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TABLE 1:

MONSTER DIE ROLLS AND MODIFIERS

Monster Location Die Roll Modifier Monster Location Die Roll Modifier

Rooftop Level 1d12 — Dwelling Interior 1d6 +6
Upper Level 1d10 +1 Trap 1d6 +16
Street Level 1d20 +1 Companion 1d6 +10
Dungeon Level 1d12 +17 Public Place 1d4 +29
Stable 1d12 +4 Aerial 1d4 +1

TABLE 2:

WANDERING MONSTERS

No. from No. from
Table 1 Monster Table 1 Monster
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How To PLAY
THIS ADVENTURE

START HERE.

You will need the AD&D® rules, a set of poly-
hedral dice, paper, a pencil, and an eraser.

H1. Welcome to the dark alleys of the City
of Goldstar. You’re about to set out on a
thrilling adventure in a dangerous section of
the city. Only your wits and your weapons
can help you.

Choose one of the prerolled characters pro-
vided with the adventure.

This is a solo adventure. You read entries
that ask you to make a decision. Some
entries, like this one, simply direct you to the
next entry. Read entry H2.

H2. Choosing an entry: Allofthe
adventure encounter entries are lettered and
numbered. The Dungeon Level entries begin
with the letter “D.” The Street Level entries
begin with the letter “S.” The Upper Level
all entries begin with “U." The Rooftop
Level entries begin with the letter “R."”

When you encounter an entry number on a
map, turn to the entry in the adventure book-
let. This will describe what your character
has encountered. Sometimes you will be
referred to other entries. You must decide
which direction to move next on the map.

For details on keeping records during your
adventure, read entry H3.

H3. Keeping records: Keep a
record of your adventure as you explore the
city. Each time you find an item, add it to
your character sheet. If you lose an item,
cross it off.

When you take an item from an area or
defeat a monster, cross out the sentences that
describe the item or monster. If you mark
something or leave something behind, write
it in the corresponding place in the text. This
allows you to change the adventure the next
time you or someone else play it.

For details on the Magic Viewer, read
entry H4.

H4. The magic viewer: This
adventure includes a transparent red Magic
Viewer. When the Magic Viewer is placed
over red, the red ink “disappears’ and allows
you to see what is underneath. The maps and
some of the tables for this adventure are hid-
den by red ink.

On the maps, the red represents the moon-
less, smoky, and foggy conditions prevailing
over this section of Goldstar. You will be told
at the start of a task where to place the Magic
Viewer. Slowly move the Magic Viewer over

the map horizontally or vertically, never diag-
onally. If you can see a wall line you may not
pass through it unless there is a door. Doors to
unlighted buildings are always locked unless
noted otherwise in the text. Locked doors
must either be unlocked with a successful
open locks attempt or forced open with a suc-
cessful open doors attempt.

Only unbarred, glass windows which can
be passed through are indicated. You can pass
through barred passageways on the sewer
level only if a bend bars/lift gates attempt is
successful.

The instant you reveal an entry number,
stop moving the Magic Viewer, write down
your location, and turn to the corresponding
entry in the text. The instant you reveal a
wandering monster symbol stop moving the
Magic Viewer, write down your location, and
roll 1d6. On aroll of 1 refer to Table 1: Mon-
ster Die Rolls and Modifiers (read entry H14
for details). On a roll of 2-6 you do not
encounter a wandering monster but see signs
that one has passed by recently. The instant
you reveal a random trap or treasure symbol
stop moving the Magic Viewer, and write
down your location. Roll 1d6 and refer to
Table 3: Traps and Treasures.

For details on maps, read entry H5.

H5. Maps: There are four maps of the
city of Goldstar; Dungeon Level, Street
Level, Upper Level, and Rooftop Level.
Each level is ten feet above or below another
level. A square grid is printed over all four
maps. This grid is used to regulate movement
and to coordinate the maps with each other.

On the left side of each map are the letters
A-V, excluding I and O. Along the top of the
map are the numbers 1-28. You may travel
through a map space in one segment (6 sec-
onds).

