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DUNGEON BEGINNINGS

T-4 Sfaih down with passage at bottom
5-§ Stain down with doon at boittom

9  Wide stair with passage at bottom
10 Wide stain with doon at bottom
11-12 Passage 4into side of mountain

PASSAGEWAYS

T-5 Passage goes (1-20 times 2) metens
6-9 Passage goes 2-40 meters with change
10-12 Chamber

13-15 Passage goes ? meterns without change
16-20 Passage goes 2-40 mefers with Lrap

13-14 Doon in sdde of mountain

15-16 Hole in ground with room/chamber befow CHANGES %
17-18 Doon in ghound with noom/chamben befow T-7 OUne door on sdide wall
19 Passageway straight down 3  Two doons on opposite walls
20 Wiend (Have fun) 4-6 Four-way {ntersection
7-8 Tutn
DOORS from ROOMS 9-11 Side passage
- x 7 meter closet(25% Secret Doon) 12 Two side passages (roll separately)
5-11 Room 13-16 Dead end
12-16 Hallway 17 Dead end with trap
17-19 Stains 18-20 Stains
20 Trick door |[false)
ROOMS & CHAMBERS
DOORS {rom HALLWAYS mx sm
T Closet 7 x 7 meten(25% Secnet Doon) 3 dmx 4m
2-15 Room 4-5 6m x ém
16-18 Stains 6-7 4m x ém
19 Hallway §-9 d4m x Em
20 Trick doox 10-11 ém x &m

12-15 10m x 10m
16-17 10m x &m
18-19 10m x ém
Very Earge (draw something that fifs] ¢

TURNS & STDE PASSAGES
1 Ledt 7135 deghees
2-7 Legt 90 degrees 20
§-10 Left 45 deghrees
1T Right 135 degnrees
12-17 Right 90 deghees
18-20 Right 45 degrees

EXITS fnoms ROOMS & CHAMBERS
Smatfest room ok chamber aide minus a 2-12
roll equals the number of exits.

STAIRS & OTHER LEVEL CHANGES LOCATIONS OF EXITS

1-4  Sfatns up/down T Zevel 1-2  Noath/Nontheast
5-6 Stains up/down 2 Levels 3-4 East/Southeast
7 Stairns up/down 3 Levels 5-6 South/Southwest
8-10 Ramp wp/down 1 Level 7-8  West/Nonthwest
11 Ramp up/down 2 Levels 9  Floon

12-13 Tnap door down 1 Level 0 Ceiling

14  Thrap doon down 2 Pevels

15-16 Chimney up 1 Level ROOM & CHAMBER OCCUPANTS

17  Chimnety up 2 Levels 01-22 Chest

18 Trap deor down 3 Levels 23-24 2 chests

19 Chimney up 3 Levels 25-33 2 chests & Occupant(s)

34-51 1 chest & Occupant(s)

52-57 Occupant(s) only
58-00 Empty

[o[d Levels
Zzug E amila

20 Turns [roll again & on Tuns chant)

LEVEL DESCRIPTIONS
Fonst Tevel fo 5m befow ghound
Second Level o 10m
Thind Level to 15m

Fourth Levef fo 22m L8 1 im Zm
Figth Level to 29m 2- 3 2L + 2-3 Im 3m
Sixth Level to 3ém 4-6 2(L + #) 4-6 3m 4m
Seventh Level fo 46m 7-10 3L + 24 7-10 4m ém
Eighth to 56 Ninth Zo 66 11-15 3(L + #) 11-15 &m §m

Tenth to 76 Eleventh fo 8§ L = number of Levels in party
Twelfth £o 100 Thirteenth to 112 # = number of pecple in party
The panty wilf encounter a handom
percentage of the fevels indicated.



TRAP LIST 1

4 meten pit

5 meten pit

& metern pil

§ metfern pit

10 meter pit

Pit 1-6 times IZm w/Spikes
Pit as above w/Poison spikes
Wall closes 2-20m in front
Wall closes 2-20m in bach
10 1-6 arrnows-20% poisoned

"D On = O Lk T —

TRAP LIST 11

Bracketing walls-50% water §LLLs

Hallway becomes chute(Z0 metfens)

Telepont (Randem direction, 1-1000m)
Dimensfon Door one way(As Teleponrt)
Crushing walls

Crushing cediling

Funnel 1-20m times 10 info chute 1-4 Levels
Vacuum up 1-6 beings 1 Level up

Thap doon down 1-4 Levels fo monsien

Wall of fine gon 10-60 minutes (STLLL)

11-10

—
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Wall of <ce forn 10-60 minutes (SELLL)

Highest possible Level monsten attacks
13 Cave 4in Chute down 1-4 Levels w/dinection Lost
14 1-10 Bear thaps in fLoon(50BD) 14  Hallway or noom shifis durning passage
15 Gas 15

11 1-4 speans-15% poisoned
12 1-3 quarrets (Windlass) 12

-~
L

Hallway on noom shifis agifer passage
16  Elevator down 1 Level 16  Paisnnous needles shoot out{1-20)
17 Efevator down 2 Levels 17 Explosion(as spell)l-3 units
1§  Efevator down 1-6 Levels 18  Lightning Bolt(as spell)1-10 units

19-20 Thap List 11 19-20 Get Nasiy and Devious

Loyalty of non-player hinelings

Loyalty

23+ WilE suicide after avenging death of masten

22 WELL avenae death, and willingly die for

21 WilE follow any onrder, excent fo certain death

20+ & on request nofd
19+ 7 on nequest nolh
18  + 6 on request nolf
17 + 5 on hequest noll
16  + 4 on request roltl
15  + 3 on request rnoll
14 + 2 on hequest rnoll
13+ 1 on request noll

12 Noamal (will prob desent Lf badly used, on hurnt over %)
Wilk desert when nwrobfems arise .

9-& WiLL desert own hoad
7-6 Wikl accept pre-payment, and not be seen again
5-1  WiLL accept vre-payment, and then atiempt fo not

Base hireling pay per month(Minimum hiting £ime is 2 weeks in advance)

Guanding (at single Location) 50 plus 1-20 G.C.
Thaveling (moving cnoss counthy)70 plus 1-30 G.C,
Hazandous (Dunaeons, War, ete.)100 plus 1-50 G.C.

