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FANTASY ROLE PLAYING 
Advanced Dungeons & Dragons 
Dungeon Masters Guide 
Fiend Folio 
Legends and Lore 
Monster Manual 
Monster Manuel II 
Players Handbook 
Adventures for AD&D 

Character Classes 
The Complete Alchemist 
The Necromancer 
The Swashbuckler 

Additional 
Arms Law/Claw Law 
Character Law 
Campaign Law 
Spell Law 
Cards of Power 
Contemporary Weapons 
Dungeon Squares (large, laminated) 
Exotic Weapons 
Hex Pads 
Mixture Manual 
Spells with a "Twist" 
Thieves' Cant 
Tri-Tac Systems Shield 
Weapons and Armour 
Weapons and Assassins 
Weapons and Castles 
Weapons and Castles of the Orient 
Who's Who in Gordaiin 
Valley of the Pharaohs (Rulebook Only) 

Games 
Aftermath! 
Bushido 
Call of C'thulhu 
Chivalry and Sorcery 
Civilization 
Daredevils 
Dr. Who 
Elric 
Fringeworthy 
Heroes Unlimited 
In the Ruins of the Ancients (Lost Worlds) 
Lost Worlds Combat Books 
Marvel Super Heroes 
Mechanoid Invasion (Book 1 )  

Journey (Book 2) 
Homeworld (Book 3) 

Mere 
Necromancer (Game) 
Other Suns 
Paladium Role Playing Game 
Paranoia 
Powers and Perils 
Privateers and Gentlemen 
PSI World 
Runequest-Players 

Referee 
Deluxe 

Space Opera 
Stalking the Night Fantastic 
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Top Secret 
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Valley of the Pharoes (was $ 12.00) 
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THE NECROMANCER- Thirty-one original 
spells and two new weapons are included in this 
additional character class. The vile Necromancer 
uses abilities and spells dealing with death and 
undead monsters. Role-play this character, or 
use him as a foe in the next dungeon you create. 
Keep your players guessing! 5.00 

THE SW ASH BUCKLER- An extensive des­
cription with charts for this character class pro­
vide percentage chances to walk a tightrope, pole 
vault, high jump, broad jump (running or stan­
ding), tumble, climb walls, swing on a rope, or 
crash through a window and land on one's feet . 
Additional rules allow the swashbuckler to im­
provise a weapon and provide insight into the 
personality of the character class. An addition to 
any role-playing system. 3.00 

THIEVES CANT- 222 words and phrases used 
by thieves in the Gordaiin Fantasy setting are 
described and explained. Not a phonetic lan­
guage, this version of THIEVES CANT is com­
posed of code words and slang terms to add 
greater enjoyment to your campaign. Also in­
cluded is a section of sayings in THIEVES 
CANT, which illustrates the language in sentence 
form. For example: "That porky spot had a full 
plate, plus some fine pie in his drop," or the oft 
heard, "There's no Boo-hoo in the Bro's," 
(There's no honor among thieves). 3.00 

THE MIXTURE MANUAL-A BARTEN­
DER'S GUIDE- Over thirty recipes are con­
tained in this barside booklet, all of which are 
named for your favorite fantasy role-playing 
monsters! A cute novelty item for gamers who 
also enjoy potables! 1 . 50 

SPELLS WITH A "TWIST"- Some bizarre, 
some deadly, some just for fun, all of these spells 
have interesting applications for your campaign. 
Contains 26 original spells plus an extensive spell 
process for creating a magic item. Also included 
is a section of unique suggestions for introducing 
new spells into your fantasy game. 4.00 

WHO'S WHO IN GORDAIIN- Flesh out your 
adventures with these 3-dimensional friends and 
foes! An extensive detailing of personalities for 
use with fantasy role-playing games. Each non­
player character is brought to life by a colorful 
description, including a completed character 
sheet of each for immediate use in your cam­
paign. Also features songs and poems about the 
exploits of these characters and notes on inter­
relationships, characteristics, magic items and 
special henchmen. 5.00 

EVERYTHING FOR CAR WARS 
Car Wars 
Sunday Drivers 
Truck Stop 
Car Wars Expansion Set 1 
Car Wars Expansion Set 2 
Car Wars Expansion Set 3 
Car Wars Expansion Set 4 
Car Wars Expansion Set 5 
Car Wars Expansion Set 6 
Car Wars Map Sheets 
Autoduel Champions 
Car Wars Reference Screen 
Convoy (adventure) 
Hell on Wheels (adventure) 
Ultraforce (adventure) 
Turbo fire 
AADA Vehicle Guide 
Autoduel Quarterly 

ADVENTURES 
AD&D Adventures by TSR 
AD&D Adventures (Role-Aids) 
Arms of Nargash-Tor (Palladium RPG 

Adventure) 
Castle Thrax (Dungeon Master-less 

Adventure) 
C'Thulhu Companion (Call of C'thulhu) 
Casebook I: Hellsnight 
Casebook -ii:' Haunts 

$5.95 
5.95 
5.95 
3.95 
3.95 
3.95 
3.95 
3.95 
3.95 
4.95 
9.95 
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(Stalking the Night Fantastic) 6.00 
Dragonlance Modules (for AD&D) 6.00 
Dwarves (Role-Aids) 10.00 
Elves (Role-Aids) 10.00 
Fungi from Yuggoth (Call of C'thulhu) 10.00 
Horn of Roland (Lords of Creation) 8.00 
Invasion US (Fringeworthy) 6.00 
Other Earths (Fringeworthy) 6.00 
Rogue 4 1 7  (Fringeworthy) 6.00 
Serpent Isles (North Pole Publications) 6.00 
Serpent of Me' Tai (High Level Adventures) 6.00 
Shadows of Evil (Role-Aids) 1 0.00 
Shadows of Yog-Sothoth (Call of 

C'thulhu) 
Towers of Illium (Lords of Creation) 
Wizards (Role-Aids) 
Yeti Sanction (Lords of Creation) 
Your Paladin has been Stolen! By Druids! 

FANTASY GAMING ETCETERA 
Dice Pouches 
Flash Cotton 
Flash Fire Writing 
Flash String 
Flash Pad 

PARENTS' 
SIGNATURE 
REQUIRED 

OF MINORS 
I Ching (coins only) 
Lucite Magician's Wand 
Men's Dagger Pendant 
Mind Reading Symbol Pads 
Morgan Gr'!er Tarot Card� 
Ring of Shooting Stars 
Silver Coin Wizard Pendant 
Sterling Silver Pentagram Pendant 
Spellbinders Magic Kit 
Tarot Starter Set (22 cards) 
Unicorn Earrings (sterling) 
Unicorn Necklace & Earrings 
Unicorn Pendant (22k Gold Electroplate) 

10.00 
8.00 
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Castle Thrax is designed for 
5-10 characters from levels 4-8. 
All you need is pencil and paper, a 
few dice, the rules, an_p the 
booklet we supply. It is best if 
your party contains at least one 
magic user, one cleric and t w o  
f i g h t er-t y p e s .  O ne t h i e f  or 

·assassin would also prove useful. 
Including an elf, dwarf, or ranger 
in your party is reconunended. 

Since there is n o  d u n g e o n  
m a s t e r  f o r  t h i s  p a r t i c u l a r  
adventure, there are some special 
rules. If you have a group playing 
the game, designate one individual 
as the "reader". He or she will 
pre s e nt t h e  m a te r i a l in t h i s  
booklet. A nother person is the 
"caller" for the-party. Sti l l  
another individual is the "ref11• 
Hi s o r  h e r  j o b  i s  t o  c o n d u c t  
combat, using charts from the DMG 
or a referee' s screen a long with 
penci 1 and- p a p er. The reader 
presents to him i 'lf,prmation about 
the m o n s t e r  encountered as it 

. occurs in this manuscript. His job 
is to write it down and keep track 
of appropriate damage as it occurs, 
etc. 

Each time there is a decision 
to make, the i nstructi ans wi 1 1  te 1 1  
you which page to turn to and which 
section to read for each option 
available to you. For example, the 
instructions ma y s a y ,  " I f  y o u  
approach the chest and try to open 
it, go to 030. If you ignore it, 
proceed to Jl20; that means turn to 
page D and read section 30 or else 
turn to page J and read section 120. 
Once a decision is made and the 
caller relates it to the reader, it 
is written in stone! No changing 
of minds is permitted. Of course 
you can cheat, and I won't be there 
to stop you, but why bother? Your 
enjoyment of this module will be 
greatly diminished if you do. 

At the end of the module is a 
random encounter chart. Every turn 
within the dungeon a six-sided die 
m u st be rolled. A roll of one 
in d i c a t e s  the p r e s e n c e  o f  an 
encounter. Additionally, if an 
impossible situation arises, i. e. , 
r e t u r n i n g  t o  a r o o m  w i t h  a 
description of a monster you have 
already slain, then an encounter 
automatically occurs, instead of 
the i mp o s s i b l e  c i r c u m s t a nce. 
Si m p l y  r o l l  a n e w  e n c o u n t e r  
( ignoring any which have already 
o c cu rr e d ) a n d  s ub s t i t u te i t s  
d e scription f o r  the one in the 
text. 

C a s t l e  T h r a x  m a k e s  n o  
p r o v i s i  a n s f o r  p s i  o n i  c s  o r  
weaponless combat. These should 
not be used with this m o d u le .  
D u r i n g th e co u rs e of p 1 ay , use the 
rulebooks as much as is necessary. 

