






















Journai'Entry 21: 
Jl crum.6Cing oU 6ook; one of a massive 

senes. 
'Jlt tfiis time tliere roiing tlie 'Iwistea 

Ones was a powerful general namd 
'Iyrantfu-tV(JSS. 'J{e strode before Ii.is armies 
cwak..ea in ffame and [d tlie '1{.iders out of 
tlie 'Waste. Jlt fiis Ii.mu{ tlie kingdom of 
'Barze was coruJ.uered. 'Turning soutli lie 
[d Ii.is army to conquer tlie 'J{om6 ana 
tlie 'Vane. 'Iyrantfu-tV(JSS was a cruel man 
and fevefd af£ tliat lie fuu{ takpi., murder· 
ing tlie princes of tfiese fantfs. 'But tfie 
ffame tliat surrourufd li.im consumd li.im, 
aestroying Ii.is 6ody. '}'red of its slief[, it 
ffew among tlie men of Ii.is army, figliting 
on eacli. and cfaiming it. It was tlien 
wlien 'Baron Scli.oat imprisond 
'Iyrantfu-tV(JSS in a via£ of water wli.icli. 
sli.one tlie figli.t of aay. '11iis lie sank.. in 
tlie watery deptlis of Longreacfr., 
tlefeating tlie armies 'Iyrantfu-tV(JSS fuu{ 
raisetl.' 

Journal 'Entry 22: 
Jl new foftfd cfutli. map arawn in 

waterproof ink, 

Journai'I.ntry 23: 
Several pieas of paper witli. li.igfi.{y 

019aniutf writing. 
'fact: 'Ufricli 'E6erliara is oU, Ii.art£ 

fiea<fetf in every sense of tfie won{, fetukr 
of tfie initial e;rpedi.tion to P/i{an. 
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Strong 1{µ.mor: unfaitli.fu£ to Ii.is wife, 
6ut slie kJwws, tliougli lie doesn't k..now 
sliekwws. 

1Qmwr: Ii.ates monsters, witli. a pas· 
sum; wouU k..ill every fast one before sur· 
rendering. 

'Vague 1{µ.mor: angry attitude is a 
cover; lie is actually paitl by '11ie 'Boss. 

1Qmwr: opposes rise of Porpli.yrys 
Cadorna as a, ''.)'Oung upstart wli.o doesn't 
respect Ii.is eliers!' 

Journal'I.ntry 24: 
Jl piece of oU, e;rpensive paper written 

in a and Erown ffuU£. 
'Cursea is tfie cli.iU Porpli.yrys. 'J{e wli.o 

was visitetl by tlie spirit of fire iii fiis era· 
tfk. 'J{e wli.o Eurnd Ii.is nursemaitl, ana lie 
wli.o caJ£ea tfie armies of tlie nigli.t down 
from tfie mountains. 

'Possessea is tlie one cal!d Porpliyrys. 
'Wlien tlie spirit of evil is in li.im you can 
see tlie fire in fiis eyes. 'Ji0ien lie is pos· 
sessetl, tlie ground trem6ks witli. fiis 
power and tlie nearby pfants witlier as if 
e;rposea to a great fr.eat. 

''J{gne of tlie servants will go near tfie 
cli.iU any more. I tli.ink..lie sli.ouU Ii.ave 
Eeen arownd at Dirtli.. 'But Ii.is motlier is 
Dfind to fiis possession. Slie guanf.s liim 

a tigress protecting a kitten. I tliink.. 
lie Ii.as ensorcerea Ii.er. 

''for now we Ii.ave no cfr.oice. 'We will 
evacuate tlie city by sliip on tlie morrow. 
Jlna tlie accursea cli.iU sfuif£ come afung. I 
swear tfiat lie smifes every time there is an 
e;rpwsion, or anytime you fiear a man 
scream. Saints preserve us af£ from tliis 
demon cli.iU.' 

Journal'I.ntry 25: 
Jln officia£-wo/(jng notice. 
''11ie num6er of un<featf creeping out of 

tlie 'VaUii.ngen (jraveyartf is increasing. 
'11iese un<featf Ii.ave aisruptea training, 

atstroyea property, arnf k._ilfd many of OUT 

troops. Patrofs Ii.ave Eeen sent itito tlie 
graveyarrf to rewnnoiter and determine 
tlie source of tfie wukaa. 'J{gne Ii.ave 
returned. 'Under your responsibilities as a 
priest of 'Bane in tlie city, you must lie£p 
combat tlie menace. 

'.leal[ a group of acof.ytes into tlie 
graveyarrf witli. tlie purpose of aiscove.ring 
tlie source and feaaa- of tlie undeatf. If 
your group can engage ana tlef eat tlie 
fetukr, or aestroy tlie source, do so. If your 
group is outmatcli.etl, return witli. your 
information so tliat we can form an 
assault group witli. clerics ana troops. 
'Upon compfetion of tfiis mission you will 
Ee in Cine for promotion to tlie li.igli.er 
rank.in tlie li.ierarcliy of tlie tempfe of 
'Bane in P/i{an.' 

Signed 
'11ie 'Boss 

Journai'Entry 26: 
Jl smaf£ 6ound 6ook., 
'[Ii.ave cliartetf tli.is maze as cwsefy as 

I can. My way is by 6otli. stone 
and mystic <featli. traps. 'Yarasli must Ii.ave 
usea fiis magic to escape tli.is pface. I can 
find no otlier way out.' 

-& l>OOR 

''Yarasli. lias Eeen Ereedi.ng creatures for 
increasea ferocity. Most of fiis ezye,ri· 
ments fail 'few Cive wng enougli. to 
mature. 'J{gne tfiat mature Ii.ave yet 6ruf 

true. '11ie EodU.s of fiis f aifures are of ten 
usea as fooa for Ii.is newer creations. 

'I do not kww wliat ']"arasli. intends to 
do wlien lie compfetes Ii.is li.i<feous e;rperi· 
ments. 'But I must assume tliat lie will 
tum fiis a6ominations fuose on tlie worU. 
'To tli.ese creatures Yarasli will Ee tlieir ere· 
ator, perliaps even tlieir goal '11ie idea of 
'Yarasli. as a goa to anyone me. I 
must find a way to stop li.im. 

Journal'I.ntry 27: 
Jln impressive. announcement. 
''B<Yll'J(ff of 10,000 (jOL'IJ! 
'I will pay 10,000 goU pieces for a fi.ve 

salr.uagin! I will pay 1,000 goU pieces for 
a recentf.y <featf safr.uagin in gootf cmufi.. 
tion. I ned a specimen of tfiis 
salt water aquatic creature for my studies. 

''Bring your specimen to tfie sfr.ore of 
'l(uto ana 6uiU a fire as a signal 

'.)'Our specimen will Ee If it is 
truf.y a safr.uagin you couU end up witli. 
10,000 goU pieas. 'But beware, I will 
k..now any forgeries, and I will punisli. any 
attempt at deception. 

