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ADDENDUM A: TREASURE TABLES
FOLLOW-UP TABLES IN BRACKETS

TT A TREASURE TABLE B TREASURE TABLE C
D20 COINS D20 PRIMITIVE HUMANOIDS D20 CIVILISED HUMANOIDS (WILD)
1 D20 CP 1 Fish bone, rotten meat 1 Water skin or leather cup
2 2D20 CP 2 Broken water skin 2 Flint, steel and tinder
3 3D20 CP 3 Left over food stuffs 3 One ration
4 4D20 CP 4 Water skin 4 D20/2 Torches
5 5D20 CP 5 Fresh provisions 5 Blanket or tankard
6 D20 SP 6 Bloody rags 6 Fishing rod or wooden cutlery 
7 2D20 SP 7 Piece of string 7 Leather cord or D20 CP
8 3D20 SP 8 Frayed grubby blanket 8 Pan or pot
9 4D20 SP 9 Bent piece of wire 9 Firewood or D20 SP
10 5D20 SP 10 Gaudy marble or wax chunk 10 D20/2 Rations
11 D20 GP 11 Flint, steel and tinder 11 Needle and thread or beer keg
12 2D20 GP 12 Tooth necklace, elven ears 12 D20/2 Meter rope or D20 GP
13 3D20 GP 13 Fishing hook 13 Healing herb or pipe with tobacco
14 4D20 GP 14 (D20/2)m moldy rope 14 Climbing gear or oil lantern
15 5D20 GP 15 D20 glass stones 15 TT M:5
16 6D20 GP 16 Gem shards (D20 CP) 16 2 man tent or bear trap
17 7D20 GP 17 D20 CP, D20 SP 17 TT A:15
18 8D20 GP 18 D20 CP, D20 SP, D20 GP 18 Compass or gold teeth(D20/2 GP)
19 9D20 GP 19 D20 GP + TT M:5 19 D20/2 Healing herbs or Ring (D20GP)
20 10D20 GP 20 D20 gems (D20 GP) 20 TT M:10

TREASURE TABLE D TREASURE TABLE M
D20 CIVILISED HUMANOIDS (URBAN) D20 MAGIC ITEMS
1 1 CP 1 Potion (TT P: Potion)
2 Bread crumbs or comb 2 Potion (TT P: Potion)
3 Piece of kohl or leather pouch 3 Potion (TT P: Potion)
4 Piece of wire or handkerchief (used) 4 Potion (TT P: Potion)
5 Packaged bread or apple 5 Potion (TT P: Potion)
6 Wooden figurine or dice 6 Scroll (TT S: Spells)
7 Pipe with tobacco or bandana 7 Scroll (TT S: Spells)
8 Wooden figurine or dice 8 Weapon (TT W: Weapon with E: Effect)
9 Crowbar or key 9 Scroll (TT S: Spells)
10 D20 CP or a ring (1 SP) 10 Weapon (TT W: Weapon with E: Effect)
11 Decorative belt buckle (D20/2 SP) 11 Armor (TT S: Armor with E: Effect)
12 1 healing herb or deck of cards 12 Scroll (TT S: Spells)
13 Hidden dagger or necklace (D20 SP) 13 Armor (TT S: Armor with E: Effect)
14 Golden tooth (1 GP) or lantern 14 Scroll (TT S: Spells)
15 5 lock picks or bunch of keys 15 Weapon (TT W: Weapon with E: Effect)
16 TT A:15 16 Armor (TT S: Armor with E: Effect)

17 Gold teeth (D20/2 GP) or Healing 
potion 17 Weapon (TT W: Weapon with E: Effect)

18 Precious jewelry (D20 GP) 18 Unique (TT X: Unique )
19 TT M:5 19 Item (TT G: mag. Items)
20 TT M:10 20 Unique (TT X: Unique )
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TREASURE TABLE P
5D20 POTIONS

5 Potion of Restoration
6 Madman's Potion

7 Potion of Gaseous 
Form

8 Potion of 
Embiggenment

9-10 Potion of Aging
11-12 Potion of Haste
13-14 Potion of Talent

15-16 Potion of Dwarven 
Sight

17-18 Potion of 
Invulnerability

19-20 Shrinking Potion
21-23 Anaerobic Potion
24-26 Potion of Spider Walk
27-28 Greater healing potion
29-31 Potion of Perception