Obviously, we haven' t thought of 
everything. There are always other 
possibilities. Also there are some 
things that we hoped you might 
think of yourself that we didn1t 
w a n t  t o  c l u e y o u  i n  o n  b y  
suggesting them as options. At the 
end of the module we've included a 
1 is t of op ti ans which you may do at 
any time (but keep one finger at 
your ori gi na 1 spot, for most of 
them direct you back where you came 
from ). If you still don' t find 
w hat you want t o  d o ,  p i c k  the 
maneuver which is closest in intent 
to what you had in mind, and go to 
that passage. 



Background Information 

You are characters native to 
Gordaiin, traveling the eastern 
reaches of the continent of Caldor 
in search of adventure. You stop 
o ver in a quiet village called 
Hastings Glen. The people seem 
f r i en d ly eno u g h ,  b u t  s o m e h o w  
r e s e r v ed a n d  pens ive.  After 
consid erable drinking, sever a l  
vi 1 1  agers become b o  1 d enough to 
tell you that they are forced to 
pay heavy tax and tribute. They 
a r e  s o r e l y  o p p r e s s e d  b y  a n  
individual known only as Thrax who 
lives in a castle i n  the hills to 
the west. 

Your group, somewhat out of 
bravado, swears to journey to this 
castle and put an end to Thrax. 
T h e  v i l l a g e r s  a s k  y o u  t o  
reconsider, for others have tried 
and have always failed miserably. 
You insist, being caught up in the 
spir i t  o f  a d v enture,  b u t  t h e  
vi 1 1  agers beg you not to go. They 
explain that Thrax has ruled for 
h u n d r e d s  of y e ars, developing 
tricks and traps and collecting 
magical beasts to ward his demesnes. 
A c c o r d i n g  to r u m o r ,  h e  a l s o  
co m mands an array of vile ores. 
You are unswervable, however, and 
on the morrow you set out for the 
castle. 

I t  is n ea r  n o on w h en t h e  
to w er s  f i r s t  c o m e  i n t o  v i ew .  
J ut t ing skyw ard from a barren 
hilltop, its parapets rending the 
clouds, the castle looks like a 
bloody warrior's weapon held aloft 
as he charges into battle. 

In a hour you have reached the 
f r o n t  d o ors.  Your s t r o n g est 
characters strain to open their 
massive bulk. Finally, relenting, 
the twin monoliths strain inward on 
ancient hinges. Before you a stone 
maw gapes open, extending in t o  
d a r kness. Y o u  light torches , 
attempt to suppress an acute sense 
o f  forbod ing, and enter C astle 
Thrax. Go to G90. 

CASTLE THRAX 



10. You encounter a room covered 
with a greenish, jelly-like growth. 
It b 1 ankets much of the floor, the 
walls, droops moss-like from the 
c e i l i n g . T h e r e  is a n  o p e n  
passageway on the opposite side of 
the room. If you wish to avoid the 
growth, but pass through this room, 
g o  t o  ClO. If you wish to do 
anything else, go to F20. 

2 0 . Y o u f i n d  y o u r s e l v e s  
transversing a tight hallway. It 
is wide enough only to allow single 
file marching. If you have an elf, 
dwarf, or ranger in your entourage, 
go to H20 ; otherwise proceed to 
080. 

A 

30. You find no traps. Go back to 
where you were. 

40. If your spell was 2 segments 
or less, you will hit her, so also 
w i l l a th row n weapon • Any th i n g 
1 anger is interrupted as she th rows 
back her hood, revealing a mass of 
coiling snakes for hair! All who 
had not guessed her nature must 
save vs. pet rification, for you 
have encountered a medusa! She has 
18 HP, minus any damage which you 
have done to her just now. Bear in 
mi n d , any s p e 1 1  of 3 s e g m  en ts o r 
more would have been ruined in the 
scramble to look away as she threw 
back her hood. 

The medusa is not chained to 
the wall (an il l u s i o n  m a d e  i t  
appear so) and she has the key to 
the barred do o r of h er c e l l • Sh e 
wi 1 1  close with those surviving 
p e t r i f i c a t i o n  t o  a l l o w  h e r  
p o i s o n ou s  "snakes" to att ack. 
Those characters failing to save 
versus poison or pet rification, 
read L30. If you defeat her, roll 
a twelve sided die. If your roll 
i s  l e s s  t h a n  t h e  n u m b er o f  
charac ters in your party, go to 
EllO. If the roll is greater, go 
to H30. If you run away from her, 
go to 8120. 

SPELLBINDERS 
327 Zeller Ave. 
Akron, Ohio 44310 



5 0 . G o o d  c h o i c e !  T h e  
clod-encrusted hulk is humbled! 
D is covering he can't hit you, he 
g ives u p  and e s c a p e s  t o  t h e  
e l emental plane o f  earth. You 
receive half experience points for 
the monster, totaling 2115. Go to 
J40, or if you ju st c a m e  f r o m  
there, go to 130 instead. 

60. Assuming you can Un-wizard 
lock the door, you can make your 
way to the room to the north. The 
mist prevents you f rom seeing more 

than 10 1, but you sti 1 1  hear the 
arcane chanting. If you wish to 
close

. 
and attack, go to B60. If 

you wish to retreat, go to F60. 

· ," 

7 0. This round the wizard casts'"�, 
Hold Monster on your main character. 
He must save at -7 or be frozen in 
place. If he saves, he is slowed. 
(Go to GSO). If the warlock has 
taken damage this round, he will 
use Mirror Ima�e instead of the 
Hold spel l.  This potentially could 
adermore images to those already 
possessed. (Go to C 60). If all 
foes are slain, go to BSO. 

8 0 .  You begin to cut, but the 
g o i n g  i s  s l o w  a n d  t e d i o u s .  
P resen tly y o u  perceive a many 
legged arachnid closing easily with 
you from between strands of webbing. 
Go to 010. 

90. The monster dies instantly! 
Go to G20. 

100. You summon all of your divine 
potential, hold your symbol aloft, 
and speak the prayer of abjuration 
versus the undead. Alas, there is 
no ef fect. He is apparently not an 
undead creature in the usual sense. 
Go back to where you were. 



1 0 • I n s i d e  th e 1 a r g e chest you 
fi nd 2, 000 copper pieces. Buri ed 
beneath these is a doll-si zed chest 
of m i nute proporti on, i ntri cately 
fi tted i n  i vory and gold. It seems 
magi cal, but you cannot d i scover 
i t s p u r p o s e .  If y o u  h a v e  an 
i denti fy spell that you w i sh to 
use, go to I70. Otherwi se keep the 
chest wi th you and return to F80. 

to. You get stuc_k to thi s ch est; 
i t' s a k i 1 1  er mi mi c! He has 40 HP , 
A C  10\ and attacks for 3 -12 once 
per round. When you defeat h i m, 
you may return to F80. 

3 0. You d i scover a secret door! 
It takes you to 030. 

4 0. You search d i l i gently, but 
di scover no secret doors. Go back 
to where you were. 

SO. The Magi ci an wears a robe of 
the archmage (i f you put i t  on go 
to Kl20), a +5 ri ng, and a ri ng of 
fi re resi stance. Holdi ng hi s cloak 
together i n  a brooch of shi eldi ng. 
He c a r r i es 2 00 pp. The o r e s  
collecti vely have 7 3  gold. 

B 

You have earned 3 2 00 experi ence 
poi nts plus 100 for each spell cast 
by the magi c user. Roll less than 
5 ti mes the hi ghest wi sdom i n  your 
party on percent i l e di ce or you 
must go t o  H50. Otherwi se go to 
H60. 

6 0. As you charge tnrvu!:lh- the 
mi st, you enter i nto an area where 
the haze i s  suddenly cleared away. 
Y o u  g l i m p s e  a d o z e n  o r e s  
surround i ng a skullcapped man i n  
long dark blue robes. Hi s i ntense 
gaze i s  framed by a gaunt face, 
dark gottee, and waxed mustachi oes. 
Go to C50. 

70. A 50 foot long corri dor runs 
north and south. You pass th rough 
i t  to J40. 



80. This 50 foot corridor appears 
to be ordinary. You head southward. 
Without warning, the corridor fi11s 
with an obscuring mist. You cannot 
see more than 10 feet ahead of you., 
Your speed is reduced and you are 
confused about which way you have 
come. From now on; throughout the 
d u n g e o n ,  wh ene ver a choice of 
d i r e c t i o n  m u st be m a d e ,  r o 11 
randomly to determine which option 
is taken. Furthermore: 

A. All doors are wizard locked 
at 12th level. 

B.. The whole area radiates 
magic. 

Ci All stairs encountered are 
filled with webs. 

O. In every room or corridor 
roll a four sided die. A 
roll of one indicates 
several flickering lights 
which dance and play about 
within the room. 

If you wish to continue, and can 
o p en the wizard locked door in 
front of you, go to I3 0. You have 
g u e ss e d  t h a t  the m a n  y o u  s a w  
earlier has just co mpleted this 
spel 1; if you wish to return and 
confront him (and can open t h e  
wizard-locked door on that end) go 
to A60. If you can open neither 
door, go to L30. 

90. You make it! You glimpsed a 
number of figures in the room to 
t h e  n o r t h ,  f ac i n g  a c e n t r a l  
character who was reciting mystic 
syllables from a scroll. You know 
from the crackle of raw power an� 
the f a int smell of ozone in the 
room that he.is in the midst of a 
m a g ic spe l 1. Do y o u  w i s h  to 
confront him now (C40)? Go o n  
thr oug� the door in front of you 
(880)? Check for traps on that 
d o o r  (060)? Or run back to your 
original door (KllO)? 

