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Introduction to the Toughest Dungeon in the World 

This adventure is designed for the Tun.wk and Trolb rolt-playing system. It is literally an adventure 
involving Trolls in Tunnels. In order to play you will need pencil. paper. a 20-sided die, several six-sided 
dice, and the Sth edition of the Tunnds A Trolls rules. 

Most adventures 3re designed for the ' 'good gu}'1". those brave adventurers who invade subterranean 
lairs in ~rch of loot and thrills. This one, on the contrary. tries to get you to look at things from the 
"monster's" point of 't'iew. After playing a Troll for a while , you will begin to realiu that the delvcn arc 
the true monstcn of the story. 

How can I call this The Toughest Dungeon in the World? It may wcU be that there are other solitaire 
adventures with more fiendish traps, bigger monstcn, more labyrinthine passagea. Certainly a soliwre 
adventure can never really replace a good face-to-face encounter with a skilled Judge. However. I would 
like to point out some of the factors that make thu particular adventure so hard to win . 

Other solitaire adventures tend to last from 10 to 30 minutes. and you will have either won or died . 
This one will be that short only if your player character dies quickly. The goal of accwnubtina I 0,000 
Gold Pieces worth of trc~urc will tum thls into a carefully calculated campaign pme for the player who 
dares hope to win . 

Another difficulty is that your opposition (the delvers and other monsten in the caverns) ue de
signed to get stronger and stronger. (This means some bookkeeping work for you as a player, but the vast 
numbers of characters you create for combat in this adventure can be recycled as cannon fodder, and other 
miscellaneous citizens in other T A T games.) Arena of Khaun sugcsted that opposition get continU2lly 
toucher. but the challenge was part.ially alleviated by the random selection of foes. foe selection is random 
here, too, but . you can depend on it being worse than the last thins you faced. 

I don't expect you to win . I tried every unfair dodae I could think of to kill you. like &Mna your 
opponents magic while not allo'4ing you any. They may al.so have enchanted weapons which you are un
likdy to duplicate, unless you an: smart and strong enoush to win their enchantments away from them. 

wt but no t least . this dungeon is so tough that it contains an ultimate source of evil. If you'tt 
lucky, you 11 never find it. 

The Toughest Oun~n in the World is designed primarily for Trolls ; however, you may wish to use 
other "monsters" in it for variety. Please go right ahead and use anythlnJ that is humanoid except for 
Vampires. Shadowjacks, and Were-beasts. If the text refers to a Troll. and you are not using a Troll, please 
mentally sub5titutc whatever kindred name is appropriate. 

The rules of pla)' arc quickly established. You are limited to ram-level monsters without any maaic.al 
abilities. You may arm and armor them if you wish. thoush I would prefer that you started anythina as 
lUie as a Troll naked and unarmed except for its natural equipment. Each parqraph that you read may be 
considered one game tum unless it indicatc.s that it is a lonaer period of time. Your character must cat at 
least once every SO game turns or it will lose one times its Strensth multiplier (on the Character Creation 
Table in the T cl T rules) in Strength and Constitution points for each tum it soes without eating. Your 
character must sleep at least onoe in every 200 game turns or it will have its IQ and Luck ratings hatved 
until such time ~ it docs sleep. Cbaracters may only sleep in their own lairs. (To the end of keeping track 
of such things ti game turns, I advise you to keep a runnina account of your adventure on paper thusly : 
2A. 3A. I SC (fiiht delvers). 40 (return to lair), SA (eat delvers' bodie$), etc.) 

It should go without saying that you read only thote paragraphs that you are told to read, and that 
when you arc told to randomize from 1 to 6 to pick your next direction that you don't just pick 6 because 
you know or guess that that will lead you to the most intuestlna adventure. 

Incidentally. lest you wondet what you can do with the 10.000+ Gold Pieces that you arc trying to 
accumulate, survivors can buy quite a nice place in the Officer Corps of the city of Khazan , not to mention 
living in high old style in that city of monsters. 

~ow, if you're ready to begin , generate your monster character and go to Paragraph l\o. I. Bad 
luck to you! May you swim in gore , and feast on the entrails of your enemies! 

Ken St . Andre 
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I) A few hundred laaues touth touthcast of Tharothu where the northern frinata of the put Forest 
meet the westc:m foothilll of the lOwgbb Mountains lie the protected cocnu or Haer. (No Wizard, 
Warrior, RoSUe or Momter or hi&her than Stb lnel may ever enter the.ae caves.) Letend bas it that 
there was once a Dwuven dty named HaeJ'ku in those ~ca. but that durlna the Wizardl War, the 
Dwarva 1bmdoned it, lenlng an lmmeme trasure behind. In ntality, molt of the treasure in the 
CaYems of ffae1• has beeft blouaht Into it by delven over the centurie&. Certainly, much men bas 
been broupt in than Im ever been taken out. Althoush the caverns are known to be inhabited by 
Orea and Goblin~ the chief menacet wt.thin them are the Trolls. NevertheJea, m.1ny are the parties 
of Ema, Men, and Dwarves that venture within, seuclUns for the lost city or hopins to find the 
fabled ~of the Trolls. Go to 2. 

2) If you hPe not already done ro, create your monster cJwuter now. It lt 11 IOIDetb!na l• than a 
TroO or 1 Balrog, you may um it with we.pons and armor that would be appsojlliate for mc:h a 
creature. If you wilh to cnate a TroD or a Balros. use the dwt in sec:tioa 3.6 of the T A T rulel. 
Trollish lkin is mottled 1111 and black, and your nn,er and toe nails mate quite rapoctab&o cllws. 
TrolliJh skin is IO tough that it will take the f1nt rrve Hill of Dama,e OD any combat tum just u 
armor would. In combat, your youna Troll would set 3 clioe +its penonal Id.ck. Wbetha you a.re a 
Troll or not, your objectiye Is to compile 10,000 Gold Pieces worth of treaan. The adYeature II not 
over until you are either Ila.In or hne won 10,000 Cold Pioces worth of treaure. (You may c.ount 
captured artifacts, but not otdinay weapons and annor.) Go to 3. 

3) You have found and d•imed a two room lair deep within the caYemS near a Tait potto and an under
powad m.n. You will sleep and eat in the outer room and keep yow treasure in the inner one. 
Note: While the caverns uen-i entirely liahtMI. they are pitch black• far a mere human eyes are 
coacemed. Goblins, Ores, Trolls, Balrop, and IUcb belnp bowner can see quite well over abort 
dJlta:nces. Go to 4. 

•> You are in your lair. The ftnt thins you lbcMald do 11 ldd any new tnaun you bne broqht back 
to what you already lme. (1be 8nt time you tad this. make a card to record your treasure on. 
then • you add ftdoUI Items to it, keep• mmlna toCll of the 'fllue. If your tnmwe tobll equala or 
oxeoods 10,000 Gold Pieces, ao to S.) If you lme bfouaht back food that you wish to eat. ao to 6. 
If you h8" no food, but wish to deep, ao to 7. If you are ready to ao out adventurina 1..nto tho 
cun.neb. 10 to 8. 
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S) Congratulatiom! You are a very wealthy and successful Troll. It is time for you to co out into the 
wider world, pcrtlaps to fight in the Arena of Khazan . or to adventure in the City of Terrors, or just 
to set up business somewhere. You arc awarded exactly enough extra adventure points to raise you 
to the next level . In addition you may multiply your Strength and Constitution by S/3 for having 
achieved your full ~wth. Good luck in the wide world' <1ose the book. 
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6) Ah! Food! Whether a munchy Etr or a tough old Dwarf. it is inJeeJ the staff of life. If you have 
taken any wounds, roU one die and add that to your Constitution. If you are not wounded, just add 
one to your Constitution. You cat up every bit . Return to 4 and choose another option. 

