













































































LEVEL NINE

11.

12.
13.

14.
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40.
41.

Superheroes — (1-4) HP: 50,41,35,34; #AT: 1; AL: 8; AC: 2; ST/F 8; SA: 40% that each will have a magic
weapon and/or armor.

Lammasu — (2-8) HP: 38,37,36,32,30,29,28,27; #AT: 2; AL: 4; AC: 6; ST/F 6; SA: Spells, magical powers.
Weretigers — (3-12) HP: 3 x 32,3 x 30, 3 X 36,3 x 34, #AT: 3; AL: 6; AC: 3; ST/F 5; SA: Only affected
by silver or magical weapons.

Phase Spiders — (2-5) HP: 38,36,36,32,28; #AT: 1; AL: 6; AC: 6; ST/F 5; SA: Able to shift out of phase.
Poison bite.

Red Dragon — (1) HP: 88; #AT: 3; AL: 2; AC: 0; ST/F 10; SA: Breath weapon, spells, bite.

Chimerae — (1-4) HP: 63,61,53,38; #AT: 5; AL: 3; AC: 4; ST/F 5; SA: Breath weapon.

Rust Monster — (1) HP: 32; #AT: 1, AL: 6; AC: 2; ST/F 3; SA: Rusts ferrous metal by touch instead of
damage. ¢

Stone Giants — (2-8) HP: 57,56,54,53,53,44,39,30; #AT: 1; AL: 3; AC: 4; ST/F 9; SA: Able to hurl rocks as a
heavy catapult.

Gold Dragon — (1) HP: 66; #AT: 3; AL: 2; AC: -1; ST/F 11; SA: Breath weapons, spells, bite.

Patriarchs — (2-5) HP: 37,33,32,31,29; #AT: 1; AL: 8; AC: 2; ST/C9; SA: Spells, 40% that each will have a
magic item usable by clerics.

Driver Ants — (10-100) HP: 10 x 28, 10 x 25,10 x 24,10 x 22,10 x 21,10 x 19,10 x 18, 10 x 16, 10
x 13,10 x 12; §AT: 1; AL: 7; AC: 3; ST/F 2; SA: None.

Black Dragons — (1-3) HP: 35,32,32; #AT: 3; AL: 4; AC: 3; ST/F7; SA: Breath weapons, spells, bite.

Carrion Crawlers — (3-12) HP: 4 x 25,4 x 22,4 x 19; #AT: 8; AL: 7; AC: 7/3; ST/F 2; SA: Hit causes
paralysis instead of damage.

Wizards, Level 9 — (2-5) HP: 30,28,25,22,20; #AT: 1, AL: 9; AC: 9; ST/M 9; SA: Spells, 45% that each will
have a magic item usable by magic-users.

Gorgons — (1-3) HP: 52,34,26; #AT: 2; AL: 3; AC: 2; ST/F 8; SA: Breath weapon causes petrification.

Giant Lizards, Draco — (1-6) HP: 39,35,34,30,27,24; #AT: 1; AL: 6; AC: 5; ST/F 3; SA: Bite, flying.

Stone Giants — (2-8) HP: 54,48,47,42,42,40,38,31; #AT: 1; AL: 3; AC: 4; ST/F 9; SA: Able to hurl rocks as a
heavy catapult.

Lords — (2-5) HP: 57,45,42,41,34; #AT: 1; AL: 8; AC: 2; ST/F 9; SA: 45% that each will have a magic item
usable by fighters.

Wereboars — (1-6) HP: 36,34,31,29,25,21; #AT: 1; AL: 6; AC: 4; ST/F 4; SA: Only affected by silver or
magical weapons.

Green Dragons — (1-2) HP: 64,54; #AT: 3; AL: 3; AC: 2; ST/F 8; SA: Breath weapons, spells, bites.

Purple Worms — (1-2) HP: 71,58; #AT: 2; AL: 1; AC: 6; ST/F 8; SA: Swallow opponents, poison sting.

Will O'Wisp — (1) HP: 42; #AT: 1; AL: 3; AC: -8; ST/F 9; SA: Lure victims into quicksand. Will fight only if
cornered, highly clever, able to alter shape and brightness.

Vampires — (1-3) HP: 48,46,32; #AT: 1; AL: 3; AC: 2; ST/F 8; SA: Hit drains 2 levels, magical powers.
Mummies — (3-12) HP: 3 x 23,3 x 24,3 x 30, 3 x 25; #AT: 1; AL: 5; AC: 3; ST/F 5; SA: Hit causes
disease. Anyone viewing must save vs. magic or be paralyzed with fear (duration special). Only affected by
magical weapons, 2 damage from blows.

Cloud Giants — (1-2) HP: 60,54; #AT: 1; AL: 1; AC: 4; ST/F 12; SA: Keen sense of smell.

Evil Patriarchs — (2-5) HP: 38,32,32,30,28; #AT: 1; AL: 9; AC: 2; ST/C 9; SA: Spells, 45% that each will
have a magic item usable by clerics.

Giant Slug — (1) HP: 61; #AT: 1, AL: 1; AC: 8; ST/F 6; SA: Not affected by blunt weapons, spits acid.

Type VDemon — (1) HP: 45; #AT: 7; AL: 4; AC: 7; ST/F7; SA: Magical powers.

Trolls — (4-16) HP: 4 x 32,4 x 30,4 x 40,4 x 38; #AT: 3; AL: 4; AC: 4; ST/F 7; SA: Will regenerate 3 HP
per round, starting on the 3rd round after being hit.

Green Slime — (2-5) HP: 12,10,10,8,4; #AT: 1, AL: 9; AC: -; ST/F 1; SA: Impervious to lightning and
weapons. Destroys wood, corrodes metal. Turns exposed flesh into green slime.

Cloud Giants — (1-2) HP: 61,58; #AT: 1; AL: 1, AC: 4; ST/F 12; SA: Keen sense of smell.

Hydra of 12 Heads — (1) HP: 96; #AT: 12; AL: 1; AC: 5; ST/F 12; SA: None.

Manticores — (2-5) HP: 38,32,28,28,24; #AT: 3; AL: 4; AC: 4; ST/F 4; SA: Hurls 6 spikes per round.

Type il Demon — (1) HP: 50; #AT: 5; AL: 2; AC: -4; ST/F 10; SA: Magical powers.

Spectres — (2-8) HP: 38,38,33,32,31,29,26,21; #AT: 1; AL: 5; AC: 2; ST/F 6; SA: Only affected by magical
weapons. Hit drains 2 levels.

