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Introduction
You have entered the world of fantasy role-playing games. one being played. We've given you a CD that lets you do
You have ]USt entered a world of adventure and excitement! I The best way to understand role-playing games is to watch

This is the Introduction to ADVANCED Duivosoivs 8 DRAGONS" that. You cannot see the players, but you can hear them.
game. It is the simplest version
of the world's most popular
role-playing game, the AD&D‘
game. If you have always
wanted to know more about
"that DUNGEONS & DRAGONS"
game," this is the perfect place
to start.

Speaking of perfect places
to start, have you listened to
the CD yet? If not, put it in and
play the introduction, starting
with track I. It will last for two
tracks. Stop the CD when the
narrator tells you to stop the
CD player and read the Basic

Contents of tho Game Box
This box contains:
- This Introduction to the Players Handbook
- The Introduction to the MONSTROUS MANUAL“
- The Introduction to the DUNGEON MASTER“ Guide

(for the Dungeon Master only!)
- One double-sided color map sheet
- The CD in its case
- The DUNGEON MASTER screen
- 6 player character cards, I player character sheet

card, and I town map card
- 6 plastic player character figures
' 7 dice

How Do I Win‘?
A role-playing game does not
end like other games. No-
body keeps score. Each ad-
venture tells how the players
can win it. Sometimes the
players know right away how
to win. Sometimes part of the
adventure is figuring out what
they have to do to win.

Unlike regular games, win-
ning a role-playing game ad-
venture does not mean the
game is over. The brave heroes

Rules in the Introduction to the
Player's Handbook.

who won the first adventure go
on to play another one. Any-

The ADVANCED DUNGEONS &
What Kind Ofla DRAGONS game (usually called

Game is the the AD&D game, for short) is
® about noble knights and

GBMCQ crafty wizards. It is a game
about brave heroes fighting

dragons and rescuing kingdoms. You get to fight powerful
monsters and defeat the mad plots of evil wizards. It is about
the times of Merlin and King Arthur, when swords and magic
ruled.

Most of all, the AD&D game is about imagination. You get
to be the knight in shining armor or the noble, good wizard.
It's a game of role-playing. The better you are at pretending,
the more fun you will have with the game.

- Th ll k' d f :What is H IQ<>l¢- a?iegZ'§iZ5, LL33 §§i"§§Z,
Gamc? sports games, word games,

and others. They all have sev-
eral things in common. Games have rules that the players have
to follow. Games end when a player or a team of players wins
by the rules. Usually this means the winner or winning side has
the most money or the most points.

Role-playing games are different. They are like no other
type of game you have ever played. Role-playing games
have rules, but not like other games. The rules can be
changed or made up on the spot.

thing that happened to them in
that first adventure will affect what happens in the next one.
For example, if a knight found a magical sword in the first
adventure, he gets to keep it and use it in the next one.

Most board games have a playing piece that
HOW DO stands for you in the game. Usually it is a
I piece of plastic you move around on the

' board.
In a role-playing game, your playing piece is the character.

There is a plastic figure for the character, and a big card with
his picture on one side. The game comes with six ready-made
characters on cards. Take them out and look at them now.

Some of the numbers will not make sense just yet. When
you get further into the rules, you will learn how to use the
numbers. For now, don't worry about it.

In a role-playing game you are not limited to doing only
certain things. Since you are pretending to be a person, not
just a hunk of plastic, you can try to do anything a real person
can do. However, just because you try to do it does not
mean it will work.

The AD&D game can be played by 2 to 7 players. One of
the players must be the Dungeon Master. He does not get a
character card. We will talk more about what the Dungeon
Master does later. The other players should all pick out char-
acter cards. The person who is going to be the Dungeon
Master should read over some of the character cards too, to
get used to what characters can do and what equipment
they start with.
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Dlayer Characters
The six ability scores have different

What U16 uses in the game and are impor-
§(-lorcs 1\/[Can tant when you are deciding on a

class for your character.
Strength (abbreviated Str): is raw physical power. Very

strong characters can fight better and perform other feats of
strength, like opening stuck doors, better than characters
with low Strength scores.

Dexterity (Dex): is the characters balance and coordina-
tion. Characters with high Dexterities are graceful and can
shoot well. They are harder to hit in combat, since they are
so nimble. Thieves need good Dexterity scores.

Constitution (Con): is a measure of the character's
toughness and endurance. Characters with good Constitu-
tions don’t get sick very often and are in good shape.

Intelligence (Int): reflects how much a character knows.
Characters with high intelligence can figure out puzzles and
riddles faster than other people. Wizards need a good intelli-
gence to understand the workings of magic.

Wisdom (Vlfis): is a character's common sense. Everyone
knows someone who is "book smart" but doesn't seem to
have a lot of common sense—that’s the difference between
a high Intelligence and a high Wisdom.

Charisma (Cha): is a character's leadership ability, attrac-
tiveness, and ability to convince others to do what they want.
Characters with high Charismas are born leaders and inspire
loyalty in their followers.

The most important difference between
Charactcr characters in the AD&D game is charac-

C1865 ter class. There is at least one card for
each of the four character classes. Each

class is good at something special. You should decide what
character to play by looking at the things the character can do.
Pick the one that is the most exciting to you.

Fighters: Fighters are big and strong. They are the best
with a sword. They tend to fight first and think later.
Wizards: Wizards are smart but not very strong. They get to
cast powerful and clever spells. They think before they fight
Thieves: Thieves are fast and nimble. They are good at
being sneaky. They can find traps and open locks.
Clerics: Clerics are tough and brave. They heal and protect
with their spells. They are the second best in battle, next to
fighters.

All player characters have a
Humans: ElV€S9 class and a race. Characters’
and Dwafveg classes are sort of like their jobs.

They are fighters or wizards
because that is what they learned to do. Player characters are
born to different races. The character is either born a human,
an elf, or a dwarf.

3

Most characters in the AD&D game are human. If this IS
the first time you are creating a character, we recommend
you do not use the elf or dwarf character cards.

There are some advantages to being an elf or a dwarf.
There are also some problems. The character cards for the
dwarf fighter and the elf fighter/wizard cover what is differ-
ent when dwarves play fighter-class characters and elves
play fighter/wizard multiclass characters. The Pfoyefls Hond-
boolr to the AD&D game describes other classes dwarves
and elves can be, and even other races a player character
can be.

Elves: Elves live in forest cities and protect nature. They
appreciate beauty and harmony and get along well with
the animals of the forest. They are often fascinated by
magic.
Dwarves: Dwarves live in underground cities carved in
precise detail from stone. They like gold and gems. They
are powerful warriors and resistant to magic.

Wh t} You need to read more of the rules before
a 5 playing the AD&D game. The next chapter (the

Next? Basic Rules chapter) explains the basic rules of
' the game. in most cases, you can learn the

rules as you play.
The player who is the DM will have to learn most of the

rules before playing the game. Since the DM is in charge, the
Dungeon Master must at least understand the basics of the
rules.





Dulea
- As we said above, player characters are more

Movlflg than just hunks of plastic on a game board.
They are pretend people moving around in a pretend place.
The maps sheets used in the Introduction to ADVANCED
DUNGEONS 8 Deacons game have a scale of I inch for every
TO feet. So, if players want their characters to move 60 feet,
they move their figures 6 inches on the map sheet.

Time and Movement
- 1 round = I minute
- Characters move up to 120 feet per round (I2 inches

on the map sheet).
- Dwarf characters move up to 60 feet (6 inches on the

map sheet).
- Characters can move half their total allowed movement

and still make an attack in the same round.

The maps have squares marked on them, |ust like a regu-
lar game board. However, the characters (or the monsters)
do not have to be "in" a square. The squares are only there
to help measure how far away things are.

Each square is l inch wide. So if a character moves a
male wizard 60 feet, the player just moves the wizard figure
six squares on the map sheet. The wizard does not have to
end up completely in a square. He can be on the lines, in a
corner, or anywhere in the place shown on the map that a
person could stand—wherever the player wants him.

Real people can only walk or run so far in one minute.
Since the character is a pretend person, it makes sense that
the character should not be allowed to move any farther in a
single round. ln one round, a character can move up to 120
feet, which is shown as l2 inches on the map sheet. This is
written as just a I2 on the character card. Some things can
slow a character down. Dwarves are slower because they
have short legs. Also, the DM may decide at some point that
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Dulce
some characters must move slower because they are carry- Attack Roll. When it is time to attack, a player subtracts
ing a lot of weight or are hurt. Eventually, you may play
adventures without a map, just by imagining what is going
on in your head.

- - Fighting monsters is a big part of the AD&D
Flghtlng game. Whenever a fight starts, there is a simple
list of things to do each round. They must be done in order.

Order of I-“ighting
(1) DM secretly decides what the monsters will do.
(2) Players take turns each saying out loud what their

characters are going to try to do.
(3) Roll for initiative.
(4) Whichever side won initiative rolls all of its attacks.
(5) Whichever side lost initiative rolls all of its attacks.

Deciding What To Do: After the players decide what their
characters are going to do, they cannot change their minds
later. When it comes time to actually do the action, it might
not be possible, or it might be just dumb to do it. In that case
players can always choose to have their characters do noth-
ing instead of what they declared. They cannot have their
characters do something different.

For example, a player says her female fighter will attack an
ogre this round. However, the ogre wins initiative and surren-
ders before the character can attack. The character has only
two options. She can attack, or she can do nothing. She can-
not attack a different monster this round.

Initiative: Each side of a battle rolls for initiative. lnfticiti've is
just a fancy word for attacking first in a round. Each round ini-
tiative is rolled again to see which side attacks first that round.

Initiative is rolled on a l0-sided die. The DM rolls for the
monsters. One of the players rolls for the heroes. The side
that rolls the lowest number goes first. If there is a tie, reroll it.

THACO: If you look on a character card, you will see a line
for THACO followed by a number (probably a 20). Some
characters have different THACOs depending on what
weapon they are using or if they are attacking in a special
way (like the thief’s backstabbing ability). THACO stands for
“To Hit Armor Class 0," but don't worry about that. All you
need to know is that the THACO measures how good your
character is at attacking. The lower the number, the better.
Every character has a THACO of 20, except the fighter. Some
characters get better THACO scores as they go up in level.
Fighters always have the best THACO.

Armor Class: The fronts of the character cards also have
a line for Armor Class. Often Armor Class is abbreviated to
just AC. Armor Class measures how hard it is for a monster to
hit your character. lust like THACO, lower numbers are better.
A human being without any kind of armor has an AC of i0.
An AC of l is fantastic!

the die roll of a d20 from his or her player character's
THACO. If the result is less than or equal to the monster’s AC,
the attack hits. the higher the die roll, the better.

When monsters attack, they do exactly the same thing.
The Dl'v‘l rolls a 20-sided die and subtracts the result from the
monsters THACO. If the result is equal to or less than the
characters AC, the monster hits.

if monsters or player characters get more than one attack
in a round, they roll a separate 20-sided die for each attack.

How to Attack
(1) Roll a 20-sided die.
(2) Subtract the die roll from the character's THACO

number.
(3) If the result is less than or equal to the monsters AC,

the attack hits.

if the Attack Hits . . .
(1) Roll damage.
(2) Subtract the damage from the monsters hit points.
(3) Monsters die when they run out of hit points.

Let's go through an example:
Male Fighter Monster

THACO l9 l7
Armor Class 4 7

The fighter rolls a 20-sided die and gets a 14. The
fighter's THACO of 19-14 (the die roll) = 5. The fighter hits
Armor Class 5 or worse (numbers higher than 5). He hit!

In fact, any attack roll of I2 or higher (19-7) would have
hit the monster. Using the example THACOs and ACs above,
roll some attacks and practice figuring out the attack roll.
Make sure to have the monster attack the fighter, tool

Damage: Once you figure out that an attack hits, you get
to roll damage. This is how badly the monster was hurt by
the attack. Each weapon has a die roll used to figure out the
damage it does.

For example, a sword does ld8 points of damage. That
means that if a monster is hit by a sword, the player gets to
roll an 8-sided die to see how much damage his or her char-
acter does. If a players female cleric hit with her mace, it
would do ld6+i points of damage, so the player would roll
a 6-sided die and add l to the result to see how much dam-
age her character did.

Hit Points: Player characters and monsters have hit
points. This is how many points of damage they can take
before dying. It does not take many blows from a sword or
many bites from a monster to kill. When a monster has no
hit points left, it is dead.



D leaU--————————oPlayer characters are not dead when they reach 0 (zero)
hit points. instead they fall unconscious. They do not die until
they lose TO more hit points. When characters reach -10 hit
points, they are dead. Their players must start new characters.

- Wizards and clerics have the option to cast
C35tmg magical spells. Casting a spell is an action.
§p@"5 This means that characters casting a spell

cannot move more than half their maximum
distance in the same round. They also cannot attack with a
weapon or try anything hard, like climbing walls, in the same
round. Once a cleric or a wizard casts a spell, the player
should mark it off. That spell can't be cast again until the
character has rested and memorized it again.

Spells ignore THACO and Armor Class. Most of the time,
the spell works automatically. Some spells give characters a
chance to avoid their effects. Characters and monsters avoid
spells in a completely different way than they avoid weap-
ons. When a spell is cast, the target of the spell rolls a saving
throw. In most cases, if the roll is high enough, the spell does
not affect the target.

The spells are listed in the Wizard's Spells and the Cleric's
Spells sections at the back of this book. Many more spells
and the rules for how player characters can go higher than
5th level are contained in the AD&D PIc1yer’s Handbook. The
Introduction to Aov/vvcso DUNGEONS <2 DRAGONS game, which
provides an introduction to the AD&D game, only covers up
to 5th-level character growth.

Saving Throws: The saving throw number for each char-
acter is found on the front of each of the character cards. The
saving throw number for monsters is found in the adventure
text or in the description of the monster in the Introduction
to the Morvsreous MANUAL “*1

A saving throw is made by rolling a 20-sided die. If the
number on the die roll is equal to or greater than the num-
ber on the card, the saving throw is successful. A successful
saving throw can mean that a spell did not work at all, the
character only took half damage, or sometimes something
special. Read the spell descriptions carefully.

Some spells do not allow a saving throw. They work auto-
matically. When this is true, the spell description will say "Sav-
ing Throw: None."

When characters or monsters fail a saving throw, the spell
being cast on them always works.

Saving Throws
(1) Roll a 20-sided die.
(2) if the number is the same or larger than the saving

throw number, the saving throw is successful.
(3) If the saving throw was against a spell, look at the

spell description to see what happens if the saving
throw succeeds.

For example, a monster has a saving throw of ‘l6. A wizard
casts charm person on the monster. The DM rolls a 17 on a
20-sided die. Since 17 is larger than 16 the spell does not
work. If the DM had rolled a 15, the monster would have
been charmed.

- - Several thieves‘ skills have a
Flndlng and percent chance of working,

' depending upon the thief’s
DCHIQVI H8 TF8P5 level. Most of these are dis-

cussed in the Expanded Rules section. The most common
thing thieves do is find and remove traps.

Thieves have a chance to find traps on doors, in halls, and
on treasure chests, among other places. When a thief wants
to search for traps, the DM rolls percentile dice secretly and
sees if the number rolled is equal to or less than the thief’s
find/remove traps number (found on the front of the charac-
ter card). It is important that the player not see the die roll.
That way the player does not know if there is no trap there,
or if his or her character just did not find it.

Once a trap is found, a thief can try to remove it. The
same find/remove traps number is used to attempt to
remove a trap. Thieves can make this roll themselves. If it
works, the trap is gone. If not, the trap is still there. The thief
was not able to get rid of it, but did not set it off either.

Thieves can only check for traps in one area or on one
object once. After that check they cannot check the same
area until they have gotten more experience by going up a
level. The same thing goes for removing traps.

Mono Treasure, §§§l'§°$.?lfi '3Z?l"i§llZ3

and IL6mS money (in fact, the char-
acters on the cards have

no money at all). They have to go on an adventure to get
some. In fact, one of the reasons characters adventure is to
get treasures: gold, gems, and magical items to make them
stronger, give them new magical abilities, heal their wounds,
or protect them from being hit by monsters.

Since this is a fantasy world of knights and dragons, it uses
gold pieces for money instead of dollars, pounds, yen, or any
type of paper money. In their adventures characters will find
copper and silver pieces as well as gold pieces. It takes 10
silver coins or 100 copper coins to equal one gold coin. To
keep things simple, all buying and selling is done with gold
pieces.

Exchanging Money
I gold = 10 silver = 100 copper

The Introduction to the Mo/vsmous MANLML talks about the
- many magical treasures characters can find. Many more can

~.>



Dulce
®i—---i Y . 7be found in the AD&D game DUNGEON MASTER“ Guide. The

Introduction to the DUNGEON MASTER Guide also tells
Dungeon Masters how to figure out a gem’s value. The infor-
mation in the Introduction to the DUNGEON MASTER Guide is
for the Dungeon Master to know and the player characters to
find out slowly in their adventures. It would spoil your fun to
know everything about all the treasure ahead of time, so wait
until your character finds a magical item to find out about it.

- , Characters carry a bunch of stuff
Eqlllpmfillk around with them. Think of it like going
on a camping trip. Instead of loading up on things useful for
camping, the characters take things useful for exploring and
adventuring. Your character already has some things that you
will not need to buy for him.

A complete list of nonmagical equipment to use in the
Aovarvcto Durvcsorvs & DRAGONS game can be found under Nor-
mal Equipment and on the back cover of this book. Your char-

acters can only buy equipment between adventure sessions,
when they are in town. As you buy equipment, write it down
on a piece of paper that is kept with your character. Either pho-
tocopy the back of the AD&D Game Character Record Sheet or
use a plain sheet of notebook paper. it is a good idea to write
the player's and the character's names on the top of the sheet.
This equipment is only a small part of all the different things a
character can buy in the AD&D game. The AD&D game
P/ayer’s Handbook has a much larger list of items.

Characters have levels. The higher
Cllaracter the level, the better the character. All
L6‘/615 6 characters start out at lst level. This

Introduction to Aowirvcso Durvcsorvs

ters up to 5th level. The AD&D
EX%@FiCI1CC 8 DRAGONS game only takes charac-

Olntg game P/ayer’s Handbook takes
characters from lst level up to 20th level and above!

Every adventure that characters go on
earns them experience points. Defeating
monsters and doing smart things earn expe-
rience points. When characters get enough
experience points, they gain a new level.
The abilities characters get when they gain
levels are shown on the backs of their char-
acter cards. Every character gets more hit
points. Fighters get better at fighting, wizards
and clerics can cast more spells, and thieves
improve their skills.

In real life, people can
EX anded do a lot more than just

11165 move and fight. Be-
cause the characters

of an AD&D game are supposed to be pre-
tend people, they can also do a lot more
things than just fight. This section has rules
for some of the more common and exciting
things that players‘ characters can try.

it is impossible to make a complete set of
rules for everything a person could do. The
AD&D game does not even try. instead, it
has easy-to-use rules for the most common
things a character might try to do while on
an adventure.

You will not find rules for making chairs
here. Adventurers are probably not going to
do that in an AD&D game. Nor will you find
rules for sharpening swords. While real
knights needed to sharpen their swords all
the time, it is not very exciting. Therefore we
do not bother to have rules for doing it in
the AD&D game.
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ThC Dul€ acters do something weird, use the

DM's rule. This just means that the
OF U16 Dungeon Master decides what kind of

chance characters have of succeeding. it is completely up to
the DM to figure out the percent chance of success. The DM
does not tell the players what she or he has decided on as
the chance of success. The Dungeon Master rolls the diO0
percentile dice secretly to see if the action worked or not If
the die roll is less than or equal to the number the DM
picked, the action worked.

Whatever the result or whatever odds the DM decides on
are right. Remember, this is only a game. it is not worth argu-
ing about what the real chances of success of some different
or strange action are.

DMs can change the odds even for those things that do
have rules. DMs should only do this if they think there is a
good reason. For example, the normal chance for being sur-
prised is a 3 or less on a IO-sided die. However, if the charac-
ters are in an area that is noisy and full of shadows, the DM
might decide that in this case they are surprised on a 5 or less.

Basically, even if the game does not have a rule for some
thing, a player's character can still try it. The DM has to figure
out if it has a chance of succeeding, decide on what that
chance would be, and then roll the dice to see if the action
worked. The DM is always allowed to decide that a charac-
ter's action automatically does or does not work.

Dungeon Masters should always be fair. They should
make their decisions by thinking about what might really
happen, not by what they want to happen.

Dungeon Master Rules
- DMs decide what happens. If necessary, they just make

it up.
- DMs decide what percent chance an action not cov-

ered in the rules has of working. If a Dungeon Master's
di0O roll is less than or equal to that number, the
action worked.

- DMs are always allowed to decide that a character
action automatically does or does not work. DMs are
always allowed to change a die roll if they think there is
a good reason.

- Dungeon Masters should always be fair.

Example One: There are no rules for climbing out of win-
dows. However, this is such a simple action the DM might
decide it worlcs automatically.

Example Two: Dale's fighter, Beldar the Brave, tries to
find a window while blindfolded. There is no rule for finding
things while blindfolded. Sarah, the DM, decides Beldar has a
20% chance this round to find the window. If she gets a 20
or less on the percentile dice, Beldar finds the window.

Example Three: Trent says his thief, Slinker, IS going to try
to jump through a very small window 20 feet away while
blindfolded. The DM decides this is an impossible action and
tells Trent that Slinker lands on the floor, completely missing
the window.

Any time a character tries something
1 I )’ unusual, the DM can have the player roll an

Cl-lacks ability check to see if she or he succeeds.
The character's abilities are those six num-

bers for Strength, Dexterity, Constitution, Intelligence, Wis-
dom, and Charisma. The DM decides which ability makes
sense. For example, lifting and pushing would use Strength;
dodging and aiming would use Dexterity.

Making an ability check is very easy. The player rolls a 20-
sided die. if the number rolled is less than or equal to the
ability score, the check succeeded and the action worked.

For example, Beldar the Brave is trying to knock down a
locked door. He has a strength of l7. if he rolls a l7 or less
on the 20-sided die, the door flies off its hinges with a huge
crash.

The Dungeon Master can always give out bonuses or
penalties to the ability check. In the example above, if the
door were made of iron, the DM might say that Beldar has a
-4 penalty. This means the door is really hard to knock
down. Beldar now has to roll a 13 or less on a 20-sided die
to knock the door down.

Ability Checks
(1) The DM chooses which ability makes the most

sense.
(2) The player rolls a 20-sided die.
(3) If the number rolled is less than or equal to the abil-

ity score, the check succeeds.

- - Some doors are cleverly hidden
Flndlng and cannot be seen unless they

§6Q[r€t DQOPS are specially searched for. These
are referred to as secret doors,

because they are a secret known only by the DM until a char-
acter finds them.

Characters have to say that they are searching for secret
doors in order to find them. (They do not accidentaiiy find
secret doors.) When the players say that their characters are
searching for secret doors in a particular place, the DM rolls a
6-sided die secretly. If the die comes up a i, the door has
been found. Roll once for each character searching.

Elves are twice as good as humans at finding secret doors.
If the d6 roll is a l or 2, the elf found it.

Each 20-foot-long section of wall takes i0 rounds for one
character to search. Each character can only search a 20-
foot-long section of wall once. Secret doors can be located in
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other things besides walls (like bookcases or wardrobes), but
about the same size space takes the same amount of time
(10 rounds) to search.

Of course if there are not any secret doors in the area, the
characters cannot find any! DMs should roll anyway, even if
they know there is nothing to find. That way the players do not
know for sure whether there are secret doors they did not find.

- Characters can move in many ways other
Movlng than walking or running around. The three
most common are described here.

Movement
Type of Movement Feet per Round
Swimming 60

(half of normal speed) 30 (dwanres)
Climbing, not a thief 20 (if successful)

(must have a rope) 80% chance of success
Riding (on horses) 180

Swimming: Characters can swim at half their normal
speed. This is 60 feet a round for most characters (30 feet
for dwanren characters). Characters in leather armor swim at
one-third of their normal rate, which is usually 40 feet a
round (20 feet for dwarven characters). Characters in metal
armor sink; they cannot swim.

Climbing: Characters first have to roll to see if they are
able to climb a wall. Thieves have the climb walls thieves’
ability. This ability lets them make hard climbs without ropes.
Everyone else has to have a rope.

With a rope, a thief can always make the climb. Other
characters have an 80% chance of climbing successfully with
a rope. If they fail this roll (they roll 81% or higher on per-
centile dice), they cannot make the climb. They never leave
the floor.

All characters move 20 feet each round while climbing.
Riding on Horses: A character on a horse can move up

to T80 feet each round.

- If the monsters set an ambush, they may
§uFPT15@ possibly surprise the player characters. Of
course, the characters can set ambushes, too. If the charac-
ters are surprised, they do not get to attack for the first round.
After that, the players’ characters can attack and act normally.
It works the same way when characters try to surprise or
ambush the monsters.

To see if the characters are successfully surprised when
the monsters try to surprise them, roll a TO-sided die. If the
roll is a 3 or less, the characters are surprised.

Some monsters are better at surprising player characters
than others and get a bonus to the surprise roll. (They are
quieter or sneakier.) For example, duergar dwan/es get a 2-

point bonus. So in a duergar dwarf ambush, the players
characters are surprised on a 5 or less. Some monsters are
also hard to surprise, getting bonuses when the characters
try to sneak up on them.

Characters can get hurt many ways without
DHUSDF5 getting into a fight with a monster. The two
most common are described here.

Falling: Characters take id6 points of damage for every
10 feet they fall.

Poison: Many monsters have poison. Poison can be car-
ried by a monsters fangs or stinger. Poison can also be drunk
or eaten. Poison can even be put on the weapons of evil
monsters. When characters are poisoned, they must each
make a saving throw. If their saving throws succeed, nothing
happens. If their saving throws fail, the DM rolls ld20+l0 for
each of them to see how many rounds go by before the poi-
son hurts them. When the time is up, a poisoned character
takes 15 points of damage. A character may know immedi-
ately that he has been poisoned.

Dangers
Type of Danger Damage
Falling ld6 per l0 feet
Poison 15 points of damage
(Poison takes id20+l0 rounds to take effect)

D68th Characters do not die when they run out of hit
points—at least not until they have lost i0

more hit points below O (zero). Until then, characters are
unconscious. Clerics can cure characters back up above 0 hit
points, but they remain unconscious for the rest of the day
(while on an adventure). Back in town in between adven-
tures, characters always spend the necessary time to heal up
completely before their next adventure.

For example, Slinker is wounded to -7 hit points. He is
unconscious. His cleric friend, Lordan the Pure, cures him
back to 2 hit points, but Slinker is still unconscious the rest of
the day. If the whole group of characters has come to the end
of the adventure, its members can carry Slinker back to town.
When they go on their next adventure, Slinker is automatically
healed completely. If the group chooses to continue this
adventure carrying the unconscious Slinker, he will wake up
the next morning with 2 hit points, and Lordan will have to
use a cure light wounds spell to help him out more.

Sometimes a character dies. When heroes face danger-
ous monsters and cruel traps, things like that can happen. A
player with a dead character has two choices. The player's
first option is to start a new character. The player's second
option is to persuade the other players to have their charac-
ters take his or her character's body back to town. The
temple will use magic to bring back the character for 1,000
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gold pieces per character level. The character loses i point of
Constitution.

Characters can be raised from the dead until their Consti-
tution reaches 0 (zero). Characters raised from the dead so
many times that their Constitution is 6 or lower lose I hit
point permanently each time they are raised. For example,
Beldar the Brave has a Constitution of 7 (because he has
been raised from the dead many times) and l0 hit points.
He dies again. If the temple brings him back again, his Con-
stitution will be 6, and he will have 9 hit points. His hit points
will not go above 9 until he gains another level.

Death
Character Hit Points Effect
0 or below Unconcious
-10 or below Dead

Cl€riC§» Clerics have the power to turn undead. This
means that they tell an undead monster

I)Ow€I-is (or group of monsters) to go away, and it
does. The monster can come back and

attack again, but has to wait at least an hour. A cleric can try
to turn a certain undead monster (or group of monsters) no
more than once each hour. Turning undead monsters takes
an action, just like fighting or casting a spell.

Cleric's Level
Undead 1 2
Skeleton I0 7
Zombie T3 i0 7
Ghoul i 6 i3 10
Shadow l9 i 6 13
Wight 20 is 5J»-or Gi5-i4>-i.ii=- 5'--J-l’=-—~l-—li..|1
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To turn undead, the player rolls a 20-sided die and looks

up the number on the table above. The table is also on the
cleric's character card and the DM Screen. If the die roll is
equal to or greater than the number on the table, the undead
monsters are turned. If there is more than one type of
undead present, look up the one roll for both monsters. A "T"
result means that the monsters automatically run away.

Example: Tamara the True, a 2nd-level cleric, meets
some ghouls. After fighting them for two rounds, she decides
to tn; turning them. She rolls the 20-sided die and gets a i4.
The ghouls all run away, since the die roll was higher than
T3. If the roll had been less than I3, Tamara would not have
turned the ghouls. Two hours later she runs into the ghouls
again. Since it's been more than an hour since she first
turned them, she can try to turn them again. If she had run
away from the ghouls because she failed to turn them the
first time, she could also try again now.

- 3 Thieves can do lots of s ecial actions. One
Thl€\/65 of them is backstabbirig. If a monster is

shaped like a person (has two arms, two
DOW€r§ legs, a head, and a back), a thief gets sur-

prise, and the thief is behind the monster, the thief can tn; to
backstab. Thieves can surprise a monster by sucessfully hid-
ing in shadows or sneaking up on it. Thieves trying to back-
stab add 4 to their attack rolls and roll twice their normal
damage. A thief can only backstab with a dagger or short
sword.

Several other thieves’ skills have a percent chance of work-
ing, depending upon the thief's level. Whenever a player with
a thief character tries to use one of these skills, the DM rolls
percentile dice secretly and sees if the number rolled is equal
to or less than the number on the table below.

If DMs want to, they can let thief characters roll to open
locks, remove traps, and climb walls, as it will be obvious to
thieves if they succeed or not. it is important that DMs roll
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when thieves try to pick pockets, find traps, move silently, or
hide in shadows. That way the players do not know if they
fail or succeed. This prevents players from knowing if, for
instance, their characters are hiding in shadows or if they
failed hide and the monsters are pretending not to see them
so that they can trick the characters.

Backstabbing
- Monster must be shaped like a person
~ Thief must: Attack from behind and

Get surprise and
Use a dagger or short sword

- Thief gets: +4 bonus on attack roll and
><2 normal damage

The full character creation rules of the Aoviiivcco Durvceorvs
& DRAGONS game actually let you make some thieving abili-
ties better and others worse than normal, and even offer
bonuses for some of the abilites to thieves with high Dexter-
ity scores. Information on customizing a thief's abilities can
be found in the AD&D Piaj/er’s Handbook.

Thieves’ Skills
Thieves’ Level of the Thief l

5th
50%
42%

4th
45%
37%

3rd
40%
33%

2nd
35%
29%

Skill
Pick Pockets
Open Locks
Hnd/Remove

Traps
Move Silently
Hide in Shadows
Climb Walls

15$
30%
25%

20%
l 5%
1 0%
85%

25%
2 l %
l 5%
86%

30%
27%
20%
87%

35%
33%
25%
88%

40%
40%
3 i%
90%

Pick Pockets: This skill lets thieves take things from
someones pocket or backpack without them knowing.

Open Locks: Opening locks lets a thief pick any type of
lock (unlock a lock without its key).

Find/Remove Traps: The find/remove traps skill is dis-
cussed in the Basic Rules.

Move Silently: Thieves can only move 40 feet per round
if they are trying to be quiet. Thieves may find out right away
that they have been heard, or they may not find out until it is
too late.

Hide in Shadows: When hidden the thief can't be seen
by iTOFTT'iEl vision. Thieves can't move or attack and stay hid-
den.

Climb Walls: Only a thief can climb walls without a rope.
All other characters must have a rope. Thieves climb at 20
feet a round.

15

- Alignment is just a fancy word for what
Al Ignmcnt kind of person a character or monster is.
Alignments give the DM an idea of how nonplayer characters
and monsters will behave. Nonplayer characters are charac-
ters that the DM plays who are fighters, clerics, thieves, or
wizards, like the player characters. The monsters are
described in the introduction to the MONSTROUS MANUAL.

Alignments
Lawful Good: These characters follow laws, make plans,
and care about everyone eise. This is the alignment of true
heroes.
Neutral Good: Taking care of people and doing what is
right is more important than obeying laws or following
rules. These characters or monsters follow good laws, but
are willing to break others.
Chaotic Good: These basically good people do not like to
be told what to do. They dislike rules, laws, or making any
plans.
Lawful Neutral: Rules and laws are more important to
these people than the consequences. They aiways plan
ahead.
Neutral: These people believe that everything must be
balanced: good and evil, law and chaos. This is the align-
ment of animais since they don't care about these things.
Chaotic Neutral: Chaotic neutral people make no plans in
life. They do what they feel iike, sometimes helping others,
sometimes being selfish. They ignore rules and plans.
Lawful Evil: These nonplayer characters or monsters fol-
low rules and laws, but use them to help themselves and
hurt others. They tend to make long-range pians to rule
the world, or at least their corner of it.
Neutral Evil: These nonpiayer characters or monsters care
only about themselves. They can work with others or by
themselves. Plans and rules are only useful as long as they
help these people.
Chaotic Evil: Chaotic evil nonplayer characters or mon-
sters are very selfish. They do whatever they feel like doing
even if it hurts somebody else. they rarely make plans.

Players can also pick an alignment for their characters to
be after reading through these descriptions. (Or the DM can
describe the alignments to them.) However, since they are
heroes, they cannot be evil. All the evil alignments are
reserved for monsters and nonplayer characters. In addition,
thieves can never be lawful good.

There are two parts to alignment: lawfulness and good-
ness. A character or monster has one of each.

Lawfulness tells whether monsters or characters are orga-
nized and make plans, or if they do things on the spur of the
moment, not worrying about plans. There are three options
for lawfulness: lawful, neutral, or chaotic.
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Goodness tells whether monsters or characters are selfish

or care about other peopte. There are three options for good-
ness: good, neutral, or evil.

In the AD&D game Pi'oyer’s Handbook, alignments are
discussed in more detail than here. They can altect many
things about a character.

.- Once ou have the basics down,
CF€aL1ng a you’re i/eady to try creating your own
Charac t€1~i character. The heart of the AD&D game

is character creation. Many people
think that rolling up a new character is a tun part of the
game.

To create a character, follow the steps given below. it you
don't like the way your character is turning out, feel free to
throw away the numbers and start over, but remember that
playing a less-than-perfect character can be tun, too.

Character Creation Checklist.
1. Roll Ability Scores
2. Choose a Race
3. Choose a Class
4. Roll Hit Points
5. Roll Starting Money and Buy Equipment

Before you start, make a photocopy of the AD&D Game
Character Record Sheet (front and back) or get a piece of
lined or blank paper. You will need a pencil or two and the
dice that come with this game. It’s also a good idea to have
some of the Introduction to AD&D character cards handy so
you can see how they were done.

- - All player characters have six ability
The scores: Strength, Dexterity, Constitu-

§COl~i€§ tion, Intelligence, Wisdom, and Cha-
risma. Each ability is rated from 3 to

18 with 10 or 11 being about average. An 18 ability score is
really Eoiold; the charracter isbtriery strong, pr tiger}; smart, or] very
wise. c aracter wit a 3 a iity score IS ar eow norma an
must work hard to overcome his unusually low score.

To roll up your character's ability scores, roll 3d6. This will
give you a number between 3 and 18. Do this six times, and
then match one score with each ability in any order you like,
writing it on your paper. This way, you can choose what kind
of character class to play.

When you have rolled your character's scores, refer to the
tables below and record any adjustments. Explanations of
the adjustments are given below.

t%t re ngtli
Hit Adjustment is an attack penalty or bonus for any ha nd—
held or thrown weapon attack, but not for missile weapons
like bows. This is added to the attack roll when your charac—
ter tries to hit an opponent. For example, a 1st-level fighter
normally has a THACO of 20, but with an 18 Strength (a +1
attack bonus) his THACO with hand-held weapons improves
to 19.
Damage Adjustment is added to or subtracted from any
damage your character does. If a sword normally does 1d8
damage, in the hands of an 18~Strength character it will do
1d8+2. This applies to hand-held or thrown weapons, but
not missiles like bows or crossbows.

Missile
Ability Hit
Score Adj

3 -3
- -2
— -1

— O
16 0
17 +1
18 +1

°°oi-r=- G-~iu"i

Damage
Adj.
-1
-1
O
0

+1
+1
+2

Ability Attack Defensive
AdjScore Adj.

3 -3
4 -2

CT‘iU'l

CJOO_,

7-14
l5
16
i7
18

+ l
+2
+2

+4
+3
+2
+1
O

—1

-LLHM

Ability Tables
Strength Dexterity Constitution Wisdom

Hit
Ability
Score

3
4-6
7-14

15
16
17
18

Point
Adj.
-2
-1
O

+1
+2

+2 (+3)
+2 (+4)

Ability
Score
3-12

13
14
15
16
17

18

Bon
Spe
Non
one
two
two
M-'0
two
one
two
one

us
lls
e
1st
1st
1st, one 2nd
1st, two 2nd
1st, two 2nd,
3rd
1st, two 2nd,
3rd, one 4th

lb



Dales
 ®
l)t‘x l i." ii l Iy
Missile Attack Adjustment is added to or subtracted from
the attack roll when the character throws or shoots a missile
in combat. This is added with a Strength bonus if the
weapon is thrown.
Defensive Adjustment is added to or subtracted from the
character's Armor Class. Since a lower Armor Class is better
than a high one, a character with a high Dexterity will be hard
to hit in combat.

Coiisl il iil ion
Hit Point Adjustment is a penalty or bonus to the charac-
ter's starting hit point rolls. Only warriors receive the higher
bonuses for a Constitution of 17 or better—all other charac-
ters only receive 2 bonus hit points.

Racial Ability Requirements
Dwarf Elf

Strength 8/ 1 8 3/ 1 8
Dexterity 3/ 17 6/ 1 8
Constitution 1 1/18 3/18
Intelligence 3/ 1 8 8/18
W'lSd0|T| 3/ 1 B 3/18
Charisma 3/ 1 7 8/18

Elves and dwarves have some advantages and disadvan-
tages that humans do not. These differences apply in the
game as bonuses and penalties to ability scores. For
example, since elf characters are veiy nimble, they gain a
bonus to their Dexterity scores, but since they are fragile,
they suffer a penalty to Constitution.

\‘t-’i st lO[Il
Bonus Spells are the extra spells a cleric
(and only a cleric) may memorize because
of his high Wisdom. These spells are avail-
able only if the character could normally
cast spells of that level—in other words, a
1st-level priest with an 18 Wisdom gains ~
two bonus 1st-level spells, but doesn't gain l
the other spells until he reaches a higher
level.

The sec-Dlayer Cl1EitE1CtC§IOnd ,,,4,.,p 1
D-aC€§ of creating

a charac-
ter for ADVANCED DUNGEONS & DRAGONS is to
choose a race for your hero. If you are trying
to role up a character for the first time, stick
with a human hero; they are easier. When
you become more familiar with the rules,
you can try an elf or dwarf.

Before you choose a race for your char-
acter, check the Racial Ability Requirements
Table to see if your character qualifies. The
scores you rolled for your character must fit
within the ranges shown before your char-
acter can be an elf or dwarf. The number
before the slash is the minimum score, and
the number after it is the maximum
allowed.

For example, your character must have at
least an 11 Constitution in order to be a .
dwarf, and your dwarf’s Dexterity cannot be l
any greater than a 17. Note that any charac— -
ter may be a human. ' '
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Racial Ability Adjustments

Dwarf +1 Constitution, -1 Charisma
Elf +1 Dexterity, -1 Constitution

Note that dwarves are extremely magic-resistant and have
a great deal of difficulty using wizardly magic. Because of
this, they cannot be wizards. If you rolled up a character with
a good Intelligence score and you wanted him to be a wiz-
ard, make sure you don't choose dwarf as your character's
race. Also note that the character card for the elf provided in
this game shows that Silverleaf Halfmoon is a multiclassed
character. You cannot create a character exactly like Silverleaf
using these rules. He is a special type of character that can
only be created using the full AD&D character creation rules.
If you would like to find out how to make a character like Sil-
verleaf, check out the AD&D Players Handbook.

Dwanres are short, stock creatures with
Dwarvfia long braided beards and biiirly builds. They
are 4 to 4‘/5 feet tall and weigh around 150 pounds. They can
live to be more than 300 years old. Dwarves have dark eyes,
ruddy cheeks, and tend to be grumpy and serious.

Hard work is a dwarfs joy, arid most dwarves are miners,
smiths, or stoneworkers. Because of this, they have a 50%
chance to spot hidden stonework traps and pits. They are veiy
stubborn and love gold and jewels. Dwanres are brave and
loyal, but they can also be suspicious and greedy at times.

Dwanres do not like wizardly magic and have no talent for
it, but they are great fighters. They hate orcs and goblins and
often quarrei with elves and other “flighty” creatures.

Because dwanies are such tough creatures who hate
magic, they gain a bonus to all of their saving throws (magic
and poison). This bonus is based on their Constitution score,
and is shown in the table below.

Dwarven Saving Throw Bonus
Constitution Bonus

4-6 + 1
7-10 +2
11-13 +3
1 4- 1 7 +4

1 8 +5

All dwarves can see in the dark up to 60 feet away.

El Slender and graceful, elves are fine-featured crea-
V65 tures with melodic voices and a surprising strength.

They are about 5 feet tall on the average and weigh around
1 10 pounds. Elves can live to be over 1,200 years old.

Elves often appear to be child-like or light-hearted, danc-

ing and singing unless something important is going on.
Humans often find elves to be distant and haughty, but any
elf regards his friends as full equals.

Elves are not particularly interested in money or crude
wealth, but enjoy arts and beauty. They are fascinated by
magic. Elves are known for their clever humor and friendly
company, and have little liking for the dour dwarves.

Elves are famous for their skill with swords and bows.
They gain a +1 bonus to hit when they attack with a long
sword, short sword, or bow. Elves can also see in the dark up
to 60 feet away.

When alone (more than 90 feet away from his friends),
an elf forces any monsters to suffer a penalty of —4 to their
chance of being surprised. This will not work if the elf is wear-
ing any metal armor.

Elves are also very good at noticing hidden things and can
detect a secret door if a 1 or 2 is rolled on ld6.

