












































1 JOURNAL ENTRY 25
THE MEETING BENEATH YARTAR:

The man looked us over for a moment,
not at all sure whether he liked the idea
that Krevish had brought our party to his
secret lair.

“It's all right, Captain!” Krevish piped up
enthusiastically. “They saved my life!
They didn't have to do it, they could have
just kept on walking, but they stopped and
risked their lives to save mine and that
was really nice of them and that's why
you really ought to give them a chance to
carry out a mission for us because they've
really earned a chance | think, don't you!”

The Captain rolled his eyes. “All right,
Krevish, all right,” he sighed. “If you'll
just be quiet I'll give them a chance.”

“As you know,” he told us, “the Temples

of Bane are dedicated to the advancement
of Evil in the Realms. One cleric of Bane

in the town of Nesme, up the river to the
north of here, has been causing great dis-
ruptions in that city.

“We believe that to save Nesme from civil
war he must be stopped. If you can find
the Banite Cleric, and carry out this mis-
sion, you will have proven yourselves to
be as valuable as Krevish here says you
are. Well. . . almost as valuable, anyway.”

O JOURNAL ENTRY 26
THE COLLEGE DEAN'S STORY:

“It's really been quite terrible, quite awful
here. The areas near the docks on the
north bank of the river are full of lizard
men and other monsters. Here! In
Silverymoon! It's unheard of!

“It's as if someone was trying to keep the
good law-abiding folk away from the river.
Perhaps the orcs plan a great offensive and
are trying to deprive us of supplies.

“What will become of us? Silverymoon
was such a peaceful town. | just don't
know. . . ."

QO JOURNAL ENTRY 27
THE CAPTAIN OF THE RIDERS OF
NESME’s STORY:

“Yes, we too have heard the stories of the
trolls gathering in a great army to the east
in the Trollmoors, and now small groups
of them have been seen in the ruins to the
east of the city.

“We should be going out to drive them
back! We should be scouting the moors to
see what's going on! But are we! No!
We're confined to barracks because
Longtresses Alaraun has taken over. If we
go near the city now, the crazy barbarians
will start a full-scale war!”

O JOURNAL ENTRY 28
EREK’'S STORY:

“Don’t just stand there! Amelior
Amanitas, the brilliant magic-user for
whom | work, is in great danger! They
said they were taking him up the river to
Everlund, and from there overland to
Llorkh and on to Zhentil Keep! They
were furious that he'd discovered their
plan, and there’s no telling what they'll do
to him once he’s there!

“If we don't find him before they leave
Everlund we'll never have a chance —
there are so many routes they could take
towards Llorkh. . . we have to find him
quickly!”

O JOURNAL ENTRY 29
THE CHALLENGE OF AMANITAS:

We quickly summarized for Amanitas
what we had learned thus far. We also
told how some Banites believed that only
he could stop the forces of Zhentil Keep
from conquering the lands of the Savage
Frontier.

“What was revealed to you by the Banites
is correct,” he said when we'd finished. “I
learned much of the tale from an escaped
slave who had been a servant to the
Zhentarim general Vaalgamon, and my
investigations since have only served to
confirm how great the danger truly is.

* Although most of their story has been
lost in time, | know now that four stat-
uettes were created in ancient Ascore.
They were powerful magical items used in
the defense of the city, although precisely
how they worked is still a mystery. One
was crafted to focus on each direction of
the compass, protecting Ascore from ene-
mies to the North, East, West and South.

“When the city fell into ruins the statuettes
passed from owner to owner throughout
the Savage Frontier for many centuries.
They travelled in directions very different
from their names. For example, the
Statuette of the East has for many years
been hidden somewhere in the west.

“Now the Zhentarim have dispatched
Vaalgamon to collect the statuettes. They
believe that by returning the statuettes to
Ascore they can open a safe path through
the Great Desert. Through that path they
intend to send armies to conquer the entire
Savage Frontier.

“We must find and seize the statuettes
before Vaalgamon can collect them, or a
pall of darkness will fall across the north.

“My magical investigations cannot tell me
exactly where they are located, but | have
a sense of the place where each statuette
now lies. To find them you cannot follow
a map of the road beneath your feet — |
can lead you to your goals only by reveal-
ing the pathways you must trace within
your own souls.

We rushed
forward
as the documents
burst into flame.
| All we could
{ save was a part of
M one small

o paper.
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“First, you must lift your eyes with hope,
even if the vision which fills them is one
of evil. The Statuette of the East is located
in a great tower, and when you look up at
its many spires you shall know that you
have found it.

“Next, you must seek small truths within
the large, unfathomable world, for these
are the only truths you will ever truly
know. The Statuette of the West lies in a
small chest carved from the pearl of a great
oyster, in a small room carved from the
rock of a great mountain, which is itself
made small by the greatness of the sea.

“You must then travel to the place to
which people do not wish to go, because
we never truly covet that which we can
easily attain. The Statuette of the North
lies nowhere close by, but on the long
way that many travellers nonetheless
must pass.



“Then you must soar where even the birds
cannot fly, and have faith that even with-
out wings you can reach great heights. The
Statuette of the South lies both high above
and far below the surface of the land.

P-P-Pirates?
No pirates here in
Luskan, no sir.
Never seen one
here. Not a one.
No, no pirates
here!

