Monsters Attacking

ACl9 18|17 |16(5]|4|3|2
Hit Dice Shield | Leather | Le&Sh | Chain | Chash 1012345678 -9

DRAGONS 1-4  * 60% H S/1  11/G35
* 9/24" * 2 claws/1-4 or 1 bite/* or breathe* 7+
*info shown under type listing below; also shown is PROB

WeapoN PRIORITY
Higher total moves first. MonSfers

| BLACK N/CE 40%/50%/5%/ 1st
MONSTER NAME NA~ ALGN LAIR/TREAS INT  REFER 2 6-8 bite/3-18, acid/6x}" line
READY WEAPON- AC__MOVE HD STRIKES/DAMAGES SPECIAL I;LUE 510 :/EE/Z e 170?30%/1%622‘11
AERTAL SERVANT 1 N - - S G31 - ite/2-24, lightenin x%" line
Read SCrO]] 1 72" 16 8-32 SE1- BRASS 1-2L/3-6N 32275'5%750%7?@
ANHKHEG 1-6 N 259 B2 U DI5-12 2 6-8 bite/4-16, sleep/7x2" or fear/5x4"
2 SpeT‘ Of 7-9 Level 2/4 12" 3-8 3-18 & squirt acid/1-6 per HD gRONZE - ﬁ%-gg 1Si‘ié/30%/50%/11¢tr; S
- . ite/3-24, ng o sion 3"fron
3 Short Weapon (Dagger, QQU”ig/E‘éXESI S 2°§e ) el CHROMATTC CE 1003707/ T00%/2 ea - of 1-5
Hand Axe’ Mace) “BALROG (Type VI) 1€ CE_P_JZ;_)% F H 14/E33 0 16 bite &_breath of WH/BLA/GR/BLU/RED
: 2 6/15" 10 +1 sword & whip, on 7+ /2to4DoD-size COPPER 1-3L/4-6N  50%/50%/25%/3rd
4 Medium Weapon (Sword, MR75%@11LVL / DK10'r / Gate 70%PROB L 19 bite/5-20, acid or slow 3-18 -
BASTLISK 1-6 N/EC 40% F U T0/E28 G 100%/10%/100%/as age ro]
Hamr’ Batt] e Axe) or 4 6" 6+1 1-10 & meet glance- turn to stone -2 10-12 bite/3-36, fire or gas, chg.human form
s BEHOLDER T N/EC 90% Itrfma 1 G37 GREEN CE/N 55%/40%/10%/2nd
Touching * 3ilev * 2-5/bite  *body 4OHTK ACO, eyes AC7, il 2 7-9 'EE;ﬁl?-?Ox 32;725;712;%334 cloud
_eye stalk 10HTK AC2, 11th eye 20 HTK F r i
5 Long Weapon (M. Star, L R . I 2 Sl bite/3-30, five/oxd: cone
Flail, Spear, Pole Arm, s i &L§°"°§8§ netal  fire offects -3 21 bite/4-48, gaseous form/5x4" cloud or
2" = PR £ disintegrate 3-18, may shape change
Halbard, 2 Hand SWOY‘d) §RAIN1M0LES }_g N 5/8 OBU° "“gg‘"g STLVER 1-5L/6N  80%/15%/75%/5th
6 Very Long ueapon - " _ Mind thrust 121 pt @3" range -1 9-11 bite/3-30, cold or gas, chg. human form
BUGBEAR 5-20 LE  30% B RS SHITE 10-12 gE/ L
(Mounted Lance) 59" 341 2.8 SE1-3 2 - l‘te/ N15 Cgo%/ e
BULETTE (Tandshark] 1 N 57 - U DI1-19 N TURTLE - s
7 SpeH of 4-6 Level -2 6-11  4-48/bite, 3-18/claw 510% 2 3/9" 11tol3 bite/3-30, breathe steam/3x9" cone,
3 CARRION CRAWLER 1-6 N 60% B 1] G39 move rate is land/water (no fly), 1ift ships on back
8 Extreme Weapon (Pike) 3/7 12"  3+1 8 tentacles/save vs. paralization DRUID 14+ N 15% A T 63
9 Missile Fire CATOBLEPAS -3 N = = S SRII2-15 6 12" 1+ SPs as 5-7LVL MU & 7-9LVL CL, more
; 7 6" 6+2 tail/1-3 & stun & gaze/save vs. death specifics in E1,4,22, possess 20-50 followers-PROB70%
10 Spe‘n of 1-3 Level CENTAUR 2-20 LG/N 5% A S 13 DRYAD 16 N 20% D I 16
5 e 4 1 wpn or 2 hooves/1-6 5 12" 2 1-4 or by wpn type, +2 charm person sp
11 Breath Neapon CEREBRAL PARASITE  3-12 CE - - U £39 DWARF 40-800 N/L 50% G T 16
- - - 1" range cure disease 4 62 1 1-8 or by thype, %DAM from Ogret
12 Glance CHIWERA 14 N/CE 50% F U EFREET T ¢ T 19
4 12/18" 9 2 claws/1-3 or 3 heads- Goat horn/l 4 3 9/24" 10 3-24 may create wall of fire
Lion bite/2-8, Dragon bite/3-12 (or breathes fire-3DoD@15' S8 ELEMENTALS 1 N - It i 18
COCKATRICE 1-3 N/CE 35% D U 10/E28 2 * * * controller must concentrate on
1) =c
ARMOR MONSTER'S 6 9/18" 5 1-6 & turn to stone (incl Eth/Astral) ';\ii"-;gé:";; ------ PRTE *Hit Dice-
. COUATL 1-4 LG/N 35% B+I ] £38 -/36 - Hit Dice.
WORN Adjust SPEED 5 6/18" 9 uses magic a3 SLULMY/7LULCL, poly st EARTH 6" 4-32 Conjured 16HD
+3 1] DEATH ANGEL 1 DI6-29 FIRE 12 ol 3-24 Device  12HD
18" & up ; h/ M S8 UATER 6/18" ** 3-30 Staff  8HD
. " 4 12/20" 7 scythe/l 12 & -35T vs. deat / MR95% el e : T
- * o
Li ght +2 12-17 '25‘%%“?‘7‘ """"""" #ﬁggi'3%5';'5%'3-1%1[-LQ--Z%PRQBLM‘-L 5 12" 141 1-10 or wpn type _may split-move & fire
" " ENT 2-20 LG/N I 16
HeaV,Y +l 9'11 ?’YPE 5/18 8 ﬂggg;t[):('l];'r %;e (1:n Type é IO%PROB 2 6" 8 2-16, 3-18, 4 24 per size, com. trees
- " W FIRE LIZARD -4 N 607 E U BI9
Plate 4-8 T el URGIIIZO%PROBZ 12 bite/s-16, 2 claws/1-8, breathe/ 10
Encum. "1 3" & ]eSS IA ¢ 6" 10 fege% Tev, z}sgeﬂ & detect magic FLOAT;"E EYE% 2 tZ’ iz 1N3 d-h notlse s as feav‘ gas
- poly self, pyrotech, gate in Type I-IV 30%PROB (roll type) 8 ‘(6 2128/ & L Zsép e 3 0
TYPE 1V MR65% DKIO0'r 20% E H £32 GARGO LEs" . o aR 1 b 16 o
- - 4 9/12" 7(10s) illusion, fear, lev, dis & det magic, = =
DEXTERITY of 3-4 2 poly self, project image, gate in Type I-VI 60%PROB (rol1) SECRTIHOUS CUBE 1 - N spel.. %
5-8 -1 TYPE V MR80% DK5'r 107 G H £33 GHOST6 4 % 8 Icﬂus 525;5 Epara“lélltwgm 5
7oL 7 charmperson, lev, det inv, pyrotech. 8 50" gn 10 touch/age 10-40yrs, STvsFear, magicjar
9-12 - poly self, project image, read lang, 50%PROB of gating in
Type 1 30%, 11 25%, 111 15%, IV 15%, VI 10%, Prince 5% GHOUL 2-24 CE 207 B s 9
13-16 +1 DENEBIAN SLIME DEVIL 1.4 N s s 9 2 2 claws/1-3 or bite/1-4 & paralize
-1 - hitting it splits it into 1-4 copies GIANTS ______1-8__N/C__30%_E+5000GP S/I_ 8/G34_
17-18 +2 DISPLACER BEAST 2-5 CE/N 35% D S 4 12" 8 2-16 -HILL GIANT czmonesthtypef%
" 4 15" 6 2 tentacles/2-8 MR=12LVLFTR 4 12" 9 3-18 -STONE GIANT throw as hvy ctp
In case of tie compare actual —mw Frenticles/2-8 N § 120 10+ 4-24 -FROST GIMT impervious to cold
. . 5 9/24" 7+1 2-16 inv, i i 4 12" 11+3 5-30 -FIRE GIANT  impervious to fire
dexteri ty ratings. DOPPELéANGER 3-12 N/érsw 2?2”&“1“’ 9?”"“5,2‘7’”“ 4 12" 1242 6-36 -CLOUD GIANT keen senseof smell
5 9" 4 1-12 MR=10LVL FTR, assume like form 4 15" 15 7-42 -STORM GIANT control weather




