








































































Defensive Spells 
Armor, Blur, "Protection from Evil, 
Shield, "Magical Vestment, and 
"Protection from Evil I O' Radius 
These spells mainly provide protec­
tion against physical attacks. Cast 
these spells on your front rank 
characters before dangerous battles 
that involve physical attacks. 

11Bless, 11Prayer, Negative Plane 
Protection 
These spells mainly provide 
protection against magical attacks. 
Cast these spells on your front rank 
characters before dangerous battles 
that involve magical attacks. 

"Resist Cold, "Resist Fire, 
Protection from Paralysis, 
Protection from fire, and Blessed 
Warmth 
These spells protect against certain 
types of magical and physical 
attacks. For example, protection 
from paralysis protects a character 
from both paralysis spells and 
paralysis from physical attacks. 

Healing Spells 
"Cure Light Wounds, 11 Aid, 11Cure 
Serious Wounds, 11Cure Critical 
Wounds, 11 Heal, and "Heroes' Feast 
These spells replace a character's 
lost hjt points. The aid spell can 
increase a character's hit points 
over his normal maximum value, 
but it only increases hit points 
temporarily. Cleric class characters 
should always have a few cure light 
wounds spells memorized to 
quickly heal the party while resting. 

11Slow Poison, "Remove Paralysis, 
"Neutralize Poison, Remove Curse, 
and Stone to flesh 
These spells slow or remove the 
effects of poison, paralysis, flesh to 
stone, or curses. Keep a number of 
these spells memorized whenever 
the party is anywhere near a monster 
who can poison, paralyze, or petrify. 

11Kaise Dead and Resurrection 
This spell bring characters back from 
the dead (raise dead will not raise an 
elven character). Keep one of these 
spells memorized once your cleric 
gets to a high enough level. 

Other Spells 
Detect Magic 
This spell is very useful in 
evaluating the items the party picks 
up during the game. The spell 
causes all magical items carried by 
the party to glow. 

Invisibility and Invisibility I O' 
Radius 
Invisibility is a useful defense for a 
character in the rear ranks. 
Invisibility I O' radius is useful to 
hide the entire party from mystic 
sensors and prying eyes. 

Even when the party is invisible, 
most monsters will sense the 
party's general location, though the 
monsters receive big penalties on 
attacks against invisible targets. 

"Create Food lie Water 
This spell is very useful in the later 
levels of the game where food is 
scarce. Be sure to memorize this 
spell before the party begins 
starving - not after! 

View of the Ruined City 

Haste 
This spell is especially useful when 
fighting monsters who are very fast. 
The haste spell allows a party to 
make melee attacks much faster. 
Cast this spell on your party just 
before dangerous battles. 

True Seeing 
Thjs spell is useful when you are 
stuck in an area with many illusions, 
invisible monsters, traps, etc. 

Disintegrate 
This spell is occasionally useful to 
remove certain walls and other 
special blocks in your path 
(including monsters). 

Water Breathing 
This spell allows the party to 
breathe underwater. 

Free Action 
This spell allows you to move without 
penalty underwater, and gives you 
immuruty to certain paralyzing and 
movement-hindering spells. 
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ADVENIURING STRATEGY 

Attacking Opponents 
Characters generally engage in 
"melee combat," which is face-to­
face combat with weapons such as 
swords and maces. Characters also 
have other options, such as casting 
spells and ranged combat, with 
bows and slings. 

In general, a character attacks the 
enemy in the front rank on his side of 
the screen. When there is only one 
enemy left in a battle, it moves to the 
center of its square and characters 
from both sides can attack it. 

Combat Mechanics 
Understanding combat mechanics 
allows the party to use the most 
effective weapons and tactics in 
different situations. Each 
character's ability in combat is 
defined by his armor class, TttAC0, 
and damage. 

Armor Class 
Armor class (AC) signifies how 
difficult a monster is to hit. The 
lower the armor class, the harder it 
is to hit the target. Armor class is 
based on armor and a bonus based 
on the character's Dexterity. Some 
magic items help improve (or lower) 
armor class rating. 

THAC0 
TttAC0 represents a character's 
ability to hit enemies. TttAC0 
stands for To Hit Armor Class 0. A 
character must 'roll ' a number 
equal to or greater than this to 
damage a target with an armor class 

of 0. The lower the attacker's 
THAC0, the better his chance to hit 
the target. A character's TttAC0 is 
based on his class and level. 

NOTE: the generation of a 
random number is often 
referred to as a "roll." In 
determining if an attack hit, 
the number generated is 
from I through 20. The 
base roll is modified by the 
character's ability scores and 
any magic weapons. 

An attack is successful if the roll is 
greater than or equal to the attacker's 
THAC0 minus the target's AC. 

Example: A fighter with a THAC0 
of 15 attacking a monster with 
an AC of 3 would need to roll: 
(THAC0 15) - (AC 3) = 12+. But 
to hit a monster with an AC of -2 
he would need to roll : (THAC0 
15)- (AC-2) = 17+. 

Damage 
Damage is the hit point loss that an 
attacker inflicts against an 
opponent. The amount of damage 
inflicted depends on the attacker's 
strength and weapon type. The 
damage each weapon can do is 
summarized in the Weapons Chart 
on page 92. 

Some monsters take only partial or 
no damage from certain weapon 
types. Skeletons, for example, take 
only half damage from sharp or 
edged weapons. 
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Combat Strategies 
To succeed in combat, deploy your 
party well, cast effective spells 
before and during combat, 
maneuver your characters into 
advantageous positions, and attack 
using the most powerful characters 
and weapons. 

Deploying the Party 
Keep the heavily-armored fighters 
in the front rank and the vulnerable 
magic users and thieves in the 
rear ranks. 

