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Welcome to the Kaiv!

Before starting, please note that
the speliling of ‘cave’” as given above
is intentionally different. The game
you are about to piay is so different
from any other you may have seen in
the past that it wasn't right to use the
same spelling.

“Kaiv” was created by an avid fan-
tasy role-player for use by other avid
FRP-er’'s. Thus, there is never a ‘cer-
tain’ way to proceed or & ‘positive’
way of winning; there are just many
ways to try, each with its own chance
of success, based on how good your
character is.

The scenario is simple (though the
game is not). You are a Level-One War-
rior (a beginner). You may outfit your-
self with a sword, a full suit of chain-
mail, and assorted other objects. A
great treasure exists in the Kiav, or so
the legends say. In order to procure
this treasure for yourself, you enter
the Kaiv and face pits, traps, cliffs,
cave-ins, acid pools, and, of course,
monsters.

Should you find the treasure you
seek and get it back out of the Kaiv,
you will have come as close to win-
ning as you can. To fully ‘defeat’ the
Kaiv, one would have to defeat all of
the monsters (scores of them!) and
check every location for other
treasure. This is possible, but if you so
elect, be prepared for HOURS of play.

That is, in simple terms, the game, if
you are brave enough to chailenge
the Kaiv, read on! '

Interjection

The game you are about to play is
the second in the Warriors of RAS
series. Characters used in one game
can be loaded and used in the
others. See loading page for instruc-
tions. While the games are a seres,

each is a separate 3ame. Kaiv is more .

compiex than Dunzhin, but less com-
plex than the Wylde. For the most
part, however, strategies and tactics
used in one game will work equaily
well in the others.

Objectirve

The objective in playing Kaiv is
amusement. The objective for the
character you will use is to procure
the legendary treasure. It is always to
be found in the most distant area of
the Kaiv, or so the legends say. It is for
you to hazard the many dangers and
fight the dozens of creatures which
inhabit the dark caverns, just to find
out if the stories are true. Assuming
they are, you then only have to get it
out safely.

There are two other objectives of
interest:

FORTUNE: Modest treasures from
previous expeditions lie about the
Kaiv floor, discarded by deceased
owners and ignored by monsters hun-
gry only for food. To collect the aban-
doned wealth, much of which can
help vou survive, is always to your
advantage.

FAME: While you start the game as a
Leve! One (beginner), you can pro-
gress in skill by gaining experience.
Warriors gain experience only
through fighting. Thus to reach a
higher Level, you must do battle.
Making higher Levels is always to be
desired. it increases your defense,
your offensive and defensive fighting
abilities, and your movement. In
other words, reaching a higher Level
means you gain a greater chance of
survival.

Rules

The Kaiv makes use of specific rules
for movement, defense, combat, and
odds of evading traps, etc. These
rules are taken totaily from the fan-
tasy role-playing game THE GAME,
FANTASY EDITION (copyright 1978) by
1.Y. Games Co. Players of Katv who do
not have that fantasy role-playing
game need not despair. The program
has the ruies and this Dook expis:ns .
them. (THE GAME is available, how-
ever, if you are interested. Contact
ScreenPlay™.)




Principles

Kaiv is based on some typical fan-
tasy role-playing principles. Persons
familiar with this type of game can
skip this section. For those unfamiliar
with roie-playing games, a few brief
words may be helpful. As the name
implies, in these g9ames, the player
takes on a role, in this case, a begin-
ning warrior. Unlike adventure-type
games, there is no one way to soive
each problem Outcomes are based
on your character's experience,
traits, and chance. Kaiv can be a dif-
ferent game every time it is played,
with different mazes, etc. But usually
you will play in one Kaiv, save the
game in its entirety, and continue
playing until death or victory ensues.
As you play the game further, you will
develop one or more "‘characters,” or
roles. When a new game is begun,
your character is assigned a iow level
of certain traits, such as movement
and fighting ability. As you play the
game, these traits change. Successful
battles add to your abilities. If you
conquer the Kaiv, or simply want to
try @ new one, you can save the
character instead of the whole game
and Kaiv. This character, with all his
experience, can be loaded into a
new Kaiv for further exploits. Thus,
successfully getting the item once
does not mean the game is rendered
useless. You can try it again, and you
may not succeed the second time. Or
the third.....

Itemns Needed
1. An appropriate personal com-
puter.