Requesi Bonuses (in G.C.)

5=+1 10=+2 120=+3 50=+4 100=+5 200=+6 500=+7 1000=+§ 2000=+9 5000=+10

REQUESTS AND DEALS

20-18 Risk Death/Accept
17-15 Risk Injury/Ask more
14-11 Othen------- Ponden
10-3 Refuse------ Angry, NOI
2-1  Desert------ Attack

Loyalty Bonuses

Doubfe pay--+1 Quadnuple pay--+2  § Limes pay--+3  efe.



WANDERING MONSTERS

RofL -1-60 each minute. On a noll of 1 a wandering monstern appears. 1§ a subsequent nofl
of 1-100 s Less that ten, a second monster appears. Continue rofling, and on each sub-
sequent noll of Less than eighteen, another monsten appears. The following modifiers
apply cumubatively to the percentage chance:

Metal Axmoxr - times two

Talking - Zimes two
Jogging - tines two
Running © - times five
Dashing - times ten
Sprinting - Limes twenty

Rooms without creaturnes in them but with trheasurne will have the owners nefwrwn as follows.
Each fwo minuts there 48 a 1% chance (cumulative) That the owner will retwrn, There 8 a
50% chance that the noom has no owner, unfess the chest is not trapped (see below). 1f the
chest 48 unthapped, then there 45 an ownenr,

Rooms without creatures on treaswre is handled the same way, except that there is a 3%
chance per funn, and a 90% chance that there 8 no owner.

CHESTS
07-57 Thapped chest with a tresure commensurate fo Level of dungeon inside.
58-00 Treasure equal fo Level of dungeon plus 1-4.

CAVERN & DUNGEON WANDERING MONSTER TABLES

EFEEEERE R R R R R R A R 2 Aums, 2 Legs, Small
01-06 Qozes ; :
07-11 2 Anms/2 Legs/Small g;_gg g’::gﬁ‘é?
12-28 2 Anums/? Legs/Medium 26-45 Goblins
$29-44 2 Anms/? Legs/Lange 46-50 Hobbits
45-50 4 Legs ! 51-70 Kobofds
£51-56 4 Legs w/Tail 71-85 Leprechauns
k57-66 2 Anms/2Legs /Wings §6-00 Rust Monsters
$67-74  Small Fliens '
75-84 Lange Fliers :
§5-95 Multi-Limbed PA, S, Medue
96-00 Recognized 01-03 Antmen
REXERFRERRERRERRRFERRERARER 04-05 BabaoM
2 Anms, 2 Legs, Large 06-08 Bugmen
09-13 Caoha
01-08 Abonrad 14-16 Dinosaur Men
09-16 Bugbear 17-19 Elves
17-20 Crabmen 20-21 Frogmen
21-24 Cyclops 22-26 Ghosts
A 3759 Hansnah
¥is Eif;& 30-34 Hobgoblin
35-37 Kangaroo Men
41-44 Elementals 38 Lich
zg:gg gﬁﬁi& 39-41 Lizard Men
42-43 Medusa
61-64 Golfems 44-46 Men
65-72  Minotaurs 47-51 Mwmmies
73-80 Oghes 52-56 Ones
§1-88 Ogre Magihos 57-59 Pigmen
89-96 Trolls 60-61 Salamandens
97-00 VYeti 62-66 S;luaagmt Men
4 Loas 67-71 Shadows
Ll 72-76 Shaxk Men
01-03 Boans 41-67 Owt Beans 77-81 Skefotons
04-05 Buffalo 68-70 Rhino §7-86 Snake Men
06-07 Camel 71-75 Tiger §7-88 Spectres

10-35 Demon Dogs §1-00 Wold

96-00 Zombies



4 Legs w/Tail

01-12
13-37
38-50
51-75
76-00

Small

AlLigaton
Chimena
Crocodile
Fine Lizand
Tailslingen

Fliens

01-%5
26-45
46-70
71-80
§1-00

Bats

Flying Snakes
Flying Leeches
Flymen

Pixies

Mutti-Limbed Creatures

01-05
06-10
11-20
21-30
31-40
41-45
46-55
56-65
66-75
76-80
£1-90
91-00

Brakons

Centaun

Elendnu

Green Martian
Hydna

Octopeds

Punple People Eaters
Rhinotawr
Sconpions

Sentient Centipede
Spider Women

Walk Walkers

00ZES

RoLL once for each cofumn.

Red
Purple
Blue

Green
Yellow
Onange
White
Black
Brown
Grey

L= R R B R e

Oozes axe always singuban; that is, one ooze which {4 the hequisite £ége.£’. will be
encountered by the group. The Level of the ooze cubed will equal the kilos of weight,
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Dissolves

Dissolves
Dissolves
Dissolves
Dissolves
Dissolves
Dissolves
Dissolves
Dissolves
Dissolves

metal
wood
stone
flesh
metak

wood
stone
flesh
nothing

2 of above

2 Anums, 2 Legs, Wings

01-10
11-15
16-35
36-45
46-50
51-70

L T1=75

76-80
§1-00

Aamanzon
Batmen
Cockatrice
Demons

Eaglemen
Gargoyles
Hawkmen

08d Ones
Winged Panthers

Lange Fliens

01-18
19-36
37-54
55-59
60-64
65-82
§3-00

Basilish
Hanpie
Hippoghif{
Pegasi
Roe
Wonmies
Wyverns

Recognized

1
2
3
i
5
[
7
g
9
0

01-15
16-20
21-50
31-35
36-45
46-50
51-60
61-75
76-80
§1-90
91-98
99-00

Giant Ants
Binds

Carndivorows Plants
Dhagons

Frogsa

Giant Snakes
Hanses

Rats

Sibven Sphene

Vutnerable to waten
Vulnerable fo oif

Vitnerable fo poison
Vulnerable to sound
Vulnerable fo cold

Vulnerable to (ire

Vulnenable fo blunt weapons
Vulnerable £o edged weapons
Vulnerable fo physical atfacks

Vulnerable o magikal

attachs

and the Level equals the decimeters on a side, 4if the ooze 44 in a cube.

