THE STOCK MARKET 

 1 on D10 Repo - (Max)
 Bonds
= -8,-6,0,+6,+6,+8  (125 M)

 LR
= -20,-12,0,+6,+12,+20 (50 M)

 HR
= -%,-20,0,+10,+20,+%(10 M)

 Comm
= HR x D10 (1 Mill)

PRECIOUS METALS - D12
1-3
=
 Brass 100+%

4-6
=
 Copper 200+%

7-9
=
 Silver D6+%

10-11
=
 Gold D8+%

12
=
 Platinum 10K+%

 XE "CHARTS: 8 - Battlemaster Quick Reference" 

 XE "Battlemaster Quick Reference - See Charts 8" 
ATTACK MATRIX
HAND

 4 =
Kill
=  x5 + 1 Attack (-5)

 8 =
Daze
=  x3 + 1 Attack (-3)

 ------------------------------

 21 =
Trip
=  Dam x3 + 1 Attk (-3) 

 24 =
Fumb
=  Dam x5 + 1 Attk (-5)

SHIP

 4 =

x5 + 1 Attack (-5)  - Both Eng
 8 =

x3 + 1 Attack (-3)  -1 Engine

 ------------------------------
 21 =
-1 Eng & ½ Rds (-3 Maneuvr) 

 24 =
Ship Explodes in 1-6 Rounds

BUYING BOMBS - 1 ON D
6 -
Hydro (4M)
12 -
Atom (20M)

8 -
Nitro (6M)
20 -
Plan (50M)

10 -
Neutr (8M)
% -
Galx (100M)

10 - Homemade/Custom - 100K Per D6 (%)

Nitro’s (1-6):  1-12K,  Molotovs (1-10): 1-2K

Clay (1-4):  12D6 x 1,000 (( By all in Area)

BLOWING UP HOUSES

 Bomb D + 20 for % to Murder Civs

 4 - Hydro
(1)
10 - Atomic
(4)

 6 - Nitro
(2)
12 - Planet
(5)

 8 - Neutr
(3)
20 - Galaxy
(6)

 D x % x D10 = Adv Pts Available

 BM rolls D20 for # of Total Floors

 PC rolls D6 Plus adds (   ) 

 Divide BM by PC for % of Adv

 If Neutron used, for Treasures

 Adv Pts Earned ( 100 + D20

SPACESHIP COST
1 - Fighter -
(2/20)
5K

2 - Cruiser -
(8/50)
50K

3 - Shuttle -
(20/100)
125K

4 - Destroyer -
(50/1K)
2.5M

5 - Starcarrier -(100/5K)
5M

6 - Size 6 -
(200/7K)
40M

7 - Size 7 -
(400/9K)
80M

8 - Size 8 -
(800/11K)
150M

9 - Size 9 -
(1,000/13K)
300M

10 - Size 10 -
(1,500/15K)
500M

Extra Rounds:  200,000 x D20

Teleport & Energize Shields: D20 x 100K
Illegal Cloak or Tractor Beam:  1-6 Mill

SHIP REPAIR
Repair:  100-600 x 1-6  x Damage x Sz
GOVERNMENT TYPES - %

1-20 - Republic

21-40 - Democracy

41-45 - Dictator

46-49 - Femarchy - Female

50-54 - Hierarchy - Religious

55-59 - Wizarchy - Wizard

60-69 - Militocracy - Military

70-79 - Oligarchy - 1-6 Male

80-89 - Monarchy - 1-4 = King

90-94 - Pedocracy-1-12 Scholar

95-00 - Plutocracy-1-12 Richest

46-59 = 1-3 Democracy 1-12

City Names - For each Galaxy, pick a State, and use all Cities found in that State. 

BOOK COST
% X 5,000 + HOTEL
Hotel Cost for 1 Month (1 Week)

 1 - 30K
4 - 300K

 2 - 60K
5 - 600K

 3 - 150K
6 - 900K




LANGUAGE

  1-4%
=
Weird

  5-19%
=
Ancient

  20-59%
=
Normal

  60+%
=
No Language
SKILL - PROBABILITY

Wizard & Seer - 50%

  1 - 100%
6 -
50%

  2 - 90%
7 -
40%

  3 - 80%
8 -
30%

  4 - 70%
9 -
20%

  5 - 60%
10 -
10%

SKILL IQ NEEDED
100 IQ Needed per Level

Total Invested at Level

  1 - 100
6 - 600 (2.1 K)

  2 - 200 (300)
7 - 700 (2.8 K)

  3 - 300 (600)
8 - 800 (3.6 K)

  4 - 400 (1 K)
9 - 900 (4.5 K)

  5 - 500 (1.5 K)
10 - 1 K (5.5 K)

ENCOUNTERS LEVEL (%)

  1-18
=  1
71-80 =  6

  19-34
=  2
81-88 =  7

  35-49
=  3
89-94 =  8

  50-61
=  4
95-98 =  9

  62-70
=  5
99-00 =  10

COLLEGE

1)  AGRI - (Farm & Gardening, Forestry)

