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4TH-LEVEL MAGICAL SPELLS

CONFUSION
m Range: Far

Duration: Medium
Affects: Large area

All low-level creatures within

the area of effect are automati-
cally confused. High-level crea-
tures may resist the effects of
this spell. Confused creatures
wander aimlessly about, flailing
wildly in all directions.
. Range: Far

Duration: Short

Affects: Small area

Casting this spell creates a
blizzard of hail stones that in-
flicts an amount of cold damage
that depends on the level of the
caster. Targets that successfully
resist the effects of this spell suf-
fer less damage than those that
fail to resist. Fire-using crea-
tures (red dragons, salamanders,
etc.) are especially vulnerable to
this spell's effects.

ICE STORM

STH-LEVEL MAGICAL SPELLS

CLOUDKILL
Range: Near
Duration: Instantaneous
Affects: Large area

This spell creates a large
cloud of poisonous vapor. Low-
level victims may die from this
poison. All creatures within the
cloud (regardless of level) suffer
1 point of damage.
Range: Far

Duration: Permanent

until dispelled
Affects: One magic-user,
elf, or magic-using monster

This spell may reduce the tar-
get spellcaster's Intelligence to 2.
Only magical spellcasters are af-
fected. The target may resist the
effects of this spell. The spell-
caster cannot cast spells while
feebleminded. A dispel magic or

cureall spell will remedy this
condition.

FEEBLEMIND
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6TH-LEVEL MAGICAL SPELLS

ANTI-MAGIC SHELL
Range: O
Duration: Long
Affects: Spellcaster
The invisible barrier created
by this spell surrounds the spell-

caster and prevents any spells
from harming the spellcaster.

DEATH SPELL
Range: Far
Duration: Instantaneous
Affects: Large area

This spell may kill a large
number of creatures within the
area of effect, starting with the
lowest level creatures. Undead
and very high-level creatures
are unaffected. The targets may
resist the effects of this spell.
. Range: Medium

Duration: Instantaneous

Affects: One creature

The victim of this spell crum-
bles to dust and dies unless it
successfully resists the spell's ef-
fects.

DISINTEGRATE

FLESH TO STONE

Range: Far

Duration: Permanent
unless dispelled or reversed
Affects: One creature

The victim of this spell may

be turned to stone, no longer
able to move or attack. This is
the reverse of the spell stone to
flesh; each spell cancels the ef-
fects of the other. The target
may resist the effects of this

spell.
. Range: Far
Duration: Permanent

Affects: One character or
creature

This spell restores a character
who has been turned to stone. It
may also turn a stone creature to
flesh.

STONE TO FLESH
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Much of my interview time has been devoted to con-
vincing clients to reveal all they know about the denizens of
this fair valley. Many clients unburdened themselves of in-
formation on other creatures quickly, as this in no way
threatened their people. More persuasion was needed to get
them to talk about themselves, but the task was most enjoy-
able. I have condensed the information down to that which I
thought was needful for you to know.

Slyke

A

ALLOSAURUS
Armor Class: 4

Hit Points: 16 to 96
Attacks: 1
Damage: 3 to 24
Special: —

XP: 2300

ANKYLOSAURUS
Armor Class: O
Hit Points: 7 to 42
Attacks: 1
Damage: 2 to 12
Special: —

XP: 450

ANT, GIANT
Armor Class: 3
Hit Point: 4 to 24
Attacks: 1
Damage: 2 to 12
Special: —

XP: 125

AUROCHS

Armor Class: 5
Hit Points: 6 to 36
Attacks: 1
Damage: 2 to 12
Special: —

XP: 275
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BEAR, GRIZZLY
Armor Class: 8

SIS\ S

Hit Points: 5 to 30
Attacks: 3 (claw/claw/bite)
Damage: 1108 /1t0 8/

1to010
Special: —

XP: 175

BASILISK
Armor Class: 4

BEASTMAN

Armor Class: 6
Hit Points: 2 to 12

Hit Points: 7 to 37
Attacks: 1

JABNTAB I

Attacks: 1
Damage: 1 to 10
; g b Damage: 2 to 9
Special: Petrification o
XP: 950 Special: —
] XP: 20

When a basilisk hits a charac-

ter, the character may be petrified. BEASTMAN., BIG

The character has a chance to re-

o)
<)
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sist this effect.