]
|
|
|
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RANDOM MONSTER ENCOUNTER CHART

River/  Lake/
Die Roads Nosmal Forest Desent Mountains Swamp Ocean
Humans Humans Humans Humans Humans Humans  Humans
Humans Humans Humans Humana Humans Humans  Humans
Humans Humans N-Humans Humans N-Humans Humans  N-Humans
Humana Humans N-Humans N-Humans N-Humans N-Humans N-Humans

N-Humans Animal
N-Humans Animal

— =a
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N-Humans CE&imben
N-Humans Climben

N-Humans Waten
N-Humans Water

Humana N-Humans Animal N-Humans CLimber Animal  Water
N-Humans Animal Animal N-Humans CELimber Andimal  Water
N-Humans Animal  Animal  Animal  CE&imben Animal  Waten
N-Humans  Animal CLimber Climber  CEimber Animal  Water
N-Humans CEimber  Flyen Flyen CLimben Waten Waten
12 N-Humans Flyen Flyen Flyen Cavern Waten Waten
13 Andmals  Flyen Cavern Flyen Cavern Water Waten
14 Andmafs  Flyer Monster  Flyenr Cavern Waten Waten
15 Regutan Flyen Monster  Cavern Monsten Water Water
16 Regular Cavern Game. Monster  Monsten Flyen Waten
17 Regular  Monster Game Game. FLyen Flyen Flyer
18 Regular  Game Game Game. Flyen Flyer Flyen
19 Regufar  Game Game Game Flyen Flyen Flyen
20 Regufar  Game Game Game Flien Flyen Flyer
Movement Encounters per day o oment is atways assumed to be
Normal--------- 1 1/6 chances fon 12 hours a dayldawn to dusk],
Forest------=- 1/3 1/6 chances Camp 46 made during dusk, and
Desert---==-=- 1/2 1/6 chances broken during dawn. This makes

Mountains----- 1/4 1/6 chances

4
6
2
River/Swamp---1/5 & 1/& chances
4
10 1/6 chances

it possible fon attacks during
dark periods to occun. Night
encounterns are half as common.

The numbers above always assume that the party {s moving. 1§ the party is
not moving then stealth is doubled for the party because they are harder
to sunpnise. Also nemember that encountens occeun monre often in gront of
the panty than behind, because fo get a nean encounter the beings must
be behind the parnty, and moving fastern than the party.

ATTITUDES

071-50 Attack (80% Direct-20% Subterfuge)

51-80 Indifferent
§1-00 Friendly

Attack
- Attack to KiLL

21-25 Attack for Food

26-30 Attack for Magik

31-35  Attack fon Gold

36-40 Attack forn Captfives

41-60  Very Hostile(Draw weapons
and attack if don't retreat)

61-80 Hostile|Draw weapons and
attack if advanced on.

§1-00 Draw weapons & phropose non-
agghresion

Any attacks cause a -20 fo all nolls,
m;d any injuries cause an additional
=18,

l’nd,i.gﬁeftzn-t

- voLd

26-50 Indifferent(50% Draw weapons )

51-75  Undecided(noll again if any-
Zhing happens

76-00  Newthal-Draw weapons and
propose non-agghesion

Friendly
- Draw weapons and phropose non-
aggresion
51-60 Ask assisfance for something
61-80 Ask fo foin fon share
§1-00 Ask Zo accompany




CIVILTZED RACES

1. Andmen 21. Alorad
2. Bhrakons 22. Batlmen
3. Bugmen .23, Bugbeans
4, Centaun 24. Caone
5. Dinosaur Men 25, Chabmen (Amphibious)
6. Dwarves 26. Deodands
7. Eaglemen 27. Dragons
E. Elves 2§. Elendnu

. Flymen 29. Flokk
m Frogmen [Amphibious ) 30. Gargoyles
11. Haremen 31. Giants
12. Hawkmen 32. Gnomes
13, Hobbits 33. GobLins
**  Humans 34. Green Martians
14. Kanganoo Men 35. Hobgobfina
15. Lizand Men 36. Kobolds
16, Mermen (Amphibious ) 37. Leprechaun
17. Octopeds 38. Oghes
18. 0&d Ones 39, Ogres Magikos
19. Pigmen 40. Ones
20. Sentient Centipedes 41. Pixies

47, Salamanders

43, Senpent Men 44. Shadouws
45, Shark Men(Amphibious) 46. Snake Men
47. Tnitons (Amphibious) 48. Tholls
49, Wormdies 50. Yeti
ANIMALS GAME FLYER CLIMBER
1.ALLigatons Binds Batmen Baboon
2.Ants Boar Dragons Dwarves
3.Baboons Buffato  Eaglemen Giants
4. Boasteess veveeossCamel.. .. .Flying Snakes...Ciants
5.Bufgalo Cawo. FLymen Hobgoblins
é.Camels Deen Gargoyles Kobolds
7.Canndivorous PlantElephant Hawkmen Kobolds
8.Crocodiles-......Frogs Hippoghiffs - .Kobolds
9, ELephants Goats Pegasi Oghes
10.Goats Honses Pixies Ogres
11.Honses Moose Rocs OQaeA Magikos
12.Lions«vssrvasrsen Rabbits .. .Winged Panthens.Ohcs
13.Mocse Rats Winged Panthers Onres
14.8corpions Sheep Binds Oncs
15.8nakes Skunk Binds Skeletons
lé.Sp.{_dm ......... Snakesses Bitdaeeererannns Tholls
17.Tigens Squinnels Birds Tholls
18, Uniconns Toads Binds Yeti
19.Winged Panthens Tuwrtles  Binds Yetdi
20.Wolf Unicorn  Binds Zomb.ies

UNCTIVILTZED RACES-




CAVERN CREATURES

1.Bats
2.Bugbears
3.Cannivorous Plants
4.Deodands
5.Dragons
b.Fire Lizands
7.Flying Leeches
&.Flying Leeches
9.Ghosts
10.Giant Snakes
11.Gnomes
12.Gnomes
13.Goblins
14.Goblins
15.Goblins
16.Harpies
17.Minotauns
1§.Minotaurns
19. Mummdies
20.0gnes
21.0gnes
22.0gnes
23.0ncs
74,008
25, 0wl Bears
26, Rusters
27.Seapent Men
2§, Shadows
29.Skeletons
30.Skeletons.
31.8nakes
32, Spidens
33.Tholls
34.Tholkls
35.Tholls
36.Trokls

