dwarves) gives primary access to the room on Its south wall. 
A secondary entrance~exit Is via a secret door to the west. 



white steps to the southeast lead up to room lIl . 

A southwestern a rm of the room leads to an a lcove of rock 
pillars of unusual and irregular shope. a nd these run from 
floor to ceiling 10 form a very meager catacomb. 

When It Is daytime In the outer world, a small opening In the 
ceiling just off a midway point of the north wall will show day
light. (If the OM has not been meticulously charting time as 
nighl vs day. there will be a 60% chance of daylight being 
visible at the time the odventurers enter the room; it not. II 
will be very difficult to notice the opening - only a iO% 
chance per adventurer observing the ceiling). The opening 
In the ceiling (which will be totally inaccessible to any and 
all attempts by adventurers to reach It) Is used by the many 
thOusands of bats which live on the ceiling of the cavern by 
day and which venture out at sunset each day for feed ing. 
(Again. If exact time Is n01 being fracked. a d ie rol l may be 

. necessary to determine what time at day the adventurers 
reach the cavern and whether or not the bats are present or 
active.) 

The bats are nocturna l animals. but the species living In this 
particular cavern is very easily agitated. Any party of ad· 
venturers entering the cavern with torches 0( other bright 
sources of light Oncludlng unshielded lanterns) will hove a 
base 5% chance per light source per turn (10 minutes) of 
disturbing the bats and causing them to swarm. In addition. 
any noises above subdued conversation will add another 
10% to the chance of disturbing the bats. assuming of 
course that they are present in the cove when the party 
enters. (FOr example. a party with 4 torches would have a 
20% chance of disturbing the bats and causing them to 
swarm, or 30% II they are arguing In addition). 

If the bots are disturbed, first a few begin squeaking and Ily· 
ing around (this will of course occur If any sleeping bats ore 
physically prodded or awakened). then more and more 
until the mass becomes a giant churning swarm (this will 
take only two melee rounds, or twenty seconds). The swarm
Ing bats will squeak and squawk, flying madly about. They 
will fill the grand cavern and overflow Into adjacent areas 
and corridors. but those flying out of the cavern will soon 
return. While swarming. the bats will buzz and harry any 
persons in the cavern or adjacent corridors, zooming past 
them at high speed while others hover about. Occasionally. 
one of the bats will try to land on a character (50% chance 
each round} 10 deliver a pinching b ite which Is unpleasant 
but harmless. 

If adventurers leave the grand cavern and remove their 
light sources with them. the swarm of bats will slowly cease 
their activity a nd return to their Inverted perches (this takes 
about 30 minutes). If the adventurers stay In the room, ex· 
tingulsh their lights, and lie Silently on the floor for the same 
period of time, the bats will return to their dorman' sta'e. 

Characters fighting swarming bats will find the task hopeless 
due to their sheer number. but attempts can be made using 
any hand held weapon larger than a dagger. with an 18. 19 
or 20 needed to hit with a 2Q-sided die. Bats landing to bite 
can be hit on any roli of 7 or above. A single hit will kill any 
bat. 

Characters fighting or otherwise enduring swarming bats 
will automatlcaJly be caught by surprise if any wandering 
monster comes upon them while they are doing so. Fighting 
the bots makes enough noise to necessitate an additional 
special roli for wo ndering monsters. 

A sort of flutfy and d usty guano covers the floor of the grand 
cavern. quite d ifferent from the droppings of most olher 
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species of bats. 

The bals will swarm and leave at sunset each day until 
returning as a swarm at the following dawn. 

Monster: 

Treasure & Location: 

UV. TREASURE CAVE. This secret room. Itself opening to a 
corridor shielded by secret doors on either end. was de· 
signed as the hiding p lace for valuables In the stronghold. 
There is a scaHering of gOld pieces (11 -30; ro ll a twenty
sided die and add 10) on the floor of the room, and three 
locked chests (which are empty unless noted below). 

Two short human statues (appearing life·like. as If made 
'rom wax) are within the room. As soon as any Item of value Is 
touched or disturbed. both will immediately spring to life 
and draw their swords and aHack the party. These are magi· 
cal berserkers (4 Hit Points each. Armor Class 7) who will fight 
to the death. Neither has any treasure on his person. 

Monster: 

Treasure & Location: 

LV. EXIT CAVE. This large cavern is otherwise unremark
able. except for the fact that a secret one·way passage out 
of the stronghold Is hidden In the northeast corner of the 
cave. This secret exit is triggered by pushing on a loose rock 
within the wall. at which time the opening occurs in the wal l. 
leading to the outside world. The opening allows access for 
only 10 seconds, at which time It c loses once more. and wilt 
not be triggered for another 24 hours. 

If characters take adva ntage of this exit. they will find them· 
selves on a rock ledge about:3 feel wide and 20 feet long. If 
they use ropes to scale down. they can rappel without too 
much d ifficulty to a location some 40 feet below where the 
drop is less steep and a descent can be mode through the 
trees and vegetation loward the volley below. If the charac
ters stand on Ihe ledge a nd observe Ihe view. they will 
notice that they are on the north face of the massive out· 
cropping which houses the stronghold. whereas the other 
entrance Is on the south face. Because of the wilderness 
which surrounds the entire area. it may take some doing to 
return to civilization or home. 

The secret exll Is but a one-way access. and allows only 
egress from the stronghold, never entrance. There is no way 
to trigger the door from the outSide, and even If this were 
possible. a permanent magic spell upon the exit totally 
prevents movement Into the complex via the opening. 

Monster: 

Treasure & Location: 

LVI. CAVERN OF THE STATUE. In the southern end of this 
cavern Is a solitary stone figure, roughly sculpted from the 
same block stone of the cavern walls and firmly anchored to 
the floor. The figure, obviOUsly a human male (although 
lacking any finished detail). slands some 5 feet high, with 
both arms slightly oulstretched and pointing to the jogged 
rock outcropping which divides the two corridors 10 the 
north-northeast. The statue Is too heavy fa be moved, and 
will complelely resist any att~mpts to budge 0( topple It. 

PIT TRAP. Just outside this cavern, In the corridor which 
leads eastward. Is a large covered p it at the Intersection 01 
three corridors. The pit Is about 12' across and 10' deep. A 



fall Into this pit will Inflict 1·4 hit points of damage. and any 
c haracters reaching the area will have a basic 70% cha nce 
of fa lling In. with a 30% chance of noticing the trap (the 
danger would be greater If. for Instance. they were running 
rather than simply exploring) . If characters in the first rank of 
a party fall in, there Is only a 20% chance of the next row of 
cha racters falling, and each checks separately as before. 
The trap, once sprung, does not shield the pit any further, 
and the pit will be noticeable. 

Monster: 

Treasure &. location: 

THIS ENDS THE MODULE 
"SEARCH FOR THE UNKNOWN" 

KEYING THE DUNGEON 

Once the Dungeon Master has read the entire module over 
one or more times and has gained a working familiarity with 
it, he is ready to key it. In doing so, he will take the basic des· 
crlptlve framework a nd add his own ideas as to how and 
where the various monsters and treasures are located. The 
resu lt will be a dungeon wilh his own indelible stamp, a bl l 
different from all others - even those using the same 
descriptive oulllne. 

With over sixty rooms and chambers noted on the two level 
maps by Roman numerals (and several other unmarked 
open areas), there Is plenty of space to explore (though this 
dungeon is actually quite small compared to most). With 15 
to 25 listed treasures (plus a few items of value that are part 
of the basic furnishings) and 16 to 20 monsters to place, the 
DM Is offered a real choice in setting up the dungeon, for It is 
he who will decide on which areas are forbidding with 
danger or rich in reward. 

The monsters (number keyed 1. to 25.) a nd the treasures 
(lettered A to HH) should be placed with care and can· 
sideration. and in many cases there should be a reason or 
rationale why something is located where it is. Just a s there 
is a logical explanation behind the entire seHing Of 
scenario, so too should there be a similar thought behind 
what is to be found within the dungeon . Of course. in some 
cases. the unexpected or the inexplicable will be the ex· 
ception - not everything should follow the normal order of 
things or be too predictable for the p layers. 

As mentioned previously e lsewhere. not every room or 
chamber will have a monster, a treasure, or both. As a 
matter of fact, q uite a number of places will simply be 
empty, while others may hold a monster with no treasure, or. 
rarely, a treasure without a monster guarding it. In the latter 
instance. the unguarded treasure will likely be well· hidden 
(as Indeed any treasure can be) or concealed to make the 
room appear empty. Finally, in some Instances, a room may 
contain a monster (being in his lair) as well as a tr9Csure he 
is guarding, ellher wittingly (if It is his trove) or unwittingly Of 
his appearance there was only coinCidental}. In such a 
ca se, it will be necessary to defeat (either by killing or 
driving away) the monster or monsters betore any attempt to 
discover or garner the treasure is made . . 

Although monsters will inevitably make their presence 
known, treasures are usually not obvious. It is up to players to 
locate them by telling the DM how their characters will 
cond uct any attempfed search, and It is quite conceivable 
that they could totally miss seeing a treasure which is hidden 
or concealed. In fact, a ny good dungeon will have undis· 
covered treasures in areas that have been explored by the 
p layers, simply because il is Impossible to expect that they 
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will find every one of them. 

Once the DM has decided on where to p lace the various 
monsters and treasures, he keys both the maps and the 
descriptive copy within this booklet by using the letter and 
number codes for treasures and monsters, respectively. On 
the two game maps, he marks (preferably using a colored 
pencil for readibility and possible erasure) the letter (for 
treasure) in each room containing a treasure from the 
master list. He then places a number (for monsters) In each 
room which will contain a monster. and may also make a 
note on the map what type of monster Is there ("orcs" or 
"frogs" , for instance). Each monster or treasure listing should 
appear but once on the game mop when he is finished. He 
then refers to the descriptions of each room or chamber 
within the body copy of this booklet. and fills in the blanks 
following the proper sections corresponding to the marked 
map with the pertinent details and any side notes on: what 
monster is located there (if any), where it hides (if It does so -
not all will hide), what treasure is located within the room (if 
any), where It Is located, and how it is hidden or protected (If 
it is). Any remaining space should be reserved for further 
notes. especially listing of the effects caused by subsequent 
player adventuring - monsters scored away to new loca· 
tlons, creatures slain, treasures removed, equipment 
abandoned. etc. Of course. notes on the map can likewise 
be made as desired. 

Once the dungeon has been keyed, it is ready for explora
tion by the players. Good luck, and have fun! Follow these 
guidelines when setting up your own dungeon from scratch. 
and you should be successful. 

MONSTER LIST 

The monsters occupying the area to be explored are o n as· 
sortment of creatures, some of which are former inhabitants 
(arc and kobold sla ves), and some of whIch have moved 
into the dungeon by unknown means. 

