DUNGEON LEVEL 1-3

	GOBLINS

Goblin  Ax-gob
AC 6, HD 1-1, Size S, Move 9”, Attacks: hand axe; Chaotic, Morale 7, Save 20, XP 5;  -1 in daylight ; 1d6 gp  
Goblin  Archer
AC 7, HD 1-1, Size S, Move 9”, Attacks: short bow, dagger; Chaotic, Morale 7, Save 20, XP 5;  -1 in daylight ;  1d6 gp
Goblin  Leader
AC 4, HD 1+1, Size M, Move 9”, Attacks: sword; Chaotic, Morale 9, Save 19, XP 15;  -1 in daylight   3d6gp

Level 1: 2d4; ½ ax. ½ bow, 10% leader
Level 2: 4d4 ; ½ ax. ½ bow, 25% leader
Level 3: 8d4; ½ ax. ½ bow, 50% leader
	 GIANT RATS                                                   

Giant Rat
AC 7, HD 1d4hp, Size S, Move 12”, Attacks: Bite 1d3+disease; Neutral, Morale 8, XP 5, Save 20,
1 in 20 per bite for disease.  

Level 1:  3d4
Level 2: 5d4
Level 3: 5d6

	GOBLINS

Goblin  Ax-gob
AC 6, HD 1-1, Size S, Move 9”, Attacks: hand axe; Chaotic, Morale 7, Save 20, XP 5;  -1 in daylight ; 1d6 gp  
Goblin  Archer
AC 7, HD 1-1, Size S, Move 9”, Attacks: short bow, dagger; Chaotic, Morale 7, Save 20, XP 5;  -1 in daylight ;  1d6 gp
Goblin  Leader
AC 4, HD 1+1, Size M, Move 9”, Attacks: sword; Chaotic, Morale 9, Save 19, XP 15;  -1 in daylight   3d6gp

Level 1: 2d4; ½ ax. ½ bow, 10% leader
Level 2: 4d4 ; ½ ax. ½ bow, 25% leader
Level 3: 8d4; ½ ax. ½ bow, 50% leader
	GIANT RATS                                                   

Giant Rat
AC 7, HD 1d4hp, Size S, Move 12”, Attacks: Bite 1d3+disease; Neutral, Morale 8, XP 5, Save 20,
1 in 20 per bite for disease.  

Level 1:  3d4
Level 2: 5d4
Level 3: 5d6 





	 GIANT TOADS                                                                

Giant Toad
AC 7, HD 2+2, Size M, Move 9”, Bite 1d4+1; Neutral, Morale 6, Save 18, XP 25;   Shoot tongue 3”, drag Dwarf or smaller ro bite range, Swallows Size S on nat 20 for 1d6/round.  Camo—Surprises on a 1-3


Level 1: 1d2
Level 2:  1d4
Level 3:  1d8
	 STIRGES                                                                    

Stirge
AC 7, HD 1, Size S, Move 3”Fly 18”, Attacks: Poke 1d3; Neutral, Morale 9, XP 13, Save 19,
 +2 to hit, dive attack, suck 1d3 per round after hit. 

Level 1:  1d6
Level 2: 3d6
Level 3:  4d6
Lair: 3d12  TT L

	BERSERKERS

Berserker
AC 6, HD 1+1, Size M, Move 12”, Attacks: Battle Ax, Sword or Spear; Neutral, Morale 12, Save 20, XP 15;  Rage (+2 damage);  2d6 gp  
Berserker Leader  (FB-2)
AC 6, HD 2 (2d6+4), Size M, Move 12”, Attacks: battle ax, sword or spear; Neutral, Morale 12, Save 18, XP 25;  Ramapge (as level 4), Rage (+2 damage) Fight to -5 hp; 3d6 gp; 10% item draw


Level 1: 1d4, 10% leader
Level 2: 2d4; 20% leader
Level 3: 4d4; 40% leader
	WHITE APES                                                   

White Ape
AC 6, HD 4, Size M, Move 12”, Attacks: Claw/Claw 1d4/1d4; Neutral, Morale 7, XP 75, Save 16,
Can throw a rock for 1d6 damage.  

