


















































The Star Mounts are a great mountain 
range that lies at the heart of the map, 
deep within the High Forest. They are so 
high and the winds they create are so strong 
and unpredictable that-just as Amanitas 
foretold-birds dare not fly there. Only 
dragons and aarakocra can traverse these 
unfriendly skies. 

At the foot of the mountains, where the 
river from Secomber meets the mountains, 
the party finds a group of giant snakes and 
shambling mounds attacking an aarakocra. 
The party has the chance to rescue the 
aarakocra, earning its gratitude. 

Let the enemy come to the party in this 
battle, using the natural protection of the for­
est to limit the number of monsters that can 
attack at any one time while archers pepper 
them with arrows. Fireball and Lighting 
Bolt spells are very useful against the snakes, 
while the Wand of Ice Storm, even doing 
just one half damage, still softens up the 
Shambling Mounds. 

Accept the aarakocra's offer to carry the 
party up to Ceptienne's hidden dungeon. 
Refuse the aarakocra if the party isn't ready 
to undertake this mission-the offer is 
renewed every time the party returns to this 
location. 

The aarakocra sense that Rishpal is evil 
and refuse to carry him. He flees once he is 
found out. 

Ceptienne's aerie is built as a maze based 
upon the three different runes for the "C" that 
begins her name, each being superimposed 
upon the other; both normally and upside 
down. The intricate pattern this creates is so 
complicated that knowing about the runes 
doesn't really help the party navigate, but it 
feeds Ceptienne's considerable ego. 

The maze has mariy one-way doors that 
can make the party wander in circles if they 
don't have access to a map. The one key 
secret door is also easy to miss. Finally, 
whole portions of the complex don't hold 
anything for the party except difficult battles 
with high level monsters. 

The party must find Ceptienne's chamber 
and defeat her in order to gain the statuette 
of the South. Returning to the aerie's 
entrance, they can meet the aarakocra and 
be flown back to the mountain's base. 

Ceptienne is guarded by a variety of 
monsters, including especially dangerous 
ones like harpies and medusae. Do not enter 
her dungeon complex until each party mem­
ber has bought a mirror (available in adven­
turer supply shops in many towns). 
Characters must READY the mirror during 
combat with the medusae in order to avoid 
being turned to stone. Characters who are 
turned to stone may be returned to flesh at 
any temple, but the fee for this process is 
very expensive. 

Resting: The party can rest in any room 
in the mountain fortress . They cannot rest in 
the corridors. 

Wandering Monsters: None. 

EVENTS 
1 The secret door to the east here leads 
towards Ceptienne's inner sanctum. 
2 This is where the aarakocra drop off the 
party as they enter the complex. They stay 
and wait for the party indefinitely. The party 
can return here at any time, with or without 
the statuette of the South, and be transported 
down the mountain. This is a good place to 
rest and heal the party, rememorize spells, 
and 5ave the game. 

3 Ciriffons and a medusa attack the party 
here. 

4 A projection of Ceptienne appears here 
and says (truthfully) that 12 doors separate 
the party from the magic item that they seek. 
She appears to enjoy toying with the party 
and feels she can destroy them at any time. 
5 Ceptienne's projection reappears to say 
'One door discovered, eleven more to find!' 

6 A projection of an angry Ceptienne 
appears to say that she has grown tired of 
the party and no longer enjoys watching 
their progress. 
7 Ceptienne's projected image appears 
again, this time to scream at the party in 
rage. 
8 The projection of a contented Ceptienne 
appears to taunt the party. She is happy 
because the party is so far off track. 
9 Ceptienne's projection appears here to 
explain how the maze was designed. 
10 Ceptienne taunts the party here again. 
11 The party hears a loud roaring noise 
here. It comes from the black dragons in the 
room just to the north. 
12 A group of ogres and griffons rushes at 
the party from opposite sides of this room. 

13 A nest of griffons is in this room. 
14 Ogres and harpies are in this room. 
15 Ogres and medusae attack the party 
here. 
16 A pair of black dragons are in this room. 
Once they are defeated, Ceptienne's image 
(if she is still alive) appears to deny-truth­
fully-that the party has killed her personal 
steed. 
17 A hellhound and harpies are in this 
room. 
18 Hellhounds and medusae guard this 
corridor. 