2. Imagination (to truly enjoy it).

3. Courage.

4. Time. (The game is fast-paced
and quick in execution, but it is
habit-forming!)

Kaiv Floors

The Kaiv is always composed of
several separate areas known as
floors. Each floor consists of winding
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tunnels and open caverns. You as a
character will have to explore the
floor to learn its layout.

Realize that with every game, a new
Kaiv is generated. Thus, it is impossi-
bie to predict ahead of time what the
Kaiv will look like.

Movemnent

The speed with which you accom-
plish walking and fighting depends
on your Warrior Level. Players need
not concern themselves too much
with such facts as the program en-
sures that you don't do more than
you are allowed. If you specify more
movement than you are capable of,
the program will substitute your max-
imum movement instead.

Movement through the Kaiv is done
during the “Instruction:” stage. You
type in the command ‘MOVE"” (or the
abbreviation “M"), your direction
and your speed. The directions are:
North (N), South (S), East (E) and West
(W). Speeds mean merely the number
of steps you wish to 30 in that move-
ment session. One wouid mean you
were walking slowly, while nine
would mean running like heck.

Your movement factor depends on
your Warrior Level and the amount
you are carrying. Beginner warriors
have 13 points of movement to start
with. From this is deducted 1 point
for every 30 pounds of weight (30
pounds equals 300 gold pieces).
Carrying too much greatly hinders

movement of the character. It be-
hooves the player to watch carefully
the weight of the objects he is carry-
ing.

Specifying movement is very sim-
ple. To 9o north three steps, you type
MOVE NORTH 3 or M N 3. Four steps
to the west would be M W 4. And so
on. to move more than one step, you
must use the letter-number se-
guence, and press ENTER.

After you specify your directions,
you begin to move. The program
shows your movement on the screen.
It aiso shows you rather abruptly
when vou have over-estimated the
clearance and walked smack-dab
into a wall (happens quite often, ac-
tuaily).

Movement is also very important in
battles. The battle sequence (see be-
low) has you take a blow, the monster
take one, you again, the monster
again, and so on. This all takes place
within the space of a ten second me-
lee period. if you shouid use up all
your blows in that time period, you
don't get another blow. The same
goes for the monster. Thus it is possi-
ble that you may get an extra blow or
two because you are faster than the
monster, or vice versa.

Mapping

There are many ‘adventure games
on the market. Most force you to

draw your own maps. Some show
you the map used in the game. This
program does a bit of both. it holds
the floor plan for as long as you are
on that floor. While the program
knows all there is to know about that
floor, what it shows you is only what
YQU know about it.

Thus, at the beginning of any floor,
the screen is clear. As you move, the
computer draws on the screen a map
of what you see. The Kaiv is not lit, so
you can only see where you are with
a torch (see below). Even with a
torch, the most you can see is where
you are and one step in any direction.
To help you out, what you have al-
ready learned regarding that floor re-
mains on the screen throughout your
entire journey on that floor.

When you leave one floor for a new
one, the screen is cleared and every-
thing you've learned about the new
ievel is shown. If you haven't been
there before, you know nothing and
that is what the screen shows (a
blank).

While people are sometimes forget-
ful, the program isn’t. Though you
may spend hours down below the
first floor, when it comes time to re-
turn there, you'll be shown all that
you have previously learned.

One major problem with this pro-
cedure is that if you move into unex-
plored areas, you don’t know where
the walls are. It becomes common to
crash into walls that "pop up'’ as you
explore virgin territory. ’

Final note: If you move slowly (1
step at a time), you will not crash into
walls uniess you want to. Also, valu-
able objects in the Kaiv can only be
found if you stand right on them. It
therefore pays to move one step at a
time and to explore every spot. A
good reason to move fast, however, is
that the program checks for a mon-
ster encounter every mcyament ses-
sion. Moving M E 9 (East nine steps)
would have it check just once while
moving M E 1 nine times woulid call
for nine monster encounter checks!




Information

The bottom lines of the screen are
not used by the floor pilan. These
lines are reserved for the passing of
information back and forth between
you and the progqram. When the pro-
gram has sometning to tell you, it will
say it here. When you are asked for
directions, you will type the re-
sponse here.

All traps have a graphics display in
the floor plan area when they occur.
They also have further information
placed in the ‘‘command’ area
(those bottom lines). Both are equaily
important. Neither are displayed for
very long. Both vie for your attention.
Life, and the game, are tough!

Facts

If at any time that you are in the
“Instruction” stage you wish to check
on how well you are faring, you can
instruct the program to “‘FACTS” in
place of @a movement command. The
screen will clear and many pertinent
facts regarding your character are
displayed. You may look at this infor-
mation for as tong as you wish. When
you want to continue the game, sim-
ply press any key The screen will
clear and the floor plan as you ieft it
will be reconstructed.

