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0. THE GlWID RUINED TEMPLE 
Synopsis: Here the characters have their 
final confrontation with Tyranthraxus. The 
most potent member of The New Alliance 
plan to use his bond to annex the charac­
ters' bodies. However, Nameless sacrifices 
himself to temporarily free the party. The 
characters can then slice their way through 
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Tyranthraxus' minions and approach him. A 
cataclysmic battle ensues. The party closes 
the Pool of Radiance, kills Tyranthraxus -
and Is generously rewarded. 

The party should hoard Its strength and 
resources If it is to prevail in the final battle 
against Tyranthraxu5. 

Note: If you wish to fight the battles in 
Damer Falls - Including the fight against 
the Mulmaster Beholder Corps In Oxam's 
Tower -you must do so before eliminat­
ing Tyranthraxus. Once he's dead, you can­
not return to the Falls. Also, once you 
enter the Temple, you may not leave. 

Where You Can Rest: The party will be 
unable to rest anywnere In the temple. 

Map Locations 
1 Entry flail. When the party enters the 

main entrance hall, the sigils on the 
characters' forearms force them 
ahead. Tyranthraxus presents himself 
and leads them Into the chapel. There 
he prepares to use them as his new 
bodies, but Nameless temporarily 
frees the party from Tyranthraxus' 
control. He retreats and leaves his 
minions to battle the party. 

2 Chapel to Bane. 

3 Private Chapel to Bane. Run by a high 
priest unsympathetic to Tyranthraxus. 
His hostility doesn't help your charac­
ters, however, for the priest settles on 
their elimination as the best way to 
thwart Tyranthraxus. Attack and sub­
due the priest quickly, for he possess­
es multiple Hold Person spells. His 
Slay Living spell ls deadly. 

4 High Priest's Bedroom. 

5 High Priest's Office. 

6 Kitchen. The sewer from the ruins 
emerges here. It collapses once the 
party enters. 

7 Priest Barracks. Empty after 
Tyranthraxus sounds the alarm. 

8 Main flail. This central hall contains 
the stairway to the second floor. 

9 Margoyle .Barrac;ks. 

10 Hell Hound Kennel. More Creature 
quarters. 

11 Meditation Chapel. 

12 Priest Preparing Spell. The party's 
entrance disrupts his ceremony. 

13 f'ood storage Area. 

14 Embalming Area. 
15 Library. 

16 Storage Area. 

17 f'inal Door. It remains locked until the 
party has met Tyranthraxus at the 
Entry Hall. 

18 f'inal Battle. Here the final battle with 
Tyranthraxus unfolds. High Priests 
and Margoyles support Tyranthraxus 
against your party, making the fight 
very difficult. As triumph nears, you 
may use the Gauntlet of Moander to 
destroy the Pool of Radiance. 
Tyranthraxus dies the true death and 
the curse of the final azure bond 
vanishes. 

The battle against Tyranthraxus is the 
ultimate test for your party. 
Tyranthraxus can use a devastating 
lightning bolt once a round. His Priests 
and Margoyles are also potent. 

To win, have the party spread out and 
stay away from walls to avoid taking 
extra damage from lightning bolts. 
Magic-users should cast fireballs and 
Lightning Bolts to eliminate the 
Margoyles and harm the High Priests 
before they cast spells. Confusion 
spells may turn enemy creatures 
against each other, thus drawing away 
enemy attacks from the party. 

Your Hastened, Enlarged fighters 
should head straight for Tyranthraxus 
and try to kill him quickly. Magic-users 
should cast Hold Monster and Charm 
Monster against Tyranthraxus. If these 
spells work, your fighters' task will be 
eased. A high dexterity, Hastened 
fighter armed with Darts of the 
Hornets Nest will kill just about 
anything he can get close to. 

Note: Rangers with magic armor and 
magic bows are especially effective 
against Tyranthraxus. 

With Tyranthraxus' downfall, the fifth 
and final bond is released from your 
party. The characters have performed 
valiantly, releasing the hold of The 
New Alliance on the Forgotten 
Realms. 
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P. OVERLAND: 

• 
P. O\IERIAl'ID 
Sync>pSs: While travelling overland, your party 
may pass from some areas to dher specified 
areas. Different mcihods of travel may be 
l1'led, depending upon where you are. Several 
trails fe<iure speda1 events to OCC1.ll7i your 
party's <itmtlon. 