7) Even Trolls need rt$l, especially after a long patrol throuch the caverns. While you are sleeping, make 
your first level saving roU (20-LK). If you make it . go to 9 ; if you miss it. go to 10. 

8) You emerge from Mhind the huge stalactite that cooc.eab the entrance to your lair and find yourself 
in a slopins tunnel. Cold water drizzles down the stalactit~ and drips on the staJagmltC$, slowly 
buildina huac limestone pillan. Side tunnels branch out in all directions from where you stand. You 
cboole one at random and begin to walk . Roll one die. If you roll a I . go to 11 : a 2. go to 12: a 3 . ao 
to 13; a 4 , go to 14; a 5. go to IS : a 6. go to 16. 

9) While you were sleeping you regain any Strength you may have lost in your previous adventure. 
If you are sleeping directly after eating and were at full Strength already, you may add 1 to your 
Strength. When you wake up, go to 4 and choose another option. 

10) While you were sleeping, your lab' was located by an enemy. It (or they) decides to attack you in 
hopes of winning your treasure. Go to the Enemy Generator at Paragraph 17 to see what is 
attacking you. ** Now make your first level saving roll again (20-LK). If you make it, go to 18; 
if you miss it, go to 19. 
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11) AO er wandering for a while, you come to a side tunnel that goes off into the dartness. This looks 
like a sood place to set up an ambush-theft .. a ledp overlookin1 the trail that you could hide on. 
If you decide to place y~lf in ambush and wait ror a victim to appea.r. ao to 20. Jryou decide to 
walk on down the side trail, go to 21. 

12) Your path turns st.eeply downwards and after a abort time you ruch a ahallow abeam. lbe path 
ends, but the stream is not deep enouah to keep you from wadina in it. If you would lib to continue 
Upstream, &0 to 22. If you would like to Wide downstram, 10 to 23. If you pRfet to Rtnce your 
steps away from the stream, go to 11 . 

13) The p-..ge twists and turns for a wllUe and finally ends in 1 vast open ootto. There are very few 
rock formations in this hup ch.amber. but here ind there sreat walls of limestone brak it up into 
somethins of a maze. You move out Into it and belin to wander u the spirit moves you. Roll one 
die. If you roll a l. 10 to 24; a 2. ao to 25: a 3. go to 12; • 4, go to 26 ; a S, ao to 27;16. ao to 28. 

14) The pleasant aroma of decaying meat appriul you that you aft nearina some other cruture's lair. 
You bqin to tearth the walls of the twuiel moR carefully. and soon you spot the entrance obscured 
in the shadows of a large stalagmite. You listen. but arc unable to tell whether the lair is unoccupied 
or not at present. If you wish to enter It, go to 29. Ir you wish to bypm it, go to 11. 

15) M you shamble Ilona die passage, you suddenly find younclf under attack. To learn who or wbt is 
attacking yoo, go to 30. 

16) As you 1tride through the dutoe91 you be8ln to notice a glimmer of torthlipt ~flectlna ucund 
the comas md on the walls ahead. This tells you that 1 party of delvm ii in the hume1 aheld of you 
and they may be coming your way. Looldna uound, you tee no convenient place to hide younelf. 
Jf you wilb to continue cautiously tn the cUrcction you wcie aoina, ao to 31 . If you wllh to bowJ 
out your waray and chaqe, so to 32. If you wish to stay where you ue Ind wait. 80 to 33. If you 
willl to tum md run any, so to 3'4. 
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17) If you alrudy know that your foe is to be a delver or delve~. so immediately to Paraanph l below. 
If you do not know whether you are facing delvers or other mon.~tcrs. roll one die. If you rolled an 
odd number. your foe is a monster. Ignore everything below Chis and ~o immt'diatdy to JS . If you 
roned an even number, your foe is one or more delvers. Read on. 

l) To dctennine the number of delven you must face. roll one die (range= I -6). For each delver 
so indicated, go through all the numbered steps below. 

2) Ron one die . l , 2, or 3 yields a Human; 4 or 5 yields an Elf: 6 yields a Dwarf. 

3) Rule of Perversity: Dehen keep setting tougher fo~vt'r . Btlow arc prototypes for a Human, 
Elf, and Dwarf. The flnt delver you create will have atcribuces identical to the prototype. Each 
time you create another ddver of that type, roll one l<kided die and add that number to the 
detver's lowest attribute (in case of 2 or more attributes tied for low, add it to the fint one). 
This rcvistd listing becom~ the new prototype. (Example : The Human prototype has attributes 
of STR: 13 , IQ: 10, LK: 7, CON : IS, DEX: 10, C'HR : 9 . The first Human delver t create will 
have those attributes. The xcond Human delver I create will have a roll of 1010 (2) added to 
his low attribute (LK: 7) to bring it up to a 9 . The third Human delver I created will have a roll 
of l DI 0 (6) added to his fint low attribute ( LK : 9) to rai$C ii co a 1 S ~ etc. And the wnc ~ 
for Elves and Dwa"es.) 

Human: STR: 13 
Elf: STR: 12 
Dwarf: STR: 22 

IQ: 10 
IQ: 19 
IQ: 17 

LX: 7 
UC : 14 
LX : 7 

CON : IS 
CON: 6 
CON : 16 

OF.X : 10 CHR: 9 
DEX: 16 CHR : 24 
DEX : 16 CHR: 10 

4) Make a card for each ddYer as you act its 1Uributc1 dclcnnin~d . Roll one 6-sided die to dete~ 
mine its sex. I • 4 • Male: S • 6 • Female. Roll one die to detenninc its class: I • 3 •Warrior: 
4 • S = Roeue; 6 =Wizard. Tbere will not be any Wiurd Warriors. 

S) If the detver is 1 Wizard, it will be anned with a Staff Ordinai~ and a Sax (2 + S). If it is a 
Rogue or a Warrior, go to hncnph 114 immediately to choose its weapon. 

6) Decermine whether the dchet bas any armor. Roll 106. I ~ No Annor at all : 2 • Buckler and 
Steel C.p (4 Hits); 3 = Complete Suit of Leather Armor <6 Hits) : 4 = Complete Sult of Scale 
Armor (8 Hits) : S •Complete Suit of Mall Cl I Hits)~ 6 =Complete Sult of Pbte Annor(14 Hits). 
Remember that the. Yahaes are doubled for Warriors. 

7) If the character is a Rope, roll 106. On a roll of S or 6. thal Rogue knows some Magic and will 
be able to case a spell ln combat. 

8) Roll I 06 to determine the raqe of whether the delver is carrying any treuure. This will give~ 
range of I to n, where n Js the number you just rolled. If the delver is slain. you the slayer may 
roll 106 to see if you found any treasure on it. Jf you find any t~asurc. roll for it on the Ran· 
dom Treasure Generator in the rules. (Example: The first delver I crule has a trcuurc ran~e of 
l - 3 . My player monster kills it in combat, and then rolls ont' Jit' getting a 6 . That delver had no 
treasure for my monster other than the weapons it carried.) 

9) Repeat steps I - 8 as many times u you must in order co cre;alc Che whole group of delvers. 

Note: No two delYen created by this method will ever be identical . I recommend that you continue 
tougheniOJ the deJTen from the flnt time you play in chis dun~con to the la.st. instead of starting 
over from the orisinal prototype with each new monster. When TmUs get too weak to 10 up against 
these delven., you may wish to m~ up to Uvina Statues. Balrop. Shoggoth.,, or maybe even Ora· 
aom (aswme the Dnaon is a shapeshifler and takes a Troll-like fonn without losing any of its attri· 
butts). When it gets too toush for Dragons, perhaps you had better stan over. 