The monsters (keeping in mind that the term refers to any en
counter, no matter what the creature type) can be en
countered in two ways : either in their "lair" (the particular 
room or chamber where they live. as keyed by the Dungeon 
Master). or as "wandering monsters". The laHer encounters 
are more Irregular, uncertain. and unpredictable as ad· 
ventu rers happen to meet the monsters on a random basis 
while exploring. 

The monster list below is keyed by number for easy reter· 
ence, and shows Ihe monslers which will be shown on the 
game map as being In their " lair". The wandering monster 
lists appear within the descriptive copy of the module and 
are given prior to the information on each of the two levels 
of the dungeon - one being for the upper level, and the 
other for the lower level. 

Monsters are shown on the list with pertinent details g iven 
(consult the descriptions within the D & D game booklet for 
further Information on each type), thus allowing them to be 
employed by the OM when encountered wlthoul additional 
dice ro lling (except for the initial roll to determine number 
appearing). Important: although there are 25 IIltlngs, the 
Dungeon Most.r should use only 16 to 20 ot them In the 
dungeon, placing some on each of the two levels In the 
rooms and chambers desired. The remainder are unused. 

The abbreviations below are used on the list which fol· 
lows -

(1-4. sic.) = possible number of the monster type appear
ing; roil appropriate die 



HP 

'AT 

D 

AC 

SA 

= number of hit points each monster can take 
(if less than the maximum number ore ap
pearing. roli randomly to see which specific 
strengths are represented in the encounter) 

= number of attacks/melee round the monster 
Is allowed 

= damage in hit pOints to victim if monster 
scores a hit 

= armor class of the monster; this number is fol
lowed by the bose number rSQuired by a 1st-
3rd level fighter to score a hit. thus: AC 7/12 

= any special a ttacks or abilities possessed by 
the monster 

Note: AU monster saving throws are taken at the same level 
as a 1 st-3rd level fighter. 

MONSTERS 

1. Orcs (1-4) - HP: 5, 4, 3, 2: "AT: 1; 0: 1-6; AC 7112; SA: 
None. 

2. Troglodytes (1·2) - HP, 7. 3, 'AT, 1, D, 1·6; AC 5114; SA, 
Emit odor when enraged. 

3. Kobolds (2·9) - HP, 4. 4. 3. 3. 3. 3. 2. 2. 1; 'AT, 1; D, 1-4; 
AC 7/12; SA: None. 

4. Ghouls (1-2) - HP: 6. 4; "AT: 1; D: 1-3; AC 6113; SA: Touch 
necessitates saving throw vs paralyzation. 

5. Giant Centipedes (1 -4) - HP: 2 each; .AT: 1; D: Nil: AC 
9/10; SA: Site does no damage but save vs poison must 
be made (+40n die). 

6. Carrion Crawler (1 ) - HP: 6; -AT: 8: D: Nil; AC 7/ 12; SA: 
Tentacles do no damage but necessitate save vs para
lyzation. 

7. Orcs (2·7) - HP: 5, 5, 4, 4, 3, 2,1; !IIAT: 1; D: 1·6; AC 7/12; 
SA: None. 

B. large Spiders (1·3)- HP, 4. 3. 3; 'AT, 1; D, 1; AC B/11; SA 
81te necessllates save vs polson (+ 2 on die). 

9. Troglodytes (1-2) - HP: 10,4; -AT: 1; D: 1-6; AC 5/14; SA: 
Emit odor when enraged. 

10. Giant nck (1) - HP: 13; #AT: 1; D: 1·4; AC 4/15; SA: Bite 
d rains 4 HP of blood per round after first and causes 
disease. 

11. Stirges (2·5)- HP, 4. 4, 3, 2. 2; 'AT, 1; D, 1·3; AC 7112; SA, 
8ite drains 1·4 HP of blood per round after first. Attacks at 
+20nalldierolls. 

12. Gnolls (1-4) - HP, 13. 7. 6. 3; 'AT, 1; D, 1-6; AC 5114; SA, 
None. 

13. Shriekers (1 -4) - HP: 14, 10, 10.8; !IIAT: 0; D: Nil; AC 7/12; 
SA: Ught within 30" or movement within 10' will Irlgger 
shriek for 1·3 melee rounds. with 50% chance to attract 
a wandering mons1ef_ 

14. Skeletons (1-6) - I-P: 4. A. 3. 3. 2. 1; !IIAT: 1; D: 1-6; AC 
8111; SA: None. 
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15. Hobgoblins (2-5) - HP: 9, 8, 6, 4, 3; -AT: 1; D: 1·8; AC 6/13; 
SA: None. 

16. Goblins (1-8) - HP: 7, 5, 4, 3, 3, 3, 2, 1; -AT: 1; D: 1-6; AC 
6H3; SA: None. 

17. Giant Rats (2·7)- HP, 4. 3. 3. 2. 2.1.1; 'AT, 1; D, 1·3; AC 
7/12; SA: Bite has 5% chance of causing disease (save 
vs pOison if disease occurs). 

18. Zombies (1-2) - HP: 10, 7; "AT: 1; D: 1·8; AC 8(11; SA: 
None. 

19. Kobolds (2·5) - HP, 4. 3. 3. 2. 1; 'AT, 1; D, 1·4; AC 7/ 12; 
SA: None. 

20. Bandits (1·4)- HP, 7. 5. 4. 2; 'AT; 1; D, 1·6; AC 6/13; SA, 
None. 

21 . Ochre Jelly (1)- HP; 16; 'AT; 1; D, 2·12; AC B/11; SA Will 
destroy WOOd, leather or cloth . Only affected by lire or 
cold. 

22. Gnomes (2·5)- HP, 7. 5. 4. 2. 1; 'AT, 1; D, 1·6; AC 5/14; 
SA: None (only 50% likely to fight unless provoked; other· 
wise will Ignore adventurers and offer only minimal aid) . 

23. Orcs (2·7) - HP, B. 6, 5, 4. 4. 2. 2; 'AT 1; D, 1·6; AC 7112; 
SA: None. 

24. Huge Spider (1) - HP: 7; "'AT: 1; D: 1-6; AC 6/13; SA: May 
leap up to 30 feet to attack prey, bite necessitates save 
vs poison (+ 1 on die). 

25. Goblins (1-6)- HP, 6. 5. 5. 4. 3. 2; 'AT 1; D; 1·6; AC 6/13; 
SA: None. 

TREASURE LIST 

Usted below are 34 different treasures, each letter-coded 
for easy reference. 

Considering their very nature, treasures, in most instances, 
should be concealed or hidden cleverly. The Dungeon 
Master should use his Imagination in devising ways to hide 
items from discovery. Some suggestions tor treasure location 
might be: inside an ordinary item in plain view, within a 
secret compartment in a container, disguised to appear as 
something else, under or behind a loose stone in the floor or 
wa ll, under a heap of trash or dung, or similarly hidden. Oc· 
caslonallya treasure may be easily noticed, but this should 
be the exception rather than the rule. 

In some Instances, valuable treasure will be protected by 
locks, traps, or protective magic. The more deadly protec
tions are reserved for more experienced adventurers, so any 
such devices will be uncommon in dungeons deSigned for 
beginning players, such as this one. The DM should feel free 
to create an occasional protection which may contuse or 
detay characters attempting to flnd a particular treasure, 
however. 

Remember that all coin values are based on a gold piece 
(g.p.) standard, with equivalent values being: 50 copper 
pieces (c.p.) :: 10 sliver pieces (s.p.) :: 2 electrum pieces 
(e.p.) = 1 gold piece (g.p.) = 1/5 platinum piece (p.p.). All 
coin weights and sizes are approximately equal. 

A) leather pouch with 10 e.p. 

B) 15g.p. 



C) 28g.p . 

0) Small wooce n box with 35 g .p. 

E) Dogger with jeweled handle (2 50 g ,p. gems, onyx) 

F) 2OOs.p. 

G) 810g.p.gems(agate) 

H) +1 mace 

I) Folse map (shows room and adjacent corridor In de-
1011; nothing else is accurate) 

J) +2 spear 

K) 120g.p. 

l) SIlver medallion on chain worth 500 S.p. 

M) 100 g.p. gem (pearl) 

N) 2450c.p. 

0) Onyx stotue worth 200 g.p. 

p) 820s.p. 

Q) 4100 g .p. gems (garnets) 

R) 620 g.p.ln lockec chest 

5) SCroll o f 2 Spells (CleriC): 2 cureltght wound. (or roll at 
random for determination) 

T) Folse moglo wand (finely detailed; rodlates magic but 
has no other magical properties) 

U) bag 01 devourlng 

V) 500 g.p. gem (peridot) 

W) +1 shield 

Xl Bronze statuette, Inlaid with sliver and copper, worth 
115g.p. 

Y) Silver mirror of exceptional quality. 90 g ,p. value 

Z) + 1 chalnmail 

AA) Gold nng (non-magical) worth 10g.p . 

B8) SCroll at 1 Spell (rv1aglc User): .... p (or roll at random 
fordetermination) 

CC) Sliver bracelet. worth 80 s,p. 

00) 840c.p., 290 s.p., 120 a .p., 25 g ,p . In locked chest 

EE) II1ng 01 pro'_ + 1 

FF) 4 small gold rods, each worth 30 g.p. 

00) Crystal goblet. worth 15 g ,p. (engraved with the word 
"Quasqueton" 

HH) Potion: invisibility (2 doses, each with a duration of 2 
hours) 

Speckll note: lYen though M tr.atuN' aN lilted ...... , 
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onty betw_n 11 to 21 01_ should aotua'ly be ptaoed 
In the dungeon by the Dungeon Master. The remalnct.r 
Ihould go unUMCI. When tr.aau.... are ohoNn and 
plaood, a good _, 01 "- lllould be .-
..... eet: .om. very valuable, .orne worth .... , moat In be
tween. The letter type treasures listed under the monster 
specifications in the Basic DaD booklet are Ignored In this 
module, as the abOve treasure list replaces them and 
monsters encountered will possess or guard the appropriate 
treasure assigned by the referee's listings. 

lHI CHUACllR um 
The character lists are designed for multi-purpose use. First 
of all , they can be used by players to select a player 
character if they choose to do so rather than roll up abilities 
of their own. And secondly, they can be used as non-player 
characters In the positions of henchmen or hirelings. In 
either case, certain dice rolls will be made to determine 
various particulars about each character. There are 
separate lists of 12 characters each for the four classes of 
fighting men, clerics, magic users, and thieves. The guide
lines below explain how to use the lists depending up:>n de
sired applications. 