19 Ogres, accompanied by hellhounds, 
have been looking for the party and find 
them here. 
20 Ciriffons and hellhounds guard this 
corridor. 
21 Ciriffons are nesting in this room. 
22 A hellhound and griffons attack the 
party here. 
23 This is Ceptienne's chamber; and is 
defended by medusae, harpies and Ceptienne 
herself. 

It is important for the party to be fully 
healed and have their spells memorized 
before starting this battle. Once the action 
starts, try to take out Ceptienne with a hold 
person spell . Try to kill the harpies with mis­
sile weapons and spells, they can charm char­
acters that they get close enough to touch. 

Among the treasure items are Bracers of 
Defense AC6, a dagger+ 1, and a Necklace 
of Missiles. There is also a Wand of 
Defoliation, which is especially effective 
against shambling mounds. This is best 
saved for the final battles at Ascore. 

After winning this battle, the party finds 
the statuette of the South . 
24 A small group of black dragons are in 
this room; each wants to destroy the party to 
gain Ceptienne's favor. Once all but one are 
defeated the remaining wounded dragon 
attempts to escape, only to have its wings 
fail and be crushed on the rocks far below. 



S. Sundabar 
Synopsis: Sundabar is a major town in 

the northeast section of the map. Located at 
the edge of an opening in the mountains, it 
commands the only road that leads to the 
dead city of Ascore. 

Once the party has the four statuettes, 
Vaalgamon knows they have the power to 
deal the Black Order a severe blow. He uses 
every method at his disposal-from bribery 
to trickery, from magic to sheer force-to 
stop them here and seize the magic items 
before they reach Ascore. 

Resting: The party can rest anywhere 
but on the city streets. 

Wandering Monsters: If the party 
doesn't have all 4 statuettes, groups of ogres 
or Zhentil fighters may appear anywhere in 
the city. There is no limit to these battles. If 
the party has the statuettes the same mon­
sters appear; but much less frequently and 
never in the city streets. 

EVENTS 

1 J<humonne Inn. Be sure to rest here, 
rememorize all spells and save the game 
before facing the battles that lie ahead in 
Sundabar. 

2 These are residences. They hold three dif­
ferent local stories about all the activities as 
the Zhentarim forces rushed through town. 
The second house the party visits holds an 
old thief who picked Vaalgamon's pocket. 
He gives the party a note from the 
Zhentarim leader that castigates the general 
for allowing the party to threaten all their 
plans. The note orders Vaalgamon to guard 
all routes through Ascore. 

3 Standroun's Weapons and Armor. 
4 Hegemma's Store. 

5 North Branch Boat Rentals. If the party 
has all four statuettes, this shop is closed 
until all the major battles in the streets of 
Sundabar have been fought. 

6 Temple of Tyr. Healing services are avail­
able here. 

7 Temple of Helm. The services and fees 
are the same as for the Temple of Tyr. 
8 Auld Macdon's Tavern. 

9 Hall of Training. 

10 If the party has all 4 statuettes, they hear 
a strange sound coming from this fountain . 
A magic mouth offers to trade the statuettes 
for a great treasure trove of gold. 

Reject the offer; and the fountain reveals 
itself to be a stone go! em and attacks the 
party. The Sword of Stonecutting (made in 
Neverwinter from meteorite ore found in 
Tuern) makes this battle much easier. 

If the party accepts the fountain-golem's 
offer; it is given a huge pile of gold 
coins-more than the characters can carry. 
The Zhentarim successfully conquer the 
Savage Frontier; and the party is subsequent­
ly captured and thrown into prison . This 
ends the game, just as it does when the party 
members are all killed by monsters. 

11 If the party has all 4 statuettes, they think 
they see monsters up ahead to the east. 

12 Someone or something has melted the 
stone of this gate to seal it shut. Another 
gate farther north still leads to Ascore, but 
that is the direction in which Vaalgamon 
wants the party to go. 

13 If the party has all4 statuettes, the plaza 
to the east appears to be full of 
monsters-far too many for the party to 
overcome. This is an illusion created by 
Vaalgamon to trick the party-continue 
going east and it vanishes. 
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14 If the party has all 4 statuettes the ill u­
sionary horde of monsters vanishes here. 
15 If the party has all 4 statuettes, the street 
to the north appears to be divided by a deep 
chasm. As the party speculates, this is 
another illusion . But, an ambush waits for 
the party so that when they leap across the 
illusory chasm they leap into encounter 16. 