. Once ou have rolled u your charac-
Characllcr ter's ability scores and sglected a race,

class you will need to decide on a character
class. Each character class has certain

minimum ability requirements, just like the requirements for
the races earlier. Remember when you arranged your six
ability score rolls so you could play a particular type of char-
acter? For example, if you wanted to play a fighter, you prob-
ably put a high score on Strength. Check the table below to
make sure that your character has a good enough score to
be the class you want.

Character Class Requirements
i‘-Tghter Wi'zard Ci'eri'c Thief

Min. Score Str 9 Int 9 Vi-is 9 Dex 9

- Fighters may use any armor and wield any
Fight-6115 weapon. To be a fighter, a character must
have a Strength of 9 or better. Fighters may be any race.

Fighter
I-'ightei’s Saving Experience

Level THACO Throw Points
1 20 17 under 2,000
2 3 9 1 7

1 8 1 6
17 l 6
1 6 14

up to 4,000
up to 8,000
up to 16,000
up to 32,000U1-l>~Lrl

- Wizards cannot wear any armor and can
Wizards only use daggers and a quarterstaff as
weapons. To be a wizard, a character must have an Intelli-
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gence of 9 or better. Only humans and elves may be wizards.

Wizards may cast magical spells according to the table
below. The table shows how many spells the wizard can take
on an adventure. Each day the wizard can change his spells
and get back any he has cast.

Wizard
Wizard's Saving

Level THACO Throw
1 20 1 2
2 20 1 2

20 1 2
1 9 1 2
1 9 1 2

Experience
Points
under 2,500
up to 5,000
up to 10,000
up to 20,000
up to 40,000U’!-bU4

Pick the spells from the Wizard's Spells section of this
book. As a wizard casts a spell that he has picked for the day,
he loses that spell. A wizard can take the same spell more
than once and cast it that many times in a day. For example,
a 2nd-level wizard could pick mcigic n'iissii’e twice for his daily
spells.

Wizard's Spells
Character Spell Level

Level 2 3
1 ._ _
2 _ __

'| .__

2 .._

2 1U‘!-l>U~l -BLHIN-1l\-1—'—'

Cl - Clerics may use any armor, but can only fight
6['lC§ with a club, mace, or quarterstaff. To be a

cleric, a character must have a Wisdom score of 9 or better.
Characters of any race may be clerics.

Like wizards, clerics can cast spells. The table below
shows how many spells the cleric can take on an adventure.
Each day, the cleric can change spells and get back any that
he cast before.

Pick the spells from the Cleric's Spells section of this book.
As a cleric casts a spell that he has picked for the day, he loses
that spell. A cleric can take the same spell more than once and
cast it that many times in a day. For example, a 2nd-level cleric
could pick cure light wounds twice for his daily spells.

Don't forget that a cleric with a high Wisdom score gains
bonus spells to add to the number of spells shown above. A
character with bonus spells only gains spells of a level he can
cast, so a lst-level cleric with a ‘Wisdom of 15 (bonus of two
lst-level and one 2nd-level spell) only gains the two bonus
lst-level spells, for a total of three 1st-level spells. However,
when he reaches 3rd level and can cast 2nd-level spells, he
gains the bonus 2nd-level spell.

Cleric
Cleric’s Saving
Level THACO Throw

1 20 1 5
2 20 1 5

20 1 5
1 8 1 4
1 8 1 4U1-ll-LN

Clerics also have the special ability to
to look up Clerics’ Powers in the Basic

Experience
Points
under 1,500
up to 3,000
up to 6,000
up to 13,000
up to 27,500

turn undead. Be sure
Rules section of this

book to get this information on your character record sheet.

Cleric’s Spells
Cleric's Spell Level
Level 2

‘| _

2 _

1
2
3U1-ii-LN LNLr<l|\.Jl\J———I

3

1

- A thief can onl wear robes or leather armor,
Thlcvfis and he can only fight with a bow, club, dag-
ger, quarterstaff, long sword, or short sword. To be a thief, a
character must have a Dexterity score of 9 or better. Charac-
ters of any race may be a thief, but thieves cannot be lawful
good in alignment.

Thief
Thiel’s Saving
Level THACO Throw

1 20 1 5
2 20 1 5

1 9 1 5
1 9 1 5
1 8 1 3U'l-[>04

Thieves also have their special skills

Experience
Points
under 1,250
up to 2,500
up to 5,000
up to 10,000
up to 20,000

known as thief abili-
ties. Be sure to look up Thieves’ Powers in the Basic and
Expanded Rules sections of this book to get this information
on your character record sheet.

- A character's ability to withstand dam-
Doll“-lg age is measured by his hit point total.
' ' Look at the table below and roll the

Hit Dolnts listed die to find out how many hit
points your character starts with.
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Character Class

Fighter Wizard Cleric Thief
Hit Die Type 1d10 1d4 1d8 1d6

Remember to add or subtract any hit point adjustments
your character may have for a very good or very poor Consti-
tution score. No matter what the adjustment is, your charac-
ter must have at least 1 hit point. Treat a total of less than 1
as 1 hit point.

élfirliflg Morley §0"mZ'1l'§§Z'i'i0bbefilqtlil
and Equipmsnt ment before they go adven-

turing. The character cards
provided in this game already have their equipment, but
when you roll up a new character, you have to do the shop-
ping yourself. Take a look at the character cards to remind
yourself what your character needs to buy.

Starting Money
Warriors 50-200 gold pieces (5d4 x 10)
Priests 30-180 gold pieces (3d6 >< 10)
Wizards 20-50 gold pieces (1d4+1 x 10)
Rogues 20-120 gold pieces (2d6 >< 10)

To find out how much money your character has, look at the
table above and roll the dice. Sometimes your character will get
a lot of money, and sometimes he won't get very much at all.
The character can keep any money that is left over. You may
want to check any armor or weapon restrictions for your char-
acter class before you purchase equipment

All of the things on this equipment list were available in
medieval times when knights in armor were common. Things
like gunpowder and electricity had not been invented or dis-
covered yet. The prices of the items show that, too. For ex-
ample, the small telescope (also called a spyglass) is very
expensive. They were hard to build back then.

Some things are so cheap that it is not even worth counting
them. Candles, food and water, and torches all have a cost of
0 gold pieces. If players try to have their characters buy too
much of these sorts of things, DMs can give them a cost

Oil: Oil can burn. lt is a favorite tactic of player characters
to throw oil into a place and then light it on fire. As the DM,
you do not have to suggest this idea. Let the players figure it
out for themselves. One bottle of oil covers an area about 10
feet across (usually on the floor). Any monsters in that area
of the floor when the oil is lit take 1d3 points of damage
each. Oil on the floor burns for 1d6 rounds.

If the oil actually covers a monster and is lit, it does 2d6
points of damage the first round, 1d6 points of damage the

E second round and then oes out. Oil can onl cover a mon-- 8 Y
ster if the oil is thrown or poured onto it. Throwing oil onto a
monster requires a successful attack. DMs will have to judge
the situation carefully to see if the attack should have a
penalty to hit, as most characters do not train to throw oil like
they train to swing a sword.

Small Telescope: This lets the character using it see
things as if they were 10 times closer.

Silver Weapons: A silver weapon has to be specially
made. It costs 10 times the regular cost to make a silver
weapon. Silver weapons are easily ruined. The first three
times they hit, they are automatically undamaged. After that,
there is a 20% chance each time a silver weapon hits that it
will bend or break. Silver weapons can be repaired for twice
the cost of buying a regular steel one.

Normal Equipment
Gold

Armor Pieces
Armor
Class

Robes (no armor)
Shield
Leather
Chain mail
Plate mail

Weapons
Arrows, 24
Battle axe
Bow
Club
Dagger
Mace
Hand/throwing axe
Quarterstaff
Spear
Sword, long
Sword, short
Sword, two-handed

Gold
Other Pieces

75 Grappling hook
4

Horse
Saddle bags
Backpack
Chain, per foot
Chest, wooden
Candles
Fishing net
Fire starting kit
Food 8. water
Glass bottle

1 10
7 +1 bonus
5 8

75 5
600 3

Gold
Pieces

1
5 1d8

100 —
0 1d6
2 1d4

1d6+l
1d6
1d6

1 1d6
15 1dB
10 1d6
50 1 d10

Damage
1d8

(D—'O0

Gold
Other Pieces

1
Ladder 10-foot-high 1

2 Lantern 7
Mirror 10
Bottle of Oil 10
Paper & ink 9
Rope (50 feet) 1
Sacks (5) 1
Small telescope i,000
Torch 0-*CJ—'-15-C)l\JU~lD
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Each w|zard spell described ll'i this booklet has four things
listed at the top: range, duration, area of effect, and saving
throw. Below that is the actual spell description. Many of
these have values like 3 rounds per /eve/. This means that
number is multiplied by the level of the wizard. ln this
example, a 2nd-level wizard would have 6 rounds.

Some spells have two names, such as knock//ock. This
means that the spell can be memorized two different, usu-
ally opposite, ways. Knowing one spell means automatically
knowing the other. However, wizards must choose which
one they are memorizing before the adventure begins.

Many more spells of these levels and higher can be found
in the AD&D game Player's Handbook.

Range: This is how far away a wizard can cast the spell. It
usually refers to the center or beginning point of the spell.
Parts of the spell might go past the range. Wizards must
always be able to see the place where they are casting a
spell (exceptions to this rule are shown in the spell descrip-
tion .)

A range of "touch" means the wizard has to touch the
creature or object. If the creature does not want to be
touched, it takes a successful attack roll for the wizard to
touch it.

Duration: This is how long the spell lasts. Any spells with
an “instant” duration are over in the same round that the wiz-
ard cast them. Spells that have a die roll for duration are
rolled by the Dungeon Master (DM). The DM keeps the
actual duration secret from the players.

Area of Effect: This is the space the spell takes up when
it works or the number of creatures that the spell works on.
Most spells are listed in lO><lO-foot squares. lt is assumed
that the squares are also TO feet high.

Saving Throw: Most spells allow their targets a saving
throw to avoid being affected. This entry tells what happens
when targets make their saving throws.

First-Level épolls
Charm Derson
Range: 360 feet
Duration: 1 day
Area of Effect: One person
Saving Throw: Spell does not work
Victims of this spell think that the caster is a trusted friend.
Wizards cannot control charm person victims, but might be
able to talk them into doing certain things. Victims will not
attack their friends, nor will they do anything stupid or dan-
gerous to themselves. Non-player character humanoids who
are victims do not change their opinions of any other char-
acters in a group except the spellcaster, and will probably
attack them unless they are convinced not to by the casting
wizard.

The spell only works on people, not monsters or animals.
For this spell, a person is any humanoid-type creature that is
small or man-sized. This includes humans, dwarves, duergar,
drow elves, elves, gnolls, gnomes, goblins, hobgoblins,
kobolds, lizard men, orcs, sprites, and werebeasts.

Detect. Magic
Range: The caster
Duration: 2 rounds per level
Area of Effect: l0-foot-wide path, 60 feet long
Saving Throw: None
The area of effect goes wherever the wizard looks. Any mag-
ical object or spell effect in that area glows, but only the wiz-
ard sees it. People with charm person spells on them glow.
Powerful magic glows brighter than weak magic. lt takes a
full round to look over a 60-degree arc (from 12 to 2 o’clock
on a clock).

\Om"'--lO'1lJ!-bLrlIQ—4
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First-Level Spells
Charm Person
Detect Magic
Enlarge/Reduce
Feather Fall
Hold Portal
Identify
Light
Magic Missile
Read Magic
Shield
Shocking Grasp
Sleep

Wizards (Spells Table
Second-Level Spells

\0m-|mu1.t>wro-
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Darkness, 15' Radius
Detect Evil/Detect Good
Detect lnvisiblity
Flaming Sphere
lnvisibi ity
Knock/Lock
Levitate
Magic Mouth
Mirror Image
Stinking Cloud
Web
Wizard Lock

Third-Level Spells
—l
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H
12

Clairvoyance
Dispel Magic
Explosive Runes
Fireball
Fly
Haste
Hold Person
lnfravision
Lightning Bolt
Slow
Suggestion
Water Breathing/Air Breathing

'2]



Enlarge/Deduce
Range: l5 feet per level
Duration: 5 rounds per level
Area of Effect: One creature or object
Saving Throw: Spell does not work
The target of this spell gets 50°/o bigger and heavier. if the
spell is cast on an object, the object must be less than
lO>< 1 Ox T 0 feet before the spell is cast. The Strength of a per-
son who is the target of the spell increases 5 points, but only
for Strength checks. Attack rolls and damage bonuses remain
the same. Everything the person is carrying is also enlarged.
This includes weapons and armor. The die roll for damage is
increased by 50% (rounded up). This is also true for natural
weapons like claws and teeth. So if an enlarged warrior hits
with a long sword and rolls a 5 for damage, it becomes an 8.
Then his normal damage bonus is added to the 8.

The reduce spell makes the creature or object half its nor-
mal size. Strength is cut in half. The die roll for damage is
also cut in half (rounded up).

Feather Fall
Range: 30 feet per level
Duration: l round per level
Area of Effect: l0><10><l0foot cube
Saving Throw: None
If this spell is cast on the same round that the target fell, the
target takes no damage from the fall. If the fall lasts longer
than a single round, it is possible to cast it anytime the target
is still in the air. The spell only affects objects or creatures
that are falling straight down. Arrows and flying creatures are
not affected.

Hold Dorlal
Range: 60 feet per level
Duration: l round per level
Area of Effect: l door or entrance
Saving Throw: None
The door is now stuck shut. It can still be broken down, but
will not open normally until the spell runs out. Monsters with
4 or more Hit Dice can automatically break down the door.

Identify
Range: Touch
Duration: l round per level
Area of Effect: l item per level
Saving Throw: None
This spell takes eight hours to prepare. After casting it, wiz-
ards must rest for eight hours before doing anything else.
Usually identify is only cast while a wizard is in between
adventures back in town, and rarely in a dungeon.
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Wizards casting identify on something must hold or use

the item normally. For example, a ring must be placed on a
finger, a sword must be held by its hilt, etc. Wizards casting
the spell have a 50% chance to learn what the magical item
does and how it works. lf they fail, they can try again only
when they go up another level.

Liglil.
Range: 180 feet
Duration: l0 rounds per level
Area of Effect: 20-foot-radius circle
Saving Throw: Spell is fixed to the area
A light spell can be cast on a creature, an object, or a place.
Creatures get a saving throw. If the saving throw is made, the
spell is fixed to the place where the creature was, but not on
the creature. If the spell is put on an object or a creature, it
moves around as the target moves around. lf it is cast into a
darkness, I5’ radius spell, both are canceled.

Magic Missile
Range: 180 feet + 30 feet per level
Duration: instant
Area of Effect: One creature
Saving Throw: None
A glowing bolt of energy flies out from the wizards finger and
automatically hits the target. The wizard must be able to see
the target to hit it, but the missile curves around any obsta-
cles to get to the target. The magic missile does ld4+l
points of damage. First- and second-level wizards fire one
missile. Third- and fourth-level wizards fire two missiles. Fifth-
level wizards fire three missiles. All missiles must be aimed at
the same target.

Dead Magic
Range: The caster
Duration: 2 rounds per level
Area of Effect: Magical writing
Saving Throw: None
The wizard can read magical writing at a rate of one page per
round. Reading the writing does not activate it, unless it is a
written trap, like explosive runes or a glyph of warding. When
the text has been figured out once, the wizard is able to read
it again without the spell.

cbliield
Range: The caster
Duration: 5 rounds per level
Area of Effect: The caster
Saving Throw: None
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This spell creates an invisible barrier in front of the wizard.
The shield spell automatically stops all magic missiles. For
other attacks from the front, wizards using a shield spell are
Armor Class 3. They also get a +1 bonus for saving throws
against attacks from the front. Attacks from the side and from
behind are not affected.

i-Sliocking Grit sp
Range: Touch
Duration: 1 round per level
Area of Effect: One creature
Saving Throw: None
The wizards hand becomes supercharged with electricity.
Anybody he or she touches gets zapped for ld8+l per level
points of damage. For example, a 2nd-level wizard would do
id8+2 points of damage. To touch a monster, the wizard
has to make a regular attack roll.

élccp
Range: 90 feet
Duration: 5 rounds per level
Area of Effect: 15-foot-radius circle
Saving Throw: None
Within the area of effect, 2d4 Hit Dice of monsters fall
asleep. Start with the smallest creatures in that area and work
up to the ones with the most Hit Dice. No monster with 4+3
Hit Dice or more can be affected by this spell.

Noises do not wake up the sleeping creatures, but shak-
ing or attacking them does. Shaken or attacked monsters
spend that entire round waking up and cannot attack. If the

player characters
are involved in a
fight in the area of
a sleeping mon-
ster, the monster
can be automati-
cally hit and takes
normal damage. It
spends the round
it is hit waking up
(if it does not die
from the dam-
age). If the wizard
and other player
characters are not
busy dealing with
a fight, a sleeping
monster is auto-
matically killed.

éccond-Level (Spells
Darkiicss. 13' Dadiiis
Range: 30 feet per level
Duration: l0 + l round per level
Area of Effect: 15-foot-radius circle
Saving Throw: None
A circle with a 15-foot radius is filled with darkness.
Absolutely nothing can be seen inside this area, even by
elves, dwarves, and certain monsters normally able to do so.
A light spell cancels this spell. People and creatures fighting
in the dark have a -4 penalty to all attack rolls, assuming
they can even find their opponents.

Dclccl Evil/Dctccl Good
Range: 180 feet
Duration: 5 rounds per level
Area of Effect: TO-foot-wide path
Saving Throw: None
Wizards must concentrate in the same direction for a full
round to use this spell. Only evil monsters or characters
within 360 feet are detected. The spell also shows monsters
or people to be evil if they are plotting against the wizard
using the spell. Such monsters or people must have at least
a low intelligence. Animals kill for food or to protect them-
selves, and if they are about to attack, it is not an evil act.
Traps and other simple objects, no matter how dangerous
they are, are not detected by this spell.
The detect good spell does the same thing for detecting
good-aligned creatures.

Dclccl lll\"'l.SlbllllJV
Range: 30 feet per level
Duration: 5 rounds per level
Area of Effect: 10-foot-wide path
Saving Throw: None
The wizard sees all invisible creatures and objects in the path
of the spell. The spell also reveals partially concealed or hid-
den creatures (in bushes or shadows, etc). The spell does
not reveal illusions or allow the caster to see through solid
objects.

Flaniirig tbplicrc
Range: 30 feet
Duration: 1 round per level
Area of Effect: Not applicable
Saving Throw: No damage from sphere
Wizards casting a flaming sphere spell make a flaming ball
appear anywhere they want within 30 feet of them. The ball
is as tall as a human (6 feet in diameter). The ball rolls
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around on the floor wherever a wizard points, moving up to
30 feet each round. it can roll up and over anything less than
4 feet tall.

It automatically sets wood and cloth on fire. If the sphere
is aimed at one or more creatures, they each make a saving
throw. If the saving throw is successful, it means they dodged
the sphere and take no damage. Anyone touched by the
sphere takes 2d4 points of damage. People or creatures
within 5 feet of the sphere take 1d4 points of damage.

Invisibility
Range: Touch
Duration: l day or until the wizard attacks
Area of Effect: Creature or object touched
Saving Throw: None
People that wizards cast this spell on become invisible. (Wiz-
ards can cast this spell on themselves.) All the equipment
that they are wearing when the spell is cast on them
becomes invisible, too. They can still talk and make noise,
and animals can still smell them. lf they drop something they
are carrying, it becomes visible. Invisible people or creatures
that attack other creatures immediately become visible. They
get a +4 bonus for that first attack. Spells that affect another
creature are considered attacks.

Knock/Lock
Range: 180 feet
Duration: Instant
Area of Effect: One door or entrance
Saving Throw: None
This spell unlocks, unbars, unjams, or in some way opens a
door. Whatever is holding the door shut is undone, even if it
is nailed or welded shut. The knock spell permanently can-
cels hold portal spells, but only cancels wizard lock spells for
IO rounds. After that time the wizard lock spell takes effect
again.

The lock spell closes the door, and throws all normal bars
and locks. It does not magically seal the door like hold portal
or wizard lock.

Levitate
Range: 60 feet per level
Duration: 10 rounds per level
Area of Effect: One creature or object
Saving Throw: Spell does not work
intelligent targets of this spell can make themselves float up
or down at a speed of 2 feet per round. If levitate is cast
upon an object or unintelligent animal, the wizard who cast
the spell controls the motion. Creatures, and objects held by
a creature, get saving throws to avoid the spell. Objects and
creatures being levitated must weigh less than 500 pounds.

Wizard’.-s
Magic Mouth
Range: 30 feet
Duration: Until the mouth speaks
Area of Effect: One object
Saving Throw: None
A mouth appears on the target object. The wizard gives the
mouth instructions for when to talk, and what to say. The
mouth can say nor more than 25 words. When it has deliv-
ered its message, the magic mouth disappears.

The instructions for when to speak can be as complicated
and detailed as the wizard wants. However, the magic mouth
can only “see" and "hear" normally. For example it could be
told to speak when "an old woman carrying a sack of blue
dragon eggs sits cross-legged on a stork within one foot of
you." However, it could not be told to speak when an invis-
ible person walks by, because it cannot see invisible things.

Mirror lmagc:
Range: The caster
Duration: 3 rounds per level
Area of Effect: 6-foot-radius circle
Saving Throw: None
The spell creates illusory copies of the wizard. First- and sec-
ond-level wizards get ld4 mirror images. Third- through fifth-
level wizards get ld4+l mirror images. When someone or
something makes a successful attack roll on the wizard, the
DM should roll randomly to see if the wizard is hit or an
image. If an image is hit, it vanishes. The images move
around in such a confusing way that even if the real wizard is
hit one round, it is impossible to figure out which one is the
real wizard the next round.

§tllll(lIl5 Cloud
Range: 90 feet
Duration: 1 round per level
Area of Effect: 20x20-foot square
Saving Throw: Creature is unaffected
Any person or creature caught inside the cloud must make a
saving throw or else be unable to attack. The victim remains
unable to attack for ld4+l rounds after leaving the cloud. A
new saving throw must be made each round a person or
creature remains in the cloud.

Web
Range: 15 feet per level
Duration: 20 rounds per level
Area of Effect: Eight iO><lO><10-foot cubes
Saving Throw: Creature dodged webs
The web is made of thick, sticky ropes. lt must be stretched
between two places that hold it up (floor and ceiling, left wall
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and right wall, etc). It is impossible to shoot arrows or other
missiles at anything trapped in webs. The webs burn easily,
going away in a single round. Everything in the webs takes
2d4 points of damage when they are burned.

if a creature makes its saving throw, but has nowhere it
could have dodged, it is only partially trapped in the web. It
can move at twice the rate given below through the webbing.

Man-sized creatures can move through the web at one
foot per round. Large creatures can move two feet per round.
Anything bigger than that moves IO feet per round through
the webs. Small creatures, or characters with a Strength of l2
or less, cannot get themselves out of the webs.

Wizard Lock
Range: Touch
Duration: Permanent
Area of Effect: l door or entrance
Saving Throw: None
This spell keeps a door magically closed, even if it does not
have a normal lock. The wizard who cast the spell can open the
door at any time, but it locks again behind him or her. A knock
spell temporarily opens the door. The only other way to open
the door is by breaking it down, which removes the spell.

Third-Level (Spells
Cla irvoyaricc
Range: Special
Duration: I round per level
Area of Effect: As far as the wizard can see
Saving Throw: None
Wizards who cast clairi/oyance place their minds at any
single place they know, place they can see, or an obvious
location. In their minds, they can see everything they would
be able to see if they
were really there. For
example, they could
cast the spell to see
what is behind a door.
The location behind the
door is obvious and
they know where it is,
even though they can-
not see it right now.

The spell does not
let wizards see in the
dark. It does not let
them move their view
around. Their mental
vision is fixed in the
place they chose.
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Drispcl Magic
Range: 360 feet
Duration: Instant
Area of Effect: I item or 30x30-foot square
Saving Throw: None

This spell has a 50% chance of removing spells and other
magical effects. Roll separately for each spell or magical
effect in the area of effect.

If the spell is cast directly on a single magical item, it auto-
matically stops working for ld4 rounds. If the item is held by
a creature, the creature gets a saving throw to block the dis-
pei magic spell.

Explosive Diinc-s
Range: Touch
Duration: Until read
Area of Effect: l book, map, scroll, etc.
Saving Throw: No saving throw or half damage
The wizard can add magical letters and runes to anything
that already has normal writing on it. Anyone reading the nor-
mal writing triggers the explosive runes. Thieves and other
wizards have a 5% chance per level of detecting the runes
before they go off while reading them.

Evenyone within i0 feet of the runes takes 6d4+6 points of
damage. Everyone except the reader gets to make a saving
throw to cut that damage in half. The object the explosive runes
was written on will probably be destroyed in the explosion
unless it is made of a very tough material, like steel or rock.

Fircba ll
Range: 30 feet + 30 feet per level
Duration: Instant
Area of Effect: 20-foot-radius circle
Saving Throw: Half damage
The entire area of effect is filled with roaring flames. If there
is not room for a 20-foot radial blast area, the fireball pushes
into the available space until it fills 12 lO><lO-foot squares.
Everything in the area takes ld6 points of damage per level
of the caster. For instance, a 5th-level wizard does 5d6 points
of damage to everyone in the firebaii.

Fly
J

Range: Touch
Duration: l0 rounds per level + ld6><lO rounds
Area of Effect: One creature
Saving Throw: None
The target is able to fly at a speed of I8. The fiying creature
can hover or move slowly, whiie attacking or casting spells
normally.



Haste
Range: 180 feet
Duration: 3 rounds + 1 round per level
Area of Effect: 40x40-foot square
Saving Throw: None
The wizard can affect one creature per level in the area of
effect. A hasted creature moves twice as far each round and
attacks twice as many times. Spellcasting is not affected. A
wizard or cleric can still only cast one spell per round. If there
is a hasted creature in the group, the group gets a +2 bonus
to its initiative roll.

Hold Deraon
Range: 360 feet
Duration: 2 rounds per level
Area of Effect: 20x20-foot square
Saving Throw: Person is not paralyzed
This spell paralyzes ld4 people in its area of effect. The
caster gets to pick which people are affected. A paralyzed
person cannot talk, move, attack, or cast spells.

People include humans, dwarves, elves, gnolls, gnomes,
goblins, hobgoblins, kobolds, lizard men, orcs, sprites, etc.
Any creature that is humanoid in appearance and is size
small or man-sized is considered a person for this spell.

lnfravision
Range: Touch
Duration: 2 hours + 1 hour per level
Area of Effect: One person
Saving Throw: None
This spell lets a person see in the dark up to 60 feet away. It
does not allow the person to see invisible things.

Lightning Bolt
Range: 120 feet + 30 feet per level
Duration: Instant
Area of Effect: 5x80-foot path, or a lO><40-foot path
Saving Throw: Half damage
The wizard can begin the bolt of lightning at any point
within range. The lightning bolt must shoot directly away
from the wizard. Everything in the area of effect takes 1d6
points of damage per level of the caster. For instance, a 3rd-
level wizard does 3d6 points of damage to everyone in the
lightning bolt. The bolt shatters up to 1 inch of wood, or a
half an inch of stone. If the bolt reaches a wall before it has
reached its full length, it bounces. The bounce may take it in
a new direction or back along its previous path. Anyone get-
ting hit twice because of a bounce must make two saving
throws (keeping the worst of the two), but only takes dam-
age once.

Wizards épcllsgigi
é3lo\v
Range: 270 feet + 30 feet per level
Duration: 3 + l round per level
Area of Effect: 40x40-foot square
Saving Throw: Creature not slowed
The spell affects up to one creature per level of the wizard in
the area of effect. So, a 5th-level wizard can only slow up to
five creatures in the 40x40-foot square. Creatures nearer the
caster are affected first. The creatures affected move at half
their normal speed and make half their normal attacks. Usu-
ally this means they make the normal number of attacks, but
they only attack every other round. They have a -4 Armor
Class and attack roll penalty.

éuggcrstion
Range: 90 feet
Duration: 1 hour + l hour per level
Area of Effect: One creature
Saving Throw: Spell does not work
Wizards casting suggestion tell their victims to do something;
in other words, they make a suggestion. A wizard must keep
the suggestion short—a few words or phrases, no more than
a sentence or two. The wizard can even put conditions on
the suggestion, such as, "Your leader is a traitor. When he
enters the room, attack him." In this example, so long as the
leader enters the room before the spell ends, the suggestion
works.

Whatever wizards suggest to their victims must seem rea-
sonable. ln the example above, just saying "attack your
leader," would not work. It is not reasonable to expect people
or creatures to attack their leader for no reason. However, if
they already believe their leader is a traitor. . . .

Water Breathirrg/Air Breathing
Range: Touch
Duration: 1 hour per level + ld4 hours
Area of Effect: Creatures touched
Saving Throw: None
Wizards casting water breathing can touch as many crea-
tures as they want on the round they cast this spell. How-
ever, the duration for each creature touched is divided by the
total number of creatures the casting wizard touches.
The spell allows the target to breathe water as if it were air.
The opposite of this spell, air breathing, allows creatures that
normally breathe water to breathe air.



Clericls Spells
Each clerical spell described in this booklet has four things
listed at the top: range, duration, area of effect, and saving
throw. Below that is the actual spell description. Many of
these have values like 3 rounds per level. This means that
number is multiplied by the level of the cleric. ln this
example, a 2nd-level cleric would have 6 rounds.

Some spells have two names, such as knock/lock. This
means that the spell can be memorized two different, usu-
ally opposite, ways. Knowing one spell means automatically
knowing the other. However, clerics must choose which one
they are memorizing before the adventure begins.

Many more spells of these levels and higher can be found
in the AD&D game Player's Handbook.

Range: This is how far away a cleric can cast the spell. It
usually refers to the center or beginning point of the spell.
Parts of the spell might go past the range. Clerics must
always be able to see the place where they are casting a
spell (exceptions to this rule are shown in the spell descrip-
tion).

A range of "touch" means the cleric has to touch the crea-
ture or object. If the creature does not want to be touched, it
takes a successful attack roll for the cleric to touch it.

Duration: This is how long the spell lasts. Any spells with
an "instant" duration are over in the same round that the
cleric cast them. Spells that have a die roll for duration are
rolled by the Dungeon Master (DM). The DM keeps the
actual duration secret from the players.

Area of Effect: This is the space the spell takes up when
it works or the number of creatures that the spell works on.
Most spells are listed in 10x10-foot squares. It is assumed
that the squares are also 10 feet high.

Saving Throw: Most spells allow their targets a saving
throw to avoid being affected. This entry tells what happens
when targets make their saving throws.

First-Level épells
lflcss/Chwsc
Range: 180 feet
Duration: 6 rounds
Area of Effect: 50x50-foot square
Saving Throw: None
All creatures friendly to the cleric in the area of effect feel
braver. They make their saving throws against fear-creating
spells or creatures with a +1 bonus. They attack with a +1
bonus to their THACO. Only one of these spells can be cast
on a person at a time. lt must be cast upon characters not
already in combat. The spell does not work on characters
who are already fighting.
The reverse of this spell, curse, does the opposite. The vic-
tims save against fear-creating spells or creatures with a -1
penalty and attack with a -1 penalty.

Combmc
Range: Touch
Duration: Concentration
Area of Effect: 3, 4, or 5 clerics
Saving Throw: None
The cleric casting the combine spell stands in the middle.
The other clerics form a circle around him or her, holding
hands. So long as all the clerics in the circle concentrate
and are not attacked or disturbed, the spell keeps working.
If the central cleric is attacked or disturbed, the spell is not
ruined.

Each cleric in the circle adds one to the level of the cleric
in the center. The central cleric cannot rise more than four
levels. When the central cleric tries to turn undead or cast

First-Level Spells
, I Bless/Curse I Aid
‘ 2 Combine 2 Augury

Clericls Spells Table
Second Level Spells Third Level Spells

I Animate Dead
2 Continual Light/

3
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9
I0

Cure Light Wounds/
Cause Light Wounds
Detect Evil/Detect Good
Detect Magic
Endure Heat/Endure Cold
Light/Darkness
Protection from Evil/
Protection from C-ood
Purify Food 8- Water
Remove FearfCause Fear

3
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8
9

10

Detect Charm/
Undetectable Charm
Find Traps
Fire Trap
Hold Person
Know Alignment]
Undetectable Alignment
Produce Flame
Silence, 15' Radius
Slow Poison

3
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Continual Darkness
Cure Disease/
Cause Disease
Dispel Magic
Glyph of Warding
Locate Object/Obscure Object
Prayer
Protection from Fire
Remove Curse/Bestow Curse
Speak with Dead
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épellsClerics
spells, this new, higher level is used. Central clerics casting
combine do not get extra hit points or an improved THACO.

Cu rc Liglil W0 ii llClb/J
Ca ii so Liglil Woiiiicl s
Range: Touch
Duration: instant
Area of Effect: Creature touched
Saving Throw: None
The cleric restores ld8 hit points to the creature she or he
touches. This spell does not stop poison, cure diseases, or
cure other magical illnesses. It will cure the damage caused
by poison.

The reverse of this spell, cause light wounds, does ld8
points of damage to the creature touched. The cleric must
make a successful attack roll to touch the target.

Del ccl Eu l Del Ctfl Cootl
Range: The cleric
Duration: l0 rounds + 5 rounds per level
Area of Effect: l0-foot-wide, 360-foot-long path
Saving Throw: None
The cleric must concentrate in the same direction for a full
round to use this spell. Only evil monsters or characters
within 360 feet will be detected. lt will also show monsters
or people to be evil if they are plotting against the cleric.
Such monsters or people must have at least a low intelli-
gence.

Animals kill for food or to protect themselves, and if they
are about to attack, it is not an evil act. Traps and other
simple objects, no matter how dangerous they are, are not
detected by this spell.

The detect good spell does the same thing for detecting
good-aligned creatures.

‘Z8
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Dclccl. Magic
Range: The cleric
Duration: l0 rounds
Area of Effect: T0-foot-wide, 90-foot-long path
Saving Throw: None
The area of effect goes wherever the cleric looks. Any magi-
cal object or spell effect in that area glows, but only the cleric
sees it. People with charm spells on them will glow. Powerful
magic glows brighter than weak magic. It takes a full round to
cover a 60-degree arc (from 12 to 2 o'clock on a clock).

Endure Heal/Endure Colcl
Range: Touch
Duration: l_ hours per level
Area of Effect: Creature touched
Saving Throw: None
The target of this spell is unaffected by extreme cold or
extreme heat. The temperatures must be within the range of
normal weather (-30 degrees to 130 degrees Fahrenheit).
Anything beyond that does 1 point of damage for every hour
the target is in it.

Magical fire or magical cold will end either version of the
spell. However, the character takes 10 fewer points of dam-
age from the attack.

liiglil/Dai"kncss
Range: 360 feet
Duration: l hour + IO rounds per level
Area of Effect: 20-foot-radius circle
Saving Throw: None
A light spell can be cast on a creature, an object, or a place.
Creatures get a saving throw. If the saving throw is made, the
spell is fixed to the place where the creature was, but not on
the creature. If the spell is put on an object or a creature, it
moves around as the target moves around. lf it is cast into a
darkness or darkness, I5’ radius spell, both are canceled.

The reverse of this spell, darkness, creates a pitch-black
area of darkness. Creatures who can see in the dark (elves,
dwarves, and certain monsters) can see in it, but all other
creatures are blind.

Drotectioii from Evil/
Di‘olcc-lion lrom Good
Range: Touch
Duration: 3 rounds per level
Area of Effect: Creature touched
Saving Throw: None
The target of this spell is protected from evil creatures. Evil
creatures have a —2 penalty to their attack rolls when attack-

ing the target. Any attack by an evil creature that forces pro-
tected characters to make a saving throw allows these char-
acter a +2 bonus to their saving throw.

The reverse of this spell, protection from good protects
evil monsters and people from the forces of good.

Durily Food 6 Wal.cr/
Diilrcly Food 6 Water
Range: 90 feet
Duration: instant
Area of Effect: l0xl0-foot square
Saving Throw: None
This spell makes rotten or poisoned food and water become
pure and healthful. The reverse of this spell, putrefy food &
water, rots food and makes water undrinkable. It does not
create poison in either the food or water.

Dciiiovc Fear/Cause Fear
Range: 30 feet
Duration: Instant, 10 rounds
Area of Effect: l creature per 4 levels
Saving Throw: None, spell does not work
Any frightened or terrified creature is calmed by this spell.
The fear is gone until a new experience with whatever fright-
ened the creature brings it back. The spell also grants a +4
bonus to any saving throw against fear-creating spells or
creatures for the next l0 rounds.

The reverse of this spell, cause fear, makes creatures
frightened enough to run away. This version of the spell
allows these creatures a saving throw.

éecond-Level (Spells
Aid
Range: Touch
Duration: 1 round + l round per level
Area of Effect: Creature touched
Saving Throw: None
The target of this spell gets a +1 bonus to attack rolls and
saving throws, just like in the bless spell. They also get ld8
extra hit points. Any wounds they take use up these extra hit
points first. When the spell ends, the extra hit points go away,
but so do any wounds against the extra points.

Augury
Range: The cleric
Duration: I round
Area of Effect: One action in the next 30 rounds
Saving Throw: None



(Spells
Clencs who cast augury get to ask the DM about an action that
their companion PCs may try in the next 30 rounds (half an
hour). There is a 75% chance of getting a useful answer.

The DM must tell the characters if the action will be good or
bad for them. The DM should talk like a prophet, saying things
like "Pain and destruction awaitl" or "Gold and glory are found
on that path." If the action will bring both good and bad things
(for example, a tough monster and a big treasure) the DM
might say something like “Great risk brings great reward."

Useless answers, which happen 25% of the time, would
call for the DM to say something like "Beware! Heroic deeds
await you." Such answers do not tell the characters anything,
but sound impressive.

Detect Charni/Undetectable Charm
Range: 90 feet
Duration: 10 rounds
Area of Effect: One creature per round
Saving Throw: No charm is detected
This spell tells the cleric if a creature is being affected by a
charm person, a suggestion spell, or some other kind of
magical control. It does not tell the cleric what kind of control
is in effect, only that the creature is being controlled.

The reverse of this spell, undetectable charm, makes a
creature immune to the detect charm spell for one full day.

Find Traps
Range: The cleric
Duration: 30 rounds
Area of Effect: IO-foot-wide by 90-foot-long path
Saving ‘l11row: None
The cleric sees all traps, both magical and normal, in the area
of effect. This includes alarms, warning devices, and any tele-
port areas meant to harm or confuse the characters. The
spell does not detect ambushes by creatures, nor does it
detect natural hazards like avalanches or floods. The spell
allows the cleric to see that there is a trap, but not what the
trap does, how it is triggered, or how to disarm it.

Fire Trap
Range: Touch
Duration: Until set off
Area of Effect: An entrance or an opening
Saving Throw: Half damage
This spell can be cast on doors, lids, book covers, bottle tops,
etc. (All of these things can be opened and closed.) When
the enspelled object is opened, the fire trap goes off. It does
ld4 points of damage, plus l point of damage for each level
of the cleric. In other words, a 5th-level cleric's fire trap spell
does ld4+5 points of damage. The item that is trapped is
not hurt by the flames.

' 7Cleric s
' ' Th cleric who cast the s ell can o en and close the9 P P

object without setting off the trap. Thieves have only half
their normal chance to find or disarm a fire trap.

Hold Dersoii
Range: 360 feet
Duration: 2 rounds per level
Area of Effect: 20x20-foot square
Saving Throw: Person is not paralyzed
This spell paralyzes ld4 people in its area of effect. The
caster gets to pick which people are affected. A paralyzed
person cannot talk move, attack, or cast spells.

The spell only works on people, not monsters or animals.
For this spell, a person is any humanoid-type creature that is
small or man-sized. This includes humans, dwarves, duergar,
drow elves, elves, gnolls, gnomes, goblins, hobgoblins,
kobolds, lizard men, orcs, sprites, and werebeasts.

Kiiow Aligiiiiient/
Undeleclable Aligriiiieii L
Range: 30 feet
Duration: TO rounds
Area of Effect: l creature per round
Saving Throw: Creature's alignment stays secret
Clerics are able to tell the exact alignment of creatures with
this spell. They must concentrate on a single creature for a
full round to determine its alignment.

The reverse of this spell, undetectable alignment, protects
one creature from a know alignment or detect evil/detect
good spell for 24 hours. The target does not have to make a
saving throw.

Droduce Flame
Range: The cleric
Duration: l round per level
Area of Effect: One creature
Saving Throw: None
A flame appears in the cleric's hand. For the duration of the
spell, the cleric is able to throw flames, l per round, up to
120 feet away. The cleric must make an attack roll to hit a
monster. The monster takes ld4+l points of damage. The
flames set anything that burns easily on fire, provided they
successfully hit.

éilence. 15' Dadiiis
Range: 360 feet
Duration: 2 rounds per level
Area of Effect: I5-foot-radius sphere
Saving Throw: None



Clerics épells
A silence spell can be cast on a creature, an object, or a
place. Creatures get a saving throw. If the saving throw is
made, the spell is fixed to the place where the creature was,
but not on the creature. If the spell is successfully cast on an
object or a creature, it moves around as the target moves
around. Within the area of effect, no sounds can be heard or
made. This makes spellcasting impossible.

<$lo\v Doison
Range: Touch
Duration: T hour per level
Area of Effect: One creature
Saving Throw: None
This spell slows the effects of being poisoned by any means,
but it does not get rid of poison in a character. So long as the
spell is going, the poison does not start hurting (causing
damage to) the character. lf the character can get out of the
dungeon before the slow poison spell ends, the temple will
get rid of the poison for 100 gold pieces.

Third-Level o$pells
Aniinate Dead
Range: 30 feet
Duration: Permanent
Area of Effect: l body per level
Saving Throw: None
Used only by evil clerics, this spell brings bones to life as
skeletons and dead bodies to life as zombies. (The DM
should use the monster descriptions for skeletons and zom-
bies found in the introduction to the MONSTROUS Maivuni.) If
there are nothing but bones left of the body, a skeleton is
made. If there is still flesh on the bones, a zombie is made.
lu-ju zombies are not made this way.

Once the monsters are made, they obey the verbal com-
mands of the cleric that created them. Without directions
they keep doing what they were told to do last or stop mov-
ing (the DM picks). They defend themselves if attacked. The
skeletons and zombies are not affected by dispel magic.
They must be destroyed by combat.

