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Encounter Checkiist Synopsis

Do Mot Read the Monster Description First!

1. Surprise. On the first round anly! Roll 146 for
foe and you. On 1-2 surprised.

2. Speli or Talk? On the first round only! Decide
on spell to cast or 1o talk to foe.

3. Sedect Action. Il not casting spell or talking.
Evade, strike. of use an item.

4. Initiative. Roll 146 lor each, highest goes first,
5. Action. Decide if will any XP.
Result. Check

6, Continue combat untll one side wins or Nees.

7. W Christov dies, tum to E1.

SO

M1 40 Animal Hard: ( — ) Save 15;
Evode 10 Toik —; AT 7 THACD —
Atk 1020, Spel Any hit = M28;

tmm hold, TS — _XP 5; hp 12 each

M2 2 Agli Crwled; (x1/8) Save 12
Evade i2: Telk —; AC 218} THACD 16&;
Atk 2-8; Any it MDD, 12 - M2D,
14-15 - M30, 20« M3 Imat firehali
fere wall, hodet, tnwis.. phant., TS scroll
X 2: hp 14 each

M10 1 Devil Swine: [ — ) Suave 14
Eviade 11: Talk W71, AC 3 THACO 11
ALk 2d6; Spci none, Imm fire wall, invis.
normal wpn, sfeep; TS potion. XP 15;
ho 32

M11 1 Digplocer Beast: { 4 ) Save 12
Evade 17: Talk —: AC 2; THACTO 14:
Atk 2ddizdd; Spet 10-11 M52

12-13 - ME3, 18-20 - M54; Imm hire wall
hold, ine; TS scroll; XP 5, hp 25

M19 1 Munscorpion: (k1/4) Save 12
Evade 16: Tatk A81 AC 1, THACD 12!
Ak 3dB6/d10; Spol Any sting

{a10) - M105, 1.2 ~ M74, 10-11 - M75

189 - M78, 20 MT7; Imm fire wall, sieep
wels: TS rod & potion; XP 22; hp 32

M20 1 Milgor: { — ) Save 5; Evade 11
Talk D20: AC -2; THACO 12; Atk aR/aB:
Speol 1-4 - M78, 18 or 20 < MT3,

Imm spalis: 75 —; XP 16 hp 36

M3 1 Beellink. | — ) Save 12; Fvate 6
Ttk —; AC -2{2}. THACD 11! Atk 10 « 2
and gaze; Spcl Hits = M32, 1-2 - M33J
56 W%, 10- M35, 20 M36: Imm . firo
wall, invis., hawt, slegp, phant,; TS rog;
XP 10, he 40

M12 2 Giant Weasels: (x1/8) Save 16
Evide 13; Talk —: AC 7, THACO 14
Atk 2d4; Spel Any it - MES; limm flve
wall, invis., sleep, TE = JP 2

hp 20 =ach

M21 1 Mud Golem: | — ) Save 12;
Evage 9: Talk —; AC 9; THACD 12!

Atk 2d6; Spcl 10-11 -~ M80D, 1520 - MB)Y;
Imm dissoive, fire wall, hold, Invis,,
slepp, wab: T$—; %P 12; hp 30

M4 | Bowr (21/2) Savn 14; Evade 16

Spal -2 - M3T, 10-11 - 38
18-20 MY Imm hald. sissp, TS —;
XP 5; 22

Talk —: AC 5; THACO 12; Atk da/edald10;

M13 1 Gyerian: (x1/2) Save 16: Evade 9,

Tolk W72; AC 3; THACO 17

Atk ddidd/2d4; Spel 1-8 - MS8
5-8 « MS7, 15-16 - MS8; Imm none;
TScoin « T2. kP —; hp 13

M5 1 Black Pudding: { — ) Save 14
Evnde &: Taly —, AG 6: THACO 10

Atk 3c8; Spal 1-2 - MA0, I struck - W41,
tmm fire witll, hold, sleep, phanl..Ts —
XF \E; hp a8

M14 5 Hitl Giant: ( — ) Save 12,
Evade 11; Talk—: AC 0 THACD 12
Atk 2dB; Spel 1.7 - 59, 10-17 ° MED.
20 - M8t Imm fre wall, hold

gleep, web; TS sack: 4P 12; hp 36

M22 1 Rhagodessa: (x1/4) Save 16;
Evage 12; Talk —; AC 5; THACDO 15;

Atk specinl; Spcl Any hit -~ ME2

1-2 - MB3, 3-4 - MB4: Imm dissolve, hold,
invig.. phant., sleep, wel;, TS5 —: XP 2;
hp 20

M6 12 Bigands: (x1/2) Save 16,
Evado 13; Tatk W70, AC &, THACD 17,
Atk d8; Spel 1.2~ 42 Imm none

TS coin: XP 18; hp 5 aach

M15 1 inpect Swarm: { — § Save 17;
Evade 17: Talk — AC7; THACO —
Atk 2 ptfround; Spcl Any hit  ME2,

W sitruck - ME3; Imm hald, normal wpn:
TS —; XP —: hp 18 .

M23 1 Roc Small: (x1/3) Save 16;
Evade 14; Talk —; AC 43 THACO 14
Atk 2-5/2-5/2d6; Spcl 1-2 MBS,

19 - Ma6; 20 - M87: Imm fir= wall, hold
gloso: TS —; XP 5: hp 24

M24 1 Rock Python: ( 3 ) Save 16;
Evade 9 Talk —: AC 6;: THACO 15;
Atk 104 ; Spet Any hit - MBB: iImm fire
wail. hold, slegp; TS —: XP 4: hp 22

M7 1 Bultaio: {x1/4) Save 16: Evada 11
Talk —; AC 7;: THACD 16; Atk 248!
Spet 152 - M43, 56 - Mad, 20 - MAS;
tim hofdh, TS —; XP 3. hp 16

M8 | Cave Tond: (x1/4) Save 15;
Evadu 11; Talk —; AC 2; THACD 16;
Atk 148, Spcl 5-6 - MAE, 1415 - W47
20 MA8; hmm holdh 18 —, XP 5; hp 14

M16 1 Kryst: { — ) Save 7: Evade 5; Talk
ASD; AC 2; THACO 11; Atk d12/d12/a12;
Socl 1-2 - MGA, 9-10 - MBS, 19-20 - MGS;
imim dissolve, fire wall, hoid, normal
wpn, 1st and 2nd leval spolls.

T% polionfecoln + T3; XP 20; hp 42

M25 1 Troll: (x1/4) Save 14; Evade 11;
Talk —; AC 4; THACO 13; Atk d&/d6/d10;
Spel 1-2 - MBY, 3-4 - M90, 12~ M9,

24 - MEZ, I burned -~ M93; Imm fira wall,
hold, sleep, wel; TS colin XP 8

hp 30 - 3fround

M9 | Chimera;: { 2 ) Save 12; Evade 135;
Talk = AC 4; THACO 11; Atk 1-3/
1-32a4id0fd10 « 2; Spel 10 =~ MaG;

20 W50, 1510l odd - MS?

Imm (e wall, hold, phant., =feep;

TS bag; XP 20; hp 40

M17 1 Living Statue: (x1) Save 16,
Evade 11; Talk ©20; THACO 15;

Atk dB + 2/d8 ¢ 2: Spel 1-2 - NG
13-14 ~ W68, 20 = MES; livun lire Wl
sleop; 75 — | XP 10, hp 20

M26 12 Walves: { — )Save 16

Evade 14; Talk —; AC 7; THACO 17;

Atk d6 X B; Spel 1-2 - M4, 3-4 - M85,

20 - M86; Imm hold, invig.: T$ —: XP 10;
hp 10 sach

M18 1 Maliera: { — ) Save 5, Evade 7:
Tnlk W73; AC @ THACD 11,

Atk d10/d10/d6: Spel Each bile W70,
1=2 ~ M1, %10 - M72. 20 - M73,

imm fire wall, phant,, sieag, web,
normal wph; TS chest: XP 25; bhp 38

M27 1 Wyvern: ( 3 } Save 14; Evade B:
Talk —: AC 3: THACO 13 Atk 2d84d6;
Spcl Any sting - M8T, 1112 ~ MB8,

20 - M99 ¥mm fire wall, hold, sleeg;
IS coin » acroll; ¥P 10; hp 30




Christov Yetta
125 years old

Fair-skinned and auburn-haired, Christov is a sprite 5' 3" and 119 pounds. His steel gray eyes and
firm jawline present a deadly menace to enemies. Christov is a doughty warrior, but has a kind
heart, and champions the oppressed. He has a strong love for his people and will do whatever it

10th Level EIf

Lawful

takes to return the bounty to the land.
Considered fearless, Christov in reality, is terrified of drowning and falling.

ABILITIES

STR 12
INT 17
WIS 13
DEX 14
CON 16
CHA 11

Special Attacks:

(2,100,000 exp)

Movement: 120°(40")

SAVES
POISON
WANDS
STONE/PARA.
BREATH
SPELL/RODS

2
4
4
3
2

Two attacks: If the adjusted Hit roll Is 2, may attack twice/round.

Smash: You may attempt lo smash, and add your STR score to

damage, bul you strike second and at a -5 penalty. Foe AC 9876543210 - -2
Parry: You may parry if foe is using a weapon only, penalizing foe's Hit Roll 2 22223 4567 8 9
Hit roll by -4, but may not attack during round.
Spells: (select five 1st, four 2nd, three 3rd, two 4th, and one 5th)
15t Level 2nd Level 3rd Level dth Level 5th Level
Magic Missile [0 [0 [0 § 1 Invisibility [ [0 55 Haste O 00 89 Curse -1 $13 Dissolve [ 517
Read Magic [0 00 [0 S 2 Mirrorimage [ [1 5 6 Hold Person [l 510 Remove Curse [ 514
Sleep OO [0S 3 Phantasmal Force [0 S 7 Fireball 00 [0 811 Shrink Plant J 515
Ventrilogquism [ 00 1 S 4 Web O O 58 Slow O O 812  Wall of Fire O Si6
XP Total HONOR: 5 PERSISTENCE: 3 SELFISHNESS: 2 HP:64 o
Gear: Hand Axe (d6) 115 Dagger (d4) 90gp
Rope (50') 111 Grapple(d4) 113
Polished Shield 116 Backpack Waterskin (5 drinks)
Oil (dB/2 rounds) 117 Cloak N2 O.00 oo
Rations (5 days)
B 808 80 BT 8 88 00 0
(ﬂ Encounter Bnm Magic Item Index / Treasures Value
Chain Mail +3 %
Healing Potion 178

b

©
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HOW TO USE THIS ADVENTURE

All you need to play 15 a |n'm'i|, An Crascr,
paper, this adventure, and a set of polyhedral
dice from the DUNGEONS & DRAGONS®

game

H1. You play the part of an elven warrior set
forth upon a quest to save your homeland. This
adventure will require persistence, courage, and
cleverness o win; and often wits. are more
important than bravery.

Read the entire introduction before siarting.

H2. This 1s a MAGIC VIEWER"™ solo adven-
ture, Most of the text and maps are hidden by
red ink. You use the MAGIC VIEWER screen
to reveal the writing underneath, Use the screen

sections—encounter Keys and general inlorma-
tion. The encounier kevs each have a umque let-
tering and should only be used when explonng a
particular map. The gencral information
sections— Rumors, Treasures, Spells, and
Monsters—may be used when you are directed
to read an entry; for instance when you cast a
spellar fight a monster. Finally, there is a section
contaming random encounter entries for use in
the Wilderness RW, the Village of Gyer RG and
in the Dungeon RD. Random encounters are
explained at the start of those seecrions,
To learn how 1o keep records, read H5.

H5. You can find a detailed record sheer of your
character on the inside cover. Your gear has been
selected for you, but you may select the spells
you will take. Mark them with a slash and cross
them off onee vou use them. A spell may only be
used ar the start of an encounter or when spe-
cially mentioned. At that time, turn to the entry
under spells to find its effect,

Giear has special uses during the adventure,
Ty use gear, you may turn to s index number at
any time, it may be called for in the rext.
Weapons may always be used in combat. If you
lack a certain piece of gear, it will prevent you
from taking certain actions. For example, a dag-
gerto dig: and rarans to eat, If you use or lose &
piece of gear, mark it off.

Several boxes are provided on vour record
sheet. "HP" is used to keep a record of your cur-
rent hit points; as you are wounded or healed,
note the new number of HP; you can never have
more than 64, however.

The three boxes, “Honor, Persistence, and
Sellishness,”" are used o score your performance
during the adventure. You begin with the num-

ber of points noted, bur should cross them off

and write m new numbers as you gain and lose
poinis.

The box “XP" is something special for this
adventure, and should not be confused with
experience paints, These points are gained by
defeating monsters and may be spent 1o alier die
rolls during the adventure, You begin with zero
XP Belore you roll the dice, you may decide 1o
spend up o 5 XP o add or subitract from the
cice roll. For each X1 you spend, you may alter
the dice roll by 1. Subtract any XP you spend
from yvour total score,

Finally, there are three spaces o record
encounter changes, magic items and their index
description numbers, and any treasures you
find

It s possible that during your adventure you
will be instructed to add a number to an
encounter number and read the new entry mdi-
catec. The Encounter space is used (o record
any such changes,

When you discover a mage item you will
cither be given an index deseriprion number in
Treasures or be instructed to turn o Treasures
to examine the tem, which also resulis in an
mdex number. Whenever, you use a magic item,
turn to that index entry and read the descrip-
tiesm,

You will also need to record any changes you
cause it an encounter. [F you defear s monster,
note at the text entry that the monster 15 dead,
bt o not eross him off the monster list on the
inside cover, If you leave items behind, note this
in the book at that entry

Should vou ever return to an encounter
whose monster or other creature you have
already defeated, ignore that entry!

Turn to entry Hb.

H6. During this adventure yvou will find picces
ol a broken tablet. When vou do, record the
words you find in the appropriate space on the
tablet outline just above the monster list on the
COVET,

16 learn how to ind encounters, read H7

H7. You will use the dilferent maps in this
adventure 1o search lor your goal.

Use the ourdoor map in the Wilderness o
select the path you want to take. Then move
from hex to hex unul vou enter & numbered
location or special keyed terrain. Turn to the
entry noted. For every 6 hexes you move, mark
off one turn and roll for a random encounter in
the wilds.

All other areas use a red ink map lfound on the
large poster map. Locate the map of the area
you are exploring and place the MAGIC
VIEWER screen on the appropriate space. To
miwe about the map, you may move the sereen
ondy in the direction that a path leaves the space,
vou may not move in a direction that has no
path. When yvou find a space with an entry num-
ber, mark your location with a coin or igure and

turn to that entry in the book. Once you have
finished the encounter, return (o the map and
chooge which way 1o go

The red ink maps may also have special sym-
buls. These are explained in the book,

I you would like to read about solving the vid-
dles, turn 1o HB, or about combat, read HY,

HB. There are several mysteries (o solve in this
adventure in the form ol nddles and cloes 1o
their selutions, These riddles lead to your foe's
lair and weaknesses and must be solved to com-
plete the quest. The answer to each nddle
requires you to choose a number to determine
which entry to read, though some of the riddles
can be answered by studying the map,

If you cannot solve a riddle, explare some
maore, clues 1o the answers may be found in dif-
ferent encounters. An encounter may send you
to read o Rumor that may give you a clue,

As a last resort, you may turn to the Seroll of
Knowledge found on the poster map. The scroll
containg additional clues and should be read one
at a time from the top of the scroll, each clue giv-
ing important information to some puzzle,
However, if you use the Scroll of Knowledge
your score is penalized, so take the time o
explore before you turn to the scroll,

To read about combat, turn to H9, Other-
wise, read H10

HY9. When you decide 1o attack a monster or the
maonster attacks, use the following rules to run
combat, A synopsis is given on the cover.

Surprise: You should check for surprise only at
the start of an encounter. Roll two 1d6 —one for
you and one for your foe. On aroll of 1 or 2, thin
sicle 18 surprised and may not do anything for
one round! The other side gains one free attack.
Wandering monsters are always surprised.

SpelliTalk: Only on che first round of an
encounter may you choase to casi a spell or try to
talk to the creature, Once you have chosen your
spell or 1o talk to the creature, look at the mon-
ster listing on the cover under the indicated
entry number. Il you anempred o ralk, see the
Talk listing. If there 15 a number, turn 1o tha
entry; otherwise the creature artacks you.

If you cast a spell, see the Immune lisiing. If
the spell name appears, the spell has no effecr. 1
the name does not appear, read the spell entry

*Two  special  immunities need to be
explained. I the words normal weapon appear,
vou can cause damage only il you use a magic
weapon. [f the words fire wall appear, the mon-
ster leaps through the wall but rakes 1d6 points
of damage.

Select an Action: 1T vou did not cast a spell or
try to talk, you may select 1o attack, evade, or
s an e

Initiative: Each round, if not surprised, check
to see who acts lirst—roll 1d6 for vou and one for



your foe. The highest roll goes first and you win
Lies.

Action: Decide if you want 1o spend XP to alter
the die roll, and subtract from your X Then
check for the result.

Spell: If your foe is immune, the spell has no
effect. 1M the foe attacks first and hits, or he rolls
greater than or equal to his Save score, the spell
has no effect. 1 the spell works, read the spell
entry number,

Evade: If you decide 1o flee, roll 1d20. I the
roll is greater than or equal to the foe's Evade
score you manage to flee. If already fighting,
your foe gains one free attack at + 2, You may
increase your chances to evade by + 4 1o the die
roll by throwing down a ration if the monster is
dumb or a treasure if the monster is smart, Use
yvour own judgment. You may not Evade and
pass by an encounter.

Use an Item: You may attempt o use an
item, but your foe always gains initiative that
round. Changing weapons also loses initiative,

Gear may only be used when requested by the
entry. To use a magic item, read the Treasure
entry noted.

Attack: The monster always chooses to
attack. When one side atacks the other, roll
1d20; if greater than or equal to the Hit roll
score the attack succeeds, The Hit roll score for
monsters is indicated as “THACO" in the mon-
ster listing. To find your Hit roll, first find the
monster’s Armor Class (AC) and then find the
score needed on your Hit roll chart on the record
sheet.

If an anack suceeeds, roll the dice noted after
“Atk” to determine how much damage is
caused and subtract it from the opponent’s hit
points (hp). If you are anacking several foes,
each attack only affects one target, and excess
damage caused is lost. However, up 1o 6 foes
may attack you in one round.

Thrown Weapon: If you use a thrown
weapon you may always attack first at -1 to your
Hit roll. 1T you hit, your foe must roll higher
than its Evade roll or it will retreat and won't
attack for one round. Monsters with Evade
scores of 16 or more will Nee. I the foe does nat
retreat, it gains one [ree attack while you change
weapons., A thrown weapon is lost unless you
win

Special Monster Results: Each monster may
use special tactics when attacking, Each time a
manster attacks, compare the Hit roll made 1o
the Spel listing. If the number rolled has a spe-
cial result number, first record any normal dam-
age caused, and then turn to the Monster entry
in the book, After reading the entry, return o
the monster list and continue combat.

For instance, a bear attacks. His roll is 20,
Checking Spel, 20 =M39. So the bear causes
1d8 points of damage. Then turn to M39.

Continue: [ the |'|H|II does not end, start again.

Endings: IT your character is defeated as a result
of an encounter, you should turn o the ending
noted below,

If Christov dies, turn 1o E1,

If Christov loses all the pearls and you decide
1o give up, turn w E2,

A BEGINNING

Awards: If you defeat a monster in combat you
should do the two following:

First, add the number of XP noted for the
monster to your XP score.

Second, check for Treasure, by noting the
type of treasure carried (T'8), if any, and turn o
the Treasure section,

If you have not read about solving riddles,
turn to HE, atherwise turn to H10.

H10. Healing: If you take damage during the
adventure and do not have the magical means o
cure yoursell, you may heal by returning o
Tarylon without the missing pearl, but this will
be a disgrace. Or once every 20 turns, you may
at one ration and recover 1-4 hit points. How-
ever, every 20 wurns that you do not eat a ration
you must lose 2 hit points.

Water will soothe burns and reduce damage
from a fire encounter one time, healing 1d4
points,

Now you are ready to start, Tarn w L1,

Playing with a Group: This adventure can
be easily adapted for play with a group.
Whenever an attack occurs, find the monster
listed on the cover. Behind the monster's
name are parentheses. 1f there is no number
in that space, treat the encounter the same. 1f
there is a number, that many monsters are
encountered. If there is a fraction “x1/2"
divide the number of player characiers by
thar fraction to determine how many of that
type of monster are encountered.

To change XP to experience points, multi-
ply the score by 1,000,




o Gan be found by following the hawk's
'past the, win sisters.” Lose 1 Parsist-
g.and furn to W1,

3 '."r mmhﬂr gives her blessing and
‘admonishes you (o always be courleous, but
'. nI _strangers. She brings you your
 father dziluad Weapon, a magical war
.. ;;jpw «1{1 3) that always returns once
- tis §haalsuglvssypuamu!ws}c
8inst paison T59, and at last you
3 $uhm:c1 1 Selhsh_nem and tum lo

] 'u.ndslre once a mighly. warfior, Is
at. you a:uugm his councll, "n'ust
art, son, your eyes can be deceivad,
willtry 1o lure you from, your. path. He
O hl'a (e axe * 1 (1dB+ 3), which
ald against. Also there. Is a
4 ,r crystal. When your nped is
! .rsmneandwu will gscape
' undo What

e T
l Wun; ssarsaardurmnaarm

H.szingunthetendurm lhbhorrmd
beast looks up at your agproach. If you fail to
Evade, the creature will charge. M7. Or you
miy use your cloak, 12, mhm 111, or
try o lasso it, i20.

ﬂd.'l'hapl’ainsa.r&ﬂm’lmmd b}ra mighty sea
nltunah hlanuaung the1 W6

"Ii. ;ls1nmdly farmer Iamlmg his fields bids

you good day. You may stop 1o lalk (Rumofs
1dB #2) '+ 24f you give him some wine.