16 If the party has all 4 statuettes, a group of 
Zhentil fighters and ogres ambush the party 
here as they leap across the illusory chasm. 
17 The beautiful voice of a woman singing 
can be heard here. It is the song of a harpy 
who seeks to entrap the party. 
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18 If the party has all 4 statuettes, Zhentil 
fighters, hellhounds and harpies launch a 
last-ditch attack against the party here to try 
to stop them from reaching Ascore. 
19 Ciriffons are living in this building. 

20 Hellhounds and Zhentil fighters attack 
the party here. 

21 Harpies try to charm the party with 
their songs here. 

22 Hellhounds and ogres are found here. 
23 A hellhound and a small group of 
medusae attack the party as they enter 
this room. 



T. Ascore 
Synopsis: This is the scene of the grand 

finale of the game. Ascore covers a much 
bigger area than any of the other regions of 
the g~me. The party should come here only 
after It has acquired all four of the ancient 
statuettes. 

The once-great city has been taken over 
by legions of undead, the tortured souls who 
were its last defenders. Vaalgamon's forces 
have cleared a portion of the city and built a 
hastily-erected wall in an attempt to keep 
the undead away. 

The party must get past the wandering 
undead, find a way through the Zhentarim 
wall, then make its way through the ancient 
city to the plaza where the statuettes and the 
Ring of Reversal can be combined to destroy 
the Zhentarim plan. 

Note: Once the party passes through 
Vaalgamon's gate they enter a series of 
extended combats with no opportunity to 
stop and rest or rememorize spells. Do not 
pass the gate until the party has completely 
prepared for the fights that lie ahead. They 
can return through the gate if these battles 
prove too difficult. 

Rest: The party may rest only in the 
areas west ofVaalgamon's gate after the 
wandering monsters there have been 
cleared. The area near the mirror maps is 
safe for resting at all times. They may also 
rest in the area immediately east of the gate. 

Wandering Monsters: Eight groups of 
Ascorean skeletons inhabit the area outside 
ofVaalgamon's stronghold. Eight groups of 
Ascorean mummies lurk near Vaalgamon's 
(/ate, acting as guards to prevent his men 
from coming out. Encounters with these 
mummies occur if the party passes back and 
forth near the gate. 

Commodore 64 Owners: Some of the 
mon_sters and walls in the final combat may 
be different from those listed due to technical 
constraints. However; the same strategies 
should apply. 

EVENTS 

1 Vp to 4 groups of Ascorean skeletons and 
Ascorean mummies attack the party at any 
of these locations. 

2 These secret doors can only be found if 
the party has all four of the statuettes, is in 
search mode and has won the battle with 
either the ettin or the Zhentarim mage. 

3 The door to this room is locked and 
requires a Knock spell to enter. The creature 
inside has a big voice, but turns out to be a 
small, eccentric magic-user. Tell him the truth 
and he tells the party about how he is deci­
phering the mirror maps of Ascore for 
Vaalgamon. IF the party then attacks him, his 
treasure includes Bracers of Defense AC 4. 

After winning this battle the party can find 
the secret doors to the mirror maps room. 

IF the party doesn 't attack and later 
returns, or if they lie to the magic-user; he 
attacks the party with the advantage of 
surprise. 

4 A small group of Ascorean mummies 
attack the party here. Search the room to 
find a chest. The chest is trapped. Have the 
party's thief attempt to disarm the trap. 
Inside the chest are a clerical scroll with 2 
Cure Light Wounds spells, a set of arrows 
+2 and a long bow +2. 

5 Abandoned Buildings. 

6 The remains of an ancient inn. 

7 The east wall shows Vaalgamon 's recent 
brickwork. 

8 A mural here depicts Ascore during the 
height of its glory. 

9 An old boatbuilding shop. 
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10 This room, like the ones around it, used 
to be a seaman's quarters . The east wall 
looks new, with well-set solid stonework. 

11 A magic mouth welcomes the party to 
central Ascore. It tells them that tapestries 
against each wall contain maps of various 
parts of the city. 

12 Vaalgamon challenges and taunts the 
party here. This begins the extended combat 
sequence that culminates in the grand finale 
of the game. 