Equipping the Party 
Equip characters in the front rank 
with the most powerful melee 
weapons you can find. See the 
Weapons Chart on page 92 to see 
how much damage each type of 
weapon can do. As soon as you find 
enough weapons, warriors should 
carry a one-handed weapon in their 
primary hand and a short sword in 
their secondary hand. Remember 
that if you use a two-handed 
weapon in one hand, you must 
keep the other hand free. 

Equip characters in the rear ranks 
with the most powerful ranged 
weapons you can find . Again, see 
the Weapons Chart on page 92 to 
see how much damage each type of 
ranged weapon can do. Spellcasters 
should have their holy symbols 
and spell books in-hand, ready to 
cast spells. 

Characters who use thrown weapons 
should carry weapons both in-hand 
and in their belt pouch for quick 
reloading. Front rank characters 
who use thrown weapons may wish 
to carry a shield or short sword at 
the top of their belt pouch - in the 
box for belt pouch item #3. (See 
the diagram that names parts of the 
equipment screen on page 48.) A 
shield or short sword in that 
position will be readied 
automatically after the character 
attacks with the last of his or her 
thrown weapons. 

Be sure to recover your ranged 
weapons after each battle and to 
collect all of the ranged weapons 
you can find. Ranged weapons get 
used up quickly in battle. 

Wounded Characters 
Characters who are seriously 
wounded should be moved out of 
the front rank if possible. It is much 
easier to heal a wounded character 
than it is to bring a dead character 
back to life. 

Moving and Fighting 
If you are exploring an area, move 
with the compass on the screen to 
facilitate mapping. If you are 
moving through an explored area, 
move with a spell menu on the 
screen and an attack spell showing. 
Always move with the adventure 
screen up; you can't fight from the 
equipment or character screens. 
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With both the adventure screen and 
spell menu up, you are prepared for 
battle. Prepare for battle before you 
open any door, climb or descend 
stairs, or push a button that could 
open a door or secret wall. 
Monsters often lurk behind closed 
doors or secret walls, and monsters 
are always ready for combat! 

Remember that you can move and 
fight at the same time. You can 
move backwards to dodge an 
enemy melee attack. You can move 
sideways to dodge an enemy ranged 
attack. You can even try to run away 
and close a door behind you to get 
away from a particularly nasty fight. 
Be careful though, some monsters 
can open doors to follow you. 

Hints 
Here are some general strategy hints 
to help you along your journey. 

Carry Items with You 
You never know when you will need 
something that you found! To carry 
an item with you, pick up the item 
and move it into a backpack. 

Prepare Your Party 
Make sure that your party contains 
at least: two characters who can 
fight well, one who can cast mage 
spells, and one who can cast 
clerical spells. When a monster 
approaches, make sure that your 

fighters in the front rank have 
weapons in their primary hand. 
Once you get comfortable fighting 
with the front rank characters, you 
can also have the rear rank 
characters throw weapons and 
spells at the monsters. Experiment 
by equipping your characters 
with various combinations of 
weapons, shields, spell books, 
and holy symbols to maximize their 
fighting ability. 

Keep Track of 
Buttons and Levers 
Some puzzles are activated in one 
part of the dungeon, yet they affect 
another part farther away. Record 
the position of any button or lever 
that has no obvious function. If you 
can't seem to get through an area, 
go back and change these buttons 
or levers one at a time to see if they 
make it any easier to get through. 

Look For Writing 
On Tue Wall 
If you can't seem to get through an 
area, look for writing on the walls in 
the area. Often, writing on a side 
wall is difficult to spot. Some writing 
may only be read if the party has a 
character of a specific race. 
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Mages Guild of Myth Drannor 

Look For Hidden 
Buttons On The Walls 
Always check the walls for secret 
and hidden buttons and bricks. 
Moving sideways down a watl will 
often make hidden buttons easier 
to spot. 

Keep Your Bye 
On The Compass 
Watch the compass as the party 
moves. There are a number of traps 
that change the party's facing. 
Teleporters often reveal themselves 
when the party's facing changes. 

Watch for Teleporters 
Do you suspect the party is being 
teleported while moving through an 
area? Throw an item past the 
suspected teleporter, then watch 
the item. The item will 'disappear' if 
it teleports. 

Save The Game 
Save the game anytime you think 
that something could happen that 
would hurt the party. Save the game 
at the beginning of each level. If a 
puzzle is difficult to solve, save the 
game and then try different 
solutions. If the monsters are 
attacking the party thick and fast, 
save the game and try different 
strategies. If things are getting really 
tough, save before opening doors. 

Goon 
When alJ else fails, go on with the 
game. The party does not have to 
open every door, fight every 
monster, and obtain every item to 
win the game. Mark down any areas 
that the party bypasses. If the party 
gets stumped in a later area, or 
needs an item to go on, come back 
and try the puzzle again. 
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~ BESTIARY ~ 

Creatures in and around Myth Drannor 
This section contains descriptions of the strange creatures that lurk in and 
around Myth Drannor. You may encounter a few others that have managed 
to avoid our researchers. You see, sometimes our research teams don't 
come back .... 

•!• BEAST, VNDEAD 

•!•CHIMERA 

The undead beast is a mindless killer of unknown origin; 
it seems compelled to destroy any living thing. The size of 
a small dragon, the beast's bones protrude from rotting 
flesh. It has a great homed head, and its ribs are bare and 
barbed, forming a nasty cage. It walks on all fours, but it 
can rear on its hind legs by balancing with its stubby tail. 
It can also bring its powerful forearms against its 
opponent. 

