














































The DRAGON QUEST™ Adventure Game 

3. Monsters! 
The DM begins an encounter by telling the players 
exactly what their heroes see. This is when he places 
the figures for the monsters on the board and shows 
the card with the monster's picture on it to the players. 
Don't let the players see the back of the monster card , 
though! It tells you everything the monster can and 
can't do, and that information is strictly for the DM! 

If the encounter is a result of the Wandering Monster 
Check that began the turn . some of these things already 
may have been done. 

4. Checking For Surprise 
When a group of heroes meets a monster in the 
dungeon . there is a chance that someone will be 
surprised . Surprised monsters (or heroes) are easier to 
attack and can sometimes be defeated very quickly. 

When the heroes first see a monster (usually when the 
DM places the monster figure on the board) both sides 
must roll for surprise. One of the players rolls I d6 for 
the heroes. A roll of I or 2 means that the heroes have 
been surprised. If the heroes are surprised . they cannot 
do anything for one turn. This means that the monsters 
might get a free attack on them. 

At the same time that the player is rolling for surprise. 
the DM rolls for the monsters. Again . a roll of I or 2 
means that the monsters are surprised. Surprised 
monsters cannot do anything for one turn . This means 
that the heroes might get a free attack against the 
monster. 

It is possible for both the heroes and monsters to be 
surprised. If that happens. both sides just stand there 
stunned for a few seconds and then continue with the 
encounter. 

5. Friend or Foe? 
Usually the DM knows what is going to happen in a 
given encounter. A group of heroes exploring an 
ancient tomb might come across a group of zombies. If 
the monsters have been ordered to guard the tomb 
against intruders. they will attack the heroes. It doesn't 
matter what the heroes do or say-they will be forced 
to defend themselves anyway. 

Sometimes. however. the DM might not be sure what 
will happen in an encounter. In order to figure out what 
the monsters do, the DM rolls I d6 and checks the 
Monster Reaction Tuble, which is at the top of the next 
column. 
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Monster Reaction Tuble 

ld6 Monster's Alignment 
Roll Good Neutral Evil 
I Help Help Help 
2 Help Help Wait 
3 Help Wait Wait 
4 Wait Wait Attack 
5 Wait Attack Attack 
6 Attack Attack Attack 

Help: The monster will be friendly and help the 
heroes if asked to do so. 
Wait: The monster will wait and watch to see what 
the heroes do first. 
Attack: The monster will attack the heroes on sight. 

6. Hero Reactions 
Next. the players tell the DM what their heroes are 
doing. An action can be just about anything, like " My 
hero attacks the monster" or " My hero casts a spell .'' 
The most common choices are described below. If a 
player wants his hero to do something that is not on this 
list. the DM thinks about the situation and decides what 
happens. 

A. Waiting 
Sometimes the heroes will wait and see what the 
monsters do. This is very common when the heroes 
aren 't sure if the monsters are friends or enemies. The 
DM can then decide what happens. based on what he 
knows about the monsters or by rolling on the Monster 
Reaction Tuble. 

B.Tulking 
If the heroes try to talk to the monster. the DM can 
resolve the situation in much the same way that he does 
if they wait around. If the DM is unsure how the 
monster will react. he always can use the Monster 
Reaction Table. 

C. Hiding 
Sometimes the heroes may not want to have anything 
to do with the monsters that they have encountered. 
When this happens. the heroes may try to hide from the 
monsters. 

Some heroes-halflings especially-are very good at 
hiding. Also. magic spells like invisibility can enable the 
heroes to avoid monsters they don 't want to fight. If the 
party just tries to hide. the DM has to consider how 
good the monster's senses are and how interested it is 
in searching for the heroes. 
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D. Running Away 
Some heroes may try to run away from a monster that 
is too tough for them to fight. This can be a very good 
idea if the group is weak from other fights or if the 
monster is very strong. If the DM is not sure whether or 
not the monster will chase them. he can use the 
Monster Reaction Tuble. 

