Cave
ventures

GS Ed itiOn Back in 1990 when we were

both 13 or so my best friend
Dave and | wanted to run a
DnD game for our class as a
project. Our instructor thought
it was a good idea but the
school board had banned DnD
and DnD paraphernalia due to
concerns from a few parents.
In the true spirit of rules
lawyers, Dave and | obeyed
the letter of the law, while

' sidestepping the intent
completely, creating our own
game as our project with the
intent of making our next
project running a session.

Cave Adventures has a
Player's Manual, a
Dungeon Master's
Manual and eight class

handbooks, making us Plﬁveris Munuul

one of the pioneers of

splatbook publishing. P d T“ I
This was to reducg iEﬁ i %ﬂ rﬂ!
photocopy costs since

each page cost us 5¢.



Running that game for our classmates
never happened, and my copy of Cave
Adventures got tossed on a shelf in my
closet. Dave and | grew apart, went to
different colleges and lost track of each
other. In 2008, eighteen years after it's
creation, my mother found a copy and sent
it to me. | scanned everything into a single
PDF with the intent of tracking down and
sending a copy to Dave, only to find that

@ (QQO he had passed away the year before.
Dawid  Solter
/\4 QWL]L /VQOQ \QY

Poord Jobtore 2T
Mohyr Asegl,,

Sorry about the quality of this PDF. It's a scan of (at the time) 18 year
old dot matrix printouts, typewritten sheets and pencil drawings, so a
good deal of it is a little faded. | looked into the possibility of having it
restored but the cost exceeds the value of anything here.




Note the
spinners
instead of
dice. That's
because of
the ban on
DnD
materials.
Dice were
included in
that.

Since we
were 13 at
the time we
wrote this,
and it was
never
playtested or
edited, it has
it's share of
errors. At this
point,
consider
them

flavor. )




Two things going on here:

First, this is very similar to the intro to the DnD 83' Mentzer set, right down to shades of Alena and
Bargle though | doubt anyone will spill as many tears over Shagrat as over Alena.

Second, Shagrat was some author insertion on Dave's part. Shagrat was his favorite DnD character of
that time (maybe ever). He was one of three brothers (the others were Meepesh and Robin Dego who
were played by Dave's older brothers during their family DnD games.



, From what | remember,
hulkers were large insect
. people, ameboids were
semi-amorphous
humanoids, and nair were
tiny puff-ball things. Not
sure on the wurr, but we'll
just go with savage
hairless cat folk and call it
a day.

Dave and | really weren't
budding misogynists.
Gender-based ability
score adjustments were
just part of RPGs in that
era and we didn't really
guestion it.

P.S. Since this the the GS edition, here's the adjustment for gnomes: S: -2, I:+1, H:+1, Ai+1.
No further adjustments for gender. No reason to double down on a bad idea.



 Best race and
chance of

These stats .
.+ rolling scores

don't always
o y for each class?
matc_ t; F: Wur,M, 50%
ﬁnezlbn t ke W: Nai,M, 60%
V\;i: 0;) S. M: Gob,M, 36%
er_et ey N: Spi,F, 28%
conflict, use S Gn(; ’310/
whichever A Gob, 400/0
; , 0
you want. =U: Hum, .02%

The ultimist was stolen from Gary Gygax's satire class of the same name featured in
Polyhedron #23. At 13 It sounded really cool to me, so in they went. At least they're more or
less impossible to roll up, but of course | had a GMPC who was one.



Dave designed the base mechanic of essentially (speed*mass)=force. It seems
unnecessarily clunky today, but we thought it was inspired. Though we never say so,
"spin + bonus/penalties” is speed. Later when some attacks have a set speed, or adjust
an attack's speed that's what it's referring to.




Whips are suspiciously
badass. This was of
course because | thought
they were incredibly cool.

Interestingly enough, anyone with a set of lockpicks can pick locks though the mercenary
class gets better chances if they choose to.






| wasn't sure saves ever actually got used, but in fact they do.
Some monsters have spells as per wizards, and werewolves cause saves vs spells.
Ghouls cause paralysis and several monsters poison you.