Continual Light./Continual Darkness
Range: 360 feet
Duration: Permanent
Area of Effect: 60-foot-radius circle
Saving Throw: None
This spell is a lot like the light spell. However, the light it
makes is as bright as sunlight. A continual light spell can be
cast on a creature, an object, or a place. Creatures get a sav-
ing throw. If the saving throw is made, the spell is fixed to the
place where the creature was, but not on the creature. If the
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spell is successfully cast on an obiect or a creature, it moves
around as the target moves around. If it is cast into a dark-
ness, continual darkness, or darkness, I 5' radius spell, both
are canceled.

The reverse of this spell, continual darkness, makes a
pitch-black area of darkness. Even creatures who can see in
the dark, like elves, dwanres, and certain monsters, cannot
see in it.

Cure Disease/Cause Disease
Range: Touch
Duration: instant
Area of Effect: Creature touched
Saving Throw: None
This spell heals all kinds of diseases, both magical and nor-
mal It takes no fewer than 10 rounds and no more than 10
days for the target creature to finish healing. The cleric only
needs to touch the target for a round to get the spell going.
Exactly how long it takes to cure a disease is up to the DM.
Strange or magical diseases should take at least one full day.
Normal, nonlife-threatening diseases should take less than a
day. The lycanthropy of a werebeast's bite cannot be cured
by this spell.

The reverse of this spell, cause disease, is only used by
evil clerics. The victim gets a saving throw to stop the infec-
tion. lt takes effect immediately if the victim fails the saving
throw. A cure light wounds spell will not heal any damage
so long as a character is diseased. Each month diseased
characters lose 2 points of Charisma. They die in ld6
months. The temple in town will heal diseased characters
for 500 gold pieces. A cure disease spell will also cure
them.

Dispel Magic
Range: T80 feet
Duration: Instant
Area of Effect: l item or a 30x30-foot square
Saving Throw: None
This spell has a 50% chance of removing spells and other
magical effects. Roll separately for each spell or magical
effect in the area of effect.
If the spell is cast directly on a single magical item, it auto-
matically stops working for ld4 rounds. If the item is held by
a creature, the creature gets a saving throw to block the dis-
pel magic spell.

Glyph ofwarding
Range: Touch
Duration: Until set off
Area of Effect: 5x5-foot—squa re area
Saving Throw: Half damage, or spell does not work



Clerics casting glyph of warding write a magical symbol on
the area being protected. When they are done, the writing
becomes invisible. Anyone crossing in front of where the
glyph is drawn, opening the door it is drawn on, or lifting the
lid where the glyph was written sets off the glyph. Thieves
have half their normal chance to find or remove a glyph of
warding trap.

The glyph can have almost any type of effect. if it is set to
do damage, it does ld4 points per level of the cleric. Clerics
can pick fire, cold, electricity, or any other type of damage
they can think of. If not set to do damage, the glyph can
cause disease as the spell, paralyze, blind, deafen, or any-
thing else clerics can think of. Only clerics of much higher
level can cast a glyph of warding that instantly kills someone
setting it off. For more information, check out the AD&D
Player's Handbook.

Locale Object./Obscure Object
Range: The cleric
Duration: 8 hours
Area of Effect: 180 feet + 30 feet per level
Saving Throw: None
The cleric can only pick one object to locate. Once it has
been found, or when 8 hours have passed, the spell ends.
The object must be something the cleric has seen before
and knows well. It can be part of a place, like a stairway, as
long as the cleric has seen that particular stairway before.
The spell cannot locate creatures.

The cleric only knows what direction the object is in, but
not how to get to it. This is a straight line direction. The cleric
may have to go around obstacles or even backward to find
an open path to the object.

The reverse of this spell, obscure object hides an object
from the locate object spell and even from crystal balls. The
cleric must touch the object to obscure it.

Draycr
Range: The cleric
Duration: 1 round per level
Area of Effect: 60-foot-radius circle
Saving Throw: None
The prayer spell gives the cleric and all of the cleric's friends
special bonuses. All attack rolls, damage rolls, and saving
throws get a +1 bonus. All of the cleric's enemies get at -1
penalty on attack rolls, damage rolls, and saving throws.
Damage rolls always do at least 1 point of damage.

épellsClericis
Drolcction lrorn Fire
Range: Touch
Duration: 10 rounds per level
Area of Effect: Creature touched
Saving Throw: None
Clerics who cast this spell on themselves cannot be hurt by
regular fire (torches, oil fires, etc.). The first 60 points of dam-
age from magical fires (dragon breath, fireball spells, etc.)
are ignored. After that the protection of the spell is gone, and
the spell ends.

If a cleric casts the spell on another creature, that creature
cannot be hurt by regular fire. Against magical fires, the crea-
ture gets a +4 bonus to all its saving throws. The creature
only takes half damage from magical fires.

Dcmove Curse-/Be-st.o\v Curse
Range: Touch
Duration: Permanent
Area of Effect: Creature or object touched
Saving Throw: None, or spell does not work
This spell can remove simple curses from creatures or
objects. It cannot remove the curses found on most magical
items like swords of berserklng or cursed magical -1 weap-
ons. However, it allows people to get rid of cursed items that
they normally could not. These items remain cursed, but
characters are no longer tied to them.

The reverse of this spell, bestow curse, is usually cast by
evil clerics. It can be used to reduce an attribute (Strength,
Wisdom, etc.) to 3, lower the target's attack rolls and saving
throws by -4, or-"make normal items break when the target
handles them. The bestow curse spell allows the victim a
saving throw to avoid the curse.

tbpcak \vil.l1 Dead
Range: Touch
Duration: l round (2 questions)
Area of Effect: Creature touched
Saving Throw: Spell does not work
The cleric can get answers from the body of a creature that
has been dead a week or less. The corpse uses the saving
throw it would have had in life. if the creature in life had
exactly the same alignment as the character and did not
have more levels (or Hit Dice) than the cleric, it automatically
fails its saving throw.

The dead creature cannot lie, but this does not mean it nec-
essarily knows answers. "I don't know" is a valid answer. Even
when the dead creature does know, its answer should be given
so that it is hard to figure out. For example, a cleric might ask,
“What kind of monster killed you?" The dead creature might
answer, "A cruel man-eater.“ It is up to the Dlvl to decide how
much information the dead body gives in its answers.
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About Adventures
 @

When the monsters show up, the DM gets to play
them. Most types of monsters are only interested in try-
ing to eat the characters. Other monsters can think and
talk. Playing those monsters can be a lot more fun. The
DM talks for all of them, just as the other players talk for
their characters. DMs decide what intelligent monsters
do and what they say.

The Dungeon Master is also in charge of the rules.
Dungeon Masters decide what happens each time the
characters try something. DMs decide if an action works
or fails, or if something weird happens. The rules in this
book are there to help the DM.

Finally, the Dungeon Master gives out experience
points to the characters at the end of an adventure.
Characters use experience points to help them become
more powerful. The Dungeon Master figures out how
many points characters get for killing, defeating, or run-
ning from the monsters in an adventure and whether
they deserve any experience point bonuses. The Dlvl
then tells the players what they each have earned.

Being a Dungeon Master is very exciting. It also takes
more work than just being one of the players. Dungeon
Masters have to know the rules. They do not have to
have the rules memorized, but they should read through
the Introduction to the Players Handbook and this sec-
tion of the introduction to the DUNGEON MASTER Guide.
DMs also have to read an adventure before sitting down
to play it.

Before you can play the AD&D game, you have to
pick somebody to be the Dungeon Master. The Dun-
geon Master does not have to always be the same per-
son. The people in your playing group can take turns.
The best person to choose for the DM first is the person
who owns the game. However, everyone should take a
turn sooner or iater.

The Dungeon Master does
HOW D065 the not play to win. The other

DM Win? players are all trying to win
' the adventure. It is the Dun-

geon Masters job to help them do it, but still make it a
challenge—otherwise the game is not fun. The DM is not
trying to beat the other players.

More than anything else, DMs have to be fair. They
are more like umpires or referees than players. When
the other players say what they want their characters to
do, a DM must decide what happens. Even if the DM
does not like what a player is doing, if it should work, he
has to let it work. When a DM is not sure, there are rules
and die rolls to help him.

, For the DM, playing a game is
I In U16 DM, called running on adventure.

9 That is because the DM is in
What DO I DO‘ charge of the story. Before the
players sit down to play a game, the DM reads the adven-
ture. A DM knows what could happen—the other players
do not. Its the DM's job to make the story come to life, but
what does she or he actually do when it comes time to
pla ?T‘ne ste s below will help you be a DM.Y P

1. At the start of the game, read the introduction to the
other players. This gives an event or problem the
characters must explore or solve. The CD introduces
the first two adventures in this book.

2. When the characters have an encounter, read the
description to the players. Descriptions that are to be
read to players are in boxes in this introduction to the
DUNCEON Mnsrrre Guide. Do not reveal any secret
information to them! Here the CD will help you
through the first two adventures.

3. After you describe the encounter, ask the players
what their characters will do. Now is the chance for
the players to make decisions for their characters.

4. Use the rules and the secret information in the
encounter to decide what happens.

5. Act out the part of any monsters or people in the
encounter. The descriptions say how these people
will act, but you must bring them to life. If the mon-
sters talk, you decide what they say. If they fight,
decide things like who they will attack. You may even
have them run away or surrender. The CD will help
you do these things at first.

Being the Dungeon Master is
B63115 H GOOCI a lot of fun, but it is also

DunS6011 mlore work than jfist being a
Master p ayer. That IS w y we rec-

ommend that you and your
friends take turns being the

Dungeon Master. It gives everyone a chance to see what
it is like, and gives you a chance to just be a player. Who-
ever is the DM, here are some tips that can help.

Be Prepared: The most important tip is to be pre-
pared. Always read the adventure before inviting your
friends over to play. It is a good idea to read the monster
descriptions for all the monsters used in the adventure
and all the magical item descriptions for magical items
that show up in the adventure. This may sound like a lot
of work, but most adventures do not have that many
monsters or magical items in them. it should only take a
few minutes to do the reading.



About Adventures
Fairness: Being fair is also important. Do not ever

play favorites with the players. Just because you like one
of the players a lot does not mean her ideas and actions
are always right. She will make mistakes just like the
other players, and should have to deal with the results.
On the other hand, just because you do not like a player
does not mean that all of her ideas are stupid. She will
do some smart and fun things, too. You have to let them
work when she does.

Acting: Everybody in an AD&D game should do some
acting. Pretending to be a character means talking and
acting like him or her. The players should try to do what
they think their characters would do, not necessarily
what they would do.

Dungeon Masters have to do even more acting. They
do not have just one person to pretend to be, but lots
of them. As the DM, you should change your voice for
each character. It does not have to be an award-winning
performance. Just making your voice deeper or higher
will do the trick most times. Think about cartoon voices
you have heard on television and try to imitate one or
TWO.

You can also change the way you talk. This works
even better than changing the tone of your voice. For
instance, one monster might talk really slowly, while
another talks quickly. One monster might say "yep" a lot,
while another uses the word "great!" all the time. These
tricks tell the players that each person you are pretend-
ing to be is different and will act differently. Don‘t be
afraid to ham it up—the other players will love it!

Props: If you have the time, getting together some
props always helps. For example, bring a piece of
uncooked spaghetti to the game. When you have to play
a farmer, put the spaghetti in your mouth as if it were a
piece of grass that he is chewing on. Hats are another
good prop to help make each character seem special.
The best rule about props is to keep them safe and
sirnpte. You do not want to light real fires or do anything
that makes a big mess. You also do not want to have
your players waiting around for a long time while you
change costumes or set up a complex prop.

Winging It: Sometimes an adventure gets off track.
The players have their characters do something that is
not covered in the adventure material. Rather than tell
the players "you can't do that," go ahead and let them
play it out. You just make up what happens.

Do not be afraid to call for a time out to think things
over. It is better to break for a minute and let everyone
get a drink or whatever, than it is to make a bad decision.

Always be ready to put the adventure back on track.
Somehow, the DM has to find a way to get the players

@ 
back into the regular adventure. This may mean chang-
ing something about the adventure. lf the players had
their characters go into the swamp, rather than up the
mountain where the adventure site was waiting for
them, move the location of the adventure site to the
swamp. You may have to make up a new entrance, but
the rest of the dungeon should work just fine.

- When it comes time to pla , take the
§@lt1fl5 DUNGEON MASTER Screen and get it at one

Up end or side of the table. This is where
the DM sits. The DM keeps the Introduc-

tion to the DUNGEON Mxsrrra Guide, the introduction to
the Monsrreous Mxrvu/11'“, a pencil, and some blank paper
behind this, so the other players won't know what is
about to happen. The inside of the screen has most of
the game rules on it, so the DM doesn’t have to always
look at the Introduction to the Players Handbook.

Next, lay the map used in the adventure in the center
of the table where all players can reach it. Set the dice
out on the table. (Both the players and the DM will need
to use the dice, so be ready to pass them around.)
Everything else you need to play is in this book. Go
ahead and have some fun!

- There are three adventures in this
Uglllg the booklet. The first two use the CD,

Adventul-C8 and the last one does not. The
adventures should be played in

order, starting with "The Tomb of Damara" and ending
with "Under Mount Dread." Playing them in order is
important! The adventures are meant to take lst-level
characters and advance them to 5th level by the end of
the last adventure. If you start playing with the second
adventure, "The Ghost of Harrow Hill," the monsters and
problems are too tough for new characters.

The adventures also help new players and DMs in the
same way. “The Tomb of Damara" and "The Ghost of
Harrow Hill" have many notes and tips to help new Dlvls
run the adventures. For players, things are kept simple at
first, until they learn the ropes. The later adventures give
the DM more responsibility, since by then the DM knows
now what she or he is supposed to do.

U - This game includes a special aid to help
‘Sm-S you learn and run your first role-playing

the adventures—the Introduction to AD&D
game CD. This CD begins with an intro-

duction to role-playing. it also contains tracks of adven-
ture dialogue combined with special sound effects to
help you run the beginning adventures in this book.
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About Adventures
Shaded boxes, like the one below, tell you the

encounter uses the CD. The number is the CD track
used. When you reach this symbol play the track num-
ber shown. When the track is finished, you will hear a
bell-like tone to remind you to stop the CD.

To help you remember what is heard, or if
for some reason you are not using the CD,
each of the CD track symbols is inside a box

shaded in gray, like this one. These notes tell you what
the monsters and other important characters say in
the track, and what sound effects are on the track You
can use this information to act out the scene or in
case you need to double check what you heard on
the CD.

Sometimes you will be asked to pause the CD
I! while your players react to what they've heard.

PAUSE This is marked by this Pause symbol. The text
will tell you exactly which words to pause after. Push the
pause button again when you are told to resume the
CD.

IMPORTANT: After you play a track, remember to
stop the CD so that it doesn't continue on to the next
track.

- To help find things in the adventures
§P@Cl3l quickly, there are special messages

that alert you to important facts and
Mcssaggs things to do in the adventure.

READ ALOUD: First, anytime there is text in a box,
you should read that section out loud to the players.

DECISION: Anytime you see this message, the players
have to make a decision. The DM should stop and ask
the question given.

IMPORTANT! This message indicates that there is an
important point that the DM should not overlook.

SEARCH: This message means that there is something
hidden here. If the characters search, they might find it.

TRAP! This message alerts the DM that there is a trap
here.

®——ii—
Throu hout the adventures, each

Monst-6r area l§IClUCl6S monster descrip-
§ummaFies tions that contain all the numbers

you will need for each monster.
They may look crowded, but all they are is a short way to
include the information about each monster provided in
the Introduction to the Morvsmous MANUAL so that it's
always right in front of the DM. Below these numbers
are the hit points for each monster. lt’s okay to write In
this book when the characters hit the monsters. Use a
pencil (so it can be erased) and write the hit points of
damage done to each monster next to its hit point total.

The three adventures in
Th6 <5lOl")’ OF this booklet are more than

[ha Advsntures separate stories. The three
adventures can also be con-

nected to each other to form a campaign. The campaign
takes place in the magical world of Faerun (fay-ROON).
What joins all the adventures together doesn't have to
be fancy or complicated, it just has to explain how the
player characters get from one adventure to the next.

The Tomb of Damara
In the first story the characters are new and eager to
prove their strength as adventurers. Their chance comes
when the High Wizard Netheril wants them to enter an
old ruin and search it for his missing apprentice. The ruin
is not empty, though! Horrible things have moved in, so
the search will be dangerous.

Exploring ancient ruins for treasures and rescuing pris-
oners from evil monsters are two common stories in
many role-playing settings. The characters are heroes
protecting the weak and recovering treasures stolen by
the forces of evil.

After their first adventure, the characters have a
chance to rest and heal, until . . .

The Ghost olllarrow Hill
Now the group feels confident! After all, they have risked
death and still succeeded. So when they hear rumors of
a haunted house, it seems like just the challenge for
them. Little do they know the dangers that await once
they are trapped inside the spooky manor house on Har-
row Hill.

The second adventure is another type of story com-
mon to role-playing. In this one, the characters have a
problem. If it is not solved, they could lose their lives!
They are not searching for great treasures, but battling



About Adventures
 ®
monsters to save their own skins. The player characters
must be brave and clever if they want to see daylight
again.

Under Mount Dread
After the characters escape that terrible house, they
return to their town. The town is in the grip of fear! New
bands of monsters are coming out of nearby ruins and
threatening the townsfolk. It is time for the characters to
be heroes once more.

By now, the DM is ready to go it on his or her own, so
“Under Mount Dread" is presented as a standard adven-
ture, like one DMs often create themselves. It does not
have the special notes and playing hints of the other
adventures, so the DM is free to create whatever he
wants for the adventure.

- One great thing about role-
Lca-vmg and playing games is that the char-

comin Back acters do not have to finish the
8 adventure aii at once. Suppose

the player characters are badly hurt early on. Unless
there’s a reason—like in "The Ghost of Harrow Hill"~the
group can leave the adventure and go back to town.
There they automatically heal and get new spells. Then
they can go back to the adventure location and try again.

Monsters get to rest, too. Any monsters that were
injured heal while the characters are in town, but dead
monsters don’t come back to life.

Sometimes it takes three or four tries at an adventure,
clearing out a couple of rooms with each trip, before
everything is finished. When the player characters look
like they’re really beat up, the DM might suggest a timely
retreat to the players.

- Every time the characters defeat a
EXP6rl6nc€ monster, they earn experience

Dointa points. When they get enough
experience points, the characters

go up one level. With each level the characters get new
powers and become tougher.

The experience points for the monsters are shown in
the adventure. They can also be found in the introduc-
tion to the MONSTROUS MANUAL.

When the characters go back to town, add up the
experience points for all the monsters they defeated.
Give each character the total experience points.

In the complete AD&D game, the total experience
points are divided evenly between the characters at the
end of the adventure. However, the characters also fre-

quently get bonus experience points for other things
they do in the adventure. This does not happen in the
introduction to AD&D game.

Th Characters can’t adventure all the time. Even
6 though they're just pretend people, they eat,

Town sleep, and do the things many real people
do. The only difference is these things are

skipped over because they are not exciting. When char-
acters are not adventuring, they are in Freedale. Don't
worry too much about the town right now; you can learn
more about how a town fits into a campaign after you
and your players have finished "The Tomb of Damara."

For now, all you need to know is that Freedale is just
an ordinary little medieval town in a place called the
Dalelands, which is a region in the world of Faerun.
When the characters are in Freedale, they rest and pre-
pare for new adventures. The rest heals wounds. Char-
acters can buy new weapons, armor, and gear, or they
can sell gems and exchange money. They can also learn
what newly found magical items do.

These services are available at four special places in
town: The Temple of Lathander, the general store, Fox-
worth the moneylender, and the High Wizard Netheril’s
tower. You can look on the DUNGEON Ivlrisrrrz Screen to
find out more, or if you really need more information,
check out the Town of Freedale section.
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The Tomb of Damara
M thc (gym-1 O|‘D|-Lay; The key is a thing the heroes have_to find in the

~ Set up the DUNE-EON MASTER Screen at one end of the
table, close to the CD player.

- Lay the Tomb of Damara map in the center of the
table.

- Put the Introduction to AD&D game CD in the player.
- Pass out the character cards and let the other players

choose their characters if they haven't already.

- As DM, your job is to uide the players
D@'3d1l15 through the adventuée, telling them
the Map what their characters see as they move

from place to place on the map. But
how do you know where they are?

Look at the map shown at the bottom of page l l. It is
a copy of the Tomb of Damara map that sits in front of

adventure, so dont play these tracks until they find and
use it! If the Key message says "No response," then
simply tell the players, "Nothing happens."

étarl;
The story begins with the heroes in the Red
Dragon Tavem in the town. It is a busy place,
filled with drinkers and musicians. A few

local folk play darts in one corner. Things in the town
have been quiet—-so quiet, in fact, that the heroes
have not had a single chance for an adventure.

Just when it seems that making fun of bragging
peasants is the most exciting thing to do, a trumpet
blares in the street. It is the town crier, and he has

the players. Your map has a big differ-
ence—every room has a number in it.
These numbers make up a key that tells
you where the characters are in the
adventure.

On the players’ map, you can see an
irregular room with a well in it. On your l
map on page I l,you can see that room \
is Area T0. Turn to page 23, and you'll
find an entry for Area PO. Well. This tells
you what that room looks like, what's in
it, and what will happen when the char-
acters check it out.

Every numbered room on the map is
explained in the adventure. As you play,
keep track of where the characters are
and follow the instructions given in the
numbered entries. This is how you know
what happens where in the adventure.
KEY: There's another thing you'll see in
the room descriptions—a key message.
This message is special for this adven-
ture only. It doesn't appear in most ad-
ventures. lf there is a track number listed
after the Key message, play that CD track
it the heroes blow a special musical key
while in that room.

The track plays the sound of the key 1
being played, and then either very softly 1
(track 33) or somewhat louder (track
34), the orb answers with music.

l|
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l
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The Tomb of Damara
important news!

He unfurls a proclamation and reads, “Hear ye, hear
ye, hear ye! A terrible tragedy has bestruck this fair city.
The High Wizard Netheril needs stout heroes to
undertake a dangerous quest If there be a thief, war-
rior, and wizard brave enough to match his words with
deeds, let them follow me to the high wizard's tower!"

Pause the CD player after the town crier fin-
ishes his announcement.

PAUSE

This is an introduction to the adventure. Before the
players can begin, they need some basic information-
what they are supposed to do, where they are, and what
challenges they might face. You could just say, "The High
Wizard Netheril hires your characters to go find his
apprentice, Taran, an elven lord. He's lost somewhere in
Damara's castle." You coulo’—but it's not very interesting.
This is a role-playing game, so you want the players to
act out the parts of their characters. So, instead of just
telling the players what their characters will do, the intro-
duction creates a little scene to get them in the mood.
DECISION: Ask the players, “Are you going to follow the
town crier?"
- No: Tell the players their characters go back to the

tavern and do nothing for several hours. Then ask
them if they want to go to l\letheril's tower. Keep
doing this until they realize that nothing else is going
to happen until they follow the town crier.

- Yes: Resume the CD and continue with the rest of
track 3.
The town crier takes the characters to l\letheril's

tower. Netheril is a powerful wizard who lives in the
town. Most of the time he likes to be left alone to do his
experiments, so if he is calling heroes to his tower it
must be for something important.

(cont.) Netheril's tower is made of gray
stone with a few big rooms to each floor.
Most rooms contain many tables covered

with scrolls, books, bubbling beakers, and strange,
stuffed creatures. The guards outside the wizard's
tower step aside and let the characters enter. A ser-
vant tells Netheril some adventurers have come.

The old wizard rises, strokes his beard as he looks at
the characters, and then says, “I'll be brief and to the
point Two days ago, the elven lord, Taran, set off on a
secret mission to the ruins of Damara's castle. Well,

eta-—
he's not returned. I fear he has come to a foul end.

"Before he left, he said something about an ogre
and an orb, a singing orb. If the orb falls into evil
hands it will be the death or slavery for everybody in
the realm. For all this I'll pay you 100 gold coins, not a
penny more."

- DECISION: If the characters want more money, that's
okay—haggling over prices is a part of character role-
playing. Netheril is willing to pay up to 200 gold
pieces each—but no more! Let the players name a
price. lf it is more than 200 gold pieces, you, as
Netheril, must argue them down. When a price is
chosen, play track 4.

> "You drive a hard bargain. Good luck to you!"

If the players don't agree on the price, Netheril gets
mad and sends the characters away. Play track 5. Then
tell the players their characters are back in the tavern.
bored as ever. Things will stay this way until the charac-
ters accept Netheril's offer. When they do, play track 4
and continue the adventure.

Netheril refuses to pay what the characters
ask. He says: "Your demands are ridiculous!
Begone, adventurers! Major Domo, find me

adventurers that won't attempt to backrupt me!
Worthless little . . ."

Now the players can talk to Netheril. You play the part
of the high wizard. You've already heard his voice—he's a
pretty serious fellow who doesn't have a lot of time for
chitchat. What he says and how he responds to com-
mon questions the characters might ask is explained
below.

- What does Taran look like? "Taran is a cheerful elf
with golden hair and blue eyes. He was wearing
brown robes the morning he left."

- What do you know about the orb? "The orb of
drogonkind was a powerful magical item that could
change a person into a dragon once its magical
secrets were unlocked. It was lost a long time ago. 1
have a scroll here that tells more about it. Your wizard
can read it on the way."
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 ®

- What is Damara's castle? "Damara was an ancient
wizard who fought for good. At his castle, he guarded
the orb of drogonlcind to make sure it wouldn't fall
into evil hands. After he died, many heroes tried to
find the orb, but no one ever did. The castle is now in
ruins and filled with danger.”

- Any other questions. Netheril says '"lhere isn't time
for this. You must hurry to save Taran."

After the players have asked all their questions, read the
following aloud:

READ ALOUD: The servant shows you out and
points you on the road to the ruined castle. A few vil-
lagers wave as you leave, but you think most of them
will be surprised to ever see you again.

_ After the characters are done
AL Lhc in the town, they go to

Dulned Ca§u€ Damara s old castle. !_t is
somewhere several miles

from town. How the characters get to the ruined castle is
not important, so the adventure just skips over it. If the
players ask, you can tell them that they walked and that
nothing interesting at all happened.

The action begins again with the characters standing
outside the ruins. Before the heroes go in, play CD track
6. After listening to the track, let the players ask ques-
tions and make plans.
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The characters leam from the scroll Netheril
gave to the wizard that Damara was a great
king who ruled with the power of the orb.

Twenty years ago an ogre named Bonegnasher
attacked the castle in search of the orb, killing
Damara's troops. As a last act, Damara hid the orb
somewhere in the castle. Bonegnasher has been
searching for it ever since.

Use the description below to answer questions the
players have about what they see outside.

READ ALOUD: It is late in the day by the time the
heroes reach the castle. A cold wind blows through
the dead trees around the ruin. Dark clouds make
everything seem gray and lonely. The castle sits on
top of a hill and can be seen from far away. Once it
had strong walls and tall towers. Now the towers
have fallen and the walls have collapsed in many
places. There is a heavy door in the gate, but it looks
like it could be opened.

SEARCH: If the heroes look at the orc tracks mentioned
on the CD, read this to them:

Area I
I‘__

G = Gnoll
Rubble areas are trapped

1'2

ea
READ ALOUD: It looks like there was a fight here.
There are tracks of something dragged to the castle
gate. Near these you find a small scrap of tattered
brown cloth.

If the heroes don't want to go in through the gate, tell
the players there are no other entrances. if they still
won't, tell them they have come a long way for nothing.

Area 1. Central Doom
KEY: No response

Use the following description to answer player ques-
tions about what they see.

READ ALOUD: This is a big room, once the main
room of the castle. Now the plaster has fallen from
the ceiling and the floor is littered with junk. in the
center of the room stand two big gnolls with their
weapons ready.

Play track 7 when the heroes enter this room. When
the track is over, show the players the picture of the gnoll
on page IO of the Introduction to the MONSTROUS
MANUAL.

them. The first one says, "Get back, humans.
This is Bonegnashers domain!" The second

one adds, "Surrender, or we will filet you for a tasty
dinner!"

> Two gnolls see the characters and challenge

DECISION: Ask the players, "The gnolls demand you
surrender. What will you do?"

' Surrender—lMPORTANTl The gnolls take the player
characters’ weapons, tie them up, knock them our,
and throw them out of the castle onto a garbage
heap. Play track 32. The players have failed this time.
When they come back in their next adventure, they'll
know not to surrender!

The heroes are knocked out, and when they
y wake up, they are in a cart A villager pushing

it says, "l found you in the garbage mound
outside of Damara's castle. Somebody dumped you
there—left you for dead."
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- Retreat. The gnolls won't chase the characters if they

leave the castle, but they'll be waiting here for the
heroes to come back!

- Talk. The gnolls don't want to talk. If the heroes try,
the gnolls growl and keep demanding the heroes give
up. if the characters don't the gnolls attack. Go to
Fight below.

- Fight. If the heroes attack, the gnolls fight back.
Before the fight begins, play track 9 on the CD. The
rules for combat are on page 8 of the l‘ritroductr'on to
the Player's Handbook and the information on the
gnolls is below. Remember to ask the players what
their heroes will do, and then roll initiative.

The players hear lots of battle sounds as
their characters fight with the gnolls.

Look at the map of the room on the opposite page.
The starting locations of the gnolls are marked with the
letter "G." You'll also see that some of the squares in this
room are marked with an "X." These squares match the
ones filled with rubble on the players’ map. These
spaces aren't safe, but don't tell the players that! These
spaces are like traps—the rubble hides holes in the floor.
If the thief spends a round to search any of these
squares for traps, his character automatically notices the
weak floor in all the marked squares. He can warn the
other heroes. The gnolls know where the danger spots
are and always avoid them.

If a hero enters a marked space, the floor gives out
with a crash. Play track 8 when this happens then have
the player roll a saving throw. If the saving throw suc-
ceeds, the hero leaps to safety just in time. If the saving
throw fails, the hero slips in the rubble and takes Td4
points of damage.

The players hear the sounds of the floor col-
lapsing.

Gnolls (2): intelligence: Low; Alignment: Chaotic evil;
Armor Class: 5 (chain mall); Movement: 9; THACO: 19;
No. of Attacks: I; Damage: 2d4 (morning stars); Saving
Throw: I7; Special Attacks: None; Special Defenses:
None; Size: Large (756 feet tall); Experience Points: 35
each.
Hit Points: (T) 9 (2) 8

SEARCH: If the heroes defeat the gnolls, they can
search the belongings of the monsters for treasure. The
larger gnoll (the one with 9 hit points) has a pouch of
gold on his belt with 16 gold pieces in it. The weapons
and armor of the gnolls are rusty and useless to the
heroes.

Area 2. Kobold Guards
KEY: No response

Read the text below when the heroes enter this
room, then play track TO for the players. When the track
ends, show the players the kobold picture on page 13 of
the r'ntroo‘uctr'on to the Moivsreous MANUAL

READ ALOUD: The room is small and filled with
junk. Most of it is pushed close to the walls, leaving a
clear space in the center of the room. Squatting in
the clear space are six little creatures holding drinking
horns almost bigger than they are. They look very
surprised to see you. Trying to be brave, the creatures
threaten you.

try to act brave, but it's obvious that they are
scared. The first one says, "You better give

up, humans, or we're gonna cut you to pieces, yeah! If
you don't surrender right now!"

The second kobold is even more scared, but says,
"Yeah, surrender right now! We'll cut ya!" Then he
tums to his friend. "l don't think theyre very afraid of
us. Should we run away?”

The first one shakes his head no and says to the
characters, "Sorry, sorry. We're more scared of Bone-
gnasher than of you. Beat it! Beat it, or we'll get him,
and he'll pound ya into bloody lumps!"

» When the kobolds see the characters, they

DECISION: Tell the players their heroes have caught the
kobolds unprepared. Ask them, "Will you surrender,
retreat, attack, or talk to the kobolds?"

- Attack. If the heroes attack, the kobolds fight. Infor-
mation on the kobolds is listed below. lf four kobolds
are killed, the rest surrender, telling the characters the
information they want to know. This information is
found under the Talk option, below.

- Retreat. The kobolds are not brave and are happy to
let the heroes escape. They will shout and jeer at the
heroes as they leave, however.
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- Surrender. Suggest to the players that it is not very

heroic to give up to puny kobolds. If they insist, the
kobolds take their weapons, tie the heroes up, knock
them out, and throw them out of the castle onto a
garbage pile. Play track 32 for the players.

The heroes are knocked out, and when they
wake up, they are in a cart. A villager pushing
it says, "l found you in the garbage mound

outside of Damara's castle. Somebody dumped you
there—left you for dead."

- Talk. If the heroes talk to the kobolds, play the part of
the leader and say, "\/V-w-we got nothing to say to ya,
unless ya make it worth our time. Whatcha g-g-got to
make a deal with?"
The kobolds want a bribe of either TO gold pieces

(total) or more ale. (The ale can be found in Area 4.) If
the players meet the kobolds‘ price, play track T T on the
CD.

The kobolds are willing to accept a bribe.
The leader says, "Give us the money then-
just all in coins. Loyalty's kind of stupid if

there's money involved! You promise you won't tell
anybody we told you? The hobgoblins have got the elf
in the other tower room just across the entranceway
from us."

The kobolds know the hobgoblins have an elf pris-
oner in the other tower room across the way. That's all
they know.

Kobolds (6): Intelligence: Average; Alignment: Lawful
evil; Armor Class: 7 (leather armor and shield); Move
ment: 6; THACO: 20; No. of Attacks: l; Damage: 1d6
(short sword); Saving Throw: T9; Special Attacks: None;
Special Defenses: None; Size: Small (3 feet tall); Experi-
ence Points: 7 each.
Hit Points: (1) 4 (2) 4 (3) 3

(4) 2 (5) 1 (6) 1

SEARCH: If the heroes search the kobolds, they find a
pouch with 25 silver pieces and TO gold pieces in it on
one kobold's belt. Hidden in a bundle on the floor is a
potion of healing. If the heroes made a deal before
searching, the kobolds will howl about being robbed.
The potion of healing is described on page 28 of the
introduction to the MONSTROUS MANUAL.

Area 3. Castle Garden
KEY: No response

Read the boxed text below to the players when the
heroes enter the garden, then play track 12.

READ ALOUD: The garden is small and tiled with
flagstones. The plants that grew here are all dead. In
the center is an old fountain filled with green,
scummy water. The dead plants seem to fit in here.

A giant toad lives in the fountain. It will attack as soon
as the heroes step into the garden. Show the players the
illustration on page 21 of the Introduction to the
Mo/vsneous MANUAL. Do not let your players ask ques-
tions about the garden until the monster is defeated.

9 The heroes are attacked by a giant toad.

Giant Toad (1): Intelligence: Animal; Alignment: Neu-
tral; Armor Class: 6; Movement: 6, Hop 6; THACO: 19;
No. of Attacks: T; Damage: 2cl4; Saving Throw: T6; Spe
cial Attacks: Can jump up to 60 feet, and can attack fly-
ing creatures in mid-air when doing so; Special De—
fenses: None; Size: Man-sized (5 feet long); Experience
Points: T20.
Hit Points: T4

SEARCH: If the heroes search the garden they find a
necklace worth TOO gold pieces and a magical ring of
protection +1 lying in the muck of the fountain.

Area 4. étoreroom
KEY: No response

When the heroes enter the storeroom, read the fol-
lowing aloud:

READ ALOUD: This is a small, dusty room filled with
shelves. Barrels, bags, pots, and jars line every shelf
and are stacked on the floor. There is a quick scam-
per of little feet that stops just as you open the door.
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DECISION: Ask the players, "Do your heroes enter the
room?"
- No. They close the door and nothing happens.
- Yes. Play track I3 for the players. Their characters are

attacked by six giant rats! Show the players the illus-
tration of giant rats on page I6 of the introduction to
the Morvsrnous MANUAL. The rats are very cowardly
and flee if three or more are killed.

9 The heroes are attacked by giant rats.

Giant Rats (6): Intelligence: Semi-; Alignment: Neutral
evil; Armor Class: 7 Movement: I2, Swim 6; THACO: 20;
No. of Attacks: I; Damage: Id3 (Id6-=-2); Saving Throw:
I9; Special Attacks: Each bite has a I in 20 chance of
causing a serious disease; Special Defenses: None; Size:
Tiny (2 feet tall); Experience Points: I5 each.
Hit Points: (I) 4 (2) 3 (3) 3

(4) 2 (5) 2 (5) l

SEARCH: If the rats are driven off, the heroes can search
the storeroom. They find two 50-foot coils of rope, two
pickaxes, a shovel, a small hammer, two kegs of ale
worth I0 gold pieces each, and a small barrel of brandy
worth 30 gold pieces.

Area 5. Chapel
KEY: Play track 33.

If the heroes listen at the door outside the room, tell
them they hear a hissing sound on the other side. Do
not tell them anything else yet—that's all they can hear.
Let your players decide what the noise means.

If the heroes open the door, play track I4 and show
the illustration of the lizard man on page I4 of the intro-
duction to the MONSTROUS MANUAL.

A lizard man appears and says, "Sssso, you
have come to ssssurrender your livessss.
How ssssad!"

The lizard man attacks immediately. Do not answer
questions about the chapel until the lizard man is
defeated. If the heroes run away, the lizard man will not
chase them.
IMPORTANT! The lizard man is a shaman, a kind of evil
priest. This means he is smarter than other lizard men

ee
and can cast cleric spells. ln the fight, the shaman uses
his spells against the heroes before attacking with his
sword The lizard man knows two spells. He uses them
in the following order:

I. Cause fear. The shaman points at the toughest-
looking hero, the warrior (or the dwarf, or the cleric, in
that order, if no one is playing the warrior), and casts his
spell. Tell the player to make a saving throw. If the roll
succeeds, nothing happens to the hero. If the roll fails,
say, "You are filled with terror and run in panic!" The
character runs out the door he came through and cow-
ers there until the fight is over.

2. Cause light wounds. The shaman casts the spell
and tries to touch the hero with the least armor—proba-
bly the wizard (or the elf, or the thief, in that order, if no
one is playing the wizard). To do this, he makes an attack
roll. If the lizard man's attack roll hits, the spell does ld8
points of damage to the character.

Lizard Man (I): Intelligence: Low; Alignment: Neutral
evil; Armor Class: 5; Movement: 6, Swim I2; THACO:
I9; No. of Attacks: I; Damage: 2d4 (bastard sword);
Saving Throw: I7; Special Attacks: Spells—Cause fear,
cause light wounds; Special Defenses: None; Size: Man-
sized (7 feet tall); Experience Points: 65.
Hit Pain ts.‘ I 2

Once the lizard man shaman is defeated, use the fol-
lowing description to answer player questions.

READ ALOUD: Though dirty, this room is still in good
condition. Canred stone pillars support the arching
roof. This was clearly the castle's chapel. At the back
wall is a stone block, once the altar. The fine carvings
on its base are nothing but chipped scars now. Even
so, the altar still seems like it is a thing of peace and
strength.

IMPORTANT! The altar is still a holy place; if a wounded
hero touches it all his wounds are instantly healed. The
power of the altar can only be used once—only the first
wounded character is healed!
SEARCH: TRAP! The lizard man hid his treasure in a
small chest behind the altar. The chest is trapped with a
poison needle that will prick the finger of anyone open-
ing the box. Unless the players say otherwise, assume
they are not being careful or looking for traps when they
open it. Two common ways to avoid the trap are:
- The thief can make a find traps check. You roll the

dice secretly. If the roll succeeds, tell the thief player,
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“You find a little needle.” He can then try to remove
the trap by making a remove traps roll. This roll he
can do himself.

if the find traps roll fails, don't tell the thief player!
instead say, “You don't find anything." That way the
player doesn't know if the chest was never trapped or
if the roll failed.
Any hero can bash the chest open with a sword,
axe, or mace. This won't work on every chest, such
as those made of iron or stone, and it won't help
against all traps, like those that release gas or shoot
darts. Hint to the players that brute force might break
something inside. It won't in this case, but now they
have been warned for the future!
ln the chest are 18 silver pieces and a scroll with the

wizard spells magic missile and knock on it.

i_i_i_i_ 
Area 6. Taranis Cell
KEY: Play track 33.
DECISION: Before the heroes enter this room, tell the
players, "You think you hear voices on the other side of
this door. What do you do?"
- Rush in. If they rush in without waiting, go immedi-

ately to the Fight! heading, below.
- Listen. If they listen closely at the door—the thief is

the best at this—play track 15.

The thief can hear a cruel voice say, "Tell us
where the orb is, or we'll teach you what suf-
fering is!" Someone else, in obvious pain,

replies, "Never! Do with me as you like. I'll tell you
nothing! AAAGGGHHH!"
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Ask the players again what they do. If they open the

door, go to Fight! below. If they leave and go someplace
else, nothing happens.

Figlill
When the heroes open the door, read the following to
the players:

READ ALOUD: This small room looks like a torture
chamber. There are horrible-looking tools on the
walls. A bucket filled with hot coals sits on the floor. In
one corner is a cell, and huddled in it is an elf. How-
ever, between you and him are three ugly creatures.
One is holding a wicked-looking set of tongs, another
has a whip, and the third has a red-hot poker.

Show the players the hobgoblin illustration on page
I2 of the Introduction to the Morvsraous MANUAL and
then play track I6 on the CD for them to listen to.

After the characters burst into the room, the
hobgoblin leader responds to threats with,
"Proud words, warrior. Now back them with

steel!"
Taran the elflord, chained to the wall, says, Oh, go

back, adventurers! Don't add your deaths atop mine."

The hobgoblins immediately attack! Normally they
would fight with long swords, but the characters have
burst in too quickly. The hobgoblins’ torture implements

only do 1d4 points of damage each.
The bucket on the floor is full of hot coals. A

hero or monster can use
these burning coals as a

weapon by kicking the
bucket over. Any one
square of the map—

except for the cell—is
filled with hot coals.

If a hero knocks
the pail over,

the player can
choose the square

the coals fall into. If
a hobgoblin kicks the
bucket over, you get
to pick. For the rest
of the fight, anyone

standing in that coal-filled square suffers I point of dam-
age each round they are in the square as the hot coals
burn their feet.

The chained elf is Taran, but he is too weak to do any-
thing in the battle but shout warnings.

Hobgoblins (3): Intelligence: Average; Alignment: Law-
ful evil; Armor Class: 5 (chain mail); Movement: 9;
THACO: I9; No. of Attacks: I; Damage: Id4 (torture im-
plements); Saving Throw: I7; Special Attacks: None;
Special Defenses: None; Size: Man-sized (6% feet tail);
Experience Points: 35 each.
HitPor'nts: (I) 7 (2) 6 (3) 5

Llescuirlg Tu ra 11
When the heroes defeat the hobgoblins, they can free
Taran. His cell is shut with a heavy chain wound into a
knot. If the heroes release Taran, play track I7.