All towns have a Search Area option which 
allows entry into dungeons - but only after 
you've completed either Hap, Yulash or 
Zhentll Keep. You may leave any of the 
overland dungeons by searching for an exit 
at any point (with the exception of Oxam's 
Tower at Dagger Falls). 

Where You Can Rest: You may rest any­
where, though there's a small chance of an 
encounter every few hours. 
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Tilverton. Once the party has been thrown 
out of Tllverton, It cannot return. Your 
characters may, however, visit the Sewers 
and fight the monsters within, or use th.e 
thieves' training facility. 

Note.: the Sewers can only be exited 
through their proper exit, you will not auto­
matically find the way out If you search. 

Shadow Gap. This pass on the road to 
Tilverton has a new Inn. When the charac­
ters arrive, they find it under siege by 
Displacer Beasts. 

Tilver's Gap. Hippogriffs guard this pass 
and attack anyone who dares pass through. 

Q. SHADOWDALE 

(See maps, pp.:36 - :37) This Is the home of 
Elmlnster the Sage, who Is angry at 
Dracandros for using a symbol so similar 
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LEVEL 3 

• 
to his own. If the party visits the bar here, 
Elmlnster appears In disguise and reveals 
Information about Dracondros. 

A three level dungeon lies below. The 
daughter of a wealthy magistrate awaits 
rescue within. 

Note: The party need not enter these 
places. They are included mainly to chal­
lenge powerful parties. However, the bat­
tles you fight will add to your characters' 
experience points. 

Dagger Falls. The Zhentrlm bond the 
characters wear angers the Daooer Falls 
townsfolk. as the town Is very hostile to 
anyone from Zhentil Keep. Dagger Falls 
folk may befriend the party If It has warned 
the town of the Bugbear army, or rescued 
a farm from marauding Ettin. 
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Your party's explorations should tum up a 
tower, with caverns below, and a magic 
shop. A Bane priest controls the tower, 
while the Mulmaster Beholder Corp has 
occupied the cavern. The Beholder Corps 
has called a meeting of the realms' most 
dangerous creatures to talk over the dan­
gers of adventuring parties. Interrupting this 
conference provokes the deadliest fight in 
the game. The engagement challenges your 
high level characters. You need not prevail 
to succeed In your overall objectives. 

Note: To defeat the Beholder Corps, use 
the Dust of Disappearance on the party 
before the engagement. 
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K. OXAM' s TOWER 

Map Locations: 
Level 1 

1 The front door to Oxam 's Tower. 

2 stairs up to the 2nd level. 

3 Library filled with old books that 
crumble at your touch. 

4 Sitting Room. Search here to find ran­
dom treasure. 

5 Battle with Minotaurs. The door to the 
east leads Into the dungeons of 
Oxam. 

Level2 
1 Stairs down. 

2 stairs up. 

3 Bedroom. 

4 Bedroom. Search to find random 
treasure. 

Key: 

B 
WALL 

DOOR 

LEvEL6 

LEVEL 7 

Level3 
1 Stairs up/down. 

Level4 
1 stairs up/down. Image of High Priest 

of Bane. Otyugh fight. 

Level5 

1 Stairs up/down. Manticore fight if you 
remain in room. 

Level6 
1 Stairs up/down. 

Level 7 
1 stairs down. fight with High Priest of 

Bane, other priests, and otyughs. 

38 



• S. DUNGEON: . 

0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 

0 ,, 2 Key: 

1 B ~ 
2 WALL ARCHWAY 

3 B ~ 4 
DOOR SECRET 

5 5 DOOR 

6 

7 8 

8 

• 
S. DUNOEON 

!'lap Locations 
1 Entrance to Dungeon. 

2 Medusa and Ori/Tons. Treasure. 

3 Arrow Trap. 

4 Teleport to Entrance to Oxam's 
Tower(# 1 on Level 1). 

5 Otyugh fight. 

6 Surprised by fighters. 

7 Medusa. 

8 Oas Spore. 

9 Entrance to Caverns. 

T. CAVERl'IS 

Map Locations 
1 Entrance to Caverns. 

2 Entrance to Evil Convention Center. 

3 Beholder. 

4 Rakshasa disguised as Guards. 

5 Drow Lords. 

6 Three Beholders. 

7 Mu/master Beholder Corps. 

8 Treasury. 

9 Exit to the Overland Map. 
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• 
U. fln,LSf'AK 

This city Is at war with Zhentll Keep. As 
a result, the party's enby bearing the 
Zhentrlm s!gll leads to rotten treatment. 
The Innkeepers refuse your characters 
service. Everyone In the tavern picks 
fights with them. 