37. Wallwalkerns

40. Zomb.ies

1. Barracuda

2. Cannivorous PLants
3. Crabmen

4. Dolphins

5. Eels

6. Great White Shark
7. Killen Whates

&. Lampreys

9, Meamen

10, Octopdi

21-100. Nowmaf Sea Life

MONSTERS

Alamanzors
.Basilishs

. Chimenas
.Cockatrices
.Cyelops
.Demons
.Deodands
Diinnd
.Dragons
10.Epreet
11.E€ementats
12.Gangoyles
13.Giants
14.Golems
15.Hell Hounds
16. Hydras
17.Lichs

18, Manticonas
19.Medusea

20 . Mwnmies

21, Mummies
22.0gnes Magikos
23.Purple People Eaters
24, Rhinotauns
25, Safamandens
26.Sitver Sphene
27.Skeletons
28.Skeletons
29.Sketetons
30:Shetetons
31.Specthes
32,8pectres

33. Spddenwomen
34.Thotls
35.Tholls
36.Tholls
37.Winged Panthers
38.Winged Panthers
39.Zombies
40.Zomb.ies

OO0 ) O L b L RO =

WATER CREATURES

11. Pirana

12. PResdosaurus

13. Portugese Man-0-War
14, Sargasso

15. Shanks

16. Shark Men

17. Squids

18, Trnitons

19, Turntles

20 Whakes







NON-PLAVER EQUIPMENT
Rations*Tonches*Type 1*Type Z‘nge 3*1'%9, $*Type 5*Type 6*
0

95% of 95% of 95% 40% §0% 50%
1-8§ 1-6
TYPE ONE-noll 1-4 & add TYPE TWO-noll 1-§ Gadd
sthength facton sthength facton
1-3 Hatchet then check Type
4-5 Mace One table.
é Franeiseca
7 Shont Swonrd TYPE THREE-nofE 1-10
1 Feait T Dk
9 Broadsword 2 Podgniand
10-11 Falehion 3  Hatchet
12-13 Heavy Mace 4 Francisca
14 Celt Axe 5  Crowbar
15 Bastard Swond & Spean
16/22 Heavy FRail 7 Trident
17/23 Great Swond § Epee
18/24 Wan Hammex 9  Mace
19/25 Two-Handed War Axe 10 Whip

20/26 Pickh Axe
21/27 Great Flail
TYPE FIVE-noll 1-100

TYPE FOUR x028 1-20 0T-05 1-3 Dinks
1-5 Loather, Amon 118 13 Prasatsees
1?:;3 S“F“dhgﬂg Leather 16-35 1-6 Speans
g« 5“9 CW‘M} 36-45  Lever Crossbow(1-10 Quannels)
L sﬁ“‘ - 46-55 Belt & Grappel(1-10 Quarrels)
20 Pfa.ta bein 56-65  UWindlass X-Bow(T-10 Quarrels)
& UG % 66-75  Shont Bow(1-20 Awrows) :
76-85  Long/Honse Bow(1-20 Anrows
ey A AOEL sepanatery §6-95  Composite Bow(1-20 Awnows )
: 96-00 Foot Bowl1-12 Arnrows)
Flint & Steel- Ves
Cloak- 20% cerd SMAGIKAL DEVICESE wusssnssnssnssrensses
Blanket- 30% :

Roll an eight sided die for each Level of
cdvilized beings appear. Rell a fwelve sided
die for uncivilized beings. Fon each one

Steel Minnon- 10%
Silver Minnor- 10%

Siluen Cross- 5% ; o
. that was nolled, a magikal device L& present,

gﬁg'zk;plgzﬂ'gggﬁf%; and that die must be nolled again. The pos-
e seson will have the option of using the item

Rope- 40%(1-100 metens) LR ¥ ~
¥ : if 4t can help him, on her. Do not Let Magik
Grappel Hock- 50% if nope toint tx iod By : { tho ,

Calthrops- 20%(1-20) ; |
Wine/Waten Skins- Ves(1-4) ﬁggtffﬁnﬁt&gfﬁ?&gﬂ?&:&inuuﬂn

Ale/Wine/Brandy/Water-50/30/10/80 % for 1-4 of each

Back Packs- Ves|Small-Lange-Saddle Bags)

Thieves Kit- % equals Stealih Number

Lantuin- 30% (with 1-4 flasks olE)

0L~ 20%(1-4 4Lasks)

Poison-15%(1-40 points fon 1-10 seconds*it would have been on weapons
and thene s 1-10% of a Liter exthra)
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The Levelf Treasure and Magik chart works as follows;
Roll $ fo see if the type of valuable theasune £
included, and if 4t s, then a nandom § of the
amount indicated {s present. A treasure must have
something 4n it, so it may be necessarny to check
the row fwice to insure that at Least one thing
is present.

Leved

Coppen

Silver

0 0o~ O ounda a3 =

11
12

15
20
40

50%1000
7032000
50%5000

20%5000
5$5000

Roft 1-20

1-10 1 Spetl
11-14 2 Spells
15-17 3 Spells
18-19 4 Spelis
20 RokL again

40%100
508500
6051000

70%2000
5055000
4058000

30810000
20510000
10510000

& add 4

Level Theasure & Magik

Gold

30%10
40%50
508100

60%200
70%500
808750

70%1000
60%2000
50%5000

4057500
30%10000
20515000

10520000
530000

MAGTK JUNK

01-03
04-06
07-09
10-12
13-15
16-18
19-21
22-23
24-26
27-28
29-30
31-35
36-40
41-44
45-46
47-48
49-51
52-54

Epee

Cask

Gems

10%1
15%2
20%4

25%6
3048
35%10

40%12
45515
50%20

50%25
45%30
40%35

30840
20%45
15%50

Crowbar
Pickaxe

Water Skin
Flash

Lanturn
Toreh

Flint § Steel

Small Pot
Lange Pot
Sibver Cross
Sibvern Miwon
Steel Minnon
Mallet
Wooden Stake
Inon Spike
Tron Spike w/Eye

