A stand*alone Usherwood Adventure
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PUBLISHER'S NOTE

I€ you were anything like me, whew you first became ivvolved
as & DM iv the world of roleplayivg ED, the wotion of an
intelligently written module was kind of an alien coveept. |

mean, isw't the idea of just kickivg the stulling out of your
players the main thivg anyway? Whe wavts to get invelved iv
complex story lives, plot development, logical progression of

events, and level-appropriste NPCs? Am | right, or am | right?

The series of HIGH-ADVENTURE Lrom MITDLE-SCHOOL
modules seeks to faithfully reproduce those gems of
adventure concepts directly from the mind of the 13-year
old M that still exists somewhere deep ivside all of us
Old-School gamers. Unedited, and whew possible, scannved
directly from the origival hanvd-written wotes, these
Adventures may seem wvintelligible at times, and PAteut!j
ludicrous at others.

IV retrospect, it seem impossible that we actually played
these games at times. But we did. Avd those of us who
kept at it, (hopefull) got much better at it.

So, raise your soda cavs high, and give thanvks for the large
pepperoni (extra cheese), avd let's recall those by-gove
days sittiv' ‘round the gaming table, and pay homage to
HIGH-ATVENTURES from MITSDLE SCHOOL!

Good Gaming!
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NOTES FROM THE 13-YEAR OCD TM

Most young Ms in the early 8Os had their G-4 seguels

to the G-series of TSR modules. However, where most used
Stove Giants as the ‘logical follow-on' to 6-3, | went for

the gold and wrote this early maguum opus using Clouvd
Giants. ks | dimly recall, there was some sort of setting
ewvisioved that spread beyowd this adventure, though | wever
ended up developivg it or evew writivg avy Notes deww. Still, |

it was my most ambitious preject up to that time, and | have |

fond memories of ,blA_«jiua through it sometime arcund 1981-2.

IV true old school fashion, my players cleared out the Cloud
World and made it theirs. It eventually became knvoww as the |
Kingdom of Strates, the realm of my brother's PC Condor
the Congueror. SAAl_Lj, Condor was lost inv the Tomb of
Horrors less than a year later. v a £t of pigue, my brother
crashed the clovd world ivto

& mountain, destroying it in

his anger. Too bad, it might

still be floating around up

there, somewhere above

the Werld of G\rejkm)k...

Keith Sloan

Hesperia Jumior High Scheol
Hesperia, Califorvia

1981 - 1984




CLOUD WORLD OF ARME

CLOUD A

Lls 2 Type ) Demons (DXB ACO HDB HPAO #ATS
AM 1-4/1-4/1-6/1-8/1-8). These creatures can cause
darkness inv & S foot radivs, detect ivvisible ohjects,
telekevese 2,000 gold peice weight, and gate v (IO%
chance for success) | type owe demon. They will attempt
to fy first v for an attack. Thew before they get there
tkej will vse there telekevesis on A single person and
attempt to drop him off the clovd.

L 2. ls an Areil servant (DXIZ AC2 HDIe HPIOO #AT2

. DAM 6-206). This iNsane monster caw only be hit by magic
weapons. Sivee it is insave it will always fight to the
death. I€ losivg badly it will become astral and escape
only to retury later at a crucial battle with 10 points
restored/ At this phase he will fight to the death wo
matter how bad thivgs go. He has wo treasure.

. ls 4 Shedus (X4 AC4 HDA+q HPBO #AT2 AM 1-6/I-
©). They have 8BS psiovie poivts and several disciplives.

I€ approached by good erestures they will befriend them
ad 4S% of the time tkej will kel{: them on there
Jourvey. I€ approached by rude or evil people they will
violewtly attack to the death. There treasure is sittivg
Next to them in Ao small foot locker. It is 2,000 silver,
LOOO gold, 2 gems worth from 100 to OO0 gold peices
and & potion of flying.

. Is & hole v the cloud. I€ locked invte there is & 35%
chance of seeing A small aleove in it. I€ gottenw to the
party will £ind 4 secret door wich opens to reveal a room
with 2,000 of all coivs, 4 gems, 2 jewels, b potiovs, 2
serolls, and 2 other magic item. When opened the door




gives A wedkvess gas wich lowers stv-e'.)g,tk loj -6 to
everyove withiv 10 feet. There is No save.

