e

=l Qpcemory




"
g s

=
<
o
=
oL
]

"

na

Ay by

-

.

ki,




Daneeon MasTenr®

Suroiogl Rit

Table of Contents

Introduction, 2
Handouts, 3
Cards, 5
Maps, 10
Languages of Mystara, 14

Credits

Designer: Steven k. Schend
Additional Design Concepts: Jeff Grubb
Editor: William W. Connors
Project Coordinators: Andria Hayday & Roger Moore
Art Coordinator: Peggy Cooper
Cover Artist: Henry Higginbotham < Interior Artist; Eric Hotz
Graphics Coordinator: Sarah Feggestad
Page Design: Dee Barnetr < Border Graphics: Randy Asplund-Faith
Electronic Prepress Coordinator: Tim Coumbe
Typography: Angelika Lokotz < Cartography: Diesel Lalorce
Special Thanks to Karen Boomgarden, Anne Brown, and John Rateliff

T5R, Inc. . TSR Led.
201 Sheridan Springs % 120 Church End
Lake Geneva Cherry Hinton
WI 53147 Cambridge, CB1 3LB
L.S5.A. United Kingdom

Zold XA 19N

Ariarcen DusGeoms & Dracons: ADED. Mosstrous Copresivaus, and Duscior MASTER ane n_-!;lw.'l;rr:,-:,i trademarks owned I::'_-,' 5K, Inc. MyYsSTARA, EARARERKOS,
B, and the TSR logo are trademarks cowned by TSE, Inc. ATSE characters, character names, and the distinctive likenesaes thereof, are erademarks owned by TSR,
Ine 8215995 TSR, Inc. All Rights Beserved

Random House and its affiliate companies have worldwide distribution rights in the book trade for English-language products of TSR, Inc. Distribured 1o the roy
and hobby trade by regional distributors. Distributed 1 the book and hobby rade in the United Kingdom by TSR Ld. This material is protected under the copy-
righe taves of the United Staves of Amernica. Any repreduction or unadthonzed use of the material or artwork contained herein s prohibited without the express writ
ten consent of TSR Tnc



Introduction

Welcome again to the world of MysTARA™ and the DA™
Survival Kit. Everything in this box, from this book and the
Campaign Log to the handouts and cards, is desi gned with an
eye toward helping the DM create more exciting AD&D*
adventures for his players. After all, the thing that sets a
role-playing game apart from all other types of entertain-

relative thing.

absolute.

Retired

uccess
in adven-
turing

isa

Failure is an

—Pell Korinopolis

Adventurer

mient is its ability to duplicate the drama
and mood of a play, novel, or movie.
Anything that the DM can do to en-
hance this aspect of play, within the
boundaries of good taste and common
sense, makes the session more fun for
everyone involved.

The book you held in your hands pro-
vides information on all the components
in this kit. It begins with a quick over-
view of the numerous loose sheets that
came in the box.

Details on the playing cards come
next. This includes a description of 25
magical items and a copy of the power-
tul Decle of the Spheres.

After that, we'll discuss how to design
maps. There’s a lot more to making a
map than just drawing a few lines and
marking some encounters. A good map
can make the DM’s job easier and the
whole adventure more fun

MNext, it's time to examine languages.
You'll learn what makes the elvish dia-
lect different from that of the dwarves
and even get a lock into the secret runes
of magicians. Before long, you'll be able
to design written languages of your
OWIL.



Handouts

The DM Survival Kit comes with many loose sheets similar
to those included with the Kagasigkos™ boxed set. Most of
these fall into owo general categories: DM forms and player
handouts. The bormer are certain to make a DM’s job easier
while the latter will add a great deal of Havor to an other-
wise bland gaming session. Before we move on to the other

sections of this book, let's examine the

various loose sheets and their intended
ugse in an ADVANCED DUNGEOMNS &
DrACONS" game.

: . thorou gh Generic Maps

urlder‘ The First six of the loose sheets depict
- generic maps. A Dungeon Master can
Standlng use these as is, or modify them from
adventure to adventure. Keys describing

of the

the important areas of these maps can be

yﬂur pﬂth tound on their reverse sides, although

0 care has been taken to insure that no key

Will ﬂ[ways lead 'I’O appears on the back of the map it de-

scribes. This allows the DM to keep the

SUCCEeSS, Of C()urﬁe; key ET himself while the plavers look
s aver the map.

it’s hard to be

thorough when you’re | Scroll Borders

The next two handouts are blank, but

deall']g w‘th thE teature borders depicting various types
ur]kl']ﬂwn of scrolls or documents. These can be

used by the DM to make notices, letters,

or similar documents that will be pre-
sented to the players during the game.

—Pell Korinopolis
Retired v Posters
Adventurer i BEPTER f e next sheet deplis 5 wanted poster

and a royal proclamation. These can be
filled out and used as handbills or

posters. Props like this can be very useful
to DMs who want to spice up their
games.

Mapping Grids

Sheets 10 and 11 are printed with the hex and graph pat-
terns frequently used by a Dungeon Master when making
maps for his campaign. A large and small version of each
pattern has been included, giving the DM plenty of options
when laying out a map.

LM



Alphabets

The next two sheets provide keys that will allow the
Dungeon Master to write messages in the languages of
Mystara's dwarves and elves. One of the many magescripts
found in the Known World is also included, so that various
magical writings can be created as well. A blank version of
the form has been included to allow enterprising Dungeon
Masters to create new languages of their own.

Adventuring Forms
Sheets 14 through 16 (as

Encounter Sheets

The last tew handouts are designed to help a Dungeon
Master keep track of the monsters that he uses in his cam-
paign. Sheet 23 is a blank MoNsTROUS COMPENDIUM® form
that can be used by a DM when he designs a new monster
for his game.

Sheet 24 contains blank encounter tables. One is a 2-20
(1dB+1d12) table and the other is designed to use percentile
dice. A DM should use whichever of these he is most com-
fortable with for his games, as neither is preferred over the
other.

well as the back of sheet
17) are printed with a
variety of forms that the
Dungeon Master can use
to record important infor-
mation and statistics
about his game. Some of
these are filled out before
an adventure is played,
while others are used to
keep track of what has
happened during a gam-
ing session.

Character
Record
Sheets

The front of sheet 17 and
both sides of sheet 18 are
printed with special char-
acter sheets designed to
make it easy for a
Dungeon Master to keep
track of the Nonplayer
Characters. One is sim-
pler than the other, being
designed for keeping
track of minor characters.

The next four sheets
are designed for use by
the players in a DM's
campaign. Each of these
15 a special character
sheet designed to be used
by one of the four basic
classes in the AD&D*

game.




Cards

Within the Survival Kir 1s a set of 55 cards. These are divided
into two distinct decks. each intended to be used in a differ-
ent way by the Dungeon Master. These introduce the DA
and his players to a number of magical items unique to
Mystara, including one very special artifact, the Deck of the
Spheres, which is included with the Survival Kit.

Magical Item Cards

This deck of 25 cards depicts various
L = magical items and artifacts to be found

Ve Seen a lﬂt in Mystara. Many of them correspond to
standard magical items found within the
Duncron Master® Guide, but they have
some historical and legendary ties to

gﬂmblﬁ'l‘s countries of Glantri and Karameikos.

The intormation on the back of each

g Whﬂ mﬂde card is grouped into three categories:
liVing plﬂying facts, history, and rumors.

The facts entry gives the DM a basic
cards- description of the magical powers asso-
ciated with the item. [n many cases,
additional information can be found in
’ the DunGeoN Master Guide.

I VE Seehn a lﬂt more The history section of the entry will

provide the DM with a brief description

Whﬂ gﬂt thEm SEIVEE of the item's past. These can be used to
ki[lEd dﬂiﬂg it. create an adventure involving the item

or to answer questions posed by the
players about its heritage.

The last section, rumors, provides the
DA with one or more rumors about the
item. These can be uncovered with a

_P.Ell Kﬂrinﬂpﬂ[is little etfort by anyone, although rogues

¢ will probably be better at this. For the
REtI]‘Ed most part, these are not true.
Adventurer

There are a number of ways that each
of these magical items can be inserted
into a MysTARA campaign. The history
on each card often identifies who last
held the item, where it was last seen,

and vague or not-so-vague hints of what
it can do. From this information, the DM
can easily design adventures that result in the discovery of
specibic items.

The recovery of many of these items will allow the DiM
to introduce a new ally or enemy to the campaign. For
example, the mute thief of Glantri City, Cat, could easily be
encountered if the PCs need to hire a spy. [n this way, they
could come into possession of Cat’s Ring,

As only a little is known about some of these characters,

5



[DMs are free to customize these NPCs so that they will Et
:'ll'l}-' -i.'HEI'IFPHI.grl.

Each magical item card contains hints, mysteries, and
things left unsaid, Often, all that's needed to start an adven-
ture is the mention of the rumors and history of an item to
pique the PCs’ curiosity. The greatest legends are inspired
by quests of this type, whether it’s the Knights of the Round
lable searching for the Holy Grail or Mystara’s newest
adventurers taking to the trails to find the missing Golden

Bracers of Zamash

Deck of the Spheres

The powers that govern the Fates of

% | i.'i.l”ﬂf_[:_' of :i_':,.'l'l'llf'?'l.""-.ﬁ and L|L'5ignﬁ_ If a character '-.'l.ru:w-;hi|1~; |
particular Immertal, the symbol of that Immortal’s sphere
seems the most prominent feature in the design. Others will
see the deck differently, for each person sees the Deck of the
Spheres in a different light

The Deck of the Spheres is not owned or contrelled by any
mortal or Immortal, for it moves and acts as it will. When
ever someone draws a card from it, there is a 1 in 6 chance
that the deck will vanish. Fram 2 ta 12 days later, it will
reappear in another location as far as 100 miles from the
point at which it was last found. Each card drawn vanishes
as it invokes its power and retums to the deck.

mortals are often said to work in
mysterious ways. On Mystara, an
item of great power exists that can
greatly alter the course of a man’s life
with the simple drawing of a card.
Known as the Deck of the Spheres, this
is perhaps the most powerful magical
itemn on the planet.

In order to understand the power
of this item, one must know some-
thing of the universe and its struc-
ture. The sages of Mystara have long
speculated on the nature of the cos-
mos. Each has his or her own views
on the plans of the immeortals and the
ultimate fate of all that is, For all their
differences, however, there are a few
things upon which these scholars
agree. [he universe is composed of
five basic elements, each of which is
tremendously powerful and com-
mands the loyalty of many immeor-
tals. These aspects are commonly
called spheres, and they are energy,
entropy, matter, thought, and time.

The Deck of the Spheres, later given
such variant titles as the Deck of Fare
or the Deck of Immortal Enticement,
was created by a group of five
Immortals. Most sages agree that this
was an experiment to observe how
mortals reacted to the temptation of
changing their fates with the cards.

Finding the Deck

When encountered, the deck appears

to be made of 30 small ivory plagues
the size of playing cards. The back is

4]
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The Legend of the Deck

The only truly reliable legend that has managed to survive
about the deck is an old song written 400 years ago in
Ylaruam. This verse exists only as a carving on the wall of a
Forgotten king's tomb. Few have seen this macabre script,
and tewer still believe its tale.
To all whe fallow this suffering trail,
recall these words of one too frail
He whase hand revealed in darkest light
an appointment with etermal night.
Time and Khoronus set forth the rules
forever unchanged yer changing fools.
The scaled Great One mined the Spheres,
bringing forth the material fears.
Razud's power grew from each thunderous clap,
each turning card, eack deadly trap.
Ditlanna wrapped the deck in thoughi,
hoping by heroes it might be sought.
And m the end came Masauwu's kiss,
the gift of the endless, black abyss.

While those who know of the tomb discount the reliability
of these carvings, the five Immortals generally believed to
have created the deck are accurately named, though their
motivations remain shielded from mortal eyes.