Taran says, "Thank you, my friends. Bless
Netheril for sending you. I would lead you to
the orb, But my strength has deserted me.

AII I know is that the orb rests behind a magic wall, but
I know not where the wall itself is. Be quick, but
beware—Bonegnasher has two wolves for his pets,
and many orcs and goblins serve him."

IMPORTANT! Taran wants the heroes to find the orb for
the safety of all good folk. if the heroes have already found
the orb, Taran congratulates them and says, "Let’s get out
of here quick!" Otherwise, encourage the players to ask
questions. Use the information beiow to give the eh"s
answers. You want the heroes to continue the search.
~ Why are you here? “I have studied the mystery of the

orb for many years. From what I learned in my stud-
ies, I grew to fear Bonegnasher may be close to find-
ing the orb. I came to stop him—it must not happen.
Bonegnasher must be stopped.”

- What happened to you? “I was attacked by the
gnolls just outside the castle. They knocked me out
and dragged me in here. I’ve been a prisoner ever
since. There is another prisoner, a villager who
brought me food, but I haven't seen anyone else. I'm
too weak to continue the search, now."

- What's so terrible about the orb? "It can change you
into a dragon. Think of it—Bonegnasher as a dragon!
What horrible things would he do to all of us?"

- What must be done? “Somebody has to find the orb
before Bonegnasher. It’s too dangerous to stay lost. If
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Bonegnasher doesn't find it, some other evil creature
might. You must find the orb and take it to Netheril.
That's the only way the town can be safe."

- Why can't somebody else do it? "Who? I am too
weak and Netheril is too old. There is no time to wait
for others. You are brave heroes, you can succeed in
this quest.”

~ What do we get paid? "Money? Well, I hear Bone-
gnasher has a large treasure room, and King Damara
probably hid other treasures with the orb."

Taran Goldenstar (2nd-level Elf Fighter/I st-level Wiz-
ard): Intelligence: High; Alignment: Chaotic good; Armor
Class: 8; Movement: I2; THACO: I9; No. of Attacks: I;
Damage: Id2 (fist); Saving Throw: 12; Special Attacks:
Spells (but none memorized now); Special Defenses:
None; Size: Man-sized (5 feet tall); Experience Points:
None (the heroes earn no reward for killing Taran).
Hit Points: 2 (normally 6)

Taran knows no spells right now. If the heroes offer to
heal him, he says, "Save your healing for yourselves. You
will may need it in your search for the orb."

Wlial. Do I Do ll‘LlIC‘ Heroes Don't Go‘?
IMPORTANT! Taran is too badly hurt to search by him-
self. If the heroes leave for town, Taran comes with
them. Back in the town he meets secretly with Netheril.
The next day, the heroes are “invited" to the wizard's
tower. Netheril speaks to the group:

READ ALOUD: "Taran has evil news—Bonegnasher
may be close to finding the orb of drogonkind. If he
does, he will become a dragon and destroy us all.
You've shown that you are brave adventurers, so I
ask you to once again risk your lives, this time to save
us all. I have no more money to pay you, so I can
only appeal to your sense of good and justice.”

If the heroes still refuse, Netheril shakes his head
sadly and lets them leave. Tell the players that later in
the day they see the high wizard and the elf ride out of
town toward the ruin. Then, that night, while the heroes
are sleeping, there is a roaring noise mixed with screams
and panic. The heroes smell smoke, and suddenly
flames fill the room as the roof crashes down around
them. In the night sky, the final thing they see before
they die is the huge form of a great red dragon, just
before the burning inn collapses on top of them.

Area 7. Treasure Doom
KEY: Play track 34.

The door to this room is locked. To get in, the heroes
must either bash the door open or use a knock spell. In
this adventure, breaking the lock is automatically suc-
cessful.

In other adventures the heroes cannot automatically
open a locked door. A die roll for success would be
made. Heroes also have other ways of opening doors,
including letting the thief pick the lock. That's explained
in the Expanded Rules.

Once the heroes open the door, read the following
and then play track I8 to the players.

READ ALOUD: This is a small windowless room, lit
only by your torches. The light gleams and glitters on
chests and treasures tumbled in a heap. In this room
are bags of coins, pieces of armor, and potion bottles,
along with bones, bits of stale bread, and moldy
cheese. All that stands between you and the treasure
is a horrible worm-thing with a tentacled mouth!

When the players ask what their characters see, show
them the illustration of the carrion crawler on page 5 of
the Introduction to the MONSTROUS MANUAL.

h The characters encounter a carrion crawler.

DECISION: Say to the players, "It looks hungry. What are
you going to do?"
~ Talk to the creature. It does not respond.
- IMPORTANT! Feed the creature. The carrion crawler

is trapped here to guard Bonegnashers treasure. it is
hungry and only wants food. If any hero throws
rations to it, the carrion crawler ignores the player
characters to eat the rations. Tell your players they
have earned 50 experience points each for being
clever.

- Attack the creature. If the heroes attack the carrion
crawler, the monster attacks one character until the
victim is paralyzed. Remember—heroes hit by a car-
rion crawler must make a saving roll to avoid being
paralyzed for 2d6><I0 rounds. Once a hero is frozen,
the crawler keeps attacking him. Since the character
can't run away, the creature automatically hits, doing
Id2 points of damage each round.
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If the carrion crawler is reduced to 8 hit points or Area Bonegnashsris D6“
fewer, it turns and attacks the other heroes, trying to
protect itself.

Carrion Crawler (I): Intelligence: Non-; Alignment:
Neutral; Armor Class: 3 (head)/7 (body); Movement: 9;
THACO: I7; No. of Attacks: 8 or I; Damage: Special
(paralyzation) or Id2; Saving Throw: I6; Special Attacks:
Paralyzation with tentacles; Special Defenses: None;
Size: Large (9 feet long); Experience Points: 420.
Hit Points: I 7

SEARCH: If the carrion crawler is eating rations or is
defeated, the heroes can gather the treasure. There are
two small chests with 300 gold pieces total in them,
three small sacks with 500 silver pieces, and several
magical items. There is also a small spell book in here,
with the name "Taran Croldenstar” written on the front
cover. If the heroes give this to Taran, he will reward
them with 50 gold pieces when they get back to town.
IMPORTANT! Do not teii the players what the magical
items do or even that they are magical!

Instead, tell the play-
ers, “In the pile are a fine
sword, shield, and suit of
chain mail, along with two
bottles of strangely col-
ored liquids." Ask who
takes which of these items
and then write a note to
yourself telling which char-
acter is carrying which
items. The magical items
are along sword + I, a suit
of chain mail +2, a shield
+7, a potion of healing,

and a potion of invisibility. If a hero uses one of these
items, especially the sword, shield, or armor, you can tell
them, “This sword (or
whatever) seems much
better than a normal one.
It might be magical." Re-
member to secretly give
the hero the bonus of the
item used!

When the heroes return
to the town, High Wizard
Netheril can identify their
magical items, and you
can tell the players exactly
what they have found.

KEY: Play track 34.
This is the chamber of Bonegnasher the ogre. When

the heroes open the door, play track I9 and show the
players the illustration at the top of page 2 I. The picture
is your description of the room.

Bonegnasher the ogre sees the characters
enter his room and says, "Silence! Who
dares disturb Bonegnasher the ogre's den of

death and destruction—a bunch of puny humans?
Destroy them, Predator! Devour them, Crusher! Rip
‘em to pieces! It's chow time!"

Bonegnasher's wolves automatically attack. The
heroes cannot talk to Bonegnasher or reason with him. If
the heroes run away, the wolves chase them until they
leave the castle.

Bonegnasher does not attack unless the heroes
defeat his wolves. He wants to watch his pets shred the
heroes. If the heroes are getting beaten badly by the
wolves, remind them that they can run out of the castle
and come back when they are healed.

If the wolves are defeated, play the part of Bone-
gnasher. He is angry and roars at the heroes. Make sure
your voice is big and booming because you're playing
the part of an ogre. Ogres are not the quiet types.

READ ALOUD: “MY PETS! You killed my pets. You
must pay!" Bonegnasher stomps forward, whirling his
club. He has an evil look in his eyes.

Bonegnasher then attacks. His first target is the char-
acter who looks like he could cause the most damage—
probably the warrior. The ogre ignores the others until
the warrior is dead—unless another hero is about to kill
the ogre. Bonegnasher is not very bright, but he is a
crafty fighter.

A smart plan for the heroes is to surround the ogre
while the wizard stands back and uses his spells. If the
group tries this, Bonegnasher will try to move so his back
is to a wall. He does not want anyone sneaking up
behind him.
IMPORTANT! Bonegnasher is a very tough monster, and
so you should be careful using him. Make sure your
players know that he is dangerous and that they can
run away if they need to. Once you tell them, though, it
is their choice. If they choose to have their heroes stay
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and fight, then Bonegnasher tries to kill
the group, showing no mercy.

Wolves (2): Intelligence: Low; Align-
ment: Neutral; Armor Class: 7; Move-
ment: I8; THACO: I9; No. of Attacks:
I; Damage: Id4+I;Saving Throw: I7;
Special Attacks: None; Special De-
fenses: None; Size: Small (3 feet tall);
Experience Points: 65 each.
Hit Points: (Predator) II
(Crusher) IO

Bonegnasher the Ogre (I): Intelli-
gence: Low; Alignment: Lawful evil;
Armor Class: 5; Movement: 9; THACO:
I7; No. of Attacks: I; Damage: IdB+2
(club) or ldIO (fist); Saving Throw:
I6; Special Attacks: None; Special De-
fenses: None; Size: Large (9 feet tall);
Experience Points: 270.
Hit Points: 23

SEARCH: There is some treasure in this
room. If the heroes search the pile of
furs that is the ogre's bed, they find a
small sack with 6 gems worth 25 gold
pieces each. Pressed up against the wall
at the back of the heap is a little chest. In
it are a magical dagger +1, a short
sword +2, a potion of healing, and a
scroll with the wizard spells magic mis-
siie and charm person on it.

Most importantly, there is an oddly
shaped golden key tucked in Bone-
gnasher's big belt. The heroes need this
key to find the orb of akagonkindi When
they find it, read the description below:

READ ALOUD: On the ogre's belt is a
strange key of golden metal. It is
shaped like a miniature flute or pipe
of some kind. When you hold it, you
hear faint, eerie music in your mind.

Now play track 20.

The characters discuss the
key they have found and
what to do with it.
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This key opens the secret passage into Area I3. If the

heroes try to play the key like an instrument while in
Bonegnasher's den, play track 34 on the CD. If they take
it back to Taran in Area 6, play track 2!.

Taran is very pleased that the characters
brought him the key. He says, "Oh, well
done. We can thank our lucky stars that

Bonegnasher was too stupid to try blowing on it. Lis-
ten." Taran plays the key, and there is an answer to the
music from far away. Taran continues. “It is the song of
the orb. The key called it, and it answered. The orb is
quite near, quite near. Go to the nearby rooms and
blow this key, and a magic door will open."

IMPORTANT! The key is a guide to the orb of dragon-
kind. Biow the key and the orb responds with music.
Now that the heroes have it, they can blow the key any
time they want. When they do, check the Key message
in the room description for the room they are in (or
closest to). The music is like a game of hotter/colder.
The closer the heroes are to the orb, the louder the
music is.

Area 9. The Kitchen
KEY: Play track 34.

When the heroes enter this area, read the following to
the players, then show them the illustration of a goblin
on page I I of the introduction to the MONSTROU5
MANUAL.

READ ALOUD: The kitchen is cluttered and smelly. It
is furnished with a table, a big fireplace, and shelves
loaded with junk. Three ragged humans are working
at the table. Standing with their backs to you are five
goblins. One has a whip. It is clear the humans are
slaves.

@ 
DECISION: Now, ask the players, "What will you do?"
- Leave. The goblins never notice the heroes, so

nobody chases them. The heroes get away.
- Sneak through the room. Let the players move their

heroes into the room. When they are about halfway
across, one of the goblins looks up and says, “Hey-
who's that?" At this point the goblins attack.

- Nothing. After a little bit, one of the slaves looks
toward the heroes. The excited slave blurts out,
“You've come to save us!" The goblins turn around
and attack the heroes.

- Charge! Bold action gives the heroes an advantage.
The goblins are caught completely unprepared. No
goblins get to make attacks on the first round of com-
bat. They can fight normally in all other rounds.

The goblins fight hard, but if three or more are
defeated, the survivors surrender. They fall on their
knees begging for mercy. Remind players it would not
be heroic to kill prisoners. The goblins can be tied up
with rope or old towels found in the kitchen. The goblins
are too scared and stupid to know much. All they can tell
the characters is: “Orcs digging over there." They point
toward Area I2.

Goblins (5): Intelligence: Low; Alignment: Lawful evil;
Armor Class: 7 (leather armor and shield); Movement:
6; THACO: 20; No. of Attacks: I; Damage: Id6+I
(mace); Saving Throw: I9; Special Attacks: None; Spe-
cial Defenses: None; Size: Small (4 feet tall); Experience
Points: I5 each.
Hit Poinb: (I) 6 (2) 4 (3) 4

(4) 2 (5) I

During the fight, the slaves hide under the table. If the
heroes win, they come out. They are very happy. Play
track 23 at this point.

The heroes save the villagers who thank
9 them and say, ‘We thought they were going

to kill us for certain! There's another prisonerThis is the kitchen. Here goblins force slaves to cook being he|d in the tower beside the Chape|_ Hers an ehr
meals for Bonegnasher's troops. Play track 22 for the
players.

The heroes see the goblins mistreating the
siaves. One of them says to a slave, “You
there! Get to work, or you'll be the ogre's

next meal!

‘I2

I brought him his food, but I didn't find out what his
name was or how he was captured."

SEARCH: The leader of the goblins has a ring of keys
that unchains all the villagers in here. He also has a small
pouch with I7 gold pieces in it. Once out of their chains,
the enslaved villagers sneak out of the castle and back to
their homes.
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Area 10. Well
KEY: Play track 34.

When they heroes enter this room, note to yourself
whether they are carrying a light source, such as a torch,
lantern, or even a iight spell on a stick.
- If the heroes do not have any torches or lanterns lit
when they enter this room, read the description here to
them.

READ ALOUD: This room is cold and wet, almost like
a cave. There is a well at the center. A bucket with a
rope attached sits by the well. There is no movement
and nothing interesting to see here.

So long as the heroes don't make any light, nothing
happens in this room. There is nothing worthwhile to
find here.
- If the heroes enter this room with a light, play track
24. The bats that hang from the ceiling fly down to
attack! Their wings beat at the heroes, making it hard to
fight. The players must subtract one (-1) from their
attack rolls.

9 The heroes are attacked by bats.

if the characters run out of the room, the bats will not
chase them. If four or more of the bats are killed, the others
flap back to the ceiling and hide out of sight. They will not
attack again and the heroes can investigate the well.

SEARCH: The surface of the water is 10 feet below the
floor and the water is another 10 feet deep. On the bot-
tom lies a rusty dagger +1. it is hidden by the dark water
and can only be found by someone who dives into the
cold water when the room is well lit.

Giant Bats (8): Intelligence: Animal; Alignment: Neutral;
Armor Class: 8; Movement: 3, Fly 18; THACO: 20; No. of
Attacks: I; Damage: ld2; Saving Throw: 19; Special At-
tacks: None; Special Defenses: AC 5 vs. missiles if at-
tacker's Dexterity is 13 or less; Size: Man-sized (3-foot
body, 5-foot wings); Experience Points: 35 each.
HitPoints: (1) 7 (2) s rs) 4 (4) 4

(5) 3 (6) 3 (7) 2 (8) l

Area 11. Armory
KEY: No response.

When the heroes enter this room, read the following
description to the players, then play track 25 on the CD.

READ ALOUD: This room is crowded with shelves of
battered helrnets, dented shields, and nicked swords.
The walls are lined with racks of spears and axes. In
the center of the room, many of the weapons seem
to be floating in mid-air.

The heroes see weapons floating in mid-air
and realize they see a gelatinous cube.

The reason the weapons are floating is that they have
been swallowed by a gelatinous cube (see page 8 of the
introduction to the A/lorvsraous Mxwuzv), a creature like a
big square of clear jelly. The weapons are floating inside
its body. The creature senses the heroes as they enter,
and it immediately moves to attack.
IMPORTANT! Because the creature is slow the heroes
can escape unharmed if they ieave the room on the
first round of combat If they do not leave immediately,
the combat is played normally. Aiso, the characters can
retreat from battie on any round before the creature
can attack. Be sure they know this, since they may have
to run away from such a dangerous creature. Rernember
that a gelatinous cube paralyzes creatures it touches
who fail their saving throw, and paralyzed heroes cannot
run awayl

C-elatinous Cube (1): Intelligence: Non-; Alignment:
Neutral; Armor Class: 8; Movement: 6; THACO: I7; No.
of Attacks: 1; Damage: 2d4; Saving Throw: 16; Special
Attacks: Paralyzation; Special Defenses: Characters get a
-3 penalty to their surprise rolls when it attacks; im-
mune to lightning bait, fear, hold and steep spells, and
to paralyzation; Size: Large (lO><lO><l0-foot cube); Ex-
perience Points: 650.
Hit Points: 15

SEARCH: The armory contains T2 spears, six shields,
four bows, and cloaks for every character in the patty.
None of these items are magical. If the heroes make dis-
guises from this gear to get past the orcs in Area l2,
compliment them at the end of the adventure for being
clever.
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Area I2

Orc Mine Detail

Magical
Door

0=Orc

Area 12. Ore Mines
KEY: Go immediately to Area T3.

Be careful, Dungeon Master—five orcs may be too
much of a fight for the heroes! Encourage the players to
use their heads here, or the careers of their characters
may be cut short.

When the heroes enter the mine, show them the
illustration on page 25 of this book, read the following
description, and play track 26 on the CD.

READ ALOUD: This room is very strange. Once it
must have been a cellar dug into the side of the hill,
but now it looks more like a mine. The walls and floor
are all dug up and wooden beams are wedged into
them to keep the ceiling from collapsing. In a dark
corner of the room, a group of five orcs is digging pits
in the floor. The orcs are busy digging and not paying
attention to anything else.

The heroes spy on the orcs as they dig. One, which ap-
pears to be the leader, says to the rest, "Ho, there! Work
harder, ya mangy dogs!" It cracks a whip. "Get to it, ya
scum!"
DECISION: Before having the heroes enter the room,
ask the players, "What are your characters going to do?"

Area I 3
Demara’s Tomb

-Throne V i_ -.
 \ Magical =7

Door \
I Q

Torches

®ZZ———i
- Attack. The orcs notice the heroes as they close for

battle. The orcs will fight normally. Play track 27 for
the players. Information on the orcs is listed below.

The heroes try to sneak by, but one of the
orcs looks up and says, “Hey, what are you
guys doin’ over there? C'mon, you curs, get
Jem!Il

- Sneak. The starting positions of the orcs are marked
with the letter "O" on the map at left. The orcs don't
notice the characters unless the heroes enter one of
the shaded squares on the map. Then they attack, so
read the Attack option, above.

' Disguise. If the heroes use the cloaks from the
armory or try to cobble together some disguise to fool
the orcs, play track 28. The disguise works! The orcs
will not bother the heroes unless the orcs are
attacked.

The heroes use a disguise to fool the orcs.
One of the orcs see them, but the heroes
tell the orc that they were sent to fetch

Bonegnasher something to eat. The orc says, "Aw,
leave ‘em be. Bonegnasher usually gets mean when
he's hungry!’

Orcs (5): Intelligence: Average; Alignment: Lawful evil;
Armor Class: 7 (leather armor and shield); Movement:
9; THACO: 19; No. of Attacks: l; Damage: ld8 (battle
axe); Saving Throw: I7; Special Attacks: None; Special
Defenses: None; Size: Man-sized (6 feet tall); Experi-
ence Points: 15 each.
Hit Points: (I) 8 (2) 6 (3) 5

(4) 4 (5) 4

SEARCH: The leader of the orcs carries a pouch with 45
gold pieces and a potion of healing. Each of the other
orcs has 3 gold pieces.

If the player characters investigate the area, after
either defeating or tricking the orcs, play track 29 on the
CD

The heroes check out the wall where the
orcs were digging, and notice that there are
no marks on the wall at all.

If the heroes blow on the key, go to Area T3.
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Area 13.
Damara’a Tomb
IMPORTANT! Do not use this entry
until the heroes blow the key while in
Area I2! The key is the only way to
open the secret door from the orc mine
to Damara's tomb. If the heroes use the
key in this area before they have killed
the orcs, the orcs run away in fear. How-
ever, they will return and will be waiting
when the heroes exit Damara's tomb.
Show the players the illustration on the
next page. Then read the following
description and play track 30 on the CD.

READ ALOUD: A secret door grinds
open to reveal a cold, gray stone
room thick with dust. As the door
swings open, two torches on the wall
mysteriously light. Nothing has dis-
turbed this room for ages, not even
spiders. A mummified body sits on a
stone throne at the back of the room.

As the heroes watch the se-
cret door open, they hear an
undead voice. It says, “Who

dares disturb the rest of King Damara?"
Then, undead shadows begin to attack
the heroes.

This chamber is enchanted to automatically protect
the orb from thieves. Since this protection is a magical
thing, it is not a trap the thief can find or remove. When
the secret door is opened, the torches burst into flame.
The shadows created by these torches are actually mon-
sters called shadows. Each torch creates one monster.

The shadows attack anyone who enters the tomb.
They will not leave the tomb, so heroes can escape by
leaving the room. If the heroes leave, the shadows hide
in a corner where they cannot be seen.
IMPORTANT! Remember that shadows can drain
Strength with their icy touch. Worse still, shadows can
only be hurt by magical weapons or by certain spells.
Normal weapons just pass right through them. If the
heroes attack them without magical weapons, be sure to
tell the players that their weapons pass right through
without doing any harm.

13

For the heroes to defeat the shadows, they must
either use magic on the monsters or put out the torches.
Putting out the torches is the easier choice. A hero can
put out one torch in a round. If anyone in the group
does this, make a note to give the group I00 bonus
experience points each at the end of the adventure for
quick thinking.

If the heroes run away from the shadows and the
orcs in Area I2 were not killed, the orcs have come back
and attack. Tell the players the heroes must defeat the
orcs or Bonegnasher will win! The group has done the
ogre's work for him by finding Damara's tomb.

Shadows (2): Intelligence: Low; Alignment: Chaotic
evil; Armor Class: 7; Movement: I2; THACO: I7; No. of
Attacks: I; Damage: ld4+l (+1 drain I point of
Strength per touch); Saving Throw: I6; Special Attacks:
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Drain Strength; Special Defenses: Hurt only by +i or
better magical weapons, or spells; immune to sleep,
charm, and hold spells and cold; Size: Ma n-sized (6 feet
tail); Experience Points: 420 each.
Hi'tPor'nts: (1) 18 (2) 16

Refer to the introduction to the MONSTROUS MANUAL,
page 17, for more information about shadows. The cleric
may be able to turn the shadows, since they are undead.
SEARCH: There are three clay jars at the base of the
throne. In these are 450 gold pieces, a magical ring of,oro-
tection + i, and a scroll with the spells fireball and slow The
mummified body is the remains of King Damara. It is not
an undead creature and cannot hurt t:he party. In his bony
lap is a shield +1 and under it is the orb of dragonkinafl a
crystai bait The orb will not work for the heroes—they don't
know the secret commands to operate it

@—————————
- This adventure is over when the

COnclu<51On: heroes find the orb of dragon-
kind and return it to High Wizard

Th6 Dfiturn Netheril. When the heroes do
[O TOWII this, play track 31 on the CD.

says, “Well done, brave heroes. You have
carried out your mission and saved Taran's

life. l am proud to reward you with the gold you were
promised. You have made the land safe for our towns-
folk and travelers again!“ Taran adds, “Oh, thank you,
my friends. Truly you have saved my life."

b The heroes return the orb to Netheril, who

Smile and congratulate the players—they've suc-
ceeded! There are still several things that must be done,

though.
l - The orb. When the heroes return, the

High Wizard Netheril praises them for
their bravery and asks for the orb of
dragonkind. If the heroes give him
the orb, he casts a spell that destroys
it right before their eyes! “Better to
destroy it than let it fall into evil
hands," he says.

If the players don’t want to give up
the orb, remind them it is useless to
them. Playing the part of Netheril, ask,
“You're not turning evil on me, are
you? If you are, I might have to use
my spells on you." You might also
want to point out that Netheril is a
very powerful wizard and that there
are guards in the room.

- The reward. Netheril promised pay—
ment, and he keeps his word. He
gives the heroes whatever amount of
gold pieces they agreed on at the
beginning of the adventure. He’s so
pleased with their work, he adds 50
gold pieces each as a bonus and will
give them another 50 pieces each if
they rescued Taran. He also offers to
use his spells for free to identify up to
four magical items the heroes found.
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- Experience points. Now

you must give out experi-
ence points. Add up the
experience points earned
for each monster de-
feated. This is the number
of experience points each
hero gets.

Have the players write
down their experience
points. It's their job to
keep track of these! Re-
mind them to check and
see if they have earned
enough points for their
hero to advance to the
next level. if any have,
have the player roll for
additional hit points for his
hero and add these to the
hero's total.

- Healing. Tell the players
their heroes get all their
hit points back while they
are in town. The adventur-
ers stay in town until
everyone is fully healed.

- Magical items. Make a
list for yourself of all the
magical items the heroes
found. Unless the players
have things identified,
don't tell them what they
have found. This is your
secret information that ,
they must learn! ,

- You deserve a bi hand,Corlgratulalloflal tool ta in your
very first adventure and that's quite a feat. Don't worry if
you made mistal<es—it's all part of learning what to do.
The next time you play, you'll make fewer mistakes and
everything will be easier. lust like the other players are
learning how to handle their heroes, you're learning how
to be a DM.

I

IMPORTANT! Now, before you go on to the next ad-
venture, “The Ghost of Harrow Hill," read through the
Expanded Rules in the introduction to the Pia;/er's
Handbook and read about the Town of Freedale begin-
ning on the next page. It will tell you how to use the
town as part of your campaign. You might also want to
review any of the Basic Rules you want to remind your-
self about.
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The Town of Freedale K
- Freedale is a small s ot in an

Locatlon Ofarea known as the Dalglands (or
Fl-icedale simply the Dales). The Dalelands

is a region of rich farmland con-
taining several small communities. The Dales region was
once the land of the mysterious elves, but as the resi-
dents of the Dalelands cut down trees, the elves and
their families retreated deeper into the forest. The Dales
themselves are a part of a larger collection of countries
called Faerun.

Though far from other towns, Freedale remains a
busy place. Elves traveling west often stop in Freedale
for supplies, as do other travelers from the east. Freedale
is also a stop for those traveling up or down the River
Ashaba, docking their boats or barges at the wharfs
south of town.

Though it does not say so on the
KI1OWl€Clg@ character cards, each of the char-

acters knows a little about the
OF Frcsdale town of Freedale. Each PC has
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spent some time in the town before The Tomb of
Damara adventure. You should tell the players this infor-
mation after that first adventure.

Lordan the Pure: The cleric Lordan the Pure's master
is Farrish the Priest, who can be found in the Temple of
Lathander. Lordan can receive free healing from Farrish
as long as he has remained good during his adventures.
Farrish will know if he is lying. Aftenrvards, Lordan may
find himself doing an adventure in return for Farrish's
kindness. Farrish can also offer Lordan, and possibly his
friends, lodging for the night.

Beldar the Brave: A childhood friend of Beldar, the
warrior Thran is the leader of the Watch Guard Barracks.
Beldar can stay at the barracks whenever he is in Free-
dale, as long as Thran can call on Beldar's help when-
ever needed.

Morganth the Mysterious: Sethel the Scribe is an
old friend of lv1organth's. Both of them studied under the
same master many years ago. Morganth decided to fol-
low magic, while Sethel became a historian. Should the
wizard need to learn some ancient knowledge, Sethel

.--I

,—-
,-

,4"~*—.-—»--_
,1.

a-"=:

' *&§‘“’i§¢~
:1. . I uk'\.'\__



The Town of Freedale—————ie
may be able to help. Morganth is also on good terms
with the High Wizard Netheril. He has purchased magi-
cal spells from Netheril in the past, and will be able to
see the wizard for advice when others will not be able to
get past his servants.

Slinker: The thief Slinker is someone who everyone
in Freedale knows. However, Slinker's best source of
information is One-Arm McGinty, the owner and bar-
keeper of the Red Dragon Tavern. Slinker can always find
out the latest news about Freedale from One-Arm, as
long as he is willing to pay for a drink.

Silverleaf Halfmoon: Silverleaf is from the same tribe
of elves as Taran the elflord (also known as Taran Gold-
enstar). Taran is a wise elf who knows much about the
wilderness surrounding Freedale, as well as the rest of
the Dalelands. When Taran is not in his home in Free-
dale, he can be found in the woods just outside of town.
Since Taran is an elf, he prefers to spend days at a time
in the forest east of Freedale. To summon Taran from the
forest, Silverleaf knows he must go to the eastern edge
of town and howl as a wolf three times.

Delvar Ironfist: Delvar is friends with the owner of
the General Store, Gart Stonenose. The two dwarves
used to adventure together before Gart lost his right eye.
In the evening Delvar and Gart sometimes drink ale and
sing dwarven SOngS at the Red Dragon Tavern. Gart is
often grumpy towards others but is friendly with Delvar
and other dwanres.

Taran the Elllorcl
Following his rescue from the ogre Bonegnasher and
the destruction of the orb of dragonkind, Taran will be
very grateful to the players. If the PCs ever need the
elflord's help, they can come to him and he will do what
he can. Whenever the PCs are in Freedale and they
need a place to stay, Taran will be happy to let them
stay at his house.

- The following is a more detailed de-
Gulds to scription of Freedale and those who
Flascd816 live there. Players must learn this infor-

mation by exploring Freedale on their
own between adventures.

No maps of the insides of the buildings of Freedale
are included. Should the DM need this information, he
can simply take a pencil and piece of graph paper and
draw a quick one himself, using the information pro-
vided below as a guide.

Game abilities are not given for all NPCs found in
Freedale. Many of the NPCs in Freedale will never get
into a fight or go adventuring with the players. If the DM
needs to have game abilities for certain NPCs, consider
them to be ist-level fighters. Characters do not get expe-
rience points for killing any of the townsfolk.

1. Tower of the High Wizard Netheril: The tower of the
wizard Netheril is a structure of gray stone and a few
windows. Each of the tower's four floors are one big
room containing large tables covered with scrolls, books,
and bubbling beakers. Everything within the tower is a
terrible mess, but Netheril seems to know where every-
thing is, so he doesn't feel the need to clean.

The PCs will only ever see the first floor of Netheril's
tower, since the other floors are his private chambers.
The second floor is sleeping quarters for him and his ser-
vants, the third is a storage area, and the forth is his
secret laboratory. Anyone breaking into Netheril's tower
will be caught and turned over to the Watch Guards.

Anytime the heroes return from adventuring, they can
have magical items identified by Netheril. For 1,000 gold
pieces Netheril will tell the PCs the powers of a magical
item they possess. If the heroes do not have 1,000 gold
pieces, Netheril will take another magical item as pay-
ment.

There is also a 50% chance Netheril will have a mag-
ical item for sale whenever the PCs come to visit him.
Netheril will not accept less than the listed price for each
of the items. Roll a ld8 to determine what item the wiz-
ard has for sale at any one time.

Item (roll ld8) Cost
1. Potion of Healing 150 gold pieces
2. Arrow +1 (dozen) 200 gold pieces
3. Potion of Grant Strength 300 gold pieces
4. Potion of Speed 300 gold pieces
5. Potion of Invisibility 300 gold pieces
6. Potion of Fire Resistance 300 gold pieces
7. Vi/izard Scro/I* 400 gold pieces
8. Cleric Scro//* 400 gold pieces

*1d4 spells—roll randomly on the appropriate table

Netheril has three sen/ants who attend his needs:
Major Domo (Netheril's manservant) and two guards
who prevent unwanted people from entering the tower.
The guard's names are Fortu and Deval.



The Town of Freedale
Fortu 8. Deva! (3rd-level Human Warriors): intelli-
gence: Average; Alignment: Lawful neutral; Armor Class:
5 (chain mail); Movement: 12; THACO: 18; No. of At-
tacks: 1; Damage 1d6 (short sword); Saving Throw: 16;
Special Attacks: None; Special Defenses: None; Size:
Man-sized (6 feet tall)
Hit Points: Fortu (20) Deva! (17)

Major Domo (4th-level Human Warrior): intelligence:
Very; Alignment: Neutral; Armor Class: 8 (leather);
Movement: 12; THACO: I7; No. of Attacks: 1; Damage
ld8 (long sword); Saving Throw: 15; Special Attacks:
None; Special Defenses: None; Size: Man-sized (6 feet
tall)
Hit Points: 27

oi?
The High Wizard Netheril is a spellcaster of some skill.

There is no complete description given for Netheril, as
he is assumed to be many experience levels higher than
the heroes. No matter what the experience level of the
heroes, Netheril should seem to be someone whose
magic is so strong they could never hope to defeat him.
As far as the PCs know, Netheril can use his magic to do
just about anything.

The DM should portray Netheril as a stucl<~up but
powerful wizard who will not be pushed around by a
group of adventurers. if he is treated with respect,
Netheril can be a great friend to the heroes.

Netheril is assumed to know each spell listed in the
Wizard's Spells section, especially the identify spell,
which he uses to discover unknown magical items
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brought to him by the PCs. Netheril's alignment is neu-
tral when dealing with the heroes.

2. West Wind Stables: This large stables is the only
place in Freedale for someone to keep a horse. In addi-
tion to the stables, there is an exercise field behind the
barn. An office and living quarters are attached to the
stables.

The stables are owned and operated by Joben the
Stable Master and his son Markus. Both Joben and his
son are friendly folk, and it is well known that Joben will
often let friends or travelers sleep in the hayloft if they
cannot afford the prices at the Evening Star Inn.

Markus is a curious young man of 12 years who
dreams of being a defender of the land someday and
often asks adventurers who wander through Freedale
what it's like to slay an evil beast or save a beautiful prin-
cess.

Taking care of horses includes grooming, food and
water, and exercise twice a day. Horses sold at the Gen-
eral Store are kept at the West Wind Stables. During the
beginning adventures, the DM does not have to charge
the players for storing their horses at the West Wind
Stables, but he may wish to in the future.

3. Sethel the Scribe: Freedale has its own library,
owned and operated by Sethel the Scribe. Sethel has
information from the far reaches of Faerfin and current
knowledge about Freedale and the rest of the Dalelands.
Sethel will be able to give the PCs general information
regarding each of the three adventures, such as details
on any of the monsters they have encountered, explain-
ing their strengths and weaknesses. If the PCs have gone
on several adventures and have a lot of gold in their
pockets, the DM may wish to charge the players for any
of Sethel's information.

Sethel the Scribe is a friendly man, especially to those
seeking his knowledge. He will allow anyone to have
access to his library, provided they follow three rules:
1) Be quiet, 2) No spellcasting or fire allowed, and
3) Leave your weapons at the door. A sign outside the
building makes clear these three rules to all who enter.
Sethel will not allow anyone who abuses his rules to
return to the library.

4. Temple of Lathander: This temple is dedicated to
Lathander, one of the gods worshiped in the lands of
Faerun. This temple is run by Farrish the Priest, a kind
and gentle old man who has lived in Freedale all of his
life. Over the years Farrish has built a great temple to
Lathander. He offers healing services to help pay for the

temple's upkeep. The temple can offer curing for sick or
injured player characters, and the prices for such spells
are listed below.

Temple Senrice Minimum Donation
Cure poison 250 gold pieces
Cure disease 250 gold pieces
Remove a curse 500 gold pieces
Raise a dead character 1,000 per character level
(Elves cannot be raised.)

The cost for raising a dead character is 1,000 gold per
level of the player character. For example, if the character
is 3rd level, the cost is 3,000 gold pieces. Farrish will
also take a magical item as payment for raising a charac-
ter from the dead.

Like any good cleric, Farrish will refuse to heal those
who are evil or false. Farrish will also allow the player
characters to rest at the temple if they have no other
place to stay.

Farrish is able to cast any spells listed in the Cleric's
Spells section. If he needs to cast the powerful raise
dead spell to bring a character back to life, Farrish must
send a messenger to Shadowdale to bring back a scroll
containing that spell.

Farrish the Priest (6th-level Priest): Intelligence: Very;
Alignment: Neutral good; Armor Class: 5 (chain mail);
Movement: 12; THACO: 18; No. of Attacks: 1; Damage
ld6+i (mace); Saving Throw: 14; Special Attacks:
None; Special Defenses: Spells; Size: Man-sized (5’ 11"
tall)
Hit Points.‘ 23

Spells: ist level: bless, cure light wounds, detect magic;
2nd level: augury, detect charm, know alignment; 3rd
level: cure disease, remove curse

5. Foxvvorth the Moneylenderz Whenever the PCs find
treasure while on an adventure, they may have to visit
the moneylender to exchange the gems they find for
gold pieces. However, if the PCs wish to buy gems, the
cost is twice the exchange rate. The PCs can also
exchange gold coins for silver and copper coins.
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Exchaiiging Money C6 Gems
1 gold = 10 silver = 100 copper

Gem Value
Agate 10 gold pieces
Quartz 50 gold pieces
Garnet 100 gold pieces

71-90 Topaz 500 gold pieces
00 Diamond 5,000 gold pieces

ld100
01-25
26-50
51-70

Foxworth himself is a short, slimy-looking man that
speaks in a high-pitched voice. The moneylender will
never cheat the players, but he does have a dishonest
appearance. Foxworth will always claim to be a busy
man, and wants nothing to do with the characters unless
they are doing business with him. Foxworth lives alone
and hides all of his money and gems in a secret place in
his house where no one will ever find them.

6. Taran the Elflord: This building is the home of Taran
the elflord, also known as Taran Goldenstar. Taran is a
powerful and intelligent elf who has lived for many years
in this area. Taran loves the beauty of the wilderness,
and will oppose anyone who does anything to hurt
nature. ‘While in Freedale, Taran spends his days on his
porch playing an elvish flute. His music is beautiful, and
many of the children in town flock to his home when
they hear the sound of his flute. Being an elf, Taran
spends most of his time in the forest east of Freedale.
There is only a 25% chance of ever finding Taran at his
house.

Taran the Elflord (2nd-level/1st-level Elf Fighter/Wiz-
ard): Intelligence: High; Alignment: Chaotic good; Armor
Class: 8; Movement: 12; THACO: 19; No. of Attacks: 1;
Damage 1d8 (bow 8. arrow); Saving Throw: 12; Special
Attacks: Spells; Special Defenses: None; Size: Man-sized
(5 feet tall)
Hit Points.‘ 6
Spells: sleep

7. Evening Star Inn: The only place to rent a room in
Freedale is the Evening Star Inn. This inn has plenty of
space for travelers or adventurers. Anyone staying at the
Evening Star Inn gets two meals a day and a bath (if they
need it). The rooms have one bed or two, a table, a
bowl and pitcher of water, a lantern for light, and a small
chest for possessions.

The Evening Star inn is owned by Toobar Starlight, a
man who dreams of visiting the stars someday. Toobar is
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a pleasant man that spends his evenings on the roof of
the inn studying the distant stars. Toobar runs the inn
with the help of his wife Katherine, who does all the
cooking and cleaning. Katherine is a very friendly lady,
but will complain about Toobar spending too much time
on the roof of the inn.

8. The General Store: This shop is where player charac-
ters can come to buy supplies between adventures.
Things bought at the general store do not fall into the
category of "cost of living" items. If anyone wants some-
thing from the store they must pay Gart Stonenose.

Gart is an ex-adventurer who many in Freedale think
is a grumpy stick in the mud. Gart has only one eye. The
dwarf lost his right eye while fighting a group of orcs and
had to retire from adventuring. Gart is old friends with
the player character Delvar lronfist. Delvar is the only
person Gart isn't grumpy around.

Everything in the Equipment section of the introduc-
tion to the Player's Handbook is for sale at the General
Store. Horses purchased here can be picked up at the
West Wind Stables, complete with saddle bags and
horse shoes. Any weapons purchased here can be
picked up at Orebreaker the dwarven blacksmith's shop.
Any leather goods can be paid for at the General Store
and picked up at Cordac the Leatheiworker's shop. Gart
has a deal with each of these businesses to split the
profits of the sales of their wares.

Although Gart is often grumpy, he is a fair business-
man. However, if any of the player characters call Gart
names or othenvise make him mad, the dwarf will dou-
ble the price of items he sells that particular character. If
the characters put up with Gart's grouchy attitude, he will
eventually become more polite to them.

Gart has -1 penalties to hit and damage rolls when
he fights because of the loss of his right eye.

Gart Stonenose (3rd-level Dwarf Fighter): intelli-
gence: Average; Alignment: Lawful neutral; Armor Class:
8 (leather armor); Movement: 6; THACO: 18; No. of At-
tacks: I; Damage ld8 (battle axe); Saving Throw: 12;
Special Attacks: None; Special Defenses: None; Size:
Small (4 feet tall)
Hit Points: 19

9. Orebreaker, Dwarven Blacksmith: The oldest per-
son in Freedale, Orebreaker is one of the best black-
smiths in the Dales. Anyone coming close to his shop
can hear the clanging of his hammer from sunrise to
sunset. Orebreaker makes high quality weapons and
armor that he sells through the general store. Although
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he cannot make magical
weapons, Orebreaker can
make swords or armor
with special symbols or
pictures on them at the
character's request. Ore-
breaker will make these
weapons appear very
fancy, and the price for
them from the general
store is double.

Orebreaker is a kind
old dwarf and is friendly
to anyone who appreci-

ates his work. Because of his age, Orebreaker is look-
ing for an apprentice to teach his skills. Although he is
not going to die anytime soon, it takes many years of
study to learn all there is to know about blacksmithing.
Orebreaker is willing to teach if someone is willing to
learn.

10. Fendrick's Fine Foods: If anyone in Freedale is look-
ing for a special meal, something they cannot find in a
dungeon, then Fendrick's Fine Foods is the place.
Fendrick is the best cook for a hundred miles, and
people from all over the Dalelands come to Freedale for
his "chicken surprise." If the player characters want to eat
a fancy meal at Fendrick's Fine Foods, the DM should
charge them a few silver coins for the dinner.

Fendrick is the owner and chief cook of the restau-
rant, and employs an additional cook and a serving girl.
Fendrick is a nice enough fellow, but is very strict about
how his restaurant looks and how his food tastes. The
DM can role play Fendrick as a french chef who cares
more about his food than himself. Fendrick's assistant
cook is named Boris, and the serving girl is Clara.