E. Fighting 
More often than not, heroes want to fight the monsters 
that they encounter while exploring the dungeon. Even 
when the heroes don't want to fight. the monsters may 
still attack them. In either case. combat is explained 
below. 

7. Rolling For Initiative 
Now that the DM knows how the monsters are reacting 
to the heroes. it's time to roll for Initiative. " Initiative" 
(in-ish-ee-a-tiv) is just a fancy word for saying "who goes 
first." The Initiative roll decides the order in which 
everybody gets to take their turn. In any encounter. it is 
very important to know who gets to act first. Even if 
either the monsters or the heroes don't want to fight. 
the one who moves first often decides whether or not 
there 's going to be a battle. 

To determine who goes first. each of the players rolls 
Id I 0 and adds his hero's Dexterity adjustment to the 
total. For instance. if a hero with a I 5 Dexterity ( + I 
adjustment) rolls a 7. he would have an initiative score 
of (7 + I) 8. 

At the same time. the DM rolls Id I 0 for the monsters. 
Each of the heroes usually will have a different initiative 
score. but all of the monsters have the same one. so all 
of the monsters move at the same time. The DM can 
move the monsters in any order he likes. 

After everyone has rolled. the hero or monster with 
the highest initiative score gets to act first. After he is 
finished. the hero or monster with the second highest 
score moves. and so on. 

If two heroes or a hero and the monsters have the 
same scores. their players roll for initiative again to 
decide which of them moves first. 

8. Ready For Combat? 
Heroes spend much of their time fighting monsters. 
Combat is one of the most important parts of the 
DRAGON QUEST"' adventure game. If all the players 
have rolled for initiative and a fight is going to break 
out. then the DM needs to prepare the field for battle 
and the heroes need to make some last-minute 
decisions. 
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A. Setting the Stage 
As combat begins. the DM makes sure that every hero 
and monster is properly positioned on the game board. 

B. Hero Choices 
When it is a hero's (or a monster's) turn to act. he has 
several options. The most common ones are close 
combat, ranged combat, or magical combat. Heroes 
may also try to run away, hide, or dodge. 

Close Combat 
Close combat is any attempt to hit a monster with a 
hand-held weapon . It is possible only when the 
enemies are in spaces that touch each other. Only 
weapons that have a range of I can be used in close 
combat. Weapons that have their ranges marked with 
an asterisk(*) cannot be used in close combat. A hero 
with no weapon can still attack in close combat with his 
fists (I d4 damage). Heroes with high Strength scores do 
best in close combat. 

Ranged Combat 
Ranged combat is any fighting with a weapon that 
works at a distance. like a bow. thrown spear. or sling. It 
is possible only when the enemies are in spaces that do 
not touch each other. Only weapons that have ranges 
greater than I can be used in ranged combat. Heroes 
with high Dexterity scores do best in ranged combat. 

Magical Combat 
Not all heroes are able to cast magical spells. However. 
there are magical treasures that work like spells. 
Fighters. dwarves. halflings, and rogues can use these 
treasures. too. so it's possible for any hero to engage in 
magical combat at some time. Heroes who have a 
magical treasure that allows them to cast spells can use 
these objects at any time. 

When a hero casts a spell , his player gives the card for 
that spell to the DM. He cannot use it again in the game. 
Wise heroes often hold back their spells until they have 
no other choice but to cast them. 

Running Away 
Once battle has begun. the heroes may decide that the 
monsters are too tough for them. If a hero tries to run 
away while he is in close combat. the monster gets a 
free swing at him with a + 2 bonus on its attack roll . 

The DM can decide whether or not the monsters will 
chase the fleeing heroes. based on what he knows 
about the monsters. He also can use the Monster 
Reaction Tuble if he 's not sure what they'll do. If the 
monsters decide to chase the heroes. the DM compares 
the Move ratings of the heroes and the monsters to see 
who's faster. 
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Hiding 
Some heroes may decide to slip into the shadows in the 
middle of a fight. especially if they have been badly 
injured. To get away with this. the hero must first finish 
off the monster he has been fighting and then try to 
hide while no monster is looking at him. This may be 
very hard to do. The OM has to decide if the hero was 
successful. based on the situation. 