100. A human or a large half elf 
o r  h a l f o r e  c o u l d  f i t  i n t o  
B'ruglas• uniform. He or she might 
have second thoughts, throug h ,  
c o n�i d e r i ng t h e  ore's lack of 
proper personal hygiene. If there 
is an assassin in your group, some 
facial disguise could be improvised 
so that a party member could pass 
for the slain ore., Now go to G80. 

110. The ore is B'ruglas, captain 
of the guard. He knows you have 
en tered , for the tubes through 
w h i c h  h e  w a s  p e e r i n g a r e  a 
periscope affair which views the 

Hall of Talking Statues. He has 11 
hit points, is armor class 4, and 
is very adept with the ranseur. 
His first attack with any opponent 
is to disarm, which he does with a 
7 or better. Following this, he 
attacks with intent to do damage. 
If he takes 6 hit points or more of 
damage, he must check morale. If 
he fails, he will try to escape . 
One free attack may be taken on his 
back as he is e scaping, then he 
wi 11 be gone. A disarmed opponent 
must spend a full round recovering 
a weapon or readying a new one. If 
you defeat B'ruglas, go'to E50. If 
the door is open behind you, you 
may run away at any ti me. In th i s 
case, go to L60. 

1 2 0, Y o u  a r e  b a c k i n  t h e  
narrowhall. You must pass back 
through the green slime room (F60, 
choose any but the last option) 
unless you burned the slime, in 
which case you m a y  g o  to HlO . 
A lt e r n a t e l y ,  in the o ppo s i te 
direction is 080. If you wish to 
just stand around in the hallway, 
go to H20. 



1 0 .  In y o u r  a t t e m pt t o  p a ss 
through this room, some green slime 
has fa 1 1  en on you. You feel acidic 
burning on your b a c k  a nd le f t  
s h o u l d e r .  Ma k e  a s a v e v s .  
petrification. If you succeed, go 
to FlO ; but if you ·fail, go to L30. 

20. Go to 0110. 

30. You enter a long narrow room 
with an open passageway opposite. 
In the center of one wall you see 
two tubes protruding. A large ore 
l o o k s  i n t o  t h e  t u b e s; h e  is 
standing with h is r i ght f l a n k  
towards you. You may attack (Go to 
BllO). You may disbelieve (Go to 
KlO). You may run away only if the 
door is open behind you. (Go to 
L50). 

4 0 .  Inside the room you see a 
dozen ores surrounding a human male 
in dark b lue robes. He wears a 
silver skullcap, b lack gotee, and 
w axed mustac hios. He has been 
reading a spell from a parchment in 
his hands. After seeing you, he is 
startled; you have interrupted his 
spel 1 ! Go on to cs.a. If one of 
you is impersonating B'ru glas you 
may choose instead E 120. 

c 

5 0. Roll initiative with the ores. 
There are a total of twelve of them 
with HP: 8/6/2 /4/6/3/7/4/6/5/8/3. 

Ther e are also several skeletons 
behind the doors, indeed the same 
number of them as there are in your 
party. They each have 5 hit points. 
T h e y  a n d  t h e  o res att ack w ith 
swords for 1-6 points of damage 
each. 

Eac h  rou nd roll initiative, 
make physical attacks with the ores 
and skeletons, and/or spell attacks 
with the Ma gic User. You mu s t  
d e f e a t  a l l o r e s  and skeletons 
before closing with the Magic User. 
Go to a new page each rou nd to 
determine the M.U.'s a c t i o n s. 
During the first round, if he gets 
initiative, he will cast a Haste 
spell on his ores and skeletons. 



H e  w i l l a f f e c t  a l l o f  t h e  
s k e l etons, but on l y ten of his 
henchmen al together. I f  he does 
not get initiative, he wil l cast 
Hol d Monster on up to four of your 
group. He wi 11 aim for C l erics 
fir.st, then fighter-types. Those 
saving at -4 on the �ie are sl owed. 
Go to F70. 

6 0 .  This r ou n d  the nefarious 
Ne c r o m a n c e r  c h o o s e s  t o  u s e  
Pol ymorph 0th er on a Magic User in 
your group (or whomever is doing 
the most damage if there are no 
M. U. 's). The save vs. po l ymorph is 
at -4 ; if it fai l s, your Theurgist 
becomes a tunafish. Go to 050. If 
t h e  evi l  sorcerer you face has 
taken damage just now, he wi 11 cast 
Fire Shie l d (A ) rather than the 
polymorph. Go to A70. If a l l foes 
are sl ain, go to B50. 

7 0. He tel l s  you to go through the 
center door behind him and there 
find his treasure. He hands you 
a l l the items on h i s b o d y  a n d  
begins t o  l eave. G o  to B 5 0  for a 
l ist of what he gives you. If you 
wish to sl ay him now that he is 
defensel ess and has given you his 
magic items you may, but th en go to 
I 40. 

80. This chest is fire trapped for 
1-6 + 10 points of damage, but you 
cou l d discover that fairl y easil y. 
If this was noted (not by a thief 
detecting traps, but by spel l or 

detect magic abi l ity) it can be 
d i spe l l ed to avoid damage. I n  
either case, go to BlO. 

90. Y ou begin to l ook around, but 
soon notice an a p e ish- l o o k i n g  
rockman, l umbering toward you. The 
Magic U ser has created a Stone 
G u a r d i a n  t o  ward his persona l 
quarters! The monster has AC 2,  
M ove 10" , HD 5, HP 3 2 ,  and two 
attacks per round with fists for 
2-9 apiece. He takes one quarter 
damage from edged weapons, ha l f 
from fire, col d  or el ectricity. He 
cannot be poisoned, hel d, charmed, 
paral yzed, feared, vorpal ized, or 
sharpened with effectiveness. When 
you defeat him, go to G20. If you 
cast Stone to F l esh, Transmute, 
Rock to Mud-, - Stone Shape, or a � 
speT1 , go to A 90 . I f you w i sh to 
run b ack down the stairs, go to 
E90. 

1 0 0. Spira l steps l ead up to a 
pl atform 20' above the fl oor l evel . 
The on l y feature of th i s area is a 
huge ha l f  domed wa l l of g l ass, 
giving a commanding view of the 
surrounding countryside. Y ou l ook 
down al ong a cl iff face to the path 
which brought you here, over 100' 
be l ow. The windows are actua l l y  
Gl assteel .  This cou l d  be a route 
of escape if you have a spe l l which 
cou l d  successful l y  penetrate these 
window panes and you were abl e  to 
sca l e, c l imb, or repel l down the 
wal l s. If you do this, go to J50. 
Otherwise you find a tel escope in 
this area, worth lOOOgp. Return to 
G20. 



1 0. The phase spider attacks a 
ran dom member of your party! He 
has six hit dice, 28 hit points, 
A C  7, 1-6 damage p l u s  p o i s o n .  
Those b i tt e n  must save versus 
poison at -2 on the die. A fter 
attackin g ,  the mon ster will go 
out-of-phase. If you have a Phase 
D oor spell, Pla n e  Shift, oil of 
etne r e a l n e s s ,  Ar m o r  o f  
e t h er e a l n ess, "ethe r e a l n ess" 
psionic discipline, Alter Reality, 
Limited Wish, or Wish, you may use 
1t to combat the Si)T(fer n ormally. 
Otherwise he wiil con sisten tly 
evade your attacks. W h e n  y o u  
defeat hem, go to H90. If you wish 
to ign ore him and proceed up the 
steps, go to J80. If you retreat, 
go to H60, a n d  exit through a n y  
portal other than tAe north door. 

2 0. This chest was an illusion . 
If fades before your eyes when you 
touch it. Return to F80. 

30. You see 20 pit fiends flanking 
Asmodeus, the king of devils. He 
inton es, "Kneel before me mortals, 
f or e v e r m o r e  w i l l  y o u  b e  m y  
s 1 aves ! 11 Go to EBO. 

4 0. The sorcerer has written :  
•ispare me and my treasure is yours. " 

D 

If you wish to slay him n ow, you 
may do so with ease, for he has n o  
effective attacks. After you have 
don e so, go to BSO, but take o nly 
h a l f  t h e  e x p e r i e n c e p o i n t s 
mentioned there. If you spare his 
l i f e ,  h e  w i  11 ha n d  over h i s  
person al treasure a n d  point out 
where more is located. In  this 
case, proceed to C70. 

50. This round, the Conjurer casts 
a Suggestion spell on the n earest 
character. He suggests that all 
fighting be stopped, as there is 
rich treasure to be had in the next 
room; your party together with his 
could collectively defeat its guard 
ana snare the wea 1th. Saving th row 
is versus may1c ac -6. Tnose not 
saving wili stanu in inaction, even 
tryin g  to con vin ce others to lay 
down their weapons. Go to A70. If 
the skullcapped con jurer has taken 
damage this round, however, he will 
cast Mirror Image instead, possibly 
adding to previous images. Go to 
GSO. If the spellcaster an d his 
servants are destroyed , go to BSO. 

60.  You c h e ck f o r  t r a ps a n d  
discover o n e! Y o u  a t t e m p t  t o  
d i sarm it, but it seems rather 
tricky • • •  You realize you've been 
dupped! It's Leomun d's Trap, a 
magic spell designed to ma�you 
waste valuable time. Go on to B80. 