Selecting A Player Character From The Charoot ... Usb 

If a player prefers to chOose a character from the lists rather 
than roil one up himself, he first determines the cla ss of 
character he wishes to play. He then examines the list of 
ch01acter names and races which appears on the bock 
side of the "Players' Background Sheer', and either chooses 
one he likes or rolls a 12-slded die to determine which one 
will be used. In any event, his choice is made without know
ing further details about the character's exact ability ratings, 
which will be given to him by the Dungeon Master once his 
decision Is made. The ability ratings are fixed, and may not 
be adjusted. 

Once a player has gotten his character in this manner, he 
records the ability ratings and selects his character's align
ment (lawful eVil, chaollc evil. neutral, chaotic good, or law
ful good - the latter three prevailing in this module setting). 
The player then determines wealth owned, purchases 
equipment. determines hit points, and chooses spells as 
normally. All characters will begin at first level of experi
ence. 

U.lng The Character U ... For Henchmen Or Hireling. 

Players about to embark on an adventure may wen wish to 
have additional assistance on the port of other fellow ex
plorers. and these other adVenturers are non-player charac
ters who win serve either for pay (as hirelings) or out of 
respect and loyalty (as henchmen). , 
Hirelings, although not always plentiful. are nonetheless 
easier to find than henchmen. They will serve for a fee, as 
well as a cut of any treasure gained - their exact price to 
be determined by the DM, who then Interacts with the 
players If any bargaining Is necessary, taking the part of the 
non-player character. 

Henchmen are usually characters who will be willing to 
serve a p:Jrticular character out of admiration or respect 
without special regard for compensation, although the term 
could also denote a character who simply wishes to Join an 
adventure without demanding payment other than a share 
of any treasure gained. The tormer type will be attracted d$
pending upon the player character's charisma, while the 
latter's decision would be independent; in any case, w.ith 
only 1st level characters, players cannot expect to attract 



henchmen until they have a ccomplished enough to gain a 
bit of a reputation a nd notice. Thus, any non-plo yer 
character gained for o n adventUfe will have only a 20% 
chance of being a henchman. (Of course, this fact is not 
crucial to the immediate adventure. but may bear upon 
future considerations .. ). Note thot no henchman will 
serve a character of lower level. 

The number of non·player characters a va ilable to a party of 
player characters is d etermined by consulting the table 
below, and by appropriate d ice rolls as noted. The number 
of henchmen/hirelings a va ilable d epends upon the number 
of player c harocters in the party - the more player 
characters participating , the fewer henchmen/h irelings 
avai lable. 

AVAILABILITY OF HENCHMEN/HIRELINGS 

Player Characters 
2 
3 
4 
5 
60r more 

Chance for HenchmenIHlrelings 
• Number Available 
100% chance of 1-4 

75% chance of 1-3 
50% chance of 1-2 
25% chance of 1 

None 

Once Q party of players has determined that one or more 
non-player characters will be wilting to join their adventur
ing group (dependent upon the financial arrangements 
being finalized), a 12-slded die Is rolled for each such hire
ling or henchmen to determine their character class based 
on the following tab le: 

CHARACTER CLASSES OF HENCHMEN/HIRELINGS 

1 Fighting man 
2 Fighting man 
3 Fighting man 
4 Cleric 

5 Cleric 
6 Thief 
7 Thief 
8 Magic User 

9 Magic User 
10 Any closs desired 
11 Any closs desired 
12 Any closs desi red 

Example: Three player characters - a magic user. fighting 
man, and thief - wish to bolster the strength of their ad
venturing bond by having others join the group. They have a 
75% chance of locating 1-3 interested non-player charac
ters who will listen to their offer and, if reasonable, likely be 
agreeable to jo ining the party for at least a single ad· 
venture. If they fail to locate any willing non-player 
characters, they will be forced to adventure without them, at 
least initially. 

Once a closs for each non-p layer character has been 
determined (this can be done prior to any terms being of
fered by the player characters), a 12-sided die should be 
rolled on the specific table corresponding to that type of 
character class to determine the individual character's 
name and race (although his abil ity ratings will not be 
known by the players until he actually joins their group). If the 
arrangement is finalized, the OM gives the p layers specifics 
on the non-player character's abilities, as well as other 
pertinent details (which are described following each 
character list depending upon the particular closs). The 
al ignment 01 any non-player character will generally be 
compatible with the rest of the group, although there is a 
slight (10%) chance that a non-player character will be 
chaotic evil whie professing otherwise. thus seeking to 
hoodwink the party and perhaps take advantage of them 
when the opporilrilyorises_ 

Non-player duuc:ters corry no wealth other than 1-6 
gold pieces for _cide .. "" expenses. In most cases, they will 
carry their 0'\Irm _ i!3Op:lI l ondIoc armor. However, player 
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characters may purchase additional equipment, arms. or 
a rmor for them to use while adventuring - e ither as a loon 
or an outright gift - or even give them their own. Attention 
must be paid to character class restrictions In this regard, 
however. 

Important: non-player characters may vary widely in person
a lity. The Dungeon Master plays their part too great degree, 
a lthough the p layers indicate what instructions or orders 
they are giving to the non-player characters during the 
course of the adventure. The OM can choose any per
sonality he wonts for a non-player character, or can de
termine the various aspects by rolli ng for the categories of 
attitude, disposition, courage, and loyalty on the following 
chart. Players are never Informed of the exact personalities 
of non-player characters; they will d iscover them through 
Interaction with the characters (as portrayed by the OM) and 
by observing them in the course of the adventure. 

NON·PLA YER CHARACTER PERSONALITY 

Attitude 
1 Helpful/cooperative 
2 Helpful/cooperative 
3 Helpful/cooperative 
4 Apathetic/lazy 
5 Unreliable 
6 Obstinate/argumentative/ 

domineering 

Disposition 
1 Greedy/selfish 
2 Normal 
3 Normal 
4 Normal 
5 Normal 
6 Unselfish 

Courage 
1 Reckless/daring 
2 Courageous 
3 Normal 
4 Normal 
5 Hesitant 
6 Cowardly 

Loyally 
1 Loyal 
2 Loyal 
3 Normal 
4 Normal 
5 Fickle 
6 Fickle 

Any hireling surviving an adventure. if well treated and 
amply rewarded, may decide to become a follower (or 
loyal henchman) of one of the player characters. This will 
depend upon numerous faclors: the non-player character's 
personality, the rewards or benefits obtained by the non· 
player character In previous adventuring. the treatment he 
received from the player characters, the competence of the 
player characters. and - of considerable importance -
the charisma of a particular player character. All these 
factors must be weighed by the Dungeon Master, as well as 
consideration 01 the fact that the player characters mayor 
may not have any accomplishments or reputation that 
would serve to attract others to their service. If he deems· it 
appropriate, he assigns a reasonable chance for a 
character to gain a particular follower, and rolls the dice. 
Keep in mind, however, that players may find it difficult to al
tract henchmen until they have increased their experience 
and fame. 



CLERICS 

1. Farned of the Great Church (Human) 
SIr 7, In t 10, Wis 14, Con 9, Dex 14, Cho 9 

2. Dohram, Servant of SalntCarmlchoal (Human) 
SIr 10, Int 12, Wis 14, Con 10, Dex 11, Cho 12 

3. The Mystical One (Human) 
SIr 12, Int 10, Wis 15, Con 15, Dex 8, Cha 14 

4. Mulgar the Merciful (Human) 
SIr 10, Int 10, Wis 18, Con 8, Dex 12, Cha 17 

5. Seaful the Unforgiving (Human) 
Str6, InIB, Wis 12, Con 12, Dex 11, Cha 10 

6. Philgo (Human) 
SIr 9, In t 10, Wis 13, Con 9, Dex 7, Cha 12 

7. T assit. Servant of Saint Cuthbert (Hu man) 
SIr 11, In19, Wis 12, Con 10, Dex 7, Cho 11 

8. Wilberd the Silent (Human) 
Sir 13, Int 8, Wis 17, Con 12, Dex9, Cho 10 

9. Kracky the Hooded One (Human) 
SIr 8, Int 14, Wis 16, Con 8, Dex 8, Cha 12 

10. Grompol of the Secret Church (Human) 
SIr 12. Int 11, Wis 12, Con 10, Dex 9, Cha 10 

11. Nupo, Servant of The Bringer (Human) 
Str 10, Int7, Wis 15, Con 17, Dex 10, Cha 8 

12. Eggo of the Holy Brotherhood (Human) 
Str7.lnt10. Wis 13,Con B. Dex9, Cha 11 

Non-p layer clerics will usually possess holy water as a matter 
of course, as well as a single non-edged weapon. A 6-sided 
die con be rolled once for each category shown below to 
determine the arms and armor of any non-player cleric: 

1 Club 
2 Club 

Arms 

3 Quarter staff 
4 Hammer 
5 Flail 
6 Mace 

Armor 
1 None 
2 Leather armor 
3 Leather armor 
4 Leather and shield 
5 Chainmail 
6 Chainmai l and shield 

All non·player cierics are of fi rst level and use one 6·slded 
die to determine hit points, except for an independent 
henchman (one joining the adventure on his own rather 
than out of loyalty or for a fee o ther than a treasure shore). 
An independent henchman cleric will be of either first. 
second, or third leve l depending upon a roll on the table 
which follows: 

Leve' 
First (Acolyte) 

2 First (Acolyte) 
3 Second (Adept) 
4 Second (Adept) 
5 Third (Priest) 
6 Third (Priest) 

HltDlee 
1d6 
1d6 
2d6 
2d6 
3d6 
3d6 

Spell. Known 
None 
None 
Use table C, one roll 
Use table C, one roll 
Use table C, two rolls 
Use table C, two rolls 

Table C below is used to determine randomly which spell or 
spells any non-player cleriC knows. First level clerics have no 
spell ability. Player character clerics do not utilize this table; 
they choose which spells they w ish to use according to the 
guidelines in the Basic D & D booklet. 
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TableC 
1 Cure UghfWounds 
2 Cure Ught Wounds 
3 Cure Ught Wounds 
4 DetectEvii 
5 Detect Magic 
6 Detee! Magic 
7 light 
B Ught 
9 Protection From Evil 

10 Purify Food and Water 
11 Remove Fear 
12 Resist Cold 

FIGHTING MEN 

1. Brandon (Human) 
Str 14,lnt8, Wls 11 , Can 13, Dex9. Cho 12 

2. Evro (Ettl 
Str 14, Int 13, Wls 7, Con 12, Dex 11 , Cho 9 

3. Glendor the Fourth (Human) 
Str 17, Int 10, Wls 9, Can 14, Dex 9, Cha 1-1 

4. Zeffon (Dwarf) 
Str 14, Int 11, Wis 8, Can 8, Dex 14, Cha 7 

5. Alho Rengate (Human) 
Str 12, Int10, Wls9, Can 11, Dex 12, Cha 12 

6. Krago of the Mountains (Dwarf) 
Str 1B/54, Int 9, Wis 15, Can 16, Dex 9, Cha 14 

7. Pendor (Halfling) 
Str 12.lnt9. Wis 8. Can 10, Dex 11, Cho9 

8. Mohag the Wonderer (Human) 
Str 13. Int 12, Wis 9, Can 10, Dex 6, Cho 10 

9. Norrln the Barbarian (Human) 
Sir 15, IntB, Wis 10, Con 14, Dex9, Cha9 

10. Letto (Halfling) 
Str 11, Int 10, Wis 11. Can 1B, Dex 8, Cha 10 

11 . Webberan of Ihe Great North (Human) 
Sir 16, Int 10, Wis 13, Con 10, Dex 7,Cha7 

