DUNGEON
DWELLERS

FANTASY ADVENTURE GAMING

QYPT of the SORCERER

CRYPT OF THE SORCERER is an adventure game—played with minia-  death for your little band. CRYPT OF THE SORCERER can be played
ture figures—which simulates heroic fantasy combats between wizards, by one person alone, or with several friends. It is your introduction to
warriors, and monsters in a forgotten age. Here is a realistic game in  the fascinating world of Adventure Gaming with miniature figures. Below
which you lead a band of adventurers into the dungeons and caverns of  is a reference sheet showing the figures in the set and summarizing their
an evil sorcerer, and you make the decisions which can mean life or  abilities in the game, The rules folder will explain these more fully,

THE WIZARD

Fralt of body bat schooled in arcane arts, the wizard is the
suiding spirit of the adventuring band,

SPEED: Dis roll 17speed 2; 2-5%speed 3; 6%spoed 4
ENDURANCE: Die roll

FIGHTING ABILITY: Subtact 2 from die roll

MISSILES: Magic spells only

MAGIC SPELLS: Die roll 141 spell; 2-552 spelis =3 spelis

THE EVIL SORCERER T
The Sorcerer is 4 powerful wizard of the black arts who will
defend his treasure (o the death,

SPEED: 2 squares

ENDURANCE: Add one to die roll
FIGHTING ABILITY: Subtract 2 from die roll
MISSILES: None, excepl magic spells

MAGIC SPELLS: All, except "Cure”

THE FIGHTER

An armored knight, strong of arm and enemy of all things
foul and evil,

SPEED: Die roll 1-3=speed 3; 4, 5=specd 4; 6=speed §
ENDURANCE: Add 1 to die roll

FIGHTING ABILITY: Add | to each die roll

MISSILES: None

MAGIC SPELLS: None

THE SKELETON et
The remains of 2 long-dead warrior, now animated once again
by the mystic arts of the Sorcerer,

SPEED: 3 squares
ENDURANCE: 2 points
FIGHTING ABILITY: Die rolt
MISSILES: Nome

MAGIC SPELLS: None

tm—

THE HALFLING

Small and woak, but expert with his short bow, the halfling
s a worthy | venaturer,

SPEED: Die roll 1-4=speed 3; 5 6vspeed 4

ENDURANCE: Die roll

FIGHTING ABILITY: Subtract | from die roll

MISSILES: Bow; S-square range; dio rall -3 for wounds
MAGIC SPELLS: None, but can use Spell scrolls

THE ORC

Near-haman slave of the Soccerer, he serves his master with
his bow and keen eye. z

SPELD: § squares

ENDURANCE: 3 points

FIGHTING ABILITY: Die Roll

MISSILES: Bow, Ssquare range; die rol -3 for wounds
MAGIC SPELLS: None

THE DWARF

Brownskinmed and stocky, the stolid dwarf can wield his axe
with surprising strength and can ondure grieveus w ds
SPEED: Die Roll 19speed 2; 2-5=speed 3; Gospeed 4
ENDURANCE: Add 2 10 die roll

FIGHTING ABILITY: Die roll

MISSILES: Throwing axe; 2-square range; DR 3 for wounds
MAGIC SPELLS: Nomo

THE TROLL
Muge and strong, the trobl wields his great
axe in defense of his master's gold.

SPEED: 2 wquares

ENDURANCE: § points :
FIGHTING ABILITY: Add one to dic roll
MISSILES: None .

MAGIC SPELLS: ‘Cure’ {one time)

PAINTS, BRUSH, AND PAINTING GUIDE
ARE INCLUDED IN THIS SET

Adventure Gaming with miniatures is a hobby, a craft and a game all in
one exciting package. You prepare the metal figures, then paint them in ¥ our will also want CAVERNS OF DOOM, Heritage's larger PAINT
realistic colors, Finally you use the figures to represent characters in the ' PLAY set featuring fantasy adventures in a giant underground
most exciting, true-to-life game you have ever experienced. PAINT ‘N’ cavern complex filled with dragons, vampires, skeletons, hobgoblins,
PLAY offers you the ideal way to get started in this fascinating hobby. giant spiders, demons, great rats, slime monsters—and of course,
Everything you need is included: Eight detailed action figures, paints, \ treasure. You can also buy individual packs of Dungeon. Dwellers
brush, painting instructions, gaming die, and rulebook. monsters and adventurers at your hobby shop or toy store.