'So, capture a fi.ve safr.uagin, Dring li.im 
to 'l(µto, and wafk..away a ricfr. ,. man. 

Signd 
'Yarasli. tlie Sorcerer 

Journal 'Entry 28: 
Jl crude map Ou.mu£ into an animal 

skin. 
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Jouma{ 'Entry 29: 
YI cfean map arawn witli ~act Cines. 

Jouma{ 'Entry 30: 
Carefull:y pre.pared notes. 
'J.{pte 1: ''TyrantlirQ.)(JJS is tfefinitely a 

prodUct of immersion in tlie Pao[ of 
~nee. :His ei(!raorainary fni£li.ana, 
vigor, cliarisma, and pawer of command 
must he a aireit resuft of ezyosure to tlie 
effects of tlie Poof.' 

'J.{pte 2: ''!&Pao[ of 'l(_adlance may 
grant speciaf magica£ ahiCities. 
'TyrantlirQ.)(JJS ~liihits a fiery aura, ohvi· 
ous(y magicaf. :He also seems to Ii.ave 
ei(!raordlnary means of o6tai.ning infor· 
mation. Speciaf magica1 pawers grantd 
6y tlie poo[ wouU ezy(ain hotli tlie aura 
and tlie ei(!ra information gatliering capa· 
6iCity .• 

'J.{pte 3: ''[ yrantlirQ.)(JJS tells stories 
a6out moving cfown from tlie nortli. 
'ITiougli lie never mentions tlie Pool I 
gatlier tliat it is nortliwest of tlie 
'Dragonspine '.Mountai.ns. Strangely, lie 
occasiona[(y k.ts sfip tliat lie is never Jar 
from tlie Pool 6ut tliat must he a paren· 
tlietica[ reference.' 
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Journal'Entry 31: 
'ToU in quiet, liissing speecli. 
"Tfian.f.:_you for saving my cliiUren 

from tlie '.Mutifutor 1firasli. In return I 
wi£[ aU{ you in wliat way I can, tliougli 
tliat may not he great. 

'I Ii.ave f.ost mucli of my f o[f.owing to 
young 'Drytlili wlio [istens to tlie f af.se 
promises of 'Tyrantlira)(JJ.S ... tliat if lie 
hrings troops to invade Pfi(an, lie wi£[ role 
tlie river6anf;J. 

'So, 'Drytlili and Ii.is f o[f.owers Ii.ave 
6een proving tliemsdves in raUfs upon tlie 
kghoU caves to tlie soutliwest and tlie 
liohgohfin caves to tlie soutli. 

''.for some time myfo[f.owers Ii.ave heen 
aisappearing. '.But, wlien you fred my 
cliiMren from tlie cfu.tclies of tlie evi[ 
Yarasli my status was increased. 'Drytlili 
K!.pt quiet for a time, 6ut once again tlie 
young warriors Cisten to liim and not to 
me.' 

Journal'Entry 32: 
>'In announcement on roggei paper 

written in rawe ck.ar sym6ofs. 
''Be it announcei tliat 9Jace, tlie for· 

mer ck.ric of our fora '.Bane, is lierehy eject· 
ea from tlie cliurcli. :His crimes induae 
refusaC to fallow tempk. aictates, unau· 
tliorizei peif orman.ce of major mirack.s, 
and tlie great lieresy of p(acing otlier goas 
a6ove our almighty {orr{ '.Bane. 

';;U[ f.oya[ f o[f.owers of forr{ '.Bane must 
report 9Jace 's presence on siglit. :He is to 
he captured, hrouglit 6efore a f.oya[ tri-
6unaf for fair anajust jiufgment, and 
tlien hurnd at tlie staK!..' 

Journal 'Entry 33: 
>'In officiaC fooking notice 
Yarasli, 
''!& time Ii.as come for you to acU£ your 

power to tlie growing fegions of my fo[-

f.owers. Come and suppficant yoursdf to 
me and I wi£[ rewara you as an important 
officer in my magicaf forces. You wi£[ 
serve. as tlie aivisor to tlie coliort of so[· 
aiers to he hasei at Sorcerer's Js(and. 
1Wist and you sfia[[ he crusliei Defore my 
afmiglity power. I ezyect your positive 
rep(y witliin tlie weefc,' 

Sigrid, 
'!&'.Boss 

Joumaf 'Entry 34: 

'ToU in a triumpliant tone. 
'You Ii.ave no untferstanding of tlie 

su6tk.ty of 'TyrantlirQ.)(JJS and Ii.is alfies. 
:Here you Ii.ave trustei me enougli to k.t 
your guarr{ cfown. 'J.(pw you are my pris · 
oners. 

''.My kg6oU friends lkserve. some 
rewarrf for tlieir lidp. '!&ref ore, you are 
to he taK!.n to tlieir pit. 'Tftere, unarmed, 
you sfia[[ fig/it 'Berslieera, my pet serpent. 
:He sliouU he hungry now, merchants 
tfon't satisfy liim for f.ong.' 

Jouma{ 'Entry 35: 
'ToU in lia[ting speecli. 
''lfiank_you for freeing us. Yarash Ii.as 

6een ezyerimenting on our peopk., cliang· 
ing tliem in liorrihk. ways. 'Every niglit 
we carry off anotlier fizara man witli Ii.is 
cliest hurst open or Ii.is lieai mangfd. 
Yarasli say lie maK!. us CiK!. Sa· :Hag· >'In. 
:He af ways say tliat lie maK!. us stronger, 
hetter hunters. '.But a1£ lie maK!. us is iea4. 

''We were not a1£owei to speaf.:.. wlien 
1firasli was arowul 'Ifie.se mark§ were 
passei down to us and remind us of liome. 
'I1iey represent tlie friend worrf usei 
hetween {izara men of dlff erent trihes. If 
you meet {izarr{ men on tlie outsUfe, tliis 
worrf may lidp you.' 

'!& {izara man carefully scratclies 
mark§ into tlie dlrt. You recognize tlie 
mark§ as two runes and a path sym6ol 

~ ~ ----
Jouma{ 'Entry 36: 

Carefully preparei notes. 
'J.{pte 4: We Ii.as fook.i me. 5U£ tliis 

time lie Ii.as calld liimsdf 'TyrantlirQ.)(JJS 
tlie '.f{amei One. :He ~liihitei Ii.is /fame, 
and spoK!. of cfeds attri6utei to 
'Tyrantfira)(JJ.S. '.But today, wliik. lie iii 
not {qtow I was around, lie reveak.i Ii.is 
true Ufentity. :He spoK!. into tlie great poo[ 
in his fuir. I tliinf.:..lie spoK!. to Lorr{ '.Bane 
liimsdf >'Ind lie referred to himsdf as 
'.Maram. '.Maram, lie of tlie great spear, is 
also a servant of '.Bane. 

