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PREFACE 

In .tcda.y'.6 cU66.lcu.lt wolltd , pe.opte bt1J to ucape 6Mm .1teal.,Uy. Peopte 
Me dlw.g.6 , alcohot, o.Jt even tetev.U..<.on. Gamu Me a.notheJt 601tm 06 Uettpe. 
The game KASAL altoW6 anyone who tu:uia ucape 6.1tom Jt.eal.<.ty a. chance to d.<A­
coveJt a. wolltd wheJte U6e' .6 a .utte.e mo.1te excU..lng a.nd a lot mo.1te 6wt. 

Fo1t ente/tta.lnment .tcday, mo.6t peopte .6U a.nd watch .6omeone el4e on tete­
v.<.4-<.on have the..<.Jt adventultu a.nd excaement. Role play.lng .U. a. Wtl.1J 06 bung 
the pe.Mon Uv.lng the a.dventulte; do.lng U the Wtl.1J you t«tnt to Jta:t.heJt than 
wa.tch.lng what the pe.Mon on tetev.<.4.lon dou . When the tetev.<.4.lon chMa.cteJt 
maku a. 6a.tal olt d.<AM.t.ltoU6 move, you know U' .6 a. .6.t.up.ld ml6ta.ke. You know 
you would have done U cU66eJtent.ey. Role play.lng alloW6 you .tc do jU6t .that. 
Woutdn' t you Jta.theJt Uve youJt own a.dven.t.Ultu a.nd make youJt own ml6ta.ke..6 ! 

The .ldea. beh.lnd 6a.n.t.My .1tote play.lng .U. 60.1t a. playeJt .tc Me.ate, wlth cUce, 
pa.pe.Jt a.nd calcuta.toM, a. wolltd whe.Jte you .t.Jtuty Me a d.l66e.1te1it pe.Mon a.nd can 
have a.dven.t.Ulte..6 tha.t you woutd neve.Jt have .<.n th.l6 wo.lttd. Adven.t.Ulte..6 you woutd 
neve.Jt dMe have .<.n th.l6 wolltd. The goal 06 the playeJt .l4 to th.ink Uke h.l6 
new c.haiUicte.Jt woutd th.ink a.nd do what tha.t cha.Mcte.Jt would do . 

The job 06 the .1te6eJtee .l4 .tc make the wolltd M be.Uevab.ee M po.6.6.lbte .tc 
the playe.M . Fo.1t exampte, .l6 the playe.Jt t«tnt.6 to be a h.lghwa.yman, then the 
.1te6e.1tee mU6t 066e1t v.<.c..t<m.6 M we.U M .1tetlt.lbuUon. In all th.<.ng.6 theJte mU6t 
be a. check and a. balance. The .1te6e.1tee can not g.lve too much and the .1te6eJtee 
can not take .tco much. F.lnally, the .1te6e.1tee· mU6t alWtJ.Jj.6 be neutltal .<.n all 
th.lng.6 . ' 

The playe.M mMt .6eek to do th.lng.6 they haven't done be60.1te o.1t coutdn 't 
do be60.1te a.nd the .1te6e1tee .6hould ope/ta.te the wo.lttd to .1te6tect .1teal.u.m a.nd the 
playe.M' du.l.ltu a.nd not .6a.C.lt.l6.(,ce UtheJt . 

FROM THE AUTHOR 

I've pta.ged a. tot 06 Mte play.lng gamu and I ha.ve 6ound tha.t the b.lg­
gu.t pMbtem .l4 .in the time U ta.ke..6 to .1te6e1tee the game. 1 de..6.lgned the 
game KASAL wlth .1te6e.1teung .<.n m.lnd, .60 the game may be a. .utte.e bU ha.Jtde.Jt 
.tc tea.Jtn becaU6e U ' .6 not la.ld out 60.lt te.Mn.lng, U' .6 la..ld out .tc play. 
The.1te60.1te, when you have gotten 6am.lUM wlth the game you w<.U 6.lnd tha.t 
U w<.U play much 6Mte.Jt and much bette.Jt .than a.ny othe.Jt game you've played. 

In KASAL, playe.M Me mutt.i-cla.6Hd; tha.t .U. eveJtybody .l4 6.l.lt.6t le.vet 
6.lghteJt, 6.l.lt.6t le.vet th.le6 , a.nd 6.l.lt.6t le.vet ma11.k.6man automatically. TheJte-
60.1te, when they Me g.lven the..<.Jt allotment 06 .6k.lll po.lnt.6 at the beg.lnn.lng, 
they can d.<A.t.Jt.lbute the..6e .6k.lll po.lnt.6 a.ny way they want .lnto any 06 the..6e 
Me.M . Expe.Jt.lence po.lnt.6 Me only awa11.ded .ln the Me.a. ht wh.lch they WeJte 
ea.1tned; .60 tha.t .i.6 a. cha.McteJt .6pend.6 all 06 h.l6 time .6hooUng pecpte wlth 
a. CM.6.6bow, no matte.It what he ct.a,i.m.6 he .l4 o.1t what he t«tnt.6 .tc be., the only 
th.lng he w<.U tJtu.e.y .lmpMve .l4 .6hooUng people wlth a. CJtoMbow. 

The .1te6eJtee ' .6 job .l4 to keep the :6p.iJtU 06 the. 4y.6tem a.Uve. a.nd the 
playeJt' .6 job .l4 to .1tecogn.lze. the Jt.e.Mon be.h.lnd th.l6 and not 6.lght the .1te.6e.1tee 
when he. .t.Jt.le..6 to keep th.l6 .6p.l.ltU a.Uve. 1t theJte60.1te 6oUot•J.6 tha.t a. playe.Jt 
would want to a.ch.leve e.xpeJtt.l.6e in all Me.M. He would want .tc do th.leving 
th.lng.6 a.nd he would want to do 6.(,ght.lng th.lng.6 a.nd he would want to do ml6.6Ue 
combat a.nd he would want .tc CMt .6pe.tl.6 in CltU.lcal .6Uua.t.lon.6 .60 he would 
a.ch.le.ve e.x.pe.Jt.le.nce .<.n all Me.M a.nd not be weak in a.ny one Me.a.. 

The .6eCltet 06 a. good Mle playing game .l4 60.1t the .1te6eJtee to bJtea.the 
U6e .into the wo.lttd and 60.lt the playe.M .tc be a.bte to Uve and expe.Jt.lence 
a.dven.t.Ulte and exCU.ement th.ltough the..<.Jt cha.Mcte.M . Th.u. can only be a.ch.leved 
.£6 the .1te6e.1tee .6.t.Jt.lve.6 to th.ink 06 eveJttjth.lng tha.t coutd happen a.nd allow 
60.lt eveJttjth.lng tha.t m.lght happen and .6omehow make U all woJt.k. 
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Q NE peMon i6 11.upon&ibl e. 60Jt .the. wo!tld. Th.iA peMon i6 .the. 
1te.6e.1te.e.. The. 1te.6e.1tee. lllU6.t C.11.e.a..te. and ope.Jta.te. .the. Me.a .i.mme.cUA.ily 
6UNWunc:Ung .the. playeM. Each gll.Oup 06 playeM may have. a c:U66e.1t­
e.nt 'Point 06 Ba.&tnce.' between 11.e.al.iAm and playabildy. Th.iA 
point i6 whe.11.e. .the. playe.M -0.tM.t .to compla.<.n about bookkeeping. 
A6 playe.M .<.mpMve. in .the.ilt ab.<.UUu <U playe.M, .the.ilt 'Point 06 
Balance.' may change.. The 1te.6e.1te.e. muo.t be 1.>e.n&iilve .to .th-iA change. 

THE 1te.6e.1te.e. muo.t IAXl..tch c.ono.tantly .that a pf.aye.It who pR.ay-0 hit, 
Olt he.It cha1tac.te.1t ve.Jty we.U .iAn'.t continually be.oe..t by bad 11.olio. 
Conve.Me.R.y, .the. 1te.6e.1te.e ohouR.d not allow poolt pR.aye.M .to enjoy .too 
much good luck. The. game. -0houR.d be ex.UUng and 6un. Th.iA c.an be. 
achuve.p by .the. p11.ope.1t mix.tUlte. 06 dange.M and 1tewM.d6. The dan­
ge.M and .the. 1tewa1td6 muo.t be 06 equaR. vaR.ue.. The 1te.wa1C.d won' .t be. 
11.eaUy app11.e.Ua.te.d, 011. .the. dangl!..lt w.ill. be conoide.1ted .to be an act 
06 -0pUe. by .the 11.e.6e.1tee.. 

THE 11.uR.u can not apply .to e.ve.Jty po-0-0ibR.e .&Uua.t.lon, "° .the 
1te.6e11.e.e' .& -0houide.M muo.t beM .the weight 06 altltiving. at a M.tu.tion 
.that w.ill. .&a.t.iA 6Y .the. <>p.(Jr...U; 06 .the. game without penaUz.i.ng .the. 
playe.M unduR.y. In oholt.t game& .the. 1te6e.1te.e can uoe .the. 11.andom 
gene.lta.tion .tab.tu 601t p<U-Oage®y-0, cave.Jtn&, Clte.a.tulte&, and .tltea­
.&Ulte&. 1 n a .tong game. (whe.1te. .the playe.M plan .to .take. .the.ilt chalt­
ac.te.M .thll.Ough many R.ong and dange1touo adventUJtul .the 1te6e.1tee 
.&houR.d dJuwJ up ma.po 06 .te.Main, .toWn& , 1toad6, and .the. f.Dc.a:tfono 
o 6 .thing-0 o 6 inte.1tu.t .to .the. pR.aye.M . 

/}NE 6011.mat 06 play i6 .to .ee..t onR.y .the. 1te6e.1te.e. MU Olt -0e.e. .the. 
~~. Th.iA p11.e.ven.to .the playeM 61tom gaining mo1te in601tma.tion 
.than .they .&houR.d by IAXl.tc.IUng .the 11.olio . Ano.the.It 6011.mat i6 .to let 
.the. playe.M MU .the.ilt own c:Uce, allow.i.ng .them .to be..t.te.Jt ide.nti6y 
.the.moe.R.vu with .the.ilt chaltac.teM. 

(JN ge.ne.lta.ting cha11.ac.tl!..lti6tic.o, .the. 1te.6e.1tee. may allow .the. playeM 
.to 11.oU .the c:Uce .the.moe.R.vu. Each cha11.ac.te.1t hM eight chMac.te.1t­
i6tic.&, pR.uo gold .to 11.oU 6011.. Each 11.oU con&.iA.to 06 .&ix .We.n.ty­
-0.<.de.d c:Uce. added .toge.the.It, giving a .to.taR. 61tom -0ix .to one. hundlted 
and .twenty. The. e.x.tlte.me.o 06 .&ix 011. one. hundlted and .twenty ocCUJt 
once. each in -0ix.ty-60U1t m.Uli.on 11.olio. The. playe.Jt ' <> chaltac.tl!..!t-iA­
tic.& .&houR.d be ave11.age., be.c.auoe. .the. .tltue .tut 06 a pR.aye11. i6 .to do 
weU w<..th a.n ave11.age c.ha11.ac.te.1t, no.t a .&upeltio11. one.. 

~HERE Me. eight chMac.tl!..!t-iAtic.& pluo Gold .to 11.oU 6011. each chM­
aJ"~. They Me S.tlte.ng.th , Ve.x.te.lti.ty, Steal.th, MMkomanohip , EndUlt­
ance., W.iAdom, P.&ychic AbiU.ty, and Chalti6ma. The. 11.olio 6011. S.tlte.ng.th, 
Ve.x.te.lti.ty, and Stea.Uh Me. .to be 6ac.to11.e.d. The. 6ac.to11. i6 .the .&qUMe. 
11.0o.t 06 .the. numbe.11.. The. pR.aye.M -0houR.d keep an updated 6ac.tOJt fu.t. 

,:JN oltde.1t .to pit.event in6e!tiOJt chM<tc.te.M, .the. 6oUow.i.ng .&y.&.te.m can 
be. uo ed. 16 .the.11.e. Me. mOlte. .than 60U1t 11.olio be.R.ow 1.>ix.ty-one, .then 
pick a chMac.tl!..!t-iAtic at 11.andom, 11.olling a .ten .&ided c:Ue. .to decide. 
which, with nine. and .ten bung Go.td. You .then add a one. .to .te.n 11.oU 
.to U. Continue. .th-iA pltoce.dUlte. untif. onR.y 60U1t 11.olio Me. R.u<> .than 
<>ix.ty-one . AU cha1tac.teM (exce.p.t Shao.tin) <>.tM.t out at age. MMe.en. 
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,.STRENGTH .i.A .the. 6.i.Mt MU. Stlte.ng.th .i.A w.e.d .ln .the. 6l.guM.11g 06 
EnCLU11bi!ance., Damage., HeaUng, H.ltt., and a va!Li.e..ty 06 o.thelt .ltem6. 

EnCLU11bl!ance. .i.A 6.lguJte.d a.to 6ollcw6; Each .time. a cltaM.c.t:elt e.x.ce.e.d.6 
kl6 06 he/I. Stlte.ngth 6acto1t ht k.Uc.s caM.le.d, kl6 OIL he1t .spe.e.d wlU 
dli.op by Mve. peJtce.nt. 

Combat damage. .i.A 6,iguJte.d a.s 6oUow.s; Stlte.ng.th 6actOlt .timu weapon 
ba.se. damage. e.qua.U .the. ba.se. damage. the. chaM.ctelt can g.lve. wlth the. 
weapon. The. chaM.cteJt mu6t be. .st/tong e.nou.gh to w.e. .the. weapon. The. 
Stlte.ng.th 6actolt .l6 <U.v.lde.d by .two, to e.qu.at .the. maxA.mu.m we..lght .ln 
kilo.s a cltaM.cteJt m4.1J w. e. .ln .two ho.nd.6 . The. 6act01t <U.v.lde.d by .thlr.e.e. 
.l6 .the. one. ho.nde.d maxA.mu.m. 

~EXTERJTY .l6 .the. .se.Cbnd 11.0U. Ve.xtelt.lty .i.A w.e.d to dodge. mll..silu 
and 601t attac/Ung a.nd de.6e.nd.lng .ln combat. It .i.A adve.ll6ely a66e.cte.d 
by MmOlt al; 6oUow.s; Le.a.the/I. OIL stu.dde.d Le.athe11. .(.I; a m.lnw. I 0% 06 .the. 
Ve.xtell.lty 6acto1r.. Ught Cha.ln .i.A a mlnw. 20%. Heavy Cha.ln .i.A a m.lnw. 
30%. Seate. Alt.molt .i.A a m.lnw. 40% , and Plate. .i.A a m.lnw. 50% to .the. Ve.x­
tell.lty 6acto1r.. 

reTEALTH .i.A .the. .th.lltd MU. Ste.at.th .i.A w.e.d to 6uJtpi!.i.Ae. o.the.lr.6 , 
avo.ld be..lng .suJtpi!.i.Ae.d, avo.ld .tltap.s, and .ln .th.le.v.lng .sfU.t.l.6. Mmolt 
a.Uo ha.s powe11.6u.l e.66e.ct6 on .the. Ste.at.th 6acto1t. Le.a.the/I. .i.A a m.lnw. 
1 0 % • S.tu.dde.d Lea.th eJt .i.A a m.lnw. 2 0%. Ll.g ht Cha.ln ha6 a m.lnw. 30 % , 
while. Heavy Cha.ln .i.A a m.lnw. 45%. Seate. Altmo1r. .i.A a m.lnw. 60% and .the. 
Pl.ate. .i.A a dangeJr.OUl> m.lnw. 7 5%. 

A Th.le.v.lng KU dou.bl.u .the. chance. o 6 qu..le..tl.y ope.n.lng OIL l..l6.te.n.lng 
to doolr.6 . 1.t allow.s a.t.teJnpte.d l.ock-p.lck.lng and m.lnolt d.l.sgu..l.su . A · 
Slack Ve.l.ve..t cl.oak wlU dou.bl.e. .the. chance. 06 h.l<U.ng .<.n a da!tk a1r.ea 
61tom a be..lng wUh no!tmal. v.i.A.lon. 

AAARKSMANSHIP .i.A .the. 6ouJt.th MU. ~lalUu.matU>h.lp .i.A .the. cltaM.c.te1t' 6 Va~~cy wUh any mll..sile. l!bmbat, adjw..te.d by .the. 1t11.119e., 1;.lze. 06 .talt­
ge..t, and .type. 06 weapon .lnvol.ve.d. 

~URANCE .i.A .the. 6.l6.th ltOU. EndUltance. pl.w. Stlte.ng.th, .the.n d.lv.lde.d 
by .two .l6 .the. h.lU a chaM.c.teJt may .take. .ln damage. be.601te. de.a.th. 

EnduJtance. po.ln:t.6 can be. 1r.e.cove11.e.d by 1r.u.t.<.ng. EnduJtance. po.ln:t.6 
.spent d.lv.lde.d by 6.l6.te.e.n e.qua.U .the. po.ln:t.6 1r.e.cove1te.d pelt m.lnu..te. 601t 
.the. next Mve. mlnu..te..s, .then 1te.6l.gU1te. w..lng .the. ~ EnduJtance. po.ln:t.6 
.spent nu.mbe1t. One. po.lnt .i.A 1te.cove1ted each mlnu..te., e.ve.n .l6 clta!tacte11. 
.i.A not 1te..s.t.lng, until .the. maxA.mu.m .i.A 1r.e.aclte.d. 

W rsvoM .i.A .the. .s.lx.th 11.0U. W.i.Adom .i.A m01te. .lmpolttant .than you. would 
6.i.M.t .th.lnk. I 6 a cltaM.c.teJt ha6 a low W.l.sdom, he. wlU be. .lnde.c.i.6.lve. 
and Wa6.te. pll.Ol.onge.d amou.nt6 06 .time. .ln combat 1;.ltu.at.(.o111; .l6 he. .i.A 6Ult­
pi!.i.A e.d. VUll..lng the..s e. pe.!t.<.od.6 .the. cltaM.c.telt mw..t 1teJna.ln .lna.c.t.<.ve. while. 
he. olt .she. .i.A 'de.c.ld.lng what .to do' . 

1.t .i.A a.s.su.me.d .that at .the. 6.talt.t 06 .the. game. .that no chaM.cte.M 
have. .se.e.n any mol16.te.M be.601te. , bu..t have. l..l6.te.ne.d to l.e.ge.nd.6 and ..su.ch. 
W.l.sdom .i.A w.e.d to de..teltm.lne. .l6 a mon1;.te1t ha6 be.en 1r.e.cogn.lze.d by .the. 
gll.Ou.p , and by wh.lch cltaM.c.te.M .ln .the. gll.Ou.p . A 1tandom nu.mbe1t 61tom 
one. to .two hu.ndli.e.d .i.A ge.neltate.d la one. to twenty 1r.e.p1r.e..se.nt6 .te.n1; and 
a one. to .ten lte.plte.6 e.nt6 one..s J , and .l6 .the. clta!tacte.M W.i.Adom .i.A e.qu.at 
to OIL g1r.e.ate11. .than .the. nu.mbe11. , he. olt .she. ha6 11.e.cogn.lze.d the. mon1;te1t. 
Only MU once. 601t .the. e.nt.llte. gll.Ou.p, and any pl.aye.M .that don' .t 1r.e.cog­
n.lze. .the. mon6.telt mw..t make. .the..llt planned ac.t.lo111; known to .the. 1te.6e11.e.e. 
be.601te. he. g.lve..s .the. playe.lr.6 who <U.d 11.e.cogn.lze. .the. Clte.a.tu.11.e. .ln6o.iuna.t.lon 
abou..t .lt. He. may change. kl6 ac.t.<.on1; only .l6 ano.thelt pl.aye/I. .take..s .time. 
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61tom hM cluvutcte.Jt '" mo vu .to tell the otheM what the CJtea.tulte' " 
a.blU:tlu a.nd oJt wea.knu1>u a.JLe. 

H.(.gh W.U.dom ca.n a.Uow .ln1>p.Uutt.i.on .to occwi. .ln c.Jt.l.t.lc.a..l 1>-Uu.a.­
.t.lon1> . The pi.a.yelt mu.1>t .ln60Jtm the 1te6e.1tee .that a..n at.tempt at .lnl>p.llt­
a..t.lon .U. be.lng ma.de by hM cluvutcte1t. The 1te6e.1tee then check/> .l6 the 
.ln1>p.lJta..t.lon .ll> 1>uccu1>6ul.. r 6 u .u., he .ln6o!Un6 the pi.a.ye.JI. what the 
but couMe 06 a.c.t.lon 601t hM c.ha.Jta.cteJt .ll> . r 6 6ailed, the Jte6e1tee 
then dete.Jtm.lnu one couMe 06 a.c.t.lon at Jta..ndom (could be go.o.d, ba.d OJt 
.ln be-Ween) a.nd g.lvu U to thP, pta.ye.Jt (thM .ll> known a.I> a ba.d .ln1>p.llt­
a..t.lonl . 

~YCHIC · .ABILITY .<A the 1>even.th 1toU. P1>ych.lc Ab-UUy .ll> 06 pM­
a.moun.t .<.mYa~ce .to a. pJto&pec.t.lve ma.g.lk Ul>e.Jt. Ma.g.lk a.b-U,Uy w<U 
ma.n.l6ut .l.t&el6 Mtely .ln tho&e w.U:h a. P&ych.lc Ab-UUy 06 mOJte tha.n 
6.l6ty. A .total 06 6.l6ty-one to 1>.lx,ty a.UoW& a. cha.Jta.cte.Jt to exa.m.lne 
a. &c.JtoU a.nd detellm.lne the &pelt& W/t.Uten on U . S.lx,ty-one to &ev­
en.ty-6.lve a.UoW& the &pelt& W/t.Uten on a 1>e1toU to be Ul>ed at the 
expen1>e 06 eJta.&.lng the &pelt 6Mm the 1>e1toU. Rea.d.lng the &pelt a.­
loud w<U .ta.ke 1>.lx.ty 1>econd&, a.nd the «Jl!..l.t.lng w<U eJta.&e a.1> U .ll> 
Jtea.d. AfOJte than 1>even.ty-6.(.ve a.UoW& 1>pend.lng 06 peMona.l un.l.t& .that 
do not du.tMy the W/t.Uten &pelt, and .ta.ku much tu& .t.lme to a.ccom­
pt.ll>h. Spend.lng peMona.t un.l.t& .ll> bMken down .ln.to &.lx &tep& . F.<.Mt, 
the ca.&teJt ITIUl>t go .ln.to a. tJta..nce Uke &ta..te. Second, he oJt 1>he at­
toca.tu the numbe1t 06 un.l.t& to be u.1>ed . Th.lltd, the phlta.l>u a.nd gu­
twi.u 06 the &pelt ITIUl>t be deUve1ted (.th.ll> .ta.ku 6.lve &econd& J. · 
FoUll.th, the ta.Jtget (1>) OJt d.lltec.t.lon 06 the 1>peU .ll> g-<.ven. F.l6th, 
the 1>peU a.c.t.lvatu , woJtkl>, OJt .ta.ku e66ee.t. La.1:.t, the ca.&teJt mU6t 
1>pend one 1>econd Jtecovelt.lng 60Jt ea.ch un.l.t .that ~ Ul>ed .ln the &pelt. 
1 6 the ea.1>te.1t .ll> .lnteJtJtUpted .ln a.ny 6a.1> h.lo n be601te the "pelt ta.ku 
e66ect, the &pelt w<u. not .ta.ke pta.ce, but the un.l.t& Me to&t. 

Ma.g.lk w<u. not woJtk .l6 the ca.&teJt .U. touch.lng any metal that · .ll> 
not enchanted. 

Ml&1>.lte T~et Spelt&; Un.la pelt level plU-6 level equal& me.teM . 
Ma.g.lk U&eM u.1>e p1>ych.lcnu1> MU d.lv.lded by .two .ln&tea.d 06 mMk&ma.n­
&h.lp 60Jt a..lm.lng 1>pett& . 

Ma.g.lk Ul>eM 1tecove1t &pent un.l.t& at the Jta..te 06 one unU 60Jt ea.ch 
level, 60Jt ea.ch da.y they vxr..lt. 

( HARISMA .ll> the e.lghth MU. Cha.Jt.l&ma. ma.y a.66ect the a..t.tltude 06 
a.ny .lntetUgent th.lng& encounte.Jted. It w<U detellm.lne the numbeJt 06 
h.lJteUn.g-0 .that a. c.ha.Jta.cteJt may h.llte w.U:hout penatt.lu , a.nd a.ny bonu6u 

~
pena.tt.lu a.utoma.t.lca.Uy g.lven to the.lit toya..Ulu. 

OLV .ll> the n.ln.th a.nd la.l>t MU. Gold p.lecu Me U6ed by the pta.y­
," c.ha.Jta.cteM to pwi.cha.l>e .<.tern& that the cha.Jta.cteM ma.y need. One 

gold p.lece .ll> welt.th ten 1>.ltve.1t p.lecu . One 1>.ltve1t p.lece .ll> welt.th ten 
coppeJt p.lecu . Pit.lee no.ta..t.lon .ll> 1. OO~one gold p.lece, . 1 O=one &.ltve.Jt 
p.lece, . Ol=one coppeJt p.lece. 

Go1.d ca.n a.t&o pwi.cha.l>e 6a.voM 61tom non-pta.yeJt cluvutcteM, mon­
l>teM l.l6 .lntett.lgent) , a.nd a. va.Jt.lety 06 tu&eJt be.lng& . 
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oflEVELS allow ;,pe.cla.l advanA:agu to :th()l>e. hol<Un9 them. F.lgh.t.eM 
may on.ty be. attacked on ce/LtlUn 6 e.cond6 . The. le.vet o 6 the. 6.l9h:te1t -i.-6 
the. numbe1t 06 l>e.cond6 be.6Me. an ope.n.ln9 OCCWL6 .ln h-i.-6 9ua1td. A 6.l6th 
le.vet may only be. attacked on the. 6.l6th, tenth, 6.l6te.e.n:th ;,e.cond, and 
60 on. 

Th.le.vu may mult.lply the-Ut. Ste.al.th 6ac.t.01t by the-Ut. le.vet whe.ne.veJt 
they u.;,e. U . 

MM kl> man le.veil> allow l>wi6.t.e1t .eaunch.ln9 and toad.ln9 o 6 all m.l;,;,Ue. 
weapon;, . 

Ma9.lk Ul>e/I. le.veil> allow mo1te un.ltl> o 6 magik to the. cha/Ulc.t.eJt that 
po;,;,u;,u .them. 

Shaol.ln plt.lutl.> ge.:t the. f.e.vel advantage;, 06 both 6.lgh.t.eM and 
th.le.vu. 

rB.KI LLS Ml>ume that aU .thhigo attempted wl.thou.t. the. p!tOpeJI. ;,kU.e. 
Me. done at 80% 06 noltmaf chance.. I 6 the. okUf. .in quuUon .l6 p1tue.n.t. 
once. , lat 6.lMt level), then the chance -i.-6 noJtmal. IS tl1e. ;,k.llf .io 
p1tuen.t. mo1te than once then the chance -i.-6 110% ~1teate1t 601t each ex.t.Jta 
;,kUf. .eevel. 

1t .l6 Moume.d that ail non-pf.aye/I. chMac.t.eM encoun.t.e1ted have. any 
<1/UU6 they need, but only once. 

SIUU6 & abU.l.t..iu Ml! p.{cked on the appMplt.iate chM.t.l> that puU 
0 11-t 06 the ce.nte1t 06 th-i.-6 book. A be.9.lnn.lng pf.ayeJt can p.ick olU..e.e.6 
that do no.t exceed a va.fue. 06 <1even . Fo1t each ZS e.xpeJt.i.e.nce po.lnto 
that Me eMned .in~a ca.ta901Ly, tire. p.faye11 ge:to a va.fue 06 I to opend 
.ln the. Mea that U l00-6 awaJ1ded, oJt .ln the Mundane SkU.e.6 . 

The excep.t • .fonl> to .th-i.-6 Jttdl!. Me .that Shao.f.ln PM.u.t.6 may opend 
the po.in.to they eMn .ln any ca.t.agOJty, except W.< zMd6 . W.< za.Jtd.6 get oev­
e.n o 6 the vafue po.ln.t.l> to 1.>pend at the be9b1n.ln9 , t:..<.lll! o.tl1e1t p.tayeM, 
but they onf.y get I add.l.t.(ona..e po.ln.t. 6M each SO expe/l..lence. po.into 
eMne.d .i.n mag.ik, and thu e po.i.nto may be ;,pent only .in .the. Mundane. 
SkU.e.6 l'ha.Jtt. 

W.lzMdl> may p.lck 61tom the. be.g.inn.lng opef.ll> f.{ 6 t a.t a coot o 6 
60J1 each opeU on table 'A' and a co.i.t 06 3 6011 e.acf1 6peU on .the 'B' 
tabte.. 

f XPER1 E/.JCE POINTS aM ®XVtded M 6offoW6; One to ten po.ln.U 601t each 
MeatWLe u6 equ.a.f fev<>i to the cha.1tac.t.e11. eUm.i.na.t,(ug U . Two to twen­
ty po.lnto 6M a CJteatWLI! one. level lugheJt. Foutt to 6oJt.ty 601t a C11.c>a­
:t111te. two .eeve.f-6 lughe.Jt, o.<x to o.i.xty f,0'1. a C'lea.t.Ulte thMI!. te.vell> h.lgh­
elt , and M1 on . FOJt ll-ii.l<ng a e1tea.t.U11e one fevee f.owe1t, 011f.y one to 
6oWL po.i.nto Me <WVtded. Fo1t :two feve.t.i. -f.owe1t, onf.y one po.i.nt -i.-6 aWOJ!d­
ed. FM tllllee .eevee.i. towl!Jt, one.y ~ po.i.n.t., and 601t ~0U11. level;, on.ey !~ 
po.i.nt -i.-6 awaJ1ded. Thue. po.ln.t.6 Me awaJ1ded .i.n the p<VLt.icuiM c-f.Mo that 
~ u.;,ed. The cfMl>U Me F1GffTER, MAG1K USER, and MARKSMAN . 

Th.le.vu get expe/l.lence. po.i.nto a.6 6oU.oW6; Succu<16uf. comptet.i.on 06 
th.lev.lng a.ttempt.o .in dang e1tou.l> o.i.tua..tl.on;, 1>houfd be. lr.l!J1X11t.de.d with 1-10 
po.i.n.t.l> pelt -f.evel o 6 d.l6 6.i.cuUy d.i.v.lded by the tevef o 6 the. th.le.6. 

A6te1t a cha.Jt.ac.t.1!.11. hM eMne.d I 00 po.ln.t.o he. gou up one level, and 
100 po.i.n.t.l> .l6 oub.t.Jr.ac.t.e.d 61tom the. tota.e e.xpe/l..le.nce. po ln.t.l> . The 1tema.i.n­
deJt -i.-6 d.i.v.lded by :two to 601t.m the. bM-i.-6 o 6 h-i.-6 next tevel o 6 advancement. 
One. ;,kU.e. po.i.n.t. and one f.evef. .i.mp1tovemen.t. -i.-6 awaJ1ded a..t .the ZS, SO , 75, 
and 100 expe/l.lence po..lnt tevell> 1tupec.t..i.vefy. The ;,UU. po.i.n.t. m111>t be 
;,pen.t. .i.n the Me.a that U WM eaJtned OJt. .ln Mundane SkU.e.6 . A levee .i.m­
p1tovement -i.-6 a one to ten JtoU added to a pa.Jtticuf.M cha.Jtac.t.el!..l!>t.lc. To 
toca.te the chMac.t.eJL.i.l.>u c check tlte Advancl!1nent Table .i.n the. append.lx 
undeJt the co.f.umn head.ln9 whe.Jte the eevel .i.mp1t.ovement 'IJCl6 eMned. Then, 
1r.0U a one to ten to 6.i.nd the exact cha.Jtactel!..l!>t.lc to add to . At the 
100 po.lnt .f.evel the f.evel .i.mpMvement wiU a.f.i.ooy;, be appUed fO W-0d~m. 

A level .i.mpJt.ovemen.t. -i.-6 an ac.t.ua.t change 06 the cha.1tac;.:teJt 6 o~g-<.na.t 
abU.l.t..iu . Th-i.-6 ;,hoW6 an ac.t.ua.t .lmp1tovement due. to pJt.ac.t..{.ca.l appUca.t..<.on. 
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( oMBAT llet>u.lt.6 Me. done. ah 60UoW1>; The. aftac.ke.ll' 6 Ve.x.te!LU.y 6actoll 
.U di..v.lde.d by the. .to.ta.£. o 6 the a-t:tacke.ll '6 and de6 e.nde.ll' 6 Vex.te.ll.l.ty 
6actoM . The. llet>ultan.t nu.mbe.ll .U a de.cbnal. ve.M.lon 06 .the. aftacke.ll' 6 
chance. to hU the de.6e.nde.ll. 

EXAMPLE: Attacke.M VeX-t.e.ll.l.ty 6actOll . .... 6 
Ve6e.nde.ll ' 6 Vex.te.ll.l.ty 6actoll .. . . 2 
Reoult .•...• . ... ... •.. • .. ... . ( . 75) 

The aftacke.ll' 6 chance. .to hU de.6 ende.ll .U 7 5%. Fo.U.ow.<.ng .th.u p11.o­
ce.dwr.e al.60 g.lvu the. de.6e.nde.ll '6 chance. to hU .£6 .the. pe.llcen.ti..f.e. .l6 
lle.ve.Me.d. The. de.6ende.ll would hU .the. aftacke.ll 25% 06 the. .t.ime. .l6 
the. above. nu.mbe.M We.Ile. .ttw.e. (Se.e. the. chall.t .ln the appendi..x 6oll 
6pe.c.l6.lc hU toe.a.ti.on. ) 

c;kPACTS Me. made. .l6 a hU .l6 6colled. Che.ck the. HU Loe.a.ti.on Tab.f.e. 
.to de..twnlne .the. point 06 .impact. Ve..twnlne. .the alllnOll oil alllnoll equ.{.v­
al.en.t at point 06 .impact. Then 1to.f..f. a one. .to 011e hu.11dlt.e.d .to ge..t .the. 
.impact pe.llcen.tile. Take. .the. aMIOll a.f..f.o«Xlnce., whi.ch .U 6ound by che.ck­
.ll1g .the. weapo11 ve.Muo the. aNnoll type. on .the. AJunoll Re.du.c.t.lon Tab.f.e., and 
6u.btltact U 611.0m .the. .impact pe.llcen.tile.. 16 .the llet>ultan.t nu.mbe.ll .U a 
ne.ga.t.lve. oil ze.11.0 .the. b.f.ow bou.11ce.d 066 the. a111noll. A11y po6.l.t.lve. llet>u.lt.6 
Cllle. mult.lpUe.d .to .the. bahe. damage. .that .the. weapon could CelU6e (6e.e. 
S.tlle.ng.th I . 

EXAMPLE: Weapon bahe. damage. ..•••.• • .• 5 
S.tlleng.th 06 6.tll.lke.ll . .. ..•... 5(6actoll) 
AJunoll at hU .f.oca.t.lo11 .. . •••• Scal.e. 
Weapo11 ve.Muo aNnoJi. . .•• • ••.. -40 
Impact M.f..f. • •. . ••... . ...•.. . 56% 
Ruutt .. . . .. . .. ... .. ..••• . . . 4 po.ln.t6 damage. 

(Se.e. the. appendi..x 6Dll the. above. me.n.t.lone.d .tab.f.u . ) 

~AMAGE 61lom .lmpac.t6 Me. M.f..f.e.d ah 6olio«M; Ro.f..f. one. to one hundlt.e.d. 
~· .£6 U qu.aU6.i_u 60ll a bonuo. A bonuo muo.t be M.f..f.e.d natw1.a.f..f.y. 

90- 1. 1 WnU .lmpac.t M.f..f. 
91- 1 . 2 .t.imu .lmpact 11.0.f..f. 
92-1 . 3 WnU .lmpac.t Mil 
93- 1. 4 .t.imu mpact llo.f..f. 
94-1. 5 WnU .lmpact llO.f..f. 
95-1 . 6 WnU .lmpact M.f..f. 

80/.IUS TABLE 
--96-1. 7 WnU .lmpact M.f..f. 

97-1 . 8 .t.imu .lmpac.t M.f..f. 
9 8- 1 . 9 WnU .lmpact llO.f..f. 
99-2. 0 .t.imu .lmpac.t M.f..f. 
00-2 .t.imu .lmpac.t M.f..f. p.f.U6 llo.f..f. 
aga.i.n and add .t.o 6-lM.t. 

Th.u damage. bonuo .U .the. way .to 6e.e. .£6 a Cll.l.t.lcal. pall.t 06 a Clle.a­
.tu.lle. l.llU damaged. The. bonuo .l6 done. be.60lle. .the. ClllmOll m.lnuou Cllle. done. . 

A.f..f. hU6 w.<..f..f. b.f.e.e.d un.f.U6 6.toppe.d. 10% 06 .the. oll.lg.lna.f. damage. 
b.f.e.e.d6 .ll1 the. 6-lMt. 6-lve. 6econd6 , 9% .ln .the. 6e.cond, 8% bt the. .tlWr.d, 
7% .ll1 the. 6ou.llt.h 6-lve. 6econd6 , e..tc. 

Wou.nd6 w.<..f..f. b.f.e.e.d u.n.f.u6 held by an unhu.llt. hand oil by a ba11dag e.. 
Bandag.lng a wound t.ake.6 two hand6 and 6.i_ve. 6e.cond6 oil one. hand and te.n 
6e.cond6. Bandagu may be. made. 61tom c.f.o.th.lng the. cha1tacte.ll .U weall.lng . 

~HIELVS «iU..e Ile.duce_ the. chance. 06 bung hU 6Dll .tho6e. who chooe. .to 
uoe. .them. Sh.le.f.d6 co6.t endu.ltance. a6 a weapon .ln combat. The. 6h.le..f.d 
mutt..lpUe.ll .U on .the. 6hopp.(.ng t.u.t . Th.u nu.mbe.ll .U a pe.llce.n.ti..f.e. .to be. 
mutt..lpUe.d .to the. oppone.nt.6 no.JUna..f. hU chance.. 

EXAMPLE: /.lo.JUna..f. chance. .to be. hU . ...••.••. 50% 
Sh.le.f.d mutt..lpUe.ll ••••••...••••••• (.6) 
Adjuo.te.d chance .to be. hU •• •• ••.. 30% 
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~SIT10NING .<..6 on a hexagonal 1>y1>tem. U1>e. 06 a 1>hlei.d de6end6 on the 
6tr.ont and le6t 6tr.ont . A 1>wotr.d wUe. attack on the 6.11.ont and M.ght 61!.0nt 
only. Any attack/> 61tom .the tr.eatr. wUe. no.t m.i.1>1> unte.1>1> .the attackeJt If.Olli 
an 'Oop1> 1 on h.<..6 'to hl.t' 11.ott and Lt dou apply. 

FRONT 
le6

0
t.ght 

6.11.ont 6.11.ont 

Rf AR REAR 

REAR 

O oPS! I6 on .the. ' .to hl.t' .11.ott a 01 .to 05, 0.11. a 96 .to 00 .<..6 110.e.te.d, 
an acc<.dent may have ocCUMed. To de.te1t»i.i.ne .i.6 otr. what hall ocCWLed, 
.11.ott on .the p.11.opeJt Oop1> .table. I 6 what' «kU lf.OU.ed .i.I> p.11.ac.t.i.catty .i.m-
po1>1>.i.ble, then Lt d.i.d no.t happen, don't lf.Olt aga.i.n. (See append.i.x) 

~URPRISE .<..6 6.i.gU11.e.d by .tak.i.ng .the Stealth 06 one gMup' I> ave.II.age 
(OIL po.i.nt man .i.6 advanced) and d.i.v.i.d.i.ng Lt by .the to.tat o 6 bo.th gtr.oup1> ' 
aveJtagu . The an1>weJt .i.I> .the peJtcent.i.te chance o~ .the 6.i.M.t gMup l>Wt­
plt.i.l>.i.ng I OIL no.t.i.clng J .the o.theJt g.11.oup 6.i.Mt. I 6 the .11.ott wa1> w.i..thln 
10% 06 .th.<..6 nwnbeJt .i.n eLtheJt d.i.Jtec.t.i.on, .then .the g1tOup1> no.t.i.ced each 
o.theJt a.t .the 1>ame .t.i.me.. 

~TTACK & ~EFENSE O PTIONS Me. all 6ottow; 

HALF LEVEL OPTION-A non-piayeJt OIL ptayeJt cha.11.acteJt may 6.(.ght a.t 
one-hat6 h.<..6 .t.Jtue level., and .i.n M do..i.ng , 1>pend only one-hat6 
.the noltmat amount 06 enduM.nce po..i.n.tl>. 

TWO WEAPON OPTION- A non-ptayeJt OIL playeJt ·chatr.acteJt may Ul>e -two 
weapon/> a.t once, and .theJte6otr.e ge.t -two at.tack/> (.they ocCWL 
.tw.i.ce all 06.ten, bu.t .they aUetr.na.te M.ght-le6.tl . PenaU.i.u 
Me .that the attack/> Me a.t one-hat6 Vex.teJt.Lty 6actotr., and 
enduM.nce expenli e mUl>t be 6.(.gWted 6 otr. bo.th o 6 .the weapo n1> . 

VOUBLE ATTACK OPTTON-A non-ptayeJt otr. ptayeJt cha.11.actetr. may attack 
.tw.i.ce all o6ten w.i..th h.<..6 weapon U1>.i.n9 th.<..6 op.t.i.on . Penat.t.i.u 
Me .that .the attack/> Me a.t one- hat6 Vexte.tr.Lty 6actOIL, and 
endult.ance. expen1ie .<..6 .ttr..i.pled. 

BERSERK ATTACK OPTION-A non-ptayetr. otr. ptayeJt cha.11.acteJt may tr.educe 
h.<..6 notr.mat chance to m.i.1>1> by one.- hat6 (d.i.v.i.de noronal. m.i.1>1> 
chance by .two J , and all>o tr.ece.i.ve. a ptUI> 2 O to h.<..6 .i.mpact .11.ott 
by 90.i.ng betr.1>etr.k. Pe.nat.t.<.u atr.e. .that .i.6 h.<..6 1>.i.n9l.e. opponent 
(.the one he .<..6 betr.1>etr.k.i.n9 a.ti .i.I> all>o a.ttack.i.ng , .the opponent 
wUe. hl.t untu1> he JLOUI> an ' Oop1> '. The opponent aUo ge..t.6 
the p.f.UI> 20 .i.mpact. Thue hl.tl> wUe. ocCWt .<.mned.i.a.tei.y (don ' .t 
count level. detay1>) . 

VOUBLE VEFENSE OPTION-A non-ptayetr. otr. ptayeJt cha.11.actetr. may Ul>e. 
.th.<..6 op.t.i.on .to tr.educe .the chance o 6 ge.t.t.i.ng hl.t dutr..i.ng com­
bat. The opponent'" chance .to hl.t .<..6 halved. PenaU.i.u Me 
that .the cha.11.actetr. may no.t at.tack h.<..6 0.11. he.tr. opponent unte1>1> 
.the. opponent betr.1>etr.kll . 

