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The "Holocastic Dungeons" was designed to be a complete game 
itself. The only things required are two percentile dice, a piece of paper, a 
pen or pencil, an adventuring spirit and a desire to play. Oh yes, you also 
need this book. When first I decided upon creating a solo dungeon, I wanted 
one which would encompass the mightiest of weapons as wel I as those of 
times past. These dungeons are caverns of entertainment in an adventure 
form. They require a good irnagination and a cunning mind. A single soul 

with a sword and sl1ield can win through to all of the parts of the key and 
to the entire outfit of power items; then on to the exit. Of course this 
system of play difrers from others which you may be familiar with, 
however I have tried to keep it as understandable as possible while at the 
same time keeping it relatively simple and complete. A book may never 
take the place or a referee, but I have tried here to develop a system to do 
as nearly as possible what a referee might do without actually using one. 

The "Holocastic Dungeons" were built as strongholds of sorts to 
protect certain items in the late twenty-first century. However, as time 
passed, and the media was finally able to tap into the security cameras, 
the building was turned into a stage for adventurers to seek their fortune, 
while at the same time creating entertainment for the multitudes in the 
cities. So popular was the event that only one other activity rivalled the 
cinematic number one spot, and that was "Arena" (Another SIL VERWOLF 
Garnel. Due to its popularity a number of these dungeons were erected, and 
as the adventurers defeated one, they were allowed to go on to another; 
however, the other dungeons became increasingly difficult. 

At this point, you as the next adventurer are only interested in 
this dungeon, the "TRIAL BY FIRE", so named because this is a srnaller 
version of actual dungeons used. This one was built for the purpose of 
learning the games by actually entering a dungeon. If you venture forth, 
beware, the dungeon takes advantage of those who let down their guard for 
even a mornent. 

GOOD LUCK! 

When you are done with this dungeon loof; for others in 
subsequent books. There will be plenty produced for your p:aying pleasure 
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PURPOSE 
The purpose of this game is to create a sense of excitement, 

adventure, and suspense in a role playing atmosphere. The object of the 
game for the character is to make it through the dungeon and acquire the 
many different parts to the key. It is also a goal to increase the power of 
your character, to move ahead and challenge the following dungeons. 

When the character first enters the dungeon, it w i 11 be with 
equipment that the player has prepared him or herself with. This character 
will be looking for parts to the key and different parts to high 
technological or magical equipment which will Increase his or her 
abi Ii ties and chances to make it through the dungeons. There are numerous 
treasures and equipment to be found throughout the dungeon which will 
help make the game interesting as well as exciting. Plus - there is the 
excitement and the adventure of battlel 

The first. rule is the obvious rule read all of the rules before 
doing anything. Next draw up your character; then go forth, seek , conquer 
and be victorious in all ventures! Make sure you understand all points of 
battle 

A-Non-contact fighting: range weapons 
B-Contact weapons 
C-Hand to hand combat 
D-5hield ability: defense 
E-Running away 

A melee turn is a round of time it takes from one attack to a 
consecutive attack by the same character. 

If you are taking in more than one character, understand how to 
play with more than one character. Be sure to understand and keep track of 
the five move delay. It is adviseable to keep a log, this could be your finest 
asset in a moment of crisis and to undermine confusion. 

O:iARACTER CONSTRUCTION 
In order to construct a character a player must first read all of 

the rules and understand to the greatest degree possible what he or she is 
getting into. Afeter this, the player should follow the following format 

A-Determine type of character. (See optional character books) 
B-Divide sixty points among the five basic attributes. 
C-Determ ine the character's weapon abi Ii ty. 
D-Determine the character's possessions. 
E-Put your character at the starting space and begin. 
*******(Check the approoriate sections for each item.)****** 
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CHARACTER... ATTRIBUTES 
*SIB.ENGili: This determines the damage a character can do with hand and 
foot attacks as well as how adequately he or she can inflict damage using 
contact weapons For every point of strength above ten, the character does 
that much more damage above that which he or she would have normally 
done in a successful attack. For example: if Maron the Mercenary struck an 
adversary with his sword and did sixteen points of damage, but a lso had a 
fourteen strength, he wou l d  have done a tot a I or twenty points or damage. 
On the other hand, the adverse is true as wel l ;  1f his strength had been six 
he would have onl y  inflicted twelve points of damage ( 16-4) to the 
opponent. A negative total damage is equal to zero. How much a character 
can carry, .can be determined by multiplying strength by six giving the 
total number of storage units a character can carry. 
*llEXIEBJ..IY_: Dexterity aids a character in eluding opponent's weapon 
attacks. As in strength, the more points above ten a character has, the 
better chance the character has or evading a blow by that many points. For 
example, if an adversary shoots an arrow with an abil ity of sixty-five and 
our character, Maron, has a dexterity of twelve, then in effect, the 
opponents accuracy with the arrow has dropped to a sixty-three. Once 
again, the adverse is true as well .  If his dexterity had been seven, then the 
accuracy of the arrow wou ld have been a sixty-seven. 

*CONSTITUI.illN: This determines how many hit points a character wil l  
have. I t  also determines how many spaces a character may move without 
food and water. To determine how many spaces a player may move wi thout 
food and water, multiply the constitution by two. An easy example: if 
Maron has a constitution of. eleven then he can move twenty-two spaces 
without food and water. On the twenty-third space, Maron would die 
regardless to whether or not there was food or water in than space or not. 

*FIGHTING ABILITY: This determines the capability of a character to use 
his or her hands and feet as weapons. They are used as p lus or minuses as 
per the instructions of "HAND TO HAND COMBAT" This ability is also 
instrumental in determining the amount of weapons your character may 
use. A fighting ability of twelve wou ld  enable Maron to have abi l ities in 
twelve (and on l y  twelve) weapons 

*INTELLIGlli.C.E: Intell igence determines who has the initiative in a fight. 
If two characters encounter one another, the one with the higher 
inte lligence has the initiative and can make t11e first move. (Incidental l y, 
if the inte lligence is the same then dexterity, fighting ability, strength, 
constitution, remaining hit points, and l astly - ii needed - a ro l l  of the 
dice should be compared.) Inte lligence also determines how many credits 
your character begins with. By mu l tip lying t11e character's inte l l igence by 
twenty-five, you can find out l1ow many credits your character begins 
With. 

*These are basic abilities 



t:ilLEQJ..til.5.; This is the attri bute which tells whether or not 
your character is still alive. To begin tr1e game, your character starts out 
with six times the constituti on number of hi t points If your charactfr­
ever falls to zero hit points then your character is iMeed. dead 

NillJRlS.HtlElil: Nour ishment refer·s to the consumption of food 
and water which is accounted for in quantiti es of ·spaces· or ·moves·. Two 
spaces or food and water cost one credit at tt1e marketplace 

filNEB.AL l2At1AG.E 
General damage 1s that damage incurred wr1ich affects the body 

as a whole. It does not take hit points away from any single part of the 
body but rather affects the entire body equally. Things which would affect 
the body in genera l damage would be pain rooms, poi sons, gases, a heat 
wave of high intensity heat, or cold in asimilar manner. 

But there is zmother way to i ncur general damage to a 
char;_:,cter A character can garn more than his or her normal level of hit 
points (s1x times the character's constitution) by finding 'Feel Good' rooms 
and gaining hit points Then, 1f tr1e character were to take specific damage, 
say to the head , the damage would be taken from the excess hit po i nts as 
general t1arnage first and then when that is depleted, from tne appropriate 
body part 

W.EAPOJl AillUlY 
weapon ability 1s determi ned in the follow1119 manner first you 

decide what weapons a character k.nows how to use (thi s would be 
equivalent to tt1e fighting ability or a ct1aracter) Next, for each weapon 
the character has an abi I ity in, throw a set of percentile dice. The number 
on the dice (1-IOOl is the character's ability with that weapon The 

character 11as no ability at al: with any other weapons To increase the 
number of weapons a ch::iracter Ciln use, thE' fighting ability must be 
increased by the use of construc tion points fir5t(5ee construct i on points) 
To increase the ability of any given weapon, the ab1l1ty is increased bv the 
use of experience points (see experience points) 

SHlli.D_ ABlUIY 
Shield abi l ity 1s determined as one or your weapons and tal-:es 

up a space as sucr1 Each shield has a cumulative hit point and single attack 
hit point capab1J1ty. Any points beyond tr1e single attack cap?.b1lity of the 
shield 1s 1nflictec on tl1e character rn the riorrn3J manner When a sr1ield 
has taken al I of the damage 1t c?.n, tnen the rest of tne points wi 11 be 
1nfl1cted on the character as we!I. At that point, the shield no longer 
exists. A good defense w1tt·1 a shiel d can bring an otherwise worthless 
char-Jeter successfully througi1 ;i t;ungeon 
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EX£EBJ.ENCL £QlliIS_ 
Experience points (EP's) are those points used in building up a 

character's weapon or shield ability. (one EP is used per point increased) 
They can be accumulated in the following manner 

A - By defeating another being, using whatever devious 
methods, gaining one experience point per being 
def eat ed. 

B - By finding and entering a wish room. You can obtain 
fifty experience points in this room. 

C - When you have successfully found your way through the 
dungeon and left through the exit after finding all 
parts of the key you are granted twenty-five experience 
points This is good only for the first time thrJugh each 
dungeon. The experience points can be used to bui Id up 
the character only after leaving the dungeon in these 
cases. 

CONSTRUCTION £QlliIS_ 
Construction points, used to increase bas!c abilities <one CP is 

used per point increased) may be accumulated in the following manner: 
A - By finding and entering the wish room. You can obtain 

ten construction points in this room. 
B - You are awarded five construction points when you have 

successfully found your way through the dungeon and left 
through the exit after finding al I parts or the key. 
This is only good after the initial time through each 
dungeon. These points can be used only after you are out 
or the dungeon. 

CREDITS Afill_CQJliS_ 
Credits are the monetary system used in this day and age. They 

are roughly equivalent to one dollar each ($1 - i credit). 
Coins have the following values 

COPPER PIECE 
SIL  VER PIECE 
ELECTRUM PIECE: 
GOLD PIECE 
PLATINUM PIECE 
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1 credits 
I 0 credits 

100 credits 
500 credits 

1000 credits 



.c.L.AS.S_ L MAflilllS 

WEAPOr� D6116G..E IQ$_T 'lIOE6GE 86f'JGE 
KNIFE'"'/""" 20 10 I CL.OSE/MED 

CLUB 2S 20 s CLOSE 

STAFF 20 21) 6 CLOSE 
BATTLE-AXE so 75 15 CLOSE 

BROAD SWORD" 40 75 i5 CLOSE 

SHORT SWORD 30 :10 10 CLOSE 

SPEAR"*!*"* 25 25 6 CLOSE/MED 

BOW 25 7S 5 MEDIUM 

ARRO'w'S 3 NIA 

CROSS BOW 30 75 (] f·iED!UM 

QUARRELS 2 �J/ ;., 

PISTOL CROSS BOW 25 3S 5 MED I UM 
QUARREL'.:» I r�I A 

WHIP iO 3S 3 CLOSE 

BOLO 2S 25 5 ME01Uf'1 

NUf�CHUCKS 20 25 7 CLOSE ..) 

SPIKED r1ACE 30 60 10 CLOSE 

CHAIN 15 10 s CLOSE 

BALL & CHAIN"*/*** 35 35 10 CLOSE/MED 

SAi**/*** 30 40 3 CLOSE/1'1ED 

SHURIKEt� 15 3 N/A MEDIUM 

BOOMERANG 20 25 3 MEDIUf·l 

BLOWGUN 20 5 I 11EDIU!"I 

DARTS 2/1-CR NIA 

SLINGSHOT* IS 15 -, MEDIUM .. 

SLING 2S 5 N/A r-IEDIUM 

PELLETS 25/'-CR NIA 

LARGE SICKLE 3S 40 15 CLOSE 
TR I DENT*"/"*" 40 so 8 CLOSE/MED 

HATCHET**!"""" 30 IS c:-.1 CLOSE/MED 

!F A CLOSE/11ED WEAPOt� !5 THROWN AT CLOSE tlAr�GE THEN THE ABILITY IS 

THE NORMAL ABll__ITY PLUS 25, BUT iT IS THE NORi1/,.L ABILITY AT MEDIUM 

RANGE. 