Level 1:  1
Level 2: 1d2
Level 3:  1d4

	GIANT BATS                                                              

Giant Bat
AC 6, HD 2, Size M, Move 3”, Fly 18”; Attacks: Bite 1d4; Neutral, Morale 8, XP 20, Save 18,
   

Level 1:  1d2
Level 2: 1d4
Level 3:  1d8
	GHOULS                                                           

Ghoul
AC 6, HD 2, Size M, Move 9”; Attacks: C/C/B 1d3 each; Chaotic,  Morale 9, XP 25, Save 18, Undead, any round someone is hit by a ghoul, Save or paralysis


Level 1: 1d2
Level 2: 1d4
Level 3: 2d6
 

	WEREWOLVES                                              

Werewolf
AC 5, HD 4, Size M, Move 18”; Attacks: Bite 2d4; Chaotic, Morale 8, XP 125, Save 16,  Invulnerable-S, lycanthropy bite

Level 1:  draw a different card
Level 2:  1
Level 3:  1-2
 
	WIGHTS                                         

Wight
AC 5, HD 3, Size M, Move 9”; Attacks: Touch/energy draln; Chaotic,  Morale 11, XP 175, Save 17, Undead, Invulnerable-S

Level 1: Draw a different card
Level 2:  1
Level 3:  1-2
 


	BANDITS

Bandit Swordsman
AC 6, HD 1, Size M, Move 12”, Attacks: sword; Neutral, Morale 7, Save 20, XP 10;   1d6 gp  
Bandit  Archer
AC 7, HD 1, Size M, Move 12”, Attacks: long bow, hand ax; Neutral, Morale 7, Save 20, XP 10;  1d6 gp
Bandit  Leader
AC 4, HD 3 (FW-3), Size M, Move 9”, Attacks: sword; Neutral, Morale 9, Save 17, XP 35;  Rampage, 3d12gp; 15% item draw

Level 1: 1d4+1; 2/3  sword. 1/3 bow, 10% leader
Level 2: 2d6; 2/3 sword. 1/3 bow, 25% leader
Level 3: 5d6; 2/3 sword, 1/3 bow, 50% leader
	BANDITS

Bandit Swordsman
AC 6, HD 1, Size M, Move 12”, Attacks: sword; Neutral, Morale 7, Save 20, XP 10;   1d6 gp  
Bandit  Archer
AC 7, HD 1, Size M, Move 12”, Attacks: long bow, hand ax; Neutral, Morale 7, Save 20, XP 10;  1d6 gp
Bandit  Leader
AC 4, HD 3 (FW-3), Size M, Move 9”, Attacks: sword; Neutral, Morale 9, Save 17, XP 35;  Rampage, 3d12gp; 15% item draw

Level 1: 1d4+1; 2/3  sword. 1/3 bow, 10% leader
Level 2: 2d6; 2/3 sword. 1/3 bow, 25% leader
Level 3: 5d6; 2/3 sword, 1/3 bow, 50% leader
 

	BRIGANDS

Brigand Trooper
AC 5, HD 1, Size M, Move 9”, Attacks: bill, mace; Chaotic, Morale 8, Save 20, XP 10;   1d6 gp  
Brigand Crossbowman 
AC 7, HD 1, Size M, Move 9”, Attacks: lt. Crossbow, short sword; Chaotic, Morale 8, Save 20, XP 10;  1d6 gp
Brigand Leader
AC 4, HD 3 (FW-3), Size M, Move 9”, Attacks: sword; Chaotic, Morale 9, Save 17, XP 35;  Rampage, 3d12gp. 15% item draw

Level 1: 1d4+1; 2/3 trooper. 1/3 Xbow, 10% leader
Level 2: 2d6; 2/3 trooper. 1/3 Xbow, 25% leader
Level 3: 5d6; 2/3 trooper, 1/3 Xbow, 50% leader
 
