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interior of Kernen Base. This, of course, 
assumes that you made a deal with him 
at the Ogre Base. If you didn't, all ogres 
you meet will be unfriendly. 

Giving the crown from # 10 to the 
guards and then telling the dragon at 
# 11 about it will result in the dragon 
going to retrieve it and will substantially 
reduce the number of defenders at the 
gate. If you give the crown to the drag­
on instead, the dragon will try to enter 
Kernen Base and will again reduce the 
defenders. 

No matter what you do, the fight here 
will still be dangerous. Have several 
mass damage spells ready to cast when 
you enter the fight so that you can mini­
mize the risk to your party. Remember 
that red dragons take damage from 
your Fireballs. 
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After this combat is over, if you had 
ogre support, you will be able to rest 
while guarded by ogres. You should 
regain all of your spells before entering 
Kernen Base, as you will almost certain­
ly need them. Make sure you save the 
game before entering Kernen 

3 Jiere you will meet humans dis­
cussing a rebellion. If you are dis­
guised, you will get a map to the 
meeting at #4. 

4 You find a meeting of the humans 
in progress. They are trying to decide 
whether or not to rebel against Myrtani 
and place a human in charge of the evil 
forces. The party can do one of several 
things, including encouraging the rebel­
lion, sneaking away to warn tl}e draco­
nians, revealing themselves as_____; 
Solamnic sympathizers, or leaving. 
Encouraging the rebellion will result in 
a weaker gate guard force. Warning the 

draconians will have a similar effect, as 
the draconians must still deal with the 
rebellion. If you reveal yourselves as 
Solamnic sympathizers, you should 
choose a knight as a speaker in order 
to sway the humans to your side. If the 
knight has high charisma, your chances 
of success will improve. If you fail, you 
may end up in a combat. 

5 The party will meet ogres here. If 
they are allied with Gravnak. the ogres 
will be friendly. Otherwise, you will 
have to fight a large group of ogres. 
They are not particularly dangerous, but 
are much more useful as allies. 

6 There are more ogres here. They 
will react just like the ones in #5 above. 

1 This is a draconian barracks. If the 
characters are disguised, they may 
have a drink with the draconians. They 
can also report the humans here. If the 
party has a drink with the draconians, 
they will have an option to start a fire 
that will serve as a distraction. This 
will have the same effect on reducing 
the gate guard as if you had killed all 
the draconians in the barracks. 
Attacking the barracks guard is a viable 
option, but you will have to fight many 
draconians. 

8 This is another barracks. It is, in all 
ways, identical to #7 above. 

9 If the party allied with Gravnak in 
the Ogre Base, you will encounter 
Gravnak here. lie will promise ogre 
backup when the main gate is 
assaulted. 

1 0 An imitation crown lies in this area. 
If shown to the dragon (or the gate 
guard if the dragon is informed) the 
dragon will try to take the crown to the 
main treasure room inside Kernen 
Base. The resulting combat will greatly 
weaken the gate guard. 

11 This is a senile old red dragon. He 
used to guard the crown jewels in 
Kernen Base, but was put out here to 
pass his last days. If you give him the 
crown from # 10, he will try to force his 
way past the gate guard. If you choose 
to fight this dragon, you will discover 
that he is still quite capable of com­
bat ... QUITE capable . 

12 This is a training hall. You should 
visit this place to gain your final levels 
before assaulting Kernen Base. Once 
you enter Kernen Base, you may not 
return to Kernen Square. 

S. Kernen Base 
(Myrtani's Stronghold) 
Synopsis: This is it, the final stage of 
the game. The party will enter (possibly 
with ogre support if you allied with 
Gravnak at the Ogre Base) through the 
main gate. It must find out how to 
reach Myrtani and stop him from carry­
ing out his attack plans against the 
good armies moving on Sanction. 

The difficulty in reaching Myrtani is that 
he is beyond a door protected by a mag­
ical guardian. To pass this door, you 
must first search room # 11 to fmd a 
special key. Once you have this key, 
you should go to room #9 where you 
will get the recipe for an alchemical 
salve that will allow you to pass the 
guardian. To make the salve you must 
then go to room #10, an alchemical lab. 

Goal: To defeat Myrtani and stop him 
from destroying the good armies. 

Note: The guards in Kernen Base are 
thick and very dangerous. They often 
have aurak draconians with them, 
which makes the combat in Kernen 
Base very tough. Move quickly! 