No one seems to know how chimera were created; it is a 
dark mystery, perhaps better left unexplored. A chimera 
has the hindquarters of a large, black goat and the 
forequarters of a huge, tawny lion. Its body has brownish­
black wings like those of a dragon. The monster has three 
heads, those of a goat, a Lion, and a fierce dragon. The 
goat head is pitch black with glowing amber eyes and 
long ochre horns. The lion head is framed by a brown 
mane and has green eyes. The dragon head is covered 
with orange scales and has black eyes. Its many heads 
and powerful physique make the chimera a deadly foe in 
combat. If it's in the mood, the dragon head can loose a 
searing stream of flame in Lieu of biting. 

•!• ELEMENTAL 

EARTH ELEMENTAL 

WATER ELEMENTAL 

... ... 
/. 

•• . . . ·. " ~- ... 
. . .. . 
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Earth elementals can be conjured in any area of earth or 
stone. This type of common elemental appears on the 
Prime Material Plane as a very large humanoid made of 
dirt, stones, precious metals, and gems. It has a cold, 
expressionless face, and its two eyes sparkle like brilliant 
multifaceted gems. Though it has a mouth-like opening in 
its face, an earth elemental rarely speaks. Though they 
travel very slowly, they are relentless in the fulfillment of 
their appointed tasks. An earth elemental can travel 
through solid ground or stone with no penalty to 
movement or dexterity. 

Water elementals can be conjured in any area containing a 
large amount of water or watery liquid. Usually a large pool 
serves this purpose, but several large kegs of wine or ale 
have been known to work also. The water elemental 
appears on the Prime Material Plane as a high-crested wave. 
The elemental 's arms appear as smaller waves, one thrust 
out on each side of its main body. The arms ebb and flow, 
growing longer and shorter as the elemental moves. TWo 
orbs of deep green peer out of the front of the wave and 
serve the elemental as eyes. Like all other common 
elementals, water elementals rarely speak. 

Feyrs (pronounced ufears") are created from the remnants 
of ordinary nightmares mixed with residual magical 
energies. They are unknowingly brought to life by the 
strong emotions of a large group of people. They are most 
commonly found in large cities that have a good number 
of mages, priests, and other spellcasters. Feyrs appear as 
humped, hunchbacked creatures, grim and inhuman in 
appearance. Their hide is mottled and curved like the 
surface of the human brain. The creature is supported by 
two main tentacles which act as legs, and by a handful of 
other tentacled limbs . 
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* CiRAVE MIST 

Please refer to page 84 in the next section, *Detailed Descriptions of New Monsters,* 
for a complete profile of the grave mist. 

·:· CiROANINCi SPIRIT (BANSHEE) 

·:· KNIQHT, DEATH 

The groaning spirit, or banshee, is the spirit of an evil 
female elf - a very rare thing indeed. Groaning spirits 
hate the living; they find the presence of living beings 
painful, and seek to harm whomever they meet. Groaning 
spirits appear as floating, luminous phantasms of their 
former selves. Their image glows brightly at night, but is 
transparent in sunlight. Most groaning spirits look old and 
withered, have hair that is wild and unkempt, and dress in 
tattered rags. They have faces of pain and anguish, and 
eyes burning brightly with hatred and ire. Groaning spirits 
frequently cry ou~ in pain - hence their name. 

Haw; are witch-like beings that spread havoc and destruc­
tion, working their magic and slaying all whom they 
encounter. They appear as wretched old women with long. 
frayed hair and withered faces. Grotesque moles and warts 
dot their blotchy skin. They wear clothing similar to that of 
peasant women. Their mouths contain blackened teeth, and 
their breath is foul. Though they appear wrinkled and weak, 
haw; possess supernatural strength and can easily crush 
smaller creatures (goblins, for example) with one hand. And 
though haw; look decrepit and dilapidated, they run 
surprisingly swiftly - they can even lithely bound over and 
around rocks and logs in their path. Iron-like claws grow from 
their skinny fingers. They use these claws and their 
supernatural strength to rend and tear opponents in combat 

A death knight is the horrifying corruption of a knight; it 
was cursed by the gods as punishment for betraying the 
code of honor it held in its former life. Death knights are 
typically taller than six feet and weigh more than 300 
pounds. Its face is a blackened skull covered with shards 
of shriveled, rotting flesh. It has two tiny, glowing, orange­
red pinpoints for eyes. 
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* LIVINCi MUCK 

Please refer to page 86 in the next section, *Detailed Descriptions of New Monsters,* 
for a complete profile of the Living Muck. 

•:• MINOTAUR 

·:· NACiA, BONE 

·:· NAQA, SPIRIT 

Minotaurs are either cursed humans or the offspring of 
minotaurs and humans. They usually dwell in labyrinths, 
for they are not confused in these places; this gives them 
an advantage over their prey. Minotaurs are huge, well 
over 7 feet tall, and quite broad and muscular. They have 
the head of a bull and the body of a human male. 
Minotaurs are not extraordinarily intelligent, but are 
extremely cunning and have excellent senses. 

Bone nagas are created undead. They appear as snakes 
with large, human-like skull heads. Their empty 
eyesockets glow with hatred. Created by dark nagas (and 
a few evil mages) to serve as guardians, these worms 
serve their masters with absolute loyalty. Their creation is 
an exacting process, hence their rarity - a good thing for 
the gentler creatures of the Realms. In battle, bone nagas 
bite with their long fangs and have been known to use 
other means of attacking those foolish enough to seek 
their wrath. Bone nagas eat nothing and fill no niche in 
the life cycles of the Realms - except for the fact that 
they sometimes kill large, aggressive natural predators 
(including man) for sport. 

These black-and-crimson-banded naga have a human-like 
head with stringy hair and deep brown eyes. Spirit naga 
smell of rotting Oesh (which also happens to be their 
favorite food). Hiding in deserted ruins or caverns, the 
evil and cunning spirit naga try to harm any creature that 
passes through their domain. They set traps and 
frequently attack without warning. 
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* 0QRE SLVCi 

Please refer to page 85 in the next section, #Detailed Descriptions of New Monsters, N 

for a complete profile of the ogre slug. 