Open up a new world of hobby adventure today. L
Photography by Bill Craft Copyright ©1979; Artwork by David Helber
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ADVENTURE GAME RULES

You lead a band of daring adventurers through the dark portai,
into the romb of an ancient, evit Sorcerer. Fighting past his horrid
monsters, avoiding traps and pitfalls, you finally recach the crypt
itself, 1o battle the sorcerer for his treasure and his magical secrets.

All this high adventure, and more, is possible in this game kit.
With a little imagination, you too can be off in a dank dungeon
slaying monsters. You can play alone, or with friends and oppeo-
nents. Actually, this game kit is just the beginning of fantasy adven-
ture gaming, You can design your own dungeons, add more figure
packs, even create your own gaming “world.”

This game includes a gaming die, used at various times 1o resoive
the dictates of chance fortune. The abbreviation “DR* means a die
rol! is magde, Sometimes you add or subtract to the die roll, so that
DR+2 woutd means a die rotl with two added, while DR-1 would
mean a die rol with one subtracted. If the result, after subtractions,
is below zero, consider the sesult zero instead.

Your Band of Adventurers

Te start the game, you select an adventurer figure to represent
vourself, and two more “‘friends" (hirelings, or henchmen}, for a
total of three. The fourth adventurer figure is not used, but in fater
games you can have different friends and henchmen, and eventually
use them all,

Then you’ll determine the abilities of each figure, Now you are
ready to enter the tomb. You move your figures, check to see if
monsters appear, move the monsters, cast spells, shoot, andfor fight
at those monsters, who then fight back. This continues until you
escape from the tomb alive, or your entire party is kijled.

The Dungeon Tomb

The gray map shows the overall iayout of the Sorcerer’s Tomb,
including his Crypt. The tomb has three rooms (outer, Inner, and
crypt), and hallways between them, The halls and rooms are divided
into squares for easy moving. Some squares have special features
in them, shown by small drawings and Iitles.

The Monsters .

As your characters move through hallways and into roams, you
roll a die and use monster aprearance tables to see if any show up,
{f they do, they are placed on the map and begin moving alse. You
can control both yaur characters and the monsters, mainly because
the monsters always try to attack the characters! If a monster is
faced wilh a tough decision, you roll the die to determine what it
decides-to do!

Winning the Game

in the various rooms, the monsters may have “stashed" varlous
treasures in gold, gems, magic items, etc. Your objective Is to bring
back as much treasure as possible, which means getting back alive!
You may not get to the Crypt every time — it might be good
strategy to return early if you lovse to many friends, or the mon-
sters get too tough, Remember, you’ll probably meet maore monsters
on the return rip!

Creating Characters

In your Sorcercr’s Crypt are four possible adveruurer characters:
the wizard, the fighter, the dwarf, and the halfling. You select any
three for your band, one of which is yourself, Each character is
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rated for various abilitics, determined before the game. bt helps to
record alt data about each character on a picce of paper, for easy
reference, The five abilities of cach character are:

Specd: this number is the top speed of the character — how
many squares he can move each wwrn. For most this is variable, so
roll a dic for cach character before the start of the game,

tndurance: this number is how many wounds the character can
survive -- representing his strength, armor, and constitution. When
the aumber of wounds cquals his endurance, the character dies. For
example, if his endurance is ‘2", the second wound Kills the char-
acter. This number is rolled for each character before the game.

fighting Abitity: this is fixed, depending on the character.
The fighting ability indicates what die roli and modifier the char-
acter uses each time he strikes or pqncs in combat against . an
enemy in the same or next square,

Missites: This is like fighting ability, and also fixed. However,
missiles can be “shot’ more than one square, up to a certain maxi-
mum range in squares {counting the square of the target, but not the
square of the shooter).

Magic Spelis; the number of spells the charactzr knows, and can
use. Each spell can be used once in an advenlum A character can
add more spells by getting magic spell scrolls in earlier adventures,
but some characters can’t use spells, not even from a scroil.

Character Continuity: if your personal character survives an
expedition to the tomb and retushs alive, he is assumed to recover
from any wounds, and can be used on later expeditions. Any wealth
and magic items recovered can be used on fater grpeditions too.
In addition, if either or both of the other two chgj xters survive,
they can also be used again, or left behind and som&"{'new" frleﬂds
created for the next game,

The Monsters ’ -
Monsters in the tomb have abilities similar to chzracl.crs Most of

these are standard, and listed below, Any variable monstet”abilities -

are nat determined before the game, Instead they are worked out
the instant the monster appears, for maximum surprise!

How Monsters Appear

At the start of each turn characters are in a haliway, roll a die
and consult the “Hallway Monsters” table. Whenever a character
enters a room, immediately roil the die to see If any monsters are
“home"’ using the proper room table.