Possible secret doors are indicated on the
maps by an “S.” Roll 1d6, on a | a door is
found (1 or 2 for elves). When your character
has found a secret door on the map, you may
circle it. You will not have to search again.

For details on fighting monsters, read
entry H6.

H6. Fighting monsters: Whenan
entry states that you encounter a monster,
refer to the Combat Checklist on the booklet
cover and follow the steps. You never encoun-
ter more than one monster at a time during
this adventure. The following entries explain
the steps of the Combat Checklist.
For details on initiative, read entry H7.

H7. Initiative: Roll 1d6 for yourself
first and then for the monster you have
encountered. If your die roll is higher, you
may act first. (If the die rolls are the same,
roll both again.)

You may try to avoid engagement (read

entry H8). You may try to parley (read entry
H9). You may attack with magical items
(read entry H10), or strike blows with weap-
ons (read entry H11).

For details on movement, read entry H8.

H8. Movement: Movement in this
adventure is never diagonal. Do not skip
spaces or squares. Movement is used to avoid
engagement, climb, and leap.

Avoiding engagement: If you surprise a
monster, gain the first initiative, and choose
to retreat, compare your movement with the
monster’s movement. If your movement is
greater, you escape the monster, and you may
go on. Before you leave, however, the attack-
ing monster gets one chance to hit you, gain-
ing a *2 bonus to its hit roll. For this artack,
you must calculate your Armor Class as if
you had no shield. Also, you cannot defend
yourself. If your movement is less than or
equal to the monster’s movement, you may
not avoid engagement.

You may decide to throw food or treasure
to the monster in an attempt to distract him.
If you choose to throw food or treasure to a
monster, subtract the item you throw from
your character sheet. You stop intelligent
monsters only if you throw treasure (a coin, a
gem, or magical item). You may encounter
the following average and higher intelligence
monsters in this adventure: mongrelman,
elf, halfling, human, and kenku. All other
monsters in this adventure stop only if you
throw food (one ration).

After you have thrown food or treasure,
roll percentile dice. If the dice roll is less than
or equal to the monster’s distraction value,
the monster stops. If the dice roll is greater
than the monster’s distraction value, the
monster ignores your gift and attacks.

Climbing: Characters may try to climb
walls, chimneys, tree trunks, fences, beams,
tents and roofs in this adventure. (Overhangs
are impossible to climb.) If a character is
beside any of these objects he or she may
climb up, down, or along the object’s surface.
When a character climbs up or down, he
stays in the same square but changes to a dif-
ferent level (and map). Characters climb
along surfaces by moving to new squares on
the same level.

Roll percentile dice each time you try to
move by climbing. If the dice roll is less than
or equal to your character’s base chance to
climb walls, the move is successful. If the dice
roll is greater than your character’s chance,
your character falls. Damage from falling is
1d6 per 10 feet. Characters weighing 100
pounds or less may climb inside chimneys.
Weak surfaces have a set percentage chance
(on the map) of collapsing for each 50
pounds. For example, if the map says 25%, a
100 pound person has a 50% chance of fall-

ing.



Leaping: Characters may leap in a
straight line the number of squares equal to
their movement divided by Y. For example,
a movement of 12" allows the character to
leap 3 squares. If the character attempts to
leap one square further than allowed, roll
1d20. If the die roll is less than or equal to the
character’s Dexterity, the leap is successful. If
the die roll is greater than the character’s
Dexterity, the leap is unsuccessful and the
character falls.

For details on parleying, read entry H9.

H9. 1f you speak the same language as the
monster, roll 1d6, On a roll of 1-3, the mon-
ster will attack. On a roll of 4-6, the monster
is friendly, and will not attack. It will let you
pass unless you attack it.

For details on attacking with magical
items, read entry H10.

H10. Using magic in combat:
If you decide to use a magical item to attack a
monster, you cannot strike blows with weap-
ons in the same round. You may use one mag-
ical item per combat round.

When you use a magical item on a mon-
ster, consider the monster to be in a 25-foot-
square area and within 10 feet of you.

