PLAYERS' BACKGROUND SHEET

Rogahn the Fearless and Zelligar the Unknown are leg-
endary names. Even you, a young fledgling raised far from
the great cities of Garweeze Wurld, know of their reputa-
tion-even though their tale begins years ago. The elders
and the sages speak both names with respect, even awe, in
a distant admiration for the two legendary figures...

You have heard parts of the story before, but never
enough to know all of it, or even what is true and what
is only legend or speculation. But it is a great and fasci-
nating beginning in your own quest to learn more.

Rogahn the Fearless earned his name as a great warrior,
and his reputation spread far and wide across the land.
Zelligar the Unknown, equally renowned, earned his
respected status and power as a foremost practitioner of
the mystical arts of magic and sorcery.

No one knows what occurrences or coincidence
brought these two men together, but tales tell of their
meeting and forming a strong bond of friendship, a union
that would last for the ages. As this occurred, legend has
it, the two men virtually disappeared from the view of civ-
ilization. Stories occasionally surfaced about a rumored
hideaway being built deep in the wilderness, far from the
nearest settlement, away from traveled routes, and high
upon a craggy hill-but no one seemed to know any more
than that, or where this supposed hideaway really was
located, if indeed it was.
some say their motive was to pursue the common goals of
personal greed and some kind of vague (or chaotic) evil.
In any case, they jointly led a hermit life with but a few
occasional forays into the outside world to add to their
own reputations.

No one knows for sure, but

Many years passed, until one day a great gnome-titan
invasion came from the lands to the northwest, threaten-
ing to engulf the Meletian Kingdom with the excessive
carousing and oppression of the unchecked gnome-titan
horde. Just when things seemed the darkest, Rogahn the
Fearless and Zelligar the Unknown made their unexpect-
ed yet most welcome reappearance. Joining their power-
ful forces, they and their band of loyal henchmen met the
gnome-titan army in a great battle at a narrow pass in the
hills, and decisively turned back the invasion. Rogahn
slew a horde of the little guys single-handedly and
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Zelligar’s powerful magic put their army to flight. It was
a great victory, and a grateful populace of Frandor reward-
ed the pair and their consorts with considerable treasure.
After that, the two heroes returned to their hideaway, and
rumor has it that the spoils of victory were spent to fur-
ther its construction, although some of it may yet be hid-
den somewhere.

The most exciting portions of the legend are the most
recent. Last year, Rogahn and Zelligar apparently decid-
ed upon a joint foray into the lands of the hated Gnome
Protectorates. Taking most of their henchmen and asso-
ciates along with them in a great armed band, the two
personages, it seems, disappeared into the forbidding lit-
tle-folk lands to the northwest on a great adventure which
some say may have been asked by the very gawds them-
selves.

Word just reaching civilization tells of some great battle
in the gnome-titan lands where the legendary Rogahn
and Zelligar may have met their demise. This rumored
clash must have occurred some months ago, and there are
few details-and no substantiation of the story. The only
thing certain is that, if all this is true, Rogahn and Zelligar
have left their secret base virtually unguarded ... if only
one had the knowledge and wherewithal to find their
hideaway, he would have great things to explore!

Now, just recently, came the most promising bit of
information-a crude map purporting to show the way to
the hideaway of the two men, a place apparently called
“Q.” You or one of your acquaintances has this map, and
if it is accurate, it could perhaps lead you to the mythic
place that was their home and sanctuary. Who knows
what riches of wealth and magic might be there for the
taking??? Yes, the risk is great, especially since the pair
may yet still be alive and might even return any day, but
the challenge cannot be ignored. Besides, others may get
there first if you tarry long. Gathering a few of your fel-
lows, you share the secret and embark on an Quest for the
Unknown...




Tirs FOR PLAYERS

Beginning players would do well to profit from some basic advice before beginning their HackMaster careers, and with that in mind, the fol-

lowing points are offered for consideration:

1) Be an organized player.

Keep accurate records on your character (experience, abilities,
items possessed, etc.) for your own purposes and to aid the
GameMaster. Getting caught unprepared in an audit sucks, so dont
be a fool, keep accurate notes.

2) GM means GameMaster.

Always keep in mind thac the GameMaster is the master of the
game, and as such, deserves the continued cooperation, considera-
tion and respect of all the players. If you disagree with him, present
your viewpoint with deference to the GM’s position as game judge,
but be prepared to acceprt his decision as final-after all and even get
docked EPs or worse! Disagreeing is a risk that should only be taken
in extremis.

3) Cooperation is the key.

Cooperate with your fellow players and work together when adven-
turing. If you don’t watch their back, who will watch yours???

4) Pace yourself.

Be neither too hasty nor too sluggish when adventuring. If you are
too fast in your exploration, you may recklessly endanger yourself and
your fellow adventurers and fall prone to every trick and trap you
encounter. If you are too slow, you will bore the GM and may be
waylaid by more than your share of wandering monsters without
accomplishing anything but killing additional characters. As you
gain playing experience you will learn the proper pace, but rely on
your GM for guidance. If he seems overly bored or annoyed, pick up
the pace!

§) Avoid arguing.

Arguments among players are the GM’s best friend. HackMaster
is tough enough without you being your own enemy. While dis-
agreements about a course of action will certainly arise from time to
time, players should quickly discuss their options and reach a con-
sensus in order to proceed; bickering in the dungeon will only create
noise that may well attract wandering monsters.

6) Be on your guard.