12. Sho·R.mbo (EI~ 
Str 9. Int 11. Wis 9, Can 18, Dex 9, Cha 15 

To determine arms and armor for non-p layer fighting men, 
roll once on each of the tables below with a 12-sided d ie: 

Arm. 
1 Dogger a nd hand axe 
2 Dagger and sword 
3 Handaxe 
4 Mace 
5 Sword 
6 Sword 
7 Sword + 1 
8 Pate arm 
9 Pole arm 

10 Morning star 
11 Flail 
12 Short bow and 12 arrows 

Armor 
1 Shie ld only 
2 Leather armor 
3 Leather and shield 
4 Leather and shield 
5 Leather and shield 
6 Leather and shield + 1 
7 Chainmail 
8 Chainmail 
9 Choinmoil and shield 

10 Chalnmail and shield + 1 
11 Plate mall 
12 Plate mail and shield 

All non-player fighting men are of first level and use one 8-



sided d ie to c:iel:!: :j: e poilis. except for on independent 
henchman (OI'E tc*-IQ Ile adventure on his own rather 
tha n out of Ic:Jydty or Jor a fee other thon a treasure share). 
An Independenl he IChmon will be of either first. second. or 
third level depending upon a roll on the following ta ble : 

Level 
1 First (Vetera n) 
2 First (Vetera n) 
3 second (Wa rrior) 
4 Second (Warrior) 
5 Third (Swordsman) 
6 Third (Swordsman) 

Hit Dlc. ' 
ld8 
ld8 
2d8 
2d8 
3d8 
3d8 

• Halfllng and e lven fighting men use 6-slded hit d ice of 
the a ppropriate number. 

MAGIC USERS 

1. Presto (Elf) 
Str9, Int 17, Wls 11 . Can 14, Dex 11 , Cha 14 

2. Mezlo (Elf) 
Str 11.lnt 14. Wis 8. Con 9. Dex 12. Cha 13 

3. Nlckor (Human) 
Sir 11 .lnt 15. Wis 8, Con 12. Dex5. eho 13 

4. ,Shoboffum (Human) 
Str 7, Int 13, WIS 9. Con 13, Dex 11 , Cha 10 

5. Yor (Human) 
Str 11 .lnt 14, Wis 8. COn 12. Dex5. Cha 13 

6. RaltGolther(Human) 
Str 11 .lnt 18. Wts 7. Con 9. [)ex 14. Cha 10 

7. Fencig (Elf) 
Str B.lnt 17. We 10. ConS. Dex 11 . Cha 9 

8. Glom the Mig tv (fbnan) 
Str 12, Int 15, Wis is. Con 7. Dex 10, Cho 11 

9. Trebbelos, BoyMogO:Xm (Human) 
Str 9, Int 16, W'is 9, Con 7, 09x 12. Cha 13 

10. Beska Mlltor (I-lJrnon) 
Str 10, In 13, Wis 12. COO 15, Dex 8, Coo 14 

11 . lappoy the Unexpecled lBIl 
Str 11, In 14. WIS9. Con 10, Oex 7. Cha 9 

12. Surfal (Human) 
Str 12, Int 14. Wis 11 , Con8, Dex 12. Cha 5 
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Non·player magic users will wear no armor and generally 
will be armed with nothing other than a dogger. All 
non-player magic users are of first level a nd use one 4·slded 
d ie to determine hit points. except for an independent 
henchman (one joining the adventure on his own rather 
than out of loya lty o r for a fee other than a treasure sho re), 
An Independent henchman magic user will be of e ither first. 
second, or third level depending upon a roll on the tab le 
which follows: 

Level 
1 First(Medium) 
2 FJrst(Medlum) 
3 Second (Seer) 
4 Second (Seer) 
5 Third (Conjurer) 

6 Third (Conjurer) 

Hit Dice 
ld4 
1d4 
2d4 
2d4 
3d4 

3d4 

Spell. Known 
Use table A. one roll 
Use table A. one roll 
Use ta ble A. two rolls 
Use table A. two rolls 
Use table A. two rolls and 

table S, one roll 
Use table A. two rolls and 

table B, one roll 

Tables A and B below a re used to determine randomly 
which spell or spells any non·player magic user knows. All 
first level mag ic users make but a single roll on ta ble A. 
Player character magic users do not utilize this table; they 
check which spells they can know according to the guide
lines In the Basic 0 & 0 booklet. 

Table. 
1 Charm Person 
2 Charm Person 
3 DanCing Lights 
4 Detect Magic 
5 De tect Magic 
6 Enlargement 
7 Hold Portal 
8 Light 
9 Lig ht 

10 Magic Missile 
11 Magic Missile 
12 Protection From Evil 
13 Read Languages 
14 Read Mogic 
15 Shield 
16 Sleep 
17 Sleep 
18 Sleep 
19 Tenser's Floating Disc 
20 Ventriloquism 

Table B 
Audible Glamer 
Conlinua llight 
Darkness 
Detect Evil 
Detect Invisible 
ESP 
Invisibility 
Invisibility 
Knock 
Levitate 
Locate Object 
Magic Mouth 
Mirror Image 
Phantasmal Forces 
Pyrotechnics 
Ro y of Enfeeblement 
Roy of Enfeeblement 
Strength 
Web 
WizardLcck 



THIEVES 

1. Luven Ughtfinger (Holfllng) 
Sir 13. lnt 14. WI, 9. Con 12. Dex 16. Cha 13 

2. Treddo (Halfllng) 
Str 10, Int9. Wis 7. Con 11. Dex 17,Cho 14 

3. Bozomus (Human) 
5tr 5. lnI9, Wis 12. Con 6, Dex 13. Cho 12 

4. Estra Zo (Elf) 
Str 12, Int 12. Wis 11, Con 7. Dex 16, Cho 12 

5. l aggamundo (Human) 
str 11, Int 10, Wis 9, Con 13. Dex 13. Cho 6 

6. Feggener the Quick (Humon) 
Sfr 10, Int9, Wis 7. Con 11. Dex 17. Cha 14 

7. Mezran (Dwarf) 
Str 5, In19, Wis 12. Con 6, Dex 13, Cho 12 

8. Drebb (Human) 
5tr7, Int 12. Wis 10. Con 11 . Dex 12,Cho 11 

9. Postue (Elf) 
Str 10. Int 8. WI, 7. Con 10. Dex 18. Cha 12 

10. Harg of the City Afar (Humon) 
Str9. lnt 13, Wis 10. Con 6, Dex 15, Cha 8 

11. Afton BOH (Human) 
Str 11, lnt 11 , Wis 8, Con 10, Dex 13, Cha 9 

12. Sparragha (Dwarf) 
Str 10, Int 7. Wis 11 , Con 14, Dex 12. Cha 18 

' .... 
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To determine the arms and armor of any non-ployer thieves, 
roll a 6-slded die once on each of the following tables: 

Arm. 
1 None 
2 None 
3 Dagger 
4 Dagger 
5 Dogger 
6 Dogger +1 

Armor 
1 Nona 
2 None 
3 leather armor 
4 leather armor 
5 leather a rmor 
6 Leather armor + 1 

All non-player thieves are of first level and use one 4·s1ded 
die to delermine hit points. except for on Independent 
henchman (one jOining the adventure on his own rather 
than out of loyalty or for a fee other than a treasure share). 
An Independent henchman will be, 01 either first, second or 
third level depending upon a roll on the following table: 

Level 
1 First (Apprentice) 
2 First (Apprentice) 
3 Second (footpad) 
4 Second (footpad) 
5 Third (RObber) 
6 Th ird (Robber) 

Hit Dloe 
Id4 
Id4 
2d4 
2d4 
3d4 
3d4 

T11Ie'Abtttly Calegory 
A 
A 
B 
B 
C 
C 

-"';>-'-.. 

'-



PLAYERS' BACKGROUND SHEET 

Here is the sta ndard background seHing for a ll p layers to 
read p rior to their fi rst adventure : 

Rogahn the Fearless and Zarligar the Unknown are 
legendary names. Even you, a young fledgling In a town for 
from the great cities of your world, know of their reputation -
even though their 'ole begins long before you were born. 
The elders and the sages speak bOth names with respect, 
even awe, in a d istant admJratlon for the memories of the 
two legendary figures 

You ho ve heard (Xlrls of the story bet0/'9, but never enough 
to know all of it, or even what is true and what is only legend 
Of specula tion. But It is a great and fascinating beginning in 
your own quest to learn more. 

Rooahn the Fearless earned his nome a s a great warrior. 
and his rep utation spread for a nd wide ocross the land. 
Zeiligor the Unknown, equally renowned, earned his 
respected status and power as a foremost p ractitioner of the 
mystical arts of magic and sorcery. 

,. , . ::' ," 

• 
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No one knows what occurrence o r coincidence brought 
these two men together, b ut tales tell of the ir meeting and 
torming a strong bond of friendsh ip, a union fhat would last 
for the ages. As this occurred, legend has It, the two men 
virtually disappeared from the view of c ivilization. Stories oc
casionally surfaced about a rumored hideawa y being buill 
deep in the wilderness, for from the nearest settlement, 
away from traveled routes, and high upon a craggy hill -
but no one seemed to know any more than that. or where 
this supposed hideaway really was located, if indeed it was. 
No one knows for sure, but some soy their motive was to 
pursue the common gools of personal g reed and some kind 
of va gue (or c haotiC) evil. In any case, they jointly led a 
hermit li fe with but a few occasional forays Into the outside 
world to odd to their own reputations. 

Many years passed, until one day a great barbarian in· 
va sion come from the lands to the north, threatening to 
engu lf the entire land with the savage excesses of the un
cheCked allen horde. Just when things seemed the darkest, 
Rogahn the Fearless and Zelligar the Unknown made their 
unexpected yet most welcome reappearance . JOining their 
powerful forces, they and their band of loyal henchmen mel 
the barbarian army in a great battle at a narrow pass in the 
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hills, and deCisively turned back the invasion. Rogahn slew 
a horde of barbarians sing le-handedly and Zelllgor's 
powerful magic put their army to flight. It was a great Victory, 
and a grateful populace rewa rded the pair and their 
consorts with considerable treasu re . After that. the two 
heroes returned to their mystical hideaway, and rumor has It 
that the spoils of victory were spent to further its construction, 
although some of It may yet be hidden somewhere. 