If a monster appears, roli a die again for the exact type of
monster, on the same table, Then rofl a die for each monste? for
its exact location, Place the monsier on the square that corres-
ponds to this last die roll, If the square is already uccuplep,- the
monster appears in the nearest unoccupied square.

If a monster is aiceady in ptay, and then appears again In a room
orf hall, Ignore the second appearance unless you have extra monster
figures. However, once all characters have left a hail or room,
remove all monsters from there, so they can appear “again’’ later,
This way one figure can represent a number of different monsters
in different places, to keep the game fresh and exciting, Even if a
monster is killed in one piace, a similar kind "of. monster could
appear in another if the appropriate die result comes up.
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RYPT of the ORCERER

RULES OF PLAY

How to Play the Game :

You play your adventure in turns, Each turn you move your
characters, then the monsters move after them, Next your char-
acters may strike, shoot missiles, or cast spells. When they are done,
monsters can then strike, shoot missiles, or cast spells. Finally, you
can scarch for treasure, if in the right square, in other words:

(1) Characters move

{2} Monsters move

{2) Characters attack (strikes, missites, andfor spells)
(4) Monsters attack {strikes, missiles, andfor spells}
{5} Search for treasure

How to Move

Each figure maoves a certain number of squares top speed. A
figure can move in any direction or combination of directions, and
can spin and twist as he moves, if desired. A figure can go slower
than fulf speed.

Normally only one figure is allowed per sguare, However, the
dwarf and halfling are small, and so can fit into a square with any
cther figure, including each other, for 2 maximum of two figures in
the same square,

The map of the dungeon has large, solid walls which nobody can
move through, There are doors in some of these walis, through
which characters can pass. A monster can never pass through a door,
as they only sialk a certain “territory.”

Qbstructed Squares: some squares in the dungeon are marked
with special features, such as the offal in the Outer Room, the
Rockfall, various stairways, the straw bed in the inner raom, etc.
Each of these squares counts dowble to enter, That is, caunt the
square as two squares, if a figure onty has one square of movement
fett, it cannot enter that square. .

Traps: squarcs marked “rrap’* are not obstructed unless the trap
ftas been sprung, see the trap rules.

Other Figures: you cannot move inle a square containing
another figure, friendly or enemy. The only exception is the dwarf
or haffiing, which can move into a square occupied by just ene other
figure.

Character Movement Options

You, as the player controlling characters, may decide how you
want to move your characters. Each character may remain sta
tionary, or move, as you desire. You cah move none, some or all of
your characters cach turn. The die is not used in movement, there
is no chance involved. You need not move a character full speed,
he could mave slower.

Monster Movement

Monsters automatically move as fast as possibie, by the most
direct route, toward the nearest charavter. A monster tries to move
next to the charucter, to fight him. A monster will stop in the first
unoccupied square next (o the character to light. Monsters are
basicly stupid, and will continue to try to do this, regardiess of
how suicidal it may be!

Monsters cannot leave the hall or room they currently occupy.
They cannot maove through doors, Therefore, they only go after
characters still in their hali or reom.

If a monster has a choice of different moves, or two equally
close characters to attack, assign cach option a die roll result, and
roll the die. For example, a monster might have a choice of two
different squares to enter. Assign the first a 1,2,3 result, and the
second a 4,5,6 result, and roll the die o see which he enters.

Evit Sorcerer: this monster is an exception. The sorcerer will
stay in his casket sguare, casting spells, unti! a character moves
next to him, Then the sorcerer will leave the casket, trying to get
away from the characters and out of combat, so he can cast more
spelfs. However, the sarcerer can never leave the Crypt Room, and
so if forced to fight there, wiil at least try to move so he is fighting
the fewest and weakest characters.

Fighting
If a figure is in a square next to an enemy, or in the same square

2 an enemy, he can fight that enemy during the proper part of- the
turn. To fight, a figure *‘strikes” ai the cnemy. A figure can only

strike once per turn.

To strike, roll a die for the figure, adding or subtractimg-the . .

appropriate modifier, depending on the fighting ability of the figure.
A tigure cannot strike through a wall or door,

Then the enemy gets te "“parry” the strike, Ro!l a die for the
enemy figure, and add or subtract the appropriate modifier, again
depending on the fighting ability of the figure, A figure can pacry
any number of strikes in the same turn,

If the strike rofl is higher, the difference between the strike
and parry is the number of wounds the strike made on the target,
If the strike roll is equal or lower, the strike failed to connect, and
there are no wounds,

For example, the fighter strikes at the orc. The fighter's ability
is DR+1, and rolls a *3", so his strike value is actually (3+1=) 4,
The orc parries with its fighting ability {DR+0) and roils a "2, so
the parry value is actually {2+0=) 2, The fighter has a two point
advantage, so he inflicts two wounds on the orc. If the orc roiled
a 5 instead, the fighter would inflict no wounds, because the parry
would be greater than the strike. Note that the orc cannot inflict
wounds with its parry, it must wait for its turn to strike.