Don’t be overly cautious, but be advised that some non-player
characters may try to hoodwink you, players may doublecross you,
and while adventuring, tricks and traps await the unwary. Of course,
you won't avoid every such pitfall (your GM will make sure of that),
but don’t be surprised if everything is not always as it seems.
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7) The golden (NPC) rule.

Treat any retainers or NPCs with extreme caution. While useful,
the GM will certainly use them to manipulate you and push your
buttons. If you try to avoid this by rewarding them generously and
do not expose them to great risks of life and limb that your own char-
acter would not face, then you can expect a continuing loyalty as the
GM uses them to siphon off your hard-earned dough.

8) Know your limits.

Your party may not be a match for every monster you encounter,
and occasionally it pays to know when and how to run away form
danger. Likewise, a dungeon adventure may have to be cut short if
your party suffers great adversity and/or depleted strength. Many
times it will take more than one adventure to accomplish certain
goals, and it will thus be necessary to come back out of a dungeon to
heal wounds, restore magical abilities and spells, and reinforce a
party’s strength. Rarely, but occasionally, you can find a “safe spot”
where you can rest and heal in the dungeon. These are grear, because
thcy save time, cXPenSE, and Poteﬂtial embarrassmcﬂt Hnd lOSS OF
honor at the hands of suddenly-brave zero-levels when you're at your
weakest.

9) Use your head.

Many of the characters’ goals in the game can be accomplished
through the strength of arms or magic. Others, however, demand
common sense and shrewd judgment as well as logical deduction.
The most successful players are those who can effectively use both
aspects of the game to advantage.

10) This is a game.

The fun of a HackMaster game comes in playing your character’s
role. Take on your character’s persona and immerse yourself in the
game setting, enjoying the fantasy element and the interaction with
your fellow players and the GameMaster. But don’t get carried away
and turn this into some kind of thespian gathering; it’s called
HackMaster for a reason. If we wanted you to flit about pretending
to be fairies, we'd have called it ActMistress.

GOOD LUCK, ENJOY YOURSELF, AND GOOD HACKING!




The Diary of Melanee

12080 Barz’tera 3.

Oh happy day! A castle! My Rogahn has
built a castle for me. What a fucky girf am 7.

Won't Perelaine and Jasabiel Ey 50000 jeafous!
My hero Rogahn. Rogahn, how 1 love thee.

12080 Barz’tera 5.

7 cannot hardly wait to see my castle. This
exyfains S0 mucg. all of the late mgﬁ’rs out
with the bo s, esyeciaf[ that Ze[Tigar, and afl
the weekends we would have spemf alone togetﬂ-
er - gone. How pett and foolish 1 was to think
he was Seeing another, when he was out toi(ing
to build me a wonc{égﬂl' castle! 1 will never
doubt my love again!

12080 Barz’tera 18.

Quasqueton. 1 like the sound of that.
Quasqueton. My love Rogahn tefls me it is the
Eg(is word for my own name - Melanee, which
explains why it sounds so lovely. Quasqueton.
What a grand place this great castle is.
Standing so noﬁfy atop the green hillock, it has
the fovegest view of the fushﬂ vaffey befow. The
air is so sweet and the f(awers S0 Erigﬁt! 7 do
believe 1 wifftrufy fove it fere.

12080 Quay’tera 5.

1 can't believe it! My Rogahn refused my
simple request to make the ‘guard tower’ mﬁy
personal apartments when it is complete. The
light is fost to me. 'My bedchamber is dark all

e day long and the cold and damp remain

regar [GSS Y any rﬁacomtions orfinery.

Rogahn }Jromisecf 7 would have an enormous
window - the better to see the va[léy below!
Tomorrow 1 will make him build me one.

12080 Quay’tera 6.

Once again, ‘ZRogaﬁn fhas refused my small
request. 1 cannot believe he lied to me over so
small a matter. As my mother afways told me,
‘One fa(seﬁoocf Eegets another. How can 7 ever
trust him?

He }Jrattfes on about how the tower is for
defense and it is unsafe for me. BAH! 1 know

HAT'S a damn (ie. No one is as strong as
my fRogaﬂn and no one would dare assauft] me
or this place. Especially with that creepy
Zefﬁ'gar ﬁanging around. And don't think 1
don't know what those guamfs are tﬁinﬁing
when tﬁey gaze at me with that ook in their

eyes,

12080 Tarn’tera 19.

Mg/ lovely garden -- it's ruined! Al of my
newly planted violets and marigolds are com-
}aﬁare(y dead. DEAD. This awﬁ?f ﬁmgus is out
of control. 1 just can't figure out wﬁy it won't
ge away.

One tfu’ng's for certain - that bastard Zelligar
is behind this mess. He's cast some sort cf sye((
on ng gam&m because fie hates me. He's jeaf—
ous because fie's so ug(y and old. 1 confrontecf
him with it, but he just denied it, like aﬁmys.
He treats me like some sort of child or 51’111}9[@-
ton. Tftey all do. Well, 1 don't have to take this
crap from him. 1 will have my Ryaﬁn smack

the scrawny fittle vindictive jerE owi for me.

And that will be the end of it.
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12080 Tarn’tera 20.

Rogafm says I'm im?ining it. He's actual-
(y taEing Zelligar's side agm’nst me - again!
Tve never been so humiliated in all my (ggce. T
am not maEing this up!

Every last y(ant in my (ittle gan{en is now
gone. My last reminder of fiome - of a ﬁfe out-
side this hellish }ait - is now gone. Devoured Ery
a funﬁgus created By a petty, mean old, ugly,

toac{-foving c{irty wizard.