•:• SCALADAR 

·:·SHADOW 

Scaladar are scorpion-like monsters that have been 
described as "smoothly-moving metallic constructs." 
Formerly found only in Undermountain, they are 
beginning to spread to both subterranean and surface 
areas nearby ... though none have surfaced within 
Waterdeep proper. Rumor has it that some of these cold, 
methodical killers are released with orders to simply 
destroy all living things they encounter. They attack by 
grabbing prey with two huge pincer claws while lashing 
out with their sting-equipped tails. 

All knowledgeable authorities agree that 
shades are (or were) normal humans who, 
through arcane magic or dark sciences, have 
traded their souls or spirits for the essence of 
shadowstuff. Although they retain the shape 
and abilities of their original body, they are 
rumored to have grown in power by joining 
with shadowstuff. The true native shade is 
unknown, and no one knows if shades are 
connected with shadows (see the next 
monster description), or some power or 
substance from the Plane of Shadow. The 
method of transmutation from living being to 
unliving shade life has been lost. 

Shadows are shadowy, undead creatures that drain 
strength from their victims with their chilling touch. 
Shadows are 90% undetectable in all but the brightest of 
surroundings as they normally appear to be nothing more 
than their name would suggest: shadows. However, you 
can clearly see them in bright light. Shadows travel in 
loosely organized packs that freely roam ancient ruins, 
graveyards, and dungeons. They specialize in terrifying 
their victims. 
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* SHADOW HOUND 

Please refer to page 87 in the next section, *Detailed Descriptions of New Monsters, * 
for a complete profile of the shadow hound. 

•:• SHAMBLINCi MOUND 

•:• SUTHERMORPH 

·:· STEEL SHADOW 

Shambling mounds, also known as "shamblers", appear 
as heaps of rotting vegetation. They are actually an 
intelligent form of vegetable life that is roughly humanoid­
shaped. They measure six to nine feet tall; their girth is 
about six feet at their base (legs to waist), and two feet at 
their summit (the "head"). Shambling mounds are fearless 
attackers and are perhaps the most deadly form of plant 
life known; they are not above creeping slowly into the 
camps of unsuspecting travelers at night. One bit of trivia: 
shambling mounds are excellent swimmers as well. 

A slithermorph is an amphibious preda­
tor and carrion-eater. Most of the time it 
resembles a black pudding, creeping 
about in a glistening black, amorphous 
form. At will, it can #shape-change" into 
and out of the form of a serpentine, 
four-armed monster resembling a yuan­
ti. In serpentine form, a slithermorph 
appears as a thick-bodied, scaled 
snake. Four muscular arms protrude 
near its head; these arms can employ 
clubs and other crude weapons. 

Although steel shadows look rather like giant planarian 
worms, equally at home on land and underwater, they are 
rarely seen in their true forms. They merge with metal to 
enter and animate metal items. They use the metal shells 
as both homes and weapons; they can remain inside 
metal indefinitely without harm. As long as metal of some 
sort is nearby, you can find steel shadows in almost any 
habitat: from the wrecks of ships in the ocean depths to 
ancient tombs locked in glacial ice in the high mountains. 
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Swordwraiths are the spirits of warriors cut down during 
battle and kept from the dissolution of death by their 
indomitable wills. Only seen at night or underground 
where the sun never shines, swordwraiths appear as 
warriors. Their weapons and armor are unremarkable; 
their flesh within the armor appears insubstantial. 
Swordwraiths were hardened, professional soldiers at one 
time, and as undead, they have retained their knowledge 
of strategy and tactics ... and continue fighting because 
fighting is all they know. In many cases, these soldiers are 
too stubborn to even admit that they are dead. 

Trolls are horrid carnivores found in all climes: from 
arctic wastelands to tropical jungles. Most creatures avoid 
these beasts because trolls know no fear and attack 
unceasingly when hungry (which is most of the time). 
Their limited intelligence and ravenous appetites are 
commonly known character traits. They grow to a height 
of 9 feet or more. A rubbery hide serves as skin, and 
regenerates at a phenomenal rate. The color of this "skin° 
is a nauseating moss green, mottled green and gray, or 
putrid gray. A writhing hair-like mass grows from their 
skulls and is usually greenish black or iron gray in color. 
Trolls walk upright, but hunched forward with sagging 
shoulders. Their gait is uneven, and when they run their 
arms dangle freely - often dragging along the ground. In 
spite of this awkwardness and pathetic lack of grace, 
trolls are extremely agile climbers and runners. 

These undead, sometimes called 0 unsleeping guardians," 
appear as graceful, beautiful humans of either sex who 
drift or walk about silently. Their limbs and appendages 
sometimes retain chalk-white flesh, but their torsos and 
lower bodies are always skeletal, and their eyes are 
always dark, empty pits. Watchghosts are intelligent, 
dangerous opponents; they are usually found as 
guardians serving powerful undead lords such as 
specters, vampires, and liches. Often, powerful, evil 
priests or wizards set watchghosts to guard a tomb, 
treasure vault, or other enclosed areas . 
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These unusual creatures are natives of the elemental 
plane of Water, but they are being encountered more and 
more often on the Prime Material Plane. When they are 
found in this realm, they are violent and hostile, attacking 
all living things instantly. In some manner that has never 
been fully understood, water weirds are able to feed on 
the life essences of those they slay. Water weirds look 
like serpents composed entirely of water. 

