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KILL BARGLE - PART 1

A Dungeons & Dragons Scenario for 5 Players

ITZACON 10 SCENARIO by GREGOR HUTTON (Wﬂll 11'6 HARD WW

THE LONG AND THE SHORT OF IT 'Ne,sgg)
It's been 40 years since Dungeons & Dragons was created by Gary Gygax and

Dave Arneson. And it’s been 30 since the “classic” Red Box by Frank Mentzer was

released. Let’s celebrate that. So, this scenario is basically the introductory

scenario from the 1980s-era Red Box D&D, with a twist.

PCs ‘e T"'"NK K‘uf Blu') BuT WIT"'

The 5 PCs are: G',E - VIM'N OF
Fleetwood, a male Fighter BAR A GARG AN-m A”

Aleena, a female Cleric

Greegan, a male Thief, who is the half-brother of... “;l' Ram“‘
Felonius, a male Magic-User, and

Belrain, a female EIf

The Adventure

They are adventuring together outside the City of Threshold. The ruins they are
exploring are the hide-out of the villainous Magic-User Bargle, who will - as time
begins to run out on the game slot - turn up wherever the PCs have got to and:

depending on the damage dealt. What a bastard!

1. Shoot Aleena with a Magic Missile. This may, or may not, be “fatal” to her “ ,
@ 16+ DAM!
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2. Charm the other PCs to help him get away with it and give him their gold
for “safe keeping”.
3. Effect his escape as best he can, using Invisibility if Charm doesn’t work.
MAGE »

Outcomes s OR “ma“o:t ‘A PR\‘K!
The following are possible outcomes: “
» Aleena may be toast, apparently, though the other PCs may hold cut hope
of saving or resurrecting her. (They will be successful in this, for sure!) s, AND
.+ * Bargle may be toast, apparently slain by Aleena or the other PCs. ”‘ce A
* The PCs may have gained treasure from their adventures. 600D
The PCs may have been brutally injured, or apparently slain, by other W “Y 70
creatures in the ruins. (Let’s just hope it’s not by the kobolds at the gate
or the carrion crawler that they meet at the start!) wo
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s w ﬂ‘lf anyoge.is reduced to O or less HPs then have them “stunned” for d6 minutes. Sﬁﬂo“.'
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Then put them at 1 HP after that, or at 2 HP if the other PCs bother to treat their
wounds. In the final battle just have them taken out of the fight if they hit 0 HP.

AFTERWARDS

Later on in the con there is Kill Bargle - Part 2 where the PCs re-assemble to
kick his head in now that they're much more experienced adventurers.
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Introduction

Read through this booklet from front to
hack, just as you did the PLAYERS' MAN.
UAL. A vast wealth of information awaits
you!

In your adventures so far, you Irave met
many fearsome monsters — goblins, skel-
ctons, and even a Rust Monster. There are
dozens of other monsters descnbed in this
hooklet.

You have found treasures — coins of all
types, gems, and a magical potion. There
are dozens of other weasures here,

You have visited a “dungeon” — some
caves near a town. There is a new dungeon
in this booklet!

You will also leart how o put all these
things together, make vour own dungeons,
run games for other players, and probably
have more fun than you ever imagined.

Terms and Abbreviations

Let's review the most commonly used
terms in the game: they will ofien be used
inn this booklet,

A character being run by a player is
simply called a Player Character, or “PC.”
The D&D gumes you wilt run are actually
stories about the PCs in a fantasy world,
and you and your pliyers will make up
these stories ogether. You will play the
roles of the Non-Player Characters
(NPCs) and monsters.

Take i moment to review these terms
and abbreviations and become familiar
with them:

Definitons:

Character: Anv imaginary person (human,
dwarf, elf, or halfling) in a DED gme.

Player: A person who plavs the role of a
ci:;imctcr in a D&D game.

" Adventurer: Any character which seeks
adventure, daring to face monsters and
dangers in search ol fame and fortune.

Class: The profession of an adventures.

Party: A group of adventurers, gathered
1o share their talents tor the good of all.

Monster: Any creature that is not a charader.

Normal Man: A typical townsperson, who
is not an adventures.

Treasure: Any viluable item, usually & coin,
gem, piece of jewelry, or magic item.

Dungeon: Any place where monsters and
treasures can be found (ncluding caves,
old ruins, and so forth).

Dungeon Master: A person who runs a
D&D game, plaving the voles of the
monsters.

Non-Player Character: Any characier that
is run by the Dungeon Master instead of
a Player,

Level: A number indicating the power of
an adventurer or a spell.

Alignment: A 1erm generally describing
the behavior of any creature — Lawful,
Neutral, or Chaotic.

Saving Throw: A creature’s chance o save
itselt’ from a special atack (magic, poi-
SOM, ¢Ic.).

Abbreviations

PC:  Player Charucter
NPC: Non-Player Character (run by
the Dungeon Master) :
DM: Dungeon Master
Str:  Strength
Int: latelligence
Wis:  Wisdom
Dex: Dexierity
Con: Constitution
Cha: Charisma
NA: Number Appearing
AC:  Armaor Class
HD: Hit Dice
hg:  hit poins
d: type of dice
3 Damage
MV: Movement Speed
#AT: Number of Atacks
Save: Saving Throw Class & Level

C: Clenc

M: Magic-User

F: Fighter

T: Theef

D: Dwart

E: Elf

H:  Haltling

NM: Normal Man
ML: Morale

AL:  Alignmemt

XP:  Experience Points
cpt  copper picoes
sp:  silver picces
ep:  clectrm picces
gp: gokd pieces

pp:  platinum pieces

The Most Important Rule

T'here is one rule which applies to every-
thing vou will do asa Dungeon Master, Iois
the most important of aff the rules! v is
simply this:

BE FAIR.

A Dungeon Master must not tiake sicdes,
You will play the roles of the creatures
encountered, but do so fairly, without
favoring the monsters or the charcers.
Play the monsters as they would actually
behave, at least as you imagine them.

The players are uet ﬁgll,uiug the DM!
The characters may be fighting the mon-
sters, but everyone is plaving the game to
have fun. The players have fun exploring
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and earning more powerlul characters,
and the DM has fun playing the monsters
and entertaining players.

For example, it's not fair 1o chunge the
rules unless everyone agrees to the change.
When you add optional rules, apply them
evenly 1o everyone, players and monsiers.
Do not nitke exceptions; stick 1o the rules,
and be fair,

The Dungeon Master’s Job

A DUNGEONS % DRAGONS game is
basically a series of encounters, with other
actions (such as movement and problem
solving) between them. The dice are ofien
used to hind results when choices must be
made. All the dice rolls are called “game
mechanics.” The game consists mostly of
role playing, game mechanics, and strat-
civ.

During an Encounter, the players make
the Hit rolls, damage rolls, and Saving
Throws for thewr characters. You, the Dun-
geon Master, make similar rolis {or the
monsters, plus other rolls o find the mon-
sters actions (such as reactions el mo-
rale).

The DM’s Roles

You will play the roles of all the monsters,
townspeople, and other creatures encoun-
tervd. The best Dungeon Masters are able
to ply severab roles at once — such as
when the characters meet another party of
adventurers, all played by the DM!
However, your creatures are not as de-
talled as the PGs, and are easier to play.
Their actions are often determined by dice
rolls. One rule applies to all the creatures,
cven though there are many different
types: Imagine how the creature fecls.
The actions of a creature are often de-
tesmined by its Algnment or Intelligence.
For example, am animal is not very smart,
and will act very simply — hungry and
hosule, neutral and unconcerned. or
iriendly. More intelligent creatures may be
thinking of many different things: food,
treasure, home and friends, and so forth,
When an encounter seems hikely, think
about how the creatures teel, and how they
might act, When the encounter begins, you
will often roll dice w find the actual reac-
tions of the creatures. The results should
be adjusted for the creatures’ imelligence.
habits, and other detals, ’
Lmagine how your creatures will react to
these dungerous, greedy characters stomp-
ing around the caves! The monsters will
try to survive and be happy in their own
ways, and will often fight w defend their
homes and treasures,



But remember — although the monsters
may be fighting the characters, you are not
fighting the players. If you try 1o entertain
them, they will entertain you. Play the roles
of the monsters, but forget them when
they are sltin. Their only purpose, in the
long run, is entertainment.

Reactions

When an encounter begins, you may find
the actions of monsters by making Reac-
tion rolls. The results are a guide to play-
ing the monsters’ response to the arrival of
the characters.

An encountered creature might atack
automatically. The ghouls in your first
adventure, lor example, will always anack
anyone entering their area, becavse the
description of this monster says so. Most
monsters do nof always attack, so be sure to
read the descriptions carefully.

Many creawures can be friendly or un-
friendly, depending on the situation. Their
reactions can sometimes be determined by
the actions of the characters. 1f a fighter
has a sword out and charges at a goblin,
the goblin is not going to think the hghter
is friendly! The goblin might auack and
might run away, but probably won't try 10
talk.

More often, however, the characters will
wait and “see what the imonsters do” before
they start anything. Likewise, most mon-
sters will usually wait to see how the charac-
ters act! When this type of encounter be-

ins, you should make a Reaction Roll for
the monsters, using 2d6. Up 10 3 Reaction
Rolls may be needed (o finish the encoun-
ter.

Whenever the characiers attack the
monsters, stop rolling for reactions. The
monsters will fight to defend themselves,
and might run away (depending on their
Morale score, as explaincd on page 14).

Reaction Rolls are expliined in detail on
pages 22 — 23, Read that section before
starting your first group game.

Running the Game

During most of a D&D game, the Dungeon
Master leaves the decisions to the players.
The DM presents the setting — describing
what the characters see, offering choices of
actions, and so forth. But the course of the
game is determined by the actions of the

arty, as decided by alt the players. The

M can almost relax and enjoy the charac-
ters’ progress as they explore, make maps,
solve puzzles, and so forth.