Once the party enters combat, it moves 
from combat area to combat area until it 
exits into the plaza of Ascore, exits back out 
the way it came in, or all the characters die . 
Only one character need exit from a combat 

area for the whole party to exit. The party 
need not kill all of the monsters in an area to 
exit. In some cases having the fastest party 
member sprint for the exit is as useful a strat­
egy as killing every monster in order to 
move on towards the goal. 

Vse the AIM command to search each 
combat region and figure out where to go 
before each battle is joined. This helps the 
party to decide if it 's better to fight or run in 
the particular location. 

Examine the Final Combat map careful­
ly. The easiest route through the final 
combats is to exit the first combat area to the 
east, exit the next three combat areas to the 
north, and exit the next area to the west. 



FINAL COMBAT 

Once the party is in the upper left com­
bat area the party does not have to confront 
Vaalgamon. They can take the passageway 
that exits to the north that goes around the 
room where Vaalgamon has gathered his 
forces . When one character exits the 
combat area to the north, the party has won 
the game! 
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13 Vaalgamon's newly constructed gate lies 
to the east. It can be opened only if the party 
has all 4 statuettes. A group of giant spiders 
attack the party as they start to pass through 
the gate. After killing the spiders it is safe to 
rest here. 
14 Thick vines hang from the edges of the 
collc;1psed ceiling of this room. If the party 
tries to climb them or to search the room, a 
shambling mound attacks. After defeating 
the monster the party can climb the vines 
and return to the wilderness map. 

15 An ettin inhabits this room. After the 
party defeats him they can find the secret 
doors to the mirror maps room. The ettin has 
a note giving directions to where the doors 
are located. The ettin's treasure includes a 
Dwarven Battle Axe +2 (+4 if used by a 
Dwarf), a potion of healing and gems. 

16 A fire burns at the center of this room. If 
the party puts it out several Ascorean skele­
tons and Ascorean mummies appear and 
attack the party. The fire 's owners, a troll 
and a large group of hobgoblins, return and 
attack as well. 
17 Each of these three mirrors bears a faint 
impression of an ancient tapestry, that hung 
before it for centuries. The party copies each 
into the journaL but remember that mirrors 
show things in reverse, not the way they 
really look! These maps must be held up to 
a mirror to show the true layout of Ascore! 

Each mirror is guarded by a group of 
Ascorean mummies and Ascorean skele­
tons. Be sure to rest and rememorize spells 
between each of these three battles-once 
the undead defending a particular mirror 
have been destroyed that spot is safe for rest­
ing. All other areas of the mirror room are 
also safe for resting at any time. 

On their first move after their third victo­
ry, a party member falls into a pit. In the pit 
the character finds a clerical scroll with two 
Cure Disease spells and a magic Elven Long 
Sword_ +2 vs. Vndead. · 
18 Ancient Souvenir Shops. Ascorean 
skeletons attack the party the first time they 
go here. 
19 A strong group of trolls and ettins face 
the party here. 
20 A very weak goblin force is here. The 
party can ignore them and exit the combat 
area on the eastern side of the region. 

21 When any character exits the combat 
area from this point the party has won the 
game and the grand finale begins. 
22 Vaalgamon himself, along with a large 
group of Zhentil commanders, Kraken 
mages and shambling mounds await the 
party here. 

This is a very tough battle. The party can 
avoid the battle by having the fastest charac­
ter run through the passageway to the top of 
the combat map-when one party member 
reaches this spot the party has won the 
game! The undead of Ascore kill 
Vaalgamon and his minions and the grand 
finale begins. 
23 A small army of goblins attacks the 
party here. Vse Sleep spells to get large 
numbers of them at once, and to block off 
the back row monsters behind rows of their 
sleeping comrades. Exit the combat area to 
continue the final combat. 
24 Kraken mages and Zhentil commanders 
are waiting here for the party to enter. Vse 
Hold Person and Charm Person spells to 
slow them down and cause confusion in the 
enemy ranks. Exit the combat area to contin­
ue the final combat. 
25 Shambling mounds and ettins guard this 
chamber. Focus Fireball spells on the ettins, 
as they are useless against the shambling 
mounds. Vse the Wand of Defoliation to 
take out the shambling mounds. 
26 Zhentil commanders, Kraken mages 
and shambling mounds all wait to face the 
party here. 



APPENDICES 

Monsters 
Ankhegs: These insect-like monsters can 

do great melee damage with their mandibles 
and can spit acid at short range for massive 
damage. Stay at long range and defeat them 
with ranged weapons and spells. 