Jewels

5%1
851
10%2

13%3
15%4
20%5

75%6
30%7
35%8

40%9
45810
50§12

45%15
40%20
35830

55-56
57-59
60-62
63-65
66-68
69-71
72-74
75-76
17-79
£0-61
§2-63
§4-55
§6-87
§5-589
90-91
92-94
95-97
95-00

Chalk

Saddfe Bags

Lange Back Pach
Small Back Pack
Larae Sach

Small Sack

Five Man Tent

32 Man Tent

Two Man Tent
Black Velvet Cloak
Red Velvet Cloak
Purple Velvet Cloa
Brown Cloak

Green Cloak
Blanket

Sitk Rope(1-100m)
Hemp Rope(1-100m)
Grappel Hook



IMAGTIKAT 0BJECTSY

FERERERERRREFRRER RS
TYPE -
01-30" Heapon 1 Weapon and Anmon PLuses
31-40 Ammon 1-10 Plus 1
47-65 Scroll 11-14 Plus 2
66-68 Ring 15-17 Plus 3
69-71 Amulet 18-19 Plus 4
72-75 Wand 70 RolL again and
% 76-95 Potion - add four pluses
Seataddaclagie, dust,; o
yy— 01-04 aﬁu&.k 72-74 Speatr
Lt 05-08 Poigniand 75  Tnident
01-20 Shield 09-11 Greatsword 76-77 Shont Bow
21-60  Full Sudit 12-14 Bastard Swond 78-79 Long Bow
61-75  Head Pedice 15-24 Faleion &0 Horse Bow
76-90  Body Ammon 25-39 Broadsword §1-52 Composite Bow
91-00 Hands 40-47  Shordtswond 83 Footbow
43-44 Two Handed War Axe 4 Calthrop
Amon Type 45-48 Celt Axe &5 Whip
1-% Loadhon 49-53 Francisea §6-87 Quannekl(s)1-10
6-10 Studded Leathor 54-55 H@tche,t §8-89 A)quwIAH-iﬂ
15-17 Heavy Chain 57-58 Heavy Flail 91-94 Lever Crossbow
18-19° Scafe Amon 59-62 Flail 95-97 Be_,&t & Ghabbel X-bow
20 Peate Amnox 63-64 War Hammenr 9§-99 Windlass Crossbow
65-67 Heavy Mace 00 Lance
68-71 Mace

Weapon Spells and
AbLLities

1-16 None 17-18 1 Spell 19 1 Spefl + Roll Again

20 Special Ability + RolL Again

(RoLEL once for each +)

SCROLLS
01-35 1 Spelt 71-80 4 Spells 94-96 7 Spells
36-55 2 Spells §1-88 5 Spetds a7 § Spells
56-70 3 Spells §9-93 6 Spells 98-00 Cunsed Scrofl|As Spetl)

RINGS & AMULETS

1-10 1 Spelt Rings and amulets can have any spell
11-14 2 Spells on them from the spetl tables. An
15-17 3 Spells Ampontant thing fo nemember is that
18-19 4 Spells these items might be trapped to haim

20 RolLt Again and those not gfamilian in thein use.
add fowr Spells

WANDS

1-15 1 Spelt 16-19 2 Spells 20 Roll again and add 2 Spells.
Wands have a random percentilfe of 50 units per spell in them. The play-
eits should have no idea how many units any wand containes, unfess they
made Lt, or were present as Lt was made.
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ST AL REDLEFTES

Roll a 1-3 fon the §inst digit(3 4s 0)and
noll a 1-10 fon the second digit. (00 is 30)

Weapon will nefuse fo Leave hand when danger 44 near. Also Lt wilk
hefuse to be sheathed.

Weapon will nefuse fo ever Leave hand and will awtomatically atiack
strangens to the holder of the weapon.

Weapon will nefuse to Leave the hand of the hofden, and will auto-
matically attack anyone nearest to the holdex.

Weapon will nefuse to Leave hand, and plusses are now minuses.

When weapon £s drawn, £t must draw blood before being sheathed, on
it will attack all nean it as a dancing weapon untif alf have been hif.
Weapon does double nonmal damage, but also does five points of damage
to holder pen second held.

Weapon does five points of damage to hofder per second held.

Weapon doed fowr times nonmal damage, buf alse does five points of
damage per second to the holder of the weapon whife held.

Weapon takes oven the character when ever he 48 60% damaged or oven.
Weapon will procede with random attitude nolls. (I will not allow

it self to be sheathed, even if favorable attitude nofls are made.
Weapon will attract doubfe noamaf monsters.

Weapon ecauses an automatic minus 20 on all attitude rofls.

Weapon will cause a plus 20 on the finst attitude noll.

Weapon will be sought aften by any unfriendly humans, or non-humans
that see it. Friendly humans will attempt to trade anything they

own for it. 1§ nefused, they will tuy to steal if, on RLLE for LL.
whmhﬂeﬁum, on Launched, weapon will nefunn and strike owner in

the head.

Aften the weapon has touched the bfood of anything, it will become

a dancing weapon that will attack until the creatwre huns, oh dies.
Weapon will give five points of damage to anyone who fouches it, but
onbfy the §ist time.

This weapon will cause all attacks aimed at the holder to be deflected
to anyone else within 3m of the holden. (Only works if being in range)
This weapon attracts attacks aimed at anyone efse within 3m of hofder.
This weapon has a spell that is to be rollfed randomly each time it is
used. (ALL spells can appean)

This weapon fights as a dancing weapon against any opponent as many
seconds as it was used nowmally against that opponent.

14 the hofder of this weapon is hunt, this weapon will give the same
damage to whoever gave £t fo the hofden. This damage 45 magikat.

This weapon steals Levels from whoever L8 hit by it. For each Level
stolen, the weapon gives a penmanent +1 to the Strhength and Consii-
tution of the holder. 1§ within 24 houts the swond has noit kilfed
anything, it will now subtract one point from the Strength, and
Constitution of all who have ever used it. This is also permanent.
The subtraction will be each(rofl 1-6)1-3 minute/4-5 houn/é day.
Weapon will immediately take over the character. RofE handom attitudes
to get it's actions. Weapon will netain control, even Lif sheathed.
Weapon will always stnike a Limb, (Includes head]if a hit is scored.
Weapon will always sirnike the head, {f a hit is sconred.