W8. Sianding alone on a high hill, this warrior
statue is 5o Weathered that no face remains
A partial inscriplicin still adoms its base.
“Distrust strangers too courteous and
nice;
Seak vehind ma Dragcm s Head flor
advicgs,

W7. This is suraly the faceless god you were
told to seek. You kneal at its basa and dig.H
you lack a dagger, roll 1d20; il you roll Tess
than B, turn to ‘IH'IH ﬁlhm mad w142

“.AI the end nf-tha' whdmg valley you find
a caverr, A tearsome how! echoes from its
depths. Will you leave or attempl to enter it,
w1437

has happened. Gain 1 Honor.and turn to Wi

Is, Yuu retire 10 the Grove o meditate. An
hour. bafore moonnss, your thoughts are
intnrmptad by enchanting singing and.a light
dancing in the hills. Do you continue your
meditations, 17, or investigata. the singing,
187 ;

H.Thnmnghadsywﬂqmmaﬁmam
into the hills. Thoms and brambies. tear at
you in the dark. The singer confinues to
eludﬁ you. B!uyuulumbnak 17, of continue
nn._!g? \ . ‘

EM moan risas behind the Tree of um

youreyes close. Asin g droam, a man seems
10 _step cfrom the [ree. and approaches.
Though his lips do not move, he speaks to
you. “You must seek lo make the crystal
sword whole again, Baware Milgot. He Is nat
what he seems. He has many faces. Yau will
need a waapon, lake this scimitar + 2

THE WILDERNESS

WO.The sound ol snoring fills the vallay, It
stops atyour approach, From, dha boulk
der, & laering glant steps. Il you ware beaten
by him before, heroats and attacks, W146
%n' u wwﬁm ll.mmm.m 1o

1 Aot T

W10, Before you Hes the ruin- of a once
rnigl; ty city. To explore theﬁruina. turn lothe
Hﬂw E ‘place
the M fEWE dr 1 you
fifid @ number turn to that emry A smaJI circle
15 8 trap. Foll 1d6 - W170 and tumn fo that
entry. (Fite causes double damaga to the
cragituras found here )

W11. A pack ot wolves is dogging your trail
They will follow and attack if you try to Evade
and roll 1-4, orjust befora you reach the next
encountar, Use M26.

Wi2. Herais a mmahat:kla hut, but no ane
seems to be home. On thé bars table fiies
buzz about a block of cheess. If you haye
been here bafore, UM to W163; u'lhemlaa
m&ﬂ W 154

W13. Here is a strange creature, maniike,
but'adorned with feathers and & leathar skin
She has a large, beakiike nose, and round;
unblinking eyes. Do you atempt (o slip past
{Evade - 8), mieet the craature, W177. o
a!tndk it. wi7a?

m ‘Two barren peaks thrust skyward
above the land. You may attempt 1o climb
them 1o get a balter view of the land, W130.
To look’ in differant directions, you must
dasgcend and ¢limb again. Il you look north.
west raad W137: aast, W138. or southwest,

4

(2d4 « 2). it will light your way as a torch. Take
100, this golden acarn. If death ends your tri-
als too sooi, break this nut and it will be as it
the encoumer never happened. God speed
you, my son,” he says and heis gone. Galn q
Persistence and 1 Honor

You awake refreshed and betore you Iu:.- the
scimitar and acorn. You also lind & plece of
the. tablet. Turn o W1.

18. Attar hours ol aimless wandering, you al
lasi, reach the light. There, within a ring of
mushrooms, a2 beautiful damsel dances
enficisgly. She beckons to you to join, Gain 1
Salfishness. Da'you tirn back. 12, ot join her,
197

19. In the arms of this enchanting creature,
you leap and spin, swelling with plaasure and
lgsing all track of time, Tum 1o ETN

W136. 11 you do plimb tha peaks, add 1 to
Pgrgmance “

itl. A Hanowing shriek challénges you and
fising fnto ‘the alr 5 3 wyvard. She flles 1o
attack, M27. You may try tolassa hes 120, of
use an item. It you deteat her, you find har
tréastite among a nest of rocks and bones,

W18. From tha shelter of the trees you spy a
clearing with @ small delapidaled hul and
lonely wall. An ugly crone hotibles from the
hut to the wall 10 draw watar, Do you allack
the horror, W181, ramain 10 spy on her,
W1B2, o step lorth into the clearing, W183?

W17, I you are at focation W17 and you have
mel the Brigands before, you may trajl them
to'theirlair, W181, otherwise, lum 1o W70

W1i8.You came upon a rock-choked moun-
tain spring. Black water spills Irom its edge
ahd forms a stream flowing west. The gur-
gling of the sprlng almost saundﬂiha same-
one ahoking. You may avold the spring or
draw closar, W204.

W19, You come upan g portly man, paeing lo
antl fro in a clearing, wringlng his hands, He
graets you-and offers to share a drink. You
may decline and move on, or accept, lurn 1o
wm

W20. This is 2 mountain pess. Lopking north,
you can draw a line o the three irees across
thé black stream Horses move near the twin
peaks. 3

W21. You hear a distant baying, W17



Raging Hiver, A dark figuré on the pihér side
sigps from-beneath (he bridge 'Hal’
snars, ‘Thera's a toll 1o be paid W cross (i
= bridger The toll'ls 10 gold pieces m:
Leynuea Tha last himie Ha will nist ks
Lﬂhﬂﬂgﬂ Yol 'may pay tha 1ol and crass, O
Walrmay attack tha troll, W74, ar try 10
Es‘l. w220

re (han

Hore you find a lone boamman-and a
oy Towtoat (AC 5; HP 25% He will row
Bripsstheluke (or 36 gold piecss. Onthe
Il 198 every 4 nexes w239
85I the boal is ahacked ol 146
i i are altacke pdd ¢ boat I
opr {ga.lifth you ot wrecks the hoat vy fall

he water and must awm, WTS

B A hrd ol cattle graze linfe, WA
) -. Adlnid ot dust gpproaches. Wid

Ahoodad Ninure sils crossioggad on
0 palire the narmow pass, a

before Bim Have vou bean defsals
greature bafore, W2247 if hol. do vou
wite gown e armaurt and lurm 1o

1, ntarrupt. W222, or altack, W223

copper

B AW2Y. Tum o the Elephant's Graveyord on
BENRB botter Place the sereen al START

b W2B.You spring 4 hunter's trap and. are
| l"wt:iis.‘f.u: inta! the air, Spinaing 10 146t abpve

hié eanh yoli fant foutiah. Yol may iry 1aeit
tha rope — roll ldss than 11 on 1020, W22y

orwait, W228

W20, Hoating, 3 ook of Nightless b 1l
._ﬂ_bﬂllil the stubble of a narvesiad fisld. Wid

W30. This odd village con Wi squa
huls made of shicks, pir withh mug
Thay leok” more |ike thigat 15
parched. Parhaps vou W

same help hare
A shiill voice from 1ho bushes 16 thelal

starties you, ™ That's notright, T )t agaln ™

A chirping voite to the hght repliss, "It
gRilnr than yours, My Bird calls arg batdr’

SAMe nol, are not' chants the Y T
“squat figures storm onto the road. Thay have
moitled lesathars 8no wear legther ti=echs
thal reach o (hein knaas, No shi U
thair long, threefoed la=i. Each has: a lnrg
saarlike nose oo ound, anblinking SYEE.
Thay notice you

Halln,” says tha hrst one ooghthy 10
ook lamifian have we meal belora? So les

our town. |'m Rellie
I'm Mty chimes the:-secong. ""Oh wal
ctorme (o our tlown: Canwe helpyou?™ Turm u«

128

prrdngars visd

AW31. A dirt trad lends to the ehtrence 1o an
shandoned mine:cut into Ahe hillside, Signs
Ti "Hard

say, 'Keap OuUl)' "INo Trespassing.

B o ' P LAY Bl E
nesd AMmg  You meyv laays ar ent

arn, Wa229

Wa2. An odd creaturs, nall owa, hall man,
gloops and pathsrs dned seadpods info a
580k, His appearance is gray and vullurelike
You: may.aitempt: to talk 1o him, W23T, ot
iftack W72.

W33. You stap on 8 twig dislurbing a wingad
Cladlure, Il raisas three naagds a hons, a
poat’s, dnd a dragon. The beast roars. M9
You may atfack . use arcpe 120; or other item

W34.High on.a windy orag you sighit a hlige
pesy You may move on, walt bensath the
shadow of the cliff, W238, or climb {o the é =
W130 Il youreach the nest, mil for one bag
read Wa3e

W35.- You sight & stono cutler, s broad
chisl dilpping swaat as he moves a block of
granite. Bahind him s a rough hut bulll Into
the mourtay). He scowls, “"What do ye wani?
atangets rarely vist héra’ You may atlack,
W240, stop 1o chat, W241, or offer 1o help,
Wwz2a2.

W38, This odd stony pinnacls is shapeddike
i hwk's haad, and stands 150 teat tall 11 you
would ks o climbftwg ol a bhalgar Jjog m

o W130. it you reach the crest read W253,

W37. Wilh & hise, a glant lizard with baieiul
ayes gianes atou. A basilisk You must make
a F s Slone of relid M32 I artacks you,
M3 You imay

your ehield grlhe globs, 129

Evade =lrikeback, usean |tem

W38. Atthe and of shis box canyvon you find g
slairs oun into the Glitt face. An'inssription 15
carved In the wall 8l the lop
Though my, actions seam
without feason o1 rhyma,
Thiere is 2 pufpese hera,
But alag, this is nol the proper tima,

You must find the answer || you gare

W38, You climb the stairs and strike the
funes with the hatt of your waapdn. The
stona facade cracks gnd falls away, revaaling
4 second messigs
'On my jourmney to tha moon
| pagsad o llock ol soulthem loon
Thare wera less than hall & dozen,
For thiey'dcst & second cousin
I'crossad tha pathi of a loving palr
in. a.nersedrawn cart
relurned- liom thera
L'waved 10 2 merchant and three sigtsr:
Two wera marriad one a spinstar
To.reach my tunnels you must find,
Ihe numbar which malches mins,
A cllie | offer just atip,

How many meade that aidueous wip?
Tafind the entranca o Milgors lais, vou must
guess \he answar o the nddle and adg

»W260, and read thal entry

W40. Belore you lies a shallow, country
siream. The walers are Jatk and greasy, &
rancid odor filis the air Cnly el stirin i1s slag
nanl pools This ook does not babble but
llows siLggishly wesiward. What befouls
ihese walars is a mysiery, You may aagily
\Ba#p acroas the sitsam, for you ofe joathe o
wide the blaeX walbrs

Wa1. Where once oozed Llackenad waters
now. there bubbles & clear. brook. Birds sihg
along its banks-and troul lean a1 the alusive
dragonflles. Life has relunad wheia ooly
dacay and lorporn pravailed. Your haart swells
wilh pnde;

W42, The rugaed imountain ciff taca is 20
laat 1all Only sarub pine andtuits of grass
Iind a feollng on the treacharous mountain-
sida. It you wish 1o climb the-mountain. fol
1db: 1-3-WI130, 4~-W254;, 5 W2556,
- W2as6,



W43, The sounds.of the woodiand il the air

and you find an old game trail to follow. Roll
1d631-3 = continue o, 4= Wa57, 5~ - W258,
6~ m

Wa4. A clnud nl,gna.ts foll‘ows you as you
wade through' the mud and mire. Your prog-
ress |s-glowed, ‘roll 1d6 “'RAWB every 2
hexes. Ih; pquruun ‘each hex roll 1d6: 1-

a*-,-gn‘jil anage 4o wade on thraugh the "

mu¢|¢.,4piw7 5-W268.6-W269.

L
Ll

WAS. You stand on the banks of the Ragifig./. -

Hnrar. the wﬂl&r fawnlng and Bp!ashmg over.
fiveris 1 00 Teet wide. You- |

WSS, The land hereabouts is biasted and
baren. Naught grows in the baked earth,
and only longly  stones. adum the. windy

wase,.” LT
‘W86. The wihd has sculpled sands and
stgne in odd, n lifeilike forms..} Hh is a

ik

) # o

ma-,r . To cross the rivers, . . of a pl bird. if you
ycu'ﬁ'iny means, a rope, Hh.u; m ,' : m‘mﬁ'li hn’yuuﬁaheai
build a raft, 115, or try'to swim, W75, Explor- - ’l!l.f ™ -i :ﬂ ¢

ing the nver roll 1d6; 1-3 - p_lgaaint walk, " o0 =ta g fl 3

4 ms-nmul}tmnlmum‘lﬁ rlalnat:,r
boamﬁliep., : - !

W4B. Waves dance across the surfal:at and
trout splash in the waters of this lake. You
refill your waterskin. To cross you m
use special means, building a raft, 115, or
1o swin it, W75. if you do bulld the raft, roll
1d6 whan tryiﬂg to puin across each hex:
1-W260, 2~M24, 3-WT196, 4-6° clear
sailing.

WA47. You have returned to Tarylon the Fair
But your are disgraced, for you have not ysl
completed your gquest. Your brother, Enan, is
saddened by your failure, but glad that you
yel llve, He leads you to the Grove and heals
all your wounds. He cannot lift a curse. He
encourages you 1o return to your guest
belore all time runs oul. [Lose 2 Persistence
and 1 Honor) '

W48. The ground is pounded flat, and to
gither side boulders are stacked 1o form
ttanic spires.

W49, Here is a 20 foot tall wall. A mammoth
slab of stone blocks the only entrance
may feave or climb it, W130. If the gfan‘l is
with you, turn to W162.

WS50. The grass s beaten flat, Clawed trees
and’and tracks of a two-legged beast drag-
ging & mighty tail, warn of some horror.

WS51. Many horses have passed this way.
The smoldering temains of a burnt wagon
and cargo tell'a tale ul bandits and brutality.

_ W52. The stench of rotting flesh greets you,
Here you find the grisly remains of a deer, its
carcass tom asunder by ¢law and lang.

W53. The grass s trampled by many
pawprints, asiF-a pack of dogs harried prey.

W54, A mound of newly dug earth forms a
wiound in the land, testimony o) some carni-
vore digging its prey out of a hole,

Trungs are grim in Tarylnn. he says.
nead a new weapon, seek the cave 1o tha
nocth; add + ern that encounter. He gives
you a bottle of w‘t

HI Caretlilly you remave the cactus The

cub licks you gratelully As you lsave yoli
meet a suspicious mothar bear, but at a grow|
fromm its cub, you pass. Gain 1 Honor,

W81. Before you can act, a second bear |um;

bars forth and sniffs sadly at the slain on&.

Toofate you recognize mother and cub. Lose
1 Honor for this thoughtiess deed

W82. Deep within this foul smelling cave you
find & magic halberd of harmany, +1 (d70f,
wedged tight in'a crack. You can try to pry it
out, H4; or use some oil, 117. This waapan
will cure 3 times, T62, and bléss ance, $14.

W83, Your kesn eyes adjust 1o the dark ang
you' make out a squat figure that lumns and
moans. Do yoU attack, W67, or hold your
ground, “"“.7

W84, A deep moaning bellow answers the
sound: Doyou rush In to attack, W67, or wait,
WEe?

WB5. Roll 1d20; If less than 15, tum o \\'B!
It vou fa!al yous atu:nbla read W64 ;

WB88. From the bfush, afurrybmm snarfing
m rears pn poweriul haunches, swiq 2[5;

‘deadly claws, M4, You may lasso
mm :Imulhar |tam 1!@&6!%1 it, road

W67. From thedhﬂmhaaitchnrges. gaining
ane ‘free attack, Ml If you defsat i1, rpag
wes ’

WB8. Looking closer, you sea a large bear
cub in some kind of distress’ A cactus is
stuck to his paw."You may attack, WE? or
attempt to remove it, W&0. .

WE9. If this is not Encounter W2, record XP
award and leave. Olherwise turn 1o WE1

WT0. The leader of the brigands tells you to
throw down your treasure. If you don't throw
them one treasure, they will attack, turn to
wiao.

W71, 'Oh kind sir’" he grunts, "'l have fallen
on misfortune. A scarl | hold most daar, has
been stolen by a a bird, who carried it off to
her nest. Oh | would gladly reward you I you
could retrigve it for me." he pleads. Do you
agree to help, W208, or paolitely ratuse,
w208

W72, "If you'ra looking for Information, ask
the earl,’ warbles the bird, and flits off

WT3. You stand lace 1o face with your neme-
sis. "'Well, mortal, have you ¢ome to make a
sacrifice to me? Know you not that | can not
be beaten save by the Heart ot Truth? You are
surely a wretched creatura” He springs 10
the attack, M18. If he hits you turn to W273.

W74. Use M25. You may try to trip him, 113,
or use some ltam. Lose 1 Honor

WT75. You must roll 1d20 each hex. Il the
result isgrealar than 13, you panic. take 104
points and don't move. Ifyou panic, your next
roll 1sal +2. :

W76.A large herd mills about the plain. To
pass the hard, roll 1d20; if iess than 6, urn to
WTT, if batween 8 and 15, turn lo W78, and ||
gréater than 15, read WT9.

W77. Somathing spooks the herd and thay
fles. You spol a pack ol wolves harrying
them

WT7B. You find yoursell surrounded by the
herd snutfling and snbrting at you in curiosity.
Read W4.

W79. The herd panics and you are caughl In
astampede, M1, You may play a flute, 110, or
Evada, but I you fall, take double damags. |l
-_.r attack and cause darmage, \he herd lurns

4 if you roll the damage caused or [8ss on
1d

W80. A doathshead fioats in the air
WB1. A golden light surrounds the third door
WB82. A golden key glows In the mosalc

W83. A ghostly maiden stands bafore the
door and beckons.

WB4. A ghostly vision dances on the wall of &
golden sun standing over thrée paim lrees,
banaath which rest two nomads

WBS5. A minidan points to a stone in the wall



WB88. A silvery mitror appears before you and
you . see the tusked horror creeping up
bahind.

WB7.Your nemesis is encased in a silver
glcbe

W88. You detect the trap and lake no dam-
Bge.

WB9. The water sparkles as it slides:down
yourguilet Motes ol light dance betore your

sayes. Whan you enter one of this buliding’s
rooms, you may call upon your fountain
vision, up o 3 limes, and Ihen subtract 10
from the encounter numbef and read:that
anlry also

'ﬂ. You step past-an archway line<l with
huiman gkulls. Do you possess the Malfera's
bane, W2717 Or, have you bean defeated
hpﬂm W270; If not turn to W73.: +

W91. You are disoriented. There ars now
.m[aadnoman. Door #1, appears o be a that

“mighty vaull, W274; Door #2 stands
upan and beyond you see plains, W275; and
Door #3 is vermillion, bound with ron, W276.

W82. The lar wall ol this room is decorated
with @ mosaic of araging battle on a dessert,
W279 Totha right sids of the mosaic 5 a cov-
ered baskot, W280, while thera is a shestto
ihe left, W281, Therg Is a curlained alcove
beside the soulhern door. W282. '

W83. In the center of this room is a bubbling
fountain. You may taste the waler, W89, A
locked golden doos leads north, but youmay
m1paﬂmmuu1umauldankay or. some
o,thamwam

Wo4. This froom has carpets: nanglng fo
either_side. The northern wall bears an
insoription, W285. As you entér, two sashes
érnotulhannorandurﬂwlbaﬂmm
deadlv life. LUse M22.
“Wmmbﬂﬁnmhmgﬂwﬁn
door that requiras a golden key to opan. Roll
1a6: 1-2-\?236 nthumiaqwndﬂm:u

Hl. This nallway baamn door wraugnl of

won, There are (hree keyholes, in & column.

First,- gold; then siive then coppet. Three
keys are needed lo open this door It will not
open by.ather means. |l you have the kays,
tirn 10 W287; otherwise read W288.

W97. Have you defeated tha Malfera yet? If
yES, tum to wzgs- otherwise turn to W288.

W$8. The graat door Bwings wide: Beyond is
a huge hckedhmumm.md -any reg-
sure that the Mallera stole Ttom you. You
must either pry the chest opan 4, or pick
the lock. 133: Eachtimeyou lail roll loga trap.
Aol twice tor Goins as well &S normial linds.

“stonia; When yoli jeavé this

Here you 8iso find a lragiment of the {ablet.
Gain 3 Honor and lose 1 Selfishness.

W9, Cargfully you inch your way along &
gulley. Suddenly a silent scream achoes in
yollr head and you are atlacked by'8 'dérk
feline figura;, M11. It does not cry out loud,
but you can hear its roars in your head. The
creature gains surprise.

W100. Brush covers your approach. Roll
1d20; if you ralf greater than 13, read W182;
otherwise turn'to W193.

W101. inching through the grass, you come
upon-a great horse, ‘unmistakably the bri-
gand |eader's mount. You may try 16 Shaak
past, W184, altacl, nrr urwalkpasl casu-
nﬂwﬁn L

m_\bu lind & lone brigand, hendlng over
a stewpot. He is busy cooking, chopping a
piece.of meat with a large cleaver. Yol 'may
try o sneak past. W194, attack, M6, or try-1o
silence him quickly 125. |f you win, W203.

W103. From here you overhear two senires
lgli.fn; Thay say that mos! ol the band is

‘away right now, but then no one would be

brave enough to trail them to (heir camp.
W04, Something is thrashing in thé brush.

“You find a rabbit caught In a snare. You may

it, freeit, or take it with you. Roll1d6;
1-2 =« W199, otherwisa move on.

WM0B. Here s the heart of the brigand's
camp. Three men are always hera, The first
time, one-is Raker, the leader, whose face is
badly scarred. Beside them is & locked trea-
sure .chest. You. may Iry to sneak close

-enough o surprise- these m. mm‘*m

(X t‘hlr*- 15

. He ne sentry sits.watch, whit-
! Wogd. You maytry to sneak
W194 attack M7, wﬂyﬁmﬂos nlm

'mw 125 1f you win, W203. -

mwn:mmmm mﬂus
ta find snother place I‘tritar-l yml are

.ma’.ny ahnr lurn wﬂu

“H. Ybu ﬁru:l mmﬂm, and take one
with you. You may use tha vine ta salely cross
anhe hazard, bulthen it Is gone. Also you may
milma!lmbdownmwmwhemMm

W109.4 splashing walerfall dgmgens the
dpdce add’ + 210
faif ehh:::ea Dirednig#d isan mmgﬁne.fg
Yot a a Nbph may try
clhﬁrmmm up; mad

W110. The clit is:crumbling and part of the
Irail has fallen away. Fall chance ~ 5.

W111. Rockslide. Take 204 points of damage
or Sava.ws. Sione dor half. Naxl, roll to see if
you fall, +1 for each point of damage.

W112. A mountain goat stands santinel on
this pinnacle. Ha will altack, W3. Eachlime
he hits, check 1o sea if you fall. Fall chance -
damage causad.

W113. You climb a narrowing chimney, but it
ends in a small cave. Hera you find a giant
badger, deep in maditation. Do you attdok,
W211, or tum to climb back down W212.