11. Cordac the Leatherworker: This building is the
shop of Cordac the Leatherworker. Like other businesses
in Freedale, the leather products are sold through the
general store and picked up here. Cordac makes leather
armor, saddle bags, backpacks, sacks, and small jewelry
items.

Cordac is a middle-aged man who lives here alone. In
his youth the leatherworker used to travel across Faertrn
selling his goods, but after many years he decided to
settle down in Freedale. Cordac will be happy to show
the characters his trade, and expresses his interest in
buying any furs they happen to find. Cordac is also a
great storyteller, spinning great yarns about his trips
across the lands.

12. The Watch Guard Barracks: This group of five fight-
ers keep the peace in Freedale. They enforce the laws of
the Dales in Freedale. Laws in Freedale are the laws of
society—do not kill, do not steal, and other laws that are
common sense. The DM can make up penalties for
these laws, but most will involve time spent in the jail
found at the barracks. Since the player characters are
good, Thran and the other guards should not have a rea-
son to arrest them.

Thran and the Watch Guards are dedicated soldiers,
interested in protecting Freedale from all threats. At_least
two of the guards will always be on patrol in the streets
of Freedale, while one of them remains at the barracks.
The interior of the barracks consists of sleeping quarters
for the guards, a jail for prisoners, and a small armory full
of weapons.

The Watch Guards (2nd-level Fighters): Intelligence:
Average; Alignment: Lawful good; Armor Class: 3 (plate
mail); Movement: 12; THACO: 19; No. of Attacks: 1;
Damage ld8 (long sword); Saving Throw: 17; Special
Attacks: None; Special Defenses: None; Size: Man-sized
(6 feet tall)
Hit Points: (Thran) 15 (2) 14 (3) 13

(4) 13 (5) 12

13. The Red Dragon Tavern: When people in Freedale
need a place to relax, they come to the Red Dragon Tav-
ern. This tavern has a large gathering room with many
tables and a stage for performers. During the evening
hours many of Freedale's residents are here having a
drink and talking about the day's events. The Red
Dragon Tavern is owned and operated by One-Arm
McGinty.

One-Arm is an ex-thief who lost his arm when he
failed to disarm a trap in an ancient dungeon. He is a
sneaky sort of character, one that listens for any rumor or
bit of information he can overhear from his customers. If
the player characters need any information (something
the DM wishes the players to know), Slinker can come
to One-Arm.

One-Arm McGinty (3rd-level Thief): Intelligence: Aver-
age; Alignment: Neutral; Armor Class: 10 (none); Move-
ment: 12; THACO: 19; No. of Attacks: 1; Damage 1d4
(dagger); Saving Throw: 15; Special Attacks: Backstab;
Special Defenses: None; Size: Man-sized (6 feet tall)
Hit Points: 1 1
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The Ghost of Harrow Hill
Gunter became insane t in to find the secret thatOf course, now you're short one hero for the adventure,

and the rest of the group may find things too hard. You’l|
have to be ready to make adjustments in the difficulty of
the adventure. You might reduce the hit points of a
monster or make the monsters a little more willing to
run away. There is no formula for this; just use your judg-
ment. That’s your job as the Dungeon Master.

I've got a new player. A new player may want to join
your game for this adventure, but the new hero will not
have the experience or magical items of the other
heroes. This doesn't have to be a problem. Just remind
all the players that the new hero may need help and
protection. The character has fewer hit points and less
magic than the rest of the heroes. If the group works as
a team, the character can still adventure safely.

Eventually, because of the differing amounts of expe-
rience points needed for different classes to gain levels,
the heroes will form a spread of levels. It is common in
later adventures for heroes of several different levels to
work together.

I've got more players than character cards. This is
no problem at all. Simply divide your players into two
groups and run the adventure twice! (Alternatively, you
can make your own characters using the Character Gen-
eration rules in the introduction to the P.-'ayer’s Hand-
book.) Remind the first group not to talk about what
happened until after the second plays. After all, they
don’t want to give the second group of players an unfair
advantage.

Before running "The
T116 5'91")’ Ghost of Harrow Hill,"

H16 Advantulac it is helpful for you to
know the story of the

adventure. This lets you answer unexpected questions in
a way that makes sense for the adventure.

Harrow Hill is an old mansion far from the town. It
has been boarded for many years. if there were any
farms nearby, the peasants would say the mansion was
haunted, but the land all around is deserted. There is
no one to warn the heroes about the dangers of the
house.

Once Harrow Hill was the home of Gunter (pro-
nounced GUN-tur) Weiss, a powerful wizard. When
Gunter was an old man, he fell in love with a young
woman named Erika. She liked him, but did not love
him back. The wizard thought this was because he was
old. lf he could become young again, then he knew she
would love him.

'5?
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would restore his youth and give him eternal life. He
studied ancient books and performed magical experi-
ments searching for the answer. At first his experiments
were harmless, but then he started doing them on his
sewants, and turned them into undead monsters. All the
time he tried to keep his work secret from Erika, who
was all but a prisoner in his house. Gunter created pow-
erful spells to seal the house, all for her safety—or so he
claimed.

At last Gunter found a solution. He made a magical
silver heart that would restore his life and youth. The
heart needed time to work, though, during which Gunter
had to rest in a near—death sleep. If anything went
wrong, Gunter would die. For his own safety, the wizard
ordered his undead semants to build a secret chamber
where he could lie.

Gunter's work scared Erika. She did not know his full
plan, but was afraid of what he might become. When
the chamber was finished and Gunter was "sleeping"
there, Erika sneaked in and stole the heart. The spell was
ruined! Gunter never woke, dying in his hidden cham-
ber. Erika died in the house, too, trapped by Gunter's
magic.

Now Gunter's ghost haunts the house. It is waiting for
a strong young body it can claim. The ghost hopes to
restart the spell by having his servants take a newly killed
body to the secret chamber. There they will rejoin the
body with the silver heart that Erika took. The house’s
magical seals still work at Gunter's command.

in this adventure, the heroes are trapped in the
house until they defeat the ghost No matter what they
do, they can't leave. The door slams shut behind them
when they come in and shutters block the windows.
Doors and windows to the outside can’t be opened by
force or by magic. If the players don’t like this, tell them
it’s magic and that's the way it works here.
IMPORTANT! To escape from the house, the heroes
must take the silver heart in the library (Area 2), find the
secret crypt (Area 12), and there place the heart on
Gunter's tomb. All this must be done before midnight! lf
the heroes don’t beat this deadline, the ghost defeats
them.

- Th d t b 'Introductlon loneefy l§£‘a“r'§i aiiLlZe°FhS
town. Play track 35 on the CD player. To fill out the
details not given on the soundtrack, use the description
of Harrow House given here.
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The heroes are introduced to the cleric char-
acter, and meet up with some haunted folk
on a road on a stormy night. "What does it

matter where you are when your spirit is gone?" they
wail in the night. The heroes leave these poor crea-
tures behind and decide to take shelter in an aban-
doned mansion, but soon come to realize that they
are not alone there. A presence also occupies the
house, and it doesn't seem very nice.

READ ALOUD: The old house is perched on the top
of a barren hill. Lightning flashes through the with-
ered trees that line the path to the front door. In the
brilliant glare, it is clear the place has long been
empty. Moss hangs in the cracks of the wooden sid-
ing, shutters slam in the wind, and the boards of the
ancient porch are crumbling.

What is really spooky about the house is its strange
design. It is not a sturdy stone castle or a simple peas-
ant's hut. It is not even like the large buildings in the
town. In fact, it is not a building that even looks like it
belongs here. The house looks like it has been trans-
ported to this location from another place and time.

DECISION: After playing the track, tell the players, "It's
pouring down rain outside. You're standing on the porch,
and the front door is open. Are you going inside or head-
ing on?"
- Press on. First point out that the characters have to

walk through the mud and rain, and the road looks
like it's getting treacherous. If the players insist on
moving on, tell them that their characters head down
the trail for a short distance. After awhile, they come
to a ravine where the road once was. The way ahead
is completely washed out, and the storm is growing
worse. The heroes will have to return to the mansion
to take shelter.

~ Go inside. Continue the adventure at Area l.

Area 1. The Front Darlor
When the heroes enter this room, read out loud the
description below. Then play track 36 on the CD player.

READ ALOUD: Inside the front door is what was
once a comfortable sitting room. The moldy scraps of
an ancient rug tangle around your feet. Rotten wall-

@ 
paper hangs in great peels from the walls. Water
drips down the chimney of the cold stone fireplace. A
portrait hangs over the mantle. Except for a heavy
oak desk next to one wall, the once-fine furniture is
now worm-eaten and cracked.

The heroes make the decision to enter the
house.

SEARCH: After reading the description and playing the CD,
let the heroes examine the room's contents as long as
they want. What they find depends on what they search.
~ The chairs. Several once-plush couches and chairs

are scattered around the room. They have aged badly
and will collapse in a tangle of moldy dust and rotten
wood if anyone sits in them.

- The desk. TRAP! A search of the desk reveals a
locked drawer. The drawer is trapped; anyone trying
to open it will be pricked by a poisoned needle unless
the trap is disarmed first by the thief making a suc-
cessful remove traps roll. The poison is old and weak,
so victims get a +2 bonus on their saving throws and
only suffer 1d6 points of damage if they fail their sav-
ing throws. Inside the drawer is a small notebook
filled with Gunter's notes. When the heroes find it,
play track 37 on the CD player.

characters discover an old diary. Reading
from it, they learn a great deal: At last I have

discovered the secret of reanimating the dead! Dear
Erika is quite displeased by my servants’ appearance,
but they obey my every wish exactly. Still, I would not
wish to return in their mindless state of undeath. I
must continue my search for the secret of surviving
past death.

"How bitterly unfair that now as I am old and dying
such a fair young creature as Erika should come into
my life. But the workings of fate can be reversed. I
swear by the blood I've spilt, I am close—I know it! I'll
set the servants to building me a suitable chamber
whilst I continue my studies.

"There is something I am missing. It lurks in the
mist just beyond my grasp. Just beyond that mem-
brane which separates life from death. My prepara-
tions are almost complete. I must not let Erika have
the least suspicions of what I am planning. If she

b While poking around in the living room, the
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knew, I think she would try to flee me—so beautiful, so

_ 
"You are my prisoners, now. Give me the life of

innocent she is. one, and the others are free to leave. Otherwise, l shall
“The chamber is ready now. It will work. It must claim you all on the stroke of midnight. Enjoy your stay

The painting. When any hero first looks at the paint-
ing, roll some dice behind your screen. Don't worry
about what you roll—you're only trying to make the
players nervous! After you do that, play track 38 on
the CD player.

The ghost of Gunter Weiss steps from the
painting and says, "Ha! Welcome to my
home, mortals! I have been waiting for such

as you! I have need of a mortal life, and you shall give
me one. Seal my house, dark forces, and hold them
here!

work!" in my humble house."

At this point, the ghost of Gunter has trapped the
heroes. The doors and windows are sealed by a mag-
ical shield. No amount of battering will open them.
Tell your players that the figure in the painting steps
out and stands in front of them. Then, playing the part
of Gunter, demand, “Which one of you will give me
the life I need?"
If the heroes give up one of their group. First tell the
characters that their choice is not a good action and
could have serious effects on them all. If they still want
to give someone up, have the ghost laugh evilly as he
waves his hand toward the door. Tell all but one of the
heroes, "You may go. I need you no longer." To the
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chosen hero, say, "How kind of your friends to leave
you!" If that hero tries to escape, the doors instantly
seal, trapping the hero—and any who haven't left-
inside. Read the following to the heroes who escape:

READ ALOUD: The path from the house disappears
into the same strange mist you went through coming
here. Moonlight fills the sky, but it is not soothing. In
your hearts you know you have done a terrible evil.
Life will never be the same for you again.

By giving up their companion—for whatever reason—
the heroes face certain punishments. If the cleric
escaped, he can no longer cast spells or turn undead.
For all heroes, including the cleric, healing spells, po-
tions, and scrolls no longer work. The gods are angry
with the heroes who escaped.

The character who remained behind is lost. Nothing
can be done to save that hero's life. It is time for that
player to start a new character.
- If the heroes refuse to give anyone up. Play track

39 on the CD player. Just to terrorize the heroes, the
ghost forms a phantom blade in his hand. It cannot
cause the characters any harm, but will scare the play-
ers. Pretend this is a normal combat by rolling for ini-
tiative and attacks. Gunter automatically hits one of
the characters, though.

The ghost of Gunter emerges from the
painting and again demands, "It's easy for
you to stop the terror. Just give up one of

your bodies and the other two will go free." When the
heroes refuse, Gunter begins attacking them with a
phantom blade.

IM PORTANT! Secretly make a saving throw for the hero
character. If the saving throw succeeds, tell the player,
"You feel a terrible chill spread from the spot where the
ghost stabbed you! Suddenly you are very weak. It is
only by great force of will that you shake this feeling off."

If the saving throw fails, tell the player, ‘A wave of icy
cold spreads from the wound. You feel weak and sud-
denly there is—blackness!" The hero falls to the ground.
He looks dead but is only unconscious. Gunter's attack
causes no real harm. After Gunter is gone, the heroes
can easily awaken their fallen comrade.

Gunter is a ghostly thing. Swords, arrows, and spells
pass right though him. He can be turned by a cleric (as if
he were a wight), however. After the attack or if he is

@———i————
turned, Gunter fades away with a final threat to get all
the characters.

Area ‘Z. The Library
When the heroes enter this room, read the text below
then play Track 40 on the CD player. Be sure to stop the
CD when the tone sounds.

READ ALOUD: This room is filled with the smell of
musty paper. That only makes sense, because the
walls are all bookshelves, crammed with books and
scrolls of all shapes and sizes. A pair of reading chairs
sit in the corner of the room. Against one wall there is
a large desk with a huge black book on it. A fist-sized
silver lump, maybe a paperweight, sits next to the
book. The room has stayed diy over the years, so the
papers still look readable once the cobwebs are
brushed away.

The heroes look around in the library, notic-
ing all of the books. They argue over whether
or not there is anything of value here.

SEARCH: The books on the walls are not useful to the
heroes. The books deal with strange and disturbing mag-
ical theories and experiments. If the characters search
the desk, they find two items: a silver heart and a thick,
black book.
- The silver heart. The heart looks like a real human

heart, cast in silver. It is magical. It does nothing until
held; then the metal softens, and the heart starts to
beat. It doesn't do anything else.

The silver heart is an important part of the spell
Gunter was trying to cast to restore his youth. It can
be used to trap his ghost in Area I2 and defeat him,
but don't tell the players that now! Let them figure it
out as they go along.

~ The black book—TRAP! The book is a thick, leather-
bound volume. There are strange runes on the cover.
These runes are a trap. If a wizard uses a read magic
spell on the book, the spell reveals the magical trap
and how to avoid it. Although the thief's find traps
ability will allow him to detect the trap if he succeeds
at a find traps roll, he cannot remove the trap, since it
is magical in nature. If the trap is not avoided,
shadow monsters spring out of the book when it is
opened.

If the shadow monsters are released, start the CD
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attack the heroes.

attacked by shadows.
b The heroes trigger the trapped book, and are

I
Shadows (2): Intelligence: Low; Alignment: Chaotic
evil; Armor Class: 7; Movement: I2; THACO: I7; No. of
Attacks: I; Damage: ld4+l (+1 drain I point of
Strength per touch); Saving Throw: T6; Special Attacks:
Drain Strength; Special Defenses: Hurt only by +I or
better magical weapons, or spells; immune to sleep,
charm, and hold spells and cold; Size: Man-sized (6 feet
tall); Experience Points: 420 each.
Hit Points: (I) I7 (2) I5
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again, and play track 4!. The monsters automatically l The black book is one of Gunter's workbooks. It con-
tains many scribbled notes and passages. The back
pages are loose and are actually scrolls of magic missile,
detect magic, fireball, and clairvoyance. The notes
include the following passage. If the heroes search the
book, read the passage to them.

I READ ALOUD: "Not much time left for me . . . I think
Erika knows. She must be prevented from interfering
in the process . . . I found the cleric's book in her
chambers yesterday . . . she may have found a way
to stop me."
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Area 3. Music Doom
When the heroes enter this room, read the description
here aloud.

READ ALOUD: This chamber is a parlor. Comfortable
sitting furniture lines the walls, and there is a harpsi-
chord for musical recitals here. In one corner is a
huge grandfather clock, still ticking.

Give the heroes time to look around. Then play track
42 on the CD player.

The heroes look around for a moment, then
notice that the clock shouldn't be ticking. At
that moment, the harpsichord begins play-

ing by itself.

The playing of the harpsichord is not dangerous to the
heroes; it's just intended to unnerve them some more. If
the heroes investigate the harpsichord or the grand-
father clock, they find nothing unusual.

When the heroes are intent on either the harpsichord
or the clock and not paying attention to the rest of the
room, play track 43 on the CD player. The clock sud-
denly begins striking the hour. The exact hour depends
on what the heroes have done up to now. They were
trapped at 9:00 p.m., so the clock tolls some time after
this. The clock is meant to remind the players of their
deadline.

The ghost of Gunter appears and says, "At
last, your time is running out. Why not ren-
der the thief unto me? What good are

thieves, anyway?"

Before the clock even finishes, the ghost of Gunter
appears in the center of the room to challenge the
heroes.

DECISION: Stop the CD as soon as Gunter completes
his demand, and ask your players, "Will you give him
what he wants?"
- If the heroes give up one of their group. The

heroes escape, leaving one character behind. See
page 40, under this same heading, for the conse-
quences of their choice.

am-ii
If the heroes refuse to give anyone up. Gunter
screams with rage, "Then I'll take one now!" The
ghost points to the floor, and suddenly it splinters into
clutching hands made of jagged wood and wet, filthy
earth. One hand appears for each character.

Clutching Hands: Intelligence: Non-; Alignment: Neu-
tral; Armor Class: 5; Movement: 0; THACO: I9; No. of
Attacks: I; Damage: 1d3; Saving Throw: IO; Special At-
tacks: Drag down on a roll of 20; Special Defenses:
None; Size: Tiny (I '6 feet long); Experience Points: I20
each.
Hit Points." 8 each

IMPORTANT! lf a magical hand hits with a roll of 20,
the character must make a saving throw or be dragged
under the floor the next round. The other heroes have
one round to save their companion by destroying the
hand. If a hero is dragged under or otherwise dies, this
satisfies Gunter's needs, and the hands immediately
vanish. Otherwise, the hands vanish after four rounds of
combat. The floor is perfectly smooth once more.
- If a character is lost under the floor. Gunter reap-

pears and laughs evilly. He waves his hand in the
direction of the front door. In Gunter's voice, tell all
the remaining heroes, "You may go. I need you no
longer." Read the following to the heroes who escape:

READ ALOUD: The path from the house disappears
into the same strange mist you went through coming
here. As you walk through it, the storm gradually
ends, and then the mist fades. Soft moonlight fills the
sky, but it is not soothing. In your hearts you know
you have allowed a terrible evil to happen. Life will
never be the same for you again.

For allowing their companion to be used by Gunter,
the heroes face certain punishments. If the cleric
escaped, he can no longer cast spells or turn undead.
For all heroes, including the cleric, healing spells,
potions, and scrolls no longer work. The gods are angry
with the heroes who escaped. They will have to succeed
in a very difficult heroic quest for good to regain these
abilities and benefits.

The character who was pulled beneath the floor is
lost. Nothing can be done to save that hero's life. It is
time for that player to start a new character.

If the heroes search this room before or after the
attack, there is nothing valuable found here.
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SEARCH. If the heroes search the kitchen, they find one

Area T116 Dlnlng thing that seems out of place. Hidden beside the cellar
As soon as the heroes enter this room, read the text
below and then play track 44 on the CD player.

READ ALOUD: This room was the dining hall. A great
table fills the center of the chamber. Broken plates
and ruined settings still rest on it. Huddled on the
chairs around the table is a group of people with
their backs to the door. As a group they rise and shuf-
fle forward, their rotting faces a sign of their long
undeath.

The heroes are horrified at the sight they
see. The zombies shuffle forward, murmur-
ing, "Kill . . . kill . . ."

The four zombies in this chamber mindlessly attack
as soon as the heroes enter. Remember that zombies
are lumbering and slow. They will not chase the heroes
if the group runs out of the room.

Zombies (4): Intelligence: Non-; Alignment: Neutral;
Armor Class: 8; Movement: 6; THACO: I9; No. of At-
tacks: I; Damage: ld8 (fist); Saving Throw: I7; Special
Attacks: None; Special Defenses: Zombies always lose
initiative and act last in a round; Size: Man-sized (6 feet
tall); Experience Points: 65 each.
Hit Points." (1) 12 (2) I I (3) to (4) 9

Area 5. The Kitchen
There is no CD track and no monsters in this room.
This room is a good place for the heroes to pause and
take stock of things. Only Gunter will attack the charac-
ters in this room, and then only if the heroes fail to
defeat him before the deadline (see the Failure! sec-
tion on page 50).

When the heroes enter, read the following description
aloud.

READ ALOUD: This room is the kitchen. Several tall
cabinets line the walls, most of them broken open.
Shattered dishes and broken glass litter the floor. A
large hearth filled with cold ashes takes up most of
one wall. There are only a few unbroken jars left,
mostly flour, spices, and seasonings.

door are several builder's tools: a hammer, a pick, a
trowel, and a bucket filled with dried mortar. The tools
were left here by Gunter's S€WEII'l’ES after they finished
building the secret room off the cellar.

Area 6. The (bun Qoorn
When the heroes enter this room, read the description
below.

READ ALOUD: This room is colder than all the
others, and the sound of the rain is loud here. The
room is filled with shadows that twist in the light. It's
almost like peering into an evil jungle.

DECISION: At this point, ask, "So, are you exploring the
room?"
- No. The heroes leave the room, and nothing hap-

pens
- Yes. Tell the heroes that the room appears to be an

old conservatory (a room like a greenhouse) and is
filled with dead and dying plants. There are potted
trees hung with thick vines, bushes in tubs, and plants
with pricking thorns. When the heroes begin to poke
into the bushes, play track 45 on the CD.

The heroes begin to explore the greenhouse
and discover that the vines are snakes
instead.

The party is attacked by constrictor snakes. Because
the serpents were hidden in the vines, the heroes are
easier to surprise. Tell the players to subtract one from
their surprise die roll when the snakes attack. If the
snake hits with its coils, it automatically does Id3 points
of damage every round after that. If the heroes run out
of the room, the snakes will not follow.

Constrictor Snakes (3): Intelligence: Animal; Align-
ment: Neutral; Armor Class: 6; Movement: 9; THACO:
I7; No. of Attacks: l; Damage: I (bite) or Id3
(squeeze); Saving Throw: I6; Special Attacks: Squeeze
for automatic 1d3 per round if first attack succeeds;
Special Defenses: None; Size: Man-sized (I5 feet long);
Experience Points: I75 each.
Hit Points." (1) 20 (2) I4 (3) I2
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SEARCH: Hidden in the foliage there is a small chest
with a potion of healing, a dagger + I, and 80 gold
pieces.

Area 'Z. étotetoom
Play track 46 when the heroes are outside the door to
this room. Be sure to stop the CD when you hear the
tone.

The heroes can hear some sort of scuffling
and squeaking sounds.

Don't tell the players what is making the noise. If the
heroes open the door, play track 47.

l

s = assist.

® 
The heroes are swarmed by hundreds of
rats, including eight giant ones.

IMPORTANT! This room is a storeroom. Hundreds of
rats swarm in this pantry, but only the eight giant rats
are dangerous to the heroes. The other rats nip at the
heroes’ heels and drop on their heads from the shelves.
Because of this distraction, the heroes have a -1
penalty to all attack rolls while the fight continues, and
anyone wishing to cast a spell must first roll a Dexterity
check to see if they can avoid the wave of rats.

Giant Rats (8): Intelligence: Semi-; Alignment: Neutral
evil; Armor Class: 7; Movement: I2, Swim 6; THACO:
20; No. of Attacks: l; Damage: 1d3 (ld6+2); Saving
Throw: 19; Special Attacks: Each bite has a l in 20
chance of causing a serious disease; Special Defenses:
None; Size: Tiny (2 feet tall); Experience Points: l5
each.
Hit Paints: (1) 4 (2) 4 (3) 3 (4) 3

(5) 3 (6) 5 (7) 2 (8) 2

The giant rats flee if five or more of them are killed.
The pantry is full of various ruined foodstuffs, but there is
nothing else interesting in here.

Area 8. Collar
As the heroes go down the stairs to Area 8, read the pas-
sage below, then play track 48 on the CD.

READ ALOUD: The stairs are covered in dust, and
the entire passage is choked with cobwebs. It is clear
that nothing has come down these stairs in a long
time.

The heroes begin to descend the stairs, and
one of them gets a spider on the back of his

before the character is bitten.
neck. The others have to brush it away

When the heroes reach the bottom of the stairs, but
before they even have a chance to look around, they are
attacked by two large spiders. The starting locations of
the spiders are marked with "S"s on the map. If the play-
ers do not say their characters are staying away from the
webs that fill the room, there is a I in 4 chance each
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round that the hero will blunder into a web and get
stuck. Roll ld4 each round for each hero. On a I, that
hero is stuck. Stop rolling if the battle is over or the webs
are burned. Stuck heroes can’t do anything but try to
break free.

Anyone stuck in a web can get out eventually. It takes
two rounds for a person with an I8 Strength, and an
extra round for each point of Strength below I8. Charac-
ters stuck in a web are attacked by the spiders with a +4
bonus to the spiders’ attack rolls.
IMPORTANT! The spider webs burn quickly and easily,
so putting a torch to the webs instantly sets them on lire
and trees anyone trapped in the webs in one round.
The fire does Id4 points of damage to every spider and
trapped hero. The fire goes out after one round. If a hero
lights the webs when nobody is trapped, congratulate
the player for coming up with a good idea.

Large Spiders (2): Intelligence: Animal; Alignment:
Neutral; Armor Class: 8; Movement: 6, Web I5; THACO:
I9; No. of Attacks: I;Damage: l+poison; Saving Throw:
I7; Special Attacks: Poison; Special Defenses: None;
Size: Small (2-foot body); Experience Points: I75 each.
Hit Points: (I) 8 (2) 6

After their characters defeat the spiders, read this
description to the players:

READ ALOUD: The basement is full of old cobwebs.
Almost hidden within them is an ancient laboratory. A
large wooden table in the center of the room holds a
few dirty flasks and rusty knives. A shelf filled with
jars, beakers, candles, and bones hangs on one wall.

SEARCH: If the heroes search this area for treasure, they
find two potions of healing and two elixirs of health on
the shelves. Remember that the elixir is good for neu-
tralizing poison. Looking for treasure will not reveal the
secret door.
IMPORTANT! There is a secret door in this room, as
shown on the map on the previous page. it is not
shown on the players’ map, so do not tell them about it.
If the heroes found the tools in Area 5, tell them the dirt
and mortar of the cellar matches that found on the tools.
The heroes must find the door by making a successful
check for secret doors. One check is allowed for each
hero searching. The player must say his hero is looking
for a secret door.

The secret door is opened by a small keyhole con-
cealed in a stone on the wall. To open it, a thief must

43

make an open locks roll, a wizard must use a knock
spell, or the party must have the key from Area IO. Go to
the section about Area I2 when the heroes open the
secret door.

Area 9. Klaus’a ebanctuaty
When the heroes enter this room, read the players the
following description.

READ ALOUD: Amazingly, as soon as the door is
opened, the hallway is washed in light! There is a
candle lit in this room, and at the center of its glow
sits a man, obviously exhausted. This was once a
bedroom, but from the way the furniture has been
moved around, it looks more like a little fort now.

Now play track 49 on the CD. Stop immediately after
Klaus challenges the heroes.

The figure in the room says, "Back, foul ser-
vants of . . . Wait, wait! You're not his ser-
vants. Who are you? What do you want with
me?"

DECISION: Ask the players, “What do you tell him?”
~ If the heroes are hostile. Klaus says, "What are you,

servants of Gunter then? If you be good, I will help
you. If you are evil, I will fight you with the last of my
strength!”
Klaus can help the heroes in many ways and has

important clues for them. You should try to convince the
heroes to trust Klaus.

If the heroes attack Klaus, remind them they aren't
being heroic! If they still want to fight, Klaus will fight
to the death, using his mace. Since Klaus is badly
wounded, the characters are almost certain to win. If
they do, Gunter also wins! See the information below for
what to do if this happens.

Klaus the Cleric (3rd-Level Human Cleric): intelli-
gence: Average; Alignment: Chaotic good; Armor Class:
5 (chain mail); Movement: I2; THACO: 20; No. of At-
tacks: I; Damage: Id6+I (mace); Saving Throw: I5;
Special Attacks: None; Special Defenses: Spells—cure
light wounds x3, light, slow poison, know alignrnent;
Size: Man-sized (6 feet tall); Experience Points: None
(the heroes get no reward for killing Klaus).
Hit Points: 3 (I3 normally)
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Hf SEARCH: Klaus has a small pouch with

45 gold pieces and 5 gems worth 50
gold pieces each hidden under the pil-
low on the bed. He is carrying a stone of
good luck, which adds +I to his saving
throws and his attempts to turn undead
creatures.

- If the heroes are even slightly
friendly. Play track 50 on the CD.

The cleric reveals, “I am
9 Klaus, a cleric from afar. I was

traveling along the road with
a small party six nights ago when a
strange fog suddenly blanketed the
land.

“Gunter trapped us here and de-
manded a life! The others surrendered
me to him. I was left alone with only
this candle.

"The high priests of my temple
gave me this candle before I left.
When it is lit, it casts a magical circle
of protection to fill the room. Gunter
and his evil kind cannot enter then.
Even so, I must be vigilant, for if it ever
blows out, they will descend upon
me.

"1 am not about to leave the protec-
tion of my candle. I know not what
protects you, but I know what hap-
pened to the members of my party
when they left. Their spirits were taken
from them for betraying rne. Now they
are lost beings.

"In the night, late in the night, I hear
voices. They speak of Gunter's search
for immortality, his love for a beautiful
woman named Erika, his order to his
undead servants to construct a crypt
for him in this very house. Find the
crypt and you will find the reason why
this ghost still haunts these walls."

ll)
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This room was once the house's master bedroom.
The furniture in here is in good shape, but it is all shoved
around to block the windows and make a barricade. The
room is inhabited by Klaus Viedermann, a cleric. Klaus
was trapped in the house when he sought shelter here a
week ago, but Gunter has not been able to defeat the
cleric.

Klaus has useful advice for the player characters.
After you play the CD track, the heroes may want to talk
to and question Klaus. Klaus's responses depend on
what the characters say and do.
~ Why don't you come with us and help? Klaus re-

fuses. First, he is too weak. If the heroes suggest he
heal himself, Klaus explains that doing this is against
the rules of his temple. His spells are meant to help
others. He will gladly cast any spells he can to help
the heroes. Klaus has three cure light wounds spells,
a light spell, slow poison, and know alignment He
also has a stone ofgood luclr. He will give this to the
heroes.

- Why should we help you? This isn't our problem.
Klaus grows grim. He says, "You’re fools! You cannot
escape from Gunters house." Because of their choice,
Klaus will not use his spells to help the heroes.

- Can we take the candle with us? No. Once the
candle is lit, it cannot be moved. Besides, that would
leave Klaus open to attack and he doesn’t like that.

- Where's the crypt? Klaus doesn't know. "Tombs are
usually found underground."

- Who was Erika? He doesn't know more than he has
said.

- What is this heart? If the heroes show Klaus the
heart, he takes it and looks at it closely. Play track 51
on the CD.

Klaus says, "The heart must be important. Of
course, of course! Now it makes sense!
Gunter's servants must have miscast the

spell, leaving him a ghost waiting for a body. That’s
why he wants one of us. Perhaps if his sorcerous ciypt
were found and destroyed, his ghost would be at rest,
and we could depart this unholy place. You must do
this, I am too weak All I can offer is my few remaining
healing spells. Do you need them?"

If the heroes kill Klaus, the ghost of Gunter appears
and laughs evilly as he waves his hand in the direction of
the door. In Gunter's voice, tell all the heroes, "You may
go. I need you no longer." Read the following to the
heroes who escape:

T

READ ALOUD: The path from the house disappears
into the same strange mist you went through coming
here. As you walk through it, the storm gradually
ends, and then the mist fades. Soft moonlight fills the
sky, but it is not soothing. In your hearts you know
you have allowed a terrible evil to happen. Life will
never be the same for you again.

For unjustly killing Klaus, an innocent man, and
dooming him with Gunter, the heroes face certain pun-
ishments. The player character cleric can no longer cast
spells or turn undead. For all heroes, including the cleric,
healing spells, potions, and scrolls no longer work. The
gods are very angry with the heroes.

Area 10. Erikas Bedroom
Before the heroes open the door to this room the first
time, read the following aloud:

READ ALOUD: Suddenly the air grows freezing cold
as a clock somewhere in the house begins to toll.
Then sweeping down the hall comes the ghostly
form of Gunter!

Now play track 52 on the CD. Be sure to stop the CD
when the ghost attacks.

The ghost of Gunter appears and demands,
"Last chance, foolish ones! Who lives? Who
dies? Why don’t you and the warrior tum the

cleric over to me, hmmm?"

The ghost of Gunter Weiss descends on one of the
heroes. Choose one hero randomly. Fight a normal com-
bat. The ghost’s attack does no damage, but paralyzes
the hero unless a saving throw is successful. If the first
hero is paralyzed, Gunter moves on to another hero. The
ghost continues attacking for three rounds, after which it
fades away with a wild burst of laughter.

The ghost of Gunter can be driven away earlier by a
cleric who makes a successful turn undead roll. Treat the
ghost as a wight. Finally, it also flees at this time if a cleric
casts a bless or a prayer spell, or if it is struck by a magi-
cal weapon of +2 value or better.

You should not allow Gunter to paralyze all the
heroes, because then they would all be doomed just
because they had the bad luck to all fail their saving
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throws. That's not much fun, right? If Gunter gets very
lucky, then when only one hero is left unparalyzed, have
Gunter fade away, laughing wildly, saying, "Soon you all
will meet your doom!"

When the heroes open the door to this room, read
the following out loud:

READ ALOUD: This bedroom once belonged to a
lady of taste; the furnishings show a lady's touch. The
room seems to have weathered better than the other
parts of the house. There is a small writing desk
along one wall, a bed, and a nightstand beside it. On
the nightstand is a picture.

The picture on the table is haunted by Erika’s spirit.
When a hero touches it, it seems to come to life and
the woman in the painting—Erika—begins to move and
talk. Her spirit gives the heroes an important clue.
When the heroes investigate the picture, play track 53
on the CD.

The ghost of Erika appears in the painting
and says, "They say Gunter's dead, but I
don't believe it. I can feel him. He is still with

us. I must confess a terrible thing. I stole the silver
heart from the hands of his corpse which lay in the
crypt. I know not what it was for, only that it was vital to
his dark plan. Oh, no! Somebody is coming!"

 
SEARCH: Fastened to the back of the picture IS a small
key made of brass. This will open the secret door in the
cellar (Area 8.)

Area 11. <$c:rvanl;’s Doom
When the heroes are outside this room, tell the players:

READ ALOUD: You hear a loud thump from the
other side of the door.

Then play track 54 on the CD. Be sure to stop the CD at
the tone.

The heroes try to decide if they should open
the door.

DECISION: Once again turn to your players and ask,
"What will you do? Open the door or leave?"
- Leave. Nothing special happens.
- Open the door. Read the following out loud.

READ ALOUD: This was once the servants’ quarters.
Unfortunately, the servants are still here. The dark
sorcery worked on them by Gunter has changed
them into bloodthirsty ghouls!

Now play track 55 on the CD. The ghouls shamble for-
ward to attack the heroes!

The ghouls turn to look at the heroes and
say, "The master is not feeling well. Come
back another day! How can we serve you?

Would you like some tea?"

Ghouls (2): Intelligence: Low; Alignment: Chaotic evil;
Armor Class: 6; Movement: 9; THACO: I9; No. of At-
tacks: 3; Damage: 1d3 (claw)/1d3 (claw)/I d6 (bite);
Saving Throw: I7; Special Attacks: Paralyzation on any
hit; Special Defenses: Immune to sleep, hold fear, and
charm spells; Size: Man-sized (5 feet tall); Experience
Points: I75 each.
Hit Points: (I) I I (2) 8

SEARCH: Lying on the floor in different corners are a
dagger +1 and a potion of healing. There is nothing
else of interest in this room.
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Area 12. The éccrot Crypt
IMPORTANT! This area is not on the players’ map! This
is the secret room that Gunter built for his experiments.
It is reached through the secret door from Area 8. The
map of the room is shown here for your use. D0 not teii
the piayers about this room uhtif their heroes final it.

To get into the secret crypt, the heroes must use the
brass key found in Area IO on the hidden keyhole in
Area 8, the thief must make a successful open locks roll,
or the wizard must use a knock spell on the door. When
the characters enter the crypt, play track 56 on the CD.
Then read your players the description of the room.

The heroes watch as the secret door swings
open, and then they enter the crypt as
Gunter's ghost appears in the cellar. The

ghost will not go into the crypt, but the heroes are
trapped there.

READ ALOUD: The crypt is a long, narrow room
with a plain dirt floor. A stone sarcophagus fills the
center of the room. Bronze braziers rest in each cor-
ner, and the walls are covered with carvings of vari-
ous magical symbols. Eight niches in the walls each
contain a skeleton, shackled to the walls by rusted
iron chains.

Gunter's ghost hovers at the doorway to the crypt,
blocking the way to retreat. Make it clear to your players
that they cannot leave without facing the ghost.

What happens next depends on whether or not the
heroes have the silver heart from Area 2.
- The players have the heart. Play track 57 on the

CD.

Gunter is angry at the characters for not sur-
rendering to him. He snarls, "Curse you,
ciericl Only you could have known that your

vow of loyalty would protect you from me! But nothing
will spare you from my servants! Rise, my servants,
attack and kill!

"Take the silver heart Do not let them get near my
sarcophagus!"

- The players don't have the heart. Play track 58 on
the CD.

<1

Gunter is furious with the characters for dis-
turbing his grave. He says, "How dare you
violate my grave! You shall not leave my final

resting place, fools! Rise, my servants! Slay the intrud-
ers!"

A zombie answers, "We hear and obey, master!"

Either way, the next thing that happens is two zom-
bies claw out of the dirt floor at Gunter's command. It
takes the zombies one round to dig their way free. After
this round they can attack the heroes. These zombies
are faster and smarter than normal zombies due to the
magical methods Gunter used to create his special
guardians. They do not act last in a round. Roll normally
for initiative. The places where the zombies come out of
the floor are marked with the letter "Z."

Area I 2
The i

Secret Secret Door

Crypt i

E9 @

nniches nniches

_o____@_

SarcophagnsSkeEtons Skeetons

Z
E69

Treasure .
Cache Z "
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Zombies (2): Intelligence: Low; Alignment: Neutrai;
Armor Class: 8; Movement: 6; THACO: I9; No. of At-
tacks: I; Damage: ld8 (fist); Saving Throw: I7; Special
Attacks: None; Special Defenses: None; Size: Man-sized
(6 feet tall); Experience Points: 120 each.
Hit Points: (I) I5 (2) II

Even if the heroes defeat the zombies, they still have
to find a way to destroy Gunter. This can only be done
with the silver heart. If the characters do not have the sil-
ver heart, they can't leave the crypt now and go get it.
Go to the Failure! section on the next page.

If the heroes have the silver heart, roll some dice-
any type, since it does not matter what you roll. Then
say, "You notice there’s a strange niche on the top of
the sarcophagus. It looks kind of heart-shaped." If any
hero places the heart in this niche, play track 59 on the
CD.

Gunter's ghost begins to disappear. "What
9 have you done? It's been too long, too long!

Stop! I beg you!” Then the sarcophagus
begins to open, and Gunter as a ju-ju zombie says,
"Ohhh! Look what you've done to me! Worms eat my
flesh. Maggots eat my veins. This magic was meant to
be worked a hundred years ago, not like this—not
now! I am old! You'll die for this!"

When the track is done, read the following to your
players:

READ ALOUD: Suddenly the lid of the sarcophagus
trembles and then flings open with a mighty crash. A
horrible figure rises out of the tomb and lunges
straight toward you!

The magic that was to restore Gunter's youth has
drawn the ghost back to its rotting body. It has returned
as a ju-ju zombie! Ju-ju zombies are smart, fast, and
tough. Remember that a ju-ju zombie can only be hurt
by magical weapons. Flaming oil is effective against a ju-
ju-zombie, too.

Because of the nature of the spell originally cast on it
by Gunter in life, Gunter's ju-ju zombie body is also vul-
nerable to the spell bless. If this is used against Gunter,
his body is instantly destroyed, and his ghost is dispelled
forever. Gunter cannot be turned while he is in the
secret crypt.

® 
Ju-Ju Zombie, Gunter (I): Intelligence: Low; Align-
ment: Neutral evil; Armor Class: 6; Movement: 9;
THACO: I5; No. of Attacks: 1; Damage: IdIO+2; Saving
Throw: I4; Special Attacks: None; Special Defenses:
Hurt by only +1 or better magical items; immune to
sleep, charm, holafl fear: and magic missile spells, and
cold, electricity, poison, and paralyzation; Size: Man-
sized (6 feet tall); Experience Points: 975.
Hit Points: 24

SEARCH: Hidden behind the skeleton in the last skele-
ton niche on the right as a person would enter the
room is a small cache of treasure, including 355 gold
pieces, 575 silver pieces, a long sword +2, a mace + l,
a potion of speed, a ring of invisr'bilit}4 and three potions
of healing.

Escape
If the heroes defeat Gunter the ju-ju zombie, his ghost is
dispelled, and the heroes are free to leave the mansion.
The magical forces that prevented them from escaping
vanish. With the dawn the storm ends, and the road is
clear to return to town.

Failure!
It is possible for the heroes to fail in this adventure. If
they do, they pay with their lives. If the heroes search the
entire house, cannot find the secret room, and have no
hope of finding it, they have failed. Or, if they find the
secret room but do not bring the silver heart into it with
them, they have failed. If this happens, the midnight
deadline is reached. Play track 60 on the CD. This is the
sound of their doom!

Gunter appears to the heroes, and says,
@ “You've failed, mortals! Your pathetic

struggles have amused me, but for now I'll
claim one of you for myself. None of you shall see the
morning in my house!"