Help

Should you forget the various com-
mands, the command “"HELP" will list
them for you. It will also list any ab-
breviations that may be used.

Bu_ving Ttems

Whenever you are outside the Kaiv
(at the beginning, or exiting later on),
you are able to buy items if you have
enough money. This is the only time
that such purchases can be made.
Note that at the beginning of the
game, pressing the “@" key in answer
to “ltem No.” will give you a "'Stand-
ard Pack” to save a lot of typing in. Of
course, if you don’t like what'’s in the

standard pack you can add to it, or
simply assembile your own an item at
a time.

Rings and wands cannot be bought;
they will be found In the cave. A
magic sword (giving added hit poten-
tial) can be bought but it costs more
than the beginning warrior has. A
mystery sword (some versions) is a
sword which works like a regular
sword except against some particu-
lar type of monster. If you buy one,
you will be told which monster it
works on. When fighting this type of
monster, hitting the creature with the
mystery sword gives an extra 12
points of damage. Missing causes the
sword to hit you in the chest for a few
damage points. This is because the
sword is angry at your character’s in-
eptitude. Magic is not always safe!

Inventor_v

There are 36 different types of ob-
jects which can be collected or
bought during the course of the
game. To see how many of these
items the character has, the com-
mand “INVENTORY" is used. This
clears the screen and gives a list of all
objects carried, and which, if any, are
carried in the right and left hand.
Objects carried in hands are marked
with RH and LH for right and left
hands. In the case of rings, (r) shows
that the ring is being worn. For po-
tions, (p) indicates that the potion is
currently in effect. For armor, (w)
shows that it is worn.

Traps

There are pits, cave-ins, cliffs, and
poois of water, mild acid and harsh
acid. Each of these traps has a timer
attached to it. You are given that
amount of time to press a key to get
out of the way in time. You will not
know how long this time s, s0 quick
reactions to traps are vital.

If you succeed in avoiding a trap,
you are not hurt and you may con-
tinue the game. If you fail, you pay
the price in defense points. Different

traps vary in severity. Pits and cave-ins
can inflict a lot of damage. Pools of
water give only one point of damage
while pools of mild and harsh acid
give progressively greater damage.

Cliffs are marked on the floorplan.
If the character absently steps off, he
will be severely hurt. The proper
means of going down or up a cliff is
use of the word “"CLIMB.” Beginning
Leve!l One characters have a 25%
chance of success {failure gives dam-
age). Every Level above One adds a
2% chance of success. Use of a rope
(i.e. having one in your possession)
gives a 50% bonus. There is always at
least a 5% chance of failure in climb-
ing a cliff.

if @ character has no light tc show
his way, he cannot see traps aheac of
time and thus is more likely to suc-
cumb to the damage he deserves for
being so reckless.

Fetch/Store/Swap

As mentioned previously, the pro-
gram keeps track of what the charac-
ter is carrying in each hand. Ali other
inventory is stored in the pack. To
bring an object from the backpack
and into the hand, the command
“FETCH" is used, as in “FETCH
SWORD.” The item will be placed in
the first free hand found, starting
with the right. If no hand is free, you
will be toid.

To move an item from the hand to
the backpack, the command
“STORE™ is used, as in “STORE
SWORD."

if the player wishes to exchange
the contents of the right and left
hand, the ccmmand “SWAP"" is used.

Get/Drop

To retrieve dropped items or to .
procure something discovered while’

exploring, the command “GET" is
used. GET can be used in two ways:

1. Saying GET alone will collect the
first item found at your current
jocation. If only one item is there,
that is all that is needed.

Q. Saying GET SWORD (for example)
will get that specific item if it is at
your location. Thus GET allows se-
lective retrieval.

GET puts the item in your back-
pack. Sometimes it is wise to divest
oneself of excess weight. To do this,
use the command "“DROP" and the
name of the item to be dropped. The
program can remember up to forty
items dropped in the Kaiv. It uses the
first-in, first-out "'queue’” system, sO
that if a forty-first item is dropped,
the first item dropped is lost forever.
For this reason, it is wise to avoid
dropping objects if at all possible,
since they are easily lost. Of special
note is that some items (including ar-
mor, shields, and coats) can never be
reclaimed once dropped. To drop
them is to lose them. Note that
whenever an object is gotten or
dropped, the weight carried will be
recalculated and movement adjusted
if needed.