The DM usually deals with the charac-
ters as a group, rather than the individuals,
However, when an encounter begins, a
change occurs. The DM 1akes a more

active role, becoming more aware of the
actions of each characier. The players have
a more lmited choice of actions as they
confront a monster or NPC. The DM plays
the roles of each of the creatures encoun-
tered, and decides their actions while con-
sidering those of the characters. Game
time passes in “stow motion,” as the DM
carefully considers the round-by-round ac-
tion (M} seconds at a time) and announces
the results,

An experienced Dungeon Master can
play the roles of several monsters at once.
It can be very hard to do this Fairly, without
favoring the monsters or the characiers,
Just as plavers should keep “player knowl-
edge” and "character knowlets)gc" separate,

so should the DM keep the “monster
knowledge” completely seﬁaraled from the
“DM nformation.” This challenging task is
further complicated by the need to keep
the game running smoothly at the same
tme!

The following checklists can be used 1o
make sure that everything is handled
smoothly during narmal play (ORDER OF
EVENTS IN A GAME TURN), during an
encounter (ORDER OF EVENTS IN AN
ENCOUNTER), and during an encounter
that results in combat (ORDER OF
EVENTS IN COMBAT). You may concen-
trate on the roles of the monsters, using
these lists as reminders of the necessary
game mechanics.

ORDER OF EVENTS
IN AN ENCOUNTER

1. Number Appearing: determined by the
DM [pngepg‘:’). # ’

2. Surprise; DM rolls 1d6 for cach side
(mansters and party) (page 58 of the
Plaver's Manuals

3, Reactions: DM rolls 2d6 for the mon-
sters’ first reactions (page 22).

4. Results: If —

a. both sides talk, continue reaciion
rolls, negotiation, eic, as needed.

b. one side runs away, the DM handles
Evasion and Pursuit {page 16).

c. one side attacks, continue with
ORDER OF EVENTS IN COMBAT.

ORDER OF EVENTS IN A
GAME TURN

. Wandering Monsters: DM rolls [d6 (Nor-
mally checked every 2 turns)
2. Actions: Caller describes all party actions
{movement, listening, searching, ete.)
3. Results: Il —
a. a new area is mapped, the DM de-
scribes it.
b. an encounter occurs, skip to ORDER
OF EVENTS IN AN ENCOUN-
TER.
¢. something is discovered {secret door,
item, eic.), the DM announces the
results.
d. no encounter occurs, the game turn
ends; rewrn 10 #1.

ORDER OF EVENTS IN COMBAT

L. Intentions: The DM asks cach player
what the character intends to do in the
coming round

2, Imtwative; Each side rolls 1d6. The side
that wins the mative acts first.

& Actions, sude that wins initiative:

a. Morale checks, if needed (page 19).

b. Movement {(and optional combai
movement, page 30 of the Players
Maunual).

c. Missile fire (page 59 of the Player's
Manual).

d. an}ic spells and magic items used
(such as wands).

e. Hand-to-hand combat.

4. Aetions, side losing ininative; follow sieps

a through e above.

5. Results: 1F —

a. all the monsters are defeated, the
combat {and game turn) ends; re-
turn to ORDE}i{ OF EVENTS IN A
GAME TURN.

b. one side runs awav, the other may
pursue, and the ﬂccinf; side may
attempt to evade {page 16).

¢. the combat continues; rewurn to the
first step in the ORDER OF
EVENTS IN COMBAT and repeat
all the sieps,




Your first game

The following adventure is designed for
use by a beginning Dungeon Master, Tt will
tell you what to say to the players, when
and what 1o roll, and includes page refer-
ences for additional infermation,

Before you start, you should look
through the rest of this boaklet, to see what
informatton is given. One section called
“Procedures and Rules” (pages 14 — 21)
gives details on handling most situations
Retainers should not be needed if there
are 4 or more players, but if you use them,
be sure they are pruperl)' handled (page
20). The Order of Events checklists will gc.
helpful during the game.

Monsters and treasures are explained
afterwards 1n separate sections. All the
details on the monsters and treasures
found tn this adventure are fully explained
here, and you will not need to refer to
those sections.

Before you start the game, make sure all
the pre-game details have been handled,
using the Pre-game Checklis.

PRE-GAME CHECKLIST

1. Do all the players know how o play?
Have they plaved the Solo Adventure in
the PLAYERS' MANUAL?

2. Have you read this book up 1o this point?
Have you looked through the vest of this
booklet?

3. Do vou and the plavers know the “Wha-
Whe-What-Where-When™ of the adven-
ture?

4. Are all the characters ready 1o go, in-

cluding equipment?

. Have the plavers chosen a Caller and a

Mapper? Do they have a picce of graph

paper and a pencil, 10 map with?

-

If any answer is “No,” stop and fix the
problem.

In this adveniure, you will find many
sections 1o be read o the p].’!}'ers. Listen to
them while you are reading; they contain
information for you, too!

Whenever you find a paragraph that
starts with “DM:" it contains information
for you only. Stop for a minute and read it
The DM Information contains instructions
on how 1o run the coming encounter, or
how to handle a new situation.

Adventure Record Sheet

Using a blank picce of scrap paper, make a
list of the details vou will need during the
adventure. Near the top of the page, write
the name of each characier, making a list.
To the right of each name; write the class
of the character. To the right of the class,
write the Armaor Class of the character.
Ask the Caller for the party’s marching
order. The characters woutd normally
trave! in single file or in pairs. Write the
mirching order below the character list,

using initials, and note which end is the

front to avoid confusion.

The rest of the sheet may be used for
keeping track of tme, the details of mon-
sters encountered, treasure found, and anvy

other notes you wish to make.

When you are ready, turn the page and
start reading, following the instructions

g'l\‘un.

Group Adventure
Start: Read the following 10 the players:

“Many years agp, this partof the'Reatm of
Man was rulcdggob apnmrzlxgic-uscr named
Gygar, a man of great and mysterious
powers. He ruled the lands from his
mighty castle Mistamere, located at the
Footéof tl'zcd::gut;_uﬁns to.the n:lmh.

“ ied after a longiand peaceful
rule, )Englil:no successor h'nsgnnmed_. Over
the years, the unclaimed castle fell ino
ruins.

*Now, centuries later, the outline of
the broken towers can-still be seen from
the town, ever beckoning to-seekers of
danger, fame-and fortune.

“You have gathered around.a dinner
table in the gi)ld Dragon Inn, in the
center of town, to discuss your plans.
The.Inn is busy, filled with ruddy-faced
ownsfolk and other adventurers, who
are eating, drinking, laughing, and hav-
ing, a splendid time.

“You hive all heard the tales told by
others, tales of monsterstlurking within
the riins and guarding rich reasures.
None of you have been there, buvafier
an evening of discussion, you decide to
try your luck inithe castle ruin, and plan
1o meet at dawn for the short journey.

“One special note: the town rulers
have offered a reward of 1,000 gp for
the capture of Bargle, the renegade
magic-iser! The death of Aleena, a
well:known cleric, was the ‘last straw’
They wantio stop this danger once and
for all, so keep your eyes open!”

DM: Stop a moment and make sure that all
the characters are ready 1o go. Then con-

tinue reading:

“It's morning, and you're off w the
castle. It lies only 3 miles from 1own,
just-a healthy walk past a local farmer's
fields. As you follow the dirt road past
the farm, you greel the workers tending
the cvops. It's a lovelly summer’s day,
and all seems peacefiil.

“The land owner himself sits atop a
wagon, watching. his men, and chats
with you before you continue onward.
He mentions that he has had no prob-

4

lems with monsters, and if any lurk in
the nearby ruins, they stay there ‘like
respectable monsters should.” Eve
night, however, he carefully locks up
his animals,

*Afier bidding him a good day, you
continue toward the ruin. As you ap-
proach, you see that the walls areja
and full of small holes, and a few [;
stone blocks have tumbled to the earth,
laying scatrered around the rutns.

“A gateway in the center of the front
wall stands empty, and the massive
outer doors now lay rotring nearby.
This gateway seems o be the easiest
entrance through the wall. A 10’ wide
E‘l’ping hole is in the wall off 10 your

t, and coukl be another entrance.

“You do not see any other entrances;
the rest of the wall'is crumbling, but few
wide holes have opened. This outer
area has no other interesting features.
A sheer cliff, the face of a mountain,
rises at the north edge of the ruins.”

DM: Now read the next section to yourself,
and then continue with #1.

DM Information

Find #1 on the map on this page; that 15
the locauon of the c{mmcmers at this point,
I'hev have approached from the south
{from the bottom of the map), heading
north (towards the top of the page).

Assume that the walk from town took
about 1 hour, and that the tme is now 8:00
a.m. Note this near the top of your Adven-
tire Record Sheet, and keep wack of the
passage of game time from now unwl the
adventure ends.

The Hit roll charts and Saving Throws
that vou will need during the adventure
are given here, {or your convenience:

HIT CHART
Monster's Character's Armor Class
HuDice|Y 8 7 6 5 4+ 3 2 1 0
upto | {1011 12 13 1415 16 17 18 19
I+ w2 | 91001 121314151617 18
9+ o3 |8 910111213 14151617
S+ w4 |7 8 910111213 141510
Monster Saves As:
Saving Normal  Fighter
Throws Man 1-3 46
Poison 14 1210
Magic Wand 15 13 11
Paralysis 16 14 12
Dragon Breath 17 13 13
Spe 8 16 14
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Your first game

1 Reud the following:

*The path through the rubble passés
the fllen doon As you czlrelhig"‘;p-
proach, you notice some slight move-
ment beneath it You siop, wary of
danger.

DM: Encournge the plavers w send some-
one {orward 1 examine the door. They
should do so, w be sure their path will be
safe. 11 they don't investigate now, 3 hid-
den monster could surprise the party as
they pass by, Fhe following encounter is a
“warne-up” Jor both vou god the plwers o
pracrice plasing in o group.

Find cur which characiers are examining
the door cosely, and which me heepmg
watch tor other dungers. Then read the
tollowing:

“Strddden]y, the ground along one edge
moves, and a%mlu appears. Thare's

something under the door!®

DM: IF the charaters dosely examining
the door, scleet a fighter or dwarf” (of
wssible), or randonly pick a charaaer, 1
L' the victim of the coming attack. Do naot
1eli the players what vou have done!