“If you gain the four statuettes, take them
to Ascore. | have created one more special
item which, when combined with the
four ancient images, will turn the
Zhentarim’s planned triumph into total
and irreversible defeat. But this can only
be accomplished in the ancient plaza at
Ascore.”

He reached into his robes and drew out a
small, square card that looked like it was
made of a thin layer of metal. Runes were
embossed upon it.

“This isn't it!" he exclaimed, annoyed.
“But | suppose you should take it anyway.
It's one of my latest inventions. [ call it the
Card of Counting. If you carry it the
vaults in Yartar, Neverwinter and
Silverymoon will all save and exchange
your valuables as if they were really just
one place. Could be quite handy, yes,
quite handy. Don't leave here without it.

“Well, that’s it! Good luck to you, and
may you find the path easy to follow. You
can come visit me any time at my house in
Secomber, and if I've learned more about

any of the statuettes |'ll be happy to share
the information with you. Good bye!”

“The magic item?” we asked. “There was
an important magic item you were going
to give us!”

“Oh yes, yes, yes. Mustn't forget it. Very
important.” He searched through his robes
once more. . . .

O JOURNAL ENTRY 30
BRINSHAAR'S STORY:

“My name is Brinshaar, and | am a magic-
user from Neverwinter. They kidnapped
me there and were torturing me to learn of
Lord Nasher’s magical defenses. Thanks
to you they learned nothing, and
Neverwinter remains safe!

“As it turns out, | can repay you for your
kindness without delay. | have seen the
statuette you tell me that you seek. It is not
secreted in the Hosttower, but somewhere
in the dungeons where we now stand.”

JJOURNAL ENTRY 31
THE BANITE CLERIC'S LETTER FRAGMENT:

“. .. that you found the explanation for
the gatherings of trolls and orcish armies
in the north. | had suspected it was the
work of the Zhentarim, and if we had not
discovered it in time they might have con-
quered this entire region.

“The fools believe that it is their cunning
and their might that brings them such
awesome power. Have they forgotten so
quickly about the Temples of Bane, and
the power that even our own leaders can-
not abdicate! That we, the clerics who
carry out Bane’s will, are the ones who
have made the name of the Zhentarim
feared throughout the Realms!

“| agree with your letter, and although we
have never met | feel closely bound to
you. By destroying this plan before it starts

we shall ensure that never again will the
Banite clerics be taken for granted in
Zhentil Keep!

“I will meet you during the Festival of
Mielikki in the hidden temple behind
your shop in Silverymoon. W shall find
the magic-user from the south who can
turn the power of the Zhentarim against
itself. Then we shall see how brilliant the
Zhentarim prove to be!

“We must not think that because we
know about their plans to cross the desert
it will be simple to stop them. | am confi-
dent we will be successful within days
only because. . .

The remainder of the letter was destroyed,
and the ashes crumble to nothingness in
my hands.

O JOURNAL ENTRY 32
THE WATERBARON'S WARNING:

“I must ask you to leave this place imme-
diately! Great forces here seek your
destruction. | will not help them but nei-
ther can | stand in their way. Go now!”

O JOURNAL ENTRY 33
BROADHAND'S STORY:

Broadhand led us into a small, hidden
room decorated with images and statues of
Bane. He obviously believed us to be fel-
low Banites from the temple at Nesme.

“| was worried when | sent my letter and
no messenger came bearing a reply. I'm
glad to see you've arrived during the
Festival as | suggested.

“Once the Zhentarim would have been
content with having found a way to open
this safe caravan route through the Great
Desert. They would have let time pass,
allowing towns and villages to become
dependent on a supply route that only the

Zhentarim controlled. Then, quietly but
inexorably, the hidden reins of power
would be pulled into their grasp.

“Now their greed to seize the northern
Realms is unbounded and impatient.
Sending armies across the Great Desert!
Who would ever have believed it!! They
have forgotten that a single dagger at mid-
night may sow greater terror than 10,000
swords at dawn!

“Even now they are completing their com-
plex on the eastern edge of the desert, and
are reclaiming the dead city of Ascore on
the western edge as well. They have forged
alliances with the Krakens and with other
forces in the North. | also hear tales that
something big is going on in Llorkh.
Magic items of great power are being col-
lected for the task, and | have been assured
that they do indeed have the power to
allow the safe crossing of the desert!

"We must strike now! Controlling the
Realms from the Moonsea to the Sea of
Swords will greatly strengthen the
Zhentarim, and the historic balance
between the Zhentarim and the Banites
will be lost!

“Visiting here in Silverymoon at the Vault
of the Sages is the wizard | wrote you
about, Amelior Amanitas from Secomber.
He learned much of this plot from a slave
who had escaped from a Zhentarim cara-
van, and is convinced he can stop it with
his magical powers .

“He sent a message to a fellow wizard
here in Silverymoon, but one of my
acolytes waylaid the courier and we
learned of the plan. Since Amanitas has
now come here himself, he must have
received word of the messenger’s death
and is willing to take great risks to defeat
the Zhentarim.



“You must find Amanitas quickly. Help
him in this task, but do not tell him you
are Banites or he will never listen to you.
For all his brilliance he refuses to accept
the beauty of pure Evil, and will never
know the joy we find in Bane.

