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Wandering Monsters

Introduction

Introduction

When running a Basic Fantasy RPG game, the
Game Master must often roll up a random group
of foes, commonly called wandering monsters, to
challenge the player characters. It would be nice
to prepare all such groups in advance, but it's not
always possible.

That's where this supplement comes in. Within, you
will  find six hundred prepared dungeon
encounters, six hundred wilderness encounters,

and numerous parties of NPCs of various types.
Most of the creatures listed herein are found in the
Basic Fantasy RPG Core Rules, but a respectable
number come from the various monster
supplements. A few encounters are truly special,
with  opponents your players may not be
expecting.




Dungeon Encounters

Wandering Monsters

Dungeon Encounters

Level 1

01.

02.

03.

04.

05.

06.

07.

3 Giant Bee (AC 13, HD 1d4, #At 1 sting,
Dam 1d4 + poison, Mv 10" Fly 50, Sv F1, MI 9)
HP 3 OOO 1 O

2 00O

8 Wolves (AC 13, HD 2, #At 1 bite, Dam 1dé,
Mv 60", Sv F2, MI 8)

7 Oooog od

¢ DOOOOD O0dd

15 00000 00000 O000o0

12 O0OD0O0O0O 00000 OO

7 OOO0O0OO4d

2 00

3 Ood

16 O0O0O00 00000 O000dd d

7 Stirges (AC 13, HD 1, #At 1 bite, Dam 1d4
+ 1d4/round blood drain, Mv 10" Fly 60",

Sv F1, Ml 9)

HP ooooad

ooood oo

OoOoooo O

oOooood

Ooood oo

ooooad

oOoooo d

2 Spitting Cobras (AC 13, HD 1, #At 1 bite or
1 spit, Dam 1d4 + poison or blindness,
Mv 30', Sv F1, M1 7)
HP 6 OOOOOO
2 OO

3 Goblins (AC 14, HD 1-1, #At 1 weapon,
Dam 1dé or by weapon, Mv 20', Sv F1, Ml 7)
HP 3 OO0 3 Odod

3 Odod

3 Goblins (AC 14, HD 1-1, #At 1 weapon,
Dam 1dé or by weapon, Mv 20', Sv F1, Ml 7)
HP 5 OOOOO 3 OOd

7 OOoooood

3 Goblins (AC 14, HD 1-1, #At 1 weapon,
Dam 1dé or by weapon, Mv 20', Sv F1, Ml 7)
HP 3 OOO

6 OOoood

7 OOOooOoooad

N T NONON N O

08. 50rcs (AC 14, HD 1, #At 1 weapon, Dam

09.

10.

11.

12.

13.

1d8 or by weapon, Mv 40, Sv F1, Ml 8)

HP 4 OOOO 6 ooono O
5 OOOo0O 6 OOOoooao
4 0O0O0O0

9 Skeletons (AC 13, HD 1, #At 1, Dam 1dé or
by weapon, Mv 40', Sv F1, Ml 12)
HP Ooooo O

Ooooo ood
aooo

OOooo ood
aooo

aooo

oooo

aooo

OoOood dd

11 Wolves (AC 13, HD 2, #At 1 bite,
Dam 1dé, Mv 60, Sv F2, Ml 8)
HP 9 O0O0O0O0OOdd
13 OO0O0Od0 ooddo odd
11 00000 00doo d
10 OOOO00 Oo0ogdd
9 OOOoOodoodo
8 OOOdo odd
15 OO0O0O0 oOoOodo oodan
5 OOOooO
9 OOooOod oodd
S OOoodd
7 OOOoog oo

3 Goblins (AC 14, HD 1-1, #At 1 weapon,
Dam 1dé or by weapon, Mv 20', Sv F1, Ml 7)
HP 1 4 6 OdOooo o

2 00O

3 Orcs (AC 14, HD 1, #At 1 weapon,
Dam 1d8 or by weapon, Mv 40', Sv F1, MI 8)
HP 5 O0O0O0OO

8 OOOOoodno

3 OoOoO

3 Giant Crab Spiders (AC 13, HD 2,
#At 1 bite, Dam 1d8 + poison, Mv 40", Sv F2,
M1 7)
HP 7 O0O0OOOO0O
5 OOoood
11 00000 0o0dd d
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Dungeon Encounters

14.