Ask lllm pliyers, one by one and starting
with the sictim vou have chosen, what their
charucrers intend to do, Remember whint
they say, and make notes if vou wish. T'hen
vead the following:

“You see a large worm-like monster
suck its head our of a hole under ihe
door. It has, eight long 1entacles in
uirele around its mouth. It doesn’t comne
all the wuy out — just far enough 10
attack you —" (namerthe vigtm),

Yo will need the {ollowing deils about
the monsier. Copy them onto your adven-
e Revord Shee

CARRION CRAWLER

Arimor Class: 7

e Thee: 3+ 1
Move: 120 -1y
Attacks: 5
Damage: Paralysis
Save iy fighuer: ¥
Morale: t

Hit points: 1

Abgne: Neatral
NP Value: i

H the monster is pul 1o sleep by a Slee
spell, vewd #LIC the monster s killed,
e #3,

e carvion crawler will use all B ol its
winades to atack the single victite vou

e chosers"Tell tha player w roll 16 fr

inittive, while vou toll 1d6 for the mon-
ster, 10 your rolf s higher, usike 8 Hin rolis

lor the curion crawler, 1 the player’s 1ol s
higher, allow the party o move or awack
st

Be aware of the wdions of the other
chacacters, but do not allow ;my of them to
attack in the first round undess they e
nest o the sicine. U any Missile Fire
attacks wre desired, 1l the players “You
must move aroued for o c, s shot, o
avoid hitting vour ricnds, You may fire
next round.”

i any of the carrion crawler’s aticks hit,
the character must make o Saving Throw
v Paralysis (one per hity or be paralyzed.
1oy Saving Throw i r.li]l.'l.l. wh the
vierm “You Edl aner” TFell the rest of the
plavers thit they see the vicim fall, bur do
not say whether the dumicter is alive or
dead

Afer the fisst round ol combat, ask each
plaver For acnons for the coming round. 1
the tust victm s paralyzed, the monsier
will ittick the next closest character. H no
characters are acarby, i will crawt out ot ies
hole and atack the nearest,

IE more than one characier moves in
attach the monster, the 8 attacks will e
dintded among the two dosest apponeats,
Anvone hit must niike @ Saving Throw or
fall over, parahzed,

Continue running the baule as long as
necessary, The party should be able w kil
the carrion crawler Gurly casily. Any para-
Ivzed curaciers will recover in 3 turns (W
hour), unharmed. The party may wait in
the outer ruins (this arca) while then
friends are recovering, or may desg the
oul 1o the edge of the Helds G even safer
move), Whichever they choose, be sure w
keep track of 1he passige ol game nme,
counting the hattde as 11l turn,

2 The carnon ceawler is pin 1o sleep by a
magic-user or ell” spell. When it goes 10
sleep, it merely stops moving, and s enta-
cles slump o the ground. Any characer
with 2 sword or dagger cu Kill the amonste
with one blow, wud without waking it up
When the monster is Killed, read #3,

3 The crnon crawler is Killed. 1 slumps 1o
the ground, motionless, Read the following:

*Looking w the dead creawre, you see
that it is about 9" fong and has many
small legs, like a centipede. You have
heard 1alk of such a creature, bBack in
town, Tthey called it a eartion crawler.
You peer into its‘hole under the door,
see il any others are sill hiding there.”

b

DM: I the monster dunbed ou 1o attack
the party. skip o #1 Otherwise, continue:

*You don't seé-anything imoving, bul the
it of irewsure lies o However, the
ody of the monster blucks the upening.
Do you want 1o pull it outof the wiy?”

DM: The huge door s 100 heavy to be
moved. and it would tike hours 1o dig
anther hole through the rubble. [F the
characters cooperae, they can gmsp the
body of the monster iwud pull ic owe ol the
hole. Its tentacles sre not dangerous adier
death. and the creature may easiby b
pulled out of the hole. Read #4.

4 Read the following

“With the bady out of the way,.you can
clearly see u pile of coms atithe bottom
of the hole, ihout 8' down, Do yot-want
to just.go ih and get i, or does anyone
want 1.search for traps first?”

DM: fu the future, vou should not remind
the plavers abow traps, Bat in this “warm-
up encounter,” try o help them decede
\\L.Il ta do. There are no traps or other
wnsuad features o he found, but the
curcters shoneld abwavs check,

Askeleton will be found ar the botiots ol
the hole, mostly conered by the treasure
Close inspection will reveal that it iy the
sketeton ol o short mun-like creatwre
whose hesd is smiiliar 1o 2 dog's. T dhoes not
move, hcing merel an obd skeleton of one
of the carnon cewler’s past vicnns. Read
the Tolleming:

“This locks like the remuns of another
cresure youlve heard about, cilled a
kobold. Kobolds act and live much like
gohlins, but.are u dilferent race.

“You carcfully gather the treasure,
putting it o sadks and dividing
among yourselves to balance the load.
The coins are all copper and  silver,
about a thousand-of' each, and wo gems
— garnets — are uncovered e the
botiom of the,pile. You also find a small
leather bag, almost rottet] away. It may
have belonged 1o the dead kobold.”

DM: The garacts are worth 100 gp cach. 1
a dwinf examines them, the \.lhll.' will e
thiscovered: atherwise, they ost be wlenn-
fiedd i town, The bag comains 15 cpand a
hrass kev

On vour Adventure record, under the
carnion crawler informaton, make @ nole
ol all the resme tound.

Anvone nuy ke pares of the carmon
erawler or kobold skeleton it they wish, b
they are useless and luve no valne. When
the phaers e ready o continue the ad-
venture, read #5.
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5 Read the following:
“Asiyou gather theitreasure, you heara
loud THUMP. You see that the main
gateway is closed! Although the huge
outer doors lie here, rotting, a pair of
inner doors remain. They have been
closed; the only entranceiis-now: the 10’
wide hole in the wall, offito the left.
“Start. mapping. Each square on the

mgh_l&dper represents an area 10"

. e gateway, now closed, is 40’
wide;. put that, hear the bottom of your
map, in the center. The wail 1o the right
of the gateway is 130’ long. The wall to
the left goes 100', then has a 10 wide
hole, then continues west another 20,
The entire south wall, counting the
gate, is 300' long. :

“The wall is-agour. 50" high, and very

shaky, Any climbing might pull some

blocks loose, and they could kill you if
they hit you."

DM: Make sure that the mapper has an
accurate picture of the ares. You mav add
the path E::iding to the front gate and the
fallen doors if you wish,

Ofter the players the following choices of
action, If they pick one, um w the eniry
number given. 1 they insist on actions not
given in the list, do the best you can.

Examine fallen blocks
Peek into holes in wall
Go to the closed gameway
Enter the gaping hole

[T=lv AR ]

6 Read the tollowing:

*As you prowl around the rubble, you
find several large blocks of stone, a
parently fallen f‘:{um the decaying wails.
Another kobold skeleton liesiunder one
of the blocks, but no treasure is visible,
and the block is toe heavy to move.”

DM: Allow the players to choose from the
list of options given in #5. Mark ofl'] turn

of time for examining the fallen blocks.
7 Read the following:

“You carefully move up to the wall,
looking forholes o look through. hop-
ing to discover some clue about what
lies on. the other side. But all of the
holes are too high to reach. You cau-
tiously explore a ‘bit more, and find
some other holes along the east wall, w

| the right. Some are near ground level,
and you carefully peer through.

“You see a large courtyard inside the
wall, and the remains of a castle, The
castle reiniis old-and cracked, but'not as
badly as the outer. wall, where you are
now. Only one story of the casile siill
stands;ithe upper parts have crumbled,

and the rubble is scastered throughout
the,courtyard.

“You see-a:group of creatures hiding
in the shadow of the wall, avoiding the
open-sunlight. They are kobolds! There
seems to be about 10 of then, but you
cannot sce them clearly enough to de-
termine their exact numbers or their
equipment carried.”

DM: Mark off 1 turn of time for finding
the holes and looking through them. En-
courage the players to bk about what to
do next.

As they wlk, wll the mapper o draw the
aren inside the ouwter walls, iand read the
following:

“Fhe outer wall is 10’ thick. A pathway
leads through the rubble, starting at the
gateway and leading 90’ north to a pair
of doorsin the middle of the south wall
of the caste ruin. Those doors are 20°
wide.. The castle wall extends 80 1o
each side of ihe doors, east and west.
The side walls of the castle are each
about 1(X)* long, reaching north o the
face of the mountain’s rugged dliff:”

DM: If the party decides wo enter the hole
in the wall, read #10. 1f they go o the
closed gteway, read #8, Mark off another
wrn of time for discussion and some
movement, bick to the ower ruins in front
of the wall.

8 DM: The party decides to go 1o the
closed doors at the front gate. When they
ret there, they may try 1o open the doors,
hm will have no success. Give them the
options listed in #5.

9 DM: If the characters did not look
through the holes in the wall, roll 1d6. If
the result is 1-3, the kobolds gain surprise:
In the coming baule, each kobold will et
one free missile fire atack before the party
can aci. H the result is 4-6, no free attacks
will occur, but the kobolds will awtack any-
way. Read #10.

10 PM: The kobolls in the courtyard are
guards, They have been ovdered 10 not et
anyone enter the ruin. Sceing the party,
they have closed the front gate, and will
hold it shut if the party tries to break in.

These kobold guards are the biggest in
their tribe, and hive maximum hit points
(4 each). They are armed with short bows,
arrows, and short swords. Each kobold has
2 quivers of arrows (20 per quiver), 5o vou
will riot need 1o keep track of their equip-
ment. A hit from a kobold arrow will infhict
1-6 points of damage, but the shor sword
attack of these weak creatures causes only
1-4 points of damage. Use the “up to [ Hit
Die” fine of the Hit roll as chart. kobolds

6

are merely ¢ Hit Die creatures. Each
kobold carries a small leather bag contain-
ing 3-18 cp, but no other treasure,

A Sleep spell cast at the kobolds will

automatically put them all to sleep. If this
occurs, stop (regardless of what is happen-
in%{m the time) and read #16.

cad the following to the players:

“As the:kobolds siartfiring, some oflyou
may take cover:behind the boulders in
the courtyard. What do you want:to do
— fire back at-then1, moveiin, or what?”