Basilisks: Their gaze can turn a character 
to stone. Try to have each character stay at 
range and ready a silver mirror to reflect 
their gaze. Ciet characters without mirrors 
out of line of sight of the basilisks. Temples 
can change a stone character back into flesh 
for a large fee . 

Boars: These animals often get up and 
fight on after death. (jet into melee and kill 
them again. 

Bugbears: Close to melee range, use a 
Sleep spell on them, and destroy them. 

Displacer Beasts: They are hard to hit 
because of their ability to displace their 
image. Vse a Stinking Cloud spell to slow 
them down. 

Dragons: Vse stinking cloud spells to 
slow these beasts down. Fighters should 
close around the dragon and spread out so 
that the dragon has less chance of attacking 
several characters with one breath weapon 
attack. Keep characters with low hit points 
out of the line of fire of the dragon 's breath 
weapons. 

Efreeti: These creatures from the elemen­
tal plane of fire can only be hit by magical 
weapons and are resistant to fire attacks. The 
Sword of lcewind Dale is a good weapon 
against these creatures. 

Ettins: These two headed monsters can 
do massive damage with their clubs in 
melee. Try to stay at range and defeat them 
with ranged weapons and spells. 

Frogs ((iiantl: Close to melee range, use 
a Sleep spell on them, and defeat them. 

Cihouls: These undead can paralyze 
non-elven characters with a touch. Have 
each of the clerics use their ability to turn 
undead and move the elven characters to 
the front of the party to keep other characters 
from being paralyzed. 

Ciiants (fire): These giant monsters can 
do massive damage with their clubs in 
melee. Try to stay at range and defeat them 
with ranged weapons and spells. In melee, 
use Stinking Cloud spells to soften them up. 
Rangers do extra damage attacking giants. 

Ciiants (Hill): These giant monsters can 
do great damage with their clubs in melee 
and can throw giant boulders at range. 
Close to melee range and use Stinking 
Cloud spells to soften them up. Rangers do 
extra damage attacking giants. 

Cinolls: Close to melee range, use a 
Sleep spell on them, and destroy them. 

(joblins: Close to melee range, use a 
Sleep spell on them, and defeat them. 

(jolems: These stone monsters can do 
great damage in melee, are immune to the 
spells in Ciateway, and can only be hit by 
magic weapons of +2 or better. Characters 
with the proper weapons should close and 
attack, characters without the proper 
weapons should stay out of range of the 
golem's attack. 

(jriffons: These monsters can do great 
melee damage with their powerful claws. 
Stay at range and defeat them with ranged 
weapons and spells. 

Harpies: These flying creatures can 
charm characters. Close quickly and use 
Stinking Cloud spells to keep them from 
charming characters. 

Hell Hounds: Close to melee range, 
use a Stinking Cloud spell to slow them 
down, and defeat them. 

Hobgoblins: Close to melee range, use 
a Sleep spell on them, and destroy them. 

lizards ((jiantl: Close to melee range, 
use a Sleep spell on them, and defeat them. 

lizard Men: Close to melee range, use a 
Sleep spell on them, and destroy them. 

Manlicores: These large creatures can 
throw 6 spines per attack at long range. 
Keep characters with poor armor classes out 
of line of sight. Close to melee range, use a 
Stinking Cloud spell to slow them down, 
and defeat them. 

Margoyles: These creatures can only be 
hit by magical weapons and have many 
melee attacks. Characters with the proper 
weapons should close and attack, characters 
without the proper weapons should stay out 
of range of the margoyle's attack. 

Medusae: Their gaze can turn a charac­
ter to stone and the bite of their snakes can 
poison a character. Try to have each charac­
ter stay at range and ready a silver mirror to 
reflect their gaze. (jet characters without 
mirrors out of line of sight of the medusae. 
Temples can change a stone character back 
into flesh or cure a poisoned character for a 
large fee. 

Mummies (Ascorian): These undead 
have powerful melee attacks, can only be hit 
by magical weapons, and can cause a rotting 
disease. Have each of the clerics use their 
ability to turn undead. Characters with the 
proper weapons should close and attack, 
characters without the proper weapons 

should stay out of range of the margoyle's 
attack. A 5th level cleric or a temple can 
cast a Cure Disease spell. 

Ogres: Close to melee range, use a Sleep 
spell on them, and defeat them. 