7 0 . Assu ming you have used a 
Te l e p or t ,  D i m e n s i o n  D o or, or 
similar spell, rol l a ten sided die. 
D u e  t o  t h e  m a g n e t i c  f i e l d 
f l u c tu a t i o ns i n h er a n t  i n  t he 
dungeon construction, you have 
transported yourself to the room 
which follows the number rolled: 

1 : D90 4: G80 7: IlO 
2: 080 5: I30 8: J30 
3: G90 6: AlO 9: I 20 

10: J50 

80. This appears to be either a 
treasure vault or a prison area. 
I r on bars separ ate y o u  f r o m  a 
single prisoner; female, probably 
hum an. S o me tre a s u r e  i s  a l s o  
contained b y  the bars, including 
some coins, gems, and two pieces of 
life sized statuary. The woman is 
secured by chains to the wa 1 1  • She 
we ars a cloak with a hood that 
hides her face from view. If you 
wish to get to her or the treasure, 
you must bend bars (makin g t h e  
appropriate roll), pick the lock 
(with a successful roll), cast a 
Knock spell, or ring a chime of 
opening. If you have done this, go 
to G60. If you choose to slay the 
girl with missile weapons or spell, 
go to A40. If you wish to leave, 
go to 8120. 

90.  As you enter, you sense the 
cold, hateful eyes of an unliving 
thing upon you. A wraith is in 
this room! ! If you wish to run, go 
to G 80. If you wish to stay and 
fight, g o  to G 70. If you have 
another strategy in mind, go  to 
E60. 

100. You discover nothing fatal, 
but a catch-and-bolt device which 
will shut and lock this secret door 
after you pass through it. You 
receive 100 experien ce points for 
its detection. You may spike the 
door open and proceed to C30. 

110. Your s p e l l  seems to take 
e f f e c t ,  b u t  t h e i r  g r o u p  
simultan eously casts an iden tical 
spe l l !  Make s avi n g  rolls a n d  
compute damage if applicable. Do 
you: speak with the opposite group 
(K30), cast another spell (C20), 
throw a missile weapon (E20), cry 
out in pain and frustration (K30), 
charge and attack (E20)or run away 
( L50)? 

120. Con gratulation s! If the cat 
has just been killed wtth 9 hi·t 
dice go to ElO, otherwise go to 
JlO. 



1 0 .  T h e  c h e st c o n t a i n s  2 00 
electrum pieces, 100 gold, 20 base 
10 gems, .a sword +l flameton_gue, a 
magic ring (roll ran domly), ·an d a 
miscellan eous magic item. Leave 
the room and return to 8120. You 
gain 2100 experience points plus 12 
per hit point of the cat. 

20. There is a huge crash as your 
weapon impacts upon the 10' X 8 1 

mirror at the end of the hall. The 
ima g e s  y o u  s a w  were your o w n  
reflectio n !  You will have seven 
years bad luck. So to K40 u nless 
you wish to leave the castle, , in 
which case go to L50. 

30. You may roll your percen tage 
chance, if you make it, go to 0100. 
If you fail proceed to E40. 

40. You see n othing amiss, so you 
step th rough the door. You start 
down a corridor that gently curves 
to your right. With a Blamm! , the 
door behi n d  you slams tight and 
bolts i tself, effectively blocking 
your escape. Go to C30. 

5 0. You receive 3 2  experien ce 
points. B'ruglas wore a sig n et 
ring and carried 10 gold. If you 
wish to press on , go to 6 80. If 
someon e  wishes to wear the ore's 
clothi ng as a disguise, go to 8100. 

E 
60. If you choose to turn undead, 
the roun d is waste d ; go to A l O O  
then to 670. If you had chosen to 
disbelieve, go to K20. 

70. He attempts to cast a spell 
and fails . • .  He realizes what must 
have occurred and begins to write 
with a stick in the dirt. If you 
have closed with him you may read 
what he has said (040). Otherwise 
he will make no more attacks, nor 
will he try to escape. If y o u  
defeat him now, go to 850, but take 
only 1/2 the experience point val ue 
for the M. U. If you wish to escape 
now that the M. U. is not attacking, 
go to F60. 

80. It is only a bad dream! There 
is n o  way to get here following a 
correct seque n ce. Retrace your 
steps and see if you can find where 
you got lost. 

90. You carry what treasure you 
can (be sure to check), and retrace 
y our steps down the stairs and 
reen ter the 1 arge room. - You find 
it in habited n ow by a medium sized 
blue dragon ,  pic k i n g o ve r  t h e  
bodies in search of treasure. Do 
you speak (J90)? , attack (G l O)? , 
Teleport past him (070)? Or sneak 
back upstairs before he catches you 
(Jl00)? 



1 00. Y ou find a section of the 
floor which swirels up to rev eal 
dragon-sized quarters and a small 
pile of treasure. Y ou gain 40, 000 
silv er pieces, 84 base 100 gems, a 
Deck of Many Things, one scroll of 
Raise Dead, a do l lhouse-si zed chest 
made of ivory and gold (if not yet 
found), and a Pearl of Power which 
adds one third 1 eve l spe 11 per day 
to a magic user's potenti a 1. Go to 
KlOO. 

1 10 .  The m o n s t e r  y o u'v e b een 
battling is not a medusa at all, 
neither has she been defeated. She 
shape-shifts back to original form; 
a succubus! Y ou recall from your 
studies of such monsters that she 
i s a b 1 e t o sh if t to any h u ma no i d 
form, even taking on the magical 
abilities of the shape she imitates. 
Thus was she able to turn your 
unwary associates to stone. 

Before you can attack aga in 
s h e  v a n i s h e s ,  a p p a r e n t l y  
tel eporting elsewhere. Before she 
goes, howev er, she lingers long 
enough to playfully blow you a kiss. 
Y ou giv e silent thanks that those 
v ile lips nev er touched.your own 
and begin to search the area. Go 
to H30. 

1 2 0.  B 'ru g l a s ,  you blunder ing 
oaf!", the magician thunders, "Y ou 
ha v e  ru ined my protective spell! 
What hav e  you got to say? N e v er 
m i n d ,  t h e  intru d e r s  are y o ur 
responsibility now. Go, and take 
this worthless bunch with you!" Do 
you attack? (Go to C50) or depart 
w i th the ores? (Fl20) . I n  the 
latter case, the magic user exits 
through the center set of doors 
opposite you. 



10. You take ldlO pts of damage 
but escape by throw i ng off your 
cloak. Go to A20. You recei ve 315 
experi ence poi nts. 

2 0. If you w i sh t o  att ack the 
stuff wi th a weapon, go to L 10. If 
you would rather set fi re to i t, go 
to J20. If you would li ke to pole 
vault, or otherwi se use acrobati cs 

F 
to pass through thi s room, roll 
your dexteri ty or less on 4d6, for 
each character who wi shes to pass, 
goi ng to L20 i f  you succeed or ClO 
i f  you fai 1. If you choose to go 
back, go to HlO. 

3 0 .  Your weapon seems to pass 
ri ght through hi s negat i ve plane 
ex i s t an c e .  G o  to G 70 f o r  the 
followi ng round of attacks. 



40. Make a percentile roll which 
is less than 50% minus two times 
the dif ference between your level 
and 10. If you succeed, take 1000 
exper ience points and go to H40. 
If you fail, return to J30. 

50. The monster has 16 hit dice, 
AC 2, attacks for 4-32, and is hit 
only by + 2  or better weapons. He 
has 92 hit points. Good luck! If 
you defeat him take 4230 experience 
points, minus 1000 i f  a l r e a d y  
received in F40, and go to K60. If 
you change your mind and decide to 
run away, take no experience, roll 
a 50/50 chance for J40 or I 30 pl us 
the monster gets one free attack at 
+2 on your backs as you escape. If 
you utilize a protective spell you 
may go to K70. 

60. You go back south through the 
501 c o r r i d o r  (now c o m p l e t e l y  
ordinary) and enter room I30. 

70. This round, the MU does one of 
four spells: (Roll randomly) 

1: Go to G50 

2: Go to A70 

3: Go to C60 

4 :  Go to 050 

T he M U  t a k e s  2 5  hit points of 
damage before falling to the floor, 
dead. He absorbs 78 hit points of 
M agic M is s i l e s  b e f o r e  b e i n g  
affected by them. He is AC-2, has 
5% MR, and makes all sa ves as a 

10th level M U  + 6. He has f ire 
resistance. If you success f ully 
hit him with a silence 15 1 R and he 
does not save, go to E70. 

80. You re-enter the 501 X 501 
r o o m ,  n o w  e m p t y. G o  to H 6 0 .  

9 0 .  The chest i s  a teleporter 
device. Go to 070 to determine 
where you re-materialize. 

100. The chest opens upon touch and 
a gas is emitted which turns those 
not saving to stone! Roll for each 
character vs. petrification at +2. 
Those not saving go to L30. If you 
save, you f ind 10 yards of Phase 
Spider Silk (worth 5, 000 gp), and 
two feather tokens (roll randomly). 
You may return to F80. 

1 1 0. If you are in possession of 
the miniature chest, and you know 
what it is, or have the means to 
find out, go to I70. 

120. The ores being not so bright, 
yo u d o  n o t  h a v e  m u c h  t r o u b le 
c o n v i n c i n g  t he m  t o  t a k e  o n e  
southward hall while you search the 
other. You may elect F60 or G80, 
sen d i n g  the o r e s  t hr o u g h  the 
opposite door. 