*TWO HANDED WEAPONS ""CAN BE THROWN & USED AS A CONT ACT WEAPON 

***THESE W�APOl--15, OR THEIR Al')MUNITION, MAY BE RETRIEVED AFTER 

THROWN 



CLAS.S... lL'ft'.'.EAP.QN.5 

WEA�QN C!61:'.l6GE COSL___5lQ8AGf. __ BA/iGI 
.22 PISTOL 20 100 4 MEDIUM 

BULLETS 10/1-CR NIA 

.38 PISTOL 30 300 5 MEDIUM 

BULLETS 01 I-CR NIA 

.357 PISTOL 35 350 5 MEDIUM 

BULLETS 6/1-CR NIA 

.44 PISTOL 40 400 5 1"1EDIUl1 

BULLETS 5/1-CR WA 

45 PISTOL so 450 5 MEDIUM 

BULLETS 411-CR NIA 

.22 RIFLE 20 150 8 LONG 

BULLETS 10/1-CR WA 

30-30 RIFLE 30 175 9 LONG 

BULLETS 6/1-CR NIA 

30 06 RIFLE <10 200 10 LONG 

BULLETS 4/1-CR WA 

8 MM RIFLE so 300 10 LONG 

BULLETS 4/ I-CR NIA 

.458 RIFLE* 100 500 12 LONG 

BULLETS 2/1-CR NIA 

12 GAUGE SHOTGUN 60 300 10 MEDIUM 

SHELLS 2/1-CR NIA 

4 GAUGE SHOTGUN* 200 600 12 MEDIUM 

SHELLS 1 NIA 

M-16 MACHINE GUN 80 750 13 MED/LONG 

BULLETS 2/1-CR N/A 

FLAME THROWER ( 1 BLAST /CELL) 150 1200 20 MEDIUM 

COMPOUND BOW 40 350 6 MEDIUM 

ARROWS*** 3 NIA 

BAZOOKA* 450 1500 30 LONG 

SHELLS 30 3 

LAWS ROCKET*/** 750 1500 20 LONG 

CHAIN SAW ( 1 CELL/FULL MOVE) 150 250 15 CLOSE 

*TWO HANDED WEAPONS **ONE TIME USE 
111111 ARRO'NS ARE RETRIEVABLE ONCE FIRED. 
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CLA5S_ UL WEAPllHS 

YiE6eQ� D6t!8GE CQST SIQ86GE --8.6.tiG.E 
LASER PISTOL 50 1 000 5 MEDIUM 
LASER RIFLE 1 00 1 500 1 0  LONG 
LASER MACHINE GUN 1 00 2000 1 2  MEO/LONG 
LASER BAZOOKA* 500 3000 25 LONG 
ELECTRO PISTOL 30 800 5 MEDIUM 
ELECTRO RIFLE 60 1200 1 0  LONG 
ELECTRO MACHINE GUN 60 1600 12 MED/LONG 
ELECTRO BAZOOKA* 300 2500 25 LONG 
NEGRAY PISTOL 100 2000 s MEDIUM 
NEGRAY RIFLE 200 3000 1 0  LONG 
NEGRAY MACHINE GUN 200 4000 12 MEO/LONG 
NEGRAY BAZOOKA* 1 000 5000 25 LONG 
RADIATION PISTOL 75 1600 5 MEDIUM 
RADIATIOI� RIFLE 1 50 2400 10 LONG 
RADIATION MACHINE GUN 1 50 3200 12 MED/LONG 
RADIATION BAZOOKA* 750 4800 25 LONG 
CHARGED PARTICLE PISTOL 40 800 5 MEDIUM 
CHARGED PARTICLE RIFLE 80 1 200 1 0  LONG 
CHARGED PARTICLE MACHINE GUN 80 1 600 1 2  MEO/LONG 
CHARGED PARTICLE BAZOOKA* 400 2800 25 LONG 
MISSILE PROJECTOR PISTOL 1 50 650 5 MEDIUM 
1"11SSILE PROJECTOR RIFLE 1 50 1200 1 0  LONG 
MISSILE PROJECTOR MACHINEGUN 1 50 2000 1 2  MEO/LONG 

MISSILES 15 N/A 
FIRE PISTOL 35 900 5 MEDIUM 

FIRE RIFLE 70 1350 10 LONG 

LASER BLADE PISTOL 20 1 75 5 MEDIUM 
LASER BLADE RIFLE 20 300 1 0  LONG 
LASER BLADE f1ACH I NE GUN 20 450 1 2  MED/LONG 

BLADES N/A 
ENERGY SHORT SWORD 100 1 200 6 CLOSE 
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DE..ElliSE.. JI£t1S 

SINGLE ATTACK CUMULATIVE 
s l.illL___ERQI£[T I ON COST SIQB6GE 

ROUND SHIELD 15 150 50 3 
BATTLE SHIELD 25 250 100 5 
BODY SHIELD 40 400 150 15 
HELMET 25 250 20 3 
BREAST PLATE 25 250 50 8 

GUANTLETS (PAIR) 15 Each 100 50 Pair: 3 
BOOTS (PAIR) 15 Each: 100 50 Pair: 3 
FORCE FIELD l<BELT PACK) 50 * 750 2 
FORCE FIELD 2<Bfl T PACK) 75 * 1,500 4 
FORCE FIELD 3<BEL T PACK) 100 * 3,000 8 

FORCE FIELD 4<BACK PACK) 125 * 6,000 16 
FORCE FIELD 5<BACK PACK) 150 * 12,000 32 
POWER ARMOR 1 50 1,000 2,000 15 
POWER ARMOR 2 75 1,500 5,000 20 
POWER ARMOR 3 100 2,000 10,000 25 
EXO-SKIN 20 ** 1,000 
MID-SKIN 30 ** 5,000 
ULTRA-SKIN 50 ** 10,000 

*IF HIT BY A BLOW OVER THE SINGLE ATTACK PROTECTION VALUE THEN THE 
FORCE FIELD IS DESTROYED. 
**THESE SKINS ARE SELF HEALING AND THEY REPAIR THEMSELVES ALMOST 
INSTANTLY. 
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ITEM 

illL5_ (Energy Batteries} 2 N/ A 
An energy cell gives each ray weapon Five shots For each pistol and rifle, 
but only gives a ray bazooka one shot per eel I. A Ray weapon is any or the 
Following types Laser, Electro,.Negray, Radiation, Charged Particle, and 
Fire. Other weapons are designated which require cells For operation 

EQQ.D_ &...m. u_ Unit-Good fQc__LfulL ™1 ill.L2... un.il.s. N/ A 

For each hex moved, one unit or Food and water is used. 

25 5 
This pack allows the wearer carry an extra amount or storage units equal 
to three times the character's constitution. 

UTll ITY BELL Wil:L POUCHES 5 
This pack allows the wearer carry an extra amount of storage units equal 
to one times the character's cons ti tut ion.

· 

CQLJL REPEL LI NG illill 500 
This wrist watch type or unit negates any cold damage the wearer is 
subjected to. 

!iEALREPELLING illill 500 
This wrist watch type or unit negates any heat damage the wearer is 
subjected to . 

.PAUL NULLIFY I NG fiAlfil 25,000 
This wrist watch type or unit negates up to six points of damage at a time 
caused From PAIN ROOMS but only For the character wearing the unit 

CONCENTRATED EQQD_ li_fial:) 100 N/A 
Each or these bars has equivalent of 300 units or regular Food and water. 
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EMGE 
Range is considered from the center or the hex or room. When 

you first enter the room you are at LONG range. If you move in for one turn 
you are at MEDIUM range, and at approximately one half of the way to the 
center of the room. another turn of moving into the room and you will be 
at CLOSE range or at the center of the room Range can also be relative, 
that is it can also be to another character or object as well. (See Using 
More Than One Character) 

SAMPLE .1:iEX 
Looking at the walls in Hex "A" you will notice that they are 

marked one through six, starting from the top and moving clockwise. When 
you move through a doorway (Jet's say number six) it becomes the 
reciprical doorway once in the other room (now doorway number three). If 

you move from one hex to another you will notice that ALL of the doors or 
walls are relative to that particular hex. 

4 

4 

4 4 

4 

[L'{[_ tlO_y_E_ llELAY 
A hex room will not reactivate unless five full turns have 

passed. This means that after one character has entered and confronted 
whatever was in the room it will not occur again until five full turns have 
passed for everyone. They will be JUSt like "Nothing" rooms. 

, r, 
- ;. ,,:: -



MIILL SEilllEM.C.£ 
First determine who has the initiative. This is done by 

comparing the intelligence of the combatants. The individual with the 

higher intelligence gains the initiative. 1r they have the same 
intelligence, then the dexterity is compared and then the fighting ability, 

strength, and constitution. Should the two combatants be equal in all 

respects, the percentile dice are rolled for each one, and the one with the 
highest roll has the initiative. Should the rolls be the same then roll again 
until they have different rolls. 

Any book adversary w i 11 use the most powerful long range 
weapon at his disposal no matter what the range of his character. If the 
adversary has no long range weapons and the character is at long range, 
the adversary w i 11 use the most powerful medium range weapon at his or 

her disposal If there are none of these avai I able to the adversary, he or 
she w1ll wait until the character comes into close range to do further 
battle. If the character is at medium or short range and has a weapon that 
does more damage than h1s or her long range weapon at that distance, then 
the adversary w 111 use it providing the character has advanced that far. 
For example, if our adversary has a twenty-two rifle, a forty-four pistol, 
and a battle axe, he would start off firing the twenty-two rifle at long 
range. However, when the character moves into rnediurn range the 
adversary would switch to the forty-four because he can do more damage 
with it and it is a mediurn range weapon which is the natural range for the 
weapon. Now, 1f the character has moved into close range, then the 
adversary will continue to use the forty-four until the ammunition runs 
out. When it does he will use the battle axe because it does far more 
damage than the twenty-two rifle. On the same

' 
token, if in the beginning 

the adversary had runout of twenty-two shells, he would have used the 
forty-four because it was the only weapon that he had which would reach 
that distance. 

An adversary will remain in the center of the room at all times. 

If your character decides to move in toward the adversary then he or she 
would do so at one distance per turn. That is from long range to medium 
range in one turn or rnedium range to short range in one turn. The adverse 

is true as well You can also move from long range to out of range. When 
you move from one range to another you do not arrive there unti I the 
beginning or the next turn. For example, ir you rire your laser pistol at 
long range and move in to medium range at the same time you won't be at 

medium range unt i I it is your turn again. Therefore, a 11 at tacks made on 
you immediately therearter will be as if you were still at long range. On 
the other hand ir you are turning to run out of range rrom Jong range, the 

adversary had one last chance to fire at you berore you are out of range. 
Remember, you can rire and move at thP. s;:irne time. 
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MED I UM Atfil_ LQllii_ RAflliE_ WEAPONS 
The success of a noncontact weapon to score a hit is as 

follows: The ability of the attacker with the weapon (let's say 60) minus 
the arnourit of points over ten which the defender has on dexterity, or plus 
the amount of points under ten which the defender has on dexterity (let's 
say min us three, he had a 13 dexterity). Then a ro 1 1  under the tot a I (the 
total is 57) would be a hit (56 or less). A roll over the total or equal to it 
would be a miss (57 or rnore l. 

Some poi nts of interest here. All machine guns can give a burst 
up to three shots per melee turn. Adversaries will always give a burst of 
three unless they have run out of ammunition. Also, a character can fire 
two pistols simultaneously. 

And one other item: machine guns of any type have two ranges 
Medium range when shooting a burst of three shots (per mellee turn) and 
long range when firing only precision single shots (per mellee turn) The 
machine gun acts as two weapons this way; the weapon abi Ii ty is treated 
norm a I ly for each method used. 

CONTACT WEAPONS 
Contact weapon melee is as follows: Subtract the attacker's 

ability from the defenders ability and add fifty. The roll for a successful 
blow would have to be below that number. This number or greater would 
have been counted as an effective dodge. For example, If "Roma", the 
attacker, attacks with a battle axe with an ability of sixty, and "Magic" 
has an ability of fifty with his two handed broadsword, then Roma needs to 
roll below a sixty to hit. If he rolls a sixty or above, he would have made a 
clean miss. Next the defender, Magic, would atterrnpt to parry Rorna·s 
blow if it was successful. Magic would sirnply attempt to roll a score 
below what his ability with a two handed broadsword would be. So a roll 
of less than 50 would be an excellent parry, while a roll of fifty or more 
would be a miss and thus a successful blow from Roma. The next item is 
to ro 11 on the amount of damage f rorn the battle axe (See Damage Chart) to 
what part of the body (See Location of Damage Incurred Chart) Of course, 
the defender could use a shield to defend with instead. After Roma's 
attempt, if it was successful or did five hit points or less it would then be 
Magic's turn to strike at Roma. 