The most exciting portions of the legend are the most recent. 
Some years ago, perhaps in the decode before you were 
born, Regahn and Zelligar apparently decided upon a joint 
foray into the lands of the ha ted barbarians. Taking most of 
their henchmen and associates a long with them In a great 
armed band, the two personages, it seems. disappeared 
into the forbidding a llen lands to the north on a great ad
venture which some soy may have been asked by the very 
gods themselves. 

Word just reaching c iviliza tion tells of some great battle In 
the barbarian lands where the legendary Rogohn and 
Zelligar have met their demise. This rumored c lash must 
have occurred some years ago, and there are few details -
and no substantiation of the story. The only thing certa in is 
that. if a ll this is true, Rogahn and Zelligar have been gone 
for too long . . If only one had the knowledge and whe re
withal to find their hideaway, he would have great things to 
explorel 

Now, just recently, came the most promising bit of informa
tion - a c rude map purporting to show the way to the hide
away of the two men, a p lace apparently called "Q" . You or 
one of your acquaintances has this mop, and if II is ac
c urate, it could perhaps lead you to the mystical place that 
was their home and sanctuary. Who knows what riches of 
wealth and magic might be there for the takingm Yes, the 
risk is great. b ut the challenge cannot be ignored. Gather
ing a few of your fellows, you share the secret and embark 
on an adventure In search of the unknown . . . 

Note: Individ ual players may know of additional Information 
In the form of rumors o r leg ends as given to them by the 
Dungeon Mosler. 



'LAYERS' UST OF POTENTIAL CHARACTERS 

Listed here ore 12 characters of each of the tour character 
classes, showing na me and race . The Dungeon Master has 
a more complete listing of each character's ability scores 
and other Information. 

Clerics 
1. Famed of the Great 

Church (Human) 
2. Dohram, Servant of Saint 

Carmichael (Human) 
3. The Mystical One 

(Human) 
4. Mulgar the Merciful 

(Human) 
5. Seeful the Unforgiving 

(Human) 
6. Philgo (Human) 
7. Tassif. Servant of Saint 

Cuthbert (Human) 
8. Witberd the Silent 

(Human) 
9. Kracky the Hooded One 

(Human) 
10. Grampal of the Secret 

Church (Human) 
11. Nupo, Servant of The 

Bringer (Human) 
12. Eggo of the Holy Brother· 

hood (Human) 

Magic Users 
1. Presto (Elf) 
2. Mezlo (Elf) 
3, Nlckar (Human) 
4, Shobaffum (Human) 
5. Yor (Human) 
6. Ralt Gaither (Human) 
7. Fencig (Eln 
8. Glom the Mighty (Human) 
9. Trebbelos, Boy Magician 

(Human) 
10. Beska Mlltar (Human) 
11. l appoy the Unexpected 

(E I~ 
12. Surfal (Human) 

Fighting Men 

1. Brandon (Human) 
2. Evro (Elf) 
3. Glendor the Fourth 

(Human) 
4. Zeffon (Dwarf) 
5. Alho Renga.s (Human) 
6. Krago of the Mountains 

[Dwarf) 
7. Pandor (HaUling) 
8. Mohog the Wanderer 

(Human) 
9. Norrln the Barbarian 

(Human) 
10. LeNa (Holfling) 
11. Wabberan of the Great 

North (Human) 
12. She-Rambo (EI~ 

Thieve. 
1. luven lighHinger 

(Holfllng) 
2. Treddo (Hartling) 
3. Bozomus (Human) 
4. Estra Zo (EI~ 
5. laggamundo (Human) 
6. Feggener the Quick 

(Human) 
7. Mezron (Dwarf) 
8. Drebb (Human) 
9. Postua (EI~ 

10. HargoftheCityAfar 
(Human) 

11. Afton Barr (Human) 
12. Sporragha (Dwarf) 

Your Dungeon Master has a complete list of guidelines tor 
the use of these lists; they appear for your reference only. 

TIPS FOR 'LAYERS 

Beginning p layers would do well to profit from some basic 
advice before beginning their D & D careers, and with that 
in mind, the following points are offered for consideration: 

1) Be an organized player. Keep accurate reco rds on your 
character (experience. abilities. items possessed. etc.) for 
your own purposes and to aid the Dungeon Master. 

2) Always keep in mind that the Dungeon Master is the 
moderator of the game, and as such. deserves the con· 
tinued cooperation. conslderatfon and respect of all the 
players. If you disagree with him. present your viewpoint with 
deference to his posltlon as game judge. but be prepared 
to accept his decision as fina l - after all. keep in mind that 
you may not know all aspects of the overall game situation. 
and that in any case, not everything will always go your wayl 
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3) Cooperate with your fellow players and work together 
when adventuring. Remember that on any foray into the 
dungeon or wilderness. a mix of character classes will be 
beneficial. since the spacial abilities of the various 
characters will complement each other and add to the 
overall effectiveness of the party. 

4) Be neither too hasty or too sluggish when adventuring. If 
you are too fast in your exploration, you may recklessly en· 
danger yourself and your fellow adventurers and fall prone 
to every trick and trap you encounter. If you ore too slow. 
you will waste valuable time and may be waylaid by more 
than your shore of wondering monsters without accomplish· 
ing anything. As you gain playing experience you will learn 
the proper pace. but rely on your DM for guidance. 

5) Avoid arguing. While disagreements about a course of 
action will certainly arise from time to time, players should 
quickly discuss their options and reach a concensus in order 
to proceed. Bickering in the dungeon will only create noise 
which may well attract wondering monsters. Above all. 
remember that D & D Is just a game and a little consldera· 
tion will go for toward avoiding any hard feelings .. . 

6) Be on your guard. Don't be overly cautious, but be ad· 
vised that some non·ployer characters may try to hoodwink 
you, players may doublecross you. and while adventuring, 
tricks and traps await the unwary. Of course. you won't 
a void every such pitfall (dealing with the uncertainties Is 
part of the fun and challenge of the game), but don't be sur
prised if everything is not a lways as It seems. 

7) Treat any hirelings or henchmen fairly. If you reward them 
generously and do not expose them to great risks of life and 
limb that your own character would not face. then you can 
expect a continuing loyalty (although there may be ex· 
ceptlons, of course). 

8) Know your limits. Your party may not be a match for every 
monster you encounter. and occasionally It pays to know 
when and how to run away from danger. likewise. a 
dungeon adventure may have to be cut short If your party 
suffers great adversity andlor depleted strength. Many times 
it will take more than one adventure to accomplish certain 
goals. and it will thus be necessary to come bock out of a 
dungeon to heal wounds. restore magical abilities and 
spells. and reinforce a party's strength. 

9} Use your head. Many of the characters goals in the 
game can be accomplished through the strength of arms or 
magic . Others. however. demand common sense and 
shrewd judgment as well as logica l deduction. The most 
successful players are those who can effectively use both 
aspects of the game to advantage. 

10) D & D is a rote playing game, and the fun of the game 
comes In playing your characters role. Toke on your 
character's persona and immerse yourself In the game set· 
l ing, enjoying the fantasy element and the interaction with 
your fellow players and the Dungeon Moster. 

Enjoy yourself. and gOOd luckl 





This Hem Is only one of the many popular aids for DUNGEONS &. OOAGONS* produced by TSR Hobbles, Inc, 
Other D &. D accessory items currently available include: 

Dungeon Geomorphs, Set One (Basic Dungeon) 

Dungeon Geomorphs, Set Two (Coves &. Caverns) 

Dungeon Geomorphs, Set Three (lower Dungeon) 

Outdoor Geomorphs, Set One ('Walled City) 

Monster & Treasure Assortment, Set One (levels One to Three) 

Monster &. Treosure AssOftment, Sel Two (Levels Four to SiK) 

Monste~ &. Treasure Assortment, Set Three (levels Seven to Nine) 

D & D Character Record Sheets Pad 

Dungeon Module B1 (In Search of the Unknown) 

The entire selection of this series of Dungeon Modules for ADVANCED DUNGEONS &. DRAGONS- Is comprised of the following 
items: 

Dungeon MOdule G1 (Steading of the Hili Giant Chief) 

Dungeon Module G2 (Glacial Rift o f the FrostGiont Jarl) 

Dungeon Module G3 (Hall of the Fire Giant King) 
Dungeon Module D1 (Descent Into the Depths of the Earth) 

Dungeon Module 02 (Shrine of the Kuo·Toa) 

Dungeon MOdule 03 (Vault of the DrOw) 

Dungeon Module S1 (Tomb of HOrrOrs) 

Other releases of odditional items relating to D&'O are planned for the future. 

lSI< Hobbies publishes a complete line of fantasy, science fiction, and historical games and rules . A complete catalog on 
the enllre selection of TSR items is available for 52.00 from TSI< Hobbles, POB 756. Lake Genevo, WI 53147. 







TSR HOBBIES, INC. 
lAKE GENEVA, WI 53147 



ROLE PLAYING GAMES 
w. "' __ ,101.. :"""" ,ho I''''ac hobI.,'! I. the 
.... 1'io1l .... p_ I, 10 _ I • .,. _lIodIridooal '" "'" 
"p_ rof ........... , ...... ,. • 01 the ...... k'f· ... 
ot'OoO" _ .... , MM .. WoIt .... _ 1It!. 

oIoe_ M 
..... , " .. " ...... "'pl •• .ru .... 

--'tIL _ 01_ p_ Oft DUNGEONS 
• DRAGONSt', ",DV ANCED DUNGEONS 
• DRAGONS"', BOOT HILL, .... 
TOPSECRfrr"O •• , 

BOARDGAMES 
Soo.dl._ 
...... . 1 .... 1Io1d •.. f.olO hl<.otI ... 1 ." f.nlOrI) 

"" .... , '0 f .... 'l) po ..... s...... 01 T5R', __ 
_lit . ......... flG IlTINTHE 5KIF.S, 
4,h DIMENSION, IJlVINE RIG HT,.nd ...... J "' ... 
_ IndIotIl ... tho 0..-101 KNIGHTS OF CAM [LOT. 

FANTASY & 
SCIENCE FICTION GAMES 

TSII I ..... 01 , .... _ .... , ,.bll< ..... oI'nto.) 
• ... .n._~P""'" Whll< .... ~) 01' ... .... 

pbr)lac p •• aUI., • • 1010 «I'<aOf}. w .. ~a 

.... .. _. 1.1 I 1.~GA.'OIAWOIILD, 

f)lr."GEO:s~ ... tI DlVL"'£ RIGHT, 

, , 

.1-' ." _liM .1 .... 

RULES FOR 
MINIATURE 
WARGAMES 

T'SII,""'" 
........ U ........ p«>d ..... or"'"n".tu ... 