12080 Adnar’kerz 22.

That guard - 1 think his name is Jaque -
keeps (ooéing at my bosom. 1 can't believe it. 1
told Rogaﬁn to L@v sometﬁing about it, but he
refuses to do a thing.

7 just know they're all laughing into their
sleeves behind my %acﬁ. g

12080 Freta’kerz 1.

That's it. 7 can't stand it any more. 1m
feaving at the first qa’portunity‘ vaeryone here
hates me and 7 hate them. What a mistake it
was to ever belfeve Rogahn. He's done nothing
but fie to me. And he never visits like he did in
the beginning.

7 can't believe he did this to me. T wish he
would have feff me to burn in the ﬁ’re. My
fa iry tale turned into a nightmare courtesy 'ef
Rogahn the asinine. 1 don't know what the
future holds, but anything else includin fife as

a serving wench would be better than this hell.
Farewell.

12080 Freta’kerz 3.

Oﬁ, my new {ove "E" has saved me fmm utter
destruction in the dark forest on the other side
of the valley. He rescued me from an entire
pack of those smelly creatures Rogahn calls
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5?‘10(&.

He forced himself. .. no, [forced’ can-
not be the word when it is given wi fing(y. Oh,
E, free me from the clutches cf Rogahn and his
evil "friencf' Zefﬁ'gar - the swine!

12080 Freta’kerz 27.

At fast, Rogahn fis ﬁaaw’ng with his vile
henchmen. 1 don't see what such sallying forth
has to do with the tower falling down - or the
cra ?y worémansﬁ[p of those fogsers he's hired -
and 1 don't care. 1 y(an to use my time to
throw caution to the wind.

7 come to you E, my sweetheart, you need
wait no longer today.

12080 Freta’kerz 28.

7 think 1 must be in heaven! E is so much
more, ah, attentive and so woncfmﬁ[

That dark twerp, Marevak, gives me the
creeps. 1t's none of his beeswax what 1 do and
with whom. 1 think he pfans to tell ’Rogaﬁn,
but 1 have plans to stop him.

12081 Haar'kiev 1.

1 talked to my love and he said he has a job
oﬁ(er at Tran;yor’s ‘Keey, that (ittle Eee}v _jusr
over the valley. We have a plan to make our
escape, and 10 pay the ugés to take care qf
that runty advisor. ’]f that sr{n@ a[og ﬂogaﬁn
ever returns, 1l be far out qf fiis clutches.

Like he'd even notice my absence anyway.




BATTLE SHEET

Upper Level Wandering Monsters

Cockroaches, giant, Dire (1): (HF 4, EP 120, Int
non (0), ALN, AC 4, MV 6”, fly 12", HD 2+3,
HP 30 ea. SZ:S. #AT 1. D 1-8, SA: Nil, SD: Nil, ,
Lang: None, Hon: N/A., TOP: N/A, Crit BSL:
Def AC-Q, FF: N/A, Reference HOB 2 p30.)

HPs QQaoQ andaaa aaoaa

QQaaa ooouaa oaaaa

Insidious Stalker (1): (HF 7, EP 270, Int 6, AL
NE, AC 3, MV 12°, HD 1, HP 24, SZ S, #AT 1 or
1. D 1-4 (bite) or 1-6 + special (pounce), SA:
Strangulation, SD: Immune to acid, Lang:
None, Hon: N/A., TOP: 12, Crit BSL: Def AC-
2, FF: 10, Reference HOB 4 p32.)

HPs Qaaaa QQaoa aaaoa

Qoooa oo
FF Qoaaa ooaaa
Rounds after successful hit QQQQ

Kangaroo Flea, Giant (1-3): (HF 1, EP 35, Int
Non-(0), AL N, AC 4, MV 6" or hop 12”, HD
1.HP 23 ea., SZM, #AT 1, D 1-4, SA: Blood
Drain, SD: Nil, Lang: None, Hon: N/A., TOP:
N/A Crit BSL: Def AC-2, FF: N/A, Reference
HOB 4 pé1.)

D HPs  QQQO0O 0QGQOQQQ Qoaaa
Qaaao Qaa

2)HPs  QQOO0QQ QAQQoa Qoooa
QQooo aaa

3 HPs 0OQOOQ QOooo aQaao
Qoooa adaa

Lemur, Feces-Flinging (1): (HF 1, EP 15, Int 3,
ALN, AC 8, MV 6", HD 1, HP 27, SZ S, #AT 1,
D 1-4, SA: feces flinging, SD: Nil, Lang: None,
Hon: N/A., TOP: 14, Crit BSL: Def AC-2, FF: 8,
Reference HOB 4 p83)

HPs QUaaa Qooaa QQood

QOaaa Qaadaa ad
Rounds of blinding QQQ QQQ QQQ
FF QQQQa ooa

Rats, Common (3-12): (HF 0, EP 5. Int 1, AL
N, AC 7, MV 15", HD <1-1, HP 4 ea., SZT,
#AT 1, D 1 + 5% chance of contracting dis-
ease, SA: Disease, SD: Nil, Lang: None, Hon:
N/A., TOP: N/A, Crit BSL: Def AC-4, FF: N/A,
Reference HOB 6 p113.)