This legend and others like it add to the sense of wonder
that players will experience when their characters come
across the trail of the deck of the spheres. DMs are encouraged
to create NPCs who have had dealings with the deck.

Cards of the Deck

The abilities of the various cards that make up the deck rep-
resent the Five Spheres of the Immortals. Some cards are
wholly good in effect and others utterly evil. For the most
part, however, they combine rewards and drawbacks.

Thirty cards compose the deck of the spheres. These are
divided into five groups of six cards. Each of these groups is
said to have been created by a single Immortal who sought
to give it the powers of his own sphere.

While legends differ as to the exact nature of the deck's
powers and its ultimate purpose, all agree that it is a thing
not to be tampered with lightly. Among these cards one
may find vast wealth, great enlightenment, or agonizing
death, Each man’s reward is in the hand of fate,

The Cards of Matter

These six cards draw their power from the Sphere of Mat-
ter, which is closely tied to elemental earth. It is the sphere
of matter that provides structure to the universe, for it forms
the building blocks of all things.

The Dragon

The PC gains some ability normally associated with a
dragon. Simultaneously, the nearest dragon is robbed of this
power. The dragon is instantly aware of what is happening
and will attempt to destroy the PC so that its stolen power can
be recovered. The DM should roll once on each of the three
charts below to determine the nature of the ability gained, the
color of dragon affected, and the age of the creature.

1dB  Abiliry DragonType  Dragon Age
1 Breath weapon Black Very young
2 Armor class Blue Young
3 Flight Green Juvenile
4 Claw attack Red Young adult
o  Bite attack White Adult
6  Dragon fear Brass Mature adult
7 Kick Bronze Old
8  Special abilities Copper Very old
9  Spell casting Gold Venerable

10 Dragon senses  Silver Wyrm

The Gem

Within the next 24 hours, the character will come across
a single gem with a gold piece value equal to the number of
experience points that he had at the instant he drew the
card. This gem will be utterly Hawless and is liable to attract
a great deal of awention if sold or displayed.

The Forest

The person drawing this card gains the ability to poly-
morph into a forest creature. The exact type of creature
should be determined using the Comjured Amimals table of
the MonsTRoUs CoMPENDIUM, At the same time, the charac-
ter is teleported to a region of forest. If the PC leaves that
area for more than one week he will die. Exactly one year
after his transformation, the PCs assumes his animal form
and cannot become human again.

The Giant
The PC's Strength score is boosted to 19 for one year. Fol-
lowing that, it drops to 3 for one year.

The Sword

If the PC is carrying a sword, it becomes enchanted. The
DM should roll 1d4 to determine the “plus” associated with
the weapon. If he does not have a sword, his favorite
weapon is cursed, with 1d4 being rolled to find out the
"minus” of the weapaon.

The Treant

The character’s skin hardens into a thick bark. This
reduces his Charisma and Dexterity to a maximum of 6, but
gives him a base Armor Class of 2.



The Cards of Energy

Tied to the powerful element of fire, the sphere of energy
provides the impetus for change and activity. Whether that
change is for good or evil, it draws its power from the
sphere of energy.

The Arena

A number of monsters swiftly materialize nearby and
attack the character. The DM should randomly roll these
beasts on the Monster Summoning tables at the back of the
MONSTROUS COMPENDIUM, stopping only after reaching a
total Hit Die value equal to or exceeding the level of the
character. If the hero defeats these beasts alone, he receives
encugh experience points to advance 1 level,

The Enemy

The drawing of this card summons forth a powerful
extraplanar creature of the DM’s choice. This monster
knows who has drawn the card and that it can only retumn
home by destroying that person.

The Flame

The PC drawing this card is immune to any normal or
magical flames, and can cast a burning hands spell three times
per day. He suffers double damage from all cold- or ice-
based attacks.

The Lightning

The PC is immune to normal or magical electricity, and
can cast shocking grasp thrice per day. Immersion in water
causes him 1d4 points of damage per round.

The Mage

The PC is immune to all spells, both offensive and defen-
sive, including beneficial magic. The character is unable to
cast spells himself or use any magical items.

The Sun

All of the PC’s ability scores are boosted to 19 for 24
hours. At the end of that tme, his body bursts into flames
and is consumed.

The Cards of Time

Drawing their power from the Sphere of Time and its ties to
the element of water, these cards promote change and the
evolution of all things. Time directly opposes matter, for the
latter resists change in any form.

The Elf
If the character is not an elf, he is instantly transformed
into one. He retains his original class, even if it is normally
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closed to elves. If the character is an elf, he gains 5,000 expe-
rence points.

The Healer

The character drawing this card gains the ability to regen-
erate 1 hit point per 10 minute turn. Wounds caused by fire
or acid cannot be regenerated,

The Hourglass

The character instantly ages 30 years. In addition, he
must make a system shock roll to avoid death due to the
sudden alteration of his bady.

The Moon

The character drawing this card instantly gains 2 points of
Dexterity. At the next full moon, however, he discovers that
he has become a lycanthrope. The exact nature of the trans-
formation should be decided by the DM based upen the
alignment of the character. For example, a chaotic good
character might become a werebear.

The Sleeper

The victim falls asleep and cannot be awakened by any
power less than a wish for 10 years per level. The sleeper
does not age during this magical slumber, but can be slain
easily if undefended.

The Tower

When it is drawn, this card is instantly transformed into a
small metal tower not unlike the rook from a chess game. In
truth, it has all the powers and abilities of Dacrn’s instant
fortress.

The Cards of Thought

As an intangible thing, the sphere of thought is empowered
by the element of air. Thought provides the essence of intel-
ligence and is the force behind science and learning. It
opposes the chaotic drive of energy, which seeks change
without regard to its consequences.

The Fool
The character's Wisdom score is automatically reduced to
a maximum of 6.

The Idiot
The person drawing this card has his Intelligence score
reduced to a maximum of 6.

The Mentor

The drawing of this card instantly raises the character’s
Intelligence score to 19 for one year. At the end of that time,
this score falls to 3 for a like period.



The Rogue

I'he character's alignment shifts to chaotic. If the charac-
ter was already chaotic, he gains enough experience points
to advance one level.

The Scales

The character's alignment instantly becomes lawful, with
all the penalties associated with such a shift. Those who are
already lawkul gain one level of EXperience.

The Stars

The drawing of this card instantly raises the character’s
Wisdom score to 19 for one year. At the end of that time,
this score falls to 3 for a like period

The Cards of Entropy

all attack and damage rolls. In addition, anyone attacking
him gains a +4 bonus to such rolls. If the character survives
this period, he gains enough experience points to rise one
experience level.

The Spectre

The victim of this card becomes a spectre with Hit Dice
equal to his level upon nightfall, When this happens, he is
an NPC under the control of the DM. At sunrise, the char-
acter returns to normal with no memory of what has hap-
pened. Only a wish can end this curse.

The Tomb
The person unlucky enough to draw this card is immedi-
ately attected as if by an imprisonnient spell,

The Sphere of Entropy, often called
the Sphere of Death, has no elemen-
tal affiliation. It represents the decay
and destruction that must ultimarely
come to all things.

The Arrow

The character becomes a master
archer, E;.slining a +4 bonus when
employing bows. However, anyone
Eiring such weapons at him also
receives this bonus.

The Asp

The character is instantly affected
by a dreadful vulnerability to poi-
sons. In the future, all saving throws
required due to toxins suffer a -4
penalty and any damage inflicted by
poisons is doubled

The Dagger
[f the character is carrying a dagger,
the weapon is instantly cursed. The

DM should roll 1d4 o determine the
“minus” associated with the weapon.
[f the victim does not have such an
item on him at the time he draws the
card, his favored weapon becomes
enchanted. In this case, the DM
should roll 1d4 to determine the
*plus™ associated with the weapon.

The Gauntlet

For the next week, the person who
drew this card suffers a -4 penalty on




Maps

Maps are one of the most important elements of an AD&D
game, but they are sometimes rushed and neglected. Maps
are provided in all published MySTARA products, but individ-
ual DMs will often want to create maps of their own. In this
section, we'll discuss the types of maps that DMs need,
how to create them, and how to make them an exciting part
of any EAMINE sessi0n.

The Basics

Before a Dungeon Master puts pen to
paper he must decide a few things about
the map he is going to make. Most
importantly, the DM must decide
exactly what he wants to use his map

for. Starting on a project like this with-
¥ sSworn out considering the limitations and
_t‘;,- 'h:._,,f. it was advantages of various map types often

leads to an unsatisfactory result.

around here some-

where . . . Hex and Graph Paper

Creating maps often involves the use of
special paper that employs either a
square or hexagonal grid. Both types of
paper are included amaong the loose

_pell KO r i"ﬂpﬂlis sheets that came with Your Survmvad K

Gridded paper is not absolutely neces-
Retired sary for the creation of useful game
maps. [f a map is intended for display
Adventu rer rather than play value, many DMs pre-

: fer to draw their maps freehand on
blank paper. Beginning DMs, however
will find it much easier to create maps
with either hex or graph paper.

As a rule, hex paper is used for larger
maps. For example, the maps of Kara-
meikos and of the Known World in the
KARAMEIKOS boxed set are drawn on hex
paper. Smaller maps, like those depict-
ing the inside of a castle or the depths of a dungeon, are
drawn on square graph paper.

Types of Maps

Choosing the right scale for a map is as important as select-
ing the correct type of paper on which to draw it. In this sec-
tion, we'll look at some of the most common types of maps
and the scales that are usually best for them.

I--|—-—
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Country maps

These maps of entire countries are often done with a scale
of 8 miles per hex. They should provide basic territory dis-
tinctions, city and town placements, and major geographical
details from rivers to prominent mountains and hills. Larger
or smaller countries will, of course, call for maps with dif-
ferent scales.

Regional maps

These are closer looks at territories within a country.
They are often done at a scale of 4 miles per hex, doubling
the detail of a country map. Regional maps add such details
as road systems, small towns or villages, local landmarks,
and minor keeps or towers unaffiliated with particular
cities. Even a totally uncivilized area can have details like
caves within hills, passes through mountains, and areas of
high ground in a swamp.

City maps

Fulling the map focus even closer, city maps can have a
great variety of detail. Often drawn on graph paper with a
scale of 100 feet to a square, these maps show the general
shape of the city, how it fits within the surrounding terrain,
and its major divisions (dock area, trade area, baron’s castle,
erc.).

District Maps

Providing detailed views of sections of a city, district
maps are often drawn on graph paper with a scale of 25 or
50 feet to a square. They provide street layouts and building
outlines, identify landmarks within the city, and provide a
general sense of the city’s security by mapping defenses and
walls. Specific buildings are often keyed as places of inter-
e5t.

Interior Maps

Also known as dungeon maps when they detail an area to
be explored as part of an adventure, these are the most com-
monly used maps in the ADVANCED DUNGEONS & DRAGONS
game. These are highly detailed depictions that show the
shapes of rooms, as well as their general contents in some
cases. They are most often drawn at a scale of 5 or 10 feet
per Sq uare.

Encounter Maps

These maps, which are drawn on paper with a %-inch-
square grid, are used for particular game encounters. They
often depict an individual room or area of wilderness and
are frequently used with miniatures to play out battles or
other elements of an encounter. Scales on maps of this type
vary, but scales of 1 yard, 5 feet, or 10 feet to the square are

typical.

Diagrams

These are not actually maps and are often drawn on blank
paper. These detailed drawings depict elements not clearly
visible on any of the other map types. Examples of common
diagrams include the workings of a trap or other device,
sketches of an important feature in a room, or close-up
views of an item found by the heroes.

Realistic Mapping

How a Dungeon Master makes his maps is not nearly as
important as what he puts on them, Whether a map is sup-
posed to depict a haunted swamp or the ruins of an ancient
temple, a DM must work hard to make sure that his maps
are realistic. After all, even in a world as full of magic and
enchantment as MYSTARA, there are standards of believabil-
ity that must be maintained.