Pick

With cave-ins and the like causing
major blockages, and with walls in-
conveniently placed, it may be desir-
able to make your own path. This can
be done with a "pick’” and with the
command “PICK” plus a direction
(e.9., PICK NORTH). If you have a pick
with you, a piece will be removed
The number of 'picks’ required to
eradicate a wall varies. Once an area
has been cleared, it will remain
marked to remind you of your handi-
work.

The use of wands of fire, cold, and
lightning handle walls in iike manner.
Beware of this, however. No section
of wall can take too much before
disaster strikes due to structural
weakness. If you press your luck, you
get it back, all BAD!




Eat/Drink

For biological reasons, it is neces-
sary to eat from time to time. Having
food (smail “packets’) is therefore vi-
tal. The player is warned when the
character is suffering from hunger or
thirst. Shortly thereafter the charac-
ter will begin to take damage and
perhaps even die from the abuse.
Provided appropriate items are in the
pack, the commands “EAT” and
“DRINK’" will act to consume them.
Thus, “EAT FOQOD”, “DRINK WATER" or
“DRINK POTION OF STRENGTH.”

Light/Extinguish —————

To light a torch, and thus have il-
lumination to see where you are go-
ing, you must first "FETCH TORCH" be-
fore you can "“LIGHT TORCH.” Lighting
a torch requires that flint and steei
are in your inventory. Torches only
last a limited number of moves. When
they burn out, the program will tell
you, and discard the worthless torch
for you. This discard does not affect
the drop queue (i.e. it is not one of
the forty items remembered) since it
is worthless. If you should want to
put out the torch before it has

burned out, use the “EXTINGUISH
TORCH'" command. Do this BEFORE
trying to store it in your pack!

Rings Use/Disuse

There are eight different rings
which can be found and used in the
game. Some are useful offensively,
some defensively, and some serve
other functions. Jo use a ring, you
must first “WEAR" it. Then you can
""USE" it whenever you wish. Some
rings are one-shot types, that is, they
will only work once (fireball, tele-
port), while others continue to work
until you “DISUSE” them (healing,
shields).

TAbar/Remove

To put on armor, a coat, or rings,
the command “WEAR” is used. To
take such items off, use “REMOVE." In
both cases, you must state what you
want to wear or.remove. "WEAR
COAT."” “"REMOVE RING OF TELEPORT.”
Simple, isn't it?

Whnds

There are six different magical
wands usable in the Kaiv, all offen-
sively oriented. During a battle, the
character can “FETCH WAND OF
LIGHTNING"” and then give the com-
mand “USE WAND OF LIGHTNING.”
Each monster has a chance of evad-
ing the effects of your wand (called
“saving’). Those creatures which
don’t save are dead.

Potions

To titillate the player, eight dif-
ferent types of potions are available.
All are useful at some time or
another. Each potion has a time limit.
Once that limit is reached, the potion
is no longer active. Note that drinking
a potion before a previous one has
finished is not permitted.

Wul(-Crashing

As mentioned under Movement,
you can crash into walls by misjudg-
ing distances or moving too fast into
unexplored areas. Crashing into a
wall does you no good at all. Do it too
many times and you'll gain a point of
damage!

Typos

The program is perfect (ha!). Hu-
mans, unfortunately, are not. It is,

therefore, quite possible that we
make mistakes. Should you err in the
game, several things can happen.

If your error was one of judgement,
you can get hurt and possibly even
die (your character, that is). If you
erred in typing, the program checks
to ensure that your command was 3
valid one. If so, it carries it out. If not,
it lets you try again.

Battles

In the Kaiv there exist many dif-
ferent types of monsters, all of whom
will wish to deprive you of life and
limb from time to time.

When you encounter a monster,
you see a graphics display and the
program tells you that you have an
encounter. It also tells you what it is
you have met and how many of them
there are in the group.

Sometimes the monster(s) does not
wish to engage in combat with you
(at that time). You have the option of
letting him go or forcing him into a
fight (in this case, you get one free
blow).

Usually the monster(s) wants to
fight. In this case, you may agree to
fight, try to hide (HIDE), run like the
dickens (RUN), or try to bribe him
(BRIBE). The last three options work
sometimes, but not others.

If you choose to fight, the blows
alternate. You get one, the monster
gets one, and so on. This continues
until one or both of you runs out of
blows. As previously mentioned, dif-
ferences in speed can mean that one
or the other opponent can get a cou-
ple of extra blows at the end. If both
of you are still alive at the end of the
10 second battle pericd, a new ses-
sion is instantly begun. This continues
until one of you is no more.