BAT, GIANT
Armor Class: 6

Armor Class: 5

Hit Points: 5 to 25
Attacks: 2 (claw/claw)
Damage: 1108 /110 8

Hit Points: 2 to 12 iréecllza;
Attacks: 1 :
Damage: 1104 BEASTMAN CAPTAIN
Special: — A Clais: &
XP: 20 Ry
Hit Points: 5 to 30
Attacks: 1
Damage: 3 to 8
Special: —
XP: 175

BEAR, CAVE
Armor Class: 5

BEASTMAN, FEMALE
Armor Class: 6
Hit Points: 2 to 7

i ints: 7 to Attacks: 1
i::aiks: t3'5.(Zl::lwlzlatw/bite) g;;g?aql?i_l to8
Damage: 2t08 /210 8 / :
qez t; 12 i XP: 15
Special: —
XP: 450
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BEASTMAN, HUGE o
Armor Class: 4 C
Hit Points: 9 to 39 =
Attacks: 3 (claw/claw/bite) C
Damage: 1to6 /1to 6 /1to 10 e
Special: — -
XP: 650 C
BEASTMAN WARRIOR =
BEASTMAN LIEUTENANT Armor Class: 5 C
Armor Class: 5 Hit Points: 4 to 19 P
Hit Points: 4 to 24 Attacks: 1 o
Attacks: 1 Damage: 2 to 7 C
Damage: 2 to 7 Special: — =
Special: — XP: 35
XP: 75 g
BEETLE; FIRE —
BEASTMAN, SMALL Armor Class: &
Armor Class: 7 Hit Points: 3 to 8
Hit Points: 1to 5 Attacks: 1
Attacks: 1 Damage: 2 t0 8
Damage: 1 to 8 Special: —
Special: — XP: 15 8l
XP: 5
BEETLE, TIGER
BEASTMAN, TINY Armor Class: 3
Armor Class: 7 Hit Points: 4 to 19 —
Hit Points: 1 to 4 Attacks: 1 -
Attacks: 1 Damage: 2 to 12 C
Damage: 1to 7 Special: — —
Special: — XP: 50
XP: 5 C
BOAR ==
BEASTMAN, YOUNG Armor Class: 7 C
Armor Class: 6 Hit Points: 3 to 18 Pe=
Hit Points: 1to 6 Attacks: 1 -
Attacks: 1 Damage: 2 to 8 C
Damage: 1 to 8 Special: — =
Special: — XP: 50
XP: 10 g
-
-
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BUGBEAR

Armor Class: 5
Hit Points: 4 to 19
Attacks: 1
Damage: 2 to 9
Special: —

XP: 50

C

CAECILLA

Armor Class: 6
Hit Points: 6 to 36
Attacks: 1
Damage: 1to 8
Special: —

XP: 500

CARRION CRAWLER
Armor Class: 7
Hit Points: 4 to 19
Attacks: 8
Damage: —
Special: Paralysis
XP. 75
A carrion crawler's eight ten-
tacles may paralyze a character
who has been hit. The character
has a chance to resist this effect.

CHIMERA

Armor Class: 4

Hit Points: 9 to 54

Attacks: 5 (claw/claw/bite/
bite/bite)

Damage:1to3/1to3/2t08/
1tol0/3tol2

Special: Fire breath (3 to 18)

XP: 2300

Each of the chimera's three

heads—dragon, goat, and lion—

gets to make an attack. The

dragon head may either bite for

3 to 12 points of damage or

breathe fire for 3 to 18 points of

damage.

COBRA, SPITTING
Armor Class: 7
Hit Points: 1 to 6
Attacks: 1
Damage: 110 3
Special: Poison and blindness
XP: 13

If a spitting cobra's attack is
successful, the victim may be
blinded by the poison. The char-
acter has a chance to resist this
effect.
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CRAB, GIANT

Armor Class: 2

Hit Points: 3 to 18
Attacks: 2 (claw/claw)
Damage: 21012 / 2 to 12
Special: —

XP: 35

CROCODILE
Armor Class: 5
Hit Points: 2 to 12
Attacks: 1
Damage: 1to 8
Special: —

XP: 20

CROCODILE, LARGE
Armor Class: 3

Hit Points: 6 to 36
Attacks: 1

Damage: 2 to 16
Special: —

XP: 275

D

DRAGON, BLACK
Armor Class: 2
Hit Points: 7 to 42
Attacks: 3 (claw/claw/bite)
Damage: 2to5/2to5/
2 to 20

Special: Acid breath
XP: 1250

A black dragon can breathe a
long stream of acid. The damage
caused equals the dragon's cur-
rent number of hit points. Each
victim has a chance to cut this
damage in half.