W114, Alter a long grueling climb, you sight
the bird nest-on thetop of anouteropping. As
you ¢limb the rock a glant eagle dives at you,
M23. You must fight at -4 to Hit while climbing
(-6 ii you were compelled), You may-ignore
the bird and allow it to attack you while trying
o grab the scarti-a roll of less than. 15 an
1d20. Ihyou tetreat the bird slops attacking.
You must climb down afterwards, Add 1 Par-

sistenca:and 1 Honot Read W213 once you

reach the bottom,
W115. Here is a locked wooden door. You

may not pass unless you have the kay or

other means. Above the door, a large boulder
is balanced. If you open the door, turn 1o
W175. f

W118. This courtyard is overgrown with
vines and lealy pods. Toe late, you discover
thal this is a deadly man-eating plahL 'Use
M21. i

W117. Vines trail across the cracked flags
and climb stony trellises o eithet sida. An
ominous fiutter of leaves fills theair and you
ﬁ attacked by snalﬂng lealy fronds. Llsa

W118. What you lhuught be tha framework
-of some building, you discover is the fibtage
of a gigantic creature that died here. Hanging
the spine on a sinewy cord, spins-a bony
m‘ﬂ:ﬁgnt.iw key you must throw something
tobreak the cord (AC -2, 4 hp). A'fock eauses

1 point.

W118. In-the center of the square, a dozen
scavengers-lighl over.a corpse. The beasts
are3 loottong, Hoonosed rats with'lodg tails.
You musi attack theny to cross this area; use
M28. You may try lo scare them by charging;
they must roll greater than their Evade or
fles, 11 mey stay 1h-w gmn 2 !r&eamts

-+ 'I'I"-"’

m The stench aiputrld ﬂash H‘Ils this hut.
Lying admidst &' dozen-casks s a rafing
body. The casks hold rancid fish pil. You may
refill your oll' !t&nk Thum is oRe: ammy fldsk

al&youtum lmanva. num:nnpavou'
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your throat.-The: corpse stands, chuckling
avilly, and staggers to altack; use M25.

W1i21. The walls and ceiling here are crum-
bling. Tocross this area, you must roll less
than 13.on 1d20, ara wall will crash in for 1d8
paoints. A web will prevent this.

W122. This plaza is campated with saw-
toothed plants and roofed by an-arbor over-
grown with vines. Do you cross the plaza

~W127 .awing acrossona vhna W128, orelimb
i'the arbor, W1297 Ada

W123. The flagging here:is cracked and tum-
bled. You pick your way carefully across the

iegun, when suddenly huge tentacles erup!
‘from the fioor and slash at you, One of the

fenlacles bears a deadly thorn (d6). Uss
HZT but It has 50 hp.

'lﬂal. This huilding is da:k and dingy. The
lloor seems to move on its own and altacks
you. Use MS, but it only has 30 hp. |l you
dahnt ithe monsirosity, turn to W289,

W125. In the center of this great hall,
wreathed with ghastly vines, lowers a grim
glani. He looks at you, but his eyesare glassy
and unseeing. “COME IN. | HAVE BEEN
WAITING FOR YOU." You lesl great evil
about him: Do yvou attack Waoo, leave, or try
lo dispelthe avil, W3012.

W126. Dust silts to the ground. Turn to
Wwiz1. W

W127. The sawtoothed leaves snap at you,
use M24, but the plants have twice as many
HP It1akas 5 rounds o fight across the plaza.

1‘ e
W128. You must roll lm|m 15an 1u2aar
furn 1o 298,

W129. Roll 2d20 and if the lota.[ i8.less than
16, turn 10 298,
5 4

W130. Foll 1420 (it you-lack rope and grap-
ple add - 4); if less than 15, you fall, roll 1d6
{1d4 indoors) + W130.7 1<W131 2-W132,
3=W133. 4-W134, 5=-W1i35, and
6=W136

W131. You collide with the cold, stony
ground for- 306 points of damage.

w132, Daaperml-.r. you grab a root, catching
yoursell with a painful wrenching. Roll 1d20;
Il lass than 7, sublracl your roll from 246
points.

ma&. Your grip ﬂapa and you slide ddwn the
wall in a shower of debris, Roll 1420, If less
Ahan 7, .wmm:l yourroll frnm '2d4 points.

W134. Your I'alr is ahrupt[r haltad by.tharope
looped through. your belt; take 1d4 points of
damage: | you lack airope, roll'again W130.

W135, As you tumble head over heals, yeu
spol a pool of water. Tomake a softfanding in
the muddy pond, Save vs, Stone at -2, or lake
2d6 points of damage.

W138. Fortune smiles, your all is broken by
a palch of brush; 1ake 1d6 points.

W137. Far to the north you sight a grand lake
and odd little village on its shores. You see
some winged- ¢reature soaring over the
marsh and you.could swear it has more than

one head,

W138. Eastward you spot a plume of smoke

Hging from #12. There is a mountain barrier
1o the east and south. Encounter #20 is a

pass.

‘W139. Due west the land is scarred and bar-

ren forming a winding maze. Southwest you
sight a large winged creature with-a serpenty
tail gliding above a hill. From Encounter #1&
Smoke rises,

W140. You may use & live bird or rabbit as a

distraction. I you cause & djstraction, you

may slip past or gain 1 {ree attack.

W141. The sound of a—hatmlnga glass.
ariswers your hasie and, care . To
yuurcrmgrin you lind & broken silviery gft:-ba
130. It is useless bniess you can repair it

W142. Digging carafully, you unearth a
strange silver globe. a taint light glows in its
depths. You may use it like a shield to reflect,
130.

W143. A gust of wind blows from the.cave,
and spins you aboul. Roll 1d20; il less than
13, turn to W144; otharwise tumble back one
nex,

W144. Struggling against the wind you step
into the cavern. Towering spires glitter inithe
sunlight and calcium terraces form an
unearthly diorama. The howling comes from

the wind whipping through an opgning in the

40 foot high- The piace abandoned.
You may climbout, Wiaa. - %

W145. With his last labored breath ha taunts

wyou, “YOU MAY HAVE BEATEN ME, BUT

MY BROTHER WILL .GET EVEN. YOU
WON'T FIND MY TREASURE ON ME, MY

BROTHER HAS IT SAFE IN AHIDEY HOLE.

mw.u

b MO U
W148. The giant swings a sapling, M14. You
may attack, hytutrip hfm 113, or use some
itam,

*H?. "50 YDU UKEEJNM[N' THIS HEFIE

1S EASY. | SET YOU THREE
TASHS. AND, IF YOU CAN BEAT ME, I'LL
LEAD YOU TO ME TREASURE. IF'N YOU
LOSE, | GETS MY PICK OF ONE O' YOUR

BAUBLES." Doyou want o continue, W148,
ar attack him W1467..

W148. You nod your agreemenl. The gian!
picks up a boulder and crushes it belwaen
two hands. “LET'S SEE YOU BEAT THAT"
You may lock for a brittle rock, W149, or you

‘may use & chegse o ttick him, W150,.0r you

may attack, W146.

W149. You discover a waatharad skull
among the rocks. Roll 1020, and il you roll
less than 13, turn 1o W159; otherwise lurn 1o
W157.

W150. You slip the cheese Into your hand
and pretend to pick up a rock. You squeeze
with just one hand until the whey drips to the
ground. Startled, the giant scratches his
head, W151,

W151, "HEY. NOT BAD RUNT. TRY THIS."
and the giant 'strides to one af the rocky pil-
lars and pushes it over You may attack,
W146, attempt to push a pillar over, read
W152, or try fo useyour wits to solve this ane,
wrn to W53

W152. You brace your back against a pillar
and heave. Roll d100; if your roll is gréater

«than 12, read W157; otherwise read W160.

W153. Studying the pillar you see a key
stone supports the weight of one side. You

Ioosen the stone and then push. Roll 1d20; if

less than 5, turn to W157; otherwise rea.d
wW160.

W154, The giant glowers " YOU'RE PRETTY
TOUGH. LET'S'SEE YOU TOP THIS" and
he tosses a boulder some 200 yards. You
may attack him; W146, ar use a bird il you
have one, W155,; orynu could iry 10 triek him,
‘W156.

W155. Smiling, you lift the hird tram your
pauch and fling it into the air. The bird takes
wing and flies away, much to the nearsighted
giant's bemusement. Tumn1o W158.

W156. Thinking quickly. you pick up a stone,
and sweep your arm forward, as if you had
thrown the stone a long distance; actually
you toss it behind you. Roll 1d20; ifiess than
12, lrn to W161; otheiwise read W158.

W157. "LOOKS LIKE | WIN" booms the
giant He lifts you by you tunic into.the air.
“MY, MY. SO MANY NICE BAUBLES TO
CHOOSE FROM. NOW, | DON'T WANT NO

ARGUMENT FROM YOU " With a casual tap

ha knocks you out, When you come 1o, you
lie before W6 and eithar ona of your rémain-
ingpam‘laur'murahlﬂidlsgune Ll:ma1
Hunnr

W158. The giant grumbles, “FAIR IS FAIR. |
PROMISED TO-TAKE YOU TO MY TREA.
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SURE. FOLLOW ME" Tumn to W49, Gain 1
Honor and 1 Parsigtence.

WIH. You-crush lharsk.uum mwd-r Wis1.

Vﬂﬂ. kmazmgly tha piHar topples. Head
w154,

- W161. OH. ‘HO." bawls the. giant,

“CAUGHT YOU CHEATIN'. " Turm to W157.

W162. The giant lifts the huge slab gate and
.you step through. Then. with an evil laugh he
drops it back in place, barricading you within.

W163. Tha hut remains abandoned, butwau
may take the cheese; it-is worth 1 ration.

Wie4. 'Ey what's this”" a voice exclaims.
Tuming, you face a woodcutter, You apolo-
‘fize for intruding and explain your mission.
He grunts, "lnmilsﬂriﬂm Wani'to-stay
-and share my supper?” You may leave.

‘his.offar, W185, agres o siay, but
watch hhn.aumuv. W166, or attack him
without wamning, W167.

W185. Tha woodsman slices you a piece-of
coarse bread and brown cheess, and passes
acup ol ale. "'l you're goin’ wandrin’, | bests
warn you io stay-away from thal hooded
bloke west o' hera”

Your conversation turns lo your quest and
you show. him one of the pearls. Roll 1d20
and il less than 8, turn to W168, otherwise
read W169. o

W168. You taik as, the woodouller pours
cups of ale-and fums 1o cut the bréad and
cheese, He warns you of the macauding
packs of wolves. You watch his reflaction, try-
ing nol 1o be canspicuous,; and 1o your sur-
prise, you sée nol'a woodculler, bull gt
robed wizard. Milgor You kick the table over
and attack, W17,

LETE ik
W187. You charge-the woodcutier, but he
nimbly dodges. His form shifls ‘and there
stands Milgor, you should have known. Use
M20. Gain 1, H-unur

W168. You fasal wmzy nnd you realize thal
the woodculisr has tmd Indmg you. turn to
W167.

wigs. Emmhinq starts 10 rael_. and the ﬂu-ur
comes crashing up to meatl you. A form
stands over you, but n is no.longar a wood-
cutter, it is- Milgor. He searches througltyour

- pockets. and.you are helpless 1o prevent It..

Then hasrmmmutﬂmmmm
his hand, laughs- mwnm You:-cah
ﬂm al last Lose I» Honok - .

W170. "HAR. LITELE mﬂ WHEHE 0o
YOU THINK-YOU/RE GO Ngg T?EMIS-
D

OUT BEYOND.THIS PO RN EBACK
IF | WERE;YQH, UNLESS YO D:LIKE TO

TRY.YOUR CHANGE AT A WEECONTEST

HAR, HAR.." If you agree 1o his contest, turn
to W147, ar you may attack, W146, or leave

W171. You fesl yourare being stalked. From
distant shadows a keening wall sounds. Roll
1d20; if less than 6, you are attacked by a
hairy beast from the shadows; Use M10:

W1T2. Your path I blocked by a yawning 20
foot.chasm. You must use a rope 118 roll less
than 15 on 1420 to leap across, W130,

W173. Your foot treads on a raised (lapstone
and a dart shoots from the wall. It's Hit roll is
11. Ityou are hil take 1-3 points and Save vs.
Poison at -2 or die:

W174. You foot caiches on an unsean wire.
With awhoosh, the room starts 1o floed with
sand and you §iart to sink, To escape roll less
than 14 on 1d20 or usa.a ropa 111 Take 2
points of damage each round you are
irapped.

W75, You step upon a raised step and il
sinks beneath your weight. Suddently, a boul-
der crashes down (Dmg=2dB). Save vs.
Stone for hall.

W178. Some poor soul was not as lucky'as
you. his remains are impaled on'a spiked
branch here. -

w177, \b\rmﬁnﬁ mecmntum is pa:l-:ing bar-

Ties. “Oh, hslle " she grests you, My name's

Carojin. What's yours?" Il you have met
bafore, read W180. Do you chat with her
{Rumaor 148 + 4), or oifer her a drink, W.179?

W178,: The craature cries-out in’ dismay,
M13.'Lose 1 Honor. You may stdpiand lalk,
w72,

Ayoie
'H‘I?!a Dnm;in-rls d&iightﬂd and says she is

ot 'picking gooseberries for a-pie. She will
s-ha.m éme Flurnar f,1|:IB E} Lose | Seflish-
I s

m GHDM!-MBI Is ﬁm Hﬂr Tull, bt
she I8, and belohies polilaly. She has lound
mmhing It i & piece of the broken 1ablel,
#20, but'it is blank, Turn 1o WI1ZT!

W181. You spring from tha mmwmng at
the ogress. bul your weapon passes right
thrdugh her. Sneering sha-Curses yod (410
your Hit Rolis until yols-gain. 2 Honar or ara'
cumd} T!whul wsil and ograsn vaniﬂ'l

ﬂ'll!. ‘!"nu h‘-d'u in the. shal:lﬂw, hl::ﬁha old
mﬂ an-shitfsthe.alc and nﬂts uut 1 you,
1&3

\Hu. Wunry you maﬁ furward andhaﬂ her.
The old crone hawks and spits and asks for
some halpyin cafrying thewaler to the l'muis
D¢ you halp \WAB4 or not W1B5? ooy

W18B4. Sublract 1:Selfishness; turn to W186.
W185. Add 1 Salfishness: turn to W186.

W1886. You enter the hut cautiously, afd the
water Is. poured into a-cauldron; wheare it
begins 1o boil even though thare is no fire.
The old woman seats herselt behind the caul-
dron, sfirring the broth with a greal spoon,
and stares at you. “I'am the Witch of the
Woods; what-islt you sesk, traveller?” Do
you tell her your mission and show her the
pearls, read W187; are you caulious and tell
her that il she is wise sha will know your mis-
sian,"W188; or don't you trust her, and lie
about your purpose, W1897

W187. "Anh thetrulh is a two-edged weapon,”
she mumples, ''If Milgor you seek, draw an
arrow from the crook, across the black bow-
string, and it will y-straightway to your desti-
nation. Seek bensath the message" (Add
+ 1 to the encounter number.you will find))

Steam bubbles from the cauldron. and
when it clears, you stand in an-emply-clear-
ing in the woods. Beside you lies a fragment
ol the tablet, Gain 2 Honor and losa 1 Selfish-
Ness.

Sworn.
L tn}

mll."‘l'nu are ruds, but t will tall you this.”

Roll 1d4 + 9 and consult the Rumors!'The

cabldron spews a noxious clotd and when it
cigars you find yoursél! sastof'WB, and most
descend, W130

W189. "Baware the many forms of Milgor, he
seeks those which yet rermain. Now begone. |
have no fime for the likes 81 you " Rall 1d10;

you are magically teleporied to that location

Add 2 fo your Ser!rahness.

\\"ﬂﬁ. Use M6. Six of the bandits attack you
while the othiars iry to caich you inanet The
netters roll 1d20; add 1 to their roll for sach
man, using the net and if they roll 20, you
have been netted. Your attacks first slay net-
ters, Once netted, thay will steal all yooriréa.
stres; and one of the snow pears.

W181. You trall the brgands fo- thelr ltair
behind a knoli Turn to the poster and locate
Ihe “Raker's Den” map. Place the scrasn on
anyol the four START. S'and Irnbuwurﬂw fo
the heii;‘t ot tne m!mp '

\\'152 Your rnursnags anatnpudm A spr'md
branch whlpt; aut and fmp-aias you {Mk wa}

mn. You U-a lripwire. Stoo du
Wﬂ' f!a-ssplmkadmfg:hihmp’gvg{uzm-

w194, \’au may sneakmst by spasial méar:
ur ang: yuu diaguiﬂiad asw bandi! WI{IS du
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you have some means of distractingithem,
W40, or are you just irying to move n,u:eﬁ',r
wiaT?

W185. The crealure may make a save™io
detect you. if you are detected it will attack,
raturn 1o that encountar. |f you ara not
detwledwu mwsllppm orgﬂnmims

W196. A gray Behemoth slfcas thruugh the

water, (AC0; THACO 10: Atk 206), You may

fdrive il away by Inflicting 15 points. ‘It hits
boatsirafis &t + 5. Ilwuam in mewater you

hit'at -6,

W187. You try lo crawl past quietly, Your foe
mdy save at 4. Il 'he succeeds, youi'loe

“@itacks al r2lur2ruunc£!am1dgajnsﬂree

m returt 1o the enmun!ar Ottierwise.
slunnﬁak pasl.

'IHH. Thn horse snnrrs and attacks, M7.

W190. Whils. IréBing the rabbit. you natice'a

sulven running under the briars. You ' may
move east il you desire

W200. If you attacked a sentry, the cook, or
the mount earfier, turn to W201 omarwisa
use M6, However each man has 15 hp and hit
al + 2 If you defeat the men go mm

W201. You stjike al the leadsr, but tn yo-ur
surprise it is only @ straw dummy. From
behind three men attack with surprise return
lo W200.

W202. This is a locked treasure chest. You
must either pry it open, 114, or Use oil 133
Each fime you fail the trap effect doubles
Roll fo¢ a trap and (reasure, Anything the brl-
gands stole from you is hare and a piece ol

, the tablet ¥10, but it is blank. Add 2 Hanar

A
W203. This man has 1d10 gold.and wears a
brown cloak, You may take the cloak It you
wish.

W204. In the dark shal!owsanwie image ol
a woman pinned benaath tha houldsr forms
and the gurgling seems 1o call for help. Do
you halp, W205, or turn from 1he foul waters.
W206? . -

W20, You wade inlo the waters and starl 1o
claar the stongs from the pool, but the image
of the woman vanishes. Do you continue,

W207. or give it up as a futile task, WEW?._'

W206. The splashing seams to cry a curse,

Your foes gain - = 4 to Hit you until the curge is

removed, Lose 1 Hunqrahd auﬂd'1 tuSﬂlﬁsl_"I

ness fhs

W207. You. roll the last bqulcl&;hum lh&pﬂﬂl
water, o longer black, splastias mecrly

down the mnm:uursé Its bubbling sounds like

aﬁl y clrses are removed: You
: uoaﬁwmw‘ﬁm mmryraur%!:m?ukm
and it comes {o you that you should seak out
the mayor ol the village. Gain 1 Honor and
lose 2 from Selfishness. Ghande futivYe
encounters with (he Black Stream fo W41,

W208. “Your prize shall be this'cap of protec-
tion, ' he snorts, “The nest s atop a cliff to the
east” To climb thecliff, firid the *“Deévil's Stair.
way'' on (he poster Place the screen on one
of the four START spaces, W210. :

W209. A strange feeling of frhndah’p forthis
portly fellow overwhelms yol. You feel com-
pelled to help. You will fight at-2 to Hit unti it
goes away Add 1 Selfishness and tun to
w208,

m. To elimb the Devil's Stairway does rol
raquire special equipment. Whan you find a
clfcle turn to that @ntry, If you find &' small dia-
maond, roll 1d20: if tha roll Is equal 1o of less
than the number in the space plus the num-
ber of your starting space, you lall o the
gmund Take 1d6 poinis of damage forévery
row you falkand then start from fhe space you
fall 1. Magie shoas allow you 10 lgnore the
STJ\HT space value.

W211. Your blow bounces off and giving you
a'look of disdain he vanishes in the wind.

W212, A voice ¢alls out from behind. Tha
ward is ‘Wrap!, remember It welt ™ Yo ldbk
back, but only the wind stirs in the ampty
W213. The gorlly gentlerman greets' you
eagerly "Do you have the scart? Give il to
me.” Do you hand over the scart,'W214 ‘er
refuse, W2157

W214. The fellow strokes the scarf. You gain
the cap 1dd + T2 and all compulsionstade.

“Then'be turns with an evil smile, W216.

W216. If you are under a compulsion, you
lurn itover, W214. Roli 1d20; if greater than a
e rﬁd IT otherwiss, you give'it tohifm,

"ll!l. The creature turns into a glant pig and
allacks, M10. It you beat him, read W218. Il
you kniow a magic word, read W219. and
retutn herce. Y

“1?.‘-“:1.: shake off the charm. read W216.

B He wan't

W219. You Hltiapleueulﬂlabrﬂh&nmuht
th?Hnﬁur

N, =
- -‘ : Fi
v 'y r
¥
L .

W218. "WHAP" you shoul. The scarlsprings

10

backinod -
\ le you fur-
ther Roll for wreasure, You may fake the écar,

" "As you explore.

to life and wraps about yourtoa's head, blind-
ing him (-4 1o his rolis), This only works twice.

W220. You may use special means; of fry 1o
distract him, W140, otharwise raturp “?,."""'23

W221. Tha donation vanishes from the bow!
It it was at leasta 100 gp value, gain 1 Honor
¥ou may donate ﬁwme leave, or refurn o

W222. The figure looks up sfowly and-says,
‘donate one of your pearls if you sedk true
wisdom:. | you do, W221. 1l5mu den't, W223.

W223, Thé figure pulls back his hood,' afio
you lind an elephant-headed man. Tentacles
burst from his chest and you are shaken by
the horror, -2 t0 Hit in this: combat) i 'the
beast hite 5 times, read Wﬂs i vou defeat
it, read W228.

W224. The ngm pulls back hig hood and
you face a bard old man. * Turm back warror.
My lord plans your deom in his fair’’ He van-

W225. With a tellow, the beast llings you
against the 'canyon wall, Knocking your
breath away. As you'stniggle 1o stand, a
slimy trunk searches your pockets If takes
ane snow pearl i any are left, or it steals your
weapon. With g shout of tnumph it ‘disap-
pears on a whirwind”

W226. You foe lies dead and bleeding at your
feat, ‘bul suddenly you are grabbed from
behind You have bean mr:keu read W225'

m. You neally out the rope and crash to
the ground taking 1d8 points of damage.

W228. You hear a morningdove, jay and
n. Two odd birds step out ol the woods,
dressed like men, bul feathersd, with a

beaklike nose. "'Well whal hava we hara?’

chiips the firat, “A wmngmusa'?” e '
'Oh, definitely ‘not” gquips the otnher,

*Woodgrouse are out of season you Know.”

You shout at the crealures 1o gel you down.
','Dh. bul, it sesms to be a grouss of some

sort." notes the lirst 85 they lower you " Hi,

I'm. Milty-and this |s Rollie. You should be

mote caraful In the future.”