RETREATING VEFENSE OPTION-Any opponen.t-6 .t.Jty.i.ng .to hl.t anyone Ul>.i.ng 
.th.<..6 op.t.i.on hall h.<..6 hl.t chance. quatr..tetr.e.d. The. 11.e.t.Jte.a.t.i.ng chatr.-
actetr. mUl>.t move backwatr.d a.t a m.i.n.i.mwn 6Mt ioolk 1>pee.d. No at­
.tac.kl> unte1>1> opponent betr.1>etr.kl> . Spend enduM.nce 601t movement 
and combat (opponen.t-6 mUl>t all>o J. 





MULTI PLE OPPONENTS OPTION-When U6.i.ng .tklh op.ti.en, .:the. chalulcteJr. 
ma!.J p!te.ve..n.t .:the. e.Ulut oppone.llt.6 6Mm ge..ttlng 611.e.e. h.U6. The. 
cha1UtcteJ1. (playe.Jt 011. non-p.f.ayeJr.I mu.6t div.i.de. h-iA De.lC..teM.tiJ 
( be.60Jte.. 6acto!Llng I 60Jt de.6e.n.6e. and h-iA te.ve..U among aU 06 
h-iA oppone.llt.6 . Any oppone..llt.6 not de.6e.nde.d w.i.:th a le.vet can 
attack ea.ch hal.6 6e.cond. Any oppone.n.tl> not g.lve.n de.ne.ltll.lve. 
De.>c.te.Jt.l.ty mU6t MU :the. U6ua..l 'Oop6 ' 011. .:the.y don't 1n.iA6 . Any 
oppone.llt.6 :to the. II.ea.It 06 a. cha.JtacteJr. ma.y not have. a.ny te.ve..U 
OJt De.x..te.ILl:ty Mo .lg ne.d :to .:them. 

c/111ssLE ( oMBAT ocCUM whe.n .:the. 6.l!Llng 6.:ta.ge. .l6 11.eache.d by a. chM­
a.cteJr. U6.lng a. m.i.66.lte. weapon. Ea.ch le.vet 06 Ma.Jlk6mQ.!1-6h.lp aUoW6 one. 
move. ea.ch Mcond . The. chM:t be.tow ohOW6 .:the. movu :to 6.llte., and .:the. 
Jta.nge. muW.ptu 06 the. noJtma.t m.i.66.lte.. we.a.pon.6 U6e.d . 

WEAPON RANGE MULTIPLE 
W-tnalM6 CJLOo6bow 10 mite.Ith 
Be.t:t S G1ta.ppte. X-bow 8 me.:te.M 
Leve.It C1to66bow 6 me.:te.M 
Compo6Ue. bowlo:tlt 6c :t.lmu I 1 me.:te.11. 
Long/Holl.he. Bow(6.:tlt 6c :t.lmu I . 8 me.:te.M 
Sholt:t 8o1t1(6.:tlt 6c :t.lmu I . 6 me.:te.M 
Foot 8ow(6.:tlt 6c :t.lmu I 1~ me.:te.M 
Spe.M (6.:tlte.ttg.:th 6actOJt :t.lmu I . 4 me.:te.M 
Ax.e./Da.ggeJr. (6.:tlt 6c :t.lme.h ) . 2 me.:te.M • 

MOVES 
TO REAuv--'T'O FIRE 
300 
60 
12 
12 
12 
12 
12 
~ 
b 

--r--
2 
2 
2 
2 
2 
2 
2 
2 

•The.n div.i.de.d by we.a.pon we..lgh:t .ln IU..to6 . 
1 n 6.l!Llng m.i.66.lte.h , each :t.lme. :the. .11.ange. mu.Ulpte. .l6 11.e.a.che.d, .:the. 

chance. :to hU .l6 20% tu6 .:than .:the. .f.11-4t .11.ange. mu.Ulpte.. The. Ma.lr.h.6man-
6h.lp 06 a. cha.JtacteJr. .l6 h-iA bMe. chance. :to hU a man 6.lze.d :tMge.:t w.i.:th.ln 
.:the. 6.<.Mt 11.ange. muW.pte.. Ea.ch 11.ange. mu.ltlpte. al6o 11.e.duce.h .lmpa.ct. 
Ea.ch 1ta.11ge. mu.ltlpte. pa.66e.d w.lU 6ubtJta.ct :tMe.e. I 3 I oil.Om .:the. .lmpa.ct MU. 

16 .:the. :ta.II.get .l6 mov.lng, a.dd one. mo11.e. 11.a.nge. muW.pte.. 16 .:the. :tMge.:t 
.l6 e.va.dbig , :tJte.a:t a6 .l6 mov.lng, .:the..n 6ub:tltact 2% 06 .:the. chance.. :to lrU 6011. 
ea.ch De.>c.te.ILi.:ty 6acto11. the. :tMge.:t ha6 . 16 :the. :tMge.:t .lhn 't man 6.lze.d, 6.l­
guJte.. U ' 6 6.lze. .ln 11.e.ta:t.lon to a man. Mt a.ve..Jta.ge. ma.n we...lgh6 80 k.l.t.06, .tw<.ce. 
.6.lze.. would be. 240 IU..to6 , hal.6 .6.lze would be. 26 . 66 k.l.t.06 . Hat6 6.lze. doubtu 
11.ange.., and .tw<.ce. .6.lze. would halve. U , :to ge.:t hU chance.. 
ADVANCED RULE FOR SLIDE RULE CALCULATORS: Range. :to :tMge.:t div.lde.d by 
Jta.nge. muW.pte. e.quat.6 e.xact 11.ange. muW.pte. . Po.int e...lght Jta..i.6e.d to .that 
poweA wlU ye.ltd .:the. chance. to lrU a6te.Jt Ma.Jtk6mo.Jl.61U.p .l6 muW.pt.i.e.d. 
The. numbeJr. mu.6.:t be. g11.ea..te1t .:than that 11.oUe.d (one to one.-ltumfMdl O"< :the. 
m.ll>~e.. m.i.66e.d. 

LJorsONS mU6t be. appt.i.e..d :to a weapon to be. U6e..6ul .ln combat. To 11.e.­
ce.i.ve. :the.. po.ll>on bonU6U , .:the. weapon mU6t pe.ne,t;ltate. the.. a.JtmOJt and de..­
Uve.11. damage. . Che.ch. t he.. po.ll>on U6e.d to ge.:t t he. ex.act e.Ulut damage. g.i.ve.11 . 
Only 1i 06 .:the.. noll.ma.l e..xpe.!Lle.nce. po.lnt6 Me. g.i.ve.n .l6 po.ll>on .l6 U6e.d . 

Po.ll>on.6 do 1- 100 po.lnt6 06 damage. pell. 6e.cond 6011. 1-100 6e.c.ond6 no11.­
maUy. 16 .:the. wound .l6 aUowe.d to bte..e.d 611.e.e.ty, cut the. :t.lme. o 6 .:the. po.l-
60n .ln hat.6. 16 .:the. wound .l6 al6o e.vacuate.d, MU one. :to one. hundlte.d 
pe.Jtce..n.t 06 .:the. 11.e.ma.W..lng :t.lme. .that .:the. po.ll>on 6hould wo11.k, and 6ub:tltact u . 
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AppUca.tlon to weapon.6 ,i,6 M 6o.U.oW6; S«x>Jtd taku 1% 06 a Ute1t 
06 po,i,6011. Vaggelt take;., %% 06 a Ute1t. Spea!t taku %% 06 a Ute.If.. 
AMow oil quaM.ef. tak.u %% 06 a Ute1t . Each appUc.a.tlon l6 .If.educed by 
% each .t-Une the 1ueapon makeA contact w<.th any.tJUng (t.IU.6 .i.ncl.udeA com­
bat 'bounceA ' OJt .lmpac.t.6 that don't pen et.If.ate MmOJt) . 

Vef.ay pb,i,60114 take 1-60 hoUJLI> be6oJte they even beg.in to take e6-
6ect.. When they do, 6Ub6.tU:ute ~nutu 60.lf. 6econd.6 .i.n no.If.mat po,i,t,on 
Mg~ng. 

Pti.<.ce 06 po,i,t,0114 ,i,t, M 6o.U.oW6; Po.i.nt.6 pelt Hcond, .t-lmeA 6econd.6 
06 e66ect, .t-lmeA 500 equa.U pf!.<.ce pelt Ute1t . UteM may be 60.ed .i.n . 
6JtacUo114 a.6 6o.U.oW6; Po.i.nt.6 pelt Mcond .t-Unu 6econd.6 06 e66ect .t-Unu 
300 equa.U % -Ute1t. Po£nt.6 pelt 6econd .t-Unu .1iecond.6 06 e66ect .t-Unu 
170 equa.l.6 l:i Ute.If. . Po.i.nt.6 pelt .1iecond .t-Unu M.cond-6 06 e66ect .t-lmeA 
80 equa.U 10% 06 a Ute1t . Po.<.nt.6 pelt l>econd .t-Unu .1iecond.6 06 e66ect 
.t-Unu 20 equa.l6 2% 06 a Ute1t (2% ,i,6 ~n.lmum pUJtcha.6e 6.i.ze) . AU 
ptii.cu a1te -<.n go.e.d p.i.ecu. 
MOVEMENT 

SPRINT at 8 meteM pelt t>econd at -1>.i.x EndUJtance po.<.nt.6 Pelt 6econd. 
TOOr 
VASH at 6 meteM pelt 6econd at one EndUJtance po-<.nt pell 6econd. 
m--
RUN a..t 4 meteM pelt l>econd oOJt 1I6 EndUJtance po.<.nt pelt t>eccnd. 
m 
JOG at 3 meteM pelt 6econd 60.11. 1/30 Endu.1tance po.<.nt pelt ;,eccnd. m% 
FAST WALK a..t 2 meteM pelt .1iecond 60.lf. 1I180 EndU.llance po.<.nt pelt 
.1iecond. 25% 
WALK a..t 1 met.ell pell 6econd 60.lf. 1/400 EndUJtance po.<.nt pelt .1iecond. 
12~% 
SEARCHING WALK* a.t ~ mete.I!. pelt l>econd 60.1!. 1/100 EndUMnce po.<.nt pelt 
M~conlt . 6%% 

* THE Sea1tchh1g Wa fk a.U.oW6 (iu'U Me 1 6 Stea.ttl1 . Notimal movement 
penaltiu Me a.6 6oUwo6; Wa.llz ,{,(, at (( 111-lnu.6 25% 06 Stealth. 6acto.I!. . 
FMt Walk ,{,(, at a mi nU6 50% o 6 S:teaUl1 6act.OJt. Jog -<..Ii a ~nu.6 70% 
while. Run ,{,(, a ~nu.6 80% . Va.oh -<..Ii a m.lnU6 90% and Spti.<.nt l6 ~nu.6 
95% 06 Stealth. 

L LINSING .1!.0pe it, haJ!.d . Ave.If.age human body wught -<..Ii 80 kUo.6 
plu.6 e.qu.lpment. A66~ng .that both all.ml> and te.g6 Me un.<.nju.Jte.d, 
.they wUl .6Uppollt .the WUght 06 the ChaJtactelt a.6 60U.OW6i Kil0.6 
06 wught l.lnclud-<.ng body) it, to be d-<.v.<.ded by the .total 06 the 
Stllength 6acto.I!. .t-lmu 2 O. Thlt. a114Welt ,i,6 the numbelt o 6 EndUMnce 
po.<.nt.6 6pent ju.6t ltang.i.ng on .the Mpe each t>econd. Movement. -<..Ii the 
ext.If.a expen.be done a6 u.6ua.l, wlth up a.t 100% (Spti.<.nt) only mov-<.ng 
~ metett pe.I!. 6econd. Vown at 100% movu 2 meteM pelt 6econd. CUmb­
.i.ng Jtocf?. -<..Ii totau.y dependant on .i.6 the Mck o66eM mo.Ile Oft .iu.1> 
gti.<.p& than -'lope, and -<-6 .the.11.e Me p.iacu .to .11.e&:t. 

{FALLING ,i,t, done by Jto.ellng one .ten 1>.<.ded d-<.e 60JL each metett 6aU­
en. A.If.moll won't .If.educe damage. A 6o6:t .t.and-<.11g wUt alwayi> -'!.educe 
damage. 

/-I EALING -<..Ii done by taf?..i.ng the .total h.<.t6 .lf.ece.-<.ved and mu.U.i.p.t.y 
by .the Stlleng:th 6actOJt, then d-<.v-<.de by 1, 000. The .1!.uu.U equa.U 
the numbelt 06 h.<.t6 .l!.eccveii.e.d pe.11. hou.Jt 60Jt the next 12 hoUJLI> , :then 
-'le6.<.gUJte wlth .the Jtema-<.n.<.ng h.<.t6 taken. Af.way.1> .l!.Ound .to the nea1t­
u.t .tenth, wlth a ~n.i.mum 06 one :ten.th pelt hoUJt. 



/;l:)ooRS that Me. e.nc.ounteJted Me. U6ua.Uy made. 06 wood. Metal dooM 
Me. a.tmoht .impOhhible. 6011. no~ c.luvuz.c.teM to ope.~ wlthou.t mag.<.kal 
ahhihtanc.e. . Wooden dooM , i6 they Me. locked, c.an be opened by p.<.c.k­
.<.ng (Stealth) 011. 6Mc.e.. l 6 6Mc.e ih U6ed, boo.ting 011. c.u.t.ting Me the. 
U6Ual OpWnh . 

Pie.king ih done. by utabwfU.ng the level 06 cli.66ic.uUy 06 the 
loc.k . V.<.vide. the Steal.th 6ac.t0Jl by the total o 6 levelh .timu 100 . 
The anhWeJt w.lU be. a peJtc.en.tile c.hanc.e 06 opening .the doM. Thih 
c.hanc.e ih ILoUed eac.h 10 hec.ond.6 until .the. c.ha1tac.teJt htOph .tlt.y.lng , 
OIL hUC.C.e.ed.6 . 

Boo.ting ih done bg MU.lng one .time. 6M the doolL .to get U ' h 
h.tlt.ength. The 11.oU ih 61Lom 4-4 0 ( 4 1- 1 0 Mllh ) . Add .the .total 
h.tlt.ength 6ac.toM 06 .tltohe. .tlt.y.<.ng .to boot, and He .<.6 U exc.e.ed.6 the 
h.tlt.ength 06 the doOlt.. Chopp.<.ng ih done. by 6incli.ng .the. nu.mbeJt 06 dam­
age. po.<.n.th .the. doolL c.an t~tand. The. h.tlt.ength .timu 20 equ.af.h the. 
nu.mbelt. 06 damage po.<.n.th the doolt. c.an take. The doo11. hah an a1tmo1L equ..<.v­
alen.t to he.ale. 

_OANGUAGES that may be hpoke.n Me. wted be.low. The.1t.e Me. two .type.h 
~~ngu.agu; c..<.vilized and unc..<.vilize.d. 16 the playe.1t.'h Wibdom ex­
c.eed.6 41 by 7 0, an ex.tit.a language may be lea1tned. 16 U exc.eed.6 by 
20 .then two may be lea1t.ned, .<.6 30 .then 3 may be leMned, e.tc.. Skill 
po.<.n.th cum be hpent to aqu.<.11.e a language , OIL .<.6 homeone 6lu.ent .<.n the 
language. du.<.11.ed, ah we.U ah one al!t.eady hpoke.n by the playeJt, U may 
be taught to the playeJt .<.n a pelt.lod 06 one. 6uU month. Any langu.agu 
lea1tned 61Lom .the. hkilt po.<.nt expenhe mU6.t be c..<.vilized. 

Uhing .the. table below, the. ex.tit.a langu.agu 06 non-hu.manh may be. 
ahc.eJtta.lned by MU.lng 1-50 . 16 a Jtac.e It.Olli hih own language, U ih 
ahhu.me.d .to be human i nhtead. 

ClVZLIZEV RACES 

1. An.tmen. 
2. Btr.o.kOM 
3. Bu.gmen 
4. Centau.11. 
5. V.<.nohau.1t. Men 
6 . !M.wtvu 
7. Eagl e.men 
8. El vu 
9. Flymen 

10 . FMgmen(amph.<.b.<.oU6) 
11 • HMe.men 
12. Hawkmen 
13. Hobb.<..th 
HUMAN* 
14 . KangMoo Men 
15. U.zMd Men 
16 . Me.11.men(ampfU.b.loU6) 
17 . Oc.tope.d.6 
18 . Old Onu 
19 . P.lgmen 
20 . Sent.lent Cen.Upe.du 

4 S. Sha!tk Me.n ( ampfU.b.lou.h ) 
47. Tlt.Uonh (amph.<.b.loU6) 
4 9 • Wolt.m.lu 

l/NCl vr LI ZEV RACES 

21. AloJtad 
22 . Ba.tme.n 
Z3 . Bu.g bealt.h 
24 . CaoJta 
2 5. CJtabmen ( amph.<.b-i.oU6 ) 
26 . Veodand.6 
27. VJtagonh 
28 . Ele.ndlt.u 
29 . Flolk 
30. Ga1tgoylu 
31 • G.lan.th 
32 . Gnomu 
33 . GobUnh 
34 . GILe.en Ma!LUan 
35. HobgobU nh 
36 . Kobold.6 
37 . Lep1tec.hau.n 
38 . OglLU 
39. OglLU Mo.g-i.koh 
40 . 01tc.h 
41 • P .lx.lu 
42 . Salamande.Jth 
4 3 . Sell.pent Me.n 
44 . ShadoWh 
46. Snake. Men 
48. TMUh 
50. Ye.ti 
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~AGIK WcAPONS and .the..Ui. e66ect.6 on c.omba.t l6 ba.6ed on .the 
pluou (olL m~nu.6u J .th<tt .the weapon hiu, . Each ptuo l6 a.n .<.n<Uv.<.dua.t 
1. 1 (one a.nd one .ten.th) .to be mui..t<.p.U.ed by .the cha.nee .to h.<..t and by 
.the biu,e ~a.ma.9e 06 .the weapon .tha.t po.6U.6U .them • 

. M AGIK .ARMOR a.l.60 ha.6 plU.6u (OIL m.<.nu.6u) . Ea.ch pluo l6 a.dded 
l.to' .the chaM'c..t~ 1.6 a.djU.6.ted S.tea.l.th Fa.c..toll. (.the S.tea.l.th aQ.te1t .the M­

mo1L mb1u..6u ha.ve been 6.i.gwr.ed) . Each pi.Ul> l6 a.n btd.<.v.<.dua.t • 9 ( 90% oil. 
9 .ten.th.6 J .to be mui..t<.p.U.ed by the c.ha.nc.e 06 .the c.hMa.c..te1t 1 .6 bung h.<..t. 
Ea.ch plu.6 l6 a.l.60 an .<.n<Uv.<.dual. . 9 5 I n.in.ty-6.<.ve % ) .to be mui..t<.p.U.ed by 
.the .<.mpa.c..t MU. 

- M AGIKr,6HIELVS wlU. m~ply a . 9 by a.n opponen.t' .6 c:ha.nc.e .to l.01 601!. ea.ch plu.6 .tha.t U hM . 

- M INUS · M AGIK l6 done. iu, 6oUoW6; Plu.6u Me now penal.t.<.u . 
'i:Gh~~ a. p~ ri:,u.ld mui..t<.ply a 1. 1, a. m.<.nut> mui..t<.pUu a • 9. Whell.e 

a. pi.Ul> would add, a m.<.nu..6 would .6ub.tll.a.c..t. On .6 h.<.elcU , mui..t<.ply a 
1. 1 by .the opponent' .6 h.<..t chance 6011. ea.ch m.<.nu..6 . The chMac..teJt and 
.the playell. .6hou.ld no.t know .<.6 the objec..t l6 plu.6 oJt. m.<.nut> , excep.t 
.thll.ough expell..<.)f'f e (.tl!..<.a.i a.nd eMOIL) . They .6hould no.t be .told. 

~HOAL!N U"RrESTS* have .6peuat adva.n.tagu & penal.t.<.u . Sha.o.U.n 
PIUU.t.6 a..£t«ty.6 o.:ta.M: out a.t level one at a.n uge 06 19 ye.MO. Only 
humano may become Shao.Un. 

Shao.Un P4u.t.6 ma.y neveJt uoe Wea.pono , MmOIL, Po.Uon OIL Maj.<.k .<.n 
combat OIL .they wlU. no.t ILece.<.ve expell..<.enc.e po.<.n.to . In comba.t, Vex.tell.-
Uy l6 doubted, .then 6a.c.t011.ed 60Jt o66eno.<.ve and de6eno.<.ve uoe. In 
comba.t, S.tll.eng.th l6 al.60 doubted .then 6ac..to1ted, even .<.6 weapono Me 
U.6ed, due .to .<.nC!t.eMed damage .thll.ough .technlque. Shao.Un a.l.60 get !!£. 
penal.t.<.u 6011. .6elec:Ung HU Loac..t.<.on. 

HUo .<.n ceJL.ta,ln eoca.t.<.ono .that do .ln6.U.c..t an .<.mpa.c..t MU 06 mo1te 
than 40 I be601te MmOIL 1teduc..t.<.onl get .6pec..<.al bonut>u . I 6 h.<..t .ln leg.6, 
o pponen.t l6 .tll..lpped. I 6 h.<..t .ln .the ha.nd, any.th.<.ng held .ln .the ha.nd 
wlU. be dli.opped. 

HUo .that b16.U.c..t damage .ln .the hea.d OIL .6.toma.ch (a6te1t MmOIL ll.e-
duc.t.<.on ) a.l.60 get bonuou. Ea.ch 2. 5% 06 .total h.<..to (oppo.6ed .to no11.mat 
5%) hiu, a 50% chance 06 cauo.i..119 unconououonu& . Any h.<..to .to &.tomach 
wlU. cau..6e any opponent .to .6pend 1-20 .6econcU .tll.yb1g .to 1tecove1t lo.6.t 
bite.a.th. 

Steal.th l6 doubled 6011. Sha.o.U.n P4u.t.6 due to .the .tll.a.lnlng .they 
have Jtec.e.lved. 

*COMBAT : S.tll.eng.th 0ac..toll. (<ilved by 2 .i..6 one handed) doubted, .then 
~by .the t~pon we.lgh.t .<.n k.i..to.6 (m.<.ni..mum 06 % k.llo even .i..6 un­
Mmed) 1ulU equal. .the numbell. 06 oecon<U ea.ch EndUll.ance po.ln.t wlU. lM.t . 
HANO TO HANO COMBAT : Thl6 l6 done iu, no11.mat combat, but the ba.6e dam­
age -<..6 the Slliength 6ac..tOJt 6011. han<U, and .tw<.ce .the S.tll.eng.th 6a.c..toll. 601t 
6ee.t. 

f;l>rsEASES may be cauoed by ma.ny 6a.c..to11.0 . The 1te6e1tee muo.t de.Ude 
What d.iAeMU Me po.6.6.lbte and II.Un .the game acc:Oll.d.lngly. 
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01-08 He.ad 
09- 30 Chu.t 

l-ltt~oc~Ho..., CJ;~\· t 
SELECTED TARGETS 

·31-37 IUgh.t AJun 
38-44 Le.6.t Nim 
45-57 Stomach 
58-59 IUgh.t Hand 
60-61 Le.6.t Hand 
62-62 G1to.i.n 

Head-58% 06 No/fmal Ma1tlu.man.6h.i.p Olt Vex.tell.Uy 
Che.1>t- 71 % 06 No!tmal Ma1tlu.man1>h.i.p oil Ve.xteltUy 

Stomach-63% 06 Noltmal Ma1tlu.man6h.i.p Oil DexteltUy 
AJun & Hand-59% 06 Noltmal Ma1tlu.man1>h.i.p 011. Ve.xte.JtUy 

G1to.i.n-15% 06 Noltmal Maltlu.man1>h.i.p 011. Vex.tell.Uy 
Le.g-88% 06 Noltmal Ma1tlu.man1>h.i.p Olt Vex.tell.Uy 

I 6 you 1t.0Ued wLth.i.n 10% o 6 yoUlt I> elected 
.tall.get h.i.t (11.ound up) you h.i.t a d.i.66e1tent loca-
Uon. Rott 11.andomly. Th-<A 11.andom 11.oll could 
h.i.t yoUlt 1>ele.cted .tall.get alf>o. 

63-72 IUgh.t Th.i.gh 
73-82 Le6.t Th.i.gh 
83-88 IUgh.t Sh.i.n 
89-94 Le6.t Slun 
95-97 IUgh.t Foo.t 
98-00 Le.6.t Foo.t 

(}?ssrnG Our: Each .tbne 5% 06 .to.to.J. IU.t6 Me g.i.ve.n to .the. head, 
.the.11.e. -<A a 50% chance o 6 pa,61>.i.ng out. No/fJTlal ble.ed.i.ng coun.tf>. Any IU.t6 
to .the. body have. the 1>ame. chance. 06 caM.i.ng unc.on6c.i.OMne61> a1> .the. pe.lt­
cen.tile 06 .to.to.J. IU.t6 they 11.ep11.ue.nt. 

( HEST 1-/zrs: Bleed.i.ng 1>.tM.tf> at 20%, and goecs down 1% each 6.i.ve. 
1>e.cond6 , Tl1e.1te -<A a chance 06 Inte1tnal Damage equal to hal6 the pe.lt­
ce.ntage 06 to.to.J. h.i..t6 given .to .th-<A a11.ea. 

r.E>TOHACH 1-/ ITS: Blee.db1g 1>.tM.tf> at 15%, and gou down 1 % each 
6.i.ve. 1>e.cond6. The.11.e -<A a chance 06 Inte.11.nal Damage. equal to .the. pe.!t-

~
e 06 to.to.J. IU.t6 g.i.ve.n .to .th-<A a11.ea. 

IMB 1-/zrs: Umb IU.t6 can not IU.U, except thltOugh ble.e.d.i.ng OJI. 
nte.11.nal Damage. (.i.n6e.c.t.i.on J. I 6 mo1te. than J.i to.to.J. IU.t6 a1te g.i.ven .to a 

Umb, U -<A 11.e.duced to J.i to.to.J. IU.t6, but blee.d.i.ng 1>talt.t6 at 10% 06 011.­
.i.g.i.nal h.i.t. One. ugh.th .to.to.J. po.i.n.tf> g.(.ven to a Umb wlU .i.ncapac.i.tate. 
U . One qualtte.Jt total IU.t6 w.<ll. du.tltoy U' 1> Me.6ulneM . 

1-/EAD 1-/ITS: One quaJtte.11. to.tat IU.t6 -<A de.a.th 6011. .the. cha11.acte11.. 

j NTERNAL ~AMAGE: I nte.11.nal damage w.<ll. /U.U .i.6 not .tlte.ate.d .i.n 
.tbne. A phy1>.i.c.i.an can c.wi.e. H.<A % chance. -<A equal to the. % 06 .the. 
olt.i.g.i.nal Ume. te.6t . Each I nte.11.nal Vamage mMt be 11.oUe.d 1>e.pe.ltately. 
A 1-2 11.oU hM 1-100 m.i.nute.1>, a 3-5 11.oU hM 1-1000 m.i.nutu, a 6-8 
.If.OU hM 1-10,000 m.i.nutu, and a 9-0 hM 1-100,000 m.i.nutu. 

£:R01N 1-/zrs: One twentieth 06 total h.i..t6 w.<ll. caUl>e. .to.to.J. .i.n­
cila.,c.i..tat.i.on 06 the. cha11.acte11. 6011. 5-20 (5 one to 60U1t d.i.ce) m.i.nutecs. 

fi2>v~!l Cttt) t tl t 

MAGIK FIGHTING MARKSMANSHIP THIEF PRIEST 

1 P1>y Ab S.tltength Ma1tlu.man1>h.i.p S.tlte.ngth S.tltength 
2 P1>y Ab S.tlte.ngth Ma1tlu.man1>h.i.p S.tlte.ngth S.tlte.ngth 
3 P1>y Ab S.tltength Ma1tlu.man.6 h.i.p Stealth De.xtell.Uy 
4 P1>y Ab Vex.tell.Uy Maltlu.man1> h.i.p Stealth De.xtell.Uy 
5 P1>y Ab De.xteltUy Ma1tlu.man.6h.i.p Stealth Ma1tlu.man1>h.i.p 
6 P1>y Ab Vex.tell.Uy Maltlu.man.6 h.i.p steal.th Ma1tlu.man1>h.i.p 
7 P1>y Ab Vex.tell.Uy Ma1tlu.man1> h.i.p Stealth Steal.th 
8 P1>y Ab VexteltUy Ma1tlu.man1> h.i.p Steal.th Steal.th 
9 P1>y Ab Endtt11.ance Ma1tkl>ma111>h.i.p Endu.ltance. Endtt11.ance. 
0 Endtt11.ance. EndUll.ance. S.tlte.ng.th Endu.ltance Endtt11.ance 
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O ops L ffARr 
01-05 on .the MU .t.o hlt 

01-1S Glancing bl.cw (~ Ba.6e Damage) 
16-30 Weapon :tlal6U. on .impact, 6buUgh.teM.ng co./>U. nex.t. move 
31-3S Weapon bll.ealu (one. Oil. .the. o.t.he.ll. , ba./>e.d on weapon 6.tlte.ng.t.h) 
36-SO Weapon lo./>.t. (dltop./>ie.6) 
51-6S Weapon ./>.tack in .t.Mge..t 
66- 7S You 6Uppe.d, MU Ve.x.t.e/LUtj ./>av~g MU Oil. .take. a 6all 
76-8S 8umpe.d ./>ome.one oil.~ • ./>ave. oil. 6all (both) 
86-9S WMng .t.Mge..t (che.ck all po66.ib.lUti.u, 6 MU) 
96-00 Lucky you, MU two moll.e. Umu w.ing .the. above. chM.t.! 

96-00 on .t.he. MU .t.o hlt 

01-05 HU youMe.l6 (c.lwn6yl 
06-1 S Weapo11 lo./>.t. (dltop.()iU l 
16-30 Weapon lo./>.t. (6.llppe.d .tha.t.-a-way) 
31 - 3 S Weapon bll.e.ak./> ( yoU/t.6 only) 
36-SO WMng .t.Mge..t (check all po66ib.<.U..Uu, 6 MU) 
Sl-60 You 6Uppe.d , MU Ve.x.t.e/LUtj ./>av~g MU oil. .take. a 6all 
61-70 8umpe.d ./>ome.one. Oil. thing, ./>ave. oil. 6all Ibo.th) 
71- 8 S Weapon./> .t.angle. 
86-9S Opponent gll.abbed weapon/hand. Match Sbteng.t.h .t.o He.* 
96-00 Lucky you, MU two mOl!.e Umu W>ing .t.he above chM.t.! 
* who ge.U .t.he. weapon. (See. Combat 601!. a 6.iJn.i.lalr. com~on) 

16 no one win./> by 20% oil. moll.e., .t.he. 6.tltuggle. will continue. until 
./>Omeone dou wln. Opponent may al./>o choo./>e. no.t. .t.o gll.ab i6 
he/./>he. duill.u . 

cA rwoR '.iWUS W EAPONS 
Weapon Le.a.the.I!. S.tadde.d Ugh.t Heavy Scale. Plate 
T !JE.e. MmOll. Le.a.the.I!. Chain Chain MmOI!. MmOI!. 

Vill.k, Poinaltd, 
Tll.ide.n.tea Ee_ee: - 10 -IS -20 -30 -60 -100 
1 Hand 
Swoltdl, 6 Axu : - s -10 -20 -3S -so - 8S 
2 Handed 
Swow 6 Axu : - 0 - s -10 -1S -2S - 40 ............ .. .. .... · ... .... ......... .... ............. 
1 Hande.d Mace., 
F l.aU Hanrne1t. : 
2 Ranae.a Mace., 

- s -10 -IS -20 -30 - so 

Fl.ail Hanrne.1!. : - 0 - 0 - S -10 -20 - .3S 
CltCwb:vti , Se_e.all.6 : - s - s -1 o -30 - so - 7 s 
Pick./> , Lancu : .. : . o' ..... :. a· ..... :. 5· ... :ja· ... :j5· ... :. is' .... 
Sholl..t. 80w: - 10 -20 -30 -so -70 -110 
Long, HoMe. Bow: - S -1 S -25 -3S - SO - 80 

compo./>Ue. Bow: · · · : · 5· · · · .. :ia· · · · .. :ia· · · · :30' · · · :45· · · · :· 75· .. · · 
le.veil. Clt066bow: - 0 - S -10 -20 -40 - 60 
Bdt s Gll.ae_pil: - o - o - s -1 o -20 - 3S ................... ................ ........ ........ 
Windl.466 Cll.06./>bow: - 0 - 0 - 2 - S -10 - 2S 
F.<At s Foot: - 1S -25 -40 -60 - 80 -110 
Foo.t. BOW: - S -10 -15 -25 -4S - 70 

.. ····· ········· ···· ·· ······ ···· ·· ········· ····· ·········· Blte..& unde.ll. 1 so 
ba./le. damage. : 
SltU OVe.ll. 1S0 
ba./le ~e.: 
C:eaw6une.ll. 100 
bM e damage: 
CtaW6 OVe.ll. 100 
006 e damage : 

-15 -30 

- 10 -IS 

-1S -20 

- s -10 

-so -70 -90 -100 

-25 -3S -so - 70 

-30 -40 -SS - 7S 

-20 -30 -4S - 60 



J<~b~I . 
$20.00 ( OMPLETE Boxed Set; ThM !>et .<.ndudu .the. PlayeA'l> Gu.lde., 

No.KIOO Spelt Book, Re.6eJr.e.e.'l> Gu.lde. and C11.e.a.t.Wt.e. Ca.ta.log a.tong wlth 
twe.l.ve. handout !>hew and .two Pl.aye/I. Re.co11.d Shew. AU 
book!> and !>hew Me. pll.<.n.te.d on a Vegetable. PMchme.n.t. 

$ 3. 50 /[)LAYER Re.cOILd Pad!>; PIL.<.~e.d on vegetable. pa11.chme.n.t .thue. 
No KIOI () pad!> 06 6.<.6ty !>hew can be. Med 601t almo!>t any 1tole. playing 

. • va.me., but a1te. e;,pe.c,la,Uy good .l6 U6e.d 6011. KABAL. 
$ I. 50 H EX-He.x-He.x. Shew; Thue. !>hew Me. pll.<.n.ted on pa1tc.hme.nt 

No HI 00 and me.al>Wt.e. 35" X 2 3". Eac.h !>he.et .ll> c.Ml>l>e.d by 6.lve. hexu, 
· wh.lc.h .<.n tuJtn Me. MoMe.d by 6.i.ve, wh.lc.h Me. all>o MOl>l>e.d 

by 6.i.ve.. 
$ 5. O~UNGEON Floolf. Module;,; Thue. Me. a packaged !>et 06 6etU 

No VIOO c.olo11. CM.d !>tock that may be. Ml>e.mble.d .ln an .ln6.(.nUe. vM-
. .<.ety o 6 de;,.lgn!>. 1 nc.lude.d .ln ea.ch package. .ll> an aMo!Ltme.n.t 

06 Pool6, VooM, Roonll>, PM!>age.t.w.yl>, Se.e1tet VooM, P.lUM.l>, 
Voe.kl>, Rope. BIL.<.dge;,, V.l66eJr.e.n.t Vepthl> 06 Open Wat.elf., Sp.i.lf.a.f. 
and Re.gu.lM Sti:UM, Pili lwlth and to.Uhout 11.ungl> J, V.la.gona.f. 
PM!>age;,, etc. 

m.1.s.s.1.a.n. 
rJai . 7 17!~" X 23" Fu 11 Co 1 or Maps Printed 

on Parchment Paper 

JU S
-" 4 17~" X 23" Interior Building 
I Floorplans 

4 8~" X 11" Full Color Card Stock J:l. Building Interior Floor Modules 

~ Book of Rules for Play Printed on 
Parchment, With Systems for Gener-

[] 

ating Thousands of MISSIONS with 

am e Hundreds of Different Security 
• • • Arrangements. 

Complete Boxed Set-$20.00No.MlOD 

f1t n H ABAL U AMING S vsTEMS J:l.d• JCln"'u Cl,, (813) 397-1247 n VIJ I r &;I. • 12385 Rose Street N.' Seminole, Fla . 33542 
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The referee must run the world. This is done by using the 
charts and information in this section. If a situation comes to 
pass that is not covered by the rules, the referee must create a 
solution quickly. In a longer campaign game (where the players 
plan to take their characters through many long and dangerous 
adventures) the referee should draw up maps of terrain, roads, 
towns and the location of things of interest to the players. 

~~ 
~ 

The players may want to have non-human characters. This 
can be permitted if certain guidelines are observed. All non­
human races start out at first level, and if a certain level is indi­
cated, (found in the Creature Catalog) can not excede that level. 
All uncivilized races start without equipment or money (except for 
crummy wooden 'homemade' stuff). For each of the nine charac­
teristics of the creature in question, add nine 1-20 rolls to one 1-10 
roll (this averages 100). Then, multiply this total as a percentage 
to the creatures characteristic average (in the Creature Catalog). 



I 

;;/ 

\ \ \ 



Skill System 

Li sted below in alphabetical order, under their appropriate areas , are 
some of the s k ills and their mechanics . It is important to know some gener­
al knowledge of the skill system befor e attempting the study of details . 

The percent chance of success is different for each class. Usually the 
factor or number of the characteristic used is the percent chance of success . 
However , there are many different modifiers that can apply . In general , at­
tempts against living opponents compare characteristics (as in combat) . At­
tempts against inanimate objects usually compare the player's percent chance 
to the object's level of difficulty by dividing the percent chance by the 
level of difficulty for chance of success . Level of difficulty is a refer­
ee's option. For example, each (5) levels down adds (1) level of difficulty 
to traps, locks, etc .• 

Rach time a skill is ' purcha sed ' , one " skill level" ia squired . Any 
unskilled attempt operates at 80% of the normal percent chance for success . 
The first SL enables normal use of the percent chance and each addi tional 
SL gives a 10% (l . l multiplier) bonus to the normal percent chance of success. 

Marksmanship SkiUs 
Explai ned below are skills that may not be obvious. 

Crosabow-(che lat SL coat (1), each addltlonal 
SL cost (2) . 

Footbov-(the lat SL cost 3, each additional SL 
C08t 2) 

Rock-Cl) \/eight of rock(ln kilos ) x ae<egnth 
factor x (2) for base daaage . ( . 2) x SF 
divided by veight of rock for range multiple . 

Throvn Rope-Cl) Lassoing (roll for loc,ation) , SP 
divided by (3) for silk 6 (8) for hemp for 
range multiple (in meters). 

Thieving Skills 
In general, thieves use their ASF (don' t forget about penalties for 

armor and/or movement) tU.es their thieving level for the percent chance 
of success . Soine thieving skills necessitate equipment . The "thieves 
ki t" (found on the Shopping Liets in the Handout Sheets) has a collection 
of lockpicks allowing attempted lockpicking, a brass cone that counts as 
an additional listening s kill level if used, a tube of oil that counts as 
an additional s kill level when opening doors quietly, a minor disguise 
kit, face black, a straight ra~or, file and enough KO powder to put one 
human out for about ten minutes ( this costs one gold coin to replace) . 

Acrobatics-(2) Allows bonuses to dodging miules , 
evading 6 climbing. Counta aa 1/2 SL towards 
uch of th• above . 

Climbing-(2) llith equipment only . 
Climbing llell-(2 + Climbing) Allows for climbing 

vithout equipment . 
Detect Observers-(4 + Listen 6 Move Quie t ) ASP 

is percent chance of success . 
Detect Secret Doora-(2) Allows (I) minute co 

s earch a 2:m by 2m vall, floor, etc . , vlth 
ASP as percent chance of aucc.csa . 

Detect Traps-(2) Enables detection of traps 
(before tripping!} with ASP u percent 
chance. of success . 

Disquieu-(2) ASF le percent chance of succeas ; 
equipment is ncceseary . 

Evading-(2) Allows for moving thru hostilea in 
closed areas . Each SL multiplies a (. 9) to 
each opponent ' • hit chance. 

Foil T-rapa-(3 + Set & Detect Traps) Takes (5) 
minutes per attempt; use ASP for percent 
chance of success . 

Cambling-(2) 0..creases chance of loaing by (. 9) 
multiplier (I of players divided by 100 
minus 1 • chance 0£ losing) 

Hiding-(2) Adda a 20% bonus to ASF. Done as 
combat against searcher using ASF . 

Listen-Cl) Affects offensive use of stealth 
only (detecting others •• in aupriee). 

.7. 

Move Quiet-(2) Affects defensive use of stealth 
only (avoiding detection by othera-suprlse). 

Open/Close Door Quiflt-(1) Takes (1-10) seconds 
per actcarpt; ASP ts percent ch4nce for success . 

Palming-(!) Conculing .... 11 articles in hand; 
ASF is percent chance of success. 

Pick Locks-(2) Takes (10) seconds per attempt , 
_,. t have tools . Use ASP for percent 
chance of euccess . 

Pick Pockct-(3) Done as combat uaing ASF with 
ASP aa percent chance of aucceaa . 

Poiaons-(6 + Potions & Drugs ) Knowledge to u ke 
poisons at (1-10) points of Bue Damage for 
(1-10) aeconda per SL. 

Potions & Druga-(4 + Chemist) Knovledgc to make 
sleeping, >1ake-up & other atnor drugs. 

Set Trap-(!) Takes (2) minutu per 3ttcmpt for 
each level of trap (can ' t exceed level of 
setter) . ASP is percent chance for 1uccess . 
Hust have ID4terials. 

Sniping-(2) llalvee the chance of misaing your 
t arget (half chance of missing then add to 
chance of hitting) . Target must be unaware 
and not hiding or dodging. 

Tracking Well-(2 + Tracking) For indoor & out­
door use , done as combat using ASP for each 
change in the trail. 





Fighting Skill• 

Explained bclov are skills that are either nev or not obvtoua. 

Oelegacion-(2) A.llovs for double the nor.al nuaber 
of hireling• v/out penaltiu vlth a (+I) on all 
requeatl'. 

Leadershlp-(2 + Oelegation) Adda a (+I) to loyalty 
& a (+I) to all requuta. 

Anoor-(2) llult!plles a ( . 9) to Oexrerlty Anoor 
Hinu.aea . 

lloueunahlp-(2 + Riding) Allov• for uae of one 
headed veapoae fr09 horseback. 

Expert Roraeunahlp-(2 + Koruunahip) A.llova for 
u,. of rvo handed veapona or veapon 6 thleld 
(r<111 horseback. 

Hitting-Cl) Punching. 

Mundane Skills 

Alchemia t-(4 + Ch4'Jliat) Extensive knovledge of 
common chemtc,a 11 . 

Animal Trainlng-(2) Training a particular type 
of creature (exuiple : feline) . 