Long ago, the word "wight* meant simply "man. • As the 
centuries have passed, though, it has come to be 
associated only with those undead that typically inhabit 
barrow mounds and catacombs. From a distance, wights 
can easily be mistaken for any number of humanoid 
races. Upon closer examination, however, their true 
nature becomes apparent. As undead creatures, wights 
are nightmarish reflections of their former selves with 
cruel, burning eyes set in mummified flesh over a twisted 
skeleton with hands that end in sharp claws. 

A distant cousin to the dragon, the wyvem is a huge flying 
lizard with a poisonous stinger in its tail. The dark brown 
to gray body of the wyvem is half tail. The tip of the tail is 
a thick knot of cartilage from which a 2-foot-long stinger 
protrudes, much like that of a scorpion. This tail is very 
mobile, easily striking over the back of the wyvem to hit 
an opponent to its front. The wyvem's eyes are red or 
orange. It does not have a strong odor, although its lair 
might smell of a recent kill. Like many other monsters, it 
is rather stupid, aggressive, and always ready to attack. 
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~ DETAILED DBSCRIYI10NS OF NBW MONSTERS ~ 

The following creatures appear for their first time in an AD&D® computer 
fantasy role-playing game, and therefore warrant extra explanation. In 
standard AD&D® format, here is the data for grave mists, living muck, 

ogre slugs, and shadow hounds. 

Grave Mist 
page 84 

page 85 
Living Muck 

Ogre Slug 
page 86 

Shadow Hound, 
page 87 
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(jRAVEMIST 

Climate/Terrain: Any/Qraveyard & Burial Qrouncls 

Frequency: Very Rare 

Organization: Qroup 

Activity Cycle: Night 

Diet: Corpses 

Intelligence: 

Treasure: 

Alignment: 

Average (8-1 OJ 

Nil 

Chaotic Evil 

These terrible undead are typically found in 
desolate graveyards and burial grounds. 
They do, however, dwell anywhere there are 
dead. Grave mists seep into the Prime 
Material Plane where dead bodies are 
present. They feed on any remaining life 
essence that a dead body retains. 

Grave mists appear vaguely humanoid in 
shape with grey swirling mist as the outline of 
their bodies. Dark, black holes are all that 
show on the face to denote eyes. Their move­
ments are swift and deft. A group may appear 
as smoke or fog to the unwary traveler. 

>!• Combat: A grave mist attacks with a 
chilling touch similar to that of a wraith, 
doing 1-4 points of damage as well as 
draining a point of constitution . This 
constitution drain is due to their link to the 
Negative Material Plane. Each chilling touch 
drains the victim until constitution reaches 
zero, causing the victim to become 
immobile. If a character with a constitution 
score of fifteen or better is drained, the hit 
points for that character are reduced 
accordingly. When the constitution score 
reaches seven or less, hit points are reduced 
as required. Constitution returns at a rate of 
one point per hour of complete rest; up to 
the victim's original score. 

The grave mist has the normal undead 
resistances (immunity to sleep, chann, hold, 

No. Appearing: 1-4 

Armor Class 4 

Movement: 12 

Hit Dicei 7+1 

THAC0: 13 

No. of Attacks: 

Damage/ Attack: 1-4 

Special Attacks: Constitution Drain 

Special Defenses: + 1 or better weapon to hit 

Magic Resistance: See Below 

Size: M(6') 

Morale: Elite (14) 

Exp. Point Value: 3000 

or cold-based spells) as well as needing +I or 
better weapons to suffer damage. In addition 
to being immune to cold-based spells, grave 
mists actually heal from such spells. Any cold­
based attack inHicted against them results in 
the regeneration of hit points equal to one 
third the total damage normally taken from 
the attack (rounded up). For example; an ice 
stonn is capable of doing 3-30 points of 
damage. If it did 20 points of damage, then 
the grave mist would regenerate 7 hit points. 
This regeneration does not exceed the grave 
mist's original hit points. 

•:• Habitat/Society: Grave mists travel in 
very loose groups that roam the Prime 
Material Plane in search of graveyards or the 
sites of recent battles. 

Grave mists have no leaders and as such 
spend most of their time looking for corpses. 
They put no value on wealth or treasure, 
however, the corpse a grave mist is feeding on 
may very well be loaded down with treasure. 

>!• Ecology: Like all undead, grave mists 
exist on both the Prime Material and 
Negative Material Plane simultaneously. It is 
this powerful link to the negative world that 
gives them their fearful ability to drain 
constitution. Through this draining is how 
the grave mist ultimately feeds. 

Because they are not living creatures, they 
have no rightful place in any food chain. 
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LIVINCi 
MvcK 

Climate/Terrain: 

Frequency: 

Organization: 

Activity Cycle: 

Diet: 

Intelligence: 

Treasure: 

Alignment: 

AnyNnderground or ruins 

Rare 

Solitary 

Any 

Any 

Non-(0) 

Nil 

Nil 

Living mucks are voracious, amorphous 
monsters composed of groups of cell 
colonies that scavenge and hunt for food. 
They typically inhabit ruins and dungeons. 
They have the ability to sense heat and 
analyze material structure from a distance 
of up to 90 feet to determine if something 
is edible. Living mucks attack any animal or 
vegetable matter (including humans) 

on sight. 

All living mucks are immune to acid, 
lightning, and poison. Fire causes half 
damage, as do magic missiles. Living mucks 
can ooze through cracks that are at least I 
inch wide and can travel on ceilings and 
walls (falling on victims is a nasty surprise) at 
the same speed as on a level surface. 

No. Appearing: 1 (1-4) 

AnnorClass 6 

Movement: 9 

Hit Dice: 11 

THACC,Z): 9 

No. of Attacks: 

Damage/ Attack: 7-28 

Special Attacks: See below 

Special Defenses: See below 

Magic Resistance: Nil 

Size: S-L (3'-8') 

Morale: Special 

Exp. Point Value: 5000 

Living mucks reproduce by fission. They are 
adapted to live in a wide variety of climates. 