	MERCENARIES

Mercenary Trooper
AC 5, HD 1, Size M, Move 9”, Attacks: halberd, short sword; Neutral, Morale 8, Save 20, XP 10;   1d6 gp  
Mercenary Crossbowman 
AC 7, HD 1, Size M, Move 9”, Attacks: Heavy Crossbow, short sword; Neutral, Morale 8, Save 20, XP 10;  1d6 gp
Mercenary Leader
AC 4, HD 3 (FW-3), Size M, Move 9”, Attacks: sword; Neutral, Morale 9, Save 17, XP 35;  Rampage, 3d12gp. 15% item draw

Level 1: 1d4+1; 2/3 trooper. 1/3 Xbow, 10% leader
Level 2: 2d6; 2/3 trooper. 1/3 Xbow, 25% leader
Level 3: 5d6; 2/3 trooper, 1/3 Xbow, 50% leader

	SKELETONS

Skeleton
AC 7, HD 1, Size M, Move 6”; Attacks: weapon; Chaotic,  Morale 12, XP 10, Save 19, Undead 


Level 1: 1d6
Level 2: 2d6
Level 3: 4d6
	SKELETONS

Skeleton
AC 7, HD 1, Size M, Move 6”; Attacks: weapon; Chaotic,  Morale 12, XP 10, Save 19, Undead 


Level 1: 1d6
Level 2: 2d6
Level 3: 4d6

	 ZOMBIES

Zombie
AC 8, HD 2, Size M, Move 9”; Attacks: claw 1d8 or weapon; Chaotic,  Morale 12, XP 20, Save 18, Undead; Always loose initiative 


Level 1: 1d4
Level 2: 2d4
Level 3: 4d4
	 ZOMBIES

Zombie
AC 8, HD 2, Size M, Move 9”; Attacks: claw 1d8 or weapon; Chaotic,  Morale 12, XP 20, Save 18, Undead; Always loose initiative 


Level 1: 1d4
Level 2: 2d4
Level 3: 4d4






	 DWARVES

Dwarf
AC 4, HD 1, Size M, Move 6”, Attacks: Weapon; Lawful or Neutral, Morale 8, XP 10, Save 19, 3d6gp; +4 save vs magic
Dwarf Leader
AC 4, HD 3 (FW-3, 3d6+6), Size M, Move 6”, Attacks: Weapon,+1 dmg; Lawful or Neutral Morale 10, XP 35, Save 17 ,presence raises Dwarf morale to 10; 3d12gp, 15% chance item draw, +4 save vs magic  

Level 1:  1d4+1   10% leader
Level 2: 2d6, 30% leader
Level 3:  3d6, 50% leader
	GNOMES 

Gnome
AC 5, HD 1, Size S, Move 6”, Attacks: Weapon; Lawful or Neutral, Morale 8, XP 10, Save 19, 3d6gp; +3 save vs magic/poison
Gnome Leader
AC 5, HD 3 (FW-3, 3d6+6), Size S, Move 6”, Attacks: Weapon,+1 dmg; Lawful or Neutral, Morale 10 XP 35, Save 17 ,presence raises Gnome morale to 10; 3d12gp, 15% chance item draw, +3 save vs magic/poison  

Level 1:  2d4   10% leader
Level 2: 3d6, 30% leader
Level 3:  5d4 50% leader

	 ELVES

Elf
AC 5, HD 1, Size M, Move 9”, Attacks: Weapon; Lawful or Neutral, Morale 8, XP 10, Save 19, 3d6gp;  
Elf Leader
AC 9, HD 3 (FW/ME-3, 3d6+6), Size M, Move 9”, Attacks: Weapon,+1 dmg; Lawful or Neutral, Morale 10 XP 15, Save 17 ,presence raises Elf morale to 10; 3d12gp, 15% chance item draw,  Power Point 5
Mastered Spells: Read Magic, Sleep, Air Shield, Charm Person

Level 1:  1d6   10% leader
Level 2: 2d4, 30% leader
Level 3:  2d6, 50% leader
	 DUNGEON HOGS                                                         

Dungeon Hog
AC 7, HD 3+3, Size M, Move 15”; tusks 3d4; Neutral,  Morale 10, XP 50, Save 17,  From 0 to -6hp keep fighting 2-5 rounds