HPs QOaQ Qaaoa aaoa

QQoQ Qooa aodaq
Qoo aaooa oaog

[mmimim]
QoQa
QoaQ

Upper Level Planned Monsters

1a. Rogue Magic Mouth: (HF 0, EP 120, Int 8-
10, ALN, AC 3, MV 3" (fly), HD 1, HP 24, SZ
M. #AT 1, D 1-4 (may save vs. magic to
avoid), SA: Nil, SD: only harmed by magic,
Lang: Common, Hon: Ave., TOP: N/A, Crit
BSL: Def AC-2, FF: N/A, Reference HOB 4
pIll)

HPs QOOOo 0aaad aaaaa

QLOOOo QQaa

1a. Sassy Magic Mouth: (HF 0, EP 120, Int 8-10.
ALCN, AC 3, MV 3" (fly), HD 1, HP 24, SZ M,
#AT 1, D 1-3 (may save vs. magic to avoid),
SA: cause spell failure, SD: only harmed by
magic, Hon: Ave., TOP: N/A, Crit BSL: Def
AC-2, FF: N/A, Reference HOB4 pl111)

HPs aaaaa caooa 0o

aagaa aaoa

2. Hood Winker: (HF 4, EP 175, Int 2-4, AL N, AC
6, MV 6", HD 2+2, HP 30, SZ S, #AT 1, D 1-4,
SA: suffocation, SD: immune to Sleep spells,
Lang.: None, Hon: N/A, TOP: N/A, Crit BSL:
Def AC-0, FF: N/A, Reference HOB 4 pi12.)

HPs aaaao 0dgaa aaadaq

aQaaoo a00Qa aaaaa

Suffocation Rounds OOQOQ QOOQQO

4. Mimic, Mineral: (HF 13, EP 120, Int 2-4, AL
NE, AC 3, MV 3", HD 4, HP 45, SZ M, #AT 1, D
1-6 {psuedopod)/1-8 (bite), SA: Glue, SD:
Camouflage (+4 to surprise), Lang: None,
Hon: Ave., TOP: N/A, Crit BSL: Def AC+2, FF:
12, Reference HOB 6 p18.)

HPs Qa0Qoa adaada Qaaaa
Qoo 0doag oaaaao
Qoo aooao aaaaao

FF goaoa 0dooa aQ

6. Enchanted Door: (HF 10, EP 540, Int 11, AL
NE, AC 4, MV 3-foot arc, HD 6, HP 51, SZ M,
#AT 1, D 2-7, SA: Spell use (Charm Person,
Hold Person), SD: Wizard Lock Lang:
Common, Hon: Ave., TOP: N/A, Crit BSL: Def
AC+4, FF: N/A, Reference HOB 3 p21.)

HPs D0O000 DOD0ODL 0O0DbOo
aaaaa oaaoao aagaa
QaQaa Qauoa oooQd
Qoaoa A

6. Homonculous (Mr. Pleasington): (HF 1, EP
270, Int 17, AL NE, AC 6, MV 6"/18" (fly), HD
2,HP 28,S8ZT, #AT 1, D 1-3 (bite), SA: sleep
poison, SD: Nit , Lang: Common, Hon: Ave.,
TOP: 14, Crit BSL: Def AC+0, FF: 9, Reference
HOB 4 p12.) Like his master, Mr. Pleasington
has the following quirks and flaws: nervous
tick, jerk and color blind.

HPs QoooQ 000aQ aaaqa
00aoa aaoaa aaa

FF QoaQa coaa

Sleep Poison aaQaa oaaa

Qo Qooao Qaoaa AQQQa

8. Jaguar: (HF 5, EP 420, Int 2-4, AL N, AC 6,
MV 15", HD 4+1, HP 41, #AT 3, D 1-3/ 1-3/ 1-8
(claw, claw, bite), SA Rear Claws rake 2-5 x
2 (d4+1), SD Surprised 1 in 10, Lang: Nil, Hon:
Ave, TOP 20, Crit BSL Def AC +2.FF 9,
Reference HOB 1 p 109)

HPs 0auaa ooooaa ogdaa
Qaadaa QaQoad aaoaa
aaoQo oooaa a

FF adaaa aoqa

9. Crawling Claws (4): (HF 1, EP 35, Int Non (0),
ALN,AC 7, MV 9", HD <1-1,HP 3 each, SZT,
#AT 1, D 1-6 to those in leather or less, 1-4
otherwise, SA Nil, SD Half damage from
edged weapons, immune to death magic,
undead resistance to spells. Lang N/A, Hon:
Ave, TOP N/A, Crit BSL: Def AC-4, FF N/A,
Reference HOB 2 p 37)

HPs Q00 ooao ooa oaa

9. Insidious Ichor: (HF 3, EP 420, Int 8-16, AL NE,
AC 9, MV 6", HD 3, HP 32, SZ M. #AT 1, D
special: see above paragraph. SA special
see above, SD special see above, Lang:
Common plus possibly a dead language,
Hon: Ave, TOP N/A, Crit BSL Def AC -1, FF
N/A, Reference HOB 4 p 31)

HPs aQooa oQaua aoooq

aoo0oa aaaoa aooaa
m]w]

Rounds of Seepage QUQO

12. Dire Fireflies (4): (HF 4, EP 300 each. Int 1,
AL N(E), AC 4, MV 37, 15" flying, HD 1+4, HP
29,28,27,26,82S, #AT 1, D 1-2, SA: fire elec-
trical bolt for 5-20 hp 1/turn, SD: Nil, Lang.:
None, Hon: N/A, TOP: 16, 15, 14, 13. Crit BSL:
Def AC-1, FF: N/A, Reference HOB 3 p33.)