Apothecary-(2) Knovledge of herb• and roota . 
Arlthmetlc-(1) Simple addition , subtraction, 

multiplication & division . 
Anoorer-(3) Speclalitod In one type of anoor, 

veopon or shield unuCacturc. 
Artlst-(4) Must be 20% above average in Stealth 

and Dexterity . Paints pictures . 
ASaeu Value-(2) As .. uing value of g.,.. . 
Astrology-(2) Knovs atars & their poaitiona. 
84ker-(l) 8akes breads , cakes, etc •. 
!arber-(1) Cuts hair , pulls tenth & can band-

age wounds. 
Blacksaoith-(1) Haking & repairing •imple metal 

items. 
Bookkeeper-(2 + Arithmetic) Keeping & checking 

book• & accounts . 
Brever-(1) Haku ale . 
Butcher-( I) DlaoHcmbling & eel ling animals . 
Cabinet Halter-( I) Hakoo co!fina & cabineta . 
Candle Haker-(!) Hakea candles. 
Captaincy-(2 + Se41118nship) Running a ahip. 
Carpenter-(!) Hakes boots & building. 
Cart ographer-(2) Haklng accurate ups. Must 

have equtpaent . 
Charcoal Burncr-(1) Turna coal into char coal. 
Ch-.!st-(3 + ApotheC4ry) Minor knovledge of 

cocmon chflllcels. 
Chia nay S"eeper-(1) Cleans chianey1. 
Chirurgeon-(2 + Physician) Capable of major 

surgery. 
Climblng-(2) Using ropu & other equipment . 
Club-(l) Uting a club. 
Cobbler-(!) Mikes ai.o.a & boota . 
Cook-Cl) Cooks 
Cooper- (1) Hake• caek8 & barrele. 
Coametology-(2) Kake-up, hair dyu , etc •• 
Divlng-(2 + S'llimoing) Kolding breath and 

avlming underwater. 
Dodging-(2) Uted for a>iaalu only, llUltiplya 

a (. 9) ro opponent'• htt chance . 
Draper-( I) Making yard goods (cloth) . 
Drtve Ror .. e-(1) Kataeasing & running " teom . 
Ealhordan-( l) Ale 6 wine peddler. 
Engtneer-(2) Can deelgn bu!ldlnge , bridgu, etc .. 
Farmer-Cl) Pl4nting & havceting crops . 
Flaher..an-(1) Knovledga of flth 6 "here & how to 

catch. 
Flecher-( I) Kakee arrova & quarrels. 
fluency-Cl each lenguage) Speaklng 6 understand­

ing o nw language. 
Cardener-(1) Cro.,lng Elovera , fruits, vegetables, 

etc. 
Claes Blover-(2) !laking glaaa articles . 
Kand KnlCe-(1) Uelng a knlfe in the hand . 
Kerdsman-(1) 8reedlng, rahing, tending and 

sell Ing herd an Ima la. 

Klttlng-(1) Punching . 
Kortlculturht-(2 + Cardener) Very good with 

ldent!Cvlna & caring for exotic plants. 
Kunter-(2 +Tracking) Can Identify , find, akin 

and dreH nonoal game. 
Jevelcr-(2 + Aaseas Value) ASaeu , repalt and 

ueeable Jevelry. 
Jolner-(2) Kaku dovetail Joint • to Joi n vood . 
Kicking-Cl) 
Leather llorker-(1) Work• leather for belts, etc. 

(no ar.or). 
Literacy-Cl uch languaga) Read & vrlte a nev 

language . 
Hagiatrata-(2) Covermental skills (civil 

servants) . 
Mechanic-(2) Outgo batlc devices. 
l!erchant-(1) Salumanship. 
Miner-Cl) Digging & •horing for otea & •inerals. 
!Unatrel-( I) Knova hov to play an inttrument & 

entertain. 
Navigator-(4) KMva location (vith proper in­

strument•). 
Phyalcian-(2 + !atber) Sev vounds 6 perform 

minor surgery . 
Potter-( I) Hakes clay 6 ceramic artlcl .. . 
Proetit ution-( l) The physical akilla & knowledge 

to enter tain . 
Religion-Cl) Knovledge of local beliefs , can be 

a pr iest . 
Renderer-(!) Boih an!aah for fats, vaxea and 

glues. 
Ridlng-(1) Stay ing on 6 directing a horse . 
Ropet~(2) Kakea ropes & string• . 
Running-(2) Each SL givu half of previous 

loctease , •tarting vlth 12.S%. 
Scrlbe-(2 + Litetacy in 2 languages) Tranal.Altor 

and copier of books. 
Sculptor-( I) Stono carver. 
Seaunahip-(2) Sailing, rigging, etc •• 
Stone Cutter-Cl) Cuts none In a quarry. 
Stone Kason-(1) Laye & mortars a tones for build­

ings. 
Svlmlng-(2) Doean' t take 1-diate droving 

dauge . 
Tailor-(2) Kaket of clothing. 
Tenner-(1) Tan• anlaal skirt•. 
Thatcher-Cl) Kakee & fl.xee roofs . 
Thro"ft Rope-(1) Lauoing with uae of urk8unahip 

'""at roll location for 'hit'. 
Traclting-(2) Out doore only . 
VentrUoquitt-(2) Ability to 'throv' voice. 
Vlnter-(1) Turna grape• into vine. 
llheelvrlghC'-(1) Makes vagon sheela , etc •• 
Zoologle t-(S) llalvea chance of .!!!!!_ recognizing 

nN creature• (take chanca of recognlzlng, 
subtract I, divide by 2 then add I for nev 
chance of recognition). 



Hirelings 

When setting up your characters & purchasing equipment you may 
also hire "hirelings". 

Base hireling pay per month (minimum hiring time is (2) weeks in 
advance) is as follows-

Cuarding (at single location) 
Traveling (moving cross country) 
Hazardous (dungeons, war, etc . ) 

50 plus 1-20 gold coin 
70 plus 1-30 gold coin 

100 plus 1-50 gold coin 

For everytime a multiple of the number o f hirelings (on Charisma Chart 
on Handout Sheets) is exceeded there is a (-1) to the loyalty of all hire­
lings of that character. 

The loyalty of each hireling is determined as follows. Begin with a 
base roll (1-20 die), add the charisma loyalty bonus or minus (found on 
Handout Sheets) then find base loyalty on Chart A. Request Bonuses can 
be bought with gold coin (Chart B) then added to base loyalty. Finally, 
for each request, roll a (1-20 die) on Chart C, adding modifications to 
find answer . 

Hirelings will have long term loyalty changes as follows. Every suc­
cessful expedition for which a hireling was paid with bonus and not injured 
adds a (+l) to loyalty of that hireling . For any expedition that he/she 
is injured and/or not paid in full, add a (-1) to loyalty. For any exped­
ition where the employer puts his hirelings in greater risk situations than 
himself, add a (-1) to loyalty with an additional (-2) for all requests in 
the remainder of the expedition. If no reasonable steps are taken to help 
or find any hireling or characters abandonded or M.I .A. during sn expedi­
tion, add a (-1) to the loyalty of all other hirelings. 

Loya.Uy 8onU6e.4 
Ooubte pay--+I Quadlw.pte -,,ay--+2 8 .t<inu pay--+3 e..tc. 

Loya.Uy 

23+ Will 6u.<cide a6.te1t aven9.U19 de.a.th o 6 11146.telt 
22 Will avenqe de.a.th, a.nd uk.tt<.ngty die 6oJt 
21 Will 6oUow any oMelt, e:iccwt .to cell.ta.lit de.a.th 
20 + 8 on .-teouut MU 
19 + 7 on .-tequut MU 
18 + 6 on Jtq4uq4.t hot! 
17 + S 011 Jtequv.t MU 
16 + 4 on Jtequut MU 
15 + 3 on Jtequut 11.oU. 
14 + 2 on Jtequut JtOU 
13 + I on Jtequu.t MU 
12 No/U714l(wlU pMb duelt.t .i.6 badty U6ed, OJt hwt..t OVelt Iii 

11-1 o Will duelt.t when 011.0btem6 M.i.6e 
9-8 Will duelt.t 011 Mad 
7-6 Will accept pJte-payrnettt, and 110.t be 6een aga.Ut 
S-1 Will accept pJte-payment, and .then attempt .to Mb 

Requut 8onU6e.4 (.i.tt G.C. I 

REQUESTS 

20-18 
17- 15 
14-11 
10-3 
2- 1 

IU.6 k Vea.th 
IU.6 k In j UJtlj 
O.the1t 
Re6Me 
Oue.Jt.t 

S• +/ 10•+2 20•+3 S0•+4 IOO•+S 200•+6 500•+7 1000•+8 2000•+9 5000•+10 

-1(). 
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If the game is to be truly realistic, the referee must breathe life into the creatures that 

inhabit this world of Kabal. The creatures that are encountered should be complete unto 
themselves with their own greeds, lusts, fears, joys and courage. Monsters do not sit in their 
rooms all day and count treasure. Monsters have to eat, relieve themselves, sleep, mate 
and occupy their time. They are not in the dungeon to kill or be killed and looted. 

Intelligent creatures will sleep about 8 hours, hunt about 8 hours and stay at home about 
8 hours each day. No intelligent creature would leave his home and/or treasure alone and 
unguarded very long (one or two hours max.) without checking on it and never without a 
trap or two! 

It is important to assume that intelligent creatures will usually carry their magik items on 
their person and will use them, if able, on anyone attempting to rob or harm them. 

Unintelligent creatures will never assemble much, if any, copper, silver or gold, 
etc.. The only treasure they might have would be from bodies or abodes of intelligent 
creatures that were left unlooted. It would be extremely rare for them to be carrying any 
treasure, (unless some jewelry was carelessly swallowed at their last meal!). 

Referees should remember that the loot aquired by the players does not come with 
manuals of instruction or labels that list their powers or abilities if they have anyl 



Encounters 

A referee should have his encounters set up, equipped and ready before players take their first 
step. " I am always at least one encounter ahead of the group so I know what is coming. Then, I 
sit back and wait and watch the group go here & there, do this & that until the time comes when I 
say, FREEZE! Then I take precise notice of everyone's position, being careful not to let them 
adjust positions or posessions!" 

Before starting, the group's 'base levels' should be determined because th is information will be 
needed for figuring throughout the game. To do this, add all the levels (fighting, marksmanship, 
thieving and magik) of the characters in the group, including hirelings, to the extra levels generated 
by either magikal items carried and/or permanent spells on the bodies of the players (do not count 
scrolls) as follows; 

A. Each plus in an item adds (2) levels. 
B. Passive items (such as Detect Metal) add (2) levels. 
C. Passive defensive items (such as Detect Traps) add (4) levels. 
D. Defensive items (such as Flat Shield) add (6) levels. 
E. Offensive spells that cause damage or control add (10) levels. 

Underground travel adds levels as depth increases. Each level below ground adds a 10'- increase to 
the group's 'base levels'. 

Now, the referee needs to find when a wandering monster will appear. To do this. roll a l-30 
die multiplied by a 1-4 die. The result is the number of minutes (in game time) until the wandering 
monster(s) show up. Next, determine whether the encounter is multiple by rolling a 1-6 die. A one 
yields an additional simultaneous encounter. Then roll again forever as long as you keep rolling 
ones (no weighted dice please). 

In a multiple encounter, randomly determine the order of 1he encounters (creatures & group~ 
Then, determine altitudes of creature groups towards each other's groups and the player's group. 
Fina.Uy, proceed with encounters in the previously determined order with small lime lapses between. 

If the group makes loud noise (screaming down pits, combat, etc.) there is an au1omatic 20'­
chance of an encounter with creature(s) investigating the noise. Multiply the investigators stealth 
by (3). Also, check for multiple simultaneous encounters. For placement of encouniers, there is a 
70'- chance the encounter is in front, 20'- chance of rear and sir. for each side (side encounters 
are usually ambushes). 

Next, the referee needs to determine the type of creatures and then equip and accoutre them. 
To do thi.s, the referee first rolls a 1-100 die on the Wandering Monster Class chart (this is the 
players get unless they make their recognition roll or have previously encountered this creature) to 
determine which specific class chart to roll on next. Then, roll a 1-100 die on that chart to find the 
specific type of creatures for this encounter. For number of creatures in the encounter, use a 
percentage (roll 1-100 die) of 'base levels' (making use of the Bonus Chart found in the Treasure 
Generation section to follow) divided by creature levels (found in the Creature Catalog). 

Wandering Monster Classes 

01-05 An Ooze 
06-11 Small Humanoid 
12-27 Medium Humanoid 
28-42 Large Humanoid 
43-48 Quadroped 
49-54 Tailed Quadroped 
55-60 Exotic Plant 
61-69 Winged Humanoid 
70-77 Small Flyer 
78-86 Large Flyer 
87-95 Multi-limbed 
96-00 Recognized 

Small Humanoid 
01-04 Dwarves 
05-16 Gnomes 
I 7-34 Goblins 
35-38 Gremlins 
39-42 Robbits 
43-46 Imps 
47-59 Kobolds 
60-67 Leprechauns 
68-71 Legba 

72 Lycanthrope 
73-75 Haleficia 
76-81 Ophidians 
82-86 Phantoms 
87-96 Rusters 
97-00 Sprites 
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Multi-limbed 
01-10 Ants(Giant) 
11-13 8rakors 
14-18 Centaur 
19-22 Centipede(Giant) 
23-25 Chimera 
26-30 Elendru 
31-36 Green Martions 
37-49 Hydros 

50 Lycanthrope 
51-56 l.yncher 
57-60 Octopcds 
61-67 Purple People Eater 
68-77 Rhinotaur 
78-82 Scorpions(Large) 
83-87 Scorpions(Giant) 
88-92 Snaila(Giant) 
93-00 Wallwalkers 



Medium Humanoid 
01 Apes 

02- 03 Anito 
04-0S Antaen 
06 B•boons 

07-08 S.kru 
09-10 Bupen 
11-14 C.on 
IS-17 Dinos•ur Ken 
18-20 Elvu 
21-22 f'rogmcn 
23-24 Choate 
25-26 Hare=en 
27-30 Hobgoblin• 
31-32 lnll4U 
33-34 Kangaroo Ken 
3S-36 Labaaeu 
37-38 Lemure 

39 Lich 
40-42 Lizard Ken 

43 Lycanthrope 
44 Keduea 

4S-54 Ken 
SS Ker111en 

S6-S7 H""""Y 
S8 Neptuni 
S9 Nymphs 

60-63 Orce 
M-6S PigJOen 
66-67 Salamander 
68-71 Serpent HA:n 
72-7S Shadows 
76-77 Sharkllen 
78-79 Skeletons 
80-83 Snake Hen 
84-8S Spectru 
86-87 Sylphs 
88-90 Tritone 
91-92 Vupirea 
93-94 Wengva 
9S-96 WonoJes 
97-98 Y•kahu 
99-00 Zombies 

Exotic Planu 
01-lS Black Lotus 
16-40 Carnivoroue Plant• 
41-70 Kiecell1neou1 llaraleea 
71-80 Hushrooa(Gient) 
81-90 Ruealkas 
91-00 Toadet oole(Giant ) 

Small Flyer 
01-08 Acid Leech 
09-20 Bats 
21-30 Fairies 
31-SO Flying Leeches 
Sl-6S Plying SN1kos 
66- 80 Flymen 

81 Lycanthrope 
82- 8S Phoenix 
86-00 PixiH 

Large Humanoid 
01-06 Aelurue 
07-12 Alorad 
13-IS Briareus 
16-21 Bugbears 
22-24 Crab:oen 
2S-27 Cyclops 
28-33 Deodand 
34-36 Djinni 
:n-39 Efreet 
40 Elemental (Air) 
41 EleJ:>ental (Ear th) 
42 Elemental (Fire) 
43 Elemental (Wa~er) 

44-SI Flolk 
S2 Giants (3m) 
S3 Giants (4m) 
S4 Giants (Sm) 
SS Giant• (6m) 
S6 Giants (7m) 

S7 1-6 Colems (Flesh) 
S7 7-0 Coloma (Clay) 
S8 1-6 Colems (Wood) 
S8 7-0 Colems (Stone) 
S9 1-S Colems (Silver) 
S9 6-8 Colems (Steel) 
S9 9-0 Goleas (Dia110nd) 
60-61 Lycanthrope 
62-67 Minotaur 
68-7S Ogre 
76-82 Ogre Magikos 
83-84 Raksh11sas 
8S-87 Screaming Blue Horror 
88-89 Shadripu 
90-97 Troll• 
98-00 Yeti 

Winged Humanoid 
01-14 Al ... nzor 
IS-20 Balrog 
21-29 Bac:en 
30-SO Cockatrice 
Sl-60 Dellona 
61-66 Eaglemen 
67-68 Enocians 

Plant 69-88 Gargoyles 
89-94 Hawkaen 
9S-96 Lycant hrope 
97-00 Old Ones 

Large Flyer 
01-18 Basilisk 
19-36 Harpies 
37-54 llippogrif f 
SS Lycanthrope 

S6-65 Kanticore 
66-69 P~gasi 
70-73 Roe 
74-80 Winged Pant her 
81-00 Wyverns 
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Ouadroped 
01-10 Ban1hee 
11-30 Baara 
31-33 Boera 
34-35 Buffalo 
36-37 Camel 
38-41 Deer 
42-66 De:llon Doge 
67-68 Elephant 
69-70 Lycanthropa 
71-72 KooH 
73-97 Owlbear 
98-00 Rhino 

Tailed Ouadroped 
01-06 Alligator 
07-12 Crocodile 
13-27 Fire Lizard 
28-32 Lion 
33-40 Lizard(Giant Cave) 
41 Lycanthrope 

42-49 Panther 
50-65 Tailelinger 
66-75 Tiger 
76-80 Unicorn 
81-90 Wolves 
91-00 Wyru 

Recognized 
01-10 Anti 
11-17 Birds 
18-21 C.ta 
22-30 Cattle 
31-36 Dogs 
37-46 Dragone 
47-49 Frogs 
50-59 Giant Snake 
60-62 Coat 
63-65 Horses 

66 Larva 
67 Laaea 
68 Pigs 
69 Rabbits 

70-72 Rate 
73-76 Rata(Ci.ant) 
77-80 Scorpions 
81 Sheep 

82-85 Silver Sphere 
86-89 Snakea 
90-93 Spiders 

94 Squiuele 
95-97 Toads 
98-00 Turtles 





Accoutrements 

Now it is time for equipment and accoutrements. Only intelligent creatures with a 
wisdom of (40) or higher can have equipment, etc.. For each monster/NPC, roll once each 
for rations, torches and the six types of equipment. Then, if the percentage roll is made 
consult the appropriate subchart. It is assumed that all NPCs or monsters encountered will 
have any skills they need (based on accoutrements) once for each of their levels. 

TYPE ONE-MU 1-4 & add 
4.tlteng.t/1 64cto11. 

I - 3 Hatchet 
4-5 Mace 
6 FJta.ncMCA 
7 SholLt StOOll.d 
8 Fla.U 
9 811.oad4woll.d 

I 0-11 Fa.i.cki.on 
12-13 Heavy Mace 

14 Celt Axe 
I 5 Ba.6.ti:vui StOOll.d 

16/22 Heavy F.ta.lt 
I 7 I 2 3 Gii.eat StOOll.d 
18/24 Walt Hanrne11. 
19/ 25 Two-Handed Walt Axe 
20/26 Pi.ck Axe 
21/27 Gii.eat Fla.U 

TYPE FOUR .tell 1-20 
1 - ~ Leath ell. Atunc11. 
6-10 Studded Lea..t/1e11. 

11-14 Ught Cha.ln 
15- 17 Heavy CluWi 
18-19 Sca.te Altmo11. 

20 Pta.te Altmo11. 

TYPE SIX-MU 4epall.ately 
Shlild- Ye4 
Flint & steel- Y e4 
Cl.oak- 20% 
Beanket- 30% 
Steel M.Wto11.- 1 oi 
SUve!t Ati.M.oll.- I 0% 
SUve11. Cll.044- 5% 
Chalk- 10%( 1-4 pe.i..ce4) 
lit.On Sp.(.ke4- 20%(1-20) 
Rope- 40%11-100 meteM) 
Gltappel Hook- 50% .i..6 11.ope 
Ca.i..thltOP4- 20%(1-201 
Wine/Wate11. Sk.i.n4- Ye411-4) 

TYPE TW0-1toll 1-8 &add 
4.tlteng.th 6acto11. 
.then check Type 
One table. 

TYPE THREE-MU 1-10 
I V.v'l.k 
2 Po.i..g n.i..all.d 
3 Hatchet 
4 F1ta.ncMCA 
5 Cll.Owbalt 
6 Spea1t 
7 TM.dent 
8 Epee 
9 Mace 
10 Wh.lp 

TYPE FIVE-MU 1-100 
01-os 1-3 v.vuu. 
06-10 1-3 Po.i..gn.i..all.d4 
11-15 1-3 FJta.ncMca.6 
16-35 1-6 Spea.11.4 
36-45 Levelt CIL044bow(l-IO Qu.a1t1tel4J 
46-55 Belt 8 Glta.ppel(l-10 Qu.a1t1tel4) 
56-65 Windta.44 X-Bow(l-10 Qu.a1t1tel4) 
66-75 SholLt Bow(l-20 All.ll.oW6) 
76-85 Long/ Ho11.4e Bow( 1- 20 All.ll.oW4 J 
86-95 Compo4U:e Bowl 1-20 All.ll.oW4 J 
96-00 Foot Bow(l-12 All.ll.oW4) 

Al.e/Wine/Blta.ndy/Watell.-50/30/10/80 % 6011. 1-4 06 ea.ch 
Back Pac.h.4- Yu(Smalt-Laltge-Saddle Bag4J 
Tki.evu IGU- % equ.al.4 Steal.th Nwnbe1t 
Liu1'tulln- 30% (w<..tlt 1-4 6la4k4 oil.) 
Oil.- 20%(1-4 6la.4k41 
Po.Uon-15% 11-40 poin.U 601t 1-10 4econd4 • U: wou.fd have been on wea.pon4 

and .the11.e .U 1-10% o 6 a Ute11. exbta I 
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Treasure 

Next, determine whether there are any magikal items and/or valuables. The creature's 
level times ten is the percent chance of that creature having something. Find the 
appropriate level (creature's level) on the Treasure & Magik Chart. For each type of 
treasure, if applicable, you will find a percent chance of it's presence and the base 
amount. Roll a percentage (1·100) of the base amount (Bonus Chart below will apply) to 
find the exact quantity present. 

When a creature is found to have magikal items, roll 1· 100 (for each item) on the Magikal 
Object Type chart to determine which specific object and charts to roll on next. 

T1te.a.4Wte. 6 Mag.<.k 
Le.vet. ~ S.UveJt. Gotd Ge.m6 ~ ~ 

1 50\1000 40\100 30110 1011 m 10'1 
2 1012000 501500 40150 15'2 8'I 20'2 
3 5otsooo 60%1000 501 100 20%4 10%2 25'3 
4 2015000 1012000 60\200 25%6 1313 3014 
5 515000 5otsooo 101500 30'8 1514 35'5 
6 40UOOO 801150 35%10 2015 4016 
1 30110000 7011000 40%12 25'6 4S'7 
8 20110000 60\2000 45%15 30%7 S0'7 
9 10%10000 50%SOOO S0%20 35%8 5517 
10 
11 
12 
IS 
20 
40 

90-1. I .timu MU 
91-1. 2 .timu MU 
92-1. 3 .timu itOlt. 
93-1. 4 .timu MU. 
94-1. S .timu MU 
9S-1. 6 .timu MU 

Magikal Objects Type 
01-30 Weapons (go to 1 then 2) 
31-40 Armor (go to 1 then 4) 
4 I -6S Scroll (go to 6) 
66-68 Ring (go ton 
69-71 Amulet(goton 
72-75 Wand (goto8) 
76-95 Potion (roll random Spell) 
96-00 Magik Junk (go to 9) 

(1) 

1-10 Ptw. I 
11 -14 Ptw. 2 
15- 17 Ptw. 3 
18- 19 Ptw. 4 
20 RoU aga.Ut and 

a.dd 6oWt plu.6u 

40%7500 50%25 40\9 60\7 
30\10000 45'30 45'10 65U 
20%1SOOO 40US S0'12 70'8 
10120000 30%40 4SllS 7S\9 
5130000 20%45 40'20 80\10 

15%SO 35130 85%15 

BONUS TABLE 
96-1 . 7 .timu 1toU 
97-1 . 8 .timu MU 
98-1 . 9 .timu MU 
99-2 .0 .timu 1toU. 
00-2 .timu 1toU pluo 
MU aga.Ut and add .t.o 6(M.t. 

(2·after go to 3) 

01-04 f}.(.Jtk 
OS-08 Po~n.Uvuf 
09-11 Gltea.Uwoitd 
12- 14 Bcu..taltd S®ltd 
I S-24 Fate.ion 
25-39 Blt0ad4woltd 
40-42 Showwoltd 
43-44 Two Handed Axe. 
45-48 Cel..t Axe. 
49-53 F114.1twcn 
S4- SS Hatchet 
56 Giant Ft.a..i..t. 

57-58 Heavy F.t.a..i..t. 
59-62 Ft.a.U. 
63-64 Wait Hanrne/I. 
65-67 Heavy Mace. 
68-71 Mace. 
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72-74 
75 

76-71 
78-79 
80 

81-82 
83 
84 
85 

86-87 
U-39 
90 

91-94 
95-97 
98-99 

00 

Speait 
T.11.ide.n.t 
Sltolt.t Bow 
Long Bow 
HoMe. Bow 
Compo6.Ue. Bow 
Foo.tbow 
Cctlthlt.op 
Wh.lp 
Q.uaMel. (4 I 1- 1 o 
Mitow(4)1-IO 
Q.u.ive.Jt 
Leve.It Clt044 bow 
Bel..t 6 G11.abbel X-bow 
W.lndta.44 Cit044bow 
Lance. 



1-16 
17-18 

19 
20 

(3) 

None. 
1 Spe.U 
1 Spe..U. + RoU Aga-i.n 

Spe.c<.a.t. Ab.lllty + 
RoU Aga-i.n 

01-35 
36-55 
56-70 

I Spe.U 
2 Spe.le4 
3 Spe.le4 

1- 10 
11-14 
15-17 
18-19 

I Spe.U 
2 Spe.le4 
3 Spe.le4 
4 Spe.le4 

(4-after go to Sl 
01-20 Sk<.e.ld 
21-60 Fu.e.t Sult 
61-75 He.ad Pe-i.ce. 
76-90 Body AJtmoll 
91-00 Han.d.6 

(&after roll for random Spells) 
71-80 4 Spe.le4 94-96 
81-88 5 Spe.le4 97 
89-93 6 Spe.le4 98-00 

(7) 

1-5 
6-10 

11-14 
15-17 
18-19 
20 

(S) 

Le.atheA 
Stml.de.d Le.atheA 
Ugkt Cha.Ut 
Heavy Cha.Ut 
Sea.le. AJtmo11. 
Pt.ate. AJtmo11. 

7 Spe..lU 
8 Spe..lU 
CWL6e.d SCJtOUl>.6 Spe.UI 

20 RoU Aga-i.n and 
add 6oWt Spe.le4 

JW1g4 and amu.tw can have. any 4pe.U 
on .them 61tom .the. 4pe.U .tabte.4. An 
.impoll.tan.t .tk<.119 .to 1temembeA .iA .tlutt 
.tlte.4e. .Uem4 m.lgkt be. tltappe.d .to ho.ltm 
.tlw4e. not 6amlU..ivt. ht .the-Ut U6e.. 

(8) 

1-15 I Spe.U 16-19 2 Spe.le4 20 RoU aga-i.11 and add 2 Spe.le4 . 
Wa11d.6 have. a 1tandom pe/l.Ce.n.t.u.e. 06 50 wU.U pelt 4pe.U ht .them. The. plcuj­

e.lt4 4houf.d have. no .<.de.a how many un.lt4 any wand con.ta-i.ne.4 , unle.44 .they 
made. .lt, Oil Welte. p.'Le.4e.n.t a.6 .lt CIW made.. 

(9) 

RoU 1-20 
1-10 I Spell 01-03 CltOwbalt. 55-56 Chalk 

11-14 2 Spe,.tU 04-06 P.i.ckaxe. 57-59 Saddle. 8ag4 
15-17 3 Spe.U4 07-09 Epe.e. 60-62 LMae. Back Pack 
18-19 4 Spe.le4 10-12 Wa.telt Sk.i.n 63-65 Smalt Back Pack 
20 RoU aga-i.n 5 add 4 13-15 F.tiuk 66-68 LaMe. Sack 

16-18 La.n.tWtn 69-71 Smalt Sack 
19-21 TOii.ch 72-74 F .lve. /.Ian T e.n.t 
22-23 F.U.n.t 5 Ste.el. 75-76 32 Man Tent 
24-26 Ca.6k 77-79 Two Ma.n T e.n.t 
21-28 SmaU Pot 80-81 13.t.ack Ve.l.ve..t Cl.oak 
29-30 L41tge. Pot 82-83 Red Vet.vet Ctoak 
31-35 SUveA Cllo44 84-85 PuJt.pte. Ve.l.vet ctoak 
36-40 S.i.tveA M.iM.oll 86-87 &wwn Cf.oak 
41-44 Ste.el. M.iM.oll 88-89 Gile.en Cf.oak 
45-46 Mallet 90-91 13.t.anket 
47-48 Wooden Stake. 92-94 SUk Rope.(1-IOOml 
49-51 Vton Sp.i.ke. 95-97 Hemp Rope.(1-100ml 
52-54 lltOn Sp.i.ke. w!Eye. 98-00 G11.appe1. Hook 
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Special Abilities 

1 Weapon will refuse to leave hand when danger is near. Also it will refuse to be sheathed. 
2 Weapon will adhere to the firs person to hold it and it will attack strangers to the holder. 
3 Weapon will adhere to the hand of the holder, and will attack nearest being. 
4 Weapon will adhere to the hand of the holder, and plusses are now minuses (cursed). 
5 When weapon is drawn it must draw blood or it will attack all near as an Automatic Weapon 

until all nearby have been hit once. 
6 Weapon does double normal damage, but also does 5 points per second damage to holder. 
7 Weapon does 5 points per second damage to holder. 
8 Weapon does 4 times normal damage, but does 5 points per second damage to holder. 
9 Weapon will 'take over' character if character is 60% or more damaged. Random attitude. 

10 Weapon attracts double normal encounters 
11 Weapon causes an automatic minus twenty to all attitude rolls. 
12 Weapon will cause a plus twenty on only the first attitude roll for encounters. 
13 Weapon will be sought after by any unfriendly intelligent beings that see it. Friendly beings 

will attempt to trade for it & if unsuccessful will steal or kill for it. 
14 When thrown or launched, weapon will return and strike launcher in the head. 
15 After touching blood of any creature weapon becomes an Automatic Weapon attacking the 

creature until it is dead or runs away. 
16 Weapon will give each person 5 point.sol damage if touched, but only the first time. 
17 Weapon causes all attacks against the holder to be made against anyone else w ithin 3 meters 

of the holder. (Only works if someone within range.) 
18 Weapon attracts attacks made against anyone within 3 meters of holder. 
19 Weapon has a spell that is rolled for randomly each time it is called for. (All spells available.) 
20 Weapon has a spell that is rolled for randomly but spell works against holder. (Invisibility on 

opponents, itch on self.) 
21 Weapon causes any damage against holder to also return same damage to causer. 
22 Weapon steals levels from whoever is hit. For each level stolen, weapon adds 1 point to the 

holders Strength & Constitution. If within 24 hours weapon has not taken a level, then it 
subtracts 1 from all previous user's Strength & Constitutions. This subtraction will be each 
1-30 minutes. 

23 Weapon will immediately take over character. Roll random attitudes. Weapon retains 
control of character even if separated. 

24 When weapon strikes anything alive, beings switch bodies. (Wisdoms & Psy. only.) 
25 Weapon will disintegrate anything the 'business end' touches as spell. A proofed sheath will 

come with weapon. 
26 Weapon must have a soul by sacrifice each day or an angry demon will be summoned. Each 

sacrifice has a 10% chance of summoning a friendly demon. 
27 Weapon has a 2% chance of taking over character each time it is used. 
28 Weapon is intelligent. It can translate 1-30 languages and telepathically speak to holder. 
29 Weapon is intelligent and can talk. It has 1-30 languages, plus common. (Attitude could 

be bad making it a trouble maker.) 
30 Weapon will raise the level of the holder 2-12 levels while using weapon. Experience is 

figured from the adjusted level (plussed version). 

Roll one of the ARMORY'S 1-30 sided dice. 

-IIJ. 



Surprise 

Now that the type, level, number & accoutrements of the creatures are set, you 
must determine who notices who first (surprise!). Surprise allows the winner to make 
the first move (attack, avoid, or make friendly overtures). To find who surprises who, 
compare ASF (Adjusted Stealth Factor) as in combat using the group average as the 
base and the total as the divisor. For example, the groups average ASF is (8). inclu­
ding armor and movement penalties as in the 'Players Guide'. The creature's ASF 
is (12). Dividing (8) by the total (20) gives you (.4) or 40%. Usually this would mean 
that 403 of the time the group surprises the creatures, however a plus or minus ten 
from this number (30-50) indicates simultaineous sighting or no surprise. Roll only 
once for each encounter. 

Attitudes 

Attitudes of encounters are now checked. For unintelligent creatures (less than 
40 Wisdom), roll a random 1-80, and for intelligent creatures roll 1-100 on the 
Attitude Chart below. Then, proceed to the appropriate subchart. The referee now 
operates the creature(s) encountered using the attitude rolls as the basis for their 
actions, (modified by a minus 20 for any attacks, and an additional minus 10 for any 
injuries to their group) until the conclusion of the encounter(s). Note that when half 
of any encountered group is killed there is a 25% chance of the remaining creatures 
fleeing the group. 

ATTITUVES 
01-50 Attack (80% V.ilte.c.t-20% Su.bteA6uge.J 
51-80 IttcU66eAe.nt 
81 - 0 0 F ILle.n.dty 

Attack or-w 
21-25 
26-30 
31-35 
36-40 
41 -60 

61-80 

81-00 

Atta.ck .t-0 l(.(ll. 
Attack 601t Food 
Attack 601t Mag~k 
Attack 6011. Gold 
Attack 601t Cap.ti.vu 
Ve11.y Ho6til.e.(0JuWJ weapon.6 
and a.tt.ack ~6 don' .t 1te..tltea.t) 
Ho6Ule. (OJtaW weapon.6 and 
a.tt.ack ~6 advanced on. 
VJtaW weapon.6 5 p1topo6e. non­
agg11.u~n 

Any a.tt.ack6 cau.6e. a -20 .t-0 aU 11.oU-6 , 
and any ~julLlu caU6e. an add.Ulonal. 
-10. 
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1ncU~6 ell.wt 
Ol-2 Avoid 
26-50 Ind.i.66e11.e.ntl50% VltaW weapon.61 
51-75 Unde.~e.d(Jc.Ol.l. ag~n ~6 any­

.th.i..ng happe.n.6 
7 6-0 o Ne.ut/lal.-OJtaW weapo n6 and 

pit0po6e. non-agg1tu~n 

F ILle.ndl.y 
Ol - 50 VltO.LIJ weapon.6 and pJtopo.se. non­

51-60 
61-80 
81-00 

aggltu~n 
Mk M6~.tance. 601t .some.thing 
Mk .t-0 jo~ 601t .shMe. 
Mk .t-0 accompany 



RANDOM DUNGEON GENERATION 
These random dungeon generation charts are used for solo play or as an 

aid for the referee. The referee can use these charts when operating a 
character, or when learning how 10 referee and not familiar with selling up 
dungeons, or placing creatures, traps and monsters. These charts can help 10 

give a feel for ~ow the game might flow. I think the probabilities are set up 
fairly well but they are not the end-all. If you roll something that can not eitist 
because of a previous hallway, just roll until something that can exist shows 
up and map that instead. 

This generation system is not recommended for use in a campaign game 
because there is no underlying theme or reason to the way it works. However, 
it is recommended for spontaneous play such as in a subplot of a campaign or 
a quick game or hack & slash. 

Again, this is just an aid, not something cast in concrete. It is here to 
help not inhibit the referee! 

DUSCEO.~ IECINll lNCS (II) 

0 1-30 Rulna v/Sca l r Dovn(Cbar t 12) 
) 1- 40 Rul na v/vld• Scalr l>o-Jft(Chart 12) 
41-H Paa .. gevay lnco a 80Untaln(Cbart 13) 
S6-70 Ooor ln 110uncal nolde(Cbart 17) 
71-80 Hole vl cb a-/Clwlber belov(Char t 15) 
8 1-90 Ooor l n ground(Chart #12) 
9 1-9S Pa11agevay dovn(Ch&r t 13) 
96-00 STR>.NC!(Have run) 

~(12) 

Tb• up/dovn uana that H che nuaber 
or levela la not poHlble ror one or 
ch• tvo dlrectlona l t vu t he ocher . 
Ochervt .. roll- Odd•up Even-dovn. 

01-40 Stalra up/dovn one level 
41-60 Stalra up/dovn tvo levela 
61-70 Stalra up/dovn three levela 
71-75 Stalra up/dovn rour level• 
76-78 Stalro up/dovn flve levela 
79-80 Stalra up/dovn ab levell 
8 1-90 Rallp- roll again for di.rect1oa/e levat1oa 
9 1-00 Trapped(Cbart 19)-roll agaln 

I{ th• roll v a• •ven a door va• at 
the bottoa(Char t #4) , lt odd , then 
a paHagevay(Cbar t 13) . 

PASSACDIAYS (#3) 

S-SO Mana (1-10 t1Ma S) 

Ol -2S Paa .. aevay goH S-SO M t era(roll qai n) 
26-4S Puaage goH S-SO Meara v/Cbenge(Chart 16) 
46-60 Chuber(S- v/no doora)(Chart IS) 
61-7S Pa uaa• soH S Mtera v/Change(Otarc 16) 
76-00 Pa 11age goea S Mtera v/Tr ap(Chart 19) 

OOORS Croa PASSM:E\IAYS (#4) 

01-0S Cloae t 2 by 2 .. tua(2Sl Secret Ooor) 
06-7S Roo.(Cbart IS) 
76-8S Pauagevay(Cbarc 13) 
86-9S St alra(Cbarc 12) 
96-00 Trapped Ooor(Charc 19)( roll agaln) 

ROO.'IS & CIW<BEltS (IS) 

01-06 4 by 4 Mter 
01-1' 4 by 6 aeter 
lS-22 4 by 8 coecer 
23-30 6 by 6 cecer 
31-38 6 by 8 c:eter 
39-46 6 by 10 Mter 
41- Sf. 8 by 8 necer 
SS-62 8 by 10 Mt&r 
63-SS 10 by 10 Mter 
86-90 S by S MC&r 
91-98 S by 10 Mt&r 

Each rooa .... be 
checked for Exl t • 
(Chart 110) & for 
Occupanu/Chut a , 
ec t. (Chart #II) . 

99-00 Very l.arge(llake •ur• It Clea) 

~(16) 

0 1-08 Ooor on !Art alde(Cbart #4) 
09-16 Ooor on Rlght eide(Chart #4) 
17-20 2 Ooora oppoeite(Chart #4) 
21-23 Dead e nd v/door on ond(Cbart 14) 
24- 2S Dead e nd v/door on eide(Cbart 14) 
26-40 Si de Pueaga(Cbar c 18) 
41- SO l'Urn(Char t 18) 
Sl-60 4 vay 90 desr.a Incerooctlon 
6l-6S tvo Side Pauag .. (Cbarc 18) 
66-8S Stalra(Cbart 12) 
86-9S Oead End 
96-00 Dead End v/Tra p(Cbart 19) 



DOORS froa ROOMS (17) 

01-20 Closet 2 by 2 mete u(25% Secret Door) 
21-SS Another Room(Chart I S) 
S6-80 Passageway(Chart 13) 
81 - 9S Staira(Chart 12) 
96- 00 Trapped(Chart 19) 

SIDE PASSACES & TtlRNS (18) 

01-0S Left 13S Degreu 
06-35 Left 90 Dogreee 
36-SO !Aft 4S Degrees 
SI-SS Right 13S Oegreee 
S6-8S Right 90 Degrees 
86-00 Right 4S Degrees 

TRAP LIST (19) 

01-0S 4 motor Pit 
06-10 6 meter Pit 
ll-15 10 meter Pit 

There 1• a one in 
six (17 %) chance 
of the passageway 
being a curve . 

16-20 Pit (1-8 tic:es 2) 10eters w/Spikes* 
21-25 Pit as above w/Poison Spikes** 
26-30 Pit as above w/Oeep llater at bottom 
31-3S Pit as above 11/llatcr-Inhabited 
36-40 I/all closes (1-10 ti'""• 2) Q&ters in front 
41-45 I/all ae above but in back 
46-SO 1-6 Arrows (20% each poisoned)BD 100 
SI-SS 1-4 Speers (15% each poisoned)BD ISO 
S6-60 1-3 Quarrell (Lover) 
61-6S I Quarrel (llindlaas) 
66-70 Cave in 
71-7S 1-10 Bcor Trapa(Baoo Damoge SO) 
76-80 Caa (IS% Random Spell to thoae touching) 
81 - 8S Elevator Oovn 1-3 levels 
86-90 Elevator Oown 1-6 levels 
91-00 Co to Trap List 2(Chart 19a) 

*Spikes are as Dirks vs . Armor v/80 20 
I/e i ght divided by 10 ls max number to 
land on . 

**Poison BD ls 1-20 point• per second & 
it lasts for 1-20 second&. 

TRAP LIST 2 ( 19a) 

0 1-0S Br acketing valla-S0% water fllh 
06-10 Pueage rotatu into chute dmtn(Chart 13) 
ll-lS Teleport to a different location(One llay) 
16-20 Teleport Doorway aa above(One \lay) 
21-2S llalla close to crush 
26-30 Ceiling decenda to crush 
31-35 Floor opens and slants to drop the entire 

group down 1-4 levels 
36- 40 Ceiling aucka up (I level) 1-6 of group 
41-45 Poisonous needles ahoot out (I to 20)** 
46-50 I/all of Fire closes off pau age for 1-60 ain . 
SI-SS I/all of lee aa above 
S6-60 Chute opens dropping victi• to Room v/Monster 
61-6S Chute down 1-4 levels w/direction lost 
66- 70 Passage or Room Shifts after pauing 
71-7S Passage or Room Sh if ts during passing 
76-80 Explosion (as Spell) v/ 1-3 Unit s 
81-85 Lightning Bolt as above 
86- 90 Bio-Adhesion (as Spell) v/1-6 Victims 
91-9S Strip Spell on group v/Wandering Monster 
96-00 Cet Devious and NASTY I 
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EXITS f rom ROOMS & CllAllBERS (110) 

01-SO !lo other visible exits (+ Secret Doors) 
51-70 One other exit (+ Secret Doors*) 
71-80 1- 3 other exits (+ Secret Doors) 
81 - 90 1-4 other exits (+ Secret Doors) 
91-9S 1- 6 other exits (+ Secret Doors) 
96-?? 1- 8 other exits (+ Secret Doors) 

If the e,..llest Room side Is 6 met er s 
add S to the roll. 
tf the smallest Room aide is 8 met era 
add 10 to the roll. 
If the smallest aide la ten add IS to 
the roll . 
If the smallest aide is not lea• than 
or equal to ten, then add 20. 

*Tho chance for a SECRET DOOR ls to be 
rolled for e.ach 2 by 2 ,..tar ares the 
characters check auccesefully. It's a 
2% chance. 