10. The dragon is very old and 
very cunning. He knew you were 
upstairs and has been waiting for 
you to return. He gets initiative. 
He will breathe forth a forked bolt 
of electricity doing 53 points of 
damage to two characters standing 
cl o se b y  o ne a n o th e r .  (R o l l  
randomly i f  you do not know who was 
close to whom). Then take attacks 
or run away to H70� The dragon has 
9H 0, A C  2, 5 3 hi t poi n ts , and a 
nasty disposition. He has spell 
books written by Urbane from which 
he studies his spells. He selected 
the following this morning: 

3rd Level Spells 
*Protection from normal missiles 
1. Slow 

2 nd Leve 1 S pe 1 1  s 
2. Stinking Cloud 
4. Levitate (range = touch) 
*Strength 

1st Level Spells 
3. Magic Missile 
*Protection from Good 
*Shield 

The * i ndi ca tes the spell was cast 
on himself, prior to your party's 
entry. The numbers indicate order 
of preference for casting in combat. 
H e r e  is t h e  s c h ed u le for the 
dragon's action: 

First round: 
Second round: 
Thi rd round: 
Four th round: 

Fifth round: 
Sixth round: 

Seventh round: 

Eighth round: 

Breathe 
Magic spell 
Breathe 
Magic/Phys i ca 1 
attack (50%/50% 
chance) 
Breathe 
Magic/Physical 
attack (40%/60% 
chance) 
Magic/Phys i ca 1 
attack (30%/70% 
chance) 
Magic/Physical 
attack ( 20%/80% 
chance if a spell 
remains uncast) 

G 
Ninth round: Physical attack 
Tenth round: Magic spell (if one 

remains uncast) 
Thereafter: Physical attack 

A s  a result of his spells, the 
dragon takes no damage from magic 
missiles or normal weapons. He 
reduces the damage taken from magic 
arrows or hurled magic weapons by 1 
point each. His armor class is two 
places better versus good opponents 
and all saving throws are at plus 
two. Remember to treat him as a 
13th level fighter or magic user 
f o r  purposes of saving throws. 

The dragon fights at +2 to hit 
and does (l-6)+4/(l-6)+4/(3-24)+4 
points of damage. When (and if) 
you have defeated him, go to ElOO. 

20. I f  you wish to examine the 
living quarters, go to H80. If you 
would rather look at the library, 
go to J 70. Go to C l O O  if your 
preference is the observatory. Try 
I 90 if you would like to tour the 
laboratory. If you would like to 
leave this room now, go to E90. 

30. This chest contains 1000 gold 
and 1-4 potions. Go back to I 50. 

4 0 . You enter a s m a l l  r o o m, 
2 0' x 3 0', w i t h  n o  p a r t i c u l a r  
f e a tur es o t h e r  than two lar ge 
chests near the c e nter of t h e  
room. I f  you wish to open one, 
roll a six sided die to determine 
the contents and proceed to the 
area indicated. I f  you wish to 
leave this room, go to F80. 

1: F90 4: 020 
2: C80 5: B20 
3: FlOO 6: !60 

I f  a chest is r olled which has 
a lready been examined, re-roll 
until a new chest is indicated. 



50. The Magic User casts Charm 
Monster on 2 characters of third 
level or less in your group, or if 
there is only one character o f  
third level or less in your group, 
he attacks just one 4th level or 
higher fighter type character (Go 
to C60). Alternately, if the Mage 
has taken damage this round, he 
w i l l  c a s t M i n o r  G l o b e  o f  
I n v u l n e r a b ilit y  and you must 
proceed to 050 for his next round 
of attack. If all foes are slain, 
go to 850. 

60. As you approach the prisoner, 
she tilts her head backwards, her 
hood falling away to her shoulders. 
Instead of the golden tresses you 
had expected, her head is capped by 
a coiling mass of vipers! You have 
entered the lair of a Medusa! All 
must save vs. petrification, those 
fa i 1 i ng go to L30. She has 18 Hit 
Points, is armor class 5, and the 
very sight of her turns one to 
stone. Each snake on her head has 
tiny but poisonous fangs; she wi 1 1  
close with survivors so that she 
may uti 1 ize this attack. If you 
run away, go to 8 1 2 0 .  If y o u  
defeat her, roll a twelve sided die. 
If the roll is less than the number 
of party members, to to EllO. If 
it is greater go to H 30. 

70. The wraith gets initiative! 
You feel its death-claws reaching 
out for you, wishing only to drain 
you of your life essence, making 
you a hideous night creature as 
well. Do you: let him (L30)? Run 
away in fear (G80 but roll a random 
exit)? Laugh at his attempt (K20)? 
Or keep attacking (F30). 

8 0 . You find yourselves in a 
maze-like set of corridors that 
snake about. If you wish to leave 
by the passage to the west, go to 
HlO. If you exit by the passage to 
the east go to 1 30. If you would 
l i k e  t o  c h e c k  the door on the 
southern wall, go to 090. 

9 0 . You h a ve entered a large 
(501x501) room filled with full 
s i z e d  h u m a n o i d  s t a t u e s  a n d  
bas-relief sculptured walls. Stone 
f a c e� l e e r  a t  y o u f r o m  a l l  
directions. All o f  t h e  f o rms 
depict the races of mankind: ores, 
elves, dwarves, gnomes, halflings 
and h u m a n s .  S o m e  are h a r d ly 
recognizable, being badly worn. 
Others lay in broken fragments. 
E ach o f  the figures has a tiny 
mouth which, as you draw closer, 
begins to speak. They say "Go back 
and begone; do not lose sight of 
the gravity of your situation, or 
you shall be, like we, entombed!" 
Then a single voice says, "Beware 
the o n e  a m u s e d ! ", and all are 
silent. If you go on, go to 1 20. 
If y o u  h e e d  t h eir warning and 
leave, go to L50 . 

100. If you thought of turni ng 
undead, you may try (assuming you 
are a cleric, paladin, or other 
with this capability) . If you 
succeed versus special, the monster 
vanishes. Otherwise return to JlO. 
If you break from melee, the cat 
returns to normal size; start again 
at 110. · Nothing else is effective. 



10. You are in a corridor with a 
"T" passage. If you go east, go to 
GBO. If you choose west, go to AlO. 
If you prefer south, go to D90. 

20. You have discovered a secret 
door. If you check for traps, go 
to A30. If you enter, go to IlO. 
If you ignore the door and go on, 
proceed eastward to DBO or westward 
to HlO. 

30. You may split 833 experience 
poi n ts a mo n g s u r,v .. i v e r s • I f y o u 
have o p e n e d  the bars, you may 
collect the following treasure: A 
complete suit of + 2  plate mail, 
sized for a large human, 6 2  gems 
( base 50 gp), and a Magi c - user 
scro l l  w i t h  D is p e l  m a g i c  a n d  
Protection from Evi 1. If you have 
s ome me thOdOtret u r ning the 
statues to life, (Stone to Flesh or 
a w i s h ) th e y a r e t w oh u m a n s ' 
Brimfield, a 5th level fighter, and 
York, a 5th level cleric. You may 
generate their scores randomly. 
Either or both will serve you for 
one year in gratitude for restoring 
him. Go to 8120. 

40 . You see an earth elemental 

H 

spread out along the corridor. He 
slides back into original form and 
stands before you, a huge earthen 
brute. You realize that a Di stance 
Distortion had been cast in this 
hal 1. If you wish to cast a spell, 
go to K70. If you wish to attack 
the elemental, go to FSO. If you 
wish to run to a door, go to K60. 
I f  y o u  w i s h  t o  t a l k t o  t h e  
elemental, go to K80. 

50. The mage turns on you! If you 
thought he was dead, he was only 
f e i g n i n g  d e a t h .  If he w a s  
silenced, the duration has expired. 
He surprises you with a Fireball 
before you can slay him for good. 
(He r e a lly h a s  31 hit points, 
instead of the 25 you expected) 
Your group takes 10d6 damage, half 
if a save is made. Go to H6 0 .  

6 0 • The room h as fa u r ex i ts : the 
open passageway to the south, and a 
door on each of the other three 
walls. If you leave by the south 
o p ening, go to F60. If you go 
through the east door, go to G40, 
If you pass through the west door, 
proceed to ISO. If you wish to 
enter the center door, go to J60. 
If you want to s�arch for secret 
doors , go to B 40 • I f you w i sh to 
check any of the doors for traps, 
go to A30. 



7 0. You go up the stairs and the 
room opens out into a combination 
living space, library, observatory, 
a n d  a l c h e m i c a l  l a b o r a t o r y .  
Assuming you wish to search, go to 
C 90. If you would rather leave, go 
back down the stairs, to E90. 

80. Unfortunately, in this area, 
you find nothing o f  particul a r  
worth. The Mage's bed is here, a 
w a s h s t a n d ,  a n d  a w a r d r o b e  
c o nt a i n i n g  s e v e r a l  p a i r s  o f  
sandals, blue robes, and silver 
skullcaps. Total value of contents 
is 50 gold pieces. You find some 
mustache wax also, worth perhaps 
5gp. Go back to G20. 