Return now to the Parqraph that sent you here and ttad on from the point of the • •. 
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18) Somethina woke you up. It may have been the acnpe or claws or steel on stone. or incautious voices. 
or perhaps just deep breathing. Whoo your toe or foea enter your lair, it or they finds you ready. If it 
ls a party or delvers with one or more Wlurds or Ropes who know M&P; in it, go immediately to 
36. If it is a party or delvers without mapca.J capabilities. the combat will be purely physical - go 
to 37. If it is a monster, So to 108. 

19) Something (whatever you genented back at Paragraph 10) caught you in your sleep and gets one 
free attack before you awaken. If it is a party of dclven, the Warriors and Rogues wiD attack you 
with their weapom nm. You may subtract frve from their Hit total when fi&urlna how much damage 
they did . If th.ii kills you, cloee the book. If you are still alive. check to tee if there are any Wizards 
in the party. If there are, ao to 36. If you were attacked by monsterJ. you must live through their 
fint attack before you em flaht back. If they killed you. close the book. If you still Uve. ao to 108. 

ON£ . Two 

20) You place younelf in ambush and wait patiently. For each hour that you wait, roll one die. If a 6 
is thrown, ao to 38; otbetwlle throw apin. If four hours So by without anyone fallina into your 
ambush lose one Strenath point for lack of food. Ir you wish to remain in ambush for anouther 
four boun, go back to the top of 20 (this paragraph) and read through it again. If you are ready to 
move on, go to 21 . 

21) The Ugbtless passage twists and makes it way ever deeper into the moontai.n. Roll one die. If you roll 
a 1, ao to 11 ; a 2, ao to 12; a 3 . go to 13 ; a 4 . ao to 14; a S, go to 1 S; a 6 , eo to 39. 

22) You splash upStream for a while, but very little happens except that a fish tries to bite you and breaks 
a tooth. After nearly an hour of walkin& the stream ench in a waterfall. A paaap on the riaht leads 
upwud, whilo a tuMel on the left le.di down. If you would like to go up, 10 to 13. If you would 
like to go down. so to 40. If you want to tJ"y goina throqh the waterfall. go to 41 . 
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23) You splash downstream for nearly two hours, pusina many side passages. ~ventually. the stream m. 
appears into a hole in the floor, forcina you to So back and pick one of the pmaga at random. RoD 
one die. If you roll a I, go to 13; a 2,ao to40; a 3, go to 21 ; a 4, go to 27; a S, go to 11; a 6, ao to 42. 

24) You continue to meander arowid the p-eat grotto. As you walk , you come to the long dead skeleton 
of a Dwarf. There is noth.ina of inurest to you there, but an ancient Battleaxe (6 + 3). It's a bit small 
for you. but better than flahtin1 with your bare hands, so you may take it if you wish. (If this is 
not you.r first time at this parqraph, the Battleaxe is not here, and you should ao to 43 instead.) 
A short time later, you find younelf at the entnnce of a tunnel that looks f amillat- co to 28. 

2S) In your wanderina you have come acr<m a rrcm, uneaten corpse. Go to 17 to see what it i1, but 
remember, if1 already dead, so don't worry about attribule$. It will have whatever treasure or wea
pons it would have normaDy had. • • You may try to loot the corpse if there is anythln1 there to 
loot. Keep track of anythlna you find . If you would like to take the corpx baclc to your lair and 
feast, go to 28. If you wish to tanorc it and keep exploring, go to 11 . 

26) You finally leave the potto Yi.a a different side tunnel. Go to 12. 

27) Suddenly you spot a small puty of delven. They are not yet aware that you exist . Go to 17 and take 
the delver option to tee wbat the party consists of. •• If you wish to attack the delvers, ao to 32. 
If you would rather avoid them. ao to 34. 

28) You come to a very familiar pmap-it lead& directly back to your lair. Exhausted by your Iona hlte 
through the cave1, you bead back to your nsttina place. and soon reach it. Duckins around your 
front portal stalactite, you are flnaDy home. Go to 4. 
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29) Make your fint level snina roll on Luck (20 - LK). If you make it, ao to 44. If you miss it , go to 45. 

30) Roll one die. If you rolled an even number. you were attacked by ddvcrs. Go to 17. lf you rolled an 
odd number, you were attacked by one or more monsters . Go to 35. •• If you were attacked by 
delvers. check on whether there a.re any Wizards or Rogues who know Maak in the party. lf there 
are. go to 36. Ir not, go to 37. If you were attacked by monsters, you find yourself in a tooth and 
nail fight. Go to "6. 

31) Roll one die. If you rolled odd, so to 27. If you rolled even. they ~e you flnt and attack on sia}\t. 
If there are any Wizards or Rosue1 in the party who know Magic. go straight to 3S. lf not. So to 3 7. 

3 2) Make yow uvtna roll on Dexterity (20 - Dexterity). If you make it . 10 to 3 7. Jr you mm it, go to 4 7. 

33) Roll one die . If you rolled an even nwnber, the delven are coming in your diredioa. They spot you 
fint and decide to attack. Go to 17 to l.ee what the delvers IR. If you roDed Odd. tbe lilbt fadet 
away and the delver vanish ln the distance, completely unaware of your pracnc:e. Go to 11. 0 If 
there are any Wi.z.ards or Rogues in the delver p1rty who know Magic, 10 straiaflt to 36. If not, their 
fipten fall upon you - go to 37. 

34') You are easily able to avoid the ddven in the darkness. Soon there is no trace of their lisht to worry 
you. Go to 21. 
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3S) Momter Generation Section: Tbe number of difTerent kinds or monsten that haunt the protected 
Caftm1 is •ery limited. u the enviroamcnt does not encourage divenity. Roll one die and check the 
lilt below: 

Number 
Rolled 

J 
2 
3 
4 

s 
6 

Momter 
Goblins (2 • 12) 
Ores (l • 6) 
Cave Uz.ards 
Licho 

Ogre 
Great Troll 

ImtructJons 
Go on to Armamont Instructions below 
Go on to Armament Instructions below 
(RoU lDlOO for Monster Ralina) 
(Start with a Monster R1tin1of100 and add 10 each time you 

meet another Uche) 
Go on to Armament Instructions below 
Go on to Arma.ment Instructions below 

Annament lmtructlons 

l) Monsters with attributes will always get tougher as more of them uc created. Roll two dice and 
add that number to the lowest attribute when creating a second, third , fourth , etc., monster of 
any given type. Consider only the ablolute value of Charisma and kcop it negative. 

2) Goblin Prototype: STR: 13 IQ: S U<. : 10 CON: 8 DEX: 10 CHR: - 8 
Goblins have no Armor. Each b armed with a Flint Knire (2 + I) and 1 FUnt-headed Spear (2 + 4 ). 
When poaiblc they throw the Spear nm. before clOOllg with the Knirc. Roll I treasure spread 
for each Goblin of 106 • 1. 

3) Ort Pro to type: STR: 13 IQ : 10 LK : 11 CON: 13 DEX: 8 CHR: • 9 
Ores arc always armed with an Ordah Scimitar (3 + 4). RoU one die . If you roll a 6, the Ore also 
hu a l..iibt Bow and 10 Anows (3 dice). If you roll a 1, the Ore also has a Spear (3 + 1 ). Roll 
one die. If you roll a 6 , the Ore hu a complete Suit of Mail (11 Hits). On 14' or S, it hu a Suit 
of w ther Armor (6 Hits). I - 3 means no armor at all . Roll one dk to flnd the treasure ran1t1 
for each Ore. 

4) Ogre Prototype: STR: 22 IQ: 10 UC : 16 CON: 18 DEX: 12 CHR: ·20 
Ogres arc always armed with Spilced O ubs worth 4 dice in combat . Roll one die to find the trca
IUl'C ranee or each ()s:re. If treasure ls found on an Ogre, double the amount pven in the random 
Trca.qjrc Generator. except for jewels, which pes you one extra roll on the Treasure Generator 
(not just the Jewel Generator). 