'rwliy wouU my k.ad'er use a false 
name? :He liilks Ii.is Ufentity from tlie 
worU, so tliat tfiet.J cfo not researcli Ii.is 
past and aiscover his weak..nesses. 'Wliat if 
lie also liilks Ii.is Ufentity from Ii.is cf.osest 
aivisors, so tliat tliey also cannot k..now 
Ii.is true ahiCities and weak..nesses. Ylnyone 
wlio attacf.:_ei liim, tliinking to utifize tlie 
weakiesses of 'TyrantfirQ.)(JJS, wouU 6e 
lkstroyei 6y tlie aifferent powers of 
'.Maram of tlie (jreat Spear. 

''.My researcli into 'TyrantlirQ.)(JJS is now 
usekss. I must scour my recoras for aetaifs 
concerning '.Maram of tlie (jreat Spear. I 
Ii.ave mucli work.. to cfo.' 
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Joumaf'Entry 37: 
j<"f massive atlas arawn 6y tlie great matliematician 'Tomarus. 

THE MOONSEA 
,,,, , ... , 

""' THE RIDE , ... , 
(NOMAD STEPPES) 

AREA NEAR PHI.AN 

,., .. 

..._STORMY- .-
--:_._ .- BAX:_ -:::::. MOONsEA 
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............ -- ---- -

PHI.AN 

--
--

---
BAY OF PllLAN 
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Journal'Entry 38: 
Several pieces of paper witfr. fr.igfi[y 

oroaniud writing. 
J'act: 'Werner von 'llrsfingen is a 

retiruf mercenary captain turnd 6usiness 
man. 

Strong 1Qunor: mostly interested in tfr.e 
military aspects of tlie reconqU£.St of 
Phlan. 

1{jttTWr: f ougfr.t in a mercenary unit 
fr.irea 6y 'J1r.e 'Boss ear{y in fr.is career. 

1{JttTWr: fr.ates Zlientarim 6ecause lie 
f ougfr.t in a unit against tliem several 
times. 

1{JttTWr: lias strong contacts witli otlier 
mercenaries ana some ruffians in town; 
none of our informants confirm sucfr. con· 
tact. 

'Vague 1{JttTWr: 'J/on 'llrsfingen's unit 
was wiped out 6y enemy magic users; lie 
was tlie on{y suT'llivor; lie retiruf an.a now 
secretly fr.ates magic users. 

Journal 'Entry 39: 
.91. preseroed parr.liment coveruf witli 

giant script. 
'I am writing to you to ckscri.6e my 

furtlier inquiries into tlie kgernl of tlie 
Poo{ of 1(.aaiance. It seems tfr.e poo{ lias 
moved severaC times . .l<Jng ago, at feast 
one wise wizarr{ actually moved tlie poo{ 
into liis a6oae for a perioa of time to 
stuay it. :However, tfr.e poo{ seems to 
return to its originaC wcation after every 

DAYS TO DIG 
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move. I am now watcliing tfr.e ary fio{e 
tfr.at is tlie pooCs naturaC focation. 'Wlien 
it returns I wi££ 6e reaay. I tru{y 6dieve 
tfr.at tfr.e Poo{ of 1(Ju{iance is tfr.e ~ to tlie 
secret wisaom tfr.at I seek.,· 

Yours in wisaom 
Sorrassar 

Journal 'Entry 40: 
.91. quick.,note on an of ten used piece of 

paper. 
''Botti k96oUfs ana lio6go6fins ajst in 

Carge num6ers to tfr.e east. 'D(periments 
sliow neitlier makfs gooa 6reedlng materi.· 
a{.' 

Journal'Entry 41: 
.91. cfean map cfrawn witli e~act fines. 

Journal 'Entry 42: 
.91. sk;g.tcfr. arawing. 

Journal 'Entry 43: 

.91. wose[y wrappea scrofL 
'.91.ramalg·tfr.e·(joo!, paladin ana 

6rotlier of 'Iaimalg· tfr.e· I nvinci6fe, ana 
Sarasim of 'Iesliwave, tfr.e liigfr. priestess of 
Sune, attack.,ed tfr.e aeni.zens of tfr.e 
'J/alfr.ingen (jraveyara witfr. a lio[y 
vengeance. 'l1iey came in searr.li of 
'Iaimalg ana fiis merr.enary 6aru{, wlio 
assauCtea tfr.e gravtljarri an.a dU£ not 
return. 

:Sarasim used fr.er lio[y power to aissi· 
pate ana turn tfr.e unieaa tliat confrontea 
tliem. .91.ramalg wie£dd fr.is vorpa! swortf 
ana sfew tlie few tfr.at f ouglit fr.er power. 

''Iogetlier, .91.ramalg ana Sarasim pene­
trate! tfr.e graveyara to an eviC mar6fe 
crypt. 'l1iey f ournl ana spCinteruf an 
empty coffin, 6kssing tlie remains ana 
spri.nk.,fing it witfr. lio{y water. 'Jlr.en tfr.ey 
confrontea tfr.e owner of tlie coffin, a crea­
ture of great eviC ana tlie feaier of tfr.e 
unieaa in 'J/alfr.ingen, an ancient vampire. 
'J1r.e tliree 6eoan a furious mefee. 

''Jlr.e vampire was swayed 6y .91.ramalg 
anaSarasim's power, out wouU not 6e 
turnd 'Tlie vampire sliouted, 'I fr.ave 
aejeatea 'Iaimalg ana liis warriors, I wi££ 
aejeat tlie 6rotlier of 'Iaimalg as well!' 

''Jlr.e vampire summoned an army of 
rats ana tried to eh.arm Sarasim to fiis 
siie, hut to no avail Sarasim resistea fiis 
cfr.arm ana .91.ramalg cliarged tlirougli tfr.e 
massed vermin. 'Tlie vampire fell 6ef ore 
tlie miglity 6fows of .91.ramalg's lio{y swortf 
anaSarasim's encfr.antea mace. 

''IJefeated, tlie ancient vampire ais­
soCved into gas ana f fea to liis coffin. 
J'irnling tfr.e coffin ckstroyea lie returned 
to soua form ana screamed. Seizing tlie 
moment .91.ramalg gra66d tlie vampire 
ana lieU liim witfi a{[ of fr.is strengtfi. 
Sarasim ran up an.a arove an oak;g.n stak;g. 
tlirougli tlie vampire's lieart. 

'.91.ramalg anaSarasim performed tfr.e 
proper rituals to 6anisli tlie vampire for· 
ever. 'Tlien, wountful, .91.ramalg arnl 
Sarasim {ef t 'J/alliingen (jraveyarti. It was 
6eyona tlieir power to compkte{y cfeanse 
tlie eviC place, hut tfr.ey liaa e~actea 
proper vengeance for tfr.e ieatfr. of rr i.amalg 
ana liis troops.' 