-Exit Locations- (Roll for each exlt) 
01-20 North or Northveat I/all 
21-40 Wen or Southvosc I/all 
41-60 South or Southeast I/all 
61-80 Eas t or Northeast I/all 
81-90 Door in Floor(Chsrt 112) 
91-00 Opening In Ce111ng(Chart 113) 

ROOll & CHA){BER OCCUPANTS (Ill) 

01-22 A chest 
23-24 Two chut e 
2S-33 Two cheat s & Encounter 
34-SI One cheat & Encounter 
S2-S7 Encounter only 
58-00 Emp t y 

TRAP DOORS lN FLOORS (112) 

Trap doors open upwards. They aren't traps. 
01-30 Ladder dovn one level to a Pauagevay(Chart 13 
31-40 Ladder dovn one level to Room(Chart IS) 
41-SO Ladder down one level to Chuber(Chart IS) 
51-60 Shaft down 1-4 levela to Paasagevay(Chart 13) 
61-70 Shaft down 1-4 levela to Roo•(Chart IS) 
71-80 Shaft down 1-4 levels to Ch&llber(Chart IS) 
81-90 Ladder down 1-6 levels to Puaagevay(Chart 13) 
91-95 Ledder dovn 1-6 levels to Room(Chart IS) 
96-00 Ledder d°"" 1-6 levels to Chuber(Char t IS) 

LEVEL DESCRlPTIONS 

Level Depth 
!?2.\!!l Under 

Passagevays 
filtl!. Height 

l Sm 111 2m 
2 10.. 1. 211 
3 is .. 2m 3m 
4 20.. 2m 3m 
s 25= 211 3m 
6 3211 3m 4m 
7 39D 3m 4a 
8 46m 3a 4m 
9 S4• 3m 4m 

10 64m 4• 611 
ll 7411 4ia 6m 
14 104• 4111 611 
IS ll6m 6m 811 



Special Notes 

A black velvet cloak will add one level to thieving level for hiding purposes, 
unless creature has infra-vision. 

Shaolin Priests do not get free hit location on missile combat. 

Soaking wet characters get the same advantage against infra-vision as a black 
velvet cloak gives against normal vision. 

All players may accumulate experience points until the age of thirty, when oo.ly 
Wisdom and Psychic experience will still add. At fourty, Psychic stops and each 
month Strength, Dexterity, Stealth and Endurance each have a 30% chance of being 
minused one point. If any ability reaches zero, the character will die. At fifty years 
old, Marksmanship goes down as above and Wisdom stops advancing. At fifty-five, 
Wisdom goes down at one point per month, and the percentage of maximum Wisdom 
is the chance of remembering any previously encountered creatures. 

Fine Weapons & Armor; 
This is a way for players to aquire weapons and armor that are superior to the 
weapons normally available on the price lists with an increase in price to com­
pensate. 
If the price is multiplied by ten, the weight (but not the base damage) of the 
weapon can be multiplied by 80% (.8). 
Very fine weapons cost 100 times as much but weigh 64% as much, etc .. 

Magikal Items are for sale, but the price is almost prohibitive. The referee 
must not allow the players to aquire rea.lly powerful items by outright purchase. The 
prices of magik items should be based on magik to create, and the usefullness of the 
spells used. A plus one weapon made permanent would cost over two thousand GP, 
plus two over seven thousand, plus three over fifteen thousand etc .. 

In hand to hand combat the length of the weapon plus half the height of the 
weilder should be present on each side to swing the weapon. The length of the wea­
pon and l lh times the weilder's height would be needed to swing overhead. 

Weapon .teng.tM and -tliw a66ec.t on comba-t; 

D.ill.k o. 2 Gltea-t F ta.U (SD- 16 I 
Po.i.grUa.lu:I O. 3 Heavy Fta.U 
G11.ea.UwoJLd I. 8 Fta.U 
&u..talld Swo11.d I . 4 WM Hanrnell. 
Fa.t.clon I • 2 Heavy Mace 
EYtoadl.woJLd I. O Mace 
Sholt.t Swo11.d 0.6 Epee 
2 Hand WM AJCe I. 3 P.i.ck AJCe 
CeU Au I. O Cll.owbM 
F1UU1ei..6ca 0. 7 Speall. 
Ha-tc.he.t 0. 4 TM.den-t 
Whip 4. 0 Lance 
AM.ow O. 8 QuaMe.t 

2. 0(W-t.6.25k) 
I. 0 
0.8 
I . I 
0. 9 
0.7 
0.8 
I. 4 
1.0 
2.0 
1.6 
5.0 
0.4 

Height advantages; When one being is taller than the other, then this rule may 
apply. Check the reach of shorter {using length chart above) to see if certain parts of 
taller target could not be reached. These locations can not be hit and if they are rolled 
then the taller opponent was missed. 
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In thrust ing, remember that the longest weapon (plus half weilders height) always 
gets first attack (levels do apply, but longer reach adds one extra level to first combat), 
unless the length precludes any counter-attack, when the weilder gets to attack free. 

In missile combat their is a minimum range of firing equal to the length of the 
weapon in question. If during missile combat a hit was rolled that hit a part of the tar· 
get that was behind hard cover (missile could not penetrate) then that missile hit the 
cover and not the target (people will now want hard cover). 

Special note on whips should be taken. Whips are only effective from three to 
four meters away from the weilder. Closer or further can not be hit. 

Sometimes in order to determine the percent chance of success, it is necessary to 
use the ' reducing chance' formula. T he reducing chance formula insures that there 
is never a 1003 chance of success (which is unrealistic). 

Oops!--The Oops Chart (found in the Player's Guide) should not only apply on 
the 'to hit' roll, but to all attempts that could potentially botch-up (almost everything). 
Also, 'saving vs fall' is a second level saving roll. T his means instead of using 
dexterity for the percentage of success, divide dexterity by two. 

The referee should NEVER allow magik items to be used to make or strengthen 
other magikal items. 

For those who like pre-made 
worlds, Columbia Games have 
the 'World of Harn' mapping 
system that Is excellent and 
works well with Kaba!. 

rlJHR~D~i! lrnll[f]~~!l~I 
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Playing willa Reality! 

1238SR03eSt., N. 
Seminole, Fla. 33542 

(813) 397-1247 

Thanks for your interest. We are 

available for questions during 

operating hours. 

Operating hours -
Monday thru Saturday from 9-6:00 P.M. 

KABAL Complete Set - £ndltss hours offanttU]' rol•·playing advtnturt in a box! This stt intlud•a: tht Crtaturt 
Catalog. Sptll Book. Player 's Cuidt & Rtftrtt 's Cuidt, (12) liondout shtttJ of shopping listJ, skill charts & tht 
famous .. Oops Chart" all printtd on parchmtnt paptr. Kahal is a gamt that gtts progrtssivtly mort difficult as 
timt gots on, whtrt magik is tquolly po1urful as it is hard to gtt and players art limittd by thtir mind. i~sttad of 

$20.00 thtrults! 

DUNGEON Floor Modules - A «ry visuo/ u;ay 10 play tcith rtality. An assortmtnt of pools, doors. rooms, passagt­
u;ays, pillarJ, bridgts, stairs & pits con bt asstmbltd in an infinitt t-oritty of Dungtons. Thu Jtt in<ludts (4) tath 
of (S) di//trtnt shttll for a total of (20) that art print<d fo color on a Jturdy cord Jtoclc and ualtd for UJt toith 

SS.00 2Smm or ISmm miniaturts. Also includtd is a covtrshttt with cut·out diagrams & tips on us•for tht rtftret. 

COMPU-R EF Set - Having troublt finding rtftrtts? Plug in Compu·Ref and turn on thtfun! A computer aid for th< 
rtftrtt, Compu·Rtf dots tht i&ork quickly and compltttly. Tht program: compults mtltt and muslt combat; 
gtntralts charoctrrs. dungeons, loot and traps: trtatts gtntrol typt. how many and occoutrtmtntJ of tht monst•rs 
tncounttrtd btfort re.toling mogik items. ltvtls and ottitudts. Compu·Rtf iJ tasy to ust with a rtcoll/taturt and 
o htlp Jilt. Dt1igntd for use .,.ith Knighll And Btrstrlttrs And Ltgtrdtmain fonttU]' rolt-playing gomt. Thu stt 
conla•ns ont Compu·Rtf program dislc and ant stl of Dungton Floor Modult1. Ltt your imagination play, "'hilt 
Compu·Rtf dots lht work! Availablt for ust on Commodort 64. rv 

PLA YER Record Sheets - Fifty shttts 10 a pad. Prinltd on parchmtni "'i1h an attra<livt Scrip11ypt, lhtst shuts 
can bt ustd ovtr & oi;tr mony 1i1n~1. 1uclt is tit~ natur~ of porclam~nt. Tlai.J acc~uory <'Oil b~ a compliment to any 

$5.00 rol«playing gamt bul ...as dtJigntd upuially for use wilh KABAL. 

KABAL Player's Guide - Tht systems /or crtaling & main1aining characltrs wi1h comba1 magilc and lht famous 
.. Oops Chart .. Ultrt dtJigrttd u:i1h tht realis1ic approoch lo rolt ·playing in mind. This book u btaulifully illu1· 

SS.00 trattd & printtd on parchmtnl wi1h ottroclivt Scripl typt. Sold stparotely or in 1ht Compltt• Set. 

KABAL Spell Book - Thtrt art o.,r (3()()) complttt/y dif/trtnl sptlls prin1td on parchment paptr wi1h Scrip1 type 
in a btautifully illustraltd book. Four ycar1 of rtstarch reflect a totll·balanctd, btlitcoblt magilc systtm. Each 
sptll has on uplanation and June/ion. A compltmtnl loony /anttU]' rolt·playing •YJttm! Sold separattly or in the 

SS.00 Complttt Stt. 

KABAL Cre.tt'ure Catalog - Liltt all Koba/ boo/cs, thu book u printtd on parchmtn~ Ytars o/ rtuorclo yitld o""' 
(15()) trtaturtJ, tlotir statulits. opptorancc. •ptcial abili1it1, 1iu & movt mtnt. Sold upara1tly or in lhe Complctt 

ss.oo S<t. Caution: KA BAL monJt,,s arr iru(v monstrous! 

M.J.S.S.l.O.N. Game - MISSION u on t1pionogt role-playing gomt dt.iisntd u:ith reality in mind: whort 20th etntury 
i&tapon• and ttchnoloifY makt paS1ing·ou1 and dtoth a liktly occurrtnet if you·,. not cartful! Thu Ht includts: 
(1) 11" X 23" color parrhmtnl maps, (4) 11" X 23" inttrior buildingfloorp/ans, (4)shttts of calortd inttrior floor 
modult cut•outs ond (I) book of rults with systtm1 for gtnuoling thousands of miuion• and hundrtds of dif/trtnt 

$20.00 stturity systtms. 

HEX-Hex-H~x Mapping Sheets - Dwgntdfor mapping additional dt1ailfor lht MISSION Camt but tan bt 
ustd for mapping any 1unario. This htr 1pttm ltnds 1pttcl to mtasuring distonct1. Thu JS" X 23" pi.ct of 
parchmtnt paptr i1 clt1igntd for (I) largt arra lay·oul and (4) Jmall arto blow-<Jp1. Comt1 individually foldtd or 

$2.00 rolltd in boxt1 o/(12). 
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MAGIK SPELLS 
DIRECTIONS 

To get the exact spell found at random, a roll of 1-300 must be made. 
Roll a 1-30anda1-10 sided die. The 1-30 is to represent the first two digits 
while the 1-10 is the last digit. The thirty would be treated as zero and 
"double zero" is 300. The Armory produces an excellent (and the only) 
thirty sided die. 

Each spell has its own 'power rating.' All underlined numben or under­
lined conditions are rolled once each time a spell is encountered. This 
results in numerous variations of the same spell. This system will keep 
magik users always looking for more powerful versions of spells that they 
have as well as spells that they don't have. 

Magik will not work if the caster is touching any metal that is not 
enchanted. 

Casting spells must be done by spending personal magik units. Magik 
users recover spent units at the rate of one unit per level per day. The act 
of spell casting is broken down into six steps. First, the caster must go into 
a trance-like state. Second, he or she allocates the number of units to be 
used. Third, the phrases and gestures of the spell must be delivered. Fourth, 
the target(s) or direction of the spell is given. Fifth, the spell activates, 
works or takes effect. This process takes (5) seconds to complete. Finally, 
the caster must spend one second recovering for each unit that was used in 
the spell. If the caster is interrupted in any way before the spell takes effect, 
the unit(s) are lost and the spell will not take place. 

A SUBJECT 

A TARGET 

A VICTIM 

A CASTER 

EXPLANATION OF SPELL TERMS 

spell affects the caster him/herself or anyone/thing he/ 
she chooses to touch. 

spell must be aimed, fired and strike something to take 
effect. Psychic Ability divided by two is base chance to 
hit a man sized target. Each range multiple reduces 
chance to hit by 20% (multiply by .8). The range multiple 
is (units per level plus level) meters. Different sized and 
moving targets are adjusted as normal missile combat. 

spell will affect anyone/thing that the caster designates. 
Caster must have actually seen the victim(s) at some 
time and know the approximate location of each. 

refers to the person casting the spell or the person con­
trolling the object casting the spell. 

Special note on Wands.and Enchanted Objects: A character's physic ability 
divided by two is his/her percentage chance of using the 
exact number of units desired from a wand or enchanted 
object. If the percentage roll is not made, the wand or 
obj.ect releases a random percentage of its remaining 
units. 

<J· 



1 
2 
3 
4 
5 
6 
7 
8 
9 

10 
11 
12 
13 
14 
15 
16 
17 
18 
19 
20 
21 
22 
23 
24 
25 
26 
27 
28 
29 
30 
31 
32 
.13 
34 
35 
36 
37 
38 
39 
40 
41 
42 
43 
44 
45 
46 
47 
#J 
49 
so 
51 
52 
53 
54 
SS 
56 
57 
58 
59 
60 
61 

Accelerate 
Age 
Animate Dead 
Animate Objects 
Anti·Magik Sf)here 
Anti.Shock 
Assume Form 
Assume Shape 
Astral Projection 
A utomatic Weapon 
A ick icardness 
Become Undead 
Bio-Adhesion 
Blind 
Blind Spot 
Cause Disease 
Change Colors 
Charm 
Clairaudience 
Clairvoyance 
Clone 
Clumsiness 
Cold 
Command Rope 
Conceal M11gik Object 
Conceal Magik Use 
Conceal Thought Others 
Conceal Thought Self 
Conjure Non-Human Servant 
Control Gasse11 
Control Undead 
Control Victim 
Control Weather 
Create Familiar 
Create Food 
Crystal Field 
Cure Blindness 
Cure Deafness 
Cure Disease 
Cure Woun<ls 
Curse 
Deaf en 
Death Spell 
Delay Other Sp ell 
Delayed Explosion 
Delusion 
Detect Inf ra-Invisible 
Detect Invisible 
Detect Magik Objects 
Detect Magik Use 
Detect Secret Doors 
Detect Traps 
Disguise 
Disintegration 
Dispel Magik 
Displacement 
Di:::iness 
Dodge 
Duplicates 
Earthquake 
Enchant Armor 

62 
63 
64 
65 
66 
67 
68 
69 
70 
71 
1'1 
73 
74 
75 
76 
77 
78 
79 
80 
81 
82 
83 
84 
85 
86 
87 
88 
89 
90 
91 
92 
93 
94 
95 
96 
97 
98 
99 

100 
101 
102 
103 
l(JI 
105 
106 
107 
108 
109 
110 
111 
112 
113 
114 
115 
116 
117 
118 
119 
120 
121 
122 

Enchant Objects 
Enchant Potions 
Enchant Wan ds 
Enchant Weapons 
Entrance 
Explosion 
Feign Death 
Feign Life 
Ferrokinesis 
Flame 
Flat Shield 
Fleet 
Fly 
Fog 
Gaseous Form 
Grounding 
Grow 
Grow Ne1c Body Parts 
Hand Stortt/(e 
Heat Metal 
Heavy 
Hemophilia 
Hex 
Hide Odor 
Hit Location 
Hotfoot 
Hurt 
Hypnosis 
If-Then 
Ignite Wood 
Illusion 
Increase Charisma 
lncrea11e Dexterity 
l ncreas<' Endurance 
Increase Marksmansh ip 
Increase Psychic Ability 
Increase Skills 
l ncrettse Stealth 
Increase Strength 
Increase Wi1Jdom 
Infra-Darkness 
I nfra-1 n visibility 
Inf rs/Normal Vision 
In terrogate Objects 
Invisibility 
Invulnerability 
Itch 
Lambast 
Leech Charisma 
Leech Dexterity 
Leech Endurance 
Leech Fighting Levels 
Leech M11gik Level11 
Leech Mogik Units 
Leech Marksmanship 
Leech Marksmanship Levels 
Leech Skills 
Leech Stealth 
Leech Strength 
Leech Thieving Levels 
Leech Unused Hits 



123 Leech Wisdom 
124 Leech Youth 
125 Levitate Others 
126 Levitate Self 
127 Light 
128 Lighten Load 
129 Lightning Bolt 
130 Location 
131 Lock 
132 Longevity 
133 Lose Levels 
134 LoseMemory 
135 Lose Psychic Ability 
136 Lucky 
137 Lycanthrope 
138 Magik Hands 
139 Magik Missile 
140 Magik Snake-Hand 
141 Magnetic Field 
142 Mend 
143 Metal Detection 
144 MindRead 
145 Mind Send 
146 Miss 
147 Move Oars 
148 Neutralize Poison 
149 Normal Darkness 
150 Oops Always 
151 Oops Proof 
152 Organ Request 
153 Paralyze 
154 Part Water 
155 Permanent 
156 Phaseing 
157 Penetrate 
158 Poison Touch 
159-173 Polymorphs 
174 Precious Metal Field 
175 Portal From Reality 
176 Project Thoughts 
177 Protection from Cold 
178 ProtectionfromEdged Weapons 
179 Protection from Falling 
180 Protection from Fire 
181 Protection from Flesh Weapons 
182 Protection from Metal (Non-silver) 
183 Protection from Missiles 
184 Protection from Silver 
185 Protection from Poisoned Weapons 
186 Protection from Stone 
187 Protectionfrom Wood 
188 Puri/ y Food & Water 
189 Rain of Acid 
190 Recognize 
191 Reflect Lightning 
192 Regeneration 
193 Remove Curse 
194 Repulsion 
195 Return Weapon 
196 Reverse Gravity 
197 Reverse Missiles 
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198-202 Reverse Polymorphs 
203 R everse Time 
204 R evivify 
205 Rot 
206 Shape Change 
207 Shape Control 
208 Shatter 
209 Shrink 
210 Silence 
211 Sleep 
212 Slow 
213 Snoop 
214 Speak Tongues 
215 Speed Ship 
216 Spell Completion 
217 Spell Ja m 
218 Spell of Warning 
219 Spell Turning 
220 Spherical Shield 
221 Stasis 
222 Sticky Fingers 
223 Stop Time 
224 Store Room 
225 Strip 
226 Stupidity 
227 Summon Demon 
228 Summon Elemental 
229 Summon Enocian 
230 Super Hearing 
231 Super Smelling 
232 Symbol of Blindness 
233 Symbol of Death 
234 Symbol of Explosion 
235 Symbol of Paralysis 
236 Symbol of Sleep 
237 Teleport 
238 Teleport Doorway 
239 Thick Skin 
240 Time Hop 
241 Time Limit 
242 Tired 
243 Trail 
244 Trail Erase 
245-279 Transmutes 
280 Trip Trap 
281 Truth Sp ell 
282 Ugliness 
283 Underwater Fighting 
284 Underwater Movement 
285 Underwater Vision 
286 Unlock 
287 Ventriliquism 
288 Voodoo 
289 Vulnerability 
290 Wake 
291-295 Walls 
296 Waterwalking 
297 Weakness 
298 Web 
299 Without Breathing 
300 Write Scrolls 
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1 Accelerate 

2 Age 

3 Animate Dead 

4 Animate Objects 

5 Anti-Magik 
Sphere 

6 Anti-Shock 

7 Assume Form 

This spell speeds up the subject so he gets double normal 
movement, attacks twice as often, and doubles defensive 
levels. Strength Factors, Dexterity Factors and endurance 
recovery is at twice normal. Endurance expenses are at 8 
times normal. 

Function: Each 1-3 unit lasts 1-20 minutes. 

This spell causes the target to age immediately. 
Function: Each unit ages the victim by I-6 years. 

This spell causes dead bodies to become animated and 
under the control of the caster. All commands are verbal 
(the zombie is assumed to always understand the caster's 
commands) and the zombie must be within hearing 
distance. Zombies may only follow one instruction at a 
time. 

Function: Each unit will raise 1-3 levels of creatures. 
Consult Creature Catalog for statistics. 

This spell causes statues, carvings, etc., to move at the 
caster's commands. These commands are mental. The 
'Golem' will have the abilities listed in the Creature 
Catalog. Each second that the 'Golem' is actually moving, 
the caster will age one day. 

Function: Flesh (dead body) 12 units. Clay 14 units. 
Wood 16 units. Stone 18 units. Silver 22 
units. Steel 28 units. Diamond 36 units. 
Animation lasts 1-300 hours. Takes 5 
minutes to cast. 

This spell stops all magik from occurring within five 
meters of the caster. All of the caster's remaining units, as 
well as those of anyone within or passing through the 
sphere, are lost, subject to normal recovery. Magikal 
items will not function magikally within the sphere, and 
all of their points are drained as well, still subject to 
normal recovery. Natural forces, even if summoned 
magikally, will function within the sphere, but their 
magikal controls, if any, won't. 

Function: Each unit will make the sphere last 1-300 
minutes. 

This spell revives or prevents unconsciousness from 
damage and/or blood loss of subject. 

Function: Each unit lasts 1-20 minutes. 

This spell changes the subject into any chosen being (As a 
polymorph) for as long as the spell lasts. During this 
time, the polymorph chosen may be changed at will. 

Function: 1-6 minutes per u.nit with a 3 second 
change over time. 
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8 Auume Shape 

9 Astral 
Projection 

10 Automatic 
Weapons 

11 Awkwardness 

12 Become Undead 

13 Bio-Adhesion 

14 Blind 

This spel( allows the subject to become any inanimate 
thing (chair, table, curtain, rock, etc.). While a thing, 
only smell and hearing and touch senses operate. The 
thing chosen may be changed at will. 

Function: 1-20 minutes per unit with a 5 second 
change over time. 

This spell allows the caster's spirit to leave his body and 
travel as it will. The spirit will move as the caster does, 
except the spirit may move through WBlls, doors, floors, 
and the like. The spirit can see and be seen. It cannot be 
heard. If the caster sees by normal vision, and the area 
around the spirit is dark, the spirit cannot see. 

Function: Five minutes are needed for preparation. 
Each unit lasts 1-20 minutes. If spirit and 
body are separated at the end of the 
period, the caster's body dies, and the 
spirit is trapped in it's present form to 
wander forever. 

This spell will make any weapon UJ<>rk by itself. (Swords 
swing, X-bows load and fire themselves, etc.). All 
weapons have the Hit Chance and levels of their last 
possessors. 

Function: Each 1-3 units last 1-200 minutes. 

This spell permanently inhibits the victim's Stealth. 
Function: Each unit will make the Stealth of the 

Victim 70% of what it was. 

This spell causes any dead thing to become alive again ... 
almost. The thing it becomes is directed by the intelli­
gence it had while it was living, with one exception. It 
must drink one level's W<>rth of fresh blood daily to 
survive. The creature has all of its other previous attri· 
butes. It may amass no experience points. 

Function: 10 plus 1-6 units must be cast to take effect. 
Five minutes to cast. 

This spell causes the victim to be as sticky as glue all over 
his body. Anything touching the skin is instantly bonded 
to the victim, be it sW<>rd, boots, or if barefoot, the floor. 
This adhesion cannot be broken until it wears off. Lips 
bond, hands, if closed, stay that way. Eyes are glued 
open, unless closed as the spell was cast. 

Function: Each unit last 1-120 minutes. 

This spell causes permanent loss of sight, be it normal or 
infra-vision. 

Function: 1-4 units per level of target must be used . 
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15 Blind Spot 

16 Ca1Ue Disease 

17 Change Colors 

18 Charm 

19 Clairaudience 

20 Clairvoyance 

21 Clone 

This spell allows caster to be in any one victims 'blind 
spot.' While 'invisible' the caster may not talk, fight, or 
move rapidly. Detect invisible won't work. 

Function: Each unit last l:J2. minutes. 

This spell cawes the target to die of a horrible disease 
which turns the skin red, then the skin will protrude in 
lumps, then the lumps will burst and bleed a green plUI. 
Anyone touching this plUI will also become infected. 
Death t.akes about 48 hours, the last 8 of which are very 
painful. 

Function: 1-6 units will infect the t.arget. 

This spell will change the color of anything to any color 
the caster chooses. This spell lasts 1-500 hours. 

Function: Each unit will change 1-20 meters square. 

A victim tDho is charmed believes the caster to be his very 
best friend. The charmed creature becomes the best 
possible pet. Assuming communication, the victim will 
aid, assist, and reveal all he knows to his 'most trusted 
friend.' He will share treasure, explain magik objects, 
and always assist in combat. He will not serve mindlessly. 

Function: Units times 1-20 times 100 equals the base 
number. The victims wisdom divided by 
the base number is his percent change to 
break the spell. This chance is rolled 
when spell is first cast, and each hour 
after. 

This spell allows the caster to hear anything he could 
normally hear, but through walls, floors, doors, etc. He 
can hear through stone, wood, iron, or any other non­
magikal barriers. 

Function: Each unit allows caster to hear through 1.:. 
.f meters of substance. This spell lasts for 
1-20 times five minutes. 

This spell allows the easier to see anything he could 
normally see, but through walls, floors, doors, etc. He 
can see through stone, wood, iron, or any other non­
magikal barriers. 

Function: Each unit allows caster to see through 1:§... 
meters of substance. This spell lasts for 
1-20 times five minutes. 

This spell allows the caster to take a sample from 
anything alive, and from it grow a duplicate. This 
duplicate will have all the memories, attributes, and 
experience of the original up to the time the sample was 
t.aken. The duplicate cannot live until the original is 
dead. 

Function: 1-10 plus ten units will grow a clone. This 
spell takes two weeks. 
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22 Clumsiness 

23 Cold 

:U Command Rope 

2S Conceal Magik 
Objects 

26 Conceal Magik 
Use 

27 Conceal Thought 
Others 

28 Conceal Thought 
Self 

29 Conjure 
Non-Human 
Servant 

This spell permanently inhibits the victim's Dexterity. 
Function: Each unit will make the Dexterity of the 

Victim 70% of what it was. 

This spell causes the target to lose a large amount of heat. 
Water may be frozen, and people or monsters can be 
injured or killed. 

Function: Base damage is 50 per unit plus 1-100. 
Armor reduces damage, but at Va normal 
vs. fire . A blanket and/or cloak will 
reduce damage by 20% each if they are in 
position. 

This spell will animate rope so that it u ill follow the 
instructions of the caster if it can. For attacks, the rope 
has a dexterity factor of 10. It must score IJ hit on legs or 
arms to tie, and a head hit to strangle. The rope has a 
strength factor of 15 for strangling purposes. Any hits on 
a rope which inflict 20 or more hits will sever hemp. Silk 
must get more than 50. Rope has armor equal to light 
chain, and only edged weapons can harm it at all. 

Function: Each unit enchants 1-200 (meters of rope 
times minutes of spem 

This spell makes a regular 'Detect Magik Objects' have 
less chance of working. 

Function: Units of Conceal, divided by units of 
Detect equals chance that the Detect 
shows no magikal properties. 

This spell makes a regular 'Detect Magik Use' have less 
chance of working. 

Function: Units of Conceal divided by units of 
Detect equals chance that the Detect 
shows no magik being used . 

This spell makes a 'Mind Read' not work at all. 
Function: Each unit lasts 1-120 minutes. 

This spell makes a 'Mind Read' not work at all. 
Function: Each unit lasts 1-120 minutes. 

This spell creates a two armed, two legged, one headed 
infra-visioned servant that will do whatever the creator 
desires. This servant is partially intelligent. It can follow 
slightly complicated instructions. (Example: Capture 
anything that enters this room, unless it leaves the room 
and can outrun you, or you think it will kill you. Then 
you m ust save yourself, and watch the room, in that 
order.) This is about the limit. 



30 Control Gasses 

31 Control Un.dead 

32 Control Victim 

33 Control Weather 

34 Create Familiar 

Function: Units used times (1-10 plu.~ 5) will equal 
the strength number to be factored. Units 
used times 1-10 equals dexterity number 
to be factor;J:'"units used times (1-10 plus 
2) equals the stealth number. Units used 
times 1-20 equals the endurance and 
strength plus endurance, then divided by 
2 still equals hits. 

This spell allows the caster to control the shape and 
location of all gasses and clouds within the limits of the 
spell. 

Function: Each unit controls 1-20 cubic meters of 
gasses for 1-3()() minutes. 

This spell allows the caster to control unintelligent un­
dead (Zombies, Skeletons, Mummies, etc.). 

Function: Each unit will control 1-8 levels of undead 
creatures. 

This spell allows caster to see, hear, smell, touch, etc., 
what victim does. Caster also has full control of victims 
body. Only Wisdom, and identity are unuseable. Caster is 
in a trance while using this spell. Victim may roll to break 
spell each 5 seconds using original control roll. 

Function: Psychic Ability of caster times units 
divided by total of P. A x U plus Wisdom 
of victim equals % chance of control and 
maintenance. If either victim or caster 
takes Damage then spell is broken. 

This spell allows one or more factors of weather to be 
changed by the caster at his or her option. 

Function: Each (1-4 plu,<1 2) units cause a change of 
one step on any one of the lists following. 
Calm - Breezy - Windy - Gale - Tornado/ 
Arid - Dry - Damp - Drizzle - Rain - Down­
pour/Inferno - Hot - Warm - Nice - Cool -
Cold -Frigid. 

This spell allows the caster to have one unintelligent 
creature as a familiar. The caster sees what his familiar 
sees, hears what it hears, etc. He has telepathic control of 
the familiar, so it will do what he desires at all times. If 
the familiar is injured or dies, the caster tcill take 
damage. If killed, the caster takes Vz damage, but if Va 
injured the caster take !4 damage he can take etc. 

Function: Each unit turns (1-10 divided by 10) kilos 
of creature into a familiar . 

.. ,, .. 



• It• 



35 Create Food 

36 Crystal Field 

37 Cure Blindness 

38 Cure Deafness 

39 Cure Disease 

#J Cure Wounds 

41 Curse 

42 Deafen 

43 Death Spell 

44 Delay Other 
Spell 

This spell allows the caster to create food to eat. 
Function: Each unit creates 14 rations. 

This field attracts all crystaline structures (gems, jewels, 
sugar, salt, etc.) at a force of 100 gravities (100 times their 
weight). 

Function: Fired as a spark. When struck, each unit 
increases radius by 1-3 meters. Lasts 1-200 
minutes. 

This spell will cure blindness caused by anything. 
Function: 1-6 units will cure blindness. 

This spell will cure deafness caused by anything. 
Function: 1-6 units will cure deafness. 

This spell will cure any disease or not. 
Function: 1-6 units will cure disease or not. 

This spell will remove hits taken. 
Function: Each unit will remove 50% of the hits 

anything has taken. (Example; 1 =50% I 
2= 75% I 3 =87.5% etc.) 

This spell allows the caster to curse the target with any 
one of the curses listed below. 

Function: Each 1-6 plus 2 units will cause a random 
curse-:T Disease/ 2 Lose a Levell 3 Tele­
port in random direction for 1-20,()()() 
meters/ 4 Insanity/ 5 Become Stone/ 6 Be­
come Blind/ 7 Disintegrate/ 8 Demon 
Summoned (A minus 50 on attitude)l 9 En­
slaved by a Demon from Hades/ 10 Flame 
of 10 units on the victims head. 

This spell causes target(s) total loss of hearing. 
Function: Each unit causes a 1-6 meter radius sphere 

of deafness. This sphere is created as a 
spark, and is fired by the caster. Wherever 
it hits, the sphere forms, and anyone insUk 
is deaf permanently. 

Tis spell will destroy a being of any sort so completely 
that it may not even be revivified. 

Function: 1-4 plus 2 units must be used per level of 
target, to work. 

This spell will delay the functioning of any spells cast 
into it, until the conditions of the delay are met. 

Function: Each unit allows two words to be used to 
describe the 'trigger' for the delay's re­
lease of the spell. 
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45 Delayed 
Explosion 

46 Delusion 

47 Detect lnfra­
lnvi.,ible 

48 Detect 
Invisible 

49 Detect Magik 
ObjectJJ 

50 Detect Magik 
Use 

51 Detect Secret 
Dora 

52 Detect Traps 

53 Disguise 

This spell allo1cs an explosion spark to be fired that 
doesn't immediately explode 1chen it strikes. The delay is 
plus or minus 10% of the time the caster actually set it 
f or. Damage is as fire. 

Function: Each unit causes an increase in radius of 
sphere formed when the SJJark explodes. 
The explosion will expand to full volume 
of the potential sphere. Then f or each 
meter inrcard, base damage is 10 more 
than the previous meter. Armor reduces 
as fire. 1-6 m eters. 

This spell causes the target to go on an instant L.S.D. 
trip to never never land. 

Function: Each unit lasts 1-100 minutes. 

This spell will show anyone with infra-vision, the location 
of any being that is infra-invisible. 

Function: Each unit lasts 1-2000 minutes with a 
range of 1-20 m eters from the caster. 

This spell will show anyone with normal vision, the 
location of any being that is invisible. 

Function: Each unit lasts 1-2000 minutes with a range 
of 1-20 m eters from the caster. 

This spell allows the caster to know if an object is en­
chanted, and if it is, exactly what enchantments, or 
powers it poasesses. 

Function: Each unit lasts 1-200 minutes with a 1-3 
m eter radius. 

This spell allows the caster to know if spells are in use 
around him, and if so, which spells. 

Function: Each unit lasts 1-200 minutes with a range 
of 1-20 meters. --

This sp ell allows the caster to know if Secret Doors are 
present, and if ao, exactly how to open them . 

Function: Each unit lasta 1-200 minutes with a radius 
of 1-6 m eters. 

This sp ell allows the caster to know if traps are present, 
and if so, exactly what will or won 't trip them. 

Function: Each unit lasts 1-200 minutes with a radius 
ofl-6meters. --

One object or person can be made to appear (not be) any 
things or anyone else. Subject Spell. 

Function: Each unit last& 1-100 minutes. 
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54 Disintegration 

55 Dispel Magik 

56 Displacement 

57 Dizziness 

58 Dodge 

This spell fires a 30° cone (10 meters away equals a circle 
5 meters in diameter) of Disintegration. All disintegration 
occurs equally over this surface area. The area of a circle 
is 3.1415926 times the radius times the radius (pi r 2

). The 
farther away the target(s), the bigger the circle, and the 
smaller the depth of Disintegration. 

Function: Each unit disintegrates 1-100 kilos of any­
thing. 1 cubic m eter of Iron weighs 7,8()() 
kilos. 1 cubi m eter of S tone weighs 2,900 
kilos. 1 cubic meter of Wood weighs 850 
kilos. 1 cubic m eter of Water or Flesh 
weighs 1,()()0 kilos. 

This spell dissipates all magik if it is strong enough. This 
is an area spell. It may be created around or away from 
the caster. Any objects that have spells in general in the 
area must each and individually check to see if they are 
dispelled. Natural effects, lightning, polymorphs, trans­
mutes), are not affected by a dispel. 

Function: Units of dispel divided by units of each 
target spell individually equals the chance 
for each target spell to be dispelled. If a 
spell has a Permanent, Enchant Objects, 
or Delay attached to it, the Permanent, 
Enchant Objects, or Delay mus t be dis­
pelled before the second spell is subject 
to being dispelled. 

This spell makes the subject appear to be a set distance 
from his actual location. In combat, the first attack 
directed against the subject will miss. From then on, 
multiply (.8) to the attacker 's hit probability for each 
meter away from actual position. 

Function: Each unit lasts J.J()() minutes and displaces 
the subject by 1-4 meters. 

This spell creates a sphere around the caster, and anyone 
else within or passing through it has a (.5) multiplied to 
his Dexterity as long as he remains inside the sphere. 

Function: Each unit lasts 1-2()() minutes with a radius 
of 1-6 meters. Each unit multiplies the 
Dexterity of a subject by (.5). 

This spell makes the subject harder to hit if actively 
defending. 

Function: Each unit multiplies an individual .8 to 
the attackers hit chance. Lasts 1-1()()0 
minutes. 
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59 Duplicates 

60 Earthquake 

61 Ench8nt Armor 

62 Enchant Objects 

63 Enchant Potions 

Thia ape/I create& Duplicates that h8ve all the phyaical 
abilities (Strength, Stealth, Dexterity, & Endurance) of 
the original. These Duplicates are unarmed, and the 
caster muat control them. He may control one Duplicate 
for each 20 points he has in Wisdom (fractions don't 
count). The caster may make duplicates of whoever or 
whatever he wiahes. The caster may not move, unleaa he 
saves 20 points of Wiadom for his own use. The caster 
may not fight or be hit or he will loae control of the Dupli­
cate& and they will fade away sooner. If the cuter goes to 
sleep they will also fade away. 

Function: Esch 2-6 unit& will make one Duplicate. 

This spell strikes any 100 meter square area th8t the caster 
deaignates. Each tree in the area h8s a 50% ch8nce of fall­
ing, buildings h8ve a 25% ch8nce per story (roll separately 
for each floor). The ground will open and cloae, grabbing 
thin.gs and people (5% chance). Lasts one minute. 

Function: Each 1-10 plua 10 units causes an earth­
quake-. -

This spell is uaed to create magik armor from normal 
armor in order to make the wearer harder to hit or hurt, 
8IJ well as making the armor quieter. 

Function: Each 1-6 plus 4 units will put one plus on a 
piece of armor. Esch plus ia added to the 
character's adjusted Stealth factor. Esch 
plua is an individual (.9) to be multiplied 
to the chance of the character being hit. 
Esch plua is also an individual (.95) to be 
multiplied to the impact roll. The same 
number of units will also apply a minus 
one if desired, Instead of a plus one. The 
effects of a minus are the reverse of the 
plus. Lasts l-200houra. 

This spell allows other spells to be bound to and re­
charged while on an object. 

Function: Esch 1-6 plua 4 unit& will allow one unit to 
be recovered per day, and/or one spell to 
be bound to the object. The units of the 
spell bound in, is the maximum units the 
object can hold. This spell lasts 1-200 hours. 

This spell allows other spells to be bound to ingestive 
materials (food or drink). 

Function: Each 1-4 plus l units will allow another 
spell to be cast into one of the aubstsnces 
described above. When this substance is 
ingested, the effect is as if the subject just 
finished casting that spell. 
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64 Enchant Waruh This spell will turn an ordinary piece of wood or metal 
into a magik wand. This wand will hold up to SO units of 
magik per spell. This wand is rechargeable. If emptied 
the UJand turns to mud. If broken or overfilled the wand 
turns into an Explosion with all units remaining. This 
Explosion will be at 5 meters per unit radius. Magik users 
may recharge with personal units. 

Function: SO units are required to prime the wand 
per spell. After each priming a spell must 
be put into the wand so that the wand may 
shoot it. This spell lasts until the wand is 
broken or dissolved, or the wand is dis­
charged or overcharged. 

65 Enchant Weapons This spell is used to create magik weapons from normal 
weapons in order that the wielder may hit more often and 
do more damage. 

Function: Each 1-6 plus 4 units will put one plus on 
the subject weapon. Each plus is an indi­
vidual (1.1) to be multiplied to the chance 
to hit and the base damage. A minus may 
be placed on a weapon in place of a plus 
at the same cost. The effect of a minus is 
the opposite of a plus. Lasts 1-200 hours. 

66 Entrance Caster may cause victim to be in a trance. 
Function: Casters Psychic times units is divided by 

total of (caster Psychic time11 unit11 plus 
Victim Wisdom) equals % chance of en­
trancing. La11ts until Victim injured, or 
caster stops concentrating. No rerolls to 
break. 

67 Explo11ion This spells allow11 an explosive spark to be fired that ex­
plodes when it atrikes anything. 

Function: Each unit causes an increase in radius of 
the sphere formed when the spark explodes 
of 1-6 meters. The explosion will expand 
to full volume of the potential sphere. 
(Formula for volume of a sphere is 413 
pi r".) Then for each meter inward, base 
clamage is 10 more than the previous 
meter. Armor reduces aa fire, damage is 
as fire. 

68 Feign Death Thi11 spell allows the subject to appear dead while remain­
ing conscious. If subject moves, he will appear to be a 
Zombie, even to other undead. 

Function: Each unit will last 1-200 minutes. 



69 Feign Life 

70 Ferrokinesis 

71 Flame 

72 Flat Shield 

73 Fleet 

74 Fly 

75 Fog 

76 Gaseous Form 

This spell allows the subject to appear alive while remain­
ing dead. This includes breathing, heartbeat, and bleeding 
if cut. 

Function: Each unit lasts 1-200 minutes. 

Allows one Ferrous (Iron or Steel) object (no weight limita­
tion) to be moved in any direction at a speed of 20m. 
(Weight divided by 4 equals 10 sided dice used for B.D. 
with a max. of 20 per impact). 

Function : 1-3 units lasts 1-10 minutes. 

This spell allows the caster to cause anything to burst into 
flame. Things capable of being set on fire will be. Items 
such as rock will go out very quickly. If flesh is caused to 
flame, chmage is three 1-10 rolls per second. 

Function: Each unit lasts 1-10 seconds. 

This spell creates an invisible shield that the caster may 
place in any position he can see. This shield will stop all 
impacts of less than the shield strength. The shield will 
stop all physical objects, including air, that don't have 
enough impact. The shield will not stop magik of any 
sort. The shield is invisible and has no friction of any 
sort. When the maximum impact is exceeded, the shield 
pops like a soap bubble. Extra units may be used to 
increase the size or the minimum impact, but not both. 

Function: Each unit makes 4 square meters with im­
pact of 1-200 to break. 

Allows subject to m ove at twice normal speed at normal 
endurance cost for duration. 

Function: Each unit lasts 1-100 minutes. 

This spell allows the subject to fly at a max imum speed of 
12 meters per second. 

Function : Each units last 1-100 (Kilos times minutes) 
of flight. 

This spell reduces visibility to 2 meters and also allows 
Invisible and Infra-invisible items or people to be seen. 

Function: Each unit creates 1-100 times 20 cubic 
meters of Fog where the caster desires, 
provided it is within sight. 

This spell allows subject to turn back and forth from his 
normal body to a gaseous cloud that can penetrate most 
cracks or loose earth. In gaseous form he cannot be 
harmed by normal weapons. If dispersed (wind, cave-in, 
etc.) and not able to reform before spell wears off, the 
1mbject dies. Transformation takes one second. 

Func-tion: Each unit last 1-100 Kilos times minutes. 
Movement as a gas is at 3 meter3 per second. 
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77 Grounding 

78 Grow 

79 Grow New Body 
Parts 

80 Hand Storage 

81 Heat Metal 

82 Heavy 

83 Hemophilia 

84 Hex 

85 HideOdor 

This sp ell creates an area where no flight is possible 
(natural or otherwise). 

Function: Each unit affects the area above 2-20 square 
m eters. 

