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• Locations & Events 

Level 1 

Skeletal warriors, revenants, and greater feyrs prowl the corridors and cham­
bers of the Crypt, attacking the characters whenever they are encountered. 
Though the characters are free to leave the crypt, they find the Drax.ans pre­
pared for them when they return. 

1 The party enters the Crypt through a secret entrance. The other side 
of the entrance is at location 3 7 in 1)'r. 

2 A Drax.an templar who was about to leave turns and flees to location 3 
as soon as he sees the party. The party should catch him before he can 
sound the alarm. It is possible to interrogate him and convince him to 
leave sounding the alarm. The party should be very aggressive, 

since the lies if he thinks the party does not follow up 
on its threats. He has information about Nnamdi, the Lord Warrior, the 
Drax.ans on the lower level, and Kovar. Killing the templar prevents the 
alarm from being sounded, but the party does not get the information. 
If the party lets him go, it can watch him to discover the entrance to the 
lower tunnels at location 3, even though the Drax.ans are alerted. 

3 The party may descend through the niche in the wall to location 22 on 
level 2 of the Crypt. If the templar from location 2 reaches this niche, 
he alerts the other Drax.ans to the party's presence. They then send out 
a force to stop the party and prepare defenses in the lower tunnels. 

4 

5 

6 

The party can climb down this niche to location 23 on level 2 of the 
Crypt. If the Drax.ans have been alerted, a group of Draxan warriors 
and templars attack the party when it descends. 

The characters can climb through the grates into a chamber below. If 
the step on the grate, they may fall through into the cham­

Giant skeletons attack the characters the first time they descend 
into the chamber, and there are random treasures and monsters in the 
niches. The characte:s must use a grappling hook to climb out. If they 
do not have a grappling hook, they can find one in one of the niches. 

Kovar, 1)'rian high templar captured by the Lord Warrior, is chained 
up in this room. Freeing him earns his grudging appreciation and he 
tells the party about the Lord Warrior and the Crypt. If the party asks 
Kovar about the Lord Warrior being a renegade, he gives the charac­
ters a scrap of paper torn from the Lord Warrior's diary which the 
party must show Jumah in order to convince him to leave the Crypt. 
Once Kovar is freed, he follows the party. 

.. .. mllil ................ llmiiil ..................... 05 

7 

8 

9 

10 

11 

12 

13 

14 

15 

16 

17 

18 

19 

The characters can climb into the grate holes at these locations. 
Nnamdi can be found in the pit under these grates. The grates are not 
trapped. A giant snake nest is in the pit where Nnamdi is trapped. In 
order to rescue Nnamdi, the characters should kill the snakes before 
they attack. There are random treasures and monsters in the niches 
in the chamber. The characters must use a grappling hook to climb 
out of the chamber. If the characters do not have a grappling hook, 
they can find one in one of the niches. 

This is the Hall of Heroes where the best warriors of the ancient Tyr were 
laid to rest to guard their king. Several Drax.an templars and warriors are 
guarding this room now. They attack the party when it enters the room. 

The party may listen at the floor grates in this room to overhear a 
conversation between Jumah and one of his subordinates. These 
grates cannot be opened and are trapped. 

The door to the Hall of Heroes is locked. The party must retrieve the key 
from Jumah's office at location 28 on level 2 in order to open the door. 

The grates at these locations are trapped. If a thief is the active char­
acter, the trap may be disarmed. 

The party finds random treasure in these niches. 

Giant skeletons attack the characters if they look in this niche. If the 
characters look in the niche a second time, however, they find two 
magic scrolls. 

The party finds random monsters in these niches. 

This grate cannot be opened; it is not trapped. 

The party can find a psionic bracelet of mind bar and a magical star 
fruit in this niche. 

The party can find several magical fruits in this niche. 

If the party searches any of the sarcophagi at these locations, a skele­
tal warrior emerges and attacks. 