Dodging 
If a hero has been badly injured before all the monsters 
are killed . he may not be able to run away or hide. He 
can still try to keep himself alive. though . by dodging for 
the rest of the turn or battle. 

A hero who wants to dodge must say so at the 
beginning of the turn . From that point on . he is 
assumed to be using all of his energy just to duck out of 
the way of enemy attacks. As a result. his Armor Class 
improves (goes down) by 4. 

C. The Battle Begins! 
Once the swords start swinging. the OM and the players 
follow through the steps described below. This is the 
part of the game where the dice really start to roll . 
Many players like this part of the DRAGON QUEST"' 
game the best. Just follow the steps. one by one. and an 
exciting battle will spring to life before your eyes! 

No attack roll is needed for the casting of magic 
spells. When a spell-casting hero 's turn comes. his spell 
simply goes off. Remember. once a hero casts a spell. it 
disappears from his memory whether it worked or not. 

I. Check the Attacker's Fighting Score 
Every hero or monster card has a Fighting score on it. 
This is a measure of the character's skill in combat. A 
lower Fighting score is better than a high one. The first 
step in combat is checking the Fighting score of the 
hero or monster making the attack. 

2. Check the Defender's Armor Class 
The next number that you need to know for combat is 
the Armor Class of the target. For heroes. Armor Class 
is based upon the type of armor that the hero is 
wearing. For monsters. it is based on how tough their 
hide is and how fast they are. 

3. Find the Attack Number 
The attack number is the number that must be rolled on 
I d20 in order for an attack to succeed . To figure out the 
attack number in any fight. subtract the Armor Class of 
the target from the Fighting score of the attacker. 

For example. if a hero with a Fighting score of 19 
attacks a monster with an Armor Class of 8. his attack 
number is ( 19 - 8) I I. 
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4. Make the Attack Roll 
Once the attack number is known . the player (or OM) 
rolls the d20 and reads the number on it. 

If the attack roll is a 20. the attack always hits. no 
matter what the attack number was. If the attacker rolls 
a 20. you can immediately skip down to step 8. 
" Causing Damage:· 

If the attack roll is a I . the attack always misses. no 
matter what the attack number was. If the attacker rolls 
a one. his turn is over. 

If the attack roll is neither a I nor a 20. go on to the 
next step. 

5. Add In the Ability Adjustments 
Some heroes are better than others in combat. This is 
reflected through the use of their Ability adjustments. 

In close combat . heroes apply their Strength 
adjustments to the attack roll. For instance. if a hero 
with a + 2 Strength adjustment has an attack roll of 12 . 
then he adds his + 2 bonus to that for a total of 14. 

In ranged combat. heroes apply their Dexterity 
adjustments to the attack roll . For instance. if a hero 
with a + 2 Dexterity adjustment rolls an attack roll of 9. 
then he gets to add + 2 to that roll for a total of I I . 

6. Add In Any Other Adjustments 
Magical weapons and spells also add to a hero 's skill in 
combat. A magical sword. for example. might be called 
a sword + 2. This " + 2" is applied to the attack roll just 
as if it were a Strength adjustment. For example. if a 
hero with a + 2 Strength adjustment and a sword + 2 
gets a 14 on his attack roll . he gets to add + 2 for his 
Strength and + 2 for his weapon . giving him a grand 
total of 18! 

Some hero classes gain a bonus to their attack rolls 
when using some types of weapons. For instance. elves 
add I to their rolls when they use bows and halflings 
add I when they use slings. 

7. Hit or Miss? 
If the final total for the attack roll is less than the attack 
number. then the attack misses. The attacker's turn is 
over. 

If the adjusted roll is equal to or greater than the 
attack number. however. the weapon finds its mark. In 
this case. the monster or hero that was attacked is 
going to be injured by the blow. 
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8. Causing Damage 
The amount of damage that an attack causes depends 
upon the type of weapon used in the attack. The 
damage done by a weapon can be found on the 
equipment cards. A sword . for example, causes I d8 
points of damage. 