S) TroU Prototype: STR: 91 IQ: 6 LK : 8 CON: 42 DEX: 8 CHR : ·1 2 
Great Trolls are always unumed. Tbey act 7 dk e + their adds in combat, and their &kin i:t hard 
enouch to take the rm CiYe hits as if it wu armor. Roll 106 for the Troll's treasure nnp. Jr a 
Great Troll is slain and is found to have treasure, you may roll three times on the random Trea
sure Generator. 

Now return to the spot marlced ••in the pangnph th.at sent you hen: and read on. 
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36) In combat. mqlc always tit• effect fint. For ucb mqical member of the delYer party you will 
randomize once between I and 20 (roll one 204lded die) to see what spell wu thrown. Wizards and 
Rogues will always cut the spell at their own leYel (notice how when you created the delftn nothint 
was aid about their leYels) or at the only level allowed. (Roll 1 D20) 

Reg. With 
No. Speil Cost Stan' Effect 

1 L I Take that you Fiend! 6 s Does a many Hitl or o.m. • Cater has IQ 
Points. 

2 Vorpal Stade s 4 Enchants a delver's Sword (tbe one that sets the 
most dice + adds). If no Sworcll are praent, It 
enchants the largest l>qeer. If no Daaers are 
present. the spell is wasted. 

3 Oh So Away s 4 Go to48. 

4 L. 2 Take that you Fiend! 12 10 Does twice as many Hits or ..... u Caster 
has JQ Points. 

s Mirage 8 6 Go to 49. 

6 Hidey Hole 10 8 Go to SO. 

7 Glue You 8 6 Slows you by half. Allows delYell two combat 
Tums for each one you get. 

8 Whammy 10 8 Triples the dice + adds value of tbe most powe~ 
M non-magical weapon in the delftr pmty. 

9 L. 3 Take that you Fiend! 18 lS Does 3 times as many Hits or Damaee as Caster 
hu IQ Points. 

10 Slush-yuck JS 12 Go to SI . 

11 Rock-•Byo II 8 Go toS2. 

12 Blasting Power 8 s Does 3 dlce plus CUter's penonal lddl worth of 
Damage to your Constitution. 

13 Freeze Please 8 s Does 3 dice plus Castel''& penonal adds worth of 
Damase to your Constitution minus S for yom 
toush skin. 

14 L. 4 Take that you Fieadl 24 20 Doea 4 times as many Hits of Damlp IS Cuter 
hu IQ Points. 

15 DumDum 8 4 Reduces your IQ to 3. Go to S3. 

16 Smoa II 7 Go to S4. 

11 ProtectiYe Pentqram 12 8 Go to SS. 

II L S Tab that you Fiend! 30 2S Doea S times u many Hits of Damaee IS Cuter 
ha IQ Points. 

19 Mind Pox 39 34 Goto S6. 

20 Bteaker Breaker JS 30 Dntroys any wupon other than your own talons. 



36A) If a &pell was called for that the Cast~r dld not have sufficient strength and Dexterity to cast, then 
the Wi1.ard fumbled the spell and loses bis chance. Go either lo the next Cuter or directly to the 
combat in 37. 

368) If one of the above spells killed you outright, close the book. 

36C) If all spells have been cast and you are still able to fight . go now to 37 for the physical part of the 
combat. 

3 7) You are in physical combat with the delvers. Make their weapom rolls and get a total. Then make 
your own combat roll and pt a total. If your total is larger than thdrs, they take the Hlb (shared 
out equally unona the delYen). If their total is larser than youn. you take the difference in Hits. 
You may subtract fJYe Hib from the total . If they have slain you. close the book. If they have 
wounded you, go to S7. If neither side has taken any damage. go to S8. If you have wounded some 
of them, but not llain any and tbey have any ma&icaJ charactcn, co to 36. If you have Ill.in any of 
their party. go to $9. Jr you haYe rJain an of their party, go to 60. 

38) Go to 17 to tee what ta. wandered into your ambush. •• Now that you know what you're up 
against. you have the option or attack.in& or not. If it is momten, and you wish to attack, go to 46. 
If it is delvers, and you wilb to attack, they will not have time to launch a speD at you, nen if thoy 
could - ao to 37. If you dec:ide not to attack at all. go to 11 S. 

39) Roll one die. If the numbs you rolled is odd, 10 to 21. If the number you rolled is even, you ran 
into one or more momtea. Go to 35 to 1ee what you have met . •• Go to 46. 

40) The path leads down ror a long Jona time. Finally, far below the roots of the mountains it ends on 
the shores of an mormout lab of blac.t water. If you wish to wade into the lake, a<> to 62. If you 'd 
like to take a drink from It, ao to 63. If you'd like to just walk alona the shore, go to 64. Ir you de
cide to tum around and ao straight back up, 10 to 6S. 
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41) Roll one die. If you roll a 1 - S, you found nothina but a r°'k waU on the other side of the waterfall. 
Go back to 22 and make another choice. If' you rolled a 6, ao to 66. 

42) The pmagie you are in leads down and away from the strum. After a short while you belin to notiec 
that thls is no natural pmqe, but a tun.Del carved out of the lMna stone. You follow lt for about 
three houn, putting the protected caYCnu many miles behind you. Then the pasage belim to liabten. 
and finally you ernerp into a vale beneath the open uy completely sunounded by tm~ble cliffs. 
The place is moltly bare stone, with only a few hardy mountain plants ctinslna to the thin soil. but 
fillina moct of the open 1pace are the Nins of the fabled Dwa:rvcn city o( Had'tu! lf you wish to 
explore the ruins, go to 6 7. If you'd prefer to tum around and go back. So to 68. 

· ~ 
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43) This delver died not long 110 in 1 fi&ht. His weapons are broken, and one let h11 bem ripped off and 
carried away, but you may roU ror one Jeweled item on the nndom Treasure Generator (If it is a 
weapon it is broken. but still vaJu.ble). You may pick up thf treasure. and the body lfyou whh. tr 
you take the body along, ao to 28. If you leave the body alone. ao to 11 . 

44) The lair is empty. You may plunder it at will. Roll 1010. Now roU that numberofdmaon the Ran
dom Tre&$Ure Generator to see what you found. You quickly grab up evcrythin1 you can cany, and 
head back for your own lair. Go to 28. 

45) The lair is occupied. Go to JS to tee who or what lives then: . •• Make your third level aavina roU on 
~le (30 • LK). If you make it. So to 61 . If you min it, you immediatay find yourself in • flaht 
with the °'cupantl. Co to 46. 
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46) You find younelf in fang and claw combat with your monstrous f<>< or fon. Do rqular TAT Combat 
for one Combat tum. If you are slain, dose the book. If you kill your f<><. you may plunder it and go 
to 28 with its body. If you lcill it in its lair instead of a tunnel . ao to 44. If you wound it without 
killing it . roll two dice once for it and once for you. Doubles add &nd roll over. If it has the hl&h total, 
it bru.k.s away and escapes, luving you empty-handed . Ir it left you in its lair , go to 44. If you are in 
the tunnels . go to 11 . If it wounded you. roll two dice one~ for it and once for you. If you have the 
high total . you escape by runnini.. If it has the high total . you must stay and fight. Go to the top of 
this parag~ph and read through it again. If you ran away. you will hc.ld fo r home, go to 28. 

4'7) The delvers do not panic and meet you squarely 't'ith everythin~ they have. If there are any Wizards 
or Rogu~ who know magic in the party. go to 36 . If not. go to 3 7. 

48) Total the IQ. Luck, and Charisma of the Wizard who threw the spell . Then total your own Strength 
and Constitution. If the Wizard's total is grutcr than )'ours, you will drop anythin, you are carrying, 
tum and flee. Go to 36. If not, SQ to 37. 