Journal'Entry 44: 
.91. cfean{y written note on staniarrf 

paper f ouna on tlie 6od'y of a aeaa trrufer. 
.91.feram, 
':Hello my gooa frienti. I liope you ana 

your 6rooa are well. I am tired; tirea of 
trek..k:ing tlirougli unspeak.,a6fe swamps 
arnl over uncfim6a6{e mountains to ~ 
my meager wares to ungrateju{ customers. 

'Only one event lias saved tfiis year's 
safes. I fournl a castfe ful£ of fr.appyfofk.. 
wlio were verygooa customers. 'l1iey were 
starved for goods ana news from tlie out· 
siie worU. .91.na well tfr.ey sliouU he, tlieir 
castfe was in tfr.e middle of a sma££ forest, 
ana tfr.e forest was in tlie middle of a 
swamp! 

''Tfiese peopfe seemed to k.,now notliing 
of recent events. 'Ifiey sti[[ spok;g. of Pli£an 
as if it were in its fu1£ ffower . .91.na tfr.ey 
pai! in oU Pfilanian (joU Sovereigns, 
aou6fe tfr.e weiglit of tfr.e newer goU 
coins! 

''Thougli tfr.ey were out of date, tfr.ey 
were very friendly ana prosperous. I saw 
more tlian one gem gutter in tfr.e sun, an.a 
severaC swords sliowed a j{asli tfr.at maie 
me tfiink.,tfr.ey were magic. If you are wi££­
ing to d'odfie tfr.e vermin of tfr.e swamp I 
wouU a& tfiis castfe to your tradi.ng 
route. Speed to your liorse, strengtli to 
your arm, ana sk:if[ to your traaing .• 

Your J'rieru{, 
'Buracfr. 
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Journal'Entry 45: 
'IOU in perfect, styfizd, common. 
• (jeneration.5 ago, f fesli tliings were 

fewer ana we lianf.sfte[[d 6e.ings ruld 
tlie sliores of IA.zara, wliat ffesli tliings 
cal£ tlie Moonsea. 'We gatlierei mucli goU 
ana platinum, pfus many gems for cfecora­
tion ana to appease our own goas. 'We are 
quite adept at finii.ng sucli tri~ts as we 
ma.kg. our liome fry furrowing witli our 
own manai6fes. 'We k_now tlie eartli aq. 
none otlier can. 

''Wlien ffesli tliings 6egan to multip[y, 
we dU£ not wok_on tfwn as inte££igent. 
'Ifiey couU not ckciplier our gforious fan. 
guage of saunas and movement and we 
couU not fatft.om intdligent communica-

. tion fimi.tuf to tlieir f ee6fe squeak§ ana 
grunts. 

'j<ts we assumd tlie ffesli creatures 
were uninte££igent we fuokrd on tfwn as 
sfuw, soft, we.at 6ut tasty, prey. 'But tlie 
prey soon came naing swift De.asts, ana so 
were no wnger sfow. '11ien they came in 
metal slieUs, and so were no funger soft. 
~ tlien t/iey came liurfing 6a[[s of fire 
ana cfoudS of stinfv. and so were no wnger 
weat Our goas toU us tliat tlie ffesli 
creatures wouU multip{y and tft.at our 
on{y liope was to retreat. 

''We retreated uruferorournl, into cav­
erns carvd fry our own manai6fes. 'We 
on{y 'lJenture to tlie swf ace to guara our 
fanas and to fina food ftss powerful tlian 
yourselves. 'We lia'lJe kg.pt tlie wcation of 
our nest secret for many generations. 

''But now you liave come. You liave 
"ef eatul our warriors, evaaea our traps. 
'We tufmi.t your power. 'We lia'lJe notliing 
furtlier to gain fry com6at. If you wil£ 
feave us in peace you may ~ tlie goU 
ana gems tliat were sacred to our goas, we 
liave 6een a6and'onea fry tliem. If you wil£ 
not feave us in peace tlien we must fig/it 
to tlie fast. 'Wliat is your ckcision?' 
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Journal 'Entry 46: 
'foU as jaunty, after dinner conversa­

tion. 
''11iis is an oU story tliat I first /iemr{ 

wliik serving at tlie Citadd of 'l1ie 
~ven. 'Dirg was tlie usual 6ar6arian Fiero 
·· tlie type a6(e to snap fi'CJe men's 6ack§ 
witli liis 6are lianas, wrestfe and tame tlie 
cwua liorses, pierce a man witli a ja'CJefin 
from many mi.Its away, ana otlier equally 
preposterous tliings. 

''11ie story goes tliat 'Di.19 and liis 6and 
of men founa a poo[ of unfroun water 
wliile wantferi.ng in tlie snowy wastes. 
'Dirg's fittle pet fizan{ Je.zma got too cfuse 
to tlie poo[ ana discovered tliat not on{y 
was tlie water not froun, it was 6oifing 
liot; so liot tliat it cookrd tlie skin rifllit 
off of Je.zma. 

''Di.19 was so angered lie tlirust liis 
spear into tlie poo[ and roiled tlie waters. 
'l1ie demon of fire tliat inlia6ituf tlie poo[ 
was disturDe.a and roared out of tlie poo[ 
to M 6attfe. 'l1ie demon feapt from man to 
man, consuming tliem in a singfe toucli. 

''But tlie demon of fire couU not defeat 
'Di.rg. 9'&tlier couU 'Dirg fina a weapon 
strong enougli to witlistan4 tlie creature's 
fire. !Jtf ter 6att!ing for an entire aay, 'Di.19 
final£y ca{[d upon Ii.is totem god for a.UL 
'Witli. tli.is magical aU{, 'Di.19 was a6fe to 
trap tlie ffami.ng demon in a triangfe of 
power wliere supposed{y lie is e'lJen to tli.is 
aay.· 

Journal'Entry 47: 
!JI. smal£ wrink_fea parcli.ment witli 

rougli.{y scratcliea notes. 
'Jfo6go6fins transferred out of o/a§evo 

Castfe. 'J.{sJw repfaced fry giants ana trofls. 
Saunas very tougli.. 

'.Stojanow (jate guarrfd fry 6ug6ears 
ana ettins. Jfeard ettins did'n.'t aq. [igli.t. 
Must 6e. cli.armed or controlld. Saunas 
tougli.! 

'.Some smuggfers sneak_supplies 
tli.rougli.Stojarww (jate to 'l1ie 'Boss. 
Must clieck_it out. 

'OrJerlieanf lio6go6!ins say a dragon 
scared tliem into feaving a nice fair in tlie 
mountains out east. CouUn't liappen to a 
nicer fnmcfi. of creeps.· 

Journal 'Entry 48: 
Several pieces of paper witli. li.igli.{y 

019aniud writing. 
Strong 1Umwr: 'l1ie 'Boss is a dragon or 

is a li.uman. wlio can ~ tlie form of a 
dragon . 