CLOUD B8

Whew entered the visibility is reduced to 10 feet unmtil the
light live is shown on the map. Whew reached the party will
see A young adult red dragow (DXI3 AC-I HDI HP44 #AT3
AM 1-8/1-8/4-24). This dragon does ot speak wor is he
sleeping. He will always use his breath uvtil he has used it
his maximom of 3 times per day. He will then meelee normaly.
Note he is immune to cold because he told a magic user

he better permavency a resist cold or he would kill him.

His treasuvre is 35,000 silver, 40,000 gold, | gem worth
LOOO gold peices, 10 jewels, and 3 magic items determived
randomly.

cLoUD ¢

) ls an Air Elemental (OXIZ AC2Z HDIZ HPAG #AT) AM

2-20). They ean only be At by *2 or better weapons. K |

can also start a whirlwing whew Necessary to cavse 2-lb
kit points of damage. It has No treasure.

s a ool COXIZ AC4 HTST+3 HPRS #AT)I M 2-16). His
abilities are create outriticus food water or wive all for
2-12 people, creste soft goods or wooden items, creste
metal, become invisible, gaseous form, wind walk, or cause
A whirlwind that does 2-12 HP of damage. He will be

|
.’
|

|
|

friendly with all good creature and with veutral c\reAtures;

SO% of the time.

. ls & huge Efreeti (X AC2Z HDIO HPIO #ATZ AM 3-24).
When spotted he will be hurridly looking for something.
Whew Aﬁb\raAtkea\ he will demand to kwow where the
T jiowi is. 1€ a Negative answer is given he will become

]
|
|
|
|




Clovd World of Arme

very angry and attempt to kill the characters. His abilities
are, grants 3 wishes, invisibility, gaseous form, detect
magie, ereste illusion, wall of fire, produce flame, and
pyrotechvics. There is absolutely vo way to capture him
wiless he is cut down to IO hit poivts or less. He has wo
treasure.

s 4 Cammaso COXI4 ACS HTS1HT HPe2 #AT2 TAM 1-6/1-6).
They have & 30% magic resistance avd have a permavent
protection from evil v a 10" radivs around them which
works at deuble strevgth. They can also become invisible
or dimension door. € approached loj good creatures tl-\ej
will use heal spells to heal 4-14 HP and 8 to 28. They
will iguore Neutrals and attack evil ereatures. They have
3,000 3@[& and S gems.

CLOUD D

L ls & mavticore (DXI4 AC4 HDGL+2 HPZL #AT2 TAM 1-3/-
3/1-8). It can shoot six tail spikes that due I1-6 hit points
of damage. It can fire four volleys. I€ approsched he will
vicously attack and call for area five which will arrive v 3
rounds. I€ losing badly they will £y away vever to returw.
They have 3,000 Electrum, 3000 gold, b gems worth
LOOO gold peices each, and magic items which are A seoll
of S spells level 1-6, leather armor +, and a potion of
Mvuluevwkilitj.

. ls the same as Cloud A area .

. Is 100 skeletons (X4 ACT HDI HPZ #ATI AM 1-6).
T‘sej have beew ordered loj someone to stAj hevre until
someone is seen ANa attack him to the death. At the
edge of the clovd is o statve of A huge mowster. It is
ceramic with gold inlay. The total value is S000 gold

Peiees.




4. ls SO zombies (X4 ACB HDZ HPZ #AT) AM 1-8).
Tl-\ej were ordered by the same ove who ordered the
skeletovs at 3 so they will immediately attack. Near the
edge of the clovd is o chest. It is uNlocked so when
opened it is easy. It has S,000 Silver, 4000 Electrum,
AN A pendant worth 2,000 gold peices.

. Is 4 Manticores CDXIT AC4 HDOL+3 HP2S #AT2 AM 1-3/
1-3/1-8). They will eall for 2 i€ he hasu't already called |
them. They can launeh a volley of 6 spikes that do I-6
points of damage each. They can lavveh four such velleys.
I€ badly losing tkej will fly to Sri Cavka to warw the
emperor of the invasion. He will thew send 2S Kuights
(DX lo AC2 LevelS HPAO #ATI AM I-I0 or 3-18). They |
will hoot down the party and try to take them peacefuly |
to Arme so he can decide what to do. They have 4,000
Silver, 8,000 gold and b gems of uvknown valve.

CLOUD €

). lIs the same as Clovd A aArea 4.
2. ls the same as Clovd D area S.