The party can descend through this niche into a chamber below. 
Greater feyrs attack the party when it arrives. The niche on the far right 
of the chamber takes the party back to level 1. The second niche from 
the left leads to another chamber where the party can find a potion of 
invisibility to undead and a potion of cure serious wounds, as well as a 
pile of gems and coins. Skeletal warriors guard the treasure. The party 
must climb into the niche second from the right to return to the first 
chamber. The other niches in these chambers contain random treasure. 
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20 The doors to the King's House are protected by lightning. The party must 
use the lightning rod from location 2 7 on level 2 of the Crypt to deacti­
vate the lightning. When the party uses the lightning rod, it becomes a 
wand of lightning with one charge and the doors are opened. Entering 
the doors takes the party to location 29 on level 3 of the Crypt. 

21 If the party stands next to the wall at this location, it can break through 
the wall to a chamber beneath the King's House. There, the party finds 
the dead bodies of the team from Urik, along with a sleeping earth drake 
and a campfire ring where the characters can rest. If the party searches, 
it finds a magical star fruit a lotulis +2, arrows +3, a psionic bracelet of 
inertial barrier, and a one use scroll of chain lightning. If the party uses 
the campfire ring in this chamber, the earth drake may awaken and 
attack. The party can return to the Hall of Heroes by climbing into the 
second niche from the left. The other niches contain random treasure. 

Level 2 

22 The niche on the north wall takes the party to location 3 on level 1 of 
the Crypt. If the Draxans have been alerted to the party's presence, a 
large contingent of them attack. 

23 The niche on the north wall takes the party to location 4 on level 1 of 
the Crypt. 

24 These niches are empty. 

25 These rooms are barracks for the Draxans. The Draxan warriors and 
templars attack if they see the party. 

26 Jumah, the high templar commanding the Draxans in Tyr, is in this 
room. He realizes the characters are more than a match for him, but 
nevertheless tries to convince them that their cause is hopeless. If the 
characters play against Jumah's loyalty to the Dragon of Ur Draxa 
using the scrap of paper from the Lord Warrior's diary that they get 
from Kovar, they can convince him that the Lord Warrior's defeat is 
also in his best interest. Jumah then tells the characters that the light­
ning rod, which opens the door at location 20 of level 1, is in his pri­
vate study at location 27, and calls off the other Draxan templars. 

2 7 The niche at this location takes the party to the chamber below which 
Jumah uses as his private study. The party can disarm the trap in the 
niche on the far left if Jumah was cooperative and told the party 
about the trap, or if the active character is a thief and successfully 
disarms it. Once the trap has been disarmed, or triggered, the party 
can find the lightning rod which opens the doors at location 20 on 
level 1. The second niche from the left contains a scroll of dispel 
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magic, while the niche on the far right contains random treasure. The 
second niche from the right takes the party back to Jumah's room. 
Unless the party obtained Jumah's permission to take the lightning 
rod, a group of Draxan warriors and templars attack. 

28 The key to the door at location 10 on level 1 is under the table. 

Level 3 

29 The stairs at this location lead back to the Hall of Heroes at location 
20 on level 1. When the party first enters, it finds the Lord Warrior 
preparing to leave for the Temple of the Cosmos. If Kovar is with the 
party, the Lord Warrior directs his anger at the templar. In either case, 
the Lord Warrior steps through the portal, leaving giant skeletons and 
skeletal warriors to fight the party. If the characters did not make a 
deal with Jumah, Draxan templars are also at this location to fight. If 
the characters leave the Crypt, they find obsidian golems and other 
monsters at this location when they return. 

30 The Lord Warrior's diary. 

31 If the party searches the sarcophagus at this location, it finds the 
Rune Staff, a quarterstaff +3. Behind the sarcophagus is a scroll in 
which the Lord Warrior has detailed his efforts to gain control of the 
Temple of the Cosmos and to awaken the Tarrasque. 