Weapon must have a soul by sacrifice each day. Human, or non-human
sachifice has a 10% chance of getting a friendly demon swmmoned.
Weapon has a 2% chance of faking over character each time 4t {4 used.
Weapon is intelligent. 14 can speak to hofder onlyltelepathicly).

1t has 2-40 Languages at it's disposal.

Weapon L4 intelligent and can talk. 1t has 2-40 Languages Lt may
speak. [Check it's attitude whenever an encounter is made)

Weapon will naise the Level of the hofden 2-12 Levels when the weapon
is used, These additions are also used when experience &5 figunred.
These additions are in effect only as Long as the weapon L& held.







The players may want to have non-human characters. This can be per-
mitted if certain guidelines are observed. ALL uncivilized haces stant
out at finst Level, and if a certain fevel is indicated, cannot excede
that Level. ALL uncivilized naces start with no money, and no equipment.
The exact numbers of his characteristics can be detewmined as foflows:
Add nine 1-20 rolls to one 1-10 rofl and multiply this fotal as a
percentage, to the noxmal charactenistic in question. This must be
done fon each characteristic in question.

An alternative system to stant charactens that is available is the
"SRifl System". This system may be used instead of the advancement sys-
tem of scheofs, awny, efe. in the "Playens' Guide". This system assumes
that all things attempted without the proper skiLL are done at 80% of nonmal
chance. 1§ the skill in question is presept once, then the chance (8 nomal.
1§ the shill is present moxe than once then the chance 4s 110% greater for
each extra ShiEL 'Level'.

1# is assumed that all non-player charactens encountered have any
skills they need, but onty once.

Skills & Abifities are picked on the appropriote chants that
ane Listed following this explaination. A beginning player can
pick skitls that do not exceede a value of seven. For each 25
experience points that are earned in a catagory, the player
gets a value of 1 to 'spend' in the area that it was awarded,
on in the Mundane Skills.

The exceptions to this nule are that Shaolin Priests may 'spend'
the points they earn in any catagony, except Wizards. Wizards
get seven of the value points fo spend at the beginning, Like
othen playens, but they only get 1 additional point for each

50 experience points eawned in magik, and these points may be
spent only 4in the Mundane Skills chart.

WIZARDS

Wizands may pick from the beginning spefls List at a cost
of 1 for each spell on table 'A' and a cost of 3 for each spell
on the 'B' table.

FI@&HTERS

Hand Knife(1) Ceub(1)

Swond (2) Hafted Weapons (1+Coub) *AxSHmmer/
2 Handed Swond (Z2+Swond) 2 Handed Hafted Weapons (2+Hafted U)
SwondéKnife (2+Swond fwice) Flail(2)

Two Swonds (2+SwondéKnife) 2 Handed Flail(2+FLail)

Spear Thausz(1) Shietd(2)

Trident Thaust(1) DelLagation(2)

Net(2) Leadership(2+Delagation)
Honsemanship (2+Riding) Lance [2+Hons emanship)

Expert Horsemanship(2+Honsemanship)
Hitting (1) Kiching (1)



THAVE YPES

Open/CRose Door Quiet(T] Set Traps (1)

Move Quiet(?) Detect Traps (2)

Listen(T) Foil Thaps|3+SetéDetect Thaps)
Hiding(2) Thacking Well [2+Thacking)

Evading (2) CLimbing Well [2+CLimbing)

Pick Lochs(2) Potions 6Drugs (4+Chemist)

Pick Pochets(3) Poisons | 6+Potions EDrugs )

Palming (1) Acrobatics (2)

Sniping (2) Detect Observens (4+ListensMove Quiet)
GambLing (2) Disguises(2)

Detect Seeret Doons(2)
MARKSMAN

Crossbow(ginst 1,then 2) Bow(2)
Thrown Knifel(1) Speax (1)
Footbow(§inst 3,then 2) Hatchet/Axe (1)
Honsebow | 7+BowsRiding) Rock (1)
Net(1) Thrown Rope(1)

MUNDANE SKILLS
Hitting(1) Anmoren(3) Rendener (1) Cobblen (1)
Kicking (1} Bake/ (1) Headsman (1) Cooper(1)
Hand Knife(1) Brewen(7) Drapen(1) Engineen (2)
Club(T) Cook(7) Fishenman(1) Mechanic(2)
Thacking (2) Sculpton (1) Tanner (1) Butcher (1)
Climbing (2) Joinern(2) Vintnen(1) Carpenten|(1)
Riding (1) Thatchen (1) Stone Mason(1] ZoolLogist(5)
Thrown Rope(1) Farmern(1) Stone Cutter(l) Cabinet Maker (1)
Blacksmith(1) Potten(]) Wheebtwright(1] Ealhordan(1)
Ropen (2] Animal Training(?) Drive Homses (1)
Cartographen (2)Swimming (2)  Diving |2+Swimming)
Leatherwonken(1)  Seamanship(2) Captaincy 2+Seamanship)
Running (2)*12.5%  Gardenex(1) Horticultunist|2+Gardenen)
Literacy(1@lang)  Assess Value(Z) Jeweler|2+Assess Value)
Fluency(l@lang)  Apothecary(?) Chemisz(3+Apothecany)
Alohemist|4+Chemist) Arithmetic(1) Bookkeeper | 2+Arithmetic)
Banber (1) Physician|2+Barbex) Chirungeon|2+Physician)
Hunten |2+Tracking) Sernibe(2+Literacy £in 2 Languages)
Minstrel (1) Navigation(4) Cosmetology (2)
Prostitution(1) Astrology(2) Flechen(T1)
Ménex(1) Charcoal Buaner (1) Merchant(1)

Ventrniloquist(?) Magistrate(?) Religion(1)



EXPLAINATION of SKILLS

Fighting and Manksman skilLs should be obvious.

Thieving skills arne augmented by the thieving hit. This has a
collection of Lockpicks allowing attempted Lockpiching, a brass cone
That counts as an additional Listening skill Level if used, a tube
of 0il that counts as an additional shifl level when opening doons
quietly, a minor disguise kit, a sthaight nazor, face black, and
enough KO powder %o put one human out for about 10 minutes (this
costs 1 G.C. fo replace|with a file finishing the kit.