These numbers seem a little odd. You'd think that the insect people would have better
natural armor and humans would have less. We'll give gnomes a natural AC of 1
because they're small and hard to hit.
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| think this might be the first
RPG of all time in which
Katanas are NOT the best
weapon in the game.

What were we thinking here? Not only are ninjas shoehorned into an otherwise
Eurocentric setup, but since we gave healing spells to the wizard we dropped the
cleric and rather than making turning undead a spell or simply discarding it, we gave it
to the ninja. Ninjas also have no rogue abilities. Essentially they're worse fighters with
a specialized weapons list, turning ability and though it doesn't say so here, the ability
to gain a hawk companion.






The boomerang is on
the list of gear the
wizard can use but
not the equipment
list. Just use
throwing axe stats.













At some point between the time | made the original scans and | started making the annotated
GS edition, this page was corrupted and lost. It's a shame since the mercenary class was
Dave's favorite. On the off chance anyone will ever actually play this game, this is my best
guess as to what went here:

XP increment: 1500
HP/level: spin 6 and add health bonus/penalty
Requirements: 4 intelligence, 8 agility

Weapons: A mercenary can use any one-handed melee weapon and any ranged weapons
Armor: A mercenary may use leather or padded armor without impacting their mercenary
abilities. They may also wear scale or ring mail but it imposes a -15% on their stealth.
Mercenaries may not use shields.

Description: Mercenaries are soldiers of fortune that use their wits and well honed skills to
face challenges.

Mercenaries can tame animals (GMs have rules for taming animals in the monster section of
their book).

At first level, mercenaries get 100 percentage points to distribute amongst the following
mercenary abilities: Alertness, Athletics, Mechanics, Stealth, Survival. They get a further 10
percentage points every level to add to their abilities. Each point of Agility bonus adds 5
percentage points to every mercenary ability.

Alertness: Use this ability to notice ambushes, detect traps, find secret doors, and other
perception related feats.

Athletics: Useful for climbing, jumping, outrunning pursuers and other forms of physical
exertion.

Mechanics: Building or disarming traps, opening locks or sabotaging machines (this replaces
pick locks found on the next page).

Stealth: Unwatched mercenaries may hide and sneak to avoid detection, spy on enemies,
and attack unwary foes. Sneak attacks do double damage!

Survival: Use this ability to hunt game, find fresh water, and track foes.









| have no idea why we needed to point out that soldiers are never found alone repeatedly.

Soldiers were meant to serve as a backup class, at least a step above the normal man
class but not as powerful as the other classes. Since their requirements are fairly low, the
thought was poor rolls could at lease be bumped up to meet these requirements by

choosing the right race.



Normal Mun's

Hundhook



So normal man was meant to be the fallback class that anyone could get into even if they
skunked their rolls badly, but the silly thing is that looking at the equipment and treasure
tables, it seems likely that a character of the normal man class that made a decent roll on
the profession table would make more money and experience staying home and collecting
a paycheck than teaming up with a party of adventurers.



Ultimist’s

Handbook



We've already touched on this particular folly, but | do want to point out a math error above.
While the chances of spinning a 10 on every score is indeed one in ten thousand, since
every race/gender combination except for humans gets a -1 to at least one score, they
cannot be ultimists. Humans, on the other hand get a +1 to either strength or agility, so
there is a two in ten thousand chance for them to qualify (three if you choose gender after
choosing a class).

This is of course how I rolled up my GMPC and it's why it will completely make sense that if
you allow your characters to make characters unsupervised, no fewer than three will come
to the first session with ultimists.