Missiles

Instead of fighting, a figure may fire a missile, if allowed. If a
figure strikes or parries during a turn, it cannot fire missites, If a
figure fires missiles, it cannot strike or parry (ali parries are zero}.

Missiles have a maximum range, in squares, that counts the
target’s square, but not the firer's square.

Missiles are fired in a straight line, from the center of the firer's
square 10 the center of the target’s square. If this line runs through
a wall, door, ¢r square occupied by a figure, the shot is blocked
and wasted, Gbstacles in a square don’t stop missile fire, but give
“cover’ 1o a target in that square.

To fire a missile, the firing figure simply rolls a die, applies
appropriate modifiers, and if the result is “'1” or more, inflicts
that many wounds on the target. There is no parrying missiles.

For example, a halfling with a bow (DR-3 firing) rofls a “5"
when he shoots an arrow at a target, The resuft is actually (5-3=)
2 wounds on the target, '

Lover: if the target is in an obstacle square, he has “‘cover.’
The firer must subtract one extra (-1) fromithe die roll. Therefore,
if the halfling archer above shot at a monster in cover, with a roll
of “5" the result would be {5-3-1=) 1 wound to the target.

Wounds :

When the number of wounds equals the endurance value of a
figure, that figure dies. Wounds suffered in one fight remain on a
figure, so he is weaker for fater fights in your adventure.

Magic

Instead of fighting or firing a missile, a character with magic
can cast a spell, A figure cannot cast a speil if any enemy is in his
square, or in any adjacerit {next door) square, unless separated by
a door or wall.

Before the game starts, a character selects the spells he knows
from the speil list. In addition, he may have extra spells from scrolls
acquired in past adventures, Each scroil spell can be used once per
adventure, like a normal speli,

When a spell is cast, its “‘magic power' is expended. The ¢har-
acter ¢an't use that speli again in the game, A character could have
two or more of the same spell, so then when one is used, another
is still available. Between games a character and his spells are
presumed Lo rest and acquire magic power again, so the spell can be
used again in the next game.

Evit Sorcerer: the Evil Sorcerer will only cast spells if awakened
by a character entering his Crypt Roam. Then, each turn he can, he
casts a spell. To determine which spell, roll the die and consult the
Evil Sorcerer Spell Table, If the Evil Sorcerer is forced to fight, he
cannot cast a spell that tuen.

Custing: spells are “cast’ to any other square by magic. They can
%o through walls or doors, or around corners, However, a spell can
only be cast into a square the gaster “knows’” — a square he has
already enctered in the game, or can now see (in a straight line,
unblocked by doars or wails). The cvil sorcerer is presumed to
“know'' is entire tomb, and can cast anywhere, However, he is only
active and casting spells while characters are in his Crypt Room.
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Spelis

Firebatl: missile with unlimited range, OR-1 for wounds to lar-
get, resolved just like firing a missile.

Sieep: figure(s) in square hit fal) asieep for DR +2 turns, includ-
ing the turn the speil hits. While asleep the figure cannot do
anything, it just stays in the square. Figures asicep can be hit by
strikes, missiles, andfor more spells.

Tronsfer: target figure is magiced to any other square the speil
couid be cast to. Transfer can be any distance, and can be through
walls, other figures, etc. Remember, though, that the caster needs to
“know’' both the departure and arrival square. The transfered figure
is not hurt, and continues to act normaliy before and after.

Werd: can be cast onto any one figure for DR-1 turns, While in
effect, all new wounds inflicted on the figure*are ignored. The figure
cannot be killed or wounded, no matter bow many strikes, missiles
or spells that would occur. Non-wounding effects such as transfer,
siecp, etc., still apply normatly.

ure! when cast onto any ane figure, all wounds are cured, and
the endurance of the figure is returned to its originat value.