32-33 Poison (CTN 20, 
undefendable)

34-36 Potion of Water 
Walking

37-38 Holy Water
39-42 Spellchanging Potion
43-46 Potion of Sure Shot
47-51 Cooldown Potion
52-56 Healing Potion

57-61 Potion of Enchant 
Weapon

62-65 Potion of Continuous 
Healing

66-69 Defense Potion

70-73 Greater Defense 
Potion

74-77 Potion of Strength
78-80 Battle Potion
81-83 Potion of Levitation
84-85 Potion of All Seeing
86-87 Potion of Flight
88-89 Antidote
90-91 Potion of Luck

92-93 Potion of Deep 
Thought

94-95 Vitality Potion
96-97 Spellcasting Potion

98 Potion of 
Teleportation

99 Potion of Invisibility
100 Potion of Youth

WEAPONS AND ARMOR
TREASURE TABLE W
D20 WEAPON TYPE
1-5 Ranged Weapon 

(WR)

6-20 Melee Weapon 
(WM)

D20 WR: RANGED          
WEAPON

1-2 D20 crossbow 
bolts*

3 Light crossbow
4 Heavy crossbow
5-6 D20 arrows*
7-11 Short bow
12-14 Long bow
15 Elven bow
16 Sling
17-19 Spear**
20 Throwing knife

*   Magic fades after hit
** Doesn’t break on     
     fumble

TREASURE TABLE S: SHIELDING
D20 ARMOR

1-3 Armor parts
4-7 Robe
8 Runic Robe
9-13 Leather Armor
14-17 Chain Mail
18-20 Plate Armor

D20 ARMOR PARTS
1-5 Leather Vambrace
6-8 Plate Vambrace
9-11 Plate Greaves
12-15 Plate helmet
16 Wooden Shield*
17-19 Metal Shield
20 Tower Shield

*   Doesn’t break on     
     fumble

TREASURE TABLE WM
D20 MELEE WEAPON 

TYPE
1-12 Bladed
13-20 Blunt

D20 WM1: BLADED
1-2 Two-handed Sword
3-6 Dagger
7 Halberd
8 Great Axe
9-11 Broad Sword
12-14 Short Sword
15-17 Long Sword
18-19 Axe
20 Dwarven Axe

D20 WM2: BLUNT
1 Flail
2-4 Hammer
5 Quarterstaff*
6 Club*
7-8 Battle Flail
9 Brass knuckles
10-12 Spear*
13-16 War Hammer
17-20 Mace

* Doesn’t break on     
    fumble

MAGIC WEAPONS 
AND ARMOR

After determining the 
type of weapon or ar-
mor, roll on treasure 
table E to determine 
bonuses and other ef-
fects.

TREASURE TABLE E: MAGIC ITEM EFFECTS
D20 BONUS TO WB OR AV D20 OTHER EFFECTS D20 TYPE OF EFFECT

1 No bonus, 1 effect 1-15 No effect 1-5 Free Action
2-17 +1 bonus 16-18 1 effect 6-13 Bonus

18-19 +2 bonus 19 2 effects 14-17 Talent
20 +3 bonus 20 2 effects + roll again 18-20 Spell Effect

Using treasure table E: Armors and weapons are granted two rolls, one for 
bonuses, the other for effects.  All other items have one effect plus any granted by 
a roll on the “other effects” table. They do not roll for a bonus to WB/AV.
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TYPE OF EFFECT I
TABLES EA, EB+ & ET

EA: FREE ACTION
D20 TYPE OF ACTION
1-6 Stand up*
7 Concentrate**
8 Move up to MR*
9 Ranged Attack*
10 Melee Attack*

11-13 Pick up Weapon*
14-16 Draw Weapon

17 Cast Spell*
18-19 Change Spell*

20 Cast Target Spell *

*  Once per fight
** max d20 rds/fight

Some combinations of 
effects may result in 
unusable or plain silly 
results (e.g. a flail +1 
conferring the talent 
Unarmed Master +II) 
In these cases, the 
GM may determine 
other effects or roll 
again until a suitable 
combination is deter-
mined.