2)  BIOLOGY - (Naturalist, Herbologist)

3)  BUS FIN - (30, 60, 90% Metal Mkt)

4)  BUS MKT (Value: Art & Artifact, Metl)

5) CHEMISTRY  (Herbologist, Bartender)

6)  COMM - (Carousing, Gesturing)

7)  COMP SCI  (30, 60, 90% Hacking)

8)  CRIME (Assassin, Info Gath, Observe)

9)  ELECTRON - (30, 60, 90% Ship / Droid)

10) ELEM ED - (Legends,Cust & Tradit)

11) ENGINEER - (Blacksm, Const, Min & Geol)
12) ENGLISH - (Lang, Lit, Value: Books)

13) GEOGRAPHY (Meteorology, Navigation)
14) HISTORY - (History, Value: Books)

15) HOME EC - (Leather, Pottery, Tailor)

16) INT DESIGN - (Value: Furn & Antiq, J & G)
17) LAW - (Observation, Detect Lies)

18) LIB ART  (Musician, Performer, Know Music)
19) MEDICINE - (Med Diag & Med Heal) 

   (Surgical DR - Heal Dam in 1-4 Rds/Enc)

20) MILITARY SCI(Shipwt, Diplo, Strat & Tact)
21) PHILOSOPHY - (Philosophy, Theology)
22) PHYS ED (Athletics, Trapping, Track)

23) POLI SCI - (Know:  Politics, History)

24) RECREATION - (Fishing, Hunt, Gambling)
TREASURES & THINGS

Roll D12 for type of Treasure 

1-4 = SMALL (Avg. = 1.4K ea.)

1-2
=  10-60


3-4 
=  100-600


5-6 
=  1-6 K

5-6 = LARGE (Avg. = 14K ea.)


1-2
=  100-600


3-4
=  1-6 K


5-6
=  10-60 K

7-10 = MAGIC
  1 - Potion
5 - I
9 -
V

  2 - Scroll
6 - II
10 -
Mag Art

  3 - Ring 
7 - III
11 -
Armormt

  4 - Wand
8 - IV
12 -
Laz Rod

11-12 = JEWEL (1 ON D6)

1-2
=  10-60 K


3-5
=  100-600 K


6
=  1-6 K M
11-12 = GEM (2-6 ON D6)

1-2
=  100-600


3-4
=  1-6 K


5-6
=  10-60 K

ART


1-3
= (
7
= 10-100 K

4
= 100-1 K
8
= 100 K-1 M

5
= 1-10 K
9
= 100 K-1 M

6
= 10-100 K
10
= 1-10 M

FUR & ANTIQUE
1-3
= (
7
= 1-10 K

4
= 1-10
8
= 1-10 K

5
= 10-100
9
= 10-100 K

6
= 100-1 K
10
= See Art



DECK OF MANY THINGS
2 = Pistol (1B,11S,17G,20P) or Rare

3 = 1 Use Personal Poss or Auto Hit 

4 = 1 BH Pass or 30 Sec Time Frez

5 = 3 Futures or 1 Language Book

7 = +1 to Mag Save or +1 to Endur

8 = 1 Omni BM Question

10 = Deck or 1 more Deck Draw

11 = 1 Wand or 3 Wish

12 = 1 Jewel & 1-10 Gems 

13 = 1 Ring or +20 IQ

18 = 1-4 Magic Items

20 = +1 to Ecstasy

22 = +1 to Charisma

24 = +1 to Looks

28 = 1-10 Million Cubits

29 = Minus 1 Year from Age

30 = Shadow (1-20K St & Attack)

33 = 2 MBV’s or +1% Lock & Pick

34 = 1 Magic Lazer Rod

35 = +1K to Mag Str or +1 Fist Str

37 = +10-1,000 to IQ (% x 10)

38 = +1 to Speed or D10 to 1 Skill

40 = 1 Stopwatch of Time Travel

CITY & TOWN ENCOUNTERS

[Adv Pts: Avoid A = 1K, R = 100, Tbl 2 & 3 = 10]
  1-6
=
Town People (Civs) 

  7-8
=
Force People

  9
=
Special People

  10-13
=
Table #1 - Event

  14-17
=
Table #2 - Magic

  18-20
=
Table #3 - Disaster

TOWN PEOPLE 

(Save 1-100%)
1 = Assassin [A]
(1-4K / D12 per 10K) [1T]

2 = Bandit [R]
(1K / INV) [1-10 T]

3 = Beggar [R50%]
(200 / 100) [1T]

4 = City Guard [ID]
(1-4K / Stun) [1T]

5 = City Official [ID50%]
(3H / 2H) [1T]

6 = City Watch [ID]
(1-4K / Stun) [1T]

7 = Cleric
(1-6H / 10-1H) [1T]
8 = Drunk [R50%]
(1-4H / 10-100) [1T]

9 = Prisoner
(100-1K / 100-1K) [1T]

10 = Gentleman
(100-1K/1-6H) [1-6 T]
11 = Harlot [R50%]
(1-4H / 10-60) [1T]