Monsteqrs Attacking
A

SURPRISE IN ENCOUNTERS

Each side rolls one dice to determine surprise.

Party's Roll Monster's Roll |Distance Effect MISSle Flre
1-2 1=2 10-30" Determine Initiative Use 'Men Attacking'
Surprised Surprised by die roll or Weapon Priority. with bonuses below-
1-2 3-6. 10-30' Monster gets 2 free % SHORT +2
Surprised Not Surprised | rounds if 10' or 1 if 20-30'. 2 MEDIUM +1
3-6 1-2 20-80' Players may flee, spell 2 LONG +0
Not Surprised | Surprised or close to within 10-30'. (Do not use with
3-6 3-6 20-80' Determine Initiative Greyhawk system)
Not Surprised | Not Surprised | by die roll or Weapon Priority.
ENCOUNTERS PHANTASMAL FORCES
Unless otherwise stated monsters will react Each opponent must roll to determine
according to their intelligence & party size. whether or not he-'believes' the image.
MONSTER IS: Score shown (or higher) allows dis-
PARTY 1IS: Unintelligent Semi-Intelligent |Intelligent belief by specific viewer; image is
Superior | Attack Attack Avoid dissolved if touched or struck by op-
Equal Attack Attack Attack ponent. Balrogs test 'resistance to
Less Attack Capture Capture magic' before determining disbelief.
Viewer's | Round- (2 six-sided dice)
: 4+
SAVING DEATH RAY ALL DRAGON STAVES Lﬁx%-L4 1% #‘g 6
THROWS A : BERT i 5-8 10 8 6 4
FIGHTING MAN 1-3 12 13 14 15 16 9-12 8 6 4 2
MAGIC USER  1-5 13 4 13 16 15 13-16 6 4 2 2
CLERIC 1-4 11 12 14 16 15 VL . SO
FIGHTER L-6 10 11 12 13 14 Die Roll Adjustments:
MAGIC USER 6-10 11 12 11 14 12 Intelligence of 13+ +1
CLERIC 5-8 9 107 03 14 12 Wisdom of 13+ *1
FIGHTER 7-9 8 9 10 10 12 Semi-Intelligent Creature or
MAGIC USER 11-15 8 9 8 11 8 Inte]]iggnce of 5-8 -1
CLERIC 9-12 6 7 9 11 9 Unintelligent Creature or
FIGHTER 10-12 6 7 8 8 10 Intelligence of 3-4 -2
MAGIC USER 16+ 5 6 5 8 3 Image is non-threatening -1
CLERIC 13+ 3 5 7 8 7 Expected Image -1
FIGHTER 13+ 4 5 5 5 8 Note: Damage is real if believed.