In dose combat, a hero adds his Strength adjustment 
to the damage that he causes. 

In ranged combat, a hero adds his Dexterity 
adjustment to the damage that he causes. 

Magical weapons and spells can also add to the 
amount of damage that a hero does in combat. A battle 
axe + 2. for instance. allows a hero to add + 2 to his 
damage roll . just as it did to his attack roll . 

Some hero classes have advantages when using 
certain weapons. Halflings. for example. gain a + I 
bonus when using slings while elves gain the same 
bonus when using bows. 

9. Recording Damage 
The number of damage points caused by an attack is 
subtracted from the hit points of the target. For 
instance. If an ore with 5 hit points is hit for 3 points of 
damage, then he has only 2 hit points left. 

A hero or monster who still has hit points left is alive 
and able to act normally. Thus. a hero can take damage 
from an attack and still be able to fight. 

A hero that is reduced to 0 hit points falls 
unconscious. He can no longer move or take any 
actions until someone casts a cure spell upon him. 

A monster that is reduced to 0 hit points is assumed 
to have been killed and is removed from play. 

If a hero has less than 0 hit points, he is dying. If none 
of his friends can help him before three turns go by, he 
dies. In other words. everyone has three chances to 
finish whatever they are doing and then go to the dying 
hero's aid. Anyone can put bandages on the dying 
hero. which immediately puts him at 0 hit points and 
keeps him from dying. The unconscious hero will still 
need a healing potion poured down his throat or a cure 
spell cast on him before he can wake up and fight again. 
If there are no cure spells or healing potions left. the 
heroes may be forced to leave the dungeon and come 
back after everyone has rested and learned more 
spells. Also. the DM can cleverly place a healing potion 
or two on the body of a slain monster or someplace 
where the heroes will find it after the battle is over. 

Even if a dying hero's friends are too busy fighting to 
help him and he dies. he can still be saved with the right 
magic. A dead hero can still be brought back to life if 
someone casts a revive spell upon him. 
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I 0. Back to Initiative 
After the hero or monster that won the initiative roll 
takes his turn. play moves to the next hero. This 
continues until each hero and monster takes a turn. 

If there are still monsters left alive at that time, go 
back to "Rolling For Initiative" (page 24) . Keep 
repeating these steps until all of the monsters have 
been killed or until all of the heroes have been 
defeated. 

9. After the Battle 
If the heroes lose the battle. the adventure is over. but 
that hardly ever happens. On the other hand. some 
heroes will probably be hurt and others may even be 
dying. Once the monsters are killed . the heroes will 
want to take some time to save dying comrades and 
heal damage. 

They may also want to check the bodies of dead 
monsters to see if they can find anything valuable. If the 
party is badly hurt. the DM can tell them that some of 
the monsters have a bottle of Kur's Drink (from the 
'Ii"easure Deck on them. That way. the adventure can 
continue when the heroes have taken a real beating. 

I 0. Onward, Heroes! 
The heroes may want to keep exploring the room 
they're in or move on to the next. Ask them what they 
want to do and then go back to Step I . 
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Moving Up in the World 
The more a hero adventures. the more experience he 
gains. Fighters learn more about swinging the sword. 
wizards and clerics learn more spells. and everybody 
gets a little bit tougher all around. It's a bit like making it 
to the next level of a video game. 

Of course, the monsters that the heroes meet and 
f!ght will get tougher and deadlier. too. The adventuring 
hfe never gets much easier. but it is always very exciting. 

When a player has successfully guided his hero 
character through one adventure. that hero gains an 
experience level. In game terms. that means that 
several of each hero's numbers will change. If a player 
keeps the same hero when playing another game in the 
Adventure Book, he should take a pencil and make the 
following changes on his hero card: 

I. When a hero advances to the next experience level. 
his fighting number goes down by I . making it easier to 
hit monsters. This reflects the heroes' growing combat 
skills. 