12 = Peddler
(1-6H / 1-6H) [1-4 T]

13 = Merchant
(100-1K / 1-6H) [1-6 T]
14 = Warlord
(10K / 1-20K) [1-8 T]
15 = Press Gang
(100-1K) [1T]

16 = Mercenary [A]
(1-4K / See #1) [1T]

17 = Undercover Cop
(10K / Stun) [1T]
18 = Ruffian [A50%]
(1K / See #1) [1T]

19 = Thief [R]
(1-6H / Teleport) [1-4 T]

20 = Magic User [R50%] 
(10K / See #1) [20T]
FORCE PEOPLE

(Save 50-100% [D6]) (ST:1-10K /  A:1-4K)
1 = Human 
[1-4T]

2 = Grock 
[1-4T]

3 = Colonial Trooper
[A50%-EVIL or ALNC]

4 = Droid
(S & A: 100-3,600)

5 = Lizardman 
[1-4T]

6 = Miter 
[1-4T]

7 = Warlord (A: 1-20K)
[1-8T]

8 = Boldon 
[1-6T]

9 = Bounty Hunter [A50%] [ID]
[1-10T]

10 = Tike 
[1-4T]

11 = Death Trooper
[A50%-GOOD or ALNC]

12 = Zorgon
 [1-4T]

13 = Thurk 
[1-6T]

14 = Black Pirate [R50%]
[1-8T]

15 = Santifer
 [1-4T]

16 = Warlord (A: 1-20K)
[1-8T]

17 = Piton 
[1-4T]

18 = Wally
 [1-4T]

19 = Droid
(S & A: 100-3,600)

20 = Univ Police [ID]
(S:20K, A:STUN)
SPECIAL PEOPLE
(Save 50-100% [D6])

All (ST:1-10K / A:1-4K)

1 = Dwarf   
[1-4T]

2 = Guru or Leprechaun [R]
[1-4T]

3 = Pixie
   [1-10T]

4 = Alliance [A50%-GOOD or EVIL]   
[1-4T]

5 = Troll   
[1-4T]




6 = Giant
[1-6T]

7 = Wuller or Leprechaun [R]
[1-4T]

8 = Elf
[1-4T]

9 = Hobbit
[1-6T]

10 = Ninja [A50%] (S/A 1-100K)
[1-10T]

11 = Female Warrior
[1-4T]

12 = Zappa or Leprechaun [R]

13 = Adv. Bounty Hunter [A50%] [ID]

14 = Morpher [A50%]

15 = Cloneit [A50%]

16 = Rager [A50%]

17 = Time Guardian

18 = Force Nobility

19 = Brownie or Halfling [R50%]

20 = Black Titan or Dwarf

TABLE #1 - EVENT
1 = A Woman makes a Pass

2 = A Civilian wants to Join you

3 = ID Check Bounty Hunter or Black Pirate

4 = 1-10 Gangsters Extort or Jump

5 = PC Accused of a Crime (See Crimes)

6 = Police ? or Ticket PC (Jaywalk)

7 = Pickpocket Steals 1 PC bag

8 = Asked to buy Magic or Jewel (%K)
9 = Insults & Spits on PC Group fight D20

10 = Assassin Local Leader -High Security

11 = A PC is Poisoned: 1-100K

12 = Asked to buy Drug / Poison (D20K)

13 = Assassination Attempt - On Party

14 = Leprechaun Grabs 1 Bag & Teleports

15 = Assassination Attempt - On 1 PC

16 = Local Gov’t men - Mission Impossible

17 = Witness a Crime (See Crimes)

18 = One PC’s Ship is Stolen 

19 = A Police ID Checkpoint (1-20 Police)
20 = Adv Ravagers Challenges or Taunts



(Str: 1-100K, Attack: 1-100K) 

TABLE #2 - MAGIC
1-11,  All Saves are Minus 10-40%

1 = Save vs Mind Blank & Acne

2 = Save vs Time Freeze & Baldness

3 = Save vs Bones to Jelly & Blind

4 = Save vs Flesh to Wood & Deafness

5 = Save vs Paralyzation & Body Odor

6 = Save vs Sleep & Change Hair Color

7 = Save vs Entanglement & Mute

8 = Save vs Human Control & Warts

9 = Save vs Quicksand & Sex Change

10 = Save vs Death Cloud & Bad Breath

11 = Save vs Fear & Change Body Color

12-15,  All Saves are 50% Knockout

12 = Wake up on slave ship

13 = Wake up in Jail (Framed for Crime)

14 = Wake up in science lab

15 = Wake in gladiator arena

16 = 50% Save - Time Bandits

17 = 1-4 Beans (Mag Art) used on PCs

18 = Each PC sees his Clone coming


through the crowd

19 = Magical Assassin shoots


1-4 Arrows of Aim at the party

20 = Magical Assassin uses


1-4 Power Word Kills on the party

TABLE #3 - DISASTER
1-5 Are Explosions - Clay Pelts

1-100K (%) Damage (PCs

1 = By the Stock Market

2 = By the Magic Shop

3 = By the Weapon Store

4 = By the Flight Line

5 = By the Bookstore

6 = Something falls from Sky - (D10K ea.)