GNOME 40-400 L/N 60% C 1 16 MEDUSA 1-4 ¢ 75% F 1 10 SHAMBLING MOUND -3 N 25% 1 s SRI3-2
6" b 1-6 or wpn_type 8 9" 4 by wpn type and meet glance- stone 0 6" 6to9 2 clubs/2-16 or entanglment/suffocation
GNOLL 20-200 N 30% D S 8 MEN 30-300_* 15%__A I S in 2-5t, fire has no effect, 1tng adds 1HD, wpns do %Damage
8 2 1-8 or wpn type +2 morale, king E+3HD |14 ; N BANDITS SHEDU 2-8 LG 20% A i E38
GOBLIN I | G S S S 7. IR L o BERSERUERE $RELY24 9t2 7 hooves/1-6, 11-18 CL PSI abilities
6" 1-1 1-4 or wpn type -1 morale in daylight | 7tod ftiho 1 wpn type, C, +1 morale  -BRIGANDS > . i AR . - o U SRI3‘2
G°‘-E" 1N = S840 ____ 9to5 ft 1 wpn type, 50%C/50%N -BUCCANEERS % 65 it f’g . ‘;,‘Ct ‘2t3 t°r sl in 10
9 8" 40HTK 2 strikes/2-16 only magic wpns hit 9 15" 2 morning stars, N, -1 morale -CAVEMEN g:gi:ss(‘)%PRgB; ;‘ft z'“and s at rac }:9 wandenng mon-
only cold/fire spells affect- slows by 50% -FLESH GOLEM 9to5 ftgho 1+1  wpn type, L, +2 HP -DERVISHES <KELETON BEr_turn snc.one turn aftervards
5 6" 60H 3-24  only +2 wpns hit, tire spells 9to5 ftdho 1 wpn type, 50%C/50%N -NOMADS A 7 6" " 1-6 nev heck: morat P O BOX 773
or vs. rock slow move by 50%, has slow spell -STONE GOLEM | 9tos ft 1 wpn_type, -PIRATES i £ EL check orale —
2 ;‘,, 8OHTK  4-40  only +3 wpns hit, 1tng slows | MERMEN 30-300 N 152 A T 7 e SI;ITHERING TRACKER 1 N 15% C I SK1b-14 Decatur’ “_
move by 50% fo. 3t, breathe 1'cube/poisongas -IRON GOLEM et trideats & darts, -1HP on. land e 1 12" 5  touch/save vs. paralization- if fail, =
y 0. reathe 1CU+1 E] 9 nit 1 1= N 0 RI1- § 1 victim killed in 6t, nearly inv (5%PROB of sighting) & ACS 6252J
2 50 4-32  only unt wpns hit, only 5 12" 8+3 tentacle takes 4t after h1tt1ng to | to those able to see invisible objects, 10% PROB of immed-

affected by mv earth & disintgrt, 1%/turn PROB of becoming |

chaotic, may double attack for 3r ((SRI4- 10)) -CLAY GOLEM
GORGON 1-4 C 50% E 10

reach victim's brain, mind blast effectiveness based on
range & INT- MUs add 1 to ST, CLs +2 ST, Helm of-Telepathy
adds four and successful ST with helm stuns mind flayer 3t

iate attack- otherwise wait until victim is asleep
SPECTRE 1-8 CE 25% E i 9
2 15/30" 1-8 & 2 LVLs drain, hit only by magic