Acrobat’s

Handhook






Job of a Dungeon Master

The job of the Dungeon Master is to create dungeons,run
battles,be imaginative,and be fair. Being fair is the most
importent rule. Another responsibilitie is to create dungeons.
The first step is to decide why the players are adventuring.
This can seriously effect the dungeon, if your party is
trying to save a princess from a diamond dragon you wouldn't
set the adventure in a marsh. The next step is to plan the
dungeon, again you must be reasonable. The third step is to
put monsters and treasures in the dungeon it is not essential
to put a monster or treasure in every room. Once you have
done this you have created a dungeon. Another job of a Dungeon
Master is to run battles, refer to the chart below.

Order of Events
SURPRISE (a)

Turns out that typewritten INITIATIVE (b)

: FIRST PARTY ATTACKS:
material .hold.s up better.than 1 Missile attacke
dot matrix printed material. 2 Melee attacks

3 Magical attacks
SURRENDER (c)
SECOND PARTY ATTACKS:

1
2
3
Repeat from INITIATIVE

(a) SURPRISE
Spin for each party
1s6 Reaction roll
1-2 surprised
3-6 not surprised
A surprised party may be attacked(l free round), talked to,
or scared away.

(b) INITIATIVE

Used to see who attacks first. Each party spins. Whoever
spins highest attacks first. If they get the same number
respin.

(c) SURRENDER

If the opposing party is down to less than half their total
hit-points they may surrender. Be careful! They may try to
escape!

Being imaginative refers to dungeons and monsters don't
just say 'a zombie attacks'.Say "flesh dropping off his bones
the zombie lurches towards you." You are also encouraged to
make your own monsters if you wish. It's not that hard try
a couple of times, I didn't do my first one perfect!

Every Dungeon Master has his own little point which he freaks
on mine is monsters. Others are time, measurement, ect. If you
feel we've left something out just add it yourself. The bottom
line ig HAVE FUN 1!

Well, of all the things we got wrong, we at least got that last sentence right. :)

e i, e



A dungeon Master must also know how to make monsters.
This can be done in several easy steps. The first step is to pick
a monster, next look at the number under HP. Then spin that spinner.
This is the number of hit-points the monster has. The next number is
the monster's armor class or the number you take away from your hit.
The next line is alignment or how the creature tends to act. Good
creatures tend to be helpful, evil ones live to wreak havoc and neutrals
might do either. Next is attacks. This tells how many and what kind
of attacks they have. After that is damage this tells how many hit-points
one attack takes away. Then comes special which tells about any unusual
attacks the creature can do. Finally comes treasure which tells which
kind of treasure if any the monster carries. after that comes experience
which is the number of experience you get for killing one of this kind
of monster. Then comes a description this tells you what the monster
looks like. Last comes force resistance if this is greater than what
you roll for force you don't hit the monster.

MONSTER LIST

Animals A lot of monster descriptions are left blank. In some cases
that's because they're animals. | hope no one needs a
ape . ) T
HP 20 description for an ape. The undead, on the other hand, have no
Z;{E geutral descriptions because different cultures have different
AT 1 bite preconceived notions for undead and we should let them
DM 1-6 :
SP none decide for themselves...
TR rzlgne or at least that's the excuse | gave after | didn't feel like typing
XP ) )
DES them up. Game design is hard work!
FR 54
bat giant normal
HP 4 1
AC 0 0
AL neutral neutral
AT 1 bite 1 bite
DM 1-4 1
SP none none
TR none none
XP 4 1
DES
FR 24 8 _ _
That's not grizzly misspelled. Those
b b i . . .
ip ear 152;“ %glz“e gglar are grizzle bears, bipedal semi-
AC 0 0 0 intelligent bear men that live in the
AL neutral neutral neutral d f
AT 2 claw 1 bite woods and wear flannel.
DM 1-4 1-4 1-8 1-6 1-6 1-10
SP bearhugl-8
TR
XP 15 30 35
DES

FR 90 90 90



dog tamed wild

HP 6 6
AC A tame 6
AL dog is neutral
AT a wild 1 bite
DM dog 1-4
SP tamed none
TR by a none
XPp merci- 6
DES nary '
FR sp 10+ 36