Some contact weapons may also be used as medium range 
weapons. How the weapon is used would determine what the actual ability 
would be at what range. 

l::IAlfil_ IQ liAfID_ Cill:1M.I 
A hand or foot blow has a 10 point damage potential. This is at 

an average strength of ten. If the strength is below ten, then subtract that 
many points from the damage given. For exarnple, if Roma struck Magic 
with a strength of thirteen, then found that he had done so with three hit 
points of damage, add the three points of strength over ten to the damage 
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already incurred and you find that the total damage done to Magic was six. 
To determine whether or not a hand or foot blow is good or bad, you treat 
it JUSt like a contact weapon In this case multiply the fighting ability by 
four (4) in order to use it in the contact weapon manner. If the defender is 
defending with a contact weapon arid is successful in defending him or 
herself then the attacker can do him or herself damage with that weapon 
If the defense is successful go the the corresponding damage chart and 
find out how much damage was incurred, then half that. If it is an odd 
number of damage points inflicted then round up one point before halving. 
if Roma struck at Magic with a foot blow (right footl then Magic defended 
with his two handed broadsword and defended successfully, Roma would 
suffer damage to l1is right foot (right leg). Let's suppose he took 
twenty-seven hit points of damage on the normal chart, add one to make it 
an even number and then divide by two to find the actual damage incurred 
which would be fourteen. This makes it rough for a weaponless being to 
fight one with a weapon, and it should be that way unless the being is very 
good at the art of hand to hand combat. All hand or foot blows should be 
specified as to what hand or foot you are using at any given attempt 

.5Illli tilll 
A character or book character which is stunned, is out of action 

for one me lee turn due to having taken more than five hit points of damage 
at any given turn. Anytime more than five hit points are administered to a 
character, that being has been incapacitated or "stunned" for one tum 
This inhibits the being from making an attack. However, if the being has a 
defense of any sort, shield or contact weapon, then he or she can defend 
but cannot make an attack. 

StllELJl. DEFENSE 
Defending with a shield works easily. Whatever the shield 

ability is, a roll below that indicates an effective block. (For as many 
points as the shield can defend against.) A roll equal to or above the 
shield capability of the character is an ineffective block. Shield defenses 
are used simultaneously against an opponent's attack. They are not 
considered to be an attack of there own. 

LOCATION QE_DAMAGE INCURRED CHARTS 
B.0.LUlli .. PERCENTILE DKE llB..Ell..lill 

01 - 1 0  HEAD 
1 I - 20 RIGHT ARM 
21 - 30 LEFT ARM 
31 - 45 RIGHT LEG 
46 - 60 LEFT LEG 
61 - 99 TORSO 

00 HEART 

If a body part is hit which was oreviously severed then the it is treated 
as a miss. -16-



MAXIMUM POINTS QLMtlAGL Atfil___BE..5.UU 

HEAD 20 OR 1/5 TOTAL* DEATH 
ARM 300R 1/3 TOTAL* LOSS OF LIMB 
LEG 300R 1/3 TOTAL* LOSS OF LIMB· 
TORSO 40 OR 2/3 TOTAL* DEATH 
HEART I DEATH 

Q::Q 
0-0 in hand to hand combat gives yourself twenty hit points to 

that limb which you are attacking with. A 0-0 in contact weapons 
indicates a broken weapon. This refers to the initial roll to determine 
whether or not the blow was successful only. 

LQSS_ OLA. CHARACTER 
A loss or a character is the end or that particular character. It 

doesn't mean however, the end of the game. You can draw up another 
character and begin again or continue on with one of your already existing 
characters sti 11 in the group. 

L05s.. QLA.Li.tlll 
The loss of a limb does not necessarily disable a character 

except for the fact that if he or she loses an arm he cannot use a two 
handed weapon. Of course if a character loses both arms, then he or she 
can't use any weapons. All characters are assumed to have enough medical 
knowledge to help heal wounds. Once a character reaches a "Feel Good 
Room" he or she has all wounds healed, although limbs do not grow back. 
The loss of a leg means that the character has to jump a lot, but doesn't 
mean that he is useless. However, the dexterity is cut to one half. If you 
lose both legs you cannot effectively move, however, if there are two 
other characters, they can carry you (Storage Units = 2 x constitution, 
each carrier carries I 12. And this is with none or the injured character's 
possess i onsJ 

lncidently, although a character with no arms cannot fire a 
weapon, he can fight with his feet (Hand TO Hand Combat) and carry just as 
much as normal. Characters who make it to a "Wish Room" or out or the 
dungeon can purchase.a new body part for five thousand credits per part. 
These parts are synthetically grown and grafted on in a matter of a few 
days. So, you see, all is never lost unless you have a loss or a character. 

*Whichever is greater. 
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USlliJi. tlQBL IHAtL illlL CHAR ACT ER 
When starting out with more than one character, or when you 

pick up a "friend", or meet someone else's character along the way, and 
you travel together there are going to be some changes. The number of 
adversaries you encounter w i 11 be the sarne as the number in your group, or 
those individuals which enter the adversay (or black adversary) hex. 
Fr·iend rooms remain the same in that they only produce one friend 
regardless or the number of characters. The s;ime goes for golden friends. 
Danger rooms and biack danger rooms a ffect all characters, not just the 
one in the lead. Treasures of any kind are the same For one character as it 
is For any number. Pain rooms and Feel good rooms affect all characters 
alike. All rooms which subtract points From attributes, add Food and 
water requirements, teleport, and nullify all of the attribute modifying 
rooms affect all characters. A wish room affects all or the characters in 
the room Weapon rooms are a little different. 

In a weapon room the first, second, and third individuals in the 
group are ones being attacked. This is, of course if there are three beings 
in the group. If there are two in the group then the one in froht takes two 
shots and the one behind takes one. 

Having an order in the characters in the group is important. The 
first person in line, the one out front, commonly referred to as "point" will 
be the first to draw fire. That person in second position, and then third 
will draw the successive fire from the successive characters. This 
continues unti I there are no more adversaries to fire. If there are more 
adversaries than there are player characters the fire continues as before, 
but now, since tt1ere are more adversaries, those left over will begin the 
circuit again. For example, let's say t11at we went into an adversary hex 
with five characters and two of them were killed in the first few rounds 
of play. Then there would be five adversaries to three of us "good guys". 

The first adversay would fire on our "point". The second 
adversay would fire on our second guy and the third adversay would fire 
on our third guy, 

'
the guy in back of the group But there are two 

adversaries left over, aren't there? The fourth adversary would fire on 
point and the fifth adversary wouid fire on our man in the middle. When I 
refer to the fifth adversary or the First, I am referring to the order in 
which they fire, their initiative. 

If a character is being fired upon by an adversary and another 
character helps the first, the adversary will continue to fire upon 
whichever character is closest. If there is a character fighting an 
adversary with hand to hand or contact weapons and another character 
helps out, then the adversary will attack the one doing the initial attack 
and then move to the other one when and if possible. 
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When characters fight other characters (yes, it's possible) 
then it is done in the same manner as when a character fights an 
adversary. However, a few things should be noted. Range can be 
determined by using the intra-hex movement chart. 

If both characters are at the same r;;mge then they are considered to 
be at close range. When travelling in a group, all characters are 
considered to be at close range 

When travel I ing in a group there is another reason for having an order 
to the characters writ ten down before hand. With an order, that is, 
knowing who is in front and who is in back, sabotage is capable of taking 
placei Any character behind another who attacks has automatic initiative. 

lliIHA:±lfX_ MOVEMENT 
When entering a hex with an opponent or 

_
opponents in the hex, 

they begin in space "C", the rniddie of the hex. They will stay in that spot 
Jetting you take the battle to tt)em Dl)ring battle, one space (in the hex) 
may be moved per rnelee turn. For example: from space i A to space I B. 

While firing or throwing a weapon 1t is importanl to know the 
distance the_ opponents (or fellow ad_venturers) are at The following grid 
will clarify the distances (L=long range/M=rnedium range/C=close range; 
L2S means to subtract 2S from the weapon ability and LSO means to 
subtract SO) 

18 28 38 
IA- C M L 

2A- M c M 
3A- L M c 
4A- LSO L M 
SA- L LSO L 
6A- M M LSO 
IB- M M L 

2B- M M M 
3B- L M M 
48- L25 L M 
SB- L L25 L 
6B- M L L25 
C - L L L 

18 
LSO 
L 
f1 
c 
M 
L 
L2S 
L 
J"i 
M 
r1 
L 
L 

SA___f;_6 . 

L M 
LSO L 
L LSO 
M L 
c M 
M c 
L M 
L25 L 
L L2S 
M L 
M M 
M M 
L L 

16 
M 
M 
L 

LSO 
L 
1'"1 
c 
M 
L 
L 
L 
M 
M 
<("I - l 7-

25 36 16 56 6El c 
M L L2S L M L 
M f1 L L2S L L 
M M M L L2S L 
L M M M L L 
LSO L M M M L 
L LSO M M M L 
M L L L M M 
c M L L L M 
M c J1 L L M 
L M c M i_ M 
L L M c M M 
L L L M c M 
M M M M M c 



I f  a di stance is L25 or LSO this means while using a medium or 
long range weapon the character's abil i ty is a l tered by a -25 or -so 
depending on the range. 

COll.E ll£.E.. AHO ... DE..,SC<><U.Rl ... P ..... I._..IOouN ________ _ 

I ADVERSARY ROOM: In this room you wi l l  meet the same amount of adversaries 
es there are chari.:ters in your party ( including ' fr iends' picked up along the 
way). They w i l l  battle immediately. To build these charocters use eoch of the two 
charts: 'Mversar les Basic Attribute List' and 'Adversaries Weapon Abll lt1es and 
Possessions'. 

2 B LACK ADVERSARY ROOM: The same as an adversary room except that all 
adversaries must have al l  their basic attributes increased by six ,  and al l  of their 
weapon abil ities increased by twenty-five. 

3 NOTH I NG ROOM: There is nothing here. e repreive. a plao:e lo rest. 
4 FRI END ROOM: In this room you w i l l  find another p layer character. To build 

this character use each of tl'le two charts: 'Adversaries Basic Attribute list' and 
'Mversarles Weapon Abil it ies and Possessions'. If you c!eslre you may leave 
him/her there or you may odd the 'fr iend' to your group. If you odd the fr iend 
then you w i l l  need to add lo the weapon l ist other weapons he or she may know how 
to use (at tile player's discretion). The player who oocldes to take this character 
w i l l  also need to roll for. abilities on the new weapons. The player w i l l  have lo 
name him or her and recide the sex as wel 1. 

5 GOLDEN FRI END ROOM: This is the same es a friend room except the friends 
have a plus six on a l l  basic abil ities. 

6 DANOER ROOM: This room holcls a trap which w i l l  test your sk i l l. You w i l l  
have t o  use the danger room list t o  see which donger room you must g:i through. 

7 B LACK DANGER ROOM: This room holds a trap which wil l  lest your sk i l l .  You 
wil l  have to use the danger room list to see which clanger room you m ust � 
through. The difference here is the basic abil ity requirements are i ncreased by 3 

for eoch one I isled. 
8 TREASURE ROOM: These rooms hold objects. focxl & water , and credits. Take 

them , the spoils of war. The amount of credits found in eoch Treasure Room is 
equal to one roll or the percenti le dice. 

9 OOLDEN TREASURE ROOM: The same as a treasure room . except better ! Each 
Cl:>ldcn Treasure Room holds three regular treasures and three times a rol l of the 
dice in credits. 

1 C PAI N ROOM: Jn this room you w i l l  lose six points of general damage ( p lus one 
point for every level above. level one from a spell from the wizard of the 
dungeon. A roil  uncle� your constitution amount w i l l  negate the effects of the Pain 
Room. 