#28 Judges Shield $1.98

6

(2;R o llJutt/Z;‘IZ & breaEh/ST VS[-J stonga 6! MINOTAUR 18 N/C_ 10% C S 15 wpns & silver arrows, a spectre's victim becomes a like
EEN SLIME - | 6 12" 6 butt/2-8, bite/1-3, or wpn type creature after death & is controlled by his slayer TREASURE TYPES
- 0" . 2 penetrates & trjansmute?fﬂesh af'éer 1r it WORKDTH 1 s T H) 73 STIRGE 30N T5T 39 A P p 33 ey V&M
—fire/cold & cure disease destroys It, o affect to ke a3 - 8 spiral tunnels pull any within 24" to Lo 123 (hits as ¢ ALVL FTR) & then 1-4/r T 257 307 357 50%  40%
g 1" 3 2-16 corrodes metal after 1r, edged Bl Dl b he I b . L : footcialongl 3“&270% GG 1-6 1-6  2-12 6-36  Any 3
wpns_and lightening affect it, large ooze has psi ability _‘ﬁlllj%v"eﬂe“ back 3‘1%_52_]98'5 59330; D"O”’” a 51 3 become etherial, charm, esp, clairaudnc, suggestn sr,lape. d 20% 2572 30% 50% 60%
RAFE g L > 3 6" 51 1-12 & rotting disease, only magic | _change, open gate PROBA0%- Type IV 70%, VI 25%,Prince 5% [ 1-4 1-4 1-6 10-40 3 Magic
3 12/30" 7 2 claws/1-4 or bite/2-16, attk horses ) : e t e 10 U MONSTER 17t 207 ¢ ] ) w 507 507 507
HARPY 2-12 CE 207 . G35 f wens hit- and at s damage, rot increases healing time 10x 6 9 42 4 claws/1-3, 1 bite/1-8, will use PSI 5-30 10-60 1 Map
7 6(15" 3 2 claws/1-3 wpn/1-6 STvsMagic failure ‘ NAGAS 1+ * 60% H H SRI3-2 attack form of either, on 1-2 psy crush, 3-4 psi blast or 8 P P o N HEM
(when in earshot) causes advance to harpy, her touch charms : 5 15" 11-12  bite/1-3 & ST vs. poison, spit 3" & ST 5-6 mind thrust, if PSI is being used w!thm 12" =
HELL HOND R S s vs. poison, or constrict/2-8, SPsas 6LVL CL, L -GUARDIAN THOUGHT EATER ~ 1-3 N B U E X% 5% 25t st 102
g lzg-dd 3to7 bitg{l-gkgab;‘g;the wpn/DoD as HD, 5 p15 ' 7-8 bite/1-4 & ST vs poison, SPs as 5LVL (9) 6" (3) when within 6" is able to consume -8 1-6 1-3 1-6  Weapon
H?;Sgém;r S 1nv;§;6 eL 3 ! MU (except fire or Ttng SPs), Ne#tra] SPWATERG'ECEA %?1/\;%00 psi_energy pclnnts ﬁ w1th;2 l"AX}Ctm a INT - c 28; 33; ggzz Tg;‘
s B 2 clavs/1o6, bite/1-10, strk pg%%%l__. £ CL & 7LVL MU their eyes. permantly charm Tosker uniess  [! 2to-3 15to21" T5toloDNTK 7-42, Spells include 17 CL s 1-12 1-4 144 Any 2
LT Jrat - gL Stiga it B R T T IR MO R e o per ], tlere areten titans tota D TP SP "GP GRJ MM
HOBGOBLIN 20-200 CE 30 2 i . 707 157 607 307 207
aOMONl%;LOUS 1+1 i -8 OY’NV_'MPE *1'“0'“3]9 kmgﬂ ¢ (;CHREI\?ELLV ! 1 Ao Jn type, 1 charn Eer 101;1“95 gf degectmgfzcover %Sstﬁsé()g ;quth(l)g gﬁ:émn' PR 1-8  1-12 1-6 1-8 Potion+2
" failure- ] 8 3" 5 2 12 affected bl fire & cold only TRITON . 5-30+ N 25% FtoH 1 634 E CP SP GP G&J MEM
Tt bite/1-3 & STustagic fa e SZSQE-- OGRE 3-18 W/C_ 30% CFI0006P S 8 Stod 15/24" 5to7 _3-18, Shs-2 to ath LVL, WRO0K 057 307 25% 107 307
728 2 h°°V95/1'4’ max_ load 3000GP -LIGHT ?"RE IQMGE' 441 i-éo o:‘és‘nde‘i:);wEthey cavl-ry ]-gg(:GP £ 4 12" 643 2 claws/1-4, bite/1-8, regenerate after ; 1-10 ];:.,2 ‘ég ;I;;]JO Sc;:;] *J
7 18" 241 2 hooves/1-6, bite/1-3,3750GP -MEDIUM E - ) 3rd nelee. Fnd of boiaa
712 3 2 hooves/1-8, bite/1-3,4500GP -HEAVY 4 9/15% 5+2 1-12, inv, fly, dark 10'r, poly self UMBER LK ‘”qg it 83 "‘;02’55 per ‘“"ﬂ = 107 457 207 357
7oo1n 24 - max. 1oad 45Q0GP wt -DRAFT HORSE ;n;onhum?z for'm& negen 1pt/nnd,; 1 icharn & 1. sleep 6.1 6 8 2 claw/2-12, bite/2-8, viewing eyes 2-20 1-12  2-24 No Weapon
LYDRAIZ" 2+1 T r;;ax 1032‘15%350806') wt 'IMULE —OTCO cold per ¢a 300 C 507 D S 7 causes confusion- ST vs mag'lc, burrow thru rock 1"/t 10% Potion+
! " 4 UNICORN -
5 12" 5-12hds 1 bite per head/1-6, 1-8, 1 10 persue gm BEAR 1 %_g or_wpn ty&e‘. El moraUHP th_h.t_ 2 o 4 2 hooves/l 8 1 homll 16 dim door 1-12 Sc;o;lﬁ
INTELLECT DEVOURER 1-2 CE ~ 60% D 2" 5 2 /1 6 & 18 or more hu /2 16 once per day, MR=11LVL MU, sense enemies at 24" 6 6P G&J 4
4 2/24" 6 4c aws/l -4 psi strength of 200 g ¥ Claws P O: . » hug | VAMPIRE 1-6 CE 207 F 1 3 75% 25% 40%
TNVISTBLE STALRER 1 18 %E_E%;u_saﬁge. fte/1-12, no morale chec ey 2 12/18" 7t09  1-10 & 3 LVLs drain, only magic wpns 10-40 3-18 Scroll+d
3 8 4-16 rnay be d1spe11ed 6 21/18" 242 2 hooves/1-8 hit- but only disperse them, regenerate 3 hit pts/t, -2 25%
TXTTXACHITL 50-150 C 75% F B23 P 5 N 507 E S 839 ; charm with eyes, victims become vampires contrld by slayer 1-10
5 9 2-1 bite/3-18  40-120 are lstLVL CcL tSHASIEGSI;![?ER i-s & ST ison. shift out of phase L& WIGHT 2-24 CE  60% B T 9 MM
KI RIN G 5% £ H T 168 3T vs polson, ot oo 5 9 3 1 LVL energy drain, only magic wpns H_CP SP GP G&W M
-5 24/48" 12 2 hooves/2-8, 18LVL MU SP, MR90%@13LVL i AT - i ot S hit & silver tipped arrows, magic arrows score double dam. 25%  50% ~ 75%  50%  20%
KOBOLD 40-400 C  50% 1-6GP S 0 s ; e WILL 0' WISP T N % A T 635 3-24 1-100 10-60 1-100 Potion+
" = - in1i = . F . -8 18" 9 2-12, wi 3HTK +
L g i 3_3 orLgpn t{g; A; morahla/HPmG;;ght 6 918" 1 1-4 or by wpn type, remain nearly inv o £i2 \g;ll r%ealEtreasure at 4 ]‘(5)020 Scroll+4
" even while attacking (high LVL FTR/monster may detect : " 3 -
6 12/24" 6+2 2 claws/1-6, inv, 6LVLCL SP, permanent PURPLE WORM 14 N 257 D U 15 \?IYVERIIiZ/M 4 1- g & rl‘ LVL gszm only mag1c wgns hit [ I C&d  MEM
protection from evil 10' r d1mens1on door, speak L/N 1an " 5 3 ; 1-
LEPRECHAUN T N 108 F g = 6 15 bite/2-24, sting/1-8 & ST vs. poison 3 9/28" 7 bite/2-16, sting/1-6- ST vs. poison 50%  20%
15" 1-3HTK by wpn type, inv, surprised on 1 onl ' 1-4 C 20% F H SRIS-14 WIND WALKER -3 N 20% - T SRI3-2 2-16  Any 1
P T S S 1) 8 R i e - 2 claws/1-3, bite/2-5, or wpn, SPs- 8 15/30" 8 at 10' 318, etherial T=Tand d=desert w=water GP=1000 Gold
3 6" 10+ 1-10, either MU or CL with SPs @12-18 MU 1st-3rd LVL, CL 1st LVL, only magic wpns hit, below +3 YELLOW HOLD & = U 20