“Oh yes mdead. Loak before you leap we
always say." The lwp wandar olf intdthe
woors,

‘W229. Cobwabs hang from rotting timbiess
‘The winding tunnel splits fgur ways The

route to:the might { + 1) is newly reintorced.
w231, the one'ta theleft (-1} &i8 long
abandoned, W233. Thare is a ladder
{ 3) !gaﬁIng up, reat W230, and a r‘&nﬂ -3)
& 50 fool M hanging from 2 (i)
droppnng ‘down info darkness; W232 Or
can retufn the way You'came, W23s. — *
keep atotalof thn'un.lues in
parentheses, lor each passage you lake

i P ——




W230. Ahead the rotten limbers have. col-
lapsaed, blocking the tunpel. Tothe lefi(+ 1) a
side tunnel branches, W232; right (-2) a rub-
ble strewn passage slopes down, W229, Or
there is a crevice (-1) you can squueze
lhruugh W231

m Tha musw odor of earth fills the air.
The passage 1o the right is-buried in a cave
in! The tunnel winds ahead (0) into darkness,
W232, while a sel of stairs {-1)lead down intg
the earth, W229. Overhaad there is a narrow
uh'imney { + 1) leading up 1o the nexl level,

m Rubble litters the passage. The un-
. nel slopes: upwards | +2), straight as an
atrow, W233. To the left (0) the passage
mm ‘W230, while to the right' a
mwm M] leads to.a paraliel tunngl,

W233. The air is stale and the passage
cramped. The passage twists upwards( 1)
ahead and turns to the right, read W230,
while a corridor branches at right angles 1o
Ihe left (+1) through a vein of shale, W232.
Behind you {0) the path recedes into dark-
nass, W229, To exit this maze, il yeur wan-
dering fotal ‘equals 0. turn lo W234,
otherwise. continue an, I you are frustrated,
there is a collapsed way to the right that you
might be able to squeeze through, W235,

W234. A iresh breeze greets you as you
stumble out imo the sunlight. It seems thal
persistance does pay olf. Gain 2 Parsist-
ance.

W235. In desperation, you try to claw your
way through the rubble. This is a risky path,
the stone is crackad, the imbers rotten. Roll
1420 { + 2 with a dagger, + 4 with a grappeal);
il less than 18 tum to W236, otherwisa you
break through onto the mountainsids to the
west of (he mine. Lose 2 Parsistence,

W238. Roll 1d4 + W228 and turn 1o that pas-
sage.

W237. With a cackle he tells one rumor
(1d8+ B).

W238. A dark shadow glides across the
ground and you Spot & young roc winging
toward the nest. To leave you must Evade. if
you succead, you slip quistly away, but il you
fall lum to W239,

W239. A shadow blots thesun as ahuge bird
ol prey dives with a shriek 1o attack, M23.

W240. The stone cutter cries aut in amaze-
ment, and flees, swearing:at you-as he goss.
You may search the araa, W243, or leave.

W241. Grumbling, the stone culter drags the
stone o his workstool. Then mopping his
brow, he offers you a drink of spring water
"As | said, don"l gel many strangers 'ere.
Mostly scarad of the foul lizard what rodststo
thenorth of 'ere. Feel free tosit 'nresta spell,
I'got work to do. Best you Keep oul of that hut
whilst I'm gone, an old witch lives there! and
he leaves. You may explore the area, W243,
ar leaye,

m You stdde over and help him drag the
block to the workstool. He is grateful, and
brings cut'a bottle of wine, & haunchiof‘cold
venison and bread You rest and dine, Cure
1-4 hit points and you may keep the wlne and
meal.

"So you're lookin® fer Milgor? One nasly
chap, thal un. He comes around hera olten,
visitin® the old witch ‘what lives in that hut,
Take care" You thank him andhelp him load
a linished tablet onlo his back. He sets off
toward town: -You may goto the hut, W243, or
leave,

Lt Ry
W243. ‘l'hucmasmrartnuﬂolu hut and pear
in one of the dingy windows. It appears to be
emply, but just @s you turnto leave youhasdr a
moan. Do you leave or look inside, w:u?

W244. You push open the door and warily
step in. From a cot comes a moan. Pulling
back lhe cover you find a filthy, young maid,
MS parched, chained to the wall:iRedd

W245. You must pry the lock open 114 'or
pick it 133. Il you succeed, go to W251, il you
fail, read W252.

W248. The maid struggles with you, bul you
manage 1o force some water down her
ﬂlrm% naus likea: man.. Tum o m

mr..sm ga.sps “Allisha, |i it plaasa you

-my.lord. Oh please, do free ma: from the

clutghes of this horrible witch. | cannot bear
this torment and. wilt surely die.” Turn to
was2.

W248. You turn away and leave the wench
screaming like a banshee and tearing at her
chains; cursing your birth that you should
leave such a helpless child a prisoner. Lose 2
Hanor.
LAY

W249. Surprised, you shove the maid from
you. Her form shifts and reshapas into thal of
Milgor. With.a curse he attacks you; M20.
Sain 1, Honor.

m. Your atmﬁgm tades and you fall, Wilh

Alaugh, she tasses her hair, and standing

there s no maid at all, bul Milgor. He-steals
one of yuur snow pearls anu vanishes. You
m [ : e el

W251. She nearly swoons in.your arms, but

n

reaches up and kisses you. Roll 1d20; if -
gredler than 17, tum to W249; otherwise

read W250,

W252, 'Please sir”" she moans, "Won't you
save me from this wrelched witch?" Do you
break hat chains, W245, offer her a drink,
W246, ask her name, W247, or refuse her
thinking it might be a trick, and leave, W2487

W253. From this vantage you see southwest
two twin peaks, a herd of bison on the south-
arn plainsand west, gigantic birds circle
at:mra the mnumahrs

W254. A 20-foot-wide and deep chasm
blocks your path. You must either use a rope
111, try 1o leap across—roll greater than 14
on 1d20—or fall (1d6 + W130) and you must
now climb W130.

W255. A lucky caste of your weapon brings
down a rabbit. Add 1 ration to your tofali

W256. You find a narrow path up and down,
W257. The trail has grown faint. You are lost.
Roll 1d8; ‘move: 1=NE, 2=E, 3=SE,
A SW 5~ W, B=NW.

W268. The trees and brush form an impass-
abiletangle. You may tryto chop through, 115,

or pass by special means. Otherwise, return

to your last space and go argund.

W258. You have found an apple tree heavy
with frult. ‘Add 1 raliur_l o yoursupplies:
W280. A waterspout erupts from the water,

Roll lessthan 15 on 1d200r be dumped in the
water Iﬁdhawtﬂ-s\'dm losafety W75

W261. The stone melts. Behind is a dark hall.
Turn 1 the:Caveins of Couronn and. start at
AD. Gain 2 Persislence and 1 Honor. One of
thac!‘ﬂpsutstnnatunm uuno boa placeoi

the lablel.’

:?mz. An evil taugh rumbles through the val-

W263. Roll' 1d6 and move yourself to 1hat
anmunmr "rbu ﬂush with amhmmsamanf

m Thbvallcy quﬂhes. Ihat is all.
‘W265. You ﬂnd-yoursaﬂ al entry W4T,

Milgor's evil lace sppeéars on the door
n hugim at rau, 1han it fades.

W267. A pool of stagnant wa!arbim!myuur
path. ?oumayteaveortrytoswhn it, W75.



W288. You find the gnaly corpse of amoose
Apparenily mauled by several differant ani-
mals.

W269. You have blundered Into quicksand
Use a rope;, 121, orswim, W75 (double dam-
age).

m The hall seems: amptgr except for an
uim restmg in the middle of the hall Wg?z

'wm An ortinaus fesling flls this. room.
mn Thﬂ urn &xpludm your foa leaps oul
s -and embraces you, M73. Use M18;

: oY
m T“m 10T3:
W274. You tug at Door #1. It creeks open to
reveal @ vast-treasure hoard! Do you'siep
thmugh W277. or reconsidar, waﬂ ]

m You atru:ln through Daor #2. and hnu
‘the earth whirfing; Roll 1d20 and move: 1crthat
ﬁéﬂ!lﬂmn the wildefness. v e

W276. Door #3 opens wide on araging tem-

.~ pest. Lightning flashes and thunder booms.
E-*% you step through, W278, or recansider,
‘Wa1? J

W277. Chogse which direction Iolmﬁ;re'
‘Howaver, all of your mnmaglcal ireasures
disappesar, J

mi.ighming singes your-eyebrows:and
makes your har stand on-end, but you may
step out o lhe room in any direction ynu
choose.| _ : et 8 e

w279. HnII 1d20 Ir:g:mur than: 1?. 1um to
WEBH otharwise, :aadwm

Wi PR ..t.'
wm A sefpem hldea ham ‘Use M24.

‘I'ﬂli. Fk.ill for-a chest lrap w:mmaia.m
seroll hidden . beneath-mounds of silk: -

W282. Here hangs a hew woolen cloak.

W283. You discover a golden key in the
.m- > ket

W284. Thisis an exqulmr.a work of art.
Jt‘ l-
w28s. ‘!bu ugnhamlv rand lhe inscription.
Toopen the gate 1o great treasure,
Turn the locks in thair measure.. 1.,
Man is Barn, and joins a family,
He tumsat tast to.one-of sympathy;.v
‘Even as these numbers run,
Plaoa the kays, a!.lulha\redune B

m You sputahuﬁalmmlmm and pull it
salde Eahindynurndacoppm&ey =5 e

m To detannine ifyou usa the keys in the
right order, gold= 1, silver=2, and cop-

C e T e

per=8. When you put'a particular keyi a

Lcenain Keyhole add the number fof the key

and keyhole togather and add 1o +W288.

W288. The trumpeting of the Elephant Man
fills the hall. You'may walt, W288, or leave,

W289.Your nemesis suddenly altacks from
bahind, M18, and gains surprise, unless you
‘saw him coming. Il you hold his bane, the sil-
vary globe, you may use il, W297. i you
dnfaal mu hnrmr. tm rn W206. WRSW
W280. A goldan Tight fills lhe room and the:
kay ulicks Inm piama -

"lﬂ!‘l. Fire Iam:es up your arm. Take 4 points

ot damﬂha

W202. The air is charged and all nmmag}c
metal objecls, except the'keys, tling tothe
doorn and you cannot remove them until the
door, opans.

W283. A pleasant chiming sounds anu me
kay clicks into place.

w204, Al your rations rot, the I-:ay ialla out

W205.This room reeks of stalo hay and
dung: You search through the straw and'find
a mtiﬂ‘nl T12.

W296. ‘*{bucﬁcp the deformed head from the
body. Thete an a slender cord is a silvery kéy.

W297. You heave the globe at'the writhirig
chest tentacles, and they ‘selze it. With a
scream the Malfera shrinks; consumed by
‘the globe. A silver key on a cord claﬂam m
ihll:ilﬂﬂf '

m ?m.l ::rash ta the grmlnﬁ and take 1d6
points of damage. Turn to W127.

w2ee. émumhing mmugh the temains you
Whaﬂ amulat \mm the: Symbn.' of

m He lEugtm mm:kmgly Um M14; but
he is immune o normal weapons afd only
talmshﬂtdmﬂagafmmﬂhﬂﬂﬁrmm Roll
1d20; it lmmmui turn to W302; wmlwuu

“fight. I you win, rﬂdm

W301. If you have rernove cursa or the amu-
Feﬂnrﬁghnurmuwm Yo RACN

wao2. Yuu notice'a garland o! pale flowers
resting on his brow, and you sense evil radi-
ating fram them, It you try.to grab the garland
to destroy it, you must roll to hit AC-2wittia
-5'penalty. You may not attack if you try. lFyou
suuceed furn mwzm

W303.The garland ol deatnpa]a blossoms

resting on his- brow shrivel and fall. Sight
returns 1o your foe's eyes and he ‘seams

12

dared. You may attack, M14, or wail, W304.

W304. The giant rubs his eyes. "MY
THANKS, LITTLE MAN. YOU HAVE LIFTED
MY CURSE "' If you have slain his brather, he
ballows and attacks, M14: oiharwise.lurn to
Waos.

Waos. | DWE YOU A DEBT THERE IS5
TREASURE BENEATH THE ALTAR, | WILL
LIFT ITFOR YOU AND YOU MUST CHAWL
UNDER AND GRAB IT" Do you do as he
requasis 'W308, or do you leave, W3077

W306. Beneath the altar you find & chest.
You drag il out 'and ‘must rolf for ong ‘chest
trap. The chest contains one scroll, ofle
‘potion; and any tréasure that the other gian

‘stole from you: There is alsd a magical indlof

pleasantness. It will aliow you to'pass by two
unpleasant engounters without sulfering any
affects and then is useless. The fing has no
power over Milgor:. Inaddition, you find a
piecaof the broken tablet, #15, but it isblank
Tatn to WSD7,

wm? You.qain'1 Pérsistence and 2 Hunnr

e m———
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“THE VILLAGE OF GYER

Q1. This appears to be thu town square Ftnll
a random encounter, and turn to that entry.
Once you resolve the encounlter, return here.
Hereisa grass;y knall and a numbar ol sin-
qill rlﬂ fences. drr.ting a high post at the can-
ter of the .sguare. On one of the fences
perches & sleeping Gyerian His snoring
bends a young sapling over. The post in the
ter hias signs stapled 1o it
“Theie are signs pointing nonth that say
“nester” “hele in ground ™ ahd “'seadlands.”
Thnse pclnllnp east read. 'hawkshead
ojd stony.” a.nrj ‘big birds.” And those ﬁm-
:guum%ajr ‘garl" *'nasty snoatface," and
"tlur"sistar’s ‘house.”

ﬁ'ﬂ is Bl seems d'llaplda'lﬂd and fun-
8 Yot ‘call 6ul, but no' one answers'so

;h“ﬂpen the oo Largs cobwebs

fmm the celling and dust covers the
ctagkad oot Therk Is a plie of rags beside
the door, G22, of you may search the place,
G233

==
YEus

@G3. Hare are two wooden replicas of six-foot-
1all hirds, carvad with amazing litelike detail
One tacea south and one east. The one fac-
ing you has emerald gresn eyes. No one
appears 1¢.be about. Do you attempl 1o pry
the eyes Irom one of the birds, G247

G4. This large pond Is decoraied with water
lies. A path skirts the edge of the poal. As
mpassﬂlamdwuﬁéaravofce ory ‘out,

“Watch it You really put you: foot in itl”
don't ses anyone, | 1younotice a dis-
forbance in the water and Sea a large,
brightly-colored fish. it Im hoar above

the water and says, *'No fishing here, %l
ong!" Do You'want 1o try 1o talk'to the
G25, mm#«sumammg"m G286, ‘of "o

caigh it, G277 ,

@S. This dwslling is more wlwhr@nns! mqm‘
than the other hufs. A tall, thiry, feath
ure $taps out from behind the hut, mpingm
add to_his bunilie of slicks. Seeing you, he
gﬂams the uﬂﬂtm-&lwga stack and walks
T
el what hu\ra wehere?" he.asks pleas
aﬁﬁr Hes ot You grset hiem, amd
what he might do for you. Yo Wagld you
‘bite to pal. G289, spaak of Milgoi GIO,
or ask for; information, G377 .

@8. Anead you see a tall black

stooped shﬁxm Eﬁbﬁnmﬁﬁm'ﬁg
d bowed. He !ﬂﬁ* in thought. 0o

yoa inertit 6 a6k atiout Miier. 040, cieh

T rai EHER S 4 e

iry to walk Guistly past, Jibea b ies

7. This is & small hut with & besded cuFiam
across the: doorway. As you -approash the

hut, a voice calls out, “Step forward Christov
Yatta, | have baen waiting for you” You brush
agide the curtains and within a smoke-filled
room sits an old bird, a kerchiaf tietd about
her head. On her righ! shoulder perches a
bl!mjny. cawing al you.

Sha ignores gour questions and gnatmes
for you to be seated. "'For me to angwear your
gliestions, | must see this Item for which yau
search, she cacklas Do you hand her one of
the pearis, G49, just show her the paar, ?ﬁ.
orfafl nar you just want to know where Miigor
can be found, G517 :

GB. Raucous squawking assalls you as'you
approach what appears ta be a corfal hiolding
a dozen young rocs They seem agi

and avery so offen one leaps over tha

and thé harfied keeper gives chasé. Do ﬁ:m
wint 16 help him cateh the” birds.
Gﬁll tlh-th iterm, Gﬁi of continué on?

'ﬂ'na'hm is disheveled and leans loone
side’ A slavenly birdmah stands in the back
yard!'He Walks'upto an open space hetween
two High walls. @ squawk, he falls down
as if he had' bumped intd something. He
stands; shakes his heag, and tries again,
muttaring to hi . You may ieave the way
YOU Came of | igate lor yoursaif, GH8.

@10. You walk up 3 long hill to this old mud
hit“it s aimost two stories tall The door
nangs open on one hinge, You hear a law

mban as you stand in frnntq;lﬂmdd;u' }H

entar, 9o to, 081 uwouﬂy
side, G62.

ottt

G71. ﬂ'lﬂ doa
-Mx%m o maans, GTEV

a1z, mammrlﬁfmmﬁrm
it i ‘with'a very rad nose Do
maﬁmo&ehhlm;ms‘?

G13. A dog hare is all covared with leathers.
He frdezes and points al you as. you
approach. He seams hungry. You must ihrow
him &'ration or he attacks as a'woll, M26..

G714, -A huoe basin of walar and @ splashing
fountain sit in the. canm qf this, place. You
.ﬂﬁlfﬂf iTyoyr waterskin, arwaaﬁup.nrﬁﬂnk
fon the basic, Tun 10678, 1L .
G15. Sriske %ﬂﬁﬂ he dnnr nl thig

st vo he, o

Yol may

B

hear’ "Hrnlﬁar voices as ' you
“this hut - Areund the corhal step

Mmy-&nd ‘Rollle. “Aran't you"" Begins Milty.

“Oh no, of tourse not, daar brother, ha
neverreturnad from Milgor’s, mterrupts Rol-
lie.

"Yes. yes You're quite right"

*'Pardon us sir, but have you mat our sister
Wedna? Sha's suchanicegirl!" - These two
make your head spln and you are happy 1o
gai a“a?n‘

G17. The sign on this large dwelling says
“EARL of GYER,' No one seems lo be
about. You goul knock, G82, or leave

G‘ll. A sign on lilis nast praﬂalms "Orville.”
Athin ﬂgure staps from the door. "Hi hi hil*

he calls out, "I'm Onville, | five here, Whm
can i do for you? Say have a stra
ur nose? ‘:hu r.iu

tace, what happaﬁim

Tive in' Gyer d6

You'can fryto gat a'word in over his muttar-
ings of “Bity about that tace. poordear,” G86,
or [usl beé on your way.

G19. This funny hut has pirk curtains in'the
windows, and ‘a Gyenan girl stands on the
fawn,, “Hi"" she introduces herself, "'I'm
Wedra, won't. you: stay for téa?" So this Is
Wedna, the dear sistar thatihey say is genar-
ous toa laull You mtﬂﬁmy. Glili or-politely
axcuse mm ,

G20. A small I:hltd sitﬁ here playing with a
h%l:d ihe size ol a hen. At your approach, he

'meows and runs up a trég. The child, in
tgars, stands at the'base of the iree his ¢ arms
aqutsitelohed, crying. Youmay quietly sneak
away, G91, hLlp retrieve Ihg Hi;d,?qhz or pay

nﬁ‘aﬂﬁqun and search the aréd; Gg3,
G21. ‘l’db discover four odd ‘wﬂﬁu pﬂ!a!s fiol

ant-now you start 1o
er @'~ panalty 10. AC
&nd Hit Rolle unlil 'fuu wne

m mmm m: tha -r.'.ld ﬂuer
safely, blt to make it back, you must roll less
than your, Wisdba of taka 1d4 points of dam-
age lrom falling through she floorboards, -

G24. ‘A3 you raach your dagger 1o pry the
syes_oul, thers is ap‘lnyngnml squa
you and tha. Bird comes ﬁ
g:%ﬁn% ' M23. The eyes i the
woodan statue ara only worthiass quartz .,

G25. You kheél besids the pocl-dnd call out
to the fish./Rolf 1&5’*933 and tun to that
mmf Hu e b '.' 4 - 'id-| ¥
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G26. 'You tess a stone into the water, and thi
fish dives beneath the surface. You are sud-
danly drenched with a spray of water and the
fish.glggles and hides beneath a lily. Raturn
oG4,

G27. You chase the fish, but it hides beneath
some lilies and you cannot reach il. Cau-
tiously you reach beneath the lily pads: How-
ever, a sharp pain inyour hand and 1 point of
damage tells you that wasn't a smart thing o
do. Relum to G4.

G28. Miity and Rollie escort you 1o onie of the
three Starf spaces on the map of Gyer. “Now
MMEMMWW“MM?
“Yes, straight ahead. You can’t miss
echoes the other. “Be sure you say hello to
uuhh:ar Wedna, she's generous to a fault,"
wnndmanhmynu 1
'you wander through Gyer you must roll
aBandnmEnmumereveryﬂmruu lind a
hex symbol and whenever you cross
the main street,

@G29. The Gyerian introduces himself as the
Nester and invites you in for a bile lo eal. He
offers you dried seed and stale bread, which
he devours with relish. “*We don’l see many
strangers in town. | should caution you to
stay away from the Parson if you meet him,
he Is a dangerous bird" After choking on a
cmsluibraaciwu politely take your Iaavq._

G30. Suddenly, the fellow, named Nestet,
becomes quite excited. “Milgor, that mad
wizard! He worries ma, playing tricks all the
time on travelers, My sister, Garofin, likes to
mmmwmwmmm
the. northern mountains. They're bigger over
there. I'm afraid she won't raturn.one day,

mﬂusmayﬂwmawmmh‘p%
the oracle. If she were here, she could feil

you where to find Milgor. |.hear he lives ina

serles of never-ending tunnels.”
“Maybe Ihere is something o tmmaqtm

Cam}ln's nest. Do you go to Carojin's, G38
or-stay for a bite (o eal, G297"

G31. The fish smiles at you and chirps, ""Are
you crazy? I'm just a dumib fishl" Turn 1o G4,

G32. You ask about Milgor and the fish
responds “"The mine's the place!" Retumn to
Ga 2

G33. In reply to your questions the fish
squawks ““Nester uﬁaw“ Return 1o G4.

G34. "I's a secret,” bubbles the fish, "But,
I'll whisper it to you." You lean forward, bul
the fish sprays you with a stream of water,
then dives beneath the surface. Return 10
G4.