DRAGON, GREEN
Armor Class: 1
Hit Points: 8 to 48
Attacks: 3 (claw/claw/bite)
Damage: 1to 6 /110 6 /3 to 24
Special: Gas breath
XP: 1750

A green dragon can breathe a
large cloud of chlorine gas. The
damage caused equals the drag-
on's current number of hit
points. Each victim has a chance
to cut this damage in half.
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DRAGON, RED
Armor Class: -1
Hit Points: 10 to 60
Attacks: 3 (claw/claw/bite)
Damage: 2t08 /2108 / 4 to 32
Special: Fire breath
XP: 2500

A red dragon can breathe a
long cone of fire. The damage
caused equals the dragon'’s cur-
rent number of hit points. Each
victim has a chance to cut this
damage in half.

EFREETI
Armor Class: 3
Hit Points: 10 to 60
Attacks: 1
Damage: 2 to 16
Special: Enchanted
XP: 1750
An efreeti is subject to all
spells that affect enchanted
monsters.

ELEMENTAL, FIRE
Armor Class: 2
Hit Points: 8 to 48
Attacks: 1
Damage: 2 to 8
Special: Enchanted
XP: 650
A fire elemental is subject to
all spells that affect enchanted
monsters.

ELF CAPTAIN
Armor Class: O

Hit Points: 20 to 70
Attacks: 1

Damage: 4 to 11
Special: —

XP: 1600

ELF LIEUTENANT
Armor Class: 2

Hit Points: 14 to 44
Attacks: 1
Damage: 2 to 9
Special: —

XP: 650

ELF 2ND LIEUTENANT
Armor Class: 3

Hit Points: 12 to 37
Attacks: 1

Damage: 2 to 9
Special: —

XP: 500
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ELF MAGIC-USER

Armor Class: 9

Hit Points: 10 to 25

Attacks: 1

Damage: 1 to 4

Special: Spells: Protection from
Missiles, Wall of Fire,
Web (x2)

XP: 850

ELF WARRIOR
Armor Class: 3

Hit Points: 10 to 30
Attacks: 1

Damage: 2 to 9
Special: —

XP: 275

ELF WIZARD

Armor Class: 3

Hit Points: 16 to 46

Attacks: 1

Damage: 1 to 4

Special: Spells: Fireball (x2),
Wall of Fire

XP: 1650

ELF WIZARD

Armor Class: 3

Hit Points: 16 to 46

Attacks: 1

Damage: 1 to 4

Special: Spells: Lightning
Bolt (x2), Web

XP: 1650

F

FLAPSAIL
Armor Class: 2
Hit Points: 8 to 48
Attacks: 3 (claw/claw/bite)
Damage:1to8/1t08 /31018
Special: Fire breath
XP: 1200

A flapsail inflicts 30 points of
damage with its fire breath.
Each victim has a chance to cut
this damage in half.

G

GARGOYLE
Armor Class: 5
Hit Points: 4 to 24
Attacks: 4 (claw/claw/bite/horn)
Damage:1to3/1to3/
1to 6 /110 4
Special: —
XP: 175

GECKO:

Armor Class: 5
Hit Points: 4 to 24
Attacks: 1
Damage: 110 8
Special: —

XP: 50
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GELATINOUS CUBE
Armor Class: 8
Hit Points: 4 to 24
Attacks: 1
Damage: 2 to 8
Special: Paralysis
XP: 125

The victim of a successful at-
tack from a gelatinous cube suf-
fers damage and may become
paralyzed. Each victim has a
chance to avoid the paralysis ef-
fect. A gelatinous cube is not af-
fected by cold-based spells or
electrical effects (lightning bolt,
for example).

GHOUL
Armor Class: 6
Hit Points: 2 to 12
Attacks: 3 (claw/claw/bite)
Damage: 1to3/1to3/1to3
Special: Undead; paralysis
XP: 25

The victim of a successful at-
tack from a ghoul suffers damage
and may become paralyzed. Each
victim has a chance to avoid the
paralysis effect. A ghoul is im-
mune to the sleep spell, but it can
be turned by a cleric.