The touch of living mucks is not only very 
caustic, causing 7-28 points of damage, 
but is also corrosive to equipment carried 
by a character. Any item touched by a living 
muck requires that a save vs. acid be made 
or the item dissolves and becomes useless. 
The touch of a living muck also causes 
paralysis to any creature touched unless a 
saving throw vs. paralyzation at -4 is made. 
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Oc;RE Stvc; 

Climate/Terrain: Any/Subterranean 
and wet 

Frequency: Vncommon 

Organization: Tribal 

Activity Cycle: Any 

Diet: Carnivore 

Intelligence: Average (8-10) 

Treasure: B, S (in lair only) 

Alignment: Chaotic Evil 

The appearance of ogre slugs is unmistak­
able: they have the upper torso, arms, and 
head of an ogre but the lower body of a 
large slug. Their coloring is usually swampy, 
grey'9reen skin on the upper body area, 
fading into a deep, blackish green for the 
lower slug portion. Ogre slugs are just as 
mean and ugly (if not uglier) than their full 
bodied cousins. 

•> Combat: An ogre slug's attack is delivered 
with its powerful arms. Twice each round the 
beast can strike with its huge fists for 1-12 
points of damage. Its main attack, however, 
is that of its corrosive acidic saliva. An ogre 
slug may opt to spit acid once per round 
instead of attacking with its fists. The spittle 
may be flung up to 20 yards away and 
require the ogre slug to make an attack roll. 
The targets AC is 10 regardless of armor 
type. Dexterity and any magica.I bonuses 
apply. The acid eats its way through any 
equipment and armor (saving throw vs. 
acid) and causes .3-24 points of damage, 
save vs. breath weapon for I /2 damage. 
Note that other ogre slugs are immune to 
this acid spittle. 

No. Appearing: 2-8 

AnnorClass 4/8 

Movement: 6 

Hit Dice: 8+4 

THAC(l>: 13 

No. of Attacks: 2 or 1 with weapon 

Damage/ Attack: 1-12 or by weapon type (+6 with 
strength) 

Special Attacks: Spits Acid 

Special Defenses: 1/2 Damage from Blunt Weapons 

Magic Resistance: Nil 

Size: L (8' tall, 15' long) 

Morale: Steady (11-12) 

Exp. Point Value: 2000 

Since they are part slug, they inherit a thick, 
rubbery hide that gives them partial 
immunity to blunt weapons. The ogre slug 
suffers only 1/2 damage caused by blunt 
weapons or spells that cause crushing or 
impact damage. Edged and piercing 
weapons as well as most other spells cause 
normal damage to an ogre slug. Although 
blunt weapons do limited damage, the slug 
portion has an AC of 8. 

A raiding group of 6 or more will also include 
a leader. This leader will have I 0 hit dice 
and have a strength bonus of +8 when 
attacking with a weapon. 

•:• Habitat/Society: Ogre slugs prefer to lair 
in dank, dingy underground caverns in 
almost any climate. They gather in tribes 
numbering 8-16 males, 2-16 females, and 2-
8 young. Shamans, if present (40% chance), 
will be of 5th level, and have access to the 
spheres of combat, divination, healing, 
protection, and sun (darkness only). Giant 
slugs are often used as trained guards to 
help protect the lair. Ogre slugs live by 
raiding and scavenging, and will eat almost 
anything. Ogre slugs have a great fondness 
for human and demi-human flesh and are 
60% Likely to eat them on the spot rather 
than keep them as slaves. 
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SHADOW 

" 
HOUND 

Climate/Terrain: Any/Ruins or subterranean 

Frequency: Rare 

Organization: Packs 

Activity Cycle: Night 

Diet: Carnivore 

Intelligence: Semi- (2-4) 

Treasure: Nil 

Alignment: Neutral (Evil) 

These hound-like creatures are normally 
encountered on the Plane of Shadow. In 
their natural habitat, they roam in packs or 
are used as trained guard beasts. 

As their name would suggest, shadow 
hounds appear as dark, black shadows of a 
canine form. Their eyes glow with a fiery 
radiance that sends a chill to the very soul of 
anyone looking at them. When they attack 
with their vicious teeth, their mouths 
produce the same fiery radiance as their 

eyes. 

<• Combat: Like dogs and wolves of the 
Prime Material Plane, shadow hounds attack 
in packs using their powerful jaws to drag a 
prey off of its feet. Once down, the hounds 
swarm over the prey and devour it 
mercilessly. Jn shadowy conditions (Plane of 
Shadow, moonlight, etc.) a shadow hound is 

No. Appearing: 4-1 6 

Annor Class 6 

Movement: 18 (9 in bright light) 

Hit Dice: 6 (-1 hp/die in bright light) 

THACQ): 15 

No. of Attacks: 

Damage/ Attack: 2-8 

Special Attacks: Nil 

Special Defenses: + 1 or better weapon to hit 

Magic Resistance: Nil 

Size: M (4' at shoulder) 

Morale: Steady (11 -12) 

Exp. Point Value: 975 

a terrible foe. It can strike and then blend 
with the shadows so that it is 40% unlikely to 
be seen. However, in bright light it loses 
50% of its movement and cannot use 
shadows for concealment. Regardless of 
lighting, + 1 or better weapons are needed to 
harm these beasts. 

•!• Habitat/Society: Shadow hounds, like 
wolves, are sociable creatures and travel 
around in packs. The structure of the pack 
is very strict; there is only one leader and 
every other shadow hound knows its place 
and duties. 