2: Since the hero has learned a lot about defending 
himself from attack, he should be harder to kill with 
each added experience level. To reflect this idea in the 
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game, we give the hero more hit points. In the human 
classes. fighters add 8 hit points to their totals. wizards 
gain another 4 hit points. and rogues and clerics add 
another 6 hit points to their totals. In the demihuman 
classes. dwarves add 8 hit points to their totals while 
elves and halflings gain another 6 hit points to their 
totals. 

3. Spellcasters grow more skilled at their crafts , too. 
With each advance to a higher experience level. all 
wizards. clerics. and elves may carry another spell . 
(Don 't forget the bonus spells that come from high 
Intelligence or Wisdom scores!) 

Some players will want to use a different hero when 
they go on to the next adventure. Others wiJ.I want to 
keep the hero that they have. There's no problem with 
that. It just means that some heroes will be at the 1 st 
level of experience while others may be at the 2nd or 
3rd level. Perhaps the group will have to take extra care 
to be sure that the I st-level heroes aren 't killed in a 
tough battle. Perhaps it will be necessary to carry an 
extra cure spell. These kinds of little problems are part 
of what makes playing the DRAGON QUEST"' game so 
interesting and fun . As long as the heroes work 
together. they'll prove to be a match for anything! 
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Being a Good DM™ 
This could be the most important part of the DRAGON 
QUEST'" adventure game. If the DM knows his job and 
does it well. everyone has a great time. In order to help 
new Dungeon Masters out. here's a list of useful tips. 

Practice Makes Perfect 
How do you become a good DM. one that players enjoy 
adventuring with and who enjoys the game himself? 
Well . there 's nothing that experience won't teach you! 
Play a few games to get your feet wet. Don't worry 
about making mistakes. One of the nicest things about 
the DRAGON QUEST game is that it works the best 
when everybody cooperates. Encourage the heroes to 
always work together and to work with you. too. Pay 
attention to what the players like and adjust the way 
you run the game to make it better for them. ·If the 
players have fun . the DM will have fun . and vice versa. 

Fairness 
In a game where almost anything can happen, there are 
bound to be times when the players disagree. 
Therefore. it's very important to have one person who 
always has the final say about the rules. This tough job 
belongs to the Dungeon Master. 

If one of the players begins to argue over the rules or 
the results of an action, the DM should listen to his 
argument and consider it carefully. In the end. if the DM 
still thinks the player is wrong. then he should politely 
say. " I understand your point. but I'm going to have to 
rule against you this time. Let's get back to the game, 
and everyone remember how I use this rule." A good 
DM never makes monsters attack a hero whose player 
has disagreed with him. 

Always be fair to your players. Lf you bash them with 
unbeatable monsters or confuse them with unsolvable 
puzzles. they won 't enjoy the game. It's okay to give 
players hints and second chances if they really get lost 
or just don't know what to do. 

Dice? What Dice? 
If the dice start to ruin the game. don't use them. Just 
roll the dice behind the DM's screen and pretend that 
the result you want has come up-the players will never 
know. It's okay to make a few decisions without using 
the dice. especially if it means saving a player's hero 
from a horrible death or prevents a game from falling 
apart. Remember. you're in charge and it's your job to 
see that everyone has fun. Defeat and utter failure 
aren't fun! 

Of course. it's also a big mistake to let players get 
away with anything they want. If a player insists on 
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making his hero do something impossible or really 
foolish. it's perfectly fair to play the game out the way 
the rules dictate and let that hero get what's coming to 
him. 

Balance the Challenges 
Try to balance the adventure with the power of the 
heroes. Players become frustrated if they're constantly 
being beaten by powerful monsters. On the other hand, 
they quickly become bored with adventures against 
little critters that pose no challenge. 

Also. balance the rewards with the challenges. If the 
heroes destroy a foe that is far more powerful than they 
are. the DM can place extra gold and magical treasures 
in the dungeon. However. defeating smaller monsters 
that cannot possibly harm the heroes should gain them 
very little. if anything. 