32 The party can use the Rune Staff it found at location 31 on the pyre to 
create an elemental rune of fire. 

33 The party can use the Rune Staff it found at location 31 on the bel­
lows to create an elemental rune of air. 

34 The party can use the Rune Staff it found at location 31 on the rock to 
create an elemental rune of earth. 

35 The party can use the Rune Staff it found at location 31 on the basin 
to create an elemental rune of water. 

36 The portal at this location can be activated by placing the four run~s 
from locations 32-35 in the matching section of the arch. Once acti­
vated, the party can step through the portal and be taken to location 1 
in the Temple of the Cosmos region. Note, however, that once the party 
steps through, there is no way back. Also, if the party does not have 
Promere's Hammer, the Lyre of the Winds, the Cup of Life, or the Fire 
Ruby in their possession, an imbalance between the elemental spheres 
is created and the party cannot pass through to the Temple of the 
Cosmos. If this happens, the characters can make more runes in the 
manner described above, and try again when they have all four items. 
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t TEMPLE OF THE COSMOS 
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Synopsis 
The Temple of the Cosmos, a ring of megaliths in the middle of a forest, is a focus 
of elemental energy on the world of Athas. The Lord Warrior needs the Temple of 
the Cosmos in order to draw enough power to break the imprisoning spell of the 
Urn of Utatci which holds the Tarrasque. 

Aravinda, a pyreen, came to the temple when its guardian was slain by the Lord 
Warrior, but she too was beaten, almost to the point of death, by the Lord 
Warrior. She can sacrifice the last of her strength to heal the party and thus rid 
Athas of the Tarrasque and Lord Warrior. She is also able to tell the party about 
the temple and the statues. If the party declines her offer of healing, she fights on 
the party's side anyway. 

When the party makes it to the ring of stones, the Lord Warrior is swelled with 
power and he dismisses the party as insignificant as he releases the Tarrasque. 
He finishes the ritual, which blasts the surrounding region as his defiler magic 
saps the life from the land. 

All appears lost and a desperate battle ensues, but defeating the Tarrasque and 
Lord Warrior is only half the battle. A piece of the Tarrasque ~oats to the central 
altar where the Urn of Utatci is placed, and the Tarrasque begins to regenerate. 
The party must use the four artifacts with the statues of the elements which ani­
mate and encircle the altar. The statues use their elemental energy to imprison 
the Tarrasque, hopefully forever. 

Non-Player Characters in This Region 

Aravinda 
Location 2 
Aravinda is a female pyreen. She came to the Temple of the Cosmos when she 
felt the death of the druid who guarded the temple. The Lord Warrior, however, 
was too strong for her and drove her away. When the party meets her, she is 
half-dead from her fight with the Lord Warrior. Aravinda heals the party at the 
cost of her life, or follows the party and helps it fight. Aravinda has crucial 
information about how the party can seal the Tarrasque in the Um of Utatci. 

Lord Warrior 
Location 9 
The Lord Warrior is a male kaisharga. In life, the Lord Warrior was a 15th­
level templar, 20th-level defiler. The Lord Warrior came to the Temple of the 
Cosmos in order to complete his plan to awaken the Tarrasque as a means of 
escaping the Dragon of Ur Draxa and establishing himself as an equally pow­
erful force on Athas. The party wants to be careful when attacking the Lord 
Warrior since he has cast fire shield on himself. 
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• Locations and Events 

I This is where the party appears after coming through the portal in the 
Crypt. When the party first arrives, a shambling mound moves from 
the underbrush and attacks. 

2 Aravinda, the pyreen protector of the Temple of Cosmos, is struggling 
along the path after an unsuccessful attempt to stop the Lord Warrior. 
She calls to the characters for help and explains how to enter the temple 
and what the they must do to seal the Tarrasque in the Um of Utatci. She 
is badly wounded, but offers to use the last of her strength in order to 
heal the characters before their battle with the Tarrasque. If, in a gesture 
of heroism, the characters refuse her offer, Aravinda follows them and 
gives them advice which may help in the fight against the Lord Warrior. 