DM: Find the planned actions of each
character, one by one. If they want 10 talk
about the situation, rounds of time will

[

cach minute of real ume the p

L

ass, and the kobolds will keef firing. For
T r ayers spend
lking, count off one round of game tme,

and make one round of Hit rolls for the
kobolds! Treat any part of a minute as a
full round. The characters should take
cover before they start talking, and you

muy remind them of this.

Missile fire is featured in this encounter.
The kobolds begin firing as the party
enters through the hole in the wall. The
battle could result in the following situa-

tions:

a. The characters respord with missile fire

[N

of their own, and do not approach the
kobolds. Some characters may take
cover behind boulders. 1T this occurs,
read #12,

. One or more characters move towards
the monsters, and are fired upon sev-
eral times, If this occurs, read #13.
The charsicters move cautiously towards
the kobalds. using boulders {or cover. If
this occurs, read #14.

. One or more characters remain inside
the hole entrance, keeping the attention
of the kobolds while the others circle
around, If this s done, the kobolds will
be busy with missile fire, and the party
may break in. 1f this occurs, read #15.
The characters all go back o, circling
around 1o enter by the gateway, They
will still not be able to get in, and must
return to the hole in the wall {(or go
home).

KOBOLDS

Armor Class: 7

Hit Dice: T

Move: 90* (30¢)

Attacks: 1 sword or 1 arrow
(range HO0/HO0/150)

Duamage: 1-4 or |-6
Suve as: Normal Map
Morale: 6

Hit points: 4 cach
Align: Chaantic

XIP value: 5 each
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11 DM: The party attacks the kobolds
hand-to-hand. Ff' possible, each monster
will attack a different character. You may
choose opponents, or pick targets ran-
domly.

In each round of combat, remember to
ask each player for actions, make an initia-
tive roll. and then run the action.

When the first kobold is killed, roll 2d6
to check morale. If the result is 5 or less,
the kobolds will try 1o run away, toward the
castle ruin. They are slow creatures, how-
ever, and can be caught by anyone not
wearing metal armor. If any kobold is
caught, they will e/l siop and tight 10 the
death.

If alf the kobolds are dead or gone, the
encounter ends, Stop keeping track of time
in rounds. Count the entire battle as 1 turn
of time, and read #18,

12 DPM: One or more characters start
firing missiles at the kobolds. The range is
10°. If a character uses a long bow or
crossbow, the range is medium, and no
range adjustment is used. The range is
long if a short bow is used, for a -1
penalty to each Hit roll. The range is to0

eat for a sling to be used, or il hand-
Ejrled weapons are thrown. Remind the
players to E{zcr track of the arrows or
quarrels shot! If they run out of missiles,
they cannot continue firing.

The kobolds are under cover, and the
characters may also take cover. The
kobolds will fire at those characters firing
back at them. When firing at any target
completely under cover, a —4 penalty
should be applied 1o all Hit rolls. Thus, the
kobolds need a Hit roll of 20 to hit a
character in plate mail armor (since a 20
always hits unless the range in (oo great). A
character needs a Hit rollf of 16 (instead of
the 12 normally needed to hit AC 7), unless
a range or Dexterity adjustment applies.

The kobolds will keep firing until most
are dead. When only 3 (or less) kobolds are
left alive. the survivors will run for the
door 10 the inner castle ruin. Characters
may fire for two rounds while they run.
The running. kobolds do nat have cover,
and are AC:7. The characters are oo far
away to catch them, If any survivors get 10
the door, they will go inside, close and lock
the door behind them, and go downstairs
to Dungeon Level Two.

13 DM: Look at the range of the kobolds’
short bows: 50/100/150. The distance be-
tween the kobolds and their targets is
101-150 feet, the range is long, and Hit rolls
are penalized by —I. At 50" range or less,
the range is short, for a +1 bonus to Hit
rolls. Any distance in between (51-100 feet)
is medium range, with no adjustment.

You must carefully keep track of the
exact position of each character during this
encounter. As characters move, the missile
fire range will change. Characters in metal
armor move 20’ per round; in leather
armor, 30" per round; unarmored, 40° per
round.

When the party first enters, the kobolds
are hiding behind some rubble next to the
path inside the gateway. The[y are 110
away from the party, so their Eivst missile
fire attacks are at long range (—1 penalty
on each Hit roll). These attacks may be
aimed at any characters, cither selected or
randomly determined.

During the first round of movement, the
approaching characters move into medium
range (no range adjustment), All the mis-
sile fire is aimed at the approaching char-
acters. The kobolds ignore those charac-
ters taking cover.

Caretully keep track of both the posi-
tions of the characters and the passing of
each round of game time. Remember 10
roll for initiative each round, to see if the
characters move before or after the
kobolds fire their arrows.

When any character gets within 20" of
the kobolds, all the monsters will drop
their bows and draw their swords. They
will all avack immediately; read #IL

14 Read the following:

“You see that the hail of arrows is |
| dangerous, and approach with caution, |
taking cover behin'g’bqql_dcrs and mov-

‘ing from rock to rock.”

DM: Using this strategy, the characters will
have cover, but will move at half normal
speed. Keep track of the positions of each
cmmcler, rom round to round. Apply a
-2 penalty 1o all the kobolds’ Hit rolls
when attacking the approaching characters
that use this strategy. Read #13 to handle
the missile fire, but remember 10 use

(a) hall normal movement rate for char-
acters, and

{b) a =2 penalty 10 all kobold Hit rolls
for missile fire.

15 Read the following:

| “You deade to split up. Someone stays

| at the hole in the wall, keeping the |
| ' kobolds® attention, while some of you go
 back out to circie around to the front

| gate.”
DM: Other than using a Sleep spell on the
kobolds, this is the best possible strategy.
The kobolds witl keep firing at the charac-
ters by the hole in the wall.

T
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Keep track of time! A character in metal
armor (moving 20' per round) will take 6
rounds to get to the doors. During this
time, the kobolds will all keep finng at
their targets by the hole in the wall. If no
characters are firing back m them or mov-
ing toward them, 3 kobolds will stop firing
and hold the doors.

When characters try o break into the
front gate, roll 1d6. Modify the result as
follows:

Subtract 1, because the doors are locked.

Add the Strength adjustment of the
strongest character forcing the door (+1
for 13-15 Strength, etc.).

Add | for each additional characier
helping to force the door, whatever their
Strength scores (+] for 2 characiers forc-
ing the doors, +2 for 3 characters, etc.).

Subtract 3 if kobolds are holding the
doors closed.

If the adjusied total is 5 or 6, the doors
are broken open. I the total is 4 or less, the
doors hold fast. Characters may repeat the
attempt once per round.

If the doors are broken open, the char-
acters may move in while the kobolds draw
their swords. No free attacks are gained by
either side. Read #11 to run the hand-to-
hand combat.

16 Read the following:
‘:As.'_l.xas:me Slet_:p;s ll.-yuu see all
the kobalds stop and -fﬁﬁi)ven"

DM: Swp keeping track of time in rounds;
the batde is over. The characiers may _uﬁ-
proach the kobolds or do whatever they wish.
The characters may kilt all the sleeping
kobolds easily. However, if they keep one
or more as prisoners, binding them with
ropes, read #17. Otherwise, read #18.

17 Read the following:

“You tie the kpbolt_:l'sectirely: u have a
prisoner. Do you want to wake him up
and talk to him?"
DM: If the players do not wake the kobold,
read #18. If they wake him, continue:

“The kobold awakens, and looks

| around in panic. He su:ggles a bit but

| finds himselfisecurely tied: In a strange

' -dog-lgke voice, he growis, ‘What do you |
want?™
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DM: Play the role of the kobold prisoner.
He will not say anyvthing about the rest of
the dungeon, but will reveal that he is one
of the guards, placed here 1o prevent any-
one from entering the ruins.

The kobold will offer o gwive money if
the party will let him Gind any other surviv-
ing kobolds) go. He asks to be untied 10
show the party where the treasure is. 1f the
party unties him, however, he will run for
the door 1o the ruined castle, and get away!

If the party insists on keeping a rope tied
to him, he will lead them to a pile of rubble
by the east tower ruin. After digging for a
minute, he will pull out a small iron box,
which is not locked. The box contains 100
gp and a black gem (onyx, worth 50 gp).

If the characters want to kill the kobold
after gewing the treasure, remind the law-
ful characters that they would keep their
part of the bargain, and let the kobolds go.
1f released, the kobolds wili all leave peace-
fully. After thanking the party, they leave
by the from gate and run away to hide in
the mountains.

When all the kobolds are gone, read
#18,

18 Read the following:

| “You gather the treasurve from the
kobolds, and find a total of 80 cpiin their
sacks. You also get 8B guivers of arrows,
with 10 in each quiver. Their short swords
are not well-made, and are worthless.”

DM: Now stop the game. Tell the players
about each of the possible strategies given
in #10. You may either read each section to
the players, or play each one, as if it
actually happened! I you play them, treat
them is practice only. Remember what the
characters’ hit points and equipment are
now, so they can be returned to “normal”
after the practice.

When you are ready to continue the
game, read #19.

19 DM: To run the rest of this adventure,
use the following Encounter Key for de-
scriptions of each area of the dungeon.
Keep track of the location of the party on
our map. When they approach a num-
Z)crcd location, find that number in the
key, and read the description.

Remember 1o keep track of ume. The
party’s movement rate per wrn is equal 10
the movement rate of their slowest charac-
ter (probably 60’ per turn).

Use the Order of Events checklists to be
sure you are running each turn and en-
counter properly. 1f you have any prob-
lems, remind the players that you are sall
learning, find the explanation of the situa-
tion in this booklet, and read it.