At the tolling of the clock, Gunter appears in front of
the heroes and attacks. (He may already be there if the
heroes are in the crypt with the silver heart. If so, he just
waits to attack until midnight.) The characters have no
chance of defeating Gunter. At best they can run away.
Even if they run away, Gunter reappears in two rounds,
no matter where they are in the house.

Gunter can be driven away for TO rounds if the cleric
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makes a successful turn undead roll vs. wight. This gives
them only a brief rest from him. If the characters are in
the secret crypt, the ghost of Gunter cannot be turned by
the cleric. He is too strong there.

Gunter (Ghost): Intelligence: Highly; Alignment: Lawful
evil; Armor Class: 0; Movement: 9; THACO: I I; No. of
Attacks: I; Damage: Id4; Saving Throw: I I; Special At-
tacks: Caiise fear as the cleric spell when desired in-
stead of attack; Special Defenses: Hurt only by silver or
magical weapons; immune to spells; Size: Man-sized
(5% feet tall); Experience Points: 5,000.
Hit Points: 52

Gunter can only be hit by silver or magical weapons
and cannot be harmed by any spells. The heroes have
no real chance of defeating Gunter.

- IMPORTANT! If all the heroes es-
WF3PP1n8 cape the house, be sure to compli-

It ment them on a job well done. This
was a hard adventure! Total up the

experience points for the monsters the characters
defeated and award these to the player characters.

Have the players add their new experience to their
old totals. Check to see if any heroes have gone up a
level. If any have, tell their players to roll for more hit
points. Be sure they use the right die for their character
type.

Finally, make notes for yourself, like you did before,
about the magical items the heroes found. Again, don't
tell them what they are. They have to take the treasures
to the wizard for identification.

With that all done, you're ready to prepare for the next
adventure session—under Mount Dread!

">1



_i\I|_I:

\_g

wkg_

_ff_

\API__I

_III

‘_A_~ _L’y

g |_

____

4_

_ g
_J‘

.'g

___

'__H

‘ _

I’

yv_‘\

__Q
‘ ‘A f_

_y

__ _____A‘5

1

,,\ __

VJ‘

__'

___"__E_

H‘,IA‘a\_>v g

P___I’V‘

J,J!‘Rwyi Ln;‘_"_v_/_‘I‘___

Iy’_I_’ ___q~__

'1_r__‘ It_,“IH__‘___V\_

fl‘r tIV __I_"4v__g_\\_\_I:__"!_|‘__I
__ __t__



Under Mount Dread
__iii 

"Under Mount Dread" doesn’t have a single person or
special thing for the heroes to find or do. "Under Mount
Dread" is a dungeon—an old ruin where monsters dwell.
Dungeons and other ruins are traditional places of
adventure in the AD&D game. They are places for the
heroes to explore, recovering many of the treasures lost
within. Unlike the other adventures, "Under Mount
Dread" never really has to end.

The "Under Mount Dread" may not
have a specific goal, but it still has

Background a story. Every adventure should
have some background to explain

how things came to be. This helps the Dungeon Master
make choices about what is happening there now.

Centuries ago the evil sorcerer Azazabus built a home
for himself under Mount Dread. All kinds of evil mon-
sters came to help Azazabus. He paid some well, and for
others there were other—evil—rewards for helping him.
For years his monsters raided the farms nearby while the
wizard worked on terrible experiments in his under-
ground laboratory.

When the sorcerer finally disappeared, the monsters
stayed and made the place their own. The dungeon is a
good place for them to live and is easy to defend. Mon-
sters have lived there now for over a hundred years.

Recently, the Watch Guards have learned that there
are monsters showing up more and more often south of
Freedale, near Azazabus's dungeon. These monsters
have been slowly making their way north in search of
food and could soon threaten Freedale itself. Since the
Watch Guard is needed to protect the town in case the
monsters show up, heroes are needed to investigate the
dungeon and get rid of the monsters. This leads the
players to Mount Dread.

The heroes probably don't know all the history of Aza-
zabus's dungeon. In fact, they may know very little about
the place. All they have heard is that there are monsters
coming out of it. The local farmers can tell them how to
find an entrance to the dungeon. Of course, the farmers
think the heroes are either very brave—or very foolish.

- This is a long adventure. The char-
Dlaylflg the acters are not going to be able to

go in and defeat all the monsters
AdV6nl'urc on their first try. Instead they

should plan to go in, kill a few monsters, and then come
out before they are too badly hurt to escape. Once out-
side, they should go back to town where they can heal
and memorize new spells. Later, they can go back in and
kill some more monsters. It will take several trips for

them to completely empty the dungeon—if they ever do!
That is because this dungeon has more than one

level dug underground. The topmost level is less difficult
to adventure in, and is a good place for 3rd- to 4th—level
characters to explore. The next level down is quite dan-
gerous. It is more suitable for 4th- to 5th-level charac-
ters. Each layer below the second increases in danger as
the heroes rise to greater levels. (We supply only the first
two levels here.) Staircases, pits, and old mine shafts link
the layers of the dungeon. Of course, the heroes don't
have to adventure in them all.

- Before be innin the adventure,
<§@tt1118 the Dunggon l'vTaster needs to

examine the Mount Dread DM's
Map carefully. One of the first things that you are going to
do is add some things to the map, just the way you want
to. First, you need to choose three doors that are locked
and then place three secret doors so that the characters
can get into all of the rooms. It is all right for a secret door
to go through a lot of stone and dirt. lust write an "L" for
locked doors and an "S" for secret doors in pencil in the
appropriate places on the map in this book.

Monster Summaries: Each room description has all
the numbers you will need for each monster. Whats
missing from these descriptions are many of the instruc-
tions that were in the previous adventures. There are
descriptions for what the monsters will do in general, but
you will have decide exactly what they say and how they
say it. Most of the choices for the heroes are not given,
either. Your job as Dungeon Master is to listen to what
the players want their heroes to do and then judge what
will happen. Of course, you use the rules whenever
these apply, but many times you will have to make your
own decisions.

This level of the dungeon is
L6v6l One meant for3rd- to 4th-level charac-

ters. If the characters clean out
Dung€On every room, getting rid of all the

monsters, they will probably get enough experience
points to advance a level. Since there isn't a story or plot
to go with "Under Mount Dread," there isn’t an experi-
ence-point bonus for completing the adventure.

The square labeled “Entrance” on the map is where
the characters begin. From the outside, it is just a cave.

Area 1. The Low Doom
There are five bugbears in this room. They have cap-
tured a gnome and are arguing over what to do with
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him. The gnome is tied up and sitting in a corner. The
bugbears attack the characters right away.

The room is made of large, flat stones. The ceiling
here is low, about 7 '/.4 feet high. The bugbears heads are
just short of it, making them seem bigger and meaner
than normal.

The gnome is named Tinker. He was looking for a
special silver spring. He needs it for his secret project. He
won’t tell the characters what that project is, because,
after all, it's a secret.

if the characters rescue Tinker and let him go, they
each get an extra 100 experience points for doing a
good deed. He won't go with them into the dungeon.
He has his spring (it's in his pocket) and just wants to
get home.

Bugbears (5): Intelligence: Low; Alignment: Chaotic
evil; Armor Class: 5; Movement: 9; THACO: I7; No. of
Attacks: 1; Damage: ld8 (battle axe); Saving Throw: 16;
Special Attacks: None; Special Defenses: None; Size:
Large (7 feet tall); Experience Points: 120 each.

 ii
HitPoints: (1)18 (2)10 (3)19

(4)12 (5) 23
Treasure." 150 copper pieces and 50 silver pieces in the
pockets of the bugbears.

Tinker the Gnome: Intelligence: Very; Alignment: Neu-
tral good; Armor Class: 7 (leather armor); Movement: 6;
THACO: 20; No. of Attacks: I; Damage: By weapon (he
currently is unarmed); Saving Throw: I4; Special At-
tacks: None; Special Detenses: Saving throw bonus;
Size: Small (3 feet tall); Experience Points: None (the
heroes get no experience for killing Tinker).
Hit Points: 5 (normally 8)

.*\i"t?;i L1. llic‘ Drisuii
There are four skeletons hanging from iron chains on the
walls, and a dead body on the floor. When all the char-
acters get into the room, the door magically slams shut
behind them. The skeletons rip their chains free from
the walls and attack the characters. The body on the

34
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floor rises and stomps toward them as well. The door is
not locked, only shut.

If a cleric tries to turn the skeletons before they attack,
nothing happens. They can be turned normally only after
they attack. It a character attacks the skeletons before
they rip their chains out, the door shuts, and the rest of
the skeletons attack. This might trap a character outside
the room.

The room is an old prison. It has chains and shackles
on the walls and floors. The room is very dusty, and cob-
webs cover the corners and the skeletons (before they
attack). In one corner is a small, locked chest.

Skeletons (4): Intelligence: Non-; Alignment: Neutral;

on the floor. Water is dripping down from the ceiling in
several places.

Carrion Crawlers (2): Intelligence: Non-; Alignment:
Neutral; Armor Class: 3; Movement: 9; THACO: I7; No.
of Attacks: 8; Damage: special or ld2; Saving Throw:
I6; Special Attacks: paralyzation; Special Defenses:
None; Size: Large (9 feet long); Experience Points: 420
each.
HrtPoints: (l) l2 (2) 2l
Treasure: 1,000 copper pieces, 700 gold pieces.

Area 4. The Dirt Doom
Armor Class: 7; Movement: 12; THACO: I9; No. of At- There is a giant trap door spider in this room. When a
tacks: 1; Damage: tcl6; Saving Throw: I7; Special At- character steps next to the trap door, the spider will leap
tacks: None; Special Defenses: Immune to sleep, out and attack him.
charm, hold, and fear spells, and cold ,
damage; edged and piercing weapons
do only half damage to skeletons; Size:
Man-sized (6 feet tall); Experience
Points: 65 each.
Hit Points: (1) 3 (2) 5

(3) Z (4) 3
Treasure." 200 gold pieces in the small
locked chest in the corner.

Ju-ju zombie (I): Intelligence: Low;
Alignment: Neutral evil; Armor Class: 6;
Movement: 9; THACO: I5; No. of At-
tacks: I; Damage: ldl0+2 (fist); Sav- \
ing Throw: I4; Special Attacks: None;
Special Defenses: Immune to sleep,
charm, hold, and fear spells, and cold
damage; Size: Man-sized (6 feet tall);
Experience Points: 975.
Hit Points.‘ (l) 24

Area 3. The Water‘ Cave
There are two carrion crawlers in this
room, hanging from the ceiling. The car-
rion crawlers have been digging in this
cave to make it bigger. Since this is their
home, they attack the characters right
away to drive them off. Unless the char-
acters say they are watching out for
attacks from above, the carrion crawlers
automatically get surprise by dropping
down from the ceiling.

The cave has an inch or two of water l

Ta
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The room has stone walls and a stone ceiling, but an

uneven dirt floor. The giant trap door spider has his hid-
den lair in the corner by the tower. It is about the size of
one grid square. It looks just like a part of the floor. The
characters can find or spot the trap door if one of them
looks for secret doors and makes his roll.

Giant Trap Door Spider (I): Low; Alignment: Chaotic
evil; Armor Class: 4; Movement: I5, jump 30; THACO:
l5; No. of Attacks: l; Damage: ld8 + poison; Saving
Throw: I4; Special Attacks: poison; Special Defenses:
None; Size: Large (12-foot body); Experience Points:
975.
Hit Points: 2i
Treasure: 5,000 copper pieces and five gems worth
310 gold pieces total are hidden in the bottom of its pit.
The gems are one agate (worth I0 gold pieces), two
pieces of quartz (worth 50 gold pieces each), and two
garnets (worth I00 gold pieces each).

Area 5. The War Doom
There are six orcs in this room. They are armed with
battle axes and short bows. The orc captain has a magi-
cal battle axe + l. One of the orcs is standing guard by
the door. The other three are listening to the captain. He
is telling them his plan for raiding the dragon's horde.

The room has stone walls, and a stone ceiling and
floor. Old and unsafe-looking wooden beds, tables, and
chairs are the only furniture. In one corner is a wooden
chest.

Orcs (5): intelligence: Average; Alignment: Lawful evil;
Armor Class: 7 (leather armor and shield); Movement:
9; THACO: 19; No. of Attacks: l; Damage: ld8 (battle
axe), ld6 (arrows); Saving Throw: l9; Special Attacks:
None; Special Defenses: None; Size: Man-sized (6 feet
tall); Experience Points: I5 each.
Hit Points: (i) 2 (2) 5 (3) 3

(4) 7 (5) 6

Orc Captain (I): Intelligence: Average; Alignment: Law-
ful evil; Armor Class: 6 (leather armor and shield);
Movement: l2; THACO: 18; No. of Attacks: l; Damage:
ld8+l (battle axe +1); Saving Throw: I9; Special At-
tacks: None; Special Defenses: None; Size: Man-sized
(6 feet tall); Experience Points: 35.
Hit Points: 8
Treasure: The orc captain has a battle axe +1. The
locked and trapped chest contains 6,000 copper coins.
Anyone opening the chest without removing the trap

@ 
gets acid squirted on them. It does ld4+l points of
damage.

Area 6. The Tower
A 4th-level wizard named Kordak and his two zombie
slaves have set up a temporary place to sleep and study
in this room. The zombies are lying under the bed. The
room stinks of rotting flesh.

The wizard is trying to set up a secret headquarters in
Azazabus's old home. He first tries to trick the characters
into helping him. He wants the orcs in Area 5 chased
away. Once the heroes do that, he attacks them when
they are unprepared. If they refuse, Kordak attacks the
characters right away. When he attacks, the two zombies
throw the bed away and join the battle. Korkak first casts
stinking cloud on the characters. The cloud doesn't hurt
the zombies. Kordak then casts his charm person spell
on either the cleric or wizard character.

This small room is made of stone. There is a small
bed and a tiny table here. There are holes cut into the
wall that were once used like a ladder to go to an
upstairs room. A huge boulder blocks the hole in the
ceiling. If it is moved, a pile of rubble falls on anyone
below the hole, doing 1d6 points of damage.

Kordak (4th-level Human Wizard): Intelligence: Excep-
tional; Alignment: Neutral evil; Armor Class: 9; Move-
ment: l2; THACO: 19; No. of Attacks: l; Damage: Id4
(dagger); Saving Throw: I2; Special Attacks: Spells—
charm person, magic missile, shield invisibi'lit)4 stinking
cloud; Special Defenses: None; Size: Man-sized (6 feet
tall); Experience Points: 420.
Hit Points: ll
Treasure: An ioun stone (+1 AC bonus) and 1,500 sil-
ver pieces are in a sack under the table. A small poiso-
nous snake is also in the sack. It is Kordal<'s pet. it takes
a find traps roll to discover the snake, or a character can
notice it if she or he prods the sack before opening it.
Otherwise, the first character to reach a hand in is bitten.
The bite is automatic—don’t make an attack roll.

Zombies (2): Intelligence: Non-; Alignment: Neutral;
Armor Class: 8; Movement: 6; THACO: l9; No. of At-
tacks: l; Damage: ld8 (fist); Saving Throw: I7; Special
Attacks: None; Special Defenses: always lose initiative;
Size: Man-sized (6 feet tall); Experience Points: 975.
HitP0ints.' (1) 9 (2) 7
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Small Poisonous Snake (I): Intelli-
gence: Animal; Alignment: Neutral;
Armor Class: 6; Movement: I5;
THACO: I9; No. of Attacks: l; Damage:
l+poison; Saving Throw: I7; Special
Attacks: Poison; Special Defenses:
None; Size: Small (2 feet long); Experi-
ence Points: T75.
Hit Points: I

 _i®
l

Area T. The Great. Hall
A black bear has set up its home in the
great hall. If the characters don’t threaten
it or attack it, and don't go past the pil-
lars, it won't attack them. Tucked away in
the round alcove at the end of the col-
umns is the body of a lizard man. A sack
lies next to him, with a few gold coins
scattered around it.

The room is made of stone. There are
broken bits of wood everywhere that
used to be fumiture.

Black Bear (I): Intelligence: Semi-;
Alignment: Neutral; Armor Class: 7;
Movement: I2; THACO: I7; No. of At-
tacks: 3; Damage: 1d3 (paw)/1d3
(paw)/ld6 (bite); Saving Throw: I6;
Special Attacks: Hug for 2d-4 points
extra damage when paw hits with an
l8 or higher; Special Defenses: None;
Size: Man-sized (6 feet tall); Experi-
ence Points: 175.
Hit Points: l7
Treasure: 250 gold pieces in the sack.

.‘\rea 8. The tbide Doom
This room doesn't have any monsters in
it. On the back wall is a small stone
ledge. On the ledge is a golden statue.
The statue is trapped. Anyone lifting the
statue triggers a dart trap. Dozens of
darts come shooting out of the walls, hit-
ting everyone in the room. Each person
is attacked by three darts. Make attack
rolls for each dart. A dart does Id4
points of damage.

.7’...
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The room is made of stone. The stones are covered with
moss and glowing slime.

Darts (3 per character): THACO: I5; Damage: Id4 points.
Treasure: Golden statue worth 500 gold pieces.

Area 9. The énakc Chamber
This room has five giant snakes sleeping in its shadows.
The snakes do not wake up or notice the characters
unless they come within ten feet of the doonvay. Once
the snakes have spotted the characters, they move in for
the kill.

The walls of this round room are painted with colorful
pictures of mighty wizards casting spells at each other.
Strange, magical beasts are shown hiding behind trees
and rocks.

Giant Poisonous Snakes (5): Intelligence: Animal;
Alignment: Neutral; Armor Class: 5; Movement: I5;
THACO: I7; No. of Attacks: I; Damage: ld3+poison;
Saving Throw: I6; Special Attacks: Poison; Special De-
fenses: None; Size: Man-sized (I2 feet long); Experi-
ence Points: 420 each.
Hit Points: (1) I8 (2)20 (3) 22

(4) 21 (s) I5
Treasure: None.

Area IO. The €>talaotite Cave
There are three piercers in this cave, clinging to the ceil-
ing. They are hidden among the stalactites and are hard
to see. The characters can only find them by poking
every stalactite with a spear or by walking underneath
one. The piercers drop down on the characters while
they are exploring the room.

This cave has all kinds of stalactites and stalagmites
in it. There are enough of them that anyone using a
weapon longer than a short sword gets a -2 penalty to
all attack and damage rolls because it is both difficult
to avoid the rock formations and impossible to get a
forceful-enough swing in while avoiding them.

Piercers (3): Intelligence: Non-; Alignment: Neutral;
Armor Class: 3; Movement: I; THACO: I9; No. of At-
tacks: I; Damage: Id6; Saving Throw: I7; Special At-
tacks: Characters have a -7 penalty to their surprise rolls
against a piercer attack; Special Defenses: None; Size:
Tiny (2 feet tall); Experience Points: 35 each.
Hit Points: (I) 5 (2) 6 (3) I
Treasure: None.

o—————-——_
Area 11. The éhnithy
There are I0 gnomes in here. Five of them are armed
and look fairly tough. The other five are working on a
strange device made of steel. These gnomes do not
want to fight. They gladly talk to anyone who does not
immediately attack. The five armed gnomes fight if
attacked, but will not leave the room.

The gnomes are here to make a magical catapult for
their king. They need a special moss that grows only in
Azazabus's dungeon to make part of the catapult. As
soon as they finish this piece, they are leaving.

The moss can be found in Area 8, growing on the
stone walls, floor, and ceiling. if the characters bring
some of the moss to the gnomes, they will give the
characters a long sword +1 for it.

Gnomes (5): Intelligence: Very; Alignment: Neutral
good; Armor Class: 7 (leather armor); Movement: 6;
THACO: I9; No. of Attacks: I; Damage: ld6 (short
swords); Saving Throw: I4; Special Attacks: None; Spe-
cial Defenses: Saving throw bonus; Size: Small (3 feet
tall); Experience Points: None (the heroes get no experi-
ence for killing these gnomes).
Hit Points: (1)9 (2) II (3) 5

(4)7 (5) IO
Treasure: magical long sword +l which they offer as a
reward for the moss.

Area 12. The Bat Cave
There are hundreds of normal-sized, harmless bats in
this cave. The cave also harbors a gray ooze. The gray
ooze attacks the characters only if they explore the back
of the cave, where it is hiding. Remember, the ooze
looks just like wet rock on the floor of the cave.

When a character first pokes his or her head into the
cave, the hundreds of normal bats panic. They drop
from the ceiling and start flying around. This makes it
very hard for the characters to see what is going on.

Gray Ooze (I): Intelligence: Animal; Alignment: Neutral;
Armor Class: 8; Movement: I; THACO: I7; No. of At-
tacks: I; Damage: 2d8; Saving Throw: I6; Special At-
tacks: eats metal; Special Defenses: immune to fire,
cold, and spells; Size: large (8 feet wide); Experience
Points: 270.
Hit Points: (I) 23
Treasure: None.
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Level Two Duitgeott
This level of the dungeon is meant for 4th- to 5th-level characters. As DM
you should discourage characters of lower levels from wandering down to
this level. Warn the players that their characters might easily run into more
than they can handle. If they insist on taking the chance, don't stop them.
The players can risk their heroes however they want.

\X‘li<"i'tf‘> llic Mtiltt}

The first level of “Under Mount Dread" has a DM’s map. Don't worry when
you can’t find a map for the second level of "Under Mount Dread." This is
the next step you've got to take as a Dungeon Master—creating your own
map. To get you started, there is a nearly blank map on the back cover of
this book. it shows the stairs down from the first level. A passage starts in
the square marked, ‘To 2nd Level.” it connects to the passage on the level
one map marked "Down to 2nd Level“. At the bottom of the map page are
symbols that may be helpful in making your map.

Draw in as many rooms as you want. When you make your map,
remember that there are already descriptions for some of the rooms on
the second level of the dungeon. You want the rooms on your map to
match them. You can add as many other rooms with monsters and trea-
sure as you want. For easier planning, here are some rooms on this level:

Fortified room (with pit and barricade) Library
Paper room (paper walled wasp's nest) Pit room (pit fills room)
Bumt room (a trap) Old mine shaft
Furnace (a cave)

As you draw your map, remember to add doors. Make about half of
them locked doors—perhaps the weaker monsters lock the doors between
themselves and stronger creatures. Add two or three secret doors, so the
characters have something to look for. Finally, choose two doors to be
trapped. Two traps are described here:

Trap 1. This trap is an axe blade that swings out from the bottom of the
door. Any character standing right in front of the door gets hit. The charac-
ter takes 2d4 points of damage and can only move at half speed until she
or he is healed. This trap might guard the entrance to the crypt.

Trap 2. This trap is a stone block that drops from the ceiling right in
front of the door as soon as somebody steps up to the door. it does 1d6
points of damage. This kind of trap might be found in a part of the
dungeon where the walls are weak.

!\r'c‘ti l. Tlic l"‘0rl iliticl llooiii
Six gnolls live in this room. One of them has a pet worg (see the wolf
description on page 24 in the i'ntroo‘uctr'on to the MONSTROUS M/wont).
They have built the room into a small fortress to protect themselves. There
is a low wail of furniture placed across the room, which gives the gnolls
armor class 2 while they are behind it. A platform has been built over the
door, ten feet off the floor.
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Two gnolls sit on the platform. They shoot arrows at
the characters, probably with surprise.

There is a pit trap just inside the doorway. The first
person to charge into the room falls 20 feet into the pit
and suffers 2d6 points of damage. The archers can shoot
arrows into the pit. The rest of the gnolls are at the back
of the room, hiding behind their rough wall of furniture.

Gnolls (6): Intelligence: Low; Alignment: Chaotic evil;
Armor Class: 5 (chain mail); Movement: 9; THACO: T9;
No. of Attacks: I; Damage: 1d6 (arrows), ld8 (battle
axes); Saving Throw: 17; Special Attacks: None; Special
Defenses: None; Size: Large (7‘/2 feet tall); Experience
Points: 35 each.
Hit Points: (I) 10 (2)7 (3) 2

(4)9 (5) ii (6)13
Worg Wolf (1): intelligence: Low; Alignment: Neutral
evil; Armor Class: 6; Movement: T8; THACO: T7; No. of
Attacks: I; Damage: 2d4; Saving Throw: T7; Special At-
tacks: None; Special Defenses: None; Size: Man-sized
(5 feet tall); Experience Points: 120.
Hit Points: 14
fireasure: The gnolls have 3,000 silver pieces, a shield
+ l, and a wizard scroll with detect invisibility and hold
person spells on it. They have placed their treasure be-
neath a hidden trap door in the floor. The characters find
the trap door automatically if they search for secret doors.

Area 2. The Library
There is a lammasu in this room. It is sitting on the floor
reading an old, fragile book. It does not attack the char-
acters unless it is attacked. When the characters open
the door, it says "visitors! What can I do for you?"

The lammasu is quite friendly, and the heroes can
chat with it. It is in search of some rare books and hoped
to find them in Azazabus's library. When it is done with
its search, it will leave.

The room is a small, ancient library. Most of the books
are completely rotted and useless. The few that are
intact are worth something to the wizard back in the
town. Of course, the lammasu won't let the heroes take
any that it hasn't looked through yet.

Lammasu (1): Intelligence: Genius; Alignment: Lawful
good; Armor Class: 5; Movement: 12, Fly 24; THACO: T2;
No. of Attacks: 2; Damage: 1d6 (paw)/ I d6 (paw); Saving
Throw: I3; Special Attacks: Spells—cure light wounds x3,
detect magic, find traps, hold person, slow poison, cure
disease, remove curse; Special Defenses: Any magical
spell cast on a lammasu has a 30% chance of failing;

Size: Large (4% feet at shoulder); Experience Points: None
(the heroes get no experience for killing the lammasu).
Hit Points: 45
Treasure: The library holds four undamaged rare books
worth I50 gold pieces each.

Area '5. The Daper Doom
Three giant wasps have built a nest here. Although the
room is relatively large, it has been turned into a maze of
tunnels by the wasps. The walls of these tunnels are
made of thick, gray paper. Any character can break
through the stuff, but it takes one whole round to make
the hole. The wasps will attack immediately.

Giant wasps (3): Intelligence: Non-; Alignment: Neutral;
Armor Class: 4; Movement: 6, fly 21; THACO: 17; No. of
Attacks: 2; Damage: 2d4 (bite), Id4 (stinger with poi-
son); Saving Throw: 16; Special Attacks: poison; Special
Defenses: None; Size: Man-sized (5 feet tall); Experi-
ence Points: 420 each.
Hit Points." (i) 22 (2) 20 (s) T9
Treasure: The wasps have 12 gold pieces scattered on
the floor all through their nest. There are 7 gems stuck in
the paper walls at the back of their nest.

Area 4. The Dil
This whole room is a 50-foot-deep pit. It can be as wide
across as you want. Trapped at the bottom of the pit is a
duergar dwarf named Axerock. If one of the heroes is a
dwarf character, he knows right away that this is an evil
duergar, not a normal dwarf. Otherwise, just tell the play-
ers that their characters see a dwarf down in the pit.

Most duergar are lst or 3rd level. Axerock is a more
powerful 5th-level cleric. Axerock tries to persuade the
characters to rescue him. He says he has four gems with
him (a lie, the drow elves have them) and will give them
to the characters if they get him out of the pit. Once out of
the pit, he turns invisible and runs away. If Axerock gets
away, he shows up again in Area 7 with the drow elves.

The characters don't get any experience points if they
kill the dwarf while he is helpless in the bottom of the pit.

Axerock (5th-level Duergar Dwarf Cleric): Intelligence:
Average; Alignment: Lawful evil; Armor Class: 4 (chain
mail); Movement: ES; THACO: I9 (17 with hand axe +2);
No. of Attacks: T; Damage: id6+2; Saving Throw: i i;
Special Attacks: Enlarge, lnvlsiblllf}/,' Spells protection from
good, cause fear ><2, hold person, produce flame, silence
l5’radius, and dispel magic; Special Defenses: Saving
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throw bonus; Size: Small (4 feet tall); Experience Points:
975.
Hit Pain ts: I 9
Treasure." Hand axe +2, which he uses in combat.

Area 5. The Bu rrit Doom
Three ghouls lurk in this room. As soon as the characters
enter the room, the ghouls turn and shout "fresh meat!"
Of course they attack right away.

This room is completely burnt, as if a large fire blazed
in the room for a long time.

Ghouls (4): Intelligence: Low; Alignment: Chaotic evil;
Armor Class: 6; Movement: 9; THACO: I9; No. of At-
tacks: 3; Damage: Id3/1d3 (claws), Id6 (bite); Saving
Throw: I7; Special Attacks: Paralyzation for Id6+2
rounds; Special Defenses: immune to feat hold charm,
and sleep spells, and to poison and paralyzation; Size:
man-sized (5 feet tall); Experience Points: I75 each.
Hit Points." (I) Ii (2) I0 (3) I3 (4)9
Treasure: 3,000 silver pieces and a potion oi‘ speed in a
locked chest.

Area 6. The Mine €>hall
This room was once the bottom of a mine shaft, before
the upper level of the mine caved in. The shaft goes up
50 feet before it hits a ceiling. There is no door or hole in
the stone ceiling. Two drow elves are kneeling in this
room next to a blue silk cloth that has four gems on it. The
drow elves are the ones that put the duergar dwarf in
Area 4 into the pit. Now they are dividing up his treasure.

The drow elves attack the heroes right away. They tn; to
levitate up and shoot their poison darts at the characters.

There is a chance that Axerock, the duergar dwarf
from Area 4, is invisible and in this room—if the heroes
freed him from the pit. He waits until the fight between
the characters and the drow elves is over. Axerock
attacks whoever is left. He wants his four gems back.

If the drow elves beat the characters by putting them
all to sleep, the characters wake up and find the elves
dead. The gems and any treasure that the characters
had is gone. Axerock has also left the characters a note
calling them suckers and thanking them for getting the
gems back for him. In some future adventure the char-
acters should have a chance to find Axerock and get
their revenge.

Drow Elves (2): Intelligence: Highly; Alignment: Lawful
evil; Airrior Class: 4 (chain mail); Movement: I2; THACO:
I6; No. of Attacks: I; Damage: Id6+I (sword) or Id3

®—i————
(dart with sleep poison); Saving Throw: I6; Special At-
tacks: Poison on darts (no damage, fall unconscious for
2d4 hours if saving throw is failed); darkness I5’ radius;
Special Defenses: tevitate and detect magic; any magical
spell cast on a drow elf has a 50% chance of failing; Size:
Man-sized (5 feet tall); Experience Points: 420 each.
Hit Points: (i) I9 (2) is
Treasure: The drow have four gems: a topaz (worth 500
gold pieces), two agates (worth I0 gold pieces each),
and a garnet (worth I00 gold pieces). They are laid out
on a silk cloth in the center of the floor.

Area 7. The Furnace
The door to this cave has the words "Beware the wyrm!”
scrawled on it in black soot. If you decide to make the
entrance a secret door, those words are written on the
wall next to it.

In the cave is a hatchling red dragon. Pieces of its
huge egg shell are scattered on the floor. It attacks any-
one that comes in. The first attack it makes is to breathe
fire on the heroes.

Hatchling Red Dragon (I): Intelligence: Exceptional;
Alignment: Chaotic evil; Armor Class: 0; Movement: 9, Fly
30; THACO: I I; No. of Attacks: 3 or breathe fire; Damage:
IdI0+I (claw)/IdI0+I (claw)/3di0+I (bite); Saving
Throw: I3; Special Attacks: Breathe fire for 2dI0+I in a
cone 90 feet long and 30 feet wide once every 3 rounds;
Special Defenses: Immune to fire; Size: Huge (8-foot-
long body, 9-foot-long tail); Experience Points: Z000.
Hit Points: 41
iireasurez The hatchling's hoard consists of 1,400 silver
pieces, 2,000 gold pieces, 20 gems, a long sword oi‘
wounding, a portable hole, and a potion of flying. It is all
lying in a heap. The dragon uses the treasure for a bed.
You can roll for the value of the gems.

Your adventures beneath
Deeper Under Mount Dread don't have to

stop here. Adventures in the
Mount DFCad AD&D game don't end just

because you’ve reached the end of this section of the
book! Mad Azazabus's underground fortress can have
level beneath level beyond these two. All you have to do
is create your own adventures.

In the AD&D game, making up your own adventures
is not against the rules. In fact, creating your own
dungeons, ruined castles, and haunted towers is part of
the fun. You get to try out your own clever ideas on fel-
low players. What could be more fun and challenging?
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Having come this far, you're already well on your way to
creating new adventures. All an adventure really needs is
a story, a map, and a key.

The story can be as involved or as simple as you want
it to be. It can have a goal like "The Tomb of Damara." It
can be a problem the characters are thrust into, like "The
Ghost of Harrow Hill." The story can be just be a place
with a colorful history like Azazabus's dungeon in "Under
Mount Dread." All you have to do is come up with what
the heroes are supposed to do and why they are sup-
posed to do it.

The heroes explore an ancient tomb on the edge of
the mountains because they heard it is hlled with great
riches. That's enough to start an adventure right there.

Once you know what the adventure is about and
where the adventure is located, you've got lots of
choices for what to do next. Some people like to draw a
map first. (You can get graph paper with predrawn
squares at many stores.) That way they know what
rooms need monsters and where are good places for
traps. Other people pick out the monsters they want to
use and then put them in a place that fits their choice.
Other people do it all at once—they draw part of the
map, choose monsters for that part, and then draw
some more of the map.

When you make your key, you don't have to give lots
of details for every room. In fact, if you know what you
want, sometimes all you need is a room name, monster
listing, and treasure. It doesn't hurt to copy down the
important monster information—AC, THACO, damage,
saving throw, and hit points at least That way you won't
waste time looking them up in the middle of a game.
When you run the adventure, you can use your imagina-
tion to fill out the details for the other players.

The key to a simple orc fort might look like this:

I. Front gate. 4 orc guards—sleepy. AC 6, THACO I9,
damage ld8, saving throw I7. Hit points 4, 3, 3, I.

2. Guard room. Orc captain playing dice with another
orc. Hit points 8 (capt.), 3. 50 gold pieces in pouch.
Captain has a long sword + l.

3. Pit with ladder down to orc dungeon. 3rd rung on
ladder will break when stepped on.

4. Orc barracks. 6 orcs eating food. Smelly and gross.
Hit points 4, 3, 3, 2, 2, l. I00 gold pieces hidden in
bedding.

Beyond the 6
8 Introduction to ADt?fD"' Game

See, it wasn't even necessary to write down the statis-
tics every time! Of course, there's a lot for you to fill in.
When your players ask you what a room looks like, you'll
have to give them a description on the spot. If they cap-
ture an orc, you'll have to decide what he will say and
how he will act. None of these things have rules—they
are just pans of the adventure where you have to be the
referee. There's a lot of "winging it," but don't worry Be
excited about what you're doing and let yourself have
fun, and your players will have a good time.

Beyond the Introduction
to The Aoi//iivctirb DUNGEON6 <6’
Doaaowafl Game
The introduction to AD&D game provides an introduc-
tion to the AD&D fantasy role-playing game, but where
do you go from here? There are a whole host of AD&D
products out there—campaign settings, adventures, and
additional rules. First of all, we strongly recommend that
you pick up a copy of the full AD&D game Player's
Handbook and DUNCEON MASTER Guide. These two vol-
umes provide all the rules needed to play the complete
ADVANCED DUNGEONS & DRAGONS game. They contain
many more character classes, character races, spells,
and magical items than the introduction to AD&D game
includes. If you are interested in more monsters to out-
wit, fight, and bargain with, the AD&D MONSTROUS
MANUAL describes hundreds of creatures and is illus-
trated iri color, so you can see what every creature looks
like.

The FODGOTTEN Iltiiiiitsll
Campaign éetting
What is a campaign world? A campaign world or setting
is a home of your ideas, and the imagination of those
who write adventures. Freedale, The Dalelands, and
Faerun are part of a campaign world known as the
FORGOTTEN REALMS campaign setting. You can buy this
product where you picked up this introduction to AD&D
game. The FORGOTTEN Rsriuvis setting contains many
ancient mysteries, terrible villains, and great rewards.
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Monsters
Monsters are the most common enemy of the characters.
In most adventures, the characters will fight horrible mon-
sters and find rich treasures. The AD&D‘ game MONSTROUS
M.riivo.=ii““ has even more monsters.

For the most part, monsters have the same kinds of sta-
tistics as characters. There are a few new attributes that
only monsters have.

Hit Dice: This number shows how tough a monster is. It
represents the same thing as levels for player characters. A
2-Hit Die monster is about the same as a 2nd-level char-
acter.

Hit Dice are use to figure out how many hit points the
monster has. All monsters use 8-sided dice. For example, a
black bear with 3+3 Hit Dice rolls three 8-sided dice, then
adds three more points to the total. Black bears have
between 6 and 27 hit points.

No. of Attacks: Some monsters can attack more than
once in the same round. This numbers shows how many
times they can attack in a round.

Special Attacks and Special Defenses: These two
lines list the special powers the monster has. Exactly how
they work is in the description of the monster.

Intelligence: Some monsters can be smart or dumb.
Below is a list of intelligence ratings for monsters, listed
from dumbest to most intelligent. These words are broad
categories for a range of numbers. The numbers are given
next to the category. If player characters were rated with
these categories, they would be anything from low to
genius. Most would be average.

Category Intelligence Range
Nonintelligent O
Animal intelligence I
Semi-intelligent 2-4
Low intelligence 5—7
Average intelligence 8-10
Very intelligent 1 1-12
Highly intelligent I3-T4
Exceptional intelligence 15-16
Genius I7-I8

Treasure Type: This is the row of the Treasure Types
table on page 26 that the Dungeon Master (DM) should
use to figure out what treasure the monster has.

Experience Points: This number is how many experi-
ence points each character gets for successfully defeating
the monster. Defeating a monster does not have to mean
killing it. The DM decides when a monster is defeated, and
what amount of experience points a group gets for partially
defeating a monster.

If this entry reads "Experience Points: None," the mon-
ster is not meant to be fought or defeated by the charac-
ters. The monster is a potential friend, helper, or even
someone that the characters should help, rather than
someone who should be attacked. If the characters attack
such monsters, they get no experience from the
encounter.

The introduction to Aowiiiicso
DUNGEONS 8 DnAooivs"' game
comes with six plastic figures for
the heroes. As the heroes are

moving around on the map, the players move the plastic
figures.

There are no plastic figures for the monsters. Whenever
the players run into a monster, the DM should show them
the picture from this book. Most of the time the DM does
not need to have anything out on the map. The only time
it is helpful to have something represent the monsters on
the map is in combat. At this time, a DM can use coins,
action toys, small plastic toy animals, plastic pawns from
other games, or anything else to show where the mon-
sters stand. A handful of dice works very well. Each mon-
ster can have a different number face up.

The best thing to use are metal miniatures. You can
find metal miniatures for all of the monsters in this game
at most hobby shops. The miniatures are the perfect size
for the AD&D game. They can even be painted to look
right.

Monsters
on the Map

When the players’ characters
meet monsters, it is up to the
DM to act out the monsters’
parts. The monster descriptions

include role-playing tips for all monsters that can talk.
These tips tell the DM how to act like that monster.

Monsters that are only as smart as animals are the easi-
est to roie-play. They usually want only two things: food
and safety. If the monster is not hungry, it probably will not
attack. if the monster thinks the players’ characters are
going to hurt it, it will attack to protect its territory.

Thinking and talking monsters are a little tougher. They
usually want something, too, but it is not always food.
They may want money, they may be acting on orders, or
they may just be bullies. Try to figure out what the mon-
ster wants before role-playing it.

In all cases, monsters will try to save their own lives. No
living thing wants to die. They usually surrender or run
away first. They only fight to the death if there does not
seem to be any other choice.

Dole-playing
Monsters



Ant. Ciiaiil \Varrioi' and Worker
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Warrior Worker
Armor Class: 3 3
Hit Dice: 3 2
THACO: I7 17
No. of Attacks: I I
Damage/Attack: 2d4 Icl6

bat. Giant

Armor Class: 8
Hit Dice: '/> (Id4)
THACO: 20
No. of Attacks: I
Damage/Attack: I d2
Special Attacks: None

Special Attacks:
Special Defenses:
Saving Throvv:
Movement:
Intelligence:
Alignment:
Treasure Type:
Size:

Sting for 3d4
None
I7
I8
Animal
Neutral
R, V
Tiny, 2 feet long

None
None
I6
I8
Anund
Neutral
None
Tiny, 2 feet long

Special Defenses:
Saving Throw:
Movement:
Intelligence:
Alignment:
Treasure Type:
Size:

AC 5 vs. missiles
I9
3, Fly I8
Animal
Neutral
None
Man-sized,
3-foot body,

Experience Points: I75 35

Warrior giant ants are always found with Id6><5 worker
ants. The workers also fight to defend the nest. Whenever
warrior giant ants successfuify attack with their pincers, they
also get to try to sting with their stinger. If they hit with their
stinger, the target must make a saving throw. If the saving
throw is successful, the target takes only Id4 points of
damage.

Wherever giant ants appear, there is always a large hole
nearby. Hidden down the hole, at least IO feet below the
ground, is the queen and the treasure. It takes an hour to dig
them up. There are dozens more workers scurrying around
while the digging is going on. The queen has 45 hit points and
cannot attack She is always guarded by two more wariiors.

5-foot wings
Experience Points: 35

Unlike normal bats, giant bats are carnivorous and will
attack player characters. Their high-pitched squeaks act like
sonar, allowing them to "see" shapes and movement (but
not colors) in total darkness.

The giant bat must land, usually on its victim, to attack.
On any round that it takes off to fly again, it cannot also
attack.

The flight of a giant bat is so erratic that characters with a
Dexterity of I3 or less have a hard time hitting these bats
with missile weapons. Whenever such characters attack
with thrown or fired weapons, the giant bat is considered
to have an Armor Class of 5.
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Black Brown
Armor Class: 7 6
Hit Dice: 3+3 5+5
THACO: 17 15
No. of Attacks: 3 3
Damage/Attack: 1d3/1d3/1 d6 1d6/1 d6/1 d8
Special Attacks: Hug for 2d4 Hug for 2d6
Special Defenses: None None
Movement: 12 12
Saving Throw: 16 14
Intelligence: Semi- Semi-
Alignmentz Neutral Neutral
Treasure Type: None None
Size: Man-sized, Large,

6 feet tall 9 feet tall
Experience Points: 175 420

The black bear is smaller than the brown or gnzzly bear. Bears
do not attack unless provoked. They can be unknowingly pro-
voked. Any character coming within 20 feet of a bear will pro-
voke it. If there are three bears, the smallest one (the one with
the least hit points) is a cub. In that case, anyone coming
within 50 feet of the bears will provoke them. Attacking a bear
always provokes it. Unprovoked bears wander away and do
not attack .

lf a bear hits its target with a paw (the first two types of
damage listed are paw damage’) and has rolled an 18 or
higher on the attack die, it also hugs the victim. This hug is a
bone-crushing squeeze that does extra damage.