G3s. “The Aumber is swest sixtean!sthe fish

: calls cryptically. Return 1o G4,

G386, “For a gold piece. |'ll tell your fortunsa;”
offers the fish. IFyou toss it a gold coin, roll
1dd + G30 and read thal enlry, otherwise
return to G4.

G37. "Il it's information you want, you should
sea aur mayor, the Earl of Gyer. He lives to
tha south you know,” and the fellow bids you
gs_;od—day'.

G38. Nester leads you north, east, soulh,
an:l ﬂ gast. He finds the door open and
Hmph! Semeone must have been vis-
> /' Add + 28 to the encounter number and

n.-m ta that antry,

G39. He rummages through the hut, loaking
for something of nota. "I recall my sister
found something on the road the other day.
We couldn't ligure out what it was, but per-
haps it may be of some use 1o you" Nester
quips, "'Ah yes!" he says-and pulis & small
vial from a tangle of yarn.

It appears to be a potian bottle, T9, with the
Ore wotd for " Repair” on the side.

G40. Your interruptions are not appreciated.
The fellow glowers at you. “Churl, you have
disturbed my meditations! How dare you!”
he ralls. You may. apalngiza for the intrusion,
GA43, shout back at him, G44, or leave the

way you came.

G41. The creature looks al you rudely and
says "Shhhh!" Raturn to GB.

G42. Roll 1¢i20, and il less than 15, tum fo
G40, otherwise read GA7.

ﬂll- You.atternpt to apologize for having dis-
turbed him, but his ravings continue and now
he hits you with his cane for 2 points of dam-
ape: Doyou swing back at him; G45; ortry to
calm him down with & gilt, G46? - -

GA4. Soon you are -engaged in a shoiting
malch and & crowd gathers. Fortunatély, your
ithbmhmthwﬂdip
away.

G4S. You wallop the fallow and he sits down
with ‘a thud. He is silent and dazed for a
moment, bul then looks up- with a smile and
says, "Oh, pardon me, | didn't réalize || was
so important, | don'l know anything, but I'd
ba pleased to help heal you, T62.

G48. He lakes the gift. Add one paint for
avary 100 gp valua ol the gift. If you roll that
number or less on 1d20 turn to G48, other-

1

‘G47. You slip quietly past

G48. "' So, you are conirite and have seen the
arror of your ways. Your humble apology is
accepted.” You may leave, or attack him,
G45

G49. You hand her one of the snow pearls.
She looks closely at the pearl and the jay
cackles. "I'm sorry, deary” she smiles. “This
seams to be a fake." And beélore your eyes
the gem mells away. With a shrill laugh that
turns to a rumble, she changes to Miigor and
vanishes! '

@G50. You draw forth & pear| and hold It in the
palm of your hand. The old lady peers across
the table al the pearl, " A pretty bauble. | have
never sean its like in thrice: Whirleen years,
and you will probably only see its brother if
you search at one less and seek the next” A
strange shaking overtakes you. Roll 1d20. If
you roll less than 6 turn In G52, otherwise
read G53.

G51. "Ohhh? Cautious you are. | will read
your fortuna then ' She takes your hand and
stares into. it. *"Yau will only find what you
seek, it you look beyond the mountains; (o
the north." Glancing at her a window, you see
the raflection of your enemy. You kick over
the table and attack Milgor, M20. He is fully
healed if encounierad before. Gain 1 Honor,

GB82. You are paralyzed. The old witch
changes to Milgor and he lifts the pearl from
your:hand! Then he Is gone. You recover
slowly, but not from the humility you have
faced. Lose 50 XP and 1 Honor.

@G83. You shake off the numbing effects of
the spell. The old lady’s form blurs and there
stands Milgor, fully healed. You may attack
him, M20.

G54. Roli your Hit Roll vs, AC 0 to captura a
bird. Thenroll 1d20:for the bird and iFit rolis
léss than 15, it escapes. Once you get ona
bird back 10 the corfral; read G586,

QSS. You may use rope, 119, or a flute 110 if
yoll have them; otherwise returnto GB. if you
succesd, the plaauad Raapar:aksithu might
have the item. Do you give it to h:m G57 or
refuse GE67

G886, The panting keeper lhanks you for your
help, and offers you some advice. Avoid the
old bird fo the north, he's & bird of pray and
n¥ighty dangerous. Gain 1 Honor and 1 Per-
sistence lor helping him,

GS57. The keeper is very grataful for the gift
and gives you a random scroll, Turn to G&6.



G58. You dig for half an hour, until you break
through beneath the wall to'the olher side
The hole is too small t¢ 1ake mora than one
weapon, you must leave the rest of your gear
hers. Il you-cross, read GBS

GS59. You hear a faint call from the Gyerian
"Mhol.{ggTsm_umeleu one goes there!"

G80. Wadna is surprised, but not hurt. "No
‘ane has ever old me I{ was bad, You'are the
Mirst honest person who found fault. | shall
reward you," she'says and brings you a scroll
with a magical message written an it. You will
need a read magic spell ta decipher it

@81. Siepping inside, a cold breeze blows
across you and you see ghoslly figures of
light dancing in the center of the room. Moan-
sing filis the room. Do yous leave I a hurry, or
invastigate, G637

G682, You find an old covered well. Peering
inside you' find ‘& ladder, G66. or you may

“armerthe'house, GE1.

r 4.‘“-

@83, A'chlll wind whips your hair and figures
danca wu' Bt then,lI do not attack. You
then | r the 'Spurce ol the hauntlng
cmw{ ing before d

pﬁgﬂ wmduw blow in

the dilﬂf z
to climb bﬂl:#i out, Gﬁ‘?

oh‘mg Mand-; battered!’ * aTE.fs you
d .t =

@G89, Roll 1320. If the rall is lassthan 4, take
1dé points of damage from collapsing sarth
You dig for sevaral minutes until your shovel
uncovers a skeleton. You inay leave, G’B? or
continua to dig, G70.

G70. You drag the skeleton aside and dis-
cover a rotting parchmenl, The sc¢roll is a
map showing two paths trom the apper right

_gomer 1o & space 3 sguares south, and the

other to [he space at the centar bottom. A few
moré minutes digging and you break through
imo a tunnel. You may move to any of the
noted spaces, or leave, G67. Gain 1 Parsish
anca,

GT1. You find a key beneath the mat, read

A&72. Lose 1 Honor,

Q72. The door creaks oper; nobody is home
There Is'a govered birdcage, G73, and &
scrap of paper on- tha tanle G'H

mwr\an ?gpqﬂ Back the gd%r of the
ou'fin . e, and a large

eI turtinasmukehuuse The
: h_gmckory fills the air, hut

SEEOnNONS.
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e Mo )
from side to side url
_" me, ha'_‘ d

GB1. Thiz door leads Into a tunnel 1b the
north but the far end is collapsed, G68.

GB2. A noble-looking Gyerian answers: ‘the
door. He'Is taller than most and finer dressed.
“f'am the Earl of Gyer. May | help you?" he
aaks.'Do you ask him for direclions, GB3,
speak of Milgor dr show him your nole. GB4,
or threaten him it he doesn't help, GBS?

G83. “Not much | can tell you. | would seak
out Nester to thi north of lown. He knows this

_area well" and he'closes the door.

G84. "Ah, that detestable rapscallion, I'm
sure |'can ofter some-help, but I'm afrald not
what you seek. You should journey due south
from here, and almost at the limits. ol the

land, you will find the oracle, Bhe can help

you." He bids you well on your way, and then
as an afterthought he hands you a scroll,
T29, and a piece ol broken tablet. “These
may be of some help

BI!. He is surprised at your thraals, but not

~frightenad. He takes a tin of sauff from his
shitfs it, and gives & mighty sSneeze
-.]m

down-the-staifs-and into a
r @ points: Lose 1 Honor. i yau attack

sif onthe front [t :
snuuﬂmggva quiti The mlsl:l?n
adi You
89, politely
KCUSE YOUTS or 1ell her
“i's bad, G6O.






AD. You stand before a granile door. There s
an Inscription carved into its surface—a rid-
dle and a stting of numbers,

"Among these men, one's the greatest,
It rises abave the others,
_Nane can divide it like the rest,
"It has no lesser brothers.
Choose the man to meat the test,
And find that portal dear,
Dig in if you would find success,
I'warn you, perssveral"

"8.-9 01037 12¢

The tunnels beyond are a maze ol natural
‘caves, and are filled with the musty odorot
‘aarth'and dark watars. If you possass any of
the three pearls you began with, they glow
fainﬂy like a lll'ﬂﬂ‘j'- Beyond lias Milgor'snaih

Tbe:tan:mrllrulntu note when wander-
ing through these caverns. First, when you find
a small hex, roll for a Random Encounter.

Next, thesc caverns are magical and impair
the use of infravision. If you are not using a light
source in these caverns, you will always be sur-
prised, but you may still surprise your foe. If
you are using a light, however, you may never
surprise a monster. You have a penalty of -2 to all
of your Hit rolls and saves; and add + 2 when-
ever you are asked to roll 1d20 if you are not
using a light. Different light sources burn for dif-
ferent amounts of time. A torch or a flask of oil
will burn for one level of the dungeon or unl it
geis wet,

Climbing. You may attempt to climb over an
encounter. Roll 1d20 for each space you cross. If
the result is greater than 14, you fall (rell
1d4+ W130 for results). Then return to the
encounter. Add the following modifiers.

+4 Finished stone walls

+3  If walls are wet, cold or hot
+2 Lack a grapple

+2 In darkness without a light
+1 For each space just climbed

g = i,
A1, Thissastony cavern with large bouiders
and mammoth stalagmites thrusting up from
the'earth. This chambesr is-cosl and irails of
slime sireak tha walls. Roll 1d6: 1-3~ A21,
4« RO25+-A22 and 6~ AZ3.

A2 A fatid odorfils this chamber, At the back
of this chambiar you lind a stone &ltar carved

to resemble a rosuhuﬂLQmﬂﬂ altar hmgs
a serpant of stone with-a large red gem in its
mouth, A41. Something lies behindiit, Ad2.

A3. This chamber is quﬂeﬁmﬂ and mr
trickles down the walls, forming ltié pools on
the floor. Palches of moss-and mushrooms
glow in thedark. Roll 1d6: 1 ~ A25. 2 ~ RD&

THE OUTER COURT

3+ A28, and 4-6 - A24.

A4, In the center of this chamber Is a crum-
bling stone well. You may investigate it, A48,
toss something in, A47, search, AS7, ur
leave.

AS. "ubu crawl into this hidden room from the
secfet passage You lind a lorch wadged into
a crack and may take It. In the middle of the
room lies the body of a small red-hairedman
drassed in expensive, brightly-colored silks.
You may leave, search the body, AS5, or pray
for the man's soul, AS8.

ll. From'tha.edoge of this space you sighi |
growling trall chewing Its claws, picking off
liée, and cleaning itsell, You may try to sneak
‘past, W195, distractit, W140, talk to it, AT0,
aor.aitack, AT1. v

AT. The {loorof this room is hiddan beneath a
hugﬁﬂﬁﬂlhrancim brush, and. bones
Hnunvnu slain the troll, A?z oF not -A737

AB. Ybu hear an odd chittering coming from
this.chamber and peer into the room. From
the shadow you see & monstiosity, half gan,
half scarplon, pacing and swinging a large
nalberd ‘The sting onits tail drips deadly-pai-
son. Do yol attack, A74. fry 1o lassc him,
A75, use some other itam, or leava?

A9. You see that the floor of this chamber is
fieoded: The air smells ofisaltwatér and you
can hear faint sobbing, Doyou wade in; AT7,
t:irmum m. wﬂat. A7S, o, leave? - 1o,

Alﬂ.mwmsluwly:mdasandynu find a
locked {reasure chest. On top are faur
. alians the shape of a gem. Thare is no
apparentlock. Do you try 1o pry it open, ABT,
chop it open, ABB, ligure oul the purpase of
the mountings, ABY. or leave?

A11. This champer 15 festooned with cob.
wabs In the center of the room [5.a large
cloth sack spilling over with silver coins, On
top rests a large sapphire (4,500 gp). Do you

saarchthe room, AS7, paasan, A113; nmlsp'

sorme af the' imasum. A1147

A12. This roain 6pens onfo a bottom|ess
chasm. a narrow bridge l8ads acioss I
Winds howl up from'the depths of the'chasm.
Do you leave, use a special means (o cross,
:Sa8arch tor a secrel path, AS87, or brave the

bridge, A115?

lumisamlahmummmdtmanw
1ooks 251t there might have been a cave-in I
526Ms Jd be as far as you can go, II's time lo
& he riddl.from the.door, Do you turm
back, search for a passage, AS7,. pray for
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guidance. A16, or dig, A177

A14. This room contains only a black poal.
There seems to be nothing of importance
hers. Yau may search, AB4, or leave.

A15, You burst through the wall into a cham-
ber,beyond. You have solved the riddle. Galn
3 Persistence and turn to BO.

A186. | you have met a ghost A18, otherwise
go 1o A49.

A17. To dig, pick one of the numbers lrom the
doorat AD and add ~A100. Read that entry.

A18. A ghostly vpoica achoss in your ear,
"This'is the place; digin; sgain-and again"

A19. You dig and dig. but still den't seam to
be getting anywher.: Do you want (0 con-
linua. A20, or give up and Igok alsewhere?

A20. Your back aches and your muscles are
weary: But just when you think you can digno
longer you break through: Read A15.

A21. A cool breeze blows from behind yeu!

A22. The'earth rumbles and shakes: A cave
Isnota gmd_piaca inan earthquakal

A23. A gradt rumbling fills the chamber anda
maés ol orystals thruste upfrom the earth in
ront of you. The: als twitch-and move as
if thay were aliva yuu attackthem, A27,
wail, A28, or tn,' o mm-a past them, A297

A24. The sound gl ﬁripplng waler a;c_hoes

A25. A mist stirs slowly in.the air,; Greating
earia shadows on the wall

A286. A green pqoi'n_f'_water beside you stirs,
and ripples splash:against its banks. Then
the waters swell and Tise Lp. Do you attack,
A30, wa{l, A1, or try to move pasl, A32?

A27. This crgalure 16 a kryst, It swings its
crystals like maces and makes sounds like
stone olicking on stone. Use M6, Once it
has caused 20 pointsof damags turn to A33

A28, I yau_-hava mat..rhis' creature belore,
read A34. |1his is the first timie read A0

A29. The creaturs sieps in front of you A23.
A30. This'creatura is a waler weird, made of
living water Fire will cause double damage to
it. It hisses at you and rises to atlack, M24

A31. If you have met this oreature befdre,

turn to A35. If this is the first time read AB2.



A32. Like a wave, lhe crealure leaps up and
bashes into you, knocking you down. Return
10 A26.

iﬂ. With the sm.'md ol grinding stone, the
kryst sinks back into the sarih making wors-

.pome sounds.

A34, Did you gran! him his request, A36, or
did you refuse, A277

A3S. Did you grant him {he favor he asked,
A30, or did you refuse, A377

A38. The krysl greels you as anold friend

: :nhd says he has something special for you

lch you may find uselul in your struggles
against Milgor. Roll for a rod. This only hap-
pans once.

AS7. The waird gurgles at you, "'Sooco, you
don’t:trust us, dopoo you? We show gooood

Aaith.-Give trade. Now gives us your water”

Roll tor a pation. Il you give It all your water,
turn-to A38, otherwise it hisses as il slides
back into the ground

A3B. Add 5 hp for each drink you gave it anﬂ
turn to A30 as it viciously attacks youl .

.

A39. “Indeed you are solid, Know that

can be defealed by the crystal sword, bﬁi {l is
broken and must banecan‘tngather" Aasad
A33.

A40. This s a discarded chﬂulsto_y;" s

A41. The stone snaka tsuaa not mnve [}
fibids a large ruby in its moulh, A4S, antia

m:ntmmpm aitar, Yol may
. -1he s ‘E""’%

:t*'- .:--—"a .{‘

gyl

A42. Bahind the altar isthe dacawng carpse
ol-a cave toad, There are no wolnds URon

the body. |t appears 1o Le lying on something,

Aol 1 éoin. Reati AZ. |

AA3, You drop your coin in the slol saying a
quick prayer. You nolice an inscription.on the
aliar which reads, ''Turn away from sin which
lurks above." Startled, you pull back in time
and are nol surprised. Head A44.

Ad4. The stone serpen! suddenly springs lo
life, dropping the ruby, and atlacks. Use M24,
i you slay the serpent, add + A48 1o the nex!
encounter.

AA4S. You reach for tha ruby with a smile an
your lips, but to your dismay, the serpan!
moves, Add.

A4B. As you lean aver the well 1o look in, the
stone collapses. Roll 1420; if greaterthanaa,
turn o A48, olherwise you may leave.

AA7. You hear a distant splash: IF you thraw
in a treasure, you may make a wish, A49.

A48, ‘A'.lil tallinta the wmiam take 106 points
ol ﬂmng& Now mm:! cjimh ‘out AD.

tall, s and
1= 2= AEZ
!;ﬁw 3!51'“ qaﬂn 1%&1&:@9
P
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A51. ':'nuephsh Im the water and 'tlflh likea
rock. ‘Struggling 1o reach. the surlace, you
dragaumeih ng up with you_ Itis the bones of

gp:rpr ppnr suut who nmgar mcnﬁed

:.,"'a-h.l'
oy =

ot il you rdmly smﬂ,m
of the man standing there pointing at a book
in hig body's honds. ‘i'-‘han you feok again he
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Slowly you

-ﬁl

is gone. Gain 2 Honor and lose 1 Selfishness
Whan you stoop to pick up the book, A58,
youl find a large amelhyst (8,000 gp)

AS57, Roll 1d6: ona 1-2 add +A55 to this
area’'s number and read that antry.

ABB. With littie sflort, the book stips fron: his
hands. Inside you find a travel journal. The
lasi eniries are daled lor the past few days.

His name was:"Mariz" and it seems he
came upon the cavemns by chance. The las!
eniry seems the most important.

"The secret al ihe Wnnels | have discav-
ared is 'Light." | know not what all this mearis,
bur'l do know | shall not rest until | have
solved the mystery” An eerie chill creeps
over you.

A58, You tind a secrat panel inonewall, and
behind it is a scroll, T37.

AB0. The crysial creatura remains motion-
less, but you hear a voice in your head. "'l am
a 'krysl, | 'coma from. the: Plane of: Earth
Milgor has\rapped ma here. | would be free
Can you help? i you would give-me your
greatest jewal, | will.give sumauﬂng in
return,” Do you grant his rnqum ylor
ruluue. A33T §
= Ty il el !

AB1. "ﬂuu are my meat! bwil m&wu for
my supper; it chitters. “Lat/me caress you
mthmy hiade am mxayou with rny tai!"

m. The creature Jlﬂﬁhﬂﬁ and. turblas
make out words. 'We have seen
thy like butronce befofe—. Are you- npeﬁas

_he? Shall we arl'to1harygu in our dopths? We
‘are weak now, but’'once we mmng, "
“you-are not.like Milgor, prové il

s a
ﬂnnh“anunmhwhntilasks ‘A3, b

tefuse itiand ship past thg phdulm urea
ture? ¢

m.'fuustummommsamuﬁdmﬁan
cannister ss . it leave this chamber It is

"_pihhda&ul red, Ilyoﬁnpu#_maanﬂ

r" 4

!j\l_m ] __ ;

1ﬁd;ll'ltbou!4

¥
*

AB7. ,&‘nu aﬁ‘ #mm“m sacm why

ABB. |l 1hera s a secret doar, it is buried!

D ——— P —



ABS. You find that the stone slab appears fo |

be some sort of trap door You will gither have
lo pry it open, 114, or smash it (AC 0, HP 15),
Alter 3 rounds of hammering, roll @ Random
Encounter. If you apen it turn to ABS.

AT0. The troll roars at you and beats its
chest. You may now only atiack, A71, try lo
slip by while i{ rants (Evade, but if you fall it
“pains one frea allack), or leave,

AT1. The troll picks up a stick and breaks it
over your back (1d4 points). Use M25. If you
roll greater than 15 on yvour Hit roll, read'A76.
if you defeat itturn 1o AB1.

AT2. You dig through the nest and find one
coinand alarge topaz (7,000 gp).

AT3. You poke at the nest, and suddenly the
wounded troll erupts from it in a shower af
sticks and bones and atiacks you with sur-

prise, M25.

‘AT4. With a shout you charge the horror, but
with dazzling speed i dodges and now you
have lost your advaniage. Use M18, Il you
defeat him; add + A70 to the next space.

A75. Use 120 to lasso him, but he can stilluse
his tail once you are mounted on his bach
Turn to A74

ATB. At your mighty blow, the beast screams
in dismay and runs away to the north, /AB1.

ATT. You wade into the water. You will be at -2
to hit while in the water, Turn to A79.

ATB. In a black pauch hanging on the wall,
you lind a paotion, T§, and a rod, T42, and a
large agate (8,000gp). If you are still missing
one ol the three pearls thal you started with,
and il Milgor stole it, you find it here also.

AT9. Ashullling and loud walling precedes
the appearance of a giant troll, He Is holding
his belly and crying uncontrollably, and the
streams of tears feed the saity pool. Do you
wada in to attack at -2 because ol the waves,
ABD, throw him some food, AB2, play a ﬁul& it
yvou have one, A83, urieave?

ABO. The troll bawls all the more attypur
attack, M25, but has double hp, It it hils'you
twice, turn to ABB; if you win read A85. Lose
1 Honar.

AB1. You find a pieca of the tablet, #18, but il
is blank. There is nothing else of interest,

AB2. The bawfing troll gobbles down the food
and then.continues to cry. Do you attack it,
ABD, throw it more lood, AB4, o7 leave?

AB3. The flute lulls tha troll 1o sleep. Lose 1
Salfishness and gain 1 Honor,.

AB4. The creature wolls the second tation
and then settles down for a nap. Do you
attack it, ABOD, or lel it sleep, AB5?

ABS. Gain 1 Persistence.

AB86. The monster seizes you and 10Sses you
out.of the room.

AB7. You cannot pry It open. Read A10.

ABB. The chest Is all metal and canl ba
chopped open. Read A10,

AB9. You discover that the four depressions
are the exact size of some of the gems you
have found. To puzzie out the lock take the
number of the stone you are using and turn 1o
the “Gem Chest” on the map and look at one
of the spots there. Add the number you find to
the stone you are Irylng and add + ASD to
find the.entry to turn to. Add + 1 for a topaz,
4 2fora ruby, + 3 for asapphire, and + 4 for
an agate or amethyst. If all 4 gems fuse to the
lid turn to ASO,

ABD. At last the chest clicks open. The four
gems crumble to powder. Inside the chest
you find the hilt lo a broken sward ol crystal
You may atgo roll lor the contents ol a chest,
In addition, you find a piece of the tablal.