'I/ague 1Umwr: 'l1ie 'Boss is a metaff.ic 
dragon. 'J.{sJt considered fikg.{y as metaff.ic 
dragons are 'gooa. 

J'act: '11ie 'Boss /iotas audiences in 
'lla§evo Castfe. Castle is guaraea fry 
groups of 6ig stupid monsters, witli occa­
si.ona! smart li.uman featfers. 

1Umwr: '11ie 'Boss Mesn't spena ful£ 
time at o/a§evo Castle. 

J'act: maze inside castle wa[[; pass· 
words are neeaea to get past castfe gates. 

1QJ.mor: '11ie 'Boss Ii.as 6een semfi.ng out 
messengers to tlie tri6es of monsters in tlie 
area to recruit new units. 

'I/ague 1QJ.mor: 'l1ie 'Boss is recruiting 
new units in preparation for an assault to 
re~ tlie civili.ud sections of Pli.fan. 

Journal'Entry 49: 
!JI. fetter on cfean wli.ite paper in a 

strong liana 
'10: 
'l1ie 'Boss 
o/a§evo Castfe, Pli.fan 
Sir, 
'J categoricaffy reject your tfeman.a tliat 

I su6mi.t my isfana ana my powers to 

your control I am a free man and I wil£ 
remain free.. 'J.{sJ petty tyrant can order 
a6out a true mage. 

·If you or your troops m.ak!. any move 
towaraSorcerer's Isfana I sli.al£sena an 
army of my unstoppa6fe aquatic creati.ons 
Mwn tlie 'Barren 1Qver ana sink.your pre· 
ci.ous castle. 'Until now yoµ. liave 6e.en 
6eneatli. my notice. If you value your 
empire, fet us Kg.ep it tliat way.· 

Signed 
Yarasli., tlieSorcerer 

Journal 'Entry 50: 
!Jtn official Woking notice 
'!Jtssembfe a group of at feast 30 of 

your foffowers. Meet up witft. a lio6go6G.n 
assault force at tlie smal£ doc.k§ to tlie 
west of town. You and your group wil£ 6e 
under tlie commana of tlie lio6go6fin feaa. 

er. J'o{fuw liis orders. 'Upon compfetion of 
tlie missi.on you wil£ 6e. rewaraea witli. 
food, treasure, ana many sfaves .• 

Signed, 
'l1ie 'Boss 
Scri66fea on tlie 6ack_of tli.ese orders is 

'J.{sJrris tlie (jray's unsent rep{y to 'l1ie 
'Boss 

·I wil£ never f offow tlie orders of a 
lio6go6fin. I Mn't go on missi.ons until I 
k_now ~act{y wliat we're supposed to M. 
!Jtna I Mn't go on missi.ons for an 
unK_rwwn amount of 'food, treasure, and 
sfa'lJeS '. I M go on missi.ons wliere I am in 
command; wliere I k_now e~act{y wliat tlie 
ta19et is; and wli.ere I k!;ow e~act{y liow 
mucli. ]'{[get paid. 'Don't sena me anotlier 
order until you can meet my terms.· 

Signed, 
'J.brris tlie (jray 
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Joumal'Entry 51: 
Several piect.s of paper witft. ft.igftfy 

01!Janizd writing. 
~act: '13isfwp '13raccio is tft.e ft.ighest 

ranking religious fuufer in Plifan.. q(_µns 
smal£ tempf.e in civilizd section of city. 

o/ague q(_µmor: '13raccio is actual£y a 
front-man for a powerful ft.igft. priest wfw 
never feaves tft.e smal£ tem.pf.e. 

Strong 'R.,umor: '13raccio is wufer fire to 
'do something' aoout tft.e wufead proof.em. 
So fong as tft.e wufead were causing tft.e 
ttumsters more trouof.e tft.en tft.e settf.ers, ft.e 
fuu£ otft.er, more pressing, proof.ems. 

'R.,umor: '13raccio is opposed to tft.e tem· 
pf.e tentfency to sefl cf.erical 'miracf.es'; 6ut 
ft.e untferstands tft.at tft.e tem.pf.e neufs 

funds. '13raccio would ratft.er peif orm sucft. 
'miracf.es' in ~ft.ange for good wor~ 
done in tft.e name of tft.e cft.wr:ft., not just 
for money or items of power. 

Joumal 'Entry 52: 
'lJeCi.veiuf in cft.illi.ng{y cfear tones. 
'Jfear us in our ft.our of need!' tft.e 

nomai witcft.cfoctor cries, ''ITiis nigft.t we 
figft.t a great oattf.e. 'By tft.e 6reakjng of 
dawn eitft.er our enemies wif£ 6e Mai or 
we wif£ ft.ave oeen cfestroyei. 

'J:Ucept tft.e sacrifice of these outsUlers 
aruf give us tft.e strengtft. to aejeat tft.e 
fwrcks of our enemies. ~if[ our Ci.m6s witft. 
your fire, and fiU our minds witft. your 
fury. Let us vanquisft. our enemies just as 
we vanquisft. these invaders wfw ft.ave 
come among us.' 
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Journaf 'Entry 53: 
Jit. crumpfd cfiscardd piece of paper, 

full of ruo outs and scratcft. overs. 
Priests: 1 
Jit.co(ytes: 4 
Ogres: 1 
Jfoogoouns: 40 
Ores: 90 
(joounSfaves: 20 

Journaf'Entry 54: 
Jit. page from an unk.J;own diary. 
''lftey stof.e my map to tft.e Pool 

Somefww tft.ey kJiew wft.en I was coming 
and e;r_act{y wftat to foof:.Jor. 'I1iey aitfu't 
even ootft.er to k._i[[ me; tft.ey saU I wasn't 
wortft. k..ifling. 'ITieyjust crippfd my kgs, 
took._tft.e map, and roae away faugfiing. 

'Jit.fter tft.e attack._aruf tft.e rigors of my 
trek._ a££ I remem6er is tft.at tft.e Poo{ is in 
tft.e 'Dragon.spine, nortft. and west of 
Sorcerer's Isfaruf. It sft.ines just [i.~ tft.ey 
said it wouU.10u can fed tft.e power 
ffowing out of it. 'J(jngs and generals 
ft.ave searcft.ea for tft.e Pool and I ft.ad a 
map tft.at fd rigft.t to it. 

'If I ever get oack.. tft.e use of my kgs 
J'{[ go after tft.em. /'{[get oack.,my map. 
/'{[get to tft.e Pool Jil.ni tft.is time /'{[ 
oatft.e in its power. '!Tien /'{[ teacft. tft.em. 
I'{[ teacft. tft.em a(L' 

Joumal 'Entry 55: 
'lJwvered as you sit around tft.e camp· 

fire. 
'J"ou must 6eware of tft.e many dangers 

in tft.is region. Several days walk.to tft.e 
west tft.ere is tft.e pyramid of evil It ft.as 
oeen fong avoUfd fry a££ sensiof.e men. 'To 
tft.e soutft.east is a fair of many ferocious 
fwogoouns. 'I1ie areas to tft.e soutft.west, 
are inft.a6ited fry evil men · · 6uccaneers, 
marau<fers, and soUiers of an evil empire 
Jar to tft.e west. Jit.nd a££ good f o{kj avoid 
tft.e swamps to tft.e east. 9{sJtfiing out dan· 
ger grows in tft.e swamps.' 