Some magical items allow the monster to
make a saving throw to avoid the magical
item’s full effect. Consult the monster’s
“Experience Level” rating and then check
Table 4: Saving Throws on the booklet
cover. Monster saving throws are explained
further on page 79 of the AD&D® Dungeon
Masters Guide.

For details on striking with weapons, read
entry H11.

H11. Striking with weapons:

When it is your turn on the Combat
Checklist to attack, consult Table 5: Charac-
ter Hit Rolls on the booklet cover and make a
hit roll. If you hit, check Table 6: Variable
Weapon Damage to see how much damage
you cause the monster. If you have no
weapon, your bare fist does one point of dam-
age. If you have Strength bonus modifiers,
add these to the damage. Subtract the total
damage from the monster’s hit points. When
the monster’s hit points reach 0, the monster
is defeated. If a defeated monster had trea-
sure, you may add that treasure to your char-
acter sheet.

When a monster attacks you, consult Table
7: Monster Hit Rolls on the booklet cover
and make a hit roll for the monster. Some
monsters may have more than one attack.
For each of the monster’s attacks that hits
you, roll to find the damage the attack does to
you, using the dice indicated in the monster’s
statistics. Subtract the damage from your hit
points. If your hit points reach 0, you are
eliminated. Entry H18 (Defeated characters)

explains what to do when this happens.

If a monster hits you with a poisonous
attack you must make a saving throw vs. poi-
son. If you fail the saving throw, you take one
point of damage per Hit Die of the monster.

Special rules apply to some of the monsters
read entry H12,

H12. Combat with special
monsters: The following monsters in
this adventure have special attacks or
defenses.

Wererat: When a wererat is in animal
form, only magical weapons, silvered weap-
ons, or magical items can harm it. If you
defeat a wererat, it returns to human form. A
wererat can speak common in any form.

If you lose more than half your hit points in
combat with a wererat, you contract the dis-
ease lycanthropy. There is a 25% chance that
the disease will be cured if you eat bella-
donna. There is a 1% chance that you will
die. If a cure is not found within three days
then you will become a wererat in 7-14 days.

Rats, Giant and Ordinary: If a rat bites
you, you have a 5% chance of contracting a
serious disease unless a saving throw vs. poi-
son is successful. If unsuccessful, you lose
half your hit points. The penalty lasts until
you find a cure.

Booka: Booka are 10% resistant to
attacks by magical items. If a booka gains the
initiative before being defeated, it will take
one item from you and disappear. Subtract
one item of your choice.

Snyad: If a snyad gains the initiative
before being defeated, it will take one small
item of treasure from you and disappear.

Kenku: Kenku are 30% resistant to
attacks by magical items. If a kenku gains the
initiative, it will take one magical item, one
weapon, or all of your treasure and disap-
pear.

For details on fighting monsters in the
dark, read entry H13.

H13. Fighting monsters in the
dark: Demi-humans have infravision and
can fight monsters in the dark. If a human
has no light source and is fighting a monster
in the dark, he or she suffers a -4 penalty on
all hit rolls. The monster gains a +4 bonus to
all hit rolls. These hit roll modifiers apply
until the area is lighted or combat has ended.

For details on wandering monster encoun-
ters, read entry H14.

H14. Wandering monsters: En-
tries occasionally ask you to “check for a
wandering monster.” To check for such an
encounter, roll 1d6. If you roll a 1, you
encounter a wandering monster. Follow these
steps when you have such an encounter.

1. Your location in the city affects what

type of monster you encounter. Refer to
Table 1: Monster Die Rolls and Modifiers to
determine what die roll and modifier should
be used on Table 2: Wandering Monsters.
For example, if you are exploring the Street
Level, you roll 1d20 and add 1 to your die.

2. Refer to Table 2 to determine which
monster you encounter, using the modified
die roll from step 1.

3. After you have resolved your wander-
ing monster encounter, record any treasure
additions or hit point losses on your character
sheet. Then return to your current entry.

For details on healing and resting, read
entry H15.

H15. Healing and resting: If
you want to regain hit points and do not have
any magical means to do so, you may stop at
an entry on dry land out-of-doors and rest.
When you decide to rest, follow these steps:

1. Subtract one day’s rations from your
character sheet. If you have no rations, sub-
tract two hit points because of hunger.