• o"".oot ............. "",o'Mn ' hlo " f ,tt 01 
......... , ... hrobb,. '" «HllpI<t.IIo, Is found I.t.., 

b.' , ..... Utl ........... p ... hi""" I .... . ... 1< .. , 
lime< ICLASSIC W "'IIPA RE) 'hrouflh 'ho Mlddl< 

Areo ICIIA I!'IMAII.l. ' ho II .... ~ !I .... " W., IV !oLLEY 
FO IIGFJ •• nd me..,._: 



B 
fi 
fi 
T 

H 
I 
L 
L 

l DB!60IS' 
BASIC DUNGEONS & DRAGONS 

The BASIC SlT 01 DUNG EONS .. DRAGONS p.o, ..... « • .,.,hln;,,,,, .- ' oola" .... jl. , ,he p m< of 

, , 
...... d .. nd .o~.,. ..... pI.)i",. '"' 

ORIGINAL DUNGEONS & DRAGONS , 01 f. n, .. , . ... 1'1.)1..,. It i>. " .. I) 
.. Ito _ f. "", , .. h.n'"'' ., 

_ ....... 
~.-------.---.-

GAMMA WORLD Iotcle""" 
fonlal, ..... plo,lnlOI IIl fl .... l lOd 
on. n , ld dt;o .... ...t b, , o,notlon. 

plo,ffJ "' ... , <Onlend .. I'h ... I,d 1II.lon' .... ,g ... , be .... k ,_1>, ...., .. ,.ocle,lerr. 
BOOT lIlLL 10. ",I. 1'10,.1"1.0""'" In ' ''' 

SUPPLEMENTS 
GREYHAWK IOOJ 

BLACKMOOR _ 
.nd ..... h. 

~~ .. _.I\, ..... n-

~nd&t)' Wild W .. , 

In '''' I" ... po., .r 
,"" 19,h C • • ",.,.. 
The 1'10,'" ,.ke ,he 
1' .... of . 11 "' .... f 
1<&0 ..... 1")' <hOI"'" 
.... _ .... '1.-., I, .. · 
mrn. bank .... Indl· .m. or .. h .. .,-.. _ 

.nd ,bin" do." '''1 
~uirt fo. "I")' lon~! 
AI",.,., n • .,.· .... 
.... n •• "" .nd I . 
.rad, for .<1lon. lie 
"'.,.,0' ,OU rno, be 

ELDRITCH 
WIZARDRY _ 

no' .. ..d< •• 
.... nd. Ad-

'.D .............. ' 
I. rodl.,lon 

- '''" .. , 
nil""! ti'lol. 

or I .... II· ---"". p'op-
Io'ion . nd 
onl",olilf • 
"'I • ...t bJ 
m,,"tlon. 

'be .... ' ... kI<n' 01 BOOT lllL L! - GAM MA WORW 111<'1 ...... oU ,he 
JJ.1es n"d.d 10 .. , up. "" .. pol .. 

" .... Id", a ~ POI' .ome boot· 
let, a larp .. ",p.u.n 10m •• 

1II0j>, a nd , fuJi .. I of pol,. 
hod .. dko, , II In • 

full ....... bo.<. 

A, ,-•• , •• rol. pl.,lnllo"" 0111>< mod ... . ro hu ."I<<<I! Srt In '''' .,,"lI n, ... orld 
.f .. pion.,. ond 1."1 .... TOP Sf:CR f T'" 1'10_ pIOJ'" In 'be ...... ol lndi,ldnl 

".nll ••• <h ... kln, '0 fun"" ,I>< olm. of '1><1r " .... DI .. ""'"" .. hilt ""drrlokinl.1I tori, 
or d.n& ... ~. ml .. I ...... 1M tl.J<..~ ......... ,,1>1 •• bu' '''' ~ .... d. <0" be B ..... ' for ,100 .. few 

.. ho iW"'" ."" rm: ''''1")" <1>UroK', .kIU, . nd . ""'u .... f"I_. c.,~ .. mjW<"" ~.I·lil ... IIinp '" '''' 
o.U.ndi.h ' 1" 1'1.10 01 m ..... ond ,,1 .. I.kHo can p....-Idr pl ... ".f '<'ion and .. <it.m.nl for ..... J 
", ... Ion. The ..... < ...... ~I'h 64 P'a< ,~ltbnok. I .. '.od ........ , """,.It . nd mop 10Idrr •• tHI~,.f 

pr~nm. dko •• 11 In. full <010, 100 •. H ... '. a p ... jW<' to "".~n, .... nd in', ;';", for J o. mo .. pl., . ... 
_ 12 ' 0 odult • • nd ,I>< <odr .... rd I •... 

'1'01' Sllnml',. -

-

G 
A 
M 
M 
A 

w 
o 
R 
l 
%) 



DUNGEON MASTERS GUIDE PLAYERS 

,.". DUNGEON MASTERS GUIDE •• honlbound TIlt PI.4. YEllS HANIJIIOOK •• 100 ......... .... 
_ .10."" I', I .... O'_M .. ~ 
110 131 ,.... .. tal" .... ",,10, ilia' .. ..,_ 
"ho ...... ,. will be ."",.td '" see,.. ... 
1II~<h Inl_ollooo 10 ........ I.hln II • .,. ...... 

Tho DUNGEON MA~1'ERS GUmE 10. «HOI' 

,1Iod , ... _ ofW_od_ pl'lnoarilJ ...... Ioy 
... OVA.~CED DUNGEONS'" DRAGOSS"" 
"'_ ..r ...... )net ... ,,,,, .... bo ••• Moo lwl.h 
........ <Iaaft r.n&l~1 I""" 10 t. _101, ...... 
.... llota ..... _n' ... ( .. lth _h _. .... ' .... , .. 10 •• pOInt T.II ... d.~.d~ 
_ ........... Oabko ud .... . 
mpU_ .. _m d._."" .. II· 

-. II •• '.\<'pol p ... 01 rho ADV ... NCEO 
OUNGEOl'iS '" DR ... GON~"" .. r\eo. Eftry 

plo, ... ho won!> ,,, ho on •• ""., .t ADIII) "III 
_ oblo _ ... 11 •• plal .... 11 .. po<U of pl.,. 

bod_I ... ...-Io ,101_ ... .a.. ...... '-' 
...... _ .blllt;e,. ..... n-, ..... 1, .... ' ..... _' ..... _.00. Abo_,ol_ Tho MONST ER M ANUAL, 

.... ' 10 . ..... n ,""lnlo,,,,.lIon 
.. plol";o.tlw-.IM'''''''' , ... <la.-

.......... ."IlI ••• _, Nob 
_ ... _,hT_ •• _ . ......... _.rI"" •. _ .Iao., Ill' dlft, ..... o. _ ,_IlL C ........ Pruldo, 

IU .. I ..... t..,.nd M~U .... ). ,t.. ... &1< ... 1.' .... , . 1<. Aiu> .... " . 1 ..... In 
k .<I of ,II< .... '1. ,"" ""II .. , II ... , ,hlo _ ... , ....... .. " ......... oJl .... t~ • ..... ""e<~ mellIH 01 .... 11 ... . ...., 1"' ....... 1100 ._110_ .... ;ot:fu,d • 

_""" .. ,. ' ..... " .. ' t! .. .... , + lac 'hT __ DO oliOFPCi, el«u .... ";1· 
.. .......... , ... psiooolt ... . I·", ,old ...... plo'I ..... <01 ....... ~·.I.,. 

f . .. , ., •• ph lor ........... , p ......... ,h<I . .. I .. ln ,oId •• nod mop. 
zk.- ...... It: ,. ..... q ....... ..... ., ........ ......... 11' ... . .. • .... -cit .... ,ho p< ..... ta .. -- ... -... -....... ...... 
.. ., ol ..... It. ... lode" 
..... ",,,,,b _. TII .. _k 

, .. ' ..... . ' .. 11 .............. 
ud_.,UII .. tro_ 
, ...... _ .... I'h .... 
I.U ,.. d .... ln,., 
..... 11. ., 

oIU .. _pIa_oI 
•• 10_ , .. tho .. 11111· 

•• m •• ..,DV"NCED 
DUNGEONS. 

DRA GONS .... -
..... ZI<O .... -" .. to< 1 •• .., THE 

ROGUES 
GALLERY 

JI ... ,_ .... 1'1 • ., _ .... 

... III .. " .. ' ... . nd ...... ' 
bo •• ph,okal _rlp'lofto. 

The MONST£R MANUAL h.nd ..... oIp~.oIltd 

...... 1.uol ...... l50 ...... <100 ........ 01.11 
_ ............. 1_ _, ... AO"O. ,"" 

_ ,1000 Hili ...... . - DUNGEON & 
OUTDOOR GEOMORPHS 

(;EO."ORPHS ....... 1 ........ be .. '.p ...... IuI ..... 
.. ,_ •• aoioI) ol._ It: "'I ...... for .... ·lIh 

0rlJI ... 1 DUNGEONS" DRAGONS'. 
BASIC DUNG EON IU"",.It.,Io) -

SPECIAL. "S" SERIES 
CAVES" CA VEIINS _ 

LOWEll Olll'lGEOl"S (C .... hd -
WALLt:DCrn' _ TOM8 Of IIORII0II.5. Modult 51 oozz 

WH ITE PLUM E MOUNTAIN. Modult Sl "'" 
[XPEDITIONTOTIIE 8AIIIII£1I PEAKS, Mod.1t 53 IOU 

TEMPLE "T" SER IES 
VI LLAGP,O t· IIOMMLt:r.~Iod .. "TI _ 

BEGINNER'S "8" SERIES 
IN SEAIICH Ot· TH£UNKNOWN. Mod.1t 81 ... 
t' .. ..... I,h lIa.k DU~GEONSIt ORAGONS' . 



HANDBOOK MONSTER MANUAL 

Th< IYIO:<iSTER MANUAL • 
• hardbound book. I • • mu" 1o. 
.... " ADVANCED IJ U:-;CEONS 
" DRAGONST_~ .n'hu.'''~ 11 ",,.U. 
..... , ".,1>0.1 • .,. AD& D mon,", .11'''''' 
bell<olly, IMm ""riol 5< ..... I. Zombi<. [, _I<. RI, .. . 11 ,holol •• mollon ploy ... 
..... nil.."..," ~I ....... .....d ,. k",,~· ! 