Ruise Dead: when cast into an empty squarc, any one dead
ligure {of either side} is recreated and fights for the side which
raised it (see exception below). Thus a wizard could raise dead
monsters to fight for him, or the evil sorcerer raise dead characters.
A character or monstgr raised from the dead has one less (-1}
endurance because its existence in this warld is tenuous. This
spell is cspeciatly difficutt, so roll a die when casting it: 1= spell
fails, caster takes one wound from backlash; 2= spell fails, no
elfect on caster; 3,4,5= spell successful; 6= spell successful, but
ligure automaticalty becomes evil and a monster, regardicss of which
side raised him,

Traps

When any figure enters a “'trap’ square, rolt a die on the Trap
lable to determine what happens.

Dwarves are experts at underground construction, They can stop
in & square next to a trap, and roi} on the special “‘dwarves & traps’'
table in the hopes of detecting or springing it without risk.

Once a trap is sprung, or proved a fake trap, no more rolls arc
inade for the trap during the gamc. Otherwise, roll again every time
an opportunity occurs {a new figure enters the square, next turn
awarf is in the next square, etc.), until the trap is sprung or fake.

Monsters can trigger traps afso.

.
Treasure

If a character spends an entire wirn in a square, he can announce
‘that he is ‘'searching for treasurc.”” A character cannot search for
treasure if he does anything else that turn (including any fighting,
parrying, shooting misgiles, casting spelis, moving, etc.). If the
character is in one of the squarcs narned on the tables beiow, and
no other character has afreadv searched that square, rell once to
see what he finds in that square. Anything a character {inds he can
keep, or share with other characters, as desired. If a character with
treasure is subsequently killed, any {igure can enter the square with
ihe body, and by spending a whole turn there, recover the loot.
Monsters wilt automatically try to do this, but only if therc are no
wharacters available to attack instead. !f a monster recovers the loot
and disappears, the loot is out of the game for that adventure.

The Rockfall

The rockfail squaie’is an obstacle to movement and provides
cover from missiles,

{n addition, each tiime a figure ¢aisrs the square, rolf the die.
A result of 6’ means the racks shift underfoot, the figure takes
one wound point due to sprains and breaks. The rockfall affects
both characters and mensters.

Opticnal Rules

Wownds: wounds reduce the fighting ability of a figure, When
slriking or parrying, subtract the current tetal wounds from the
strike or parry value, Thus wounds become an additional modifier
vin combat. This will make successful adventuring in the dungeon
much more difficult and challenging.

In addition, if the wounds total half or more the endurance
of the figure, it.is presumed extremely weak, and its movement
speed is cut in half (fractions are dropped). Thus a character
with an endurance of 5 would be reduced to half speed with three
or four wounds. If the character's normal speed was 3, haif speed
would be 1 {actually 1%, but the fraction is dropped).

Magic Resistance: magic spells don't afways wark, Whenever a
spell is cast, rolf a die, i a “6"” comes up, the spell fails. This is

not needed when 2 Raise Dead spell is used, as a failure possibility
already occurs with that spell. if a spell is cast against the dwarf,
wizard, or evil sorcerer, their greater magic resistance means a “5"
or “'6'" instead of a normal '"6" means the speli doesn’t work. How-
cver, if a figure casts a spell onto himself, it witl always work, since
the magic resistance i$ reversed and works to the advantage of the
magic user. '

Expanding Y our Sorcerer’s Crypt

Heritage also makes a larger Paint ‘n' Play set, The Caverns of
fuom. A connecting stairway to this second dungeon is shown on
the map, so you can create one giant dungeon with both the Crypt
and the Caverns.

Heritage manufactures an extensive line of Dungcon Dwellers
figurines, in both smaller packs and larger boxed sets, You can add
new characlers and monsters from these packs for more varicty,
Create your own new monsters! You can also create additional
spells, Some very powerful spetls might count as two, and take
two turns to casl.

You can design your own dungeons, tombs, and more for new
adventure places. Creale an entire secret world! Set better traps,
have secret doors {only detcctable by lucky characters or magic),
multiple levels with stairways and chutes, pits where you fall from
one dungcon into anoter, ctc.

You can cven create a fantasy world where these adventures
happen. Between expeditions characters can use their gold to “‘buy”
special items, such as magic scrolls or swords {available from time to
time, say), or armor. [n your world leather armor at 10 gold picces
might add one to endurance, mail armor at 40 gold would add two,
and a suit of plate armor at 150 gold would add three, but reduce
speed by onc. As a general rule, if a character can use magic speils,
he should be unable to use big metal items such as swords or armor.