R ls & hole v the clovd. There is weo WY of seeing it.
MAgic detects it 2 W b.

4. Is a portal of S Kuights (DXIb AC2Z LevelS HPAO #AT
DAM twe handed sword). Tl-\ej are going to collect
revenves for the governor Arme. They will attack i€ vot
given A revenve of 20 gold peices per person. i€ that
is dove they will walk away. They each personally carry

|
|
20 gold peices and ove carrys o bag with 1,000 Copper, ||
2,000 Silver, 8,000 Electrum, 2,000 Gold, 12 gems, :
T jewels, and a potion of healing.




Clovd Weorld of Arme

| SPECIAL ENCOUNTERS

- Sl ls & small garrison of 20 troops (DXIO ACS CLevell HPG
#AT) AM 2-8). They are showivg Baltar arcund (X0 AC4
HDIO 4 HPS4 #AT)I AM 4-24). He is 4 frost giant emmisary
from Jarl to check out Kis wew ally. Baltar's bag has 100 to
LOOO of all coins, I-4 gems and jewels, all used as gifts and
mise., aNd 3 rocks which he can horl to do 2-20 hit points
of damage. Each troop carrys 10 gold peices.

. lIs & small garrisen of 20 troops (XA AC4 Levell HPG
#AT) DAM 2-8). T‘\ej Avre esu:rtiug the stowe 33A~>t
2arkev (X4 ACO HDA+ HP4L #ATI TAM 2-18). He is
avother emmisary but from the Jotens where many other
stove giants have gotten tagetkev- i an allianee which
pledges allegiance with Colth. 2arkev's bag which he is carry
is filled as Baltar's above. The troops carry the same also.

NOTES ON THE PALACE

l

i = Rallista. Each ballista has 6 shots and 4 vormal men

' MmaNNIng it. A it cavses 2-16 hit points of damage. It hits
on AN 8 or better

= Fire Rallista. It is the same as a vormal ove but cavses
2-20 hit points of damage.

= Troop Implacement. Each comsists of 10 men (TXIO AC4
Cevelz HPG #ATI TDAM 2-8). S mew are armed with ligk‘t
erossbows, which cause I1-b hit points of damage. Each
man has 10 gold peices.

= C.AtAFult. will kit anyone o0 an ll or better doing 4-24
hit points of damage. Tkej have 8 shots.

Visibility: 30 .




Random Evcounters
Occur 2 v 8 with o check each turw

Die Result

-2 -4 Cloud Giants (DX AC2Z HPIZ AM 6-36
Rocks 2-24 100-1000 gp each

4-8 2-8 Gaurds (DXIZ2 AC4 HPT TAM 1-8) 10 Gold

G-10 2-S Kwights' (DXle AC2 HP4O AM 1-I0) SO Gold

THE GOVERNOR ARME'S PALACE
Cevel)

L ls the evtryhall. The walls are paivted with sceves of
everyday clovd gianvt. 0 the corver is a statve of Rahl,
the king of Sri Canka. He is the leader of Arme himselS
becavse Arme is his govervor of this provivcial district.
The statve wears A wecklace woth 1,000 gold peices.

. Is the chamber of columws. Right wow there is o patrol
of S Kuigkts (Xl HP4AO TAM 1-I0 Level 6). Tkej will
viciously attack anyowe. I€ very guiet there is o SO%
chance to hide between the columus whew they approach
they can be attacked at +3 to hit anvd for damage. Ench |

has 20 gold peices. Iﬁ
|

. ls & barracks. There is 4 Clovd Giavts here wow (DXIZ |
AC2Z HDI2*e HPAO #ATI AM 6-36). Each has 3 spears '
dam 2-16, and 4 boulders, damage 2-24 which they {
will use i€ attacked. There is 3 chests in the room.

The first is trapped with sleeping gas, save at -2, and

paralyzing gas, save at -3. First check sleep gas and i€ it
effects wo check is made for the paralyzation gas. Each |
lasts for 2-7 turws. The second has IS poisoned darts. |
Ench person within & will be hit 2-S darts. They will |
take Lull hit points of damage per hit plus a saving throw l

* pMso called secret police.




Clovd World of Arme

must be made at -2 for each dart that hits. There is
No treasure i0 here. The third has 4,000 gold peices,
4 gems worth 100 gold peices each, and A jewel worth
S,000 gold peices.