White Dragons — (1-3) HP: 30,24,7; #AT: 3; AL: 5; AC: 4; ST/F 6; SA: Breath weapons, spellis, bite.

Black Pudding — (1-3) HP: 52,45,34; #AT: 1; AL: 2; AC: 6; ST/F 5; SA: Only affected by fire. Corrodes
metal, destroys wood.

Werebears — (2-8) HP: 36,30,24,28,27,26,25,24; #AT: 3; AL: 5; AC: 2; ST/F 6; SA: Claw on 18 or better
means hug for 2-16 damage. Only affected by silver and magical weapons.

Master Thieves — (1-4) HP: 36,30,26,20; #AT: 1; AL: 8; AC: 7; ST/T 10; SA: Backstab. 50% that each will
have a magic item usable by thieves.

Type ll Demon — (1) HP: 37; #AT: 3; AL: 3; AC: -2; ST/F9; SA: Magical powers.

Giant Scorpions — (3-12) HP: 3 x 22,3 x 28, 3 x 35,3 x 31; #AT: 3; AL: 7; AC: 2; ST/F 4, SA: Sting
causes 1-4 damage plus poison.
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Rust Monster — (1) HP: 23; #AT: 1; AL: 6; AC: 2; ST/F 3; SA: Rusts ferrous metal by touch instead of
damage.

Elves — (2212 + 1) HP: 2 x 4,2 x 6,2 x 4,2 x 8,2 X 6,2 x 8, 30; #AT: 1; AL: 10/8; AC: 2; ST/E 1; SA:
Y2 will be armed with bow, sword, 2 sword only, 2 will be 2nd level with double hit points. 30% that each
will have a magic weapon and/or armor. Leader has magic bow, 10 magic arrows, and a + 2 shield. All
elves get + 1to hit.

Stone Giants — (2-8) HP: 58,42 42 38,36,36,34,33; #AT: 1; AL: 3; AC: 4; ST/F 9; SA: Ability to hurl rocks as
heavy catapults. )

Gorgons — (1-3) HP: 45,45,38; #AT: 2; AL: 3; AC: 2; ST/F 8; SA: Breath weapon causes petrification.
Gargoyles — (5-20) HP: 4 x 18,4 x 20,4 x 28,4 x 26,4 x 30; #AT: 4; AL: 7; AC: 5; ST/F 3; SA: Only af-
fected by magical weapons.

Green Slime — (2-5) HP: 11,10,14,9,6; #AT: 1; AL: 9; AC: -; ST/F 1; SA: Impervious to lightning and
weapons. Destroys wood, corrodes metal. Turns exposed flesh into green slime.

Fire Giants — (2-5) HP: 68,56,52,50,46; #AT: 1: AL: 1; AC: 4; ST/F 11; SA: Impervious to fire.

Minotaurs — (3-12) HP: 3 x 26,3 x 32,3 x 28,3 x 35; #AT: 2; AL: 5; AC: 6; ST/F 6; SA: None.

Blue Dragons — (1-2) HP: 70,63; #AT: 3; AL: 3; AC: 1; ST/F 9; SA: Breath weapons, spells, bite.

Lammasu — (2-8) HP: 44,35,33,33,32,32,28,26; #AT: 2; AL: 4; AC: 6; ST/F 6; SA: Spells, magical powers.
Giant Slug — (1) HP: 71; #AT: 1; AL: 1; AC: 8; ST/F 6; SA: Not affected by blunt weapons, spits acid.

Living Statues, Rock — (2-8) HP: 40,35,34,29,26,21; #AT: 2; AL: 6; AC: 4; ST/F 5; SA: Magma for 2-12
damage.

Giant Snakes, Python — (1-6) HP: 38,35,30,29,24,20; #AT: 2; AL: 6; AC: 6; ST/F 3; SA: Constriction.

Umber Hulks — (1-3) HP: 50,40,34; #AT: 3; AL: 3; AC: 2; ST/F 8; SA: May burrow through rock, gaze
causes confusion.

Patriarchs — (2-5) HP: 35,31,27,24,20; #AT: 1, AL: 8, AC: 2; ST/C 9; SA: Spelis, 45% each will have magic
item usable by cleric.

Hell Hounds — (2-5) HP: 29,27,23,23,23; #AT: 1; AL: 6; AC: 4; ST/F 4; SA: Breath weapon (7 dice).
Medusae — (1-4) HP: 30,27,25,25; #AT: 1; AL: 7; AC: 8; ST/F 4; SA: Caze petrifies, poison.

11th Level Lords — (1-2) HP: 52,50; #AT: 1; AL: 7; AC: 2; ST/F 11; SA: 55% that each will have a magical
weapon and/or armor.

Ogre Magi — (2-8) HP: 38,33,32,31,30,30,30,30; #AT: 1; AL: 5; AC: 4; ST/F 5; SA: Magical powers.
Shriekers — (5-20) HP: 5 x 16,5 x 20,5 x 18,5 x 24; #AT:0; AL: -; AC: 7; ST/F 1; SA: Shriek.

13th Level Wizard — (1) HP: 39; #AT: 1; AL: 7; AC: 9; ST/M 13; SA: Spells, 65% will have 3 magic items.
Umber Hulks — (1-3) HP: 50,42,38; #AT: 3; AL: 3; AC: 2; ST/F 8; SA: May burrow through rock, gaze

causes confusion.

Phase Spiders — (2-5) HP: 37,36,36,32,32; #AT: 1, AL: 6; AC: 6; ST/F 5; SA: Able to shift out of phase.
Poison bite.

Type IV Demon — (1) HP: 45; #AT: 3; AL: 3; AC: 4; ST/F 8; SA: Magical powers.

Black Dragons — (1-3) HP: 42,42,14; #AT: 3; AL: 4; AC: 3; ST/F 7; SA: Breath weapons, spells, bite.

Purple Worms — (1-2) HP: 68,49; #AT: 2; AL: 1; AC: 6; ST/F 8; SA: Swallow opponents, poison sting.

Black Puddings — (1-3) HP: 49,44,33; #AT: 1; AL: 2; AC: 6; ST/F 5; SA: Only affected by fire. Corrodes
metal, destroys wood, does 3-18 damage to exposed flesh.

Living Statues, Rock — (2-8) HP: 40,35,34,29,26,21; #AT: 2; AL: 6; AC: 4; ST/F 5; SA: Magma for 2-12
damage.