Climates

There are three major elements that a prospective cartogra-
pher must keep in mind when designing a map: climate, ter-
rain, and ground cover (or vegetation). All of these play an
important role in determining the types of animals, monsters,
and settlements that one is likely to encounter in a given area.
In game terms, the first of these refers to the average temper-
ature of a region. Although technically a function of climate,
factors like rainfall are reflected in terrain type (see below).

Arctic

The northern- and southernmaost regions of a world are
usually nothing more than frozen wastes. Even if there is no
land, as with our own north pole, a vast continent of jce will
have formed over the ocean. The arctic regions of a world
are generally found beyond 75° latitude. Life is almost
unheard of in arctic regions,

Sub-arctic

These regions of tundra and permafrost are generally
found between 50 and 75° latitude. Although there is some
seasonal variation here, summers are fleeting and little more
than a brief thaw. Life is uncommon here, but can be found
even in this harsh environment.

Cool

Between 45 and 50° latitude, life is abundant. Seasonal
changes are fairly pronounced, but there are enough
resources here to allow for the survival of a diverse array of
flora and fauna.

Temperate
These regions, which generally exist berween 35 and 45°
latitude, are probably the best suited for human and demi-

11



human life. Seasonal variation is drastic, but neither winter
nor summer is dominant. Life is generally abundant and civ-
ilizations flourish in temperate zones.

Warm

Closer to the equator, between 30 and 35°, winters are
shorter and mild. Plants and animals flourish here and, in
wet regions, thick forests cover the countryside.

Sub-tropical

[n these regions, found between 20 and 30° latitude, win-
ters are short and pleasant while summers are hot and
lengthy. Life is abundant, with many creatures growing
much larger than they would in cooler climates.

Tropical

Within 20° of the equator, winter is unheard of. Temper-
atures can be oppressively hot and, if there is water, jungles
can flourish. Tropical oceans tend to be clear and blue, for
they are too warm to support the algae and similar life
forms that tint cooler waters.

Terrain Types

Within any given climate there are many diverse terrains.
Our own Antarctica, for example, has vast regions of frozen
plains. cracked and splintered expanses of broken terrain,
and towering mountains.

Conversely. almost any type of terrain can be found in
any climate. For example, the veldt of Africa and the prairies
of Canada are both examples of grasslands, despite the fact
that they are found in two very diverse climates.

Barren

This type of terrain often stretches for great distances,
often marking places where ancient glaciers have flattened
the original geography of a region. The salt flats of Utah are
a good example of this barren terrain.

Broken

Through either natural erosion or supernatural disaster,
this is an area of cracked and broken land. Such places are
difficult to cross without a dedicated effort. Examples of
this terrain include the badlands of the American west and
the shattered ice sheets of the poles.

Clear

This type of terrain is similar to the barren/plains group.
However, in many cases, it reflects the work of man. The
rolling farmlands of the United States and Canada are excel-
lent examples of clear terrain.

12

Coastal

For the purposes of this discussion, coastal regions are
assumed to be those that border on seas and oceans. Such
places are marked by the erosion they have suffered at the
hands of time and tide.

Desert

Regions of this type were often grasslands long ago.
Changes in climate, however, have left them stripped of
their topsoil and reduced to infertile stretches of sand.
Often, they are found in tropical or sub-tropical climates.

Foothills

Rougher and more challenging to cross through than /ills,
these regions are generally found in proximity to mountain
ranges. They often form a buffer zone with smooth terrain
on one side and towering peaks on the other.

Hills

One of the most common terrain types, hills are gentle
changes in the landscape caused by erosion or other natural
contouring effects.

Lake/River

As a rule, any body of fresh water can fall into this cate-
gory. Such places are generally teaming with life, though
they are not usually inhabited by the larger sorts of crea-
tures that one will find in the sea.

Mountain

Mountainous terrain is generally found in places where
two tectonic plates are in collision. At their peaks, they can
be as dangerously cold as any arctic region and, on the high-
est summits, have air so thin that humans and their kin can-
not survive.

Ocean, Depths

Far beneath the surface of the sea is another world.
Here, where the sunlight does not penetrate, live creatures
unlike any found nearer the surface. Even in the tropics,
the temperature here is cold and the water pressure deadly
to anything that did not evolve for life in this monstrous
place.

Ocean, Surface

Life in the upper regions of the sea is abundant, even in
extreme climates. Here are found the fish, whales, and sim-
ilar creatures that sailors have come to know, and often fear,
over the centuries.

Shore

While coastal regions (described above) are assumed to
border the sea, these are found along lakes and rivers. They



are not generally as eroded as coasts, for the effects of tides
are much less pronounced here,

Swamp

In places where a river is blocked or a spring bubbles up
without enough force to create a lake, swamps form. These
are assumed to be filled with fresh water, although it is
often stagnant and polluted.

Marsh

These regions are like swamps, save that they contain salt
water. As a rule, these are associated with tidal pools or
other such inlets.

Vegetation

The final major element that defines an area is the vegeta-
tion that covers it. It is quite possible for regions with simi-
lar climates and geography to have radically different
characters because of the vegetation that covers them. After
all, the Pacific Northwest is not unlike New England in
geography. The farmer, however, is a lush rain forest while
the latter is an area of moderate woodlands.

Clear

Some areas, for whatever reason, are devoid of vegeta-
tion. For the most part, this indicates an inhospitable cli-
mate and/or a lack of precipitation. Examples of clear terrain
include the Sahara desert and the arctic ice sheets,

Grassland

This category includes both tended farmlands and natural
expanses of grass like the African veldt. Such places are
often dry, but receive enough rain to support plants and the
animals that graze upon them.

Scrub

Regions of scrub are often found where the soil or other
factors make it impossible for a full-fledged Forest to grow.
Stunted trees and brittle shrubs can make these regions dif-
ficult to navigare.

Woods

Wooded areas are something of a halfway point between
scrub and forests. They are marked by numerous trees, but
these are not so tightly packed as to prevent the growth of
thick underbrush.

Forest

Areas with plentiful rainfall or abundant greund water
often give rise to forests. These are similar to woods, but
have more trees and, because less light filters down to the
surface, somewhat less undergrowth.

Rain forest

Exceptionally moist areas will often develop richly
wooded areas with great tangles of vines and other plants
filling the region. These places generally receive a great deal
of rain and have abundant ground water.

Jungle

The heaviest of all vegetation types, jungles are found
only in the most fertile of places. An area of jungle must
have plentiful supplies of water, fertile soil, and an excellent
climate (usually tropical or sub-tropical).

The Works of Man

The natural world has rules about what goes where and
how various climates are arranged. This is also true of men
and the other races of Mystara. For the most part, these con-
cerns are economic and military in nature.

Towns and Cities

Towns and cities spring up along water ways or natural
harbors because these are economically viable areas. This is
especially true of newly explored or colonized regions.
Crossroads are also common places for men to establish
communities, for the same reasons.

Castles and Fortifications

Military structures of all kinds are built where they will
serve a purpose. A castle might be placed en high ground
where it overlooks an important harbor or at the confluence
of two major rivers. Often, small communities spring up
around such places.

Minor Roads

Medieval roads were hardly ever straight routes from one
place to another. They followed the lay of the land and were
rarely more than footpaths, Often, minor roads might be
blacked by felled trees, heavy snow, or rockFalls.

Major Roads

Karameikos and the neighboring nations are laced by a
system of paved roads laid out by the Thyatians. Such con-
structions were expensive and rare in our own Middle Ages
and ought to be the same in your campaign world.

13
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step closer and I'll eat
your head.”

—Pell Korinopolis
Retired
Adventurer

Languages
of Mystara

On the world of Mystara, education and literacy have
spread beyond the noblemen, traders, scholars, and priests.
The vast majority of common people can read and write,
something unheard of in our own Middle Ages.

The people of the Known World's
cities are largely educated folk, In major
capitals, such as Mirros, the ability to
read and write is assumed. On the aver-
age, some 70 or 80% of the population
are literate. Glantri is the only country in
the Known World that can boast that
over 90% of its people are literate in at
least one language.

There are many languages in the
Known World. Indeed, there are well
over 2} human dialects. Admittedly,
most of these are directly descended
from Thyatian, but they still differ
greatly. Afeer all, English, French, and
Spanish were all spawned from Latin,
and one can hardly call them identical.

The standard dialect for traders and
travelers alike is Thyatian Connmon, gen-
erally referred to only as Common.
Among the nations of the Known
World, it is almost always possible to
tind someone in even the smallest vil-
lage who can speak and write Common.

Designing
an Alphabet

The purpose of this section is not to pre-
sent detailed description of the various
l[anguages of Mystara. Such a project
would demand its own boxed set and be
tremendously tedious.

Instead, it shows DMs how to spice

up games with written alphabets for a number of races and
classes. A DM can add a touch of mystery to his game ses-
sions simply by using these alphabets to create secret mes-
sages or cryptograms for players to decipher.



Dengar

Dengar, the dwarvish language, is an ancient tongue.
Unlike the elvish language, Dengar is highly organized, set
in its grammar, and very resistant to change. Rockhome
Dwarvish is the most common and widespread form of this
language.

Writing

Drwarvish is a runic alphabet created to be carved into stone;
because of this, every letrer contains only straight lines. The
script has a noted lack of vowels, which appear as tick-
marks around the preceding consonant.

Messages are written from a starting mark—usually at the
center of a runestone or other piece of rock—and wound
around the starting point in a counterclockwise direction.
The orientation of the letters stays the same, so the reader
doesn’t have to twist the stone to read the message.

Sentences also have their closing marks, with spaces left
between individual words. This method of writing allows
dwarves to maximize the amount of information on a given
surface.

Vowels

Vowels are cften assumed in dwarvish script, leading to
numerous pronunciations of the same word. When they are
indicated, vowels take the form of dots chipped into the
stone around the letter they follow. A tick in the upper-right
indicates an “a” one in the lower-right an “e”, one in the
lower left an “o”, and one in the upper lefr a “u.” The letter
“y" never serves as a vowel in Dengar, and the letter “i* is
unknown.

Punctuation

The closing mark for a sentence is a column of three dots,
while a double column of dots ends a paragraph. A com-
plete message always ends with three such columns.

Quotations are underlined in the dwarvish script, as are
all proper names. A proper name within a quotation is dou-
ble underlined.

Grammar

Dwarves never spell out numbers. Thus, there is no “seven”®
in Dengar, there is only “7."

Mumericals always follow the objects they apply to in
Dengar. Thus, a dwarf will write “today | killed ores 5° not
“today [ killed 5 orcs.”

Elvish

The ancient tongue of the elves is unified and dynamic.
While any elf can be understood by any other elf, the num-
ber of dialects among the fair folk is enormous. Even the
language of the almost forgotten Shadow Elves is not diffi-
cult for other clans to understand.

Writing

Elvish writing is an elegant, sweeping script, Often flowery
in structure and certainly beautiful to look at, it contrasts
greatly with the alphabet of the dwarves. Written originally
on trees or branches, elvish is oriented vertically, with mul-
tiple columns being employed for longer messages. Words

are never broken across columns, though sentences often
are.

Grammar

Elvish inscriptions always begin and end with distinctive
markings that identify the writer. Each elf has his own glyph
for this purpose, something as unique as any human signa-
ture. The signature mark at the end of a document is a mir-
ror image of the one used at the beginning.

While the dwarvish language is short and clipped, elvish
is exactly the opposite. Descriptive phrases and Howery
prose turn even the shortest elvish message into a lengthy
missive. For example, where a man might write “meet me at
dawn tomorrow,” an elf would feel compelled to inscribe
“we shall meet on the morrow, when the golden arrows of
the rising sun first pierce the velvety black of night's spread-
ing bosom.”