GIANT, FIRE
Armor Class: &
Hit Points: 13 to 68
Attacks: 1
Damage: 5 to 30
Special: —
XP: 2125
A fire giant is not affected by
fire-based attacks.

GIANT, HILL
Armor Class: 4
Hit Points: 8 to 48
Attacks: 1
Damage: 2 to 16
Special: —

XP: 650

GIANT, STONE
Armor Class: 4
Hit Points: 9 to 54
Attacks: 1
Damage: 3 to 18
Special: —

XP: 900
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GRULAPP (BEASTMAN)
Armor Class: 7
Hit Points: 3 to 18
Attacks: 1
Damage: 1to 6
Special: Spell: Cause Fear
XP: 45
This beastman is a shaman
(cleric).

H

HELLHOUND
Armor Class: &
Hit Points: 5 to 30
Attacks: 1
Damage: 1 to 6 or breath
Special: Enchanted; fire
breath

XP: 425

A hellhound is subject to all
spells that affect enchanted mon-
sters. The hellhound's breath
weapon damages only one char-
acter; it causes 5 to 30 points of
damage. The victim has a chance
to cut this damage in half.

HYDRA, FIVE-HEADED
Armor Class: 5

Hit Points: 5 to 30
Attacks: 5 (bites)
Damage: 1 to 10 (x5)
Special: —

XP: 175

HYDRA, NINE-HEADED
Armor Class: 5

Hit Points: 9 to 54
Attacks: 9 (bites)
Damage: 1 to 10 (x9)
Special: —

XP: 900

HYDRA, PYRO
Armor Class: 5
Hit Points: 12 to 72
Attacks: 12 (bites)
Damage: 1 to 10 (x12)
Special: Fire breath
XP: 2125

Each of the pyro hydra's 12
heads attacks separately. Each
head may breathe fire (instead of
attacking with a bite) for 8 points
of damage.

KACANTIZU (AZCAN)
Armor Class: 6
Hit Points: 4 to 24
Attacks: 1
Damage: 1to 6
Special: —
XP: 125

This female Azcan warrior
resides in the beastman caves in
the northwestern corner of the
valley. She is said to be the mate
of Uklangor, the beastman leader.
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LEECH, GIANT
Armor Class: 7
Hit Points: 6 to 36
Attacks: 1
Damage: 1to 6

Special: Sucks blood after hitting

XP: 275

Once a giant leech hits a
character, it attaches itself to
that character and sucks blood Hit Points: 4 to 24
for an automatic 1 to 6 points of Attacks: 1
damage every round thereafter. Damage: 1to 6
This continues until either the
leech or its victim is dead.

LION
Armor Class: 6
Hit Points: 5 to 30

Attacks: 3 (claw/claw/bite)

MEDUSA
Armor Class: 8

Special: Enchanted; poison; turn
to stone
XP: 175
A medusa is subject to all spells
that affect enchanted monsters. A
successful attack from the medusa
(actually from the snakes that

Damage: 2to5/2to5/1t010 serve the medusa as hair) may
Special: — poison its victim. The victim has a
XP: 175 chance to avoid this effect. In ad-
dition, one character per turn
LIZARD MAN (chosen randomly) may be turned

Armor Class: 5
Hit Points: 3 to 13
Attacks: 1
Damage: 2 to 9
Special: —

XP: 25

to stone. The chosen character has
a chance to avoid this effect.

MINOTAUR
Armor Class: 6
Hit Points: 6 to 36
Attacks: 1
Damage: 3 to 8
Special: —

XP: 275
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MINOTAUR CHIEF
Armor Class: &
Hit Points: 8 to 43
Attacks: 1
Damage: 5 to 12
Special: —

XP: 550

MINOTAUR LIEUTENANT
Armor Class: &

Hit Points: 7 to 37
Attacks: 1

Damage: 3 to 8

Special: —

XP: 350

MUMMY
Armor Class: 3
Hit Points: 6 to 31
Attacks: 1
Damage: 1 to 12
Special: Undead; paralysis;
disease

XP: 575

Each player character has a
chance to be paralyzed with ter-
ror when a mummy is encoun-
tered. The victim of a successful
mummy attack automatically
contracts a disease that prevents
magical healing until the victim
is cured. A mummy can be dam-
aged only by spells, fire, or mag-
ical weapons, all of which inflict
only half their usual damage. A
mummy is immune to the sleep
spell, but it can be turned by a
cleric.