Orcs: Close to melee range, use a Sleep 
spell on them, and destroy them. 

Otyughs: Close to melee range, use a 
Stinking Cloud spell to slow them down, 
and defeat them. 

Owlbears: These large creatures can do 
great melee damage when they 'hug' their 
target. Stay at range and defeat them with 
ranged weapons and spells. 

Salamanders: These creatures from the 
elemental plane of fire can only be hit by 
magical weapons and are immune to fire 
attacks. The Sword of lcewind Dale is a 
good weapon against them. 

Scrags: These large creatures can regen­
erate back from the dead. Close to melee 
range, use a Stinking Cloud spell to slow 
them down, and defeat them. Then stand 
on the spot where they fall so that they 
don't get up. 

Skeletal Fighters: These weak undead 
take reduced damage from slashing and 
piercing weapons. Have each of the clerics 
use their ability to turn undead and have the 
characters ready maces, flails, and slings to 
fight with. 

Skeletons (Ascorian): These are more 
powerful skeletons. They also take reduced 
damage from slashing and piercing weapons. 
Have each of the clerics use their ability to 
turn undead and have the characters ready 
maces, flails, and slings to fight with. 



Snakes ((/iantl: These animals have a 
poisonous bite. Stay at range and defeat 
them with ranged weapons and spells. 
Temples can cure a poisoned character for a 
large fee . 

Spiders ((/iant): These animals have a 
poisonous bite. Stay at range and defeat 
them with ranged weapons and spells. 
Temples can cure a poisoned character for a 
large fee . 

Squids (Large): These giant animals live 
in the water, which allows them to avoid 
ranged weapons and fire based spells. Vse 
non-fire based attack spells, or close to melee 
to defeat them. 

Stirges: Close to melee range, use a 
Sleep spell on them, and defeat them. 

Tigers: These large creatures can do great 
melee damage. Stay at range and defeat 
them with ranged weapons and spells. 

Trolls: These large creatures can regener­
ate back from the dead. Close to melee 
range, use a Stinking Cloud spell to slow 
them down, and defeat them. Then stand 
on the spot where they fall so that they 
don't get up. 

Wyverns: These large creatures have a 
poisonous stinger. Stay at range and defeat 
them with ranged weapons and spells. 
Temples can cure a poisoned character for a 
large fee. 

Zombies: These slow undead often 
attack in large groups. Have each of the cler­
ics use their ability to turn undead and 
engage the rest in melee to defeat them. 

Zombies (Ascorian): These more pow­
erful zombies also attack in large groups. 
Have each of the clerics use their ability to 
turn undead and engage the rest in melee to 
defeat them. 

NPCs 
Krevish joins the party in Yartar at the 

start of the game, and can go through the 
entire adventure with the party if allowed 
to do so. 

Erek is rescued by the party in 
Silverymoon, and refuses to leave the local 
wilderness, since his mission is to rescue 
Amanitas. Once Amanitas is rescued in 
Everlund they return to Secomber together. 

Brinshaar is found in the dungeon 
below the Hosttower of the Arcane and 
refuses to leave there, since his real wish is 
to steal the statuette of the East for himself. 
Don't let him join the party. 

Jagaerda meets the party on Ciundarlun 
when they try (albeit unsuccessfully) to res­
cue her. She leaves the party whenever they 
embark for the mainland, since her home is 
in the islands. 

Rishpal offers to join the party in 
Loudwater. He makes up an excuse to drop 
out if the party leaves the Uorkh wilderness 
before entering the city, since he wants to 
return there to report their movements to 
Vaalgamon. Don't let him join the party. 

Muthtur the half-ore drops out when the 
party leaves the Uorkh wilderness or enters 
Loudwater, since-with good reason-he 
distrusts civilization. 

Magic Items 
Statuettes of the North, East, West and 

South: Have the effect of repelling monsters 
who dwell in those directions from Ascore. 
When their bases are joined together on the 
altar at Ascore they form a small pyramid, 
and their powers are greatly magnified. 

The Ring of Reversal: Created over an 
extended period of time by Amanitas, when 
placed on the apex of the united statuettes it 

reverses their effect so they attract monsters 
instead of repelling them. 

The Card of Counting: Created by 
Amanitas, it allows the bearer to inter­
changeably use the three vaults in Yartar, 
Neverwinter and Silverymoon. 