INT if

10 or higher dog is tamed

eagle
HP 6
AC O
AL neutral
AT 2 talons
DM 1-4 1-4
SP none
TR none
XP 6
DES
FR 36

fish catfish piranha

HP 4 1
AC 0 0
AL neutral neutral

AT 4 tentacles 1 bite
DM l+paralysis 1

SP none none
TR none none
XP 4 1
DES

FR 3 3

great poisonous frog
HP 6
AC O
AL neutral
AT 1 tongue
DM 1-4+poison
SP none
TR none
XP 6
DES
FR 16

giant
piranha
4

0
neutral
1 bite
1-4
none
none

4

6

Here are some taming rules.
S There aren't any other tamable
HP 4 | monsters. Mercenaries get dogs
AC O .
AL neutrai &ndninjas get hawks.
AT 2 talons
DM 1-4
SP A ninja may tame a hawk
. roll 10 +INT if you get 10
or higher you have tamed it.
TR rnone
XP 4
DES
FR 22

Undead

black shroud - vampire
HP 10+3

AC 4 . -
AL evil Since | think we never

AT 1 strangle mention it, the second undead
DM 1-4 _ ovel it
SP none name is the power level it's

TR none considered for turning
XP 13

DES purposes.
FR 21
b Y
disembodied hand
HP 6+1
AC -1
Al evil
AT 1 strangle
DM 1-4
SP none
TR 20% chance of 1 ring
Xp 7
DES
FR 2

ghoul
HP 24
AC 5
AL evil
AT 1 bite 2 claws
DM l1-6+paralysis 1-4 1-4
SP none
TR D
XP 24
DES
FR 42



FR 36

demon (Jgreater lesser -demon Monsters
HP 42 36 ant man
AC 8 4 HP 12
AL evil evil “AC 5
AT 1 scream 1 bite 2 claws AL neutral
DM special 1-8 1-4 1-4 AT 4 claws 1 bite
SP Each time a demon screams DM 1-4 1-4 1-4 1-4 1-6
each player must make a SP none
saving throw versus poison ‘TR C
or be deafened for 1-4 minutesXP 12
) and has -1 to hit and damage. FR 56
TR E D DES ‘An ant man is an ant
Xp 42 36 that is very large,
DES walks upright, and is
FR 100 80 semi intelligent.
skeleton -skeleton arachnea
HP 8 HP 10
AC -1 AC 5
AL evil AL evil
AT 1 weapon AT 1 bite
DM by weapon DM 1-6
SP none SP none
TR A TR C
Xp 8 XP 10
DES FR 36
FR 36 DES Arachnea are half
man half spider and
vampire -vampire enjoy bullying people
HP 50
"AC 6 gargoyle
AL evil HP 25
AT 1 bite AC 3
DM 1-6 - 1000 xp points AL evil
SP A vampire may polymorph to a AT 2 claws 1 bite
regular bat DM 1-4 1-4 1-6
TR G SP none
XpP 50 TR none
DES Xp 25
FR 42 FR 70
DES A gargoyle is a stone
zombie -zombie statue found on buildings
HP 8
AC -2
AL evil
AT 1 weapon Here are the zombie
gﬁﬁ ﬁinzemn stats the wizard needs
TR A
XP 8
DES



I'm not
sure | had
a good
grasp of
what one
hundred
foot tall
meant.
That's
pretty big.

giant fire ice normal
HP 80 70 60
AC 0 0 0
AL evil neutral neutral
AT 2 fist 2 fists 2 fists
DM 2-20+5 2-20 6-15
SP none none none
TR Hx3 Hx2 H
XP 80 70 60
FR 144 121 100
DES A giant is a 100 ft.
tall being. Most don't
show themselves but are
fierce fighters.
margoyle
HP 30
AC O
AL evil