7 = Run over by Vehicle - (D10K ea.)

8 = Gargantuan Attacking - See Weird

9 = Planet being Sucked thru Black Hole

10 = City/Town under Attack - Evil Invasion

11 = City/Town under Attack - Good Invas

12 = City/Town under Attack - Alliance Inv

13 = Disease Outbreak - 40% to catch it

14-20, 1st % = to Dam, 2nd off ST

14 = Insect Swarm -
80% & 10-40%

15 = Earthquake -
70% & 10-60%

16 = Tidal Wave -
60% & 10-80%

17 = Meteor Swarm -
50% & 10-100%

18 = Tornado -
40% & 10-120%

19 = Fire Storm -
30% & 10-200%

20 = Volcano Erupts -
20% & 10-200%
ANIMALS
(Strength 1,2 / Attack 1,2)

1 = Wolf or War Dog
(600/1-4H)

2 = Wild Boar or Pig
(400,50/100)

3 = Cat or Dog
(10.20/20)

4 = Mtn Lion or Cougar
(800/1-6H)

5 = Cow or Horse
(100,200/20)

6 = Gorilla or Baboon
(800,400/1-6H)

7 = Badger or Wolverine
(200/50)

8 = Insect Swarm 1-100
(10/5)


1-Bee
7-Praying Mantis


2-Wasp
8-Termite


3-Hornet
9-Tick


4-Fly
10-Cricket


5-Dragonfly
11-Grasshopper


6-Firefly
12-Locus

9 = Elephant / Rhino
(1.2K, 1.5K/1-8H)

10 = Ram or Goat
(500,50/20)

11 = Lion or Tiger
(800, 1-6H)

12 = Porcupine or Rat
(100,50/50)

13 = Antelope or Elk
(100,200/100)

14 = Hyena or Jackal
(600,1-4H)

15 = Buffalo or Camel
(800,400/100)

16 = Rabbit or Sheep
(10,50/10)

17 = Bear or Bull
(800,600/1-4H)

18 = Coyote or Fox
(500,300/1-4H)

19 = Skunk or Weasel
(60,80/50)

20 = Squirrel or Raccoon
(10,20/10)

FORCE ANIMALS
(Strength / Attack)

1 = White Ape
(1.7K / 1-6H)

2 = Litron
(1.5K / 100-1K)

3 = Camolus
(1.3K / 100)

4 = Kangroulops
(1.3K / 100)

5 = Plantman
(1.4K / 1-6H)

6 = Mutate
(1.5K / 1-6H)

7 = Radillo
(1.3K / 100-1K)

8 = Devils Breath
(1.4K / 100-1K)

9 = Rabbid (Disease)
(1.2K / 1-4H)

10 = Winged Wolves
(1.3K / 1-6H) 

11 = Sabertooth
(1.5K / 1-8H)

12 = Ratrus (Disease)
(1.3K / 1-4H)
RULERS ATTITUDE - %
1-10
=  Wicked (100% Hostile)

11-25
=  Wicked (80% Hostile)

26-45
=  Unfair (60% Hostile

46-55
=  Unconcerned (Neutral)

56-75
=  Fair (60% Positive)

76-90
=  Kind (80% Positive)

91-00
=  Kind (100% Positive)

QUADRANT FINDINGS
  1-2 
= City 

(1 on D10 Abandon)

  3-5 
= Town 
(1 Evil, 10 Good)

  6-8 
= House

  9-10
= Rest Stop

SPACE ENCOUNTERS

Adv. Players damage x 10
1-40
61-00
PLANET  1 on D6 = Find
41-42
59-60
SUN (10-40 Dam)
43-44
57-58
BLACK/WORM HOLE
45-48
53-56
COMET (10 Dam)

49-52
49-52
ASTEROIDS (1-20 = 2)

53-54
47-48
MOON (20 Dam)

55-62
39-46
METEOR (1-10 = 5)

63-73
28-38
SHIPS - Black Pirates



1-3 No Hail



4-6 Hail (Want 1-10 Mill)

74-84
17-27
SHIPS - Police



1-4 = ID CHECK Only



Teleport = No Chance



Flee = Roll Initiative
85-89
12-16
SHIPS - Random



1 - Abandoned



2 - Colonial Troopers



3 - Death Troopers



4 - Ravagers



5 - Bounty Hunters



6 - Ravagers (Police)

90-94
7-11
SPACEPORT



1 - Evil Base



2 - Good Base



3 - Alliance Base



4 - Police, Justice, Crime



5 - Science, Med, Indust



6 - Magical 

95-00
1-6
FLOATING CITY


HOUSE ENCOUNTERS

1-2
=  Animal (1-3) / People (4-6)

3-10
=  House Creatures
(# x 2 or 3)
11-17
=  Rare
(>100K # for dice, <100K


18-20
=  Weird
(1 for each 50 Speed)
HOUSE CREATURES

Magic Save = 40-90% (D6)