15.

16.

17.

18.

19.

20.

21.

10 Stirges (AC 13, HD 1, #At 1 bite, Dam 1d4
+ 1d4/round blood drain, Mv 10' Fly 60/,
Sv F1, MI 9)

HP Ood

ood

OoOodd oo

o o o o o

OO000d oo

O

| o [ o

ood

ad

Ooodd ™

2 Goblins (AC 14, HD 1-1, #At 1 weapon,
Dam 1dé or by weapon, Mv 20', Sv F1, Ml 7)
HP 2 OO

4 [OJOO0

3 Goblins (AC 14, HD 1-1, #At 1 weapon,
Dam 1dé or by weapon, Mv 20', Sv F1, Ml 7)
HP 3 OOO 6 OoooO O

1 O

8 Kobolds (AC 13, HD 1d4, #At 1 weapon,
Dam 1d4 or by weapon, Mv 20', Sv NM,
MI 6)

OONWN—="NNNWN

HP 1 O 1 O
4 0O0O0O0O 3 Ood
1 O 1 O
1 O 2 00O

1 Stirge (AC 13, HD 1, #At 1 bite, Dam 1d4 +
1d4/round blood drain, Mv 10' Fly 60", Sv F1,
Ml 9)

HP ¢ OOOOO O

1 Green Slime* (AC can always be hit, HD 2,
#At 1, Dam special, Mv 1', Sv F2, Ml 12)
HP 12 OOOOO OOOO0ddd

1 Green Slime* (AC can always be hit, HD 2,
#At 1, Dam special, Mv 1', Sv F2, Ml 12)
HP 9 O0O0O0O0O OOOO

11 Kobolds (AC 13, HD 1d4, #At 1 weapon,
Dam 1d4 or by weapon, Mv 20", Sv NM,
Ml 6)

HP 3 OO0 1 O
2 00 1 O
4  0O0O0Od 1 O
3 Ood 2 00
3 Ood 2 00
2 0O

22.

23.

24.

25.

26.

27.

7 Wolves (AC 13, HD 2, #At 1 bite, Dam 1dé,
Mv 60', Sv F2, MI 8)
HP 8 O0O0O0O0O OO0

10 O00O0O0O0O000Ood

8 OOOOodoonO

12 00000 00O0o0ood

10 00000 00Oooo

7 OOooogoo

12 0000000000 40d

2 Stirges (AC 13, HD 1, #At 1 bite, Dam 1d4
+ 1d4/round blood drain, Mv 10' Fly 60',

Sv F1, M1 9)

HP 2 00 A |

5 Orcs (AC 14, HD 1, #At 1 weapon, Dam
1d8 or by weapon, Mv 40', Sv F1, MI 8)

HP Ooood O

O

ooodd

O

adad

7 Skeletons (AC 13, HD 1, #At 1, Dam 1dé or
by weapon, Mv 40', Sv F1, Ml 12)

HP 00000 OO

00000 ooo

OO00d ooo

00000 OO

00000 oo

ad

Oooodd

7 Skeletons (AC 13, HD 1, #At 1, Dam 1dé or
by weapon, Mv 40', Sv F1, Ml 12)
HP 2 OO
8 [OOOoOodoono
3 OO0
5 OOOonO
6
8
1

wW —= 01— O

N NN 00N

ooooo O
I
a

6 Wolves (AC 13, HD 2, #At 1 bite, Dam 1d6,
Mv 60', Sv F2, MI 8)
HP 7 O00O0O0 OO0

4 0OoOoO

10 OO0O00 000oo.

13 OOO00 0oodd ooad

6 OOOoooao

11 00000 ooodd O
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28.

29.

30.

31.

32.

33.