You may not reenter Kernen Square 
once you enter Kernen Base. Once into 
the base, you cannot go back without 
finishing the game. 
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S. KERNEN BASE (MYRTANI'S STRON{jHOLD) 
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Where you can rest: You may not rest 
in Kernen Base except at the main trea­
sure room. Even there, you may only 
rest for a short time. 

RANDOM ENCOUNTERS: 
There are only five random patrols to 
be found in Myrtani's Stronghold, but 
they are dangerous. Most will have red 
dragons escorted by many draconians. 
Looking for all five of them may be dan­
gerous. You should probably move 
through to the fmal confrontation as 
quickly as possible. 

MAP lOCATIONS: 
1 This is another guard post and 
another difficult fight, so it is recom­
mended that you save before entering 
this fight. Your opponents include an 
aurak draconian, several sivak draconi­
ans, and several red dragons (if you 
have the ogres with you the red drag­
ons won't participate in the combat ... 
they are kept busy by another group of 
ogres). Be prepared to use spells to 
defeat these monsters, as they can 
cause tremendous damage to your 
party otherwise. Don't underestimate 
the ability of an aurak to cause havoc. 
Kill the aurak immediately and then 
deal with the sivaks. 
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2 This is yet another inner guard 
post. reel free to use spells here. as 
your next stop is the place where you 
can rest and regain spells (at least to a 
limited extent). You will face another 
aurak here, but with less support than 
in #1 above. 

3 This is the treasure room of the 
base. Unfortunately, when you enter 
with an ogre escort, the ogres will 
immediately begin to fight over the 
treasure and will lose sight of their pur­
pose here. 

The treasure here is significant, but 
don't try to take all of it... you can't 
There are tens of thousands of coins in 
here. Only take the most valuable coins 
and the gems/jewelry. Also found in 
here are another set of Gauntlets of 
Ogre Power and a Two-Handed Sword 
+2. You should use both of these items 
as they are very powerful. 

This is also the safest place to rest You 
should FIX and memorize spells before 
continuing. 

4 There are more guards here. Again, 
the group is led by an aurak draconian. 
Your ogres won't help in this fight if you 
stil.l have them with you. C 
5 This is a climactic battle with 
Myrtani. Myrtani is an aurak draconian 

supported by many, many other draco­
nians of all types. You must defeat 
Myrtani to be able to stop his messen­
gers, a group of huge red dragons in 
the next room. 

This is the second most deadly fight in 
the game, and should be treated as 
such. Save the game before going into 
the passageway found after winning the 
battle at #8 below. Once you enter that 
tunnel, you will end up in the fight 
against Myrtani before you can rest. 

After you win this battle, you will be 
healed by Tasslehoff who has been car­
rying Potions of Healing for just this 
purpose. This allows you to go after the 
dragons without wounds. 

6 The fmal battle of the game. Your 
characters must battle with three huge, 
very old red dragons. These dragons 
are planning to implement Myrtani's 
plan. If you let them go or are defeated, 
the evil forces will be victorious. You 
must stop these dragons at all costs! 

In order to succeed at this battle, you 
should have the Scroll of Protection vs. 
Dragon Breath carried by your fighter 
with the Dragonlance. This character 
should use the scroll immediately, as 
the dragon breath will often slay in one 
shot. The other characters would be 
best protected by running to the far cor­
ners of the room and out of sight of the 
dragons. The dragons will then concen­
trate their attacks on the visible charac­
ter who is protected. Because the drag­
ons don't know this, they will continue 
to breathe on that character, giving that 
character a chance to eliminate the 
dragons before they rip him or her to 
shreds with their claws and teeth. 

Having your party under the effects of a 
Haste spell (or Potions of Speed) will 
greatly enhance their abilities. Don't 
forget to use Enlarge spells to assist 
your fighters who aren't extraordinarily 
strong (18 strength). 

If you don't have the Scroll of 
Protection vs. Dragon Breath, then you 
must depend on other means. You 
should cast a Resist Fire spell on the 
entire party before entering into the 
fight with Myrtani, as this will still be 
active when you enter the fmal battle. 
This will substantially reduce the dam­
age you take from the dragon's breath 
attacks. If you don't have the ability to 
stop their breath, then you must abso­
lutely concentrate firepower on one 
dragon at a time until it is down before 
going on to the next. You can't afford to 
let the dragons breathe too many 
times, or you will have many dead party 
members. Use mass damage spells 
(Fireballs, Ice Storms, and Ughtning 
Bolts) with impunity. Use every item 
you have ... this is the final battle. If a 
magic-user runs out of mass damage 
spells, try Stinking Clouds. The chance 
of making a dragon helpless with this 
spell is almost zero, but any chance is 
something. 