The huge

ship beat
its way through the
4 rising waves. The
great letter on its
main sail made it
quite clear who we
8 were deal-
= ing with.

“Hurry now! As we speak our enemies
make progress on their path!”

He slipped out of the room, motioning for
us to wait a short time before leaving to
complete our “mission.”

JJOURNAL ENTRY 34
THE ESCAPE OF THE PRISONERS:

Three men rushed from the tiny cell, their
clothes in tatters, eyes drawn from lack of
food and sleep.

One stopped to look down at the dead
Banite, and a broad smile spread across his
hollow face. “Looks like you've done the
job we were sent to do!” he said, laughing
unnaturally. “Now we can go home and
take the credit! We of the Zhentarim
salute you!”

His companions blanched as he said the
forbidden word — only others dare to use
that name, never the Zhentarim them-
selves. They cursed in hushed voices,
pulled him from the room, and were
instantly out of sight.

Ll

We looked at each other helplessly.
Because we knew the Banite to be evil,
we had slain him — the one man who
could stop the Zhentarim’s plan for the
conquest of the Savage Frontier. There
was no choice. We had been searching for
a mission. Now, by accident, we had
found one. We would have to save the
northern Realms ourselves.

QO JOURNAL ENTRY 35
THE KRAKEN STRONGHOLD:

The castle that rose above us was so great
in size that it dominated the entire island,
as if it were a statue and the whole of
Trisk were only its base.

The front of the building was carved in
the image of a massive squid that rose a
hundred feet above the island, its huge
eyes glowing from some frightful, hidden
light. Behind it the building gradually
transformed into a heavily fortified castle,
with high parapets that seemed to go on
and on until they merged into the cliff-
sides of the coast.

O JOURNAL ENTRY 36
THE OpD MESSAGE OF THE KRAKEN:

css al ai gad. csl te o cre suhet te ti tk wl
gad te traee i. dc te t dw do suh te truh vut
is fo tkn b wl sau te.

O JOURNAL ENTRY 37
THE ARENA BENEATH LLORKH:

The arena in which we stood was broad
and spacious, surrounded by seats for sev-
eral thousand spectators.

Most of those seats were already filled.
Several hundred black-robed men sat in
one section, beside an equal number of
other humans and a few strange-looking
beings in the shadows — they may have
been drow elves. Separated from the

humans by a respectfully wide zone of
empty seats, the remainder of the arena
was filled by orcs, with a scattering of

goblins and even bugbears,

The great bowl was filled with the din of
a thousand conversations, but every voice
was silenced at once when a guard called
out, "All rise for Lord Vaalgamon!”

The familiar figure of the Zhentarim gen-
eral strode onto a dais on the western side
of the arena and motioned for his follow-
ers to be seated.

“Well, my friends!” he told us, a hideous
smile distorting his already-twisted features.
‘| see we have the pleasure of meeting again!

“I must say that | admire the courage and
cunning that have brought you this far. You
have defeated forces that should have
defeated you. Their deaths at your hands
are appropriate punishment for their failure.

“As a reward for your achievements, |
will give you all a chance. Defeat three
sets of opponents in my arena and | shall
let you live.

“Let the combat begin!”

Across the arena a steel grating opened,
and we turned to face our first opponent. . .

O JOURNAL ENTRY 38
KING THRELKED IRONFIST'S STORY:

“Ever since the reports of the meteorite
strike on the north end of the island,
many adventurers have come here seeking
ore for magical swords. However, no one
on this island can craft such fine weapons.

“| warn all adventurers, but few listen.
There are many canyons that cut across
the island, and some have networks of

great volcanic caves filled with fearsome
monsters. Only parties of veteran adven-
turers should dare to enter them.”

O JOURNAL ENTRY 39
A MAP FOUND IN THE OTYUGH'S LAIR.

O JOURNAL ENTRY 40
THE UTHERAAL VILLAGER'S STORY:

“The headquarters of the Kraken Society is
on Trisk, the other island just across the
strait. They also have fortresses here on
Utheraal, on the western coast, where
they force us to pay tribute.

“They take almost everything we have,
but if we don't pay they will take us away
as slaves. | don't know if you can defeat
them, but whatever you do can only make
our lives better.”

QJOURNAL ENTRY 41
THE ZHENTARIM SHIP ARRIVES:

Rounding a rocky point far below us was
a ship with a single huge, red sail. A large
black “M” filled its billowing expanse,
which we could only speculate was the
symbol of Lord Manshoon, the leader of
Zhentil Keep.



A single man stood at the railing near the
bow, his black cape flowing behind him
in the stiff sea breeze. Could it be
Vaalgamon himself!

The ship swung to the northwest, its sail
dropping as it entered the lee of the island
and started to approach a large dock. Men
ran across the decks and scrambled up the
rigging as they prepared for their arrival.

If this ship was coming for the statuette,
our time was running out!

QO JOURNAL ENTRY 42
THE STORY OF PHINTARN REDBLADE:

The flowers were left in beautifully
woven baskets beside the street, and had
delicate hand-embroidered ribbons on
them. One said simply “In memory of
Phintarn Redblade, Last Ruler of Llorkh.”
Another read:

“Tonight thy killers sit within thy Keep,

But soon they'll lie beneath it. . . six feet
deep.”

