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2a Roll a six-sided die. If you get a 1 or a 2, you have found a Wandering Monster.
Go to the Wandering Monster Table, and see what you have found. If you survive,
you may return to origin, and continue on your way.

2b You have entered an artificial cave with smooth, polished walls. It is the lair of an
evil-tempered Giant Bugbear. You may fight -- go to 4a -- or you may try to flee
the way you came -- go to 27b.

2¢c The spell works normally, return to origin.

2d Find the spell you selected below, and turn to the indicated section. Bless -- go
to 24e; Commmand -- go to 19a; Sanctuary -- go to 19a; Burning Hands -- go to
24e; Charm -- go to 19a: Magic Missile -- go to 24e; Sleep -- go to 19a; Shield --
go to 1d; Shocking Grasp -- go to 24e: Animal Friendship -- go to 1d: Faerie Fire
-- go to 24e; Invisibility to Animals -- go to 1d: Shillelagh -- go to 24e; Change
Self -- go to 1d; Color Spray -- go to 19%; Darkness -- go to 24e; Wall of Fog --
go to 24e.

2e -1 The Troglodyte # is AC=5, 2HD, 7THP, and hits AC:2 on a 14 or higher. The
dart does 1-6 damage, and is +3 to hit. If you survive, you have the next
blow. The Troglodyte is also armed with a Battleaxe that does 1-8 damage.

-2 If you wish to use magic, select your spell, and go to 26a.

-3 Roll for initiative each round until one side kills the other. If you slay him,
you get 86 experience points, and find 53 Gold Pieces, and a Cure Light
Wounds Potion (1d4+1) on the body. You may exit north (14c), south (17¢),
or east (20a).




3a

You locate nothing. Return to origin.

3b The spell works normally, return to origin.

3e

Find the spell you selected below, and turn to the indicated section. Bless -- go
to 5a: Command -- go to 12a; Sanctuary -- go to 12a: Burning Hands -- go to
Sa: Charm go to 12a: Magic Missile -- go to 5a; Sleep -- go to 12a; Shield -- go
to 8e: Shocking Grasp -- go to 5a: Animal Friendship -~ go to 8e; Faerie Fire --
go to 5a; Invisibility to Animals -- go to 8e; Shillelagh -- go to 5a; Change Self
-- go to 8e; Color Spray -- go to 12a; Darkness -- go to 5a: Wall of Fog -- go
to 5a.

You come to a place where the walls are covered with a foul-smelling green fungus.
There is a Gold Piece lying on the floor -- it is yours. There is nothing else here.
You may exit to the north (16d), west (11b), south (15d), or you may search for
secret doors (1b).

You make it out without mishap. Inside the box, you find a +1 Ring of Protection,
and a purse with 100 Platinum Pieces. If there is a Thief in your party, he re-
ceives a bonus of 250 experience points. You may leave -- return to 20a, or you
may try for another box -- go to 12c.
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11a Your spell has no effect. Return to origin.

11b You enter an extremely large and spacious cavern. but, as you do, you are attacked
by a Stirge #. It surprises you, so there is no chance to use Magic. The Stirge
strikes first. It is AC:=8, 1+1 HD, 3 HP, does 1-3 damage when it hits and each
turn thereafter by Sucking Blood, and hits AC:2 on a 13 or higher.

-1 After you strike, roll for initiative. If you kill it, you get 42 experience points.
-2 If you survive, you may exit east (3d).

1le You find a magic torch, which acts just like a normal torch, except it never burns
out. The magic word that makes it turn on/turn off is "Svyet." You also find a

small potion bottle containing a Healing Potion (1D4+1). Return to origin, and exit.

11d The Dagger has a finely carved wooden handle, and a blade of obsidian (perfect
for Rust Monsters). It is worth 50 Gold Pieces. Return to origin, and exit.

1le The Larva are creatures of Hell, the spell does not work against them. You have
lost the initiative, and the Larva strike first. Return to origin.
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12a The Hobgoblin gets a saving throw. Roll a twenty-sided die. If a roll of 17 or
higher results, he saves, and the spell has no effect. Any roll less, and the
spell has normal effect. If the spell failed, you lose the initiative, and the Hobgoblin
strikes first. Return to origin.

12b After you enter, the floor gives away to reveal a 10 foot deep, staked pit. Roll a
six-sided die -- unless you are a Dwarf, in which case you may roll a four-sided
die. On any roll but a 1-2, you fall in, and take 1-6 hit points of damage. At the
bottom of the pit is a skeleton holding a valuable-looking Dagger in his hand. You
may take the Dagger, go to 11d, or you may exit north to 15d, east to 25e, south
to la, or west to 20a.