Dungeon Level One

Notes for the DM

The first level of this dungeon may be used
for two or three group games. It was
designed using the guidelines given on

ages 46 ~ 47, Treasure is placed accord-
ing to the frequency q::\t.‘l'l. Of all the
rooms, ¥ are empty, ¥ have monsters, ¥
have traps, and % are “Specials.”

One room (#27) contains dangerous
monsters and a difiicult situacon, and
shouid not be entered by beginning char-
acters (not run by an inexperienced DM?),
Its doors are specially locked 10 prevem
first level characters from entering. When
any character reaches the 2nd level of
experience, the room may be entered.

The second level of the dungeon is lefi
for you 1o fill! A map is given, along with a
list of possible monsters. No Wandering
Monsters are encountered on Level One,
but they should now start appearing ocea-
sionally on levels 2 and 3. Dlmgenn[]u\'el 3
1s left entirely for you 1o create, and you
may add lower levels if you wish.

The characters should be able 1w leave
the dungeon at any time, whenever they
need rest ane healing. Since the dungeon
15 neir 1o their home twn, they should not
have to spend a night inside. Other dun-
geons may be so far away as to make the
return trip to town nearly useless. A brief
stay overnight in an unoccupied room may
allow spell casters 10 relearn their spells,
curing any badly wounded characters in
the mornmg. A dungeon mayv thus be
easily explored for a tew days, or uniil a
full load of treasure is found.

Some standard features of this dungeon
(which may be told w the plavers) are:

All walls, ceilings, and floors are
made of stone.

All walls are 10" high (inside).

All areas are dark; characters must
carry light sources.

All room descriptions inciude the fol-
lowing information, in this order:

1. size, measuring north to south,
then east to west

2. exits

3. contents

Encounter Key:
Dungeon Level One

20 Entrance:

The path through the rubble leads from
the main gate to the doors of the cstle
ruin. The walls of this castle are still firm,
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and this is the only entrance. The doors
are not Jocked, and will open easily.

If anyone climbs the walls owside, they
will discover that the first Hoor of the castle
remains intact, but the upper stories have
fallen completely apart. The rubble in the
area is al] that remains.

When the doors open, the characters see
the first room inside the castle. Read the
following o the players:

“The 20" wide doors open inward, and
you see the remains ofia bare 80" x 40
room. Empty doorways are in the mid-
die of the east and west:walls; the doors
are missing. A normal door is in the.
middle of the north wall. The room
contains some trash-and rubble, butmot
enough 10 conceal a creature.”

DM: As the party enters the room, sunlight
will brighten the area, but the rooms to the
sides will remain dark. Ask the characiers
what their light sources are, and make
notes of which characters light torches or
lunterns. Everyone does nof have o have
their own hight source.

The party should search this area before
continuing, but nothing of interest remains.

The party cin choose 10 go nerth, to the
next door, west o room 22, or east to room
23.

21 Wrong way:

DM: You should not be reading this to the
E(Iji)'crs. As the party apFru;:c 105 i num-
cred area on the map, find that number
in this Encounter Key and use the infor-
mation given. There is no #21 on the map.
Look carefully at the map, find the party’s
location, and turn to that number.

22 West hall:

This 30" x 30" room has doorways in the
east and west walls. h contains the remains
of 3 chairs and 2 small wables. A fireplace is
in the middle of the north wall.

If they search carefully, the characters
will find 3 old silver 1easpoons, worth 10 sp
each, and a small bag ol dried-up peas.

If they search the ﬁrcplace:. they will see
that the chimney is clogged with old tim-
bers. If they search the chimney, read the
following:

“You look up the chimney, poking'
around to seeifanything of value might

| be hidden there. Suddenly, a shower of
rubble comes down on you, and alarge
dark shape comes flying out!”
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1 GIANT BAT

Armor Class: 6
Hit Dice:

L
180° (60"

Move:

Attacks: 1 bite
Damage: ld

Save As: Fighter: |
Muorale: 8

Hit points: 9

Align: Neutral

XP value: 20

The movement rate given is only for fiy-
ing. The bat flies out and atwacks the
character disturbing i, If the bat is hit, roll
2d6 10 check momlie; if the result is 7 or
less, the bat will Ay off through the west

doorway, inding on a chest in room 28, If

an 8 or more is rolled, the bat will fight w0
its death,

One of the pieces of rubble shaken loose
by the bat is an onvx gem, worth 50 gp.
However, it will not be found unless char-
acters examine the fresh rubble carefully.,

23 Hallway:

This 30" x 2 area has doorways (without
doors) in the east and west walls, Normal
wooden doors are in the north and south
wills. The room contains some trash but
nothing of interest.

24 East hall:

This 30" x 30' room has empty doorways
in the east and west walls, and the doors
are missing. A fireplace 15 i the north watl,
and the room contains the remains of 4
chairs and one small tble.

An old pillow stuffed with feathers will
be found it the characiers search the room.
There is also one loose brick inside the
chimney of the fireplace. However, the

chimney is filled with old fallen timbers. If

a character searches the climney, some
timbers fall, and a Saving Throw vs. Wands
must be made. If failed, the character takes
2-5 points of damage from falling timbers;
if successful, 1 pomnt of damage is still
inflicted. The loose brick is automatically
found while the chimney is searched. A
finely made silver dagger is hidden in a
niche behind the loose brick. It is not
magical, but mav be sold in town for 73 gp.

25 Bedroom:

This room is 30" x 40, with 1wo empty
doonv;?‘s in the west wall and one in the
cast wall, The doors are missing, A large
ﬁrcplace is in the south wall.

‘This area was once a fine bedroom, but
its once-rich furnishings — the canopy
bed, plush chairs, tables and rugs — are
now tattered, moldy, and worthless.

Somchow, the moldy bed Jooks very
comfortable. The first two chiracters to
enter the room must each make a Saving
Throw vs. Spells! [T successiul, nothing
happens, but i’ failed, the victim(s) wi
walk over 1o the bed, lic down, and ke a
nap. The victim may sleep for years, but
will not age nor need ﬁxxi)ur drink.

A victim can only be awakened from this
magical sleep in one of three ways:

A Dispel Magic spell will remove the
enchantment (available in town for a
price).

A normal pea placed under the matiress
will cause the victim to awaken imme-
ciately, but with a sore back (—2 on all Hit
rolls until a good nights rest is had).

If placed on the bed in room 26, the
victim will wake. Tickling the victim (with a
{eather. for cx:nnﬁlc) has no effect. The
room conains nothing else of interest.

26 Bedroom:

This room looks exaaly the same as room
25, but with two doorways in the east wall
and one to the west. The bed is completely
harmless, and even helpiud, If a sleeping
victim of the bed in room 25 is placed on
this bed., the viceim will wake in 3 minutes,
completely unbarmed by the experience
and refreshed by the nap.

IF the victim is tickled while on the bed
(with a feather, for example), the entire
bed will magically sneeze. This sneeze will
cause the mold in the room to fly into the
air, and everyone in the room must make a
Saving Throw vs. Spells or start sneezing
themselves, unable 10 do anything clse!
This snecaing lasts for 4 rounds, and at-
tracts the maonsters in room 35, which
arrive | round after the sneezing staris,
The monsters and the sleeping victim are
not affected by the mold.

This bed may also be used 1o cure the
deadly choking effect of yellow mold (see
room 27).

27 Dining hall:

Special Note: The doors 1o this room can
only be opened by a character of 2nd Level
or greater. You should read this entire
encounter description before starting to run
it. When you are ready, read the {ollowing
1o the players:

“This large 30’ x 60" room has five
doors,.two in the east and west'walls and
one in the middle of the south wall. A
large marble fireplace is in the middle
of the north wall:

“A long wood table, 10" wide and 40"
long, fills the cenier of the room. It is
surrounded by 12 plain wooden chairs,

9

5 on each side and one on each end.
The end chairs-and two chairs on each
side are occupied 53' skeletons, G in all,
They are all edlin rags, apparently
the remains of fine dinner clothes, for
both inale-and female. They are sitting
up, but do not move.

“(n the mble in front of each chair
sits a golden dinner plate, with a dus
glass goblet on each plate and dull
silverwarc to ¢ither side. The table is
bare wood, with no tablecloth.”

DM: From any doorway. the party cannot
see into the fireplace. There, lurking in the
shadows, are two harpies.

2 HARPIES

Armor Class: 7
Hit Dice: ki
Move: 60" (207)

or Fiving: 150" (50")
Antacks: 2 claws/] weapon + special
Dremage: 1-4/1-4/1-6 + charm
Save As: Fighter
Morale; 7
Hit points: I5 cach
Align: Chaotic

XP value: 50 cach

These horrible creatures are feared by the
kobolds and all other creatures in the area,
and are avoided. They, in turn, stay in this
room, feasting on the victims who wander
in. The skeletons are all that remain of
their past meals.

When any door is opened, the harpies
start singing a duet. Every character must
make a Saving Throw vs. Spells. The song
of the harpies is enchanting; if the Saving
Throw is failed, the vicim is Charmed
(fully explained on page 23), and hears
beautiful music.

If the door is closed immediately, the
characters will be able 1o drag their
Charmed comrades away from the room.
The Charm may be removed by a Dispel
Magic spell (available in town, for 100 gp),
or by placing the victim on the bed in room
25 (causing sleep) and then on the bed in
room 26 (waking the victim and removing
the Charm).

If the door is not cosed. the victim will
walk into the room, circle the table, and
continue toward the fireplace. If the Sav-
ing Throw is successful, the harpies’ song is
heard 10 be screeching noise, and has no
effect. Only one Saving Throw must be
made for the song of the two harpies.
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If a cleric tries to Turn the skeletons,
make the rolls normally, but there will be
no effect. The skeletons are not animated
monsters.

IF any character attacks the harpies, the
monsters will {ly around the room and
over the table, avoiding combat as much as
possible. They will not land on or disturb
the table, however. If cornered by two or
more characters, a harpy will fight

If any character touches a gold plate or
climbs onto the 1able 10 artack the flying
harpies, a terrible thing may occur. The
*gold” plates are acually tin, covered with
yellow mold!