CHART 1 (1-3 on D6)

1 - Goblin or Hobgoblin [1 T]


(2,000 / 100-600)

2 - Lurker or Trapper (5K / 1K Group)

3 - Fungi or Spores or Mold


(2,000 / 1K & Disease)

4 - Ghost or Spectre


(2,000 Magic / 100-600)

5 - Sprite or Bugbear [1 T]


(1,000 / 100-600) 

6 - Mind Flayer or Kenku [1 T]


(2,000 / 2K + Save or Die 50%)

7 - Screamer or Mimic [1 T]


(1,000 / 1K Group [+4 to Hit]) 

8 - Giant Spider or Flying Snake


(4,000 / Type 3-6 Poison)

9 - Grimlock or Lich


(3,000 / 2K & Disease)

10 - Owlbear or Hook Horror


(4,000 / 2K Group)

11 - Mummy or Crawling Claw


(2,000 / 100-600 & Disease)

12 - Umber Hulk or Gnome [1 T]


(5,000 / 100-600)

13 - Zombie or Ghoul


(2,000 / 100-600 & Disease)

14 - Imp or Gremlin [1 T]


(1,000 / 100-600)

15 - Kobold or Kuo-Toa [1 T]


(4,000 / Type 1-6 Poison)

16 - Giant Scorpion or Stirge


(2,000 / Type 3-6 Poison)

17 - Giant Slug or Leech (1K / 1K)

18 - Skeleton or Gith


(2,000 / 100-600 & Disease)

19 - Giant Beetle or Ant (1K / 1K)

20 - Invisible Stalker or Phantom


(5,000 / 2K  [+D6 to Hit])

CHART 2 (4-6 on D6)

1 - ManScorpion or Naga [1-4 T]


(16,000 / 1-4 K +Type 3-6 Poison)

2 - Orc or Ogre [1 T]


(8,000 / 1-4 K)

3 - Cyclops or Ettin [1-8 T]


(Use Randm Giant [Rare] St & At)

4 - Crypt Keeper or Gargoyle [1-4 T]


(18,000 / 1-4 K & Disease)

5 - Lamasu or Shedu [1-4 T]


(6,000 / 1-8 K or Dimension Door)

6 - Brownie or Halfling [1 T]


(6,000 / 1-4 K)

7 - Banshee or Nightmare


(8,000 / 1-4 K + Save {Fear})

8 - Mold Man or Mud Man [1 T]


(6,000 / 1-4 K & Disease)

9 - Charmer / Dryad / Sirine / Harpy [1-6 T]
(8,000 /1-6KSpell +Save {Charm})

10 - Hag or Vampire [1-4 T]


(6,000 / 1-6 K, Shape or Diseas)

11 - Elemental - Group Attack 


     (Times St & At (100’s) by D10)


1 - Air or Cloud
(1K / D10)


2 - Water or Vapor
(2K / D12)


3 - Fire or Lava
(3K / D20)


4 - Earth or Sand
(4K / D4K)

12 - Ankheg or Cloaker [1 T]


(10,000 / 1-8 K + Stun 1-4 Rds)

13 - Brain Drainer or Wraith


(Daze or Magic/1-4K+Save{Die})

14 - Centaur or Satyr [1-4 T]


(6,000 / 1-4 K)

15 - Roper or Treant


(6,000 / 1-4 K + Save {Entang})
16 - Golemn [1-4 T] (x St & At (100’s) by D10)


1 - Doll or Straw
(2K / D10)


2 - Bone or Glass
(4K / D12)


3 - Clay or Flesh
(6K / D20)


4 - Stone or Iron
(8K / D4K)

17 - Minotaur or Gnoll [1 T]


(8,000 / 1-6 K)

18 - Troll or Tanar’ri [1-4 T]


(12,000 + D20K Regen / 1-6 K)
19 - Titan or Beholder [1-4 T]


(6-60 K / 1-20 K & Disease (B))
20 - Sphinx [Size 1-10 - See Weird]


(20,000/ 1-10K x St & At by Sz)



RARE CREATURES

Magic Save = 60-90% (D4)

Dragon Treasure based on Strength


1-D20 Per 100K

Dragon Strength times D10

Advanced Char: Strength & Damage x D10 

1 - Young Dragon - 1-6 Heads & D4 Bite


1 - White
(7K + Frost {Freeze})


2 - Blue
(8K + Mist {Stun})

3 - Black
(9K + Ash {Stone})


4 - Silver
(10K + Lightning 1-4K)


5 - Red
(11K + Fire 1-6K)


6 - Green
(12K + Acid 1-8K)

2 - Roc or Griffon [1-6 T]


(100-400K / 1-4 K + Type 3-6 P)

3 - Lycanthrope [1-6 T]


(Times St & At (K’s) by D10) + Disease)


1 Rat or Bat
(2K / D4)


2 Dog or Boar
(4K / D4)


3 Wolf or Fox
(6K / D6)


4 Bear or Lion
(8K / D6)

4 - Black Titan or Black Dwarf [1-20 T]


(10-100 K / 10-20 K)