AT 1 bitr 2 claws

DM 1-8 1-4 1-4

SP none

TR D

XP 30

FR 63

DES A margoyle is a more ferocious
gargoyle

umber hulk

HP 25

AC O

,AL neutral

AT 1 bite 2 claws

DM 1-10 1-6 1-6

SP charm spell 3 times per day

TR C

XP 25

FR 90

DES An umber hulk is a huge
belligerent beast with a huge

beak. It is roughly human in
shape.
unicorn BLACK WHITE
HP 35 30
AC 0 0]
AL evil good
AT 1 kick 1 kick
DM 1-12 1-10
SP 3-30 5-50
spell- spell-
points points
TR horn horn
inflict cures
1-6 per 1-6 per
day day
XP 35 30

FR 64 56

werewolf

HP 16
AC o
AL evil
AT 1 bite
DM 1-6
SP Every time a victom is
bitten they must make a saving
throw verses spells or become
a werewolf.
TR E
XP 16
FR 42
DES A werewolf looks like

a regular wolf but

is only affected by

silver weapons

I'd like to point out that in any
instance where our material
closely resembled DnD material
that | would very much like to not
get sued.



Dragons

white yellow blue violet
HP 10 20 30 40
AC 1 2 3 4
AL (==-m—m——————— e neutral--————----
AT (-- 1 bite 1 claw--~) (—=—mm— 1
DM (==—-- 1-8 1-4 —-——-———- )
SP (--- 4 spell points ----)
TR C D E F
XP 10 20 30 40
FR 9 16 25 36
BREATH WEAPON LETTER
B E D D

rainbow black silver gold

HP 80 90 100 110
AC 8 9 10 11
AL good evil neutral good
AT (-~--- 2 bites 2 claw)
DM (1-8+2 1-4+2) (1-8+3 1-4+3)
SP 8 spell 12 13 14
TR H+F H+G H+H H+H+H
XP 80 90 100 110
FR 100 121 132 144
BREATH WEAPON LETTER
ABCDE CE ABD ABDE

BREATH WEAPON CODES

letter A B c D E

green red orange
50 60 70

5 6 7

) evil neutral

bite 2 claw --)

( 1-8+1 1-4+1--)

(--- 8 spell points --
H H+D H+E

50 60 70

49 64 81

C A AE

Some of the FR scores for the tougher
monsters would be hard to hit for a
warrior with a heavy enchanted
weapon and buffs. Parties without
warriors might just be out of luck.

name fire ice acid lightning noxious cloud

MAX DM 20

12 8 30 35

A dragon may use his breath weapon 5 times a day

Crystal dragons

‘gquartz. turquoise jade garne
HP 10 20 30 40
AC 1 2 3 4
AL (- neutral -) evil neutr
AT 1lclaw 2 claw (1 bite 1 ¢
DM 1-4-2 1-4-1 ( 1-8 1-4 )

spells 4 4 4 4

TR* * * *
XP 10 20 30 40
FR 9 12 16 25
BREATH WEAPON LETTER

A A C B

t pearl topaz emerald
50 60 70
5 6 7
al evil evil neutral
law) (1 bite 2 claws--—-———-—
(.1-8+1 1-4+1) 1-84+2 1-4+2
8 8 8
* * *
50 60 70
36 49 64
D BA CA



HP
AC
AL
AT

DM ( 1-8+2 1-4+2 )

SP 8 12

TR * *H

XP 80 100

FR 81 100

BREATH WEAPON LETTER

ACD ABCD

BREATH WEAPON CODES

letter A B:. Cc
name REGULAR MOLTEN COLD

MAX DM 1-4 1-6 1-6
SPRAY+ 1-4 1-6 1-6

A crystal dragon may

ruby dimond
80 100

8 9

evil good

(2 bite 2 claw)

worth 10 times it's gem value.