-

I I 

\ ' I ( ) v . 
49) Suddenly the Wi.z.a.rd chanaes before your very eyes into the form of a hideous Balroa with a whip in 

ils hands. Make your sari.an& roll on lntcW1encc (20 · [Q) . [f you miss the savina roll, you become 
frightened of the new monster before you, tum tail , and run away. Go to 34. If you made the s.avina 
roU, you ~aliu that the Bi.lros is onJy a mirage, en illus.ion. a trick, and you continue your attaclc . 
(.io to 3 7. 

SO) The dclven aJI vanish, althoush you can see a dim glow from their lia}lU in the area where they used 
to be. lf you wish to continue to attack them, go to 37 and halve all your comb4t rolls. If you decide 
not to fight the invisible. you can tum and run. Go lo 34. 
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SI) The floor beneath you just turned to mush and you splash in neck deep. Check the Wizard 's current 
Strensth. If it is 9 or pe1ter, 10 to 70. If it is less than 9, the Fighten get one free attack on you 
before you can set out of the muck and defend yourself. lf this kills you. close the book; otherwise. 
go to 37. 

S2) Tot.al the Wizard's Smn,th, IQ, and Oluisma and compare it to the total of yow Strenath and Con· 
stitution. If his total ls higher, roll one die , and you go to sleep for that many pme turns. Go to 71 . 
If your total is hiaher, the spell has no effect. Go to 3 7. 

S3) Your IQ hu been tempomily reduced to 3 . 'This leaves you able to defend younelf, but too dumb to 
object when they tum tail and slip out the back way. 1n about half an hour, you recover. but they 
lR Jonigone. You resume your wanderina. Go to J 1. 

54) Make you.r fourth level saving roD on Constitution (3S - CON). If you make it, the anoa has no effect 
on you - So to 37. If you milled it, cut your Constitution in half, and their WlDrds pt another 
chance to attack you. Go to 36. 

SS) You charp into their mldlt but bounce off an intangible barrier of alr that completely surrounds 
them. Loolcina down, you see a ftery red pentqram enclosina their puty, ad you are unable to 
cross it. If you wish to lene them inside their protection and go somewhere elle. you may lope off 
into the darlcnea by SoiJ11 to 3•. If you want to wait for their ma,ic to wear off, you can remain and 
make horrible races at them. Go to 72. 

S6) Make your Sth level smna roll OD either Luck or IQ. whichever is hiaher (40 • UC or IQ). If you 
make It, the spell has no effect . Go to 37. If you mhled it, you ha~ been blasted into utter idiocy, 
too dwnb to even defend younolf or run away - too dumb to walk and breathe at the same time. 
They kill you. Ooee the book. 
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S7) These guys arc tougher than they look. For a se<:ond you have lhe opportunity to break away and 
run. If you wish to take it. you break IOOIC and go to 34. If you would rather h&nJ in and keep fish· 
tin& ao to 36 for the next combat round. 

S8) It appean to be a standoff. but the etrort of fighting you has tired them somewhat. Subtract one 
from the Strength of eadl d~. and mum to 36. 

59) Wailing in fear they break IDd run. You can' t foDow them all. so you let them go. You loot the body 
of any treasure it may bne, and you may have its weapons if you want them. Then. canying it along 
for supper, you return to your lair. Go to 28. 

60) What a mqnitloent llauatlta! You loot all of their bodies of treasure, and may have any weapons 
you wish that they were cmyiq. Multiply the number o{ delvers in the party by J 00 and give your
self' that many extra ldftatme points. Then. with their treasutt tucked in a sack and fresh meat 
under each um. you had blCt for your lair. Go to 28. 

61) The occupant or occupmta of the lair is (an) asleep. You may have one free attack on it (them) be
fore it (they) can wake up Ind fiaht you. If one free combat tum is enough to kill all your foes, you 
do so and then So to 44. If my foes still live after your surprise attack. so to 46. 

62) You find the late Icy cold but shallow. There seem to be many f1sh 1n It, judging from the motion 
you feel around your lqa. M you wade Ilona an island looms up out of the darkness before you. As 
you clirn b up on it, you feel the praence or another being. Bero~ you is an incredibly ancient shrine 
built of sicantic blocks of basalt leanin1 crazily together. Crouched beneath the lintel is I fiRUre or 
solid dark:ne9, blackness so deep that it seems to glow. A deep and ancient voice «hoes in your 
mind. speaking one sinister word: "'Wdcome ... If you wish to attack it. go to 73. lfyou·d nthcr run 
awav. 20 to 74. tf vou answer it. ao to 15. 
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63) The water it so cold it makes your teeth hurt. A m:agjc thrill runs through your body. Roll one die 
and add that number to uch of your attributes. Now if you want to wade into the lake. l'O to 62. 
If you prefer to follow the shore, go to 64. 

64) RoJl two dice (doubles add and roll over). Th4t is the number of Oint.J\eaded Spean that just fell 
around you. Make a tint level saving roll (20 ·UC) for each Spur, &nd if you miss any of the savin, 
rolla, take the number you miascd by in hits. IC this kills you. close the book. J( not, go to 76. 

65) The tuMel leach you back up to the stream , but somewhere you must have taken a wrona turning. 
because you don't come out at the waterfall . ln fact , you're not at all certain that Ws the same 
stream, but riaht now you have only two choices - go upstream or down. If you want to so u~ 
stream, go to 22 ; if you want to go downstream. so to 23. 

66) You found a nail cave bdllnd the waterfall . A$ you enter, you sense an aura of magic about this 
place. There are IOmC ancient Human bones thrown in a comer. and the sense of mqic is greatest 
there. Roll for one magical jeweled item on the Random Treasure Generator. Then roll one die to sec 
which attribute it doubles : 1 • Strcnath. 2 • lQ, 3 • Luck. 4 • Constitution, S ... Dexterity, 6 •Ow-
isma. (If this is your teeond or third, etc. time in this magic cave. there are no more masical items 
available.) Take your ludcy find, and ao back throuJh the waterfall. Go back to 22 and make another 
choice. 

67) You are wandering throqh the ancient ruins of Hacl'ku. Your path is more or less random, dictat~ 
J.araely by tM pathways la.rae enouah to allow one of your size and bulk to move around. Roll one 
die to determine the results of your search. If you roUcd a l , go to 77; a 2, go to 78; a 3, go to 79; 
a 4, go to 80; a S, go to 8 I ; a 6, go to 82. 
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68) You're finally ready to leave Hael1cu. Hunger is a knot of agony in your stomach. and you have seen 
nothing to eat here. You enter the pmaae and begin the lon1 walk back to the protecttd caverns. 
On the wsr; , however, you discover a side tuMd th.at you missed on the way in. If you wish to take 
it, go to 21. If you my on the main path, you will eventu&lly ruch the slrc.am again. When you 
ruch it, you may either walk upstream by goin to 23, or tat~ another side tuMcl by aoina to 11 . 

69) Your only target is the Wiz.ard who just enchanted you. Do regular T~T Combat with him, but he 
doesn't get to use any spdl except Take That You F~nd 1t his highest pollible lnel. The other 
delven in the party set to make their Combat rolls and apply that diredly to your Constitution. 
If the Wiz.ard can't musur a TTYF (for Jack of Strength) he will fipt with his Daaer and penonal 
adds. If you tm him and survive then go to 3'7 to continue the combat. If you die 1n the attempt . 
close the book. 

70) The Wizard changes the muck back to stone and you are tnppcd. If the Wiurd iJ alone. he will run 
off and leave you . If there are othen in the party with him, they will kill you fiaht where you are. 
Close the book. H you are len alone and alive in stone up to your neck. go to 83. 

71) Make your third level savins roll on Luck (30 • LK). If you missed the ~ving roll . the delvcn killed 
you in your sleep - clote the book. lf you made the ~ving roll . lhey spared you for some strange 
reason, only taking any treasure or weapons you were carrying away with them, When you awaken , 
you fmd youndf alone, and must bqin to wander again. Go to 11 . 