5 - Leprechaun [1-100 Magics or IQ]


(10-40 K / (D20) - 1-4,000K IQ)

6 - Doppleganger [1-6 T]


(10,000 / Same as PC its Attacking)
7 - Gorgon [1-6 T] (Minus 10-40% Save)


(10-40 K / 1-4 K + Save {Stone})

8 - Juvenile Dragon - 1-10 Heads


(St x 2 / D6 Bite & -1 to Hit PCs)

9 - Bigfoot or Yeti [1-6 T]


(10-60 / 1-20 K & Disease)

10 - Giant [1-6 T]


(Times St & At (K’s) by D10)


1 Hill or Mountain

 

(4K / D4 + Save {Fear}


2 Stone or Sand 



(5K / D6 + Save {Stone}


3 Frost or Ice 



(6K / D8 + Save {Freeze}


4 Fire or Sun



 (7K / D10 + Save {Fire-D6}


5 Cloud or Fog



 (8K / D12 + Save {Elec-D8}


6 Storm or Thunder 



(9K / D20 + Sv {Bolts-D10}

11 - Slime Mold / Jelly / Ooze


(1-100 K / 1-20 K & Disease)

12 - Medusa [1-10 T] (Minus 10-40%)


(10-20 K / 1-6 K + Save {Stone})

13 - Pegasus (Value:100K-1 Mill) (1-4)

(1,000 / 1-4K ea. try 1 on D10)

14 - Pit Fiend or Tarrasque [1-10 T]


(10-200 K / 10-20K+Sav {Fear})

15 - Unicorn (Value: 1-20 Mill)(1-4 Try)


(2,000 / 1-8K ea. try 1 on D20)

16 - Adult Dragon - 1-20 Heads


(St x 3 / D8 Bite & -2 to Hit PCs)

17 - Dinosaur


1 - Spit or Stego
(10K / D4)


2 - Dactyl or Tricera
(18K / D6)


3 - Raptor or Iguana
(35K / D8)


(Dam x 2) (+2 Init) (-3 Hit)


4 - T-Rex or Gorga
(95K / D20)

18 - Shadow Warrior / Death Knight


(Magic(20 Adv)/D6K Group+D4)

19 - Manticore or Chimera [1-10 T]


(10-60 K / 1-8 K + Type 3-6 P)

20 - Old Dragon - D6 For Heads Below
          1=D10, 2-3=D12, 4-5=D20, 6=%

         (St x 4 / D10 Bite & -3 to Hit PCs)

HOUSE - SURFACE

TABLE 1
1-5
= Continue 20’ - Table 1

6-11
= Door - Table 2
12-14
= Passage Turns - Table 3
15
= Feature - Table 1

16-17
= Passage Change - Table 4
18
= Trap

19
= Encounter

20
= Dead End (1 on D6=Secret)

TABLE 2 - DOORS

1-4
= Left to Room - Table 5
5-6
= Left to Passage - Table 1

7-10
= Right to Room - Table 5
11-12
= Right to Passage - Table 1

13-17
= Ahead to Room - Table 5
18-20
= Ahead to Passage - Table 1

TABLE 3 - TURNS
1-10
= Left 90 Degrees - Table 1

11-20
= Right 90 Degrees - Table 1




TABLE 4 - CHANGES
1-15
= Passage T’s - Table 1

16-20
= Passage 4 Way - Table 1

TABLE 5 - ROOM SIZE
1-3
= 20’ x 20’ - Table 6

4-6
= 20’ x 40’ - Table 6

7-9
= 30’ x 50’ - Table 6

10-13
= 30’ x 30’ - Table 6

14-17
= 40’ x 40’ - Table 6

18-20
= 50’ x 50’ - Table 6
TABLE 6 - INSIDE ROOM
1
= 1 Junk

2-4
= 2 Junks - Feature

5-6
= 2 Furnishings

7-15
= Encounter - Feature - 1 T 

16-20
= Enc - Sm Chest - 1-4 Furn

HOUSE UNDERGROUND

TABLE 1
1-3
= Continue 20’ - Table 1

4-8
= Door - Table 2

9
= Side Passage - Table 3
10
= Passage Turns - Table 6
11-12
= Chamber or Room - Table 7
13
= Feature & Change - Table 4
14
= Passage Ends to - Table 13
15
= Dead End (1-2 on D6=Secret)

16
= Trap - Table 1

17-18
= Encounter - Table 1

19
= 1 Junk - Table 1

20
= 1 Furnishing - Table 1
TABLE 2 - DOORS
1-5
= Left to Room - Table 7
6
= Left to Passage - Table 1

7-11
= Right to Room - Table 7
12
= Right to Passage - Table 1

13-18
= Ahead to Room - Table 7
19-20
= Ahead to Passage - Table 1

TABLE 3 - SIDE PASSAGE

1-6
= Left 90 Degree - Table 1

7-12
= Right 90 Degree - Table 1

13-14
= Left 45 Degree - Table 1

15-16
= Right 45 Degree - Table 1

17

= Passage T’s - Table 1

18

= Passage Y’s - Table 1

19

= Passage X’s - Table 1

20

= Passage 4 Way - Table 1

TABLE 4 - CHANGES
1-5
= Dead End (1 on D6=Secret)