Exploring reveals an area of ruins and 
graveyards. The party may surprise bucca­
neers looking for a place to bury their loot. 

V. ASHAllENFORD 

(See map, p. 41) A two-level dungeon lies 
below this town. A madman has taken 
refuge here, protected by a mysterious 
Item of summoning. This lets him call 
upon various hostile creatures If the party 
discovers him. 

W. EssEJllBKA 

(See map, p. 43) Another split-level 
dungeon lies below this town. The owl­
bears which Inhabit the dungeon worship a 
drow mage. 

X. VOONLAK 

(See map, p.45) Exploring reveals an area 
of ruins where Cultists of Moander are per­
forming a ritual. 

Y. TusHWAVE 

(See map, p. 46) Exploring leads the party 
to an area of ruins and burial areas. River 
pirates are burying their loot here. 

Z. PHLAl'I 

(See map, p. 47) The party may find an 
area of ruins occupied by Red Plumes from 
Hillsfar and Zhentrlm terror troops. 
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LEVEL 2 

Wilderness between Shadowdale and 
Dagger Falls. Travelling by wilderness to 
Dagger Falls, the party comes upon a pack 
of Ettins raiding a farming community. 
Rescuing the farmers guarantees the 
party a favorable reaction upon arrival in 
Dag,ger Falls. 

Wilderness between Teshwave and 
Dagger Falls. Along this trail, the party will 
discover a path leading into the moun­
tains. There they learn that the Zhentrim 
have assembled an army of Bugbears and 
Wargs. The Zhentrim plan to send the army 
against Dag,ger Falls, then dispatch a 
'rescue' force to save the city. 

Tue party has arrived at a time when the 
Zhentrim were expecting a mercenaiy 
band. Their orders are to turn command 
over to the mercenaries and avoid respon­
sibility for the Intended assault. Once in 
charge, your characters can either slip away 
and warn Daooer Falls, march on Daooer 
Falls or Teshwave, or attack the Bugbear 
commanders. Warning Daooer Falls gives 
the city time to mobilize and thwart the 
offensive. Marching on Teshwave destroys 
the Zhentrim rescue force and the bugbear 
army. Marching on Daooer Falls starts a 
fight with the Bugbear commanders. 

Boating. Tue rivers and Inner sea are full 
of pirates, so embarking on a boat trip may 
well lead to an encounter with these fresh­
water Buccaneers. Tue only exception is 
the Ashaben River, kept clear by the 
Knights of Myth Drannor., 

Wiiderness between Mistledale and 
Shadowdale. Tue wetter areas along the 
river are Infested with Lizard Men. In the 
drier sections, patrols of Knights of Myth 
Drannor will shadow the party. They are not 
hostile and will avoid combat. 

The roads between Mistledale and 
Hillsfar. These roads cut through dense 
forest, perfect sites for ambush. Fire 
Knife assassins will attempt to waylay the 
party here. 

Wilderness between the Standing 
Stones and Essembra. This walk leads 
through the Vale of Lost Voices, which is 
presently home to a community of 

Centaurs. They are friendly and will aid the 
party In Its travels. 

Tue Standing Stones. A projection of 
Tyranthraxus waits here, disguised as a 
robed human. He will give the characters 
hints to where the other members of the 
Alliance are. It is Tyranthraxus' intention to 
have the party defeat the others and bring 
him the artifacts. Tue party cannot harm 
him here. 

Tue forest near the Standing stones is 
filled with many dangerous creatures. 
Patrolling the forest allows the party to 
meet and combat these lurking foes. If you 
find lairs, you may discover magic items. 

Wilderness near Yulash. Tue green robed 
cultists of Moander prowl the wilderness, 
keeping an eye out for the party. They will 
trail them to Yulash- but never attack. 
Once the party destroys the Cult of 
Moander, the cultists disappear. 

Between Voonlar and Yulash. Tue party 
discovers the Road of Moander, left by the 
slime-god in his last Incarnation. A pile of 
organic material, animated by Moander, 
lies at the end of this road. 

This mass of garbage Is now a monster-lair. 
Besides Its noteworthy odor, nothing of 
value resides here. 