Journaf 'Entry 56: 
Jit.n unsent note written on sturrfy 

parcft.ment. 
;<tn active aragon ft.as made its fwme 

in tft.e 'Dragonspine 'Mountains to tft.e 
nortft.west. 'l(eep searcft. parties away from 
tft.e area so as not to catcft. tft.e tfragon's 
attention.' 

Joumal 'Entry 57: 
Jit. ratty piece of parcft.ment witft. fa'!Je 

writing on one si<fe. 
'Our spies in tft.e city inform us tft.at a 

party of invaders wif£ travel to Sok.al 
'l(f,ep to fru it. 'To com6at these inva<fers, 
assem6f.e a force of no f.ess tft.an tft.ree 
squatfs. 'Travel fry ooat from tft.e smal£ 
cfoc~ at tft.e west of town to 'I1iorn 
I sfmul 'Move wufetectea to Sok.al 'l(eep. 
~ini tft.e adventurers in or around Sok.al 
'l(f,ep. 'l(il£ tft.em before tft.ey can return to 
tft.e city council witft. information about 

tft.e true situation at tft.e ~p.1(eturn 
witft. tft.e inva<fer's ft.eds as proof of com­
pf.etion of your mission. 'Upon compf.etion 
you wif£ oe rewardd witft. Joor:{, treasure, 
and many sfaves.' 

Signer:{, 
'I1ie 'Boss 

Journaf 'Entry 58: 
Jit. tattered piece of parcft.ment 
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'Tavern 'Tales 

'Ifit taverns of 'l{f,w Pfi£an are jiffu{ wi.tli scoutufrefs, con-men, atuf cuf ven­
turers - every one a (iar atuf a gossip. 'Ifit fo«owi.ng tavern tales represent 
sucli mttWrs atuf fits. 

'J0ien you are in a tavern, you may be 
ref erred to a particular tale 6y number. 
J'ina ana read tfrat tale. If you real£y 
tfi.inK:_of your adventurers as rumor 
mongers, read a[[ tfie taks. 

Some of tfi.ese taks are true, some are 
basea on trutfi., ana some Fi.ave never Deen 
corruptd 6y a Fi.int of trutfi.. 'Even wfi.en 
a tavern tale is referrea to 6y num6er, it 
migfi.t be f af.se. 

'Tale 1: :Tar to tfi.e nortfieast, in tfi.e midst 
of a vast swamp, 11.e tfi.e uninfra6itd 
ruins of a powerful wizara s castfe. 

'Tale 2: ;{ arunK:_bard sits in a corner of 
tfi.e tavern spinning a seeming{y entfk.fs 
tafe, but no one is Cistening. 

'Tafe 3: 'Wei& tfi.rougfi.out tfi.e city often 
provicfe access to fi.iaaen aens ana uncfer­
grouna passages. 

'Tale 4: ;In ang{isfi. furr£ commancfeers one 
corner of tfi.e bar to fecture on tfie ulti­
mate range of Fi.is adventures. 'Ifie crowa 
ignores liim. 

'Tafe 5: 'T'o tfi.e east of Plilan fies a gfeam­
ing castfe of goU tfi.at sfi.ifts its wcation 
from time to time. 
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'Tale 6: ;{ weird waking wizarc{, aressea 
a[[ in bfact. sits alone ana mum6ks into 
Fi.is beer, '['[[return~ time ana sfi.ow 
tfi.em a{[J' 

'Iafe 7: <;;reat treasures are to be f ouna on 
tfi.e bank§ of tfi.e 'Barren 1Qver as one ven­
tures nortfi.warrf. 

'Tafe 8: 'Ifie graveyard is contro{{d 6y a 
very powerful ana cfever unaeaa creature. 

'Iafe 9: ;I puufd patron witfi. a fimitd 
vocabulary questions everyone fie comes 
across about Fi.ow to compfete a 
manuscript aatd 1977 y'U'E. 
'Unfortunate{y, no one can fi.efp fi.im. 

'Iafe 10: 'T'o tfi.e west fives a tribe of 
insect-men wfi.o worsfi.ip norma{ men ana 
give vafuabfe gifts to a[[ wfi.o visit tfiem. 

'Tafe 11: 'Ifie 'Dragonspine Mountains are 
infra6itd 6y a race of evil aragons wfi.o 
Cure travefers to tfi.eir fairs ana sfay tfiem. 

'Tale 12: ;t bearaggfd adventurer decries, 
''Tftere. was a man calf.d turtfe, walls 
tfrat aren't tfi.ere, 11.ving tfaggers; I never 
aUf figure out wfrat was going on!' 

'Tale 13: ;I master tfi.ief Fi.as set up a fi.U{. 
aen training grouna cfeep in tfi.e oU city, 
rigfi.t uncfer tfie noses of monsters. 

'Tale 14: Ogres wfi.o 11.ve to tfi.e east of 
Plilan are fi.oUing captive a princess for 
wfi.om a fi.uge rewara Fi.as Deen offered. 

'Tale 15: 'Ifie mercfi.ants of Zfi.entif 'l(eep 
are setting up a trading base far to tfi.e 
west of Plilan. 'I1iey're Fi.iring caravan 
guard's for gooa wages. 

'Tale 16: 'Buccaneers operate a sfave auc­
tion out of a fr.Uftkn camp near Stormy 
'Bay. 

'Tale 17: ;In oU sage sits in a corner witfi. 
a aarK:. wizard. 'You're rigfit,. faugfis tfi.e 
sage, 'tfi.ey'[[ ao anytfiing I te{[ tfi.em to, 
no matter Fi.ow si[[y or pfi.antastic.' 

'Tale 18: Off to tfi.e east of Plilan roams a 
tribe of marautfi.ng nomaas. 'I1iey frave 
been piflaging viffages in tfi.e pfains witfi. 
tfi.i fi.efp of a powerful artifact tfi.ey frave 
aiscoverd. 

'Tale 19: Migfi.ty tribes of wiU awarves, 
tfi.ousanas of tfi.em, roam tfi.e 
'Dragonspine Mountains, cfestroying vif­
fagers ana kilfi.ng travefers. 

'Tale 20: '/was totaffy confasd; it was 
a~ being fast in tfie iarK:_ness,. sigfi.d tfi.e 
overwrougfi.t adventurer. ''R,g,bbits, fiats, 
6owfing balls? 'J0iere in tfi.e realms 
was!?' 