AB1. The chest glows red hot, take 1 paint.
A92. The rcom shakes and rocks start to fall
from the ceiling. Make a Saving Throw vs.
Stone or take 2d4 points ol damage.

A93. The gem glows and fuses to the chest
with a click.

AB4, Turn to A22.

ASS. You are caught in an icy blast, Take 2d6
points of damage. Make a Saving Throw vs.
Brsath for hall damage.

A96. Turn to A93.

AS7. Suddanly a force lifts you and throws
you across tha room, Take 1dé points.

AB88. A dart hits you for 1d4 polnts.
A99. You are teleported to AD.

A100. Make a Saving Throw vs. Spelis or
take 1 shock point of damage.

A101. Turn to A92.
A102. Turn to A93.
A103. Turn o A93.

L ."

A104, Turn to A22.
A105. Turn to AS7,
A108. Turn to A92.

A107. Your fingers slip and you fall into the
dizzying darkness. A painful jolt slops your
fall and then there is no pain. Turn to E1.

A108, You claw al the earth, but rubble shifts
and slides. Turn to A92.

A109. You dig for some lime, but don't gel
anywhere. Do you want io stop, A116, or
continue, A1177

A110. You dig for same minules but don't gel
anywhere.

A111. You dig and dig and soon your face is
caked with grime and grit fills your mouth, but
you don't seem lo be gelting anywhere. Do
you quit, A116, or continue, A197

A112. You dig and dig and suddenly you
break through, Clearing the hole you crawl
through and find yoursell back al AQ.

A113. You walk past the treasure looking
regretiul, add + A52 to the nex! encounler.

A114. Out of the darkness crawls a spidar-
like creature, It attacks viciously, M22. If you
beat the creature turn to AT18.

A115. To cross this treacherous paﬂ'ﬁ.-'?uu
must make a successful climb roll AD. If you
fall, turn to A119, If you don't, turn 1o A121.

A116. This must not be the way. You have
found nothing and give up in disgust. Or you
may try another path, A13.

A117. You dig, but still aren't getting any-
where when suddenly there is a rumble, A92

A118. You find 500 silver pleces plus the
large sapphfra Add 1 to your ‘Selfishness.
You also find a shovel here.

A119. The winds whip you off balance and
you slip to your knees. The edge Is precari-
ously close. Roll 1d20: If less than 5 turn to
A120, olherwise read A121.

A120, You fall over the edge. Il you have a
grapple, read A122, otherwise read A107.

A121. You manage o keep your balance in
the high winds and move on. Gain 1 Parsist-
ence.

A122. With a stroke of fuck your grapple
hooks the side, but as you scramble back up
you lose your grapple. Go to A121.
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. Choose what's primary to lifs,
.1 Win past danger, fear, and strite,

BO. You stand belore a marble door, A m:tdla
is'inscribed on its surlace. Y

"'Faith is what you need to win, i
' Pasttrial, fear and'pain, "
'Pﬁrﬁvbm ‘when you begin,
+~“gnd find which one’s the same.

‘the’'common raot of all:

and answer to tha! call.”
M, “24 45 63"
These halls are cold and danfé Theloekon
Ihwdmﬂnaamundhuh lhaslzaﬁl'
thumb. You need oné snow peatl 1o |
; .mpduoruyoudnnlnav&uua ynu
; aaargﬂu r. Your pearl glows elr
ﬁlb_i? ‘1 Persistence for
nter.you ¢ mnﬂad in the Outer Ghurt

Syl =

'BY. The tuninel widens 103 chamiber” \"ﬁm
"The floar ‘of this chamber s
ﬁrﬁss

muddy hmwn water A ddprﬁssi
hiihgs In the alr. Water trickies |

the mugh wall. Bayond tha pool urwafar m a
ared: Do you

smoolh, mud-covered
climbacross the aréa, B22, swim the m y
pool, B16, throw something in the water,
B17, or turn back? YA

B82. Do you awlm.-_ll%li."ﬂ;mllnib;:ﬁ_zﬁ? Y

B3. The walls slope rd here and i
,mlm:ﬂmbi*aquﬁ 1 '”%

up oul of the waler 19 a tunnnl - walk
across, read B26, climb, B27, ur you inch
_ﬂm@wmdmm W et

i u'\lu.

B4. From the eniranceol. Ihﬁ )01 yOuS
man in tattered clothes ‘:ﬁrﬁ"nq mn a's
hﬂﬂ(:h., He wears a rougti bi (.f’
\‘Eﬁ: 10. calch, hlaaﬂ&m n... &hs
up rpmad expression quickly chang
oa . “Thank poodness! | at
[ ihe s , tugping at his a5 he
stands. ‘H& stumbles: and. you réach oul to
catch ‘him, but smash yolr hand against

somg, invisible I:ramer thal blocks t dgor
k “he maprotﬂm
I'm mhm‘a A
\:bur 1and feels sumathmg mm!h and
cool, but you can see right through it~

,,‘Mffqama is: Kendia_ Milgor elisi- e il
rm;a[es 3 until Loan solve this rigdle,” ne
ys and’ waves a piece of parchment. |

ch tp offar bul il you can, I;np1p

with tha mr
. You read the riddle as he holds it before you.

“Menace to tha oyster, - ATTA
‘Healed'thoroaghly,  « ¢ e
Magically'creates me, -~
Something you can't sae”

THE MIDDLE RING

“ M you know the answar, add up the num-
bers fram the alphabet.of each of the léllers
inthe word. The total is the eniry to read. Oth-
arwisa, you shake your head sadly, B3t

A=1B=~2C~3D~4E-5F-6G=7TH-8
I=8J=10K=11L=12M= 13N~ 1#0—15
p-we 17 'R=18 '8=19'T= EDU 21
V=22W-23X~24Y~262~26

“l Hb-l'ﬂ iS a ﬂ"
Jjshed oak door
‘The- "ﬁﬂﬁh# no -
Jﬁﬁkth‘kﬂitﬂﬁﬂﬂm '
‘'open al a shove
Six _small  metal
disks cling to. a
metal plate on the

el

On the door, a Iesther seroll hmqs It sa:.m

2 *'"Wuvenn'ﬁmnﬁketwg,
not three, tows of four”

-~ You may ignore the, rigdle and try lo/lireak
the door opei, B32, or you may Irythe nddie.

To solve the nddle, you may move any disk

excep!. 44, to any of 1ne letterad locations

When you are done, lin to BA0.

B8, The heavy wooden door croaks open
You find a ropm containing a table spraad
with silk, upon'which tiyae treasures lie. A
~[¢d T46, a potion; T16, and an emaradld and
: nﬂchlam warth 8,000 gp. There is

ARE
LA lay 0%

Wl
';ﬁb'ﬂmﬂhmhyﬂmbﬁm
slone pillars. Thepdh::s are manrgath and

‘sBalibnad. A narow passage runi'harn
mmammamm !oﬂ'm mﬂ_
W R e R R Y- e LD,
‘mm tl!El n"uﬂhr émd ‘slip along
the nartow  passage’ Between the lirst two
stane piilars you spol 2 still cave toad walch-
~ing the main hail, Squinting into the dare you
think you can make out others bel each
‘of the'pillars. You. may. attack’ with
B9, or try la sneak past. B34,

-&Amlﬁmmmmm
M8, To your dismay thrée olhers
bahind thair 'comrade, And you mdst
eachunemturn Onlyhmmmtmkynuaaﬂh

wm h;oauqﬁ‘uih .‘.mnﬁeﬂ space. OfR

B10. As you corss fhe area, your fool sculfs
al something In the dirt If' is & bag:oF$ome

‘Won. T3 Gain2Honer e
l1‘l._THa tannel widens narh inloa cr!gmbar
Thie figor it covared by-a sfill; Elear pbal Fhe

soom is vary cold and there is tha small ol
frost. Doyou try to climb, B35, wade the pool
B386, throw somathing in, B37, or leave?

B12. Are you ¢limbing; BS2, or shalmg; B487
B13. Are you skaling, BS1, or climbing, 8527

B14. This chamber |s as hot as an oven, The
floot'is covetad with iron plates and above
the fioor dances afiery ribbon. The walls are
fough and provide many handholds. At the
far end af the chamber you can see & spin-

“ning golden crystal hanging from 2 tiréad

Beyond il you sight:a door. Do you brave the
flama, BSS, try-to climb above the fire, BS7
use an item tu pnmm'fuu. B59, -nrl&ﬂ?

I‘li. Thare mnhe.dnm here. A dﬂt&mnt
bronze -number. is tacked on -each doar
Countless blades and arrows-hang from ihe

«teiling bythreads. You may search, BE0.try

-one of the doors, B70, orleave.

B8, The waters_ ae shalfow. You wade
through the muck, stumhlmg over sub-
merged nbﬂtani&a. ; m

B17. You throw a rock inio the dark waters
Sluggish ripples spread sna lap at 1l'|u wnll's
B18. You fing a3 ¢ask bobbing-in lh'B mur!w
walars. You may now mova salely across he
rest uﬂha umar mﬁmﬂ mmng 1
B18. "ﬂ:lur lﬂm hemmea tangled in°some-
ithing beneath the waters. Roll 1020 W fess
‘fhian 14, trke 2 points of ‘damage and swim
nn,mhm‘ua |urntmm '

ﬂ. Somathmg dark nnd Mv foves
yout wﬂv Bul to your mﬂal‘ s onlya bmnch

B21. Th& walgr dmarrs and Vou must swim
these lithy waters; Rall 1620; if the result s
“greaterthan 13, rdad B18; itiass than B, fead
Bi9, andntylms andw mad Biﬂ

apa -4.;\1|IIH-;

m.UaaAﬂtucnmu MW ybid Tt nend 325

B23. Something pulls" yol ‘Bangalhi®ihe
‘Walers and you Tael your ‘air rushing away.
“taka 106 pointaof damage You thrash'in the
dariewater andtinally réach the surane baok
ane apace { 3 1-:: swlm]

B24. ‘ubuammm:ﬂrarmmhw‘ﬂmh acﬁf 4
ta your mll and 11 you fal lurﬂ 10 B25. “
B2S. "kurminge fr:m m SArk Wt m
IH You slng lhraugh the bog. the mud

ssucking al your feel. As you rédch the itiddle
your boot siips off your foot . stuckin The miud




Raaching 1o rairigve the bool, you are sur-
prised by & muddy form that emarges from
the morass. It reaches for you. Use M21. |(
you roll 8 19-20, read B29.

B27. Use A0 10 climb, butif you fall, take 1d6
points of damage and roll down the muddy
slope o splash inlo the water. Read B3.

B28. You edge along the sloping path. You
eye the mud with distaste and are startled o
-888 a muddy form rise up from the bog, M21.
It attacks you. If you roll 1-2 on your Hit roll
read B30, on a 19-20:turn (o B29,
B29. The fury of your allack drives the baas!
back. You Iry to Evade. |f you fail read qau_

B30, You slip in the slimy mud and slide past
your, lolr inio lha muddy waiars. Read Ba

'-I‘i "Thanu you for rying,” Kendle ﬂjgha
mdiums my Losa 1 Honor.

uz. Lnsa 2 anﬁtenm and 1 Honor "ﬁ:}u

may try to pry the door epen, 114, or chop It,
126. When the door opens roll a trap. -+

B33. Gain 2 Persistenceand 1 Honor The
answear 1510 stack #5 on ' #3. The door opens.

B34. You may shedk past by special means,
W1i40. or try to move quielly, w1957 -

B35. Use A to climb. Add + 3tum&mﬂdue
to IhE caldt 1t you fall. read B38. 2

B36. To your surprise the pool is frozen and
you slip and fall, Standing is difficull bufyou
may move slowly or return te'B11.

B37. You throw a stick. It bounces and slides
across the frozen surface

B38. You crash through the ice and plinge
into the Irigid waters. Take 1dB points of dam-
age. Roll 1d20; if less than 17, turn o B47,
otherwise take 1d6 paints and roll again, .

B39. Motes of light dance befote your eyes
and the doors and all the'blades vanish! Yau
are cured ol any damage you look while in
this roem, for it was all ilusion. Gain 2/Pas-
sistence and 1 Honor and lurn to CO.

B40. Add the number of the plece you moved
ta. this number of disks that you ¢an see when
you are done and add + B35; turn o that oritry,
BA1. A high-pitched ggglu fills the air.

B42. A blas! of wind mmmrhﬂr

Bl-l. Howng happens; a wasta m lhm
B44. Your bands dre covered wﬂh ullme

B45. O1 caursa yoll're right Read B33

‘B4B. G0 10 AD, it's the place’io ba

B47. You break through a thin patch of Ice
and gasping you drag yoursalr out.

B48. Balancing awhwardly. you slide across
the ice, Roll 1d20. IFyou roll less than 5. turn

'to B38, it you rall 19-20, read B49, and if tha

numbar is batween 4'and 19,1urn to BSO. -

B49. You find a sack of sand lying amid some
dry tranches. You may walk safely now.

l’lﬂ The going is slippery, and the ice s clut-
tared wilh broken branches: Roll 1d20; if
greater than 14, you slip and fall, erashing
into the wall, Take 1 point of damage.

B51. Crossing this icy expansa, you see some-
thing pretruding from the ice and find a piece of
a crystal swordblade embedded in the ice. You
may try 1o chop it loose, BS3, mmmmm
soft to malt thi ice; B54, orlaave.

H‘.!_‘ A large igicle falls from the ceiling dnt
hits4ou causing 1 point'of damage and add-
ing = 2toyourclimb roll. it you fall, read B38,

BS53. Use 126 to chop it loose. Once you chip
the h!aﬁa. looss turn o 855.

B&l The fire mells th&mmv. andyou! m
merhlnda !rnn'.rmeingld wmar Raad

BSS. If ynu have another’ plec:er of Iha sword

‘and the means 10 repair It, you may. You also

lece nfthe stone tablet. Gain 1 Héror

nu. T’he blast of heat makes it difficult o
breathe, As you step forward, the plates to
elther side fall away 1o reveal fiary pits, leav-
ing only a narrow bridge between them, B76.

B57. Use AD, but if you fall, go to B72.

B58. "GLASS" s the answar, You saw ﬁth
through it. Kendle 1s ecstatic at baing free,

.Hmiluma Jar Into- your hands, T47. ¢

mmuﬁq the hall andwwu hear’ rrh
S TP s piscs

'ef lhe !Frnhan wbkif ‘Galn 2 Honor.

e ‘

B58. You may use magical means or use
yuur l:tmk 1221 Turn to B56.

‘;‘? ?ﬂxsnﬂn? u1 wlnﬁnhimw ml:;}hs

en n. Thien a blade

to embed mr In 'ma’wériq*iil the btmﬁs are
swaying. You may leave or try a doarﬂp;l :

B61. Three daggers fly at you (THACO 11;

2

Atk 1d4). This door leads nowhers.

B62. Your yank on this false door sets the
blades to clanging. Roll a 1d6 + RD2.

B63. A dagger flies past and embads in the
door, Il you open the door, tum lo- B39,

B64. Rall 1d20.+ W10. With a flash of light
?ﬂu are la!&pur-iad tu the wilds

!IB. Tha rapid stanaﬂu of ‘blades thunk ino
the wood wall-before. You are surrounded.

B886. Two darts lly (THATO 15; Atk 1-3).

B67. A weapon breaker fiies af you and
destroys the weapon you are holding.

B88. Tum 10 T5.

B89, A wave of silver moonlight bathes you
and you arg-cured of 2d6 + 5 points of dam-
dge. You gre also teleported to A11.

B70. To open a door, add'the number of the
door to = B60and turn to that entry,

B71. Your head reels, but you keep going

‘Add' +BE0 to tha next enmun‘ler space,

lﬂ. The heat washes across you. You reel
and fall, Instinet alone saves you as you grab
at'the edge ol the iron bridge. You dangle
above the flame, the hot metal searing your
fingers. Roll 1d20; and if you roll less than 15
tum to B73; otherwise read B77. Subiract
any bonuses you have versus fire,

B'ﬂ. With every ounce of willpower, you pull
yourself back onto tha bridge. Turn to B7T1.

B74. You have reached.the huge golden
crystal. It seems filled wilh'same liguid. You
may laave, try to push it into the fira, B78; or
ity to break it: It is AC -2; HP 20. Each mund
you strike I, you lake damage as B56. I yau
reduce it to hp 0, turn to B75. Behind the
swinging crystal is a-locked door You may
attempt to pry itopan, N4, then read B76.

B75. The golden liquid cascades over you,
putting out the fire and healing yau back to
full hp. Gain 3 Parsistence. Ifyou are missing
apearl-that Milgurﬂnla you find one here,

B76. Rall 1:IE rt the" rasurt la 7-8 lake no
damage, otherwise, suffer 1to 6 points Then
rall 1d20; if less than or egual to 4 plus the
damage you suffered this turn, read 872,
otherwise turn o B71: -

ﬁT? With a cry of anguisty, you fall inio.tha
ﬂary pit: 'mm to-E1.

mml yuudu hsm it swinging harder Tuin
1o B76 to see if it knocks you Into the pit, then
return to B74
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€0. Here is an ivory door wilh a riddie.

“Reflect upon your path my son,
To find the way before;

Smote thyself or be undnna
To open the final dnur' !

Thm halls are linished stone, not mugh
caverns, Two acom-sized depressions sil
above the lock. You need two snow pear|sto
open this door; If you don’t have them, turmn
back. The pearls shine with the light of day.
So close are they to their final brether. Lose 1
Persistence for each of the encounters you
avoided in the Middie Ring, "

€1, This room is carpeied with ashes. The
ash is two 1o three leet deep and you must
wade through it to reach the far axit, To cross

1 this room, use the “Ashen Alcove!' map.

Stan at one.of the two triangular spaces at
the bottom and work your way 1o the top,
When you find @ number in the space, add
the Start number and turm to that entry tofind
what is hidden banaathttmmmhmum
reeks of burnt flesh and wood.

i a5 "E
2. Something moves toward. you withinthe
ash, Use M2, Add + 2 to next space.

€3, Your foot kicks something, and reaching
bengath the ash, you, find a wooden box.

Inside this velvetlined box is a scroll, the lip
o;actystal sword, and a piece of the tabiat.

You gain 1 Honor, Can you repair the sward?
It you have.all three pieces and can make It
whaole, turn ta C35,

& ._-i"
C4. A heavy metal gale blocks-the tunnel.
preventing you fram going any further, To the
rightof the gate js 2 series of small holes, as.
large as a finger. Do you try 1o lift the gate,

34, stick your finger in a hole; G27, mm
dagger, C28, or leave?

Cs. '?I'ha chamber beyond this archway s
filled with darkness. Light does not penetrale
the gloom nor dees infravision work here. To
ornﬁ Ahls room, use the ''Darkened Hall-
way” map. Stari al ane of the'two triangular
spaces al the right and work your way to the
tett. When you find a number, add your Stan
number and turn 1o thalentry (0 find what you
have stumblsd on: This room Is filled with a

bittar, pungent odor. Ilﬁumuasthapmgs

f"auunmuml-umanw.

C8. Your foot kicks sometfiing into the lightt
is a potion, T9. Gain 1 Persdistence. lf you are
still missing one of the three pearls that

Milgor stole from you, you lind a small potiéh
holding one of thase three.

.snana

THE INNER CIRCLE

C7. Betore you is a dim, distorted mirror. Your
reflection is twisted and leenng, The room
seems ampty. You may search, G29, or leave,

Ca. Your foe lies broken on the ground. Now
you must-fultill the riddle. Do you strike your-
self, €30, your dead foe, C31, your shncﬁow
€32, or the mirrar, C337

C8. A ghostly voice echoes in your ear. "Time
and that which you cannol see is the key tnll
things. Persavere, your task is almost won."
Gain 20 XP-Tum to G10.

C10. Lose 2 Persistence for every encounter
you avoided in the Inner Circle. Add 1 Heper
tor coming so far. The doorway beckons, D1.

C11. Spikes| Take 1d6 points of damage and
mave back. You may not cross hergl

€12, Surprised, you slip and fall into a-pil.
Ash blinds and chokes you. To climb out, roll

greater than the number given below, on
1420, E scape chance, based on the direction
you exlt: back = 4, to either side = B, across
g‘lfynuiui! you fall back into the.pit and
uke 1d4 points of damage

C13. The floor beneath your feet feals saft
Suddenly it moves and you are thrown 1o
sithar side (your chaice).

C14. You step on hot coals and leap back!
You may cross but suffer 1d6 points.

C15. Your leg is caught in what feels like &
leafy beartrap. Take 1 point of damage. You

are attacked by a screaming, flying beast (AC
-2 Tk M}O 11, Ak 1d4; HP 15). You must roll

mﬂﬂmg é‘ﬂﬁm wm&eiwnh you ar?iﬁa
| point damage) and knocks you 1o
{your choice),

C17. Suddenly thera is nu floar-and you tlum-
ble into a pit; take 1d6 points, To crawl oul,
you must toll greater. than the number givan
for the direction you move: 4 - back,8 = lo
the side, 16 = across. If you fall, you fall back
in (1d6). You hear a rustling from a direction
based on the row you are in:

Row  Direction - Row - Direction
1 = Ahead & right 4.~ Beside & lefl: *
z ~ Beside & right~ 6 = Overhead

“In Imm 6 - Bnhind
I.'HI. Smmﬂ!i su,i trom the caillnq dnd
knocks you 1o rtﬁa (your chaice).

c'ii.'*']‘au are caught ina s_tronq. sticky web.

You must roli less than 13 10 cut your way
through. Something crawls down the web
and attacks (AC 0; THACO 9; Atk 194 + 11 HP
20). You may fight or cut the barier. Il you
leava, the attack stops.

©20. 'Milgor lold me to expect yau.
Tenslayer! You are aither very brave, or vary
foolish! | shali be your undoing" He springs
at you, M68.

C21. With a horrible groan, the grate slowly
raises a couple feet then crashes clossd.

C22. Gas pours out of a hole and you pass
oul. You wake up.some lime later al BO,

€23. With a horrid screeching the gale
opans. Gain 1 Persistence,

C24. Stone crashes down from the celling.
Save vs. Stone or take 2d4 points.

G25, A bell chimas, Roll 1d6 + RD4.

C26. Lighining dances across the gale
Make a Save vs. Brealh or take 1d6 points,

C27. Your finger is stuck and won't meve
You must loossn it with oll, 133, or roll jess
than 13 on 1d20 or take 1 poinl ol damage
Tumn to C28 1o see what happened.

C28. Look at one of the holes on the postar
and add tha number you find there to C20.

1T8
C29. You touch the cool surface of the mirror,
and are surprised as a crystal hand reaches
put and seizes yours. A crystal double sleps
from the mirror and attacks with surprise
Use M17. It you defeat It, turn 1o C8.