2. Roll 1d6. If you roll a 1, a wandering
monster surprises you as you sleep. Refer to
entry H14 (Wandering monster encounters).

3. If you do not encounter a wandering
monster while you are resting, add one hit
point to your character sheet.

4. You slept all day long. Return to your
current entry.

For details on defeated characters, read
entry H17. For details on how certain magi-
cal items are used in this adventure, read
entry H16.

H16. Magical items: These magi-
cal items are used in this adventure.

Potion of healing. You may drink a potion
of healing at any time, except when you are
fighting a monster. Roll 2d4 and add 2. This
is the number of hit points you regain.

Potion of levitation. After drinking this
potion you may raise or lower yourself in the
same location square to the next level above
or below. You may pull yourself by hand from
one square to the next on the same level.

Ring of feather falling. You will never
receive any damage from falling.

Ring of protection +1. This ring works at
all times. You may not wear two rings of pro-
tection +1 at the same time. The ring
improves your Armor Class by 1 and adds a
+1 to all of your saving throws.

Wand of paralyzation (1d10 charges). You
may use this during the Magic Items part of
Combat step 3. When you use the wand, the
monster you are fighting must make a saving
throw vs. paralysis. If the saving throw fails,
the monster is paralyzed until you leave the
room or area.

Staff of striking (1d10 charges). This magi-
cal item adds a +3 chance to hit and can use
one, two, or three charges when it hits. These



charges cause 1d6+3, 1d6+6, or 1d6+9 points
of damage, respectively.

Boots of striding and springing. When
wearing these boots you can jump six squares
horizontally and one level vertically.

Gauntlets of ogre power. Wearing these’

gloves adds +3 to your hit probability and +6
to damage inflicted when a hit is made.

For details on striking with weapons, read
entry H11. For details on defeated charac-
ters, read entry H17.

H17. Defeated characters: If a
monster defeats you, go to your character
sheet, cross out your character’s name, and
circle the possessions still held by your cha-
cacter when he was defeated.

Place your character’s initial in the square
where he or she fell. On a piece of paper wirte
the initial and the following: “Body of (char-

STREET LEVEL
ENTRIES (S)

Special procedures:

1. No digging is allowed.

2. Piles of rubble contain a Street Level
Wandering Monster on a roll of 1 or 2
on 1d6.

3. If a character travels off the map but not
to another level, the character encoun-
ters one Street Level Wandering Mon-
ster per turn until he returns to the map.

4. All signs are written in common.

S1.

S2.

S3.

acter’s name) and put it in the book. Refer to
circled items on character sheet.”

When you play the adventure as a new
character, you may find a defeated charac-
ter’s possessions and use them in your new
adventure. Add any items you find in this
manner to your character sheet.

For details on beginning the adventure,
read entry H18.

H18. Beginning the adven-
ture: The outside of this booklet lists three
characters you may use for this adventure.
You may cut the outside panel from this book-
let and use it as your character sheet. Choose
one of the characters from this sheet.

Now you are ready to begin! Read the char-
acter sheet and place the Magic Viewer on
the indicated starting square.

S4.

S5.

S6.

S7.

S8.

S9.

S510.

S13.

S14.

S15.

S16.

S17.

S18.

$19.

$20.
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You break even.

You win twice what you bet!
You win five times what you bet!
You win ten times what you bet!

You lose!
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UPPER LEVEL
ENTRIES (U)

(Ten feet above Street Level)

Dé6.