Roads under Zhentil Keep control • 
Troops patrol these roads heavily. Tuey let 
the party pass If its members still bear the 
Zhentrim bond. Otherwise, they attack the 
party. 

Road between Yulash and Hillsfar. Red 
Plume troops patrol this road and show 
great hostility to the characters if they bear 
the Zhentrim bond. Otherwise, they let the 
party pass. 

Wilderness between Essembra and Hap. 
As the party approaches Hap for the first 
time, three Black Dragons confront it. 
Once the characters have defeated 
Dracandros in Hap, they meet Crimdrac 
the Dracolich here - unless Crimdrac was 
slain in the caves. Otherwise, they move 
on towards &sembra unhindered. 
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SPECIAL ITEMS AND WHERE 
THEY CAN BE. FOUND 
Dust of Disappearance: Use this item just 
before a battle that you feel you cannot 
win any other way. Dust of Disappearance 
provides invisibility that has a greater 
duration than the regular invisibility spells 
and remains active even If you attack. This 
Item can only be used once, and there Is 
only one such Item in the game .. Use with 
caution. The Dust is found in the Thieves 
Guild Treasure Room. 

Gauntlets of Dexterity: These increase 
the owners dexterity by 1 point (even in 
excess of 18) and allow the wearer to pick 
pockets or open locks as a 4th level thief. If 
the owner is already a thief, his ability to 
pick pockets and open locks is increased 
by 10%. This item is found in the 
Salamander Caverns (in the Drow Caves). 

Necklace of Missiles: This item allows 
anyone to throw fireballs. It must be worn 
(readied) to be used. It is very good for 
clerics as they are often not as useful in 
melee and can't otherwise cast fireball. 
found in the fire Knives Armory. 

Ring of WLZardry: This doubles the num­
ber of lst, 2nd, and 3rd level spells that a 
magic-user may memorize. It can be found 
with Dracandros after his defeat. 

Wand of Fireballs: This item casts a fire­
ball. It can provide extra firepower if your 
Magic-User is low on spells. found with 
Dracandros after his defeat. 

Wand of Defoliation: Only effective 
against vegetable creatures such as the 
Shambling Mounds and Vegepygmles. 
found on the cleric's body in Yulash. 

Wand of Lightning: It allows the wielder 
to throw lightning bolts as in the spell. 
WARNING: Casting lightning against 
Shambling Mounds only makes them big­
ger! found on the Cleric's body in Yulash. 

Bractts AC4 and AC2: Your thieves and 
magic-users are extremely vulnerable 
because they cannot wear armor. Use the 
bracers to raise your base armor class. 
Bracers cannot be used In conjunction 
with armor. You can, however, use them in 
conjunction with other magical protection 
devices (such as Rings of Protection). The 
Bracers of AC4 can be found In the Troll 
Treasure in the Sewers of Tilverton. The 
Bracers of AC2 can be obtained from 
Zhentrim Marauders In Yulash. 

BracttS of Defenselessness: These look 
exactly like Bracers of AC4. WARNING: This 
item is cursed! It drops the AC of the wear­
ing character to AClO. Use a Remove 
Curse to get this item off. Found In the fire 
Knives' Armory. 

Cloak of Displacement: When worn 
(readied), it reduces the AC of the wearer 
by 2 (In addition to any other protections). 
It also makes the first attack directed at 
the wearer in a combat miss. 

Robe of Powerlessness: WARNING!!!!! 
This Is a cursed item! This robe will reduce 
your Intelligence and strength to 3. Use 
Remove Curse to get rid of the item. found 
with Dracandros after you defeat him. 

Elfin Chain: The only kind of armor (other 
than leather) that thieves can wear and still 
keep all of their thieving abilities. It is very 
light and does not affect encumbrance. 
Acts as normal chain-mail otherwise. 
found In the fire Knives' Armory . 

Platemail +3: The best protection you can 
get. There Is a set worn by the Dark Elf 
Lord In the Wizard's Tower and another 
worn by Moglon In the Pit of Moander. 
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Note: All encounters in the 
Voonlar Ruins are random 

• 
Sword + 1, Flame Tongue: Great against 
trolls. found in the fire Knives' Armory. 

Sword +3, Frost Brand: This sword Is 
counted as +6 against fire-using or dwelling 
creatures. It works very well against 
Salamanders and Is found In the fire 
Knives Armory. 