1) HPs  0OQQQOQ QQAQ00oda ao0aa
0QQaa aaoaa aodd
Recharge aaoaa 0aaqa
2) HPs  0O0OOQQQ QQO0QQOO Q0QOo0g
QaQQao Qoooa goa
Recharge aaaaQ aaaaaq
3)HPs  QOOQQ QQQOoa 0aQoan
QQQOa oooaa Qa
Recharge aaooa aadadaa
4) HPs  0QUQQ CQQQQO0 0QQaaO
anaaa caaaa a
Recharge 0otnoa aaaaa

22, Dark Seethers (4): (HF 3, EP 120, Int Non
(0), AL N, AC 10, MV Immcobile, HD 4+3, HP
37,40, 43, 44, SZ S, #AT 1, D Special, see
above. SA Special, see above, SD Nil, Lang:
N/A, Hon: Ave, TOP 19, Crit BSL: Def AC +2,
FF N/A, Reference HOB 2 p 49)

1) HPs Qoaoa aaana gadaca

QaQan aoooa aaoad

auaQao aa

QaQQa aaoa

Qaaaa aagaa

Qaaago caadaa

adaaQ oaaqa

aaaaa Qaoaa
aaaaa oaaaa
uQQaa oooda
0oQua aooaaq
0aaaq aaoad

QaaQa
QaaQaa

2) HPs

Qaaaa
aadaaa
aaq
Qaacoa
QQaQaaa
QQaa

3) HPs

4) HPs




24a. Indigo Ambusher (HF 2, EP 65, Int 1, AL N,

HPs

FF

AC 3, MV 6" (fly), HD 2+1, HP 35, SZ S, #AT |
and 1 (Indigo Ambushers always go for the
neck (-2 to hit) second round after a suc-
cessful hit, ambusher will strike with tail hit-
ting automatically, D 1-4 and 2-12 electri-
cal, SA Nil, SD Immune to electricity, Lang:
N/A. Hon: Ave, TOP 16, Crit BSL: Def AC, FF:
8, Reference HOB 4 p 30)

QQaoa 0aoao aaoda
QoooQ 0o gaoda
aocaoa

QaaaQ Qao

27. Jaculi (2): (HF 1, EP 35, Int 1, AL N, AC 6,

n

FF
2)

FF

MV @, HD 1, HP 32,29, SZ L, #AT 1, D 1-6, SA
Nil, SD Camouflage, Hon: Ave, TOP 15, Crit
BSL Def AC -2, FF 6, Reference HOB 4 p 40)

HPs  0Q0OO0Q QQaaQ 0Qdaad
gaoaQ oaaaa aQaaa
Qa
aQQaa Q

0aoaa aaaano 0o
0Qoaa aaoaQ aaqga

aoQaa a

HPs

28a. Huecuva: (HF 4, EP 270, Int 2-4, AL CE, AC

HPs

3, MV 9", HD 2, HP 28, SZ M, #AT 1, D 1-6, SA
Disease, SD Hit only by silver or +1 weapon,
Lang: N/A (Moaning and wailing), Hon:
Ave, TOP N/A, Crit BSL: Def AC, FF N/A,
Reference HOB 4, p 18)

Qa0 aoaao aoaad
QQaoo aoaao aaa

29. Org: (HF 1,EP 120, Int 10, ALCE, AC 5

(hide armor and medium shield), MV 9, HD
3+1, HP 34, SZ M, #AT 1 (at a +3 to-hit from
magic and 16 Strength, D1-8+5), SA Nil, SD
Nil, Lang: Orcish, Common, Hon: Ave, TOP
17, Crit BSL Def AC +4, FF 9, Reference HOB
6p 33

HPs aooou auoaaa gagaa
aoaoa aaaaa aadgaa
QQaQ

FF Qoooa aaaa

Hide armor

AC 6 7 8 9

HP aoaa quaa oa a

medium shield

AC +3 +2 +1

HP QaQaQ aooa aadg

31. Green Slime: (HF 0, EP 35, Int Non- (0), AL

HPs

N, AC 9, MV 0", HD 2, HP 24, SZ M, #AT0, D
0, SA Transformation, SD Nil, Lang: N/A, Hon:
Ave, TOP N/A, Crit BSL: Def AC, FF N/A,
Reference HOB 7 p 79

QaaoQ 0aooa Qoo
aaoQQ Qaoo

33.Orcs (HF 0. EP 15, Int 8, ALLE, AC 7, MV 77,

HD 1, HP 29,29, 28, 27, 27, 26, 26, 26, 25*,
24,24,23,SZ M, #AT 1 (at -1 to hit due to

intoxication), D by weapon (broadswords),

SA Nil, SD Nil, Lang. Crcish, Common, Hon:
Ave, TOP 13, Crit BSL Def AC - 3, FF 5,
Reference HOB 6 p 33)