72) The Wizard recoven 3 Strength points while you wait for lhe protective pentairam to fail. But the 
delvers know they will have to come out fiahting. The Wiz.ard re3dics himself for his next spell, as 
you prepare to leap upon them and wreak ha-voe. Go to 36. 
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73) Undaunted by tho 1Upematunl honor of the lituation you leap upon tbe lbaclow. but it proves un
substantial. It biOows and swelll uound your thrublq form. and then Jite an cril nob it besins to 
pour down your throat. It tastes and feels like a bitter Int. and it cbolcca you. Gaping now for air, 
ripping and teuin1 at yow own throat, you totter around the island, cveadna off the ltonel, and 
finally plunging into the lake where you lose consciousness. Go to 84. 

74) With the bitter tate of fear in your mouth. you tum and plunge back into tho lake. It MemS that a 
hollow laucbter echoes behind you. and you feel a chill as of magic strikifll your body. Ron one die 
and IUbtnct that number from each or your attdbutes. You reach the shore and find younell not far 
from the tunnel by which you entered this cavern. Still terrorized , you plunav into It. Go to 6S. 

7S) ·-crutinp from the upper wortd!" you reply. Roll one die and add that number to your Luck and 
Clwtsma for sheer courage. •-.vJto do I have the honor to address'? .. Quite a convenation then deve
lopes and you loam that this creature calls illelf the Lord of Shadows, that It ii really an immaterial 
force, and that it must stay ln the vicinity of the magic lake from which it draws its power. It knows 
many atnnge IOrceri• unhinted at in the lorebooks of the upper wort~ and for your courtesy in 
speaking to it and tel Una it or the upper wodd, it will reward you with ono or three wilbel. The three 
rewards it offers are: I) Immortality; 2) a vast increase in your Physical Powen; 3) or aa much Wealth 
u you demo. It you desire the rant gift, ao to BS; i( you want th~ second one. 10 to 86: ii you want 
the third. so to 87. If you are willin1 to foreao aD three, ao to 88. 

76) You hear pipina voices callin1 out in dmnay and see many eya. Then you are attecked by a the 
same number of Cobtins u Spears just fell . Go to JS, Part 2 and create u many Coblim a you need 
for this fight. • • Each Goblin is anned with another Spear (2 + 4 ). and this will be a ftabt to the 
death. Do reauJar TAT Combat. lf they kill you, close the book. If you kW all of than. go to 60. 
(Note, you are able to retrace your steps from the lake to the upper world without difJkulty.) If 
you kill half of them or more. the mt will run away. You may loot the dead. Somewhat tired and 
weakened by your battle, you grab 1 corpeo for later consumption. and return to the upper caverm. 
Goto6S. 

77) Althoqh you teareh diJiaently for three houn. you locate nothing but barren rock and empty 
buildJnaa. Time has reduced tho pomelliom of the Dwuves to dust. Go to 68. 
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78) As you explore an ancient corridor in a Dwanish pabce, you suddenly feel the stone beneath you 
giving way and find yowsdf fallina throuah the alr. Make your Sth lcv~I savina roll on Constitution 
(40- CON). If you mhled It, go to 89; if you nade it, so to 90. 

79) For four houn you search and fiDd nothina- Finally, about to pve up. you rorc:e yourself into a room 
that is too small for you and dilcoftr a heap of powdery Dwarvish bones. It ls evident that at least 
100 of the littJe fellows died heft aaa aao. Amon.a them is one fabulous Dwal'Yish weapon, made of 
Mithril and inlaid with seYtm Cam. To d1scover what it is, so to the weapons section of the Random 
Treasure Generator and aaeratie a weapon and ib seven Gems. There are spells on this weapon. but 
nothing that you would u.te or recoplu. To you it is just treasure . This find makes the whole trip 
worth while . Go to 68. 

80) With excellent l<>sic. you ipore mott of the buildings in the city and so to the 1Ule$t and flne5t of 
them. rt proYes to be the s-llce of the Dwuven Kina. but most if its swnptuous furnishings have 
perished aaes ago. Howncr, you force your way inward and come. at last, to the ancient throne 
room, where you find somedWla that makca your whole quest worth the effort. On a raised dais is a 
massiYe throne or sotid Mlduil (much too heavy for even you to lift and cany, and too hard to chip 
or otherwise dismember). Seated in it II the c0rp9e or the last Ow~~ Kins of Hul'tu. An aura of 
ancient but powerful mqic owedlanll the whole area. Only the Dwarrs bones remain - bones, his 
royal Crown, and his royal Weapon - a Great Axe with a shaft of steel and a double blade of shining 
Mithril . Horrible, violent, md eYO Yibrations emanate from the ancient weapon. If you pttftr to it" 
nore them and seize it, to to 91 . If you iptore the Axe but take the (.'rown, go to 92. If you ·d prefer 
to let the old fellow rest in peKe and not take anything, go to 93 . 

81) A quick search of the city yidds nothina. so you decide to try the cliffs. At one point you find what 
you th.ink nay be a secret door. Make your second lne1 saving roll on Luck (2S • U). If you make it, 
iO t o 94. If you miss it, go to 9S. 
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82) In your search of the city. you entered the Kina'• palace. and made yow way down to its deepest 
levels. It seems that tome ancialt DwaJVish spirit ii pidins you, so surely do you walk into the 
deepest duqeon, locate the teeret trapdoor concealed within and descend into a nult filled with 
Golden Coins and Bullion. All the wealth you hl\'C ever deli.red is in this room. AD you have to do is 
carry it away. But when you try to carry off some Gold. you discoYer that the door you entered by i! 
now clOICd and will not open. Go to 96. 

83) In order to free youndf from this trap, you must shatter the very atone llOUDd you by nw power. 
Make your 10th level saving roll on Stren,th (6S • STR). If you make it, IO to 97. If you miss it, go 
to 98. 

84) You awaken in your own lair without any idea of how you got there. Your SU'eflldl and Comdna
tion are now double what they were previously, ind your Luck is halved. You abo haft no lhadow. 
but tllil is somethins you are not likely to notice in the cbrkness of' the caverns. The Lord of Shadows 
has taken your soul - not that much of a loa to a TroU. You are now unable to fed joy or sorrow. 
Go to4. 

85) .. You hl'fe ch0ten Immortality. Become like me! .. cries the Lord of Shadows in a peat voice that 
echoea only in your mind. On the instant, your hard Trollish flesh beJins to disintepate, f1akin& off 
In put patch• and f allinJ into the lake. When it ls all gone, your skeleton remains erect for a few 
moments and then shattm. leaving in its place a gray outline or a Troll's 1kekton. You have been 
transmuted into an immortal shadow bdns. and now there are two of them in the late beneath the 
mountains. In time you find your own island to haunt, and oYcr the eons you pin sbw;p wisdom 
beyond our power to describe heR. Your quest f'or IRasuR is OYer. Oe>1ie the book. 

86) .. You shall have areat power! .. cries the Lord of Shadows in a voiceless voice. It drifts over and 
immenes you, penetrating into your very Oeah and bone. You feel as if lire and ice were couning 
simultaneously through your veins. Multiply uch of your six prime attributes by the last diait of 
the said attribute. (Example: if' you have a Luck of 13, you would multiply it by 3). 0 A put of me is 
now a part of you," explains the Shadow creature. Whatever you kill 1haU forfeit its 1pirit-asence to 
me, and when you die. you become mine also. I need you here no longer. Begone!" With those words, 
you blink and fJ.nd yourself back in your own lair. Go to 4. 
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87) "Go to the Chamber of Goldl 0 cries the Lord of ShadoW5. You feeJ a sudden stab of bone-deep pain, 
blin~ and when you open your eyes you find yourself in a vau1t haJf.fillcd with Gold Coins and Bullion 
of ancient vintage. You have no idea where you arc, but obviously you have been transported to a 
place where peat wealth needs only to be picked up. You look around for a way out and see a 
stairway leading up to a trapdoor in the ceiling. Go to 96. 