O

OGRE

Armor Class: 5
Hit Points: 5 to 25
Attacks: 1
Damage: 3 to 10
Special: —

XP: 125

OWL BEAR
Armor Class: 5
Hit Points: 5 to 30
Attacks: 3 (claw/claw/bite)
Damage:1to8 /1t08 /1108
Special: If both claws hit, crush
for 2 to 16

XP: 175

If both of the owl bear's
claws successfully hit its target,
the victim receives an additional
2 to 16 points of damage from a
bone-crushing hug.

OWL BEAR, YOUNG

Armor Class: 5

Hit Points: 2 to 12

Attacks: 3 (claw/claw/bite)
Damage: 1to4 /1to4 /110 4
Special: —

XP: 20
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PANTHER
Armor Class: &
Hit Points: 4 to 24

Attacks: 3 (claw/claw/bite)
Damage:1to4 /1to4 /1108

Special: —
XP: 75

PHOBOSUCHUS
Armor Class: 2

Hit Points: 10 to 60
Attacks: 1
Damage: 4 to 32
Special: —

XP: 900

R

RACER, GIANT
Armor Class: 5
Hit Points: 2 to 12
Attacks: 1
Damage: 1to 6
Special: —

XP: 20

RACER, YOUNG
Armor Class: 5
Hit Points: 1to 6
Attacks: 1
Damage: 1to 3
Special: —

XP: 10

RAT, GIANT
Armor Class: 7
Hit Points: 1 to 4
Attacks: 1
Damage: 1 to 3
Special: Disease Yocaie
REAS e

A giant rat has a small
chance of carrying a disease. If
the rat bites a player character,
that character may contract a
disease.

ROBBER FLY
Armor Class: 6
Hit Points: 2 to 12
Attacks: 1
Damage: 1to 8
Special: —

XP: 20

ROCK PYTHON
Armor Class: 6
Hit Points: 5 to 30
Attacks: 1
Damage: 1 to 4
Special: Squeeze for 2 to 8 if
bite hits
XP: 300
If a rock python hits with its
bite, it inflicts an additional 2 to
8 points of damage with a
squeeze.

ROCK STATUE
Armor Class: &
Hit Points: 5 to 30
Attacks: 2 (fists)
Damage: 21012 / 2 to 12
Special: Enchanted
XP: 300

A rock statue is subject to all
spells that affect enchanted
monsters.
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SALAMANDER, FLAME
Armor Class: 2
Hit Points: 8 to 48
Attacks: 3 (claw/claw/bite)
Damage: 1to4 /1to4 /1108
Special: Radiates heat for 1to 8
XP: 1200

All characters within 20 feet
of a flame salamander suffer 1 to
8 points of damage from the
monster's body heat. A flame
salamander is immune to fire
damage.

SCORPION, GIANT
Armor Class: 2
Hit Points: 4 to 24
Attacks: 3 (claw/claw/sting)
Damage: 11010 /1t010 /1 to 4
Special: Poison
XP: 125

If either claw hits, the stinger
gains a bonus to its attack roll. If
the stinger hits, the victim suf-
fers 1 to 4 points of damage and
may become poisoned and start
losing 1 hit point per turn.

SHADOW
Armor Class: 7
Hit Points: 4 to 14
Attacks: 1
Damage: 1 to 4
Special: —
XP: 35
A shadow can be damaged
only by magical weapons. It is
immune to the sleep spell, and it
cannot be turned by a cleric.

SKELETON
Armor Class: 7
Hit Points: 1to 6
Attacks: 1
Damage: 1to 8
Special: Undead
XP: 10
A skeleton is immune to the
sleep spell, but it can be turned
by a cleric.

SPECTRE
Armor Class: 2
Hit Points: 6 to 36
Attacks: 1
Damage: 110 8
Special: Undead; double
energy drain
XP: 725
A spectre is immune to the
sleep spell, but it can be turned
by a cleric. It can be damaged
only by magical weapons.

SPIDER, BLACK WIDOW
Armor Class: 6
Hit Points: 3 to 18
Attacks: 1
Damage: 2 to 12
Special: Poison
XP: 50

A character bitten by a black
widow may become poisoned.
The character has a chance to
resist this effect.
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SPIDER, CRAB
Armor Class: 7
Hit Points: 2 to 12
Attacks: 1
Damage: 1to 8
Special: Poison
XP: 25
A character bitten by a crab
spider may become poisoned.
The character has a chance to
resist this effect.