Punctuation

Elves end their sentences with a circle not unlike the “a” in
English. A paragraph also ends with a circle, but such marks
are darkened to form a dot. The former is known as a sun-
mark and the latter as a moon-mark, although they are often
just called a surm and moon.
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Magescript

Wizards are a mysterious and secretive lot. Their powers
are their lifeblood, and they rake great care in concealing the
methods of magic from prying eyes. In order to do this, each
wizard uses a personalized alphabet (commonly called a
magescript) when recording enchantments in his speliboaok,
The secrets of these unique alphabets are so difficult to
break that even a well-practiced mage must cast a read magic
spell to decipher another wizard's magescript.

Writing

Magescript is generally written

has grown more rare over the centuries, scrolls or spells in
spellbooks are marked and signed by the mage who wrote
or inscribed the spell. Generally, a scroll that bears the name
of its author is either fairly cld or the work of someone with
a preater than average ego to satiate.

Scrolls

Magical spells recorded on scrolls often employ a tightly
compressed, highly charged version of magescript. The
power required for the spell to take effect is held in check
only by the scroll’s text. As a rule, a scroll will have 3 lines
of text per level of spell recorded on it.

and read from left to right, just
like English or Common. Because
of the unique nature of the
world's many magescripts, one
would be toolish to take this as a
given. It's not uncommon te find

a wizard who records his spell-
book from right to left, in mirror
image, or even spiraling out from
the middle of the page.

The average spell requires a min-
imum of one half-page per level to
record. Because a wizard fre-
quently includes diagrams, mne-
monics, and other notes with a
spell description, this is seldom the
case. A good rule of thumb is one
page per level.

Grammar

Most magescripts employ little or
no punctuation, making it that
much harder for prying eyes to
decipher them. It is not uncommon,
however, for a wizard to decorate
his magescript in such a way as to
fool would-be readers into thinking
that it included such symbals.
Another concept missing from
most magescripts is the paragraph.
Sentences are either completed on
one line or indented under the line
on which the sentence started.
There is no break in the fHow of the
writing to indicate the point at
which cne topic ends and the next

o
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pRZ N
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begins.
Sometimes, though this practice
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Sample Map: Village

Map Key

1. Temple

Almost every village will have at least one temple in it.
While it is the duty of the noble who lives in the keep to
protect the town from physical harm, the people will look
to the keepers of their temples for emotional and cultural
protection. The nature of the Immeortals worshiped in a
town's temples will generally dictate the philosophy of its
inhabitants. Interior details on this type of structure can be
found on the Temple handout.

2. Stonemason

Another fixture of every town is a skilled stonemason.
Craftsmen of this type are often dwarves or have studied
under such folk, for none on Mystara are more skilled in the

shaping of stone and the working of rock than the bearded
Folk.

3. Farm House

Without food, the village would quickly fail. In addition to
the farms shown on this map, any village of good size will
be ringed with cultivated land and ranches. These dwellings
will be simple, for the farmers who live within them are
not likely to have much in the way of luxuries.

4. Barn

Every farm and ranch is certain to have a barn associated
with it. These useful buildings are used to store farm equip-
ment; house livestock or mounts, and store grain,

5. Inn

If a village is of any size or is located in a place where tray-
elers are not uncommon, it will have at least one inn.
Details on this structure can be found on the Tavers / Tnn
handoit.

6. Mayor's House

No matter what the title, every village will have a leader of
some sort. As a rule, his house will be more noble than
those of the other townsfolk, reflecting his stature and
importance,

7. Village Meeting Hall

This hall is often associated with the home of the mayor,
for it is here that town meetings or similar gatherings are
held. On festival or market days, quite a crowd may gather
here.
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8. Tannery

This place serves the needs of the public for tanned hides
and leather goods. The master of this shop will be skilled in
the fashioning and repair of belts, hamesses, and perhaps
even leather armor, The tanning process generally gives this
place a strong, unpleasant odor.

9. Brewer

The brewer keeps the public demand for beer, ale, and the
like satisfied. In some towns, the brewer will make wines
or even hard liquor, but in larger towns that duty will fall to
another. If the brewer is a master at his craft, travels may
come from far and wide to sample his ales.

10. General Store

This type of emporium carries a wide variety of househald
goods. The proprietor generally buys his stock from travel-
ing merchants and local craftsmen who don’t maintain their
own shops. A general store like this is a good place for out-
siders to visit if they need directions or want to pick up the
latest in local gossip.

11. Miller

The most important aspect of a miller’s trade is a source of
power for his grinding stone. In most cases, this will be a
river or small cascade, In some places, especially those
where Howing water is not to be found, a windmill might
be used or the grinding stone driven by oxen.

12, Blacksmith

Another of the town's most important people, the black-
smith sees to manufacture and repair of iron and steel
objects. If there is no armory in town, he will have some
skill in the maintenance of arms and armor, but is unlikely
to manufacture these goods himself.

13. Wheelwright

In addition to the fashioning of wheels, carts, and wagons,
a good wheelwright will undertake many other carpentry
chores. His skill with the manufacture of wheels makes
him a good bet for the construction of sound barrels.

Handour |
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Sample Map: Castle

Map Key

1. Main Gate

In the case of a small keep, this will be nothing more than a
large gate supported by the outer wall. Larger or more mod-
ern fortresses include an entre gate house. In order to make
the gate difficult for attackers to breach; it will often be
defended by murder holes (through which archers may fire
or boiling oil may be poured), multiple gates, traps, and
even magical defenses. While there may be other gates in
the wall, this is the one through which any caravan or other
large group must pass.

2. Outer Walls

This is the first line of defense against any attacker. As
such, it will always be as thick and tall as supplies and bud-
gets permit, Catwalks running along the top of the wall
permit archers to fire into attacking troops and pipes allow
boiling oil, hot coals, or other unpleasant substances to be
poured onto those outside the castle.

3. Inner Walls

These barriers are seldom quite as thick as the outer walls.
Their main purpose is to create a killing field between the
outer and inner walls. [ the outer wall is breached, attack-
ers will then be forced to charge through the space between
the two barriers while arrows and the like rain down on
them. To make matters worse, pits, sharpened stakes, and
other hazards are often placed between the two walls:

4. Inner Gate

Like the inner wall, this structure is seldom as sturdy as its
counterpart in the castle’s outer defenses. Still, in a large
castle, this could be a complete gate house with murder
holes, traps, and a full complement of troops. As with all
aspects of castle construction, money and supplies are the
major factors.

5. Towers

In addition to providing structural anchors for the castle's
walls, the towers are an important element in the defensive
strategy. A well designed castle will have all of its towers
positioned so that archers can carve up attackers with vol-
ley after volley of arrows. If possible, weak points in the
walls will be positioned so that tire from more than one
rower can cover them. It isn’t uncommaon for siege engines
like catapults, bombards, or the like to be mounted atop the
towWers.
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6. Stables

This is where the horses and other livestock living in the
castle are kept. As a rule, there will be cattle, horses, don-
keys, chickens, and perhaps a few less common creatures
living here. All of the supplies needed to keep the animals
fed and cared for are stored here as well.

7. Workshops

These lesser structures provide work places for the black-
smiths, armorers, wheelwrights, and others whose work is
vital to daily life in the castle.

8. The Keep

At the heart of every castle is the keep inside of which the
noble who owns the castle dwells. The keep is the sear of
his power and the elegance of his home will reflect the
extent of that influence. The wealthier the noble, the more
grandiose his home will be.

9. Courtyard

In actuality, many castles have two courtyards, marked as
9a and 9b on the map. The former is the outer courtyard,
which is often used by neighboring villages as a market-
place or for public festivals and ceremonies. The inner
courtyard is used by knights for practicing battle skills,
squires for training, and nobility for holding private celebra-
tions and ceremonies.

Handout 2
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Sample Map: Wizard’s Tower

Map Key

1. Entrance

Depending on the personality of the wizard, this may be an
elegant parlor designed to impress visitors with the wealth
and prestige of the spellcaster or a sedate chamber with a
few chairs and, perhaps, a bell that can be rung o get the
wizard’s attention. It will probably have some manner of
defensive or divinational magic woven over it, for there
isn't a wizard alive that wants to be caught off guard in his
own home.

If the wizard operates any sort of a business, this area
will serve as an office. In general, it will be manned by an
underling, usually an apprentice, and the wizard himself
will make an appearance only when business requires it.

2. Apprentice’s Room

If the wizard has an apprentice, this is where he lives, stud-
les, and sleeps. It may be fairly comfortable or quite spartan
in its decor. In either case, it will have a trunk or dresser for
the apprentice’s effects and a table for his studies. If there is
no apprentice, this area may be used as a guest room.

3. Kitchen

This area will be equipped with a stove and racks for cook-
ery and utensils. A trap door in the floor provides access o
a pantry below. In many cases, the cooking will be done by
an apprentice. Some higher level mages, however, will
employ magical creatures like unseen servants to make their
meals.

4. Dining Room

Whether the decor of the tower is elegant or reserved, this
area will generally be one of the better appointed rooms in
the tower. It is here that the wizard will take his meals,
meet with important visitors, and conduct much of his
business with the outside world. To that end, the dining
room must speak well of the mage, his power, and his

knowledge.

5. Lounge

While the dining room is often used for formal meetings
with visitors, the lounge is where he converses with his
triends. It is also the place where the wizard comes to relax
and consider important matters. As such, it will be the maost
comfortable place in the tower.
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6. Wizard's Chambers

This is where the master of the tower (and his family, if he
has one) resides. It will reflect his own tastes and probably
have a number of magical spells set about it. Some of these
will be designed to make the room more comfartable,
others will be traps set up to protect the wizard from
intruders. A hidden cache will generally be found some-
where in the room that allows the wizard to keep his most
important possessions safe from prying (or scrying) eyes.

7. Library

This room will be lined with shelves halding books, scralls,
tablets, slates, and just about any other form of text one
might imagine. It is here that the wizard does his research
and instructs his apprentice.

8. Study

When the wizard is engrossed in a project, he will often
retire to this area for thought and research. While not as
comfortable as the lounge, it is not as spartan as the library.
One on one meetings with the wizard, especially those of
some importance, are held here.

9. Casting Room

This chamber is generally barren and stark. The walls will
be marked with magical runes and hald shelves for a few
important trinkets used in spellcasting, but nothing that
might distract from concentration. It is here that the wizard
comes when he wishes to invoke his magical powers,

10. Laboratory

This chamber will be filled with all manner of magical sup-
plies and mysterious experiments. It is here that the wizard
delves into the secret mysteries of the universe in his end-
less search for magical might. All of the master's spell com-
ponents and other arcane possessions will be kepr here,
Every manner of protective spell available to the wizard
will be woven over this room, for none may enter it, not
even his apprentice, without his blessing.

11. Door to the Tower Roof

From time to time, the wizard will have need to visit the
top of his tower. Whether that's just to carch some fresh air,
practice his astrology, or conduct a magical experiment, this
is the portal that allows him to access the tower's top.

Handout 3
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Sample Map: Monster’s Cavern
Map Key

1. Entrance

In the case of intelligent monsters, this area is often pro-
tected by traps, illusions, or lesser creatures that serve the
owner of the lair. If the resident monster is not intelligent, it
may well be littered with the bones, armor, and equipment
of past victims. While not as deadly as a trap or guardian
monster, these can be quite effective in deterring tres-
PEEEEIS.

2. Guard Post

As with the entrance, this area is frequently set with a trap
by intelligent monsters. It can also be used to set up
ambushes or for the posting of a guardian monster. If the
creature who lives here is a spellcaster, it might be that a
continual darkness or fog spell has been placed here to make
intruders think twice before continuing on.

3. Antechamber

This area will often contain a spring or other water supply.
In cold regions, it might be a valcanic vent or other source
of heat. If the monster keeps animals of its own, either as
pets or for food, they will often be housed here.