88) "If you refuse my boom, then I have no power over you. Begone. lest I kill you!" threatens the 
shadow thing. At tbae words you feel p.at hostility. If you wish to attack it. go to 73. If you decide 
to luvc, go to 74. 

89) You fell more than SO feet, landina hard and awkwardly and breaking both lcp. Reduce your Consti
tution by-%. You find yt"Glelf in a rubblHtrcwn corridor. almost too small for you to get throuah. 
At one end is a 1tairwaJ leadfna up. At the other is a closed door. If you head for the stain, go to 
I 03. If you bead for the door, ao to 104. 

90) Though the drop ii mon than SO feet you land and roU miraculously unhurt . The mighty muscles of 
your lcp abloli)ed tbe impact, leavina inch deep footprints in the stone where you hit. You find 
yourself in a rubblo«Jewn corridor, almost too small for you to get through. At one end is a stair· 
way leading up. At the otber ii a closed door. If you head for the stairs. go to 103. If you head for 
the door. go to 104. 

91) The merest touch of the Mitb.rll Axe is fatal to anyone but its original owner. It kills you. Rem~mbcr 
that there will now be the carcass of a Troll as well as anythina you were carryina abo in the throne 
room. Oose the book. 

92) The Crown is a cirdct oftnae Sold (worth 100 times the value of Gold) wei{thing 20 weight unit$ and 
set with 10 very larae Gems. (Go to the Gem aencrator in the Random Treasure Generator to see 
what they are .) Well pleaed with this booty, you depart the palace and head back for inhabited parts 
of the caverns. Go to 68. 



93) Examinina tho rest of the room. you find a toeret door behind the Kina•• throne. If you want to try 
and open it, 10 to 99. If you decide to leave the city. ao to 68. 

94) You are able to open the secret door. It diKloses a tuMel caned into the mountlin. If you wish to 
follow it, so to 100. If you doclde not to investigate. you may coatinue your lell'dl orthe city by 
going to 77. 

9 S) You fall to open the door and a section of the cliff Calls upon you. Roll ID I 00 to 111 bow many hits 
you took when you were buried by the fallins atone. If this kills you, cloec tbe boot. If you still 
live, you may drag your badly broken body back to the exit. Go to 68. 

STOJ/£.1> AGrA IN ! 

96) You arc in a room with a vut quantity of Gold and only one way out. Wbenenryouappro.ch the 
exit door with any kind of Gold on your body. it refutes to open for you. Mike your tblrd level 
saving roll on Intelligence. If you make it, go to 101. If you miss it, go to 102. 

97) The stone shatten! Wearily you dn& younelf out of the trap that wu almost your doom. Reduce 
your Strenatb temporarily by half. It will return to nonnal if and when you Clft eet beck to your 
lair and sleep. You staaer away from the lll~mened spot. Go to 11 . 

98) Take the difference you milled the savina roD by in hill on Constitution • you bnalte and maul 
yOW'lelf tryinJ to shatter solid stone. If thD kills you, close th& book. If you are still llm, go to 83. 

99) Make your fint levd savina roll on lnteJHaencc (20 - IQ). If you make It, go to 105; if you mi1a it. 
go to 106. 
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100) You walk for more than six houn and flnally emerge from the tunnel in the twilight somewhere deep 
in the Great Forest . Knowing that you are deep in the territory of your hated enemies, the Elves, 
you tum and try to reenter the tunnel, but there is a magical barrier that prevents you from going 
back in. Roll one die. Then make a Luck savin1 roll on the level you just rolled. If you missed the 
saving roll , you were causht and killed by Elves before you could leave the Great Forest. If you made 
the saving roll, you may live younelf an extra 1000 Adventure Points for the adventure, and you 
now have a character that you may ute in other solitaires or T4T or M!M! games. Good luck and 
happy hunting~ The End. 

101) You approach the door without any Gold about your person. It opens euily and you walk out . 
Sighing that so much wealth must remain inaccessible, you begin to make your way ~pwanl. faen· 
tually you find younelf JJa a nanow pmageway. Go to 78. 

102) You smash into the door and try to break it open. It doesn't aivc, but parts of you do. Roll two dice 
and take that many hits oa Constitution. If that kills you. close the book. If you still live, go to 96 

103) The stain lead to the surface. Deciding that you have had enough of Haerku, you look for the way 
you came in and bead beck tor tho protected caverns. Co to 68. 

104) The door opens and you find younelf in another corridor at right angles to the fint. Painfully you 
follow where it leads, soon finding yourself lost in a labyrinth of p~. Go to 79. 

105) Tho door opens. You find younclf ln a room that once held woodc:n chests full of Silver Coins. The 
wood has rotted away, but the Silver. badly tarnished though it is, remains. There are untold thou
sand5 of coins here. If you wish, you may carry off Y.a your total weight allowance as booty. You'd 
like to take more, but it's a Iona trip back to your lair, and you don't have much to cury them in. 
If you take the coins, you head for the ex.it as speedily as p~bk. Go to 68. If you don't taJcc the 
coin5. you have the chance to reconsider takina the King's treasures. If you decide to Uke the Axe. 
10 to 91 . If you decide to take the Crown, go to 92. If you dccitlc to take them both, co to l 07. If 
you ignore them and leave, go to 68. 
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106) You are unable to set tbe door open. You still have the chance to take Che Dwarf King's trusures. Jr 
you decide to take the Axe, ao to 91 . If you decide to take the Crown. 10 to 92. If you dtclde to 
take them both. go to 107. If you ipore these baubles and want to leave. go to 68. 

107) The Crown would have made you rich. but instead you also tto t the Nee. Co Co 91. 

108) You are tnpped in your lair and fi8)1ling for your life. On the f&nt Combat tum, there is no time for 
you to pick up a weaPon. If you kill your roe. go co J 09: if it kills you. close the book. If you wound 
your f oc or foes without Jtillina them (it), they will attempt to run away. If you d"idc to let them 
10. 10 to 111. If you decide to give chase, go to 110. If you~ ~·ounded, or if no one was injured on 
the rant Combat round. you will be able to pick up a weapon jf you have one available before the se
cond Combat round. Go to 112 and continue the Combar. 

109) You may loot the corpH or corpsn or weapoRs and l.Ruun: if they ha,·c :.ny. Nice of lunch to come 
right to your door. Go to 4. 

110) Make your rant level savina roll on Dexterity (20 • D~X). If >'ou make it. you caught the one that 
was most badly -.·oundcd. Go to 113 and continue the Combat. If you missed the saving roll, they 111 
got away. You fand younelf out in the caverns, so you may as well wander. Co to 11 . 

111) Unwillina to pursue, you decide to resume your interrupted nap. Take SO Adventure Point.~ for 
drtvifta 0 rr the intruden, So b1ek to sleep and then go to 9 . 

112) Do rcpalar TAT Combat. If you kill your foe, 10 to 109; if it kills you, close the book. If you wound 
your foe or foes without k.illlns them. they will attempt to run away. If you decide to let them 10. 
go to 111 . If you decide to Jive chase, go to 110. 
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113) You cauaht the critter. It will not be able to etcape apin. If you kill it, you may loot lt and then go 
to 28. If lt killl you, dole tbo boot. 

114) Warrion and ROii* may dlooee ODO or two weapons from the followina chart. lbe choice is ran-
dom to represent the lnclhldUIBty oftbe dwacten involved. Although it is likely tbat delYen would 
each have two weapom or more, you may elect to take only one in order to speed up chanctu pn-
eration. Roll one 204lded die IDd comalt tho table below. 