The lair of a pack of shadow hounds is 50% 
likely to contain 2-7 whelps. These young will 
not fight but can be taken and trained. A 
shadow hound whelp can sell for 200-700 

gold pieces. 
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~TABLES~ 

Bxperience Levels 
FIGHTER EXPERIENCE LEVELS CLERIC WISDOM SPELL BONUS* 

uva EXP TO REACH LEVEL HIT POINTS WISDOM SPELL LEVEL 
SCORE 1 2 3 4 5 6 7 

0 1-10 
2 2,000 +(1 -10) 13 

3 4,000 +(1-10) 14 2 

4 8,000 +(1 -10) 15 2 1 

5 16,000 +(1-10) 16 2 2 

6 32,000 +(1 -10) 17 2 2 

7 64,000 +(1-10) 18 2 2 1 

8 125,000 +(1 -10) 19 3 2 2 

9 250,000 +(1-10) 
10 500,000 +3 • Bonus spells become available when the cleric can 

11 750,000 +3 normally cast spells of that level. 

12 1,000,000 +3 
13 1,250,000 +3 
14 1,500,000 + 3 
15 1,750,000 +3 CLERIC EXPERIENCE LEVELS 

16 2,000,000 + 3 LML EXP TO REACH UVll HIT POINTS 

17 2,250,000 +3 
18 2,500,000 + 3 

1 0 1-8 

19 2,750,000 +3 
2 1,500 +(1-8) 

20 3,000,000 + 3 
3 3,000 +(1-8) 
4 6,000 +(1 -8) 
5 13,000 +(1-8) 

CLERIC SPELL PROGRESSION 6 27,500 +(1 -8) 
7 55,000 +(1-8) 

CLERICLML 2 3 4 5 6 7 8 110,000 +(1-8) 

1 9 225,000 +(1 -8) 

2 2 10 450,000 + 2 

3 2 1 11 675,000 + 2 

4 3 2 12 900,000 +2 

5 3 3 13 1,125,000 +2 

6 3 3 2 14 1,350,000 + 2 

7 3 3 2 1 15 1,575,000 + 2 

8 3 3 3 2 16 1,800,000 + 2 

9 4 3 2 17 2,025,000 + 2 

10 4 3 3 2 18 2,250,000 + 2 

11 5 3 2 1 19 2.475,000 + 2 

12 6 5 5 3 2 2 20 2,700,000 + 2 

13 6 6 6 4 2 2 

14 6 6 6 5 3 2 

15 6 6 6 6 4 2 
16 7 7 7 6 4 3 
17 7 7 7 7 5 3 2 

18 8 8 8 8 6 4 2 
19 9 9 8 8 6 4 2 
20 9 9 9 8 7 5 2 
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MAGE EXPERIENCE LEVELS PALADIN EXPERIENCE TABLE 

LEVR EXP TO REACH UVEL HIT POINTS EXP TO REACH LEVR HIT POINTS 

0 1-4 0 1-10 
2 2,500 +(1-4) 2 2,250 +(1-10) 
3 5,000 +(1-4) 3 4,500 +(1-10) 
4 10,000 +(1-4) 4 9,000 +(1-10) 
5 20,000 +(1-4) 5 18,000 +(1-10) 
6 40,000 +(1-4) 6 36,000 +(1-10) 
7 60,000 +(1-4) 7 75,000 +(1-10) 
8 90,000 +(1-4) 8 150,000 +(1-10) 
9 135,000 +(1-4) 9 300,000 +(1-10) 

10 250,000 +(1-4) 10 600,000 +3 
11 375,000 +1 11 900,000 +3 
12 750,000 +1 12 1,200,000 +3 
13 1,125,000 +1 13 1,500,000 +3 
14 1,500,000 +1 14 1,800,000 +3 
15 1,875,000 +1 15 2,100,000 +3 
16 2,250,000 +1 16 2,400,000 +3 
17 2,625,000 +1 17 2,700,000 +3 
18 3,000,000 +1 18 3,000,000 +3 
19 3,375,000 +1 19 3,300,000 +3 
20 3,750,000 +1 20 3,600 OOO +3 

MAGE SPELL PROGRESSION PALADIN SPELL PROGRESSION 

WIZARD SPELL LEVR PALADIN LEVR 2 3 4 
LEVR 1234 5 6 7 8 9 

9 1 
1 1 10 2 
2 2 11 2 
3 2 12 2 2 
4 3 2 13 2 2 
5 4 2 14 3 2 
6 4 2 2 15 3 2 
7 4 3 2 1 16 3 3 2 
8 4 3 3 2 17 3 3 3 
9 4 3 3 2 18 3 3 3 

10 4 4 3 2 2 19 3 3 3 2 
11 4 4 4 3 3 20 3 3 3 3 
12 4 4 4 4 4 
13 5 5 5 4 4 2 
14 5 5 5 4 2 
15 5 5 5 5 5 2 
16 5 5 5 5 5 3 2 1 
17 5 5 5 5 5 3 3 2 
18 5 5 5 5 5 3 3 2 
19 5 5 5 5 5 3 3 3 1 
20 5 5 5 5 5 4 3 3 2 
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RANGER EXPERIENCE TABLE 

EXP TO REACH UVEL HIT POINTS 

0 1-10 
2 2,250 +(1-10) 
3 4,500 +(1-10) 
4 9,000 +(1-10) 
5 18,000 +(1-10) 
6 36,000 +(1-10) 
7 75,000 +(1-10) 
8 150,000 +(1-10) 
9 300,000 +(1 -10) 

10 600,000 +3 
11 900,000 +3 
12 1,200,000 +3 
13 1,500,000 +3 
14 1,800,000 +3 
15 2,100,000 +3 
16 2,400,000 +3 
17 2,700,000 +3 
18 3,000,000 +3 
19 3,300,000 +3 
20 3,600,000 +3 

THIEF EXPERIENCE LEVELS 

EXP TO REACH LEVEL HIT POINTS 

0 1-6 
2 1,250 +(1-6) 
3 2,500 +(1-6) 
4 5,000 +(1-6) 
5 10,000 +(1-6) 
6 20,000 +(1-6) 
7 40,000 +(1-6) 
8 70,000 +(1-6) 
9 110,000 +(1-6) 

10 160,000 +(1-6) 
11 220,000 +2 
12 440,000 +2 
13 660,000 +2 
14 880,000 +2 
15 1,100,000 +2 
16 1,320,000 +2 
17 1,540,000 +2 
18 1,760,000 +2 
19 1,980,000 +2 
20 2,200,000 -+ 2 

Ability Scores 

Strength 
The Strength Chart lists the 
modifiers to melee hit probability 
and the damage adjustment based 
on the character's Strength. 