THE WORLD 
OF GREYHAWK 

T HE WORLI) OF GREY HA WK 

(,be ."alnol fon ... , ""'''I lor 
IDUNG~o."IS " tlRAGONS) ,ro.kIe> • ""m. 

plt1< ""'polin mlllo,l 'n "hlch ' . b ... <II .. ..,. 
,..., pl.~ d.nl ............ 50 .... " .... ",Ides. ~ho" ,onll< 

of ,....!y·m.do ki>, .. I<., ond _" phk1,1 Inf."".,,,,,, r ...... b) 
On, Ounfl<Oll M .. ,.. who mOJ .. kh I. pl."" bl. _" '_'jon." llhi •• 

l0'i0' ··.·.,Id" .. <dl\ll. Du ........ M ... tti1! ,,·m .... llnd , ... " GI_" <>f 
p.,..'UIO., R"n ..... d GI)ph." ,-'" ... ,,,1. Til t: WORLDOfGR£YHAWK 

I. ,.lIob .. f • • uK,,-llhADVANCED DUNGEOSS" DRAGONS"' . .." 

DUNGEON MASTERS SCREEN 
II ... • ..... of, ... m .. ' _"t.r of .,1 4.0&0 1'1"'"1: .kb. Co",i>lInll "" , ... I ..... lamina .. " 
... rcb.O<\< p ...... (m ••• u.I", II" • J4" a nd II" • 11"1, ,he DUNGEON MASTERS SClU:1CN 
..,.,tal .... U ImpO"'''' <h",,, .nd .. W .. f., ••• y •• f., ....... b) 'he Du ...... " M ..... dU""1l pl. y. 00" 

MONSTER & TREASURE ASSORTMENTS 
LEVELS ON E.TUREE, So, 0 .. 00" 
LEVELS FOUR·SIX, So.T ... 00" 
LEV~:I.S SEV ~:N _ NINE. Sot Th"", .. " 

~'", "~ ,,- I.h OrlJl .. ol 
OUNGI::ONS'" Il RAGO:;S& 

E,-.. , niR moolul< i> a ",od,_t ... pI.} 001. 

""'u,' .. "lnJ _ 'hot I, '" <.Of, 'he Io<al ... .. 
pOp<I'o • .,( "I,h opp'op,lo" "'00 ..... , ', ... ure>. "loll .. and 

, . . .... AI,. h><ludtd .. ;'h mo.. moolul ... 11 "' ..... bad,fOUnd In· 
f",m.,I." •• nd b"_ "" .. <h pl."" 01 O<I .. ",U""I(. E.<h Indh-Idual 

moolule 10 deolJ ..... t. "ond olone, "hll ... , ... 1 .. ,1 .. a r< .. "",IoU, mod. to 
I .. ", • ro"...,~ P'''''''';o" 01 O<I'.n'u~. 

GIANT FOEMEN 
STF.A IJlNG O~' TIl E HILL GIANT (IIlH. MooIu" G I .... 
GLACIAL 111fT OF THE FROST GIANT JARl. MooIul< G1 .. " 
II,I.I.L O~' T ilE flflE GIANT KING. Moliul. G3 .. " 

=.=~----:::::::--.. - ... 

UNDERWORLD OF EVIL ELVES 
COM PETITION "C" SERIES 

A 
C 
C 
E 
S 
S 
o 
R 
I 
E 
S 

M 
o 
D 
U 
L 
E 
S 

DESCENT IN"roTIIHD EPTIiS OF T HE EARTII. Modul. 01 00" 
SllIUNE O~'TIIE KUO·TOA. MooIuJ.1ll _ TIlE 1Il1llJEN SlIlllNE o r T AMOAClIAN. Modult CI .." 

VAU LT OF TIlE DflOW. Moliul. OJ .. " 



DUNGEON: 10 tho la",P, p ........... .. <~ .... 1ft tI '" Ii ' . pl., .~ 01', .......... po",,"-" 
"II ..... ~ ... h ; ", ... In, .porlol ablll' ieo .. _II • ..,.10'. dl .. d ... ...... 11 ' •• dlff .... , .. .... 

"Of) U .... 11'. pI'Jed. 

DUNGEONI co ...... p ...... llh ....... pIo,r ... _"" 186 ......... " ,_~~."<I 
", .. Id', >poll ....... I: polo,.,. ........................... _ .... Vi 

R 
R 
l 
o 
C 
K 
S 

• 
WARLOCKS. 
WARRIO RSIo'''' 
MC<>IIod ........ 'n TSR'. 
"fAMOUS AUTHORS 
SER IE$M, II" uoc_· ....... «I • 

• 'I 

• 
• • • I 
I 
I 
• • 

Vi 
R 
R 
R 
1 
o 
R 
S 

......... 11<....,. ..... , ..... , .. ... 
I_l"~p"'"" 
.... 8' ..... ... ."' ...... ....1.., 
Go"''''' F. Fe •. 
Euh ",., .. ..". 
I ..... ,IN ..... 
of .... 01 ... .. 
• .. o.rrio< .... . 

"''''''lL' MI,_ .... · 
Oftdp"_ 
'h . .... h ... 11<1<' ..... I. , u,h' 
.IIh .... b portio .. . 
dr • ...,'. 1.10 .... . ... _"' .... , -

" 

<101._01,.. ....... ..., 
f ... TSII. Otll'Md.,.l. BrI",l. 
I.,,"" I' .... _h 
.u«Utl. 41) 10 _ .. , 

' ..... n''''' ......... 
"'" .. lOh ""' .. _ 
_ ........... .,,, 10. 

<1,...* pIa,... .... tooI _Idooo. _01 ",Io~ 
• M'htRn_w • .,~ 
r .. ", ... 11.,.... pI«< 

'" be h.wah,,,...., 
Ioo ... _.p'.l .......... .,. ... -

, .. -
_0IiI~' 

."',Im .. <MI,I 

THE AWFUL 
GREEN THING!i 

FROM 
OUTER !iPACE 

• III.' ff..d I 
.. ,wM 

"'''' 0 ,ull., .".pt<~ So .... hl, lor tho 
mu,""'" "'"0 _or hI< ,t1d •. .. ",a 

_1<1 In. ... , cIow •. •• I 
...... STRIKE! 

"'GA""! 

,~. 

","." , ... ...... 

-
.1 it. .r.,,"'! Thi ••• <llIn, 
, •• pl., .. ll •• 1<t! p .... I .. ,u ... 
• hilari ..... pont ...... , .... ,~"&> 

.. 1110 , LLok. of .11<. _ .... /TIM A"I.I G...,. ThI"". "II.., '. cit ..... ,10. ..... . 
0 ... pl., .. "'~ .. Ok pon of , ... G ...... Ttolnlll. , ... 00"', ' ....... M M'" ntho 
"...., _1.h n .. "';nl~Io"'n ...... of .po« f_. _OM! ~.·~n _ ,<>bo, (of 
<1>OoI .... !I. Thl •• peoI ........ ., ..,ltn«. I1NI~n mo," 10 "'''''.y. b~' 

....... 1~ .klll.nd I 
of &II . Tk 

, 
, 

REVENGE' -

" In ••• ., 71._100 .......... 1'" 
do ..... 01 ...... _100, •• _ .... 
""",01"" • .- •• 0'" p. 111M"" 

pi., ._. "''''' . " hPl T HE DIlIo.G· 
DN·. p.,.. _~ f •• M ............ 

,. ...... ",,,",,ol ... nd .,"'. pl.,lnl .Id. _hl<h ...... il.b .. onb '" ....... 
of ,1>0 ... ,.,,,,",. Tho .,., .. 1 ... 0"" f."._ 

'''P . .,...n',f ...... ,' •• ''·.n' ... 11<, .... .... 
...... h, _oI'he _ ...... ,,_ 

.m' ... I . ,he,...,1q "",,,.f.n. 

.-." •• nd moodo. ........ ~ 
TilE DIlIo.GOJllIo ... llob .. 

P.O. Iio . 110. 
...... Go ...... 

WI 53 H7. 

T 
h 
t 

o
r 
a 
g 
o 
n 



KN1Glt'1' S O~" CAM~LOT 1>. mul,l·plo, .. boo • • d,om. or ""'nd •• ) O. h.l" In , h. 11m .. ~r Kin ..... 'h .... PlOJ'" 'o ~' , ... 
• 010 of Indh"'u.1 ~.;,h ... O<l.,n' u. , ......... , ... ,. "" '" , . ...... ,lot ...... of .1 .... , 1"111 .. 1". 0"" ...... , .... 

Fk-dcll", klOl"", _k '" mol« ,hocMwh .. ~ .... ' h, of K .... M,h •• 100 _ , ,. N on ,lot ,III • ., "A.,Iou. K.,*h'~. 
, ..... , . ............ ,lot I."" . .... 1ft 10'" , ..... klllahd, ......... _ 1 ... _a. d., ,. 1>0- .Irl _ 

__ .h ,. MI .. ,hoc ...... t) lIeI, G .. II. Bu, 'hoc ...... '" , ... p ... ,It_ R""OId TabIo.nd I ... ....,. 
k _, ~lth dun"" " _ ''''uh ......... . 1 .. 1 ........ p ..... k .. .,.. I.dl<> •• OId d.na""u, ""' ....... Th. ~ul' 

" on ,'\iO,.bl< qu ... or f.n,"" .... 1", ' 0. ,~o ,,, .1. pl., .... OK<' 12 and up. 

KNIGIITS 0." CA~1 UOT 10><1 ...... ,U ..... "_" dlHoa' _6 ....... _.J 
_ aI .""" ''''IoLo., pia,!! ... w tfoo .... • nd dke. 

LANKHM AR 1>. "'_ "*-' .. N.h", 
,hoc .. ..-!dof' ... .............. _ FAFHIII) 

DIVINE IIIGIIT .. , ..... ",.III.pla, .. r.nlao} "'NO Til E G R'" 'Y MO USEII ... .... 1. """ b, 
boo.od"' .... ,hoi <ombl .... <ombal. dlpl .. 
ma<j",."" ..... plOJ' 
I .... II I .. , .. ,.p ....... 
"'_ ... ·hieh_h 
p/aJ ... ,"' ....... '. 
""lid and hold , ... 

••• 111 • ....,01 

, 
Kin,' ,"" .. h . ........ , 

, 
,. 

of _ of tho 1._ , 

'" 

..:5 

, 

, 

-

l1u,. A .... d·~I""I.' ode...., I1<lIon ,ullIo. F. II, 

, 
, 

1..<11>0-•• 0Id hlo ,--. 
~_f_o""_ 

<10 .. 11.,., f1 ....... 
•· .. 2"'~pla1.nn 

)UfO.""""",, •• 1I 
.Imu' .... I'" I • • , .. . 

• arl ... .. 
.i.,;~ ... , , .... 

,1<al .... 1< ~l'h .n .... 
"' ..... , ... m .r ba,· 

,.,. .. hit. &<lu.II,,.· 
11o<11""h", •• 1 w". 

_.T ... hoc ..... _ 

'hoi< '" I ••• 
_ .. n ........ ~1 

q_" ...... plko .. , .......... .. pl.,. ... 
«>mpolo In • < ...... · llko ",me of .kllilo 

.... "'p, ,. cap,.,., ,/wi. ",,_""' 
ri __ . s.,,,,, .. ". , r.u ..... 