90. He has no treasure, but is 
worth 868 experience points. Go on 
to H70. 

100. Your v1s1on is cloudy today. 
The recurring impression that you 
get i s  o f  a f i gure in b lue, a 

p o w e r fu l  b e i n g  w h o  s p e a k s  i n  
th under and commands lightning. He 
is Thrax, the owner of this castle. 
He gestures, and stones erupt from 
the e a r th. Yo u r  d e s t i n y  i s  
c o n ta ined w i t h in one of these 
stones. Go back to where you were. 



10 . Y o u h av e en te red a sma 11 room 
w�ich is empty except for a fair 
sized chest some ten feet away. 
Sitting atop the chest is a jet 
black cat with wide staring eyes. 
If you would like to approach and 
try to open the chest, go to L40 . 
If you wish to leave, go to 8120. 

20. You creep carefully down a 
long corridor, w h i c h  is d i m ly 

·illuminated. Presently you see, at 
the o p p o s i t e  �nd ,  a g r o u p  o f  
characters much like yourselves. 
Do you say "hello" (go to K30) 
c harge and attack E20? C ast a 
spe ll (DllO)? T h r o w  a m i s s i le 
weapon (E20)? Or run away in fear 
( L50)? 

30. You step into a room that is 
perfectly symetrical, with doors in 
each corner. An ornate pattern of 
marb le, j a d e ,  a la b a st er ,  a n d  
various agates is inlaid in the 
floor. You feel drawn to examine 
it. Too late you realize that you 
have been staring at it perplexed 
for s e v e r a l  m i nu te s :  It i s  
Ill u s o r y  S cript! You g l a n ce 
around, not knowing from which door 
you entered. You may roll a four 
sided die to determine which door 
you exit, or you may teleport (if 
you have this capability) to a new 
location (070). 

1: G80 2: J30 3: B70 4: J50 

If this is not the first time you 
have entered this room, you may 

I 

make a saving roll versus magic to 
avoid the co�fusing pattern. If 
you save you may c hoose one of the 
four options rather than ro lling 
randomly. 

40. A fair haired boy with wide 
eyes materializes within the room, 
near the c o r p s e  o f  tbe s l ain 
svengali. He carries a balance in 
his right hand and a large book in 
his left. An aura of scintillating 
golden light adorns his head. He 
t e l ls you t h a t  y o u  h a v e  n o t  
fulfilled your word and that he is 
very disappointed with you. H e  
permanently subtracts one point 
from a random ability score of the 
member of your group who dealt the 
death blow to the magic user. No 
att ack of which you are capable 
has any effect on this young man. 

He soon vanishes, taking with 
him the corpse, the personal magic 
items of the deceased, and a l l  
experience points gained within 
this room. Go to H60. 



50. You enter a sma 1 1  room, which 
is roughly 20' by 30'. It has no 
particular features other than two 
large chests in the center of the 
r o o m .  I f  y o u  wish t o  open o r  
examine one or both o f  the chests, 
roll a six sided die and proceed to 
the passage i ndi ca ted. If a chest 
is rolled which has already been 
examined, re-roll until a new chest 
is indicated. 

1: G30 
2: B20 
3: D20 

4: FlOO 
5: cao 
6: F90 

I f  you wish to leave, go to F80. 

6 0 . Thi s chest c o nt a in s  2 00 
electrum pieces and 1-4 scrolls 
(roll randomly). Go back to G40. 

70. The chest is identified as the 
recall module of a Leomund's Secret 
Chest spell. The magic-user 1n 
your party (I f you have one, and 
he's not changed into a tunafish) 
h a s  a 7 5 %  chance to recall the 
large replica from the astral plane. 
If it arrives, it has a 49% chance 
of be ing empty. O t h e r wi se i t  
contains 12 base 500 gold piece 
g e m s ,  c o m p l e t e  s p e l l b o o k s  
detailing 33% of a 1 1  MU spe 1 1  s up 
to 5 th level, a w a nd o f  e n e m y  

d e t e c t i o n  w i t h  1 0  chargers, a 
scroll with 3 Stone To F le s h  
spells, and 3 jars of Keotogm's 
ointment. Go back to F80 or where 
you were. 

80. The webbing burs ts into flame! 
I t  c r a c k l e s  i n t o  a h u g e  
conflagration; the intense heat 
driving you back into the larger 
r o o m .  A n  e x c e ptionally large 
spider materializes near you. Go 
to DlO. 

90. In this area you find 3000 
gold pieces worth of ambel isks, 
f l a s ks , r e t o r t s ,  and g e n e r al 
alchemical equipment. D il igent 
searching rewards you with one of 
the fo 1 1  owing: 

1: 2-8 potions 
2: poison, roll for type, 1-12 

applications 
3: Salve of Reanimaton, 

returns stone characters 
for flesh, 1-4 applications 

4: Nolzur's marvelous pigments 
5: Dust of appearance/ 

disappearance/sneezing and 
choki ng-(33% chance of 
either) 

6: Alter reality potion (as a 
Limited Wish) 

Go back to G20. 

100. You hand him the items named 
and he shows you a secret door, Go 
to J50. 



10. There is a flash of lighting 
and the cat is reborn! He has one 
more hit die, moves 2" faster, has 
1 place better armor class, and 
does 1 point more damage on each of 
his attacks. Roll initiative, if 
he wins , he atta

.
cks. If you win 

you may: attack, if you defeat him 
( g o  t o  0 1 2 0 ); run .away (go to 
B120); disbelieve his existance (go 
to KlO); or try something else (go 
to GlOO). 

2 0 .  The slime burns away (you 
receive 630 experience points) but 
the room is impassable for 3 turns 
due to conflagration and then smoke. 
Roll for a wand�rjng monster; if 
none appear you may pass through 
th e room to A20. Otherwise you 
must defeat the monster (you have 
no place to run) before going on. 

3 0 .  You are in a long corridor. 
As you walk down its length, it 
seems to extend away from you. The 
opposite door seems to get farther 
away! If you dispel magic go to 
F 4 0 . I f  y oti h a v e  a g e m  o f  
Trueseeing, a Trueseeing spell or 
True Sight spell that you would 
1 i k e t o u s e , g o t o H 40 • I f y o u 
would like to run at top speed 
towards the opposite door, _go to 
K50. 

J 

40 . Y o u have entered a ha l l way 
w h i c h  r u n s  e a s t  a n d  w e s t ,  
perpendicular to the way you, came. 
There is door at the opposite end 
and halfway up the hall is a short 
hallway which exits to the north. 
You can hear arcane chanting in a 
syncopated rhythmn coming from this 
hallway. There is bright light 
streaming into the hallway from the 
north also. If you wish to run by 
the chanting towards the opposite 
door go to B90. If you wish to 
con f�on t what lies to the north, go 
to C40. If you wish to go back the 
way you came you may return to �80. * 
.J_� 'fou ho.v-t... �I reo..O...<j CO"'>'\��°' wl-tQ,; 
lte..5 -to� t-Jor+�J 'f�v �� 1\0 

C\-\.cw.-h'�:, 30 -to F 80. 

50. This portal exits the dungeon! 
You are now standing in the open 
air safe and nearly unharmed. You 
can

' 
make your way slowly back to 

town, to rest, share some ale, �nd 
prepare for your next adventuring 
dawn! 

60. Before you extends a set of 
stone stairs. Webs fi 1 1  the steps 
from top to bottom. Would you like 
to cut your way through? (ABO), 
set fire to the webbing? ( I80), 
cast Dispel Magic? (K90) or pi ck 
another way to go? (F80). 



80. If four of your party members, 
or all of them (whichever is less) 
have been bitten, go to H70. The 
spider leaves you alone. If less 
than four (or all) of your party 
have been bitten, return to DlO, 
the spider is sti 1 1  enraged! If 
you defeat the arachnid, go to H90. 

100. You go up to where you were 
(H70), and wait for the monster to 
leave. After six hours, he gets 
bored and goes elsewhere. You may 
pass through this room, seeing no 
trace of the dragon. Go to H60. 

110. It doesn't work. Too bad! Go 
b ack to where you were and t r y  
something else. 

1 2 0 .  Y o u a r e  a f i r s t  l e v e l  
c h a r a c t e r  a gain! G o  t o  EBO. 



10. He i s  real, go back to where 
you came from. The monster gets a 
f ree attack as you Kere lost in 
th ought. 

20. The mans ter is but an 
I t  f a d e s  f r o m  y o u r  
de materiali zing slowly . 
i s  empty. G o  b a c k  t o  
conti nue. 

i 1 1  us ion. 
s i g h t ,  
The room 
G 8 0 and 

30. You hear naught but your own 
words echoing ho l lowly. On closer 
e x am i n at i o n ,  y o u  see a mirror 
before you, capable of reflecting 
yo ur spells as well as your images 
back at you. G o  on to K40, unless 
you wish to break the mi rror (Go to 
E20 ). 

K 

40. Next to the mirror is a secret 
door on the right. If you enter, 
go to E40. . If you examine it for 
traps (assuming you are a thief , 
assassin or monk) go to E30. If 
you exit the dungeon, go to LSO. 

5 0 . You run h ard ; eventually 
running faster than the hallway can 
extend. You make it to the door. 
Go on to K60. 

60. You enter a _50' hallway. If 
you just came from the room with 
the inlaid floor, go to J 40. If 
not, go to I 30. 



7 0. If you cast Protection from 
Good or Evil, go to ASO. If you 
cast Teleport, go to 070. If you 
cast an attack spell, go to F50 . 
I f  y o u  c a s t  a d e f e n s i v e  o r  
miscellaneous spell, go on to K80. 