This sp ell makes the subject g row. No abilities change. 
Function: Each unit increases weight (size) of subject 

by 1-100 k ilos. 

This spell allows selected body parts to be added (wings, 
arms, legs, tails, etc.). This subject need not have the 
limb being groton . 

Function: Each unit will allow 1 new kilo of body 
mass to be grown . 

A fter casting, anything can be put into storage. No time 
passes for objects placed in storage. The object reappears 
in relation to the hand or hands exactly as it was when 
stored . Stored things must be touched to be stored. When 
time elapses, stored things reappear. Stored things may 
be reappeared at any time. 

Function: 5-20 (5 4-sided dice) to the third power 
equals kilos times minutes spell lasts at 
maximum. 

This sp ell fires a spark that has a p eculiar effect when it 
strikes. All metal (iron, silver, gold, etc.) will instantly 
heat to 300°, and then cools normally. 

Function: Each unit adds 1-6 plus 2 meters to the 
radius of effect -

This sp ell makes any object or being increase in weight. 
Function: Each unit adds 1-100 kilos for 1-100 times 

10 minutes. 

When cast upon weapon, next wound given will not heal 
without 'cure disease' or 'cure wounds' cast. Wound will 
bleed normally, but will not reduce normally, and will 
bleed even if bandaged. 

Function: Each 1-4 units stores one Hemophilia 
wound on weapon. 

When cast, victim has unluck y accidents. Whenever at· 
tempting anything there is a set chance of it going wrong. 

Function: Each unit adds 5% (max of 30%) or extra 
time. Lasts 1-1000 m inutes. 

This spell hides all sm ells of the subject and his 
equipment. 

Function: Each unit lasts 1-200 minutes. Subtract 
20% from all non-human Stealth. 



86 Hit Location 

87 Hotfoot 

88 Hurt 

89 Hypnoaill 

90 If-Then 

91 Ignite Wood 

92 lllullion 

Allowa only llelected targettl to be hit by weapont1. 
Function: Each unit removes the pot1t1ibility of one 

of the Hit Location area, or adda additioltlll 
time. Ullttl 1-1()()() hour11. 

Thill llpell heatll feet to an unbearable temperature when­
ever the foot ia touching anything. Thill is only in the 
mind, so no damage is taken. Contact with boots, armor, 
or ground is sufficient. 

Function: Each unit will affect 1-10 feet for 10-60 
seconds. -- ---

Thia spell cauau direct damage (no bleeding) to a target. 
Function: Each unit cauaell 1-200 pointa of damage. 

Armor does not protect . 

Thi.a llpell allows the caater to hypnotize lilltenera into a 
trance where they can be given auggestionll by the caster. 
To be hypnotized, opponent must be listening to tchat the 
caster sayll, they muat be intelligent, they muat be 
capable of understanding the language, and they must 
not be actively hostile. 

Function: To save from hypnosis, the victim muat 
roll his Wisdom or let1t1 on a acale of 1 to 
(1()() times number of units uaed). 

Thill llpell allowa the caater to cause a physical action to 
transfer half of itll occurrance to another physical action. 
The second action will take place only if the firat action 
happens. The spell caster may not change the actual 
physical occurrence that is being transferred. Example: 
"IF I am hit, THEN striker shares damage." (Three unit 
spell). 

Function: Each unit allows 1 word to follow the terms 
IF and THEN to stipulate the occurrence. 
Thill spell last.a until aomething activates it. 

Thia spell causes all wood within the effective radiull to 
burt1t into fla me and burn up. A spark ia fired that will 
cauae this effect when it striku. Only wood under water 
will not be burned, but it will get very hot and c.tuae ateam. 

Function: Each unit will increase radiua by 1-6 meters. 

This spell creates any illusion the spell caster desirell. 
The illusion appears solid, feels solid, sound real, and 
smells real. If the illusion attacks it cannot kill or cauae 
unco11sciousnet1t1, but it lleems to do a terrible amount of 
damage to scare away any beinga. This damage ill only 
illusionary. 

Function: Unit.a uaed divided by 1-6 then times (caster's 
WUJdom divided by victim 'a Wisdom) is the 
chance of believing. 



93 Increase 
to Characteristics 
101 

102 Infra-Darkness 

103 Infra­
lnvisibility 

104 Infra/!Vormal 
Vision 

105 Interrogate 
Objects 

106 Invisibility 

107 Invulnerability 

108 Itch 

These are a variety of spells used to temporarily increase 
a person's vital statistics. 

Function: The use for Strength, Dexterity, Stealth: 
each unit adds 1-6 Factors. The use for 
Charisma, Endurance, Marksmanship, 
Psychic Ability, Wisdom: each unit adds 
1-6 times 10 points. The use for Skills, 
;;;;;h unit adds 2-12 Skill points. All in­
creases last 1-20 hours. 

This spell creates a field of darkness that normal vision 
can see through but Infra-Vision cannot. 

Function: Each unit makes 1-100 times 10 cubic 
meters of Infra-Darkness anywhere 
within sight of the caster. Lasts 1-100 
minutes. 

This spell makes anything or anyone the spell is cast 
upon become invisible to beings or creatures that see with 
Infra-Vision. Multiply (.3) to chance of being hit. 

Function: Each unit times 1000 then divided by 
Kilos of subject and equipment equals 
minutes of function. 

This spell allows the subject to see with both Infra-Vision 
and normal vision, if he could see either one before the 
spell was cast. 

Function: Each unit allows sight with the new vision 
to a distance of 1-20 meters for 1-20 hours. 

This spell allows one yes or no question to be asked of an 
inanimate object. If the object has ever been in a position 
to acquire the answer, it will answer. 

Function: Each unit allows 1-6 questions to be asked. 
Only one questio;;-;My be asked per object. 

This spell makes the subject invisible to beings that see 
with normal vision. Multiply (.3) to chance of being hit. 

Function: Each unit times 1000 then divided by Kilos 
of subject and equipment equals minutes 
of function. 

This spell ~educes the actual number of hits of physical 
damage the subject takes. 

Function: Each unit used multiples (. 7) to the number 
of hits the subject receives. The spell will 
last, regardless of unit usage, for 1-000 
minutes. 

This spell makes the target itch unendurably on a 
different location of his body every 5 seconds. 

Function: Each unit lasts 1-100 seconds. 
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109 Lambast 

110 Leech Spells 
to 

123 

124 Leech Youth 

125 Levitate Others 

126 Levitate Self 

127 Light 

128 Lighten Load 

129 Lightning Bolt 

130 Location 

This spell makes a field 100 meters square to be struck by 
Explosions in random locations. Each Explosion is 1-10 
meters in radius (random). Damage is 1-10 points per 
meter from the edge in. Damage and armor effects are as 
with fire. 

Function: Each unit creates 1-6 Explosions in the 
target area. 

These spells borrow half the difference from one charac­
teristic or level or steal !4 skills by points, per unit. 

Function: Each spell lasts 1-400 hours. 

This spell allows years to be stolen by the caster for his 
own life. 

Function: Each 1-20 plus 20 units steals one year from 
the victim. 

This spell makes the recipients and their equipment 
weigh thesameasair. 

Function: Units times 1-2{)()() is kilos times minutes. 

This spell makes the caster and any equipment he is carry­
ing weigh the same as air. 

Function: Units times 1-2{)()() is kilos times minutes. 

This spell lights an area around the subject as light as day. 
Function: Each unit lights a 1-20 meter radius 

sphere for 1-20 hours. 

This spell makes anything weigh less than it normally 
does. If the weight of anything reaches zero, or goes 
negative, it will fall up. 

Function: Each unit subtracts 1-100 kilos for 1-100 
times 10 minutes. 

This bolt 1cill strike its target with full damage if the 
target is grounded, or half damage if the target is not. In 
the latter case the bolt will continue on its path at half 
power. If it strikes another target, that target receives the 
full power of the bolt at that time (half beginning power) 
if grounded. No impact roll is required, and armor does 
not protect the target. 

Function: Each unit creates a bolt which will do 3-30 
times 10 points of damage. Fifty points will 
shatter 1 cubic decimeter of stone. 

This spell allows the caster to know the direction of 
anything he wants, one thing one time per spell, within 
range. 

Function: Each unit increases radius by 1-10 times 
Smeters. 
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131 Lock 

132 Longevity 

133 Lose Levels 

134 Lose Memory 

135 Lose Psychic 
Ability 

136 Lucky 

137 Lycanthrope 

138 Magik Han<h 

This sp ell allows the fastening of anything that unfasteM. 
This fastening is magikal, so no one but the caster or 
someone with an Unlock spell can open the door, box, 
button, buckle, etc. 

Function: Each unit will lock one fastening . 

This spell allows the subject to be rejuvenated, thus 
stabilizing or reversing the aging process. This spell 
works on both natural and unnatural aging . 

Function: Each unit rejuvenates 1-8 times 1-10 hours 
of lifespan. 

This sp ell causes the target to become less expert at what 
he does. 

Function: Each unit multiplies (. 7) to both number 
of levels and experience p oints. (Skills are 
not lost). 

This spell causes the subject to lose memory of the m ost 
recent events. Rem ember to remove experience points 
earned during the time of lost memory. 

Function: Each unit erases the last 1-100 hours. 

This spell causes the subject to lose points from his 
Psychic Ability, thereby lowering his functional ability 
as a magik user. 

Function: Each unit will eliminate 1-6time10 points 
from the subject's Psychic Ability. 

Each day there is a roll for Luck to see if something lucky 
happens. 

Function: Each 14 units increases time or percentage 
from the base rolls. 5 % (max 25%) for 1-20 
days. 

This spell allows two beings to be combined. They take 
the best Strength, Dexterity, Endurance, Stealth, and 
Wisdom from each for the combined being. They are 
immune to all.but silver and magikal weapons or magikal 
attack. They may transform back and forth in three 
stages; first being to blended beings to second being. 
Only in the blended form do they receive the immunity 
from weapoM and the best of characteristics. Each being 
has own solo identity in normal form. 

Function: Each 1-10 plus 10 units will joint two beings. 

This allows the caster to strangle or grab imaginary 
things in front of himself, while the real items (within the 
caster 's sight) are grabbed by imaginary hand$. These 
han<h cannot be seen. Han<h have the caster's attributes. 

Function: Each unit makes 1-3 pairs of Magik Han<h. 
Each pair will last 1-20 minutes. 
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139 Magik Miaaile 

l#J Magik Snake 
Hand 

141 Magnetic Field 

142 Mend 

143 Metal Detection 

144 Mind Read 

US Mind Send 

146 Milla 

147 Move Oara 

l#J Neutralize 
Poiaon 

Thia apell allowa the caater to fire a apark that ignorea 
armor when it atrikea a target. 

Function: Each unit timea 2-20 timea 10 equala baae 
damage. Damage ia accrued aa with fire. 

Thia a pell turna each finger of one hand of the caater into 
a one meter long anake with a poiaonoru bite. 

Function: Each unit laata 1-100 minutea. &se damage 
of the poiaon is 250 point& if the bite pene­
tratea any armor. 

Thia field attracta all magnetic metals (Iron, ateel, etc.). 
Thia attraction ia at 5 gravities (5 timea their weight) 
toward the central point. Thia apell is fired aa a apark. 

Function: Each unit increaaea radiru by 1-3 meters. 
Laata 1-200 minutea. 

Thia spell will mend or fu: any broken objecta. 
Function: Each 1-4 plru 2 units will fix 1-6 cubic 

meters of object. -

Thia spell allows the direction of the largeat amount of 
any particular metal within range to be determined. 

Function: Each unit will increaae acan range by 1-10 
plru 4 meters. 

Thia apell allowa the caater to read any one particular 
mind within the range of the apeU. Target may be changed. 

Function: Thia apell has a 1-10 meter range. Each 
unit will laat 1-20 minutes. 

This apell allowa the caater to send his thoughts t~ all 
minda toithin the range of the spell. It may not be limited 
to certain mind or minds. 

Function: Thia spell has a 3-30 metera range. Each 
unit will last 1-200 minutea. 

Thia apell permanently inhibita the victim 'a Markamanship. 
Function: Each unit caruea an individual (. 7) to be 

multiplied to the victim 'a Marksmanship. 

This spell magikally movea the oars on a boat without 
anyone phyaically touching them. The movement is at 
ramming speed. 

Function: Each unit will move 1-100 oars for 1 hour. 

This apell allows poiaon remaining, i.e., poiaon that has 
not delivered damage yet, to be neutra(i%ed or reduced in 
effectiveness. 

Function: Each unit caruea a (.3) to be multiplied to 
the remaining damage. 



149 Normal Darkness This spell causes a field of darkness that Infra- Vision can 
see through but normal vision cannot. 

Function: Each unit makes 1-100 times 10 cubic meters 
of darkness anywhere within sight of the 
caster. Lasts 1-100 minutes. 

150 Oops Always Any attacks made inside spell area will have the normal 
Oops Chart extended toith 1-50 being Low Chart and 51-
lOOBeing High. 

151 Oops Proof 

152 Organ Request 

153 Paralyze 

154 Part Water 

155 Permanent 

Function: Each unit lasts 1-100 minutes for 1-10 
square meters. 

Subject cannot oops for duration of spell. 
Function: Each unit last 1-1000 minutes. 

After casting, target is mostly paralyzed, small slow move­
ments allowed. Organ named will burst out of Victim 
(causing instant death) after time has elapsed. Time is 
one second for each level of target, and one additional 
second for each natural Armor level. 

Function: 1-4 plus 2 units to be used. Caster is in 
trance full time. 

This spell causes paralysis of the target for a certain period 
of time. The target can see, hear, think, and breathe only. 

Function: Units times 1-20 times 1000 equals Paralysis 
Factor. Target's hits are subtracted from 
the Paralysis Factor each second. When 
Paralysis Factor equals zero or less the 
spell is broken. 

This spell creates a force wall that will hold water back 
(not fish). This wall is of various sizes. To hold one side 
of a river is all that is needed in some cases. Moving part 
of a lake or pond is also possible. To hold a channel in an 
ocean or sea requires the use of two walls. 

Function: Each unit equals 1-100 square meters of 
force wall. This wall will /,ast 1-100 minutes. 

This spell makes the effects of other spells permanent. 
This spell only has effect on spells with set time limits. 

Function: Units of permanent spell divided by units 
of the spell or spells to be made permanent 
is the percent chance of success. Only one 
permanet spell is allowed per being or 
thing. 



156 Phasing 

157 Penetrate 

158 Poison Touch 

159 Polymorphs 
tO 
173 

174 Precious Metal 
Field 

175 Portal from 
Reality 

176 Project 
Thoughts 

This spell allows areas of matter, air, and/or bodies to be 
made out of phase with reality. They are visible but in­
substantial . The object or person out of phase is not 
subject to normal physical attacks. Weapons, air, or 
anyting that is solid will pass throug h them. Movement is 
possible when out of phase. The subject must be touched 
by the caster for the spell to take effect. People or objects 
in phase are subject to attacks of Ghosts, Spectres, etc. 

Function: Each unit makes 1-4- cubic meters of sub­
ject phase out. Phasing lasts for 1-200 
minutes. 

This spell may be cast on weapons, or creatures with 
natural weapons. 

Function: Each unit adds 1-30 to impact roll, or 1-10 
minutes to original time. First Un it ~ 
both. 

This spell makes the entire surf ace area of the caster 
p oisonous to the touch. Anyone who touches the caster 
runs the risk of being poisoned. 

Function: Each unit does 1-100 points of damage per 
second for 1-20 seconds. This spell lasts 
1-100 minutes. 

This spell will physically change any subject being into 
another type of being, not necessarily an intelligent one. 

Function: Units divided by level of target equals 
chance of success. Roll for random creature. 

This Field attracts all Precious Metals (Gold, silver, 
copper, platinum, etc. ). This Attraction is at 10 gravities 
(10 times their weight) towards the central point. This 
spell is fired as a spark. 

Function: Each unit increases radius by 1-3 meters. 
Lasts 1-200 minutes. 

This spell opens a door to another Time, Place, and/or 
Dimen3ion. (Beware Vacuums). 

Function: 1-10 plus 10 units opens a Portal to another 
time, dimension, and/or place one of 
which (at random) cannot be controlled. 
Portal remains open for random 1-1000 
seconds. (Referee should allow return 
portals.) 

ThilJ spell creates a link between the caster and another 
being, allowing them to exchange thought" as long as 
they remain within range of the spell. If either moves out 
of range the spell is broken. 

Function: Each unit lasts 1-20 hours with a maximum 
range of 1-200 m eters. 



177 Protection 
to Spells 
187 

188 Purify Food 
& Water 

189 Rain of Acid 

190 Recognize 

191 Reflect 
Lightning 

192 Regeneration 

193 Remove Curse 

194 Repulsion 

This spell will prevent the subject from being affected in 
any way by the item specified in the specific spell. If a 
hand weapon is the specified item, 80% of the time the 
weJJpon will be dropped from the attacker's numbed hand(s}. 

Function: Each unit lasts 1-1()()() minutes. 

This spell will remove all harmful materials from food and 
water subjected to the spell. 

Function: Each unit will purify 1-6 cubic meters of 
food or water. -

This spell causes a highly reactive acid to rain down from 
the skies. This spell will not work in dungeons 
(obviously). This acid does a base damage of SO points per 
second per hit location. Armor is as versus lance. Area of 
effect is 100 square meters. Each second gives targets 
1 % per kilo chance to be hit. 

Function: Each unit creates rain for 1-20 seconds. 

This spell allows any being to be recognized and the average 
statistics to be given to the player. 

Function: 1-3 units lasts 1-6(}() minutes. 

This spell protects subject from any lightning. Any bolt 
that would strike the target is reflected back to the exact 
source at full power. If the bolt is bouncing back and 
forth between two people who have this spell on, the one 
who's Reflect spell wears out first will be struck, unless 
he positions himself so the bolt strikes something else 
between him and the other reflecting person. 

Function: Each unit lasts 1-100 times 10 minutes. 

This spell heals damage and replaces lost body parts. Units 
are applied to only one of the two options at the caster's 
choice. Casting the spell takes ten minutes. 

Function: Units times 1-100 equals hits of damage 
removed; or units divided by 1-10 equals 
kilos of flesh regrown. --

This spell removes curses placed on objects or people. 
Function: Units of Remove Curse divided by units 

of Curse equals chance of successful 
removal. 

This spell causes the subject to repel all solids and liquids. 
Clothes will 'inflate' around subject. Subject will try to 
move 3 meters away from everything. In a dungeon they 
will move equidistant from walls, ceiling, and floor. 

Function: Each unit lasts 1-100 times 2 minutes. 



195 Return Weapon 

196 Reverse Gravity 

197 Reverse 
Missiles 

198 Reverse 
to Polymorph$ 
202 

203 Reverse Time 

204 Revivify 

205 Rot 

This spell will return anything thrown or fired to its place 
of launching. Crossbow bolts will return to the launching 
groove. Arrows return to the hand, as do knives, axes, 
spears, etc. The missile must strike a target before it can 
return. 

Function: Units times 1-100 times 10 equals Base 
Number. Base Number divided by weapon 
weight in kilos equals the chance of return. 
If the player makes a successful return 
roll, subtract the number rolled from the 
return chance to get the new return num­
ber. When the return number is zero or 
minus the spell fails. 

This spell reverses gravity for a certain period of time. It 
is limited to an area determined by the units used. Any­
thing in this area will fall up. Anything leaving area will 
fall normally. 

Function: Each unit reverses gravity in an area of 1-6 
square meters for 1-200 seconds. 

This spell causes missiles that would strike the caster to 
strike the launcher instead. 

Function: Each unit reverses 1-100 times 30 points of 
Base Damage. Wespons or spells not com­
p letely reversed strike caster with remain­
ing hits. 

This spell causes Polymorphed objects to return to their 
original form. 

Function: Units of Reverse divided by original Poly­
morph units equals chance of success. 

This spell moves the caster back in time with the full 
memory of what happened on the 'first try. ' Any units 
spent on Reversing time, or injuries received on the 'first 
try' are retained until recovered normally. Casting the 
spell takes 5 minutes. 

Function: Each unit reverses 1-10 minutes. 

This spell brings the dead back to life. It does not repair 
damage, so any damage done to the corpse must be healed 
first. 

Function: Units divided by 1-30 equals chance of 
success. 

This spell causes anything organic to rot away. 
Function: 1-100 divided by units used equals number 

of days before subject rots away. 75% of 
time equals time before death. 

-28· 



206 Shape Change 

207 Shape Control 

208 Shatter 

209 Shrink 

210 Silence 

211 Sleep 

212 Slow 

213 Snoop 

214 Speak Tongues 

215 Speed Ship 

This spell allows the caster to completely control his shape 
(not volume or color). He may change his shape in any UIBY 
desired as long as the spell lasts. He may squeeze through 
keyholes, slide down mountains, etc. 

Function: Each unit lasts 1-100 minutes. 

This spell prevents the subject from being damaged by 
blunt weapons. Any pressure on the skin will deform the 
body, much as rubber when hit by a hammer. It will 
reform by itself when the pressure is released. (Watch 
any cartoons.) 

Function: Each unit will allow the spell to function 
for 1-6 hours. 

This spell will break, destroy, or shatter any selected 
object. 

Function: 1-100 kilos of object per unit. 

This spell makes things shrink. No abilities change. 
Function: Each unit multiplies (.9) to the subject's 

weight 1-6 times. 

This spell renders the victim and equipment silent. He 
can make no noise of any kind. He cannot be heard even 
if he yells. His movement is silent. His Stealth factor has 
10 added to it as long as the spell lasts. 

Function: Each unit lasts l-20 times 10 minutes. 

This spell causes the victims to fall asleep. 
Function: (1-10 + 1-10 + 1-10 + 1-10)2 times units 

divided by kilos of victim equals seconds 
spell lasts. 

This spell causes the subject to move at a slower rate of 
speed. Attacks occur at Ya the normal rate. The base 
damage of these attacks is at Ya normal. Thrown items are 
twice normal range minuses for accuracy and impact. 

Function: Each unit lasts 1-100 minutes. 

This spell allows caster to see and hear everything the vic­
tim sees and hears. Victim will be unaU1Bre of the 'snooping.' 

Function: Each unit lasts l-200 minutes. 

This spell allows the user to speak and understand all 
languages. Includes reading. 

Function: Each unit lasts 1-100 minutes. 

This spell causes any naval vessel to move faster than 
normal. 

Function: Units times 1-50 equals percentage speed 
gain for 1-100 minutes. 
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216 Spell 
Completion 

217 Spell Jam 

218 Spellof 
Warning 

219 Spell Turning 

220 Spherical 
Shield 

221 Stasis 

222 Sticky Fingers 

After this spell is cast, the next spell the caster starts can­
not be halted by the caster, or anyone else. Even if the 
caster is killed, the caster's body will continue casting 
until spell works. 

Function: 1-3 units will guarantee next spell being 
completed. Maximum of one spell. 

This spell causes the next spell the victim casts to not 
function, but the units the victim attempted to use are 
used anyway. 

Function: Each unit booby-traps one thing or person. 

This spell will warn the subject of any imminent danger 
to him. He would get a 'buzz' just before the damage 
could have occurred. He would get a warning if he missed 
his Stealth roll and would have tripped a trap, but he 
would not get a warning if he made his Stealth roll. 

Function: Each unit lasts 1-200 minutes with a 1-4 
second warning.-- -

This spell transfers the effect of any spell that might 
affect the subject to the nearest person or thing it could 
affect. 

Function: Each unit lasts 1-100 minutes. 

This spell surrounds the caster with a spherical ball or 
membrane that bounces attacks not powerful enough to 
pop the shield. This shield will stop any physical attack 
or object, even air, if not of sufficient force to destroy the 
shield. The shield has no surface friction and is completely 
invisible. If the shield passes through a wall, ceiling, or 
floor when cast it will not move. If the caster can cast the 
spell so that nothing is embedded in the shield it may be 
rolled around like a ball. 

Function: Units times 1-200 equals the impact neces­
sary to break the bubble. 

This spell traps the target in a field of force that stops him 
in mid-air until he breaks free. He can move his eyes, 
hear, and talk while in Stasis. Target rolls each second. 

Function: To free himself, the target must roll his 
Strength Factor or less on a roll of 1 to 100 
times the number of units used. 

This spell allows the subject to cling to any solid surf ace. 
He can hang on even if gloves or boots are worn. A metal 
covering such as gauntlets will not stick. 

Function: Each unit lasts 1-100 minutes. 

-30-



223 Stop Time 

224 Store Room 

225 Strip 

226 Stupidity 

227 Summonings 
to 
229 

230 Super Hearing 

231 S uper Smelling 

232 Symbols 
to 
236 

This .~pell allow.~ the ca.~ter to complete <·ert11i11 a111011111 of 
personal time (movement and artio11J in 11 period of '110-
time' as far as the rest of the world is <·1111<·er11<'d. T/r,.re i.~ 
no friction or other inconve11ien<'<>.,, otlH•r tluw tl1t• roclr­
like state of other beings or th<• tend en")' for 11l1jects when 
released to hang in the air. 

Function: Each unit g ives the <·11.~l<•r 1-30 seconds in 
'no-tirne. ' --

This spell calls illto being H 3 by 3 by 3 meter room (there 
must be spece available to materialize or loss of contents 
is risked). No weight limitation is imposed, but contents 
must be removed before time limit is reached, or they are 
lost. No subjective time passes in the room while stored. 
The room may be summoned a11d stored as often 11.• 
desired during time limit. 1 minute to summon or store. 

Function: 1-12 times 1-6 hours of use for 1-3 unit.~. 

This spell causes all clothing and accouterments totem ­
porarily phase out and in. (The entire possessions of 11 

character are lying about his feet) leaving him nude and 
unarmed. 

Function: Fired as spark, with 1-3 meters radius per 
unit. 

This spell permanently inhibits the victim's Wisdom. 
Function: Each unit causes a (. 7) to be multiplied to 

the victim's Wisdom. 

These spells allow the summoning of the named being . 
Function: Unit times 5% equals chance of 

summoning. Units minus 20 times 5 are the 
attitude modifiers. Enocians are Beings 
that m onitor all planes of existence and 
possess great knowledge. They only trade 
information for information they don't 
have. 

This spell increases the subject's hearing. Stealth is times 2. 
Function: Each unit lasts 1-200 minutes. 

This spell increses the subject's smelling. Stealth is times 2. 
Function: Each unit lasts 1-200 minutes. 

Anyone passing near or gazing at a Symbol will be subject 
to the spell the Symbol represents. This spell is at half 
normal effectiveness. 

Function: Units used in placing the spell are divided 
by 2. The resulting number is used as the 
number of units applied to the specific 
spell. Spell lasts 1-20 uses. 
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237 Teleport 

:!:JH 'f'1•le1mrt 
I >011r11·11 )' 

239 Thick Skin 

240 Time Hop 

241 Time Limit 

242 Tired 

243 Trail 

244 Trail Erase 

245 Transmutes 
to 
279 

Thi.• ·'fl" ll i., 1111/) 11llt111·pd to t11/w the caster and an y 
dw."'" s11/Jj1,t'ts to 11 fllil<'P thnt t/11, <·a.•ter has spent at least 
s ix hours 11wdit11till!( in . This is necessary Jor the caster to 
'""""' tlr l' 1•x11<·t lm·11tion of the destination in space. 

F1111cti11n: The square roM of (meter., to location times 
kilo., travelling}, then clivicled by 1-100 
equals number of units needed for sue-;;;;; 
f ul teleportation. 

This spell opens a multi-dimensional door from one loca­
tion to another bypassing intervening space. The doorways 
do not have to maintain the same alig nment with relation 
to the ground. 

Function: Each 1-4 units will open a 1-6 square meter 
door for 1-100 minutes. -

This spell raises the armor equivalent of subject. 
Function: Each unit raises armor class one step with 

an additional - 5 for each unit after plate 
equivalent. Lasts 1-1()()() minutes. 

This sp ell moves subject(s) forward in time (Same Place). 
Function: Each unit moves 1-100 times 50 kilos times 

minutes. 

This spell causes all spells with time limits to expire within 
area of spell. 

Function: 1-10 m eter radius from caster. 

This spell will temporarily remove endurance points, 
causing exhaustion. 

Function: Each unit causes a (.2) to be multiplied to 
the victim's remaining endurance. Recov­
ery is at normal rate. ' 

This spell allows the caster to track any one thing, provided 
it is capable of leaving traces. 

Function.: Each unit doubles previous chance of 
tracking. 

This spell allows the caster to hide the traces of one par­
ticular subject. 

Function: Each unit halves the previous chance to 
track. 

These spells allows limited amounts of one substance to 
be changed to another substance. These substances are 
pre-determined according to the particular spell rolled. 
Roll one time on each table below. If the same item is 
rolled ttcice, indicating that it is both the to and from trans­
mutated substance, re-roll the 'to' number. 
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280 Trip Trap 

281 Truth Spell 

282 Ugliness 

283 Underwater 
Fighting 

21# Underwater 
Movement 

285 Undertcater 
Vision 

286 Unlock 

From To The tran&muution to flesh spell 
01-06 Air 01-05 and the transmutation to 111ood 
07-12 Earth 06-13 spell may be used to create new 
13-16 Flesh U-21 creatures. However, an exhaus-
17-22 Fog 22-26 tive knowledge of the internal 
23-28 Glass 27-34 anatomy of the creature in ques-
29-34 Mud 35-42 tion is necessary for even the 
35-40 Oil 43-5() slightest po11sible chance of sue-
4146 Rubber 51-58 cessfully creating 11uch a creature. 
47-52 Sand 59-66 Function: Each unit trans-
53-58 Steel 67-74 mutes 1-100 per-
59-64 Stone 75-82 cent of a cubic 
65-70 Water 83-90 meter. 
71-76 Wood 91-98 
77-82 Copper 99 
83-88 Silver 00/1-3 
89-94 Gold 00/4-5 
95-00 Diamond 00/ 6 

This spell makes a certain number of sq1111re meters of 
floor, tcalls, etc. have a 50% chance of tripping anything 
that /Ja11ses on top of it. 

Function: Each unit makes 1-20 sq1111re meters trapped 
for 1-100 times 10 minutes. 

This spell tcill force any question the ca!fter asks of an 
intelligent being to be answered truth/ ully or the caster 
will be a111are of the falsehood. 

Fun.ction : Each unit lastlf 1-300 seconds. 

This spell permanently inhibits the victim's Charisma. 
Function: Each unit causes a (. 7) to be multiplied to 

the victim 's Charisma. 

This spell allows the subject to fight under water without 
the associated minuses to attacks and damage. 

Function: Each unit lasts 1-200 minutes. 

This spell allows the subject to m ove through the toater at 
a higher rate of speed than is normally allowed in the toater. 

Function: Each unit lasts 1-200 minutes and raises 
speed to 2-6 time;;;;;.mal. 

This sp ell allows the subject normal vision while under 
water. 

Function: Each unit lasts 1-200 minutes. 

This spell unlocks anything that will fasten. This unlock­
ing is magikal so only the caster or someone with the 
Lock spell can close it again . This 8pell affects doors, 
boxes, buttons, buckles, locks, knots, etc. 

Function: Each unit will unlock one fastening. 



287 Ventriloquism 

288 Voodoo 

289 Vulnerability 

290 Wake 

291 Walls 
to 
295 

Wind 
1 Wind pass 

2 Fire pass 
3 Flypaper dest 

" Ice pass 
5 Iron sits 

6 Poison join 
7 Sleep join 
8 Stone pass 

9 Swords pass 
0 Water dest 

This spell allows the caster to make any voice or voices 
come from any place or places within range. 

Function: Each unit lasts 1-100 times 10 seconds and 
has a range of 10-60 meters. 

Part of the victim must be incorporated into the doll of the 
victim. Hair, fingernails, scales, blood, etc., can be used. 
Then the victim must be shown the doll. From that point 
on, anything that happeM to the doll happens to the victim. 

Function: 1-3 units per level of victim must be used. 

This spell causes any physical damage taken by victim to 
be doubled for each unit used. 

Function: Each unit lasts 1-1000 minutes. 

This spell will break any Charm or Sleep spells within 
range. When this spell is used a spark is fired from the 
finger of the caster and where it hits forms the center of 
the spell. 

Function: Each unit increases radius by 1-20 meters. 

All walls are magikally created by the caster. Result of one 
wall running into another are shown on the table beloio. 
All results are applied to the wall in the column listing. 
Fire Flypaper Ice Iron Poison Sleep Stone Sicords 
pass dest dest dest pass pas$ dest pass 
pass pass dest dest pass pass dest pass 
dest sit join join pass pass join dest 
dest join dest dest pass pass dest pass 
sits sits sits sits sits sits sits sits 
pass dest dest dest pass pass dest pass 
pass dest dest dest pass pass dest pass 
pass join dest dest pass pass dest pass 
dest pass dest dest pass pass dest pass 
dest pass dest dest pass pass dest pass 
All walls except iron move at 18 meters per second. Iron 
does not move. Iron fades after 1-20 hours. Flypaper 
fades after 1-20 minutes. All other walls fade when striking 
a solid object. 
Base damages for walls are as follows: 
Fire - base 500 points as fire. 
Flypaper - adheres to victim and continues. 
Ice - base 250 points as fire plus base 1000 points if caught 

between wall and solid object. 
Iron - no damage. 
Poison Gas - death 
Sleep Gas - sleep 1-100 minutes. 
Stone -1{)()() points if caught between wall and a solid object. 
Swords - 1-100 hits in random locations with a base damage 

of 100 points. 
Water - carries for 1-100 meters with 1 chance to drown 

per meter. 
Wind - buffets for base damage 700 points. 

Function: Each unit creates 1-6 square meters of 
real/. -
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296 Water Walking 

297 Weakness 

298 Web 

299 Without 
Breathing 

300 Write Scrolls 

This spell allows normal movement on top of the water. 
Water will be solid to the subject. 

Function: Each unit lasts 1-10 minutes per 100 kilos 
or fraction thereof. 

This spell permanently inhibits the victim's Strength. 
Function: Each unit causes a (. 7) to be multiplied to 

the victim's Strength. 

This spell shoots web out of the caster's finger like "Silly 
String," only faster and farther. Range is 10 meters and 
volume is 20 meters per second. The web is 2 millimeters 
thick and very sticky. It requires a Strength factor of 15 
and hand protection equal to Light Chain to break one 
strand. It can also be cut or burnt. 

Function: Each unit creates 1-100 meters of web that 
will fade away in 1-10 hours. 

Th is spell allows the subject to not need to breathe for the 
length of the spell. 

Function: Each unit lasts 1-100 minutes per 100 kilos. 

This spell allows the caster to create new scrolls. A scroll 
is made as follows: Both paper and ink are Enchanted; 
the spell to be written is cast into the paper; The Write 
Scrolls spell is cast; The spell is then copied; Now a 
Permanent spell is placed over the entire collection of 
spells. The spell to be copied is copied at the power level 
at which it was cast into the paper. 

Function: Five six sided dice equals the minimum 
number of units to Write Scrolls. 
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TERMS USED 
ABBREVIATION CHARACTERISTICS 

Psyc. Abil. 
Mvmt 
W&H 

- Psychic Ability 
- Maximum Movement 
- WeightandHeight 

BD 
SA 

• 
•• 

ABBREVIATION 

- Base Damage 
-Special Abilitiea 
- Continued at • 
- Continued at ** 

ARMOR 

CHARACTERISTICS 

Lea. 
St. Lea 
L-Ch. 
H-Ch. 
Scale 
Plate 

- Equivalent to Leather Armor 
- Equivalent to Studded Leather Armor 
- Equivalent to Light Chain Armor 
- Equivalent to Heavy Chain Armor 

1 - Equivalent to Scale Armor 
- Equivalent to Plate Armor 

MISCELLANEOUS 
Am - Amphibious 
Bt -Bite 
Ch -Charge 
Cl -Claw 
Go -Gore 
Gr -Grab 
I/ -Infra-Vision 
I/N -Infra/Normal Vision 
K -Kick 
St -Sting 
Tl - Tail 
To -Touch 
Tr -Trample 
W - Water 
Wp -Weapon 
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1 Acid Leech 
Strength- 1/1 
Dexterity- 196/1~ 
Ste alth- 1~~/12 
Marksmanship-Nona 
Endur ance- ~9 
Wisdom- 5 
Psyc. Abil.- Nona 

Kits-25 
Armor- Lea. 
Mvmt- Bm 
ld&K- lk, . lm 
BD-To/20-Bt/S 
SA- I/N 
Le val- l 

Similar to 'Flying Leaches ', but 
they secrete powerful acids that 
seep right through Chain armors, 
& tokes 3 seconds to eat through 
Leather or seep through Scole. A 
Plate armored character is safe. 

2 Aelurus 
Strength- l~~/12 
Dexterity- 1~~/12 
Stealth- l~~/12 
Marksmanship-None 
Endurance- 100 
Wisdom- ~O 
Psyc. Abil.- None 

Kits-122 
Armor- St.Lea. 
Mvmt- l2m 
W&K- 90k,2m 
BD-Cl / 20 ,Bt/100 
SA- l/N 
Leval- 3 

Feline t ype humanoid.Leaps 1Sm for 
double 80 on lending . 

3 Alamanzor 
Strength- ~ooi20 
Dexterity- Bl/9 
Stealth- 3616 
Marksmansh1p- 'tO 
Endurance- 'tOO 
Wi sdom- 70 
Psyc. Abi l. - None 

Hits-'tOO 
At'."mor - Scale 
Mvmt- 3m/l0m 
W&H- 320k,3m 
BO-Cl /200,Wp 
SA- I / N 
Level- 10 

Lorge musculot'." humanoid w1th huge 
bot wings.It inflames for BO of 
50 points per second of contact. 
When inflamed i t is SO~ immune 
to Mogik.Jt con paralyze any one 
being at a time if gazing into 
it's eyes. 

4 Alligator 
Strength- 196/ l't 
Dexterity- 25/S 
Stealth- 't9/7 
Marksmanship- None 
Endurance- 300 
Wisdom- 20 
Psyc. Abil.- Nona 

5 Alorad 
Strength- 121/ll 
Dexterity- l~'t/12 
Stealth- 't9/7 
Marksmanship- 10 
Endurance- 150 
Wisdom- 65 
Psyc. Abil.- None 

Ki ts-250 
Armor- ScoJ.e 
Mvmt- 2m 
W&H- 225k ,2. Sm 
80-8t/200 
SA-Ch 8m/Ssec 
Level- 3 

Hits-135 
Armot'." - H- Ch.& 
Mvmt- 6m 
W&H- 200k,2.Sm 
BO-Tl/120,Wp 
SA- l /N 
Le vel-Variable 

Bird-like humanoid with chit inous 
armor, parrots beak , & green eyes. 
A bony ridge runs along the top & 
bock or the skull . They hove o 
toil that e nds in a bony club Cos 
mace) against rear anemies.Dxt.6. 

6 Apes 
Strength- 169/13 
Dexterity- 't9/7 
Stealth- 6't/B 
Morks~onsh1p- 10 
Endurance- 101 
Wisdom- 50 
Psyc. Abil.- None 

7 Anito 
Stre ngth- ? 
Dexterity- 36/6 
Stealth- 100110 
Marksmanship-None 
Endurance- ? 
Wisdom- 65 
Psyc. Ab1 l.- None 

Kits-135 
Armor- Leo . 
Mvmt- 'tm 
W&H- 150k,1.7m 
80-Gr/SO 
SA-
Leve l - 2 

Hits-SO 
Armor- • 
Mvmt- 'tm 
W&K - ?,l .8m 
80-Tol'tO• 
SA-1/N• 
Level- 6 

These ore 'Ghost' type creatures 
which means that only Mogik or any 
silver/enchanted weapons con hurt 
them. Armor w1ll not protect unless 
it is Mogikol. Each plus will be a 
minus 10 from the impact roll. 

8 Antmen 
Strength- 36/6 
Dexterity- ~9/7 
Stealth- 6~/8 
Marksmanship- 9S 
Endurance- l'tO 
Wisdom- 65 
Psyc. Abil.- None 

Hits- BB 
Armor-L-Ch. & 
Mvmt- 7m 
W&K-~Ok,l. Sm 
B0- 8t/30,Wp 
SA-~ arms 
Level-Var. 

These ore inteligent insects that 
'serve' their hive which must be 
' served ' at any expense. 

9 Ants (Giant) 
Strength- 81 / 9 
Dexterity- 36/6 
Stealth- 9/3 
Marksmanship- None 
Endurance - ? 
Wisdom- 5 
Psyc. Abil. - None 

Hits- SOO 
Armcr-L-Ch. 
Mvmt- 2m 
W&H-200k,3/lm 
BO-Bt/30,Gr/15 
SA-Sting/30 
Level- 3 

These ore dumb insects that hunt 
for food.They don't 'score'. 

10 Ants 
Strength­
Oexterity­
Stealth-

? 
1/1 

~00/20 
Marksmanship-None 
Endurance- ? 
Wisdom- 5 
Psyc. Abil.- None 

Kits- .S 
Armor-None 
Mvmt-.lm 
W&K- .OOlk, 
80- 8t/l 
SA-Sting/l 
Level-.05 

A pest for the players 

11 Baboons 
Strength- 6~/B 
Dexterity- 100/10 
Stealth- 100110 
Marksmanship- 60 
Endurance- 96 
Wisdom- 20 

Kits- BO 
Armor-Leo. 
Mvmt-lOm 
W&K-S0k,l.2m 
BO- Bt/'tO,Cl/20 
SA-



Psyc. Abil .- None Level- 2 

They usually throw rocks from up 
i n a t r ee or othe r high place . 

12 Bakru 
Strength- 100/10 
Dexter i ty- 8 1/9 
Stea l th- 3S/S 
Marks manship- 70 
Enduron ce-
W i sdom- 20 
Psyc. Abil. - None 

Hits-lSO 
Armor- H- Ch.& 
Mvmt-S . Sm 
W&H- BOk ,l .Bm 
80- Wp 
SA- Undeod 
Level- 3 

Undeod cannot poss out atoll. 
They must be totally destroyed. 
Undeod never get t i red, ever! 

13 Balrog 
Strength- 900/30 
Dexter i ty- 19Sll~ 
Stealth- 81/9 
Mar ksmansh i p- 100 
Endurance- 1100 
Wisdom- 90 
Psyc. Abi l.- None 

Hi ts- 1000 
Armor- Plate 
Mvmt-Sm/ lSm 
W&H-~OOk,3.Sm 
BD- Cl/300,Wp 
SA-1/N 
Level - 1S 

Lorge muscular humanoid with huge 
bot wings .I t l nf lomes for SD of 
100 p~ints pe~ s econd of contact. 
When 1nf lcmed ! t ! s BO~ i mmune 
to Mc gik . It con •strike ' anyone 
by l c c king c t them. BO 20, e 
knocl:!:Jccl: ! - Sm . 

14 Banshee 
Strength- 3S/ 6 
Dexter i ty- l9S/l~ 
Stealth- Bl/9 
Marksmanship- None 
Endurance- B~ 
Wi sdom- 20 
Psyc. Abi l.- None 

Hi ts- SO 
Armor- L-Ch. 
Mvmt-Sm 
W&H- SOk ,l . Sm 
BD-Cl/30 , Bt 20 
SA- 1/ ,Deof en 
Level - 2 

~ legg ed c reature that hos a l o ud 
shriek that c auses deafness. 