Level 1: 1d3
Level 2: 1d4+1
Level 3: 2d6





	 ORCS

Orc
AC 6, HD 1, Size M, Move 12”, Attacks: Weapon; Chaotic, Morale 6, XP 10, Save 19, 1d8gp
Orc Leader
AC 6, HD 1+1 (9hp), Size M, Move 12”, Attacks: Weapon,+1 dmg; Chaotic, Morale 8 XP 15, Save 19,presence raises Orc morale to 8; 2d6gp  

Level 1:  1d4+1   10% leader
Level 2: 3d4, 50% leader
Level 3:  4d6, 1d3 leaders
	 ORCS

Orc
AC 6, HD 1, Size M, Move 12”, Attacks: Weapon; Chaotic, Morale 6, XP 10, Save 19, 1d8gp
Orc Leader
AC 6, HD 1+1 (9hp), Size M, Move 12”, Attacks: Weapon,+1 dmg; Chaotic, Morale 8 XP 15, Save 19,presence raises Orc morale to 8; 2d6gp  

Level 1:  1d4+1   10% leader
Level 2: 3d4, 50% leader
Level 3:  4d6, 1d3 leaders

	 KOBOLDS

Kobold
AC 7, HD 1d4hp, Size S, Move 9”, Attacks: Weapon -1dmg; Chaotic, Morale 6, XP 5, Save 20, 1d4gp
.Kobold Leader
AC 7, HD 1+1, Size S, Move 9”, Attacks: Weapon; Chaotic, Morale 8 XP 15, Save 19,  presence raises Kobold morale to 8, 1d6gp
\

Level 1:  3d4   10% leader
Level 2: 5d4, 50% leader
Level 3:  1d6x10, 1d4 leaders
	KOBOLDS

Kobold
AC 7, HD 1d4hp, Size S, Move 9”, Attacks: Weapon -1dmg; Chaotic, Morale 6, XP 5, Save 20, 1d4 gp
.Kobold Leader
AC 7, HD 1+1, Size S, Move 9”, Attacks: Weapon; Chaotic, Morale 8 XP 15, Save 19, 1d6gp
 

Level 1:  3d4   10% leader
Level 2: 5d4, 50% leader
Level 3:  1d6x10, 1d4 leaders





	 DIRE WOLVES
                                                         
Dire Wolf
AC 6, HD 4+1, Size M, Move 15”; bite 2d4; Neutral,  Morale 8, XP 125, Save 16 


Level 1: 1 
Level 2: 1d2
Level 3: 1d4
 


	 GELATINOUS CUBES

Gelatinous Cube
AC 8, HD 4, Size L, Move 6”; Attacks: slam 2d4+paralysis, Neutral,  Morale 12, XP 125, Save 16,  20% for item draw; paralysis 2d4 turns

Level 1: 1
Level 2: 1
Level 3: 1d2

	 CARRION CRAWLER

Carrion Crawler
AC 7, HD 3+1, Size L, Move 12”; tentacles x8 or bite 1pt; Neutral,  Morale 9, XP 75, Save 17; tentacles Save or paralysis (2d4 turns or Heal Wounds spell), devours victim in 3 turns. 


Level 1: 1 
Level 2: 1
Level 3: 1d2
	CENTIPEDES

Centipede
AC 9, HD 1d4hp Size S, Move 6”; Attacks: bite--poison; Neutral,  Morale 7, XP 6, Save 20, Poison makes victim violently ill for 10 days, may make ½ move but no attack action.


Level 1: 2d4
Level 2: 4d4
Level 3: 4d6





	HOBGOBLINS

Hobgoblin
AC 5, HD 1+1, Size M, Move 9”, Attacks: Weapon; Chaotic, Morale 7, XP 15, Save 19, 1d10gp
Hobgoblin Leader
AC 5, HD 2 (15hp), Size M, Move 9”, Attacks: Weapon,+1 dmg; Chaotic, Morale 8 XP 25, Save 18,presence raises Hobgoblin morale to 9; 2d8gp  

Level 1:  1d4   10% leader
Level 2: 2d4, 50% leader
Level 3:  5d4, 1d3 leaders
	BUGBEARS