4. Refuse Pit

All of the monster’s garbage gets dumped here. This
includes uneaten portions of past prey, offal, and the like. It
is not unlikely thar a few items of value, things that the
monster had no use for, have been discarded here as well.
However, as the place is swarming with beetles, Mmaggots,
and other disgusting creatures, recovering these treasures
can be a job that requires a strong stomach,
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5. Secondary Chamber

If the monster living here is intelligent, it might use this
chamber for a storage area or armory. Similarly, it might be
a sort of “guest room” in which allied monsters or prsoners
are kept. In the latter case, of course, the room will proba-
bly be equipped with bars or a trap of some sort to ensure
that the hostage does not escape. Unintelligent monsters
may use this area to store food thart they plan on using later,

6. Monster's Chamber

This is where the resident monster sleeps. Depending upon
the exact nature of the creature, it may have furs scattered
an the Hoor, roosts affixed to the ceiling, or any number of
other amenities. If the monster is intelligent, it may well
have traps placed so that it will be protected while it sleeps,

7. Treasure chamber

If the monster that lives within this complex likes to hoard
treasure, this is where he will keep his ill-gotten prizes: An
intelligent monster will almost certainly have placed one or
more traps here to keep thieves from stealing his loot.

Handout 4
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Sample Map: Temple

Map Key

1. Grand Hall

This area is designed to impress visitors to the temple with
the power and importance of the Immortal to which it is
dedicated. As such, it will be lavishly decorated with ban-
ners, statuary, frescoes, and other works of art.

2. Dormitory

This room is used by the acolytes who are studying the
worship of the temple’s patron Immortal. There will usu-
ally be a dozen or so bunks, each with a chest for personal
effects, as well as a small shrine that can be used for private
worship services, In many cases, several bookcases will
stand along the walls with inspirational texts for the
acolytes and one or two tables for work and study,

3. Library

Every temple maintains a fairly large library with religious
books, histories of the faith, and a great assortment of gen-
eral reference materials. There are also a number of desks
with inkwells and sheets of parchment, paper, or papyrus
for those who wish to record their own words for future
generations. As a rule, this facility is open to all members of
the faith.

4. Office

All of the temple’s business affairs are conducted here.
There will be records of past transactions, budgets for
Future expenditures, and, depending upon the size of the
temple’s following, a treasury of considerable value.

3. Infirmary

In. cases where an Immortal teaches healing and compas-
sion, his temples will maintain a number of beds for mem-
bers of the faith who have fallen ill. If one or more of these
beds is not occupied, it will generally be made available to
travelers who pay homage to the temple's patron at little or
no Cost.

6. Storage

Just about everything that the keepers of the temple need
to operate the facility will be kept here. This includes their
assorted sacraments, supplies for the hospital, and even
routine janitorial equipment.
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7. Main Temple

This is where services honoring the immortals are held.
The focus of the room will be an elaborate altar and an
assorement of religious relics vital to the faith. If the temple
supports public services, there will be seating (usually
benches or pews) for berween 50 and 150 persons. Unbe-
lievers may or may not be admitted to this area, depending
upon the mandates of the church.

8. Kitchen

The temple's kitchen will be staffed by acolytes and outfit-
ted with a fairly good assortment of cookery and utensils.
Since almost every faith has some manner of dietary restric-
tion, a skilled hand will oversee the youngsters in their
workings. There is usually a storage chamber beneath this
room that serves as a pantry or wine cellar.

9. Assembly Hall

This room is most frequently used as cafeteria for the tem-
ple staff. On important days, it is also used as a feasting hall
for members of the faithful. Lastly, it is occasionally pressed
into service as a meeting hall when important business
matters arise.

10. High Priest's Chambers

This is the area where the high priest (and his family, if
any) makes his home. It will be decorated in accordance
with the requirements of the faith, so it may be quite spar-
tan or lavish and elegant. The odds are that it will also have
a private library and secret cache for the high priest's valu-
ables.

11. Sacristy

This room is kept locked when not in use for it contains the
most valuable of the temple's holy relics, and other irre-
placeable treasures of the faith.

12. Lesser Temple
This area is not nearly as impressive as the main temple. It

is used for small, private services or when the larger temple
is otherwise engaged.
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Sample Map: Tavern or Inn
Map Key

1. Stables 8 Pens

This area is used for the care and feeding of horses, mules,
and other mounts. From time to time, one might find chick-
ens, cows, or other animals kept by the inn's owner here.
The typical cost for stabling a horse is 5 sp per night.
Stables in cities may charge more while those in the coun-
try may charge a little less.

2. Taproom

This is the main eating and dining hall of the inn. It is here
that the guests will gather for meals and to pass the hours
sharing stories and playing games of chance. The seating
capacity of this room will vary from inn to inn, but most
will comfortably host between 30 and 50 guests, The typi-
cal cost for a meal ranges from 5 cp for breakfast or lunch to
2 sp for a good, wholesome dinner.

3. Bar

This is the area where drinks are kept and served. A num-
ber of stools, generally between 10 and 15, will be provided
for those who wish to sit at the bar, The cost for a typical
drink will run from 1 cp to 5 cp. Unusual vintages, when
available, may cost much more.

4, Kitchen

This is where all of the cooking for the inn's staff and
patrons is done. A good deal of food will be stored here, as
will some Hrewnood, coal, or other fuel for the stoves and
fireplace. Cooking utensils will hang on the walls, while
shelves will hold plates, bowls, cups, and the like.

5. Common room

These rooms are available for rent by groups of 6 or 8 indi-
viduals, A typical Fee s 5 sp per night or 3 gp for a week.
This doesn’t include meals, but many inns will offer a
slightly higher rate that includes one or more meals each
day:,

6. Private room
The best type of room that a traveler is likely to encounter,
these will cost 1 gp per night or 6 gp per week. Typically,

private rooms will comfortably sleep only one or two
guests, but usually include at least one meal per day.

2312 0 1995 TR, Inc. All'Rights Reserved

By permmiission of TSRS It this page may be reproduced for personal use only.

7. Staff room

In many cases, part of an employee's wage will be living
quarters and meals. When this is so, these are the rooms
assigned to the people who work at the inn. When one of
these is vacant, it will be rented as a private room.

8. Owner's room

Certainly the most comfortably of all the inn’s accommo-
dations, this is the room where the owner and his wife
reside. It is seldom made available to guests, but might be
offered if the price were right.

9. Bunk room

The cheapest of accommaodations, this area is nothing more
than a dormitory with several bunks set in it. Guests are
afforded no privacy, and must share the place with who-
ever (or whatever) else the innkeeper has rented a bunk to,
The typical fee for passing the night here is 5 cp per day or
3 sp for a week's lodging.

10, Storage

Just about everything that the innkeeper needs to keep his
establishment operational will be kept here. In cases where
all of the local inns are filled up and space is still in demand,
enterprising innkeepers have been known to rent out space
in their storage rooms for 1 cpa night.
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Sound Example Character Sound
A mane, pain o iyl o
a par, cat =t T O
ae air, bear S Y ol
B bib, bee _E_- au
& —use 5 or K— 00
ch church, nature L 00
D dead, dragon i P
E bee, monkey Ll Q
e thread, burial C R
F life, phobia __r/__ 5
G gag, ghost __E 5 sh
H helmet, who i il

1 pie, sky el s th
i pit, nymph S u
i pier, beer S u
| jar, soldier __'i_ u
K kick, talk 4l _t}ﬁ_ v
ke choir, acquire _ﬁ__ W
L tall, llama __t__ X
i autumn, dumb i Y
i align, nut i Z
ng bring, tongue ___ai zh
O no, flow N

Additional Remarks:

512 © 1995 T5R; Ine. Al Rights Reserved

Dwarvish Alphabet Key

Example Character

pot, honest
caught, paw
boy, enjoy
sour, fowl
boat, canoe
took, could
drop. punch
—use kw or K—
raven, fear
Sing, cost
shape, lash
tiger, blot
think, slath
use, Cute
cut, unsafe
fur, leamn
velvet, valor
with, one
—use Zor K§—
yes, onion
zebra, czar

vision, mirage

R

MNumber

(I

9

10

S0
(LA
200

S

alzls |sRk| | | [kll¢l<le ol

By permission of TSR, fne. M page mary be repaoduced For persomal ose only.
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Sound Example
A mane, pain
a pat, cat
ae air, bear
B bib, bee
G —use S or K—
ch church, nature
D dead, dragon
E bee, monkey
e thread, burial
F life, phobia
G gag, ghost
H helmet, who
I pie, sky
i pit, nymph
1 pier, beer
] jar, soldier
K kick, talk
kw choir, acquire
L tall, llama
M autumn, dumb
N align, nut
ng bring, tongue
O no, flow
Additional Remarks:
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Elvish Alphabet Key

@)
=
=
-]
Z
(]
-

D,

AN

il

fl

ol it - ¢ [mla

Sound

(@}

ol

ou

0O

= ©)

sh

th

c»

o T £ < o [ <>

Example
pot, honest
caught, paw
boy, enjoy
sour, fowl!
boot, canoe
took, could

drop, punch

Character

—use kw or K—

raven, fear
sing, cost
shape, lash
tiger, blot
think, sloth
use, cute
cut, unsafe
fur, learn
velvet, valor

with, one

—use Z or KS—

yes, onion
zebra, czar

vision, mirage

Number

10

o0

100

500

1000

5000
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Magical Alphabet Key

Sound Example Character Sound Example Character Number

Character
A mane, pain 1 o pot, honest _Z ] —O
a pat, cat i G caught, paw i 1 + =
N, e i bl air s 2 5
B bib, bee E ou sour, fowl _"?E_ 3 —+
C —use 5 or K— 00 boot, canoe ,_;,?3-;_ 4 —+
ch church, nature L T took, could i 3 _+_
D dead, dragon _j_, P drop, punch _H 6 _._4‘_
E bee, monkey _..E_._. a —use kw or K— 7 = 0
e thread, burial i R raven, fear ____FJ___ 8 —-&‘
F life, phobia l S sing, cost ‘)ﬂ 9 _"+'__
G gag, ghost _—!:j___ sh shape, lash ﬁ 10 +
H helmet, who _‘T_::l__ tiger, blot i 11 +
j pie, sky N th  think, sloth _F_ 12 _‘i"
i pit, nymph f‘-i U use, cute i_o_ 13 __+_
i pier, beer _,_L-L_ u cut, unsafe ot?
] jar, soldier __é{_ U tur, leam GHH
K kick, talk i v velvet, valor =t
kw choir, acquire i W with, one K T =
L tall, lama i X —use Z or KS—
M autumn, dumb i 3 i yes, onion h""j
N align, nut i Z zebra, czar _E
ng bring, tongue 2 zh vision, mirage =
O no, flow __212'_
Additional Remarks:
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Phonetic Alphabet Key

Sound Example Character Sound Example Character Number Character
A mane, pain - a pot, honest AT 0
a par, car g o = 0 caught, paw T !
ae air, bear s ol boy, enjoy e 2 e
B bib, bee L ou sour, fow! i 3
C —use Sor K— o0 boot, canoe Sld- | 4 g le . i
ch church, nature 00 took. could o 5
D dead, dragon = P drop, punch o o ]
E bee, monkey = . T Q —use kw or K— 7
e thread, burial R raven, fear o - B
F life, phobia LT S sing, cost ] T8 9
G gag, ghost === sh shape, lash e 0 10
H helmet, who bl S T tiger, blot 45w 50 o 2t 3R
| pie, sky = th think, sloth - BL 104
i pit. nymph T T U use, cute L iy 500
i pier, beer R u cut, unsafe gl gt 1000
1 jar, soldier 2 £ S i fur, leam - = 5000
K kick, talk ik v velver, valor * el o WL_STNE
kw choir, acquire el | W with, one
L rall, Hama == X —use L or KS—
M autumn, dumb b yes, onion e
N align, nut b Z zebra, czar
ng bring, tongue zh vision, mirage
o no, flow