Y§€CHC.CHanlFnc

Armor Class: 4
Hit Dice: 1+2
THACO: 19
No. of Attacks: 1
Damage/Attack: 2d4
Special Attacks: None
Special Defenses: None
Movement: 12
Saving Throw: 17
Intelligence: Non-
Alignment: Neutral
Treasure Type: None
Size: Small

2‘/7 feet long
Experience Points: 35

The fire beetle is the smallest of the giant beetles. Although
they are called fire beetles, they have no fire attacks or
immunity to fire. They are named fire beetles because of
the two bright red spots above their eyes that give off a red
glow. There is a third such spot near the backs of their bel-
lies.

This spot can be cut out of a beetle's carapace and used
as a light source for 1d6 days. it lights up a circle 20 feet
across and gives off no heat. Each spot can be sold for 100
gold pieces, but only on the same day it is cut out.
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Armor Class: 5
Hit Dice: 3+1
THACO: 17
No. of Attacks: 1
Damage/Attack: By weapon
Special Attacks: Surprise,

+2 to damage
Special Defenses: None
Saving Throw: 16
Movement: 9
Intelligence: Low
Alignment: Chaotic evil
Treasure Type: O
Size: Large,

7 feet tall
Experience Points: 120

Whenever possible, bugbears prefer to ambush their foes.
They are so sneaky that the characters get a -3 penalty for
surprise rolls.

Bugbears can use a variety of weapons. They carry small
weapons, such as hand axes, hammers, or spears to throw
at their victims. Then they draw their larger weapons to
attack in close. Bugbears prefer battle axes, maces, and
spears.

Bugbears are quite strong. They get a +2 bonus to all
damage rolls, except from arrows.

Typical bugbear comments: “Gimme all yer loot." “Let's
get “em.” “Boil that dwarf before you eat him.”

3

Armor Class: 3/7
Hit Dice: 3+1
THAC02 17
No. of Attacks: 8 or 1
Damage/Attack: Special or 1d2
Special Attacks: Paralyzation
Special Defenses: None
Movement: 9
Saving Throw: 16
Intelligence: Non-
Alignment: Neutral
Treasure Type: B
Size: Large,

9 feet long
Experience Points: 420

Carrion crawlers are caterpillarlike monsters. They can cling
to walls and ceilings with the special claws on their many
feet.

Carrion crawlers attack with their short, 2-foot-long tenta-
cles. lf any of their eight tentacles hits a victim, that person
must make a saving throw or be immediately paralyzed for
2d6><10 rounds. The tentacles do not do any actual dam-
age. Once their victims are paralyzed, carrion crawlers nib-
ble at them, doing 1d2 points of damage per round.

The head of the carrion crawler (where its tentacles are)
has an Armor Class of 3. The softer body only has an
Armor Class of 7.
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Armor Class: 5
Hit Dice: 3
THACO: 17
No. of Attacks: 1
Damage/Attack: 1 d3
Special Attacks: Poison
Special Defenses: None
Saving Throw: 16
Movement: 18
Intelligence: Animal
Alignment: Neutral
Treasure Type: None
Size: Man-sized,

5 feet long
Experience Points: 175

The megalo-centipede is the largest of all the giant cen-
tipedes. They come in colors ranging from brown to red-
dish brown to grayish tan. These creatures can easily climb
along walls and ceilings. Megalo-centipedes attack people
on sight.

The pincer jaws of the megalo-centipede are not very
fearsome, but they are poisonous. Each bite forces the vic-
tim to make a saving throw or take poison damage in addi-
tion to the 1d3 from the bite.

An experienced hunter can milk the poison from a cen-
tipede. It takes four centipedes to get one dose of poison
to work on one manmade weapon.

Armor Class: -8
Hit Dice: 20
THACO: 2
No. of Attacks: 3 or breathe acid
Damage/Attack: 1d6+1 1/1d6+1 1/5d4+1 1
Special Attacks: Stream of acid
Special Defenses: 40% magic resistance
Saving Throw: 6
Movement: 9, Fly 30
Intelligence: Highly
Alignment: Chaotic good
Treasure Type: l-Ix 10
Size: Gigantic, 120-foot-long body,

95-foot-long tail
Experience Points: None

This ancient copper dragon is not meant to be fought or
defeated by the characters. The copper dragon is a potential
friend. if they are nice to him, he might grant them a favor.
He might ask them to perform a heroic quest for him. He will
never attack the characters unless they completely ignore his
attempts to talk to them.

The copper dragon can cast spells as a 5th-level wizard and
as a 3rd—level cleric. Forty percent of all spells cast on him fail.
He can spray acid from his mouth in a stream 7O feet long and
5 feet wide instead of using his three combat attacks. The acid
kills whatever it touches.

Typical comment: "You small folk do get into some
amusing predicaments."



Dragon. Halcliling Dccl Dwarf“, Duergar

Armor Class: 0
Hit Dice:
THACO:
No. of Attacks:
Damage/Attack:
Special Attacks:
Special Defenses:
Saving Throw:
Movement:
Intelligence:
Alignment:
Treasure Type:
Size:

9
l l
3 or breathe fire
Id10+1/1d10+1/3d10+1
Breathe fire for 2d 10+] damage
Immune to fire
I3
9, Fly SO
Exceptional
Chaotic evil
A
Huge, 8-foot-long body,
9-foot-long tail

Experience Points: 7,000

Red dragons are cruel, evil, and greedy. They can talk, and
always try to scare characters by describing how tough they
are. Hatchlings are the youngest and smallest of the red
dragons, but even they are horrible. They are only a few
years old. Bigger, older dragons rarely go into these
dungeons

This dragon can breathe fire up to once every 3 rounds. If it
breathes fire, it cannot claw or bite that round. Everyone in a
cone 90 feet long and 30 feet wide is hit by the fire and gets to
make a saving throw. Those that do save only take half normal
damage.

Outdoors these dragons can fly, but not in the narrow
tunnels of the dungeon.

I

Armor Class: 4 (chain mail)
Hit Dice:
THACO:
No. of Attacks:
Damage/Attack:
Special Attacks:
Special Defenses:
Saving Throw:
Movement:
Intelligence:
Alignment:
Treasure Type:
Size:

1+2 or 3+6
19 or 19
l
1d6 (hammer)
lnvlslbllrlya enlarge (level equal to HD)
Saving throw bonus
13 or I1
6
Average
Lawful evil
F
Small, 4 feet tall

Experience Points: 420 or 975

The duergar, or gray dwarves, are an evil race that lives deep
underground. They hate other types of dwarves and will
attack them. They are so sneaky that characters have a -2
penalty to surprise rolls. Duergar can wear other armor and
use other weapons. When they do their Armor Classes and
weapon damages change.

Duergar can cast enlarge and invisibility spells as often
as they want. There is a 10% chance that any duergar the
characters meet are riding giant spiders.

If four or more duergar are encountered, one of them is a
3rd-level cleric able to cast cause fear curse, and silence l5‘
radius. He has 3+6 Hit Dice and a THACO of I8.

Typical comments: "Humans are soft and weak." “The
only thing worse than a human is a hill dwarf!“
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4 (chain mail)
1, 2, 3, or 4

THACO: 20, 19, 18, or 17
No. of Attacks: 1
Damage/Attack: 1d6+1 (sword) or 1d3 (dart)
Special Attacks: Spells
Special Defenses: 50% magic resistance
Saving Throw: 17, 17, 16, or 16
Movement: 12
Intelligence: Highly
Alignment: Lawful evil
Treasure Type: O, R
Size: Man-sized,

5 feet tall
Experience Points: 420, 650, 975, or 1,400

Armor Class:
Hit Dice:

Once normal elves, these evil creatures were driven under-
ground. They hate other elves and will attack them.

Drow use small, handheld crossbows that fire poison-
coated darts. The darts do 1d3 points of damage. The poi-
son does no damage, but makes characters fall unconscious
for 2d4 hours if they fail their saving throws.

Drow can cast darkness 15' radius, levitate, and detect
magic each once a day. Any spell cast at them has a 50%
chance of failing.

In bright light, drow have a -2 penalty on initiative and
attack rolls. Characters get a +2 saving throw bonus against
the sleep poison if the attacking drow is in light.

Gargoyle
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Armor Class: 5
Hit Dice: 4+4
THACO: 17
No. of Attacks: 4
Damage/Attack: 1 d3/1d3/1d6/1d4
Special Attacks: None
Special Defenses: Only hurt by magical weapons
Saving Throw: 14
Movement: 9, Fly I5
Intelligence: Low
Alignment: Chaotic evil
Treasure Type: C
Size: Man-sized, 5 feet tall
Experience Points: 420

Gargoyles can pretend to be statues because their skin
looks just like stone and they are able to stand perfectly still
for a long time. They try to surprise their victims by swoop-
ing down on them unexpectedly. When they swoop they
get three attacks. They have to land to get their horn attack
(Id4).

Each round, a gargoyle can attack with both claws, try to
bite, and try to stab with its horn. Only magical spells or
magical weapons can harm a gargoyle.

A gargoyle‘s treasure is usually hidden under a stone or
in a small hole in a cavern wall. A wizard will pay 250 gold
pieces for a gargoyle’s horn.

Typical comments: "Humans are so soft and squishy."
“Lets hurt them."
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Armor Class: 8
Hit Dice: 4
THACO: 17
No. of Attacks: 1
Damage/Attack: 2d4
Special Attacks: Paralyzation
Special Defenses: Surprise, spell immunity
Saving Throw: I6
Movement: 6
Intelligence: Non-
Alignment: Neutral
Treasure Type: O, V
Size: Large, 10><10><10-foot cube
Experience Points: 650

This slimy monster travels slowly down dungeon halls. It
fills a 10-foot-wide tunnel completely. A gelatinous cube is
transparent, and characters get a -3 penalty on surprise
rolls when it attacks, because they often do not see it.

The cube attacks by lunging forward to touch its victim. If
hit, the character must make a saving throw or be para-
lyzed for 5d4 rounds. The cube sucks a paralyzed character
in the next round. Anyone sucked into the cube automati-
cally takes 2d4 damage every round.

Gelatinous cubes are immune to lightning bolt, fear,
halal and sleep spells, and to paralyzation.

There is only a 30% chance of each treasure type (O or
V) being inside the cube.

a-film»

Armor Class: 4
Hit Dice: 7+3
THACO: 15
No. of Attacks: I
Damage/Attack: 2d8
Special Attacks: Whiriwind
Special Defenses: Spells
Saving Throw: I3
Movement: 9, Fly 24
Intelligence: Highly
Alignment: Chaotic good
Treasure Type: None
Size: Large,

1 1 feet tall
Experience Points: None

A genie is always found in a sealed bottle. A freed genie
will perform one service (not a wish) for the characters.

The genie can create things out of thin air. Things made
of cloth or wood last forever. Metals like steel or gold only
last an hour.

Genies can turn into a whirlwind (a small tornado) in 10
rounds. The whirlwind only lasts one round and does 2d6
points of damage to everything it touches. Genies can also
turn invisible, turn into air, and make illusions as often as
they want.

Genies act friendly and do as they are told, but will
always try to trick the characters if possible.



Glioul " Gnoll

Armor Class: 6
Hit Dice: 2
THACO: 19
No. of Attacks: 3
Damage/Attack: 1 d3/1d3/1d6
Special Attacks: Paralyzation
Special Defenses: Spell immunity
Saving Throw: I7
Movement: 9
Intelligence: Low
Alignment: Chaotic evil
Treasure Type: B
Size: Man-sized,

5 feet tall
Experience Points: I75

These disgusting undead monsters eat dead bodies. They
hate living things and will attack them. Anyone killed by a
ghoul becomes a ghoul the next day.

Ghouls attack with their claws and teeth. A successful hit
means the character must make a saving throw or be para-
lyzed for 1d6+2 rounds. Elves are immune to a ghouls
paralyzing touch.

Ghouls are immune to sleep, hold, fear, and charm
spells. They can be turned by clerics. For this reason,
ghouls attack clerics first.

Typical comments: "Fresh meat!" "Kill the living!" "Rot
their flesh.”

Armor Class: 5 (chain mail)
Hit Dice: 2
THACO: 19
No. of Attacks: 1
Damage/Attack: By weapon
Special Attacks: None
Special Defenses: None
Saving Throw: 17
Movement: 9
Intelligence: Low
Alignment: Chaotic evil
Treasure Type: D
Size: Large,

7'/.- feet tall
Experience Points: 35

These evil hyenamen hate humans and elves. They work
with orcs, hobgoblins, bugbears and ogres.

Gnolls are bullies and not particularly brave. They con-
tinue to attack only if they are winning. If the battle turns
against them, they flee.

Gnolls can be armed with long swords (ld8 damage),
battle axes (ld8 damage), or morning stars (2d4 dam-
age). There is a 15% chance they have long bows and
arrows.

Typical comments: "Roast human for dinner!" "Hey
shorty, put down that sword before you hurt yourself!” "|
dare ya to fight me barehanded."



Criomc ‘ Goblin

Armor Class:
Hit Dice:

7 (leather armor)
1, 2, 3, or 4

THACO: 20, 19, 18, or 17
No. of Attacks: 1
Damage/Attack: By weapon
Special Attacks: None
Special Defenses: Saving throw bonus
Saving Throw: 14, 14, 13, or 13
Movement: 6
Intelligence: Very
Alignment: Neutral good
Treasure Type: C
Size: Small,

3 feet tall
Experience Points: None

Gnomes are shy, friendly, strange creatures. When encoun-
tered, they are most likely hard at work on some strange
project, or they may be celebrating merrily. Gnomes are
loved by all burrowing animals, like badgers, rabbits, and
hedgehogs. They hate kobolds and goblins, and get a +1
attack bonus against them.

Gnomes use short swords (1d6 damage), war hammers
(ld4+l damage), and short bows and arrows (1d6 dam-
age) in combat. Large-sized creatures have a —4 attack roll
penalty to hit them. If there are 10 or more gnomes in a
group, one is a 3rd-level wizard with spells.

Typical comments: “Why would you want to do that?"
“Humans are weird." “Let's dance!"

Armor Class: 7 (leather armor and shield)
Hit Dice: 1-1
THACO: 20
No. of Attacks: 1
Damage/Attack: By weapon
Special Attacks: None
Special Defenses: None
Saving Throw: 19
Movement: 6
Intelligence: Low
Alignment: Lawful evil
Treasure Type: C
Size: Small,

4 feet tall
Experience Points: 15

These evil little creatures are cowards. They hate gnomes
and dwarves. They attack only from ambush or if they out-
number their opponents.

Goblins hate bright sunlight and have a -1 penalty to
their attack rolls in it. They are most fond of maces (1d6+1
damage), spears (1d6 damage), and short swords (1d6
damage). They have been known to use hand axes and
short bows and arrows (1d6 damage).

There is a 25% chance that 1d3 goblins are riding on worgs
(see the wolf description). Ten or more goblins will have a
hobgoblin leader (see the hobgoblin description).

Typical comments: “Run away," “Clumsy human oaf!"
"You dwarf friend!”
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Armor Class: 8
Hit Dice: 3+3
THACO: I7
No. of Attacks: I
Damage/Attack: 2d8
Special Attacks: Eats metal
Special Defenses: Immune to fire, cold, and spells
Saving Throw: I6
Movement:
Intelligence:
Alignment: Neutral
Treasure Type: None
Size: Large,

8 feet wide
Experience Points: 270

Animal

This slimy horror looks just like wet stone or rock. It cannot
climb walls or ceilings, so it slides, drips, and oozes along
the ground.

The gray ooze strikes like a snake and eats metal. It can
devour a weapon in one round. Chain mail is ruined in one
round, but plate mail takes two rounds. Each magical plus
of magical armor adds a round to how long it takes to eat
it. The ooze can be scraped oh‘ in one round to save the
metal, but anyone scraping cannot attack.

Weapons do normal damage to gray oozes, but metal
ones are dissolved in one round. Electricity and lightning
bolt spells do normal damage.
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Armor Class: 5 (chain mail)
Hit Dice: H-I
THACO: l9
No. of Attacks: I
Damage/Attack: By weapon
Special Attacks: None
Special Defenses: None
Saving Throw: 17
Movement: 9
Intelligence: Average
Alignment: Lawful evil
Treasure Type: D
Size: Man-sized,

6% feet tall
Experience Points: 35

Hobgoblins are constantly at war with other races, such as
humans and dwarves. They especially hate elves and
always attack them first. They are sometimes found leading
goblins or orcs.

Hobgoblins use halberds (ldlO damage), morning stars
(2d4 damage), or long swords (l d8 damage). There is a 20%
chance that they also have long bows and arrows.

If there are IO or more hobgoblins, one is a leader, with
an Armor Class of 3 and I6 hit points. The leader gets +2
to his damage rolls (except on arrows). If the leader is
killed, there is a 50% chance the rest will flee.

Typical comments: “Elven boot lickerl" “I'll rearrange your
iacel" "Human worm!"
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A
Armor Class: 7 (leather armor and shield)
Hit Dice: '/;~ (I d4)
THACO: 20
No. of Attacks: I
Damage/Attack: Id6 (short sword)
Special Attacks: None
Special Defenses: None
Saving Throw: I9
Movement: 6
Intelligence: Average
Alignment: Lawful evil
Treasure Type: O
Size: Small,

3 feet tall
Experience Points: 7

Kobolds are cruel and cowardly. They especially dislike
gnomes and will attack them first. They can usually be
bribed fairly easily.

Kobolds always use traps and ambushes. They never
start an attack by risking themselves. Only after the trap or
ambush has been sprung do they get close enough to the
characters to be attacked. As soon as the kobolds no
longer outnumber the characters, they flee.

Kobolds use hand axes, javelins, and short swords, all of
which do ld6 damage. These small weapons are quite
large to the kobolds.

Typical comments: "I'll gnaw your kneecapsl" “Run
away!"
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Armor Class: 5
Hit Dice: 7+7
THACO: l2
No. of Attacks: 2
Damage/Attack: ld6/ I d6
Special Attacks: Spells
Special Defenses: 30% magic resistance
Saving Throw: I3
Movement: I2, Fly 24
Intelligence: Genius
Alignment: Lawful good
Treasure Type: R, V
Size: Large, 4% feet at shoulder
Experience Points: None

These flying man-lions help and protect all lawful good
creatures. They are generally kind and friendly to all crea-
tures, unless the creatures have attacked them first.

Lammasu will always enter a fight to protect good creatures
or anyone that is weak and innocent. They can become invisi-
ble at any time and teleport to anywhere they can see. All evil
creatures within I0 feet of a lammasu have a -2 penalty to
their attack rolls and saving throws, and all good creatures
within IO feet have a +2 bonus to their saving throws. Lam-
masu can cast four Ist level, three 2nd level, and two 3rd level
cleric spells a day. Any magical spell cast on them has a 30%
chance of failing.

Typical comments: "Let's all be friends." “You have my
solemn word."



Armor Class: 5
Hit Dice: 2+1
THACO: I9
No. of Attacks: 3 or I
Damage/Attack: I d2/I d2/I d6

or by weapon
Special Attacks: None
Special Defenses: None
Saving Throw: I7
Movement: 6, Swim I2
Intelligence: Low
Alignment: Neutral evil
Treasure Type: D
Size: Man-sized,

7 feet tall
Experience Points: 65

Lizard men like the taste of humans, although they eat
almost anything, including plants. They will attack most
people unless they are outnumbered.

Lizard men normally attack with both claws and a bite.
However, they can use weapons. They prefer bastard
swords (2d4 damage), spears (1d6 damage), and tridents
(I d6+I damage). When using a weapon, they cannot use
their claws or bite.

If I0 or more lizard men are encountered, there is a
leader with maximum hit points with them (I7 hp).

Typical comments: “Kill them first; then eat them." “Soft-
belliecl land walker!"

llrizarcl Man ' Mycoitid (Fungus Mari)

Armor Class: IO
Hit Dice: I-6
THACO: l—2 HD: l9,‘ 5-4 HD: I7,‘ 5-6 HD: I5
No. of Attacks: I
Damage/Attack: I d4><HD
Special Attacks: Spore Clouds
Special Defenses: Poisonous Skin
Saving Throw: I-2 HD: I7; 3-4 i-ID: I6; 5-6 HD: I4
Movement: 9
Intelligence: Average
Alignment: Lawful neutral
Treasure Type: V (x2, potions only)
Size: Tiny to Large, 2 feet per HD
Exp. Points: I HD: 65; 2 HD: I20;

3 HD: I75; 4 HD: 270;
5 HD: 420; 6 I-ID: 650

Myconids are toadstool men who live far underground.
They hate sunlight and will not leave their caves for any-
thing.

Ivlyconids' skin ooze a sticky goo that is poisonous, doing
Id4 points of damage. They can also club enemies with
their fists if they have to, but they don‘t like to fight.

Myconids can spray clouds of two kinds of spores at
other creatures. The first kind lets them communicate with
other beings, since they do not talk normally. The second
kind causes the victim to stand completely still unless a sav-
ing throw is made. l‘v1yconinds usually use this kind of spore
to freeze their enemies while they escape.



Ogrc Orc

Armor Class: 5
Hit Dice: 4+1
THACO: I7
No. of Attacks: I
Damage/Attack: IdIO or

Id8+2 (club)
Special Attacks: None
Special Defenses: None
Saving Throw: I6
Movement: 9
Intelligence: Low
Alignment: Lawful evil
Treasure Type: B
Size: Large,

9 feet tall
Experience Points: 270

Ogres are big, ugly, and greedy. They consider elf and
dwarf flesh to be particularly tasty.

Ogres normaliy attack with huge clubs made from large
tree branches that do Id8+2 points of damage. Those that
are unarmed strike out with their meaty fists doing IdIO
points of damage.

Ogres are not very smart. They are commonly used as
soldiers and guards by powerful evil creatures. If armed with
other weapons than clubs or their fists, they gain a +2 bonus
to their damage rolls (except to arrows).

Typical comments: "Whut's that?" "Smash it, then search
it." “I'll squash you like an orc."

I3

Armor Class: 7 (leather armor and shield)
Hit Dice: I
THACO: I9
No. of Attacks: I
Damage/Attack: By weapon
Special Attacks: None
Special Defenses: None
Saving Throw: I7
Movement: 9
Intelligence: Average
Alignment: Lawful evil
Treasure Type: C
Size: Man-sized,

6 feet tall
Experience Points: I5

Orcs are constantly at war with humans, dwarves, elves,
goblins, and even other orcs. They occasionally have hob-
goblin leaders. Typical clan names for groups of orcs are
Vile Rune, Broken Bone, Evil Eye, and Bloody Blade.

In combat, orcs prefer battle axes (ld8 damage), hand
axes (Id6 damage), and pikes (Id6 damage). Those with
pikes will have short swords or hand axes for close-in
defense (Id6 damage each). There is a 20% chance that
the orcs also have short bows and arrows (I d6 damage).

Typical comments: "I'll cut yer heart outl" "They scream
more if ya pops their arms off first.“
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Armor Class: 3
Hit Dice: I
THACO: I9
No. of Attacks: I
Damage/Attack: I d6
Special Attacks: Surprise
Special Defenses: None
Saving Throw: I7

Dal. Giant

Armor Class: 7
Hit Dice: (Id4)
THACO: 20
No. of Attacks: I
Damage/Attack: I d3
Special Attacks: Disease
Special Defenses: None
Saving Throw: I9

Movement:
Intelligence:
Alignment:
Treasure Type:
Size:

I
Non-
Neunm
None
finy

Movement:
Intelligence:
Alignment:
Treasure Type:
Size:

I2, Swim 6
Semi-
Neutral evil
C
Tiny,

2 feet tall
Experience Points: 35

Piercers cling to the ceilings of natural caves, looking just
like small stalactites. If the characters are not actively look-
ing for piercers or traps on the ceiling, they will not find this
monster. Even if they are specifically looking for piercers or
traps, they only have a 25% chance to spot them.

Piercers attack by falling on their victims. The characters get a
—7 penalty on their surprise roll for the attack (Because of the
way they attack, piercers almost always attack from ambush.) If
the piercer misses, it is completely vulnerable and can be killed
without an attack roll. If the piercer hits, it begins to eat its vic-
tim. It does I point of damage a round until it is removed from
the character.

2 feet tall
Experience Points: I5

Giant rats travel and attack in packs. They do not attack
people unless they outnumber them by more than two to
one. Even then, there is a 50% chance that the giant rat
pack will go away to find an easier meal.

Each rat bite has a I in 20 chance (5%) of infecting its
victim with a serious disease. The victim is allowed a saving
throw to fight off the infection. If the victim fails the saving
throw, infection sets in. The disease will not affect charac-
ters until after they are out of the dungeon. Infected char-
acters cannot heal or go on further adventures until they
are cured. The temple charges 500 gold pieces to cure this
disease.
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Armor Class: 5
Hit Dice: 2+2
THACO: I9
No. of Attacks: 3
Damage/Attack: I d4/I d4/I
Special Attacks: Poison stinger
Special Defenses: None
Saving Throw: I7
Movement: 9
Intelligence: Non-
Alignment: Neutral
Treasure Type: D
Size: Small, 2 feet long
Experience Points: I75

These vicious hunters are large versions of the normal
scorpion. The air in places they have stayed in for a long
time smells bitter. There are other known breeds of scorpi-
ons that get a big as 6 feet long.

A scorpion attacks any creature that comes within 30
feet of it—even other scorpions. It attacks with its two claws
and its stinger. If a claw hits, the character is trapped. On
future rouncls the claw automatically does Id4 points of
damage, and the stinger automatically hits. It takes a suc-
cessful Strength check to get out of the claw. If a target is
not trapped in a claw, the stinger has to make a successful
attack roll to hit.

The stinger does only a single point of damage, but it
injects poison into the scorpion’s victim.

Armor Class: '7
Hit Dice: 3+5
THACO: I7
No. of Attacks: I
Damage/Attack: I d4+ I
Special Attacks: Drain Strength
Special Defenses: Hurt only by +I or better magical

items or spells
Saving Throw: I6
Movement: I2
Intelligence: Low
Alignment: Chaotic evil
Treasure Type: F
Size: lvlan-sized, 6 feet tall
Experience Points: 420

A shadow is an undead spirit that exists only in an area of
darkness, looking just like a normal shadow. They are 90%
undetectable in anything except extremely bright light, like a
continual light‘ spell. They can be clearly seen if a continual
light spell is cast in the area they are in.

In addition to the chilling damage (Id4), the touch of a
shadow drains I point of Strength. The drained character's
Strength returns in 2d4><IO minutes. Characters reduced to
O Strength instantly become shadows themselves. Such
characters are lost forever.

Shadows are immune to sleep, chornr, and hold spells.
They are also immune to cold. They can be turned by
clerics.
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Armor Class: 7
Hit Dice: I
THACO: I9
No. of Attacks: I
Damage/Attack: I d6
Special Attacks: None
Special Defenses: See below
Saving Throw: I7
Movement: I2

Armor Class: 6
Hit Dice: 3+2
THACO: I7
No. of Attacks: I
Damage/Attack: Id3 or l
Special Attacks: Squeeze
Special Defenses: None
Saving Throw: I6
Movement: 9

Intelligence:
Alignment:
Treasure Type:
Size:

Non-
Neutral
None
Man-sized,

Intelligence:
Alignment:
Treasure Type:
Size:

Animal
Neutral
None
Man-sized,

6 feet tall
Experience Points: 65

Evil wizards and clerics make skeletons to guard treasures
and to be their undead soldiers.

Skeletons always attack with rusty weapons, such as
swords or spears. However, they always do Id6 points of
damage, no matter what weapon they carry.

Edged and piercing weapons, such as swords, axes, and
spears, only do half damage to skeletons. Blunt weapons,
such as maces and staves, do normal damage.

Skeletons are immune to sleep, charm, hold, and fear
spells. They take no damage from cold, but can be burnt
by fire. Skeletons can be turned by clerics.

I5 feet long
Experience Points: I75

Constrictor snakes hide in tree branches or other con-
cealed places up high. They drop down on their victims
suddenly and silently. lf this first attack succeeds, the char-
acter is wrapped up in the snake's coils. Every round after
that the character takes Id3 points of damage. The snake
also can bite for I point of damage, but only does so if it
cannot wrap up its victim.

A trapped person can escape with a successful Strength
check, but has a ~2 penalty to the roll. Anyone attacking
the snake has a 20% chance of hitting the wrapped up
character instead of the snake. (Roll percentile dice after
the attack roll succeeds to see who was hit.)
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Armor Class: 6
Hit Dice: 2+1
THACO: l9
No. of Attacks: 1
Damage/Attack: 1
Special Attacks: Poison
Special Defenses: None
Saving Throw: I7
Movement: l5
Intelligence: Animal
Alignment: Neutral
Treasure Type: None
Size: Small,

5 feet long
Experience Points: 175

Poisonous snakes hide in small crevices and holes, usually
down low. Early in the morning, they sometimes lie on sunny
rocks or other warm places to make themselves warmer.
When hunting, these snakes slither about looking for their
prey. Otherwise, they stays in their dens.

The snake only attacks if it is disturbed or cornered.
Unfortunately, characters sticking their hands into a snake’s
hole disturb it. Sometimes a character just walks too close
to a poisonous snake, triggering an attack as well.

While the bite of the snake only does l point of damage,
the victim must make a saving throw or take damage from
the snake's deadly venom.

énakc, Gianl; Doiaonous
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Armor Class: 5
Hit Dice: 4+2
THACO: l7
No. of Attacks: I
Damage/Attack: 1d3
Special Attacks: Poison
Special Defenses: None
Saving Throw: I6
Movement: 15
Intelligence: Animal
Alignment: Neutral
Treasure Type: None
Size: Man-sized,

12 feet long
Experience Points: 420

These snakes are larger versions oi the poisonous snake.
They are more aggressive and attack anything that comes
near them. Unlike smaller snakes, when they are hunting
they will make unprovoked attacks on smaller humanoids,
like dwarves and gnomes. Unfortunately, these snakes do
not realize they cannot swallow such characters until alter
they have already bitten thern.

While the bite of the snake only does 1d3 points of
damage, the victim must make a saving throw or take dam-
age from the snake’s deadly venom.
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Armor Class: 8
Hit Dice: 1+1
THACO: I9
No. of Attacks: 1
Damage/Attack: 1
Special Attacks: Poison
Special Defenses: None
Saving Throw: 17
Movement:
Intelligence:
Alignment:
Treasure Type:
Size:

6, Web
Animal
Neutral
O, V
Small,
2-foot b

l 5

ody
Experience Points: 175

All spiders are extremely aggressive hunters. Large spiders
build strong, sticky webs. They lurk in nearby holes, out of
sight, until something wanders into the web. Anyone stuck
in a web can get out with time. It takes one round for any-
one with a Strength of 18/O1 or above. It takes two rounds
for a person with a normal 18 Strength, and an extra round
for each point of Strength below 18.

These spiders attack any entangled characters with a +4
attack roll bonus. The entangled characters cannot attack at
all. The bite of the spider only does l point of damage, but
bitten characters must make successful saving throws or
suffer poison damage.

I
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Armor Class: 4
Hit Dice: 4+4
THACO: l5
No. of Attacks: 1
Damage/Attack: ld8
Special Attacks: Poison
Special Defenses: None
Saving Throw: 14
Movement:
Intelligence:
Alignment:
Treasure Type:
Size:
Experience Points:

15
Low
Chaotic evil
C
Large, I2-foot body
975

Giant trap door spiders do not build webs. They hide in
camouflaged tunnels and holes. They wait to leap out at
their victims, who get a -6 penalty to their surprise roll.
They can leap as much as 30 feet through the air at their
victims.

Giant trap door spiders usually hunt alone, although they
have been known to hunt in small packs. The evil duergar
dwarves sometimes ride these spiders as mounts. The spi-
ders will not tolerate a saddle, but do allow them to use
reins.

The bite of the giant spider is a vicious wound. Even worse is
the poison ‘dwey inject into it. Bitten characters must make a suc-
cessful saving throw to not get hurt by the poison.
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Armor Class
Hit Dice:
THACO:
No. of Attacks:
Damage/Attack:

Special Defenses:
Saving Thro
Movement
Intelligence
Alignment
Treasure Type C
Size-
Experience P
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: 6
l
l9
l
Id4 (sword) or
1d3 (arrow)
Sleep poison
Invisibility
17
9, Fly 18
very
Neutral good

Small, 2 feet tall
rnts: Noneo

Sprites hate all evil and ugliness. They are very willing to fight
for their principles. Sprites will befriend the characters if they
are treated nicely. They are hard to bargain with. They rarely
keep their promises, simply because they forget about them.
Sprites love to play practical jokes.

Anyone st
rfall asleep to

far away and
Sprites can

at any time.
and a +4 A

Special Attacks:

w:

I’Ll

Wh

ck by a sprite's arrow must save vs. poison or
1d6 hours. The sprites move sleeping victims

take away all of their weapons.
become r'nvrsrbl’e and detect good/detect evil

ile invisible they get a +2 attack roll bonus
rmor Class bonus. When they attack, they

become visible. They must use the next round to become
invisible agai l'1.

i I

Armor Class: 6
Hit Dice: 2+4
THACO: l9
No. of Attacks: I
Damage/Attack: 2d4
Special Attacks: Leap
Special Defenses: None
Saving Throw: 16
Movement: 6, Hop 6
Intelligence: Animal
Alignment: Neutral
Treasure Type: None
Size: Man-sized,

5 feet long
Experience Points: 120

When hunting, giant toads remain motionless in some con-
cealed place until they see something to attack. Characters
get a —3 penalty to their surprise rolls because of these sur-
prise tactics. Giant toads will attack almost anything man-
sized or smaller, preferring dwarves, gnomes, and the like.

These toads can jump up to 60 feet. The height of the
jump is a third of the distance. On a 60-foot jump the toad
rises 20 feet. It can attack flying creatures in mid-air or any-
thing on the ground next to where it lands.

The skin of a giant toad can be made into hide armor.
Hide armor provides an Armor Class of 6. A leather worker
can do this for 10 gold pieces.
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Armor Class:
Hit Dice:

No of Attac
Damage/Attack:
Special Attacks:
Special Defe
Saving Thro
Movement:
Intelligence:
Alignment:
Treasure Type:
Size:
Experience Points:

The magical
white in colo
the center of
an elf or a fa

Unicorns

THACO:
. ks

W

2
4+4
l5

: 3
1d6/1d6/1d12
Charge

nses: See below
: 14

24
Average
Chaotic good
V
Large,
None

(potions only)
5 feet at the shoulder

unicorn protects a forest from harm. It is pure
rwith a single horn two to three feet long in
its forehead. Sometimes a unicorn will allow
ir maiden of pure heart to ride it, and if it is

n sense creatures 240 yards away and theyca ,
move very q etly so that enemies receive a -6 penalty to
their surprise
hooves and t

rolls. A unicorn attacks by kicking with its front
hrusting with its horn. The unicorn gets a +2

treated kindly, becomes a friend for life.

ui

wbonus to hit ith its magical hom. A unicorn can also charge
3from at least

hit and doing
0 feet away, getting an additional +4 bonus to

3dl2 points of damage with its horn.
Once per day a unicorn can teieport within 360 yards. Uni-

COlT'lS can l'l€Ver be poisoned or charmed or held by magic.
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Armor Class: 4
Hit Dice: 4
THACO: 17
No. of Attacks: 2
Damage/Attack: 2d4 (bite)/ 1 d4 (stinger)
Special Attacks: Poison
Special Defenses: None
Saving Throw: 16
Movement: 6, Fly 21
Intelligence: Non-
Alignment: Neutral
Treasure Type: R
Size: Man-sized,

5 feet long
Experience Points: 420

These giant insects live in immense hives. Their hives are
made of thick, gray, paperlike stuff. One hive usually fills an
entire room of a cave.

Giant wasps bite and sting when they attack The sting forces
the victim to make a saving throw. If the saving throw fails, the
poison will do its damage after the nonhal onset time. However,
the poison also immediately paralyzes the victim. As soon as a
wasp has paralyzed a person, it will carry that person off to the
hive to become food for the newly hatched eggs.

Smoke and flame drive away wasps. Wasp wings bum easily,
making wasps unable to fly. Giant wasps never get surprise,
since their buzzing wings can be heard far away.
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Armor Class: 2
Hit Dice: 7+3
THACO: I3
No. of Attacks: 3
Damage/Attack: 1d3/1d3/2d4
Special Attacks: Hug for 2d8
Special Defenses: Only hurt by silver or +1 or better

magical weapons or spells
Saving Throw: 13
Movement: 9
Intelligence: Exceptional
Alignment: Chaotic good
Treasure Type: R, V
Size: Large,

9 feet tall
Experience Points: None

Werebears are good creatures that will befriend the charac-
ters if treated nicely. A werebear has two different shapes it
can choose between. lt can be a human or a black bear. It
takes a full round to change shape.

In human form, werebears use battle axes (1d8+2 dam-
age) or spears ( Id6+2 damage). in bear form, if both paws
hit in the same round, a werebear can try to hug for 2d8
more points of damage. On all future rounds it can automat-
ically squeeze and do hug damage.

Werebears can summon 1d6 brown bears, which arrive
in 2d6><1O minutes (see the bear description, earlier). A
werebear has the power to cure disease.

‘I

Q.

Armor Class: 5
Hit Dice: 4+3
THACO: I5
N0. of Attacks: 1
Damage/Attack: 2d4
Special Attacks: None
Special Defenses: Hurt only by silver or +1 or better

magical weapons or spells
Saving Throw: 16
Movement: 15
Intelligence: Average
Alignment: Chaotic evil
Treasure Type: B
Size: Man-sized,

6 feet tall
Experience Points: 420

Werewolves have three different shapes: wolf, wolfman, and
normal-looking human. See the wolf description later for that
shape. It takes a full round to change shape.

Anyone bitten by a werewolf has a 1% chance per point
of damage done of becoming a werewolf. Roll this after the
adventure. The temple in town will cure the character for
5,000 gold pieces. If left uncured, there is a 25% chance
per adventure of the character turning into a werewolf and
attacking the party.

Werewolves can can use weapons in human form. They
almost never use weapons in wolfman form. Werewolves
and werebears hate each other.
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Armor Class: 5
Hit Dice: 4+3
THACO: l5
No. of Attacks: l
Damage/Attack: 1 d4
Special Attacks: Energy drain
Special Defenses: Hurt only by silver or +l or better

magical weapons or spells
Saving Throw: 16
Movement: l2
Intelligence: Average
Alignment: Lawful evil
Treasure Type: B
Size: Man-sized, 6 feet tall
Experience Points: 1,400

Wights are perhaps the most fearsome of all undead crea-
tures currently known. A successful attack by a Wight auto-
matically drains a level of experience. The character’s
experience points are lowered so that they are halfway
between his current level and the previous one. He must
then roll his Hit Die to see how many hit points are lost. All
other abilities based on the character's level are changed
immediately. Lost levels are gone forever. Anyone killed by a
wight becomes a wight immediately.

Wights are immune to sleep, charm, hold and fear
spells. They cannot be hurt by cold, poison, or paralyzation.
They can be turned by clerics.

Wolf
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Wolf Worg
Armor Class: 7 6
Hit Dice: 2+2 3+3
THACO: l9 l7
No. of Attacks: T T
Damage/Attack: 1 d4+1 2d4
Special Attacks: None None
Special Defenses: None None
Saving Throw: 17 17
Movement: l8 18
lntelligence: Low Low
Alignment: Neutral Neutral evil
Treasure Type: None None
Size: Small, Man-sized,

3 feet tall 5 feet tall
Experience Points: 65 120

Wolves travel in packs. There is a 25% chance that the
pack has recently fed and will not attack. Wolves will con-
tinue to attack so long as there are more of them than
there are of whatever they are hunting. Wolves do not
often attack people unless they are charmed or diseased.

Giant wolves, called worgs, are often used as mounts by
goblins, but are sometimes encountered in packs of their
own. These horrible wolves are smart and evil. Worgs even
have a primitive, barking language of their own. They attack
people without provocation and relish the taste of human
and humanoid flesh.
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Armor Class: B
Hit Dice: 2
THACO: 19
No. of Attacks: l
Damage/Attack: 1 d8
Special Attacks: None
Special Defenses: See below
Saving Throw: 17
Movement: 6
Intelligence: Non-
Alignment: Neutral
Treasure Type: None
Size: Man-sized,

6 feet tall
Experience Points: 65

These mindless, moving corpses take orders from the evil
wizards or clerics who made them. These undead mon-
sters are like robots and cannot think for themselves, which
makes them very slow. The rotting stench of zombies can
be smelled up to 100 feet away.

In a fight, a zombie always loses initiative and acts last.
Zombies cannot use weapons. They attack with their fists.
Zombies keep attacking until they are destroyed or told to
stop by their masters.

Zombies are immune to sleep, charm, hold and fear
spells. Cold, poison, and paralysis cannot hurt them either.
A cleric can turn a zombie.

Armor Class: 6
Hit Dice: 3+12
THACO: l5
No. of Attacks: T
Damage/Attack: 1 cl lO+2
Special Attacks: None
Special Defenses: Hurt by only +1 or better magical

weapons or spells
Saving Throw: 14
Movement: 9
Intelligence: Low
Alignment: Neutral evil
Treasure Type: None
Size: Man-sized, 6 feet tall
Experience Points: 975

These living corpses take orders from the evil wizards or
clerics who made them using special, extremely evil and
difficult processes. They have simple minds, full of hate
and anger. The rotting stench of ju-ju zombies can be
smelled up to l0O feet away.