Thieving shills are assisted by the fact that the Stealth Facton is
multiplied by the thieving Level whenever it is used for thieving skills,

Open/cefose doon Quiet - 10 seconds-Stealth Facton is base % chance
Move Quiet-Doubles Stealth Facton for each Skilf Level(defensivly only)
Listen-Doubles Stealth Factor fon each Skifl Level (detection onfy)
Hiding-Doubles Stealth if actually hidina for each Skill Level
Evading-ALLows Attempied passing through hostiles in closed area with
Sealth Facton Times Evading Skilf Level Being %Chanca noit hit
Pick Locks-10 seconds-Stealth Factor is Base % Chance
Palmina-Stealth Facton is Base § Chance
Sniping-Doubles Hit chance if ftarnet is unawanre of sniper (Level ? triples ete)
Gambling-Tncheases chance of winning 10% per shill Level
Detect Secnet Doons-1 minute fo search Zm/Im wall fLoor ete. Stealth
Facton is base chance. [each Zm/?m area has ?%chance of being a secnet doon)
Set Traps 1 minute plus Materiales-Stealth Facton 45 base $ chance
Detect Thaps-Base Thap L8 100 per Level. Stealth #divided by B.T.#
equals $nof tuip. Stealth Facton divided by B.T.#=$chance detect.

Foil Thaps 5 minutes-T4 defected Stealth Factor s Base % chance of foil.
Thacking Welf-Llevel 2 Tracking-can wonrk indoons alsc.

ClLimbing Wall-Level 2CLimbing-allows free climbing.

PotionssDrugs-Can mix sEeeping;wake up; 6 other ménon drugs.

Poisons-can make vodlsons (1-10 points forn 1-10 seconds per sRiLE Level.
Acrobatics- ALLows Bonuses to dodging missles & evading & climbing

count as % shill Level fon each area; fon each shilf Level.

Detect Observers-know £f bieng watched by anything-

Stealth Facton equals base % chance.

Disguises-Stealth Facton equals base % chance of succeas.

MUNDANE SKTLLS

This 48 only a dictionany of sonts, the refenee should wonk
out his on her own systems. (Advise that the skilf be needed
many times Lo make a Living at the occupation in question. )

Thacking- Qutdoons only CLimbing- With equipment only

Ropen- Makes nope Cartoghapher- Makes m%p&

Browen- Makes ale Running- 12%%Bonus 134,648 and, eto,
Joinen- Makes dovetail joints  Thachen- Makes § fixes roofs

Swimming- can Diving- Hold breath & swim underwaten
Draper- Makes yard goods Renderen- Boils animals fon fats(candles)

Vintnen- Tutns grapes info wine Wheelwright- Makes wagon wheels, efc.
Stone Mason- Montars stones Stone Cutter- Cuts stones for buildi
Cobblen- Makes shoes & boots Coopen- Makes cashs & bawrels

Cabinet Maken- Makes coffins Engineen- Can design things (buildings)
Mechanic- Designs basic devices Zoofogist- Doubles chance of recognition
Eathordan- Afe peddien Gardnen- Can decean most edibfe plants
Assess Value- Accuwratly (gems) Jeweler- Assess fewels accuratly
Arithmetic- Can +-X+ well Bookkeepen- Keep accurate books



Apothecany- Minon knowledge of herbs and noots

Chemist- Minon knowledge of common chemicals

AMchemist- Major knowledge of common chemicals

Barber- Cuts hair, pulls feeth, & can bandage wounds
Psysiedian- Sew wounds, & perform minoi surgery

Chirungeon- Capable of majon surgery

Scnibe- Can be hined for the transfation of books from other Languages
Minstrnel- Knows how fo play an instrament, and can enfertain
Navigaton- Knows Location(with proper insthaments
Cosmetology- Make-up, hair dyes, efc.

Prostitution- The physical skills involved

Asthology- Knows stans & thein positions

FEetchen- Makes anrows & quannels

Charcoal Burnen- Tuwns coal inte charcoal

Merchant- Can self things (Satesmanship)

Ventriloquist- Ability Lo throw voice

Magistrate- Governmental ski{£€s(Civil Servants)

Religion- Knowfedgable of focal Religions and beliefs

SPECTAL NOTES

A black velvet cloak will add one Level to thieving Level fon
hiding purposes, unless creatune has infra-vision.

Shaolin Priests do not get free hit Location on missife combat.

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

A neferce can noll a 1-20 sided die fo find out how many minutes
to wait before nolling a 1-6 die for wandering monsters. On a one,
noll again for multiple encounter. T1f &0 roll again, etfc. ALEL times
named ate £n game time.

ALEL players may accumubate expierence points untif age 30, when
only wisdom and psyehie experience counts. At 40, psychic stops and
each month Strength, Dexterity, Stealth, & Endurance have a 30% each
0§ going down one point. If any ability reaches zero, characten dies.
At fifty yearns, Marksmanship goes down as above and wisdom stops.

At fifty-five, Wisdom stants to go down at one point per month, and
the percentage of wisdom Left 4is the percentage of remembering any
creatures encountered.

Additions to the price List: 1 hand 2 hand
Celt Axe [Damage) 14 (Weight] 3.00 Kilos (Price) 12.00 &T 36
Whip (Damage as Bite) 4 (Weight) 1.00 [Price] 3.00 9 4

Fine Weapons & Awmox:

This 48 a way for players to aquire weapons that are superior Lo
the weapens nowmally availabfe with an increase {n cost to balance.

14 the price is multiplied by ten, the weight (but not the damage)
of the weapon can be multiplied by §0%.

Very fine weapons cost 100 times as much as nowmal, but only weigh
64% as much efe.

Any differences between the Magik Spells .in the Playerns Guide and
the Kabal Spelf Book are to always Let the Kabaf Spelf Book tahe pres-
Ldence.