€30. Record your damage. Read C8.
€31. Dishonor! Lase 5 Honor! Read C8.

C€32. You weapon clangs off the wall. In
future batties, if you rall a 1.it will break: Noth-
ing happans otherwise. Relurn to C8.

C33. The mirror shatters-and beyond you see
a room litwith golden suniight. Gain 1 Honor
If your Honor is less than 10, turn to C10; oihr
erwise, tum 1o C9. TE-

Ca4. You sirain, but:tha gate won't budge,

C35. You |oin the last piece to the crystal
sword and once again it is whalal Gain 2
Honor, The sword sings in the wind asiyol
swing it. Itis an earth sword - 1 (1d8 « 1),
and givesa bonus ol +2 1o your Hit roll, dame
age caused, and saves when attagking crys-
tal creatures or Milgor, b4
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CENTER OF THE DUNGEON

D1. Across the silvery shards, you step into
an unoccupied chamber, Nl by sunbeams
fhof & window overhead. The hight dances
off.the pearty walls and a golden pedestal on
the farside of the room, D4, Beside it stands
Wmdnm bound in silver, D2 7o the
right. hanging on the wall is a tall hourglass
?ﬁththﬂﬂhth trickling throuigh it, D3, On the
vwalibeside the entrance you discover a piece

“of the tablet

D2. You step to the wooden door and tug al
i Match, It swings open. Beyond It lis tha
! grossroads snd- ihree trees that have
“become so familiar. But when you attempt lo
blﬁhﬂl'i&podal you find an invisible bartier

IB. Thumﬂs within the hourglass are dark
mwﬁhwmu!mmmmm
s appaars 1o be mountad on
HMH‘IH'E"IH‘ sothatﬂcansm&ybammed
wmmm*nsmmhamm D6.

D4. Resting alop this four-foot pedestal, bathed
in golden lght is the last of the missing Snow
pearls Eagerly, you mach to clalm your prize.
Sparks leap as you hit an invisible barrier You
massage your numb fingers and ponder

You could'throw a rock a1 the barrier, D8, or
strike it with a weapan, D10. f you have 8 magc
mﬂmmaﬂdnsmnfabunus

DS. You ratate thé hourglass 1o the Jeft and the
sands n the bottiom -now 10 0 reddish
hue. Af the same time:the light i’ the mm
shifts and you rdte that the sun ust Sae

be rising outside. You may turmithe t':
mrm Dﬁﬁ'kﬁpmlﬂgﬂ.mm 'a"k";

D8. You turn the hourglass to !ha'z}gh! and
“now tha sands in the bottom tum golden. The
shadows in the room become long and you
note that the sun seams fo ba satting outside
now. You may turn the hourglass o the left,
DS, or o the nght, D7

D7. Shadows sweep dcross the room, now lit
by a pale silvery light Outsida, night seems
o have setiled, and overhead you can sea
the moon, neary full, rise to cast ils rays
through the window, dimming the stars, This
must be the vary thing you seek, for bangath
the siar and moonlight, the pearis reach tha? -

___height of their power. When you find the peafl

you may add + 2 o the encounler number
when you attampl logetit

D8. The rﬁck‘l&ulmqp apﬁalhqnlsgm Da

| you

seem |0 hear a voice In your haad, "Only the
crystal sword may sha!'larmismlghwwam:‘

D10. Your biow rebounds in the wind. You
-cuu!dmfkbagdn D9, or emek another path.

D11. Yol raise the crystal sword and smite
the barrier. Your blow resounds with a mighty
clamor of chimes. but the barier doas not
fall. It seems the time is not yet ight.. -~

D12. You raise your weapan, and the moon-
light dances along its blade. With a silent
prayer.you swing. For a moment the barrier
shivars, and you calch your breath; but then,
Lﬂi& & clang It wms the weapon aside. A
hsrwapnn than this is needed.

D‘III. Dry-ipped you stand bah}re the pedes-
‘tal draped In the silvery moonfight and raise
the crystal sword Then, with-a mighly ery,
you crash your blade down upon the barrier
«Thereis the sound of nuhhls mlnma
tha! down,

Silencefillg the room, aeﬂh'bg motes o light
gpifining. To your amazement, the-flecks of
light gather and form the shape of a wizened
man's [ace with an arcane siafl, belween you
and your goal. Milgor! Finally, the time'fias
come lo face him,

"So we meet again, wamor” Milgor mocks
you, "It It s this lovely bauble you desire, you
must yat beat me, and | am still your better!"”
You may still tum and leave, keeping what you
have, D14, mptmrﬂtufawwhmwuiw

II.you fight, pick arty one of the following
that you avoided in the dungeon.

4 !‘Ttﬂ.ham cmtﬂrt,:ugu
ﬁg:dhanwny D19,
ot rihymm\m D23
% the toat, and think-
ﬁln&m 1} anothér day you

wﬂr stap fHrough' *\vmefa once a barrler
stood, You now stana at the crossroads. At

\lsast you ma o sava the remaining
pearts, ‘ar | you It tham from your puuch
But 1o your dismay, they melt away like fresh
show! Lose 3Pa and go o E2.

D18. Milgor's face shifts and flows, becom-
ing the head of a vipar, dripping poison from
deadly fangs. You must ftighl at a-4 penally lo
yuur Hit roll, and Mligor may bite for 1-4
' pligs you must then. ing
*TFI v&'Pnisdn al 2 ‘yoo do!: 5 4
‘save. tum 1o-D16. I you slay Milgor, tum to
D22 and-i! you lose, read E3: :

?‘h&ismpem head darts fir bengath your

arid snaps Et]réu*bmut &t Ihaéaa!
pomm:ms e ng

‘the killing blow. for. you. lt“lsn;r?inqm
could not leave his toom. | finally under-

i

“wanting. step lorward for.my judgment!”’
ol fnake e

stood,” says he, “It's all as clear as glass,”
and théin he dies. Read D21«

D17. Milger's torm is instantly. wreathed in
dark flame and you feel a wave of heal iap at
you. You must fight*with a -2 penalty to your
Hit roll, and take 1-4 additional points ol dam-
age-each round. If you take 12 points of fire
damage, turn ta D18. If you siay Milgor, turn
to D22 and if you iose, read E3.

D18. As the lames sear you again, a familiar
tall, green figure leaps forward and attacks
Milgor. He is startied by the fury of the giant
troll, but with the wave of his statf he reduces
ittoa pliuutm Tumm to D21,

H.Mﬂgorsnwn "8o, mmmmm
me help,” andmmumscasmy Al once,
your sight falls and you realize that you are
bilind. Yol must fight with a <4 penaity o Hit rolls
‘and saves, and'dre'al ~ 4 1o be struck. if you
are hit 5 times; furn to D20. If you slay Milgor,
tum to D22 and if you lose, read E3.

D20. Wounded and dazed by Milgor's deadiy
onslaughl, your head buzzes. A chill sweeps
up your spine-as a ghoslly voice says,

“Milgor uses Irickery; open wide your eyes
and.see." Tum t0'D21.

D21. The lllusien lades and you once again
confront Milgar. Now none 0f his tricks will
confuge you. All penalties fade, and you gain
one free attack. i you stay Milgor, tum to
w022, I you lose, read E3.

022, With a lightning swilt stilke, Miigor's staft
tashes out and you tiodge! But your ankle twists
beneath you and suddenly you sre on your
knees, defanseless before the madman's
blows. Inadaspmmpwrywuwingmd
amazingly il dants in beneath his guard as he
raises his staff for the death blow. it crashes into
his side. Tha aiaﬂdamtﬂtlwﬂmrl'dlawad
by his arumpled form.

Standing once again, you recall in homor as
you see Milgor's face dissolve into & featurelass
visage. Gain 2 Honor and 1 Persistence.

o ALlast, you are yictorfous! The pearis are

yours! But gven as your hand closes upon
them you hear a dry chuckle. Whirfing, you
confront the face of Milgor, gigantic. floating
in-the air. “Well done. warrior!” his voice
booms, “You have been tried and not found

Check your Sallishness score, |l less than
5, read E4. |l not, read E7.

D23. Whére Milga *t&ﬁ__mii&is‘mam is
riothing, Yot rec 'm’fma.mng‘a r gairis one
frae round to Btack. I you stay Mi r.turh'm
WRAMRTee Tead €. ©E



Read entries from this section only when
instructed 1o, or:

If Christov dies; or
Christov loses all of the pearls and gives up.

RANDOM ENCOUNTERS

ou find a small hex symbol on the
MAGIC VIEWER maps this indicates a random
enconanter oocurs, Consult the following table and
roll the die listed to find the encounter to which 1o
turn. Encounters in ceyed (RG) and those
in the Caverns of Couronn are keyed (RID),

rver Main Street
«r Residential Ar

{

( s
( rns, Outer Ring

{

erns, Middle Ring
Caverns, Inner Ring

RG 1dd
RG 1db
R 1d6G
R13 16
RD 1d6

Random Encounters in the Wilderness work dif-
ferently. Every 6 hexes of movement you should roll
1d20 and turm to that random encounter for the Wil-
derness RW. Encounters in the wildermess may only
be avaided through use of special items or under spe-
cial circumstances




Random Encounters in the
Wilderness (RW)

RW1. An uneventiul journey, no encounter,
RW2. A pleasant trip; traval 2 haxes more.

RWS3. A wind rises and slows the ttip by 2
hexes.

RWA4. Overcast day; ignore the nexl
ancounier,

RWS5. A rainstorm slows movemen! to ‘3
hexes.

M Oild folks offer you a cart ride; mm.rea
Hexas next turn and don't roll for 3n
encounier

RW7. You meet a farmer returning home, He
shares a rumar with you. (Rumors 1d8).

RWS. You encounter a herd of elk, turn (o
WT7E.

RWY. You meel a rogue moose, lurn to W3,

RW10. An ominous droning sounds. owver.
head You havée stumbled beneath a wasp
nest, and the striped warriors buzz about
your head Do you Iry to sneak past, W21,
use an iteny, W24, attack the nest, W28, or
casi a spall, W277?

RW11. A pack of wolves dog your II‘EIF mad
w1l

RAW12. You disturb a bear rooting &t a mtllng
log, turn 10 W66

RW13. A large bird circles nwhﬂnd.-_tg_fl#lu
W239. {0
RW14. A party ol brigands surrounds you,
Tarm to W70

RW15. You encounter fresh tracks, Roll 1d6
+ W48, Check that entry in the Wilderness.

RAW16. You encounter a wild horse and mén-
age to mount it, You may ride without rolling
for random éncounters until you reach an
ancounter space. than the horse runs away.

RW17. Ahead, you spot several people in
need, Roll 1d4: 1 = AWE, 2~ (Rumor 1d8),
3= HWH 4~ RWa8.

RWH18. ngkaandllanmnnﬂnhuﬁmnmllsm
there is a fire. To fight the fire; treat it as AC 0, HP
20. Every round youfight the fire; take 14 points
of damage. Thﬁramhridﬁfam You
may only light using Ihe water from your

watarskin (1d10 once) and with your cloak (1d6).
You may protect yoursell from the fire with your
cloak; 122. I you attempt to flee, Evacde ~12 1t
you put out the fire, gain 1 Honor and 1 random
Coin worth one-tenth its valug

RW18. Your keen sight has detécted some-
thing hidden In the Undergrowth; roll 1d6:
1.~ worthless junk, 2-3 - Coin, 4-5 - Rumor
{d4). 6 = Paotion,

RAW20. A robed wanderer offers you advica, Roll
166: 1-3 < Rumor (d6 « 8), 4-6 - Read 1 enlry
mm&munlmmwﬂmm

RW21. Roll 1820 If you roll less than 17 tum
19 nwzz. otherwise read RW23

RW22. The angry creatures alack y-::u. use
M15.

AW23. Staying calm, you slowly move away.

RW24. What will you use; spiash some water
on them, AW26, cover yoursell with: your
cloak, RW23, or use some oll RW257

RAW26. Tha smoky flames kil all the msects.
Mark offdhe oil used.

RW286. Wnata foolish cholce! The entire nest
erupts and attacks you! Take 4 points of dam-
age. You must reach water, smoke or suc-
¢eed-al an Evade o escape their stings.'”

RW27. Check the resull of the spell. If the
waspﬁ survive, lurm o RW26, o
RW28. The people seem odd and réserved.
They offer you a drink and foo polita to

reluse, you gulp the ety Hquid Your syes

biur. Roll 1d20 '+ W10 and move yourself 1o
that numbered location

Random Encounters in
Gyer (RG)

RG1. A buzzipg soundgraws louder and sud-
denly a dark cloud ol ihsstts surrounds you,
biting and pinching. Use M15 for the attack.
Mmr 2 rounds tum to Hﬂﬂ

m Roll 1d20 i you roll'less than 14, turn
1o RG12, olherwise read RG13.

RGS3. You spot a cloud of dust swirling in the
air, and betore you'can take cover a whirlwind
whips around you, biowing dust and leaves in
all directions and tearing your cloak away
and tossing it into a tree. You may abandon
yqur cloak or atlampt 10 climb the tres. To
¢limb, roll less than your Strength or fall and
take 1d4 points of damage. Your, taeth are
filied with grit and you could use a drink.

RG4. A stubporn water butialo blocks the

path. Yol-may turm back or fight the beas
M7

RGS, What you' thought was a Gyerian, from
whom vou sought diretlions, Wms out wo be a
hungry roc. You may throw it a ration or fight it
M23.

RGS. A fumbleweed rolls lazily past, followed
by an old coot with a cane. He walches the
wmbleweed and waits patiently when the
breeze stops. Then he moves to follow whan
it blows again,

RG7. From your right you hear the calls ofa
swallow, finch, and thrush. From the left
comes the answering calls of ascreech owl,
robin, and cuckoo, *Mine are better]” shouts
avoiceto the right. "Arenot; arenotl" cries a
voice from the lefi

RGB. Ahead a cloud of dust and sand billows
up to the sound of piping. Screening your
ayes from the flying grit, you inch close
enough to seeil is a large Gyerian blowing
hard at the'ground to sort gravel from the dirt

RGS. You are siartled by a cry of warning and
look up in time to see a runaway cart bearing
down on you. A small wide-eyed Gyerian sits

in it holding on for life. Do you leap aside,

RG14, or iry lo stop the runaway cart RG15?

RG10. You mesl a crowd ol Gyerians
squawking al each other,. Al your approach
they turn 1o you and ask your opinion if it
mignt rain or not. Aoll two 1d§, one for you
and one for the Gyerians. Il you roll higher
turn to RG 16, IF they roll higher read RG17, il
a tie read RG18. .

RG11. Suddenly, several teathery forms rush in
and devour tha tasty beetles: After a moment the
cloud is gone and satished Gyers walk away
burping and chirping to each other.

RG12. You narrowly avoided falling into a
muddy hole. Others have nol been so lucky it
seams by the looks of the site.

RG13. Ooops| With acry you slip and fall with
a spiash into 8 muddy hole. Now you are
caked with mud.

RG14. You dive, -and roll-out of the way. Roll
less than your Dexterity or take 1d4 points of
damage: The cart crashes Into the side of a hut
and the rideris throwri to the ground. In tears he
screams for his mother, who comes running,
clucks at her child and scolds you for ieiting her
child come 1o harm. Lose 1 Honor

RG1S, You brace your feet and grab
cart as il passes. Foll less than your Strength

r feet and grab af the



or take 2 points. of damage, Howsven you
manage to bring the can to a hall and save
the child from the Impending crash. He yells
at'you for fuining his fun and bawils for his
mother, who swiflly arrives and scolds you for
bathering her child, Gain 1 Honor.

RG16. They have naver heard such a clever
answer and lift you to their shoulders and
carry you off to one of the Start spaces. .

RG17. What an impolté and scarcely pertinant
Tesponse. They start 1o peck at you, shredding
your ciothes and pulling at your hair: Roll 104 and
move in & random direction N, 5. E, or W

RG18. Such an interesting argument. - Your
claver words have trapped you in an aimléss
discussion for- 1d6turns.

Random Encounters in the
Caverns of Couronn (RD)

RD1. You have mistaken a rock python'for a
piace of rock M24. It gains one free attack.

RD2. The ground ahead is coverad with rub.

ble. To cross It you must rofl 1d20, if you roll

less than 4, you have stumbled and sprained

ynur ankle. You will fight-at -1 10 Hit rofl-and
AC, until, yruy are cured.

RDA, The earth at your feat arupls as two furry
_brawn figures burst from the floor M12. Roll lsss
than your Dexterity on 1d20. If you fail, they
gain one free attack each as you stand up.

RD4. From mnulihedaﬁchrﬁdmnnalamaﬁ
lommammtmllﬁ:s Ha waitk for you to make
the first'move. If you use food 1o bfibe If, and
mmas.measfulEvadumll ymmaﬁ:m

RDS. A dark, mndan,r form drops fmm the
ceiling to hang in the air by ons leg. This
creature is 41 to Hit you, because nf ite pre-
carious position M22.

1

81. Three golden arrows of energy spring
from your fingertips to bia flung at ya-urtue
Each causes 106 - 1 poinls of damage:.

H.ﬁummlbamystiomammmm
anticipation. First the runes ol the messsge
- shimmer, then $tir and rearrange to form legible
varse, You may now understand the runes; add
#8410 the number and twen to thal entty. |

83. Swiltly you voice lh&phrgsas and make
ihe necessary gastures, casting sand upon
the wind. Up ta 20 hp worth of foes that you
can see. yawn-and nod, and finally collapse
to the gmund in a stupar

RD8. A rill of water cascades from the catling
torming an icy curtain to the tunnel beyend, The
fioor is slippery; ralliess than your Dexterity an
1d20 or fall and sfide into the next space,

RD7. What you ook to be a bouider, movés
and extends black slicky tendrils M5. You
must fight this creature lo pass.

RD®. With a croak a farga toad leaps from s hid-
den vantage on tha wall M8. The toad tensés to
leap at you, You may attack I or attempt 1o
dodge by rolling less than 15 on 1d20. if yoli fail
to dodgs. the crealure gains two free attacks.

RD®. With a scream, a black felina figure
steps from the shadows. It waves two tania-
clés at you and waits for you 1o move M11.

RD10. A strange insect alicking sounds from
the darkness ahead. From the ebory cuHain
steps an odd beast, hall man, ball scorpion.
He wialds a large halberd while the scorpi-
on's sting archas over his head M19, He
laughs and sleps torward to attack.

You may be sent here to learn a rumor when

lpﬂhngtnlfnmwrnramrlemrbmmu{u

Random Encounter. When you are sent here,

roll the die and add the bonus indicated to find
which rumor to read.

R1. Beware, strangers may be the cross-
roads highwaymen who waylay travaiers and
steal I.heir walushlas ot

R2. Ii it's the seer you saa'k'. she Is said a live
in a cave far irom the light of the sun. .,

lll.“iiiuﬁshquid seak out the mystic; she
of the secrets of tha land ana

‘the'bane of all things.

IH. Sta:.r your path from the mysterious; miry
marsh! |ll breads: (Were and br!mhem thete.
Fiery death awaits! Ty i)

SPELLS

84, Are you using this spell to cause a dis-
ltacllnn. 518 ‘or during mmhar 515? ,,,

88. For lhﬁpurposesni mis amiamufa irwis:
bility- anly 1asis lof ong encountar. Ag you
usingithis sfa}lk} snaakpasra szi;u or 1o
sUrptige him; $217

S6. The wurds Mar m the ﬂll‘ and take
!orrn until thare ar [ ndmmr:al lmagas nexi
mynum thal do evarything you da. Each lime

U‘are hil, eliminata one of thn images. You
do nol fake ahy demage until all of the
images are'gone.

R5. Walch the skies for-girgling carrion birids;
they bode ill to all, particularly the jong lraveles

RB. It it's danger you seek or wealth that has
been stolen from you, the briganda’ lair Ie
beneath the Fangs.

R7. The stream runs black from the raging spring
that chokes on s own bile. Bevwars its anger

R8. It seems like-it might rain_ |t will be good for
ihe crops, but you should seek sheler before
ihe daluge.

R8. What a brave and courageous lad, you
dre| and thaugh you musl be hard pressed on
your guast, you take the hme to chat with ma.

T
R10. Baware the banelul beastl Seek nol its
gaze. For only death, destruction, and
despair await those who choose 10 faca 1.

R11. Turn back trom the cowled ong, for hals
deep n thought and ill will surely greet the
interioper. -
R32. Speak only truthtully to the oracls, for
she can read your heart. Ask only for thui
which'is your greatest need.

R13. To find the mysterious mystie, WEn
south and seek the one that 15 twics, twice,
and twice again better than two

R14. Among the lallen glory seak,
The pendant that will shatter slaep,
Else you're caught by that which creeps.

R15. ILyou must snuff the elephant #ar.vnl'i:laf
Seek his bane beneath {he sod, of the face-
less, stony god. {Add + 1 to that encoupter
when you find it.)

R16. To enter Milgor's mystic lair,

Destroy tha tablet you lind there,

Andas yoursell, seek the answer (Add < 110
that encounter when you find the tablet.)

§7: This-spall is unpredictatile and may-enly
be used in combat, To-use, roll 1d4 and add
~ 21 to l1nd the entry.to reag,

H. Are'you uslng thls speall nuidl:-ora 526, 01
indoors, 5277

$9. Your heart races, and your Si8p quick-
ens, vou may move twice as fast, rolnng for
sncounters only ence' evary two m i
yoli have an encounter duting thi B)lu
gain one free attack each round in-addition to
normal attacks. Al the and ol rm eni:mir!lm
the spell’ l!l'lds :



To determine a treasure randomly, find the
type. Next, look at the Treasure Chest on the
cover and using the MAGIC VIEWER™ screen
look at one of the treasures of that type. You will
find wdex pumber. Now turn to the table
below and roll the dic indicated. Add the bonus

numbers, Read that numbered entry,
tance: if the monster you defeated has
“coins” listed as the type of treasure, you pick

TREASURES

one of the coins in the treasure chest, and vou
find the index number 3. The table below says
roll 1d6+ 15. The roll equals 18; adding
the index + 3, the entry 1o read s T21,

When vou find a chest, you will discover three
index numbers. Each chest will be trapped so select
one of the three numbers and add to a trap roll.
Each chest will contain a potion, coins, and some-
thing special, found under the chest entry. Select
one index number for each item and roll for that
typee of (reasure

27

Treasure Type

Potion
Coins
Bags
Scrolls
Raods
Chests
Traps

e Roll

18 +
1d6 +
1d6 +

]

1

9%

L4 + 32
ld4 + 36

1d2 +
1d2 +

¥
Y
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T58. There is a flash that blinds you for 40
rounds, -4 to Hil rolls and AC. Roll 8 Random
Ercounter for that areal

T57. Thnrelsada&lmlng boumandttw
chastsprhgs open with a cloud of smoke.