Hydra of 9 Heads — (1-2) HP: 72; #AT: 9; AL: 3; AC: 5; ST/F9; SA: None.

Vampires — (1-3) HP: 52,42 30; #AT: 1; AL: 3; AC: 2; ST/F 8, SA: Hit drains 2 levels, magical powers.

Red Dragons — (1-2) HP: 40,40; #AT: 3; AL: 2; AC: 0; ST/F 10; SA: Breath weapon, spells, bite.

Basilisks — (1-3) HP: 42,30,29; #AT: 1, AL: 4; AC: 4; ST/F 4; SA: Petrification.

Tiger Beetles — (3-12) HP: 3 x 20,3 x 17,3 x 15,3 x 12; #AT: 1; AL: 9; AC: 3; ST/F 2; SA: None.
Manticores — (2-5) HP: 40,36,34,30,30; #AT: 3; AL: 4; AC: 4; ST/F 4; SA: Hurls 6 spikes per round.

Frost Giants — (2-5) HP: 57,52,51,51,40; #AT: 1; AL: 2; AC: 4; ST/F 10; SA: Impervious to cold.

Wizards — (2-5) HP: 28,26,22,22,21; #AT: 1; AL: 9; AC: 9; ST/M 9; SA: Spells, 45% that each will have a
magic item usable by magic-users.

Hell Hounds — (2-5) HP: 38,22,30,28,28; #AT: 1; AL: 6; AC: 4; ST/F 4, SA: Breath weapon for 7 dice of
damage.

Trolls — (4-16) HP: 4 x 20,4 x 25,4 x 42,4 x 35; #AT: 3; AL: 4; AC: 6; ST/F 7; SA: Will regenerate 3 HP
per round, starting on the 3rd round after being hit.

Rhagodessae — (2-8) HP: 40,37,36,31,28,26,25,25; #AT: 2; AL: 6; AC: 5; ST/F 2; SA: None.

Giant Scorpions — (3-12) HP: 3 x 32,3 x 30, 3 x 24, 3 x 20; #AT: 3; AL: 7; AC: 2; ST/F 4, SA: Sting
causes 1-4 damage plus poison.

Lammasu — (2-8) HP: 42,38,32,32,30,28,27,26; #AT: 2; AL: 4; AC: 6; ST/F 6; SA: Spells, magical powers.
Succubus — (1) HP: 40; #AT: 2; AL: 5; AC: 9; ST/F 6; SA: Magical powers, shape change.

26



NINTH LEVEL NINTH LEVEL

84.
85.
86.
87.
88.
89.
90.
91,
92.
93.

94.
95.
96.
97.
98.
99.

100.

Giant Lizards, Tuatara — (1-6) HP: 47,43,38,31,27,25; #AT: 3; AL: 5; AC: 4; ST/F 4; SA: None.

Green Dragons — (1-2) HP: 48,40; #AT: 3; AL: 3; AC: 2; ST/F 8; SA: Breath weapon, spells, bite.

Vampires — (1-3) HP: 48,44,36; #AT: 1; AL: 3; AC: 2; ST/F 8; SA: Hit drains 2 levels, magical powers.

Type | Demons — (1-3) HP: 51,45, 40; #AT: 5; AL: 3; AC: 0; ST/F 8; SA: Magical powers.

Fire Giants — (2-5) HP: 65,65,64,59,54; #AT: 1, AL: 1; AC: 4; ST/F 11; SA: Impervious to fire.

Cloud Giants — (1-2) HP: 68,52; #AT: 1; AL: 1; AC: 4; ST/F 12; SA: Keen sense of smell.

Gold Dragons — (1-2) HP: 55,44; #AT: 3; AL: 2; AC: -1; ST/F 11; SA: Breath weapon, spells, bite.

Purple Worms — (1-2) HP: 80,57; #AT: 2; AL: 1; AC: 6; ST/F 8; SA: Swallow opponents, poison sting.

Shedu — (2-5) HP: 68,47,46,40,38; #AT: 2; AL: 2; AC: 4; ST/F9; SA: Magical powers.

Werebears — (2-12) HP: 2 x 30,2 x 36,2 x 38,2 x 32,2 x 28,2 x 34; #AT: 3; AL: 5; AC: 2; ST/F 6; SA:
Claw on 18 or better means hug for 2-16 damage. Only affected by silver or magical weapons.

Red Dragons — (1-2) HP: 63,63; #AT: 3; AL: 2; AC: 0; ST/F 10; SA: Breath weapon, spells, bite.

Giant Slug — (1) HP: 58; #AT: 1; AL: 1; AC: 8; ST/F 6; SA: Not affected by blunt weapons, spits acid.
Gorgons — (1-3) HP: 43, 40,37; #AT: 2; AL: 3; AC: 2; ST/F 8; SA: Breath weapon (petrification).

Caeciliae — (1-6) HP: 47,44,40,39,33,26; #AT: 1; AL: 5; AC: 6; ST/F 2; SA: Swallow opponents.

Manticores — (2-5) HP: 41,38,34,38,31; #AT: 3; AL: 4, AC: 4, ST/F 4; SA: Hurls spikes 6 per round.

Rust Monsters — (1-2) HP: 34,30; #AT: 1; AL: 6; AC: 2; ST/F 3; SA: Rusts ferrous metals by touch instead of
damage.

Basilisks — (1-3) HP: 43,38,37; #AT: 1; AL: 4; AC: 4; ST/F 4; SA: Petrification.