Bugbear
AC 5, HD 3+1, Size L, Move 0”, Attacks: Weapon +1 dmg; Chaotic, Morale 9, XP 50, Save 17, 2d8gp
   

Level 1:  1    
Level 2: 1d3 
Level 3:  1d6 

	GNOLLS

Gnoll
AC 5, HD 2, Size L, Move 9”, Attacks: Weapon; Chaotic, Morale 8, XP 20, Save 18, 1d12gp


Level 1:  1d3    
Level 2: 1d4+1 
Level 3:  3d6 
	 OGRES 

Ogre
AC 5, HD 4+1, Size L, Move 9”, Attacks: Weapon +2 dmg; Chaotic, Morale 10, XP 125, Save 16, 100gp
   

Level 1:  1    
Level 2: 1d2 
Level 3:  1d4 








	 TROLLS

Troll
AC 4, HD 6+3, Size L, Move 12”; Attacks: claw/claw/bite 1d6/1d6/1d10; Chaotic,  Morale 10, XP 650, Save 14,  regenerates 3 hp/round, unless fire or acid; attacked by these drops Morale to 8;


Level 1: draw different card
Level 2: draw different card
Level 3: 1
	OWLBEARS 

Owlbear
AC 5, HD 5, Size L, Move 12”; Attacks: claw/claw/bite 1d8/1d8/1d8; Neutral,  Morale 9, XP 175, Save 15, If both claws hit in same round, 2d8 additional rending damage


Level 1: draw different card
Level 2: 1
Level 3: 1d2

	WERERATS

Wererat
AC 7, HD 3, Size M, Move 12”; Attacks:  bite 1d4 or weapon; Chaotic,  Morale 8, XP 50, Save 17,  Surprises on a 1-4, bite causes lycanthropy; 2d12gp


Level 1: draw different card
Level 2: 1
Level 3: 1d4
	CRAB SPIDERS 

Crab Spider
AC 7, HD 2, Size M, Move 12”; Attacks: bite 1d8+poison; Neutral,  Morale 7, XP 25, Save 18,   Surprises on 1-4, poison takes 1d4 turns to take effect, +2 on save. No webs


Level 1: 1d4
Level 2: 2d4
Level 3: 2d6





	 GIANT SNAKE, ROCK PYTHON

Giant Rock Python
AC 5, HD 5, Size L, Move 9”, Attacks: Bite 1d3, Squeeze 2d4; Neutral, Morale 8, XP 300, Save 15, once bites, squeezes 2d4/round



Level 1:  1
Level 2:  1
Level 3:  1-2
	 STIRGES                                                                    

Stirge
AC 7, HD 1, Size S, Move 3”Fly 18”, Attacks: Poke 1d3; Neutral, Morale 9, XP 13, Save 19,
 +2 to hit, dive attack, suck 1d3 per round after hit. 

Level 1:  1d6
Level 2: 3d6
Level 3:  4d6
 

	BERSERKERS

Berserker
AC 6, HD 1+1, Size M, Move 12”, Attacks: Battle Ax, Sword or Spear; Neutral, Morale 12, Save 20, XP 15;  Rage (+2 damage);  2d6 gp  
Berserker Leader  (FB-2)
AC 6, HD 2 (2d6+4), Size M, Move 12”, Attacks: battle ax, sword or spear; Neutral, Morale 12, Save 18, XP 25;  Ramapge (as level 4), Rage (+2 damage) Fight to -5 hp; 3d6 gp; 10% item draw


Level 1: 1d4, 10% leader
Level 2: 2d4; 20% leader
Level 3: 4d4; 40% leader
	FIRE BEETLE

Fire Beetle
AC 4, HD 1+2, Size S, Move 12”, Attacks: Bite 2d4; Neutral, Morale 7, XP 15, Save 19,  Glowing glands: 2” radius, lasts 1d6 days after beetle killed




Level 1:  1d8
Level 2:  2d8
Level 3:  3d8

	 WARRIOR SKELETONS


Warrior Skeleton
AC 5, HD 3, Size M, Move 9”, Attacks: Claw, 1d6 or weapon; Chaotic, Morale 12, Save 17, XP 35;  Undead properties.