6-7
= 1/2 as Wide - Table 1

8-9
= 2 x as Wide - Table 1

10-20
= Special Change - Table 5
TABLE 5 - SPECIAL PASSAGE
1-3
= 1-6’ Stream: Continue - 1

4

= 1-6’ Stream: Downstream - 1
5

= 1-6’ Stream: Downstream - 7
6-8
= 10-40’ River: Continue - 1

9

= 10-40’ River: Downstream - 1

10

= 10-40’ River: Downstream - 7
11-13
= 10-60’ Chasm: Continue - 1

14

= 10-60’ Chasm:  Downstream - 1 

15-16
= 10-60’ Chasm: Downstream - 7
17-20
= MAZE:  Roll D20 for Result

     1-4 = Left           5-8 = Right      9-10
= Left & Right

     11-12 = Dead End                   13-16
= Encounter

     17-19 = Treasure                         20
= Exit

TABLE 6 - TURNS
1-7
= Left 90 Degrees - Table 1

8-14
= Right 90 Degrees - Table 1

15-17
= Left 45 Degrees - Table 1

18-20
= Right 45 Degrees - Table 1

TABLE 7 - SIZE & SHAPE
1-3

= 20’ x 20’ - Table 11

4-6

= 40’ x 40’ - Table 11

7-9

= 40’ x 20’ - Table 11

10

= 20’ x 20’ - Chamber - 11 & 1

11

= 40’ x 40’ - Chamber - 11 & 1

12

= 40’ x 20’ - Chamber - 11 & 1

13-20
= Unusual Shape - Table 8



TABLE 8 - UNUSUAL SHAPE
1-7
= Circle Room - Table 11 

8

= Circle Chamber - 11 & 1

9-11
= Triangle Room - 11 & 9
12

= Triangle Chamber - 11 & 1

13-15
= Hexagon Room - Table 11
16

= Hexagon Chamber - 11 & 1

17-20
= Cave - Table 11 & 9
TABLE 9 - POOL OF LIQUID
1-3
= With 1 Treasure

4-6
= With Encounter

7-9
= Encounter & 1 Treasure

10-11
= Empty

12-14
= With Passage - Table 1

15-20
= Magical Pool - Table 10
TABLE 10 - MAGICAL POOL
1

= Intelligence

2

= Endurance

3

= Ecstasy

4

= Charisma

5

= Looks

6

= Age

7-10
= Wish: 1-4 Same Force

11

= Futures: 1-4 Same Force

12

= Teleport: (Entrance/Room)

13-20
= Random Mag Potion (% ea PC)

TABLE 11 - INSIDE ROOM
1-2
= 2 Junks - Furnishing

3

= 1-4 Furnishings

4-6
= Encounter - Feature - 1 Treasure

7-16
= Encounter - Small Chest 

17-20
= Encounter - Feature - Lg Chst

TABLE 12 - TREASURE
1

= On Floor

2-3
= On Table

4-16
= In Chest (Check Trap)

17

= In Bags or Sacks

18

= In Jars or Urns

19

= In Barrels

20

= In Stone Containers (Trap)

TYPE OF ROOM - IF NEEDED
1 -
Shrine
11 - Pantry

2 -
Gallery
12 - Cell

3 -
Dining
13 - Bedroom

4 -
Game
14 - Storage

5 -
Lab
15 - Torture Chambr

6 -
Kitchen
16 - Exercise

7 -
Library
17 - Workshop

8 -
Crypt
18 - Bathroom

9 -
Observation
19 - Barracks

10 -
Office
20 - Medic

TABLE 13 - DETAIL IN HALL
1-5
= Stairs Up to Next Level

6-10
= Stairs Down to Next Level

11-14
= Trap Door Up to Next Level

15-18
= Trap Door Down Next Level

19-20
= Chute Down to Next Level

ENDING DIRECTIONS
Stairs - Pits - Elevators - Tunnels - Passages

1
 = To Room
4-5
= 2 Way Hall

2-3 = 1 Way
6
= 3 Way Hall

BASIC COLORS
1 - Gold
7 -
Brown

2 - Purple
8 -
Green

3 - White
9 -
Blue

4 - Yellow
10 -
Black

5 - Gray
11 -
Orange

6 - Red
12 -
Silver

CURRENT OR ODORS
1 - Breeze / Acid
7 -
Foggy / Smoky

2 - Moaning Wind/ Chlorine
8 -
Smoky / Sulfur

3 - Still - Cold / Moldy
9 - 
Dust Haze / Rotten

4 - Still / Earthy
10 -
Misty / Salty

5 - Still - Hot / Manure
11 -
Damp Breeze / Urine

6 - Strong Wind / Stale
12 -
Down Draft / Metallic



FEATURES
1 - Alter:  (4-6=Elevator Down)

2 - Container: 5-6=Potion (D10)

3 - DOOR (See Below)