Additional Players in the Sorcerer’s Crypt

You can play this game with others, cach taking a different
character. This might even result in characters fighting each other
over treasure, going off in different directions, cte. With two players
cach should have a personal character ang one friend or henchman.
If three or four play, each should be a scparate character,

Instead of all characters playing at the same time, in each turn,
during the character movement and fighting steps, figures move and
fight in order of their “quickness,” the quickest-going first. Quick-
ness is determined at the start of the game, along with other abilities
using 2 DR+0 far cach figure. A

In fact, you can apply quickness to monstcrs"afso, so that a
monster might move and strike before or after characters, depend-
ing on quickness. Monsters are generally slow and stupid, so they
use a DR-1 quickness roll. However, the sorcerer is more intelligent,
and uses the standard DR+Q roll for quickness. ’

One player can cven be the Evil Sorcerer himself, who controis
the tomb. Once monsters appear, this player can move them as if
they were his own characters, He has total freedom in where to
move them and who to strike, as if the monsters were characters,
Monsters may now pass through doors, chase characters fram room
to room, ete. The sorcerer player may keep any monster in play
as long as desired, cven if the characters have passed enward,
although a monster can always be remaved to ict it appear again
{as a mew monster) somewhere eise. The best way is to get more
figure sets, so monsters can remain once they appear, until they
are, killed, This can miake the tomb a much deadlier place, and
help balance the game against characters with considerable wealth
and magic accumulated from earlier expeditions,

Ultimate Dungeon Dweller Adventuring

You can become a “"dungeon master”, with your own gigantic
dungeons, and a complete stock of monsters, magic, and special
things in them. Then ane or more players can form “adventuring
groups” and {ry to survive adventures in your dungeon. Actually,
many “DM’s’* create secret dungeons, which characters discover as
they move through them, square by square, with the DM as game
moderator and organizer, rather than as an active player,

Credits
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Game Design & Painting Guide Arnold Hendrick
Dlorama Mike Gilbert, Max Carr, Mike Matheny, 8ret Reavis
Diorama Photography Bilf Craft
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__Avay Monsters Table

Bl vach turn to sec If monsters appéor;

“1,2,3,4,5 no monsters appear in hallway this turn
6 monster(s) appear in haliway, roit again using chart below
1 ' Troll appears
2 Skelcton and Or¢ appear
3,4 Orc only appears
5,6 Sketeton only appears

Treasure: Garbage (in Quter Room)

silver gorget warth 10 gold pieces

i just plain dirt and offai, you find nothing
2 1 gold piece
3 3 pold pieces
4 5 gold pieces
5
6

ruby worth 20 gold pieces

Outer Room Monsters Table 7

roll when Lharacter enlers to see if monster is in the room:

Treasure: Straw Bed (in Inner Room)

1,2 no monsters ‘at home’ in the room

3456 monster{s) are in room, rall again using chart below
1 TFroll in room
2 Skeleton and Q¢ in room
3,4 Orc in room
5,6 Skcleton in raom

just straw, no luck here

1 gold piece

5 goid pieces

10 gold pieces

diamond necklace worth 40 gold pieces
1 gold picces and magic sword*

L BRS Y EE N WYY LS

Treasure: each Chest square {in Crypt Room)

fool’s gotd, worth nothing

Inner Room Monsters Table

rolf when choracter enters ta see if mmnnaster is in the room:
1 no monsiers ‘at home’ in the recom

2,34,5,6 monster(s) are in room, roll again using chart beiow
1 Troll and Qrc in room
2,3 . Troll in room
4 Skeleton and Orc in room
5 ' Orc only in room
3 Skeieton only in room

5 gold picces

10 gold pieces

25 gold pieces

§ gold pieces and magic sword*

‘3 gold picces and magic spell scroll**

| s W=

Crypt Room Monsters Table

monsters are alwavs present in the Cryvpl, rolf ta see which are:

Treasure: in Casket square (in Crypt Room)

carth of undead, valuable to Sorcerer, worthless to you
thousand gems, ali flawed, worth 10 gold picces

20 gold picces and magic sword¥

15 gold picces and magic spei} scroil**

25 gold pieces and magic spell scrofl|**

| S Wi -

no gotd, but two (2) magic spetl scrolls**

F
Treasure Notes: )
¥magic sword aillows owner to add one (+1) to every strike and
parry die roll, as long as he has the sword.