The Sword of Stonecutting: Made by a 
craftsman in Neverwinter from meteorite 
ore the party can find in Tuern, this +3 
sword does double damage against stone­
based monsters. It is especially useful to help 
destroy the stone golem in Sundabar. 

The Armor of the (/lacier: Ciiven to 
the party by the old knight l<estutis in 
Tuern, after they save him from pirates. Cuts 
damage from fire-based attacks by 50%, as 
well as attacks by fire-based monsters such 
as salamanders. 

The Sword of lcewind Dale: + 1 sword, 
does double damage against fire-based mon­
sters. Can be stolen from pirates in Luskan. 

Wand of lee Storm: With 3 uses. Can 
be stolen from pirates in Luskan . 

Wand of Defoliation: This wand is an 
especially effective weapon against sham­
bling mounds. It is found after Ceptienne's 
defeat in the Star Mounts. 

Elven Long Sword (+2 vs. Vndeadl: 
This sword is found in the pit in the mirror 
room in Ascore. 

Necklace of Missiles: Contains 3 uses 
of Fireball. Found in Ceptienne's chamber in 
the Star Mounts after she has been defeated. 

Dagger + 1: One is found in a storeroom 
in the hidden l<raken complex beneath 
Yartar. Another can be taken from Brinshaar 
after defeating him in the Host! ower of the 
Arcane . One is also taken from Ceptienne 
after she is defeated at the Star Mounts. 

Arrows + 1: £0 are given to the party by 
the Master of the Indoor (iardens in 
Neverwinter. Another set can be stolen 
from pirates in Luskan. 

Mace +1: This can be stolen from 
pirates in Luskan. Another can be taken 
from the Banite cleric in Nesme 

Broad Sword +1: This can be taken 
from the Zhentil commanders in Ascore 
and Sub-Uorkh. 

Composite Bow + 1: This can be stolen 
from pirates in Luskan. 

Crossbow and Quarrels +1: These can 
be taken from the Zhentil commanders in 
Ascore. 

Shield + 1: One is awarded to the party 
after they find Princess jagaerda on 
(iundarlun and return with her to the castle. 
Another can be taken from the scrags who 
live north of the l<raken headquarters on the 
Purple Rocks . 

Chain Mail +1: Can be taken from the 
Banite cleric in Nesme. Another set can be 
taken from the Zhentil commanders in 
Ascore and Sub-Liorkh. 

Long Sword +2: This sword, which 
was stolen from the party at the start of the 
game, is recovered after defeating the 
J<raken commander beneath Yartar. 

Bow +2 and Arrows +2: These are 
found inside a trapped chest guarded by 
mummies in Ascore. 

Dwarven Battle Axe +2: This is taken 
from the ettin in Ascore. 

Bracers, AC6: These are taken from the 
Hosttower wizard when the party wins the 
statuette of the East in the Hosttower. 



Bracers, AC4: These are gained after 
defeating the Zhentarim magic-user in 
Ascore. 

MV Scroll: Sleep, Magic Missile, and 
Stinking Cloud spells, found in a library in 
the hidden Kraken complex beneath Yartar. 

City Directory 

Clerical Scroll: 2 cure light wounds 
spells, these are found inside a trapped chest 
guarded by mummies in Ascore. 

Clerical Scroll: Cure Disease spell, this 
scroll is found in the pit in the mirror room 
in Ascore. 

Here are the locations for each of the places the party might wish to visit in any city: 

Inns Silverymoon Training llaHs 
Everlund Sundabar Cjundarlun 
Cjundarlun Tuern Neverwinter 
Llorkh* Yartar Silverymoon 
Loudwater Boat Rentals Sundabar 
Luskan Everlund Yartar 
Nesme Uorkh* Vaults 
Neverwinter Nesme Neverwinter 
Port Llast Secomber Silverymoon 
Secomber Silverymoon Yartar 
Silverymoon Sundabar Magic Shops Sundabar Yartar Neverwinter 
Tuern Temples Silverymoon 
Yartar Cjundarlun Ocean Ports 

Shops Uorkh* Cjundarlun 
Cjundarlun Nesme Luskan 
Llorkh* Neverwinter Tuern Luskan Silverymoon 
Nesme Sundabar 
Neverwinter Yartar 

*All shops, inns, etc. in Uorkh are traps until the party has destroyed the subterranean 
Zhentarim complex. They then operate normally. 