J I FEEL GOOD ROOM: so nameel because 1n this room you Q<l1n six t imes your 
current constitution in hit  points thanks to o guordion wizord wotching k indly 
over you. 
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*** 

1 2  
1 3  
1 4  
15 
16  
1 7  

1 8  

1 9  

20 

2 1  

22 

23 
24 

25 

26 
27 

IY£L Afill._ DESCRI PIIO 
I n  the following astericked ( * ) room s ,  the wizard of the dungeon is at temp t ing to 
slow you down with a spel l .  To defend against the spel l ,  rol l  the percenti le  dice. I f  
the rol l  1 s  below your i n  le I I  igence then you defend ( a  rol 1 of 0-0  i s  also an 
au\omalic defense. ) If the wizard is  successful , lhe chang00 ab i l i ty is only 
temporary unt i l  a Nul l  Room ls reached which w i l l  negate the effects of the spel l .  
*STRENGTH ROOM: This spell decreases your strength by I 
*DEXTERITY ROOM: This spell decreases your dexter ity by I .  
*CONST I T UT I ON ROOM: This spell decreases your const itution by I .  
* F I GH T I NG AB I L I TY ROOM: This  spell decreases your fighting ab i l i ty by I .  
* I NTELL IGENCE ROOM: This spell decreases your i ntel l igence by I .  
*NOURISHMENT ROOM: Th is spell i ncrell:;es your nourishment requirement 
by 1 .  This means you require one more unit of food and water per turn. 
TELEPORTER ROOM: You w i l l  be leleporled from this room to another 
leleporter room somewhere in lhe specified dungeon. The room lend in w i l l  not 
oclivate. It is possible you wi l l  be sent to the very p lace you started in. Use the 
teleporting chart for the dungeon you are in to see where you land. 
NULL ROOM: When you or your groupenters this room , all of the curses pul on 
you from the curse rooms ( STRENGT H .  DEXTE R I TY . CONSTI TU T I ON ,  
F I GHT I NG AB I L IT Y ,  I NTELLIGENCE & NOUR ISHMENT ) w i l l  vanish and you 
w i l l  resume your original basic ab i l it ies. The NULL ROOM is nol affected by the 
five move delay, il is always on. 
W I SH ROOM: This room provides the player with either ten construction 
points, fi fty experience points , 2500 credits. or one bocty part back. This room 
can be used only once by eoch character in each dungeon , This room is not affected 
by the five move relay, that is ,  it is always on. This room also boasts a market 
venoor where items can be bought and coins can be trOOed for credits. Theft from 
this venoor means instant death lo the thief. 
WEAPON ROOM: Here, three weapons, all of tho same type w i l l  fire at you from 
hidden portals In the walls. They are fired at you with an abi l ity of twenty p lus 
the level of the dungeon. The first person enter ing the dungeon w i l l  receive the 
first shot. the second person the second shot and the third person the third shot. I f  
there are only two characters In the group, then the first person w i l l  recleve the 
first and third shot and the second person w i l l  recieve the second shot. I f  there is 
only one character then he wi l l  have to defend himself from al l three attacks. 
Treat these attacks as ordinary attacks. 
COM B I NATION ROOM: In this room one thing w i l l  happen r ight after the other. 
To see what seQuence of events w 1 1 1  happen , use the combination room l ist. Use two 
turns of food and water for this space. 
I N  ROOM: This is  the room at the entrance to the dungeon. 
OUT ROOM: This 1s the room at the exit of the dungeon. If you oo not have a l l  of the 
parts of the key , then you w i l l  not be able to unlock the door and leave. 
SPECIAL TREASURE ROOM: These treasures inc l ure parts to lhe key as wel l  as 
other special items specific only to that particular dungeon. Use the special 
treasure list w ith the dungeon your character is currently in. 
SIGN ROOM: This Is  a resting room with a nonsense message. 
SL I D I NG DOOR ROOM : There are doors in this room which slide open when you 
enter the room. Use the dungeon's sl iding door chart to see where they enter to. 
Once passing through a sl iding ooar , it w i l l  automatically shut unless it is also 
opened from the room passed into. 
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� M5.lC__ ABILITIES 
( F R I ENDS ALSO) 

BQLL ltiT Sitl m CQi::l F/A 8,QLL lt:lI srn DEX CQti w. 
0 1 8 8 13 8 0 5 1 8 1 0  1 4  1 3  8 
0 2  8 IJ IJ e 9 52 8 1 0  ; 5  1 3  9 
03 3 0 0 9 : c  53 8 i I 1 5  1 4  1 0 v v 

04 0 8 9 9 I !  54 8 l I 1 5  1 4 1 1  v 

05 8 9 9 1 0  1 2  55 8 1 1  1 6  1 5  1 2  
06 9 9 9 : o  1 3  56 9 I i  1 6  1 5  1 3  
07 9 ') 1 0  1 1  1 4  57 9 1 2  1 6  1 6  1 4  
08 9 9 1 0  l I 1 5  58 9 1 2  1 7  1 6  1 5  
09 9 : o  1 0  1 2 1 6  5 9  9 1 2  1 7  1 7 1 6  
1 0  9 1 0  1 1  1 2  1 7  60 9 1 2  1 7  1 7 1 7  
1 0 1 0  1 0  1 1  1 3 8 6 1  1 0  1 3  8 8 8 
1 2  1 0  ! O  1 1  1 3  9 6 2  1 0  1 3  8 8 9 
1 3  1 0  1 1 1 2 1 4  1 0  63 1 0  1 3  8 9 1 0 
1 4  : o  1 l 1 2  1 4  I i  6 4  1 0  1 3  9 9 1 1  
1 5  1 0  1 1  1 2  1 5  1 2  65 1 0 1 4  9 1 0  1 2  
1 6 1 1  : 1 1 3  1 5  1 3 66 1 1  1 4  9 1 0  1 3  
1 7  1 1  1 2  1 3  1 6  1 4  67 1 1  1 4  1 0 1 1  1 4  
1 8  1 1 1 2  1 3  1 6  1 5  68 1 1  1 4  1 0  1 1  1 5  
1 9  1 1  1 2  1 4  1 7  1 6  69 1 1  I S  1 0  1 2  1 6  
2 0  1 1  1 2 1 4  1 7  1 7  70 1 1 I S  1 1  1 2  1 7  
2 1  1 2  1 3  1 4  8 8 7 1  1 2  1 5  1 1  1 3 8 
22 1 2  1 3  1 5  8 9 72 1 2  1 5  1 1 1 3  9 
23 1 2  1 3  1 5  9 1 0 73 1 2  1 6  1 2 1 4  1 0  
24 1 2  1 3 1 5 9 1 I 74 1 2  1 6  1 2  1 4  1 1  
2S 1 2  1 4  1 6  1 0  1 2  75 1 2  1 6  1 2  1 5  1 2  
26 1 3  1 4  1 6  1 0 1 3 76 1 3 1 6  1 3  1 5  1 3 
27 1 3  1 4  1 6  1 1  1 4 77 1 3  1 7  1 3  1 6  1 4  
2 8  1 3  1 4  1 7 1 1  1 5  78 1 3  1 7 1 3  1 6  1 5  
29 1 3  1 5  1 7  1 2  1 6  79 1 3  1 7  1 4  1 7  1 6  
30 1 3  1 5  1 7  1 2  1 7  80 1 3  1 7  1 4  1 7  1 7  
3 1  1 4  1 5  8 1 3  8 8 1 1 4  8 1 4  8 8 
32 1 4  1 5  8 1 3  9 82 1 4  8 1 5  8 9 
33 1 4  1 6  8 1 4  1 0  83 1 4  9 1 5  9 1 0 
3 4  1 4  1 6  9 1 4  1 1  8 4  1 4  9 1 5  9 1 1  
35 1 4  1 6  9 1 5  1 2  85 1 4  1 0  1 6  1 0  1 2  
36 1 5  1 6  9 1 5  1 3 86 1 5  : o  1 6  1 0  1 3  
37 1 5  1 7  1 0  1 6  1 4  8 7  1 5  1 1 1 6  1 1  1 4  
38 1 5  1 7  1 0  1 6  1 5  88 I S  1 1  1 7  1 1  1 5  
39 1 5  1 7  1 0 1 7  1 6  89 1 5  1 2  1 7  1 2  1 6  

· 40 1 5  1 7  1 1  1 7  1 7  90 1 5  1 2  1 7  1 2  1 7  
4 1  1 6  8 1 1  8 8 9 1  1 6  1 3  8 1 3  8 
42 1 6  8 1 1  8 9 9 2  1 6 1 3  9 1 3  9 
43 1 6  8 1 2  9 1 0  93 1 6  1 4  1 0  1 4  1 0  
44 1 6  8 1 2  9 1 1 9 4  1 6  1 4  1 1  1 4  1 1  
45 1 6  9 1 2  1 0  1 2  95 1 6 1 5  1 2  1 5  1 2  
46 ! 7  9 1 3  1 0  1 3  9 6  1 7  1 5  1 3  1 5  1 3  
47 1 7  9 1 3  1 1  1 4  9 7  1 7 1 6  1 4  1 6  1 4  
48 1 7  9 1 3 1 1  1 5  9 8  1 7  1 6  1 5  1 6  1 5  
49 1 7  1 0  1 4  1 2  1 6  9 9  i 7  1 7  1 6  1 7  1 6  
50 1 7 1 0  1 4  1 2  1 7  00 1 7  1 7  1 7  1 7  I 7 

( ADD ONE POINT TO EACH ATTR I B UTE FOR EVERY LEVEL AflOVf LEVEL ONE . )  
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RQLL CHARACTER WEAPONS & ABILITIES/POSSESSIONS 
0 1 -04 KNIFE/56; .38 P I STOL/23/ROUNDS= I 2;F /W= I 2;GP= I ;BACK PACK 
05-08 CLUB/34; . 3 5 7  P I STOL/75/ROUNDS=6;F /W=6;CR= l 3;BELT POUCH 
09- 1 2  BATTLE AXE/22; .44 P I STOL/38/ROUNDS=3;F /W= l 7;S P=2;CND-F /W=2 
1 3- 1 6  BROADSWORD/72;.45 P I STOL/ I 5/ROUNDS=7;F/W= l O;EP= I ;9  CELLS 
I 7-20 SHORTS WORD/ 1 6 ;.22 P I STOL/99/ROUNDS= I 6;F/W= I 3;CR=6; 
2 1 -24 S PEAR/8 1 , .22 R I F L E/ 2 1  /ROUNDS= l ; F  /W= l 8;CR= 1 4; 1 4  ARROWS 
25-28 BOW/92/ ARROWS= l 2 ; 30-30 R I FLE/ 1 4/ROUNDS=8;F/W=22;CP=23 
29-32 CROSSBOW/36/0UARRELS=2 I ; 8  MM R I FLE/ 48/ROUNDS=S;F /W= 1 4; 

GP=2;  1 BACK PACK; I 2 ARROWS; I BROKEN P A I N  NULL I FY I NG BAND 
33-36 P I STOL CROSSBOW/65/QUARRELS=7; .458 R l FLE/53/ROUNDS=2; 

F /W=30;CR=6; i 2 CELLS; l BELT POUCH; I 6 ARROWS 
37-40 WH I P/27;  1 2  GAUGE SHOTGUN/64/ROUNDS=3;F /W=9;CR= I 0;3 CELLS 
4 1 -44 BOLO/ 43;4 GAUGE SHOTGUN/77 /ROUNDS=S ;F  /W= l 8;CR=23 ; 5  CELLS 
45-48 NUNCHUCKS/29;M- I 6 MACHI NE GUN/85/ROUNDS=27;F /W= I 3 ; P P =  I 
49-52 S P I KED MACE/77;FLAME THROWER/56/CELLS=2;F/W=3;CR= I 2 
53-56 CHAI N/ I I ;COMPOUND BOW/88/ ARROWS=7;F/W= I ;CR= l 8;BACK PACK 
57-60 BALL & CHAIN/6;BAZOOKA/90/ROUNDS=3;F/W=29;SP=4;BEL T POUCH 
6 1 -64 SAl/57;LAWS ROCKET / 75;F/W= I 8 ;CR=3 I ;  I P A I R  OF GUANTLETS 
65-68 7 SHUR I KEN/28;CHA I N  SAW/59/CELLS=3;F /W=92;CP=24;HELMET 
69-72 BOOMERANG/84;LASER P I STOL/3 I /CELLS= I 2;F /W= I I ; CR=22 
7 3 -76 BLOWGUN/ 2 4/DARTS=34;ELECTRO MACH I NE GUN/6 7 /CELLS= I O; 

F /W=24; CR=34;8A TT LESH I ELD/ 8 8;BACK PACK;HELMET ,BREASTPLATE 
77-80 SL I NGSHOT / 63/PELLETS=9;NEGRAY R I FLE/ 1 3/CELLS=8;F  /W=8;CR=9 
8 1 -84 SL I NG / 1 4/PELLETS=58;RAD I AT I ON BAZOOKA/8 4  /CELLS=9;F/W=5; 

G P =2;BODY SHI ELD/20; I PAIR OF BOOTS; I BELT POUCH 
85-88 LARGE S I CKLE/94;CHARGED PART I CLE P I STOL/67 /CELLS=4;F/W=9; 

CR= 1 6;BACK PACK;2 ROUND SHI ELDS/39 
89-92 T R I DENT I 1 OO;M I SS I L E  PROJECTOR R I  FLE/56/ROUNDS= I I ;F /W=6 I ,  

CR= l 45;BELT PACK;CND F /W=3;HELMET;BREAST PLATE;BODY 
SHI ELD/SS 

93-96 HATCHET/ 1 6;LASER BLADE MAC H I NE GUN/87/ROUNDS =74;F/W= l 7; 
CR=72;2 BELT PACKS;CND. F/W=7;FORCE F I ELD ' l ;EXO SKIN 

97-00 .22 P I STOL/49/ROUNDS= I 7;ENERGY SHORT SWORD/56;F /W=6;SP=8 

EACH WEAPON I S  FOLLOWED BY A NUMBER WHI CH : s  THE CHARACTER'S AB I L ­
ITY W I TH THAT WEAPON (EG KNI FE/ 1 6  T H E  CHARACTER HAS A N  AB I L ITY OF 
1 6  WITH A KN I FE )  