Don't forget to save before entering the 
tunnel found after defeating the Dragon 
Master at #8 so that you may try again if 
you fail in this fight This is the most dif­
ficult combat of the entire game. Don't 
forget that you can always change the 
difficulty level of the game if you feel it 
is too tough. It is not ·dishonorable· to 
do so ... these battles are TOUGH! 

1 There are human guards here. You 
must deal with them quickly, as there 
are spell casters here who will be happy 
to seriously injure your party. Don't 
underestimate these enemies just 
because they aren't led by an aurak 
draconian! 

8 This is the passage to Myrtani's 
refuge. It is guarded by Myrtani's 
Dragon Master and some of his young 
dragons. The Dragon Master is a tough, 
well-armed fighter and the dragons are 
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numerous. Don't hesitate to use 
Fireball spells to reduce their numbers, 
as you can rest briefly before entering 
the tunnel to Myrtani. 

Once you defeat the Dragon Master, 
you will be able to relieve him of his 
Plate Mail + 1, Longsword + 1, and Shield 
+1. 

You should save before entering the 
tunnel you find after this fight as once 
you enter the tunnel you are placed 
immediately into the fmal two battles. 
You won't get to rest again after that 
point (although you will get healed after 
tangling with Myrtani (see #5 above)). 

Additionally, before you start the final 
pair of fights in the game, you should 
cast both Resist Fire and tlaste spells 
(Bless and Prayer wouldn't hurt either). 
The Resist Fire spell must be cast on 
each person that it is to protect, so 
memorizing and then casting six of 
them is wise. Don't forget that if you 
rest again after casting a spell, you are 
likely to have that spell wear off. This 
means that you should memorize all 
the spells you need and then cast them 
all at once. 

9 This is a library with a locked book 
that contains the recipe for the salve 
necessary to pass the guardian. The key 
to the book can be found in room # 11. 
The book can also be opened by a skill­
ful and lucky thief. 

1 0 This is Myrtani's alchemical lab. It 
contains all of the materials necessary 
to make the salve. 1f you enter this 
room after learning of the recipe for the 
salve, you will automatically make it 
and apply it to all characters. 

11 Myrtani's bedroom is ornate, but 
has no valuable items. However, you do 
find an ornate key that will open the 
book at #9. This key is found if you 
LOOK. 
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12 This study has been ransacked. 
Nothing of value remains here. 

13 This guardian is designed to repel 
any who are not protected by the magi­
cal salve made at # 10. 1f you enter this 
square without the salve, you will take 
a significant amount of damage and will 
be repelled. 

14 If'there are ogres with the party 
when you enter this square, one of 
them will step forward into the guardian 
and die. Gravnak will then tell you of 
the guardian. 

ADDITIONAL NOTES: 
General Hints 
DON'T EVER cast Slow Poison on a 
party member unless you are close to a 
temple. Use Neutralize Poison or leave 
them until you reach a temple. Slow 
Poison will simply bring them back tem­
porarily and then they will die (dead, 
not just poisoned) if they don't get 
Neutralize Poison cast on them fairly 
quickly. 1f characters die in this fashion, 
they are dead and will require a raise 
dead spell to bring them back. 1f they 
are elves, they can't be raised and are 
gone forever. Don't use Slow Poison 
unless you really need that character in 
combat. 

Characters 
In addition to the recommendations in 
the Adventurer's Journal, a successful 
party of adventurers could also be built 
from: 

• Four Qualinesti Elf 
Cleric/Fighter/Magic-Users (one of 
them a Cleric of Mc:Yere/White Mage, 
one a Cleric of Mishakal/White Mage, 
one a Cleric of Shinare/Red Mage, and 
one a Cleric of Kiri-Jolith/White Mage) 

• ()ne tluman Knight C 
• One Kender Cleric of Mishakal(fhief 

Another powerful combination changes 
one of the Qualinesti Elves to a 
Mountain Dwarf Cleric/Ranger (Cleric of 
Reorx). 

Charm 
1f an enemy is charmed, his equipment 
won't appear as loot after the fight. 

Save the game! 
Don't forget to save your game often. 
Save before you enter a new area and 
save every time you complete a large 
combat. This way, you can always go 
back to your last save if you are defeat­
ed. Also remember to keep more than 
one save disk on non-IBM systems so 
that you can keep many different saves 
available. 

Monsters: 
How to deal with them 
Below is a listing of all the monsters 
you will encounter in CtiAMPIONS OF 
KRYNN. Following a short description of 
each monster is a listing of the spells 
that are most effective against that 
monster. You should follow these guide­
lines when developing tactics to com­
bat these monsters. 