9 Kobolds (AC 13, HD 1d4, #At 1 weapon,
Dam 1d4 or by weapon, Mv 20", Sv NM, M
6)

HP 3 0O0OO 4 0O0O0O0O
3 Odd 1 O
4 0O0O0O0O 2 00
1 O 1 O
2 00O

7 Skeletons (AC 13, HD 1, #At 1, Dam 1dé or
by weapon, Mv 40', Sv F1, Ml 12)

HP Ooood

Oo0ooO O0od

Ooooo O

ooo

OoooOo od

oo

Oono

3 Giant Bees (AC 13, HD 1d4, #At 1 sting,
Dam 1d4 + poison, Mv 10" Fly 50', Sv F1, Ml 9)
HP 1 O 2 OO

4 O0O0O0O

5 Wolves (AC 13, HD 2, #At 1 bite, Dam 1dé,
Mv 60", Sv F2, MI 8)

HP ooodd Oo.

oonooo 0o

ooood

15 OOO00 0oodod oooono

11 00000 00000 O

6 Wolves (AC 13, HD 2, #At 1 bite, Dam 1dé,
Mv 60', Sv F2, MI 8)

HP oood

oonood Oood

Ooodd Oo.

ooood OOooono 0O

0o0o0d Ooo

12 OOO00 O00oood od

14 Kobolds (AC 13, HD 1d4, #At 1 weapon,
Dam 1d4 or by weapon, Mv 20', Sv NM,
Ml 6)

WNNWO 00U,

— 101 N o

1

0 — 00 00 N

HP 4 [OOOO 4 0O0O0O0O
4 0O0O0O0O 3 Ood
1 O 1 O
1 O 3 Ood
1 O 4 OO0O0O
1 O 1 O
3 Ood 2 00

34.

35.

36.

37.

38.

39.

40.

41.

42,

7 Kobolds (AC 13, HD 1d4, #At 1 weapon,
Dam 1d4 or by weapon, Mv 20, Sv NM,
Ml 6)

HP 1 O 2 00O
3 OO 2 00O
3 OO0 1 O
N

1 Green Slime* (AC can always be hit, HD 2,
#At 1, Dam special, Mv 1', Sv F2, MI 12)
HP 6 O0OOOOO

6 Goblins (AC 14, HD 1-1, #At 1 weapon,
Dam 1dé or by weapon, Mv 20', Sv F1, Ml 7)

HP 6 OOOOOO 5 OOOonO
4 0O0O0O0 3 OOO
7 Ooooooog 1od

3 Goblins (AC 14, HD 1-1, #At 1 weapon,
Dam 1dé or by weapon, Mv 20', Sv F1, Ml 7)
HP 4 O0OOO 1 O

5 OOoOod

6 Giant Bees (AC 13, HD 1d4, #At 1 sting,
Dam 1d4 + poison, Mv 10' Fly 50', Sv F1, MI 9)

HP 4 0O0O0O0O 4 0OOoO
2 00O 4 0O0O0O0
2 00O 1 4

8 Kobolds (AC 13, HD 1d4, #At 1 weapon,
Dam 1d4 or by weapon, Mv 20', Sv NM,
Ml 6)

HP 2 00O 2 00O
4 0O0O0O0 3 OOO
3 OOO 4 OO0O0
2 00O 4 0O0O0O0

4 Giant Crab Spiders (AC 13, HD 2, #Af 1
bite, Dam 1d8 + poison, Mv 40', Sv F2, Ml 7)
HP 13 OO0O0O0O 00000 ood

12 00000 000oo oo

11 00000 000odd o

8 OOddooono

6 Giant Bees (AC 13, HD 1d4, #At 1 sting,
Dam 1d4 + poison, Mv 10' Fly 50', Sv F1, Ml 9)

HP 2 OO 1 d
4 0O0O0O0 3 OOnO
2 00O 2 00O

6 Giant Bees (AC 13, HD 1d4, #At 1 sting,
Dam 1d4 + poison, Mv 10" Fly 50, Sv F1, Ml 9)
HP 4 O0O0OO 1 0O

4 O0O0OO 3 Ooo

3 OoOooO 1 04
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43.

44,

45,

46.