15 Barracuda 
Strength- ~9/7 
Dexterity- 81/9 
Stealth- 100110 
Marksmanship-None 
Endurance- SO 
Wi sdom- 10 
Psyc. Abil. - None 

Hi ts- SO 
Armor-Leo. 
Mvmt-1Sm 
W&H- lOk, . Sm 
BD-Bt/20 
SA-
Leve l - 2 

Average barracuda Csol t wa t er 
fish with lots of teeth) . 

16 Basilisk 
Strength- 1S/~ 
Dexter i ty- 1S/~ 

Stealth- ~9/70 
Marksmanship- None 
Endurance- 6~ 
Wis dom- 20 
Ps yc. Abil. - None 

Hits- ~o 
Armor- StLeo. 
Mvmt-2m/ 10m 
W&H-~Ok, Sm 
BD-Cl/10,Bt20 
SA-Gaze 
Level- 10 

·5-

A serpent wi th the wi ngs,clows, 
& beak of a bird. Gaze causes SO 
poi nts per sac. The blood causes 
damage as goze,but los t s only 10 
minutes oft er basi l isk d i es. A 
basilisk wi ll usually not attack, 
bu t s i t and store at people 

17 Batmen 
Strength- 36/6 
Dexteri ty- 100/10 
Steal th- l~~/12 
Marksmanshi p - ~O 

Enduronce- SO 
Wisdom- SS 
Psyc . Ab i l.- SS 

Hits- ~3 
Armor- None 
Mvmt-Sm/ lBm 
W&H- SOk , 1.Bm 
BD-Wp 
SA- I/ 
Level - Var. 

Th i n, dusky humonoi d with bot 
wings. If more than leather armor 
i s worn , no flight i s possi ble. 

18 Bats 
Strangth­
Dextar i ty­
Steolth-

9/3 
S~/B 

1S9/13 
Marksmanship-None 
Endurance- 2 1 
Wisdom- 20 
Psyc . Ab i l . - None 

Hits- 10 
Armor-None 
Mvmt-10m 
W&H-2k , .3m 
BD-Cl/S, Bt10 
SA- Sonar 
Level - .S 

Lorge bot. Some hove disease s , 
& a rare number o r e vompi r i c. The 
sonar they hove cannot be fooled 
by i nvis i bil it i es , or blind t y pes 
of Mogik . 

19 Bears 
Strength- l~~/12 
Dexter ity - ~9/7 

St ea l th- S~/8 
Marksmanship- None 
Enduronce- 1SS 
Wisdom- 20 
Psyc. Abi l. - None 

20 Birds 

Hi ts- l SO 
Armor- L- Ch. 
Mvmt- Sm 
W&H- 200k , 2m 
BD-Cl/99,Bt99 
SA-
Leve l - 3 

Invent any stats yo u wi sh. 
Most birds or e edibl e. 

21 Black Lotus 
Strength- 1/1 
Dexteri ty- 1/1 
Stealth- 100110 
Marksmanship-None 
Endurance- ? 
Wisdom- l 
Psyc. Abil.- None 

Hi ts-lS 
Armor -Leo. 
Mvmt- Om 
W&H-.3k, .lm 
BO-To/Numb 
SA-
Level - .1 

Rare fl~wer that i s c hewed bu 
addicts. The drugs affects ore 
s i milar to heroi n, i n effect & 
wi thdrawal. 



22 Boar 
Strength- 121/ ll 
Dexteri t y- 2515 
Steal t h- ~9/7 

Marksmansh ip-None 
Endurance- 119 
Wisdom- 20 
Psyc . Ab il .- None 

Hi t s -120 
Ar mor-Leo . 
Mvmt- lOm 
W&H-lOOk . 2/lm 
BD- Go/60 
SA-
Le ve l - 3 

Large variety of pig. Nasty in 
ncture. Good eat i ng i f cocked 
correctly . Dext. is 81! 9 if 
charg i ng. 

23 Brakors 
Strength- 100110 
Dexterity- 81/9 
Stealth- 6~/8 
Marksmanship- 70 
Endurance- 70 
Wisdom- 65 
Psyc. Abil.- None 

Hits- 85 
Armor-Lea.& 
Mvmt-6m 
W&H-160k,2m 
BD-Wp 
SA-
Leve l -Vor. 

A race of creatures with ~ arms, 
~ legs, & a dog like head . 

24 Briareus 
Str ength- 100 /10 
Dexterity- 8 1/9 
Stealth- 6~/8 
Marksmanship- 120 
Endurance- 100 
Wisdom- 65 
Psyc. Abil.- None 

Hits-100 
Armor-Leo. & 
Mvmt-6m 
W&H-100k,2m 
BD-Wp• 
SA-1 /N 
Level- ~ 

A creature with o natural 'Hand 
Storage· spell. Any weapon that 
it possess will be stored so it 
may be used instantly. Especially 
any missil e or Mogik weapons . 

25 Bugbears 
Strength- 196/l~ 
Dexter i ty- ~9/7 

Stealth- 81/9 
Marksmanship- 23 
Endurance- 260 
Wisdom- ~O 
Psyc. Abil.- None 

Hits-228 
Armor-L- Ch . 
Mvmt-~m 

W&H- 180k,2.Sm 
BD-Cl/150 
SA-
Leve l - ~ 

A large bear-like creature with 
on insect head 

26 l)ugmen 
Strength- 121/11 
De xterity- 6~/8 
Stealth- ~9/7 

Marksmanship- 51 
Endur ance - 100 
Wisdom- 65 
Ps yc . Abil . - None 

Hits-110 
Armor-Leo. & 
Mvmt- 8m 
W&H-lOOk , 2. lm 
BD-Wp 
SA-
Leve l -Vor. 

Lorge humans witH insect heads. 

27 Buffalo 
Streng th- 2 25115 Hits-300 
De xteri ty- 36 / 6 Armor- StLeo. 
Stealth- 16/~ Mvmt- lOm 

Marksman s hip-No ne 
Endurance- 375 
Wisdom- 20 
Psyc. Abi l.- None 

Lorge herd animal . 

28 Camel 
Strength- 169/13 
Dext erity- ~917 
Stealth- 25/S 
Mark smanship- None 
Endurance- 600 
Wisdom- 20 
Psyc. Abil . - None 

W&H-350k , l . Sm 
8D-Go100,Tr20 
SA-
Leve 1- 1 

Hits-200 
Armor-Lea. 
Mvmt-9m 
W&H-~OOk,2 . Sm 
BD- 8t70 , Tr250 
SA-
Leve 1- 1 

Lorge strong stubborn mammal s1m­
i lor in temperament to a spoiled 
child. Camels bite & spit with 
little provocation, however there 
isn't o better desert steed to 
be found . 

29 Caora 
Strength- 169113 
Dexterity- ~9/7 

Steel th- ~9/7 
Marksmanship- 18 
Endurance- 100 
Wisdom- 65 
Psyc. Abil.- None 

Hits- 135 
Armor-StLeo. 
Mvmt-6m 
W&H-lOOk, l .~m 
80- Wp 
SA-
Leve l -Vor. 

Ugly, squat lumps with wrinkled 
yellow- brown skin & no head . Their 
fac ial features ore centered in 
their chests . They ore smarter 
than they look (not hord l. 

30 Carnivorous Plant 
Strength- 256116 Hits-SOD 
Dexterity- 16/~ Armor - Scale 
Stealth- 900/30 Mvmt-None 
Marksmanship-None W&H-~SOk ,lm 
Endurance- 750 8D- Gr / 150 
Wisdom- 5 SA-
Psyc. Abil.- None Level - 2 

Lorge plant that hos 2 tentocle-
1 ike vines that grab victims and 
crush them before inserting into 
the mouth on top of the trunk . 

31 Cats 
Strength- 9 /3 
Dexterity- 6~/8 

Stealth- 100110 
Marksmanship-None 
Endurance- ll 
Wisdom- 20 
Psyc . Abil .- None 

Standard alley cot . 

32 Cattle 
Strength- 1~~/ 12 
Dexterity- 36/6 
Steel th- ~9/7 
Ma r ksmans h i p -None 

Hits- 10 
Armor­
Mvmt-8m 
W&H-~k, .2m 
8D-Cl/1,8t/S 
SA-
Leve l - . 2 

Hits-100 
Armor-Leo . 
Mvmt-6m 
W& H-225k , l.7m 



Endurance- 200 
Wisdom- 20 
Psuc. Abil.- None 

BD-Tr/80 
SA­
Le vel - 1 

There ore o vorietu of breeds. 

33 Centaur 
Strength- 121/11 
Dexteritu- 100/10 
Stealth- 9/3 
Morksmonship- 75 
Endurance- BO 
Wisdom- 65 
Psuc. Abil.- None 

Hits-100 
Armor-Leo.& 
Mvmt-10m 
W&H- 300k,2.5m 
80-Tr/6,Wp 
SA-
Leve 1-UoC'. 

Race of beings with o horse's 
bodu ond the torso, arms, & heod 
of o human where the neck and 
head of the hors e would be. 

34 CeT)tipede 
Strength- 't00/20 
Dexteritu- 81/9 
Stealth- 6't/B 
MoC'ksmonship-None 
Endurance- 600 
Wisdom- 5 
Psuc. Abil.- None 

Hits-500 
Armor-Plate 
Mvmt-7m 
W&H-'t00k,1X9m 
BD-Cl/5,8t/5 
SA-Poison 8t 
Level- 't 

Lorge poisonous centipede . The 
bite does 10 points per second 
for 30 seconds, if armor wos 
penetrated bu bite. 

35 Chimera 
Strength- 196/l't 
Oexteritu- l't't/12 
Stealth- 16/'t 
Marksmanship-None 
Endurance- 20't 
Wisdom- 20 
Psuc. Abil . - None 

Hits-200 
Armor- Special 
Mvmt-10m/13m 
W&H- 200k,1X'tm 
80-Cl / 100,BtlOO 
SA- I/ 
Le vel- 9 

Lion bodied figure with o snake 
bodu for o toil end 3 heads; lion, 
ram, & dragon. The dragon heod 
con bt'eothe Csee OC'ogonl ond the 
snake heod on the end of the toil 
is poisonous (10/101. The bodu 
oC"mOC' is StLeo., toil & dC'ogon 
head oC'e Scale, the C'Om head is 
H-Ch., ond the lion head is L- Ch. 
The wings hove no oC"moC' minus. 

36 Cockatrice 
StC"ength- 169/13 
Oexteritu- 100/10 
Stealth- 100110 
Marksmanship-None 
EnduC'once- 130 
Wisdom- 'tO 
Psuc. Abil.- None 

Hits- 150 
AC'mor-Scole 
Mvmt-'tm/lOm 
W&H-lOOk,1.Bm 
80-TC'/20 
SA-11 , To/Stone 
Level- 7 

Lorge bird- like cre ature thot 
stones onuthing it touches. 

.7. 

37 Crabmen 
Stre ngth- 225/15 
Oexterttu- 't9/7 
Stealth- 9/3 
MoC'ksmonship-None 
Endurance- 75 
Wisdom- 'tO 
Psuc. Abil.- None 

lHts-150 
Art110r-Plote 
Mvmt-3m/8111W 
W&H- 120k,2.5m 
80-Cl/200,Bt300 
SA-
Leve l -Uor. 

Toll humanoid creature with o 
chitinous covering and claws for 
hands . 

38 Crocodile 
Strength- 225115 
Oe xteritu- 36/6 
Stealth- 't9/7 
Morksmons hip- None 
Endurance- 375 
Wisdom- 20 
Psuc . Abil.- None 

39 _Cyclop1 
Strength- 1225/35 
Dexter itu- 6't/B 
Stealth- 1/1 
Marksmanship- 150 
Endurance- 775 
Wisdom- 'tO 
Psuc. Abi l. - None 

Hits-300 
Armor- Scale 
Mvmt- 2m 
W&H- 300k,3m 
BO-Bt/250 
SA-Ch 9111/6se c 
Level- 't 

Hite-1000 
Armor-H-Ch. 
Mvmt- 13m 
W&H- 't0kt,18m 
80-GC'70,Kl't0,Wp 
SA-
Level - 15 

UeC'u big humanoid with o single 
eue in the middle o f it ' s fore­
head. His major weapon i s o club 
(80 5001, but theu oleo l i ke rocks 
( 80 'tOO , 300 if thC'own). 

40 Deer 
Strength- 121/11 
Oexte ritu- 'tS/7 
Stealth- 100/10 
Marksmanship-None 
Endut'once- BO 
Wisdom- 20 
Psuc. Abil:- None 

41 Demon 
Strength- 2500/50 
Oe xteC'itu- 't00/20 
Stealth- 't00/20 
Morksmonship- 200 
Endurance- 1500 
Wisdom- 200 
Psuc. Abil.- 300 

Hits-100 
Armor-Leo. 
Mvmt-12m 
W&H-170k,1.8m 
80-K/30,Go/'tO 
SA-
Level - 1 

Hits-2000 
Armor-Plate 
Mvmt-9m/15111 
W&H-300k,3m 
80-Wp 
SA-50%MogikPrf 
Le ve l-12 

A de mon is o be ing from ano the r 
plane. Theu usuollu hove B scr olls 
oe well os five+ Mog ik ite ms wi t h 
them . Thau ore usuollu ncetu . 



42 Demon Dogs 
Strength- l~~/12 
Dexterity- 100/10 
Stealth- ~9/7 
Morksmonship- 80 
Endurance- 270 
Wisdom- 20 
Psyc. Ab1l.- None 

Hits-200 
Armor-L-Ch . 
Mvmt-6m 
W&H-300k,l.2m 
BD-Bt200,Cl/20 
SA-I/ fire8rth 
Level- 6 

Huge block dog-like creature thot 
b r eathes fire once per minute for 
o 8D/~OO . The morksmonship is for 
the breath weapon only. It's red 
e yes glow in the dark. 

43 Deodand 
Str ength- 289117 
Dex terity- ~9/7 
Steal th- 16/~ 
Marksmanship- 'tO 
Endurance- 310 
uisdom- ~o 

Psyc . Abil.- None 

Hits- 300 
Armor- Plate 
Mvmt-3m/• 
W&H-'t50~.2.5m 
BD-Cl/'tOO 
SA-1/N 
Leve l- 6 

Large ugly creature with c laws 
f o r hands and large mand i bles. It 
c an dig through solid stone a t lm 
per minute leaving a 2mX3m ho le. 

44 Dinosaur Men 
Strength- l't't / 12 
Oexter1t~- ~9/7 
Stea l th- 9 / 3 
Morl:smansh1p- 85 
Endurance- 100 
Wi sdom- 65 
Psyc . Ab1l.- None 

Hits-120 
Armar- StLea. 
Mvmt-5m 
W&H-l50k, 1 . 8m 
8D-Wp 
SA-
Leve 1- Var . 

Humona1d with a t a il, horses will 
net c l low t h em t o ride. Dinos aur 
me n hove rept i llian mou nts cal led 
Losee that they use. 

45 Djinni 
Strength- 900130 
De x terity- 225/ 15 
Stealth- 't00/ 20 
n orl:smonsh1 p- 200 
Endurance- 700 
wisdom- 150 
Psyc. Abil. - 130 

Hits-800 
Armor­
t:vmt-20m 
W&H-300k ,3m 
BD-Wp 
SA-
Leve l - 9 

A magikal creature usually found 
In bottles. They usually possess 
six scrolls & 3 enchanted weapons. 

46 Dogs 
Strength- 36/6 
Dexte rity- 6't/8 
Stealth- 100110 
Marksmanship- None 
Endurance- 6't 
Wisdom- 20 
Psyc. Abil.- None 

47 Dolphins 

Hits- 50 
Armor-Leo. 
Mvmt-6m 
W&H-20k , 1X.5m 
BD-Bt20 ,Cl / 2 
SA-
Leve l - l 

Strength- 100110 Hits- 80 
Dexterity- l't't /12 Armor-Lea. 

Stealth- 100/10 
Marksmanship- None 
Endurance- 100 
Wisdom- 'tO 
Psyc. Abil.- None 

48 Dragons 
Strength- mxmx lO 
Dexterity- m•50 
Stealth- ~00/m 
norksmonship-m/50 
Enduronce- mxmxlO 
Wisdom- m+20 
Psyc. Abil. - m/2- u 

Mvmt-16m 
W&H-80k,2m 
BD-8utt/100 
SA-Sonar 
Level- 3 

Hi ts-mxmxlO 
Armor-Cha rt 
Mvmt - 3m/ 12m 
W&H-Chort 
8D-Cl , Bt,Wp 
SA-Breath 
Level-m/ 2 

D,agons come in different sizes, 
all with 't limbs, heed, tai l , & 
wings, & head. Dragons hove l / N 
vision end can breothe once each· 
minute. The breath weapon power 
is as spell at dragons u n i t level . 
So l i tary creatu res, their Clow BD 
i s mxlO, & Bite BD is mx5 . 

0 1-•iO 
'tl - 70 
71-85 
86- 90 
91 -9~ 
95-97 
98- 99 

100 

Lea. 
StLeo. 
L-Ch. 
H- Ch. 
Scola 
Plate 
P+C-5 1 
P•C - 101 

1 - 't meters 
5 - lOmCl-6+'t) 
ll-18mC1 - B+10l 
19- 28mCl - l 0+18l 
29-'tOmC l -~2•28) 
'tl -70m( l - 30 +'t0 ) 
7 1 - lOOmCl - 30+701 
101-200m( l-100•100l 

• • Br eath & Deafe n ing Roa r •• 
1 flreCflomel 7 Ston i ngCTr ons.l 
2 Cold 8 llN Dark ness 
3 Sleep 9 Di sintegra t i on 
't Pa l sonCTc h) 0 Rol l Aga in 
5 Li ghtning odd- Igni te Woo d 
6 Blindness e ve n-Heat Metal 

Each dragon hos o c hanc e o f o 
deafening roor equal in ~ to it's 
meters of length . The chance of 
th!s deafness being permanent is 
rolled by each victim with the 
chance being the some. Ra nge of 
Deafening roar is lOxm, & Br e a th 
ls 3xm. 

49 Dwarves 
Strength- 100/10 Hits- 80 
De xterity- 6't/8 Armor-
S tealth- 't917 Mvmt-7m 
Ma r lcsmanship- 60 w&H - 50k, 1 . 3m 
Endurance- 60 BD-Wp 
Wisdom- 65 SA-
Ps11c. Abil. - 65 Level - Var. 

?hese =~e s::ndcrd d~crves found 
1r. m=nv r.~:~os . ~he~ are sho rt 8 
s : cv: . -s~c !lw w~:h becr ds . They 
o r e f:n~ :f O~h.C r . ~ec~cns . w1ne , 
e Gold. , c: nessesc~ 11~ : n : hot 
o~~er. T~e~ ~s~:l !~ ~refe~ under­
wrc~~= o:::m=~=:~cns . ~u~ tha~ 
con · mcke de· . 



50 Eaglemen 
Strength- 81/9 
Dexterity- 81/9 
Stealth- 3G/G 
Marksmanship- 70 
Endurance- SO 
Wisdom- GS 
Psyc. Abil.- GS 

Hits- GS 
Armor­
Mvmt-'im, 20m 
W&H-70k,2.2m 
BD-Cl/'iO,Wp 
SA-
Le v el -Var. 

A humanoid eagle. They have vesti­
gal hands on their wings & clawed 
feet that they will use in combat 
i f weapons are not available. 

51 Eels 
Strength­
Dexter i ty­
Stealth-

lG/'i 
G'i/8 
Bl/9 

Marksmanship-None 
Endurance- GO 
Wisdom- 10 
Psyc. Abil . - None 

Hits-20 
Armor-StLea. 
Mvmt- Gm 
W&H-2k, .Gm 
BD-Bt/20 
SA-Varies 
Level- l 

Some are poisonous, & some can 
discharge electricity, at ref­
eree option. 

52 Efreet 
Strength- lGOO/'iO 
Dexterity- 225/15 
Stealth- 100/10 
Marksmanship- 100 
Endurance- 'iOO 
Wisdom- 130 
Psyc. Abil .- 130 

Hits-1000 
Armor-L-Ch. 
Mvmt- lSm 
W&H-200k,3m 
BD-Wp 
SA-
Leve l -10 

Stronger,nostier version of the 
DJinni. They usually possess 7+ 
scrolls, & 'i+ enchanted items. 

53 Elemental (Air) 
Strength- 2500150 Hits-lSOO 
Dexter ity- 22S/1S Armor-H-Ch. 
Stealth- 9/3 Mvmt-10m 
Marksmanship- SO W&H-300k,'im 
Endurance- 500 BD-Wp,Wall 
Wisdom- GS SA-Wall• 
Psyc. Abil.- None Level- 8 

The Air elemental is capable of 
throwing a 'Wall of Wind' spell 
each minute it's contacted with 
the element of air. Stone/earth 
weapons do double damage to it . 

54 Elemental (Earth) 
Strength- 2SOO/SO Hits-lSOO 
Dexterity- 22S/1S Armor-H-Ch . 
Stealth- 913 Mvmt-lOm 
Marksmanship- SO W&H-300k,'im 
Endurance- 500 BD-Wp,Woll 
Wisdom- GS SA- Woll• 
Psyc. Abil.- None Level- B 

The Earth elemental can throw a 
'Wall of Stone' spell once each 
minute that it is touching it's 

element of earth/stone. fire or 
flame weapons do double damage. 

55 Elemental (Fire) 
Strength- 2500/50 Hits-1500 
Dexterity- 225115 Armor-H-Ch. 
Stealth- 9/3 Mvmt-lOm 
Marksmanship- 50 W&H-300k,'im 
Endurance- 500 8D-Wp,Wall 
Wisdom- G5 SA-Wall• 
Psyc. Abil.- None Level- B 

The fire elemental can throw a 
'Wall of fire' spell once every 
minute that it is touching it's 
element of fire. Water and Cold 
weapons do double damage. 

56 Elemental (Water) 
Strength- 2500/50 Hits-1500 
Dexterity- 225/15 Armar-H-Ch. 
Stealth- 9/3 Mvmt-lOm 
Marksmanship- SO W&H- 300k,'im 
Endurance- SOO BD-Wp,Woll 
Wisdom- 65 SA-Wall• 
Psyc. Abil.- None Level- B 

The Water elemental con throw a 
'Wall of Water' spell once each 
minute that it is touching it's 
element of Water. Weather & Air 
weapons do double damage. 

57 Elendru 
Strength- 100/10 
Dexterity- 19G/l'i 
Stealth- 25/S 
Marksmanship- 55 
Endurance- GO 
Wisdom- 65 
Psyc. Abil.- None 

Hits- BO 
Armar-L-Ch.& 
Mvmt- 9m 
W&H-120k,l.8m 
BD-wp 
SA-
Leve 1-Var . 

A large creature with two arms, 
two legs, & two limbs mounted low 
on the body that can be used as 
either extra arms, or extra legs. 

58 Elephant 
Strength- 900/30 
Dexterity- 'i9/7 
Stealth- 111 
Marksmanship-None 
Endurance- 300 
Wisdom- 2S 
Psyc. Abil.- None 

Hits-1000 
Armar-H-Ch. 
Mvmt-lOm 
W&H-lOkt,'im 
BD-Gr/100,Tr/800 
SA-
Level - B 



59 Elves 
Strength- ':19 17 Hits- SO 
Oexteritu- ':19 /7 Armor-
Stealth- 81/9 Mvmt- 9m 
Marksmanship- 90 W&H-70k,l.7m 
Endurance- Sl BO-Wp 
Wisdom- GS SA-
Psuc. Abil .- GS Level-var. 

Tupicol elves ore woodland tupes 
that live in trees. They respect 
life and try not to toke i t away 
needlessly. Th e y ore slender but 
not weaklings . 

60 Enocians 
Strength- ':1917 
Dexterity- 1':1':1/12 
Stealth- 22S/1S 
Marksmanship- 200 
Endurance- 51 
Wi sdom- 2SO 
Psyc. Abil .- 300 

Hits- SO 
Armor-Leo . 
Mvmt-12m 
W&H- 100k,2m 
BD-Wp/ Mogik 
SA-Phased 
Level- 30+ 

These beings ore the bookkeepers 
of the universe . They seek to 
get all knowledge recorded. They 
will excha nge knowledge only if 
they get more then theu give. 
They watch this universe from 
the next one and not much es­
capes notice. Theu will not pay 
for whet the y olreodu possess. 
You can't give them intentions. 

61 Fairies 
Strength- 9/3 
Dexteritu- 2 2s1 1s 
Stealth- ':10 0/20 
Marksmanship- 2 00 
Endurance- Sl 
Wisdom- SS 
Psuc. Abil. - None 

Hits- 30 
Armor­
Mvmt-2/ 1 ':Im 
W&H-12k, .':Im 
BO-Wp/• 
SA-I/N 
Level- 3 

Little p eople with wings , and o 
peculiar sense of h umor . The y 
hove o nat u ra l obilitu t o cos t a 
'Bl ind S pot ' & a 'Strip ' spell. 

62 Fire Lizard 
Strength- 8 1/9 
Dexteritu- 36/6 
Stealth- 3616 
Marksmans hip- 80 
Endurance- 319 
Wisdom- 10 
Psyc. Abil. - No ne 

Hits-200 
Armor-Scale 
Mvmt- 3m 
W&H - 27Sk,':lmLong 
BD-Bt/80,Cl/100 
SA- fire Breath 
Level - ':I 

Long, large li zard that breathes 
fire. Marksmans hip is for the 
bre ath. Thau breathe o Jet lSm 
long ct BO 200. Thau ore capable 
of o lOm sprint for 3 rou nds. 

63 Flolk 
Strength- 19611':1 
Dexteritu- 81 /9 
Stea l t h- 1':1':1112 
Marks manshi p - 70 

Hits-200 
Armor-H-Ch .& 
Mvmt- Gm 
W&H-180 k,2m 

·10-

Endurance- 20':1 
Wisdom- 65 
Psuc. Abil.- None 

BO-Wp 
SA- I/Vision 
Level- S 

Lorge b e ar like creature with a 
pumpkin like head. 

64 Flying Leeches 
Strength- l/l Hits- 6 
Dexterity- 196/l':I Armor­
Steolth- 32':1118 Mvmt- 7m 
Marksmanship-None W&H-.Sk, .2m 
Endurance- 15 BD- Bt/ S/sec 
Wisdom- S SA- I / Sense 
Psuc. Abil . - None Level- .1 

Smal l pancake like creature t ha t 
attaches itself to onu worm 
food source it con locate. They 
suck S points cf bleed fer each 
second. After sucking SO points 
each divides into ':I more. They 
don't hove vision, but con onlu 
sense heat sources . 

65 Flying Snakes 
Streng th- 16/':I Hits- lS 
Dexterity- l':l':l/12 Armor­
Steolth- 100/10 Mvmt- 16m 
Morksmonsh1p-None W&H- 2k , lmLong 
Endurance- 20 BD-Bt/ 20 
Wisdom- 10 SA-
Psuc. Ab1l.- None Level- 2 

A flying snake with wings. Some 
ore poisonous. 

66 Flymen 
Strength- 913 
Dexterity- 1691 13 
Steal th- 36/ 6 
Marksmanship- 8 7 
Endura nce- 20 
Wis dom- 6S 
Ps u c. Abil .- 6S 

Hits- l'! 
Armor­
Mvmt-3m/ 1Sm 
W&H- lOk , .3m 
BD-Wp 
SA-
Level -Uor. 

Ueru smal l men with wings . Theu 
h ove on i nsect l ook about t hem. 

67 Frogmen 
Strength- 6':1/B 
Dexterity- ':1917 
Stealth- ':19/7 
Marksmans hip- 88 
Endurance- 70 
Wisdom- 6S 
Psyc . Ab il . - 65 

Hits- 67 
Armor­
Mvmt-':lm/6mW 
W&H-BOk,l.6m 
BD-Wp 
SA-
Le ve l -Uor. 

They ore s hort squat greenish 
fellows with obvious aquatic 
abilities . 

68 Frogs 
Inve nt any stats, some ore e dible, 
poisonous , etc. 



69 Gargoyles 
Strength- 196/1~ 

Oexteritu- 36/6 
Stealth- 100/10 
Marksmanship- 13 
Endurance- 180 
Wisdom- 6S 
Psuc. Abil.- None 

Hits-188 
Armor-Scale 
Mvmt-3m/l~m 
W&H-1SOk,1.8m 
BO-Cl/lSO,Wp 
SA-I/Vision 
Level- Var . 

Lorge humanoid with large wings 
and o slightlu reptillion look. 

70 Ghosts 
Strength­
Oexter i tu­
Stealth-

? 
~9/7 

121/11 
Marksmanship- ? 
Endurance- ? 
Wisdom- 6S 
Psuc . Abil.- None 

Hits- 60 
Armor- • 
Mvmt-Sm 
W&H- ? ,1.em 
BO-To/SO•• 
SA-Phased 
Level- 7 

•-Onlu silver or enchanted wea­
pons may cause them damage. 
••-Armor will not protect unless 
it is enchanted . Each plus is -10 
from the impact roll. 

71 Giant (3m) 
Strength- 1~~/12 

Oexteritu- 6~/e 
Steolth- ~9/7 
Marksmanship- SO 
Endurance- 1S6 
Wisdom- 6S 
Psyc. Abil.- None 

Hits- lSO 
Armor­
Mvmt- 7m 
W&H-300k 
BD-Wp 
SA- • 
Level- ~ 

•-Has thrown rock skill and 
marksmanship is es with rocks. 

72 Giant (4m) 
Strength- 196/l~ 
Dexterity- 'i9/7 
Stealth- 36/6 
Marksmanship- SO 
Endurance- 20~ 
Wisdom- 6S 
Psyc. Abil.- None 

Hits- 200 
Armor-Leo. 
Mvmt- Bm 
W&H-'i7Sk 
BD-Wp 
SA- • 
Level - 6 

•-Has thrown rock skill and 
marksmanship is es with rocks. 

73 Giant (Sm) 
Strength- 2S6/16 
Dexterity- 36/6 
Stealth- 2S/S 
Marksmanship- SO 
Endurance- 2'i'i 
Wisdom- 6S 
Psuc. Abil.- None 

Hits- 2SO 
Armor-Leo. 
Mvmt-lOm 
W&H-600k 
BD-Wp 
SA- • 
Level- e 

•-Hos thrown rock skill and 
marksmanship is BS with rocks. 

74 Giant (6m) 
Strength- 329/le 
Oexteritu- 2S/S 
Stealth- 16/'i 

Hits- 300 
Armor-St.Lea 
Mvmt-12m 
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Marksmanship­
Enduronce­
Wisdom­

so 
271 

6S 
Psuc. Abil.- None 

W&H-7SOk 
BD-Wp 
SA- • 
Level- 10 

•-Hos thrown rock skill and 
marksmanship is BS with rocks. 

75 Giant (7m) 
Strength- 'i00/20 
Oexteritu- 16/'i 
Stealth- 913 
Marksmanship- SO 
Endurance- 300 
Wisdom- 6S 
Psuc. Abil.- None 

Hits- 3SO 
Armor-St.Leo 
Mvmt-l'im 
W&H-lkt 
80-Wp 
SA- • 
Level- 12 

•-Has thrown rock skill and 
marksmanship is BS with rocks. 

76 Giant Snake 
Strength- 196/l'i 
Dexteritu- 100/10 
Stealth- l'i'i/12 
Marksmanship-None 
Endurance- 150 
Wisdom- 10 
Psuc. Abil . - None 

Hits- 173 
Armor-St.Lea 
Mvmt-3m 
W&H-200k,10m 
BO-Bt/30,Gr/• 
SA-
Leve l - 3 

• -constriction for SO each sec. 

77 Gnome 
Strength- 'i9/7 
Dexteritu- Bl/9 
Stealth- l'i'i/12 
Marksmanship- 100 
Endurance- 61 
Wisdom- 6S 
Psuc. Abil.- None 

Hits- SS 
Armor­
Mvmt-Sm 
W&H-3Sk,1.lm 
BD-Wp 
SA-I/Vision 
Level-Var. 

Little fellows with o nastu dis­
position and o constant race war 
with goblins . 

78 Goat 
The stats orn't impressive, 
but theu ram for BO of 50. 

79 Goblins 
Strength- 25/5 
Dexteritu- 6'i/e 
Stealth- 100/10 
Marksmanship- 201 
Endurance- 'iS 
Wisdom- 6S 
Psuc. Abil . - None 

Hits- 35 
Armor­
Mvmt-6m 
W&H-3Sk,1.2m 
BD-Wp 
SA-I/Vision 
Level-Var. 

Sort of a puke green & never for 
from a bow . Theu love to snipe 
at gnomes. 



80 Golem (Flesh) 
Strength- 225115 Hits- 200 
Dexterity- 6~/8 Armor-Leo. 
Stealth- 6~/8 Mvmt-~.5m 
Marksmanship- • W&H-100k,2m 
Endurance- 175 8D- Wp,Gr/300 
Wisdom- • SA-
Psyc. Abil.- None Level- 6 

•-Marksmanship & Wisdom of the 
golem ore the some as the costar 
who animated and controls it. 

81 Golem (Clay) 
Strength- 289/17 
Dexterity- ~9/7 
Stealth- ~9/7 

Marksmanshi p- • 
Endurance- 311 
Wisdom- • 
Psyc. Abil.- None 

Hits- 300 
Armor- St.Leo 
Mvmt-~m 

W&H-120k,2m 
8D-Wp,Gr/3~0 

SA-
Leve l - 7 

•-Marksmanship & Wisdom of the 
golem ore the same as the costar 
who animated end controls i t. 

82 Golem (Wood) 
Strength- ~00/20 Hits- ~00 

Dexter i ty- 36/6 Armor-L- Ch. 
Stealth- 36/6 Mvmt- 3.5m 
Marksmanship- • W&H- 100k,2m 
Endurance- ~00 8D-Wp,Gr/~OO 
Wisdom- • SA-
Psyc. Abil.- None Level- 8 

• -Marksmanship & Wisdom of the 
golem ore the same as the caster 
who animated and controls i t. 

83 Golem (Stone) 
Strength- 625/25 Hits- 600 
Dexterity- 25/S Armor- H- Ch. 
Stealth- 25/5 Mvmt-3m 
Marksmanship- • W&K-250k,2m 
Endurance- 575 8D-Wp,Gr/500 
Wisdom- • SA-
Psyc. Abil. - None Level- 9 

• - Marksmanship & Wisdom of the 
golem ore the some cs the caster 
who animated end controls it. 

84 Golem (Silver) 
Strength- 900/30 Hits- 900 
Dexterity- 16/~ Armor-Scale 
Stealth- 16/~ Mvmt- 2.5m 
Marksmanship- • W&H-1.2kt,2m 
Endurance- 900 8D- Wp,Gr / 600 
Wisdom- • SA-
Psyc. Abil.- None Level- 11 

•-Marksmanship & Wisdom of the 
golem are the same as the caster 
who animated and controls i t. 

85 Golem (Steel) 
Strength- 1600/~0 Hits-1500 
Dexterity- 9/3 Armor-Plate 
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Stealth- 16/~ 

Marksmanship- • 
Endurance- 1~00 

Wisdom-
Psyc. Abil.- None 

Mvmt-2m 
W&H-1.2kt,2m 
8D-Wp,Gr/800 
SA-
Leve l - 1~ 

• -Marksmanship & Wisdom of the 
golem ore the same as the caster 
who animated and controls i t. 

86 Golem (Diamond) 
Strength- 2500150 Hits- 2000 
Dexterity- ~/2 Armor-Plate•• 
Stealth- 16/~ Mvmt- l.5m 
Marksmanshi p- W&H- 250k,2m 
Endurance- 1500 BD-Wp , Gr/1000 
Wisdom- • SA-
Psyc. Abil. - None Level- 18 

•-Marksmanshi p & Wisdom of the 
golem are the same as the caster 
who animated and controls it. 
• • -addit i onal -10 to any i mpact. 

87 Great White Shark 
See the 'Jaws I-III' movi es 

88 Green Martian 
Strength- 169113 Hits- 105 
Dexter i ty- 121/11 Armor-Lea. 
Stealth- 25/5 Mvmt- lOm 
Marksmanshi p - 100 W&H-600k.~m 
Endurance- ~1 BD- Wp 
Wisdom- 65 SA-Guns• 
Psyc. Abil. - None Level-Var. 

• - Always have firearms with ex­
plosive shells. Shel l s detonate 
when light touches p owder i n the 
opaque glass bullets . 

89 Gremlin 
Strength- 16/~ 

Dexterity- 121/11 
Stealth- 225115 
Marksmanship- 150 
Endurance- ~~ 

Wisdom- 65 
Psyc. Abil.- None 

Hits- 30 
Armor­
Mvmt-5m 
W&H- 18k,lm 
8D- Wp , • 
SA- 1/ N 
Level-Var. 

•-They have a natural ' Blind 
Spot' & 'Trip Trap' spell that 
each may cast once per level per 
day. 

90 Haremen 
Strength- 81/9 
Dexterity- 6~/81 
Stealth- 100/10 
Marksmanship- 71 
Endurance- 69 
Wisdom- 65 
Psyc. Abil.- None 

Kits- 75 
Armor- Leo. 
Mvmt-12m 
W&H-90k , 1.6m 
BD-Cl/~0.8t /60,Wp 
SA-I/N 
Level-Var. 

Nice furry rabbit people. 



91 Harpies 
Strength- 6'i/8 
Oexter-itu- 100/10 
Stealth- 'i9/7 
Marksmanship-None 
Endurance- 100 
Wisdom- 'iO 
Psuc. Abil.- None 

Hits- 82 
Armor-St .Leo 
Mvmt-'im/12m 
W&H-'i0k,l.3m 
BO-Cl/90 
SA-
Level - 'i 

female upper bodu, with a vul­
ture's wings & ·claws. Attitude 
i s always -20. 

92 Hawkmen 
Strength- 'i9/7 Hi ts- 'i9 
Dexter-itu- Bl/90 Armor-
Stealth- 6'i/B Mvmt- 3m/l5m 
Marksmanshi p- 77 W&H-60k, l.7m 
Endurance- 'i9 BO-Cl/30,Bt/'iO,Wp 
Wisdom- 6S SA-
Psyc. Abil . - 65 Level-Var. 

Howkmen hove 2 or-ms, 2 legs, & 
2 wings, & ore slightlu humanoid . 

93 Hippogriff 
Strength- 225115 
Dexterity- 'i9/7 
Stealth- 2515 
Marksmanshi p-None 
Endurance- 225 
Wisdom- 20 
Psuc. Abil.- None 

Hits- 225 
Armor-St .Leo 
Mvmt-6m/16m 
W&H-'i00k,2 .5m 
BO-Cl/150,Bt/lSO 
SA-
Leve 1- 'i 

Horse body with on eagle' s head 
wings, & clawed feet on 'i legs . 

94 Hobbits 
Strength- 16/'i 
Dexterity- 36/6 
Stealth- 169/13 
Marksmanship- ll'i 
Endurance- SO 
Wisdom- 65 
Psuc. Abil . - None 

Hits- 33 
Ar-mor- ­
Mvmt -'im 
W&H-'iOk, lm 
BO-Wp 
SA-
Level -Vor-. 

Cute, hoir-u fellows who love to 
eat & sleep, in that order. 

95 Hobgoblins 
Strength- 100110 
Oexter-itu- 100110 
Stealth- 81/9 
Marksmanship- 7S 
Endurance- 80 
Wisdom- 6S 
Psuc . Ab i l.- None 

Hits- 90 
Armor- Leo. 
Mvmt- 7m 
W&H-90k , l .8m 
BO-Wp 
SA-I/Vision 
Level-Var. 

Larger-, stronger- & much more 
dangerous than goblins. 

96 Horses 
Light 

Strength- l'i'i/12 
Dexteritu- 36/6 
Stealth- 'i/2 
Hits- l'i'i 

Medium 
196/l'i 
36/6 

'i/2 
170 

Heovu 
256116 
36/6 

'i/ 2 
200 
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Mvmt- lOm 
W&H-2.2m, 700k 
Level- l 
BO-Kick for 60 
Endurance- l 'i'i 
Wisdom- 20 
Armor- none 

97 Hydras 
Strength- 225/15 
Dexter-itu- 6'i/8 
Stea lth- 25/5 
Marksmanshi p- BO• 
Endurance- ? 
Wisdom- 'iO 
Psyc. Abil. - None 

• -for fire breath. 

Sm 7m 
BO Ok 1000k 

2 3 
70 80 

l'i'i l'i'i 
20 20 

Leo . St.Leo. 

Hits-225per- head 
Armor--L- Ch. 
Mvmt-2m 
W&H-Vor- . 
BD-Bt/100 
SA-• 
Level- 1 per head 

These creatures do not die unless 
all heads ore destroyed. Each 
head will regenerate l poi nt 
every five seconds. To get the 
number of heads, roll 1-10, on 
1-'i odd 1, on 5-7 odd 2, on 8-9 
odd 3, & on 0 odd 3 and roll 
again. Now odd 3 for the total 
number of heads. There is a 20~ 
chance of f ire breath, and the 
range is three times the length. 
The length is lm per head. 

98 Imps 
Strength- 9/3 
Dexterity- 121111 
Stea l th- 225/15 
Marksmanship- 200 
Endurance- 31 
Wisdom- BS 
Psyc. Ab i l.- None 

Hits- 20 
Ar-mor-­
Mvmt-6m 
W&H-12k,. 7m 
BO-Wp 
SA-I/N, • 
Level-Ver. 

•-Natura l 'Spell Jam', 'Time 
Limit ' , & on optional 15m radius 
'Anti - Mogik Sphere' . 

99 lnuats 
Strength- 225/15 
Dexterity- 121/11 
Stealth- 100/10 
Marksmanship- BO 
Endurance- 375 
Wisdom- 65 
Psuc. Abil. - None 

Hits-300 
Ar-mor--H-Ch. 
Mvmt-7m 
W&H-BOk,l.Bm 
BO-Wp,Bt/100 
SA-I/N,• 
Level- 7 

•- Intelligent Undeod. Thau con 
not be mode to poss out & theu 
don't bleed. They must get to­
tal hits to be killed. feeding 
on the living, Inuots need to 
consume ct least 1 litre of 
fresh blood doily to survi ve. 



100 l(angaroo Men 
Strength- ~917 Hits- 60 
Dexteritu- 1~~/12 Armor-Leo. 
Stealth- ~9/7 Mvmt-12m 
Marksmanship- 72 W&H- 80k,1.Sm 
Endurance- 71 BD- wp,K/30 
wisdom- 6S SA-
Psuc. Abi l.- None Level-Var. 

Resemble kongoroos except for 
their small manipulative hands. 

101 Killer Whales 
Strength- ~00/20 Hits-1000 
Dexteritu- 100110 Armor-L-Ch . 
Stealth- 10 0 /10 Mvmt-l~m 
Marksmanship- None W&H-~.Skt , l2m 

Endurance- 1600 BD-Bt/600 , • 
Wisdom- 2S SA-Sonar 
Psuc. Abil .- None Level- 10 

• -Toil BO is ~oo. 