DEATH KNIGHT (SIR LEBAVMJ 
This is probably the most dangerous 
single enemy in the game. tie will cast 
a massive fireball as his first act and 
then gate in ghasts to help him fight 
your party as his second. tie causes 
fear to all in melee range and he is very 
difficult to hit. On top of all this, he 
reverses non-area magical spells back 
on the caster 11% of the time (and 
those that do get through he usually 
ignores). Kill him quickly or he'll surely 
kill you. The Death Knight can often kill 
characters outright (not just put them 
to unconscious but kill them, dead ... ). 

Best Spells: Use Resist Fire on yoor 
whole party before the combat. 
tlaste, Prayer, and Bless are also very 

helpful when cast before the combat 
commences. No other spells are very 
useful. 

DRACONIANS: All draconians are resis­
tant to magic which means there is a 
chance than any given spell will not 
affect them. 

AVRAK DRACONIAN 
Another very powerful foe, the aurak 
draconians become almost common in 
Kernen Base (the very last portion of 
the game). They are very dangerous 
and should be the first thing eliminated 
in a combat. However, once you kill 
them the first time, they get angry and 
go back to 20 hit points. Once you kill 
them a second time, they turn into a 
blazing ball of lightning. Once you 
make them die a second time, run 
away from them as fast as you can. You 
need only get one blank square 
between your characters and the dying 
aurak. After a short time, the aurak will 
explode, causing much damage to all 
acljacent characters and probably stun­
ning them for a short time. The attack 
you will take for moving away from the 
aurak is much less severe than the 
damage you would take from being 
next to the aurak when he explodes. 

Best Spells: Fireball, Ughtning and Ice 
Storm. Be careful not to hit your own 
characters with these spells. Magic 
Missile can sometimes stop an aurak 
from getting off a spell. Cast Dispel 
Magic if the aurak uses Fire shield. 

BMZ DRACONIAN 
The baaz draconians are the weakest of 
the draconians and are the cannon fod­
der of their forces. They carry normal 
swords and do 1- 8 points of damage 
when they hit your characters. However, 
they are very fast and when you kill one, 
your weapon may stick in the dying 
baaz as it turns to stone (this is why it is 
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a good idea to cany two melee 
weapons). You will automatically 
retrieve the weapon after the combat as 
long as you have won, but you may 
have to continue the battle without it. 
You must ready these returned 
weapons, this is not done automatically. 

Best Spells: Sleep, Fireball, Ice Storm, 
Lightning Bolt, Stinking Cloud. 

BOZAK DRACONIAN 
The bozak draconians are the magic 
users of the draconian types. They will 
usually start out by casting Lightning 
Bolt spells and follow them with Slow 
spells and Magic Missile spells. They are 
not to be ignored. Their most unusual, 
and often dangerous feature, is that the 
bozak draconians explode when slain, 
causing 1-6 points of damage to all 
those adjacent to the exploding draconi­
an. This can be good for you if you can 
cast a large Fireball into a group of 
them as they will often ·chain react• 
and other monsters will be consumed in 
the mass bozak explosion. However, if a 
large group of them gets to cast spells, 
you are often going to lose. On the 
down side, the fact that bozaks explode 
will often mean that the fighters having 
to melee them will get seriously hurt 
just killing the bozaks even though their 
opponents never landed a blow! 

Best Spells: Fireball, Ice Storm, 
Lightning Bolt, Magic Missile (to stop 
them from casting spells). 

KAPAK DRACONIAN 
Kapaks are slightly larger and tougher 
than their baaz cousins, but are much 
more deadly. Kapak's lick their 
weapons to coat them with a paralyzing 
spittle. Each time they hit a party mem~ 
ber, that character must make a saving 
roll or be paralyzed. 1f the character is 
paralyzed, he will be helpless and will 
be knocked out by the next blow aimed 
at him. Kapaks create a pool of acid 
when they die that will cause 1-6 points 
of damage each time you enter it 
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Best Spells: Sleep, FirebalL Ice Storm, 
Lightning Bolt, Stinking Cloud. Bless 
and Prayer cast on your own party 
before combat is helpful in preventing 
paralysis. 

SNAK DRACONIAN 
The sivak draconians are the most pow~ 
erful draconian fighters but have no 
speciql abilities when they are killed. 
They can attack three times each com~ 
bat round and can cause tremendous 
amounts of damage to a character. 
They have good THACOs and will often 
do much damage before they are slain. 