STRENGTH CHART 

ABILITY 
SCORE 

3 

4-5 

6-7 

8-15 

16 

17 

18 

18/01-50* 

18/51-75* 

18/76-90* 

18/91-99* 

18/00* 

19# 

20# 

21# 

22# 

MELEE HIT 
PROBABILITY 

-3 

-2 

-1 

normal 

normal 

+1 

+1 

+1 

+2 

+2 

+2 

+3 

+3 

+3 

+4 

+4 

DAMAGE 
ADJVSTMENT 

-1 

-1 

none 

none 

+1 

+1 

+2 

+3 

+3 

+4 

+5 

+6 

+7 

+8 

+9 

+10 

•These bonuses are available only to non-halfling 
fighters, paladins, and rangers. 

#These scores are only possible in this game 
through magic. 
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Dexterity 
The Dexterity Chart lists the 
modifiers to missile hit probability 
and the armor class adjustment 
based on the character's Dexterity. 

DEXTERITY CHART 

ABILITY MISSILE HIT AC 
SCORE PROBABILITY ADJUSTMENT 

3 ·3 +4 
4 -2 +3 
5 -1 +2 
6 0 +1 
7-1 4 0 0 

15 0 -1 
16 +1 -2 
17 +2 .3 
18 +2 ·4 
19 +3 -4 

THACf) 

Constitution 
The Constitution Chart lists the Hit 
Point Adjustment that a character 
gets every level. 

CONSTITUTION CHART 

ABILITY HIT POINT 
SCORE ADJUSTMENT 

3 . 2 
4-6 . 1 
7-14 0 

15 +1 
16 +2 
17 + 2 (+3)* 
18 + 2 (+4)* 
19 + 2 (+5)* 

*These bonuses are available only to fighters, paladins, 
and rangers, for all other classes the maximum hit 
point adjustment for constitution is +2 

THAC0 is not an ability score, but it is an important characteristic. The 
THAC0 Chart lists a character's base THAC0 for his class and level. 

THAC0 CHART 

CHARACTER LEVR 
CLASS 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 

Cleric 20 20 20 18 18 18 16 16 16 14 14 14 12 12 12 10 10 10 8 8 
Fighter 20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 
Mage 20 20 20 19 19 19 18 18 18 17 17 17 16 16 16 15 15 15 14 14 
Paladin 20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 
Ranger 20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 
Thief 20 20 19 19 18 18 17 17 16 16 15 15 14 14 13 13 12 12 11 11 
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Weapons 
Weapons are divided into 3 classes: 
melee, thrown, and fired. Melee 
weapons are used only in close com­
bat, while thrown and fired weapons 
are used at range. Characters in the 
front rank can use melee and ranged 
weapons. Characters in the rear 
ranks can only use ranged weapons. 
However, a polearm is an exception 
and can be used from the second 
rank. Note the "Classes" section 
(starting on page 33) limits some 
character classes to certain weapons. 

The Weapons Chart lists the weapons 
with their range of hit point damage 
versus small, medium, and large-sized 
creatures. The damage done by a 
melee weapon is adjusted by the at­
tacking character's strength and any 
magical bonus the weapon may have. 

WEAPONS CHART 

DAMAQE VS. DAMAQE VS. 
SMALL & MEDIUM LARQE 

Melee Weapons: 
Staff" 1-6 1-6 
Mace 2-7 1-6 
Short Sword 1-6 1-8 
Rail 2-7 2-8 
Axe 1-8 1-8 
Long Sword 1-8 1-12 
Halberd* 1-10 2-12 
Warhammer 2-5 1-4 
Trident* 2-9 3-12 

Thrown Weapons: 
Rock 1-2 1-2 
Dart 1-3 1-2 
Dagger 1-4 1-3 
Spear 1-6 1-8 
Warhammer 2-5 1-4 

Ranged Weapons: 
Sling & Rocks* 1-4 1-4 
Bow & Arrows* 1-6 1-6 

* These two-handed weapons must be used from the 
primary hand. Note that items in the other hand are 
unavailable. 

Armor 
Armor provides a character a base 
armor class. The lower the 
character's armor class, the harder 
it is for an attack to hit. Armor class 
is based on the character's armor 
and his dexterity bonus. Some 
magic items also help a character's 
armor class. 

Note in the "Classes" section, 
starting on page 33, that some 
character classes are limited to 
certain types of armor. The Armor 
Chart lists the types of armor and 
the base armor class they provide 
a character. 

ARMOR CHART 

ARMOR TYPE BASE AC 

Robe 10 
Shield* 9 
Leather Armor 8 
Scale Mail 6 
Chain Mail 5 
Banded Armor 4 
Plate Mail 3 

*A shield subtracts 1 AC fro m any armor it is 
used with. 

Boots, helmets, and non-magical 
bracers may look like armor, but 
they do not modify a character's 
armor class. They can safely be left 
as weights on pressure plates. 
Magical bracers, however, can 
modify a character's armor class. 
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