PP=PLAT I NUM P I ECE E P=ELECTRUM P I ECEGP=GOLD P I ECE SP=S I LVER P I ECE 
C P=COP PER P I ECECR=CRED ITSJ/ W=FOOD & WATERCND. F/W=CONDENSED 
FOOD & WATER 
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llllLL_><.ilLLL-������������������ 
0 1 -02 

03- 04 

05- 06 

0 7-08 

09- 1 0  

I I - 1 2  

1 3- 1 4  

1 5- 1 6  
1 7- 1 8  
1 9 - 2 0  

2 1 - 2 2  

2 3 - 2 4  

2 5 - 2 6  

2 7 - 28 

2 9 - 3 0  

3 l - 3 2  

3 3 - 3 4  

3 5 - 3 6  

37-33 
3 9 - 4 0  

4 1 - 42 

43 - 4 4  

4 5 - 4 6  

4 7 - 48 

4 9 - 5 0  

5 1 - 5 2  

53-54 
55-56 
57-58 
59-60 

6 i - 62 

6 3 - 6 4  

65-66 

6 7 - 63 

6 9 - 7 0  

7 1 - 72 

7 3 - 7 4  

7 5 - 7 6  

7 7 - 7 8  

79-80 
8 1 - 13 2  

8 3 - 3 4  

8 5 - 8 6  

8 7 - 88 

e.9-90 

9 1 - 9 2  

93-94 

95-96 

9 7 - 98 

9 9 - 0 0  

There i s  nothing b u t  you and th is  sign in  this room. 
There is safely i n  numbers. 
Did you know that there are other types of dungeons besides 'hex' dungeons? 
You have been attacked by a pregnant butterfly ( Don't bel i eve this sign. ) 
It is not here. 
PaUence may well  be a virtue,  but wait ing here won't br ing you any closer to the ex i t. 
T here are ' tr iangle' , ' square' ,'pentagon' , ' hexagon' , and 'octagon' dungeons1 
I f  you are hungry, this sign w i l l  not quench your thirst or your apetite. 
Help your fellow adven turers today for you may need their help tomorrow. 
Th is  side up 
Those who run aw�1 today usuaily get shot i n  lhe bock. 
You are here. 
Th is  is a l ie.  
Don't trust your enemies and watch your fr iends closely! 
Pain rooms do not 'Feel Goocr. 
Do not feed the bad guys 
Poaper scoopers are requi red by law for all  pets and companions. 
Is there only one ex i (? 
A l l  adversaries w i th negray bazookas should be respected. 
Fasten your sect belts. 
T hose who carry l it t le ,  fear big bazookes. 
Keep off the grass 
This  is not the ex i t  
Keeping a m a p  is t h e  best way t o  make i t  through this dungeon. 
Those who carry big  bazookas fear l i tt le. 
The w i sh room 1s  protected by many laugh traps and assorted bad guys. ( Oh yes , and 
pain rooms too. ) 
Moral: Walk l ightly ilnd carry a big Dazooka. 
Th is  sign is flammab ie 
There w i l l  soon be an overland adventure series on the market s i m i lar to this system ? 
Detour here. 
This sign w i l l  self destruct in  th irty seconds ( I 'm k iliii n' 1 )  
You are lost. 
,Johnny App leseed wuz here1 ( This  sign 1s  on an apple tree. ) 
This is my dungeon , welcome to i t l  
What sign? 
Somewhere on the other side of the entrance to this dungeon is a town adventure I 
WANTED Mean and nasty type:; to k i l l  cungcon adventurers. 
Adventurers shat I be eaten. 
There are addendum books com ing out for various types of characters. Walch for them ! 
Handle w i t h  care. 
There are many treasure rooms in  this dungeon. 
You have been attad;ed by a wocden sign,  it is  staring you to death. ( You receive no 
exper ience points for k i l l ing the sign 1 )  
Ar ms for sale i n  t h e  w i s h  room , (as wel l  a s  legs and other needed b roy  parts). 
There are no user serviceab le parts w i th i n  your fel low adventurers. 
The Red Baron shows no mercy. neither oo pain rooms1 

Are you lost? 
Do know about the 'ARENA' game? 
Beam me up . .  
Don't ask , because I do n ' t  have the answer ! 
There is no free l unch 1 
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WEAPON U::il 

H_QLL_ ':i'LEAE._Qli. All.AC.K_ Eillll_ WEAPON ATTACK 
0 1 -05 *KN I F E  7 1  BAZOOKA 

06- 1 0  *SPEAR 72 LAWS ROCKET 

I 1 - 1 5  *BOW 73 LASER P I STOL 

1 6-2 0 *COMPOUND BOW 74 LASER R I FLE 

2 1 -2 5  *CROSSBOW 7S LASER MAC H I NE GUN 

26-28 * P I STOL CROSSBOW 76 LASER BAZOOKA 

29 *BOLO 77 ELECTRO P I STOL 

3 0  *BALL AND CHA I N  78 ELECTRO R I FL E  

3 1  *SAi 79 ELECTRO MACH I NE GUN 

3 2 -34 *SH I R I KAt� 80 ELECTRO BAZOOKA 

3S-38 *BOOMERANG 8 1  NEGRAY P I STOL 

39-4 1 *BLOWGUN 82 NEGRAY R I FL E  

42-44 *SL I NGSHOT 83 NEGRAY MAC H I NE GUN 

45-48 *SL I NG 84 NEGRAY BAZOOKA 

49-5 1 *TR I DENT 8S RAD I AT I ON P I STOL 

52-54 *HATCHET 86 RAD I A T I ON R I FL E  

55-57 .22  P I STOL 87 RAD I AT I ON MAC H I NE GUN 

58 .38 P I STOL 88 RAD I AT I ON BAZOOKA 

59 .357 P I STOL 89 CHARGED PART I CL E  P I STOL 

60 44 P I STOL 90 CHARGED PART I CL E  R I FL E  

6 1  45 P I STOL 9 1  CHARGED PART I CL E  MAC H I N E  GUN 

62 . 2 2 R I F L E  92 CHARGED PAR T I CLE BAZOOKA 

6 3  3 0- 3 0 R I FL E  93 M I S S I LE PROJECTOR P I STOL 

64 3 0  06 R I FL E  94 11 1 SS I L E  PROJECTOR R I FLE 

65 8 M11 R I FL E  9 5  M I S S I L E  PROJECTOR MACH I N E  GUN 

66 458 R I FLE 96 F I RE P I STOL 

67 1 2 GAUGE SHOTGUN 9 7  F I RE R I FL E  

68 4 GAUGE SHOTGUN 98 * L ASER BLADE P I STOL 

69 M- 1 6  f"lACH I NE GUN 99 *LASER BLADE R I FL E  

70 FLAME THROWER 00 *LASER BL ADE MACH I NE GUN 

*These i tems (or the ammun i t ion of  these weapons) rnay be retr i eved. 
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IB.EAS..U.B.L L1SI 

BQLL illt1_ 
0 1  

02 
03 
04 
05 
06 
07  
08 
09 
1 0  
1 i 
: 2  

1 3  
1 4  
1 5  

1 6  
1 7  

1 8  

1 9  
20 
2 1  

22 
23 

24 
25 
26 
27 
28 
29 
30 
3 1  
32 

33 
34 
35 
36 

37 
38 
39 

40 
4 1  

42 
43 
44 
45 
46 
47 
48 
49 
50 

3 - KNIVES 
1 - CLUB 
1 - STAFF 
1 - BATTLE-AXE 
I - BROADSWORD 

I - SHORT SWORD 
I - SPEAR 
I - BOW 
I 0 - ARROWS 

I - CROSSBOW 
I 0 - CROSSBOW QUARRELS 

I - P I STOL CROSSBOW 

I 0 - P ISTOL QUARRELS 
1 - WHIP 
I - BOLO 
I - NUNCHUCKS 
I - SP I KED  MACE 

1 - CHAIN 
1 - BALL AND CHAIN 
I - SAi 
I 0 - SH IR i  KAN 
I - BOOMERANG 
I - BLOWGUN 
I 0 - DARTS 
I - SLI NGSHOT 
1 - SL I NG 

50 - SL I NGSHOT /SLING PELLETS 
I - LARGE SICKLE 
1 - TR I DENT 

1 - HATCHET 
1 - .22 P ISTOL 
1 0  - .22  P ISTOL ROUNDS 
I - .38 P ISTOL 
I 0 - .38 P ISTOL ROUNDS 
I - .357 P ISTOL 
1 0  - .357 P ISTOL ROUNDS 
I - .44 ROUND 

I 0 - .44 P ISTOL ROUNDS 
i - .45 ROUND 
I 0 - . 45 P ISTOL ROUNDS 

I - .22 R IFLE  
I 0 - . 22  RIFLE ROUNDS 
I - 30-30 R I F LE  
I 0 - 30-30  R IFLE ROUNDS 

! - 30 06 R I FLE 
I 0 - 30 06 RIFLE ROUNDS 
I - 8MM R I FLE 
I 0 - 8MM RIFLE ROUNDS 
I - .458 R IFLE  

l 0 - .458 R IFLE ROUNDS 

BQLL lI 
5 1  1 - 1 2 GAUGE SHOTGUN 
52 1 0  - 1 2  GAUGE SHOTGUN SHELLS 

53 I - 4 GAUGE SHOTGUN 
54 I 0 - 4 GUAGE SHOTGUN SHELLS 
55 I - M - 1 6  MACHINE GUN 
56 1 0  - M- 1 6  MACHINE GUN SHELLS 

57 1 - ELECTR IC FLAME THROWER 

58 I - COMPOUND BOW 

59 1 - BAZOOKA 
60 1 0  - BAZOOKA SHELLS 
6 1  I - LAWS ROCKET 
62 I - CHAI N  SAW 

63 1 - LASER P ISTOL 
64  1 - LASER R I FLE  
65  1 - LASER MACHI NE GUN 

66 I - LASER BAZOOKA 
6 7  I - ELECTRO P ISTOL 

68 1 - ELECTRO RIFLE 
69 I - ELECTRO MACHINE GUN 

70 I - ELECTRO BAZOOKA 

7 1 I - NEGRAY P ISTOL 

72  I - NEGRAY R IFLE 
73 I - NEGRAY MACHINE GUN 
74 I - NEGRAY BAZOOKA 
75 i - RADIATION P ISTOL 

76 I - RADIATION R IFLE 
77 1 - RADIATION MACHINE GUN 
78 I - RADIATION BAZOOKA 

79 1 - CHARGED PART ICLE P ISTOL 

80 1 - CHARGED PARTICLE R IFLE  
8 1  1 - CHARGED PART ICLE MACHINE GUN 

82 I - CHARGED PARTICLE BAZOOKA 

83 I - M ISSI LE  PROJECTOR P ISTOL 
84 I - M ISSILE PROJECTOR R IFLE  
85 I - M ISSILE PROJECTOR MACHI NE GUN 
86 1 0 - M I SSILES 

87 I - FIRE P ISTOL 

88 I - FIRE R IFLE 
89 I - LASER B LADE P ISTOL 

90 I - LASER B LADE R IFLE  

9 1  I - LASER BLADE MACHINE GUN 

92 I 00 - LASER BLADES 

93 I - ENERGY SHORT SWORD 
94 FOOD &. WATER (2 x ROLL OF THE D ICE)  

9S 1 - BACK PACK 
% I - BELT PACK 

97 ENERGY CELLS ( I  x ROLL OF THE D ICE)  

98 I - HEAT REPE L L I NG UNI T 

99 I - COLD REPELL ING UN IT  

00 CONC. FOOD BARS ( I  x ROLL OF THE DICE) 
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MNCiffi... RQill1S_ 
( A l l  damage refers to 'General Damage' )  

BQLL RQQtl_ �D�ES�C�R�IP�T�l�O�...._-������������ 
0 1 -05 Room of m irrors. I f  intel l igence is below· 15  then for every point below 15  the 

character takes 5 poin ts of damage. 
06- 1 0  Fal l i np ceil ing. I f  strength is below 1 5 ,  then for every point below 1 5  the cl1aracler 

takes 5 points or damage. 
1 1 - 1 5 F ire from floor. If dexter ity is below 1 5 , then for every point below 1 5  the character 

tokes 5 points or dllmage. 
1 6- 20 Lethal QilS room. I f  const itution is below 1 5 ,  then for every point below 1 5  the 

character takes one fu l l  extrn move to leave this room. 
2 1 -25 This room quickly separates into separate pa5sageways where all of the wal ls begin to 

close i n  upon the character( s). Ir $trenglh is below 1 3 ,  then for every point below 1 3  
the char11:ter lakes 5 points of damage. I f  inte l l igence is below 1 3 ,  then for every 
point below 1 3 ,  the character takes one ful I extra move to leave this room. 