D

POISON

1-8
1-4

The dragons section is a big mess. If |
ever re-did Cave Adventures (not likely)
this section would get the biggest overhaul
in terms of simply making it readable.

fire shards 4 times a day.
* A gem dragon has 1-10 of its gem. It's pelt is

+ Spray is the number of shards a dragon may throw.

level 1-5
white 50%
yellow 45%
blue 40%
violet 35%
green 30%
red 25%
orange 20%
rainbow 15%
black 10%
silver 5%
gold 1%
dragon
white
yellow
blue
violet
green
red
orange
rainbow
black
silver
gold
quartz
turquoise
jade

ga

rnet

6-10

60% 70% 80%
55% 65% 75%
50% 60% 70%
45% 55% 65%
40% 50% 60%"
35% 45% 55%
30% 40% 50%
25% 35% 45%
20% 30% 40%
15% 25% 35%
5% 10% 15%
where found
polar regions
sandy beaches’
desert

sea'

woodlands
mountains
caves

anywhere

caves

anywhere
anywhere

polar regions
desert

desert

hills

spins vs.
(shard breath is done on the hit roll system.)
11-15 16-20 21-25 25-30

90%
85%
80%
75%
70%
65%
60%
55%
50%
45%
20%

dragon breath

99%
95%
90%
85%
809%
75%
70%
65%
60%
55%
25%

dragon environment



dragon where found
pearl sea

topaz mountains
emerald caves

ruby caves
diamond volcanoes

chance of being asleep

dragon chance ofi Being asleep
white 90%
yellow 80%
blue 70%
violet 60%
green 50%
red 40%
orange 30%
rainbow 20%
black 15%
silver 10%
gold 5%
quartz 90%
turquoise 75%
jade 60%
garnet 45%
pearl 30%
topaz 25%
emerald 20%
ruby 15%

diamond 10%

Lowlife

bee, giant

HP 6
AC O TR none
AL neutral XP 8
AT 1 sting FR 42
DM 1-6 DES This is simply
SP A have has 4-40 pints of a very large
honey 1 pint of honey regains 1 hp dragonfly
TR NONE
XP 6 fly, giant larva
FR 36 HP 8 4
DES A giant bee is a very AC O 0
dangerous enemy in large AL neautral neutral
quantities once it hits AT 1 slam 1 slam
though it dies. DM 1-6 1
SP none none
dragonfly, giant TR none none
HP 8 XP 8 4
AC O FR 54 54
AL neutral DES This just looks like
AT 1 bite a giant house fly
DM 1-8 and larva.

SP none



HP
AC
AL
AT
DM
SP
TR
XP
FR
DES

HP
AC
AL
AT
DM
SP
TR
XP
FR
DES

HP
AC
AL
AT
DM
SP
TR
XP
FR’
DES

fungoid
3
1

neutral

1 touch
1 regardless of AC
rotting disease

A

3

5

Fungoids are 1 inch

tall people made of fungus,
every time a character is
his by a fungoid he has a
30% chane of contracting a
rotting disease that causes
1 HP per round for 1-6
rounds.

slugoid
6
0
neutral
none
none
+4 regeneration till dead
none
6
10
A slugoid looks 1like
a giant slug, if caught
when a baby and trained
for 10 years they will
act as a steed of speed
20.

worms giant linking red
4 6 8
=1 0 0
neutral neutral evil
none strangle bite
none 1-4 1-6
nohe none none
none none none
4 6 8
1 2 3

Giant Linking red

We don't have a save for
disease. Just use poison.

So | have no idea why, but | used to think the
concept of riding slugs was really cool, hence
their inclusion here. Of course there are no
rules of any kind in the game such that having
a mount would be an advantage, nor are there
any other options for mounts, so riding a slug
or not is a purely aesthetic choice.

purple

10

1

evil

bite

1-8

4 spell points
A

10

4

purple worms

worms worms worms are just more
are link are powerful red
just together just worms who can
giant to more cast spells.
worms. strangle powerful

giant worms.



ARMOR CLASS 1-5 6-10 11-15 16-20 21-25 26+

Monsters hit players differently then players hit monsters.
Monsters hit by armor class.
monster the better chance it has of hitting you.