A guard wandered by and saw us looking
at the flowers. Drawing his sword, he
knocked them from my hand and crushed
them with his boot. “If you're a dwarf-
lover,” he warned us, “Llorkh is no place
for you!”

QO JOURNAL ENTRY 43
MUTHTUR'S STORY:

As if he'd read our thoughts, the creature
said, “Yes, I'm a half-orc and to you I'm
ugly as an otyugh. I'm also the hideous,
inhuman thing that saved your lives.”

We all looked at each other, embarrassed,
and several of us murmured our thanks.

“I lived with a small colony of other out-
casts in the High Forest, until raiding par-

ties from Llorkh captured me and brought
me here. They called me a ‘novelty fight-
er’ and said it'd be fun to watch some-
thing different in the arena for a change.

“I'm no novelty, I'm a person. And | killed
the man who said it. My name is
Muthtur and all | want to do is go home.

“When they brought me here | saw them
use a secret door in the north alcove of the
arena. | don’t know where it leads, but it
may help us all get out of here.”

O JOURNAL ENTRY 44
THE POTTER’S STORY:

“| overheard our captors saying that fire
giants have been preying on any adven-
turers who were lucky enough to find
meteorites. The giants sell the stolen ore to
pirates in exchange for gems, grain, or
even some of us as slaves.”

She shivered visibly and thanked us once
again for saving them.

JJOURNAL ENTRY 45
THE DYING ZHENTARIM’S DEFIANCE:

“You may have gotten this far, but even if
you could get all the statuettes you'd never
make it to Ascore. . . Vaalgamon is far
too clever for you, and our power is too
great. ...

“Enjoy your triumph for tonight, for it will
rot into disaster by tomorrow!”

O JOURNAL ENTRY 46
THE STORY OF THE HIDDEN DWARVES:

“We have been prisoners in our own city
ever since Lord Redblade was killed. They
say it was an accident, but we all know it
was the Zhentarim that killed him, and
that it is they who control Llorkh.
Geildarr is only a puppet, an outsider
brought here by them to control the town.

“Just a few days ago a Zhentarim column
came through Llorkh, and they murdered
any dwarf they could find. That's why
we're now in hiding — this is the lair of a
medusa, but even with her hell hound
guards we are safer here than on the city’s
streets.”

QO JOURNAL ENTRY 47
KEesTuTis STORY:

“My name is Kestutis, and | was once a
knight who served the Kings of Tuern and
Gundarlun. In those days the two islands
were friends, not the tense rivals they
have come to be.

“Here on Tuern | dared to enter the hottest
volcanic vents in search of evil fire giants
who terrorized Uttersea, and the old King
gave me this ancient fortress as a reward
for my service.

‘I am impressed by your valor and your
skill in taking on the mission you have
described. Just as | risked my life in service
to the people of the North, so you are risk-
ing yours. Take this, the Armor of the
Glacier that | wore during my service —
it will give you protection against fire and
against the monsters which it spawns.”

JJOURNAL ENTRY 48

THE SIGNS AT SECOMBER:

“The road and river to the east have
become very dangerous. Go only if you
need to, and try to travel with a strong
group of experienced adventurers.”

—Selarn

QO JOURNAL ENTRY 49
THE KRAKEN'S CODED MESSAGE:
otltturatehfonrotwshotaeilursh

hetnd f. ok h 0 on or ot h hog al t rm ae e
il tte h.

dJOURNAL ENTRY 50
THE AARAKOCRA'S STORY:

“High atop the Star Mounts the birds can-
not go. Our homes are there, and only we
and the dragons can brave the fierce
winds that blow through the mountain-
tops. We have seen black dragons fly to
an aerie on one of the highest peaks, and
saw it to be that a human female rode
upon the back of one such dragon.

The Star
Mounts... I've
never heard of
anyone who went
there and came
back to tell
the tale.

“We have heard that the chambers within
the mountain be crafted as a maze. It has
been told that the corridors be in the form
of the first initial of their owner in three
different runic alphabets, each superim-
posed upon the other and on their own
inverses, so that the letters are entwined
in many layers.”

L JOURNAL ENTRY 51
THE GuiLty CITIZEN'S STORY:

“l didn't want to help them, really | didn't.
| haven't taken a share of pirate booty in
years. They said if | didn't report on
Jagaerda’s movements they'd turn me over
to the King!”

“I don't know where they have her! | took
my reports to a house hidden away among
the cliffs on the southern coast. Please spare
me! I've told you everything | know!”



L

QJOURNAL ENTRY 52
THE KRAKEN'S CODED MESSAGE:

etuw lek msu rgt u rwit k. ite edea leto e
uw to eot se. griaas.

ar

Never
had we
seen such a sinister
construction.
Our hearts quaked,
but we advanced
nonetheless...

O JOURNAL ENTRY 53
AN OUNCE OF JUSTICE:

Several weapons were stacked in one cor-
ner of the room, and suddenly | cried out
in delight.

My magical long sword, the gold braid
on its handle tarnished but undamaged,
lay amidst the pile of crudely crafted
weapons! | ran over, pulled it from its
sheath and examined the blade — still
sharp and true as any arrow fired from
Helm's bow!