26-30 Swinging pendulums. If  dexter ity is below 1 3 ,  then for every point below 13 the 
character takes 5 points of dllmage. If intel l igence is below 1 3 ,  then for every point 
below 1 3 .  the character takes one fu l l  extra move to leave this room. 

3 1 - 35 Spinning floor room. I f  constitution Is below 1 3 , then for every point below 1 3  the 
character takes 5 points of damage If inte l l igence is below 1 3 ,  then for every point 
below 1 3 ,  the character takes one ful I extra move to leave this room. 

36-40 As soon as th is room is entered, the floor drops Ropes drop from the cei l ing and hang 
there mak ing a rope br idge. The characters must cross the br idge to whichever 00or 
they want to go_ If slrencth or dexter Hy is below 1 3 , then for every point below 1 3  in 
each obi l i ly ,  the character takes one ful I extra move lo leave this room. 

4 1 - 45 Room fu l l  of freezing mud neck high. If constitution is below 1 3 , then for every point 
below 1 3  the cnaracter takes 5 points of damage. I f  strength Is below 1 3 ,  then for 
evory point below 1 3 ,  the character lakes one fu l l  extra movo to leave this room. 

46-50 The only way through this room is on smal l  beams ak in to l igl1lropes. There is no 
floor. The characters must cross the br idge lo whichever ooar they want lo go. I r  
strength o r  dexterity i s  bolow 1 3 ,  then for every point below 1 3  i n  each ab i l i ty, the 
character lakes one fu l l  extra move to leave this room. 

5 1 -55 Computer chess gr id on floor . Hie doors close lo leave the computer must be beat. I f  
intel l igence i s  beiow 1 5 ,  then for every point below 1 5  the character takes I extra 
ful I turn to leave this room. 

56- 60 The f urthur into the room a character qoos ,  the sleeper the floor seems. Ir strength is 
below 1 5 ,  then for every point below 1 .5 the character takes I extra ful l  turn to leave 
this room. 

6 1 -65 This floor is covered with ba i l  bearings. I f  dexter i ty is below 1 5 ,  then for every point 
below 1 5  the character takes one fu l l  ex Ira turn to !eave this room. 

66-70 As the character enters this room a hai l  storm erupts. I f  const i tut ion is below 1 5 , 
then for every point below : 5 the character takes 5 points of d.Jmage. 

7 1 -75 This room Is run of  plants. None edible ,  some poisonous. I f  Intel l igence Is below 1 5 ,  
then for every point  below 1 5  the character lakes 5 points o f  damage. 

76-80 After the character( s) e�ters this room all of the doors close. If strength is 
below 1 5 ,  then for every point below 1 5  the character takes one fu l l  extra turn lo 
leave this room by reopening one of the closed doors ( not a wal l I ) . 

8 1 - 85 Di fferent sections of the floor in this room act as separate elevalor sections mak ing 
movement across the floor a hopping matter. I f  dexterity is below l 5. then for every 
point below 1 5  the character takes 5 points of damage. 

86-90 As the character( s )  enters this room a freezing, pelt ing rain begins. I f  constitution Is 
below 1 5 ,  then for every point below 1 5  tho character takes 5 points or damage. 

9 1 -95 A hurricane sudOOnly comes from nowhere in to  th is  room.  I f  conslitut i on  is below 1 5 ,  
then for every po int  below 1 5  the charocler takes 5 points of damege. 
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BQLL 8QQli DE5CB I er I Qt) 
96-99 Whirr ing blades weave out  from the walls. I f  dexter ity is  below 1 5 ,  then for every 

point below 1 5  the character takes 5 points of damage. 
00 I n  this roorn the floor bucks and undulates, there is a sickening high grav ity ,  and the 

room becomes f i l led w i th unpiercing, gut wrench ing smoke. Direction is only as good 
as the character 's memory If dexter i ty ,  strength or Intel l i gence Is below 1 3 , then for 
every point below 1 3  in ellCh ab i l i ty ,  the character takes one extra full turn to leave 
this room. If dexter i ty ,  inte l l igence , strength or constitution is below 1 3 ,  then for 
every point below 1 3  in each abi l ity the character takes 5 points of damage. 

( ADD ONE POI NT TO EACH ATT R I B U TE FOR EVERY LEVEL ABOYE LEVEL ONE FOR 

ALL OF THE ABOVE DANOER ROOM5. ) 

COMBINATIQN RQQt1 

To see what combination to use, ro l l  the dice and then perform each room type. Do 
the second room after you have f in ished the ffrst scenario. 

RQLL � -� BOLL_ � -� Rill.1._ neE,. 1 � 
0 1  6 34 1 0  1 4  67 1 3  1 7  
02 2 1  35 1 0  1 5  68 1 3  1 6 
03 J O  36 J O  1 6  69 1 3  1 5  

0 4  1 1  37  1 0  1 7  70 1 3  1 4  
05 1 2  38 1 0  8 7 1  2 1  8 

06 1 3  39 1 1  1 2  72 2 1  1 7  

07 1 4  40 1 1  1 3  73 2 1  1 6  

08 1 5  4 1  1 1  1 4  74 2 1  1 5  

09 1 6  42 1 1  1 5  75 2 1  1 4  

1 0  I 1 7  43 1 1  1 6  76 2 1  1 3  

1 1 1 8 44 1 1  1 7  77 2 1  1 2  

1 2  6 2 1  45 1 1  8 78 2 1  1 1  

1 3  6 1 0  46 1 2  1 3  79 2 1  1 0  

1 4  6 1 1  4 7  1 2 1 4  80 6 8 

1 5  6 1 2  48 1 2  1 5  8 1  6 1 7  

1 6  6 1 3  49 1 2  1 6  82 6 1 6  

1 7  6 1 4  50 1 2  1 7  83 6 1 5  

1 8  6 1 5  5 1  1 2  1 7 84 6 1 4  

1 9  6 1 6  52 I 6 85 6 1 3 

20 6 1 7  53 I 1 0  86 6 1 2  

2 1  6 8 54 I 2 1  87 6 1 1  

22 2 1  J O  55 6 2 1  88 6 J O  

23 2 1  1 1  56 1 7  8 89 6 2 1  

24 2 1  1 2  57 1 6  8 90 1 8 

25 2 1 1 3  58 1 6  1 7  9 1  I 1 7  
26 2 1  1 4  59 1 5  8 92 1 1 6  

27 2 i  I S  60 i 5  1 7  93 I S  

28 2 1  1 6  6 1  1 5  1 6  9 4  1 4  

29 2 1  1 7  62 1 4  8 95 1 3  

30 2 1  8 63 1 4  1 7  96 1 2 
3 1  1 0  1 1  64 1 4  1 6  97  1 1  
32 1 0  1 2  6S 1 4  I S  98 1 0 

33 1 0  1 3  66 1 3  8 99 2 1  
00 6 

- 2 8 -



ROLL 

0 1  
02 
03 
04 
05 
06 
07 
c8 
09 

1 0  

1 0  I 

1 1  2 
1 2  2 
1 3  2 
1 4  2 
1 5  2 
: 6  2 
1 7  2 
1 a  2 
I �  2 
20 2 
2 :  3 

22 J 
23 3 

24 J 
2S 3 
26 J 
27 3 

28 J 
29 
30 
J I  
J2 
33 4 
J4 4 
35 4 
36 4 
37 
38 

39 4 
40 4 
4 1  s 

42 5 
43 s 
44 5 
45 5 
46 s 
47 s 
48 s 

49 s 
50 5 

DAMAGE CHARTS 

15 2 0  2 5  3 0  3 S  4 0  S O  M 70 
POT ENT IAL 

60 90 100 
1 I I 

0,0.MAOE 
1 25 I SO 1 75 200 

2 
2SJ 30·) 3SO 4CO 50V 6VO 750 ICC· 

4 
5 
s 
5 
s 
5 
5 
5 
6 

6 
6 

6 
6 

6 

I I 2 2 
I I 2 2 2 3 3 

4 s 
s 5 
7 B 
6 9 

4 
6 
7 
9 

I I  

1 3  

I 
2 
2 
2 
2 

2 
3 
3 
3 
3 

4 
5 
5 
5 
5 
5 
6 

6 

6 
6 
6 
7 
7 

7 

7 
8 
8 
B 
8 
B 

9 
t O  
t o  
1 0  
1 0 
10 

I 

2 

2 
2 
2 
3 

3 
3 

J 
4 

4 
4 
s 
5 
s 
s 
6 
6 

6 

6 

7 
7 
7 

8 
8 
a 
8 
9 
9 
9 
9 

1 0  
1 0  
1 0  
t o  
I I  
I t  

I I  
1 1  

1 2  

1 2  
1 2  
t 2  
t 3  
1 3  

I 2 
I 2 
2 2 
2 2 
2 3 

3 3 
3 3 
J 

5 
s 
5 
6 
6 
6 

4 

5 
5 
5 
6 
6 
6 
7 

4 
4 
5 
s 
6 
6 
6 
7 
7 
6 

6 
6 

4 
5 
5 
6 
6 

9 
9 

to 
10 

3 3 J 
4 

4 s 
4 5 6 

s s 7 9 1 1  
5 6 7 8 8 1 0  1 2  1 4  
6 7 8 8 9 1 2  1 4 16 
6 7 8 9 : o  1 .l  1 5  1 8  
7 e 9 1 0  I I  1 4  1 7  20 
8 9 10 I I  1 2 15 18 2 1  
3 9 1 1  1 2  1 3  1 7  2 0  23 
9 1 0  1 2  1.l 1 4  1 5  21 25 
9 t t 12 1 4  1 5 1 9  23 27 

!O 12 1 3  1 5 16 20 24 28 
i l  1 2  1 4  16 1 7  22 26 30 

I I  1 3  1 5  1 7 1 8  2.l 27 32 
I J  16 17 I ?  24 29 34 

1 2  I J t 6  1 8  20 25 3-0 35 7 
6 
e 

9 1 1 

9 t I 
1 .l 15 1 7 19 2 1  27 32 37 
14 16 18 20 22 28 33 39 

IJ 16 1 9  21 23 29 3S 4 1  

I 5 1 7 20 2 2  2 4  30 36 42 
15 18 20 23 25 32 38 44 
16 t 9  2 1 24 26 33 39 46 

7 
8 

8 

6 1 0  
9 1 0 
9 10 
9 1 t 

8 1 0  1 1  

9 10 1 2  
9 1 0  1 2  
9 1 1  1 2  

10 1 1  
1 0  1 2  

13 
13 

1 2  
1 2  
1 3  
t 3  

:12 2S 27 34 . 4 t 48 
2.l 26 28 3S 42 49 

18 2 1  24 26 29 37 44 S I  
t 6  2 t 2 4  2 7  3-0 38 4S SJ 

16 19 22 25 28 3 1  39 47 S5 

t4 t 7  1 9  
t 4  t 7  20 
15 

t5 

16 20 23 26 29 32 40 48 56 
1 0  
t o  

1 2  1 4  1 7  20 23 27 3 0  3 3  4 2  5 0  58 

t i  
I i  

I I  

1 2  

1 2  

1 2  

1 2  1 4  1 7  2 t  24 2 6  3 1  34 43 5 1  6 0  
1 3  1 4 18 2 1 2 S  2 6  3 2  3 S  4 4  S J  6 2  
1 3  I S  t8 2 2  2 6  29 3 3  3 6  4 5  5 4  63 

13 1 5 19 23 26 3-0 34 :i7 47 56 65 
14 16 1 9  23 27 31 35 38 48 57 6 7 

14 16 20 24 28 32 JS 39 49 S9 69 
14 16 20 24 28 32 36 40 so 60 70 

1 3  15 17 21 2S 29 3.l 37 41 S2 62 72 
13 IS 1 7  21 26 30 34 38 42 SJ 63 74 
13 IS t 8  22 26 30 35 39 43 54 6S 76 
13 16 18 22 27 3 1  .l6 �O 44 SS 66 77 
1 4  16 18 23 27 32 36 4 1 45 57 68 79 
1 • t6 19 23 2e 3J 31 42 46 sa 69 8 1  
1 4  1 7  1 9  2 4  29 33 38 43 4 7  S9 7 1  83 
15 17 20 24 29 34 39 44 46 60 72 84 

I S  17 20 
15 t8 20 

25 3-0 � 40 44 � � � • 
25 3-0 � 40 45 � U � M 

- 2 9 

4 
6 
8 

tO 
1 2  
1 4  

3 4 4 5 6 8 1  

S 7 8 I 0 12 15 2· 
8 I I 12 15 18 2J 

10 1 2  14 16 20 24 30 4 
13 15 18 20 2S 30 J8 5 
15 10 2 1  24 30 36 45 6 

I a 21 25 28 35 42 53 7 
16 20 24 28 32 40 48 60 8 
18 23 27 32 36 4S 54 68 9 

20 25 30 35 40 so 60 75 1 0  

2 2  2 8  3 3  3 9  44 5 5  66 6 3  I : 