Mace + 2, Flail + 2: Handy for your clerics. 
found in the Fire Knives' Armory. 
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Longsword +2 Draconslayen When 
wielded against a Black Dragon. it does 
triple damage (.3-.36 +4 points of damage). 
otherwise, it Is just a regular +2 longsword. 
found In the Salamander Caverns (in the 
Drow Caves). 

Sword +2, Berserking: This sword forces 
the wielder to go berserk. He will attack 
the nearest target. friend or foe. It is 
CURSED. so use the Remove Curse spell to 
be rid of It. It can be found In the treasure 
In the Dark Shrine in Zhentil Keep. 

Sword +3: This can be found in the dying 
man's treasure in Myth Drannor. 

Y. TusHWAVE RUINS: 
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Mace +3: found in the Salamander 
Caverns (in the Drow Caves), this can be a 
very useful weapon for your cleric. 

Drow Items: All of these items are of a 
magical nature. They include a +5 sword, a 
number of +.3 swords, and many sets of +.3 
chalnmall. However. all of these Items will 
dlsapi)ear and fade In the sun as soon as 
you exit the areas where the Drow are. 
They can be found on the Drow. 

Girdle of Storm Giant Strength: The 
wearer of this item gains a strength of 24 
and the appropriate hit and damage 
bonuses this gives (a +6 to hit bonus and a 

+ 12 to damage!!). This powerful item can 
be found in the dying man's treasure In 
Myth Drannor. 

A final note on the ROYAL TREASURES of 
MYfH DRANNOR: 

Respond correctly to the spirits of the 
Elves and you will receive a good treasure 
that Includes: 

RING Of INVISIBILl1Y 
BLESSED CROSSBOW BOLTS (12) -
effective against Rakshasa 
CROSSBOW +5 
RING Of PROTECTION +2 
STAFF SUNG +.3 

If you do not respond correctly. you will 
receive the following CURSED treasure: 

ARMOR Of VULNERABIU1Y 
GAUNTLETS Of FUMBLING 
BRACERS Of DEFENSELESSNESS 
HAT Of STUPIDl1Y 
ROBE Of POWERLESSNESS 
ROBE Of VERMIN 
SWORD -2. CURSED 
SWORD +2, BERSERKING 
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• z. PttLAN RUINS: 

10 

11 

12 

13 

14 

15 

16 

17 

18 

19 

0 1 2 3 4 5 6 7 8 

--
, .................. .. 

-o 
..................... 

I 

) 

_ . ........... , .............. , ............ , ........... . 

:~l:··to----

9 10 11 12 13 :n 
3-l~:t: 

.·.·.·.·.::: .. ,· . · .·.·~=~ .... ·.·.· 
~:=:::: .::;;a 

::: _ ::: 

14 15 16 17 18 
Key: 

B 
WALL 

~ 
DOOR 

ARCHWAY 

ALTAR 

IMPASSABLE 
AREA 

Note: All 
encounters 
in the 
Phlan Ruins 
are random 

• 
GENERAL HINI'S: 
After combat, loot your fallen opponents. 
Use the Detect Magic spell to find out if 
your foes had magic items. You can take a 
chance and have a character take an item 
and ready it. By comparing his 1liACO, AC, 
or DAMAGE before and after he readies the 
item, try to tell if there Is something special 
about it. Some Items are cursed, so keep a 
Remove Curse Spell handy if you do this. 

To find out what an item is, take it to a 
shop and have it identified. There are 
shops In most minor towns in the Overland. 

Keep an eye on your spells. Big battles can 
occur at almost any time, so be prepared. 

Save your game often. Use multiple save 
games. Non-IBM users should have at least 
two separate save game disks and alternate 
between them. 
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T;ake heart, wemy one, your 
search for the creato.rs of the 

curse which ensnares your will is 
closer to an end than you think/ 
This store of knowledge will tip 
the scales of power in your favor ... 
A complete player's guide to SSI's CURSE or 
TI1E AzuRE BoNos computer adventure game, 
this clue book is an invaluable aid to the 
avid player. It contains: . 
• Winning game strategies, including tips 

on choosing the best character clas.5es 
and races for the optimum party. 

• Hints on how to defeat each of the 
many powerful monsters that you will 
encounter, such as Shambling Mounds, 
Dracolichs and Beholders (to name 
just a few). 

• Detailed maps to all the locations in 
the game with general guidelines 
on how to get started, and where to go. 

• Secrets that will help you free yourself 
from each of the five a~ursed · 
Azure Bondsl 
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