YELLOW MOLD

Armor Class: —

Hit Dice: 1*

Move: 0

Attacks: Spores
Damage: 1-4 plus special
Save As: Fighter: 1
Morale: Not applicable
Hit points: 4 each

Align: Neutral

XP value: 15 euch

These molds are smaller than normal. For
each plate ouched, roll 1d6; if the result is
1-3, the mold releases a small cloud of
spores, catching only the characier disturb-
ing the plate. The victim takes 14 points of
damage and must make a Saving Throw
vs, Porson or start choking, unable 1 do
anything else. A choking victim will diein 6
rounds unless taken to, and placed in, the
bed in room 26.

Anyone climbing onto the table will dis-
wrb 2 plaes, which may both produce
clouds of spores (roll for each), inflcting
1-4 points for each cloud but only requir-
ing a single Saving Throw.

Yellow mold can only be harmed by fire.
The 1ouch of a torch will auomauclly de-
stroy the mold on ane plise, but a roll must
be made for each such ouch 1o determine
whether a spore doud is released.

If one harpy is kitled, roll 2d6 1o check
the morale ()Fthc other. Il the total is 6 or
less, it wall surrender, offering to give all ats
treasure 1o the party in exchange for its
freedom. If the party accepts, it will puli a
long flat chest out from under the table.
The chest is locked, but the harpy has a
key. [t will open the Jock and the chest. and
then leave (if the characters permit) by the
door in the south wall, conunuing ouside
to flee into the mountains,

If questioned after it surrenders, the
harpy will tell of a magic-user who came
one day and wok charge of the dungeon.

This man lives below, on a lower level of

the dungeon, and the kobolds serve him.
If the harpies are slain, a search of the
room will reveal the harpies’ chest. The key

found in the carrion crawler pit will fit the
lock! The chest is not trapped.

The harpies’ treasure box contains: a
few more dinner owtfits, all mokdy and
ragged (worthless), 2,000 sp, 2 pairs of
turquoise eatvings (value 500 gp per pair},
and two potions of healing. In addiion,
the 12 sets of silverware on the wble are
worth 5 gp per set. The gobles are only
worth 1 gp for all 12, and will probably
crack on the journey to wwn. The tin
plates are corroded and worthless.

28 Storage:

i the giant bat in reom 22 flew away from
the party, it will be found here, Read the
{ollowing to the players:

“Tthis room is 30" x 807, with doorways |

in the north and east walls; the doors |
| are missing. The room s filled with .

boxes and crites of many shapes and |
| sizes, and looks like a storage area.”
DM: All the boxes are covered with a thick
layer of dust, and have not been disturbed
for a long time. None of the boxes can be
moved, apened, or damaged in any way!

If the searching characters tap on any

hox, a deep voice will come from a larger
one in 4 corner, saying: “Who's there?”
Whatever the characters say, it will respond
with “Is Bargle with you?” Again, whatever
the characiers say, it will finish with “Oh —
well then, never mind!” It will not speak
gL

29 Closen:

This small 1Y x 30" room has doorways i
the south and east walls, but no doors. A
dusty old round hatbox is lying on the
floor in the northwest corer.

The hatbox 1s ded with & string. 11 the
string s cut. the hatbox can be opened
safely. Buv if the large bow knot on wop of
the box is untied, the characier unying it
must make a Saving Throw vs. Poison or
take 1-6 points of damage, from poison
placed on the sinng.

A woman’s red hat. now faded and
moldy, s in the box. The hae isell is
worthless, but if removed from the box, a
hatpin will be found beneath it The hatpin
ts solid platinum, and worth 100 gp.

30 Stairs:

This 20" x 3 room has doorways in the
north and east walls, but no doors. A
stairway by the south wall leads down to
Dungeon Level 2. There is a fireplace in
the northwest corner of the room, Lurking
on the stairway are 4 kobolds, who are

10
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watching for intruders. They will only be
encountered if the party strts down the
steps.

4 KOBOLDS
Armor Class: 7
Hit Dice: L
Move: 40" (50)
Atticks: 1 sword
Damage: 1-4
Save As: Normal Man
Morale: G
Hit poims: 3§ each
Align: Chaotic
Xi* value: 5 each

When encountered, voll 2d6 to find the
reactions ol the monsters. If friendly, they
will warn the characiers not 10 proceed
down the steps 1o the dangerous Second
Level of the dungeon. If they Ne%;utiate.
they will want payment of at least 10 gp o
reveal the same information,

Each kobold has a bag containing 5 cp,
and no other treasure or equipment except
tor their crude short swords.

31 Trap room:

This room is 30° x 30', with doorways in
the south and cast walls (but no doors).

A large log is in the center of the room.
One end is on the Hoor, but the other end
is held up by a strong rope, which runs
through heoks in the cei?i::lg, wall, and
floor. 1t is tied to a large chest, which is on
the floor directly below the upraised log.

If the rope is cut, the log falls, smashing
the chest and scattering its contents.

The lid of the chest 1s not held shut by
the rope, and can be opened easily. Itis not
tr.lgpc(l. Inside the chest are 500 sp, 50 gp.
and one citrine gem (value 10 gp).

The kobolds and other monsters in the
dungeon have avoided this area, believing
it to be a deadly trap. It is harmless unless
the rope is cut.

32 Statue room:

This room is 20" x 20', with a normal door
in the east wall and a doorway (without
door} in the west wall,

In the center of the room stands a statue
of a short dog-headed man, clad in leather
armor and apparently swinging a short
sword (a kobold).

If the statue is touched, the center por-
tion of the statue (from chin to waist) spins
in a complete circle. The stone sword will
hit the character touching the statue unless
a Saving Throw vs. Wands is made, but
with a penalty of =2 1o the roll. If failed,
the character is hit for 2-8 points of
damage; if successful, the character jumps
out of the way in time.
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This trap may be made harmless if a
small button on the belt buckle of the
statue is pushed. This button will not be
found, however, except by a thief’s search
(normal Find Traps roll). Once the button
is found, the thief may automatically “re-
move" the trap by pushing the button; no
Remove Traps roll is made.

33 Closet:

This small room is 10’ x 20', and has only
one entrance, the normal door on the east
wall, The room contains piles of rags and
trash. Hiding in the pile are 4 giant rats,
which will attack if the room is entered.

4 GIANT RATS

Armor Class: 7

Hit Dice: Ve

Move: 120° (40°)
Attacks: 1 bite
Damage: 1-3

Save As: Normal Man
Morale: 8

Hit points: 1 each
Align: Neutral

XP value: 5 each

‘The rats will fight to the death, but there is
nothing of value in the room.

34 Storage:

This 30" x 30" room has doorways in the
nosth and west walls, but no doors. It is
identical 1o room 28, filled with boxes of all
shapes and sizes. These boxes. however,
can be moved and opened, but they are all
empty. All, that is, except for one, a larf;c
box at the bottom of one pile. Inside the
box is a zombie, which will stand and attack
with a sword if the box is opened. It
surprises the character opening the box on
a roll of 14 (on 1d6), gaining one free
swing.

1 ZOMBIE
Armor Class: 8
Hit Dice: 2
Move: 90" (30)
Attacks: 1 sword
Damage: 1-8
Save As: Fli,ghlcr: 1
Morale: 12
Hit poims: 12
Align: Chaotic
XP value: 20

The zombie will climb out of the box as it
attacks. If Turned by a cleric, it will either
go 1o room 33 1o join its comrades (if the
Turning cleric enters by the west door) or
to room 24 (f the cleric enters from the
north}.

There is nothing of value in this room.

35 Closet:

This small 10’ x 30" room has doorways in
the south and west walls, but no doors. 1t is
piled with trash and rubble. There are 4
zombies hiding in the room (5 if the zom-
bie from room 34 joins them).

4 ZOMBIES
Armar Class: 8
Hit Dice: 2
Move: 90" (30"
Attacks: 1 sword
Damage: 1-8
Save As: Fighter: 1
Morale: 12g
Hit points: 10 each
Align: Chaotic
XP value: 20 each

These monsters have been waiting for visi-
tors for years. They cannot surprise any-
one entering, and will always lose initiative
in combat (no roll necded).

If Turned by a cleric, the zombies will
either go into room 36 t wait by the
stairway (if the cleric Turning them is by
the south door) or to room 34 (if the cleric
enters by the west door).

If anyone swris sneezing in room 26,
they wilf go there to attack the intruders. If
then Turned, they retreat to this room.

A forgotten bracelet (worth 500 gp) lies
under the trash in this room, and will be
found if the characters search carefully. The
zombies' swords are rusty and worthless.

36 Stairs:

This 20" x 30" room has doorways in the
north and west walls, but no doors. A
stiairway leads down to Dungeon Level 2.
Trash and rubble is scattered about the
floor, but nothing of value or interest re-
mains. (If the zombies in room 35 are
Turned, they may be found here. If
Turned again, they will retreat to room 33
or room 37, depending on the location of
the cleric Turning them.)

37 Kobolds:

This room is 30’ x 30", with doorways in
the west and south walls (but no doors).
The room contains some trash and rubble,

Standing in the center of the room are 5
kobolds, who are looking arcund the dun-
geon to chase off intruders.

5 KOBOLDS
Armor Class: 7
Hit Dice: I
Move 90" (307
Attacks: 1 sword
Damage: 1-4
Save As: Normal Man
Morale: 8
Hit poims: 3 each
Align: Chaatic
XP value: 5 cach

' BARG
. CHARN.
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38 Statue room:

This 20° x 20' room has an empty doorway
in the east wall and a normal door in the
west wall.

In the center of the room stands a statue
of a short dog-headed man, clad in leather
armor and apparently swinging a short
sword (a koboltf). The statue is completely
harmless.

39 Closet:

This 10’ x 30" room has one entrance, the
door in the west wall. It contains some
trash, but nothing of interest.