ET: TALENT*
D20 TALENT RANK
1-12 +I (ET1)

13-17 +II (ET1)
18-19 +III (ET1)

20 +I and roll again

EB: BONUS (2 ROLLS) BONUS (SECOND D20)
1. D20 BONUS TO +1 +2 +3

1-9 Single Check (EB1) 1-10 11-17 18-20
10-13 Single Spell (S) 1-15 16-19 20
14 Spell Group (EB2) 1-15 16-19 20
15-17 Combat Value (EB3) 1-10 11-17 18-20
18-19 Trait (EB4) 1-10 11-17 18-20
20 Attribute (EB5) 1-10 11-17 18-20

2D20 EB1: SINGLE CHECK
2-3 Flirt
4 Resist Disease

5-6 Pick Pocket
7-8 Swim
9 Work Mechanism

10-11 Read Tracks
12-14 Sneaking
15-17 Haggle
18-20 Perception
21-25 Knowledge
26-29 Hide
30-31 Open Lock
32-33 Climb
34-35 Disable Trap
36-37 Ride

38 Jump
39 Appraise
40 Defy Poison

D20 EB4: TRAIT
1-3 Strength
4-7 Constitution

8-10 Agility
11-13 Dexterity
14-17 Intellect
18-20 Aura

D20 EB2: SPELL GROUPS
1-2 Lightning Spells

3 Earth, Rock and 
Stone Spells

4 Ice, Frost and 
Water Spells

5-6 Fire Spells
7-9 Healing Spells

10-12 Light Spells

13-14 Air and Transport 
Spells

15 Damage Spells
16-17 Shadow Spells
18-20 Protection Spells

D20 EB3: COMBAT VALUE
1-3 Hit Points
4-6 Defense
7-9 Initiative

10-11 Movement Rate*
12-14 Melee Attack
15-16 Ranged Attack
17-18 Spell Casting

19-20 Targeted Spell 
Casting

D20 EB5: ATTRIBUTE
1-7 Body
8-13 Mobility
14-20 Mind

*  Each +1 bonus here translates to .5 bonus to    
Movement Rate.

* A talent rank can 
never be elevated above 
the maximum rank a 
character may learn.
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TYPE OF EFFECT II
TABLES ES & ET 1

D20 ES: SPELL EFFECT
1-12 Spell normally embedded (S)

13-16 D20 charges embedded (S)
17 Cooldown Period reduced (ES1 & S)
18 Reduce Cooldown of one known spell (ES1 & S)
19 Reduce Cooldown of all known spells  (ES1)
20 Ignore Cooldown Period (ES2 & S)

ES 1 & 2: COOLDOWN PERIOD OF SPELL EFFECT
D20 ES1: REDUCED D20 ES2: IGNORE
1-10 1 round 1-16 1x daily
11-14 2 rounds 17-18 2x daily
15-17 3 rounds 19 3x daily
18-19 4 rounds 20 Permanent

20 5 rounds

4D20 ET1: TALENT
4-5 Hero's Luck 24 Nasty Shot 43 Swift 62 Lightning 

Reflexes

6 Arcane 
Explosion 25 Bear Form 44 Master Climber 63 Steadfast

7 Eagle Form 26 Blocker 45 Brutal Blow 64 Animal Form
8 Blood Shield 27 Appraise 46 Resist Magic 65 Smash Undead
9 Salvo 28 Artisan 47 Pickpocket 66 Dual Wielding

10 Cooldown 
Sacrifice 29 Dodge 48 Rascal 67 Unarmed 

Master 

11 Bloody Healing 30 Charming 49 Lockpicking 68 Weapon 
Expert(WN)

12 Lightning 
Thrower 31 Education 50 Battle Cry 69 Expertise

13 Battle Healer 32 Enhanced 
Cooldown 51 Elemental 

Protection 70 Spellchanger

14 Lucky Devil 33 Hunter 52 Sharpshooter 71 Mindful Magic
15 Smash Demons 34 Close Combat 53 Mounted Archer 72 Imp
16 Armorclad 35 Thievery 54 Smash Armor 73 Release Spell
17 Play Instrument 36 Marksman 55 Armored Mage 74 Painful Change

18 Disengage 37 Parry 56 Necromancy 75 Consuming 
Sprint

19 Caregiver 38 Swimming 57 Manipulator 76 Painful Gain

20 Master of the 
Elements 39 Conjurer 58 Alertness 77 Escape Death

21 Fire Magic 40 Endurance 59 Injure 78 Absorb Life
22 Defensive Stance 41 Stealth 60 Slip Away 79 Spellmaster(Z)
23 Defy Elementals 42 Acrobat 61 Beast Master 80 Delay Death