Magikal Items ane fon sale, but the price is almost prohibitive.
The referee must not allow the players to aquire any really powerful
items by outright purchase.



k|

Weapon Lengths and their affect on combat;

Dink 0.2 Great FPail(BD-16) 2.0[Wt.6.25k)
Poigniand 0.3 Heavy Flaif [N
Greatswond 1.8 Flail 0.8
Bastand Swond 1.4 War Hammer 1.1
Faledion {2 Heavy Mace 0.9
Broadsword 1.0 Mace 0.7
Shont Swond 0.6 Epee 0.8
2 Hand Wan Axe 1.3 Pick Axe 1.4
Celt Axe 1.0 Crowbar 1.0
Franeisoa 0.7 Spear. 2.0
Hatchet 0.4 Trident 1.6
Whip 4.0 Lance 5.0
Anrow 0.8 Quarrel 0.4

In hand to hand their must be the Length of the weapon plus
hatg the height of the weilden on each side to swing, with the
Length of the weapon plus 1% times his height to swing overhead.

In thhusting, remember that the Longest weapon abways gets f4nst
attack(Levels do apply, but the Longer weapon counts as an extra Level
fon the holfden enby on the firnst attack, unless the Length prevents
any chance of being hit, when any hit will allow a free atiack)

In missile combat their is a minimum range of firing. This is
tfwice the Length of the weapon in quesition.

Special notice on whips: Whips are only effective from 3 Lo 4
meterns away. CRoser on fuithen wil stop any potential fon damage.

Height advantages: When one being is tallen than the other,
then this tule may apply. For medium differences, rolf 1-80 gon
the tallen and 1-80 + 20 for the shorter when doing hit Location.
Fon Lange differences use 1-60 & 1-60 + 40. Men on horseback may
onbly be hit 1-60 + 40 if attacked by anything shorter than Zm.

14 during missile combat a hit was rofled that hif a part of
a being under hard cover (missile couldn't penatnate) then that missile
hit the cover and not the being. (People will now want covet)

Referees should always remember to have the creatures that are
encountened fo be complete unto themselves. They arne not fjust for the
characterns to RiLL, on o RILL the characters, they have thein cwn
gheeds, Lusts, fearns, and cowrage. They Live in the worbd that the
neferee must hun, s0 make sure that they act that way. Monsters don't
84t in thein nooms all day and count their theasure, they have Lo
eat, neleive themselves, sleep, and occupy thein Lime. 1§ the game
s o be twly realistic, the nefenee must breathe Life into the
cheatures that inhabit the wonkd of KABAL.

An impontant thing to nemembern is that creatures will use the
magik {tems they possess on the charactens attempting to hob him,
This makes the characters earn the items they aguire, because the
plus five weapon {8 much harden to get when £t is being used on you.



Refences should remember that when playerns aquine things grom dead
beings that they do not come with manuals of instwetion and Labels that
tell their abilities, {4 they even have any.

Refences should nemember #o not telf the exact name of a creatwre
untess the wisdom hecognition roll has been made and the players did.
The descriptions on the Cavern & Wandering Monster Tables axe fust
the deseniptions the refernee should use. 1§ Zhe players want more, well
that s just too bad. 1§ they do not necognize the creature then any
additional information Wikl only serve to bend the punpose behind the
system in the finst place.

Intelligent creatunes will have a 10% chance of treasure for each
Level they possess, for each being in the ghoup,

Unintelligent creatures will never assemble copper, silver, oi
gold. Basically the only treasure they have s if any bodies of any
intelligent beings wene Left untouched, and unlooted.

Intelligent oreatuwres will sleep about § hours a day, hunt for
about §, and stay home for the other 8. No intelligent cheature wouwld
feave his treasure alone and unguarded without a trap. Also it would
not go away fox very fong (maybe 1 ox 2 howrs] without checking on his
valuables. You may be suxe his magik objects are on his personage.

When ever thein i a competition between two beings, a good nule
of thumb is to compare the primary characteristics to aurive at the
chances for outcome. An example 48 hiding from a being, where the
Stealth factors are compared (as combat with Dexterity) fo get the
chances of the §inat being fénding the second. Each minute he Looks
he can check a 4m X 4m area. 1§ he doesn'it find anything immediately,
he could keep Looking, on just give up. (Check attitudes)

The neferee should never allow magik items to be used Zo make ok
stnengthen othen magihal items.
1 at any time a problem arises, remember that the neferee's

word is the Law of god, and the neferee's job is fo be as healistic
as is possible in all his decisions, and as impantial as he 46 good.

The game is to have a good time with, so if a problem comes along,
it will destnoy the mood of the game if it is not solved quickly and
fainty,

The player may want to try something that is not in the rufes,
s0 the nefenee must decide zhe chances of his succeeding at his
endeavor, nollf and see if it was done, and §igure any side thacks
that coubd affect on be the outcome.

Hinelings will have Long tenm Poyalty changes as folLows:

Eveny successful expedition in which that hireling was paid,
and not injured, and got a bonus, his Loyalty &s + 1.

Every expedition that he &4 not hurt, on teanibly overpaid will
not adjust his Leyally.

Any expedition that he gets hurt and/on doesn't get paid in full
will be at Least a - 1 on his Loyalty.

Any expedition where the employen doesn'i take about as many,
and as dangerous, chances as his hirelings, the Loyalty will get a
- 1, and the requests will get a - 2 for that expedition. The minus
to Loyalty will be permanent.

14 any hireling is Left alive on unknown in an expedition, the
Royality of the other hirelings will get a - 1 if no reasonable steps
ane taken to help on find the missing person(s).






THIS senies of books was done for the use of the people who have
gowtd note playing to be of interest and fun. T hope that the games that
ane played are fun and enjoyable. 1§ any problems are found, please peel
fnee to write fon information. T will answer any questions that include
postage. T also possess a cassette necorder for those who want that
type of conrnespondance.

LSO from KABAL GAMING SYSTEMS:

./{'ABAL PLAYERS' GUIDE....cevuvnnnes sEes van 9400
V@BAL SPELL BOOK..... sedsbagyeesanmmaneaees® 5l
J@BAL REFEREES GUIDE....... e $10.00
é;Z:)uNGEON FLOOR MODULES........ See e sees¥ 5,00
IXABAL PLAYER RECORD SHEETS(Pad of 25)...... $2.00

(Pad of 50)......% 3.50

‘gF any one wants to weite, please address them to;
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XERNEST THOMAS HAMS i
£12385 ROSE ST. N. 3
ISEMINOLE, FLORIDA 33542%
%

$(813) 397-1247 i
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