102 Kobo'ld 
Stre ngth- 3616 
De xte ritu- ~9/7 

Stealth- 100/10 
Marksmanship- 1~5 

Endurance- ~O 

wisdom- 65 
Psuc. Abil.- None 

Hits - 38 
Armo r ­
Mvmt-~. Sm 
W&H-~Ok,lm 
BD-wp 
SA-I/Vision• 
Level-Var. 

• -Chameleon colorot1on. 
Long-necked toothu people with 
the obilitu to assume the col­
oration of their surroundings . 
Thau love ambushes . 

103 Labassu 
Strength­
Dextar i tu­
Stealth-

7 
6~/8 

121/ll 
Morl:smonshi p- ? 
Endurance- ? 
wisdom- 6S 
Psuc. Abil. - None 

Hits- SO 
Armor-• 
Mvmt-Sm 
W&H- 7 ,l.Sm 
BD-To/3S•• 
SA-Phased 
Level- ~ 

• - Onlu silver or enchanted wea­
pons mou cause them damage. 
• •-Armor will not protect unless 
it is enchanted. Each plus is on 
oddit1onol -10 to the impact 
roll. Thau ore o tupe of ghost. 

104 Lamprey 
Strength- 3616 
Daxteritu- 121111 
Stealth- 121/11 
Marksmanship-None 
Endurance- 6~ 

Wisdom- 10 
Psuc. Abil. - None 

Hits- 50 
Armor-Lao. 
Mvmt-Sm 
W&H-10k,2m 
80-Gr-Bt/S• 
SA-
Leve l - 2 

• - After first impact that does 
damage, 5 more ore done each 
second. Damage continues until 
the lompreu is deed or gone. 

105 Larva 
Strength- 225115 
Dexteritu- ~9/7 
Stealth- 36/6 
Marksmanship-None 
Endurance- 37S 
Wisdom- 20 
Psuc. Abil.- None 

Hits-300 
Armor-Leo. 
Mvmt- 7m 
w&H-250k,~m 
BO-Bt/SO,Tr/100 
SA-
Leve l - 2 

Mounts used bu the ophidions. 

106 Lasea 
Strength- 22S/15 
Dexterity- 36/6 
Stealth- 25/S 
Marksmanship-None 
Endurance- 375 
Wisdom- 1S 
Psuc. Abil.- None 

Hits-300 
Armor-St.Leo 
Mvmt- Sm 
w&H-250k,3m 
BO-Bt/35,Tr/100 
SA-
Leve l - 2 

Mounts of the dinosaur men. 

107 Leprechaun 
Strength- 9/3 
Oexteritu- 6~/8 
Stealth- 81/9 
Morksmonship- 120 
Endurance - 31 
Wisdom- 80 
Psuc. Abil.- 130 

Hits- 20 
Armor-
Mvmt - ~m 
W&H-20k, . 6m 
BO-wp 
SA-
Level -Vor. 

Small humanoid favoring gold, 
booze , ond green clothing. Theu 
like riddles, and hove o gr eat 
monu spe lls thot theu con use. 

108 Legba 
Strength- 25/S 
Dexteritu- ~9/7 
Stealth- 81/9 
Marksmanship- 80 
Endurance- 7S 
wisdom- 80 
Psuc. Abil.- None 

Hits- 50 
Armor-Leo . 
Mvmt- 6m 
W&H-~Ok,1.3m 
80-Wp 
SA-1/N, • 
Level-Var. 

• - Natural 'Charm', 'Control 
weather', & 'Oops Alwous'. 
General troublemakers. 'Jokers' 
that love to get others into 
situations of embarrassment, 
discomfort, or bodilu domoge. 

109 Lemure 
Strength­
Oaxter i tu­
Stealth-

7 
81/9 

100/10 
Marksmanship-None 
Endurance- 7 
Wisdom- 6S 
Psuc. Abil.- None 

Hits-100 
Armor- • 
Mvmt- Sm 
W&H- 7 , l .8m 
BO-To/SQ•• 
SA-Phased 
Level- 9 

•-Onlu silver or enchanted wea­
pons mou cause them damage. 
••-Ar~or will not protect unless 
it is enchanted. Each plus i s on 
additional -10 to the impact 
roll. This is o tupe of ghost . 



110 Lich 
Strength- 19611'* 
Dexterity- 19611'* 
Steel th- 6'*18 
norksmonship- 6'* 
Endurance - 20'! 
Wisdom- 130 
Psyc. Abil . - 260 

Hits- 200 
Armor-H-Ch. 
Mvmt- Sm 
we.H- SOk,1.Sm 
BO-Wp 
SA- • 
Level- 13+ 

• - Hos 20+ Scrolls e. 10+ Enchant­
ed items. 
!his is o VERY POWERFUL mog1cion 
who hos prolonged his life with 
powerful enchantments. !hey tend 
to favor mogil~ but moy else use 
weapons. 

111 Lion 
Strength- 121/11 
Dex terity- 121 / 11 
Stealth- 1'!'*1 12 
Morksmonshi p-None 
Endurance- 79 
Wisdom- 20 
Psyc. Abil.- None 

Hits- 100 
Armor-Leo. 
Mvmt- Sm 
W&H- 180k, 3mLong 
BO- Cl / l00.8t / 200 
SA- Ch- 12m 
Level- '! 

Charge is for only 5 seconds . 

112 Lizard Men 
Strength- 169/ 13 
De xte r ity- 1691 13 
Steel th- 169/ 13 
ncrl: smonship- 60 
Endurance- 81 
Wi sdom- 65 
Psyc. Abi l .- None 

Hi ts- 125 
Armo r-L-Ch. 

Mvmt- llm 
W&H-77k ,2m 
80-Wp 
SA-
Leve l -Uo C'. 

Lizard lil~e humanoids that hove 
o r i gid code of honor , end will 
never steel, or hurt any thing 
un less u novoidoble. 
end d oesn ' t uon t to submerge i n ­
to ony other's control. 

113 Lizard (Giant Cave) 
Strength- 225/ 15 Hi ts-300 
Dexterity- 169/13 Armor-H- Ch . 
Steel th- 16/'* Mvmt-lOm 
Morl:smonship-None W&H-5001:, SmLong 
Endurance - 375 80-St/ 300 , Cl / 90 
Wtsdom- B SA-1 / N 
Psyc. Abil.- None Level - 9 

This is o STUPID creature that 
knows how t o eot. It olwoys 
beserks to bite . 

114 Lycanthrope 
A lyconthrope is two different 
creatures ble nded into 3 forms. 
It may transform bock end forth 
i n three stages; from one , to 
lyconthrope, to the other. In 
the lyconthrope form, ell of the 
stets ore the best from both 
creatures. The lyconthrope is 
i mmune to ell but silver end 
mogikol we apons or ottocks . Each 
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creatur e hos it's own identity, 
end does n't wont to submerge in­
to ony othe r's control. 

115 Lyncher 
Strength- 625/25 
Dexterity- 100/10 
Steel th- 900/30 
norksmonship-None 
Endurance- 375 
Wisdom- 5 
Psyc. Abil.- None 

Hits-500 
Armor-H-Ch . 
Mvmt-.lm 
W&H-300k,3mLong 
SD- Gr/• 
SA-I / N, •• 
Level - 7 

• - strangles up to '* creature s ot 
o time with it's'* ropy arms. 
••-Hos noturol 'Sticky fingers ' 
spell to hong from ceil i ng . 
Slug like beast that hos four 
arms to 'lynch' anything thot 
posses under it. When 'lynche d' 
character lasts his endurance 
in seconds before ha tokes one 
point of domoge per second. 

116 Maleficia 
Strength- Bl/9 
Oex tet'ity- '!00/20 
Steolth- '!00120 
MoC"l:smonship- 200 
Endurance- 119 
Wisdom- 100 
Psyc. Abil.- None 

Hi ts-100 
Armor-L-Ch. 
Mvmt- '!m 
W&H-80k,1.3m 
8D-Wp 
SA-1 / N, • 
Level- 15 

• -Natu ra l 'Hex ' . 'Poiscn Touch', 
'Lombost' & 'Couse Oisecse'. 
Humanoids that con cause untold 
cotostrophies. 

117 Manticore 
Strength- 225/ 15 
De xter i ty- 1'!'*112 
Steel th- 1001 10 
Mor l:smcns hip-None 
Endurance- 375 
Wisdom- 30 
Psyc. Abil. - None 

Hits-300 
Armor-H-Ch. 
Mvmt-6m/12m 
W&H-300k ,3along 
SO-Bt/ 50,Cl/ 20 
SA- I / N, • 
Le ve l- 6 

• - Poisonous s t i nge r on t o i l hos 
a BO 10, & i f dama ged t h r ou gh 
armor, poison does 25 points per 
second for 20 seconds. 
Lion body end legs with wing s of 
o bot, end o scorpions toil. 



118 Medusa 
Strength- 36/ 6 
Oexter1tu- 'iS/ 7 
Stealth- 'iS/7 
Morl:smonsh10- None 
Endurance - B'i 
Wisdom- 'iO 
Psuc. Ab1l.- Ncne 

Hits- 60 
Armor-
Mvmt -3m 
W&H -SOI:, 2mLong 
80-Bt/ • 
SA- •• 
Level- S 

• -Poisonous bite hos BO!,& if 
damaged through crmcr , po1son 
does 20 pc1nts oer second for 
20 seconds. 
••-ccn turn te1n~s lnto stone. 
A huge snol:e wi th c female tor­
so, head & arms. This being hos 
poisonous snakes fer ho1r. One 
person mcu be cttccked b~ only 
3 snol:es o: o time. five s ep­
orote persons mcu be attacked. 
Any creotu:-e tho: gazes upon 
the fcce cf t he meduso without 
re::w~1z~n; w~=~ :.~ !s hos o 
so·. ::hence cf being : ... :-ned !ntc 
stone. Thi s c honce applies if 
~••t1 ng, sheeti ng at. or strik-
1ng at the meduso . 

119 Men 
Strength- 6'i / 8 
Dex:e:-1t11- 6't/8 
Steo! t h- 6'i / 8 
r.::::-l:sm:::nstu o- 6'i 
Endurance- 6'i 
:.t:.s::::~m- SS 
Psyc. Ab1!. - 65 

HUMAN . 

120 Mermen 
Strength- S'i / 8 
Oex:e:-1:u- 6'i t B 
Stealth- 36: 6 
M:~l;smonsh!~- SO 
Endure nee- !06 
Wisdom- 6S 
Psyc. Ab1l.- 6S 

Hits- 6'i 
Armor-
11·.11:1t - 8m 
W&H-801: . 1 . Bm 
eo-wo 
SA-
Le·;e ! -Uor. 

Hits- SS 
A:-:::o:- - S: . :.eo 
t:·.~t-3:n/ 1Cm 

w&H- 801:. ! .em 
eo-t::c 
SA-
:...eve l - Uc r. 

Scaled, cmoh!bian hum:::ncid. The 
tr1dent is a preferred weapc n . 

121 Minotaur 
St:-eng:h­
Oexter 1 t;r 
Stealth-

'iC0/ 20 
35.'6 
S/ 3 

20 
100 

'iO 

Mcrl:sm::msh1p­
Endurcnce­
wi.sdom-
Psuc. Abil.- None 

Hits-2SO 
Armor-L-Ch. 
Mvmt-Sm 
W&H-200k.2.3m 
BO-Go/ 500. ti:p 
SA- • 
Level - 3 

• -Charge ct Sm for 6 seconds. 
A huge ho1ru humanoid with c 
bull ' s head and hooves. 

122 Moose 
Streng th- 1S6/l 'i 
Oexter1tu- 'iS/7 
Stealth- 'i/2 
Marksmanship-None 

Hits-SOC 
Armor-Leo. 
Mvmt- 6m 
W&H - 300k,2 .3m 
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Endurance- 80'i 
W1sdom- 20 
Psyc . Abil.- None 

BO-Gol 'iOO,Tr / 100 
SA- • 
Level - 3 

• -Charge ct lOm for 10 seconds. 

123 Mummy 
Strength- 'i00/20 
Oex:er::\i- 'i9/ 7 
Steel th- 2S/ S 
~orksmonsh:p-None 

Endurance- 200 
Wisdom- 'iO 
Psyc. Ab1l. - None 

Hits- 300 
Armor-Scale 
r.vmt - 3m 
W&H- 751: . ! . 7m 
BO-Gr/ SOO 
SA- • 
Level- 5 

• - oomowe =oused b~ mumm~ hos a 
ncturcl "Hemophil10 · spell . 
A semi.-1ntel l 1gent undeod. It 
can't ccs s cut or bleed. 

124 Mushrooms (Giant) 
Strer.;th- O/ C 
~e~:e~::~- CIO 
Steel th- 32'ill 8 
:i:::r l: sm:::nsh1 ::i-None 
Endurance- lCC 
:.:::. s:om-
Ps~c . A~:!.- None 

125 Neptuni 
St:-e~g:~- S! / 9 
Oe,. :e:-;:~- ~9!7 

S:e::!:~- 8! / S 
~ :::- J; s;:-o:is~:. :::i- 20 
Enc~:-cr.ce- ll9 
w~sdc~- 65 
Psyc. Ab1!.- Mcne 

H:ts- SO 
Armcr-S::ole 
Mvmt-Cm 
W&H- 'iSl<.lm 
80-Po~scn'> 
SA- • 
level - . 1 

Hits-100 
Armcr-L-Ch. 
Mv mt- l:n .' !Om 
W&H- 70k.l .9m 
B::l-Gt" / Sper-sec. 
SA- • 
Leve!-Ucr . 

• - ·!:::-=-::! ·c::n:.ro! u1:: t 1m' . 
P~=-:l e . s~~:.: llke ~e:.r.g. w:.th 
~=J=- l •~~s. one a scrt of Jet 
~:-op~!s:.o~ ln ucter. 

126 _Nymphs 
Stren~th- 36/6 
:Je;::e::- ~ :;;- 100110 
Steel th- !'i~/12 

i!:::-s: smo~sh;. ::- 90 
Endu::-cnce- lO'i 
:.11s;:o:r.- SO 
Ps~c. Ab1!. - 130 

Hits- 70 
Armor-Leo . 
Mvmt-Sm/ l3m 
W&H- 601:. l . 7m 
80-Tot "Chcr-m' 
SA- • 
Level-Var. 

• -N:::tC1ral · l llusion ·. 'Trail 
E::-cse ' & ·waterwolking '. 
HC1mana1d females that con lure 
moles cwcu & those lured ore 
never seen cg:::1n. so no one is 
sure if being lured is so bod. 

127 Octopeds 
Strength- 100110 
Oexte:-1ty- 6'i/8 
Stealth- St 3 
Morl:smonship- 76 
Endurance- 136 
Wisdom- 6S 

Hi t s-118 
Armor­
Mvmt-Sm 
W&H-300k,2m 
BO- Wp 
SA- • . 



Psyc . Abil . - None Level-Var . 

• -Can attack with 't limbs for 
no penalty to dexterity . 
Lorge creature with 't arms & 't 
legs . They hove o face & eyes 
on each side for 360 vis ion . 
They con fight one creature per 
s1de without the multiple oppo­
nent discdvontcges . 

128 Octopi 
Strength- 'tS/7 
Dex terity- 8119 
Stealth- 100/10 
Morl•smonship-Ncne 
Endurance- 151 
Wisdom- 30 
Psyc . Abil . - None 

Hi t s - 100 
Armor-Leo . 
Mvmt-3m/ 1Qm• 
W&H-30k,2mLong 
BD-Bt/20 
SA-•• 
Le vel- l 

• - Con Jet ot lOm once each five 
seconds . 
•• -s:: cumulative chance of po­
rolysis each time bitten. 

129 _Ogres 
Strength- l69/l3 
Dexterity- 't9/7 
Steel th- 6'i/8 
Marksmanship- SO 
Endurance- 131 
Wisdom- 'tO 
Psyc . Abil . - None 

Hi t s-150 
Armor-L-Ch . 
Mvmt-6m 
W&H- 2001:,2.lm 
BD- Wp 
SA-
L eve l - 3 

Lorge, nest~, ugl~ humano id. 
The y don't like anyone . 

130 Ogre Magikos 
Strength- 169/13 Hits-150 
Dexterity- 'f9 / 7 Armor-L-Ch . 
Stealth- 6't/8 Mvmt-6m 
Morl:smonship- 70 W&H-200k,2.lm 
Endura nce - 131 8D-Wp 
Wisdom- 65 SA-
Psy c . Abi l.- 130 Le vel - 't 

Ma g il: us ing ogres . They olwoys 
hove 'fly', ' I nvisibility', 
'Infra- Invis ibility' & two or 

more other spells . 

131 Old Ones 
Str ength- 25/S 
De xte r i ty- 25/S 
S t e a l th- 6 't /8 
Marksmanship- 25 
End urance- 'fS 
Wi s dom- 170 
Psyc . Ab i l.- 110 

Hits- 35 
Armor­
Mvmt-lOm/ • 
W&H-60k, l. 6m 
8D-Wp 
SA- •• 
Level-Var. 

• -They hove no l egs so they con 
only fly or land . 
••-The y hove o minimum of two 
scrolls per level. 
They l ook l ike on old humanoid 
wi t h wings. 
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132 Oozes 
There ore 10 different colors. 
ottocl:s , & weaknesses that con 
con be combined using 3 1-10 die 
rolls on the chart below . If on 
ocz e color wos encounte red by 
the characters before, keep the 
old attack & weakness. 

-Color--Dissol~es--Hurt by-
1 Red Metal Wate r 
2 Purple Wood Oi l 
3 Blue Stone Poison 
'f Green flesh Sound 
S Ye l low Metal Cold 
6 Orange Wood f i re 
7 White Stone Blunt Wpns 
B Block f les h Edg ed Wpns 
9 Gre y Nothing Physical 
0 Brown 2 / obove Mogik 

133 Ophidians 
Strength- 6't/8 
Dexter i ty- 1691 13 
Stealth- 100/ lO 
Marksmanship- 60 
Endurance- 100 
W1sctom- 65 
Psyc. Abil . - None 

Hits- 82 
Armor-Leo. 
Mvmt-'fm 
W&H-SOk,3mLong 
BD-Wp 
SA-I/N 
Level-Uor . 

Segmented snakes with o pair o f 
lcnG arms . They ore usually 
mounted on Larva, which i s k i nd 
cf o g iant worm/snake. 

134 Ores 
Strength- 100/10 
Dexterity- 81 / 9 
Stealth- 100110 
Marks manship- 71 
Endurance- 70 
Wi sdom- 80 
Psyc . Abil . - None 

Hits- BS 
Armor­
Mvmt-7m 
W&H-75k,1.7m 
BD- Wp 
SA- I / 
Le ve l-Uor . 

Bi:-utish lool•ing huma noids that 
pref er to ovoid dayl i ght , and 
u s ually lair unde rground . 

135 Owl Bears 
Strength­
DeS(ter i ty­
Ste alth- · 

l'i'i / 12 
6't /8 

10 0/ 10 
Marks ma ns hip-None 
Endurance- 200 
Wisdom- 25 
Psyc . Abil . - None 

Hi ts-172 
Armor- Scale 
Mvmt-6m 
W&H-200k , 2 . lm 
8D- Bt/ lSO,Cl/120 
SA-
Leve l - S 

Be a r l ike creatures wi t h owlish 
claws, and o n o wl' s head. 



136 Panther 
Strength- 121/11 
Dexter1tu- 225115 
Stealth- ~00/20 
Marksmanship-None 
Endurance- 109 
Wisdom- 30 
Psuc. Abil. - None 

Hits-115 
Armor-Leo. 
Mvmt-12m 
W&H-~Ok,2mLong 
BD-Bt/150, Cl/60 
SA-
Leve l - ~ 

Block panther. Veru sneoku, and 
veru clever. 

137 Peg<Ui 
Strength- 196/l~ 
Dexteritu- 6~/B 
Ste alth.- 9/3 
Marksmanship-None 
Endurance- 20~ 
Wisdom- 20 
Psuc. Abil. - None 

Hits-200 
Armor- St.Leo 
Mvmt-10m/30m 
W&H- 300k,3mLong 
BD- Bt/20,K/150 
SA-
Level - 3 

The classic winged horse from 
muthol ogu . 

138 Phantom 
Strength- 36 /6 
Dexterity- 36/6 
Stealth- 225/15 
Marksmanship- 120 
Endurance- B~ 

Wisdom- 130 
Psyc. Abil.- None 

Hits- 60 
Armor-Leo. 
Mvmt-~m 

we.H-501<,l.~m 
BO-Wp 
SA-• 
Level- 6 

• -Natural 'Mogik Hands', 'Spell 
Turning • & 'Illusion' spells. 
Thin end dork skinned humanoid 
who doesn't like to get close 
to onu not of his kind. 

139 Phoenix 
Strength- ~9/7 

Dexteritu- ~S/7 

Stealth- 16/~ 
Marksmanship-None 
Endurance- 51 
Wisdom- lS 
Psuc. Abil. - None 

Hits- SO 
Armor-Scale 
Mvmt-3m/l3m 
W&H-lSk, lm 
BD- Bt / 10,Cl/10 
SA-• 
Level- ~ 

• -Lorge brightly plumed bird 
that con 'Flame' itself end not 
be damaged. Those who touch it 
get S 1-10 dice for 5 seconds 
for eoch second they touched 
the phoenix. 

140 Pigmen 
Strength- 81/9 
De xteritu- ~S/7 
Stealth- 81/9 
Marksmanship- SO 
Endurance- SS 
Wisdom- 65 
Psyc. Abil.- 6S 

Hits- 70 
Armor-
Mvmt -6m 
W&H-80k,1.Sm 
80-Wp 
SA-
Level -Vor. 

Humanoids with o piggish head. 

141 Pigs 
Strength- 100/10 Hits-100 
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Dexterity- 2S/S 
Stealth- 3616 
Marksmanship-None 
Endurance- 100 
Wil!sdom- 2S 
Psuc. Abil . - None 

Armor-Leo. 
Mvmt-8m 
W&H-lSOk,lm 
BD-Tr/~O 
SA-
Leve 1- 1 

Domesticated form animal. 

142 Pirana 
fish that eat anything. Thau 
con strip o horse clean in 
seconds. Thau inhabit fresh 
water only, and feed in pocks. 

143 Pixies 
Strength- l/l 
Dexterity- 100/10 
Stealth- 22S/15 
Marksmanship- SO 
Endurance- 19 
Wisdom- 6S 
Psuc. Abil.- None 

Hits- 10 
Armor­
Mvmt- lm/ lOm 
W&H-2k, .3m 
80-Wp 
SA-• 
Level- l 

• - Natural 'Invisibility' spell. 
Small winged humanoids. 

144 Plesiosaurus 
Strength- ~00/20 Hits-SOO 
Dexterity- 36/6 Armor-Scale 
Stealth- 196/l~ Mvmt-8m• 
Marksmanship-None W&H-7kt,20m 
Endurance- 600 BD-Bt/~DO 
Wisdom- 20 SA-
Psuc. Abil. - None Level- 7 

• -water movement only. 
Aquat i c dinosaur with o long 
neck that prefers to 'pluck' o 
snack off the deck of o boot. 

145 Por_tugese M.O. W. 
Strength- l / l Hits- 100 
Dexterity- 1/1 Armor­
Steolth- ~00/20 Mvmt- . 3m 
Marksmanship-None W&H-Sk, .3m 
Endurance- 199 BD-St/10 
Wisdom- 2 SA-• 
Psyc. Abil . - None Level- l 

•-Gets 100 attacks. 
Jellyfish with nasty 'bite' . 

146 Purple People Eater 
Strength- 2S6/16 Hits- 178 
Dexterity- 169/13 Armor-L- Ch. 
Stealth- 100 /10 Mvmt-lOm 
Marksmanship-None W&H-2SOk,3m 
Endurance- 100 BO-Bt- Gr/30per 
Wisdom- ~O SA-I/N 
Psyc. Abil.- None Level- B 

Two legged & armed, with mouths 
in the palms of the hands. 
There ore two sticky tentacles 
& o sound s e nsing organ above 
the body that hos on eye in the 
cente r. 



147 Rabbits 
Str-ength- S / 3 
Dexter-ity- 81/S 
Stealth- 22S/15 
Mor-ksmonship-None 
Endurance- 11 
Wisdom- 20 
Psyc . Abil.- None 

Hits- 10 
Ar-mor-­
Mvmt- lOm 
w&H-'tk, .2m 
BO-Bt / 8,Cl /3 
SA-
Leve l - .2 

Wild or- captive, good eating . 

148 Rakshasas 
Strength- 62S/2S 
Oexter-ity- 6'i/8 
Stealth- 36/6 
Mor-ksmonsh1p- 60 
Endurance- 37S 
wisdom- 'tS 
Psyc. Abil . - None 

Hits-SOC 
Ar-mer-Plate 
Mvmt-Sm 
W&H-100k,2m 
BO-Wp 
SA-• 
Level- 6 

• -Rokshosos ore semi -intelli­
gent undeod with vomp1r-1sh 
feeding habits . they can't poss 
out or bleed . They will r-e­
gener-cte damage ot l point per­
second unless weapon was, or 
wos coated with something Holy, 
b lessed, or enchanted . 

149 Rats 
Strength­
Dexte::- i ty­
Stealth-

'i/2 
8 1/S 

22S/1S 
Nor- l:smonship-None 
Endur-cnce- 16 
Wisdom- 2S 
Psyc. Abi l. - None 

150 Rats (Giant) 
St::-ength- 'i9/7 
Dexter-ity- 61 / S 
Stealth- l'i'i/12 
Nor-ksmcnsh1p-None 
Endur-once- 111 
Wisdom- 2S 
Psyc. Abil.- None 

Hits- 10 
Armo::--
nvmt-'tm 
we.H-ll:, . 2mLong 
BD-Bt/2,Cl/l 
SA-
Leve l - . 1 

Hits- 80 
Armor-Leo. 
Mvmt-5m 
W&H-301:, 2mLong 
BO-Bt /25,Cl /10 
SA-
Leve l - l 

Lorge, hunter-/predotor version 
of the r-egulor rot. 

151 Rhino 
Strength­
De): ter i ty­
Stealth-

32'i /18 
36/6 
'i /2 

Marksmanship-None 
Endur-once- 376 
Wisdom- 15 
Psyc. Abil . - None 

Hits- 350 
Armor-Plote 
Mvmt-6m 
W!lH-'tOOk,l.6m 
BO-Go/ 'iOO 
SA-• 
Level - S 

• -Charge ct lOm for 10 sec. 

152 Rhinotaur 
Strength­
Oexter- i ty­
Stealth-

62S/25 
36/6 

S / 3 
no r ksmonship-None 
Endue-once- 17S 
Wisdom- 'tO 

Hits- 'tOO 
Ar-mer-Plate 
Mvmt-7m 
w&H-1200k,3.5m 
BO-Go/'iOO,Tr/lSO 
SA-• 
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Psyc. Abil.- None Level- l'i 

• -Charge at l2m for- 20 sec. 
Lar-ge or-mer- plated combination 
of humanoid end r-hino. It can 
use it's tr-emendous strength 
to literally bring the roof down 
on the characters. 

153 Roe 
Str-ength- S62S/75 
Dexterity- 25/5 
Stealth- l/l 
Morl:smonship- 30 
Endue-once- 'f 375 
wisdom- 20 
Psyc. Abil.- None 

Hits-5000 
Armor-L-Ch . 
Mvmt- 'tm/25m 
W&H-10kt,30m• 
BD-Cl/2000, • • 
SA-
L eve l - l'i 

• -wingspan . • • -Bt/1500 . 
Uer-y big bird named for- habit 
of dropping SOO+k rocks on po­
tent1ol meals . 

154 Rusalkas 
Bushes with thorns like r-oses . 
There is o natural 'Penetr-ote' 
& 'Hemophilia· spell. The 'Pen­
ate-ate' is o +70 to the Impact 
roll. with the BO of thorns 
being S with armor equivalence 
of ' Sites under lSO'. Location 
of attacks will be any locations 
passing thr-ough bushes Cl .Sm) . 
Dexter-1ty of bush's attacks is 
Factor- 20. Defensive (pruning) 
De~terity isl . 

155 Ruster 
Strength- 2S/5 
Dexter-ity- 100 /10 
Stealth- 225115 
llcrl:smcnship-None 
Endurance- 115 
Wisdom- 20 
Psyc. Ab1l.- None 

Hits- 70 
Ar-mer-Plate• 
Mvmt-3m 
W&H-60k,l . Sm 
BD- Bt/10 
SA-• 
Level- 7 

• -Destroys ell fer-rous items on 
contact . This oxidation is it's 
method of eating. 
Round bodied, pig nosed, two 
legged creature . 

156 Salamander 
Strength- i00/20 Hits- 250 
Dexterity- 100/10 Ar-mer-- • 
Stealth- l/l Mvmt-Sm 
Marksmanship- SO W!lH-100k,1 . 9m 
Endurance- 100 BO-To/ • 
• -Body t emperature is 6000 de­
grees, so contact does BO 100 per­
second as fire, ond wooden or 
other 'flomable' weapons can't 
actually be used agai nst it . 

157 Sargasso 
Lar-ge body of seaweed that con 
mire ships for weeks. 



158 ScorpioM 
Str• ngth- l/l 
De xt•ritu- 225115 
Stealth- ~00/20 
Marksmanship-None 
Endurance - 19 
Wisdom- 5 
Psyc. Abil.- None 

Hits- 10 
Armor-
Mvmt-. lm 
W&H-.02k, .lmLong 
BD-Gr/1,St/l • 
SA-
Leve l - .2 

• -Poison on sting is 10 points 
per second for 5 seconds. 
Small nocturnal insect that will 
s e e k warm places to hide Clike 
emptu boots, or occupied beds). 

159 Scorpion& (Large) 
Strength- 6~/8 Hits- 70 
Dexteritu- 6~18 Armor-Plate 
Stealth- 16/~ Mvmt-5m 
Marksmanship-None W&H-20k,lmLong 
Endurance- 76 BD-Gr1~0 .st1 10• 

Wisdom- 5 SA-
Ps uc. Abi l.- None Lev•l- 3 

• - Po1son on sting i s 100 points 
p • r second for 5 ts•cond s . 
Large predatory insect that will 
seek war m places to lair, or 
warm bodies to sot. 

160 __ ScorpioM (Giant) 
Strength- 169/13 Hits-150 
Dexteritu- 6~18 Armor-Plate 
Stealth- 16/~ Mvmt-5m 
Morl:smonshi p - None W&H-160k, 10mlong 
Endurance- 131 BD-Gr/150,St/lOO• 
Wisdom- 5 SA-
Psuc. Abil. - None Level- 8 

• -Poison on sting ls 300 points 
per second for 15 seconds. 
Giant predatory insect that will 
seek ~arm places to lair, or 
worm bodies to eat . • 

161 Screaming Blue Horror 
Strength- ~900/70 Hits-5000 
Dexterity- 225115 Armor- Plate• 
Stealth- 9/3 Mvmt-12m 
Marksmanship-None W&H-l.5kt,5m 
Endurance- 5100 BD-Gr/1000,Bt/•• 
Wisdom- ~o SA-JIN 
Psyc. Abil.- None Level-18 

• -Plate plus on extra C-30J. 
• •-so of bite is 1000. If the 
victim bitten weighs less than 
lOOk, consider it completel y 
in the mouth and being bitten 
each round until swallowed. 

162 Sentient Centipede 
Strength- 36/6 Hits- S~ 

Dexterity- 6~/B Armor-St .Leo 
Stealth- ~9/7 Mvmt- Sm 
Marksmanship- 100 W&H-150k , 3mLong 
Endurance- 72 BO-Wp 
Wisdom- 65 SA-
Psyc . Abil . - 65 Level - Var . 
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163 S.erpent Men 
Strength- 36/ 6 Hits- 60 
Dexterity- 36/ 6 Armor-St.Leo 
Stealth- 36/6 Mvmt- ~m 
Marksmanship- 83 W&H-110k,3mLong 
Endurance- B~ BD-Wp 
Wisdom- 65 SA-
Psyc. Abil.- 160 Level-Var. 

Humodo1d upper torso and arms 
on a large serpent i ne body. 

164 Shadows 
Strength- ~9/7 

Dexterity- ~9!7 

Steel th- 100/10 
Marksmanship- 50 
Endurance- 71 
Wisdom- 65 
Psyc. Abil.- None 

Hits- 60 
Armor-
Mvmt - Sm 
W&H-50k,l.8m 
BD-Wp 
SA-I/• 
Level-Var. 

• -flat black humanoids uith a 
natural 'Jnfra-lnvis1ble' spell. 
Their Stealth is factor 20 in 
the dark. 

J 65 Shadripu 
Strength- 100110 
Dexterity- ~00/20 

Steel th- 225115 
Marksmanship-None 
Endurance- 100 
wisdom- 35 
Psyc. Ab1l.- None 

Hits-100 
Armor-Plate 
Mvmt- Bm 
W&H-100k,2m 
BO-Gr/ • 
SA-! / N, • 
Level- 16 

• -Natural 'Shope Change' , & if 
it engulfs anything CGrabl it 
becomss as hard as stone out­
side (Impacts are minus extra 30J, 
while digesting what is inside. 
Basically a large humanoi d. 

166 Shark Men 
Strength- l~~/12 

Dexterity- 1211 11 
Stealth- 16/~ 

Marksmanship- 20 
Endurance- 156 
Wisdom- 65 
Psyc. Abil.- None 

167 Sharks 

Hits-150 
Armor-Scale 
Mvmt-3m/10m 
W&H-100k,1 . 7m 
BD-Bt/30,Wp 
SA-Am 
Level-Var . 

Standard sharks. BO is meters 
cubed times 10. 

168 Sheep 
Source of mutton and wool. 

169 Silver Sphere 
Strength- ? Hits-200 
Dexterity- 1/1 Armor-Scale 
Stealth- 256/16 Mvmt-lm-f loots 
Marksmanship- 200 W&H-300k,lm 
Endurance- ? BO-Spells 
Wisdom- 120 SA-I/ 
Psyc. Abil.- ? Level- 11 



A Silve r Sphe re hos 11 offens ive 
spells of which o n ly 1 may be used 
per second. The y ore ' Lightni ng ', 
'Lose Le ve l', ' Flame ', ' Stcst s ', 
'Charm ', 'Wo ll Fire', 'Hypnosis ' , 
'Woll Swords ' , 'Te l e kinesis· . 'Blind' 
& 'Disintegrate' . No more than 20 
units mc y be use d within l minute . 

170 Skeletons 
Strength- ~9/7 
De x terity- 36 16 
Stealth- ~/2 

Morksmonsh1 p- ~O 

Endurance- ? 
wisdom- 10 
Psyc . Ab1 l . - None 

Hi ts- 70 
Armor- L-Ch. 
Mvmt-6m 
we.H-~Ok .l . 7m 

BO- Wp 
SA-• 
Leve l- l 

• -uninte l l ige nt Undeod. Thlt\I con 
net be mode tc poss out & t hey 
don't ble ed . The y must get to­
tal h i ts t o be killed . 

171 Skunks 
Smelly problem lf net recogni z ed 
in t1me . If s praye d . divide t he 
Stealth cf v ictim by 5 u n til t h e 
stanch is removed . 

172 Snake Men 
Strengt h- 1211 11 
De xteri t y- l~~/ 12 

Stael th- 1~~112 

Morksmcnsh: p- 10 
Endurcnce- 81 
Wisdom- 55 
Psyc. Ab1l. - No ne 

H!. ::s-101 
Ar-mo r-L-Ch. 
Mvmt- 9m 
W&M-70k ,1 .8m 
8 0 -Wp 
SA-
Leve l - Vcr . 

Snoke heeded humcno! ds. 

173 Snakes 
They c ome ln various s i zes . with 
end without poison . 

174 Snails (Giant) 
Strength- ~00120 Mits-600 
Oexter-ity- ~9/7 Armor- Scale 
Steal th- 100/ 10 Mvmt-lm 
Morksmc ns h ip- 100 W&M- ll:t, ~mLong 
Endurance - 800 BD-Bt / S,Tr-/300 
Wisdom- 5 SA- • 
Psyc . Ab1l. - No ne Le v e l- 10 

• -Sq uirts sti c ky acid up to 25m 
with o BO of 20 poin ts e a c h 
s e cond f or 10 s econds , u nles s i t 
is r e moved or washed off . Ar-mor 
o nly gives the bei ng c couple of 
s e conds be f ore the acid eats it. 

175 Spectres 
Strength- '> 

De xte ri t y- l~~/12 

Stea lth- ~00/20 
Marksmanshi p - ? 
Endurance - ? 

Mits-150 
Armor-- • 
Mvmt-6m 
W&M-'1', 1.8m 
BO- To/100 .. 
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Wisdom- 65 
Psyc. Abi l.- None 

SA- Phossd 
Le ve l- 10 

• -Only silver o r enchant ed wea­
pons may c ause t hem damage. 
••- Armor wi ll no t protect unle s s 
i t i s enchante d . Eac h plus i s on 
a dd itional -10 t o the lmpcct 
roll. They e re o type of ghost . 

176 Spiders 
They come in various si zes, with 
end wi t hou t pois on. 

177 Sprites 
St r ength- 16/~ 
Dexterity- 81 19 
Steal th- 225115 
Marksmans hip- 180 
Endura nce- 8~ 

Wi sdom- 65 
Psyc. Ab1l.- None 

Hits - 5 0 
Armor­
Mvmt-~m 
W&M-30k, lm 
BO-lllp 
SA- • 
Level- 2 

• -Natural 'Infra-Invisib ility ', 
·1nv1sibi l1ty·, end they moy 
cause any v1ct1m to 'Itch' os 
t he spell c s often cs de sired . 

178 .Squid 
Strength- ~00120 
Oexte r-i t y- 100/ 10 
Steel t h- 169113 
Mcr-ksmcnsh i p-Ncne 
Endurance- 600 
wisdom- 30 
Psyc. Abil . - Non e 

Mits- 500 
Armor- St . La c 
Mvmt- lm/13m 
W&M-l kt, 13mLong 
BO-Bt/50,Gr /SO 
SA-• 
Level- 6 

• - nay hove po1sancus bite . 

179 Squrrels 
Tree dwe~l ing rode nts with big 
bJsh~ t o ils . Edible. 

180 Slyphs 
S t reng t h - ? 
Dexterity- ~9/7 
Stea l th- 900/ 30 
Ma r ks manship- None 
Endurcnca- ? 
w1sdom- 160 
Psuc . Abi l. - Nona 

Mi ts-100 
Armor-• 
Mvmt- 6 m 
W&M-? , 1 . 7m 
eo-•• 
SA- Phas ed 
Le ve l- 9 

• -On ly enchonta d weapons may 
cause the m damage . 
Natural ' Rapulsicn •, 'Mcgi k 
Me nds', ' Stasi s' & 'Mi nd Recd '. 
These spi r i t s of t he a i r ere t he 
curse c f the d i shonest men. If 
theu see anyone steel or kill, 
they wi ll foll ow t hem end ' s hew 
them the er-ror c f the tr wc us· c t 
l e a st t wice as long cs nessess cry. 



181 Tail.slinger 
Strength- l~~/12 
Dexterity- ~9/7 

Stealth- 25/S 
Morksmonsh1p- 150 
Endurance- 156 
Wisdom- 20 
Psyc. Abil. - None 

Hits-150 
Armor-L-Ch. 
Mvmt-6m/ 10m 
W&H-200k,3mLong 
BD-Bt/150 ,Cl/100 
SA-• 
Level- ~ 

• -Grows spines that may be slung 
from the toil with BO 110 & 
armor penetration of lever X- bow . 

182 Tiger 
Strength- l~~/12 
Dexterity- l~~/12 
Stealth- 1691 13 
Marksmanship-None 
Endurance - 106 
Wi s dom- 25 
Psyc. Abil.- None 

183 To<UU 

Hits-125 
Armor-St.Leo 
Mvmt- 7m 
W&H-2001:, 2mLong 
BD-Bt/250,Cl/130 
SA-
Le ve l - S 

Rough looking rrogs. 

184 Toadstools (Giant) 
Strength- O!O Hits- 70 
Dexterity- 010 Armor-Scale 
Stealth- 32~/18 Mvmt- Om 
Morks~onship-None w&H-~Sk,lm 
Endurance- l~O BD-
Wisdom- 1 SA-• 
Psyc . Abil.- None Level- .5 
• - Natural 'Sleep' and ·change 
Colors' spells . The 'Sleep' is o 
2m radius and always on. 

185 Tritons 
Strength- l~~/12 
Dexterity- 6~/8 
Stealth- 16/~ 

Marksmanship- 100 
Endurance- 156 
Wisdom- 65 
Psyc. Abil.- None 

Hits- 150 
Armor-Scale 
Mvmt-3m/ 6m 
W&H-1551:, 2m 
BO-Cl/35,Wp 
SA-Am 
Level-Var . 

Similar in oppeoronce to the old 
'Creature from the Block Lagoon'. 

186 Trolls 
Strength- 225/15 
Dexterity- 3616 
Stealth- ~717 
Marksmanship- 70 
Endurance- 225 
wisdom- 65 
Psyc. Abil . - None 

Hits- 225 
Armar-H-Ch. 
Mvmt-5 . Sm 
W&H-320l:, 2 . Sm 
BD-Cl/~O, Wp 
SA-I/• 
Level- S 

• -Regenerates ot one point of 
damage per wound per second, 
until deed. They do not bleed. 

187 Turtles/Tortoises 
Shelled fellows on lend/sec. Useful 
for food. 

·22-

188 Unicorns 
Strength- 196/ 1~ 
Dexterity- 6~/8 
Stealth- 16/~ 

Marks manship-None 
Endurance- 1~~ 

Wi sdom- 20 
Psyc. Abil.- None 

189 Vampires 
Strength- 2251 15 
Dexte rity- 225/15 
Stealth- 225115 
Mar ksma nship- SO 
Endurance- 375 
Wisdom- 120 
Psyc . Abil . - None 

Hlts-170 
Armor-St.Leo 
Mvmt-lOm 
W&H-800k,2.5mLong 
BD-Go/200 ,K/SO 
SA-
Leve l - 3 

Hits-300 
Armor-L-Ch. 
Mvmt-10m/16m 
W&H-80k,1.Bm 
BD- Bt/Level,Wp 
SA-• 
Level- 10 

•-Charm a ny one thing while gaz ­
ing into it's eyes . 
Bite far one level per second . 
Con become bot, gaseous form, man , 
rot, snake. spider , Woll/Wind 
or wolf . 

190 Wallwalkers 
Strength- 36/ 6 
Dexterity- 1~~/12 

Stealth- 361/19 
Morl:smonshi p-Nane 
Endurance- 10~ 
Wisdom- ~o 

Psyc. Abil . - None 

Hits- 70 
Armor-
Mvmt-lm/ lSm 
W&H-3Sk,l .SmLong 
BD-St/15.Cl/15 
SA-
Level - 2 

• -Po1sonaus sting is 20 points 
per second far 10 seconds. 
Six tentacles for clinging to 
walls, wings to move, 2 crab clews 
end a st1nging to1l; similar in 
oppecronce to a scorpion. It 
con climb an or cling to any 
surface, but i s fond of ceilings . 