LEVEL ONE LEVEL TWO
TREASURES
LEVEL ONE
33. 350 EP 67. 300 GP
1. 250 GP 34. 100 CP 68. 400 CP
2. 100 SP 35. 200 CP 69. 80 PP
3. 1,000 CP 36. 600 SP 70. 350 EP
4. 600 SP 37. 1 Jewelry - 1,400 GP 71. 900 CP
5. 1 Potion of Delusion 38. 70 PP 72. 400 CP
6. 500 CP 39. 300 EP 73. 700 EP
7. 3-100 GP Gems 40. 100 CP 74. 700 SP
8. 1,000 SP 41. Leather Armor +1 75. 350 EP
9. 700 SP 42. 100 SP . 76. Scroll of 1 Spell, Fireball
10. 300 GP 43. 900 SP 77. 200 SP
11. 200 SP 44. 100 SP 78. 1100 SP
12. 600 SP 45. 800 CP 79. 90 PP
13. 550 EP 46. 600 CP 80. 1,200 CP
14. 200 CP 47. 300 GP 81. 500 SP
15. 1 Jewelry - 700 GP 48. 750 EP 82. 60 PP
16. 500 CP 49. 1 Levitation Potion 83. 3-100 GP Gems
17. 110 PP 50. 400 SP 84. 100 SP
18. 50 PP 51. 1,000 CP 85. 500 EP
19. 100 CP 52. 400 SP 86. 1,200 CP
20. 1 Jewelry - 1,300 GP 53. 2-50 GP Gems 87. 900 SP
21. 100 SP 54. 30 PP 88. 100 CP
22. 800 CP 55. 600 SP 89. 800 SP
23. 300 GP 56. 100 SP 90. Dagger +1
24. 700 CP 57. 300 GP 91. 900 CP
25. 800 EP 58. 150 GP 92. 700 CP
26. Scroll of 1 Spell, Protection 59. 3 magic Arrows +1 93. 200 GP
from Evil 60. 200 CP 94. 500 CP
27. 900 CP 61. 1- 100 GP Gem 95. 700 SP
28. 300 SP 62. 1,700 CP 96. 900 SP
29. 1,100 SP 63. 700 SP 97. 700 SP
30. 400 EP 64. 150 EP 98. 1 Potion of Invisibility
31. 250 GP 65. 800 CP 99. 1,100 CP
32. 900 CP 66. 450 GP 100. 300 CP
LEVEL TWO 27. Scroll of Protection from 53. 1,050 EP
Lycanthropes 54. 1 Jewelry - 1,500 GP
1. 1,100 CP 28. 300 SP 55. 7 - 100 GP Gems
2. 2,200 SP 29. 1,100 SP 56. 450 GP
3. 1,900 CP 30. 1,200 CP 57. 1,800 SP
4. Sword -1, Cursed 31. 250 PP 58. 950 EP
5. 1 Jewelry - 1,300 GP 32. 1,800 CP 59. 150 PP
6. 500 CP 33. 1,500 SP 60. 2,000 SP
7. 3-100 GP Gems 34. 2,100 CP 61. 1,200 CP
8. 1,000 SP 35. Ring of Fire Resistance 62. 1,150 EP
9. 700 SP 36. 5- 100 GP Gems 63. 650 GP
10. 300 GP 37. 1,100 SP 64. 700 CGP
11. 200 SP 38. 450 GP 65. 450 GP
12. 600 SP 39. 1,800 SP 66. 150 PP
13. 550 EP 40. Scroll of 3 Spells, Infra- 67. 950 EP
14. 200 CP vision, Fly, Polymorph Self 68. 1,050 EP
“15. 1 Jewelry - 700 GP 41. Spear +3 69. 1,600 CP
16. 500 CP 42. 1,050 EP 70. 250 PP
17. 110 PP 43. 1 Jewelry - 1,300 GP 71. 450 GP
18. 50 PP 44 Potion of Animal Control 72. 1,200 EP
19. 100 CP 45. 1,500 CP 73. 800 EP
20. 1 Jewelry - 1,300 GP 46. 850 EP 74. 1,900 SP
21. 100 SP 47. 1,900 SP 75. 200 PP
22. 800 CP 48. 1,050 EP 76. 2,100 CP
23. 300 GP 49. 200 PP 77. 650 GP
24. 700 CP 50. 2 Jewelry - 800 GP, 1,100 GP 78. 1,300 SP
25. 800 EP 51. Potion of Flying 79. 2,200 CP
26. 900 CP 52. 1,400 SP 80. 200 PP
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LEVEL THREE