Best Spells: Fireball, Ice Storm, 
Lightning Bolt, Stinking Cloud. 

DRAGONS: All dragons attack with bite, 
claws, and breath weapons. The larger 
dragons may cause fear in characters. 
Such characters have their THACOs 
reduced. You should cast protective 
spells such as Bless and Prayer before 
fighting dragons. 

BLACK DRAQON 
These dragons spit acid for a significant 
amount of damage, but are much 
younger dragons than the blues and 
reds found in the game. The black drag~ 
ons are best defeated through melee 
and Stinking Cloud spells. 

Best Spells: Fireball, Ice Storm, 
Lightning Bolt, Stinking Cloud. 

BLUE DRAQON 
There are only a few blue dragons to 
be found in the game and they are old 
ones and are quite dangerous. They 
spit massive Lightning Bolts that can 
kill some characters outright. Don't let 
these dragons breathe on you if you 
can possible avoid it. Use mass damage 
spells on them (Fireball, Ice Storm) and 
Stinking Clouds to try and make them 
temporarily helpless. These dragons are 
at their most dangerous when they can 

breathe on a character who has his 
back to a wall. If the dragon's Lightning 
Bolt can rebound and hit a character a 
second time, the character will often 
be slain! 

Best Spells: Fireball, Ice Storm, 
Lightning Bolt, Stinking Cloud. 

QREEN DRAQON 
The green dragons are the second most 
deadly dragons found in CHAMPIONS 
OF KRYNN. They breathe poison gas 
that will often affect the entire party 
because of the large area of effect. 
Make sure you kill green dragons as 
quickly as possible, as they will usually 
kill party members otherwise. They 
breathe for 36 points of damage, and 
targets may only reduce this damage if 
they make a saving throw against drag­
on breath (because of the lethality of 
the breath). Use every spell and weapon 
you have to defeat these beasts or they 
may slay your entire party. 

Best Spells: Fireball, Ice Storm, 
Lightning Bolt. 

REDDRAQON 
The most common dragon type found 
in the game, the red, comes in two 
sizes in CHAMPIONS OF KRYNN. You 
may fmd significant numbers of 
younger red dragons that only do a 
modest amount of damage when they 
breathe fire onto the party. These are 
dangerous, but can be dealt with as 
other dragons ... by melee and mass 
damage spells. However, the huge, very 
old red dragons fought in Kernen are 
extremely dangerous. You must use 
every trick at your disposal to defeat 
them or they will surely slay your party. 
This is where the Scroll of Protection 
vs. Dragon Breath should be used. 
Don't forget to use the Resist Fire spell 
to protect yourself against the red drag­
on's breath. 

Best Spells: FirebalL Ice Storm, 
Lightning Bolt. 

WHITE DRAQON 
These are the weakest dragons found 
in the game. They are not very danger­
ous if you use the Wand of Ice Storm 
on them. They are, however, difficult to 
hit. Use the Resist Cold spell to protect 
against this dragon's breath. 

Best Spells: Magic Missile, Fireball, Ice 
Storm, Lightning Bolt. 

QHAST 
These undead have a good chance of 
being turned by your cleric once you 
reach 5th level with that character (or 
3rd if you worship Majere). Once you 
reach 8th level (or 6th if you worship 
Majere) you will automatically turn 
them. The ghast is a particularly danger­
ous undead type as they cause your 
characters to fight less effectively due 
to the terrible stench they exude. 
Ghasts can paralyze a character (even 
elves) with a single hit. Don't let ghasts 
melee with your party for long, as they 
will almost certainly knock one of your 
characters out. Ghasts look exactly like 
ghouls. 

Best Spells: FirebalL Ice Storm, 
Lightning Bolt. Bless and Prayer will 
help characters resist the paralyzing 
effects of the Ghast's touch. 

QHOVL 
Ghouls are quite a bit less dangerous 
than their ghast counterparts, and are 
automatically turned at 5th level (or 3rd 
level if you worship Majere). They can 
paralyze characters (except elves). Kill 
them with melee weapons. Ghasts and 
ghouls look identical. 

Best Spells: Fireball, Ice Storm, 
Lightning Bolt. 

QIANT CENTIPEDE 
This innocuous creature will hit charac­
ters occasionally and has a weak poi~ 
son in its bite. This weak poison can 
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sometimes kill a character. Your fighter 
types can ·sweep" them (attack one for 
each level your fighter has). 

Best Spells: Sleep, Stinking Cloud. 
Neutralize Poison may be necessary if a 
character is bitten and killed. 