**magic spetl scroll lets owner use one magic spell, it able to; roll
aggin to see which type of spell is on the scroll: 1=Fircbail, 2:=Sleep,
3=Transfer, 4=Ward, 5=Cure, 6~Raise Dcad X

1,2,3 Sorcerer only in roam, in casket
4 Sorccrer in casket, plus Troll in the recom
5 Sarcerer in casket, plus Or¢ in the room
6 Sarcerer in casket, plus Skeleton in the reom
Trap Table

1,2 trap fake, no effect
3,4,5 irap unnaticed, roll again when next figure triggers trap
6 trap sprung, roll again on Trap Results Table
Dwarves & Trap Table

1,2,3 dwarf detects fake trap
4.5 dwarl detects pothing, roll again when next figure at trap
] dwarf dc‘::q'cts irap and springs it, roll on Trap Results Table

RYPT of the SORCERER

CHARTS & TABLES

Trap Results Table

1,2 Fatling Block, entre roof collapses, giant stone now blocks
passuge so no figure can enter the square. If figure is in square

when btock falis, it is killed unless it makes special dash to empty
adjacent square, If figure makes dash, DR-2 for wounds.

Evil Sorcerer’s Spells Table

every time sorcerer casts a spefl, roll on this table to see which:

34 Botlomiess Pit, entire floor collapses, no figure can enter
the square. f figure in square when floor falls, figure is lost in
pit and kiiled unless transfer spell is used to move him

i casts Firebal} at nearest character
2 casts Sleep at nearest character
3 . casts Transfer at nearcst character, character transfered

o stairway square next to the entrance to the entire tomb!

5,6 Thousund Knives spring from concealed positions and rake
hallway. Any figure in square killed, but knives expended,
passage through square is now free and safe

4 cast Ward on self, while In effect may ignore all characters in same
or next square and can continue to stand in place casting spells

5 cast Raise Dead, raises most recentiy killed figure,
dice for which square it appeavs in Crypt room

6 must rest, Sorcerer casts no spell this turn
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PAINTING GUIDE & GAME DATA

» o

Heritage Colors are acrylic water-nase ;S;?in_ts, This means you can thin
them, clean up spills, and wash brushes with water. However, once the
painis dry, they become permanent and do noi wash off. To help
reduce chipping, a Ciean protective coating is & pood ez,

PREPARATIONS: set up you! “worksior' ata well-iighted table
or desk. Cover the area wirth old newspapers e protect the furniture
from accidents. Wear old ciothes. Have os: oid bowi or glass of water
at hand for cleaning your brush beiwzen cotors,

You may wish to trim off any metal fiash on vour figures using
2 small file or razor-edge hobby kniie isuch as an X-acto knifej.

THE PAINT BOYTLES come on strips of bottles. Press the snaps
together to open the iid, 10 cjose press the fid itself back gown. Onc
strip contains five colors anc yous white primer, the other more primer
and colors, coating, and an unmarked empty container for mixing.
Clean the empty container after each use with damp tssue. Colors
included are: A-white primer, B-clear matte coating, 1-tan or yellow,
Z-reg, 3-dark brown, 4-black, S-green, 6-flesh, 7-biue, 8-metal.

PRIMING THE FIGURES: cover every figure with the white
primer. Bt sure 10 cover all parts, even the bottom of the base. Le1 the
primer dry. preferably overnight, betore you go any further.

PAINTING: once the primer is dry, starl painting. You tan paint
one figure at a time, or sel up an “agcembly fine’' where vou paint one
color on all figures, then the next coior on all, etc. Generally, paint the
big areas of color first, ther puni in the smailer details iater.

STAIN PAINTING: anv color can be “grained’ on by adding a
little water {a brushful of water 10 a couple wrushfuis of paint} to make

The Fighter

Endurgnce: DR+1 before game

Missiles: nane

Heimet, mail coif around head, mail on arms and {egs, and axe
head are all metal. Surcoat is tan {or yellow) with red edging, shield -
tace is red with black design and edge, back of shield is brown. The
axe handle, belt, and sword scabbard are aiso brown.

Speed: DR betore game, 1,2,3=3 speed; 4,5=4 speed; 6=5 speed.

Fighting Abifity: DR+1 for each strike or parry

Maagic Spelis: none, nor can he learn or use any

it flow more. This results in more paint coliecting in the depressions of
the figure, letting lighter coler highlights stand out. The detai! of the
figure shows betier, and the result is more realistic.

DETAILS and small jitems are best done with fu]!—strength' paint.

WASMHES of 3 little paint witn 2 lot of water can be added over all.
A tan wash gives a dusty appreance green wash a slime appearance,
while a brown or black wash gives a dirty, grubby or weatherbeaten
look. Washes are excelient for monsters, giving them an evil look.