1)HPs QQOQOQ 0QOQOQO Qogaa
QOQQQ QoaQdQ aodaa

FF aaaoaa

studded leather armor

AC 7 8 Q@

HP aaoa ada a

medium shield

AC +3 +2 +1

HP agaoo QoQa aga

2) HPs QO0OOO QQOOOO Qaooa
0aoao Qoooo aaaa

FF aaaaa

studded leather armor

AC 7 8 9

HP Qaoa Qg a

medium shield

AC +3 +2 +1

HP QaQaaa aooa aaa

3)HPs QUQQOO 0QOQOOQQ QoooQ
0QaaQ aaoaa aaa

FF aaaaa

studded leather armor

AC 7 8 9

HP aoaa oa a

medium shield

AC +3 +2 +1

HP Qaaoo gooao aaa

4)HPs Q0OO0OQ QUOQO QOOaoa
Qaaaa aaaaa aa

FF QQaaQa

studded leather armor

AC 7 8 9

HP 0oQoQ Qo Q

medium shield

AC +3 +2 +1

HP QQaQa aaada gaa

5)HPs Q1QQQO QUUUa aoaac
0Qo0a Qaooa aa

FFQQQQQ

studded leather armor

AC 7 8 9

HP Qaaa Qo a

medium shield

AC +3 +2 +1

HP Qaaaaa oaoa aoa

6) HPs  LQUQAQO 0QQQOO 4Qooaq
agoua Quaoa Q

FF Qaoaa

studded leather armor

AC 7 8 9

HP Qoo 4aa Qa

medium shield
AC +3 +2 +1
HP Qaoaa aadad ada

7)HPs QQQ0OQ QQOOQa qoooa
Qoo Qoooaa a

FF aaaan

studded leather armor

AC 7 8 9

HP QQula aa g

medium shield

AC +3 +2 +1

HP 00aQa goao goa

8) HPs  10O0O0OO Q0OQUOo 0Q000a
QQuoa ooooa 4

FF aQaaa

studded leather armor

AC 7 8 Q

HP Qaaa aa o

medium shield

AC +3 +2 +1

HP Qaaaa Qooa aad

9) HPs Qaaaa oaoaoa aaadQ
aaaada guoaa

FF Qaaaa

studded leather armor +2

AC 5 6 7 8

HP Qoao oaoa aaaa Aq

medium shield

AC +3 +2 +1

HP QaQoa Qooa aaa

10) HPs 0QOOOOQ QuOoa ola.a
Qaaoa qaaa

FF QaQaa

studded leather armor

AC 7 8 9

HP aaona oa 9a

medium shield

AC +3 +2 +1

HP QaooQ aadao 0Qa

1) HPs 0OQOQOOQ QQQOo 0aaaa
aQooa 0aao

FF Qaoaa

studded leather armor

AC 7 8 Q

HP 0ogoa oa o

medium shield

AC +3 +2 +1

HP Qaaaa aaaa .oad

12) HPs QQQQQ QQOOOQ Q244daa
aooua Qaa

FF QaQaa

studded leather armor

AC 7 8 9

HP aaoa aa a

medium shield
AC +3 +2 +1
HP aaaaa aooa adaa

9
=]




39. Trash Ogre: (HF 2, EP 270, Int 7, AL CE, AC
4, MV 9", HD 4, HP 32, SZ L, #AT 1, D 2d4 (+3
to-hit, +7), SA -1 to ALL die rolls, SD N/A,
Lang: N/A, Hon: dishonorable, TOP 16, Crit
BSL Def AC 5, FF 8, Reference HOB 6 p 24)

HPs QQQoo QaoaQ QQaaa
0anQa aaada oaaaa
m]m]

FF QQOoo ooa

Lower Level Wandering Monsters

Large Rals (2-8): (HF 0, EP 7, Int 1, AL N(E), AC
7,MV 15", HD <1-1,HP 6 ea.,SZT, #AT 1, D
194-2 + 7.5% chance of contracting dis-
ease, SA: Disease, SD: Nil, Lang: None, Hon:
N/A., TOP: N/A, Crit BSL: Def AC-4, FF: N/A,
Reference HOB 6 p113.)

HPs Qoo QO 0Qooa o
aoQaa o GLgaa a
Qdgoao o ooooa Q
Qgaaa o oaoaoa a

Dire Cockroaches (1-2): (HF 4, EP 120, Int
non (0. AL N, AC 4, MV 6", fly 12", HD 2+3,
HP 30 ea., SZ S, #AT 1, D 1-8, SA: Nil, SD: Nil, ,
Lang: None, Hon: N/A., TOP: N/A, Crit BSL:
Def AC-0. FF: N/A, Reference HOB 2 p30.)

) HPs  QUQOQQ QQQQQ Qaaoa
Qoo QaouQ aaaao

2) HPs QUOQQOQ QOOQOQ Qaaoa
QQoOa Qaooa ooooa

Lime Green Quivering Mass (1): (HF 4, EP 280,

Int 3, AL N, AC 10, MV 4", HD 4, HP 39, SZ M,
#AT 1, D 1-12, SA: anyone struck by a Lime
Green Quivering Mass must save vs. paraly-
sis or be paralyzed for 1-6 rounds, SD:
immune to damage from blunt weapons,
Lang.: None, Hon: N/A, TOP: N/A, Crit BSL:
Def AC+2, FF: N/A, Reference HOB 4 p87)

HPs QaoQa a0aQo QoqQaa
Qoo Qoo Qoadaa
aaaaa aaaa

Paralysis QQQAQ Q GQ0QQ Q

Qoaaa QA

Gelatinous CUBE (1): (HF 8, EP 725, Int Non (0,

ALN, AC 8, MV 6", HD 4, HP 35, SZ L, #AT 1,
D 2-8, SA: anyone struck by a Gelatinous
Cube must save vs. poison or be paralyzed
for 5-20 rounds, Surprise 5 in 10, SD: immune
to electricity, fear, hold spells, paratyzation,
polymorph and sleep-based attacks, resist-
ant to cold. Lang.: None, Hon: N/A, TOP:
N/A, Crit BSL: Def AC+2, FF: N/A, Reference
HOB 3 p48.)
HPs Quaaa
QuaQo
Paralysis QQQQO
Qoaaa
[ [ |
Qaaa

Qaafo

Qaaca
0oaaa
Qaano
Qaoaa
Qaaao

aQqaa

Qagaa
agoaa
Qaoaa
Qaoaa
Qaaoa

Lower Level Planned Monsters

B04. Shimmer Moss: (HF 1, EP 7, Int non (0), AL
N, AC 9, MV Nil, HD 1, HP 24, SZ S, #AT Nil, D
Nil, SA: Fascination, SD: Nil, , Lang: None,
Hon: N/A., TOP: N/A, Crit BSL: N/A, FF: N/A,
Reference HOB 5 p48.)