END OF DUNGEON LEVEL 1

Dungeon Level Two
General Notes:

The map of this level is given, see inside
front cover, but is left for you to fill with
monsters and treasures, using the guide-
lines given on page 47. The following
monsters may be included:

1 kobold lair (20-40 with chiefiain, di-
vided among 4-10 rooms)

I Crab Spider lair (avoided by the
kobolds)

Beetles and Centipedes

Rats (Normal and Giant)

Wandering monsters may include:
Kobolds
Beetles and Cendpedes
Gelatinous Cube
Undead (skeletons, zombies, ghouls)

Dungeon Level Three

This area is left entirely for you to design.
It should include the lair oi’ Bargle {Cha-
otic magic-user Level 5-7) and his guards
(Charmed ogres), plus his wandering de-
coys (Living Crystal Staues dressed like
Bargle), and possibly some Dopplegangers
as well.

You may also include a small tunnel
leading to a large cavern. the lair of a small
dragon. Such a cavern should have a large
exit leading outside in the nearby moun-
tains, and the dragon should nat be part of
the “normal” dungeon. You may make this
cavern known to Bargle, and the dragon
might be a friend of his. The cavern could
provide an escape route for Bargle if the
party is conquering the dungeon.
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Magic-user Spells:

ach spell bas o given Range, Duranon,
and Effect.

Range: The character should be sure.
hefore casting the spell, than the tirges s
within sange. 11 the deseriprion savs
Range: 0.7 the spell may only be ased
by the magic-user, sunl cannen be crst on
others. FE“Range: Touch™ is given, the
spell can be placed on any creware the
magic-user wuches — inchuding  the
magic-user himsell {or hersell, s the
case may bel,

Duration s given cither in vounds {(of 10
seconds cach) or turns (of 1 mrinaies
eachh 1 the description siavs *Durauon
Permanent,” then the spell s anoan-
stant and permanent eHea thas doces not
gocaway alter a given duration,

Effect of the spell gives eiher the num-
ber ol creatures or objects atfecied, o
an ares or volume of spaces T arews s
given. it i measored inosguane feet Gl
arca). 1 o d-ditheosional volume i al-
fected, it 3s either a round “ball” with a
given dinmeter, or a spre o rectangu-
Lo “hox™ ot a given size; both aie mea-
suree in feet.

Magical Spell Descriptions

FIRST LEVEL MAGIC-USER SPELLS

Charm Person
Detect Magic
Floaung Dise
Haold PPonal
Liglu

o Magic Mosile

7. Protection from Evil
B Read Languiges
9. Read Magic

1. Sheeld

1. Sleep

12, Ventriloguism

L Y e L e

Charm Persun

Range: 1207
Duratien: See helow
EHew: One living “person™ (see below)

Uhis spell wilt only atfect hamans, demi-
huimans, add certain other creatures.
he vactim s allowed a Suving Thiow vs,

Spells. 1 the Saving Ehrow is successtul,
the spedl Bas no ellect, T g s Baded,, the
vctan will believe that the magic-user s
s “hest Triemd,” and will 1vy 10 defend
the magic-user againse any thaear,
whether teal or snagied. The swetm s
“Charmed ™

Ay o general ule. the “persons™ al-
feaed by s spell are alb arearares
wilnch look similar to homans in varions
wavs, [ewell nor alteat annals, magical
vreatntes (snchoas fiving stnesy, o
buman-hke creqmeres oger than ogies
You will Tearn, through teial and earor,
wleich motisters can be chatmed

I othe magic-user can speak a0 lan-
poage Uit the Claomed swaaun under-
stanls, the magic-nuser may give orders
o the victin. These orders should
somnid BRe suggestions, as 0l “just be-
tween (Tiends” T hese orders will nsaally
be oheved. e onders that are contran
e the victim’s tnee (adignment and
Bahits) mias be resssted. A vicem wall
reluse to ohey 1l ardered 1o Kill el

EXAMPLE: After Bargle Charmed
you, he ordered you o leave the
eleric’s budy behind. You vesisied, be-
cause that was against your nalure.
Burgle bhad w ulk yvou muo doing
what he wanted. 11 be had ordered
you 1o go away, you would have re-
sisted that, 105 you considered him a
Iriend!

A Clime may List on months, 1l
victin gy make another Saving Throw
every dav, weeko o month, depending
onits Intelligenve. T von are Charmed,
vour DM wilb el you when to make the
new Saving Throw,

The Charne iy antonatieadly hroken o
the magiv-user atticks the vonm,
whether by spell or I weapon. The
victim will fight normally ol atcked by
the magic-users sillies,

Detect Magic

Range: 0
Duratien: 2 turns
Effect: Exverything withan 00

When this spell is caste the magic-nses
will see all magicel objeds, crestures
and places within rnge glow. This elfco
will not st very long. and shoulkd be
sverd untl the magic-user wanis 1o seeat
sonrething tound during an adventure
i i fact, magical, Example: Shoily

Rt

alier casting this spell. & magic-use
witlks im0 & romo cetitaingng a door
locked by g omagical potion Javing
nearby, and o treaswr e chest contaming a
i wannd, Al e magic will glow, but
only the door and ponon will be seen;
e dight of the glinwmy wand 18 hadden
by the treasure chest

Floating Disc

Range: 0
Duevition: 6 1arns
Filfect: Dise remans witlhun b

his spell creates an onasible: magical
horizontal platiorm about the sire il
shape of o small round shield. Becan
arty up o G060 cn (GO0 pounds)y. N
ciatmon be cremted an g place occupied Iy
a creature or object. The flomting dise
created e the heghe ol the magic-user’s
waist, andd will alwavs reman ar that
height. L will sutomaucally follow the
magic-user, remuunming within 6° e wll
tines. [ocan never be used as o weapo,
becise 11 has no solid existence and
moses slowly. When the duratton ends,
the loming disc will disappear, suddenly
dropping anytlnng upon n

Hold Portal

Range: 107

Duration: 2212 (24d6) turns

Edftect: One door. gate, o similar
portal

s spell will magicadly hold shue any
“partal” Tor example, o door or gaie
A Rnock spell will open the Hold Por-
tal. Any cremure 3 or more hie die
greater than the cister tincluding dhun
acters) may break open o held portal
one sound’s tme, but the poral will
rclock af allowed o close within the
dusanon of the spell

EXAMPLE: Any Hth level character
miy break through a Held Portal
spell cast. by a 2nd level magic-user.
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Light

Range: 1207

Duration: 6 wrns = 1 wrn per Level of
the mugic-user

Eifect: Volume of 30" dimneter

This spell creates a large ball of light, as
H a bright torch were Jit If the spell is
cast on @n object (such us a coin). the
hght will move with the object. IT cast at
a creature’s eves, the creature must
make a Saving Throw, If the Saving
Ihrow is failed, the victim will be
hlinded hy the light uniil the duration
ends. A blinded creature may not aick.
1§ the Saving Throw is successful, the
Faglne appears in the air behind  the
mtended victim,

Magic Missile

Range: 1500
Duration: 1 round
Elfect: Creates | or mare arrows

A Magic Missile is o glowing artow,
created and shot by magic, which iniliets
2.7 (1d6+1) poimis of damage 10 any
creature it strikes. After the spell is cast,
the arrow appears next to the magic-
user and hovers there until the magic-
user causes it to shoot. When shot, it will
antomaticilly hicany visible targen Ty will
muove with the magic-user until shot or
until the duration ends. "Fhe Magic Mis-
sile actudly bas no solid form, and
cannot be touched. A Magic Missile
never misses ity tirges and the target is
not alfowed a Saving Throw,

For every 3 levels of experience of the
custern, fwo more misstles ave ereated by
the sume spell. Thus a 6th Level Magic
vser niy create Lthree nussiles. The mis-
siles may be shot w different targets.

Protection from Evil

Range: O
Duration: 6 turns
Effect: The magic-user oaly

This spell creimtes an mvisible magical
Barrier all around the magic-user's body
tess than an mch awav), ANl attacks
against the magic-user are penalized by
= 1o their Hitvolls, and the magic-user
gains & + 1 bonus to sl Saving Throws,
while the spell Lists,

In addition, “enchamed” creatures
cinnot even ouch the magic-user?! 164

magic weapon is needed 10 hit a crea-
ture, that creature is called “enchanted.”
However, a creature that can be kit by a
silver weapon — a lycanthrope (were-
creature), for example — is not an “en-
chanted” creature. The barrier thus
completely prevents all from anacks
from those creatures uniess they use
missile weapons,

This spell will not affect a Magic Mis-
sile spell. If the Magic-user anacks any-
thing during the spell’s duration, the
eifect changes slightly. “Enchanted”
creatures are then able w wuoch the
magic-user, but the Hit roll and Saving
Throw adjustments still apply until the
spell duration ends.

Read Languages

Range: 0
Duration: 2 turns
Effect: The magic-user only

This spell will allow the magic-user 1o
read, not speak, any unknown linguages
or codes. including treasure maps, secret
svinbols, and so forth, uniil the duration
cndls,

Read Magic

Range: 1}
Duration: T turn
Effect: The mugic-user ondy

This spell will allow 1he mugic-user 1o
read, not speak, any magical words or
runes, such as those found on magic
scrolls and other items, Unfamilise
magic writings cannot be undersiood
without using this spell. However, once o
agic-user reads @ seroll or runes with
this spell, that magic iy be read or
spoken kuer (without) using a spell. AR
spell books are written in magical words,
and only their owners may read them
without using this spetl.