Whatever evils might stalk the Realms, |
knew that for this one moment justice had
been done. The gold they'd stolen from us
at the Inn was gone forever, but with this
sword our honor was restored!

QO JOURNAL ENTRY 54
CEPTIENNE'S WELCOME:

“Welcome to my home,” the image said,
smiling. “My name is Ceptienne, and |
know that you are here to steal the
Statuette of the South from me.” She wait-
ed for the effect of this proclamation to
take hold.

“You have proven yourselves worthy
adversaries to have gotten this far, and |
enjoy the challenge of a clever enemy. |
shall kill you. . . yes, that much is certain.
But [ shall give you a chance to find the
object that you seek.”

A great crystal globe beside her flickered
to life, and the statuette appeared within
it. “My fortress here has many portals.
Twelve now stand between you and your
objective. | shall follow your movements
with interest.”

She smiled once more and the image
faded from view.

QO JOURNAL ENTRY 55
KING REDAXE TELLS OF THE
PURPLE ROCKS:

“The Purple Rocks may be the isles you
seek,” said the King. “They have become a
sad place. Their people were like other
island folk, hardworking, many of them
seafarers. A few generations ago some-
thing strange occurred, and many gathered
in a secret cult which has become very
powerful, called the Kraken Society. They
worship the symbol of the Kraken, a huge
squid that can easily destroy great ships.

“There are two islands in the Purple
Rocks, Utheraal and Trisk. The people of
Utheraal are impoverished, but continue
to live as before. The people of Trisk, how-
ever, have been completely consumed by
the Krakens and are controlled by them.

‘I know you have been to Tuern already,
but it is there that you have the best
chance of finding someone who will take
you to the Purple Rocks. May Selune
guide you on your journey.”

O JOURNAL ENTRY 56
THE MAN OF MIRRORS' STORY:

“| search and research. . . | find the hidden.
.. | solve the unsolvable. | find reason
within chaos and harmony from the stars.

“Vaalgamon has entrusted to me the riddle
of the mirror-maps and they shall not defeat
me! Already | have confirmed much of
what they tell, and soon | shall give the
general everything he seeks and more!”

QO JOURNAL ENTRY 57
THE MAGIC MOUTH'S STORY:

“You have done well, adventurers,” the
stone face said. Its voice was deep and its
features expressionless, but the tone of its
words was warm, almost friendly.

“It is time for you to reap your reward.
Look within the waters of my fountain
and discern what riches can await you!”

Everyone looked at the spraying water as
an image began to form there. The vision
showed a pool filled not with water, but
with gold. Each member of the party was
swimming in it, leaping about and laugh-
ing and tossing coins in the air.

The image faded. “That was a dream, my
friends, but it is a dream that you can
make real. Drop the statuettes in my
warm waters and this ocean of gold shall
be yours!”

O JOURNAL ENTRY 58
A MIRROR MAP FROM THE
HigH WALL.
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O JOURNAL ENTRY 59
THE OLD THIEF'S STORY:

“I was once an adventurer like you, in ser-
vice to the Lords" Alliance, and a fine
pickpocket when it came to relieving our
enemies of their documents. . . and per-
haps an occasional jewel to compensate
me for my trouble!

“He was a contemptuous buffoon,
Vaalgamon was, pushed me down in the
street as he passed by, for no good reason.
| may be an old man, but I still have the
touch! | saw to it that Vaalgamon didn't
leave Sundabar with everything he'd
brought!” He held out an aged but steady
hand, presenting an envelope with a bro-
ken wax seal.

We opened the envelope and removed
what seemed to be a hastily scribbled note:

“Fool! You allow one tiny band of mon-
grels to threaten everything our legions
now pursue!



Get to the pyramids at Ascore without
delay! Let no one pass through the
stronghold! Guard every pathway — |
care not to hear your tales of how many
there are. If the Road fails you will pay for
your carelessness!”

The note was signed with a large,
scrawled letter “M".

O JOURNAL ENTRY 60
NoTES FROM A PRISON CELL:

As | sit and write my journal the unrelent-
ing cold spreads deep within my bones.
The stone floor and thick walls of my cell
here in Zhentil Keep drain every last
ounce of warmth from my body.

We never understood the significance of
the statuettes, nor their power. With all
four in his possession, Vaalgamon
achieved his goals, and all the northern
Realms fell under the Zhentarim shadow.

Our riches have availed us nothing. We
were hunted down, captured, and brought
to this prison, where they keep us alive
only out of a desire for revenge. If only we
had the chance to live the past over once
again. . . .

QO JOURNAL ENTRY 61
A MIRROR MAP FROM THE HIGH WALL.

QO JOURNAL ENTRY 62
A LONELY LAMENT:

| hear the sound of many footsteps
approaching. |'m sure that they will find
us soon.

If we had known of Ceptienne’s true role
as an opponent of the Zhentarim, the real
statuettes would have been ours instead of
the false ones we now hold.

We must assume that Vaalgamon's boast-
ful speech was correct, and that the High
Forest holds the spot where the magical
path across the desert ends.

But to know this now is useless. We have
fallen into his trap and we are his to play
with, as a cat plays with the mouse it is
about to devour.