. Is & gaurd room. There o 4 Clovd Gianvts here at the
moment (TXIZ AC2Z HDI2*e HPEO #ATI TAM 6-36). They
will use there b boulders each first which cause 2-24
hit points of damage i€ they hit. I€ losing badly an alarm
will ving ealling 3-6 more gianvts to help (as above). There
will also be brought ballistas from rooms 10 and Il and be
put At B, A, 14, and IS. Each has 6 shots that cause 2-16
hit points of damage. They will be maved by 2 mew like
those above. There is S,000 gold peices, 60O plativum
peices, and 3 potions and | seroll determined randemly
on the tables iv the M quide. There will be o delusion
or treasure {inding.

. lts the same as above v almost every way but there is
contact poison on the treasure.

. Contaivs a gaurd room. There is 6 giant gauvrds (TXI3
AC2 HDI2*e HPEO #AT) AM 6-36). They will always
attack all won-giant creatures. They will also attack good
giants such as storm giavts avd SO% of other cloud
giawts. There is 2 chests iV here. The first is trapped
with poison gas and fear gas. I€ the fear gas effects the
party will ruo at top speed for 2-7 turws. They will g0
to Aujwkere away Srom the palace. There is wothing of
value in here. The second is trapped with hopelessvess
gas. I€ it effects ANyoNe alected will votice on the wall
iV common A sigh that says surrender. They will thew rivg
it and await 6 troops from 8. There 12 12,000 gold i
the chest.

T ls the same as above.




8. If the alarm has been scunded, and it should be, there
will be 4 Clovd Giavts (DXIZ AC2 HDI2+6 HPLO, $B, ST,
ad SS #KT) MM 6-36). They will also have 4 homan
quards (DXIZ AC4 Cevelz HPT #AT) Dam 1-8). The humans
will fire the ballistas 12 shots first, each hit does 2-16 hit
points of damage, then the giants will attack ANY SurvivOrs
while. the humans go ivto room 10 for 4 more shots. Each
giant earrys 2SO gqold peices and the humans carry 10
gold peices each. There is No other treasure in here.

. Same as 8 above.

. ls & storage room. The floor is littered with all kinds
of things. There are wumercus crates of foodstuffs and
supplies v here. There is also another ballista anvd 40
shots, 44 i€ the humans did Not get anymore. There is
also 8,000 gold peices in 4 chest.

. ls the same as 10 above.

. ls & barracks and A gaurd room. There is 24 gaurds here
COXIZ AC4 Levelz HPT #ATZ AM 1-8). Each is armed |
with & heavy crossbow and 30 heavy bolts. They will have ?

|

S firivg At anyove trying to break ivto the palsce. They
fire ate *2 and evemys fire at -4. There are also several|
beds, tables, chairs, ete. scattered throughout the room. |
T“\&j will fight to the death. There is also 2,S00 gold {
peices locked v a truk for there ‘party funvd. There is
also 4 gems worth SOO gold peices and | jewel worth
OO0 gold peices inv it. Each persomally carrys 10 gold

peices on his person.
. Same as above.

. Is the same as 8 but the humans will ot go and get
more shots.




IS, Same as above.

16. ls the lievtemants chamber. He is a Cloud Giant (DXI4

|

ACO HDI2+1 HPAO #AT) AM 12-36). He is busy "balancivg
the budget, to see how much Arme can aflord to pay his
troops. € the room is entered he will grab his sword to see
who it is. I€ it is vot ove of the soldiers he will attack and
try to kill the invader. I€ lasi:dg loAA!_tj he will read a sPedAl
seroll that will summon & type 3 demonw (X6 AC-4 HDIO
HPSO #ATS DA 1-3/1-3/2-S/2-12/2-12). It's major abilities
are darkvess 10' radivs, fear, pyrotechwics, polymorph self, or
gate iV A type I-3 demon with a 30% chance of success.
While the demon fights he will take & key, open a vault o
the floor, and take out a giant battle axe +3 which he does
Normal damage with *+3. He will lock the vault and stick the
key in Ns pocket. The leivtemant wears a chaiv and pendant
(both worth 3,000 gold peices). The key is gold with
plativom inlay and it is worth SO00 gold peices. v the vavlt
is 10000 Copper peices, 60000 Electrum peices, 10,000
gold peices, 12 gems worth OO0 to 4000 gold peices each,
3 potions of healing, and | other magic item. It is sword +2
giant slayer iv a scabbard worth 1000 gold peices.