‘l'l!- Tham is & hissing sound as a vile gas
out, Foll 1420, subiract your Constitu-
mm., m:l ‘I;ai;a Ihat much damage.

T88. \
10 your

1‘. Onﬂ swallow and your muscles start {o
!yjuur clothes to shreds as you
gmw 1& feet t You cause double dmnaga

_guip the conlents and color retums
esh as the paison damage is cured,

mglmlha crack mends, join
@ ﬁhrmajuee mﬁlﬂm& tirﬂér?

110. You piay.a calming melody and the crea-
tures stop mifling about and doze off.

H1. Do you want to entangle a foe, 118, pull
yourself to satety, 121, or cross a gap, g2,

2. Do you want lo pratect mum&l! from fire,
122, defend yoursell, 124, distract a fos, 123,
or sllence a man, 1257

143. You may nttack with.the gmpeple (ﬂdq
with a -5 1o your Hit.rall, It you hit, your fog
must save of you trip him and-l;lin one free
attack or automatically Evade.

114, To open this itemn, moll 1d20 + 4 (sub
you use-a grapple to pry). If thes rollis :
mwwﬂaumnﬂtﬁm

N86. Do you want to chop something, 126, peif
you are fn the wookds. build a raft, 127, or build
a ladder, 1287

6. Doyou want 10 blind a foe, 130, or defend
yourself, 1317

117. Do you want to trip your foe, 132, loosen
a stuck object, 133, or burn a foe, 1347

118. You may only"use a rope that is long
enolgh to cross the gap. Ropes may be tied
together. You fiing a loop at a boulder on the
other side. You must roll ta Hit AG -2; You luﬂn
the rope afterwards.

Onoe you lasse the: 700k, to climb nﬂnﬁs

“ v

T68. You fade from sight. Read the entry for
the Invisibillty spell, S5. .

Tli.ﬂuafﬁnguﬂapoﬂonynufaalmm
climb walls and celliigs with only one chance
on 1d20 of falling for every space for 6 tumns.
If you fall, take, 1d6 points of damage.

T85. This elixir rushes haaling through your
blood. Cure 3d6 + 3 points of damage,

T88. This potion lets you levitate above the
ground and lasts Tor 6 turns, Il you are in a
bultdlng or cave you may move by pushin
agalins! the ceifing at the rate of ‘one spaﬁg
per turm, If you aie in the wilds roll 1d6; if you
roll a1 is a wind ‘Ihat ‘blows you 2d6
sina rangom dlre-c::nn (1= NE, 2- E
3= 4 -*SW 5 W, 6~ NW), '

117 ﬁinmﬂsnna ruddy hus and
rﬁﬂi

o narmal flame. é!ﬂi'l +2
L s and -1 perdie of damage.

Méﬁ i5a Nﬂﬁmmh 8 chafdes
et charge causes 2d6 polnts ot dam-
ITEMS

yob must roll less than your Dexterity h
1d20. 1f you fail while crossing water, turn 10
135 Otharwise, roll 108+ W30 and lurn 1o
that entry. Then you must climb out of the
hole, 'msn

Ht;'tm X e ”'-_,gi_ _%

HsEv g or fall, giving mmmmaﬂs,
\hubuethamﬁ? JFW

120. Roll 10 hit AC -2 with 3 -5 penamr You

may nﬂt aﬂaﬁk 1i'tis round. |f you hit, tum to

l:!l- ‘L o : 'l w2l
Ylpw Ly Wl

Iireﬁww throw maﬂx.m

ammmw uutﬂf mm i

122, You mwm ﬂhmrmmw
ing watar and wrap It about you. Your.cloak
halps you avold 1 point from fire damage
every round, for avery drink you had left.

i23. The'cﬁnk-adﬂs +d 1o your E\ra&a
chances and causes your foe 10 attack at <2
on Hit rolls

124, You wrap one end of yout cloak around
your arm and snap the free end at your foe,
causing a -2 penaity lo up to 2 foe's Hit mlls;._

s T E4

125. You may attempt 1o pop your cloak over
amnn'shaad andkmakhim ou! Rall-to hit
your foe is allowed 1o make 2 save. It he $0&°
ceads, h&npﬁhﬁeahﬂm -

dyou

age if yolihit, ‘Atter, this it is just a normal statf
that can cause 1dB points of damage

T68. After careful study, you realize fortune has
smiled on you, for these boots are made of sala-
mandat aﬂvﬂnhﬁwwumwmw
mmmmmmm
from fire by -2 per die of damage.

T70. You tug on the belt, and suddenly you
feel your breath being squeezed away as the
belt constricts causing 1d6 points each
round until it is destroyved. Yol may only fight
wu.h a ﬁaggﬂr. AC-0and hp 13,

T71. You atn‘imaremundﬁmghh#andrhastaﬂ
breaks, causing 104 paints to you. Your foe gains
ona free attack while you change weapons.

TT2. This scroll containis cloudkill, 838, and
remave curse, S14,

T73, This scrol plgaa ﬂyw S35,

T74. This sc: nins knﬁat 53?
pasap&ﬂm V1Y R

T8 mmin'lﬁ-*‘ e ,' '

o Kol it
s mmm wwmmﬂ

127. You cut logs and uines and fashion a
erude raft (hp 10). To cross a hex of water roll
1d20(if on the river subtract 5) il less than 6,
youl are carried one hex to the east.

128. Cutting a long pole and crosspieces, you
fashion a 20-foot-tall fladder, It may be used to
climb one ebject, bul you must leave it
behind. Carrying & ladder-across open {er-
rain slows your movement. Roll a random
emnuuntar weryﬂua:om::cu , o ]

129, You flash tm.mmsuﬂm inyour foe's
eyes! i must save or the creature gives a
final shriek and stitfens, turning to stone.

130. This will only:work:outdoors. You reflect
the blinding sunilight into.your foe’s eyes. It
he lails to save, he suffers a -4 penalty to any
mils for2 rmmds,

i I
I‘I‘l. You hrnue ?Nrsaﬂ bdﬂnd your shiald,
not ‘aftacking this round. The shield allows
yol lo sublract 4 points from each altack that
hits you this round.

132, You splll the oll on the ground, ‘four fne
must make an Evade roll to avolid the of ‘each
round or slip and fall. 1f he falls, you gain one
free attack or ammmrlmuy Evade, -



I
1
i

133. You rub the il onta the stuck object and
it comes loose. Oiled hingas will opan silantly

and you may pick an oiled lock by rolling raae
than your Dexterity on 1d20.

134. You strike a flint to, the ojly fag and hurl
the fiery missila—roll to hit, The fire burns for
2 rounds. Il youmiss, your foa must Evade. o

M28. Finally the thunder of & hundred
hooves fades as the herd flges. ey

M29. A sudden swirl al your fget and the air.is
filled with a blinding cloud for 2 rounds. -4 on

your Hit rolis during that time.

'M30. Something snakes around your, anklns
“and yanks. Jless than your Dexterty
1ﬂ2ﬁ ot 1all” it takes one Tound o Stand U p

While you are down, the creature attacks af
+4 to hit and you are at -4 on your Hit rolls.

M31. The creature charges causing doubla
damage.

M32. You feal.a violent tremor shaka your
form, make & Saving,Throw.vs. Stone. B
transform info granite:

M33. Thg creatiire chargss and n;us.ﬁqs slig-
ing face frstinto & pool of mud bllr-timgl:sml
for 2 rounds. It attacks at -4 until it can sag.

M34. Ths creature attempts to flee. Roll Td:.’t}
and if greater than Evade number, |t flees.
You gain one free attack at +2.

M35. Cereful to avert your eyes, a sudden
hiss startles you and you find Yourself face to
face with the creawre; Ssving Throw vs
Stone al-+5. Turnto M32; -

M38, In a flurry of motion tha mutum-taaps

-<n your back. Until you cause 10 points of

camage to the beast; your attacks and save
ing throws are at -2.

M37. The beast roars ang knocks your
weapon aside. Atthe last minute you swatits
nose. The beasl howlsin surprise andfisesin
panic.

M38. The beast turns back to & halkburied
log he was sniffing and rips it open with &
swipa ol his claws: A swarm of bees, M15,
rush outand you must now fight them also.
The beasl is-not allected by the msect
swanm.

M39. The craalure sweaps you up ina héar
hug, causing 2dB peints of damage, then
drops you.

avoid. being lorced back into the flame..He
will take 1d8 points each round in the fire.

135, You splash into thewater. Roll 1420, .4,
It the roll is greater than your Strength, take
1dd points of damage and you are sweplona
hex east, Roll again until you escape,

MONSTERS

M40.-To your MJ‘(M. you Tind th."zlt while you
pgmnd the, monster’s. ampka by caplurad
your faut chv you may not Evace.

M4, | “you struck the crealure with any
weapon, it divides Into two identical crea-
tures, but with attacks of anly 2d8.

M42. One of your foes panics and flees
M43, Al the last moment you dodge agide

L e e e

M4a4. The beast sparts in dit
Jon, having biufféd you 1o

M45. The beast's charge was 50 quick, you
are caught on 18 homs and tossed lo.ihe
around.. It gains pna freg attack white you
stand up.

usl and rushes
e aside.

M46. You lling dust in the menster's face,
-andwhen Jt lunges blindly it swallows a rock
Tnﬁlﬂadﬂl{?ou,, Iq::mmls“n{:,si.amaaa-

Il'l'. hhrumiy. a lung mlinl.ta Iaghus ouf and
catches you, pulling you 1o fts mouth. You will
be bitten aulmur:all*y sach rnuridmnd_ﬂ?m
a2

M48. The balelul gleam of the beasl's ayes
cateh your gaze and you must make a Saving
Throw vs. Stone at -+ I'you fall. the beast
gains 1-4 free alfacks

M49. The mighty beast rears back and leis
forth a lerrihring roar. Fight at -1 for rest of
battle; -

Ms0. wnn a daadly swipe m‘ its claws, the
beast knocks your waapon from your hand
-ang gains 2 free rounds ot attack.

MS51. The creature rears on its hind legs end
breathes deadly fira-lor 3d6 points of dam-
M52, The beas! steps back, dismayed. Wih
amam of outrage it flees: §

MB53. Wllh a ﬂy}ng leap, the bemhnmi:s.fmu

ovar-and lands alopyou. |l can rend with.its
claws for 108 poims of damage and you

30

138. Your loop snakes argund the beast’s pack
and with & bound you are on its back. The baast
may nat attack, but tries o buck you off. Roll
1d20 each round and if less than your Dexterity
you fall off taking 148 points of damage (lurm to
1d6 -+ W130 (| the creature can ly). You suffer &
-2 penalty 1o your Hit roll while riding and trea:
your Dexterity as -2 if you attack,

¥ ‘attack at -4 untll youi.cause 10 points of dam:

age and can stand up.

M54, With a chailanging shriek the beast
bites at + 2 to Hit lor tdé points al damage

Hﬂ The beas! |locks its jaws and.holds on,
slicking 2-8 points of blood sach ound.

M56. The add l:raatu'i_-a !e!s out an ear-
sphtting squawk thatstuns you and it liaes in
haste.

MS57. The crealure begins 10 cry most plle-
ously, You may stop fighting or continug, bul
losa 1 Honor,

MS8. The cieature lets Inbse an astonishing

.sneeze. Aoll less than your Dexerity ar be

bowled gver for 1d4' points of damage, and
take 1 mound (o stand back up.

MS59. Al the last momenl you leap away as
the manster's blow crashes inlo the ground.
You slap nis knge. with Thp fial of.your
weapon, tripping him. He comes ¢rashing to
the earth, taking 106 paints of damage. But
the ground tremors knucl-: Wyou down 100,

m. Tha-munstar seizes a boulder and hurls
it af you. ﬂﬂlagammﬂ:ta! +2, fori3d6

\points of damaga

M61. The monster grabs you and hurts you'tt
the griund for 2d6 points of damage: It gains
one ree attack while you stand up again.

MB2. The swarm ¢lings to you and follows
whers you run-causing 2 points of damage
each round until you 1each water, smoke, or
heat at which point you Evade. You may only
swat using yourhands at -2 causing 2 points
of damage each round per hand

M63. Il you manage to hil the insecls you
take anly 1 point of damage that round.

Me4. ‘You weapon swishes past whare the
beast last stood as it burrows away swiftly.

M65. With a sound like sione grinding, 2
magic aura surrounds the:creature and it
gaina one free attack per round for tharestol |
the:encounter, This can happen only once



M68. Suddenly the air above you changes to
earth and falls'on you lor 2d6 paints of dam-
age, ;

ME67. Your loe's sw%ﬁ dafaﬂaﬁ parties your
next attatks. Your H:t fulrs for the na:tmunu
ara at -a

Mes. With lﬂlndln'g *spe&d your toe dndgas
your blows dnhd 1akes mﬁamaqe galning
two freg mmks

l'l ﬁli T

M9, The hummam fmnd swingﬁ- ‘at your
legs; roll less than your D&ztwﬁgmn‘idﬂﬂrd
ar lirlp and < falk -Your. foe - gnma two free

-!'

cars aﬁdﬂfmn ynu lntu Iﬂﬂe‘“ i

lentacles on ils:chest. You are. trapped and
take 2d6, points_of damage sach round i
may also atiack. Youlace a -} penalty to your
Hit rolis and AC =

M74, Yourfoe makes mysiic passes |n the air
and suddanly darknelis surrounds you. Both
your foe's. aq:hyuwi—ﬁtmlln arg eg-u for: I!'II
rést o1 the encounter W el

'!' ‘-p;..‘u vl o .u‘ f I-i
I?l. Yhur!ua nhuakle&mnlbmnd SPEAKS
arcang wum.md*mm kar; your Hit
rolls arg 8t lfarthamsw annuumnr

2
I?ll. .wuh. .astnunqu apppﬂ, yaur' log
dallleﬁzs your: blows. anq ggips. gna-,fcan
ailach

M77T. With & swaap n! hls #J
turé hooke your.lpg
Aol fess ihan \ vaur ben‘lg

.J.hﬂ croa-
frag’ aﬂacks or rﬁ#ﬁ E

M78. !"Mlhﬁr !lrrrHes shf'ly aﬁd rnﬁbbs a rrlybl;-
¢al pass in the dir Roll a4 100 and reat!
that antry. Be | s amea FETL T

M79. The batiig s cloge and you can feel his
tiot breath In your I'acﬂ,, 1a your horror,

His face is suddenly teplaced by a vast blank-
ness. Make a successiul Saving Throw vs.
Wands of he gains !wn cks,

MBO. Your lest are lrn.pped and you may nat
Evade now.

MB1. You are. caught sinulhe Smothering
ambrace of the creature and take another
2d6 points of damaga,

M82. You are ::aug.m by the beast and nex
round you will be drawn inlo its t:Iuh:has and
automatically {akeé 208 peints of damage.

You must cause t?pmms ol da rl'iaul' ﬁ'”it to"
.reiease :.ruu

M83. W’cth surprise |HEa|:|5 atyou, and only at

the last moment does 2 desperata swing of
your. weapon Crush the creature’s head. It

thrashes on the grouna in itz death thioes,”

MB4, The crealure retreals backward up the
wall and studies you. It you try.lo pass; ol
11120 and if greater than its Evade roll, it wlll
allack mn VL B
M85, Tha crea,wr& g 5arh N?Pﬂpl

ger, and ‘you leap to the side ,‘;s,u,masneq
headlong_inio the place whers you stoad.
The yﬁmure reggives 20 poinis of damage,

36, The qmgtgra dives &l you ca Lgsllqg_dnuv
ke e LR e

o & e iyl |

Ma7. With a screﬁf.h Mb&asi sefzas you by
the shoulders and liits you into the air, drop-
ping you in the nearest. woods for 246 points
of damage and then ﬁees

M88, The mﬂatum nnemptr. to coll about
you. You must rﬂli 10 Evade the altack of it
caumﬁdﬁ ‘points of additional damage.

M89. The creaturs flings back its head and
Bellows: make a successiul Saving Thiow vé!
Stonig ot your Hitrolls are at -1 lor the rest a'l
the encounter,

M
M90, The cmn'mg creature stoops andllings
sand In your face;blinding you and gaipning
wo [ree attacks hicw:

b Y s 1
M91. Your weapon slashes anﬂ a@law liies
aff. To your horror the creature sloggs, and
reatiaches ‘it rer:ovming an acitﬂlinnal 3

mw l'\‘ .al torg AW
gz, T , ad |
_#& Lo gs“-;han Ba 1?:
&y iakﬁ ‘-’f&ffpulnts at
i it'tai'npnq!:ﬁta

"'J'IJ‘F = ey

Y&:H“*:*' lll oy
mmuwmﬂ{a uimrnms’l'b beat
1;m fire am» Hﬁnmo mngamganﬁur s

b

Ill Whihlﬂg— and tnarimg. ‘the. hu-u'rl
fetreal, ol L 2 b

MB5. The wary beasts pace in circlas about
you. You may treat this like the start ol a new
sncounter and cast a spell.

M96. The pack rushes in and knocks you 1o

N

the ground. Your Hit rolls are al -2 Iram (his
point on. The pack gains one free aftack
sach round ;

M$7. The pulrid polsonburns your flesh and
you must make a successful Saving Throw

x\(s Pom{u at S.ar taﬁa‘&aﬂdﬁmnﬂ poinis of

o a'\-..

m TMfmnsIerbuﬂats"mp- role than
ity o.fall The rqqnstar then gaims one

-'-baw P j' —_—

M102. Strands of wab spring from his hands;
you must make a successiul Saving Throw
vs. Spells al 4, or Milgor gains four free
altacks. Unless this takes place In Ihe centar
of the caverns whare he fights to the death,
he will flee

M103. Suddanly, as il a hand was 'ﬁu&ﬁhﬁ'
yaq., you, are hurtled_back and take 1d6

pointstUniess this takes plage in the centel
of the édverns wh ﬁm 1o the death,
Mﬂgprwlll have v youl returm. Toe

M104, iyt or sudd&m i)
gm:mhltae attack fon g




Ash Crawler

Gyerian
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New Monsters

Armor Class: 6

Hit Dice: 3+1

Muowve: G0°(20")
Attacks: | bite + special
Diamage: 2-8

No Appearing: 1-6 (1-12)

Save As: Fighter | (special)
Moarale: L0 .
Treasure Type: Vv

Alignment: Neutral

XP Value: 0

Ash crawlers are large, hog-nosed, ratlike
creatures, about two feet long with a four-foor-
long, naked tail. Their grayish skin is flaky and
sheds in ashlike sheets. They can naturally resise
fire, as the spell, and prefer to inhabit warm
arcas with their own source of fire. They always
protect their source of five, and attack invaders,
Ash crawlers” lairs are carpeted with two 1o four
feet of fine ash and sheddings, through which
the creatures burrow.

Ash crawlers feed most commonly on rodents,
hirds, and vegetation which passes near, or falls
into, the ash, Often the lair smells of seared flesh

Armor Class: 3

Hit Dice: 3

Maove: 1507 (50")
Attacks: 2 claws/1 peck
Damage: 1-4/1-4/2-8
No Appearing: 1-4 (10-40)
Save As: Fighter 3
Morale: 8

Treasure Type: K, O
Alignment: Lawful

XP Value: 35

These intelligent bird-like creatures are gen-
erally 3 io 4 [eet tall, but may be as tall as 6 [eet,
Their bodies are covered with fine pale feathers;
their arms have longer feathers that give them a
wing-like appearance. However, Gyerians can-
not fly. They possess thin graceful hands.

Gyenans are very excitable, and extremely ner-
vous and impatient. They do not care for humans,
but get along with elves. They grow and eat nuts,
berries, roots, insecis, fish and snails. They are also
known for their fascinatiom with bright shiny
objects, and treasure gems and baubles.
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and wood smoke, and the air is hot and difficult to
breathe, preventing any swift actions. These beasts
are drawn to movermnent in the ash and brght col-
ors. They dislike water and curl over their fire
source to prevent it from being extinguished.

Ash crawlers anack by biting and then locking
their jaws. Any successful bite, means the creature
has attached itsell o its victim, and each subse-
quent round it automatically causes | point of
damage from the bite and automatically hits with
its two claws for an additional 1-4 points of dam-
age. The creature continues to attack until it takes
5 points of damage, at which point it falls off and
must then anack again normally.

Ash crawlers gain + 4 to their Armor Class
when hidden beneath the ash, but lose this
honus when [I'Il‘."_\f arc attached. This + 4 bonus
also applies to the beasts” Saving Throws.

The ash crawler’s long tail 15 prehensile, and
may be used to snare an opponent and drag 1
beneath the ash. The tail may not be used while
attached. To use its tail, a successful Hit roll
must be made and then the victim must roll less
than his or her Dexterity on 1d20 or fall. Those
fallen into the ash are + 4 to hit and strike at -4,

Gyerians live in small settlements built on
plains or in wild woods, Their villages are
always named Gyer, and are composed of nest-
ing huts woven from straw and branches,
daubed with mud. These villages are at best only
temporary domiciles for they migrate east to
west every spring, returning in the fall.

Gyerians anack by kicking with their three-
toed feet and jabbing with their hooked,
beaklike nosec. However, most Gyerians are
cowards and will either babble, lee, or cry. The
very nervous ones have been known o snecze;
little can stand up to the sneeze of a Gyerian, [fa
Gyerian sneczes, anyone in front of it must roll
less than his Dexterity on 1d20 or be bowled
over for 1-4 points of damage, and then musi
spend one round standing up agan.

For every 10 Gyerians in a flock, there is one
cockrobin (AC 2; HD 5; Ak 1-6/1-6/2-12). A
Nock is led by one rooster (AC 1; HD 7; Ak 1-8/
1-8/2-16).
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Companion Level Solo Adventure

Mystery of the Snow Pearls

Anne Gray McCready

SCANNED BY: JACK D, KNIGHT

One of four magical, snow white pearls pro-
tecting Tarylon has been stolen! And you, a
Companion level elf, are responsible for its
safe keeping. Now the very existence of your
beautiful village is threatened unless you can
find the powerful pearl. Milgor, the evil wizard
with an evil sense of fun, challenges you to find
the pearl, and return it to Tarylon,

But it’s not that easy.

Time is running out while you try to discover
and solve the riddles of Milgor in this exciting,
puzzling adventure. Time is running out for
Tarylon!

This adventure uses the Magic Viewer™ sys-
tem to reveal hidden encounters, puzzies, and
traps.

This adventure is for use with the DUNGEONS
& DRAGONS® Basic, Expert, and Companion

Sets, and cannot be played without the DED
rules produced by TSR, Inc,
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