191 Wengwa 
Strength- 100/10 
Dexterity- 100 /10 
Stealth- 225115 
Morl:smonship- 80 
Endurance- ? 
Wisdom- 20 
Psyc. Ab1l.- None 

Hits-120 
Armar-H- Ch. 
Mvmt-6m 
W&H-80k,l .8m 
BD-Wp,To/• 
SA-•• 
Level- ~ 

•-If touched by a Wengwc, you 
will become one when you die. 
• •-Unintell1gent Undeod. They con 
not be mode to poss out & they 
don't bl e ed. They must get to­
tal hits ta be killed. 

192 Whales 
very large mammals that came in 
vor1ous sizes. 

193 Wormies 
Strength- 6~/8 
Dexterity- 100110 
Stealth- 121111 
Marksmanship- 80 

Hits- 80 
Armor­
Mvmt-6m 
W&H- 60k,l.Sm 



Endurance- 96 
wisdom- 65 
Psyc. Abil.- None 

BO- Wp 
SA-1/N• 
Level-Var. 

• -Wormies regenerate 1mmed1ately 
unless a part is severed. Then, 
each part becomes o complete but 
smaller (depending on size of 
piece) versions of the original. 
Smeller worm1es ore hungry to 
become full sized again. Gener­
ally, burning or poison ore 
the only available methods to 
kl 11 them. 

194 Winged Panthers 
Strength- 121 / 11 Hits- 115 
Oexter1ty- 169/13 Armor-Lea. 
Stealth- 225115 Mvmt-12m/20m 
Morl:smonshi p-None W&H-50k, 'tmWi ngspan 
Endurance- 109 BD-Bt/150,Cl/60 
Wisdom- 25 SA-
Psyc . Abil. - None Level- 6 

195 Wolves 
Strength- 6't/8 
Dexterity- 81/9 
Stealth- 169/13 
Marksmanship-None 
Endurance- 136 
Wisdom- 25 
Psyc. Abil.- None 

196 Wyrms 
Strength- 225/15 
Dexterity- 81/9 
Stealth- 81/9 
narksmonshia-None 
Endurance- 575 
Wisdom- 15 
Psyc. Abil.- None 

Hits- 100 
Armor-Leo. 
Mvmt- 7m 
W&H-35k,l.SmLong 
BO-Bt/'tO,Cl/5 
SA-
Level- 3 

Hits- 'tOO 
Armor-H-Ch. 
Mvmt- 7m 
W&H-'t50k,15mLong 
BD-Bt/130,Cl/80 
SA-1/N 
Level- 6 

Long, snake-like lizard. 

197 Wyvern.s 
Strength- 62S/25 
Dexterity- 6't/8 
Stealth- 't9/7 
Marksmanshia-None 
Endurance- 37S 
Wisdom- 10 
Psyc. Abil.- None 

198 Yakshas 
Strength- 81/9 
Dexterity- 't9/7 
Stealth- 6't/8 
norksmanship- SO 
Endurance- 59 
wisdom- 'tO 
Psyc. Abil.- None 

Hits- 500 
Armor-H-Ch. 
Mvmt-'tm/12m 
W&H-SOOl:,3m 
8D-8t /2SO,Cl / 300 
SA-I/ 
Level- 3 

Hits- 70 
Armor-St.Leo 
Mvmt- Sm 
W&H-100k,l.7m 
BD-Cl/30,Bt/20 
SA-• 
Level- 5 

• -Natural 'Organ Request ' . This 
spell takes 3 seconds to cost. 
fat lizard-l ike humanoid. 

199 Yeti 
Strength- 121/ll 
Dexterity- 169113 
Stealth- 81/9 
Marksmanship- 50 
Endurance- 119 
wisdom- 'tO 
Psyc . Abil.- None 

Hits- 120 
Armor-St.Leo 
Mvmt-lOm 
we.H-lOOk,2.Sm 
BD-Cl / 30,Wp/220 
SA-
Leve l - 't 

Lorge hairy white humanoid that 
uses c club. 

200 Zombies 
Strength- 8119 
Dexter~ty- 6't/8 
Stealth- 2S/S 
Marksmanship- 70 
Endurance- ? 
wisdom- 20 
Psyc. Ab1l. - None 

Hits- 100 
Armor-H-Ch. 
Mvmt-Sm 
w&H-70k,l.8m 
BD-Wp 
SA-• 
Level- 2 

• -un1ntelligent Undecd. They con 
not be mode to poss out & they 
don't bleed. They must get to­
tal hits to be killed. 



Playing with Reality! 

12385 R03e St., N. 
Seminole, Fla. 33542 

(813) 397-1247 

Thanks for your interest. We are 

available for questions during 

operating hours. 

Operating hours -
Monday thru Saturday from 9-6:00 P.M. 

KABAL Complete Set - End/us hours of fantasy role-playing advtnturt in a box! This st/ includts: tht Crtaturt 

Catalog. Sptll Boak, Player's Cuidt & Rt/trtt 's Cu id., (12) handout shuts of shopping lists, skill charts & tht 
famous ""Oops Chart" all printtd on parchmtnl paptr. Kaba/ is a gamt that gtts progrtJSivtly mort difficult as 
timt got.s on, wltut magUc is equally powerful aJ it i.s hard to gtt and players art limited by thtir minds insttad of 

$20.00 tht rules! 

DUNGEON Floor Module8 - A vtry visual way 10 play with rtality. An assortmtnt of poot.., doors, rooms, paJSagt· 
ways. pillars, bridgu. stairs & pits can bt a$$tmblt d in an infinitt varitty of Dungtons. This stt includts (4) •ach 
of (5) dif/trtnt shuts for a total of (20) that are printtd in color on a sturdy card stock and scaltd for ust with 

$5.00 25mm or /Smm minioturts. At..o includtd is a covtr shut with cut·out diagrams & tips on use/or tht rt/trtt. 

COM PU-REF Set - Ho ving troublt finding rtftrtts? Plug in Cornpu·Rt/ and turn on tht /un! A computtr aid/or tht 
rt/tru, Compu ·Rt/ do<S tht work quickly and complettly. Tht program: computts mdu and misslt combat; 
ttnuotts choroclus. dungeons. loot and traps; crtalts gtntro( typt, how many and accoulrtmtnts of tlu monsters 
tncoun ttrtd btfort rti:raling magik iums. lti.•tlJ and attitudes. Compu·Rtf is tasy to use with a rtcallftatuu and 
a htlpfilt. Duign.d/or ust with Knighu And Btrstrktrs And ltgtrdtmain/antasy rolt·playing gamt. This st/ 
contains ant Compu·Rtf program disk and ont ut of Dungton Floor Modul<S. ltt your imagination play, whilt 
Compu ·R•f dots th• work! Ava1/ablt/or ust on Commodort 64. r.v 

PLAYER Record Sheets - Fifty sh•tls 10 a pad. Printtd on parchmtn t with an allractive Script typt, thtst shttts 
con bt ustd over & ovtr many timts, such is tht nature of parchmtnt. ThiJ accessory can bt a complim ent to any 

SS.00 rolt·playing gam• but u·as duigntd esptcially for ust with KA BAL. 

KABAL Player'$ Guide - Tht systtms for crtating & maintaining characttrs with combat magik and tht famous 
"Oops Chart" wtre dtsigntd with tht realistic approach to rolt·playing in mind. This book is btautifully il/us-

SS.00 trated & printed on parchmtnl with al/ractivt Script typt. Sold stparattly or in th< Complttt Stt. 

KABAL Spell Book - Thtrt art ovtr (300) complttt/y difftrtnt spdt.. printed on parchmtnt paptr with Script typ< 
in a btautifully illustrattd book. Four ytars o/ rt starch rt/ltct a w<ll·balanctd, b<litvoblt magik systtm. Each 
sptll has an txplanation and function. A compl<m<nt toany fantasy rolt·playing systtm! Sold stparattly or in tht 

SS.00 Compltt• St1. 

KABAL Referee's Guide - Btautifully i/lustrattd, printtd on parchment, this book discuss<,. from a rt/• point of 
vitw, tht sysltms/or gtntrating tht advtnturt.s and governing tht Knights And Btrurlur1 And Ltitrdtmain of 
a Kabat. Included is a sptci'al notes .uction on how to kttp tht ployt1& in lint and a section on how to play solo. 

SS.00 Sold stparattly or in tht Compl•tt Stt. 

M.J.S.S.l.O.N. Game - MISSION is an tspionagt rolt·playing gamt dtsi(lntd with rtolity in mind; whtrt 20th ctntury 
weapons and technology malct pO-Jsing-out and death a likt/.Y occ:urrtnct if you 'rt not careful.1 This stl includu: 
(7) 17" X 23" color parchmtnl maps. (4) 17" X 2.1" inttrior buildingfloorplans. (4) shttts of colortd inttrior floor 
modult cut·outs and (1) book o/ rulu with sysltm• /or gtntrating thousands of mi,. ions and hundrtds of diffn<nt 

$20.00 suurity systtms. 

HEX-Hex-Hex Mapping SheeU - Duign<d for mapping additional dttoilfor tht MISSION Cam• but can bt 
ustd for mapping any scrnario. This htx systtm ftntls spred In m~asuring distances. This 35• X 23* pirctt of 
parchmtnl paptr iJ d<Signtd for (1) largt arta lay.out and (4) small arta blow·ups. Com ts individually /oldtd or 

$2.00 rolltd in bo:cts o/(12). 
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01-08 
09-30 
31-37 
38-44 
45-57 
58-59 
60-61 
62-62 
63-72 
73-82 
83-88 
89-94 
95-97 
98-00 

Weapon 
Type 

/-l't ~c~t'"" c~~\·t 
Head Selected f a11.9e.t6 
Chu.t Head- 5 8 % o 6 No11.mai. MMk.6man4 h,ip 
Rlgh.t Mm Chu.t- 71 % 06 No11.mai. Ma11.k.6ma.n4h,ip 
LeM Mm S.tomach-63% 06 Nollmai. Ma11.k.6ma.n4h,ip 
S.toma.c.h Mm & Ha.nd-59% 06 No11.ma1. Ma1tk6ma.n4h,ip 
1Ugh.t Hand Gl!.o.i.n-15% 06 No11.ma1. Ma1tkl..ma.n4h,ip 
Le6.t Hand Leg-88% 06 No11.mai. Ma.1!.kl..man4h,ip 
Gl!.o.i.n 
1Ugh.t Th,igh 
Le6.t Th,igh 
Rlgh.t Sh,in 
Le6.t Sh.ln 
Rlgh.t Foo.t 
Le6.t Foo.t 

I 6 you l!.o.Ued w.Uh,in I 0% o 6 IJOUI!. 
4ei.ec..ted .ta.l!.ge.t h,i.t(l!.ound up)you h,i.t 
a. cl<.66el!.en.t loc.a.Uon. Rote. l!.a.ndomly. 
Th.i.4 l!.llndom Mil c.ould hd IJOUI!. 
4el.ec..ted .ta.l!.ge.t a.Uo. 

(..7'1RMOR VERSUS ~APONS 
Lea.the/!. Studded Ugh.t Heavy Sc.a.le P.e.a..te 
MmOI!. Lea.the/!. ChaJ.n CIUU.n A11.mOI!. MmOlt 

V.i.1!.k,Po-lna!Ld, -10 -1 5 -20 -30 -60 -100 
Tl!..i.den.t, Epee, 
1 Handed _5 _10 -20 -35 -SO -8S 
Swol!.d4 & Axu 

2Ha.nded -0 -5 -10 -IS -25 -40 
Swol!.M & Axu 
1 R":nded Ma.c.e; • • ~5 · · · · · · ~; 0 · · · · · ~ i 5 · · · · ~io · · · · ~30 ····~so··· 
F .e.aJ.t Hamnlll!. 
2 H":nded Ma.c.e, _0 _0 -S -10 -20 -35 
F .e.aJ.t, Hamnlll!. 
Cl!.Owba.M ,Spea.M -5 -5 -10 -30 -SO -7S 
P-<.c.li6, la.ttc.U • · :..o· · · · · · · :..o · · · · • ·:.. S · · · · :.. 7 O · · · · :.. 7 5 • • • · :.. 2 5 • • • 
Shol!..t Bow -10 -20 -30 -50 -70 -110 
Long,HoMe Bow -S -15 - 25 -3S -so -80 
level!. C.1w446ow· · :..o· · · · · · · :..s • · · • • :..1 o· · · · :..20 · · · · :..40 · • · · :..50· · · 

Belt & Gl!.a.ppei. -o -o -5 -10 -20 -35 
Cl!.oMbow 
W-<.nCltli6-0 Cl!.OMbow-0 -0 -2 -S -10 -2S ................ .. ....... ........ ......... .. . 
F-Ui.t & Foo.t -IS -2S -40 -60 - 80 -110 
Foo.t BOw -5 -10 -IS -2S -4S - 70 
8Uu undlll!. 
ISO bMe dllJ1la.ge-1S -30 -50 -70 -90 -100 
8z:tu, OVlll!. . '''. ''' '''' ''' '' ' ''' ''' "' ' ''''''' ''' '''' '''' 
150 bMe da.ma.ge-10 -15 -25 -35 -50 -70 

C:eaw6 undlll!. IS -20 -30 -40 -5S -75 
100 bMe da.ma.ge-
C:e:aw6 0 Veil. 
1oo bMe da.ma.ge -5 -10 -20 -30 -4S -60 
Compo4.Ue BOw -s -1 O -20 -30 -45 - 75 



SkillA & Ab,i,Utlu aJte pi.eked on .the appll.Op!L4te ~ tW 
aJte W.ted 6oUow.i.ng .tfU./; explahio.wm. A beg..i.M<.ng playeJL can 
pi.ck okillA tW do no.t exceede a vai.u.e 06 Hven. Foll each 25 
expelr...i.ence po..i.n.U tW aJte eaJtned ..i.n a ca.to.golly, .the playeJL 
get.¢ a vai.u.e 06 1 .to 'opend' ..i.n .the aJtea .that. U ~ aLWLded, 
Oil ..i.n .the Mundane SkillA • 

The excep.t..i.oM .to th..i.4 /tule aJte .that. ShaoUn Plr...i.uu may 'opend' 
.the po..i.n.U .they e.aJtn ..i.n any ca.to.golly, except W..i.zaJtdt.. W..i.zaJtdt. 
get oeven 06 .the vai.u.e po..i.nt.4 .to opend at .the beg..i.M<.ng, Uke 
o.the.1r. playeM , bu.t .they only get 1 add..i..t..i.onal po..i.n.t 6M each 
50 expelr...i.ence po..i.n.U eaJtned ..i.n mag..i.k, and .thue po..i.n.U ma.y be 
open.t only ..i.n .the Mundane SkillA chaJt.t. 

W1ZARVS 

W..i.zaJtdt. ma.y pi.ck 6Mm .the beg..i.nn..i.ng opell6 W.t at a c.oo.t 
06 1 601r. each ope.et on .table 'A' and a coo.t 06 3 601t each ope.et 
on .the '8 ' .table. tA-

1 • Awkwaluinuo 
2. 8..i.o-Adhu..i.on 
3. Cla...i.!r.aud..ence 
4. Cla..i.lr.voyance 
5. C.f.u.m.6..i.neoo 
6. Conceal Mag..i.k Objec.to 
7. Conceal Mag..i.k Uoe 
8. Conceal Thought 0.theM 
9. Conceal Thought Sel6 

10. Contltol Undead 
11 . Clteo..te Food 
12 . CWte BUndnuo 
13. CWte Vea6nuo 
14 . CWte V..i.oeaoe 
15. CWte Wou.ndt. 
16. Vea6en 
17. Vetec.t 1 n61t.a.- Inv..i.o..i.ble 
18. Vetec.t 1nv..i.o..i.ble 
19. Vetec.t Mag..i.k Objec.to 
2 O • Vetec.t Mag..i.k Uo e 
21 • Ve.te.c.t Se.Cir.et VooM 
22. Vetec.t Tit.a.po 
23. V..i.zz..i.nuo 
24 . Fe...i.gn Vea.th 
25 . Fe...i.gn U.6e 
26. F.eo..t Sh..i.eld 
27. Fog 
2 8 . Heat Metal 
29 . Heavy 
30. H..i.de Odo1t 

1. Cold 
2. Vu.pUco..tu 
3. Hypnoo..i.o 
4 • Mag..i.k Handt. 
5. Mag..i.k M..i.oo..i.le 

31. Ho.t6oo.t 
32. 1gn..i..te. Wood 
33. 1Uu.o..i.on 
34. 1n61ta-VaJtknuo 
35. 1 n61ta-No1r.mal V..i.o..i.on 
36. 1.tch 
37. U.gh.t 
38 . Ugh.ten Load 
39. Loca.t..i.on 
40. Lock 
4 1 • Me.tat Vetec.t..i.o n 
42 . M..i.oo 
43. Neu..tlt.a..l<.ze Po..i.oon 
44 . No1r.mat VaJtknuo 
45 . Pa!r..t Wo..te!r. 
46 . Phao..i.ng 
4 7. P1t0.tec.t..i.on 61lom Cold 
48 . P1to.tec.t..i.on 611.0m F..i.Jr.e 
49 . Pu.!r...i.6y Food & Wat.ell 
50 . Slow 
51 :>Spell Jam 
5 2 . S.tu.p..i.dUy 
53 . Tlr...i.p TJt.a.p 
54 . Unde.ltWa.te!r. Ru.nn..i.ng 
55. Unde.ltWa.te!r. V..i.o..i.on 
56. Unlock 
57. Ven.tlr...i.lo4u...i.om 
5 8 • Wo..te!r. Walk..i.ng 
59. Web 
60 . WUhou.t Blr.ea.th..i.ng 

6. Mag..i..k Snake Hand 
7. Po..i.oon Touch 
8. Sle.e.p 
9. S.tao..i.o 

10 . Weaknuo 



STRENGTH & VEXTERITY & STEALTH FACTORS 
1/1.00 21/4.58 41/6.40 61/7.81 
2/1.41 22/4.69 42/6.48 62/7.87 
3/1 . 73 23/4 . 80 43/6.56 63/7.94 
4/2.00 24/4.90 44/6.63 64/8.00 
5/2.24 25/5.00 45/6.71 65/8.06 
6/2 . 45 26/5. 10 46/6.78 66/8. 12 
7/2.65 27/5.20 47/6.86 67/8. 19 
8/2.83 28/5.29 48/6.93 68/8.25 
9/3.00 29/5 . 39 49/7.00 69/8 . 31 

10/3.16 30/5.48 50/7.07 70/8.37 
11/3.32 31/5.57 51/7.14 71/8.43 
12/3.46 32/5.66 52/7.21 72/8.49 
13/3.61 33/5.74 53/7.28 73/8.54 
14/3.74 34/5.83 54/7.35 74/8 .60 
15/3.87 35/5.92 55/7.42 75/8.66 
16/4.00 36/6.00 56/7.48 76/8.72 
17/4.12 37/6.08 57/7.55 77/8.77 
18/4.24 38/6. 16 58/7.62 78/8.83 
19/4.36 39/6.24 59/7.68 79/8.89 
20/4 . 47 40/6.32 60/7.75 80/8.94 

81/9.00 
82/9. 06 
83/9 . 11 
84/9. 17 
85/9.22 
86/9.27 
87/9.33 
88/9. 38 
89/9 . 43 
90/9. 49 
91/9.54 
92/9.59 
93/9. 64 
94/9.70 
95/9.75 
96/9.80 
97/9.85 
98/9.90 
99/9.95 

100/10.00 

101/10.05 
102/10.10 
103/10.15 
104/10.20 
105/10. 25 
106/10.30 
107/10.34 
108/10.39 
109/10.44 
110/10.49 
111/10.54 
112/10.58 
113/10. 63 
114/10.68 
115/10.72 
116/10.77 
111I1o.82 
118/10.86 
119/10.91 
120/10. 95 

121/11.00 
122/11. 05 
123/11. 09 
124/11.14 
125/11.18 
126/11.22 
127/11 . 27 
128/11. 31 
129/11.36 
130/ 11. 40 
131/11.45 
132/11.49 
133/11.53 
134/11.58 
135/11. 62 
136/11.66 
137/11 . 70 
138/11. 75 
139/11.79 
140/11.83 

WISVOM 
01-fQ 
11-20 
21-30 
31-40 
41-70 
71-90 
91-100 

80% Chance 06 .lndec..U.lon 60.1t 1-60 4econd.6 i.6 4Wtp.'!Med 
60% Chance 06 .lnde.c..U.lon 60.IL 1-40 4econd.6 .i.6 4Wtp.IL.i.6ed 
40% Chance 06 .lndec..U.<.on 60.1t 1-20 .;e.cond.6 .i.6 4Wtp.'!Med 
20% Chance. 06 .lnde.c..U.<.on 60.IL 1-10 6econd.6 .<.6 4Wtp.'!Med 
AveMge 

101-110 
111-120 

20% Chance 06 .ln4p.Vuttlon 
35% Chance 06 .ln4p.Vuttlon 
50% Chance 06 .ln4p.Vuttlon 
60% Chance. 06 .ln4p,(M..t.i.on 

PSYCHIC ABILITY 
01-50 None 
51-60 Can read scrolls 
61-75 Can use spells on scrolls 
76-90 One magik unit per level of magik user 
91-110 Two magik units per level of magik user 

111-130 Three magik units per level of magik user 
131-150 Four magik units per level of magik user 
151-170 Five magik uni ts per level of magik user 
171-190 Six magik units per level of magik user 
191-210 Seven magik units per level of magik user 
211-230 Eight magik units per level of magik user 
231-250 Nine magik units per level of magik user 
251-270 Ten magik units per level of magik user 

ETCETERA-

CHARISMA 
01-10 
11-25 
26-40 
41-50 
51-60 
61-70 
71-80 
81-90 
91-100 

101-110 
ll l-120 
121-130 
131-140 

ETCETERA 

No Hirelings 
1 Hireling 
2 Hirl'\lings 
3 Hirelings 
4 Hirelings 
5 Hirelings 
6 Hirelings 
8 Hirelings 

10 Hirelings 
12 Hirelings 
15 Hirelings 
20 Hirelings 
25 Hirelings 
+5 for each 

-3 on Loyalty 
-2 on Loyalty 
-1 on Loyalty 

Normal 
Normal 
Normal 
Normal 

+l on Loyalty 
+2 on Loyalty 
+3 on Loyalty 
+4 on Loyalty 
+5 on Loyalty 
+5 on Loyalty 
+5 is Maximum 

-30 on Attitude 
-20 on Attitude 
-10 on Attitude 

Normal 
Normal 
Normal 
Normal 

+5 on Attitude 
+10 on Attitude 
+15 on Attitude 
+20 on Attitude 
+25 on Attitude 
+30 on Attitude 
+30 is Maxi.mum 



Oovs 
01-05 on the to hA;tJJtell 

01-15 G£anc-in9 blow(~ Ba.6e Vama9e) 
16-30 Weapon tw.U..t.6 on .<.mpact, <>,tli.a,i,ghten.i.n9 co<>.t.6 nex:t move 
31-35 Weapon b1teak6 (eUheJt, bit6ed on weapon <>Zltength) 
36-50 Weapon lo<>t(VJtop<>ie<>) 
51-65 Weapon <>.tuck in talt.9et 
66-75 You <>lipped, JtOll Vex:tell.Uy <>avin9 ltOll 011. 6all 
76-85 Bumped <>omeone 011. t1Un9 , <>ave 011. 6all(8oth) 
86-95 W1ton9 taJt.9et(Check all po<><>i~e<>, & 11.oll) 
96-00 Lucky you, 11.oll two mo1te ~e<>! 

96-00 on the to ha ltOll 

01-05 Hd yoUMel6(Clum<>y) 
06- 15 Weapon lo<>t(VltOp<>ie<>) 
16-30 Weapon lo<>t(S~ped that-a-way) 
31-35 Weapon b1teak6 (YoUM only) 
36-50 W1tong taJt.9et(Check all po<><>ib~e<>, & JtOll) 
51 -60 You <>lipped, JtOll Vex:tell.Uy <>aving Jtoll 011. 6all 
61-70 Bumped <>omeone 011. ~ng, <>ave 011. 6all(8oth) 
71-85 Weapon<> tangle 
86-95 Opponent 911.abbed weapon(hand). Match ~ength to <>ee* 
96-00 Lucky you, 11.oll two mo11.e ~e<>! 

*who get<> d. 16 no one win<> by 20% 011. mo1te, the <>tltug9le 
will co~nue ~ <>omeone doe<> w.i.n . Opponent may al<>o 
choo<>e not to 911.ab i..6 he <>a de<>i..11.e<> . 

At thi..6 ~e a <>y<>tem 60Jt phy<>ical de<>Clti..pti..on<> i..6 avai...eable 60.1r. 
human chaltacte.M. Thi..¢ <>Y<>tem i..6 outUned below. 

Male Hught- Roll 20 1-6 and add them. The <>quaJr.e ltOot 06 that numbe.Jt 
~e<> 21. 5 equal<> hught in centi..rnete.M. 

Female Hu9ht- Roll 20 1-6 lt6 above. The <>qua.1r.e 11.oot 06 that numbe.Jt 
~e<> 20. equal<> hught in centi..rnete.M . 

Wei..ght- Hu9ht in mete.M cubed, then ~e<> the SZ!ten9th 6acto1t equal<> 
the 6i...lr.6t hal6. 20 1-6 11.oll<> added and then <>qua1ted aJte 
to be di..vi..ded by the Endwta.nce, then thi..6 i..6 to be Jtai..<>ed 
to the . 75 (Poi..nt 75) poweJt 60.1r. the <>econd hal6. The two 
halve<> added will equal the wei..ght in kilo<>. 

Sex- Choo<>e 

Eye<>- Roll a 1-20 di..e. 1-12 i..6 8Jtown/ 13-17 i..6 8lue(Ught-Va1tk-Medi..um­
& Steel)/ 18-20 i..6 G1teen(Light-Va1tk-Hazel). 
Slue i..6 mi..nu<> 20 to Ski..n Col0Jt.G1teen i..6 mi..nu<> 40 . 

Ski..n Colo1t- Roll 1-100. 1-2 i..6 Whae! 3-20 i..6 Fai..11./ 21-40 i..6 Fle<>h/ 
41-60 i..6 Tanned/ 61-80 i..6 Va1tk/ 81-90 i..6 Veep 8Jtown/ 
91- oo i..6 8.eack. 

Hai..11. Colo.Ir.- Roll 1-100 . 1-20 i..6 8.eack/ 21-45 i..6 Va1tk 8Jtown/ 46-70 i..6 
Light 8Jtown/ 71-92 i..6 Blond/ 93-99 i..6 Red/ 00 i..6 SilveJt. 

Handedne<><>- Roll 1-20 . 1-17 i..6 Ri..9ht Handed/ 18-19 i..6 Le6t Handed/ 
2 0 i..6 Ambide~ou<> . 



F 1 G H T E R S 
Ha.nd Kn.i.6 e ( 1) Club ( 1) 
Si.ooltd ( 2 l Ha.6ted Wea.po n6 ( I +Club) * Ax~1H£nme!1./ 
2 Handed Si.ooltd(2+Si.ooltd) 2 Handed Ha.6ted Wea.pont.(2+Ha.6ted W) 
Si.oo11.d&Kn.i.6e(2+Si.ooltd .tw<.ce) F.eail.(2) 
Two Si.oolt.d.6(2+Si.oo11.d&KIU6e) 2 Handed F.eail.(2+F.eail.) 
Spea.11. Th!u.u.t ( 1 ) SfUei.d ( 2 ) 
T!Udent Th!tiu.t(1) Vela.ga.t<.on(2) 
Net{ 2) Lea.deM/Up ( 2+Vei.a.ga.t<.on) 
HoMema.nt.M..p ( 2+1U.,d,,lng) La.nce(2+HoMema.n6fUp) 
Ex.pe/l.t HoMema.nt.fUp ( 2+HoMema.n6fUp) 
H.lt:ti.ng ( 1 ) K.lc/Ung ( 1 ) 

T H 1 E V E S 
Open/Cloce Voo11. Qu-let(1) 
Move Qu-let(2) 
U6ten(1) 
Hhii.ng (2) 
Eva.cUng(2) 
Plc.k Lock.¢ ( 2) 
P-i.c.k Pocket¢ (3) 
Pa,bn.Vig ( 1 ) 
SIU.p-i.ng (2) 
GambUng(2) 
Vetec.t See11.et VooM ( 2) 

Set Tll.a.pc(1) 
Vetec.t T11.a.p.& ( 2) 
Fo-i.l Tll.a.p6(3+Set&Vetec.t Tll.a.pc) 
T11.a.c/Ung We-le.(2+T11.a.c/Ung) 
Ct.Unblng Wei.l(2+Ct.Unb-<.ng) 
Pot-i.ont.&VJtu.g6(4+Chern.l4t) 
Po~ont.(6+Pot-i.ont.&VJtu.gc) 
Ac.11.0 ba.l<.e¢ ( 2 ) 
Vetec.t Ob4ell.veM{4+U6ten&Move Qu-let) 
V~gu,i.Q u ( 2 l 

MARKSMAN 

Cll.occbow( 6~t I ,then 2) 
Th!town Kn.i.6el 1) 
Footbow(6~t 3,then 2) 
HoMebow{ 1+Bow&R,i.d,lng) 
Net(1) 

MUNVANE 

Bow(2) 
Spea.11. ( 1 ) 
Ha.tchet/Axel1) 
Rock.(1) 
Thll.Own Rope( I) 

SKILLS 

H.lt:ti."8 ( 1 ) MmOll.ell. ( 3 ) Rendell.el<. ( 1 ) Co bble!I. ( I ) 
K.lc/Ung ( I ) Bak.VI. ( 1 ) Helt.d.6ma.n ( I ) Coo pell. ( I ) 
Ha.nd KIU6e(1) 811.ewel!.(1) V11.a.pe11.(1) Eng-i.neell.(2) 
Club (7 ) Cook (1 ) F ~hell.man ( 1 ) Mecha.n-i.c ( 2 ) 
T 11.a.c.k-<.ng ( 2 ) Sc.u.£.p.tOll. (7 ) T a.nnell. ( !l.' Butch el!. ( 1 ) 
Ct.Unb-i.ng ( 2) Jolnell. ( 2) V-i.ntnell. (7) Ca.11.pente11. ( 1) 
1U.,d,,lng (1) Tha.tchell. (1) Stone Ma.Mn ( 1) Zoolog~t ( 5) 
Th!town Rope ( 1) Fa.11.me11. ( 1) Stone Cut.tell. (1) Ca.b-i.net Mak.ell. ( 1) 
8£.a.ck.Qmi.th ( 1) Pot.tell. ( 1) Whe~ht ( 1) Ea.lhOll.da.n ( 1) 
Rope/I. ( 2) An.i.ma.l Tll.a.-i.n.i.ng ( 2) Vl(.,(.ve HoMU ( 1 ) 
Ca.11.tog11.a.phV1.(2)Sw.<mnii.ng(2) Vlvlng(2+Sw.<mnii.ng) 
Lea.thV1.W011.ke11.(1) Seama.n6fUp(2) Ca.pta.-<.ncy(2+Seama.nt.M..p) 
Runlting ( 2) * 12. 5% Ga.Jtdene/I. ( 1) Holl.ticui.tuJL.iAt ( 2+Ga.11.dene11.) 
Ute11.o.cy(1@La.ng) M6U4 Vo.f.ue(2) Jewei.e11.(2+Accuc Vo.fuel 
Fluency(1@Lang) Apotheea.11.y(2) Chern.l4t(3+ApotheCMy) 
A.e.c.hern.l4t(4+Chern.l4t)Al(.,i.thmet,i.c(1) Bookkeepe11.(2+Al(.,(.thmet-i.c.) 
BMbVI.( I) Phyc-i.Ua.n(2+8Mbe11.) Ch.Uuvtgeon(2+Phy.t.lc-i.a.n) 
Hunte11.(2+T11.a.ck-<.ng) Scl(.,(.be(2+Ute11.a.cy ln 2 La.ngua.gu) 
Mln6tll.el ( 1 ) Na.v,(.ga.t<.o n ( 4 ) Cocmetolog y ( 2 ) 
P1tMutu:l<.on (I) Mtll.ology ( 2) Flee.hell. ( 1) 
M-i.nell. ( 1 ) Cha.11.c.oo.l Bull.ne/I. ( I ) Me/I.chant ( 1 ) 
VentJt,i.loqu,i.Qt ( 2) Ma.g~tl!.a.te ( 2) ReUg,(.on ( 1 J 



NAME WEIGHT PRICE 

Iron Rations (1 day) .so . 10 
Normal Rations (1 day) 1.00 . 04 
Water or Wine Skin (l liter) . OS .1 0 
Water (l liter) 1.00 Free 
Ale (l liter) 1.00 . 02 

Wine (l liter) 1.00 . 10 
Brandy (1 liter) 1.00 . 80 
Oil (1 liter) 1.00 . 2S 
Flask (l liter) .20 . OS 
Lantern l. so 3.00 

Torch (2 hours) .so .04 
Flint and Steel . 10 . 02 
Cask (SO liters) 4.00 1.00 
Holy Water (~liter) .2S S.00 
Small Pot (3 liters) 2. 00 .so 
Large Pot (10 liters) s.oo 1.00 
Silver Cross . 40 l. 20 
Silver Mirror .so 1.00 
Steel Mirror .so .30 
Mallet with Three Wooden Stakes .so .40 
Iron Spike . 40 . OS 

Iron Spike with Eye .so .10 
Grapple Hook 2. 00 . 80 
1 Meter Hemp Rope .OS . 01 
l Meter Silk Rope . 02 1.00 
Blanket .60 .20 

Canvas Cloak (brown and green) . 60 .so 
Velvet Cloak (red and purple) 1.30 3. 00 
Velvet Cloak (black) 1.30 4 . 00 
2 Man Tent (2 meters square) 9.00 lS.00 
S Man Tent (4 meters by S meters) 23 . 00 30 . 00 
32 Man Tent (11 meters square) 130. 00 120. 00 

Small Sack (S kilos max . weight) .10 .1 0 
Large Sack (30 kilos max . weight) .40 . 40 
Small Backpack (lS kilos max. weight) 1.00 .80 
Large Backpack (40 kilos max. weight) 2. 00 l.SO 
Saddle Bags (SO kilos max. weight) 2. 2S S.00 

Saddle 18.00 10.00 
Light Horse S0 . 00 to 400 .00 
Medium Horse 2S . OO to 300 . 00 
Draft Horse 20.00 to 2SO . OO 
Medium Warhorse 100 . 00 to soo.oo 
Heavy Warhorse 200 . 00 to 1,000. 00 
Mule 20 . 00 to 200.00 
Horse Feed (1 day) 1.00 .02 
Cart (carries SOO kilos) 40 . 00 to 150.00 
Wagon (carries l,SOO kilos) 80 . 00 to 350.00 
Chalk (1 decimeter stick) . 01 . 02 



NAME 

Leather Hood 
Studded Leather Hood 
Light Helm and Mail 
Heavy Helm and Mail 
Open Helmet 
Closed Helmet 
Leather Body Armor 
Studded Leather Body Armor 
Light Chain Body Armor 
Heavy Chain Body Armor 
Scale Mail 
Chest Plate 
Back Plate 
Leather Greaves 
Studded Leather Greaves 
Scale Greaves 
Plate Greaves 
Leather Boots 
Studded Leather Boots 
Sollerets 
Leather Gloves 
Studded Leather Gloves 
Scale Gauntlets 
Plate Gauntlets 
Leather Bracers 
Studded Leather Bracers 
Scale Bracers 
Plate Bracers 

* Covers from shoulder to groin 

WEIGHT 

.70 

.80 
l.35 
l. 70 
2.00 
2. 25 
6.80 
8 . 00 

20 . 00 
25 . 00 
20.00 
13.50 
13.50 

.70 

. 80 
3.00 
4.00 

.75 
1.00 
4.00 

.70 

. 85 
2.70 
3.00 

.70 

. 80 
3.80 
5.00 

** Covers from hands to shoulders to ankles 
*** Covers thighs and shins 
**** Covers feet 
***** Covers hands 
****** Covers arms 
Helms. helmets, and hoods cover head 

FULL SUITS 

Leather 
Studded Leather 
Light Chain with Leather Boots 
Heavy Chain with Studded Leather 

Boots 
Scale with Open Helmet and Sollerets 
Plate with Closed Helmet and 

Sollerets 

Small Shield (multiplier .8) 
Large Shield (multiplier .6) 
Leather Barding 
Chain Barding 
Plate Barding 

10.35 
12.25 
22.10 

27.70 
35.50 

45 . 25 

1.35 
2. 70 

32.00 
73.00 

145 . 00 

PRICE 

3.00 
4.00 
5.00 
7.00 

10.00 
15.00 
15.00* 
20.00* 
60 . 00** 
80.00** 

100.00* 
80.00* 
80.00* 

2.00*** 
2.60*** 

10.00*** 
20.00*** 
3.00**** 
4.00**** 

15.00**** 
3.00***** 
4.00***** 
7.00***** 

15.00***** 
2.00****** 
2.50****** 

12.00****** 
20.00****** 

25.00 
37 . 10 
68.00 

91.00 
154.00 

245.00 

4.00 
8 . 00 

100.00 
200.00 
350.00 



llNAE VAMAGE WEIGHT PRICE 1 HANV 2 HANV(M.UWnum 

V.i.Ak 8 • 60 2. 00 4 2 stAength l 
Po.lngn-i.Md 6 .45 2.SO 2 1 
G~e.a.t.6wo~d 20 4. SO 14.00 183 81 
&u..taltd Swo~d 13 2. 00 12. 00 36 16 
Fal.c..lon 12 1. 80 11. 00 29 13 .......... ................. ............................. ...... .... 
81toad6woM 11 1 • 60 1 O. 00 2 3 11 
Sito/Lt SwoM 10 1.2S 6.00 14 7 
Two-Handed Wall. AJCe 28 S. SO 18 .00 273 121 
CeU AJCe 14 3.00 12.00 81 36 
F~nwc.a 9 1. oo 9. 50 9 4 
Hatchet 7 .SO 2.00 3 1 ...................................... ............................ 
G~eat Fla.<..e. 16 6. 2S(Not Ava.<..e.able)3S2 1S6 
Heavy Fta.<..e. 12 2.50 19.00 57 25 
Fla.<..e. 7 1.20 8. SO 13 6 
W!Up(Vamage a.& Bltel 4 1. 00 3. oo 9 4 
Wall. Hanrn~ 15 S. 00 12. SO 225 100 
Heavy Mace 11 2.00 13. 00 36 16 
Mace 7 . SO 6.SO 3 1 

1 Epee 
Pick Axe 
Crowbar 
Spear 
Trident 

3 
17 

7 
15 
12 

.25 
5 . 00 
1. 60 

.90 
1.00 

2 .00 
14 . 00 
4.00 
l.50 

16.00 

l 
225 

23 
8 
9 

100*~ Dexterity 
11 

Lance 40 10 . 00 16 .00 
Lever Crossbow 110 2 . 00 11. 00 
Belt and Grapple Crossbow 130 2.50 15 . 00 
Windlass Crossbow 150 2.90 20 . 00 
Quarrel . 02 . 10 

4 
4 

lOO*Only on Heavy 
36 Warhorse 
57 
76 

.. ........... .... ... ........ ........... .......... ..... ............ 
Short Bow 5 . 70 7 . 00 5 
Long Bow 6 . 90 9.00 15 
Horse Bow 6 .90 9 . 50 15 
Composite Bow 8 . 95 12. 50 40 

:~~:. ~?:'~:~:7~ . ~:?~. ~~::~~~~ .. ~? ..... ~: ?? ... ~? : ?? ........... ... . ~~*Must 
have Gloves 

Quiver . 04 . 15 
Arrow . 02 . 05 
Calthrops (~weight in kilos) . 40 . 10 
Thieves Kit 1.00 5 . 00 .................................................................. 
Silver Quarrel . 03 .20 
Silver Arrow .03 .15 
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Included in thiJ.i package CUte .twelve PaJtchment ~hee;to with Shopping & Skill~~. and .two Playe.Jt Reco~d Shee;to. 
~BAL PLAYER'S GUIDE; ThM book hM ~BAL MAGTK SPELLS;, Th-W book hM k:sAL REFEREE'S GUTVE; ThM book hcu ~BAL CREATURE CATALOG; ThM book hM 
:tlill -6lf-6:l:llm-6 601t Me.a.ting and ma.in;ta.in- a.U :thll -0pe.Le-6 601t :thll gamll, w.Uh •·-;Jl:thll :tabill-I> 6oJt glll'te.ll.a.ting moM:tllM .lW:tlld a.U :thll C!tlla:t<.Utll-6 nlllldlld t)oJt 
-i.ng cha!tac:tllM -i.n KABAL. Shopp-i.ng dll:ta-i..e.lld -i.n-1>:t!tuction-1> 601t :thU!t U<lll and llqu-i.pmllM :thlllf CaJt!tlf, M Willi M a play-, M will M :thU!t ~:tau. Thll 
wu, Comba:t, M.i..M-i..e.ll Comba:t, H-i.:t and ll661lcu. Thll numbll!t 06 di.Hll!t- -0y-~:tllm 6011.. piy-a.ing w.Uhou:t a M61l!tllll & Mon-1>:tllM and an-i.mai-6 afl.ll w:tlld alpha-
Locatian, Oop-1> Cha!t:t, Mag-i.k, ll:tc. llM -0pe.Le-6 llXCllllM 300. and llXpianation 06 :thll SUU SlfMllm. blltica.Uy- t)oJt llMll -i.n iocating. 

~LL OF THE BOOKS INCLUVEV ARE PRINTEV ON A VEGETABLE 
PARCHMENT FOR THEIR LASTING USE ANV FOR ESTHETIC VALUE 



~f 

\;t)HY do you play nole 
play,tng game...6? P~obably 

.the ~eMon I play, .to 
.t~n 6an.ta1.>,te...6 ,tn.to an .1~, 

ac.c.ep.table ~ealdy, and " 
.the key wo~d AA REALISM! t 

CompMe ~ealAAm.6. Com- ·· 
pMe KABAL .to yo~ pne...6en.t 

.6y.6.tem and -0ee! 

fxPERIENCE AA awMded 
onl.y ,tn .the pMtic.ulM 

Mea .that U WM eMned. 
I 6 a .thle6 -0hoo.:t.'6 a 

peMon wUh a bow, U 
doe...6n'.t make hlm a be.t.t~ 

c.utpun.6e. Oppo-O~on 
-0unmoun.ted .6eMoM and 

.6~eng.theM .the ab~e...6 
Med. 

V , MAG I K inc.an.tatio M 
' iv K;B~L Me awe...6ome, yet 

Magik mM.t be -Oummoned 
i and 6oc.Med deman~ng 
· time and en~gy 6nom .the 
C.M.t~. 

,, (/N Combat .the -O~ong~ 
Ke.' bung, .the be.t.t~ .the 
weapon, .the mone poten­
tial damage. Unc.oMc.ioM ­
ne...6-0 c.an oc.c.~ 6on a v~­
e.ty 06 ~eMOM, 6ew 06 
.them p£ea1.>an.t . We all have 
o~ bad day-0, and .the Oop.6 
Chant exempli6ie...6 .the 
6ata£ but -Oometime...6 hu­
monoU.6 ac.c.iden.:t.-6 06 c.om­
bat. We all know Mmon 
pno.tew, but U AA hMd 
.to move in. Now ~y W­
ung and dodging .that ene­
my in about ugh.ty pound.6 
06 u. 
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