47.

48.

49.

3 Giant Crab Spiders (AC 13, HD 2, #At
1 bite, Dam 1d8 + poison, Mv 40', Sv F2,
MI'7)
HP 11 O0O0O0O0O0OO0O0Od
13 O0OO000 OOdoO Ood
? OOooo oOodd

1 Green Slime* (AC can always be hit, HD 2,
#At 1, Dam special, Mv 1', Sv F2, Ml 12)
HP 12 O0O0O0O0O OOOO0Odd

8 Orcs (AC 14, HD 1, #At 1 weapon, Dam
1d8 or by weapon, Mv 40', Sv F1, MI 8)
HP 7 OOOOO OO ¢ OOO4Odd

4 0O0O0O0O 5 OOOO0
2 00 4 0O0O0O0O
5 OOOno 3 Odd

4 Giant Crab Spiders (AC 13, HD 2, #At
1 bite, Dam 1d8 + poison, Mv 40', Sv F2,
MI'7)
HP 14 O0O0O0O0O OOOOOOddd

5 OOOodod

13 OO0O000 OoOodda oao

11 00000 0000d O

6 Wolves (AC 13, HD 2, #At 1 bite, Dam 1dé,
Mv 60", Sv F2, MI 8)
HP 4 OOOO

14 O0O0O00 00000 oooo

7 OOoooood

12 O0O0O00 000dd oo

16 OOOOOOOO0O00O00ooo o

8 OoOOoOoOooaod

1 Green Slime* (AC can always be hit, HD 2,
#At 1, Dam special, Mv 1', Sv F2, Ml 12)
HP 13 OO0O0O0O OOOOdodo

6 Skeletons (AC 13, HD 1, #At 1, Dam 1dé or
by weapon, Mv 40', Sv F1, Ml 12)

HP 1 O 7 OOOo0oood
2 00 7 OOOoooog
5 OOOOn 4 0O0O0O0O

50.
51.
52.
53.
54,
55.
56.
57.
58.
59.
60.
61.
62.
63.
64.
65.
66.
67.
68.
69.
70.
71.
72.
73.
74.
75.
76.
77.
78.
79.
80.
81.
82.
83.
84.
85.
86.
87.
88.
. Supplement
90.
21.
92.
93.
94.
95.
96.
97.
98.
99.
00.

Bandit Party
Bandit Party
Bandit Party
Bandit Party
Bandit Party
Bandit Party
Adventurer Party
Adventurer Party
Adventurer Party
Adventurer Party
Adventurer Party
Up Level

Up Level

Up Level

Up Level

Up Level

Up Level

Up Level

Up Level

Up Level

Up Level
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement

Supplement
Special
Special
Special
Special
Special
Special
Special
Special
Special
Special
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Level 2

01.
02.
03.
04.
05.
06.
07.
08.
09.
10.
11.
12.
13.
14.
15.
16.
17.
18.
19.
20.
21.
22.
23.
24,
25.
26.
27.
28.
29.
30.
31.
32.
33.
34.
35.
36.
37.
38.
39.
40.
41.
42.
43.
44,
45.
46.
47.
48.
49.
50.

Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Adventurer Party
Adventurer Party
Adventurer Party
Adventurer Party
Adventurer Party
Adventurer Party

51.

52.

53.

54,

6 Giant Crab Spiders (AC 13, HD 2,
#At 1 bite, Dam 1d8 + poison, Mv 40', Sv F2,
M1 7)
HP 11 O0O00O0O0O0O00000O
10 O0OO0O0 O0oOdad
14 O0O00O0O 00000 0ooo
10 O0O0O0O00 O0OoO0ad
14 OO00O0O 00000 gooo
15 OO00O0O 00000 ooood

16 Goblins (AC 14, HD 1-1, #At 1 weapon,
Dam 1dé or by weapon, Mv 20', Sv F1, Ml 7)

HP 1 O 7 O0O0O0O0ad
7 OOooboood 3 odd
4 0O0O0O0 5 OOOonO
4 OO0O0 1 O
5 OOOo0O 6 OOOoooao
4 0OoOoO 3 0o
1 d 3 OOO
7 O0OO0OOoOodg 5 ooodd