. Contaivs A barracks. There is euv-reutlj S Clovd Giants

here that are off duty (X3 AC2 HDI2+S HPCO #AT)
DAM 6-36). They are farily tired so they attack at -2
for 3 rounds whew they are then wormal € losing badly
they will eall room 18 for help. Those gianwts will arrive iv 6
rounds avd will be at Lull strevgth thew. There is 3,000
Silver and 3,000 qold peices iv a large sack. v addition to
that each giant carrys 2,000 gold peices and 4 gem worth
OO to 1,000 gold peices each.

L IB. Same As above.




PALACE OF ARME, LeVEL 2

l s the second entry hall. There is 4 Clovd Gianvt gaurds
(dx13 AC2 HDI2*6 HPO #AT) TAM 6-36) anvd 8 humans
(X2 AC4 HPT Levell #AT)I AM 1-8). The S;A»Jts each
carry 2 rocks v there sacks and the humavs each have
2 spears. The rocks cause 2-24 hit poivts of damage. IV
each of the giawts sacks is o smaller ove with 3,000 of |

Silver peices and of gold peices. The humans carry 10 gold |

peices each.

. € the ‘airforce’ crew barracks. There is eurrently 70
humans here COXIZ AC4 Cevell HPT #AT) DAM 1-8). They |
all will be sleeping whew the unlocked door is opened. |
They will attack i€ the door is forced open. Each ecarrys
IO gold peices. A is a parapet where they lavwch from.

. ls the same as above but there is anlj 20 troops iV here.

. Is the storage room where the flyivg equipment os kept.
Stacked iv the corvers anvd other places are IS fying
carpets, 10 carpets of weleome, S rivgs of £lyivg, 10 wings
of flying, and 10 serolls of fying that have a duration of
IO turvs each. The reason for all the flying equipment is
that at times the castle is attacked from the air and |
the “Corce' takes care of the threat. Also iV the room is |
S, 000 gold peices.

. Has 4 human gaurds standing by the door (X2 AC4
Cevell HPT #ATI AM 1-8). T‘xe.j will ask what busivess
the party has. I€ it is something positive sounding the |
door will be opeved and the party will ivtroduced by the :
quards and thew the door will close. I€ ot they will be
attacked and possibly killed. Each earrys 10 gold peices.




Clouvd World of Arme

- b.Is & small barracks. There is currectly 4 human gaurds in

' here sleeping (X2 AC4 Levell HPT #AT) TAM 1-8). Tl-\ej
are the oves who relieve those gaurds in room Wumber S,
There is 4000 Silver peices and 3000 gold peices. Also
there is 4 gems worth from 100 to 100 gold peices each.
Each carrys 10 gold peices.

. Contains S secret police, also known as knights CoXle

AC2 (evelS HPAO #AT) AM 1HI0). They will burst out

i€ the govervor is attacked avd try to save him. There
are sbout 25 beds for the other kwights out gaurding
the govervor. Each knight carrys SO gold peices. Aso iv
the room i€ SOOO Copper, 4000 Silver, 3,000 Electrum,
2,000 Gold, 1,000 Plativum, and 4 gems worth 1,000 3&[0\
peices each.

. Same As above.

. ls the kings SV‘A'JA chamber. With the king are the
following gavrds; 20 Clovd Giants (DX AC2 HPIZ*6
HPO #AT) AM 6-36). They will Not throw rocks but
will ivstead meelee with the ivtruders. 32 Kuisl'xts (X6
AC2 CevelS HP4AO #ATI AM 1-10). Tkaj will also meelee
but first will toss a spear. Also iv here is the goverwor
himself, drme COXIS AC-4 HDIZHT HPIOZ #ATI AM 1-32).
He has a *3 battle axe wearby him and also he carrys a
+3 spear which he will use. € attacked the gavrds will
close in on the iNtruders and attempt to kill them while
the goverver is gotten to salety in room 8. I€ there is
almost o onve left A bribe of 25000 gold peices will be
made. € accepted the ivtruders will be promised free
passage. Whew tkej get outside tkaug‘\ /2 of all the
troops encireling the palace will attack to the finish. Each
giant has 1,000 gold peices and each kwigl\t has SO gold
peices. The king carrys SO00 gold peices, wears A eroww




CJouA LOov-lA of Arme

worth IS000 gold peices, carrys A sceptre which is worth |
0,000 gold peices, and wears o belt anvd cloak worth
together 20000 gold peices.