'Iafe 21: 'Ifie monsters in Plilan are fd 6y 
one of tfi.e generaf.s wfi.o sac~ tfi.e city a 
generation ago. 'Ifie general Fi.as usea 
great magic to ma~ fi.imseff immortal 

'[afe 22: ;{Vast fortress of Kgbofds Mmi­
nates tfi.e western tip of tfi.e great swamp. 
'Ifiese normaffy weaK:_creatures grow to 
great size ana frave e~aordlnarg 
powers Fi.ere. 

'Iafe 23: ;In ancient Silver 'Dragon sti[[ 

fives up in tfi.e 'Dragonspine Mountains. 
'Ifie aragon is not evil ana wi[[ fi.efp 
travefers wfi.o battfe evil 
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APPENDICES 

Coln Type 
Copper 
Silver 
electrum 
Gold 
Platinum 

SPFJLIJSI' 

Gold Equivalent 
200 cp- 1 gp 
20 sp- 1 gp 
2ep-lgp 
lgp-lgp 
1/5 pp - 1 gp 

This is a listing of spells available to player 
character clerics and magic-users as they 
gain in level. 

FIKST LEVEL CLERICAL SPELLS 
Bless/Curse 
Cure Ught Wounds/cause Light Wounds 
Detect Magic 
Protection from !Ml/Protection from 

Good 

SECOrlD LEVEL CLERICAL SPELLS 
rind Traps 
Hold Person 
Resist rlre 
Silence 15' Radius 
Slow Polson 
Snake Charm 
Spiritual Hammer 

nmm LEVEL CLERICAL SPELLS 
Animate Dead 
Cure Blindness/cause Blindness 
Cure Disease/cause Disease 
Dispel Magic 
Prayer 
Remove Curse/Bestow Curse 

FIKST LEVEL l'IA.GICUSER SPELLS 
Burning Hands 
Charm Person 
Detect Magic 
enlarge/Reduce 
l"riends 
Magic Missile 
Protection from !Ml/Protection from 

Good 
Read Magic 
Shield 
Shocking Grasp 
Sleep 
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SECOr!D IZVEL l'IA.GICUSER SPELLS 
Detect Invisibility 
Invisibility 
Knock 
Mirror Image 
Ray of enfeeblement 
Stinking Cloud 
Strength 

nllRD LEVEL l'IA.GICUSER SPELLS 
Blink 
Dispel Magic 
Mreball 
Haste 
Hold Person 
Invisibility, 10' Radius 
Ughtnlng Bolt 
Protection l'rom evil, l O Radlustprotection 
l'rom Good, 10' Radius 
Protection from Normal Missiles 
Slow 

ARMOR UST 
Weight Maximum 

Armor Type In gp. AC Movement• 

None 0 10 
Shield, Small# 50 9 
Leather 150 6 12 squares 
Padded 100 8 9 squares 
Studded 200 7 9 squares 
Ring 250 7 9 squares 
Scale 400 6 6 squares 
Chain 300 5 9 squares 
Splint 400 4 6 squares 
Banded 350 4 9 squares 
Plate 450 3 6 squares 

•A character canylng many objects, 
Including lots of coins, can be further lim­
ited In movement to a minimum of 3 
squares per turn. 
# A Shield subtracts 1 AC from any armor 
It's used with. 

TABLE OF EXPEKIBNCE 
PER LEVEL 
The following shows the amount of experi­
ence a character must earn to gain a level 
In his character class. All experience 
earned by multiple-<:lass characters Is 
divided by the number of classes. When a 
character has earned a gain In level for 
one class but not another, the Show com­
mand shows his highest level. Thus, a 

character who Is a fighter-thief and has 
earned 1,800 experience points In each 
class (a total of 3 ,600 XP), will be shown 
to be 2nd level because he has earned 
that level as a thief, though not as a fight­
er. His fighting abilities are still based on 
his being a lst level fighter. 

CLERIC1 Spells" 
Level Experience l 2 3 
1 0-1,500 1 - -
2 l,501-3,000 2 
3 3,001-6,000 2 1 -
4 6,001-13,000 3 2 -
5 13,001-27 ,500 3 3 1 
6 27,501-55 ,OOO 3 3 2 
• Clerics get additional Spells by Level If 
they have a Wisdom of 13 or greater. 

f'IGH'IER1 
Level Experience 
1 0-2,000 
2 2,001-4,000 
3 4,001-8,000 
4 6,001-18,000 
5 16,001-35,000 
6 35,001-70,000 
7 70,001-125,000 
6 125,001-250,000 

1'1A.GICUSER1 Spells 
Level 
1 
2 
3 
4 
5 
6 

nllEf'l 
Level 
1 -
2 
3 
4 
5 
6 
7 
8 
9 

Experience l 
0-2,500 1 
2,501-5,000 2 
5,001-10,000 2 
10,001-22,500 3 
22.501-40,000 4 
40,001-60,000 4 

Experience 
0-1,250 
1,251-2,500 
2,501-5,000 
5,001-10,000 
10,001-20,000 
20,001-42,500 
42,501-70,000 
70,001-110,000 
110,001-160,000 

CLERICS vs. UNDEAD 

2 3 
- -
- -
1 -
2 -
2 1 
2 2 

A good or evil cleric (not a neutral one) 
has a certain Influence on undead. He 
extends this Influence by using the Turn 
command In the Combat Menu. His level 
determines how many undead and what 
kind he can Influence. evil clerics can 
make undead either neutral or friendly to 
the party. Good clerics can drive the 

undead away and may be able to destroy 
them If the cleric Is of a high enough level 
and the undead are of a low-enough level. 

The following Is a list of undead In Increas­
ing order of power and what minimum 
level of cleric a character has to be to 
have any Influence over them. Low level 
clerics generally have a chance, not a cer­
tainty, of affecting undead. 

Jlllnlmum 
Undead Type Level of Cleric 

Skeleton lst 
Zombie lst 
Ghoul lst 
Wight lst 
Wraith 3rd 
Mummy 4th 
Spectre 5th 
Vampire 6th 

GLOSSARY OF AD&Dll GAME 
1ERMS AND COMPUIEK 1ERMS 

Ability Scores. These are numbers that 
describe the attributes of the characters. 
There are six ability scores: Strength, 
Intelligence, Wisdom, Dexterity, 
Constitution, and Charisma. l"or the most 
part, the range of numbers runs from 3 to 
18, the higher the better. 

Adventurer. This Is a term for one of the 
characters you play In this game. 

AilgnmenL This Is the basic philosophy 
of a character. See Alignment In the What 
are Characters? section of the rule book. 

Character. This Is another name for one 
of the persons you play In the game. A 
party consists of several characters. 

Command. A one or two word option In a 
menu. Activating that command allows 
you either to view another menu or have 
your characters perform an action. 