80. The elemental is bored. He ' s  
got more pressing business on the 
plane of earth. He evaporates into 
the stone walls and floor. In a 
moment, he is gone. Go to K60. 

90. Y ou must roll less than 50% 
minus two times the differen c e  
between your level and 10. If you 
succeed, the web is gone, go to H70. 
If you fa i 1 ,  go back to J60 and try 
another way. 

100. T he d r a g o n  is worth 5692 
experience points. Y ou find a 
sm all secret door now that you 
missed earlier. Go to J50, if you 
w i s h  t o  e x i t  v i a  t his d o o r. 
Otherwise you are standing in H60. 

110. Y ou made it! No one in the 
room seems to be troubled by your 
presence. The spel l may be drawing 
to a close. Y ou open the door and 
go th rough, to B80. 

120. The robe is black and contains 
evil residues. A good magic user 
having put it on sustains 18-51 
points of damage ( 11 d4 + 7 )  and 
l o ses the same roll times 1000 
e x p erience p oints (18, 0 0 0  t o  
51, 000). If a neutral magic user 
has donned it, the roll is 6d4 for 
both hit point damage and thousands 
of experience points lost. The 
magician having put it on feels a 
greater desire to steal candy from 
small children and force-feed it to 
diabetics. Of course, if he was 
evil to start, he hasn i t  changed 
much. See the DMG for other powers. 
Go to H50. 

130. Y ou detect magic here and, in 
fact, everywhere within the C astle. 
Powerful sorcery cast on the entire 
structure has left magic residues 
e v erywhere. Go back to G 9 0  or 
where ever you came from. 



10. Your weapon is destroyed! It 
turns to slime before your eyes! 
G o  b a ck t o  F 20 and try again. 

20. You make it through unscathed! · 
G o  t o  A 2 0  • .  You r e c e i v e  3 1 5 
experience points. 

30. You have become a permanent 
addition to the dungeon. So sorry! 

40. The cat attacks! He has 6 hit 
points, AC 8, 3 attacks for 1-4 , 
1-4, 1-6. His size is small and he 
moves at 12". No magic at your 
1 e vel wi 1 1  affect him. If you 
defeat him, go to JlO. If you run 
awa y, he wi 1 1  n o t  fol low; go to 
Bl20. 

50. You run out into the open air. 
A l t h o u g h  y o u  h a v e  g a i n e d  n o  
e x p e r i e n c e ,  y o u h a v e  t h e  
satisfaction of being alive t o  
fight another day. 

L 

6 0 • Y o u r u n th r o u g h th e secret 
door, through the Hall of Statues, 
and out of the dungeon. You have 
slain no monsters, but have escaped 
traps and other treachery. You are 
granted 200 experience points and 
may return to fight again after 
some rest, refreshment, and perhaps 
a m i d n i g h t  tr yst at the Brass 
Dragon Inn. 

• • • • • • • •  

If at any time during the course 
of this adventure you wish to: 

T e l e p o r t ,  D im e n s i on D o o r , or 
s i milar a b i l i t y : G o  t o  D 7 0 

Disbelieve a monster exists: Go to 
KlO 
Detect Magic: Go to Kl30 

Check for traps: Go to A30 

Turn Undead : AlOO 

L ook for secret doors : Go to B40 

R ecall a Leomund ' s  Secret Chest 
fr o m  the a st r a l  p l a n e : F llo 
Use Clairv oyance, Crystal Bal l ,  or 
similar power or item: Go to Hl OO 

Commit suicide: L30 

Anything else: JllO 



Random Encounters 

1 - Ore p a t r o l ,  i ncludi n g  one 
leader wi th 2 HD, 1 1  HP, AC 
4, carryi ng an axe and a longbow; 
three assi stants wi th 1 HD, 8 H P, 
AC 5, carryi ng swords and spears; 
and 3-30 normal ores, 1 HD, AC 6, 
carry i ng axes a n d  spears . They 
attack on si ght . 335 exper i e n ce 
poi nts. They carry 1 -8 gold pi ece. 

2 - Ore wi tch doctor 2 HD, 1 1  HP, 
AC 4, wi th a feathered orn amental 
mace ; si x assi stants: 1 HD, 8 HP, AC 
5 , w i th axes and crossbo ws • Th e 
s h a m a n  c a rr i e s  the f o l l o w i ng 
spells: 

Detect Invi si bi li ty 
Levi tate-must touch vi cti m (2) 
Push (4) 
Shi eld 
Ventri loqui sm 
Curse-must touch vi cti m (3) 
Pray er (1 ) 
Resi st Fi re 
Augury 
3X Cure Li ght Wounds 

The numbers i ndi cate hi s preference 
for casti ng duri ng battle, however, 
he wi ll cast the most logi cal spell 
to the si tuati on i . e .  he wi ll use 
hi s cures on any assi stant ores who 
become unconsci ous from wounds. H e  
w i l l  d e t e c t  i n v i s i b i l i t y i f  
attacked by seemi n gly (to h i m )  
i nvi si ble foes, wi ll cast shi eld i f  
ranged combat wi th mi ssle weapons 
prevai ls, or resi st fi re i f  he sees 
a magi c user or o i l-sl i ngers i n  
your group . Worth 208 experi ence 
po i nts, they carry 8 4  electr u m  
p i eces and seven vi als of unholy 
water. 

3 - Two or three ogres, HD 4 +1 .  AC 
5, Dam: 1 -1 0. These brutes are 
compatr i ots of the ores and have 

been looki ng for you. They attack 
i mmedi ately but check morale i f  one 
of thei r number i s  slai n .  They are 
worth 1 09 experi e n ce poi nts per 
ogre, and carry from 20-80 (2d4 X 
10) gold pi eces each. 

4 - A ki ndly Pri est of Di ancet who 
wi ll not tell you anythi n g  about 
the castle, but wi ll do hi s best to 
heal any wounds you have susta i ned . 
He has just enough cures and heals 
t o  b r i n g  y o u r  p a r t y  t o  f u l  1 
f i g h t i  n g c a p  a b  i 1 i ty a n d  t h e n  
qui etly departs. He has 40 H P, i s  
AC 3, has no attacks, i s  worth no 
exper i ence poi nts, and carri es n o  
treasure. 

5 - One margoyle, 6 HD, AC 2, Dam: 
1-6/1-6/2-8/2-8, only hi t by +1 or 
better weapons. He rolls a normal 
reacti on and morale. If sla i n, 
collect 350 experi ence poi nts plus 
si x per hi t poi nt . In a crack i n  
the ston e nearby you di scover 1 -4 
gems and a +l mace. 



6 - A sharp eyed member of your 
party detects a glyph in the area 
bef ore you and diamond dust all 
around. · The clerics in your group 
each have a 30 percent chance to 
name the glyph and thereby di sarm 
i t. A magic user or cleric with a 
D ispel mag i c has a 5 0  p e r c e n t  
ch a n c e , ( mi nus two t i mes the 
difference between his level and 
eight) to eradicate the glyph. An 
Erase s p e l l  h a s  a 50 p e r c e n t  
ch ance, plus 2 percent per level of 
the magi c user casting it. 
, If not neutrali zed, any good 

ch aracter passi ng _through this area 
takes 1 6  points o f  e l e c t r i c a l  
damage-. 

7 - One gelati nous cube, HD 4,  HP 
25, A C  8 ,  Dam: 2-8 + paralyzati on, 
surpri ses your par_j:1, hi t ting your 
lead character at � 8  as he blindly 
w a 1 k s i n t o  t h  e c u  b e's p a  t h  • 
F o l lowi ng this, all attack s  are 
no rmal . The cube does not check 
morale . Slayi ng the cube delivers 
250 experi ence points , treasure 
ty p e s  J ,  K ,  L ,  M, N ,  Q ,  and a 
po ti on of speed. 

8 - A translucent shell of a man 
wi th many wounds from apparently 
o r c i  s h  w e a p o n s . Y ou h a v e  
encountered a phantom. (See MM I I) 
You must save versus spells at -2 
or run away in pani c as i f  under 
the effects of a fear spell. Those 
affected will choose to run away 
( p r o v i d i n g t h i s i s  an opt ion ) 
through three numbered secti ons . 
S k i p  the description of room and 
contents, reading only the opti ons 
for escape . Roll randomly i f  there 
is more than one s u c h  o p t i o n . 
C o n ti n u e  t h is procedure three 
times, reading the full descripti on 
once the thi rd and f inal room or 
passage i s  reached. 

STOP ! 
To be read only after the adventure 
is completed. 

N o  experience is awarded for 
t r e asure f ou n d ,  h o w e v e r the 
f o l l o w i n g i t e rn s a r e  w o r t h  
additional experience points to the 
players of Castle Thrax: 

2 0 0  x p  - P la ye r  i mpersona ting 
B 1 ruglas. 

100 xp - A l l  characters surviving 
the Phase Spider . 

100 xp - Using Protection f rom 
ev i l/good when confronting the 
earth elemental. 

150 xp - Slayi ng the stone guardi an 
b l o o d l e s s l y  ( w i t h o u t  b l o w s 
exchanged) 

200 xp - Interruping the casting of 
Gu a r d s  a n d  W a r d s  ( t he m a g e • s  
scroll) .  

--

100 xp - Encountering the succubus 
i n  her true form. 

5 0 0  xp - R i dding the castle of 
Urbane the Sorcerer . -

1000 xp - Riddi ng the land of the 
Thrax Electri cus, the blue dragon, 
and the true oppressor. 