Perhaps others will follow us on this path
and find that victory awaits them instead
of death.
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MAXIMUM LEVEL LIMITS BY RACE, CLASS AND PRIME REQUISITE

% TABLES %

CLass Asity Dwarr ELF GHOME HaLF-ELF HALFLING Human
Cleric Any no no no 5 no 6*
Fighter STR 16- 7 5 6 4 8*
STR17 8" 6 5 7 0 8*
STR 18+ 8" 7 6 8" no 8"
Paladin Any no no no no no 8"
Ranger STR 16- no no no 6 no 7
STR17 no no no I no i
STR 18+ no no no ™ no 7
Magic-User INT 16- no 6" no 6* no 6*
INT 17 no 6* no 6* no 6*
INT18 no 6" no 6* no 6*
Thief Any 8* 8" 8* 8" 8* 8*
no: Characters of this race cannot be of this class.
*: Highest Level Available in Gateway to the Savage Frontier.
RANGE OF ABILITY SCORES BY RACE
AsiLiry DwaRr ELF GNOME HaLr-ELF HaLFLING Human
Strength M/F M/F M/F M/F M/F M/F
Min. 8/8 3/3 6/6 3/3 6/6 3/3
Max 18/17 18/16 18/15 18/17 17114 18/18
Intelligence
Min. 3/3 8/8 7 4/4 6/6 3/3
Max. 18/18 18/18 18/18 18/18 18/18 18/18
Wisdom - :
Min. 3/3 3/3 3/3 3/3 3/3 3/3
Max. 18/18 18/18 18/18 18/18 1717 18/18
Dexterity
Min. 33 i 3/3 6/6 8/8 3/3
Max. 1717 19/19 18/18 18/18 18/18 18/18
Constitution
Min. 12/12 6/6 8/8 6/6 10/10 3/3
Max. 19/19 18/18 18/18 18/18 19/19 18/18
Charisma
Min. 3/3 8/8 3/3 3/3 3/3 3/3
Max. 16/16 18/18 18/18 18/18 18/18 18/18

M/F= Male/Female.



ABILITY SCORE MODIFIERS BY RACE

Race MoDIFIERS
Dwarf Constitution +1, Charisma -1
Elf Dexterity +1, Constitution -1
Gnome none
Half-elf none
Halfling Dexterity+1, Strength-1
Human none
STRENGTH TABLE
Asiuy THACH Damace  WEIGHT ALLOWANCE
SCoRe Bonus AoJustMeNT (N GoLp PiEces)
! -3 -1 -350
4-5 -2 -1 -250
6-7 -1 none -150
8-9 normal none normal
10-11 normal none normal
12-13 normal none +100
14-15 normal none +200
16 normal +1 +350
17 +1 +1 +500
18 +1 +2 +750
18/01-50  +1 +3 +1,000
18/51-75*  +2 +3 +1,250
18/76-90  +2 +4 +1,500
18/91-99*  +2 +5 +2,000
18/00% +3 +6 +3,000
*These bonuses available to fighter classes
only (Fighter, Paladin, Ranger).
MULTIPLE
ATTACKS FOR
FIGHTER-TYPE MONEY
CHARACTERS CONVERSIONS
Cuass ArTacks Com Gown
LEVEL PER RounD TyPE EQUIVALENT
Fighter1-6  1/1 Copper  200cp=1gp
Paladin1-6  1/1 Silver 20sp=1gp
Ranger1-7  1/1 Electrum 2ep=1gp
Fighter 7+ 3/2 Gold 1gp=1gp
Paladin7+  3/2 Platinum 1/5pp=1gp

DEXTERITY TABLE

Asiury Reaction/MissiLe AC
Score Bonus Bonus
3 3 +4
4 -2 +3
5 -1 +2
6 0 +1
7 0 0
8 0 0
9 0 0
10 0 0
1 0 0
12 0 0
13 0 0
14 0 0
15 0 -
16 +1 =2
17 ") 3
18 +3 -4

CONSTITUTION TABLE

Asiuty Hir Point RESURRECTION

Score ADJUSTMENT SURVIVAL
3 2 40%
4 -1 45%
5 =1 50%
6 -1 55%
7 0 60%
8 0 65%
9 0 70%
10 0 75%
1" 0 80%
12 0 85%
13 0 90%
14 0 92%
15 +1 94%
16 +2 96%
17 +2 (+3)* 98%
18 +2 (+4)* 100%

*These bonuses available to fighter classes
only (Fighter, Paladin, Ranger).