13 Kobolds (AC 13, HD 1d4, #At 1 weapon,
Dam 1d4 or by weapon, Mv 20", Sv NM,
Ml 6)

HP 1 O 3 OO0
N 2 00O
4 0O0O0O0 2 00O
3 OOO 2 00O
3 OO 2 00O
4 0O0O0O0 2 00O
3 0o

12 Wolves (AC 13, HD 2, #At 1 bite,
Dam 1dé, Mv 60", Sv F2, MI 8)
HP 8 O0OO0O0O oo™

7 OOOooad

11 00000 000dd O

7 OOooo oo

11 OO00000ooodd o
OO0Od0d ooo
Ooood O
00000 ooo
Ooood O
ooodd
ooodd
Oood

A OHOTON00 O~
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55. Down Level Level 3
56. Down Level
57. Down Level 01. Normal
58. Down Level 02. Normal
59. Down Level 03. Normal
60. Down Level 04. Normal
61. Up Level 05. Normal
62. Up Level 06. Normal
63. Up Level 07. Normal
64. Up Level 08. Normal
65. Up Level 09. Normal
66. Up Level 10. Normal
67. Up Level 11. Normal
68. Up Level 12. Normal
69. Up Level 13. Normal
70. Up Level 14. Normal
71. Supplement 15. Normal
72. Supplement 16. Normall
73. Supplement 17. Normal
74. Supplement 18. Normal
75. Supplement 19. Normall
76. Supplement 20. Normal
77. Supplement 21. Normal
78. Supplement 22. Normal
79. Supplement 23. Normall
80. Supplement 24. Normal
25. Normal

81. Supplement
82. Supplement
83. Supplement
84. Supplement
85. Supplement
86. Supplement
87. Supplement
88. Supplement
89. Supplement
90. Supplement
91. Special
92. Special
93. Special
94. Special
95. Special
96. Special
97. Special
98. Special
99. Special
00. Special
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26. Normal 53. Down Level
27. Normal 54. Down Level
28. Normal 55. Down Level
29. Normal 56. Down Level
30. Normal 57. Down Level
31. Normal 58. Down Level
32. Normal 59. Down Level
33. Normal 60. Down Level
34. Normal 61. Up Level
35. Normal 62. Up Level
36. Normal 63. Up Level
37. Normal 64. Up Level
38. Normal 65. Up Level
39. Normal 66. Up Level
40. Normal 67. Up Level
41. Normal 68. Up Level
42. Normal 69. Up Level
43. Normal 70. Up Level
44, Normal 71. Supplement
45. Adventurer Party 72. Supplement
46. Adventurer Party 73. Supplement
47. Adventurer Party 74. Supplement
48. Adventurer Party 75. Supplement
49. Adventurer Party 76. Supplement
50. Adventurer Party 77. Supplement
51. Down Level 78. Supplement
52. Down Level 79. Supplement

80. Supplement
81. Supplement
82. Supplement
83. Supplement
84. Supplement
85. Supplement
86. Supplement
87. Supplement
88. Supplement
89. Supplement
90. Supplement
91. Special
92. Special
93. Special
94. Special
95. Special
96. Special
97. Special
98. Special
99. Special
00. Special
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Dungeon Encounters

Level 4-5

01.
02.
03.
04.
05.
06.
07.
08.
09.
10.
11.
12.
13.
14.
15.
16.
17.
18.
19.
20.
21.
22.
23.
24,
25.
26.
27.
28.
29.
30.
31.
32.
33.
34.
35.
36.
37.
38.
39.
40.
41.
42.
43.
44,
45.
46.
47.
48.
49.
50.

Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Adventurer Party
Adventurer Party
Adventurer Party
Adventurer Party
Adventurer Party
Adventurer Party

51.
52.
53.
54.
55.
56.
57.
58.
59.
60.
61.
62.
63.
64.
65.
66.
67.
68.
69.
70.
71.
72.
73.
74.
75.
76.
77.
78.
79.
80.
81.
82.
83.
84.
85.
86.
87.
88.
89.
90.
21.
92.
93.
94.
95.
96.
97.
98.
99.
00.

Down Level
Down Level
Down Level
Down Level
Down Level
Down Level
Down Level
Down Level
Down Level
Down Level
Up Level

Up Level

Up Level

Up Level

Up Level

Up Level

Up Level

Up Level

Up Level

Up Level
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Special
Special
Special
Special
Special
Special
Special
Special
Special
Special
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Level 6-7

01.
02.
03.
04.
05.
06.
07.
08.
09.
10.
11.
12.
13.
14.
15.
16.
17.
18.
19.
20.
21.
22.
23.
24,
25.
26.
27.
28.
29.
30.
31.
32.
33.
34.
35.
36.
37.
38.
39.
40.
41.
42.
43.
44,
45.
46.
47.
48.
49.
50.

Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Normal
Adventurer Party
Adventurer Party
Adventurer Party
Adventurer Party
Adventurer Party
Adventurer Party

51.
52.
53.
54.
55.
56.
57.
58.
59.
60.
61.
62.
63.
64.
65.
66.
67.
68.
69.
70.
71.
72.
73.
74.
75.
76.
77.
78.
79.
80.
81.
82.
83.
84.
85.
86.
87.
88.
89.
90.
21.
92.
93.
94.
95.
96.
97.
98.
99.
00.

Down Level
Down Level
Down Level
Down Level
Down Level
Down Level
Down Level
Down Level
Down Level
Down Level
Up Level

Up Level

Up Level

Up Level

Up Level

Up Level

Up Level

Up Level

Up Level

Up Level
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Supplement
Special
Special
Special
Special
Special
Special
Special
Special
Special
Special

10
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Level 8+ 49. Adventurer Party
50. Adventurer Party

01. Normal 51. Down Level
02. Normal 52. Down Level
03. Normal 53. Down Level
04. Normal 54. Down Level
05. Normal 55. Down Level
06. Normal 56. Down Level
07. Normal 57. Down Level
08. Normal 58. Down Level
09. Normal 59. Down Level
10. Normal 60. Down Level
11. Normal 61. Normal

12. Normal 62. Normal

13. Normal 63. Normal

14. Normal 64. Normal

15. Normal 65. Normal

16. Normal 66. Normal

17. Normal 67. Normal

18. Normal 68. Normal

19. Normal 69. Normal

20. Normal 70. Normal

21. Normal 71. Supplement
22. Normal 72. Supplement
23. Normal 73. Supplement
24, Normal 74. Supplement
25. Normal 75. Supplement
26. Normal 76. Supplement
27. Normal 77. Supplement
28. Normal 78. Supplement
29. Normal 79. Supplement
30. Normal 80. Supplement
31. Normal 81. Supplement
32. Normal 82. Supplement
33. Normal 83. Supplement
34. Normal 84. Supplement
35. Normal 85. Supplement
36. Normal 86. Supplement
37. Normal 87. Supplement
38. Normal 88. Supplement
39. Normal 89. Supplement
40. Normal 90. Supplement
41. Normal ?1. Special

42. Normal 92. Special

43. Normal 93. Special

44. Normal 94. Special

45. Adventurer Party 95. Special

46. Adventurer Party 96. Special

47. Adventurer Party 97. Special

48. Adventurer Party 98. Special

11
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99. Special 00. Special

12
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NPC Parties Wandering Monsters

Adventurer Party
Level 6-7

Bentley

Human Male Fighter 7

Tall, dark, and heavyset; patient and loyal.

AC 19, #At 1, Dam 1d8, Mv 20, MI 9

(STR15 (+1) DEX 15 (+1) CON 14 (+1) CHR 13 (+1))

Equipment: Plate Mail, Shield, Battle Axe

HP 44 UOoodo dodoo 0oOod 00040 ooooo 0odod 0oood ooodo gooad

April

Human Female Fighter 7

Lithe and trim; valiant but touchy.