24 3-0 36 42 48 60 72 90 1 2  
2 6  3 3  3 9  46 52 6 5  7 8  9 8  1 3  
2 8  35 42 4 9  5 6  70 84 t O S  1 4  
3 0  3 8  4 5  S J  60 7 5  9 0  1 1 3 t !:  
3 2  • o  4 8  5 6  6 •  0 0  96 1 20 1 0  
3 4  4 3  S I  6 0  6 8  65 102 1 28 t 7  
3 6  •5 5 4  6J 7 2  9 0  108 1�5 t e  
3 8  4 8  57 6 7 7 6  9 5  t 1 4  1 43 I >  

40 � 6 0  � 0 0  tOO l W  I �  X 

42 s' 63 74 84 105 125 1 58 2 :  
4 4  5 5  66 7 7  88 t l O 1 3 2  1 65 2< 
46 5a 69 3 1  92 1 1 5 1 se 1 13 2' 
48 W 72 � % IW JU 100 � 
� � � M 100 I� I� I� � 

52 65 75 91 104 130 156 195 2� 
54 68 8t · 95 108 I J5 162 203 2; 
56 70 84 98 1 1 2 1 40 168 210 2< 
58 73 87 t02 1 16 1 45 1 74 2 1 6  2S 

M � � t �  I W  I �  1 00 225 X 
62 78 93 t 09 1 24 1 55 166 233 3 1 
64 60 96 1 1 2 t26 t60 192 240 3< 

66 83 99 1 1 6 t 32 165 1 98 248 3� 
68 65 102 1 1 9 1 36 1 70 204 255 3• 
70 68 t05 1 23 1 40 1 75 2 1 0  263 3!: 
72 90 t08 1 26 1 44 180 2 : 6  270 3E 

74 93 1 1 1  t30 t 48 185 222 276 3; 
76 95 1 1 4 133 152  190 228 285 31' 

76 96 1 1 7 1 37 1 56 195 234 293 3S 

80 too t20 140 160 200 240 300 4' 
82 103 t23 144 t64 20S 246 306 4 '  
8 4  
86 
88 
90 
92 
94 
96 
98 

100 

t05 126 147 168 210 252 3 1 5  42 
108 1 29 1 5 1  t 72 2 1 5  258 323 4' 
1 t o  1 32 154 t 76 220 264 330 4. 

I I J  1 J5 1 58 t80 225 270 338 4!" 
1 1 5 t 38 t 6 1  184 230 276 34S <It 
t 18 t 4 t  t65 188 23S 282 3SJ 47 
120 144 t66 t92 240 288 J60 4€ 
12J 147 t 72 t96 245 294 J68 4S 
t 25 t50 1 75 200 250 3JO 375 50 



ROLL 
1 0  

5 1  6 

52 6 

53 

54 

55 

S6 

S7 

S8 

59 6 
60 6 
6 1  7 

62 

63 

64 

6S 

66 

67 

6B 

69 

70 

7 1  8 

72 8 

73 8 

74 8 

75 8 

76 8 

77 8 

78 8 

79 8 

80 8 

8 1  9 

82 9 

63 9 

84 9 

85 9 

86 9 

67 9 

88 9 

89 9 

90 9 

9 1  1 0  

92 1 0  

. 93 1 0  

94 1 0  

95 1 0  

96 1 0  

97 1 0  

98 1 0  

99 1 0  

00 1 0  

DAMAGE CHARTS 

POTENTIAL DAMAGE 
I 5 20 25 30 3S 40 SO 60 70 60 90 I 00 1 25 1 50 1 75 200 250 300 350 400 500 600 750 I 000 

6 1 1  1 3  16 16 21 26 31 36 41 46 S I  64 77 90 102 1 28 IS3 1 79 204 2S5 306 383 S IO 

8 1 1  13 16 19 21 26 32 37 42 47 52 65 78 91 104 130 155 182 208 260 3 1 2  390 520 

8 1 1  14 16 19 22 27 32 37 43 •8 53 67 80 93 106 133 159 186 2 1 2 26S 3 1 8  398 S30 

8 1 1  1 4  1 6  19 22 27 33 38 44 . 49 54 68 8 1  95 108 135 162 189 2 1 6  270 324 405 540 

9 1 1  14 17 20 22 28 33 39 44 50 SS 69 63 97 1 1 0 138 165 193 220 275 330 4 1 3  5SO 

9 1 2  1 4  17 20 23 28 34 40 45 5 1  56 70 84 98 1 1 2 1 40 168 196 224 280 336 420 5&0 

9 1 2  15 1 7  20 23 29 35 40 46 S2 57 72 86 100 1 1 4 143 1 7 1  200 228 285 342 428 570 

9 12 IS 18 21 24 29 35 41 47 53 58 73 87 102 1 1 6 145 1 74 203 232 290 348 435 580 

9 1 2  15 18 2 1  24 30 36 42 48 53 59 74 89 104 1 1 8 148 177 207 236 295 354 443 590 

9 1 2  IS 18 2 1  24 30 36 42 48 54 60 75 90 105 120 1 50 160 2 10 240 300 3&0 450 600 

10 13 16 19 22 25 31 37 43 49 SS 61 77 92 107 1 2 2  1 53 183 2 1 4  244 305 366 458 6 1 0  

1 0  1 3  1 6  1 9  22 2 S  3 1  3 8  4 4  5 0  5 6  6 2  7 8  9 3  1 0 9  124 1 5 5  1 8 6  2 1 7  248 3 1 0  372 465 620 

10 13 16 19 22 26 32 38 44 51 57 63 79 95 1 1 1  1 26 158 189 2 2 1  252 3 1 S  378 473 630 

10 1 3  16 1 9  23 26 32 39 4S 52 58 64 60 96 1 1 2 128 1&0 192 224 256 320 384 480 640 

10 13 17 20 23 26 33 39 46 S2 S9 65 62 98 1 1 4 130 163 19S 228 260 325 390 488 6SO 

10 14 17 20 23 27 33 40 47 53 60 66 63 99 1 16 132 165 198 23 1 264 330 396 495 &&O 

10 14 17 20 24 27 34 41 47 S4 61 67 84 1 0 1  1 1 8 134 168 201 235 268 335 402 S03 670 

1 1  14 17 2 1  24 28 34 41 48 S5 62 b8 85 102 1 19 1 36 170 204 238 272 340 408 5 1 0  680 

1 1  1 4  1 6  21 24 28 35 42 49 56 62 69 87 104 1 2 1  1 38 173 207 242 276 34S 4 1 4  5 1 8  690 

1 1  1 4  18 2 1  2S 28 35 42 49 56 63 70 88 105 123 1 40 1 75 2 1 0  245 280 350 420 525 700 

1 1  15 1 8 22 25 29 36 43 so 57 64 71 89 107 1 25 1 42 1 78 2 13 249 264 3SS 426 S33 7 1 0 

1 1  15 18 22 26 29 36 44 51 58 65 72 90 108 1 26 144 160 2 1 6  252 266 360 432 540 720 

1 1  15 19 22 26 30 37 44 51 59 66 73 92 1 1 0 128 1 46 163 2 1 9  255 292 365 438 S48 730 

1 1  15 19 22 26 30 37 4S 52 60 67 74 93 1 1 1  130 148 185 222 259 296 370 444 555 740 

12 15 19 23 27 30 36 45 53 60 68 75 94 1 1 3 132 150 188 225 262 300 37S 4SO 563 750 

1 2  16 1 9  23 27 31 38 46 S4 6 1  69 76 95 1 1 4  1 33 152 190 226 266 304 380 456 570 760 

1 2  16 20 23 27 3 1  39 47 54 62 70 77 97 1 1 6 135 154 193 2 3 1  269 308 38S 462 578 770 

12 16 20 24 28 32 39 47 SS 63 71 78 98 1 1 7 137 156 19S 234 273 3 1 2  390 468 S85 760 

12 16 20 24 28 32 40 48 S6 64 71 79 99 1 1 9 139 IS8 1 98 237 276 3 1 6  39S 474 S93 790 

12 16 20 24 28 32 40 48 S6 64 72 80 1 00 1 20 1 40 160 200 240 280 320 400 480 600 800 

13 17 2 1  2S 29 33 41 49 57 65 73 6 1  102 122 142 162 203 243 283 324 40S 486 608 8 1 0  

1 3  1 7  2 1  2 S  2 9  3 3  4 1  so S 8  6 6  7 4  8 2  1 03 123 1 44 1 6 4  205 246 266 326 4 1 0  492 6 1 5  820 

13 17 2 1  25 29 34 42 50 58 67 7S 83 104 125 146 166 208 249 290 332 4 1 S  498 623 830 

13 17 21 25 30 34 42 SI 59 68 76 84 105 126 1 47 1 68 2 1 0  252 294 336 420 504 630 840 

13 17 22 26 30 34 43 51 60 68 77 85 107 128 149 1 70 2 1 3  2S5 297 340 42S 5 1 0  636 850 

13 18 22 26 30 3S 43 S2 61 6� 78 86 108 129 1 5 1  1 72 2 1 S  258 30 1 344 430 5 1 6  645 8&0 

13 18 22 26 3 1  3S 44 53 61 70 79 87 109 1 3 1  IS3 1 74 2 1 8  2 6 1  304 34B 43S S22 653 870 

14 16 22 27 31 36 44 53 62 71 BO 88 1 10 132 IS4 1 76 220 264 30B 352 440 52B 660 860 

14 18 23 27 31 36 45 54 63 72 BO 89 1 1 2  1 3 4  I S6 1 78 223 267 3 1 1  3S6 445 534 668 890 

14 18 23 27 3 1  36 45 54 63 72 81 90 1 1 3 135 156 1 80 225 270 3 1 5  360 450 540 675 900 

14 19 23 28 32 37 46 55 64 73 82 91 1. 1 4  137 160 182 228 273 3 1 8  364 4SS S46 683 9 1 0  

1 4  1 9  2 3  2 8  3 2  3 7  46 56 6 S  74 8 3  92 1 1 5 138 1 6 1  1 6 4  230 276 322 368 460 552 690 920 

14 19 24 28 33 36 47 56 6S 7S 84 93 1 1 7 140 163 186 233 279 32S 372 46S SSB 698 930 

1 4  19 24 28 33 38 47 S7 66 7& 85 94 1 1 8 1 4 1  16S 166 235 282 329 376 470 564 705 940 

15 19 24 29 33 38 48 57 67 76 86 95 1 1 9 143 167 190 238 28S 332 380 475 S70 7 1 3  9SO 

IS 20 24 29 34 39 48 S8 66 77 87 96 120 144 1 68 192 240 288 336 384 480 576 720 9&0 

lS 20 2S 29 34 39 49 S9 68 78 88 97 1 22 1 46 1 70 194 243 29 1 339 388 485 S82 728 970 

15 20 2S 30 34 40 49 59 69 79 89 98 1 2 3  147 1 72 196 245 294 343 392 490 588 735 960 

IS 20 25 30 35 40 SO bO 70 80 89 99 1 24 149 1 74 198 248 297 346 396 49S 594 743 990 

IS 20 25 30 3S 40 50 bO 70 80 90 100 1 25 150 1 75 200 250 300 350 400 SOO 600 7SO 1 000 
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DAl:lAGL Cl:lAIU 
Rllll AREA.. till 
0 1 - I 0 HEAD 
1 1 - 20 RIGHT ARM 
2 1 - 30 LEFT  ARM 
3 1 - 45 R I GHT LEG 

46-60 LEFT LEG 

6 1 - 99 TORSO 
00 HEART 

CONDENSED iiAt1E_ lliAfilS 

DEXTERITY D I FH RENCE =DEXT E R I T Y - I 0 
( THIS COULD BE NEGATIVE ) 

LONG/M E D I U M  RANGE ATTACK: 

ATTACKER'S WEAPON ABIL ITY + I- DISTANCE MOD I F I E R  

- DEFENDER'S DEXTERITY DIFEERENCI 
ANSWE R  

I F  T H E  DICE ROLL IS  LESS THAN THE ANSWER THEN I T  I S A  SUCCESSFUL HI T . 

IF IT IS A SUCCESSFUL H I T  THEN ROL L  TO SEE IF THE  DEFENDER DEFENDS WITH HIS SH I ELD 

SH I E L D  D E F E NSE: A ROLL BELOW THE DEFENDER'S SHIELD AB I L ITY  1 5  A SUCCE�'5FUL 
DEFENSE , CHECK TO SEE WHAT THE TOTAL OAMAIJE IS .  THE SHI ELD MAY NOT STOP ALL OF 1 1  
I F THERE IS EXCESS DAMAO[ BEYOND T H E  SHI E LD'S CAPAB I L ITY O R  T HE SHIELD WAS BYPASSED 

THEN CHECK FOR A NORMAL HIT ON THE CHARACT E R  AND ARMOR. 