HPs QQQaa Qoo goaaa

QaQQaa Qaaa

B10. Dire Fireflies (3): (HF 4, EP 300 each, Int 1,
AL N(E), AC 4. MV 37, 15" flying. HD 1+4, HP
29, 28,26, 87 8. #AT 1, D 1-2, SA: fire electri-
cal bolt for 520 hp 1/turn, SD: Nil, Lang.:
None, Hon: N/A, TOP: 16, 15, 14, 13, Crit BSL:
Def AC-1, FF: N/A, Reference HOB 3 p33.)

1) HPs aqooa oo aooao

Qaoaa aoaaa aoda

Recharge QQQQQ QOQOCQO

2)HPs Q0O0QOQ 0QQQQQ Qooaog

Qoo aaaaa oQda

Recharge QQOOQ QOOQOQ

3)HPs  DA0OQ 00QQQ4Q Qoaaa

0ooQa 0oQaaa aaaa

Recharge QQUQQ QUOOOQ

B812. Sewer Gophers (4): (HF 3, EP 175 each,
Int 5, ALN, AC 6, MV 97, HD 3+2, HP 33, 31,
30, 28, SZ M, #AT 3, D 1-4/1-4/1-6, SA: 25%
chance to decapitate on a to-hit rofl of 20,
called shots do double damage, SD: stench
(-1 to hit), +2 save vs. fire attacks, Lang.:
Common, Hon: Ave, TOP: 17, 16, 15, 14, Crit
BSL: Def AC+1, FF: 9, Reference HOB 3 p93.)

)HPs  0QO0O0 0QQOO0Q Qoada
aaaQa aQaaa  aaaaa
jmim ]

FF aaaoa aqQaa

2)HPs 0OQOOQ QQOOO 0QQaa
uJaaaa aaaoo aaaqa
a

FF aaaoa  aqaa

3)HPs QQQOOQ 0QQOOQQ 0oaoa
0agaaa aQaaa aaaaa

FF Qaaaa aaaa

4) HPs 00OQ0OQ QOQQQ 00aQa
QQaaaa aaaaa aaa

FF QQQaa QQoaa

B14. Shriekers (4): (HF 2, EP 120, Int Non-(0),
ALN, AC 7, MV Nit, HD 3, HP 40, 34, 31, 29,
SZ M, #AT 0, D Nil, SA: Shriek, SD: Nil, Lang:
None, Hon: N/A., TOP: N/A, Crit BSL: N/A, FF;
N/A, Reference HOB 7 p60.)

1Y HPs QQOQO QaQaAa

Qooaa aaaao

aQaaa oaoaa

QqQoaa agaooa

Qaaaa aogoca

aaaQ

Qaoaa

goaaa

Qaoaa

Qooaa

Qoaaa
Quooa

Qaaaa
Qaaaa

2) HPs

aaaaa
Qoaaa
QaaQaa
aaaaoa

aaaaa
aaaaa a
s o o [
aQaao

3) HPs

4) HPs

2) HPs

3) HPs

4) HPs

§) HPs

6) HPs

7) HPs

8) HPs

9) HPs

B17. Cave Gougers (2): (HF 2, EP 150 each, Int
6, ALCN,AC 7, MV 7", HD 2, HP 34, 24, SZ:
M #AT 2, D 1-6/1-6, SA: gouge out eyes on a
to-hit roll of 20, SD: never surprised, Lang.:
Gouger, Hon: Ave, TOP: 17, 12, Crit BSL: Def
AC+0, FF: 6, Reference HOB 3 p99.)

DHPs  0QQAQ 0Q0QUQ Qaaoo
QOQaQoa aoQao QoQaoa
QQaa

FF uaaa a

2)HPs  Q0QQQ QQQQQ Qoaaa
aodaa aaaa

FF aoona A

B19. Piercers (12): (HF 1-5, EP 15/35/65/125 by
hit die, Int 1, ALN, AC 3, MV 1", HD 1-4. HP
(4HD) 40, 38, 32 (3HD) 34, 31, 29 (2 HD) 30,
26,25,(1HD)27,24,23,8ZS(1-2HD) to M
(3-4 HD), #AT 1, D 1-6 per hit die. SA: Nil, SD:
Nil, Lang: None, Hon: N/A., TOP: N/A, Crit
BSL: Def AC-2 (1 HD), Def AC-0 (2 HD), Def
AC+1 (3 HD), Def AC+2 (4 HD), FF: N/A,
Reference HOB 6 p70.)