There are several areas of the body
used in the comnat system. The hu-
manoids (such as yourself) have eight
areas: Head, Chest, Abdomen, Right
Arm, Left Arm, Right Leg, Left Leg,
and Neck. Four-legged creatures will
have areas such as Head, Neck, Body,




Right Fore-leg, Left Fore-leg, Right
Hind-leg, and Left Hind-leg. Some
areas are harder to hit than others
(the neck is the hardest, the chest the
easiest) and the difficulties vary with
the monster. Thus, it takes a fair bit of
experience to learn battle tactics.
For example, one should not go for
the Eif's neck because it is all but
impossible to hit.

The basic chances of hitting an ad-
versary in each body area are given
below. This chart shows the number
you must have (the Attack Value plus
a random roli) in order to hit the crea-
ture in that area.

TO BE
AREA HIT DEFENSE™
Head 16 20
Chest 11 80
Abdomen 13 60
R/L Arms 15 30
R/L Legs 13 40
Hind/Fore Legs 13 30
Neck 19 10

Some creatures have values lower
than those given (Dwarves), while
some have higher values (Elves). It can
be seen that, for example, one has
only a 10% chance of hitting the
neck. However, for a player with an
Attack Value of 10, any roll above 8
would produce a hit, increasing the
probability of a hit to 60%. Thus, the
higher your character’'s Attack Value,
the better the chances of hitting.

In order to strike a blow, use the
command HIT and the body part you
wish to strike, such as HIT CHEST. You
may spell out the bocy part you wish
to strike, or use abbreviations. The
abbreviation for HIT is “‘H.” For the
body parts, they are:

H-head N -neck
B-obody C-chest
A - abdomen

RL - right leg

LL - left leg

RA - right arm

LA - left arm

RF - right fore-leg
LF - left fore-leg
RH - right hind-leg
LH - left hind-leg
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Be sure you are wearing your armor
and that you have a sword in hand
before attempting a battle!

Each of the body areas has its own
“defense” (how many points of dam-
age it can take). The neck is the
weakest, while the chest is the
strongest. Different monsters have
different area defense. Experience,
again, teaches you which is which. To
hit the sketeton in the chest is usuaily
a sure winner, while a troll is often
only tickledby such a shot.

Striking a blow does not necessar-
ily mean you hit your opponent
Sometimes you miss. Should you hit,
the program determines how hard
you hit. You have a sword which can
inflict 1-12 points of damage per
biow. Sometimes you do well, some-
times you don't.

Monsters, according to type, have
protection in the form of tough skin
or armor. This stops a certain amount
of damage (varying from monster to
monster and area to area). If you, for
example, met a skeieton and inflicted
six points of damage to the chest,
you would defeat that creature. Do-
ing that to a warrior in platemail
(which stops the first six points of
damage) is an entirely different story.

If you become frustrated with miss-
ing, you can opt for AIM instead of an
area. Aim deprives you of one swing
but greatly increases the chance of
hitting on the next one.

If you continually infiict little or no
damage, you can opt for FORCE. This
is a wild, hard swing. It lowers your
chance of hitting, but greatly in-
creases the damage if you do hit.
Force does not deprive you of a hit.

If you can't hit and/or can't hurt,
you can always try to RUN, HIDE or
BRIBE again. The monster may get a
free blow at you, and you may not
even get away, but it :5 somethingd to
try.

Once you have chosen and taken a
blow at your opponent, it gets a
whack at you, assuming it lived
through your blow. It will go for any
one of your eight body areas. It may
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or may not hit, depending on how
nasty a monster it is and how good &
warrior you are.

If you are hit, you take damage.
Your armor will stop some damage.
You take the rest. All things said
above about armor and body area
defenses apply to you as well as to
the monsters.

If you have magical protection (po-
tions and rings), the amount of pro-
tection they afford is taken off AFTER
the armor's protection. Thus, even
with magic, your armor gets damaded
in battle.

Thus the battles rage. Whiie there is
some randomness to the fighting, it s
all within very logical parameters. If
you are @ poor warrior, your perform-
ance will generally be poor. High
Leve! warriors seldom miss low Level
monsters. .

Some monsters possess special
powers to stun or damage you during
battie. In such a case, you will see a
message instructing you to “'save’ to
avoid being hurt. To attempt to
“save,” simply hit any keyboard key. If
luck is with you, you will not be hurt.
If not, you will be informed of what
has unfortunately happened to you.