MIXING COLORS: mix new shades by taking the lighter color,
putting some in the mixing bottie, then adding just a touch of darker
coior and mixing. Add another touch of darker color if the results
aren’t perfect yei. Never add lighter colars to darker when miXing.
For example, to mix tar {rom bright vellow, start with yelow, then
add a tiny bit of dark brown and mix. Lf the tan isn’t perfect yet, add
another tiny bit of dark brown and mix, etc. '

BASES of your figures should be painted with 2 wash of biack

FINISHING ‘1« done after the paint dries overnight. Coar the

oy grey that resembies stonework and a dungeon floor, !

figure lightly with 1he clear matie twhich appears slightiv murky f
1

in the vottle:. This will dry ciear and protect vour naint job. A clear
sprav will aiso work weli, such as Krylon matte finish spray.

BRUSHES must be cleaned ’thoroughk\, afler each session, using f
soap and water {1 you lel paint dry in the bristles, they will never again  §
form a point anc will saon fah out. Get inte good habits, because vou'll ,1
soon want a high-guality brush from anp arl or hobby store. Without
Proper care ever an exoensive brush is ea{;ily ruined.
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The Wizard

Black hat, grey robe {use a thin stain of black), flesh face, and }
hands, leave beard and hair white, brown staff. :

Speed: DR before game, 172 speed; 2,3,4,5=3 speed; 6=4 speed

Endurance: DR+0 before game

Fighting Ability: DR-2 for each strike ar parry

Missiles: none, unless allowed by a magic speli

Magic Speits: DR before game, 1=know one spell; 2,3,4,5=know
two spells; 6=know three spelis.
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The Dwarf
Green shirt and kilt, jerkin red {over top_of shirt), boots brown,
hair and axe handle ziso brown, belt and pouches tan, axe head metal,,
face and hanos fiesh color. ' > ;
Speed: DR before game, 1=2 speed; 2, =3, g =4 spsed ¥
= . ¥

Endurence: DR+2 before game
Fighting Abitity. DR+0 for eac”
Missires: one jnrowing axe, 2
Mugi: ?n‘&v- none,.no4

“ke of parry _
inge, DR-3 for wounds, L&

3

use any 7




1 The Halfling
;f Clothes, bow and hair brown, cape biue, belt and quiver black
L with mezai trim, arrow feathers sticking out of quiver iar, and the face,
é‘f T hands, and feet flesh. Add a touch of brown to the tops of feet for haw.
!J' Speed: DR before game, 1,2,3,4=3 speed; 5,6=4 speed
: Endurance: DRA0 before game
Fighting Abifitv: DR-1 for each strike or parry
Missites: bow with 20 arrows,$ square range, DR~3 for wounds
5 Magic Spells: nope, but can leain them from magic spell scroils
3 ;
" The Skeleton
First apply a thin stain of black ove: ali. Brown 7ags iwith a touch
of tan or vellow), belt, shieid back, and scabbard. Mezal heimet, shield
face, shin guards, and sword. Eve sockets in skull black.
Speed: 3 sauares
Endurance: 2 wounds (dies an second wound]
Fighting Abitity: DR+0 for each strike or parry
Missiles: none
Magic Spells: none
The Orc :
Greén tace, arms and feet. Brown over-tunic and bow, 1an under-
tunic, bowstring, pouch on hip and cross-straps holding quiver and pouch.
E Grey {thin wash of black) on quiver, black arrows in quiver. Metal
LS heimet, belt-buckle and shoulder-guards. L
: Speed: 3 squares
: Endurance: 3 wounds .
i Fighting Abitity: DR+0 Tor each strike or parry .
& Missiles: bow with 20 arrows, fires 5 squares, DR-3 for wounds .

Magic Spells: none

The Troll

Green face and skin, brown pants, cloak, and hafberd handle,
metal helmet and halberd blade, red eyes and mouth,

Speed: 2 sGuares

Endurence: 5 wounds

Fianting Abitity: DR+1 Tor each strike or parry

Missites: none

Magic Speils: automaticaily knows one “cure” spell, which it
can use on itself. Trotl will attempt to avoid combat and use this
spell whenever jt has three or four wounds,

i

The Evil Sorcerer
£ Brown dress with tan bell, heard and hair. Blue cloak. Fiesh hands RS
} and face. Leave skull, but black eve-sockets, nose and mouth can be added.
; Fireball coming from hand should be left partly white, and with streaks of
yellow and some red added.

Speed: 2 squres, but stays in Casket square in Crypt room, and cannot
jeave Crypt regardiess {se¢ ruies for details).

Endurance: DR+1, rofl when first character enters Crypt room.

Fiahting Abitity: -none except for magic spells

Magic Spelis: knows all except “‘cure,” see rules for spells
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