LVL & ug, touch causes parahzatmn- no ST, fear in 4LVL
EN

do % damage, blessed crossbow bolts kill them outright

N CP=1000 Coppers SP=1000 Silvers
-6/t of exposure, plus rough contact

LTZARDM| 10-40 CE 30% D (3 G37 REMORHAZ * 20% F S DI2-21 ‘~, may cause (PROBSO%) aspix’nat]on- ST vs. poison, PSI- E29

5 6/12" 2+1 2 claws/1-3, 1 bite/1-8 **A 12" 6told bite/3-36, breathe/3to7 DoD, MR75% YETI N 10% D SRI3-2 EUR:RIjE H:IENCOU:‘TERS ,

LOCATHAH ~30-300 N 15% - T B23 *NA in lair is 1-4, **underside AC4, back ACO, head AC2 6 12" 4 2 Cﬂs_/l -6 & on 18 or more hug/2-16 2 side rolls e =t?rm;:§esurprise4

7 24/36" 2+1 1-6 or w type eel- r1d1n9 nomads ROC 1-20 L/N  20% 1 S 17 | "ZOMBTE 3-30 CE = = ] . t)l(-sz foll {tonsters foll Bl(s)tao' ngr;nne Tnitiative

LURKER ABOVE 1-4 50% SRI3-3 4 6/48" 6 2 claws/1-8, 2-12 or 4-16 per size, 8 6" 1 1-8 never check morale S"'D;jged SWD";fzd b{od;glrou or Neav:ﬂ la’ﬂfarlty

6 1/9" 10 1-6 constmctwn damage per turn tnte/z 12, 3-18 or 4-24 per size Abbreviations: REFER- sources about monster, a number on- Surprised Not Surprised |rounds if 10° or 1 if 20-30'.

LYCANTHROPES 2-20 N/C 15% C 1 14/G37 gOP 3 10tais é- C 90% D(spec) 1 SRI2-4 Ty refers to Vol. 2 of D&D, G- Greyhawk (2nd edition), B- . 2-6 fsed | & l-Zd 20-?0' Play?r;imayoﬂge, spell

B B to strands/ST vs. poison- dragged to | Blackmoor, E- Eldritch Wizardry, GDH- Gods & Demigods, ofSbrprised sarie e O Cagse- fo within J0-3

; ign i } 21(;;/2’83 type ::Eggsng its mouth 10'/r, strand range is 20- 50" has 80% MR SRI3-2 - Strategic Review Vol.yI,Issue 3, page 2, 815-16 - * Lot S\;rgrised Not si;grised mz(cdeg m??‘?,i’“ﬁziplﬁ‘ﬁl?ﬁl!iy.

2 12" a1 1 bite/2-12 “WEREBOAR RUST MONSTER -2 N U G39 Dragon, Vol. I, Issue5, page 16, JG K-24 - Judges Guild In- Note: Noise (Plate armor will alert monster on roll of 1-2),
1te 2 12" 5 cause metal touched to d1s1nte9_rate stallment 'K'; NA- Number appearing (outdoors); ALGN- ESPing or Light (torches, spells etc.) will negate surprise.

3 lgn 5 2 claws/1-3, 1 bite/1-10 -WERETIGER SAHUAGIN 10-60 CE 307 FEA B21 aHgnment, L;\IR PROB (probab111ty) chance of encounter‘ | A surprised character has a 25% PROB of dropping handheld items.