A ¢ B is & 4th level magic user (X4 ACT HPIS AM
3-6). His spells are charm person, magic missile, sleep,
pyrotechvics, and strewgth. They wear rivgs of protection
+3. Carrys 1,000 g.p.

'C is the ewvoy from Sri Canka. It consists of a Cloud
Giant (DXI2 AC2Z HDI2+4 HPIOO #ATI TAM 6-36). He
cArrys A *2 sword and his 3 covsorts, they are human
COXIS AQ) Ceveld HP4 #AT2 TAM 2-ID. They each wear
platemail and earry +l swords. Each carrys 1,000 gold

Peiees.

T is an ewvoy from Colth. It is 10 Ogres CoXa ACS
HD4+ HP2S TAM 1-10). They also have 3 human slaves
with o offensive attack. The first carrys 2 carpets
of welcome and so does the second. The third carrys
& golden chest worth 8,000 gold peices that contains
SO00 plativum peices that was a gift from the giants.
Each ogre has 100 gold peices.

'€ is & hole that leads threw the clovd where people are
Pulolie!j executed. }

PALACE OF ARME, LeVEL 3

l. Contains S Kuights (DXlb AC2 CevelS HPAO #AT
DAM 1-10). Ikej will Alu)Ajs le‘xt to the death for tkej
fear Arme more thaw A'thl'\u)a else. Each earrys 200 3c>lak

J
peices with Rim. ||




.. 2. Is Arme's personnel chamber. There are huge beds, chairs,

tables, ete. iv here. There are heaps of worthless firs
that litter the room. The total value of everything inv the
room is SOLO00 gold peices. There is also 8 potions and
3 other magic items.

. ls the main treasvre room of the palace. The reason
for it beivg here is Arme does wot trust awyove but
himself. The contents of the room are SO000 Copper
and Silver peices, 45,000 Electrum peices, 710,000 gold
peices, 12,000 plativum peices, 25 gems worth 100 to
LOOO, 10 jewels worth 2,000 to SOO0 gold peices each,
8 potions, b scrolls, and 3 other magic items. Ove is a
sword.

PALACE OF ARME, UNDERGROUND LEVEL |
s A 3Auv-=¥ room. There is 12 humaw 3Auv*=¥s in here (X2
AC4 Cevell HPT #ATI AM 1-8). Tke_tj will attempt to
take all ivtruders prisover and out them in ove of the
cells i€ at all possible. Tl-sej each have 10 gold peices.

. Has 60000 Electrum peices.

. s the AA,HwA_cj that leads to the cells. The keys to all
the cells sit wear the evtry door to this "\A”u)Arj.

. 8 human gaurds that were caught stealing and killing
clovd giant.

. 3 elveny skeletows.

. Empty cell.




Clovd World of Arme

. A type | demon who has been drugged to him from
telqwrtius.

. Is 8 ogres sewt from Colth. Arme got so mad he had
them locked up. Tkej will help all rescuers.

. ls A clovd giawt. He is being punished for insvbordinvation.
He will not I-\el,o ANyoNe.

. s 4 merchavts that are being "readied’ for dinver.
Tl-\ej cannot give rewards.

A kuigkt te be used for spear practice At A later date.
I€ freed he will siMPlj FOR ALAY.

. EMPtj cell.

. ls & guome. He is very woble anvd will send rescuers
0000 gold peices, 20 bolts +2, and a potion of extra
I\eAl;ua.

: EMPtj cell.
. EMPtj cell.

. This building has part of the travsportation here.
There is b lackeys. I€ attacked they will rum away
only to warw of intruders. To see who comes roll for
waNderig encounters using the palace table. There are
3S Hippogritls and 3S Griffons in here iv stalls. They are |
guit tame and will allow anyove to ride them. There is
20 gold peices on a shelf iv here.
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Random Evcouvnters; Check Every 2 turws | in 10 chance
“Die Result Number
' OI-0b  Aevial Servant )
O1-IS Temon | I-2
lo-24 TDemon |l 1-2
12529 TDemon I-2
'30-32 Devil, Horved -2
’33—3@ Dragen, Blue »

| 37-40 \brAaou, Black -2
| 4-42  Dragown, Green

43-44 Dragon, Gold/Silver

45-47 bvwgcu, Red

48-S2  Air Elemental
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| The following text is the property of Wizards of the Coast, Ive.
| and is Copyright 2000 Wizards of the Coast, lve ('Wizards".
M| Rights Reserved.
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(Y Derivative Material’ meavs copyrighted material ineluding
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2. The License: This License applies to any Open Game Content
that contains a votice indicating that the Open Game Content
may only be used under and in terms of this License. Pou must
aLLix sueh a Notice to Ay Open Game Content that you Use. No

| terms may be added to or subtracted from this Cicense exeept
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using this Cicense.