3 Shambling mounds hide in the bushes at these locations, waiting to 
ambush the unwary. 

4 

5 

6 

The skeletal warriors who took the Cosmic Scepter from Aravinda 
patrol the path circling the temple. The party must find and defeat 
this group to retrieve the Cosmic Scepter, found on the leader's body. 
The Cosmic Scepter is used to lower the magic field at any of the four 
gates into the temple. 

This gate to the Temple of the Cosmos is attuned to the element of air. 
Two greater air elementals guard the gate. The party must use the 
Cosmic Scepter it retrieved from the skeletal warriors at location 4 on the 
capstone of the gate to lower the magical field which blocks entry into 
the temple. If the active character is a druid or cleric of the elemental 
sphere of air, he or she may be able to call upon the elemental forces to 
summon an air elemental. If the active character is not a druid or cleric 
of the appropriate sphere, greater elementals appear and attack the 
party. Once the magical field is lowered, the party may enter the temple 
where the Lord Warrior is performing the ritual to awaken the Tarrasque. 

This gate to the Temple of the Cosmos is attuned to the element of 
fire . 1\vo greater fire elementals guard the gate. This gate operates in 
the same manner as the gate at location 5. 
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7 

8 

9 

This gate to the Temple of the Cosmos is attuned to the element of 
earth. Two greater earth elementals guard the gate. The gate operates 
in the same manner as the gate at location 5. 

This gate to the Temple of the Cosmos is attuned to the element of 
water. 1\vo greater water elementals guard the gate. The gate operates 
in the same manner as the gate at location 5. 

The statues at the center of the temple are the source of elemental power, 
placed there to guard against the Tarrasque eons ago. The Lord Warrior, 
however, has corrupted that power, and as the party steps into the tem­
ple, he releases the Tarrasque with a blast of defiler magic which leaves 
the entire area devastated. Once the Tarrasque has arisen, the gates lock 
and the party must defeat the Lord Warrior and the Tarrasque. The Lord 
Warrior has also summoned skeletal warriors, and the greater elementals 
at the gates join the battle as well. Be careful when attacking the Lord 
Warrior because he has cast fire shield on himself. 

As soon as the battle is over, the party must use Promere's Hammer, 
the Fire Ruby, the Lyre of the Winds , and the Cup of Life on the appro­
priate statues. If the party does not replace the artifacts quickly, the 
Tarrasque reforms and attacks again. When all four artifacts have 
been returned, the Tarrasque is safely sealed within the Urn of Utatci. 

Congratulations, the party wins! 
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t UNDER TYR (THE SORROWS) 

Synopsis 

Before the city of Tyr was ravaged by the Dragon, before Athas underwent a 
transfonnation to a desert waste, there existed another city of Tyr, Old Tyr. 

This older city was destroyed in the cataclysm that transfonned Athas, and the 
new city was erected on top of it. Nevertheless, there are still some areas of the 
old city that are accessible from above. Many of these areas are homes to mon­
sters and creatures who fear the daylight. Other areas have been cleaned out 
and are now homes for bands of thieves. Vast riches still lie below the streets 
of Tyr, for any of those that are strong or foolish enough to brave the monsters 
that protect them. 

.. .. .a ............ illl .... lm ..... 1111 ............. 3 

Non-Player Charaders in This Region 

Gargal 
Location 2 
Gargal is an 8th-level human fighter, part of Shandel's group. Gargal lets the 
party into the sorrows if it shows pity for the predicament his band is in, then 
he asks if the party can help them. Otherwise, the party has to pay him SOO 
ceramic pieces to enter. 

Frangel 
Location 3 
Frangel is an 8th-level human fighter who was put in charge because of his 
bright wit. Frangel guards the entrance to the garbage area where everyone 
has been hearing strange sounds. The party can only pass Frangel after it has 
gotten permission from Shandel to look into the strange sounds. 