LEVEL FOUR

81. Sword, +1/+ 3 vs. Trolls, 88. 1,100 SP 95. Scroll of Protection from
Neutral 89. 200 SP Undead '
82. 1,100 CP 90. 8 - 50 GP Cems 96. 300 GP
83. 450 GP 91. 1,700 SP 97. 2,100 CP
84. 1,500 CP 92. 600 GP 98. 250 PP
85. 150 PP 93. 3 Jewelry - 600 GP, 1,300 99. 5- 100 GP Cems
86. 1,200 SP GP, 1,400 GP 100. 1,500 SP
87. 500 GP 94. 150 PP
LEVEL THREE 34. 1 Elven Cloak 68. 2,900 CP
35. 1,050 EP 69. 650 GP
1. 850 EP 36. 2,300 SP 70. 1,100 EP
2. 300 PP 37. 2,200 CP 71. 3,000 CP
3. 1,050 EP 38. 3,100 CP 72. 1,250 EP
4. 900 GP 39. 250 PP 73. 1 Potion of Healing
5. 1,150 EP 40. 2,100 CP 74. 2,500 CP
6. 400 PP 41. 1,050 EP 75. 650 GP
7. 2,600 SP 42. 1,050 EP 76. 1,050 EP
8. 900 GP 43. Shield +1 77. 1,150 EP
9. 3,200 CP 44. 3,000 SP 78. 1,250 EP
10. 3,100 CP 45. 1,200 EP 79. 300 PP
11. Sword + 1, N.S.A. 46. 700 GP 80. 3,000 CP
12. 2,600 CP 47. Scroll of 1 Spell, Invisibility 81. 1,150 EP
13. 2,600 CP 48. Sword, +1/+2 vs. Lycs., 82. 550 GP
14. 2,700 CP Chaotic 83. 2 Jewelry - 2,000 GP, 4,000
15. 1 Gaseous Form Potion 49. 250 PP GP
16. 750 GP 50. 600 GP 84. 600 GP
17. 1,250 EP 51. 550 GP 85. 2,800 SP
18. 1-950 GP Gem 52. 2,100 SP 86. 550 GP
19. 2,800 SP 53. 2,600 CP 87. 3,100 SP
20. 2,400 SP 54. 2,200 CP 88. 2,100 SP
21. 300 PP 55. Dagger +2 89. 2,500 SP
22. 2 Jewelry - 2,000 GP each 56. Rope of Climbing 90. 250 PP
23. 1,200 EP 57. 2,800 SP 91. 750 GP
24. 2,500 SP 58. 1,250 EP 92. Sword + 1, Red Dragon
25. 2,500 SP 59. 2,100 SP Slaying, Lawful
26. 2 Flying Potions 60. 2,900 CP 93. 1 Potion of Extra Healing
27. 1 Fire Resistance Potion 61. 800 GP 94. 800 GP
28. 650 GP 62. Scroll of 3 Spells 95. 2,600 CP
29. 850 EP 63. 1 Potion of Diminution 96. 1 Jewelry - 1,000 GP
30. 600 GP 64. 1,200 EP 97. 2,300 CP
31. 1,300 EP 65. 350 PP 98. 2 Potions of Growth
32. 2,600 SP 66. 2,200 CP 99. 3,100 CP
33. 2,700 CP 67. 1,150 EP 100. 9 - 500 GP Gems
LEVEL FOUR 16. 350 PP 32. 1,100 EP
17. 700 GP 33. Scroll of 1 Spell, Light
1. 1,200 GP 18. 800 GP 34. 10 - 100 GP Gems
2. Shield +1 19. 1,300 EP 35. 3,700 CP
3. 3,500 CP 20. 500 PP 36. 700 GP
4. 3,700 SP 21. 1,100 GP 37. 1 Potion of Invisibility
5. 450 PP 22. 4,100 SP 38. 3,400 SP
6. 3,800 SP 23. 3,700 SP 39. 1,850 EP
7. 14 - 500 GP Gems 24. 3,400 CP 40. 3,200 CP
8. 4,200 SP 25. 800 GP 41. Sword +1, N.S.A.
9. 3,700 SP 26. 3,800 SP 42. 400 PP
10. 600 GP 27. 3,400 SP 43. 350 PP
11. 3,200 CP 28. 2,100 GP 44. 400 PP
12. Ring of Weakness 29. 1,150 EP 45. Ring of Delusion
13. 4,700 CP 30. 1 Potion of White Dragon 46. 3,200 SP
14. 4 Jewelry - 1,000, 2,000, Control 47. Sword -2, Cursed, N.S.A;
3,000 & 4,000 GP 31. Scroll of Protection from Ring of Protection + 1
15. 1,100 GP Undead 48. 800 GP
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LEVEL FOUR LEVEL FIVE
49. Armor + 1; Wand of Enemy 67. 1 )ewelry - 3,000 GP 86. 3,200 SP
Detection 68. Bag of Devouring; Bow +1 87. 3,300 CP
50. 4,100 SP 69. 300 PP 88. Shield + 1, Invisibility
51. 350 PP 70. 3,900 CP Potion
52. Staff of Striking 71. 900 CP, 800 GP 89. 3,700 SP
53. 1,900 EP 72. 1,850 EP 90. 1,800 EP
54. 3,800 SP 73. 3,800 SP 91. 3,900 SP
55. Scroll of 2 Cleric Spells; 74. 4,200 SP 92. 300 PP
Ring of Invisibility 75. 1,650 EP 93. 1,700 EP
56. 3,100 CP 76. 1 Delusion Potion 94. 1 Potion of Diminution
57. 1,000 GP 77. 450 PP 95. 800 GP
58. 2 Potions of Gaseous Form 78. 1 Ring of Delusion 96. 4,200 CP
59. 3,700 CP 79. Scroll of 2 Spells: Fly, Mirror 97. Mace +1
60. 1,600 EP Image 98. 450 PP
61. 1,650 EP 80. 3,300 SP 99. 350 PP
62. 1,650 EP 81. 1,700 GP 100. 3,600 CP
63. 3,600 SP 82. 400 PP
64. 1,700 EP 83. 1,600 EP
65. Growth Potion 84. Potion of ESP
66. 4,200 SP 85. 400 PP
LEVEL FIVE 36. Scroll of Protection from 66. 2,500 EP
Elementals; Chainmail 67. 6,200 CP
1. 6,200 CP Armor + 1 68. 5,600 SP
2. 1,400 GP 37 Sword _.2’ Cursed 69. 2,500 EP
3. 1,600 GP 38. 1 Longevity Potion 70. 2,100 EP
4. 450 PP 39. 1,600 GP 71. 1 Potion of Undead Control
5. 5,700 SP 40. 1 Heroism Potion 72. 2,400 EP
6. 5,500 SP 41. 5300 SP 73. 5,100 SP
7. 500 PP 42. 1300 GP 74. 400 PP
8. 350 PP 43. 5500 SP 75. 5,300 SP
9. Cursed Scroll 44, 2:400 EP 76. 1,500 GP
10. Shield +2 45. 1 Potion Clairvoyance; 77. 450 PP
11. 5,700 SP Scroll of 2 Spells 78. 1,400 GP
12. 1,600 GP 46. 6,100 SP 79. 2 Healing Potions
13. Ring of Protection + 2 47. Scroll of 2 Spells; Sword 80. 5,400 SP
14. 1,600 GP +1, N.S.A. 81. Sword +2, N.S.A.
15. 1,400 GP 48. 5,500 SP 82. 2,700 EP
16. 5,700 SP 49. 500 PP 83. 5,300 SP
17. 1 Jewelry - 3,000 GP 50. 1,400 GP 84. 1,500 GP
18. 1,600 GP 51. Wand of Paralyzation; 85. Ring of Delusion; 1 Potion
19. 1 Potion of Animal Control Potion of Poison of Giant Strength
20. 5,800 SP 52. 6.000 CP 86. Ring of Invisibility
21. Elven Boots; Shield + 1 53. 5300 SP 87. 1,500 GP
22. 13 - 50 GP Gems 54. 2:200 EP 88. Scroll of Protection from
23. 5,900 SP 55. 5100 CP Magic
24. 3 Jewelry - 2,000, 3,000, 56. Growth Potion: 10 Arrows 89. Chainmail Armor +2
4,000 GP U 90. 5,300 SP
25. Sword + 1, N.S.A_; Scroll of 57. Sword +1/+2, N.S.A. 91. 400 PP
3 Spells Lycs., Chaotic, N.SA. 92. 6,200 SP
26. 2,200 EP 58. 2,300 EP 93. 2,600 EP
27. 5,300 SP 59. 1500 GP 94. 5,400 SP
28. 2,500 EP 60. 5,200 EP 95. 2,200 EP
29. 2,300 EP 61. 1,400 GP 96. 6,100 SP
30. 1,600 GP 62. 6,100 SP ©97. 5,900 CP
31. 5,600 5P 63. 5 Jewelry - 2,500 GP each 98. 5,900 CP
33. 1,400 GP 6,000, 6,000 GP 6,100 SP
34. Cursed Spear of Backbiting, 65. Ring of Fire Resistance; 7=
1 Cursed Scroll
35. 5,700 SP