TREASURE TABLE X
2D20 UNIQUE ITEM

2 Necklace of Regeneration
3 Fudger’s Deck o' Cards
4 Magic Carpet
5 Scepter of Fireballs
6 Girdle of Troll Strength
7 Gloves of Maiming
8 Elven Saddle

9-10 Ring of Protection +2
11-12 Bowman’s Vambrace
13-14 Elven Boots
15-16 Elven Cloak of Stealth
17-20 Ring of Protection +1
21-23 Phantasmal Messenger
24-25 Cooldown Ring
26-27 Ring of Spells
28-29 Ring of Spellchange
30-31 Sleeping Dust

32 Spellstaff (Table Z)
33 Warhorn
34 Charm of Levitation
35 Emerald Key
36 Ring of Protection +3
37 Magic Quiver
38 Cloak of the Watcher
39 Ring of Invisibility
40 Crystal Ball
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TREASURE TABLE S1 & S2
2D20 S1: COMMON
2-3 Flicker
4-5 Balance
6-7 Cleanse
8-9 Create Food

10-11 Enchant Weapon
12 Jump

13-14 Resist Poison
15 Eavesdrop

16-17 Healing Touch
18-19 Cloud of Remorse

20 Dirt Devil
21-22 Healing Aura
23-24 Open
25-26 Light
27-28 Change Race

29 Shadow Arrow
30-31 Mana Bread
32-33 Defensive Shield
34-35 Fire Beam

36 Throw Voice
37-38 Healberries

39 Invigorate
40 Concealing Fog

D20 S2: UNCOMMON
1 Blind
2 Bestow Scent
3 Feather Fall
4 Scorching Blade
5 Arctic Weapon
6 Healing Light
7 Frighten
8 Arrow of Light
9 Shadow
10 Protective Shell
11 Levitate
12 Wall of Stone
13 Stumble
14 Transformation
15 Telekinesis
16 Calm Animal
17 Mirage
18 Slow
19 Weapon of Light
20 Water Walking

TREASURE TABLE S. SPELLS
D20 SPELL D20 SPELL
1-8 Common 15-18 Rare

9-14 Uncommon 19-20 Ultra rare

TREASURE TABLE S3 TREASURE TABLE S4
2D20 RARE 2D20 ULTRA RARE

2 Hurl 2 Boil Blood
3 Confusion 3 Summon Demon
4 Displace 4 Planar Gate
5 Fire Wall 5 Summon Elemental*
6 Shadow Lance 6 Ethereal Form
7 Shadow Blade 7 Burning Inferno
8 Sternutation 8 Dominate
9 Rust 9 Invisibility
10 Holy Hammer 10 Embiggen
11 Guardian 11 Time Stop
12 Lance of Light 12 Resurrection
13 Cloud of Death 13 Reset Cooldown
14 Healing Ray 14 Spell Changer
15 Chasm 15 Restoration
16 Create Web 16 Fireball
17 Shrink 17 Rout Undead
18 Dominate Undead 18 Dance

19 Prolong Defensive 
Shield 19 Ice Beam

20 Consecrate Water 20 Neutralize Poison
21 Magic Lock 21 Healing Sphere
22 Magic Ladder 22 Chain Lightning
23 Dominate Animal 23 Magic Barrier

24 Strengthen 
Defensive Shield 24 Raise Skeletons

25 Lightning Bolt 25 Fly
26 Fire Lance 26 Raise Zombies
27 Fire Breath 27 Banish
28 Sprint 28 Protective Dome
29 Messenger 29 Destroy Magics
30 Curse 30 Call Shades
31 Blessing 31 Shadow Pillar
32 Sleep 32 Pillar of Light
33 Breach 33 Eyes and Ears
34 Give To Take 34 Teleport
35 Paralyze 35 Terrify
36 Arcane Sword 36 Necrologue
37 Penetrating Gaze 37 See Invisible
38 Silence 38 See Hidden 
39 Be Friend 39 Vaporize
40 Permeate 40 Body Explosion