Additional Remarks:
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Actual Date

Campaign Date(s)

Dungeon Master

Players

Adventure Plot (s)
Main Conflict:

Main Subplot:

Secondary Subplot

PC Roster
PC# Mame Notes

MNPC Roster
NFC#  NPC{s) Status (Ally, Enemy, or Other), Notes

Creature Roster
Monster # Type & Amount Where Encountered (Event #)

Adventure # Adventure Synopsis

Adventure Encounter Notes
Major Events

Minor Events

Mysteries & Unresolved Plotines

Rewards & Treasures
Treasure Gained (PC ar NPCH)
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Adv #

Event & Encounter Notes

Adventure Record: Events & Exploits

Event # Type Setting NPCs Involved
: 5 is and DM Not
Event# Type Setting NPCs Involved
S s and DM N
Event # Type Setting NPCs Involved
E 5 is and DM N
Event# Type Setting NPCs Involved
: 5 s and DM Not
Event # Type Setting NPCs Involved
Event Synopsis and DM Nates
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Adv #

Adventure Statistics: Treasure & Experience

Treasures Won Experience Gained
Jewelry
Treasure Colns ar Other Group Awards
| PCW¥ _Type _cp sp ep gp pp _ Treasures
Adventure Complation: ||
Survival Against the Odds;
Experience from Treasure (Optional)__ =
Exparience from Group Combat:
PC Group Experience Total: -
# of Group PCs: _ -
Each PC's Experience Total from Group XP:
Individual Awards
| PC#_Holeplaying _Single Combat __ Insight _Teamwork
Magical Treasures Found
| PC#___ ltem Type & Description Saurce
2517 © 1995 TSR, Inc. All Rights Reserved Ty permission of TSR, Inc. thas page nury be eeproduced for personal use only. Handout 15




e Adventure Statistics: Player Characters

] PC Nama [Player Mame) Class (Lovel) Aace Sox Alignment AC [Armor)
Saving Throws vs. Paralyze/Poison Patrify/Polymamh Rod'StatiiWand Braath Waapon Spell Hit Palnts
{+ Wisdom adj.)
THACO Weapon(s) (Adj. THACO; Damage) PC or Weapon Special Abilities
Magical liems

# | PC Name [Player Mame) Cings [Lovel) Race Sox Alignment AC [Armaor)
Saving Throws vs. Paralyze/Poison Patrity/Polymorph Rod/StaffWand Breath Weapon Spell Hit Paints
{+ Wisdom adj, —
THACD Weapon(s) (Adj. THACO; Damage) PC or Weapon Special Abilities
Magical items

# | PC Name (Player Nama) Class (Level) Amce Sex Alignment AC (Armor)
Saving Throws vs. Paralyze/Poison Patrify/Palymarph Rod/Stalt"\Wand Breath Weapon Spall Hit Points
{+ Wisdom adj.
THACD Weapon(s) (Ad]. THACO; Damage) PC or Weapon Special Abilities
Magical tems

# | PC Name (Player Name) Class (Level) Race Sex Alignment AC (Armor)
Saving Throws vs. Paralyze/Polson Patrity/Pokmorph Rod SiatiWana Braalh Waapon Spadl Hit Paoinis
{+ Wisdom mdy.
THACO __Weapon(s) (Adj. THACO; Damage]} PC or Weapon Special Abilities
Magical ltams

# | PC Name (Player Name) Class (Level) Race Sex Allgnment AC (Armor)
Saving Throws vs. Paralyze/Poison Petrily/Polymaormph Rod/StafiiWand Breath Weapon Spell Hit Points
{+ Wisdom adj.
THACOD Weapon(s) (Adj. THACOD: Damage) PC or Weapon Special Abllities
Magical lems

& | PC Name (Player Name) Class (Level) Race Sex Allgnment AC (Armor)
Saving Throws vs. Paralyze/Poison Petritly/Polymorph Rod/Staft\Ward Breath Weapon Spall Hit Points
[+ Wisdom adj.
THACO Waaponis) (Ad]. THACO; Damage) PC or Woapon Special Abilities
Magical lems
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Adv #

R s

Adventure Statistics: Nonplayer Characters

NPT Mame Class (Lovel) Race Sex Alignment AC [Armaor)
Saving Throws vs. ParalyzreiPoison Petrity/Polymomh Rod'StafAN and Braath Weapon Spelis | Hit Points
[+ Wisdom ad.
THACD Weapon(s) (Ad]. THACO; Damage) NPC or Weapon Special Abilitles
Magical Hems o
NPC Name Class [Level) Race Sex Alignmant AC [Armaor)
Saving Throws va. Paralyra/Poison Patrity/Palymorph Rod/'Stalf \Wand Breath Weapon Spells | Hit Points
{+ Wisdom adj,
THACO Weapon(s) (Ad). THACO; Damage) NPC or Weapon Special Abilities
Magical Hems
NPC Name Class (Level) | Race Sex Allgnment AC {Armor)
Saving Throws vs. Paralyze/Poison Petrity/Polymorph Rod/Statl'Wand Breath Weapon Spelis | Hit Points
|___{+ Wisdom ad).
THACO Weapon(s) (Ad]. THACO; Damage) NPC or Weapon Special Abilities
Magical tems
NPC Name Class (Level) Race Sex Alignment AC (Armor)
Saving Throws vs. Paralyze/Poison Patrity/Polymaorph Rod/Staff'Wand Breath Weapon Spells | Hit Points
[+ Wisdom ad|,
THACO Weapon(s) (Ad]. THACO; Damage) NPC or Weapon Special Abilities
Magical ltems
NPC Name Class (Level) Race Sox Allgnmant AC (Armar)
Saving Throws vs. Paralyza/Poison Petrity/Polymaorph Rod/StaltWand Breath Weapon Spelis | Hit Points
{+ Wisdom adj,
THACOD Weapon(s) (Adj. THACO; Damage) NPC or Weapon Special Abilities
Magical ltems
NPC Name Class (Level) Race Sex Alignment AC (Armaor)
Saving Throws vs. Paralyze/Polson Petrity/Polymorph Rod/Stalt Wand Breath Weapon Spells | Hit Points
| (+ Wisdom ac
THACO Weapon(s) (Adj. THACD; Damage) NPC or Weapon Special Abilities
Magical items

812 © 1998 TSI, Inc. All Rights Reserved
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Minor NPC Record Sheet

Character Name Class Kit Level
Campaign Datn Croated Flace Ser FYe—
ABILITIES
s | o L] e oo | % §| Hit Points Armor Class Experience
STR AT Wom I Del_ Adj ‘ Points
=
DEX TOTAL Other Delanses Basa AC
T | S [ | S’ | B0
CON
o T w g e - Maxt Linvol XP Goal
INT
m s e -li':p:: el : w é.":‘k F‘nu;mn ﬁm ugg:..l
W|S Eaving ior Daath or War Pohvmcrnh
TP ﬂﬂ" Teatton Throws
ek Aja].
CHA
Aﬂaﬂk.rab!ﬂ Viehpon Type e ] [[lse d ]| e I-:.u ruj':m At | wBW | e L :'-Hmr-lr T-ﬂ
IFI i X .
Altack THACO Atk
Equipment Class Abilities Tusting Wnitd Spells
Bt Canrmiincd Cooad .
m'llm —~ —_— L — -
T e e T == s yahe el b
pa—— Lo Ecel DookiSoals Memadned
m houl ' 2 HD
Shackse [ 4 HID
Find
Traps Wight | & MDD
[T (Brasr
M Wenith /6 =D
Shacows M {7 1D
Soetia B HD
Lumac
Mol Wimpine 8 HE)
] Ghoss ' 10 =D
¥ials
Lty 184 HD
m Giecial
Waalth Nntﬂs:
Typa  Tolal Cammed  Cached
e
5P
i
oE
PP
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Calendar Sheet

Hourly
Day:

12:00 a.m,

1:00 a.m.

2:00 a.m.

300 am.

4100 a.m.

5:00 a.m,

B:00 a.m.

7.00 a.m.

28:00 am,

=00 a.m,

10:00 a.m,

11:00 a.m,

12:00 p.m.
1:00 purm
2:00 p.m.
3100 p.m.
400 p.m
5100 p.m.
6:00 p.m.
700 p.m.
800 p.m,
00 p.m.

10:00 p.m,

11:00 p.m,

Daily Calendar
Manth:

Lundin
Gromdain
Tserdain
Maldain
Mytdain
Loshdain
Soladain

= 0 ;& M=

10

Lh)

13

14

15
16
17
18
18

21

R R

Klarman!

Fyrmont

Sviltmoni

Eirmont

Kaldmont

2512 © 1995 TSR, Inc. Al Rights Reserved
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Major NPC Record Sheet

2512 © 1995 TSR, Inc. All Righia Reserved

Character Mame Class Kit Level
Camgaign Crako Croaled Race Sox Alignmant
ABILITIES Appearance
Melea | Moes | Weight | Mar | Open | Bana
Atiack | Damage |Alowarcs| Press | Doom wLin Ags Distinguishing Fealures
STR Apparent True-
Addpunt o Akl Height Waoight
DEX '
Adurt ol i e %u-: Eﬂu’" " Eyes Hair
CON
o | o ||
INT Armor Class Sinmkiues AL
Magenl | Bomus Spolls | % Gpel | Speld ity Armor Worm Det. Ady.
Chifesiiani Fidhure Suprisnd AC
WIS Bas
Oiiteer Dafensas
Max, Mo m Flagsctann
blancmen Akuist Rear AC
CHA
Targel's AC [ B N & &5 4 3 2 + o -1 -2 -3 -4 -5 4 -T -4 -8 -0
Aftack Number
Weapon Information Monpeohcency Penary || Eauing Throws
: Parsisi Fioas,
WomanTyps || s | tie o | e | an fowme (corupt |ouman| s [ P S
Penfication &
Palymanh
Wospems 'Spats.
Hit Points D e i i Spells
Pio P ket o iy s s e fe ol
TOTAL Spill BookTpeils Memoried
s
Find
Traps
Turning Undead Mava
Eidsion | 1 HO ey £ 7 HE
Hide In
Filan ] Bpactrn | 8 HD Snpdces
Ghoud | 2 HD warrges / @ HD SRy
Bhaciow | & HI Ghose ! 10 HD: e
Wight / § HD Lich {11+ HD e
Ghas! Bl
Fead
Wiraim | 8 HD Languinge
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Nonweapon Proficiencies Wealth Experience Points
Profcisny m - ﬂ son| = TM Total Carrisd Cached

cP

&n

EP

ar

M +107% XP Bomm? Mo Lavel P Gaol

Tou Ll Mo
Treasures (Gems, Jewelry, etc.)
Special Abilities

Kit Abilities/Limitations

Allgs Enemias
Known Locales Froguenbed
Equipment Carried
Lasft Sico Front/Back Hight Side
CORT L gatis - ] Ll ot AR S WT COaT Py L Wit
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Warrior Character Record Sheet

Character Name Class (Kit) Hit Points
Alignment Race Experience Level Wounds Suffered
Age & Sex Height & Weight Hair & Eyes

Distinguishing Features

Attack Table

Melee Melee Weight Max. Open Bend
S h Attack | Damage | Allowance| Press Doors ILift Melee THACO Missile
trengt Attack Attack
E‘;tijdrprisa lr\tissiiz Difdensiva
. just. ttac just.
Dexterity
-1 1
Td Point | System Hgssure? PSo;son nggen.
. . just. hock urviva ve ate
Constitution 2 :
Add'l. |Max. Spell %S Learn N:'ax. No. Spell Immunity 3 5
. Language: Level pells Level =2
Intelligence |
-4 4
Mz-}gical Bonus Spells % Slpail Spell Immunity
. Defense ailure
Wisdom 2 5
HI'\.‘Iaxl;I No. I;%yalty R::ction AT e
. enchmen just. just.
Charisma
i 7
Weaponry Information Ponary "8 8
T S Attack R Da D D -
Wegpan:Type e | 000 | nacks | Aduet | (GMD | Aduss | ve oM | vl 3 <
-10 10

Roll number or higher on 1d20

Armor Class

Armor Worn
Base AC Surprised AC
Character Sketch Experience Points
Shieldless AC Rear AC
Other Defenses
+10% XP Bonus? Next Level XP Goal
ves [ | No []
Paralysis, Rod, Petrification Breath Magical
Poison, Staff, or Weapon Spell
. or Death or Wand Polymorph

Saving
Throws
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Warrior Abilities Weapon Nonweapon

Laying on Anncky Proficiencies Proficiencies
Hands Roiend
Lawil _ |
Cure g R 4 Sion | | stostms | | Porany Siots | | mome | | stoivs
Dispase
Proficiency i Aol Check

Skalmton 1 HD VWaapon Nama Bpec? g EiTialed Blote Ablty Mod
Loemibee
Ghoul@ HD
Shadow3—E HD
Viight'S HD
Ghast
Wraith/s HD
bMummyT HD
Spocirad HD
Vampéned HD Arvenal

Rancticns
Ghost"1 0 HD

Hida in
Lich 14HD Shadows

Move
Specil Saanilly

Foll nuriber of less on 16N 0 sucoesd

Equipment Racial Abilities Wealth

fiom Carried Cont L Type (GP Valus) Cartied  Cached

Treasures (Gams, Joewelry, stc.)