3. Offer and Aeceptance: By Usivg the Open Game Content Tou
| indicate Tour acceptance of the terms of this License.

| 4. Grant and Cousideration: In consideration for agreeing
to use this License, the Contributors grant You a perpetual,

| worldwide, royaltyfree, vov-exclusive license with the exact
terms of this License to Use, the Open Game Content.

| S. Representation of huthority to Contribute: I€ You are con-

| tributing origival material as Opew Game Content, You represent

| that PourContributions are Your origival ereation and/or You have
: sufficient rights to grant the rights conveyed by this Cicense.

| 6. Netice of License Copyrights You must update the COPYRIGHT

| NOTICE portion of this License to include the exact text of

| the COPYRIGHT NOTICE of any Opew Game Content Tou are
copying, modifying or distributing, and Tou must add the title,
the cowrigkt date, and the ccfjrigkt holder's vame to the
COPYRIGHT NOTICE of any origival Open Game Content you

 Distribute.

7. Use of Produet Hu)ﬁtj: You agree not to Use any Product
| H.e».)t;tj, ineluding as an indication as to QoMFAtil’:;“tj, except As
l expressly licensed in another, independent Agreement with the
| owner of each element of that Product ldentity. You agree vot
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| or Registered Trademark in con junction with a weork containing
Open Game Content except as expressly licensed iv another,
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8. ldentification: I€ ‘Li\ou distribute Open Game Content You must
clearly indicate which portions of the work that Yyou are distrib-
uting are Open Game Content.

Q. Updating the Licewse: Wizards or its desiguated Agents may
publish updated versions of this License. TYou may use any autho-
rized version of this License to cp, modify and distribute avy
Open Game Content origivally distributed under any version of
this Cicenvse.

0. Qéttj of this License: Tou MUST include a cp of this License
with every ep of the Open Game Content Tou Distribute.

Il. Use of Contributor Credits: You may Not market or advertise
the Open Game Content using the vame of any Covtributeor un-
less You have written permission from the Contributor to do so.

12 loability to Comply: I€ it is impossible for You to comply with
any of the terms of this License with respect to some or all
of the Open Game Content due to statute, judicial order, or
goveromental requlation thew Tou may wot Use any Open Game
Material so affected.

13. Termination: This License will terminate avtomatically i€ You
£ail to comply with all terms herein and £ail to cure such breach

withinv 30 days of becoming aware of the breach. Al sublicevses
shall survive the termivation of this License.

M. Reformation: I€ any provision of this Licewse is held to be
venforeenble, such provision shall be reformed only to the ex-
tent vecessary to make it enforcenble.

IS, C&S?riskt Netice: Opew Game License v 1.0 Copyright 2000,
Wizards of the Coast, lue. Duvgeows & Dragovs, Players
Handbook, Dungeon Masters Guide, Movster Manual, 420
System, Keep on the Borderlands, Caves of Chaos, and Wizards
of the Coast are trademarks of Wizards of the Coast, lue. i the
Dnited States and other countries and is used with permission.

This product uses the OSRIIC System (Old Sehool System
Reference and Index Compilation™). The OSRIC™ system text may
be found at Attp:/foww.knights-w-knaves.com/osric. The OSRIC™
text is ccpjrigl\t of Stuart Marshall. "OSRIC*" and "Oldschosl
System Reference and Index Compilation™ are trademarks of
Stuart Marshall and Matthew Fineh and may be used only in ac-
cordance with the OSRIC* license.
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right trade dress.
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Wizards of the Coast, Ine.
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Open Game Content (06C) may be reproduced or gleo_tv-c»)icnllj
transmitted, either in part or in whole, by Ay means, without
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tain permission to reproduce or electrovically travsmit covtent
Not expressly defived as 0GC, convtact the ccf:jrigkt holder
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