12¢c A poor move, the Dragon burps in his sleep, and kills you with his breath. You are
burned to ashes. If you had a Raise Dead Ring, it is destroyed.

12d You are teleported to 11b; treat the room as if you had never been here before.

12¢ You did not find any. Return to origin.
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20a You are in a dark, shadow-filled room There is a rotten odor in the air. You may
exit to the west (6d), south (23d), east (12b), or search for secret doors (1%).

20b You find nothing. Return to origin.

20¢

20d

20e

-1

-3

You have the initiative, you may attack with weapons, and/or you can use
magic. Select your spell, and go to 23b. The Gnoll # is AC:=5, 2HD, 12 HP,
hits AC:2 on a 14 or higher, and does 1-10 damage with his two-handed
Sword.

If the Gnoll is still alive, he will attack. If you are still alive, roll for ini-
tiative. If you slay the Gnoll, you get 52 experience points, and find 12 Gold
Pieces, a small aquamarine (15 GP), and a Healing Potion (1D8) on his body.

Now that the Gnoll is dead, you may exit north (3d), south (12b), or west
(27a).

Find the spell you selected below, and turn to the indicated section. Bless -- go
to 2¢; Command -- go to 18b; Sanctuary -- go to 18b: Burning Hands -- go to 2c:
Charm -- go to 18b; Magic Missile -- go to 2c: Sleep -- go to 17e; Shield -- go to

6c:

Shocking Grasp -- go to 2c; Animal Friendship -- go to 17e: Faerie Fire -- go

to 2c¢; Invisibility to Animals -- go to 2c¢; Shillelagh -- go to 2¢; Change Self --
go to 6c: Color Spray -- go to 6c; Darkness -- go to 2c; Wall of Fog -- go to 2c.

-1

-2

-3

You have the initiative, you may attack with weapons, and/or you can use
magic. Select you spell, and go to 15¢c. The Skeletons # are AC:=7, 1 HD,
4 HP each, hit AC:2 on a 17 or higher, and do 1-6 damage with their short
Swords. Remember that edged weapons do only half-damage to Skeletons.

If the Skeletons are still animated, they will attack. Afterwards, roll for ini-

S

If ybu slay them, you receive 36 experience points, and may now exit (9¢),
or you may open the Coffin (26c).




2]la At the bottom of the pit, you can see an open gate. The glare of flames shines
through the gate, and you can hear the cries of the damned. Also inside the pit
are 4 Larva #. These sickly-yellew, worm-like creatures swarm out to attack you.
They are very quick, and gain the initiative.

-1 The Larva are AC:=7, 1 HD, 3 HP each, hit AD:2 on a 17 or higher, and do
2-5 damage with their bites.

-2 If you are still alive, you may attack. If they are still alive, roll for initiative.
If you think magic might work against them, select your spell and go to 6b. If
you slay them, you get 80 experience points, and may hurry back the way you
came -- go to 18c and follow instructions.

21b You have entered a room that has a statue of a snake in its center, on a pedestal.
Disturbingly, it seems to have the head of a woman. You may try to immediately
leave the way you came, and go to 4e, you may try to cross the room and exit
one of the other doors, go to 10c, or you may approach and examine the statue..
go to 16b.

21c Too bad -- you are dead.

21d Nothing happens, return to origin.

21e Your spell has no effect. Return to origin.

22a You clumsy ox! As you left you tripped over your sword. The noise awakens the
Dragon, who kills you. If there is more than one in your party, roll a six-sided
die, and the Dragon kills only the one(s) with the highest roll. The rest of you
escape -- go to 20a. Sadly, the one who died carried the box, so it was lost.
You may not return here again.

22b Your opponent gets a saving throw. Roll a twenty-sided die. If a roll of 17 or
better results., he saves, and the spell has no effect. Any roll less, and the spell
has normal effect. If the spell failed, you lose the initiative. and he strikes
first. Return to origin.

22¢c Your spell has no effect. Return to origin.

22d The door collapses behind you again, and you can see daylight ahead, but first
go to 14b.

22¢ You are in an octagonal-shaped room. It is empty, but you can hear faint scrat-
ching sounds. You may exit to the north (10a), west (4b), south (9), or

search for secret doors (23a).
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