Encumbrance Move :f §# § § ¢
Category  Weigh Combat Effects Rates §d & & & &
MHane None m Mova]

Light None Ligm

(271 Move)
Modernte 1 Attnck

Moderals
Hoavy -2 Attack, +1 AC (168 Micry
Sevare —4 Aftack, «3 AC m]
Maxenism —4 Artack, «3 A Sevars or Mas

Totals [Moves1]
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Priest Character Record Sheet

Charactar Name Class (Kit) Hit POiI'ItS
Alignmant FAacn Experance Level Woaunds Sullensd
Age & Sox Haight & Weaigh Hair & Eyes
Distinguizshing Faaturas
Attack Table
Molge | Molee | Weight |  Mac Open Bend
Strength e et R (B ™ | st ||| THAGD: | | Saeale
i Surprse | Missde | Dedensie
Dexterity e | e (s
- | 1
Hit Piiril Ressurmcd] Poison | Fegen.
Constitution hat | o | S| S | "Rl — -
Addl.  |Max Spefl| % Leam | Mo No.|  Spell immunity
Intelligence b ol o : J
Magical Bonus Spedis . Spell kmmunity = 1
Wisdom i e = :
Moo MNo. Fpaction
Charisma verdmer| A | Kot 3] :
Sr T
Weaponry Information Py " 8
Wetpa Tyea bl Bl PPN - Il - e v » 0
=10 10
Aol numibead o higher on 1420
Armor Class
Armor Wiorm
Base AC Sumdised AC
Character Sketch Experience Points
Shisldiass AC Aaar AC
Oehser Dpi@nass
= 1 0% X0 Bonug? Mawt Levwel 3P Goml
L] g Ha D
Parafysis, Rod, Patrification Braath Magical
. SDAE W Dehmcgky T | e
Saving
Throws
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Priest Weapon Nonweapon
Abilities Proficiencies Proficiencies
Speds per Lovel Initial Add’l Monprol Irntuad INT Add’l
181 2nd A 4 Sth - G THh Slols Slpavia | | Penalty Slats Barius Shothvis
Tuming Undead Spes Memarzed
Proficiency #  Ral Check
Shalabon/1 HD Wanpden Marns Marmus Siots  Ablly Mod.
it
Gihowl’d HD
EhadowE-4 =
Wight's HD
Ghasi
Wiralins HD
Murmery (7 HD
Spectral HD
Vampina® HD
Ghost"10 HOD
Leei 1D
Spacinl
Aol numiser or Bes on 1020 o pocead
Equipment Racial Abilities Wealth
Itesn Cormad Cost WL Type (GP Value) Carmiod  Cachad
Treasuras (Gams, Jowebny, she )
Encumbrance Move £ & 7 § ¢
mwwmﬁates*’?ﬂ?éf
hong Nane :E:MF _
Lighit o Li
(273 Mava)
Mcda e =1 Aflsek
Meoshrako
Heavy -2 Aftack, +1 AC (172 Move)
Savers 4 anmck, +3C | | (17 Mhowel
Basimaem 4 Atack, «3 AC Sevenp or Max.
Totats iMove=1)
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Wizard Character Record Sheet

Character Name Class (Kit) Hlt Pﬂlnts
Algnmant Aace Exparsence Ll Woends SuMared
Age & Sox Height & Wisght Hair & Eyes
Distinguishing Features
R R B R Attack Table
Strength P e || TACO ) e
S;E:rlu blerda | Dalenshas
Hit Point Ressuract] Poman | Regen, & !
C 0 I"IStitUtiﬂ'n Adjust, m Surdvnl | Save Aate > >
Addl.  [Max I " Leam | Max Ma. Spail Irmmuinity
Intelligence i sl e = (1 i “
=4 4
Magical Boniss Spails “ Spall Spall immuniy
Wisdom Bftes o - :
Max, No, | L Rsaction
Charisma s | A | i b )
=T T
Weaponry Information Py Y ] " “
Webpon Type Tpe | Roeet | macin | Agem | ot | e | | e 4 -
=10 10
Al nsmbai o higher on 1420
Armor Class
Armmor Woam
Base AC Surpriged AC
Character Sketch Experience Points
Shisldess AC Aaar AC
ﬂmarﬁeiunm
+10% NP Bomug™ Mson® Ll XF (st
veu [ ] me [
Paralysis, Aod, Padrifscation Breaih Magical
s Lhims P o e
Saving
Throws J ‘ ‘ ‘
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Wizard Abilities Weapon Nonweapon

_ Stspmia pinuy Proficiencies Proficiencies
Oppositon It Add Nongral Irutid INT Adkf|
. = ey BT Siots | | Stothis | | Paralty Slot Bonus | | Siotivis
T ] ]
Proficiancy &  Huol Chack
Wampon Mama Mame Siofs  Ablty Mod

4 s

Foll mmnber or kess on 14820 19 SUcteed

Equipment Racial Abilities Wealth

liem Camad Cost Wi Typa (GF Vaiua) Camsd  Cachied

Tremsures (Gems. Joweiry. oic.)

Encumbrance Move = ¢ 2 § ¢
Cotegory  Weight  Combat Eftects Rates & § @ & &
hiona
i None (Bass Mova)
Light Morie Light
(273 Mowe)
Modente -1 Attack
Modarabs
Haavy -2 Aitack, +1 AC (12 Mova)
Sovers 4 Attack, +3 AC et N
o puni Py =4 Aftack, «3 AC Sovare of Max
Tatals (ove=1)
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Thief Character Record Sheet

Character Name Class (Kit) Hit Points
Aligrmisn Aace Experience Livel Wounds Suffensd
Age & Sex gt & Weight ["Hair & Eyes
Dratrguishang Fontunes
A A AR Attack Table
Strength oies | [~ THACD | [ Whasie
Dexterity e | |
i i
Hit Paint Ressurect] Polson Aegen
Constitution A | Sk | S| Sve | el - .
Intelligence e e 2 - G )
-4 &
. o el IRl I B o (Bl
Wisdom iy - :
Charisma IMW ﬂuﬂ? H::::T‘ —& L
=F 7
Weaponry Information Paciny Y " 8
Weapon Type il ool (PSR v Jf (- O e ol o~ ol it = :
=10 10
Roll numbses or higher on 1020
Armor Class
Ammor Wom
Baso AC Surprised AL
Character Sketch Experience Points
Shisidiess AC Haar AC
Oinar Delanses
+10% AP BoraaT MRoxi Leved XF Dol
'I'HE] 23] D
F'.!r.grrﬂl, Flul;ll Palrification Bireain Magical
Sa\fing MH uls':‘:lll'lﬂ l""ﬂl'I-ﬂ?l'illlﬂlfl!'l"' <y
Throws
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Thief Weapon Nonweapon
Abilities Proficiencies Proficiencies
e PRk Sote | | stouwis | | Pamaiy ot | | Banvs | | Slotds
Open Sppits par Lovel
Locks
Fimdg/
Ramawa Praoficianey i HAel Check
Traps 4 Weagan Nama Mame Siots_Abity Mod
m Speits Memornzed
Hida in
Shndrss
Detect
Mo
Chrrty
Wails
Aaad
Languages
Lise
Scrolls
Lem &
Knowtadgs
Marala
Macktier
Influsics
Haactions
Foll numbes or BBss on 1020 o sucosed
Equipment Racial Abilities Wealth
liern Carmed Cost Wt Type (GP Value) Camied  Cached
Treasures (Gams. Jowelry, otc.)
Encumbrance Move £ § 7 § &
Category  Weight Comb Effects Rates £ § & & &
Light None
(2/3 Move)
Miccha b =1 AHack
hiodaate
Heavy -2 Atiack, +1 AC {172 Move}
Sevorm s atack, +3AC [ | (% Mot
B L = AR@cK, «3 AT Servmin or Mo,
Totala {Mova=1)
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CLIBMATE/ TEREAIM:
FRECYWENCY: I
ORGANLZATION:
ACTIVITY CYCLE:
DIET:
INTELLIGENCE:
TREASURE:
ALIGNMENT:

NO. APPEARING:
ARMOR CILASS:
MOVEMENT:
HIT PICE: i i
THACD:

MNO. OF ATTACKS:
PAMAGEATTACK:
SPECIAL ATTACKS:
SPECIAL DEFENSES:
MAGIC RESISTANCE: E
SIZE:

MORALE:

X VALUE:

o 85 % o i —

Appearance.

Combat:

Feology:

— e ——

Habital/ Society:

- Sarkants:

e T e =t — =
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Creating a MONSTROUS COMPENDIUM® Entry

CusmaTe Terran: This entry should describe the environment
in which the creature is found. The most common climate types
include araic, subsarctiy, cool, temprerare, warm, subtropical, and tropical
The most common terrain types include badlands, beaches,
cliffsfgorges, deserts, forests, glaciers; grasslands/savannahs, kills,
fungles, lakes, mountains, ocean deprhs, ocean surfiuces, rin forests,
nversfstreams, scrul forests, subterramean; and swamps/marshes. OF
course, unusual monsters will have entries like Flemencal Plane of
Fire or Baager.

Freauescy: This entry refleces the likelihood of encountering
the listed creature in its favored Climare/Terrain. Standard entrics
include wngue, very mare, stre, uncomnon, and commion,

OnrcaNizaTION: This entry indicates the overall social structure
of the creature. Generally accepted entries include sofitry, pack,
herd, flock, school, heve, and so forth. Sefiarry includes mated pairs
with offspring.

Activity Cycie: This entry provides information on the tme of
day when the creature is most likely to be hunting, foraging for
food, or whatever. Standard entries include diumal or day, mocturmal
or wight, hwifighs, and so on. Exceptions are fairly common.

Duer: This is a description of exacely what the creature likes to
eat. Common entriés include carmivore, kerlrivore, scavemger, and
phorosynthests, More unusual entries might be fife eneray or oad.