Shield

Range: 1
Durabon: 2 wrns
Effect: The magic-user only

This spell creates 4 magical barrier all
araund the magic-user (less than an inch
awav), It moves with the magic-user.
While the duriion Lisis, the magic-user
becomes Armor Class 2 against missiles,
and AC 4 against alb other attacks,

44

1f a Magic Missile is shot a1 a magic-
user protected by this spell. the magic-
user may make a Saving Throw vs
Spells (one Saving Throw per missile). 1T
successful, the Magic Missile will have
no cffect

Sleep

Range: 240

Duration: 4-16 (4d-4} turns

Effect: 2.16 Hit Dice of living creatures
within a 407 square area

This spedl will put creatures 1o sleep {for
up to 16 turns, It will ondy atfect crea-
tures with 4+ 1 Hit Dice or less — gener-
ally, small or man-sized ereatures. All the
creatures to be alfected must be within
407 x 4 area. The spell will not wark
aainst Undead or very Linge creatures,
such as dragons. Any sleepig creature
can be anahened by Torce (such as o shap
or kick) A sleeping creature may be
killed with a single blow of any edged
weapon, regardless of dts hue points,

Your Dungeon Master will roll w find
the total Hie Dice of monsters alfected,
using #d8. The victims get no Saving
Ihtow,

Ventriloquism

Range: 60°
Duration: ¥ tiins
Effect: One wem or locasnion

This spel) will allow the magie-user o
make the soumd of Ins o her wone w
come from somewhere else, such as a
statue, swumal, dark corner, and so losth
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Continual Light

Range: 120
Duration: Permanent
Effect: Volume ob 607 diimeier

Ehis spell creates s globe of light 607
across, L iy much brighier than o toech,
but not as brglt as Tull davhghe, §oowill
continue 1o glow {orever, or uniil mag-
wally removed. It may be cast on an

ehject. just as the biese fevel light spell, IF

CASL A creature’s eves, the vctim musi
make 3 Savmg Throw vs, Spells. 1 the
Saving Throw s failed. the vicum s
Blinded. 1 the Saving Fhrow is sticcess-
Ful, the globe wall siill appear. bur will
resain in the plice it was cast, and the
mtended vicnm will subter ne il effects,

Detect Evil

Range: G0’
Duration: 2 oirns
Effect: Eversthimg within 60°

When this spell s cast, the magic-user
will see all evilly enchuaned objects
within G0 glow. o will also cause crea-
teres that want to harm the magic-user
o glow when they me within range., The
actual thoughts of the cremures cannot
be heard. Remember that “Chaotic”
docs not omatically mean Exil, al-
though miany Chaotic mensters have evil
mtentions, Traps and poison are neither
good nor evil, merely dangerous,

Invisibility

Range: 2407
Duration: Permanent until broken
Fllect: One crenture or object

Fhis spell will make any one creature or
object invisible. When a creature be-
comes visible, all dtems cartied  and
worn alse become invisible. Any invisible
tem becornes visible again when it leaves
the creqamre’s possession (dropped, set
dove, erc) H the magic-user makes

object invisble that s nat being creried
o worn, it will become visible again
when touched by any living creature, An
mvisthle creature will renuin invisible
unnl he or she attacks or cists any spetl,
\ hght souree (such as o torch) may be

made invisible, ut the light given off

will abwiivs remain visible,

SECOND LEVEL
MAGIC-USER SPELLS

1. Countinual Light
2 Detect Evil

3. Deteat Invisible
4. ESP

A, Iavisibiliny

6, Knock

7. Levitae

8. Locate Cbject
Y. Mirror Imuage
H)L Phantasimad Force
. Web

12, Wizard Lock

ESP

Range: 60°
Dusition: 12 turns
Effect: All thoughts m one ditection

This spell will allow the magic-user
“hear” thonghis, The magicainser must
concentriate in one direction tor six
rounds (1 minute) e ESP the thoughrs
ol it creature within range (i anvy, Ao
single living creatnie’s thoughts may e
undersiood, regardless of the inguage

The thoughts (1 any) of Undead aea-

tares cannot be “heard™ with this speli
I more than one crestuie s within
vange and in the direction copcentraned
on, the magic-user will “hear™ a con-
fused jumble of thoughts, The magic-
wser mav only sort out the jumble by
concering For an extra siy rounds 0
find u single ceeature. The ESP will not
be hampered by any amount ol wood or
liguid, and will penerrate as much as 2
feet of vock, buat o thin coating of lead
will block the spelt.

Detect Invisible

Range: 107 per Level of the Magic-user
Duration: 6 turns
EHeer: The magic-user only

When this spell is cast, the niagic-user
cin see all invisible creatres and objects
within range, The range is 1 for cach
level of the magiceuser, For example, o
Conjurer can use this spell 1o see invisi-
hle things within 30,

Knock

Runge: 60
Duration: Sce below
Etfect: One liwk or har

This spell will open any type of fock
Any normal or magically locked door
(v u Hold Portal o1 Wizard Lock spell),
and anv secret door, may be opened
when found (b o secret door st be
found betore u can be Knocked open)
Any locking magic will renuin, hinvever,
and will teke wftect once again when the
doaris closed, This spell will wlso couse o
gate o open, even i stuck, and will
causeany treasure chest o open easily: I
will also ense a barred door o open,
magicidly forcimg the har 1o full to the
Hoor, 11 s door s locked and barved, both
will he opened

Levitate

Range: U

Duration: 6 nans + 1 aien per Level of
the magic-use

Etecr: The magic-user only

When this spell is cast, the magic-user
muy move up or downan the ur without
anv support. This spell does not, how-
ever, allow the mugic-user to move from
sidhe 1o side, For example, a magie-user
could levitate 1o a cetling, and then could
move sideways by pushing and pulhng.
Maotion up or down s at the vate of 207
per round. The spell cannot be cast on
anather person or otgect. The nige-
user may carry a normal wnount of
weight while levitating, possibly another
nimesized creature al ndt i metal ar-
mor. Any creature siables than mian-size
can be carried, unless simalarly heavih
hulen.
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DUNGEONS & DRAGONS® characters (character class — human)

Locate Object

Range: 607 + 107 per Lesel of the
magic-nser

Duration: 2 turns

Effect: Ome objea within range

tor this spell to be etfective in finding an
object. the magic-user must know ex-
actly what the abject looks like. A com-
mon type of object, such as o fight ot
starrs, can alyo be detected by this spell,
The spell will point 1o the nearest de-
sired object within range, gnvang the
dhirection but net the distsnce. The rnge
increises as the magic-user s Levels
of experience. For example, a Seer can
locate objects up w 80" away, a Conjurer.
up to BT,

Mirror Image
Range: 0

Intration: 6 turns
Effect: The magic-user only

With this spell, the magic-user crey
B4 (Lebh) additional images which look
an act exacily the same as the magie-
user, The images appear and remain

next to the magic-user, movng if the
magic-nser moves, alking if the magic-
e snagic-

user ks, and so forth

wer need nol concentrinte; the mages
will remain until the duration ends, o
until hit. The images are now real, and
cantot actuadly do anything. Any suc-
cessful attack on the magic-user will
strike an image instesd, which will
merely cause that anage 1o disappear
(regardless ol the actuad damage).

Phantasmal Force

Range: 24
Durition: Concentration {(see helow)
Eifect: A volume 20°x80°x20°

This spell creates or changes ap-
pearances within the avea allecred. 1 he
niagic-user should create the dlusion of
smnething he or she has seen. I not, 1the
DM will give a honus 1o Saving Thiows
agaiost the spelfs etfecs, [ the magic-
user does not use this speldl to attack, the
dlusiom will disappear when tmched. 14
the spedl is used 1 "create”™ o monster, it
will be AG 9 and will disappear when hin
EEehe spell is used as an atack (o phane
tasimal magic misale, collapsing wall,
ei)e the victim oy make a0 Saving
Fhrow s, Spedls; i successtul, the vienm
v not aflecred, uand realizes that the
attack B an dlusion, The plumtismal
force will remam as Jong as the magic-
user concenttates, 1 the magic-user

moves, takes any damage, or fails an
Saving Throw, Uie concentration iy bro-
ken and the phantasm disappears,

Ihis spell mever inflicts any real
damage! Those “killed™ by it will merely
fall unconscions, those “trned o stone”™
will be paralyzed, and so lorth, The
elfects wear off in -4 (Ldd) Turs.

Web

Range: 10
Duration: -8 turns
Effect: A volume 107 x 107 x P

Fhus spell creates o mass of sticky strands
which ure dilficult to destroy except with
flanre. hasuully blocks the area ableced.
Caants and other creatures with great
strength can break through a web in 2
rounds. A human of average Strength (o
score of 9-12) will take 2-8 (2dh) turns 1o
break through the web. Flames (from a
torch, for exiomple) will destioy the web
in 2 rounds, but all ereawres within the
weh will be burned for 16 (Ld6) poins
of damage. Anvone wearing Gauntless
of Ogre Power (o magical treasure) ean
hreak free of 2 web in 4 roonds.

Wizard Lock

Range: 100
Duranon: Permanent
Eftect: One portal or fock

s spetl is @ more powertul sersion of
4 Held Portal spell. I will work on am
lock, not merely doors, and will last
torever (or unnl magically dispelicd)
However, o Kpnock spell can be used 1o
upen the Wizard Lock. A wizard locked
ilowr smay be opened vasiby by the magee-
user casting the Wizard Lock, il alwe
by anv magic-using charster or ored-
re of & or more Levels for Hit Dice)
greater than the caster. Any such open-
myg does sor remove the mag, and the
link will relck when allowed 10 dose
fjust as the Hold Portal spell)
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12 Lizard Man 1-6 33 7+ and up £ = = = =~ = -
I3 Neanderthal 2.8 31
It NPC Party 1 Ip.m\ 35
I5 Ore 10 35 Monster's Defender’s Armor Class
{ﬁ gkdl.cmlll’ : 2.12 ::7 Hit Dice 1 0 -1 -2 -3 -4 -5 -6
7 siatke, Pit Viper 1- 37
14 Spidler, lll.u.k[ Widow | 38 up ol 18 1920 200 20 S0 A :.2“
1Y ‘Troglodyte 1-b 38 + 10?2 17 18 1% pd)] H) 20 20 20
a0 Zombice 1-6 Ri] 2 d 16 17 18 19 H) 20 20 20
34+ 1wl 15 14 17 14 14 bidt] 20 20
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8 Harpy 1-3 R1|
910 Finman 1-3 31
11 Living Statue, Crystal 1-4 32
12 Lyvcanthrope, Werera 1-6 KK
13 Medusa 1 k¥
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13 Ochre Jelly ! i3
16 Ogre 1-3 a5
17 Shadow 1-4 A6
14 Spider, Turamclia 1 18
1 Thoul 1-4 RE]
9 Wight 1.4 309