Ju-ju zombies can use weapons, even bows and arrows.
They can climb walls like thieves, with a 92% chance of
success. They are immune to sleep, charm, hold, fear and
magic rnisslle spells. Cold, electricity, poison, and paralysis
cannot hurt them. Blunt and piercing weapons, like maces
and spears, do half damage to them. Edged weapons, like
swords and axes, do normal damage. A cleric cannot turn
ju-ju zombies.
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Treasure

Type
A

B

C

D

E

F

G

H

I

Treasure
Type

O
R
V

Copper
Pieces
25%
ld3xL000
50Qh
id6xL00O
20Wb
ldl0xL000
i0@b
ld6xLO00
5@b
ld6xL000
None

l\lOl'lE

25@b
3d6xL00O
None

lntlivitliualrintl e5n1alll.air
Copper
Pieces
lCl4xlO
None
None

Silver
Pieces
30%
2d l0>< l O0
25Wb
ld3xl ,000
30%
l d6><1,000
l5@b
I d l Ox l ,0O0
25%
ldl Oxl ,0OO
l0@b 40qb
3d6>< l ,OOO id6>< l ,OOO
None 50%

40% 55%
2d 1 O><1 ,OO0 2d 1 Ox I ,OO0
None None

Treasures

Gold
Pieces
40%
ld6xLO00
25Q6
2diOxiOO
None

Gems
60%
id4>< l 0
30Wb
ld8
25%
ld6
30@b
ldl0
15%
l d l 2
20%
2d1O
30%
3d6
50%
3d l 0
55%
2d6

50%
l d3>< l ,00O
25%
ld4><l ,000

2d l0>< 1,000

Silver Gold
Pieces Pieces
ld3xiO None
None 2dl0
None None

Gems
None
2d4
None

Magical Items
30%
Any 3
l0@b
Armor or weapon
l0%
Any 2
l5Qb
Any 2, and l potion
25%
Any 3, and 1 scroll
30Qb
Any 5, but no weapons
35@b
Any 5
l5@b
Any 6
l5Qb
Any l

Magical items
None
None
Any2

Treasure Ty pea
The Treasure Type table is used to find out what kind of
treasure a particular monster has. To use it, first find the
treasure type for the monster. These are given in the
descriptions of monsters earlier in this book. Then look the
treasure type up in the first column of the Treasure Types
table above.

The rest of the columns in the table list what different
kinds of items a monsters treasure can be made of: cop-
per pieces, silver pieces, gold pieces, gems, and magical
items. Under each of these columns is a percentage
chance that that kind of item is in a monster's treasure.

Roll the percentage chance for each kind of item. If the
roll is less than or equal to the percent, that kind of item is
in the treasure. The die roll below the percentage chance
shows how many of the items are there.

For example, werewolves have treasure type B. There is
a 50% chance that there are copper coins in the were-
wolves’ treasure. If so, there are ld6 times l,OOO copper
pieces present.

‘I

it is possible
for a monster to
have no treasure
if all of the per-
centage die rolls
come out too
high. The next
time this type of
monster is fought
by the player
characters the
monster’s trea-
sure will be dif-

Ring of Protection

ferent because the Treasure Types table gives different
results each time it is used.

The individual and small lair treasures don’t have a per-
centage score for the kinds of items. The kinds of items
with die rolls listed under them are automatically there. lust
roll to see how many of each kind there are. In the com-
plete AD&D“ game, there are more treasure types, one for
each letter of the alphabet.
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as-40
41-45
46-so
at-75
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Treasure Generation
Type of Magical item
Potion
Scroll
Ring
Staff or wand
Miscellaneous magical item
Armor
Weapon

ld8
l

CD‘-.lO‘lU'l-l>-Lr~ll\J

ld8
l

UJ"-.lO"lU‘l-l>-l.2~ll\J

ld8
l

(‘D---lO'1L.l"\-lb-LNl\J

ld8
l

CO"-~lO'1U'l-l5U~ll\-J

86-100 Unusual weapon

Potion
Elixir of health
fire resistance
Flying
Giant strength
Heating
invisibility
Poison
Speed

Scroll
One wizard spell
Two wizard spells
Three wizard spells
Four wizard spells
One cleric spell
Two cleric spells
Three cleric spells
Cursed

Ring
Clumsiness
Feather falling
Fire resistance
Free action
Invisibility
Protection
Shocking grasp
Weakness

Staff or ‘Wand
Fear
fire
illumination
Lightning
Magic missiles
Paralyzation
Staff of curing
Staff of the serpent

l d20
l
2

m‘--.lO"lU'l-l>-(..~l

9
l0
ll
l2
T3
T4
l5
16
17
I8
l9
20

1d6
l-3

4

OWU1

ld8
l
2

G3

O3"-lU'I-l’>-LN

O'1U~l—*-I

D.

CI)‘--lU'll\Jm

ld8
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Miscellaneous Magical Item
Boots of dancing
Boots of elvenkind
Bracers of archery
Bracers of defenselessness
Carpet of flying
Cloak of elvenkind
Cloak of protection
Crystal ball
Dust of appearance
Gauntlets of fumbling
Gauntlets of ogre strength
Gloves of missile snaring
Hom of fog
ioun stone
Necklace of adaptation
Portable hole
Rope of climbing
Rope of constriction
Stone of good luck (Luckstone)
Stone of weight (Loadstone)

Type of Armor
Shield
Leather
Chain mail
Plate mail

Type of Weapon
Arrows (2d6)
Battle axe
Bow
Mace
Hand axe
Long sword
Spear

Combat Bonus or Penalty
-1
+l
+2
+3

Unusual Weapon
Axe of hurling
Mace of disruption
Short sword of quickness
Sword of berserking, cursed
Sword +i,flame tongue
Sword +1, luck blade
Sword +4, defender
Sword of wounding

I



Treasures List
The magical items listed in the Treasure Generation tables
are explained here. DMs should feel free to make up their
own magical items using these as examples. The AD&D
game DUNGEON MASTER‘ Guide describes hundreds more
magical items.

Dot ions
A potion comes in a glass bottle. The liquid inside can be
any color or thickness the DM wants to make it. For the
potion to work, the character has to drink the whole thing.
Unless it says otherwise, the potion lasts for 1d4+4
rounds.

Elixir of Health: This elixir cures blind-
ness, deafness, disease, insanity, mental
weaknesses, infection, and rot. It also gets
rid of parasites and cures poison if the
poison has not caused any points of
damage yet. lt does not get back hit
points lost for any reason.

Fire Resistance: Characters drinking
this become immune to normal fires. ._ _ Elixir of Health
They get a +4 saving throw bonus against
damage caused by magical fire, like fireball spells, and all
damage caused by magical fire is reduced by 2 points on
each die of damage rolled.

Flying: This works the same as the wizard's fly spell.
Giant Strength: This potion only

works on fighters. The fighter gets a
Strength of I9! He gets a +3 bonus to
attack rolls and a +7 bonus to damage
rolls.

Healing: Drinking this potion heals
2d4+2 hit points of damage immedi-
ately.

POW, of Invisibility: This works the same as
Giant Strength the wizard's invisibility spell.
Poison: Drinking this forces characters to make a saving

throw or lose 15 hit points. Characters know immediately that
they have drunk poison, but do not have to make the saving
throw (or take the damage) for 1d20+IO rounds. The poison
can be smeared on a sharp weapon to do the same thing to a
monster.

Speed: This works the same way as the wizard's haste
spell, but only on the person drinking it. lt lasts 5d4 rounds.

écrol ls
Scrolls are found in fancy tubes called scroll cases. Most scrolls
have wizard or cleric spells on them. Only wizards can read
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wizard scrolls, and only clerics
can read cleric scrolls. Roll 1d3
for each spell on a scroll to see
what level it is. To see which spell
of that level is present, roll Id12
for wizard spells or Id 1 O for cleric
spells. If the spell has a reverse
form, there is a 50% chance the
reverse form is substituted for it
on the scroll.

A read magic is needed to
identify the spells on a wizard
scroll. If read magic is used by

a wizard on a cleric scroll, it tells the wizard that the spells
are cleric spells. Clerics can always identify the spells on a
cleric scroll by scanning through it. Once identified, spells
can be read at any time from a scroll to cast them. Once
the spell is cast from the scroll, it is gone forever.

Cursed Scroll: The curse on the scroll happens as soon as
it is read, even if it is with a read magic spell. Roll on the table
below to see what kind of curse is on the scroll. A remove
curse spell will undo the scrolls effects. The temple in town
also removes curses for 500 gold pieces each.

Magical Scroll

ist,i~_E

O3 Curse
Bad luck, a —l penalty on all die rolls.
Reader's Strength score is cut in half.
Reader becomes blind.
Reader must make a successful saving throw every
time she or he sees a monster, or else flee in ter-
ror.

5 Reader loses all memorized spells.
6 Reader is turned into a mouse.

[Qiiigs
Rings must be worn on fingers. A hand can have no more
than one magical ring
on it.

Clumsiness: This
ring has the power of
another type of ring as
well (roll again to see
which one). However,
anytime it is used in
combat against an
enemy, its curse takes
over. The wearer's Dexterity is cut in half. Thieves’ skills are
cut in half. Spells can only be cast if the wearer makes a
successful saving throw first. Only a dispel magic lets the
wearer take off the ring. The dispel magic spell makes it a
normal, unrriagical ring forever.

Ring of Fire Resistance



Feather Falling: Any time the wearer falls more than 5
feet, the ring instantly casts a feather fall spell (same as the
wizard spell).

Fire Resistance: The character becomes immune to
normal fires. The wearer gets a +4 saving throw bonus
against damage caused by magical fire, like fireball spells,
and all damage caused by magical fire is reduced by 2
points on each die of damage rolled.

Free Action: The wearer is immune to ho/d person and
slow spells. She or he can move at full speed in mud,
snow, webs and unden/vater.

Invisibility: The wearer can become invisible any time she
or he wants, just like the wizard lflVlSlbllli)/ spell.

Protection: The wearer gets a +3 bonus to Armor Class
(AC 5 would become AC 2) and to all saving throws.

Shocking Grasp: If the
wearer touches a monster
as an attack, it takes
Id8+6 points of damage.
After three successful
attacks, the ring must rest
and recharge for IO rounds

- before it can cause dam-
Ring of Shocking Grasp age again

i.-bl -'.i\"L‘i.-S Ll ncl Wig-i rid s
A staff is a thick, wooden stick about 5 or 6 feet long. A
wand is a thin, wooden stick about I foot long. Both have
charges. Staves have ld20+5 charges. Roll 1dlOO for the
charges of a wand. (A wand always has at least 20 charges,
so increase the number to 20 if you roll less than that.) lt
costs one charge to use a staff or wand once. Some things
that staves and wands can do cost extra charges.

Wand of Fear: It shoots out a cone of yellow light that is
6O feet long and 2O feet wide at the far end. Anyone in the
area of the light must make a successful saving throw or
run away in fear. Clerics or wizards can use this wand.

Wand of Fire: This
wand can shoot out a
fireball up to 160 feet
away. It costs two
charges to do this, in-
stead of the normal
one charge. The fire-
ball acts just like the
wizard fireball spell,
but it does 6d6 points
of damage. Only wiz-
ards can use this wand.

Wand of Fire

It)

Wand of Illumination: This wand can cast light or con-
tinual light spells. The light spell is the wizard version and
is cast as if by a 6th-level wizard. The continual light spell is
the same as the cleric continual light spell. Casting contin-
ual lighr takes two charges. Anyone can use this wand.

Wand of Lightning: A touch of this wand in combat
does IdIO points of damage with an electrical shock. The
target gets no saving throw. Ignore the target's armor if it is
metal (but count its magical pluses, if it has any). Treat
nonmetal armor normally, as well as other magical protec-
tions.

For two charges, the wand will cast a lightning bolt spell.
Only wizards can use this wand.

Wand of Magic Missiles: One charge creates one
magic missile (as the wizard spell). Two charges creates
two missiles. No more than two missiles can be fired in a
single round. Anyone
can use this wand.

Wand of Paralyza-
tion: A blue light shoots
out up to 60 feet from
the wand to strike a
creature. The creature
gets to make a saving
throw to avoid the
beam of light. lf the sav-
ing throw is failed, the
target is paralyzed for
5d4 rounds. Only wiz-
ards can use this wand.

Staff of Curing; A Wand ofParalyzatian
charge from this staff can cure blindness, cure insanity, cast
a cure disease spell, or cast a cure light wounds. It can only
be used once each day on any particular person. Each
function can only be used twice a day total. Only clerics
can use this staff.

Staff of the Serpent: Only clerics can use this staff. It
acts as a quarterstaff +2 in combat. If the cleric throws the
staff on the ground, it turns into a 15-foot-long constrictor
snake (just like the one in the Monsters chapter of this
book, but with 26 hit points). The snake has full hit points
every time the cleric changes the staff to a snake. The
snake becomes a staff whenever the cleric orders it to. This
staff does not have or use charges. However, if the staff is
killed in constrictor snake form, the staff is destroyed.

lVlli.S'CCll8IlCOlli@\' Magic
These unusual items come in all shapes and sizes. Each is
unique and unrelated to the others.



Boots of Dancing: These
cursed boots will magically
stretch or shrink to fit anyone.
When the wearer gets in a
fight (even if he is trying to
run away from one), the
boots begin to dance. The
wearer cannot move or a-
ttack. He has a -4 penalty to
his Armor Class and a -6

Boots of Elvenkind penalty to all saving throws.
Only a remove curse spell will allow him to take the boots off.

Boots of Elvenkind: The wearer never makes any
sounds with his feet while he is wearing these.

Bracers of Archery: The
wearer gets a +2 attack roll
bonus with any type of bow
and a +1 bonus to his damage
roll with arrows fired from a
bow.

Bracers of Defenseless-
ness: These seem to improve
a character’s Armor Class by
two until the wearer is attacked
by a creature that is really trying
to kill him. At that time, the
character's Armor Class becomes a TO, and all shields and
magical items that improve Armor Class are ignored. Only a
remove curse spell will let the character take the bracers
off.

Carpet of Flying: This rug is 9 feet long and 6 feet wide.
lt can hold up to four people and flies with a speed of 24.

Cloak of Elvenkind: The wearer is completely invisible
when he is in the forest or outdoors. In other dark or dim
places, he has a 90% chance of not being seen. Even in
brightly lit places he only has a 50% chance of being seen.

Cloak of Protection: This cloak gives its wearer a +3
bonus to his Armor Class and saving throws. It works with
other magical protection devices and leather armor. it does
not work if the wearer has magical leather armor or any
kind of magical or nonmagical metal armor.

Crystal Ball: Only wizards can use a crysrol boll. This ball
can be used to look at any place or find an object or per-
son. The wizard must know or have seen the person, place,
or thing that he is trying to see in the crystal bull. If the wiz-
ard knows the subject very well, he can call it up without
any problems. If he does not know it very well at all, he has
only a 50% chance.

The crystal boll can be used a lot, but only once a day
for each subject. It only shows a picture of where the per-
son, place, or thing is. It will not show how to get there or
tell the wizard the name of the place.

Bracers of Archery

Dust of Appearance: This
dust cancels fnvr'si1l)ilrtj/, mirror
irnoge, and any other spell or
magical item that hides the true
location of an object or crea-
ture. This includes the clock of
elvenkino‘. It comes in a tube
that can blow dust in a cone i5
feet wide and 20 feet long.

Gauntlets of Fumbling:
These gauntlets look like
gounrlers of ogre power. When
they are put on, the characters
Dexterity goes down by two
points. Also, he has a 50% chance each round of dropping
something he is holding. it takes a remove curse spell to
get the gloves off.

Gauntlets of Ogre Power: These metal gloves look like
normal armor. However, the wearer is super strong, getting
a +3 attack bonus and a +6 damage bonus with weapons
(except arrows shot from a bow). The wearer can lift
almost 500 pounds. However, he can only carry up to 330
pounds

Gloves of Missile Snaring: The wearer can catch any-
thing small that is thrown at him or shot at him. This
includes arrows, hand axes, daggers, rocks, and even
spears.

Horn of Fog: This horn TY ' " = K "

Gloves of
Missile Snaring

looks like a trumpet made 7-
from an animal's horn,
capped with a silver --
mouthpiece. When blown, ;>-Q _
a thick cloud of fog comes . is‘.-FA.
out. Each round of blow- _ __

,.-.-'_tJ~'

} ‘ii
I

ing makes a iO><l0-foot ._
square of fog. The cloud
lasts 2d4 rounds after the
horn stops.

Horn of Fog

loun Stone: These colored
stones look just like gems and jew-
els. The stones come in all sorts of
colors. When a character holding a
stone opens his hand, the stone
flies up and begins circling his
head. The stone keeps working
until it is grabbed and taken away.
If the stone itself is attacked, it has
an Armor Class of —4 and 10 hit
points. loun stones do many things,
including improving a character's

attributes. Character attributes cannot go any higher than
l8.

loun Stone



1d12 What the loun Stone Does
1 Add one point to Strength.

Add one point to Dexterity
Add one point to Constitution.
Add one point to Intelligence.
Add one point to Wisdom.
Add one point to Charisma.O\1.J'1-ll-LNl’\J

6LOOO'--.l

Creature does not need to breathe.
Creature heals l hp every 10 rounds.
Gem absorbs 2d6 spells.
+1 Armor Class bonus.

i\J1 1- Dead and useless ioun stone.

Necklace of Adaptation:
Whoever wears this necklace
adapts his breathing to any
environment. He can breathe
water, ignore poisonous gas,
and even live without air for
up to a week.

Portable Hole: This is a
circle of black cloth 6 feet
across. It is very thin and light,
and can be folded up small
enough to fit in a pocket. If it
is laid against a solid surface,
it makes a magical hole 10

feet deep. It does not make a hole through a door or wall.
Characters cannot put it on a door and walk through to the
room on the other side. The hole goes away when it is
picked up. Anything in the hole when it is picked up is
trapped until the hole is spread open again. The air in the
hole runs out after 10 rounds.

Rope of Climbing: This
60-foot-long rope only
weighs three pounds, but is
strong enough to support
3,000 pounds. lt will move in
whatever direction the user
tells it to. It moves 10 feet
each round. It can be told to
tie itself to an object, and
then later told to untie itself. It
can even be told to make
climbing knots every foot.
Climbing knots shorten the
rope to 50 feet. It cannot be used to attack a creature.

Rope of Constriction: This rope looks like a rope of
ci‘i'rnbi'rig. However, when commanded to act, it loops
around the neck of the user and up to id-4 other creatures
within IO feet. Each person must make a saving throw or
be strangled for 2d6 points of damage. This damage keeps

Necklace of Adaptation

Rope of Climbing

happening each round until all the creatures are dead, the
rope is hacked to pieces, or until a dispel magic spell is
cast on the rope.

Anyone caught in the rope cannot attack or cast spells.
Other people can attack the rope. The rope is Armor Class
-2 and has 22 hit points. Only sharp weapons can cause
damage to the rope.

Stone of Good Luck: This looks like a cheap gemstone.
The owner gets a +i bonus to all die rolls and saving
throws (+50/0 bonus for thieves’ skill checks), except attack
rolls and damage rolls.

Stone of Weight: This stone looks like a stone of good
luck. While carrying it, the user moves at half his normal
rate and feels like he is carrying a heavy pack. it can only
be gotten rid of by the clerics at the temple. They charge
500 gold pieces to get rid of it.

Artiior and \ll/cap-otis
First, roll on either the
Type of Armor table or the
Type of Weapon table to
see what kind of armor or
weapon has been found.
Then roll on the Combat
Bonus or Penalty table to
see what the combat
bonus or penalty is. Armor
always has an Armor Class
bonus. For example, a suit
of chain mail normally gives
its wearer an Armor Class
of 5. If it gets a magical +2
bonus, it now gives its
wearer an Armor Class of 3.

Weapon combat bonuses are for both attack roll and
damage. For example, Melissa's fighter, Beldar the Brave, is
using a spear +2. Normally she would roll id2O for an
attack roll. Since the spear has a +2 bonus, she rolls
ld20+2, and then subtracts the total from her THACO to
see what Armor Class she hit. She hits her target, an orc.
Spears normally do Td6 points of damage. However, Bel-
dar's +2 version does id6+2 points of damage to the orc.

Any weapon or armor that has a -1 penalty is a cursed
item. It actually makes the attack roll, damage, or Armor
Class worse. When tested in nonliie-threatening situations,
the armor or weapon seems to have a +1 bonus. Only
when it is used for real does the —i penalty happen.

it takes a remove curse spell to get rid of cursed armor
or weapons once they are used in real combat. Until then,
the armor or weapon can be dropped at any time.

Shield +2



U I1 ti siiul \lllcapoii.s
Most of these weapons do not use the Combat Bonus or
Penalty table. All of their abilities are covered below. The
combat bonuses are added to both attack rolls and dam-
age rolls, just like ordinary magical weapons.

Axe of Hurling: Roll for the
combat bonus of the weapon
normally. lf a -1 penalty is
rolled, it becomes a O. This
means the axe gets no bonus
for attack rolls or damage rolls,
but no penalty either.

The axe can be thrown up
to 180 feet away. it automati-
cally returns to the thrower
right away, whether or not it
hits. It can be thrown again

next round. When it hits, it does 2d6 damage, plus the
combat bonus. If it is not thrown, it only does 1d6 plus the
combat bonus.

Mace of Disruption: This is a mace +1 with an extra
power to hurt undead creatures. Skeletons, zombies,
ghouls, shadows, and wights are instantly destroyed if hit
by a mace of disrup-
tion. This mace is so
good that any evil
creature trying to pick
up or use the mace
takes 5d4 points of
damage.

Short Sword of
Quickness: This
blade has a +2 com-
bat bonus. Whoever
uses it always goes
first each round, no
matter which side
wins the initiative roll.

Sword of Berserking, Cursed: This seems to be a regu-
lar long sword +2.
However, when the
user gets into a real
fight, he goes ber-
serk. He automati-
cally attacks the
nearest creature to
him. He keeps at-
tacking until nothing
is left to fight within
60 feet of him. He
will even attack his
friends. The owner

Axe oi Hurling

Short Sword of Ouickness

Long Sword + i, Luck Blade

can only get rid of this sword with a remove curse spell. If
he tries to use another weapon, he drops his other
weapon and draws this sword after the first round of
combat.

Sword +1, Flame Tongue: Whoever uses the sword
can turn it on or ofl. When it is "on," flames surround the
blade. The flames can set fire to webs, paper, wood, or
anything else that burns easily. lt has several combat
bonuses for different types of creatures.

Bonus Type of Creature
+4 Undead creatures
+3 Cold-using or easily burned creatures
+2 Creatures that can regenerate
+1 Any other type of creature

Sword +1, Luck Blade: in addition to its combat
bonus, this sword gives the user a +1 bonus to all saving
throws.

Sword +4, Defender:
Each round the user can
divide up the four com-
bat bonus points this
sword has any way he
wants. He can have some
or all of them used as bo-
nuses to his Armor Class,
and the rest used as
bonuses to his attack rolls
and damage. For ex-
ample, a fighter might
choose to use +1 for
attack and damage rolls,

and +3 for Armor Class. Next round he could change it to
+4 all on attack rolls and damage.

Sword of Wounding:
This blade has a +1
combat bonus. How-
ever, any wound made
by this sword cannot be
healed by magic or be
regenerated. The victim
must wait and heal nor-
mally at 1 point per full
day of rest.

Also, any wound
made by the sword gets
bigger each round, for
up to 10 rounds. The
victim takes 1 extra point of damage each round from
each wound. If a wound is bandaged, it stops growing
and the extra damage stops.

l.ong Sword +4, Defender

Long Sword of Wounding



Treasure
Type

A

B

C

D

E

F

G

H

I

Treasure
Type

O
R
V

Copper
Pieces

25%
Id3><l000
50%
ld6xlO00
20%
ldlOxlO00
10%
ld6xlO00
5%
ld6xlO00

None

None

25%
3d6>< I 000

None

Copper
Pieces
I d4>< I O
None
None

Silver
Pieces

30%
2dl0XlOO
25%
1d3><1000
30%
ld6><lOOO
15%
ldl0xl000
25%
ldlOXlOOO
10%
3d6><l000

None

40%
2dl0><lO0O

None

Silver
Pieces
lc|_3><I0_
None
None

Gold
Pieces
40%
lcl6><lOOO
25%
ZdlO><IOO

None
50%
Id3><1000
25%
Id4><1000
40%
ld6xlO00

50%
ZdlO><lOOO

55%
Zdl0XlOOO

None

Gold
Pieces

N°'1°
Zd I O
None

Treasure Types
The Treasure Types table is used to find out
what kind of treasure a particular monster has.
To use it, first find the treasure type for the
monster. These are given in the descriptions of
monsters earlier in this book. Then look the
treasure type up in the first column of the
Treasure Types table above. The rest of the
columns in the table list what different kinds
of items a monstefs treasure can be made of.
Under each of these columns is a percentage
chance that that kind of item is in a monsters
treasure.

Roll the percentage chance for each kind of
item. If the roll is less than or equal to the per-
cent, that kind of item is in the treasure. The
die roll below the percentage chance shows
how many of the items are there. For example,
werewolves have treasure type B.
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Gems

60%
lcl4><l0
30% 10%
ld8 Armor or weapon
25% 10%
lc|6 Any 2
30% 15%
IdIO Any 2, and I potion
15% 25%
ld12 Any 3. and 1 scroll
20% 30%
Zd I0 Any 5, but no weapons
30%
sas Any s

Magical Items

30%
Any 3 .

35%

50%
3d I O
55% I 5%
2d6 Any I

I 5%
Any 6

Gems Magical Items
None None
2d4 None
None Any Z

There is a 50% chance that there are copper
coins in the werewolves’ treasure. If so, there
are Id6 times 1,000 copper pieces present.

It is possible for a monster to have no trea-
sure if all of the percentage die rolls come out
too high. The next time this type of monster
is fought by the playercharacters the mon-
ster’s treasure will be different because the
Treasure Types table gives different results
each time it is used.

The individual and small lair treasures
don't have a percentage score for the
kinds of items. The kinds of items with
die rolls listed under them are automati-
cally there. ]ust roll to see howmany of
each kénd there are. In the complete
AD&D game, there are more treasure
types, one for each letter of the alphabet.
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The Town of Freedale
1. Tower of the High Wizard Netheril: This 1s

where the player characters can sell magical
items or get them analyzed by the wizard
Netheril.

2. West Wind Stables

3. Sethel the Scribe

4. Temple of Lathander: This is where the
player characters can get healed by Farrish
the Priest.

5. Foxworth the Moneylender

6. Taran the Elflord
7. Evening Star Inn

8. The General Store: This is where the player
characters can buy equipment from the
dwarf Gart Stonenose.

9. Orebreaker, Dwarven Blacksmith

10. Fendrick's Fine Foods

11. Cordac the Leatherworker

12. The Watch Guard Barracks

13. Red Dragon Tavern
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AD&D® Game Character Record Sheet
Player Name Race

Character Name Class

Ability Score Bonuses
Strength C] | Movement |:|
Dexterity [:1\ Saving Throw |:_|
Constitution [:]| Tl-[ACO |:|
Intelligence  ] Armor Class [:]
Wisdom  | Hit Points [:]
Charisma [:1| Wounds

Weapons Damage

Special Skills (Thieving Skills, Spells)
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Equipment

Money Current Level T
Experience Points
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Silverleaf Halfmoon

Character Class: Fighter/Wizard

11
13
10
15

Strength
Dexterity
Constitution
Intelligence
Wisdom
Charisma

12

12
THACO \ .-

Level THACO with bow‘: f
20 19 i

Movement

Saving Throw

U1-l-UJl\J--4

19
18
17
16

Damage 1d6(quarterstaff),
ld8 (arrow)

Armor Class 10
(Robes — no armor)

Hit Points 7

18
17
16
15 it

Starting Equipment
Robes 6 torches
Backpack -l sacks
Quarterstaff
Bow and 24 arrows

i Number of Spells
Charactei-’s Level

Spell Level 1st 2nd 3rd 4th
1st 1 2 2 3
2I‘lCl U U 1 2
3rd O U U O

U1 I-P

i-*l\J\-F5"



Elf Fighter/Wizard General Rules
One round = one minute.

Elves can see in the dark, up to 60 feet.

Elves cannot be raised from the dead.

ln the woods, elves can sneak up on
monsters. The monster gets a -4 penalty
to its surprise roll.

Elves can find secret doors twice as easily
as humans (1 or 2 on the d6 roll).

in One Round You
' Move 120 feet.
v Make one attack.
' Cast one spell.
' Move 60 feet and make an attack.
I Try one unusual action.

How to Attack
' Roll a 20-sided die.
' Subtract the die roll from your THACO.
' If that number is less than or equal to

the monster's Armor Class, your
attack hit it.

If the Attack Hits...
' Roll the die for damage.
' Subtract the damage from the mon-

ster hit points.
0 A monster is dead when its hit points

reach 0 (zero).

Making a Saving Throw
' Roll a 20-sided clie.
O If the die roll is the same or larger than

the saving throw number, your saving
throw is successful.

' Look at the spell description to see
what happens if you succeed or tail.

I995 TSR, Inc. All Rights Reserved.

Experience Points
Your character earns experience points
for defeating monsters and doing clever
things. When characters get enough
experience points, they gain a level.The
number of points needed is shown on
the table on the other side.

Silverleaf is a multiclass fighter,’ wiz-
ard. This means that he is a fighter and a
wizard at the same time. While he has lots
of good abilities, he gains levels very
slowly. Silverleaf must divide all his expe-
rience points, giving one half to his fighter
class and the other half to his wizard class.

Each Wizard Level...
' You can cast more spells.
¢ Add half of id-l to your hit points

(rounding down, always getting at
least 1 point).

Each Fighter Level...
Q Your THACO gets better.
' Add half of ldlfl to your hit points

(rounding down, always getting at
least 1 point).

limits
' No armor except elven chain mail.

Casting Spells
A table on the other side shows how many
spells you can take on an adventure. The
higher your level, the more spells you can
take. Each day you can change your spells
and get back any you have cast.

Pick your spells from the Wizards Spell
Book. Write them down on a separate
sheet of paper. As you cast a spell, cross it
off. You can take the same spell more
than once so that you can cast it more
than once a day.

1l34X)(XO6tli



Morganth the Mysterious

Race HumanCharacter Class: Wizard

+—~|-= :3»-00

Strength
Dexterity
Constitution
Intelligence 17
Wisdom --.¢__‘ 12
Charisma l 13

Moveme1'l't*._“ 12
S3 v.‘li T.

Level Throw THACO
1-5 ' ll; 20
Damage Y.-1;-’vl4rf_;: ?= erstaef%

1 -i t <¢1agg
Annor Y 10
_ ( _-—‘ifn0armor)

' 4. -V .- ; . Q,
-@7317; 11'?
1?? _§-.._i,_»;
,_.;.__ .‘,. V

_ it“ 1|. , 24!’

.12 - ; er
uarterstaff

(might-rs é
{sacks
Backpack

Number of
Spell 7 C/lzlrmfu - Ltutl
Level 1st 2nd 3rd
lst l
2nd O O
3rd O O @>—'I\J CDl\J.»J



Wizard General Rules
One t‘0UJ"lCl = one minute.
In One Round You
' Move 120 feet.
' Make one attack.
° Cast one spell.
I Move 60 feet and make an attack.
I Try one unusual action.

I-low to Attack
I Roll a 20-sided die.
I Subtract the die roll from your

THACO.
' lf that number is less than or equal

to the monster 's Armor Class, your
attack hit it.

If the Attack Hits...
' Roll the die for damage.
~ Subtract the damage from the mon-

ster's hit points.
¢ A monster is dead when its hit

points reach U (zero).
Making a Saving Throw
I Roll a 20-sided die.
0 lf the die roll is the same or larger

than the saving throw number, your
saving throw is successful.

' Look at the spell description to see
what happens if you succeed or fail.

Experience Points
Your character earns experience
points for defeating monsters and
doing clever things. When characters
get enough experience points, they
gain a level. Every le\'el makes your
character toughen

1995 TSR, Inc. All Rights Reserved.

Cl1aracter's
Points Level
Under 2,500 1
Up to 5,000 2
Up to 10,000
Up to 20,000
Up to 40,000 _

Each Level...
v You can cast more spells.
Q Add Id4 to your hit points.
Llmlts
' Can never wear armor.
~ Can only use daggers and a quarter-

staff for weapons.

Casting Spells
The table on the other side shows
how many spells you can take on an
adventure. The higher your level, the
more spells you can take. Each day
you can change your spells and get
back any you have cast.

Pick your spells from the Wizards
Spell Bonk. Write them down on a sep-
arate sheet of paper. As you cast a
spell, cross it off. You can take the
same spell more than once so that you
can cast it more than once a day. For
example, as a 2nd-level wizard you
could pick magic rnissilc twice for your
daily spells.

Experience

J1-I--LA
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Lordan the Pure

Character Class: Cl €'I'iC
Strength 13
Dexterity 9
Constitution 12
Intelligence 11
Wisdom 15
Charisma 14

Movement 12

Saving
Level Throw THACO
1-3 15 20
4-6 1-1 18

Damage 1d6+1
(mace)

Armor Class 7
(leather armor 8: shield)

Hit Points 8

Starting Equipment
Leather armor 6 torches
Shield 4 sacks
Mace Backpack

Number of Spells

Race: Human

Jin- ea. _j.-K)‘ iv#-

Spell Character '5 Level
Lea =91 1st 2nd 3rd 4th
lst 3 4 4 5
2nd 0 0 2 3

bth Points ,
5 Under 1,500
-4 Up to 3,000 l*‘r':'fl:‘7

3rd I 0 .-0 0 0. =1-.__€1_, g Up to 6,000
_ . Up to 13,000
. .. -1i...

- .5:-‘.1 ';.\'-'. ... . . .r,._,_, ._.

=' _ -23-" .. ‘—>|~_r5_\- t-I-':_ -.

‘ -

. .-.1»--£.»._,; -.= :0.-4 - -
r'*-r!.I' ""

l ‘-er.at

:1

<nn=-‘¥t.ot0\-Q-



Cleric General Rules
One round = one minute.

In One Round You Can...
' Move 120 feet.
' Make one attack.
' Cast one spell.
' Move 60 feet and make an attack.
I Try one unusual action.

l-low to Attack
' Roll a 20-sided die.
I Subtract the die roll from your

THACO.
' lf that number is less than or equal

to the monster ’s Armor Class, your
attack hit it.

If the Attack Hits...
I Roll the die for damage.
' Subtract the damage from the mon-

sters hit points.
' A monster is dead when its hit

points reach U (zero).

Making a Saving Throw
' Roll a 20-sided die.
I lf the die roll is the same or larger

than the saving throw number, your
saving throw is successful.

~ Look at the spell description to see
what happens if you succeed or fail.

Each Level...
v You can cast more spells.
' You can tum undead better.
' Add ld8 to your hit points.

Experience Polnts
Your character eams experience points
for defeating monsters and doing
clever things. When characters get
enough experience points, they gain a
level.The number of points needed is
shown on the table on the other side.

19‘-I5 TSR, Inc. All Rights Reserved.

Llmlts
‘ You can only use a club, mace, or

quarterstaff for weapons.

Casting Spells
The table on the other side shows how
many spells you can take on an adven-
ture. The higher your level, the more
spells you can take. Each day you can
change your spells and get back any
you have cast.

Pick your spells from the Clr'ric'.<
Spell Book. Write them down on a sepa-
rate sheet of paper. As you cast a spell,
cross it off. You can take the same spell
more than once so that you can cast it
more than once a day. For example, at
lst level you could pick cure liglit
zvmmds, cure liglil wounds, and detect
evil for your daily spells.

Turning Undead
' Roll a 20-sided die.
I If the die roll is greater than or equal

to the number on the table, the
undead monster must leave. A "T"
indicates the monsters are turned
automatically.

1 [f there is more than one undead
creature present, the one roll works
for all of them.

Level of the Cleric
Monster lst 2nd 3rd 4th 5th
Skeleton 10 7 4 T T
Zombie 13 10 7 4 T
Ghoul 16 13 10 7 4
Shadow 19 16 13 10 7
Wight 20 19 16 13 10

113-lXXXflfilll



Slinker

Character Class: Thief
Strength
Dexterity
Constitution
Inteiligence
Wisdom
Charisma

Movement

Saving
Level Throw
1-2 15
3—-'1 1 5
5 13
(+4 a ttnck bonus to

Damage 1d6 (short
ld8 (arrow

Zdb (b€lCk5tdb

Armor Class

H
15
'10
H

9
12

THACO

Race: H u m an

(leatlwer armor)
(+1 bonus for Dcxteritv]

Hit Points h

Starting Chan1cter’s Level
Equipment Thieveg Skiils Isf 2nd 3rd 4th SH:
Leather armor Pick pockets
Short sword Open luck.»
Bow and Z4 al‘t‘u\\=s Find ,-" rem ave tra ps
6 torches Mu\1'si]vntl\'
4 sacks Hide in shadows

30%
25m“

20"..
13%:

1 0%
Backpack Climb walls 85%

35%
29%
25' {'11

21 “/-1
1

86%

40%
33%
30%
27%
20%
87%

45% 50%
37% -I2"-"1.
35% -’l(}'i-L-
33% 40%
25“/0 31 ‘ii-
88“,»-"., 90‘ '-;.



Thief General Rules
One round = one minute.
In One Round You
I Move 120 feet.
I Make one attack.
I Move 60 feet and make an attack.
I Try one unusual action.
I-low to Attack
I Roll a 20-sided die.
I Subtract the die roll from your THACO.
I If that number is less than or equal to

the monster's Armor Class, your
attack hit it.

If the Attack I-ltts...
I Roll the die for damage.
I Subtract the damage from the mon-

ster's hit points.
I A monster is dead when its hit points

reach O (zero).
Making a Saving Throw
I Roll a 20-sided die.
I If the die roll is the same or larger than

the saving throw number. your saving
throw is successful.

I Look at the spell description to see
what happens if you succeed or fail.

Experience Polnts
Your character earns experience points
for defeating monsters and doing clever
things. When characters get enough
experience points, they gain a level.

Character’s
Points Level
Under 1,150 l
Up to 2,500 2
Up to 5,000
Up to 10,000
Up to 20.000

Experience

‘J1-3-U)
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Iiach Level...
I Your thieves’ skills get better.
I Add 1d6 to your hit points.
l.lml't5
I You only wear robes or leather armor.

Thieves’ Skllls
Pick Pockets: Taking something from a
someones pocket or backpack.
Open Locks: Picking any type of lock.
Unlocking it without a key.
Find/Remove Traps: The same number
is used for both actions. Thieves can
search an object or small place for traps.
The DM must make this roll secretly.

Once a trap is found, a thief can try to
remove it. Thieves make this roll them-
selves. lf it works, the trap is gone. lf not,
the trap is still there. The thief wasn't able
to get rid of it, but didn't set it off either.
Move Silently: Thieves can only move 40
feet per round if they are trying to be
quiet. Thieves may find Out right away
that they have been heard, or they may
not find out until it is too late.
Hide in Shadows: When hidden, the thief
cannot be seen by normal vision. The thief
cannot move or attack and stay hidden.
Climb Walls: Only a thief can climb
walls without a rope. All other characters
must have a rope. Thieves climb at 20
feet a round.
To Backstab...
I The monster must be shaped like a

person (goblins, lizard men, etc.).
I You must attack from behind.
I You must get surprise.
I You must use a dagger or short sword.
When Backstabbing You Get...
I A +4 bonus to the attack roll.
I Double nom1al damage.

1 l3~lXXXD6(]1



Delvar Iroinfistw f‘_,f
Character Class: Fighter

‘_» ,,

Strength 13 X 1‘ -
Dexterity Q " "r%"-1 1 I
Constitution lb
Intelligence ll
Wisdom 13 4 , _.- W’
Charisma S V -' a

- / Tm 'Movement 0 , , 5 / *‘-s_51 e

;"1€.-t_ Saving
Throw THACO ' '.

1‘ 13 20 \
_ 2..' 13 19

12 18
12 17

T 10 16

Damage ld8
(battle axe)

Armor Class -l 1'
{chain mail 8: shield)

Hit Points
(+2 bonus for Constitul1'0n)

Stapting Equipment
=fi:Ch£nmm

I afihield

‘B-,ro1*i~11€:,-e
-l sacks
Bac-kpaek -

., .

5‘ hk In ‘ - Mi. 41;»!



Dwarf Fighter General Rules
One round = one minute.

Dwarves can see in the dark, up to 60
feet.

Dwarves have a 50% chance to find
hidden stonework traps and pits.

In One Round You
' Move 60 feet.
= Make one attack.
' Move 30 feet and make an attack.
' Try one unusual action.

How to Attack
' Roll a 20~sided die.
' Subtract the die roll from your

THACO.
' If that number is less than or equal

to the monster’s Armor Class, your
attack hit it.

If the Attack Hits...
' Roll the die for damage.
' Subtract the damage from the mon-

ster's hit points.
' A monster is dead when its hit

points reach 0 (zero).

Ill‘-15 TSR, Inc. All Rights Reserved.

Making a Saving Throw
I Roll a 20-sided die.
' If the die roll is the same or larger

than the saving throw number, your
saving throw is successful.

v Look at the spell description to see
what happens if you succeed or
fail.

Experience Points
Your character earns experience
points for defeating monsters and
doing clever things. When characters
get enough experience points, they
gain a level. Every level makes your
character tougher.

Experience Character's
Points Level
Under 2,000 1
Up to 4,000 2
Up to 8,000
Up to 16,000
Up to 32,000 -J16-'-'.oJ

Each Level...
' Your THACO gets better.
0 Add ldl0+2 to your hit points.

113-IXXXOEIU1



. Bel???’ "19. Brave is -_
Character Class: Fighter Race: Human
Strength 17
Dexterity 12
Constitution 14
Intelligence 10
Wisdom 8
Cha risma 11

Movement 12

Saving
Level Th row THACO

l7 20
_ 17 19

lo 18
16 'l7
14 16

Damage 1d8+l
(long sword i

(+1 bonus for Strength)

Armor Class 4
(chain mail & shield)

Hit Points 10

J‘!-I-L»-IJ-—

Starting Equipment
Chain mail
fahiulcl
luiig sworcl
h ti\r‘Ci’l8S
-l >dCl~§S
Backpack

"



Fighter General Rules
One round = one minute.

In One Round You Can...
I Move 120 feet.
I Make one attack.
I Move 60 feet and make an attack.
I Trv one unusual action.

I-low to Attack
I Roll a 20-sided die.
I Subtract the die roll from your

THACO.
I if that number is less than or equal

to the monster’s Armor Class, your
attack hit it.

If the Attack Hits...
I Roll the die for damage.
I Subtract the damage from the mon-

Ster's hit points.
I A monster is dead when its hit

points reach 0 (zero).

i995 TSR. inc. All Rights Reserved.

Making a Saving Throw
I Roll a 20-sided die.
I If the die roll is the same or larger

than the saving throw number, your
saving throw is successful.

I Look at the spell description to see
what happens if you succeed or fail.

Experience Points
Your character earns experience
points for defeating monsters and
doing clever things. When characters
get enough experience points, they
gain a level. Every level makes your
character tougher.

Character's
Points Level
Under 2,000 i
Up to 4,000 2
Up to 8,000
Up to 16,000
Up to 32,000 _

Experience

J"l~l'—§.l-J

Each Level...
I Your THACO gets better.
I Add 1d10 to your hit points.

113-iXXX06I_il
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