The Kaiv has other objects that can
help you in battle. See the sections
called Wands, Rings, Potions, and
Buying ltems.

Mormnsters

There are twenty-four different
types of creatures i~ the Kaiv. They
can be divided into three broad cate-
gories based on nastiness: eight low,
eight medium, and eight high. See the
Addendum for descriptions of the
monsters.

No monster is easy to defeat. The
jow Ones are easier than medium and
high, but never laugh them off. Some

of them have special tricks up their .

sieeves as well. Be wary!

Of special note is that vampires and
wraiths need a magic or mystery
sword to hurt them. Crosses ward off
vampires. A gorgon, which can turn
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you to stone, won't if you have a
mirror (how's that for a hint?).

Experience

Every monster you defeat by fight-
ing gives you experience. This in-
creases depending on a ratio be-
tween how good you are and how

-good the coilective opposition is. If

you are a 10th level warrior (pretty
darn good) and you defeat one fowly
skeieton, you'll receive virtually no
experience for your trouble. Defeat-
ing five skejetons while at the first
(beginning) level gives you oodles of
experience.

When you finally accumulate
enough experience to move up 3
Level, you are so told, and ALL your
statistics are reconfigured. Periodi-
cally checking FACTS (see above) will
keep you appraised of your condi-
tion.




The Legend

Legends are sometimes true and
sometimes not. When you have
traveled down tc the lowest levei of
the Kaiv, you will encounter a series
of characters which denote the loca-
tion of the treasure trove. If you move
onto one of these symbols, the pro-
gram will tell you what treasure is
there.

The treasure is in the form of goid.
You can choose how much of it to
collect, depending on your charac-
ter's strength (to carry the weight)
and greed. Remember that the jour-
ney to the surface is just as long and
dangerous as that down. Weigh your
character down with too much gold
and you may not get him out alive.

Final.Note

Don't expect to defeat the Kaiv
with your first couple of characters. It
takes practice and experience to
learn what to do and when. Enjoy the
game for the fun of it and for any
advancement you may make over
your previous games. Once you have
finally defeated the Kaiv, smile bliss-
fully and preen yourself with pride.
Then take another character and try
it again. The object of playing this
game is to have fun. It is the hope of
the author that you find it.

N

Addendum to ‘‘Kaiv’' ———

The adversaries which are con-

fronted in ‘Kaiv’ are explained below:

GHOULS — Group |

Thriving off living flesh, these
cursed humans are extremely evil and
chaotic. Sick and dementecd vaga-
bonds, they would attack their own
kind if they but had the courage. Ex-
tremely emaciated with huge buiging
eyes and a long, shithery tongue,
ghouls walk about naked. They
possess malformed hands like claws
and feet with toes as long as fingers.
Their touch can paralyze those who
do not ‘save.’
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ZOMBIES - Group i

Deceased humans reanimated by
arcane magicks to perform unholy
duties as dictated by their masters,
these undead souls become lost
when their creators die or banish
them; hence they roam the Kaiv
aimlessly destroying ail they encoun-
ter. Unblinking, expressioniess
abominations which mock their for-
mer race by their very non-existence,
zombies walk siowly about the Kaiv
clothed in rags and tatters, their skin
rotting and decayed. They are armed
with broken or dented swords.

WOLVES - Group |

Calling out in the night with cries
demanding pity, these animals would
gladly take mercy, though they grant
it to no one. Woives appear 1s .arge,

dark grey dogs, blending into the:

darkness, until they draw near.
Wolves do not act as insanely as their
canine cousins, but their domestic
appearance is deceptive.

SKELETONS - Group |

These creatures are but the rem-
nants of zombies who have been so
long from the grave that no skin or
sinew remain on their forms. Hollow
eye-sockets stare across the land
searching for a rest which they no
longer have the intelligence to under-
stand. Fleshless bones joined to-
gether now by magicks instead of
cartilage, armed with swords, they
continue their ageless non-life.
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DWARVES - Group !

Basically disagreeable with anyone,
these members of an elder race g0
about their business as they desire,
challenging anyone to interfere.
While by no means evil, they tend to
dislike humans by nature. Short and
stout, always with a beard ranging in
color from dark brown to briiliant
white, dwarves have large bulbous
noses and heavy eyebrows set over
darkened eyes. They are given to
wearing brown leather garments
without adornments.

FIGHTERS - Group !