@ ¢
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LEVEL SIX LEVEL SEVEN
LEVEL SIX 36. 7,200 SP, 6,100 CP 70. 3 Jewelry - 2,000, 6,000,
37. 6,700 SP, 6,100 CP 6,000 GP
1. 450 PP 38. 14 - 100 GP Cems 71. 450 PP
2. Scroll of 1 Spell: Charm 39. 3,700 EP 72. 6,800 SP
Person 40. 6,900 SP, 7,000 CP 73. 1,800 GP
3. Spear +1 41. 3,300 EP 74. Scroll of 1 Spell: Ventrilo-
4. Shield +2 42. 500 PP quism; Sword +1, N.S.A.
5. Ring of Water Walking 43. 11 Arrows + 1; 1 Healing 75. 10 - 500 GP Gems
6. 2,000 GP Potion; 1 Delusion Potion 76. 6,200 SP
7. Sword + 1, Cursed, N.S.A. 44. 7,000 SP 77. 3,200 EP
8. 7,000 SP 45. 6,400 SP, 6,300 CP 78. 1,800 GP
9. 6,400 SP 46. 1,700 GP* 79. Scroll of 5 Spells
10. 6,200 SP 47. 16 Arrows + 1 80. 6,700 SP
11. 1 Haste Potion 48. 6,900 SP 81. 2 Potions: Flying, Fire
12. 3,400 EP 49. 3,500 EP Resistance
13. Sword + 1; Chainmail Armor 50. 6,400 SP; 6,200 CP 82. Shield + 1; Scroll of 1 Spell:
& Shield + 1 51. Scroll of 2 Spells: Fireball, Rope Trick; Potion of
14. 2 Potions: Poison, Healing Dispel Magic Gaseous Form
15. 6,600 SP 52. 3,600 EP 83. 6,300 SP, 6,200 CP
16. 3,600 EP 53. Potion of Healing; Dagger 84. 1,700 GP
17. Bag of Holding; Shield +1 +1 85. 2,000 GP
18. 2,000 GP 54. 5 Jewelry - 5,000 GP each 86. 6,300 SP, 6,500 CP
19. Staff of Healing 55. 1,700 GP 87. 1,900 GP
20. 3,600 EP 56. 1,800 GP 88. 1,900 GP
21. 1,700 CP 57. 14 - 50 GP Gems 89. 2,000 GP
22. 1,800 GP 58. 7 Jewelry - 3,000 GP each 90. Scroll of Protection from
23. 1,900 GP 59. 1,800 GP Undead
24. 500 PP 60. Scroll of Protection from 91. 15 - 100 GP Gems
25. 7,000 SP Lycanthropes 92. 13 - 500 GP Gems
26. 6 Jewelry - 3,500 GP Each 61. 19 - 100 GP Gems 93. 6,800 SP, 6,100 CP
27. Leather Armor +2 62. 17 - 50 GP Gems 94. 6,900 SP, 6,600 CP
28. 19.- 100 GP Gems 63. 7,000 SP 95. 5,900 SP, 6,500 CP
29. 6,900 SP 64. Potion of Invisibility 96. Sword -2, Cursed, N.S.A.
30. 3,500 EP 65. Plate Mail Armor & Shield 97. 2,000 CP
31. 16 - 100 GP Gems +1 98. Chainmail Armor + 2;
32. 19 - 100 GP Gems 66. 7,000 SP, 6,100 CP Cursed Scroll; Levitation
33. 400 PP 67. 1,700 GP Potion
34. 550 PP 68. 1,700 GP 99. 3,500 EP
35. 1,700 GP 69. 6,100 SP, 6,400 CP 100. 6,100 SP, 6,800 CP
LEVEL SEVEN 20. 4,300 EP 41. Scroll of Protection from
21. 4,300 EP, 6,800 SP, 7,400 CP Undead
22. 2,100 GP 42. 2,100 GP
1. 4,600 EP 23. 7 Jewelry - 4,500 GP Each 43. 4,500 EP
2. 600 PP 24. Shield + 3; Ring of 44. 6,400 SP
3. 4,100 EP, 6,200 SP, 7,400 CP Invisibility 45. 15 - 100 GP Gems
4. 4,100 EP 25. Crossbow of Speed; Shield 46. 550 PP
5. 4,500 EP +1; 2 Diminution Potions 47. 600 PP
6. Scroll of Protection from 26. 4,700 EP 48. Scroll of 2 Spells
Lycanthropes; Scroll of 3 27. Mace +2 49. 5 Jewelry - 4,000 GP Each
Spells; 1 Potion of Delusion 28. Scroll of 3 Cleric Spells 50. 450 PP
7. 4,700 EP, 6,800 SP, 8,000 CP 29. 2,200 GP 51. 4,400 EP
8. 6,800 SP 30. 2,400 GP 52. 4,100 EP, 6,300 SP, 7,500 CP
9. 6,100 SP 31. 2,100 GP 53. 6,100 SP
10. Flaming Sword, N.S.A. 32. 2 Potions of Giant Strength 54. 4,800 EP
11. 4,200 EP, 6,400 SP, 8,000 CP 33. Spear +2 55. 6,900 SP
12. 4,800 EP, 6,200 SP, 7,400 CP 34. 4,300 EP, 6,700 SP, 7,300 CP 56. 600 PP
13. 4,500 EP 35. 4,500 EP, 7,000 SP, 7,200 CP 57. Sword +1, N.S.A.
14. 4,600 EP, 6,200 SP, 7,100 CP 36. 500 PP 58. 1 Poison Potion; 1 Growth
15. 7,000 SP 37. 2,500 GP Potion
16. 2,300 GP 38. 3 Potions: Plant Control, 59. 4,500 EP, 6,900 SP, 7,800 CP
17. 450 PP Undead Control, Flying 60. Metal Detection Wand
18. 600 PP 39. Snake Staff 61. 2,600 GP
19. 17 - 100 GP Gems 40. 4,400 EP, 6,700 SP, 8,000 CP 62. 6,300 SP
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LEVEL SEVEN