Die 
RoD W•poa SN DN Dice+ Adds 

I Great Sword 21 18 6 
2 Broadswonl IS 10 3 + 4 
3 Falchion 12 13 4 + 4 
4 Scimitu 10 II 4 
s Poleaxe 14 13 7 
6 Hal bard 16 12 6 
7 Scythe 11 7 4 + 2 
8 Double Ba.did c..t Axe 21 10 6 + 3 
9 Bee-~ 18 10 6 

10 Bl'C*laxe 17 8 4 + 3 
11 Pickaxe IS 10 3 
12 Mece 17 3 s + 2 
13 Heavy Fllil 20 IS 4 + 4 
1-t Mitre 8 3 3 
IS Pilwn 12 8 s 
16 Spear 8 8 3 + 
17 Croabow IS 10 s 
18 Slin1 3 s 2 
19 Katu 2 8 2 + 4 
20 Poniard I 1• 2 

If a delver does DOt laM IUftldent Stlensth and Dexterity to wield the weapon that this table selects 
for it, you may: I) a.ct tbe TAT Nies for the usable we.tpon o( your choice; 2) Read down the 
table until a usable ..,_Is found; 3) Randomize apin (and again if neceswy) until a usable wea
pon ls found. 

If a delver bas attdbu• aat .. double or more what is requittd to wield the choecn weapon, you 
may enchant tbat •llPOll for tbo clchcr. Roll one 6--sidcd die. On a roll of I , the weapon wiJl absorb 
defens!Yely the w --'- of hits that it deals out. On a roll of 2 • 6, you may always multiply 
the weapon's Combat rol by tbat nwnber. (Example: Fred the Hum.tn Wanior ha a Katar for hls 
weapon. His Streastb II 13 ..S Ida Dextedty is 17 which means his weapon is mqical. Rollins one 
die, we set a 6. Multiply bil weepoa rol by 6 each combat tum before addinJ in his penonaJ adds.) 
No delver may hate mon tlllll one mllical weapon. 

Delven will not w ~ oa tbeir weapons. You11 find them touah enoush without it. Delvers· 
weapons will be mlllDed to be nldy for me at aD times. 

If your delver is property armed, ., b.ck to Put 6 of Parqraph 17 and continue the proces.1 of 
creation. 
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J IS) Count the number of thingl or beings cuncntJy passing through your ambus.h. and then make a 
saving roll on Luck at the same level (i.e. one crc~turc = Jst level (20 - LK); two creatuM = 2nJ 
lc\·el (2S • LK). etc.). If you made the saving roU, they did not notice you in your hiding place. Go 
back to 20 . IC you missed rhe saving roll, one or more of them detected you. and they will attack. 
Go to I 16. 

116) If >•Ou have b«n attack(d by monstcrS, go to 46. If you 1re 1tt3c1ced by delvers with a Wizard or 1 
Rogue who knows magic in the groufl, f'O to .l6. If they h3v, no magical tal(nts. io to 37. 
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THE TOUGHEST DUNGEON IN THE WORLD 
ERRATA SHEET 

No one Is Pttfect, so they iaV. We e.rteinly aren't, and"'"'""'' ~oof . we don't meu around. Due to• failt.ire to com · 
municote ~r~n u-t anti Ktn St. Andre, The T°""'"' Ounglon in the Wortd h~s lx.'f."t1 '"inlcJ in 1ls ori!lin.ll mJnLJSaipt 
fonn instead of i" a fully scrrnblcd "1d blial1C(d fonnlt as planned. We th~t Ken had s.nt us a manutalpt re*'v for 
type~tting. end he thought our editon would delf'I up 1he little dereils and sc~ble ,he 1)111"99r~. When the err0t ¥ 1.X 

di)CO'rmetJ, it wa tuo l.thr··lhir li"I Pti11li11y w~ •lrc.ty rollin g oll lht: µ11.~s . 

The T~ OungMn in ihe Wortd is in a playablt formet . tvcn if it hn't ciuite aulc~tly arranged as Ken St . Andre 
hild hoped it woold be. Judges Guild is truly sorry for the mix up, ;aocj promi~cs th<Jt future St. J\rtdrc ~will be properly 
fo~rud. 811t. look at it this way- if this were a POJlilif sump iswe inste.ld of a game. tho error \¥Ould make it a rare collec· 
to~ item. Tht Toughttt Ourt9")n In tht World may well become a collocton itC'm onyY1av. and you wou1~·, "'ant to miss 
the (fl,alenge it pr~~. 

(Si~l 

for the Juc.Jvn GuiltJ, O«allbo.'f 9. 1980 

ERRATA 

Th~e <irl' a couple ot typogmphi~ t'rron in the tut ilS(!lf. Pie~ m;ake the following c:h3ngei befott 3lltmPtif\9 to 
play The ToutfMtt Du,.on In tht WOflcl. 

2) Add lh1s line JUst before ~ Go to sutemen1. " If vou find th4 S«fcl c:xit, however, you will be pcuniucd 10 k!.r..., 
whtthH voo hlY't amaswd enouqh trMttire or no1." 

101 Wf\rle you were dttping yoor lair was located by en enemy. It (Of they) dee~ to attaek you In ho~ of winning your 
treasure. Go to the l:oomv Generat0t at Paragraph 17 to see what is attacking vou. • • Ncw1 make your f irst level ~aviog 
roll ~lln (20 · LK). If yw mllce It, go 10 18; if you miss It, go to 19. 

21) The li~tlcss ~ twlits ~nd ""kes its wry..,., d~ into tN mount.1in. Roll one d~. If you rol l a 1, ~to 11; 
a 2, go tn 12; a 3 . go fn 13; a 4 . 90 to 14: ab, go to 16; a 6. go rn 39. 

33) Hnll nM. die. If you rolh1d ;in t.'Wln number, the IJetw.rs .arl.! coming in your c1i1CC1ion. T~ 'JlO' you tint ;arul r1ccidc to 
attack. Go to 17 to sec whot the Del~"•~. But. if you rot~ 1n odd numbtr, the ll~t ltdts away and the Otlvtrs 
Y3nkh in the dinance, completely un.hV.a~ of your ~. Go 10 11 . • • If tht'rl' arc: tt11y W1lltldl or R.ogue\ in the: 
O.lver party \"'O know Me9ic, go Str8f~t to 36. If not. their Fl~t.n tall uPOn y~.., to 37. 

63) Th~ water Is so cold It makts your teeth hun. A magic thrill runs thro~ your boctv. Roll one d ie and add tNt numbci' 
to eldt o f your atulbute-1. 8ut, if this '' not the fir1t time you ere dtlflking from the lake, the m &tJic: ;, r~ned. Roll 
one die Mid wbtr..c:t rh.tt number trom uch of your .attributes. Now If you wall tow~ into th• lake, 9C> to 62. II 
vou pr~fer to follow the ~Ofe. go to 84. 

End of Errata 

NOTE FROM KEN ST. ANDRE 

Mike S t1Jt:ti,»01e p l;iyhi,.lt!d thi\ ildYl'lllUI ., "'"I ,,., , ,, wn too tuu!#1. a 11d I h~: lo iJdmit ill .lll rnv ,,,.,.,. ,Mf1ng. I u~r 
90t a ch.tractcr out .ii"e. If thii is more th•n the S«Ond character vou N11e ~tin. vou ~re allortltd to arm and umor your 
Tron or other mOMtcr with aprwor1riatci "'<'arion~ If this is more mOJn the ninth ch<1r~tcr you h.ive seflt in, not only can vou 
.,,m the mons111r<:Nir.:te1. but .. iso vou ""'V 1t11chant its weapoo1 to do tu~ their nor~ d•<» 1n datnll~. I hMe 1>ra11s1ons 
1h~ld 9tve VO\! o betccr chanoo to survi\'c in later~. 
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