Low-level warriors, outfitted only in
leather armor and sometimes with a
leather helmet, these humans gener-
ally earn their keep acting as bandits
and cutthroats. Though they wouid
like to make a name for themselves
with their swords, they lack what it
would take. Over their armor, these
men and women usually wear dirty
rags for clothing. Fetid odors are con-
stantly wafting from unwashed
bodies.

ELVES - Group |

The oldest of the humanoid races,
the elves are proud and not given to
deaiings with humans except when it
is necessary. Even then, they are
usually prone to taking rather than
requesting. They are guick and
deadly with a sword, as well as far
more intelligent than the average hu-
man. Clothed in natural garments
woven with their own brand of ma-
gicks, elves have tall, lithe bodies, up-
turned eyebrows and pointed ears.
Nobie creatures with strong bearing,
they normally tower above humans,
for whom they have great disdain.

L R

LIONS - Group 1l

Strong, majestic animals truly de-
serving of their respected status,
lions move slowly about the Kaiv, tak-
ing their food as they desire. They are
completely lacking in pity, although
they mercifully kill their prey quickly.
Their golden fur is kept scrupulously
clean, and their rich brown manes
add a ferocious look which 15 weli
deserved.

HARPIES - Group Il

Carnivorous, extremely evil and de-
structive creatures, harpies paralvze
their victims with horrendous
screeching. At the end of a battle,
harpies prefer to torture their victims
for enjoyment before consuming the
flesh from still living unfortunates.
The harpy has the body of a giant
vulture with the upper torso of a hu-
man (maie or female) unprotected by
clothing ¢r armor. Trherr hatr matches

the dirty grey color of their lower -

feathered bodies. They use swords as
weapons, though they could employ
their claws if necessary.
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GARGOYLES - Group Il

Ferocious and evil, with tortuous
designs akin to that of the harpy, the
gargoyle prefers the darker abodes
of dungeons and caves but will
forage the countryside when hunger
demands. Looking much as now de-
picted on building parapets, these
creatures have tough leathery skin.
Long, narrow wings carry them about
in their searches. They stand five feet
in height with a thick horn on their
foreheads. In addition to the power
of their claws, the gargoyle can harm
victims through paralysis (if one does
not ‘save’), thus giving the gargoyle
more opportunities to inflict unham-
pered damage.

OGRES - Group Il

Extremely irritable and argumenta-
tive humanoids, ogres seldom gather
in large groups. They invariably carry
large clubs as weapons though therr
huge fists could also be used. Ogres
stand six feet high with very muscutar
bodies of a reddish color. Elvish ears,
long black hair, and huge wide feet
are the predominate features of
these creatures, who wear but a sim-
ple loincloth. Their arms are far
longer and thicker than humans and
their long, sloping foreheads ana
noses show their rather low intelli-
gence (though they are innately
crafty).




WARRIORS - Group it

Strong, powerful, somber individ-
uals, warriors who have reached a
‘medium’ level of experience expect
little out of life other than a chance
to fight and possibly die. They still
take what they wish, as they did
when they were less talented, but
now it is without malice or hard feel-
ings. Warriors of this group normaily
dress in full chainmail armor with a
chainmail helmet. Their clothing is
usually in good repair and they are
generally well-groomed.

COCKATRICES - Group 1!

A ‘rooster’ egg hatched by a toad
on a dungheap, the cockatrice en-
joys an understandably foul and vi-
cious temper. It can be provoked by
the merest whisper and seldom is
willing to compromise once a battle
is started. Standing four feet high, the
cockatrice resembles a combination
of a rooster {with a majestic crop)
and a peacock (with glorious tail
plumage). Normally a light reddish
color, the cockatrice turns deep red
when excited. The cockatrice’s bite
can turn those not ‘saving’ into stone.
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DIREWOLVES - Group i

Ancestors of the modern wolf, the
direwolves are huge, unreienting
hunters, capable of killing a normal
man with one bite. These animals
fear nothing and respect none. Larger
than a timber wolf, the direwolf is
cloaked in a thick brown-black coat
tipped with silver. The fangs of this
awesome creature can reach five in-
ches in length.

GOBLINS - Group i

Operating on the ‘rule of the
strongest’ principle, the goblin race
is extremely warlike. They dislike the
daylight and relish the darkness. Fe-
males of the species are totally unin-
telligent, thus beneath consideration.
Goblins stand four to five feet in
height and weigh around 170
pounds, making them stout though
quite musculdar. Dwarvisrm ‘eatures
along with elvish ears give them a
well-deserved sinister look. They pre-
fer to use maces as weapons and
wear leather armor (seidom in good
repair).