... p . ad ~.~ .... p\OJI ... 
~. pi ... . a1< _It, 

.nddlt. -

, , 



ADVANCED DUNGEONS & D RAGONS'~ RECORD SHEETS 
u d FOU ) ER 
........ ,._ pnd_ .......... """ , .. , ........ 'J .... of ".co. kH1".' 10 AU" ANCED DUSCEOSS .. 
[lIlAGO/.S"' ............. ,.,.. , ....... , •• 1< .... of pIa)ff .... 0._ I'b ..... Iib. EKII I. " 'I LId 
, ............... ~111, · ;" _dl ..... .tk of •• .-",.. of ..... _ ...... -.1 . 11 .... U. ..... 1MIo oIrillN , .. 

R~I<> rOl M .... I<, . I ..... . .. , .. ..-..... .,.. 
f.n'.,) ...... M,. b .. ..r ... 
' ,20~, I" n~.", •• ;". _ T _ .h . .. p,od ........ , 

"'UV ""iCED DUNGEO:"lS" UIIAGONS CIlARACTt:R ItECORD SIIEETS 

SWO RDS & SPELLS 
..... , 01" ",In"'u" ,ul<> ba1.<d COl .Ile." , •• 10 
01". 0. 1, ,, ... pod.lI) rot , ......... ,,~ 
DU.sCEQ.ss .. DR.I.CO.sS · . _ 

... IJ V ANCEll II UNGEO :"lS .. URAGONS NON·PU. Y ER CII ... R ... cr£H. Rt:OO It O SIIU:rs 
AIW ..... ICt:D I)UNGWI~S" OIl ... GO:"lS Pt:RM ... NENTCIlARACTf.1I FOU JEII " 

",I)V[.~TURt: II[CO II O SII EETS 

--CLASSIC WARFARE ". 
f{.I .. rot .... 1< .. , .. . " ... 1>-.1 .... fla." , , ' 10 of 1'.10. """,.i"I", •• 
.. ,,"' ... hi..o ..... I ...... _ . •• " 

DON'T GIVE UP T HE SIIIP! 

CO RDITE AND ST EEL 
1'0.,·.1 ""nla' .... <lfr.. 'Of ,lot vn' .,. of , ... "'''lnhlp (1",,-1920) 
In ',).10(10. ... 1<. _ 

M ODERN ARMOR 
A ... , of", ... '0. mod.", , •• k h.Ii' .. I. 1{l8S 0' 1 17~ «.r.. .•• ,. 

810 ONE 
A ........ hi ....... U .............. ,. ..... rot ,._., ...-ba .... 
........................ U ......... ilh ... .., .............. ... , 

PANZER WARFAR E 
Mini. ,." ,.1 .. 10, W .... ld \\'., Il •• m ... nd 'nf •• ,,) tomb.,. 
In .. ndtd 'Ot mi< ........ .. ,."~ •• , • pl.,,,,," "' ...... Ii 

METAMO RPHOSIS 
11 .... '_ .. 
oJ. ...... • .. 

• 
, ,. ..., ....... 
VALLEY FO RG E 
w.ra ........ 1 .. (0). ,lot 11 .. -01 .. '1 ..... ) W •• b., .... ~ •• 
I,)Ofll ...... "~. _ 

TRACTICS 

M 
I 
N 
I 
A 
T 
U 
R 
E 

R 
U 
L 
E 
S 

If ,011 b .. ., .1\1_,'" ,lol, TIiR p ..... , ..... J .... will "' n' '0 _ I" 
,_ ., ..... fl .. p...d_. 

WHERE YOU WILL FIND THE TSR GAME LINE 
__ ''''p''''. k,bbj 10_'. '" _"oky .. ,~. _ .... _ 

.. _ ... ..,theTIiR_"_. Oa,_'" • .,. ...... 1,,,',. " -.... HI ... 
f ...... '" ....... ......, "'-' ..... ,, __ II p_ w,,', II 01 ......... _'._ 

M'''''~''' ..... f ... 11_. 01 
boli'" ,,"~ .. _. Inf ... ", . 
..... .. iiiif'<, ...... , ' ,OI!.. • ... , ••• n.., . ... d;..o.., ........... 11. If ,_. f •• ..J~ "'1<, "'- _ h ... tho TSR II .... 

"" pi<_._ M .. ,hIo _ .... ~ ...... k " 100 " III ,., ........ ,,10k .. ' ''' .101110 of_ 
100 ......... . TSII .. III I.ppl, "'10" .. ilk 'ho ...- of ,ho _ ... , dhtrib~' .. . 




	Dungeons & Dragons Basic Set Box
	Dungeons & Dragons Rule-Book
	Preface
	Foreword
	Table of Contents
	Introduction
	How To Use This Book
	Creating Characters
	Table of Bonus and Penalties Due To Ability
	Adjjusting Ability Scores
	Cost of Equipment & Weapons
	Additional Character Classes
	"Hopeless Characters"
	Numbers of Characters
	Non-Player Characters
	Character Alignment
	Alignment Table

	Languages
	Time and Movement in the Dungeon
	Movement Table

	Encumbrance
	Light
	Traps, Doors, Secret Doors, Surprises, Wandering Monsters
	Wandering Monster Table
	Hostile Reaction Table

	Experience Points and Experience Levels
	Fighting Men, Elves, Halflings and Dwarves
	Magic Users
	Clerics
	Thieves
	Dwarves, Halflings and Elves
	Explanation of Thief's Abilities

	Clerical Abilities
	Clerics vs Undead Table

	Use of the Word "Level"
	Magic Spells
	Saving Throws
	Monster Saving Throws

	Magic User Spells
	First Level Spells
	Second Level Spells
	Third Level Spells

	Clerical Spells
	First Level Clerical Spells
	Second Level Clerical Spells
	Evil Cleric Spells

	Combat Melee
	Die Roll for Character to Score a Hit
	Die Roll for Monster to Score a Hit

	Poisoned Weapons
	Fire
	Holy Water
	Missile Fire
	Missile Weapon Tables

	Cover
	Magic Weapons
	Combat Rounds, Time and Movement in Melee
	Who Gets the First Blow?
	The Parry
	Melee Resolution - Conquer, Withdraw, Surrender or Die!
	Examples
	Second Example
	Comment

	Monsters
	Monster List - Bandit to Zombie
	Bandit
	Basilisk
	Beserker
	Black Pudding
	Blink Dogs
	Bugbear
	Carrion Crawler
	Chimera
	Cockatrice
	Displacer Beast
	Djinni
	Doppleganger
	Dragon
	Dwarf
	Elf
	Gargoyle
	Gelatinous Cube
	Ghouls
	Giant
	Giant Tick
	Gnome
	Goblin
	Gray Ooze
	Green Slime
	Griffon
	Harpy
	Hell Hound
	Hippogriff
	Hobgoblin
	Horse
	Hydra
	Kobold
	Lizard Men
	Lycanthrope
	Manticore
	Medusa
	Minotaur
	Mummy
	Nixie
	Ochre Jelly
	Ogre
	Orc
	Owl Bear
	Pegasi
	Pixie
	Purple Worm
	Rust Monster
	Shadow
	Skeleton
	Spectre
	Stirge
	Troll
	Unicorn
	Vampire
	Wight
	Wraith
	Yellow Mold
	Zombie

	Treasure
	Base Treasure Values
	Treasure Table

	Explanation of Magical Items
	Note Regarding Magic Items

	Dungeon Mastering as a Fine Art
	Sample Cross-Section of Levels
	Sample Floor Plan Outline
	Sample Dungeon
	Illustration of SAmple Floor Plan

	Using the Dice

	Other Titles From TSR
	Back Cover / Other Items From TSR

	B1 In Search of the Unknown
	Inner Cover / Map: Upper Level
	Dungeon Module B1: In Search of the Unknown
	Introduction
	Notes for the Dungeon Master
	Preparation for the Use of the Module
	Time
	Computing Experience
	How To Be an Effective Dungeon Mater
	Using the Module with Advanced Dungeons & Dragons

	Background
	Legend Table
	Legend Table (d20)
	The Dungeon

	The Caverns of Quasqueton
	Encounter Areas
	Key to the Upper Level
	Wandering Monsters
	Encounter Areas
	I. Alcoves
	II. Kitchen
	III. Dining Room
	IV. Lounge
	V. Wizard's Chamber
	VI. Closet
	VII. Wizard's Annex
	VII. Wizard's Workroom
	IX. Wizard's Laboratory
	X. Storeroom
	XI. Supply Room
	XII. Library
	XIII. Implement Room
	XIV. Auxiliary Storeroom
	XV & XVI. Teleportation rooms
	XVII. Char Storage Cellar
	XVIII. Smithy
	XIX. Access Room
	XX. Dead End Room
	XXI.Meeting Room
	XXII. Garden Room
	XXIII. Storage Room
	XXIV. Mistress' Chamber
	XXV. Roghan's Chamber
	XXVI. Trophy Room
	XXVII. Throne Room
	XXVIII. Worship Area
	XXIX Captain's Chamber
	XXX. Access Room
	XXXI. Room of Pools
	XXXII. Advisor's Chamber
	XXXIII. Barracks
	XXXIV. Armory
	XXXV. Guest Chamber
	XXXVI. Utility Crew
	XXXVII. Recreation Room


	Key to the Lower Level
	Wandering Monsters
	Encounter Areas
	XXXXVIII. Access Room
	XXXIX. Museum
	XL-LVI. Vavern of Quasqueton
	XL. Secret Cavern
	XLI. Cavern
	XLII. Webbed Cave
	XLIII. Cavern
	XLIV. Cavern
	XLV. Cavern of the Mystical Stone
	XLVI. Sunken Cavern
	XLVII. Cavern
	XLVIII. Arena Cavern
	XLIX. Phospherescent Cave
	L. Water Pit
	LI. Side Cavern
	LII. Raised Cavern
	LIII. Grand Cavern of the Bats
	LIV. Treasure Cave
	LV. Exit Cave
	LVI. Cavern of the STatue



	Keying the Dungeon

	Monster List
	Monsters

	Treasure List
	The Character Lists
	Selecting a Player Character from the Character Lists
	Using the Character Lists for Henchmen or Hirelings
	Availability of Henchmen / Hirelings
	Character Classes of Henchmen / Hirelings
	Non-Player Character Personality
	Clerics
	Fighting Men
	Magic Users
	Magic Users
	Thieves


	Player's Background Sheet
	Players' List of Potential Characters
	Tips for Players


	Inner Cover / Map: Lower Level
	Back Cover / Other Items D&D Products

	Dice Chits
	Dice Chits
	Using the Dice Chits

	Gateway to Adventure (1979)
	Box Back