* SUMMON ELEMENTAL
D20 ELEMENTAL TYPE D20 ELEMENTAL TYPE
1-5 Earth 11-15 Air

6-10 Fire 16-20 Water
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TREASURE TABLE G
3D20 MAGIC ITEMS 3D20 MAGIC ITEMS 3D20 MAGIC ITEMS

3 Dragonscale (E) 23 Bracelet (E) 42 Claw (E)
4 Stuffed Animal(E) 24 Cloak (E) 43 Statuette (E)
5 Flute (E) 25 Mead Horn (E) 44 Chalice (E)
6 Comb (E) 26 Mantle (E) 45 Scabbard (E)
7 Desiccated Eyeball (E) 27 Staff (E) 46 Vase (E)
8 Colorful Feather (E) 28 Boots (E) 47 Dice (E)
9 Gnarly Root (E) 29 Tunic (E) 48 Drum (E)
10 Bandana (E) 30 Sandals (E) 49 Scepter (E)
11 Bird Claw (E) 31 Chain (E) 50 Staff (E)
12 Tiara (E) 32 Mask (E) 51 Harp (E)
13 Ball (E) 33 Surcoat (E) 52 Doll (E)
14 Belt (E) 34 Leather Strap (E) 53 Crown (E)
15 Gloves (E) 35 Tooth (E) 54 Bowl (E)
16 Scarf (E) 36 Earring (E) 55 Carved Figurine (E)
17 Hat (E) 37 Candle Holder (E) 56 Shrunken Head (E)
18 Sparkling Crystal (E) 38 Paw (E) 57 Mirror (E)
19 Headband (E) 39 Ring (E) 58 Skull (E)
20 Broach (E) 40 Jug (E) 59 Dried Heart(E)
21 Bracelet (E) 41 Quiver (E) 60 Demon Tongue (E)
22 Gem (E)

ADDENDUM B:

MINIS, BATTLE MATS, ETC.
To better understand and visualize 
when enacting conflicts in Dungeon-
slayers, it is recommended that tools 
such as miniatures, pawns or card-
board tokens are used together with 
floor plans, grid mats or hex grid mats. 
One field typically corresponds to 1m. 

WEAPON REACH
When fighting with miniatures, it is  
particularly important to know the 
reach of an attacking character’s weap-
on. 

Usually all adjacent areas may be at-
tacked with a melee weapon. The fol-
lowing weapons can reach enemies that 
are up to 2 areas away, provided there 
is no other combatant in between:

Two-handed Sword
Halberd (thrusting weapon)

Quarterstaff (thrusting weapon)
Great Axe

Spear (thrusting weapon)

Thrusting weapons may be used 
against targets standing behind some-
one else.
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Should the three races - Elves, Humans 
and Dwarves - not be enough for your 
setting, you can use this tool kit to cre-
ate your own player character races.

1. THE RACIAL BONUS

Just like Elves, Humans and Dwarves, 
all other races also have a racial bonus 
of +1 that can be added to one trait (see 
page 4). 

How many and which traits qualify for 
this bonus is determined by the race de-
scription.

2. THE RACIAL ABILITIES

Every race has racial abilities. However, 
the total value of these abilities may not 
exceed +2 Racial Points (RP).

Setting option:
Instead of Fleet-Footed, Elves can also 
have a different racial ability. The 
abilities that are available to Elves are 
marked with *.

ALLERGIC TO METAL -2RP
Representatives of this race are not able 
to use metal items (including metal 
weapons and armor) and have Defense 
-1 against damage from metal weapons.

ARROGANT -1RP
Representatives of this race appear 
arrogant and are reluctant to accept 
help from others; this includes healing 
spells which they only accept in extreme 
emergencies.

DARKVISION +1RP
Members of this race have Darkvision 
(see page 81) as a racial ability.

MONOCULAR -1RP
Ranged attacks and targeted spells by 
this race are reduced by 1.

FRAGILE -1RP
The Defense of this delicate race is re-
duced by 1.

QUICK* +1RP
The Initiative rolls of this race are in-
creased by 2.

GOLD LUST -1RP
Every time a member of this race notic-
es something precious, he or she must 
successfully roll a MND+IN+4 check; if 
this is unsuccessful, the character cov-
ets that item.

LARGE +4RP
Hit Points are doubled, but also easier 
to hit (see page 42).

SMALL -4RP
Hit points halved, but also harder to hit 
(see page 42). Normal weapons are too 
big, a shortsword must be used like a 
two-handed weapon.