STIRGE
Armor Class: 7
Hit Points: 1 to 6
Attacks: 1
Damage: 1to 3
Special: Sucks blood after hitting
XP: 13

Once a stirge hits a character,
it attaches itself to that charac-
ter and sucks blood for an auto-
matic 1 to 3 points of damage

every round thereafter. This con-

tinues until either the stirge or
its victim is dead.

T

TIGER

Armor Class: 6

Hit Points: 6 to 36

Attacks: 3 (claw/claw/bite)
Damage: 1to6 /1106 / 2 to 12
Special: —

XP: 275

TIGER, SABRE-TOOTH

Armor Class: 6

Hit Points: 8 to 48

Attacks: 3 (claw/claw/bite)
Damage: 1to8 /1108 /2 to 16
Special: —

XP: 650

TOAD, GIANT
Armor Class: 7
Hit Points: 4 to 14
Attacks: 1
Damage: 2 to 5
Special: —

XP: 25

TROGLODYTE
Armor Class: 5
Hit Points: 2 to 12
Attacks: 3 (claw/claw/bite)
Damage: 1to4 /1to4 /11to 4
Special: Stench
XP: 25

Characters fighting trog-
lodytes may be affected by the
troglodytes' stench and suffer a
penalty to their attack rolls.
Each character has a chance to
resist this effect.
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UKLANGOR (BEASTMAN)
Armor Class: 3
Hit Points: 6 to 36
Attacks: 1
Damage: 4 to 9
Special: —
XP: 275
Uklangor is the chieftain of
the valley's beastmen.

vV

VAMPIRE
Armor Class: 2
Hit Points: 9 to 54
Attacks: 1
Damage: 1 to 10
Special: Undead; energy drain;
regenerate 3 hp/round

XP: 2300

A vampire regenerates 3 hit
points per round after it has
been damaged. It can be dam-
aged only by magical weapons.
A vampire is immune to the
sleep spell, but it can be turned
by a cleric. Each successful at-
tack by a vampire inflicts 1 to 10
points of damage and causes the
victim to lose 2 levels of experi-
ence (the victim's hit points, at-
tack roll, spells, etc., change to
reflect this new level ).

VIPER, FLYING
Armor Class: 6
Hit Points: 2 to 12
Attacks: 1
Damage: 1to 6 or 1to &
Special: Poison
XP: 30

The flying viper's damage re-
sults from a weak poison that is
delivered either via a bite (1 to 6
points of damage) or via spitting
(1 to 4 points). The victim has a
chance to cut this damage in
half.

W

WIGHT
Armor Class: 5
Hit Points: 3 to 18
Attacks: 1
Damage: —
Special: Undead; energy drain
XP: 50

A wight can be damaged only
by magical weapons. A success-
ful attack by a wight drains 1
level of experience from its vic-
tim (the victim's hit points, at-
tack roll, spells, etc., change to
reflect this new level). A wight is
immune to the sleep spell, but it
can be turned by a cleric.
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WOLF

Armor Class: 7
Hit Points: 4 to 14
Attacks: 1
Damage: 1 to 6
Special: —

XP: 25

WOLF, DIRE
Armor Class: 6
Hit Points: 5 to 25
Attacks: 1
Damage: 2 to 8
Special: —

XP: 125

WRAITH

Armor Class: 3

Hit Points: 4 to 24

Attacks: 1

Damage: 1 to 6

Special: Undead; energy drain

XP: 175

A wraith can be damaged
only by magical weapons. A suc-
cessful attack by a wraith drains
1 level of experience from its vic-
tim (the victim's hit points, at-
tack roll, spells, etc., change to
reflect this new level). A wraith
is immune to the sleep spell, but
it can be turned by a cleric.

N

ZOMBIE
Armor Class: 8
Hit Points: 2 to 12
Attacks: 1
Damage: 1to 8
Special: Undead
XP:220
A zombie is immune to the
sleep spell, but it can be turned
by a cleric.
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Sega and Genesis are trademarks of SEGA. DUNGEONS & DRAGONS and
WARRIORS OF THE ETERNAL SUN are trademarks owned by TSR, Inc., and
manufactured under a sublicense from Strategic Simulations, Inc.

Cover painting © 1982 Clyde Caldwell. Used with permission.
© 1992 TSR, Inc. © SEGA, 3375 Arden Road, Hayward, CA 94545. All Rights Reserved.
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