1) HPs Qaaaa coQao

QQaaa anaaa

Qaaaa aoQaa

Qaaaao aooaa

Qaaaa aaoao

Qaaaa aaa

Quaal aaaaa

Qaaao aaaaa

Qa

Qaaaa

Qaada

Qaaa

Qoo

Qaaan

QQQag

Qaaaa

[m]mm[m ]

Qaaaa

Quoadao

QQaaQ

QaQaQ

Qaaaa

QaaaQ

Qaada

Qoaaa

Qaaada

aaaaa

Qaoana

Qaaaa
aaaqa

Qaoaa
Qaaaa

Qaaaa
Qaaaa

Qaaaa
Qaada

Qaaaa
QaQaa

QQaaa
Quooa a
0Qaaa
aaaq
QaQaa

aqaaa
aaaaa
oaQaa
adaad
Qaaaa
Qaaoaa aaoqa
adooa oaoqa
aQaaa o
QaQag QQaag
aaaaa
aoaaa
agaaa
aaQaa
Qa0aa
aQaaa
QaQa

Qaaaa
aa
Qaaac

10) HPs

11 HPs

12) HPs aQQaa




B26. Troglodytes (15)

Male Troglodytes (7): (HF 3, EP 120 each, Int
6. AL CE, AC 5, MV 12" 9" Sw, HD 2, HP 36,
34, 32,30, 28,26,25 SZM,#AT30r1,D
1d4-2/1d4-2/2-5 (claw/claw/bite) or 2-8
(avelin + 3 to-hit), SA: surprise 6 in 10, SD:
weakening stench (those within five feet
must save vs, poison or lose 1-6 points of
Strength for 1 turn), Lang.: Trog, some com-
mon, Hon: Ave, TOP: 18,17, 16, 15, 14, 13,
12, Crit BSL: Def AC-0 (claw/claw/bite) Def
AC+3 (javelin), FF: 6, Reference HOB 8).

D HPs  QOQOQ QQCOQ 0ooog
QuooQ Qaaooa aooaa
Qaaoa Q

FF Qaoaa a

2)HPs  QQQO0Q QQUOQ Qoo
auQao goddd Qaaaa
a0aQa

FF aaQoa Q

3)HPs  0000Q QUOOQ Qooaa
a00o0a aoaaa aoaoaQ
ao

FF Qoooa Q

4)HPs 0OQ00OQ QQOQQQ QQQaa
aoooa Qaooa aaaoa

FF Qaaoa Q

SYHPs 000QQ QUOOO 0QaoQQ
Qanaoa QAo

FF Qaaao Q

6)HPs  0Q0O0Q QQOQQ QQoao
QaaoqQ a

FF Qaaga Q

7yHPs  00OQQQ QQOQQ QQQQa
QaagaQ

FF QaaoQ Q

Female Troglodytes (7): (HF 1, EP 35 each, Int
6, AL CE, AC 5, MV 12" 9” Sw, HD 1+1, HP
29,27,26,24,24,24,23, SLM, #AT30r1,D
1d4-2/1d4-2/2-5 (claw/claw/bite) or 2-8
(javelin + 3 to-hit), SA: surprise 6 in 10, SD:
weakening stench (those within five feet
must save vs, poison or lose 1-6 points of
Strength for 1 turn), Lang.: Trog, some com-
mon, Hon: Ave, TOP: 14, 13, 13, 12, 12, 12,
11, Crit BSL: Def AC-1 (claw/claw/bite) Def
AC+2 (javelin), FF: 6, Reference HOB 8).

1)HPs Q0000 QQ0QQQ Q0ooa
Qdaaa gaaoQo 0adaa

FF Qoaaa o

2)HPs 0QOQOQO 0QOOO0 Qaaaoa
QQoaa aQoad aa

FF Qaooa a

3)HPs  Q00UDQ 00000 Qoooo
QQaag oaaaa a

FF aaaoa Q

4)HPs 00000 0OO0QQQ QQoda
aaaoa aQaa

FF aaaaa Q

§)HPs  QQQQQ 0QQOQQQ 0Q9QQ
aaaaa QQoa

FF aaaaa g

6)HPs  QQQQQ QQQQQ 0QaQaaQ
Qaaaa aoaa

FF Qaaaa Q

7yHPs 1QQOQ QOQQa aaaaa
0oooa aoa

FF aooQ a

Troglodyte Male leader: (HF 4, EP 200, Int 6,
ALCE, AC 5, MV 12" 9" Sw, HD 3, HP 36, SZ
M, #AT 3 or 1, D 1d4-2/1d4-2/2-5
(claw/claw/bite) or 2-8 (javelin + 3 to-hit),
SA: surprise 6 in 10, SD: weakening stench
(those within five feet must save vs. poison
or lose 1-6 points of Strength for 1 turn).
Lang.: Trog, some common, Hon: Great (+1
to ALL die rolls), TOP: 18, Crit BSL: Def AC+1
(claw/claw/bite) Def AC+4 (javelin), FF: 6,
Reference HOB 8).

HPs aqaoo oo Qooaa
aaaaoo Qooooo aooaa
Qoaooa o

FF aoaaa a

Strength Loss:

Party Member # Rounds Affected

Qaaoa aanaa
Qaaoa aaoaa
Qaooa goaaa
QOuaa Qaoaa
0Qagaao gooda
Qaaaao 0aooq
aagaao oacaa
aaaac oaaod
Qoaaa aaaaa
10 QOOaa aaaao
11 QQOaa aaoaa
12 QUOQQ Qaaaa

O 0NN —

B27. Decrepit Muck Golem: (HF 6, EP 650, Int
0, ALN, AC 8, MV 3", HD 5, HP 37, SZ M, #AT
1. D 1-6, SA: suffocation, SD: Nil, Lang.:
none, Hon: N/A, TOP: N/A, Crit BSL: Def
AC+3, FF: N/A, Reference HOB 3 p89)

HPs uLoQa QaQoao oaaoaa
0oooa ooaoo 0oQaa
QuaQa aa

Suffocation Qaoaa aaa

QQoaa aoa
Qaoaa aaa