Encounter. This Is what happens when a 
party meets a monster. You are given a 
menu of choices of how you want to han­
dle the situation. 

Enter. The act of giving a command to the 
computer. How this Is done varies depend­
ing on the computer. 
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Experience Polnts (XI"). every encounter enced magic-users and clerics can learn 
ARMOR AND WEAPONS PERMIITED BY CHARACTER CLASS the characters have yields experience high level spells . 

points for every character depending on Class Armor Shield Weapons how successful the encounter was for the Maglc. This term covers spellcastlng, 
party. A character who gains enough XF enchanted Items, and any other appllca-

Cleric any any dub, fialL hammer. mace, staff 

can advance a level If he hen enough gold tlon of the supernatural. 
Mghter any any any 

for training. 
Magic-User none none dagger. dart. staff 

Melee CombaL This Is hand-to-hand com-
Thief leather none dub, dagger, dart, sling. one handed swords 

Faclng. In combat, a character faces a bat with weapons such as swords, spears, 
certain direction. An attack from the direc- and fists. WEAPONLISf 
tlon he Is not facing has a greater chance 
of doing damage. A character will always MluUe CombaL This Is ranged combat Name Damagevs. Damage vs. Larger Number 
face an opponent If he has only one oppo- with weapons such as bows and arrows, ll'lan Sized Than Man Sized of Hands Class 
nent. crossbows and quarrels, and slings and Axe, Hand 1-6 1-4 I f 

sllngstones. Bardlche+ 2-8 3-12 2 f 
IUt Points (HP). This Is a measure of how Bastard Sword 2-8 2-16 2 f 
healthy a character Is. Damage from Jllon.ster. This term actually Includes BaWeaxe 1-8 1-8 I f 
weapons subtracts hit points from the human and other player races as well as Bee de Corbin+ l-8 1-6 2 f 
character's total. When he has lost all of such creatures as ogres and dragons. In Blll-Oulsarme+ 2-8 1-10 2 f 
his hit points, he Is unconscious and general, If It Isn't part of your party, It's a Bo Stlc.k l-6 l-3 2 f 
dying. If his wounds are bound by another monster. Monsters are not necessarily hos- Broad Sword 2-8 2-7 1 f,th 
party member, he Is simply unconscious. tile. Some may be helpful. That's what the Club 1-6 1-3 I f,cl,th 

Par1ay command In the encounter Menu Is Dagger 1-4 1-3 1 f,mu,th 
Icon. This Is the small picture of a mon- for. Dart 1-3 1·2 1 f,mu,th 
ster or a character seen In the Initial fauchard+ 1-6 1-8 2 f 
stages of an encounter and during corn- Non-Player Character (l'IPC). This Is a fauchard-l'ork+ 1-8 1-10 2 f 
bat. Character Icons can be altered using member of a player character race who Is Mall 'lr7 2-8 1 f,d 
the Alter command In the camp Menu. not controlled by the player. Some Nl'Cs l"ork. Military+ 1-8 2-8 2 f 

can be brought Into a party. Clalve+ l -6 1-10 2 f 
InlUaUve. This Is a semi-random determl- Clalve, Culsarme+ 2-8 2-12 2 f 
nation of which character In a combat acts Party. The group of adventurers you form Culsarme + 2-8 l-8 2 f 
first. The characters with higher dexterities to perform the missions you are given. A Cul.sarme-Voulge+ 2-8 2-8 2 f 
have a better chance for a higher lnltlatlve. party can be reformed for each adventure, Halberd+ 1-10 'lrl 2 2 f 

and even altered during the course of an Lucem Hammer+ 2-8 1-6 2 f 
Level. This describes the power of a num- adventure. Hammer 'lr5 1-4 I f,d 
ber of different Items. The power of char- Javelin 1-6 1-6 I f 
acters, dungeons, monsters, and spells Player Character (PC). This Is a member Jo Stlc.k 1-6 1-4 1 f 
are all described with levels. of a player character race who Is con- Long Sword l-8 1-12 I f,th 

trolled by the player. The characters In Mace 'lr7 1-6 I f,d 
Character Levd. This Is a determination your adventuring party are PCs. Morning star 2-8 2-7 1 f 
of how much experience a character has. Partisan+ l-6 2-7 2 f 
The higher the level, the more experi- Spell. This Is a magic Incantation that can Pick. Military 2-~ 1-4 1 f 
enced and Important the character Is. alter the nature of reality. Both magic- Pike, Awl+ l-6 '1rl2 1 f 
High-level spellcasters can cast high level users and clerics can cast spells after Quarterstaff 1-6 1-6 2 f,d,mu 
spells. memorizing them. If the spell Is cast, It Is Ranseur+ 2-8 2-8 2 f 

gone from the user's mind and must be re- Scimitar l-8 1-8 I f,th 

Dungeon Levd. This Is a measure of how memorized. Short Sword 1-6 l-8 I f,th 

far down In the earth a dungeon Is. l"or Spear 1-6 1-8 1 f 
the most part, the further down one ls, the Spell Book. The book a magic-user car- Spetum+ 2-7 'lrl 2 2 f 
more ferocious the monsters. Thus, a ries his spells In. If he doesn't have a Trident 2-7 3-12 1 f 

high-level dungeon refers either to how magic book. he has no spells to memo- Two-Handed Sword 1-10 3-18 2 f 

deep It goe5 or the relative toughness of rize. Voulge+ 2-8 2-8 2 f 

the monsters. Composite Long Bow* l-6 1-6 2 f 
Composite Short BoW* 1-6 1-6 2 f 

Monster Levd. This Is a measure of how Long Bow * 1-6 1-6 2 f 

powerful monsters are. The higher the Heavy C~boW# ~ 2-7 2 f 

level, the more powerful the monster. Light CrossboW# 1-4 1-4 2 f 

Short Bow" 1-6 l-6 2 f 

Spell Levd. Spells come In degrees of Sling 1-4 1-4 1 f.th 

difficulty. The higher the level of the spell, 
" Must have ready arrows to fire. I Must have ready quarrels to fire. the higher the difficulty. Only very experi- + Polearm 

f-flghter, cl-deric, tb- thelf, mu-magic-user 
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RUINS OF ADVENTURE 
This new role-playing game mcxiule from TSR 
is based on SSI's first official AD&D@ computer 
software release, Pool of Radiance. 

Once again, the FORGOTI'EN REALMST" 
Campaign Setting provides the backdrop for 
the thrilling adventure in the city of Phlan. Fifty 
years ago, the people of Phlcm were driven 
out by evil hordes. A bcmd of heroes (or are 
they ?!?) has arrived to help restore order. 

Pool of Radicmce computer role-playing game 
players will find additional clues and back­
ground information in TSR's Ruins of Adventure 
mcxiule, to enhance their adventures in the 
computer version of this mcxiule. 

Ruins of Adventure is 
now available at your 
local toy, book or 
hobby store. 
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