Level 1:  1
Level 2: 1d3
Level 3:  1d6
	GHOULS                                                           

Ghoul
AC 6, HD 2, Size M, Move 9”; Attacks: C/C/B 1d3 each; Chaotic,  Morale 9, XP 25, Save 18, Undead, any round someone is hit by a ghoul, Save or paralysis


Level 1: 1d2
Level 2: 1d4
Level 3: 2d6
 

	 
NPC PARTY

See NPC party Collection
	ANGRY CHAOTIC MINOR SPIRITS

Minor Spirit (Chaotic)
AC 8, HD 1d6hp, Size M, Move/Fly 12”, Attacks: Spirit Strike, 1d4; Alig. Any,, Morale 8, Save 20, XP 5;  Can move through walls,  vulnerable to Holy Water, dispelled by touch of silver.


Level 1: 2d4
Level 2: 4d4
Level 3: 4d6

	 THIEVES                                                       

Thief  (JT-2)
AC 7, HD 2 (2d4+4), Size M, Move 12”; sword 1d8, sling and bullets 1d6, 1d8; Neutral or Chaotic,  Morale 7, XP 20, Save 18,   Back Stab +4/x2; Surprise 1-3, +1 task rolls, Street Rat, Pocketeer, Lesser Rampage, Split Shot;  3d10gp, 10% each for item draw


Level 1: 1d4
Level 2: 1d4+1
Level 3: 2d6
	 ENCHANTERS

Enchanter  (ME-2)
AC 9, HD 2 (2d2+4), Size M, Move 12”;  dagger, darts; any,  Morale 7, XP 25, Save 18,   3d10gp, 10% each for item draw
Power Points: 2: Mastered Read Magic, Sleep



Level 1: 1+draw cards until likely bodyguards shows
Level 2: 1d3+draw cards until likely bodyguards shows
Level 3: 1d4+draw cards until likely bodyguards shows
 

	PUNISHERS 

Punisher  (CP-2)
AC 4, HD 2 (2d4+4), Size M, Move 9”; battle ax 1d8, 1d8; Chaotic,  Morale 9, XP 25, Save 18,  Ax will heal Punisher 2 points each time he drops a foe.  Lesser Rampage, 3d10gp, 10% each for item draw
Power Point:1
Most Likely:  Stun Blasphemer, Fearsome Darkness


Level 1: 1d4
Level 2: 1d4+1
Level 3: 2d6
	WARRIORS                                                        

Warrior (FW-2)
AC 4, HD 2(2d6+4), Size M, Move 9”; Attacks: Sword 1d8; Any,  Morale 9, XP 20, Save 18,  Rampage. 3d10gp, 10% each for item draw.


Level 1: 1d3
Level 2: 1d4+1
Level 3: 3d4

	SKELETONS

Skeleton
AC 7, HD 1, Size M, Move 6”; Attacks: weapon; Chaotic,  Morale 12, XP 10, Save 19, Undead 


Level 1: 1d6
Level 2: 2d6
Level 3: 4d6
	FLYING SKULLS

Flying Skull
AC 5, HD 1d6hp, Size S, Fly 18”, Attacks: Bite, 1d4; Chaotic, Morale 12, Save 20, XP 5;  Undead properties; When it hits, it latches on and does 1d4 damage per round until it kills or dies.  Horrid cackling sound causes all NPC’s to check Morale first round of battle and each time it hits them.


Level 1: 1d8
Level 2: 2d8
Level 3: 4d8

	 ZOMBIES

Zombie
AC 8, HD 2, Size M, Move 9”; Attacks: claw 1d8 or weapon; Chaotic,  Morale 12, XP 20, Save 18, Undead; Always loose initiative 


Level 1: 1d4
Level 2: 2d4
Level 3: 4d4
	SMALL SKELETONS


 Small Skeleton
AC 7, HD 1d4hp, Size S, Move 6”, Attacks: Claw, 1d4 or small weapon; Chaotic, Morale 12, Save 20, XP 5;  Undead properties.

Level 1: 1d8
Level 2: 2d8
Level 3: 4d8