(jiANTRAT 
Giant rats are not dangerous. They 
cause minimal damage and take mini­
mal damage. Kill them last when facing 
rats and any other monster type. This is 
the weakest monster in the game. 

Best Spells: Sleep is really the only 
spell you would want to waste on Giant 
Rats. They are too weak to require spell 
use. 

(jiANT SPIDER 
These spiders have a tremendous num­
ber of hit points for their size and are 
not to be ignored. Their bite is poi­
sonous and therefore often fatal. Kill 
them quickly and concentrate your 
attacks to kill one at a time to lessen 
the chance of one of them biting and 
poisoning one of your characters. If you 
have the Periapt of Proof vs. Poison, 
put it on your lead fighter and then get 
that character into the melee against 
the most spiders to lessen the chance 
that you will die of poison. Giant 
Spiders can only be found in the 
Overland. 

Best Spells: Fireball, Ice Storm, 
lightning Bolt. 

GOBLIN 
Goblins are small, numerous creatures 
that can inflict only a small amount of 
damage to characters they melee. They 
have a poor TiiACO and can be ·swept• 
(see giant centipedes). Don't be too 
concerned if your main fighter gets sur­
rounded by eight of these little crea­
tures, he will soon carve his way 
through. Goblins can only be found in 
the Overland. 
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Best Spells: Sleep, Hold Person, 
Fireball, Ice Storm, Lightning Bolt, 
Stinking Cloud. 

Hlll(jlANT 
Although hill giants are the smallest of 
the giants, they are capable of inflicting 
large amounts of damage in a single 
strike. Because of this, you can be killed 
by thE<ir hits if you are unlucky. If a char­
acter is in melee and goes down below 
10 hit points, consider casting a Cure 
light Wounds spell on that character to 
avoid being killed as opposed to being 
knocked unconscious. Use melee to kill 
these creatures but don't be afraid to 
use a Fireball spell if you can catch 
more than one in the blast radius. 

Best Spells: Fireball, Ice Storm, 
lightning Bolt Stinking aoud. 

HOB (jOB LIN 
Although hobgoblins aren't that much 
larger than their goblin cousins, they 
are much tougher. They can't be 
·swept· and can inflict more damage 
with their attacks. They often have lead­
ers with them that have more hit points 
and better TiiACOs. Sleep works very 
well against hobgoblins. 

Best Spells: Sleep, Hold Person, 
Charm Person, Ice Storm, Fireball, 
lightning Bolt, Stinking aoud. 

HVMANS AND ELVES 
There are many types of human and 
elven enemies in the game. They are 
outlined in the beginning of the clue­
book as to their individual names and 
classes. However, they all have some 
similar effects. 

The magic-users and clerics are very 
dangerous opponents, especially early 
in the game. You should beware the 
black-robe mages and their ability to 
charm your party members. Use all 
means available to eliminate opposing 
spell casters before they can cast their 
spells. Don't forget that if a spell caster 

is injured while casting a spelL his spell 
is lost. Melee is very effective against 
these more lightly armored foes, but 
they are usually defended by many 
fighters who will seek to prevent you 
from getting close enough to attack 
them in melee. 

The fighters you will face are all similar 
in that they depend on better AC and 
THACO to defeat your party. You should 
deal with them through the use of 
spells whenever possible, as hacking 
your way past them is often long and 
dangerous. 

Best Spells: Sleep is effective, but only 
on the lowest level human opponents. 
Use Hold Person and Stinking Cloud 
spells to disable them whenever possi­
ble. FirebalL Ice Storm, and lightning 
Bolt spells are wonderful, but usually 
you will only have a few of them. Use 
Magic Missiles to injure enemy spell 
casters before they cast their spells. 
Charm is useful against human oppo­
nents, but elves are virtually immune to 
Sleep and Charm spells. 

MINOTAUR 
The armored minotaurs (so called 
because of the plate armor they always 
seem to wear) can hit for heavy dam­
age. They are excellent fighters with 
many hit points. However, they don't 
usually kill characters outright. 1\ill 
them with melee and mass damage 
spells (Fireballs are quite good for this). 

Best Spells: Ice Storm, Fireball, 
lightning Bolt, Stinking Cloud. 

MOBAT 
The mobat is not particularly special, 
but can take a lot of damage before it 
is slain and has a good THACO. Don't 
ignore them but kill poisonous crea­
tures around them first before concen­
trating on the mobats. 

Best Spells: Fireball, Ice Storm, 
lightning Bolt Stinking Cloud. 