4 - Forcefield around Treasure

5 - Fountain: 5-6=Potion (%)

6 - Tunnel: 1-2=Wind (1-3=Up, 4-6=Down)


3-4=Water Down


5-6=Hole Down

7 - DOOR (See Below)

8 - Art: 1-3=Idol/Symbol, 4-6=Modern

9 - Encounter / Treasure, Illusn or Real

10 - Elevator:  (4-6=Down)

11 - DOOR (See Below)

12 - Art: Painting

13 -
1-3=Pit:  (4-6=Down)


4-6=Pool Tunnel Down

14 - Fireplace: 1-2=Stairs: (4-6=Down)
15 - DOOR (See Below)

16 - Pedestal: 3-6=% x D6 Metal

17 - Stairs:  (4-6=Down)

18 - DOOR (See Below)

19 - Art:  Statue or Bust

20 - Well:  Down to Next Level
DOOR / PASSAGE
1 - Secret (1-3=Room, 4-6=Directions)
2 - Closet - Feature & 1-2 Treasure

3 - Room - Enc - Feature - Lg Chest

4 - One Way - Warp to Directions

5 - Teleport - Vortex (See #1)

6 - Passage - See #1

7 - Trap Door - 1-3=Up, 4-6=Down

8 - Spiral Stairs - See #7

TRAPS
P = Poison (1-2 on D6)  Adv X 10
1 - Arrows (D20)

[100-600+P]

2 - Boulder

[1,000-6,000]

3 - Flying Spikes (D10)
[200+P]

4 - Floor Collapses

[1-6K+P]

5 - Nitro (D4 each PC) / Clay
[12D6]

6 - Flying Blades

[1,000-6,000]

7 - Net of Entrapment
[50% Save]

8 - Stalagtites (D6)

[100-1K+P]

9 - Gas - Blinding - 50% w/ Mask

10 - Lightning Bolt

[1-4K]

11 - Gas - Disease

12 - Snapping Jaw

[100-1K+P]

13 - Needle
[Poison or Disease]

14 - Fireblasts (D10)
[1,000] {50%}

15 - Pendulum (Blade or Ball)
[1-4K]

16 - Spears (D10)

[100-1,000+P]

17 - Fireballs (D6)

[1,000] {50%}

18  -
1-3 = Collapsing Room or Crushing Walls

      
4-6 = Flooding Room

(1,000-6,000 Damage)
19 - Saw Blade

[1,000-4,000+P]

20 - Fire Vent   [1,000] {50% Reburn}

FURNISHINGS

(Bold=Content,   Italic=Jewelry,   Underline=Junk)

1 Vase A
26 Basin F
51 Pillow F
76 Bell F

2 Mug F
27 Cage F
52 Painting A
77 Chain F

3 Crate
28 Trunk F
53 Pail F
78 Pelt F

4 Mirror F
29 Rope
54 Chandlir A
79 Toilet F

5 Keg F
30 Pelt F
55 Wig F
80 Dish F

6 Fur F
31 Pinchers
56 Bed F
81 P Tank F

7 Wheel F
32 Throne A
57 Sack
82 Belt F

8 Pipe F
33 Wrapper
58 Cabinet F
83 Hook

9 Wire
34 Fur F
59 Shoe F
84 Cndlstk F

10 Jug F
35 Fire Pit
60 Blanket F
85 Torch

11 Needle
36 Sofa F
61 Trousers F
86 Towel F

12 Basket F
37 Grindstone
62 Carpet F
87 Vice

13 Jar
38 Tapestry A
63 Mattress
88 Razor F

14 Colon A
39 Pew
64 Chair F
89 ThmScrw

15 Skull F
40 Urn F
65 Bag
90 Dipper F

16 Cup F
41 Stool F
66 Closet
91 Book A

17 Skin
42 Tub F
67 Soap F
92 Tinder Bx

18 Tray F
43 Grill
68 Chest F
93 Barrel F

19 Beaker
44 Rug F
69 Bandage
94 Boot F

20 Cane F
45 Brand Iron
70 Couch F
95 Fountain

21 Guilotin F
46 Statue A
71 Rack
96 Box F

22 Jel Bx A
47 Hamper F
72 Desk F
97 Bucket F

23 Whip F
48 Table F
73 Glove F
98 Toy A

24 Hr Gls A
49 Workbench
74 Cupboard
99 Cask F

25 Funnel F
50 Chair F
75 Charcoal
00 Book L/S

CONTENTS & JUNK WITH VALUE

CONTENTS (D20)
13 -
Hydrogen Bomb

3 -
Hide / Pelt
15 -
Scroll

4 -
D10 Uses Potion
17 -
Ring

5 -
Pelt of Clay
18 -
D10 Use Poison

6 -
Passage Down 
JUNK (D20+D10)

7 -
1 Gem or Jewel
15 -
Antique - F

8 -
Nitro Glycerin
20 -
D4 Pelts - F

10 -
1-3 Drugs
25 -
Lock & Pick Set - A

12 -
Wand
30 -
Trinket - A
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