LEVEL EIGHT

63. 2,400 GP 74. 4,600 EP 87. Armor of Vulnerability;
64. 2 Potions of Heroism 75. 2,500 GP Scroll of 3 Spells; Potion of
65. 5 Jewelry - 4,000 GP each 76. 6,100 SP Extra-healing
66. 2 Jewelry - 4,000 GP, 6,000 77. Bag of Holding; Scroll of 88. Two-handed Sword + 1,
GP Protection from Elementals; N.S.A.
67. 550 PP 2 Growth Potions 89. 2,500 GP
68. Scroll of Protection from 78. 7,000 SP 90. 450 PP
Lycanthropes; Scroll of 1 79. 600 CGP 91. 18 - 100 GP Gems
Cleric Spell: Speak with 80. 6,900 SP 92. 19 - 500 GP Gems
Dead; Potion of Black 81. 2,300 GP 93. 4,800 EP
Dragon Control 82. 2,300 GP 94. 18 - 500 GP Gems
69. Scroll of Protection from 83. 600 PP . 95. 2,400 GP
Elementals 84. 4,800 EP, 7,000 SP, 7,500 CP 96. 6,200 SP
70. 15 - 500 GP Gems 85. Shield +1; 2 Scrolls of 2 97. 6,100 SP
71. 2,300 GP Spells each; Polymorph Self 98. 4,600 SP
72. 6 Jewelry - 4,500 GP each Potion 99. 500 PP
73. 2,400 GP 86. 6,900 SP 100. 2,200 GP
LEVEL EIGHT 32. 10 Arrows + 1; Scroll of 1 63. 8,000 SP
Cleric Spell, Raise Dead 64. 7,900 SP
1. 3,400 GP 33. Rod of Cancellation; Sword 65. 7,500 SP
2. 7,500 SP ~2, Cursed, N.S.A.; 2 Oil of 66. 650 PP
3. 18 - 500 GP Gems Etherealness 67. 3,100 GP, 5,900 EP, 8,000
4. 3,700 GP 34. Wand of Fear; Scroll of 2 SP, 8,800 CP
5. 25 - 100 GP Gems Spells; Longevity Potion 68. Crystal Ball
6. 550 PP 35. 3,500 GP 69. 6,200 EP
7. Sword + 2, Green Dragon 36. 5,800 EP 70. 6,900 EP
Slaying, N.S.A.; Levitation 37. 3,200 GP 71. Sword + 1, N.S.A_; Scroll of
Potion; Scroll of Protection 38. 3,300 GP, 5,300 EP, 7,200 3 Spells; 2 Potions of Plant
from Magic SP, 8,800 CP Control
8. 19 - 100 GP Gems 39. 3,100 GP 72. 14 - 500 GP Gems
9. 6,200 EP 40. 7,500 SP 73. 3,400 GP, 5,700 EP, 7,200
10. 650 PP 41. 6,100 EP SP, 9,000 CP
11. 6,000 EP 42. 3,300 GP, 5,800 EP, 7,700 74. 20 - 100 GP Gems
12. Wand of Cold with 20 SP, 8,600 CP 75. 3,800 GP
Charges; Scroll of 1 Spell, 43. 19 - 100 GP Gems 76. 8 Jewelry - 5,500 GP Each
Teleport; 2 Potions: Extra 44. 5,600 EP 77. 5100 EP
Healing, ESP 45. 3,500 GP 78. 13 - 1,000 GP Gems
13. 7,600 SP 46. 23 - 100 GP Gems 79. 3,400 GP
14. 3,500 GP, 5,600 EP, 7,300 47. 3 Jewelry - 2,000 GP Each 80. Scroll of 1 Spell, Delayed
SP, 8,700 CP 48. Locating Objects Sword + 1, Blast Fireball -
15. 21- 500 GP Cems N.S.A.; Scroll of 7 Spells; 81. 3 Jewelry - 5,000 GP Each
16. 3,700 GP, 5,600 EP, 7,800 Scroll of 3 Cleric Spells; 82. Scroll of Protection from
SP, 8,800 CP Cursed Scroll Magic; Scroll of 2 Cleric
17. 3,400 GP, 5,200 EP, 8,000 49. 21 - 100 GP Cems Spells; 2 Potions of Extra
SP, 8,300 CP 50. 5,300 EP Healing
18. 3,600 GP, 5,900 EP, 7,300 51. 600 PP 83. 5,900 EP
SP, 9,000 CP 52. Sword -2, Cursed, N.S.A_; 84. 3,400 GP, 5,200 EP, 8,000
19. 3,700 GP, 6,200 EP, 7,600 Ring of Contrariness; Scroll SP, 8,500 CP
SP, 8,400 CP of 1 Spell: Invisibility; 85. 3,800 GP, 5,400 EP, 7,400
20. 3,500 GP Poison Potion SP, 8,200 CP
21. 600 PP 53. 26 - 100 GP Gems 86. 6,700 EP
22. 22 -100 GP Gems 54. Scroll of 1 Spell; Scroll of 7 87. 6,000 EP
23. 7,400 SP Spells; 2 Potions: Levitation, 88. 3 Jewelry - 4,500 GP Each
24. 7,100 SP Invulnerability 89. 3,500 GP, 6,200 EP, 7,700
25. 7,800 SP 55. 5,100 EP SP, 8,700 CP
26. 3,700 GP, 5,200 EP, 7,800 56. 7,600 SP 90. 700 PP
SP, 9,000 CP 57. Sword + 2, Neutral, N.S.A. 91. 5,500 EP
27. 7,300 SP 58. 3,400 GP, 5,400 EP, 7,700 92. 7,800 SP
28. 3,300 GP SP, 8,200 CP 93. 5,100 EP
29. 3,700 GP 59. 600 PP 94. 7,500 SP
30. 3,600 GP 60. 3,500 GP 95. 3,700 GP
31. Amulet vs. Crystal Balls and 61. 2 Jewelry - 1,000, 2,000 GP 96. 3,100 GP
ESP 62. 600 PP 97. 5 Jewelry - 5,000 GP each

32



LEVEL NINE

98. 7,200 SP
99. 6 Jewelry - 6,000 GP Each
100. ESP Medallion, 3 Range;

Wand of Fireballs, 20
Charges; Scroll of Protection

LEVEL NINE

from Undead; Potion of
White Dragon Control

LEVEL NINE
1. Helm of change Alignment
2. 6,500 EP
3. Ring of Spell Storing
4. 4,300 GP
5. 8,500 SP
6. 8 Jewelry - 5,000 GP Each
7. Shield +2; Scroll of 1 Spell;
2 Oil of Slipperiness; Crystal
Ball
8. 8,400 SP
9. 750 PP
10. 4,600 GP
11. 16 - 1,000 GP Gems
12. 700 PP
13. 2 Qil of Etherealness
14. 4,100 GP
15. 700 PP, 4,300 GP, 6,700 EP,
8,800 SP, 9,300 CP
16. 6,800 EP
17. 25 - 500 GP Gems
18. 4,300 GP
19. Wand of Magic Detection;
War Hammer + 2; Scroll of
1 Cleric Spell; Elven Boots
20. 700 PP, 4,500 GP, 6,600 EP,
8,400 SP, 9,200 CP
21. 2 Scrolls of 1 Spell Each:
Curse, Power Word Stun;
Potion of ESP
22. 4,400 GP
23. 4,700 GP
24. 700 PP
25. 20 - 100 GP Gems
26. 800 PP, 4,300 CP, 6,300 EP,
8,900 SP, 9,800 CP
27. 7,100 EP
28. 4,600 GP

29,
30.
31.
32.
33.
34.
35;
36.