LONGEVITY +0RP
Representatives of this race age very 
slowly once they have reached adult-
hood.

SLOW -1RP
This race is slow and therefore its Move-
ment Rate is reduced by 1.
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FLEET FOOTED +1RP
Sneaking and similar checks for this 
race are increased by 1.

LIGHT SENSITIVITY -1RP
All checks in bright sunlight which in-
volve sight are reduced by 1 for mem-
bers of this race. 

MAGIC RESISTANCE -1RP
This race is less affected by spells and 
magic. Any magic effects except el-
emental damage are halved (e.g. dam-
age, healing, potion effects or spell du-
ration).

MAGICALLY GIFTED* +1RP
Members of this race have the gift of 
magic - it is incredibly easy for them to 
understand and cast magic. They gain a 
+1 bonus to SPC.

MAGICALLY IMPOTENT -1RP
Members of this race may never cast 
magic.

NIGHT VISION +1RP
Representatives of this race have the 
racial ability Night Vision (see page 81).

FAST* +1VP
Members of this quick and agile race 
have their Movement Rate increased 
by 1.

GIFTED +2RP
Members of this race receive an ad-
ditional Talent Point during character 
generation.

CLUMSY -2RP
Clumsy races are very uncoordinated 
and awkward in their actions - all checks 
involving Mobility are reduced by 4.

UNKEMPT -1RP
Checks involving social interaction by 
members of this race with other races 
are reduced by 2.

IMMORTAL +0RP
Upon reaching adulthood, members 
of this race no longer age like ordinary 
mortals. They do not die due to old age 
- they can only die by force or when they 
have grown weary of life.

INCOMPETENT -4RP
This race must spend one additional 
Talent Point for the first rank of any 
new talent.

DESPISED -1RP
Members of this race are despised and 
shunned by other races. These are hesi-
tant to sell goods to the despised race 
and if they do so, they sell them at sig-
nificantly higher prices. Equipment and 
other services cost twice as much as 
they normally would.

TOUGH +1RP
Members of this race have their Defense 
increased by 1.

MORE THAN MEETS THE EYE +3RP
Members of a small race with this racial 
ability can ignore the HP penalty that 
would normally apply because of their 
small size.

SURE SHOT* +1RP
Members of this race have RAT and TSC 
increased by +1.

EXAMPLE RACE: HALFLING
Racial Bonus: CO, AG or DX +1
Racial Abilities: 
Fleet-Footed(+1RP), Gifted (+2RP), 
Magic Resistance (-1RP), More Than 
Meets The Eye (+3RP), Quick (+1RP), 
Small (-4RP)



ONCE UPON A TIME
“ALL RIGHT - AFTER DEFEATING AND LOOTING THE ORCISH DOZEN, 
YOU ENTER THE ADJACENT HALL, APPARENTLY REACHING THE END OF 
YOUR JOURNEY. THE FLICKERING OF YOUR TORCHLIGHT REVEALS ONCE 
MAGNIFICENT MURALS NOW MARRED WITH UNHOLY SYMBOLS. A DES-
ECRATED SPRING IS LOCATED IN THE MIDDLE OF THE ROOM. STANDING 
BEFORE IT, A DARK ROBED FIGURE LAUGHS AT YOU MENACINGLY...” 
“WHATEVER - ATTAAACK!!!”

Grab some beer and pretzels and take your friends on a mon-
ster bashing dungeon raid or lead them on a long and excit-
ing campaign across the Free Lands. The Dungeonslayers rpg 
contains everything you need to prepare and run adventures 
of all kinds:

•	 Complete rules for the new fourth edition of Dungeonslayers
•	 A fast-paced, modern role playing game with a nostalgic feel
•	 In-depth character creation including 15 new hero classes
•	 Over 100 talents, magic spells and items
•	 More action with optional expansion rules such as Slayer Points or 

destructible dungeons
•	 Over 80 nasty monsters to challenge your players
•	 Three exciting adventures that can be run as a mini-campaign in the 

Free Lands of Caera
•	 Introducing the world Caera - Dungeonslayers’ classic fantasy setting

WWW.DUNGEONSLAYERS.COM

A PRINTED VERSION OF DUNGEONSLAYERS 
IS AVAILABLE FROM CHRONICLE CITY 