9 2 claws/1-3, 1 bite/2-8, hug (on 18 or 4 _18/30" 2 212 or wpn type, susceptable to.light. taking place at lair, TREAS- treasure type in lair;. INT- [ ENCONTERs

more[ causes 2 16 additional damage, ALIGN- N/L -WEREBEAR SALAMANDER 25 657 F 637 intelTigence, I- 1nte1hgent S- semi- 1ﬁte111gent *0-"un- | Unless otherwise stated monsters will react

WAGIC STATUE T UNC special T 06 L-26 8 55 9" 7:3  goch/ies, constrlct1on/2 16, orwpn [ intelligent, - highly inteliigent: AC- amor class; T SN i

-1to-6 1tol2" 11t020 1-6 to 8- 54. see random actions i "SEA MONSTER T+ L/N/C g MOVE- move rate; HD- Hit Dice; STRIKES/DAMAGES- per Grey- PARTY IS: | Unintelligent Semi-Intelligent Intelligent

MASHER 1-4 N 25% u B23 - B 15t045 3to4 DoD *referee's Optwn hawk; SPECIAL- other info, MR- magic resistance, @- at, Superior [ Attack tack Auold

6 15" 20 bite/2-24, stJ/l -8 & ST vs poison SHADOWS -20 C 50% F T LVL- level, SP- spell, ST- saving throw, DoD- dice of dam- Equal prtack Caritire ek,

MANTICORA -4 C 25% D s 10 9" 2+2 touch/1 STR pt (effect lasts 8t), age, SE1-4 - surprise enemy on 1-4, S10%- surprise monster UNINTELLIGENT  SEMI-INTELLIGENT INTELL IGENT

4 12/18 6+1 2 claws/1-3, 1 bite/1-8, 24 spikes/1-6 victim reduced to 0 STR becomes a shadow, may be hit only 10% PROB, HTK- hits to kill, MU- magic user, CL- cleric I e TOINT 212 TINT 318

.| _by magic weapons, sleep & charm are non-effective




MEN

ATTACKING ¢ 7 5 |13 |2
Class:m C f Ar’;‘n%r 53:,?;‘1 Leather 'gesahtih:fd Chain &Cgﬁ}gm Plate &P;gggld ] Ol '] ‘2 ‘3]‘4 ‘5 '6 '7]’8]‘9
l 1-5 14 13} 10 11 12 13 14 15 16 17 |18[19]20(21|22[23] 24|25 |26] 27| 23
>§_ 5 6 7 8 9 10 1 12 113|14|15]16 [17|18[19|20|21| 22|23

L
i 1336 1012

17+ 1315

@Strength 3-4 5-6 7-12 13-15 16 17 18 Hit Probability Bonus:
Hit Prob. -2 -1 +1 1 +2 +2 Target Surprised/Rear Attack +2
+ Damage -1 - - +1 +2 +3 Target is Prone +3
DAMAGE vs.
.Weapons Man Larger
HIT PROB.+/- VS: AC- 9 8 / b 5 4 3 2 l size sizeI
SH* 1 Dagger +2 +1 0 O O -1/(-3 -3 1-4 1-3
1 Hand Axe +1 +1 0O O -1 -1{-2 -3 1-6 1-4
3 Mace 0O O 0O O O O |+41 O 1-6 1-4
MeD- 4 Sword 0O O 0O O 0O O -1 -2 1-8 1-12
4 Hammer 0O O 0O 0 |+#1 O |+1 O 1-6 1-4
5 Battle Axe 0O O 0O 0 |+1 +1 0O O 1-8 1-8
|g-= 6 Morn. Star { +2 +2 |'+1 41 [+2 +1 | O O 1-8 1-6
7 Flail +1 +1 | +1 +1 |42 +1 | +2 +2 1-8 1-8
8 Spear 0O O 0O O -1 -1 (-1 -2 1-6 1-8
9 Pole Arm +2 +2 | +2 41 |+1 O 0 -1 1-8 1-12
9 Halbard 0O O O +41 |(+2 41 (+1 O 1-10 2-12
10 2Hd Sword | +2 +2 | +2 +2 | +3 +3 | +2 +1 1-10 3-18
VLIG1ll Mtd Lance | +3 +3 |+3 +3 |+2 +41 | O O 1-8 2-24
EX- 12 Pike 0O O 0O O 0 O 0 -1 1-8 1-12:‘

10111 |12

13|14 |15

16

1711819

@ Experience Pts.

r's

Monste Base +
Hit Dice | Value |Spec'l
% 5 ji

1-1 139 2

1 10 3

1+1 15 4

2 20 5

2+1 25 10

3 35 15

3+1 50 25

4 75 50

4+1 125 75

5 175 | 125

5+1 225 | 175

6 275 | 225

6+1 350 | 300

7 450 | 400

7+1 525 | 475

8 650 550

8+1 750 625

9 to 10 900 700
11 to 12 {1100 | 800
12 to 13 | 1350 950
14 to 16 | 1650 |[1150
17 to 20 | 2000 |1500
21 & up 2500 {2000




MEN
ATTACKING

Class:
C

9
fI Amwr

S

hield
Only

I Leather

Plate
& Shield

Chain

Leather
& Shield] Plate

& Shie]dl Chain

llIO 1|-2|-31-4/-5/-6/7]-89]

r>1-5

m
1‘4 :

YburLevd

@Strength 3-4 5-6 7-12 13-15

11

12

13 14 15 16 17

Hit Probability Bonus:

16 17 18
Hit Prob. -2 - - +1 +1 +2 +2 Target Surprised/Rear Attack +2
+ Damage -1 - - - +1 42 +3 Target is Prone +3
DAMAGE vs.
®Weapons Man  Larger
HIT PROB. +/- VS: AC- 817 615 U413 2| size size
Sy - 1 Dagger +2 41| 0 O 0 -1(-3 -3 1-4 1-3
1 Hand Axe +1+1| 0 O0 |-1 -1]-2 -3 1-6 1-4
3 Mace 0 O 0 O 0O 0 |+1 O 1-6 1-4
Mep- & Sword 0 0[]0 00 0]-1-2[| 1-8 1-12
4 Hammer 0 O 0O O |+1 0 (+1 O 1-6 1-4
5 Battle Axe 0 O 0 0 |+1 +1 0O O 1-8 1-8
lg- 6 Morn.Star { +2 +2 |'+1 +1 |+2 +1 | 0 O 1-8 1-6
7 Flail +1 +1 | +1 +1 [ +2 +1 | +2 +2 1-8 1-8
8 Spear 0 O O 0 (-1-1]-1-2 1-6 1-8
9 Pole Arm +2 +2 | +2 41 [+1 O 0 -1 1-8 1-12
9 Halbard 0 O 0O +1 |+2 +1 |+1 O 1-10 2-12
10 2Hd Sword | 42 +2 | +2 +2 | +3 +3 | +2 +1 1-10 3-18
VIG1ll Mtd Lance | +3 43 |43 43 |+2 41 | O O 1-8 2-24
EX- 12 Pike 0 O 0 O 0 O 0 -1 1-8 1-12
SAVING )
THROWS DEA;’H RAY ALL DRAGON  STAVES Cleric Vs.
T T p &l
FIGHTING MAN 1-3 12 13 15 T z Undea i
MAGIC USER  1-5 13 14 13 16 15 JoFw |z &#
CLERIC 1-4 i 12 14 16 15 |@8@3 'é ~Eba
FIGHTER 46 10 11 12 13 4B ESS e53 3
MAGIC USER 6-10 11 12 11 14 L [FoNE= &I
CLERIC 5-8 9 10 12 14 12 j>|7 3| :
FIGHTER 7-9 8 9 10 10 12 J2|T Tow: ’
MAGIC USER 11-15 8 9 8 11 g |>(T T79p1-
CLERIC 9-12 6 7 9 11 g 4D TT7i911 -
FIGHTER 10-12 6 7 8 8 1o |2PbTTI791:
MAGIC USER 16+ 5 6 5 3 s |sfppDT|T7 91
FIGHTER 13+ L 5 5 5 ) g§IDDDDIDT T 7

PHANTASMAL FORCES

Each opponent must roll to determine
whether or not he- 'believes' the image.
Score shown (or higher) allows dis-
belief by specific viewer; image is
dissolved if touched or struck by op-
ponent. Balrogs test 'resistance to
magic' before determining disbelief.

Viewer's |[Round- (2 six-sided dice)
Level: 1 2 +

1-4 12 10 8 6

5-8 10 8 6 4

9-12 8 6 4 2

13-16 6 4 2 2

17+ 4 2 2 2

Die Roll Adjustments:
Intelligence of 13+ +1
Wisdom of 13+ +1
Semi-Intelligent Creature or
Intelligence of 5-8 -1
Unintelligent Creature or
Intelligence of 3-4 -
Image is non-threatening -1
Expected Image -1

Note: Damage is real if believed.

— TIME REQUIRED

Missle Fire

Use 'Men Attacking'
with bonuses below-

© SHORT +2
g MEDIUM +1
© LONG +0

(Do not use with
Greyhawk system)

@ Experience Pts.

A1l time is listed in rounds (r).
Bend bars- 2 r*
Bust through door- % r**
Break down wood door- 3 r***

Search 10'

. " reinforced door- 7 r*** | Search 10
& " dron door- 10 r*** Look over
Chop 4' hole in log wall- 10 r***
Bribe or negotiate- 10 r

Break out of webs- 3 r

" w. flaming sword- 1 r

4 g1ant class- 1 r
Cut rigging or anchor rope- 3 r

giant class- 1 r

Set up elemental control items- 3 r
Call forth elemental via item- 1 r
*requires STR test.

Get out &

One turn equals two move segments or ten rounds.

Rest after 1 hour- 10 r
Rest after pursuit- 20 r

Detect for traps- 5 r
Remove trap- 10 r
Teleport out- % r
Teleport in- 4 r

Monster's| Base +
Hit Dice | Value |Spec'l
% 5
1-1 7.5 2
1 10 3
1+1 15 4
2 20 5
2+1 25 10
3 35 15
3+1 50 25
4 75 50
4+1 125 75
5 175 125
5+1 225 175
6 275 225
6+1 350 300
7 450 400
7+1 525 475
8 650 550
8+1 750 625
9 to 10 900 700
11 to 12 | 1100 800
12 to 13 | 1350 950
14 to 16 [ I650 |1150
17 to 20 | 2000 |1500
21 & up 2500 (2000
Ro11 for monsters every turn.
of wall- 10 r Use crystal
ball- 5 r
Remove
bodies- 10 r armor- 10 r
10x10' room-10r Put on
20x20' room- 20 r | armor- 10 r
30x30"' room- 30 r | Pick up
weapon- 1 r
Take potion-
lr
Potion take
blow horn- 1 r effect- 1 r
Get out, uncork bottle- 1 r| 'X'-ray- 1 r
Glance- 4 r

Give instructions- 1 r
**per attempt. ***Giant class breaks down in 1 r.