IsTeLuGENCE: This is roughly the same as the Intelligence abiliny
score assigned to characters, The following categories are used
Nowintelligent (0), animal (1), semi-imelligent (2-4), fow ($:7), average
(8-10), very (11-12), Mughly (13- 14), excoprional (15:16), geniis (17-
18], supragenius (19-20), and goditke {21+,

Treasure: This entry indicates which columns of the treasure
tables (listed in the DUNCEON MASTERY Cuide) are consulted to
determine how much (if any) treasure the listed monster is likely
to have, Treasure camried by the monster comes first, followed by
a parenthetical entry indicating what will be found in its lair,

AvianmenT: This entry lists the typical alignment for the
monster being described. Exceptions, though rare, may be
encountered. Animals or plants which are non- to semi-intelligent
are given a reutral rating,

No. Arreanisnc: This listing tells the DM how many of these
creatures one is likely to meet in a typical encounter situation. In
cases of communal creatures, like elves or orcs, these are often
hunting parties or military patrols. [t does not usually indicate the
twotal number of individuals in a larger community,

ARrMOR CLass: This entry indicates the base AC for the creature.
In the case of creatures that traditionally wear armor, the armored
valued is listed with the raw AC score Following in parentheses,
Bonuses due to magical items, special abilities, and the like are not
usually included in this listing.

MoviMmenT: This lists the standard movement rate for the
creature. Some benchmark movement rates are 6 (dwarves,
halflings, and other small humanioids), 12 (men, elves, and similar
humanoids), 15 {charging leopard), and 30 (flying red dragon).

All entries are assumed to indicate ground movement unless
otherwise indicated. Movement rates through other media are
abbreviated as follows: FI = Flight, Sw = Swimming, Br =
Burrowing, Wi = in Web. Creatures that fly will also include a
parenthetical entry indicating their Maneuverability Class from A
{best) to E (worst),

Hrr Dice: This entry indicates the number of 8-sided dice rolled
to determine the creature's hit points. In unusual cases, different

22121 M, O 1995 TSR, Inc. Al Rights Reserved
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types af dice wall be rolled ar a monster might be glven an exact
hit point rating or a range of hit points, In either of the litter cases,
the creature’s Hit Dice are assumed to equal the number of listed
hit points divided by 4.

THACO: Just as for player characters, this indicates the die mwll
necded To Hit Armor Class 0. The number entered here should be
taken directly from the chartin the Dunvceon Mastir Guide.
Modified values, tor special abilities or unusual arrack forms, can
be included in parentheses. Remember, that creatures with a +3 ar
greater modification to their Hit Dice attack as if they had an extra
Hit Die.

Numser oF ATTacks: This entry indicates how many times &
creature can attack in a single combat round under average
conditions. Alternate values for unusual artack modes and the like
can follow in parentheses.

Damace rer Arrack: This entry should indicate the die roll
combinations (not the damage spread) that each of the monster's
attacks inflicts. Damage bonuses due to exceptional Strengeh ot
the like follow in parentheses.

SreciAL ATTAcKS: This lists any unusual attack modes, like a
breath weapon or petrificanion gaze. Complete decails on these
attacks can be provided in the conrdir section of the text.

Srecial Derenses: This lists any unique defense modes, like fire
resesiance of ity o sonnagical weapens, Complete details can
be provided in the combr section of the text.

Magic Resistance: [his is the chance that a spell cast at the
creature will uteerly Eail to affect it Even if its Magic Resistance
fails, the creature is still entided to any normal Saving Throws.

Size: This is a general classificanion of the creature’s overall size.
Usually, it refers to height or length, but other measurements
(diameter, for instance) are possible. The categories used are T or
Timy (under 2" tall); S or Swall (between 2' and 4" tall), M or Man-
sized (between 4'and 7 tall), L or Large (between 7° and 12" wll), 1
of Huge (between 12 and 25" tall), and G or Cagantuan (over 25
feet tall).

Momare: This entry, used in combat situations, determines how
likely a monster ts to surrender or flee. The possible categories are:
eettreliahle (2-4), unsteady (5-7), average (8-10), steady (11-42), elive
(13-44), chirmghion (15-16), famatic (17-18), and fearless (19-20),

XP Varue: This entry indicates the number of experience points
a group of adventurers will receive for defeating (not necessarily
killing) the monster in combat. The original guidelines for
calculating this entry appear in the Duvcron MAsTER Guide and an
updated formula can be found in Volume One of the Mossirous
Ciowmprenad i Amvsral,

ComeaT: This space 15 provided for the DM to describe the
creature’s behavior in combat. This includes favored ractics,
details on special attacks and defenses or preferred weapons.
Information should be listed in the order that PCs are likely to
encounter it: precombar abilivies, ranged anacks, melee attacks,
deferses, and posrcomiiar abiliies.

Hamrar/Sociery: The information included here should
describe the type of lair the creature kecps, how large a territory it
will claim, unusual behavioral patterns, and other information
abaut its dally routine.

Ecoroay: This entry provides for the details of the creature’s
biolagy. This includes such factors as its place in the food chain
(what it eats and what eats it), its useful byproducts (if any), and
its impact on the surmounding environment.
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Ebon Cloak of Kahlark

Facts: This mysterious cape is actually a
cloak of the bat,

History: Created two years ago in Glan-
tri by the mage Kahlark, the ebon cloak has
little history. Whatever its powers, the
mage goes nowhere without it, Kahlark
has a reputation for cruelty, so it is likely
that the powers of the cloak are terrible
indeed.

Rumors: Kahlark's cloak absorbs light
and uses it to feed his cruel, undead master.
Kahlark can command his cloak to assume
the shape of a giant bat and abduct victims
for his vile experiments, The cloak is actu-
ally a living creature—a scamile—that has
been enslaved by Kahlark. The ebon cloak
was woven from the shadows of midnight
and can open portals into other dimen-
s10ns
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Ixions Wrath

Facts: lxion’s Wrath combines the pow-
ers of an axe of hurling with the abilities of
a flame rtongue.

History: Tales are many and varied
about the flaming axe known most often
as lxion’s Wrarh. The most famous is the
Traladaran “Tale of Rytham,” in which a
hot-headed hero sees a falling star and
finds the mysterious weapon where the
star struck the ground. He used its powers
to protect his village, but grew proud and
haughty, thinking himself unbeatable. One
day he accidentally caused the death of an
innocent in his wild fury. Shocked and dis-
turbed by what he had done, Ixion cast
aside the weapon, vowing never to wield
it again. The next day, he was found dead,
apparently slain by the very weapon he
had forsaken.

Rumors: The flames of Ixion’s Wrath
flicker blue-white in the presence of trolls
and glow green when giants are near.
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Radiant Eye

Facts: The radiant eye is an amethyst
that gives its owner the powers of a genr of
seeing and the ability to employ a derect lie
or detect magic spell at will. It also bestows
infravision (out to 60 feet) and confers an
immunity to all gaze attacks.

History: The radiant eye was first re-
ported some 500 years ago in the area
now known as the Broken Lands. Its cre-
ator is unknown, but it was originally
warn by Dorrat the Chaotic, a mighty
wizard during his lifetime and a hideously
powerful lich after his death. Dorrat was
slain 200 years ago by a lone Glantrian
wizard whose name is lost, though the
Amberville clan claims he was a scion of
Etienne.

Rumors: The terrible spirit of Dorrat
lurks within the eye. In addition to giving
its owner great power, the ¢ye gradually
takes control of its owner and transforms
him into Dorrat’s slave.
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Golden Bracers of Zamash

Facts: The valuable gauntlets serve as
bracers of defense, AC 5.

History: Found in the ruins north of
[hreshold, these ancient bracers have
elvish runes etched into them. These spell
out a single word, *Zamash,” presumably
the name of their original owner. Each
bracer has settings for three gems, though
only one gem is mounted on each. The
right bears a diamond and the left a ruby.
Some experts speculate that the bracers’
power would increase with a full comple-
ment of gems, but attempts to fill the
empty settings have brought no change.
Apparently, only the stones originally cut
for the bracers will suffice.

Rumors: The unusual length of the
bracers, which will cover a man's entire
forearm, suggest that these were created
for a beast-man or a Hutaakan,
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Krollans Hood

Facts: The hood grants its wearer the
ability to detect lie and know alignment twice

per day each, as well as acting like a ring of

mind shielding,

History: Krollan was an early retainer
in the court of the Duchy of Karameikos,
as well as a mighty wizard. It is not known
if he created the hood or if he discovered it.
In either case, he soon began wearing the
scarlet hood at all times, He swiftly be-
came a noted advisor to Duke (now King)
Stefan with his ability to perceive any
untruths during negotiations. Krollan's
time at the duke’s side was short, how-
ever, as he was found strangled to death in
his chambers late in 991. The hood was
apparently stolen by his killer and is miss-
ing to this day.

Rumors: Krollan was strangled to death
by the hood, which had been tainted by
the evil thoughts that it absorbed.
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Ruby Ring of Onyssa

Facts: The Ruby Ring is actually a rning of
djinmi summoning,

History: The ruby ring is home to H'K-
tar, a noble djinni of great power. It is said
that he fell in love with the flaxen-haired
cleric Onyssa, when she found the ring
and summoned him from it. Because of
that love, he continued to serve her and
her children long after Onyssa had been
granted her wishes. H'Ktar has been the
servant of Onyssa’s family for three gener-
ations and the power of the ring has only
been used for the betterment of their lands
and people.

Rumors: Rodem, the eighth person to
bear the ring, is corrupt, and seeks to use
the ring and its djinni for evil. The djinni of
the ring longs to be stolen by someone
more noble so that he can give his services
to someone worthy.
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Great Blade of Ghyrkhos

Facts: The Grear Blade has all the pow-
ers and abilities of a sun blade

History: Ghyrkhos was a great hero in
the early days of the Duchy of Machetos,
now the country of Karameikos. Tales of
his most famous exploit tell of his stand
against a plague of vampires on Midsum-
mer’s Night some seven centuries ago
Though he was triumphant, his victory
came at the cost of his own life. A band of
Callarii elves bore his body away, and his
sword was buried with him in the heart of
the Dymrak Forest. It is said among the
Callarii that the intelligent blade still sings
mourmnfully for its dead master.

Rumors: The blade was animated by
the spirit of a young elven maid who was
in love with Ghyrkhos. The Blade of Ghyr-
khos can blaze with the light and Ffire of
three suns. Ghyrkhos was turned into a
vampire at that last battle and only the
blade keeps him in his grave.

2512 © 1995 TSR, Inc

Oirtulev’s Eye

Facts: This macabre object bestows
upon its owner the same powers as a crys-
tal ball with telepathy.

History: This ancient crystal ball was
created and used by Oirtulev, an advisor to
King Halav during his mortal years on
Mystara. This unique sphere was only 4"
in diameter and the wizard wore it about
his neck as an amulet. The ¢ye was lost
centuries ago with the disappearance of
Oirtulev himself. The Cult of Halav says
that the wizard used his eye to guide him
onto the path of the Immortals, though no
evidence to support this theory exists.

Rumors: Oirtulev's eye allows one to
speak directly to Halav. Oirtuley lives on
as a lich in the Altan Tepes Mountains and
the crystal ball keeps him alive by draining
the spirits of those who touch it. Wizards
tell tales of seeing Oirtulev in their dreams,
where his crystal ball shows them portents
of the future
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Shiera’s Mask

Facts: Shiera’s Mask is a unique item
that allows its wearer to polymorph into a
hawk once per week, summon and control
1420 large hawks once per month, fly for
up to 1 hour per day, and employ the pow-
ers of the eyes of the cagle at will.

History: Six centuries ago, Shiera was
cast out of her clan in what is now Glantri
because she lacked the ability to cast spells.
She fled to the mountains, but returned
years later as a skilled warrior. Wearing a
special mask adorned with hawks’ plum-
age, she saved her clan from a plague of
harpies, Shiera died in that battle and was
borne away by a cloud of hawks to the
mountains where she had lived for so
many years. During the flight, her mask
fell away. It has not been seen since.

Rumors: Shiera’s mask was recovered by
the hawks and rests with her bones in an
aerie high in the mountains west of Sahle-
stone.
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