Special procedures:

DUNGEON LEVEL
ENTRIES (D) D7,

(Ten feet below Street Level)

I. Cutting through rooftops is not
allowed.

2. All roofs are slanted and covered with
mossy wood shingles. If a character
ever fails a Climb Walls roll (or is
defeated or chooses to slide), that char-
acter slides off the roof at the nearest
eave (lower edge of the roof). If the
character fails a Climb Walls roll and is
at the peak of a roof, the character can
decide which side of the roof he or she
slides off. If the roof slants into the side
of a building or a wall, a fall does not
occur. The square beside the eaves is
where the character falls. If that square
contains tree branches or sailcloth, the
fall is broken, and the character
receives no damage. If the square con-
tains the “20'" symbol, the character

Special procedures:

1. No digging is allowed.
2. It is assumed that all characters can D8.
swim at one-half their movement rate.
If a character 1s wearing metal armor
(AC 5 or less) and falls into water, roll
1d20. If the roll is less than or equal to
the character’s Dexterity, the character
may remove his or her armor. Strike it
from the Character Sheet. If the roll is
greater than the character’s Dexterity,
the character drowns.
3. Piles of rubble contain a Dungeon D9,
Level Wandering Monster on a roll of 1

or 2 on 1d6. 3 . ‘

: ; ; S falls onto a surface two levels below, If

4, Ifacharacter travels through a grill into PR N
sewers off the map, the character will D10, o ek S A SR T i

the character falls onto a surface three
levels below. Refer to the appropriate
underlying level and find the same
square. If the character falls and lands
on water or sailcloth, he or she receives
no damage. If the character lands on a
solid surface, the character is damaged
according to the distance fallen: 10" =
1d6; 20’ = 2d6; and 30" = 3d6. If the
character lands on debris, in tree limbs,
or beside anything built of stone (fire-
place or wall), the character receives an
additional 1-8 points of damage.

3. If a character, because of weight (see
H8), falls through a weak surface, the
character lands on the next surface
directly below. Holes should be marked
on the map with pencil.

4. If a character travels off the map, but not

encounter one Dungeon Level Wander-
ing Monster per turn until he or she
returns to the map through the same

grill. D11.

Di12.

to another level, the character will encoun-
ter one Upper Level Wandering Monster
per turn until he returns to the map.

D13.




ROOFTOP LEVEL
ENTRIES (R)

(Twenty feet above street level)
Special procedures:

1.

Special procedures for the Rooftop
Level are the same as those for the

Upper Level plus the following.

2. If a character levitates above the Roof-

top, the character will be attacked by
one Aerial Wandering Monster per
turn until he or she returns to the Roof-
Lop square.
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TABLE 4:

Trapdoor in floor

SAVING THROWS
Attack to be Fighters" Thieves**
Saved Against 1-2 34 5-6 1-4 5-8
Paralyzation,
Poison, or
Death magic 14 13 11 13 12
Petrifaction
or Polymorph 15 14 12 12 11
Rod, Staff, or
Wand 16 15 13 14 12 MAP KEY
Breath Weapon 17 16 13 16 15
Spell 17 16 14 15 13
Stone Wall w Possible Random
* Includes non-thiel monsters by Experience Level (EL). (Climbable) Encounter
** Includes Assassins and Monks, 7w ; 10°
R ¢ Wooden Fence C L Digtance to
TABLE 5: + ] (Climbable) 30'] ground
- o 100 Chance of
Falling/
CHARACTER HIT ROLLS ""_- l s shenids
Building Wall of weight
Character Opponent’s Armor Class m
Class 10 9 8 7 6 5 4 3 2 1 0-1 -2 -3 -4 aqa Q""Q@fé Earth/Stone
L) Impassi
Monk 8 9 10 11 12 13 14 15 16 17 18 19 20 20 20 Posies oo (apaseibie)
Thief or -
i 5 a0 96 90 Unbarred
Assassin 9 10 11 12 13 14 15 16 17 18 19 20 20 20 20 EWindow el
| ooo
TABLE 6: Wooden Pillar Grill
VARIABLE WEAPON DAMAGE ﬂ-
Damage vs. Opponent > Castle Wall Top
Weapon Type Size S or M Size L
Possible o]
Axe, Hand 1-6 1-4 Secret Door 2 Tree Branches
Club 1-6 1-3 >
Dagger 1-4 1-3 x ; Upper Level
Halberd 1-10 2-12 Tree Trunk . Roof
Sword, Bastard 2-8 2-16
Sword, Broad 2-8 2-7 @ % Roof Top
Sword, Long 1-8 1-12 Hole in ground Level Roof
Sword, Short 1-6 1-8 ,
Sword, Two-handed 1-10 3-18 E
= Rubble Chimney Top
Tree shade Chimney
MONSTER HIT ROLLS il
Monster’'s Hit Building shade l Tent
Dice Number Opponent’s Armor Class
upto 1 -1 {1 12 13 14 156 16 17 18 19 20 20 ) ® Possible
-1 10 11 12 13 14 15 16 17 18 19 20 Exgavalion LG
1 9 10 11 12 13 14 15 16 17 18 19
I+ 8 9 10 11 12 13 14 15 16 17 18 ©  |trapdoor in
2-3 6 7 8 9 10 11 12 13 14 15 16 ceiling Top of Stone Wall
4-5+ 5 6 7 g 9 10 11 12 13 14 15
6-7+ 3 4 5 6 7 8 9 10 11 12 12 ®