AC 20, #At 1, Dam 1d8, Mv 30, MI 9

(STR 13 (+1) INT 14 (+1) DEX 15 (+1) CON 13 (+1))

Equipment: Plate Mail +1, Shield, Longsword, Potion of Conftrol Plant
HP 29 00000 0odoo OoOod oOoodo oooda oodao

Rusty

Human Male Magic-User 6

Small and studious-looking; cautious.

AC 11, #At 1, Dam 1d4, Mv 40', MI 9

(INT 16 (+2) WIS 13 (+1))

Spells: Charm Person, Floating Disc, Magic Mouth, Knock, Phantasmal Force, Haste, Hold Person,
Polymorph Other

Equipment: Walking Staff

HP 17 00000 doooo oogod oo

Dexter

Human Male Thief 7

Tall and slender, with wild wavy blonde hair; fiendly and outgoing.
AC 14, #At 1, Dam 1d8, Mv 30', MI 9

(INT 14 (+1) WIS 8 (-1) DEX 14 (+1) CHR 18 (+3))

Equipment: Leather Armor, Battle Axe

HP 17 OoO0O00 00Oo0od Doooo og

14
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Open Game License

Open Game License

Designation of Open Game Content: The entire text of Wandering Monsters (except the
Open Game License, as explained below) is Open Game Content, released under the
Open Game License, Version 1.0a (reproduced below) as described in Section 1(d) of
the License. Artwork incorporated in this document is not Open Game Content, and
remains the property of the copyright holder.

Designation of Product Identity: Product identity is not Open Game Content. The
following is designated as product identity pursuant to OGL v1.0a(1)(e) and (7): (A)
product and product line names, including Basic Fantasy Role-Playing Game; (B) all
artwork, logos, symbols, graphic designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual representations, including
the “eye” logo, which is the personal trademark of Chris Gonnerman for his various
products; (C) logos and trademarks, including any trademark or registered trademark
clearly identified as product identity by the owner of the product identity, and which
specifically excludes the open game content.

More information on the Open Game License can be found at:
http://www.wizards.com/d20
The terms of the Open Game License Version 1.0a are as follows:

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have
contributed Open Game Content; (b)"Derivative Material" means copyrighted material
including derivative works and translations (including into other computer languages),
potation, maodification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be recast,
transformed or adapted; (c) "Distribute” means to reproduce, license, rent, lease, sell,
broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content"
means the game mechanic and includes the methods, procedures, processes and
routines to the extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly identified as Open
Game Content by the Contributor, and means any work covered by this License,
including translations and derivative works under copyright law, but specifically excludes
Product Identity. (e) "Product Identity" means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures characters; stories, storylines,
plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs,
depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or supernatural abilities or
effects, logos, symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the Product Identity, and
which specifically excludes the Open Game Content; (f) "Trademark" means the logos,
names, mark, sign, motto, designs that are used by a Contributor to identify itself or its
products or the associated products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open Game Content. (h)
"You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this
License. You must affix such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as
Open Game Content, You represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of
this License to include the exact text of the COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as expressly licensed in
another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title and interest in and to that Product
Identity.

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

9. Updating the License: Wizards or its designated Agents may publish updated versions
of this License. You may use any authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed under any version of this
License.

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

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission from the
Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this
License with respect to some or all of the Open Game Content due to statute, judicial

order, or governmental regulation then You may not Use any Open Game Material so
affected.

13 Termination: This License will terminate automatically if You fail to comply with all
terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

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

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors
Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan,
Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on
original material by E. Gary Gygax and Dave Arneson.

Castles & Crusades: Players Handbook, Copyright 2004, Troll Lord Games; Authors
Davis Chenault and Mac Golden.

Castles & Crusades: Monsters Product Support, Copyright 2005, Troll Lord Games.
Basic Fantasy Role-Playing Game Copyright © 2006 Chris Gonnerman.

Wandering Monsters Copyright © 2010 Chris Gonnerman.

END OF LICENSE
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