ARMOR AND WEAPONS PERMITTED ARMOR TABLE
BY CHARACTER CLASS
Weieht Maximum
Cutss  Max ARMOoR  SHIELD  WEAPONS Aswon Tvre L pe S
Cleric any  any club, flail, hammer, None 0 10 =
mace, staff, staff sling Shield# 50 9 =
Fighter any any  any Leather 150 8 12 squares
Paladin any ay  any Padded 100 8 9 squares
Studded 200 7 9 squares
Ranger —any @y any RingMail 250 7 9squares
Magic-User none  none  dagger, dart, staff Scale Mail 400 6 6 squares
Thief leather  none  club, dagger, dart, ChainMail 300 5 9 squares
sling, one-handed Banded 350 4 9 squares
swords, short bow Splint Mail 400 4 6 squares
Plate 450 3 6 squares
* A character carrying many objects, including a large number of
coins, can be limited in movement to a maximum of 3 squares per
turn.  # A Shield subtracts 1 AC from any armor it's used with.
WEAPONS TABLE
DAMAGE vs. DAMAGE vs. LARGER Numger
Name Man Sizen Tran Man Sizeo oF Hanps Cass
Axe, Hand 1-6 1-4 1 f
Bastard Sword 2-8 2-16 2 f
Battleaxe 1-8 1-8 1 f
Broad Sword 2-8 2-7 1 fth
Club 1-6 1-3 1 flth
Composite Long Bow™ 1-6 1-6 2 f
Composite Short Bow* 1-6 1-6 2 f
Dagger 1-4 1-3 1 f,mu,th
Dart 1-3 1-2 1 fmuth
Flail 2-7 2-8 1 f.cl
Halberd 1-10 2-12 2 f
Hammer 2-5 1-4 1 f.cl
Javelin 1-6 1-6 1 f
Light Crossbow# 1-4 1-4 2 f
Long Bow* 1-6 1-6 2 f
Long Sword 1-8 1-12 1 fth
Mace 2-7 1-6 1 f.cl
Morning Star 2-8 2-7 1 f
Scimitar 1-8 1-8 1 fth
Short Bow* 1-6 1-6 2 fth
Short Sword 1-6 1-8 1 fth
Sling 2-5 2-7 1 fth
Staff 1-6 1-6 2 f.cl,mu
Staff Sling 2-5 -7 2 fcl
Spear 1-6 1-8 1 f
Trident 2-7 3-12 1 f
Two-Handed Sword 1-10 3-18 2 f

* Must have ready arrows to fire. Two Attacks per round. # Must have ready quarrels to fire. One Attack per round.
f=fighter, cl=cleric, th=thief, mu=magic-user.



Spell Parameters List

This is a listing of spells available to player
characters as they gain in level. Following
are abbreviations used in the list:

Cmbt = Combat only spell All = Al characters in combat
Camp = Camp only spell r = combat rounds

Both = Camp or Combat spell t=turns

T =Touch Range /vl = per level of caster

dia = diameter targets = aim at each target.
rad = radius

FIRST LEVEL CLERICAL SPELLS

FIRST LEVEL MAGIC-USER SPELLS

SpELL NamE WHEN  Rig Area  Durarion

Bless Both 6 5dia  6r

Curse Cmbt 6 5dia  6r
CureLightWounds ~ Both T 1 -

Cause Light Wounds ~ Cmbt T 1 -

Detect Magic Both 0 All 1t
Protection fromEvil  Both T 1 3/l
Protection from Good  Both T 1 3/l
Resist Cold Both T 1 vl

SECOND LEVEL CLERICAL SPELLS

SpewL Name When Rnc  Area DuRarion
Find Traps Camp 3 1 3t
Hold Person Cmbt 6 1-3 targets 4r+1/vl
Resist Fire Both T 1 1l
Silence 15" Radius Cmbt 12 3dia 27/l
Slow Poison Both T 1 1 hour/lvl
Snake Charm Cmbt 3 All 5-8r
Spiritual Hammer Cmbt 3 1 /vl
THIRD LEVEL CLERICAL SPELLS
SreLL Name WHEN  Rig Area  DuraTioN
Cure Blindness Both T 1 -
Cause Blindness Cmbt T 1 <
Cure Disease Camp T 1 -
Cause Disease Cmbt T 1 -
Dispel Magic Both 6 33 -
Prayer Both 0 All /vl
Remove Curse Both T 1 -
Bestow Curse Cmbt T 1 Wl

SpeLL NAME WHEN  Rng Area  DuraTion
Burning Hands Cmbt T 3 squares -
Charm Person Cmbt 12 1 -
Detect Magic Both 0 Al 21/
Enlarge Both  5M 1 Wl
Reduce Both  5/M 1 -
Friends Camp 0 All e/l
Magic Missile Cmbt 6+l 1 -
Protection fromEvil ~ Both T l 2r/Wl
Protection fromGood  Both T 1 2/l
Read Magic Camp 0 1 21/Ivl
Shield Both 0 1 51/l
Shocking Grasp Cmbt T 1 -
Sleep Cmbt 3+l 116 5¢/vl

SECOND LEVEL MAGIC-USER SPELLS

SpeLL Name WHEN  Rng Area  Durartion
Detect Invisibility Both 0 All 5/l
Invisibility Both T 1 -

Knock Camp 6 1wl -

Mirror Image Both 0 1 2/l
Ray of Enfeeblement ~ Cmbt ~ 1+.25/vl 1 /vl
Stinking Cloud Cmbt 3 22 /vl
Strength Both T 1 6/l

THIRD LEVEL MAGIC-USER SPELLS

SpeLL Name WHEN  Rne Area DuRraTiON
Blink Both 0 1 /vl
Dispel Magic Both 12 3x3 -
Fireball Cmbt  10+vl  2/8rad -

Haste Both 6 S5dia 31/
Hold Person Cmbt 12 1-4 20/l
Invisibility 10' Radius  Both T 2 dia

Lightning Bolt Cmbt  4+vl 48 -
Protection from

Evil 10" Both T 2dia 2/
Protection from

Good 10' Bath T 2dia 20wl
Protection from

Normal Missile Both T 1 Wl
Slow Cmbt ~ 9+vl 5dia 31/l

Level Advancement Tables

The following charts show the amount of
experience a character must earn in order to
gain a level in his character class. The charts
also list the number of spells that a character
can have memorized at one time. Fighters
and Thieves can never memorize spells.