37.
38.

39.
40.

41.
42.
43.

44,
45.
46.
47.
48.

49.
50.
51.
52.
53.
54.
55.
56.

57.
58.
59.

1 65.
66.

Scroll of 3 Spells

6,800 EP

6,200 EP

4,800 CP

4,500 GP

6,600 EP

22 - 1,000 GP Gems

750 PP, 4,400 GP, 7,200 EP,
8,100 SP, 9,200 CP

10 Jewelry - 4,500 GP Each
650 PP, 4,800 GP, 6,300 EP,
8,500 SP, 9,300 CP

21- 500 GP Gems

Sword + 2, Chaotic, N.S.A;
2 Scrolls of Protection: from
Elementals, Magic; 2
Potions of Flying

4,200 GP

6,300 EP

Sword + 1, N.S.A.; 2 Scrolls
of 1 Spell each; Silver Horn
of Valhalla; Cloak of
Protection + 1

Scroll of 2 Cleric Spells

2 Potions of Extra-healing
8,300 SP

Scroll of 3 Spells

Ring of Protection + 1;
Scroll of 2 Cleric Spells;
Cursed Scroll; 2 Potions of
Gaseous Form; Bean Bag
8,500 SP

800 PP

6,100 EP

800 PP

8,900 SP

Ring of X-Ray Vision

8,700 SP

Plate Armor + 1; Dagger
+1; Scroll of Protection
from Magic; Evyes of
Charming

650 PP

7,000 EP

Sword + 1/+ 2 vs.
Lycanthropes, N.S.A.; Scroll
of Protection from
Lycanthropes; 2 Potions of
Flying; 2 Javelins of
Lightning

25 - 500 GP Gems

. 800 PP, 4,600 GP, 6,900 EP,

9,000 SP, 9,200 CP

. 8,500 SP
. Dagger + 2; Scroll of Pro-

tection from Elementals;
Scroll of 7 Spells; 2 Potions
of Invisibility

750 PP

6,300 EP

7,000 EP
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70.

71.
72.
73.

74.
75.
76.
77.
78.

79.
80.
81.
82.
83.
84.
85.
86.
87.
88.
. 650 PP
90.
91.

92.
93.

94.
g5,
96.

97.
98.
99.
100.

. 6,900 EP
. 650 PP, 4,200 GP, 7,100 EP,

8,800 SP, 9,900 CP

. 650 PP, 4,600 GP, 6,300 EP,

9,000 SP, 9,800 CP

800 PP, 4,400 GP, 7,000 EP,
8,600 SP, 9,600 CP

20 - 1,000 GP Gems
4,700 GP

750 PP, 4,600 GP, 6,700 EP,
8,800 SP, 9,700 CP

Mace +2

8,100 SP

6,400 EP

4,500 GP

Sword 4+ 1, N.S.A.; Plate
Mail Armor & Shield + 1;
Scroll of Protection from
Undead

4,200 GP

8,800 SP

7,200 EP

7,100 EP

21 - 500 GP Gems

8,200 SP

10 - Arrows + 2

700 PP

23 - 1,000 GP Gems
4,700 GP

4,400 GP

Axe + 1; Shield of Missile
Attraction -1; Scroll of 3
Cleric Spells; Pipes of the
Sewers

900 PP

650 PP, 4,700 GP, 6,700 EP,
8,700 SP, 9,700 CP

9 Jewelry - 7,000 GP Each
4,100 GP

Chainmail Armor + 2; Ring
of Protection + 2; Scroll of
2 Cleric Spells; 2 Potions of
Clairaudience; Boots of
Levitation

9,000 SP

4,300 GP

750 PP

8,900 SP



This item is only one of the many popular playing aids for DUN-
GEONS & DRACONS® Fantasy Adventure Game produced by TSR
Hobbies, Inc. Other playing aids for D&D currently available in-
clude:

Dungeon Module B1 (In Search of the Unknown)
Dungeon Module B2 (The Keep on the Borderlands)
L4

Dungeon Geomorphs, Set One to Three
Outdoor Geomorphs, Set One

Monster & Treasure Assortments, Set One to Three (Levels One
through Nine)

TSR also publishes the ADVANCFD DUNGEONS & DRAGONST™M
family of games and playing aids:

Players Handbook (everything the AD&D player needs to know)
Dungeon Masters Guide (the essential reference work for DMs)

Monster Manual (over 350 monsters, profusely illustrated and
fully explained)

Deities & Demigods™ Cyclopedia (over a dozen mythologies
listed in AD&D terms for fleshing out a campaign)

AD&D Dungeon Masters Screen (combat tables, saving throws,
and many other reference tables)

Rogues Gallery (hundreds of pre-rolled characters for players
and DMs)

The World of Greyhawk ™ Fantasy World Setting (approved for
use with AD&D)

AD&D Permanent Character Folder and Adventure Record
Sheets

AD&D Player Character Record Sheets

AD&D Non-player Character Record Sheets

Dungeon Module G1 (Steading of the Hill Giant Chief)
Dungeon Module G2 (Glacial Rift of the Frost Giant Jarl)
Dungeon Module G3 (Hall of the Fire Giant King)

Dungeon Module D1 (Descent into the Depths of the Earth)
Dungeon Module D2 (Shrine of the Kuo-Toa)

Dungeon Module D3 (Vault of the Drow)

Dungeon Module Q1 (Queen of the Demonweb Pits)
Dungeon Module C1 (Hidden Shrine of Tamoachan)
Dungeon Module T1 (Village of Hommlet)

Dungeon Module S1 (TomS of Horrors)

Dungeon Module S2 (White Plume Mountain)
Dungeon Module S3 (Expedition to the Barrier Peaks)

Other releases of additional items relating to D&D are planned for the future. TSR Hobbies publishes a complete line of fantasy, science fic-
tion, and historical games and rules which are available from better hobby, game, and department stores worldwide. If you desire a complete

catalog, write to: TSR Hobbies, POB 756, Lake Geneva, W1 53147
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