250 xp - Bonus A ward : Answer thi s 
questi on: 

Who is the one amused? 

· · al eJ s � 4  aJe4s 
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4Jnw se ' noA' 6u �uJeM seM t enp � A � pu �  
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GAMES 
Acquire $ 1 8.00 
Ancient Conquest II 8.00 
Backgammon 25.00 
Call of C'thulhu 20.00 
Car Wars 5.95 
Circus Maximus 9.00 
Civilization 22.00 
Diplomacy 1 7  .00 
Dune 1 6.00 
Facts in Five 14.00 
Go 1 8.00 
Horn of Roland (Lords of Creation Module) 8.00 
Illuminati 6.95 
Illuminati Supplement #1 5.95 
Illuminati Supplement #2 5.95 
Illuminati Supplement #3 5 .95 
Jasmine: The Battle for the Mid-Realm 1 2.00 
Judge Dredd 1 6.00 
Junior Trivia 1 8.00 
Lords of Creation 1 2.00 
Lost Worlds Combat Book Game 6.00 
Mah Jongg 8.00 
Powers & Perils 24.00 
Shogun 1 2.95 
Sunday Drivers (Car Wars Supplement) 5.95 
Talisman 1 8.00 
Trax 8.00 
Trivial Pursuit 30.00 
Truck Stop (Car Wars Supplement) 5.95 
Twixt 18 .00 
Yeti Sanction (Lords of Creation Module) 10.00 
Valley of the Pharaohs &.00 

Children's Games 
Fantasy Forest 

GAME BOOKS 

$7.00 

BEGINNERS GUIDE TO WINNING CHESS, 
Fred Reinfeld $4.00 

CHECKERS MADE EASY, Tom Wiswell 2.00 
CHESS SECRETS REVEALED, 

Fred Reinfeld $2.00 
CHESS THEORY & PRACTICE, 

Morry & Mitchell 2.00 
HOW NOT TO LOSE AT P OKER, 

Jeffrey Lloyd Castle 3.00 

HOW TO IMPROVE YOUR BRIDGE, 
Alfred Sheinwold 

HOW TO WIN AT DICE GAMES, 
5.00 

Skip Frey 3.00 
HOW TO WIN AT P OCKET BILLIARDS, 

Edward Knuchell 4.00 
HOW TO WIN AT P OKER, 

Terence Reese & Anthony Watkins 
IMPROVING YOUR BIDDING SKILLS, 

Edwin B. Kantar 

3.00 

4.00 
WINNING AT CRAPS, 

Dr. Lloyd T. Commins 
WINNING AT GIN, Chester Wander 

& Cy Rice 
WINNING AT 21 ,  John Archer 

MYSTICAL 
Crowley Tarot Deck 
I Ching Cards (with coins) 
I Ching Coins Only 
Morgan Greer Tarot Cards 
Rider-Waite Tarot Deck 
Tavaglione "Stairs of Gold" Tarot Deck 
Tarot of the Witches Deck 
Tarot Starter (22 cards w/instr.) 

Mystical Books 

3.00 

3.00 
5.00 

$ 1 2.00 
10.00 

1.50 
10.00 

8.00 
1 2.00 
8.00 
3.50 

ASTR OLOGY: HOW TO CHART Y OUR 
HOR OSCOPE, Max Heindel $3.00 

ASTROLOGY MADE EASY, Astarte 3.00 
B O OK OF TALISMANS, AMULETS 

AND Z ODIACAL GEMS, Wm. Pavitt 5 .00 
B O OK OF THOTH, Aliester Crowley 8.00 
ENCYCLOPEDIA OF T AROT, S. Kaplan 30.00 
FORTUNE TELLING WITH CARDS, 

P. Foli 
NUMEROLOGY-ITS FACTS AND 

SECRETS, Ariel Yvon Taylor 
PALMISTRY SECRETS REVEALED, 

Henry Frith 
PICTORIAL KEY TO THE TAROT, 

A.E. Waite 
TAR OT, Mouni Sadhu 
TAROT OF THE BOHEMIANS, Papus 

3.00 

3.00 

3.00 

4.00 
6.00 
5.00 

ACCESSORIES 
Dice 

4 sided 
6 sided 
8 sided 

10 sided 
12 sided 
20 sided 
30 sided 
6 round 

clear 
.75 
.75 
.75 
.75 
.75 
.75 

1 .50 

inked opaque 
1 . 25 .50 
1 .25 .50 
1 .25 . 50 
1 .25 .50 
1 .25 .50 
1 .25 .50 
2.50 1 .25 

Dungeon Squares (laminated) 
Leather Dice Cup 
Vinyl Dice Cup 
Hex Pads 

inked 
1.00 
1 .00 
1 .00 
1 .00 
1 .00 
1.00 
2.00 
1 .00 

Silver 50¢ Wizard Pendant on 18" Ster­
ling Silver Chain 

Posters-Sorcerer 
Wizard's Delight 
Wizard's Wisdom 

metallic 
1.00 
1.00 
1 .00 
1 .00 
1 .00 
1 .00 

4.95 

10.00 
5.00 
1 .50 

55.00 
2.00 
2.00 
2.00 
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SPELLBINDERS, 327 Zeller Ave . ,  Akron, Ohio 44310 (216)535-2230 

ORDER FORM (Please print) 

OTY ITEM DESCRIPTION PRICE EA. TOT Al 

Shippin� & Handling: Merchandise 
up 10 $3.00. . . .  15 tnfo! 
SJ.01 1 0  S6.00 . .  . UO Shipping (See 
$6.01 10 SR.DO . . .  . 1 . 75 

SR.OJ  10 S I  1 .00 .  2.00 chart) 
S I J .O l  10 S l l .OO. 2.2� O h i o  R e s . 
S l ! .01  10 $20.00. . 2.50 add 5.50Jo 
S10.0I 10 $25.00 . .  ,_()() 

·rotal 
mer S25.00. -1.[)() 

Amount 

Order-. are processed same day. We " i ll no1if� � o u  h� mail of any delay. AIJoy. 2-6 "edo;; for dchHr�. 

Prices are curreni and are <.;ubject 1 0  chantte. 

IF ORDERING FLASH PR ODUCTS, SIONA TURE IS REQUIRED OF 

YOU (IF OVER 17) OR BY PARENT OR GUARDIAN: 

I understand that Spellbinders is not responsible for accident, injury or 

damage caused by the use or misuse of any product purchased from this 

catalogue. 
SIONA TURE DA TE __ _ 

DNote if signature is of Guardian. 

D No order at this time but please keep my name on your mailing list. 
D My check or money order for $ is included. (No cash, please.) 

Please print in any address corrections: 

NAME----------------------

ADDRESS ___________________ _ 

CITY/STATE--------------- ZIP __ _ 

DAYTIME PHONE ( 

CATALOGUE REQUESTS: We invite you 10 lisl names and addresses or others who might enjoy 

rcceivinft 1his catalo�ue . 

N A M E  _____ _ 

ADDRESS ______________ __________ _ 

CITY /STATE ------- --------- ZIP __ _ 

N A M E  __ _ 

ADDRESS __________ _ 

CITY/STATE ZIP 

All items you order wil l  nor necessarily be shipped a1 1he same 1ime or in 1he same package. Somelimes 

it i" le"'s expensive 10 send in many small packag,es a"' opposed to one large one. Our method of choice is 
� "'o be sure 1 0  include vour s1 rcc1 address. 

We oc1.:asionally share our mailin(l list"' with carefully screened companie$ whose products or services 
mig,h1 be of in1eres1 to you. If you prefer 1ha1 your name be dele1ed from such a lisl, please copy your 
addres.� label and mail ro Spellbinders Preference Service, 327 Zeller Ave., Akron OH 44310. 



T i r e d  o f  doing all the work 
for the group you adventure with? Now 

you can play, too. Castle Thrax does the 

work for you. A revolutionary concept in 

Fantasy Role-Playing modules is designed 

to be played without a dungeon master ! 

No referee of any kind ! One person is 

assigned to simply read the descriptions 

and instructions from this unique adven­

ture packet. No dungeon mastering ex­

perience is necessary. 

Sure, being the dungeon master is fun, 

but not all the time. Castle Thrax gives 

you the opportunity to adventure with 

your friends, meet the same challenges, 

slay the same vile threats to humanity. 

And gain experience points right along 

with them. 

Castle Thrax has other playing oppor­

tunities . Perhaps your friends live a great 
distance from you or they don't get toge­

ther to play as often as you like. Get out 

your favorite character and some NPC' s  

and play Castle Thrax solo. There' s  no 

reason to be left behind as your friends' 

characters gain increasingly higher levels 

because they play more often than you. 

SPELLBINDERS 

GAMES 
Can supply you with: 

• Armory, Diamond, and 

Koplow Dice 

• A val on Hill FRP Games 

• Companions 

• Crimson Dragon Miniatures 

• Dragon Publishing 

• Excalibre Games 

• Fantasy Games Unlimited 

• Fantasy Unlimited 

• Game Design Workshop 

• Games Workshop 

• Hero Games 

• High Level Adventures 

• Iron Crown Enterprises 
• Jasmine Publishing 

• John Hansen 

• Magic Tricks and Books 

• Milton Bradley 

• Palladium Books 

• Parker Brothers 

• Ral Partha Miniatures 

• Selchow & Richter 

• Spellbinders Publishing 

• Steve Jackson Games 

• Tarot Cards 

e TSR 
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