Have Fun 
Remember that beneath all the rules. between pages of 
maps and tables. and behind the illusion of a fantasy 
world. the DRAGON QUEST adventure game is just a 
game. It's you and your friends getting together to have 
a good time. Keep the game on a positive note and 
everyone will be better for it! 
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Being a Good Player 
We've all seen or played a video game where a hero 
fights all sorts of nasty critters. and most of us have 
played "Cowboys and Indians" or some other make-­
believe game when we were younger. Playing the 
DRAGON QUEST"' game combines these two 
experiences into one action-packed, great time. Here's 
a few pointers to get you off to a good start: 

Cooperate With the DM™ 
The players have only one character to play, but the 
Dungeon Master must pretend to be every person and 
monster that the players meet. That can really be 
tough! With all the information that the DM has to keep 
track of, it's very important for the rest of the players to 
cooperate with him. If something awful happens to your 
character. don't blame the OM-he's only doing what 
the rules call for. It's okay to talk about the way that the 
rules work when you want your hero to do something 
extra special or difficult. but remember: the DM always 
has the final say on whether or not an action works. 

Depend On Teamwork 
A hero alone is a hero dead! You explore dungeons in 
groups because there 's safety in numbers and each 
member of the party has special and useful skills. 
Together, the heroes are ready to handle any situation. 
Alone, they're in a lot of trouble! 

Think Before Acting 
Heroes explore places where no ordinary person 
would dare to go, and with good reason. Dungeons are 
filled with traps. and monsters lurking around the 
corners , and all sorts of other dangerous stuff. 
Whenever the heroes are about to enter a new place. 
they should try to be sure that they 're ready to fight. 
duck, run . hide, or whatever else it takes to survive! 

Explore Everything 
Don 't assume that a room is empty just because the DM 
says, " You see nothing." Some of the most valuable 
treasures are hidden under a loose rock. in this pool of 
water. under that pile of sludge, or just about any place 
else you can think of. There also are lots of clues 
sprinkled around the dungeons that will help the 
heroes if they take a moment to think about what they 
have found or seen . For example. if the walls of a 
dungeon are covered with soot. there might be a 
fire-breathing dragon somewhere nearby. If the heroes 
always take an extra turn to really look around . they'll 
be richer and healthier for it! 
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Play Your Character 
The game is a lot more fun if you try to imagine what 
your hero is like. then pretend to be that hero when you 
play. In fact. the longer you play a certain hero, the 
more he'll take on a personality of his own. Maybe your 
hero is afraid of the dark. or maybe he's shy. Is he 
adventuring because he hates monsters. or because he 
likes to explore the unknown. or because his mother 
made him go? It's up to you! 

Share What You Find 
When a hero finds something, he should remember that 
he wouldn 't be where the treasure is without the rest of 
the group. When you find magical items or buy new 
equipment with found treasure, try to decide which 
hero can make the best use of the items for the good of 
the whole group. That way you 'll be better prepared to 
find even more! 

When more than one player wants the same item for 
his hero. they should each roll I d6. The player who rolls 
the highest number gets the item. If there 's a tie . roll 
again. If your hero wins the roll . then you might think 
about letting someone else have the next magical item 
that the group finds. 

Be a Hero 
Your hero is going to be offered many dangerous jobs. 
and the more powerful he becomes, the more 
dangerous the jobs will be. Some heroes get picky 
about what missions they will accept while others 
become greedy and only agree to go if they are 
promised the lion 's share of the treasure . 
Unfortunately. those characters have lost their heroic 
edge. Being a hero means doing the right thing and 
taking jobs that don't promise a big payoff. There's 
going to be treasure wherever your hero adventures. 
but there 's nothing so rewarding as the glory that 
comes from just being a real hero. 