XpP 1-10

T QMO0 W

11-20
21-30
31-40
41-50
51-60
61-70
71-80
81-90
91-100
100+

10 11
9 10
8 9
7 8
6 7
5 6
4 5
3 4
2 3
2 2
2 2

12
11
10

NWH OO I

13
12
11
10

WHh OO N

The greater the XP of the

14
13
12
11
10

BT IO

14
14
13
12
11
10

[S23 @) LN e o I Vo]

Monster attacks have a streamlined
system rather than use the one that
characters use. | assume they're meant
to be using a d12 to hit like players,
which means low level monsters whiff
pretty consistently. Of course while
higher level monsters hit a lot, many
types still don't do enough damage to
overcome player's AC.

Some monsters carry treasure to find what they carry use
the table below.
TREASURE TABLE
GEMS

value in GP

GOLD SILVER COPPER

n n 1-10

n 1-10 2-20

1-10 2-20 3-30

2-20 3-30 4-40

3-30. 4-40 5-50

4-40 5-50 6-60

5-50 6-60 7-70

6-60 7-70 8-80
GEM TYPE

1-10 gem

1 quartz 5

2 turquoise 10

3 jade 20

4 garnet 30

5 pearl 50

6 topaz 80

7 emerald 100

8 diamond 150

9 *fire topaz 200

10 ruby 500

n

(I R« I~ B |

| {
= O D

* A firetopaz may be used as
a weapon by anyone except
soldiers and acrobats.
For each level of the character
it does 3 HP of damage. However
this makes it worthless.

MAGIC TREASURE

n
n

n
n
5% any 1 n
any 2 1-
1
1
1
1

10%
20%
25%
30%
35%

any 3

any 3+1 scroll
any 4+2 scrolls
any 5+2 scrolls

S JEWELRY



H OO0 0D WwN— -

(@

go\l.:;r—-t—-a
— 0O W

o

o

|
—
O

MAGIC TREASURE TABLE
ITEM

miscellaneous magic
weapon

armor

scroll

MISCELLANEQUS MAGIC

arrow of arachnid slaying
statue of monster summoning
wand of fireballs
grappling hook of climbing
healing potion

figurine

sphere of lifedrain

amulet of magic shielding
shield ring

claw gauntlet

MAGIC WEAPON

1 spin 2-20

2 find appropriate weapon
3 spin 1-6

4

1-2 +1 to speed and mass
3-4- +2 to speed and mass
5-6 +3 to speed and mass

item

sword

battle axe

dagger

halberd

warball and chain
crossbhow

longbow

sling

boomerang

There are some types of weapons that you
can only get magical versions of. Treat a
warball and chain like a flail, a longbow like
a bow, a sling like a bow with unlimited
ammo, a boomerang like a throwing ax,
and a dart like throwing stars.

14-15 throwing star (4)
16-17 arrow (4)
18-19 dart (4)

scythe

ARMOR
leather 2
padded 4
scale ©
ring 8
plate 10
shield +2
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SCROLL TABLE
Anyone can use a scroll, but if anyone but a wizard
or an ultimist uses one they must spin 1-10 if they
get a 1, they fail and the scroll disintegrates.

2-20

2 magic arrow

3 magic silver arrow
4 detect invisible
5 cause fear

6 animate weapon

7 charm

8 cause horror

9 nauseating cloud
10-11 killer cloud

12 wind warrior
13-14 bless

15 raise dead

16-17 cure light wounds
18-19 cure serious wounds

20 cure all wounds
-6 JEWELRY GP Chance of being studded
ring 10 1-2
necklace 20 1-3
bracelet 50 1-4
brooch 100 1-7
crown 200 1-9
sceptre 500 1-10

Jelery may be studded with jewels
roll 1-4 to find many, then roll
for the type. Add the values

of the gems.



No story just a dungeon complex
waiting for players to kick in the door,
kill monsters and loot their stuff.