SAVING

THROWS DEATH RAY ALL DRAGON  STAVES Cleric V.
P _J s'
s _ Undead
FIGHTING MAN 1-3 12 13 14 15 Sz naea i
w w
MAGIC USER 1-5 13 14 13 16 15 O u"'J w _ E eﬁ_ o
(o et [
CLERIC 1-4 11 12 14 16 T TEEC
FIGHTER -6 10 11 12 13 1 |d%382 S@sg 3
MAGIC USER 6-10 11 12 11 14 12 |5 e i S
FIGHTER 7-9 8 9 10 10 2 12]T 1791y -
MAGIC USER 11-15 8 9 8 11 g |3|T T79fL- -~
CLERIC 9-12 6 7 9 11 g PO TT 7191 -
FIGHTER 10-12 6 7 8 8 1o |20 TTi791 -
MAGIC USER 16+ 5 6 5 8 3 [6(/ODDTIT791
CLERIC 13+ 3 5 7 8 ;7 17| DDITT 79
FIGHTER 13+ 4 5 5 5 3 L8DDDDDTT7
_ ok
CLAsSES & LEVELS
WeaPoN PRIORITY
’ . FIGHTERS 8 SIDED MAGIC USER 4 SIDED  SPELLS BARDS 6 SIDED
Higher total moves first. VL EXPERIENCE DICE TVL EXPERIENCE DICE 1234567839 LVL  EXPERIENCE DICE 123456 7
READY WEAPON- 1 0 1 1 0 11 - - - 1 0 1 - LORE &
1 Read Scroll 2 5000 2 2 2500 2 2 - - - ;2; 4]1883 2 1 CHARM +10%
_ 3 000 3 3 5000 3 31 - : d 3 1 PER LEVEL
Z Spell of 7-9 Level 3 8000 3 3 70000 4 42- - - 4 9000 a2 - -
3 Short Weapon (Dagger, 5 16000 5 5 20000 5 421 = 5 16000 5 3 - -
Hand Axe, Mace) (75 gzooo 6 6 35000 6 422 - - g 25000 6 31 - -
: 4000 7 7 50000 7 4321 - B 50000 7 A= :
4 :ed“"“ wgagg? (iwg')'d’ 8 120000 8 8 75000 8 4332 - - 8 lo0000 8 42- -
ammer, Battle Axe) or 9 240000 9 9 100000 9 43321- - 9 150000 9 42 - -
Touching 10 480000 942 10 200000 10 44332 - = 10 200000 10 421 =
5 Long Weapon (M. Star, 1 720000 9+4 n 300000 1N 44433 - - n 250000 10+1 4 2 1 -
Flail, Spear, Pole Arm 12 960000 946 12 600000 11+1 444441 - 12 300000 10+2 4 2 2 -
Halbard. 2 Hand S d)’ THIEVES 4 SIDED 13 900000 11425554 4 2 B 13 400000 10+3 4 32 B
albard, and swor LVL  EXPERIENCE DICE 14 1200000 11435554431 - 14 500000 10+4 4321 -
6 Very Long Weapon 1 0 1 15 1500000 11+4 5554442 - 15 600000 10+6 4 331 -
(Mounted Lance) 2 1200 2 16 1800000 11+ 55555521 - 16 700000 10+6 4332 -
7 Spell of 4-6 Level 3 2400 3 17 2100000 1146 6 6 65552 2 - 17 800000 10+7 4332 -
: 4 4800 4 18 2400000 1147 666666221 18 900000 10+843321 -
8 E)}treme N(_eapon (Pike) 5 9600 5 CLERICS 6 SIDED  SPELLS 19 1000000 10+94 4321 -
9 Missile Fire t;, 20000 6 LVL EXPERIENCE DICE 1234567 g? };ggggg :glr}? 3 : 332 -
- 40000 7 0 1 - - - + 432-
}? gpe'ﬂthoa 13 Level 8 60000 8 2 1500 2 1 = - DRUIDS 6 SIDED
rea eapon 9 90000 9 3 3000 3 2 - 2 LVL EXPERIENCE DICE 1234567
12 Glance 10 125000 10 4 6000 4 21 - - 1 0 11 - -
}; 250000 10 5 12000 5 22 - g = g Eooo 2 21 - -
375000 10+ 6 25000 6 221 n 000 3 31- -
’:I%':{ONR Adi MONSTER'S RANGERS 8 SIDED 7 50000 7 22211 - 4 7500 #1311 :
just SPEED CVL _ EXPERIENCE DICE 8 100000 8 22222- 5 12000 a4 321 B
+3 18" & up 1 0 2 9 200000 8 33322- 6 20000 5 322 e
Light +2 12-17" 2 2500 3 10 300000 8+ 33333- 7 40000 6 4221 -
Heavy 1 9-11" 3 5000 4 n 300000 8+1 44433 - 8 60000 7 4321 -
: 4 12000 5 12 500000 8+2 444441 9 90000 7414332 -
Plate N 4-8 5 25000 6 13 600000 8+2 555441 10 125000 8 53321 -
Encum. -1 3" & less 6 50000 7 14 700000 8+3 555552 11 200000 9 533321
; 100000 8 15 800000 8+3 666552 }g 408003 10 5444321
175000 9 16 900000 8+ 66666 3 80000! 1M 6554432
DEXTERITY of 3-4 -2 9 Svece 30 17 1000000 8+ 7776631
5-8 -1 10 550000  10+2 18 1100000, 845 777774)
9-12 - 1 825000  10+4 JLLUSIONISTS 4 'SIDED SPELLS ASSASSINS 6 SIDED
13-16 +1 12 1100000 1046 {VL EXPERIENCE DICE 1 2 34 § Vb EXPERIENCE DICE
17 MONKS 4 SIDED 1 0 1 1 0 ]
-18 +2 %_vf"‘ EXPERIENCE DICE 2 3000 2 2 2 1500 2
In case of tie compare actual 0 ] 3 6000 3 3 3 3000 3
B e e 2 2500 2 4 12000 4 40 3
dexterity ratings. 3 5000 3 p 25000 s 43 = ?gggo g
g ;gODO g 6 50000 6 441 6 24000 6
- 000 7 75000 7 442 7 48000 7
. GREYHAWK 6 50000 6 8 110000 8 4431 8 100000 8
7 100000 7 9 175000 9 54421 9 175000 9
8 200000 8 10 3500000 10 554 32 10 275000 10
9 300000 9 1 525000 M 55443 1 400000 n
. 10 450000 10 12 700000 1141 5554 4
ubgts @ul[h N 600000 11 13 875000 114255555
12 850000 12
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