COMBAT CHECKLIST

1. Determine if cither or both parties are surprised. Wandering
monsters are always surprised, and you gain the initiative. Skip
to step 3. If the encounter takes place in the text, the text will
indicate if either party is surprised.

2. If both parties are unsurprised, or equally surprised, determine
initiative for that round.

3. The party that wins the initiative acts first. Determine the results

4. The side that lost initiative now completes all the actions listed in
step 3, unless defeated (ran away, stopped to talk, stopped for
food or treasure, was killed).

5. If neither side is defeated, continue combat by repeating steps 1
through 5.

of whatever actions are decided upon by the party with the initia- RBOEEN AL IONG S = Small (smaller than a

tive. AC = Armor Class typical human)

A. Avoid engagement (retreat, slam door, etc.) if possible. Mon- MV = Move M = Medium (man-sized)
sters will never avoid engagement. If your movement rate is HD = Hit Dice L = Large (larger than
less than or equal to the monster’s rate you may throw food or hp = hit points man-sized)
treasure to attempt to distract the monster. #AT = number of attacks AL = Alignmt‘n(

B. Attempt to parley. Monsters will never initiate parleying. per round N = Neutral

C. Attack with magic items. Make a saving throw (if necessary). D = Damage per attack LE = Lawful Evil
Apply results immediately. Skip to step 4. EL = Experience Level LN = Lawful Neutral .

D. Strike blows with weapons. Make Hit Rolls. Roll damage for SZ = Size XP = Experience Point value
hits.

TABLE 3: 5.
TRAP
TRAPS AND TREASURES
Whenever a character locates a trap/treasure symbol, you should TREAS.

roll a 1d4 and cross out the symbol in pencil.

Die Roll Encounter
1 No trap or treasure
2 Trap
3 Treasure
4 Trap and treasure

Ifyourolla2, 3, or4, roll 1d10 and refer to the following numbered
descriptions. If you roll a 4, you have encountered both a trap and a
treasure, but the treasure cannot be taken until you overcome the
trap.

TRAP
TREAS.

2.
TRAP

TREAS.
TRAP
TREAS.

TRAP

TREAS.

TRAP

TREAS.

7

TRAP

TREAS.

SS——— i

8. b

TRAP )
]

L)
v

i

TREAS.
9

TRAP
TREAS.

10.
TRAP

TREAS.




Advapced
DungeonsHragons®

Official Magic Viewer Game Adventure

Midnight on Dagger Alley

by Merle M. Rasmussen

As darkness presses into the narrow, muddy alleys of
Goldstar, silent shadows slip out of hiding. Now is the
hour for cutpurses and cutthroats to creep into the
night to do their work. Would-be victims bar their
doors and lie sleepless in their dingy hovels waiting
for dawn.

Your task sends you into this dismal, dangerous
place after sundown. No moon lights your steps as
you scurry past yowling cats in smoke, fog-filled
alleys. Above you and beneath you lurk unseen
encounters. Somewhere ahead in the despairing
gloom lies your goal, if you can survive Midnight on
Dagger Alley.

This module is for use with the
ADVANCED DUNGEONS &
DRAGONS® rules. This module can-
not be played without the AD&D®
rules produced by TSR, Inc.
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