Room 1

50 x 50 - N,S,E,W
5 Bats

Morale. 1

Xp. 1

FR. 8

AC. O

HP. 1

Alignment. Neutral
ATT. 1 Bite

DAMM. 1

Room 2
50 x 60 - E,(N)
Empty

Room 3

50 x 60 - N, W

4 Disembodied Hands - ZOMBIE
Morale. 5

Xp. 7

FR. 2

AC. -1

HP. 3

Alignment. Evil

ATT. 1 Strangle

DAMM. 1-4

Treasure Turquoise ring

Room 4
Empty

Room 5

50 x 30 - W

6 Giant Worms
Morale. 1

XP. 4

FR. 4

AC. -1

HP. 4
Alignment. Neutral
ATT. None
DAMM. None

Room 6
50 x 30 - w
Empty

Room 7

40 x 40 - N,S,E
1 Arachnea
Morale. 5

XP. 10
FR. 36
AC. 5

HP. 5

Alignment. Evil

ATT. 1 Bite

DAMM. 1-6 + Poison
Treasure 16 GP 12 CP
4 Wands of fireballs

Room 8

30 x 30 - E,(s)

15 GP 27 SP

Scroll Cause serious wounds
Killer cloud Cause horror

Room 9
30 x 60 - S
9 CP

Room 10
? - S, W
Every minute the party is in
this room a skeleton

rises from the pool of water
in the middle of the room.
Skeleton
Morale. 5

Xp. 8 imply the monsters take
FR. 36

AC. -1

HP. 4 hit. Also, infinite

Alignment. Evil
ATT. 1 Boomerang boomerangs!
DAMM. 1-6

Room 11
Empty

Room 12
40 x 40 - E
Empty

Room 13
Empty

Room 14

50 x 40 - N,N

5 Fungoids

Morale. 2

Xp. 3

FR. 5

AC. 1

HP. 1

Alignment. Neutral
ATT. 1 Touch

DAMM. 1 Regardless of AC

| guess negative ACs

extra damage from each



Treasure 2 CP
Room 15

Empty

This is the end of the game proper, however I've also included a few pages of extra
material that was stored with the game: concept art, some content that was cut, etc...
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This is 13 year old me's
interpretation of a troll, heavily
inspired by the TI-99 4a video
game Tunnels of Doom.



This is of course NOT a
poorly drawn eye of the
deep but a totally original
monster over which no one
should file any lawsuits.
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Here's some kind of
sea hydra. He has fins
AND wings, so maybe
he's related to flying
fish somehow.



This is the concept art for the
disembodied hand. In retrospect | may
have had an unhealthy fascination with
severed hands for far too long. This
drawing was from 1990. In 1996 my
senior year art project was a severed
zombie hand holding an orb. Somewhere
in between there | had an art project that
was a hand of glory (corpse hand with
candles set in the fingers that drives off
undead). Also, I'm pretty sure that this
wasn't the first severed hand | drew. |
have no idea why this never seemed to
worry my parents.
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Contrast those last few pieces with
this. This is Dave's art. He could
have gone somewhere as an artist
if he had chosen that route.
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Here's an example of the
system at work. Giant pain in
function but it was a cool
concept.




Hit Points
A\{gﬂ ment

| A‘HQQI‘%S

Dom&ge,

Ball

Cow

Second edition (yeah right)
will support both bulls and
cows. Here's the proof.



Here's another creation system that got cut. Heavily
inspired by the similar tables in the 1st edition DMG.
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If undead turning ninjas weren't enough of an identity crisis
for the game, there were sci-fi space travel elements in the
_cut material. There are another three pages of ship stats that
Y weren't scanned in. | think this is enough to get the idea.
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Here are three classes that got cut. | think they would have
made an interesting addition to the existing roster.






Here are three more races. | don't
remember what they are. We'll say
that...

Moblocks are Idiot rock men,
Snithes are a lizard people, and
Kuma are a race of cowardly water
elves.

So that's Cave Adventures. | hope
that it at least gave you a laugh and
inspired you to keep creating. :)