Don't Be Mad 
Sometimes you just can 't get a good die roll when you 
really need it! There's no need to get mad about it. 
though . That's just part of the game: things don't always 
work out the way you hoped they would. The best thing 
to do when things go wrong is to work it into the story. If 
your rogue hero keeps setting off traps while trying to 
remove them. think of yourself as the " clumsy rogue! " If 
your fighter keeps missing that monster when he swings 
his sword . then say something like. " I just didn 't get a 
good night's sleep last night. and it sure makes it tough 
to fight! " 
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Hit points . . ...................... .. 8. 9. 27 . 28 
Initiative .............................. 24. 27 
Intelligence .............. . ................. 8 
Magical combat ............................ 24 
Marching order ................. ... .. . ..... 19 
Monster cards ................... . .......... 9 
Move (movement rates) .. .. ................ 8. 9 
Picking a Dungeon Master . . . . . . . . . . . . . . . . . . . . I 8 
Picking a hero . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 18 
Picking equipment . . . . . . . . . . . . . . . . . . . . . . . . . . I 7 
Picking spells . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . I 7 
Ranged combat ...................... I I. 24. 27 
Rogue . . .. ..... . ......................... 14 
Running away ................ . . . .. . ....... 24 
Searching .......... . ............... 14. 16. 20 
Weapon size . . . . . . . . . . . . . . . . . . . . . . . . . I I . 14-1 7 
Spells ..................... I I. 15 , 16. 17 , 24 . 28 
Spell cards . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . I I 
Spell range ............................... I I 
Stand-ups ....... . ...... .. ....... . ...... 5. 19 
Strength . ........................... 8. 26, 27 
Surprise . ... . .. .. ..... .. ....... ..... . . .... 2 2 
Tulking to monster!; . . ....................... 22 
Traps ..... . ......... . ... .. ......... 11 , 14. 20 
Treasure .............................. 11. 20 
Waiting .................................. 22 
Wandering monsters ..................... 20. 22 
Wisdom ................................... 8 
Wizards ............................... 13. 15 
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Hero Name Class 

Alignment Level 

Strength D 0 Armor Class l I 

Intelligence D 0 Hit Points I I 

Wisdom D 0 Fighting I I 

Dexterity D 0 Move I I 

Constitution D 0 
D 0 

Advantages 
Charisma 

Notes 

Equipment 
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WEAPONS CHART 

Weapon Size Damage 
Hand Axe Small ld4 
Battle Axe Large ld8 
Broad Axe Medium ld6 
Dagger Small ld4 
Short Sword Small ld6 
Sword Medium ld8 
TWo-handed Sword Large ldlO 
Mace Medium ld6 
Club Medium ld4 
Pole Arm Large ldlO 
Spear Medium ld6 
War Hammer Medium ld8 
Sling Small ld4 
Short Bow Medium ld6 
Long Bow Large ld6 
Crossbow Medium ld6 
Dart Small I hit point 
Blessed Water Small ld6 .. 
Greek Fire Small ld6 
Elven Sword Medium ld8+ I 
Storm Hammer Medium ld6+ I 
Dragon Fang Small ld4+ I 
Motopua Large ld8+ I 
Eagle Bow Large ld6+ I 
Hawk Bow Small ld6+ I 
Crossbow of Klee Medium ld6+ I 
Finniginn 's Sling Small ld4+ I 

Range 
I or 3 
I 
I 
I or 3 
I 
I 
I 
I 
I 
I 
I or 6 
I 
9• 
12. 
18* 
15. 
3• 
12 
12. 
I 
I 
I or 3 
I 
18* 
12. 
15. 
9• 

MONSTER REACTION TABLE 

ld6 
Roll 

I 
2 
3 
4 
5 
6 

Monster's Alignment 
Good Neutral 
Help Help 
Help Help 
Help Wait 
Wait Wait 
Wait Attack 
Attack Attack 

Evil 
Help 
Wait 
Wait 
Attack 
Attack 
Attack 

ABILITY ADJUSTMENTS 

Ablllty 
Score 

3 
4-5 
6-8 
9-12 

13-15 
16-17 

18 

Ablllty 
Adlustment 

-3 
-2 
-1 

0 
+I 
+2 
+3 

• Weapons with an asterisk(") after their range number can not be used in close 
combat. 

• • Blessed water damages only undead creatures. 

THE DICE 
(All dice have rolled a 4.) 

The d4 (green) : The dlO (black or white) : 

4 
The d6 (red): The d 12 (yellow): 

The d20 (orange): 