O(jRE 
Ogres do a fair amount of damage 
when they hit and can take a lot of hit 
points of damage, but they really aren't 
that dangerous. By the time your party 
has to fight ogres, it can usually defeat 
them without resorting to spell use. 
Just hack your way through them. 

Best Spells: Fireball, Ice Storm, 
lightning Bolt, Stinking Cloud. 

POISONOUS SNAKE ((jiANT SNAKE) 
This is one of the most dangerous mon­
sters in the game. High on hit points 
and loaded with a poison that can easi­
ly kill a character, giant snakes are not 
to be trifled with. Avoid them if possi­
ble, otherwise, kill them quickly. Ignore 
any other monster with them (except 
for spell casters) and concentrate your 
attacks to kill them one at a time. Don't 
let them get a shot at a character with a 
poor AC, as a hit often means death. 

Best Spells: Fireball, Ice Storms, 
lightning Bolt, and Magic Missile can all 
be useful. However, the most important 
spell here is Snake Charm. cast it to 
make the giant snakes helpless. cast 
Bless or Prayer before the fight. 

SKELETON 
The weakest undead type, skeletons 
can be turned by 1st level clerics and 
are automatically turned by 4th level 
clerics (2nd level if they worship 
~ere). They do low amounts of dam­
age and take only a few points to kill. 
Only crushing weapons (like maces and 
flails) do full damage against them. 
Swords and arrows do half damage. 

Best Spells: Fireball, Ice Storm, 
lightning Bolt, and Magic Missile. 

SKELETAl KNIGHT 
Also known as Armored Skeletons, 
these are skeletons but much more 
powerful ones. They can't be turned 
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until you are 6th leveL and only then 
on a very fortunate roll. You also face 
the same half damage rules as with 
skeletons above. Defeating skeletal 
knights is a long process. 

Best SpeUs: Fireball, Ice Storm, 
Ughtning Bolt, and Magic Missile. 

SPECTRAL MINION 
These are not monsters you should 
face during the game. You will face 
them only if you fail a test in the Tomb 
of Sir Dargaard. They cannot be turned 
and have excellent THACOs, so fighting 
them will be a painful process. They are 
totally fearless and will fight until 
destroyed. Only magical weapons can 
harm them. 

Best SpeUs: Fireball, Ice storm, 
Ughtning Bolt, and Magic Missile. 

UNDEAD: All undead are immune to 
Sleep, Charm, Hold Person, and 
Stinking Cloud spells. However, undead 
(except the Death Knight) may be 
turned by clerics of a sufficiently high 
level. Turning is the most efficient way 
to deal with undead. No experience 
points are awarded for undead who are 
turned. Undead destroyed outright by a 
cleric do count for experience points. 

VNDEAD DRA(jON 
Even without a breath weapon, the 
undead dragons in Sir Dargaard's Tomb 
are very dangerous. Don't let them con­
centrate on one character, as the dam­
age they can do will sometimes kill a 
character outright. 

Best SpeUs: Fireball, Ice storm, 
Ughtning Bolt, and Magic Missile. 

ZOMBIE 
ZOmbies are turned much like skele­
tons, and are therefore not very danger­
ous. However, they can do a lot of darn­
age if they get to attack, so turn them 
quickly. 

Best Spells: Fireball, Ice Storm, 
Ughtning Bolt, and Magic Missile. 
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MA(jiC ITEMS: 
Where to find them 

Magic-User SeroUs (Ked Robes): 

One scroll with three spells 
One scroll with three spells 

One scroll with three spells 

One scroll with three spells 

Thrall (#14) 
Southern 
Outpost (#21) 
Temple of 
Huerzyd (#3) 
Gargath Keep (#10) 

Magic-User Scrolls (White Kobes): 

One scroll with three spells 
One scroll with three spells 

One scroll with three spells 

One scroll with three spells 

Oerical Scrolls: 

Two scrolls with 
Neutralize Poison 

OUter Scrolls: 

Scroll of Prot. 
vs. Dragon Breath 

Potions: 
Potion of Speed 
Potion of Extra Healing 
Potion of Extra Healing 

Potion of Invisibility 

Potion of Healing 
Potion of Healing 

Weapom: 
Flail+ 1 
Hoopak +2 

Longsword + 1/+4 
vs. Reptiles 
Two-Handed Sword 
(Cursed Berserker) 
Longsword +2 

Longs word 
(Cursed Berserker) 

Longsword +3 

ThroU (#15) 
Southern 
Outpost (121) 
Temple of 
Huerzyd (#3) 
Gargath Keep (#10) 

ThroU (19) 

Jelek (#14) 