CLERIC
NumgER oF CLERICAL
Hir SPELLS PER LEVEL
LEVEL  EXPERIENCE Dice 1529
1 0-1,500 1d8 1
2 1,5001-3,000 2d8 2
3 3,001-6,000 3d8 215
4 6,001-13,000 4d8 32
) 13,001-27,500  5d8 VARSIl
6 27,501+ 6d8 30 3D
CLERIC’S BONUS SPELLS
Wisoom 10253
9-12 il
13 RIS
14 2 - -
15 +2 41 -
16 2 +2 -
17 +2 +2 +
18 +#2 +2 +1

Note: These bonus spells are only available when the cleric is enti-
tled to spells of the applicable level. Thus a 4th level cleric with a
Wisdom of 18 can memorize the following spells:

NUMBER OF SPELLS

| B
4th level Cleric with 18 Wisdom 5 4 =

Remember that all experience earned by a
non-human, multi-class character is divided
by the number of classes the character has.
The experience is divided even after the
character has reached his maximum level in
a particular class. A Human dual-class char-
acter only earns experience in his second
class. The character cannot use the abilities
of his first class until his level in his second
class exceeds his level in his first class.

FIGHTER
Hir

LeveL  EXPERIENCE Dice
1 0-2,000 1d10
2 2,001-4,000 2d10
3 4,001-8,000 3d10
4 8,001-18,000 4d10
i 18,001-35000  5d10
6 35,001-70,000  6d10
7 70,001-125,000 7d10
8 125,001+ 8d10

MAGIC-USER

Numger oF Macic-User
Hir SPELLS PER LEVEL

LEVEL  EXPERIENCE Dice n2n3
1 0-2,500 1d4 1

2 2,501-5,000 244 2

3 5,001-10,000 3d4 2001

4 10,001-22,500  4d4 32
5 22501-40,000  5d4 g2e
6 40,001+ 6d4 4312 2

Tables continue...



PALADIN THIEF

Hir Hir
Leve,  EXPERIENCE Dice LeviL  EXPERIENCE Dice
1 0-2,750 1d10 1 0-1,250 1d6
2 2,751-5,500 2d10 2 1,251-2,500 2d6
3 5,501-12,000 3d10 3 2,501-5,000 3d6
4 12,001-24,000  4d10 4 5,001-10,000 4d6
5 24,001-45,000  5d10 ) 10,001-20,000  5d6
6 45,001-95,000  6d10 6 20,001-42500  6d6
f 95,001-175,000 7d10 7 42501-70,000  7d6
8 175,001+ 8d10 8 70,001+ 8d6
RANGER

Hir
Levi.  EXPERIENCE Dice
1 0-2,250 2d8
2 2,251-4,500 3d8
3 4,501-10,000 4d8
4 10,001-20,000  5d8
B 20,001-40,000  6d8
6 40,001-90,000  7d8
7 90,001+ 8d8

| GATEWAY TO THE :

IBM COMPATIBLE COMPUTER INFORMATION:

Many of our games will work on IBM compatible computers. If you own an IBM
compatible computer we suggest that you consult with our Technical Support Staff at
(408) 737-6850 between 11 a.m. and 5 p.m., Pacific Time, Monday through Friday,
(holidays exculded) to see if an SSI game you're considering purchasing is compatible
with your computer. If we have insufficient data to determine compatibility, you may
wish to purchase the game and test for compatibility yourself. If the game proves to be
incompatible, you may return it within 14 days with your dated receipt and we will
refund your money. Or, if you return the game within 30 days, you may exchange the
game for another.

ADVANCED DUNGEONS & DRAGONS, ADsD and FORGOTTEN REALMS
are trademarks owned by and used under license from TSR, Inc., Lake Geneva, WI, USA.

Copyright 1991 Strategic Simulations, Inc. All Rights Reserved.
Copyright 1991 TSR, Inc. All Rights Reserved.

These rules, any accompanying printed material, and the computer programs, on floppy
disks or cassettes, described herein, are copyrighted and include proprietary information
belonging to Strategic Simulations, Inc. and TSR, Inc. No one is permitted to give or sell
copies of this handbook, any accompanying printed material, and the computer programs,
on floppy disks or cassettes, or listings of the programs on floppy disks or cassettes to any
person or institution except as provided for by written agreement with Strategic
Simulations, Inc. and TSR, Inc. No one may copy, photocopy, reproduce, translate, or
reduce to machine readable form this handbook or any other accompanying printed materi-
al, in whole or in part, without the prior written consent of Strategic Simulations, Inc. and
TSR, Inc.

Any person/persons reproducing any portion of this program for any reason, in any media,
shall be guilty of copyright violation and subject to the appropriate civil or criminal legal
action at the discretion of the copyright holder(s).
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