CONTACT WEAPON ATTACK: ATTACK E R'S W EAPON AB I L l l Y + 50 

- DEFENDER'S SHIELD OB WEAPON (PARRY) AlllLill 
ANSWE R  

Slil E LDS 'DEFLECT' CONTACT WEAPONS , HENCE THE SHIELD TAKES N O  DAMAGE. 
IF THE DICE ROLL 1 5 LESS T HAN THE ANSWE R  THEN IT 15 A SUCCESSFULL BLOW. 
: F  THE DEFENDER HAS NO WEAPON OR SHI ELD TO PARRY OR BLOCK WITH THEN USE THE 
LONG/MEDIUM RANGE ATTACK FORMULA 

HAND TD HAND ATTACK: ATTACKER'S F I GHT I NG AB I L I TY + 50 

- DEfENDER'SflGHT!NGABILIIY SHl�LDABILITY OR('.QNJACT W[APONAlilllJY 
' ANSW E R  

I F  T H E  DEFENDER USES HAND T O  HAND TECHNIQUES AND T H E  DICE BOLL I S  LESS T HAN T H E  

ANSWER THEN  I T  IS A SUCCESSF ULL BLOW ,  OTHERWISE I T  15  A MISS. 

IF THE DEFENDER USES A SHIELD AND THE DICE ROL L  IS LESS THAN THE ANSW£ R  THEN I i  I S  
A SUCCESSFULL BLOW, OTHERWISE I T  15 BLOCKED. 

I F  THE DEFENDER USES HAND TO HAND TECHNIQUES AND THE DICE BOLL IS LESS THAN THE 
ANSWER THEN IT I S A  SUCCESSFULL BLOW. OTHERWlst TH[ ATTACKER DOES DAMAGE TO H I S  

AT TACK I NG BODY PART AS WOULD 6£ DETERMINED USINO THE NORMAL WEAPON DAMAGE 

CHARTS THIS WOULD NOT BE ('.QUNTED AS AN ATTACK I NO MOVE BY THE DEF ENDER . 

IF THE DICE ROLL IS 0 - 0  THEN THE L I M B  IS BROKEN ( THIS  M EANS THAI THE L IMB HAS NOW 

TAKEN A TOTAL OF THE MAXIMUM DAMAGE POSSIB L E  AND IS NOW USELESS.) 



NOTE 5 
"6T IJlliZJ 
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CHARACTER SliEEI 
Player: ____________________ _ 

Character:------------------�-

Dungeon Entered _________________ _ 

STRENGTH 
DEXTERITY: 
CONSTITUTION 
F I G HTING AB I L I TY 
I NTELL I GENCE 
BAS I C  HIT POI NTS 
BAS i C  STORAGE POI NTS 
EXPE R I ENCE POI NTS 
DEXTERITY D I FFERENCE 
TOT AL DAMAGE TO HEAD __ 

Ternporary Strength 
Ternporary Dexterity 
Temporary Constitution: 
Temporary Fight ing Abi l i ty: 
Temporary I nt e l ligence 
Current h it  points left: 
Current storage points left: 
CONSTRUCTION POI NTS 
NOUR I SHMENT REQUI REMENT 
R I GHT ARM __ LEFT ARM __ 

R I GHT LEG __ LEFT LEG __ CHEST __ 

WEAPONS 
WEAPON ABILITY DAMAGE COST S/U RANGE QUANTITY AMMO 

CONDENSED FOOD/WATER 
FOOD AND WATER: 
CREDITS: 
PLATI NUM: 
OTHER POSSESSI ONS: 

ELECTRUM: 
GOLD: 
S I LVER 
COPPER: 

ARMOR DAMAGE HELMET __ RT. GAUNTLET __ LFT. GAUNTLET __ 

RT. LEGGING __ LFT. LEGG I NG __ BREASTPLATE __ SH I ELD --
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DUl::lGEQl::l-IBI AL ID'....Elfil 
(Begin in room " I  l 

QQQBS QQQBS 
� L_ L_ .l_ �-L_ �E ROOf:1.!_ l__ L_ .l_ � L_ 6 HeE 
00 1 000 000 000 008 007 000 23 047 000 000 000 058 000 000 25 

002 000 000 000 009 000 000 5 048 03 7 038 000 000 000 000 1 7  

003 000 000 000 0 1 0  000 000 1 049 038 000 000 000 059 000 12 
004 000 000 005 000 0 1 0  000 7 050 039 000 000 06 1 000 000 1 

005 000 000 .000 000 0 1 1 004 2 05 1 040 000 000 000 000 000 25 
006 000 000 000 0 1 3  0 1 2  000 2 1  052 04 1 000 000 062 000 000 3 

007 000 00 1 000 0 1 5  0 1 4  000 1 0  053 000 000 000 000 000 000 27 & 9 

008 00 1 000 000 0 1 6  000 000 I 054 000 000 000 000 063 000 27 

009 002 000 000 0 1 7  000 000 26 055 044 000 000 065 000 000 1 3  

0 1 0  003 004 000 O l e.  000 000 1 8  056 045 046 000 066 000 000 1 
0 1 1 000 005 0 1 2  000 000 000 20 057 000 000 058 06 7 000 000 1 

0 1 2  000 006 ObO 000 0 1 9  0 1 1 6 058 047 000 000 068 000 057 1 5  
0 1 3  006 000 · 000 000 020 000 1 1  059 000 049 000 000 068 000 4 

0 1 4  000 007 000 000 022 000 6 060 000 000 000 000 069 000 1 6  
0 1 5  007 000 000 024 000 000 1 06 1 050 000 000 000 070 000 1 0  

0 1 6  008 000 000 000 000 000 6 062 052 000 000 0 7 1 000 000 

0 1 7  009 000 000 000 025 000 1 1  063 000 054 064 000 000 000 26 

0 1 8  0 1 0  000 000 000 000 000 1 0  064 000 000 065 000 000 063 8 

0 1 9  000 1) 1 2  000 028 000 000 22 065 055 000 000 074 000 064 I 

020 000 0 1 3  . 02 1 029. P28 . ooo 6 066 056 000 000 075 000 000 1 7  

02 1 000 000 000 000 000 020 25 067 057 000 000 076 000 000 1 
022 000 0 1 4  000 032 000 000 1 2  068 058 059 000 000 076 000 8 

023 000 000 000 033 000 000. 25 069 000 060 000 000 077 000 1 
024 0 1 5  000 000 034 000 000 8 070 000 061 000 000 078 000 7 

025 000 0 1 7  000 000 000 000 27 07 1 062 000 072 000 000 000 6 

026 000 000 000 000 035 000 27 072 000 000 073 000 000 07 1 1 6  

027 000 ooo· 000 037 036 000 1 3  073 000 000 074 000 000 072 22 

028 0 1 9  000 000 038 000 000 2 1  074 065 000 000 000 000 073 6 

029 020 000 000 000 000 000 27 075 066 000 000 083 000 000 2 1  

030 000 000 000 040 000 000 I 076 06 7 068 000 000 000 000 1 1  

03 1 000 000 032 000 04 1 000 1 077 000 069 000 000 084 000 26 
032 022 000 000 000 000 03 1 . 1 8 078 000 0 70 000 000 085 000 2 
033 023 000 000 000 043 000 1 079 000 000 080 086 000 000 22 

034 024 000 000 045 000 000 22 080 000 000 08 1 087 000 079 6 

035 000 026 000 046 ooo (ioo ·1 4 08 1 000 074 000 000 000 080 1 

036 000 027 000 000 046 000 2 1  082 000 000 000 089 000 000 4 

037 027 000 000 048 000 000 22 083 075 000 084 090 000 000 1 4  

038 028 000 000 049 048 000 8 084 000 077 000 000 000 083 6 

039 000 000 040 050 000 000 "18 085 000 078 000 000 09 1 000 1 9  

040 030 000 000 OS 1 000 039 6 086 079 000 000 000 000 000 1 8  

0 4 1  000 03 1 042 052 000 000 1 5  087 080 000 088 000 000 000 3 

042 000 000 043 000 000 0 4 1  1 1  088 000 000 089 000 000 087 1 0  

043 000 033 044 000 000 042 6 089 082 000 090 000 000 088 8 

044 000 000 000 055 000 043 2 1  090 083 000 000 000 000 089 

045 034 000 000 056 000 000· 1 1  09 1 000 085 000 000 000 000 �4 
046 03S 036 000 000 056· 000 1 0  EXIT 09 1 000 000 ??? 000 000 tXIT 
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TEL EPORT QiAfil SLIDING D.Q.QB_ Qi.Afil 

lli2LL 
0 1 -25 
26-50 
5 1 -75 
76-00 

SPEC it.I 

� 
2 1  
23 

47 
S I  

� BQQtl � EX1.llQ 
1 0  25 5 34 
32 26 6 25 
39 29 4 39 
86 53 6 52 

54 6 53 
IrlEASURES 

illt1 
Doubl e  damage sword; gives twice the normal sword damage. 

Doubl e  damage round sh i e l d;protects aga inst tw ice the normal 
round s h i e l d  s i n g l e  at tack damage and can take t w i ce the 

normal round s h i e l d  cum u l at ive damage. 
Part I o f  the ex i t  key. 

Part 2 o f  the e x i t  key. 

********* ****** ** M * ******* * * *** ********************* 

This is j ust  note to you p l ayers out there who may have 
questi ons or suggest i ons about this game; I would l ike to hear them. To 

wri te, s i mply  m a i l  a l l l e t t ers to: 

51 L VERWOLF GAMES 
5 7 7 0  FREE PORT BLVD. 

SUI TE ·35· 
SACRAMENTO, CAL I FORNI A  95622 

There w i l l  be numerous other games and mater i a l s  which 
f o l l ow this book, so if you enjoyed th i s game try the others I think you 

w i l l  f ind them j ust as enjoyab l e. 

Many new ideas came to m ind for this particular gam ing 

system, so many in tr uth, that I could see the game get t i ng too i nvolved. 

However, I haven'( thrown these other i tems away. I n  fact you w i l l  

probab ly be see i ng advanced rules on the market dea l ing w i th such things 

as i n t r i cate movements, f a t i gue, and more detai led bat t l e  sequences. Keep 

in m i nd however, th is  w i l l  only be an option to the current p lay ing system. 
Happy gaming! 

K.A.5. 
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DON'T M I SS THE MAGAZ I NE WH I CH SUPPORTS THE GAME SYSTEM 

YOU HA VE IN YOUR HANDS. LEARN THE ALTERNAT I VES AND ADDENDUMS TO 

BOTH HOLOCAUST I C  DUNGEONS AND ARENA F I ND OUT ABOUT THE HUNDREDS 

OF NEW I TEMS WH I CH WILL H IT  THE ST ANDS BEFORE THEY DO. 

THIS BOOK WILL BE TUNED TO YOU THE CUSTOMER, UT I L I Z I NG 

READER RESPONSE, PLAYER SUGGEST IONS, AND OTHER I NFORMAT ION 

GATHERED FROM PLAYERS EVERYWHERE.' EVERY I SSUE WILL CONTAIN NEW 

AND EXC I T I NG MATER I AL FOR USE WITH THE S I L VERWOLF SYSTEMS WHICH 

YOU ALREADY OWN. THI S WI LL BE A RESOURCE MAGAZ I NE, NOT A MAGAZ I NE 

FEATUR I NG ART I CLES OF NONSENSE ABOUT WHO'S WHO IN THE GAME 

PRODUC I NG MARKET. 

ALSO IN THESE PAGES WI LL BE FOUND I NFORMAT ION ABOUT THE 

S I L  VERWOLF .COMIC L I NE AS WELL AS ALL OF THE SOFTWARE WHI CH I S  

PRODUCED BY S I LVERWOLF SOFTWARE. 

SO HOW DO YOU GET THIS TREASURE? SIMPLY SEND YOUR NAME, 

ADDRESS AND A CHECK OR MONEY ORDER TO: 

WOLF PR I NTS 

c/o S I L VERWOLF GAMES 

5770 FREEPORT BL VD, �36 
SACRAMENTO, CAL I FORNI A  

95822 

WOLF PRINTS I S  PUBLI SHED QUARTERLY AND NORMALLY SELLS 

AT A COVER PRICE OF $2.95, BUT: 

YOU CAN SEND S 1 0.00 FOR 4 I SSUES. 

YOU CAN SEND S 1 9:-00 FOR 8 I SSUES. 

YOU CAN SEND $27.50 FOR 1 2  I SSUES. 

. IOIMMlOOCIOllOOOOOCTH l S  OFFER VOI D  AFTER 1 JUNE 1 987MMMIOIMMMMMMMMMM 
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