Throtl Temple (19) 
ThroU Temple (#5) 
Southern 
Outpost (121) 
Throtl 
catacombs (#6) 
Thrall (19) 
Thrall 
Catacombs (#11) 

Throtl Temple (#5) 
Thrall 
Catacombs (#6) 

Gargath Keep (#13) 

Gargath Keep (#13) 
Tomb of Sir 
Dargaard (#8) 

Tomb of Sir 
Dargaard (#20) 
Temple of 
Duerghast (#11) 

Weapons Continued Wands and Necklaces: 
Mace +2 Temple of Wand of Ice Stann Thrall 

Duerghast (#11) Catacombs (#6) 
Two-Handed Sword +3 Duerghast (#17) Wand of Fireballs Jelek (#14) 
Two-Handed Sword +2 Kernen Base (#3) Necklace of Missiles Sanction City (#19) 
Longsword +2 Neraka Prison(#21) Wand of Lightning Duerghast (#17) 
Longsword + 1 Kernen Base (#8) Wand of Paralysis Duerghast (#17) 
Footman's Dragonlance +5 Temple of Miscellaneous and Random: Due rg hast (#7) 
Mace of Disruption Southern Periapt of Proof vs. Poison Jelek (#14) 

Outpost (#13) Girdle of Frost Giant 
Strength Tomb of Sir 

Ann01:. Shields. and other Dargaard (#8) 
Defensive Magic Items: Gauntlets of Ogre Power Gargath (#7) 

Chain+ 1 Throtl Gauntlets of Ogre Power Kernen Base (#3) 
catacombs (19) 10 ArrowS+ 1 Thrall Temple (19) 

Plate+ 1 Gargath (#7) A Random Magic Item Sanction City (#14) 
Six suits of Solamnic Two Random Magic Items Neraka Prison(#21) 
Plate (ACO) Tomb of Sir Two Random Magic Items Second 

Dargaard (#8) Citadel (#10) 
Plate+ 1 Temple of Two Random Magic Items Temple of 

Duerghast (#11) Huerzyd (19) 
Plate+ 1 Kernen Base (#8) Two Random Magic Items Temple of 
Bracers of AC6 Throtl Huerzyd (#11) 

catacombs (#6) Two Random Magic Items Temple of 
Bracers of AC4 Sanction City (#19) Huerzyd (#13) 
Ring of Protection + 1 Throtl Three Random Magic Items Temple of 

Catacombs (#11 ) Huerzyd (#17) 

Ring of Protection +2 Temple of 
Duerghast (#7) Journal Entries: True or False? 

Cloak of Displacement Temple of 
Duerghast (#7) Below is a list of all journal entries that 

Shield +1 Throtl (#9) are true: 

Shield +2 Temple of 3, 4, 7, 9, 10, 12, 13(map), 16, 18, 19, 
Duerghast (#11) 22, 23(map), 24, 28, 29, 32, 35, 36, 

Shield+ 1 Kernen Base (#8) 37, 38, 42, 43, 45(map), 47, 48, 49, 
Shield+ 1 Neraka Prison(#21) 50,51.52,53.56,57,59,60,61,62, 

63(map), 64, 67, 69, 71. 72(map), 73, 
74, 76, 77, 79, 81(map), 82, 84, 
86(map), 87. 88 
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Now Evil doesn't 
stand a chance! 
A smoldering.plague of E¥il threatens to 

erupt in Northeast Ansalon. The many 
faces of E¥il stand _ ...... ~~-r-r~r:n,"l 
poised to ron 
amok: draconians, 
minotaurs, ogres 
and dragons are 
but a few of the 
many Evil 
manifestations 
eager to smash 
your party to bits! 

You need help. ~ 

When you're up against enemies 
like these, some inside infor- '}~ 
mation. can mean the difference ~.9 
between sweet success or very bitter failure. 
The OwiPrOI'Is OF lfRYTm Cwll BooK gives you the 
edge you need to bring Evil to its knees: 

• Detailed maps to all of the locations in 
the game. 

• Complete information on special encounters. 

• Tips on how to win the more difficult combats that your 
adventurers will face. 

• Lists of all the special magic items found in the game 
and their best uses. 

• Checklists of encounters and treasures allowing a player 
to play through the game without missing any part of the 
adventure. 

• Hints on how to combat each of the various monster 
types, from the powerful Aurak Draconians to the most 
deadly of foes -the huge Red Dragons of the evil armies! 
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Detailed maps reveal 
every secret you'H 

need for safe passage 
througb the corridors 

of 'Ibrotl, Gargath and 
aH other lm;ations in 

the game. 
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