GORGONS - Group |l

Like their distant cousins the har-
pies, gorgons take great pleasure in
the pain and ageony of their victims.
They use jagged swords as weapons,
and generally kill for sport, rarely
with any hope of gain. The gorgon
has a shapely humanoid body, but a
hideous face, with glowing eyes,
crimson lips, and deathly pale skin.
Their “hair” is a writhing mass of vi-
pers. Gorgons typically wear crude
and tattered clothing, when they can
be bothered to wear anything. One
look in the eyes of the gorgon will

turn @ man to stone if he does not
‘save.’

WYVERNS - Group Il

Said to be a cousin to the dragon,
the wyvern belies its relationship by
being basically stupid, evil, and
highly prone to attack for no reason.
While possessing a poisonous stinger
on its tail, the wyvern will limit its
weaponry to the bite in enciosed
areas. Five to six feet long, with a four
foot tail, the wyvern has a solid scaly

covering of brownish-grey. Standing .

three feet high and possessed of
huge bat-like wings, these creatures
do somewhat resemble their cousins,
in miniature.
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LORDS - Group 1}

Gallant knights and noble men and
women make up this category. Highly
proficient with their weapons, these
fighters are above the petty squab-
blings of lesser men - they do not
need to ask for anything. Dressed in
full, spectacuiar platemail with a war
helmet, these warriors cover their ar-
mor in garments made of the finest
fabrics, often adorned with fine
needleworks and magical symbols.
They are always clean and neatly
groomed.

GRIFFONS - Group |lI

Carnivorous and highly destructive,
the griffon is nevertheless quite an
impressive creature. It possesses the
pride of the lion with the ferocity of
the tiger and the arrogance borne of
power. The griffon possesses the
golden body of a lion, complete with
a magnificent mane, whiie the head,
claws, and wings of the griffon are
like that of a giant hawk. The griffon’s
eyes are a startling bright blue, as is
its tongue.




TROLLS - Group Il
Totally independent from all other

‘races, the troil shuns the company of

any non-troll. The troll is physically
oriented and prides himseif on his
physique. Any attitude not of humil-
ity towards the troil invariably sparks
conflict. The average troll stands
eight feet high and weighs nearly half
a ton. Extremeiy muscular and broad-
shouldered, the troll has green coil-
ored skin, long jet-black hair, and
rough facial features. They seldom
wear armor as their skin is as tough as
man-made chainmail.

MANTICORAS - Group i

The manticora is an arrogant crea-
ture, and with good reason. Highly
inteiligent, extremely subtle, it
seldom commits an error and never
stoops to admit one. The manticora
possesses a perfect leonine body,
strong and supple, and the giant
head of a human being. It has large
wings and a long tail contaimng multi-
ple spikes which it can huri at will.
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CAVEBEARS - Group it

The cavebear is considered an ani-
mal, but its awesome power makes it
more of @ monster t those who meet
it. it is the ancestor of the modern
grizzly bear: ferocious, unyieiding,
and deadly. While standing, the cave-
bear reaches a height of ten feet. It
weighs wel! over half a ton and hosts
a hunger fitting its size. Giant claws
and teeth gnash constantly during
battle, eager to rend to pieces any-
one in their reach.

WRAITHS - Group Il

A large black shadow, robbed of all
form, wraiths are the utmost in evil
natures. Cursed tc wanaer as the un-
dead in punishment for the unholiest
of crimes, they destroy for no other
reason than malice against the mortal
life they desire. Two glowing, blood-
red orbs are all that distinguish the
puisating shadow-form from the
blackness in which it walks. Wraiths
can rob one leve: ¢f experience from
those who do not ‘save.’
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VAMPIRES - Group {ll

Cursed to live forever in darkness,
thirsting for the biood of the living,
the vampire fears nothing save the
hotly power represented by the cross.
Tall gaunt figures with deep set crim-
son eyes and pale skin, vampires
move silently through dark corridors
in search of blood. To stare into a
vampire’s eyes is to risk a paralyzing
hypnosis. Vampires can reduce the
warrior’'s experience Level by two if
the character does not ‘save.’




ARCHIVES

Level -Experience Date Achieved

1 0

2 2,500

3 5,000

4 7,500

5 10,000

6 15,000

7 25,000

8 50,000

9 75,000
10 100,000
11 200,000
12 300,000
13 400,000
14 500,000
15 750,000
16 1,000,000
17 1,250,000
18 1,500,000
19 1,750,000
20 2,000,000