Trash Guards 
Location 4 
These are 8th-level humans who are members of Shandel's band that have 
been posted to guard duty. The guards offer only vague information. 

Shandel 
Location 5 
Shandel is a mu! fighter who has organized some of Tyr's rabble into a group 
and taught them how to work together to survive. After a confrontation with 
another gang, Shandel brought his people down into Under Tyr to escape the 
other gangs that were threatening their existence. The character needs to talk to 
Shandel before they are allowed into the trash area at location 3. Once they face 
the umber hulks and return to tell Shandel, more umber hulks break through the 
west wall at location 10 and capture the citizens at location 9. Once the charac­
ters agree to rescue his people, Shandel gives them a staff sling +3. 

Ladle 
Location 6 
Ladle is a dwarven cook. He was one of Shandel's good friends, so when 
Shandel fled to the Sorrows, Ladle came with him. He serves as the healer for 
the group. Ladle can heal the party if it asks him. 

Citizens 
Location 9 
The citizens are 3rd-level human fighters. The weaker members of Shandel's 
band, they are currently clearing some trash from what they believe is a pas­
sage to another part of the Sorrows. These citizens are the ones that are cap­
tured by umber hulks when they burst through the west wall. 
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t Locations and Events 
1 This passage takes the party back up to the City of fyr, location 11 . 

2 

3 

Gargal the door guard blocks the entrance to the Sorrows until the 
party has paid him, attacked him, or asked him to help Shandel out. 

Frangel has been sent to watch the trash area and control access. 
After getting permission from Shandel at location 5 the party can 
enter this area. 

4 Other guards, also on trash guard duty. 

5 Shandel, who is bedridden because of two broken legs. 

6 Ladle. 

7 Several of Shandel's group are in these beds, recovering from wounds. 

8 This is the hole that Shandel has asked the party to check out. 
Upon close examination, a trio of umber hulks burst out of the 
hole and attack. 

9 Some of Shandel's people, clearing away some trash. 

10 This is where the umber hulks burst from the wall. They carry away 
the citizens and retreat into the ancient temple. The entrance to the 
temple can be found by wading through the trash. 

So"ows Temple 
This temple has been buried under fyr for centuries. Many creatures frequent 
this area. In fact, there are so many creatures that the supply seems endless -
it is. There are always creatures in the Sorrows temple, and there are different 
ones each time the party enters it. The list of monsters includes greater feyrs, 
umber hulks, aurumvoraxes, and revenants. 

Treasure is also scattered throughout the level randomly. Skeletons may also 
hold treasure some are easier to loot than others. There are also chests located 
throughout the level. There is a 70% chance that any given chest has a trap on 
it on first inspection. Having a skilled thief in the party is the only reliable way 
to detect traps. Be careful, for some of the traps can be deadly! 

11 At this point the characters can go back into the Sorrows. If the char­
acters have escorted the citizen from location 14 to here, when he 
leaves, he'll give them part of the coffer key for location 18 and they 
get a 10,000 experience point bonus when he exits. 
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12 

13 

14 

15 

16 

17 

18 

19 

20 

If the citizen at Location 14 is still alive, the party hears him crying 
for help. 

Umber hulks burst from the walls and attack. 

One of Shandel's party is trapped. The party needs to stand close to 
him in order to rescue him. Refusing to help causes his death . If the 
citizen gets to the exit, he gives the party part of the coffer-key for 
location 18. If he dies, the key piece is on or near his body. 

If the citizen from location 14 is being escorted to the exit, more 
umber hulks burst from the walls. 

The skeleton in this room calls six revenants when searched. 
Searching again, after the battle, another part of the coffer key for 
location 18 is found on the skeleton. 

Revenant guards appear as the party approaches the interior of 
the temple. 

Opening the coffer, the party receives Bloodletter, a +4 sword. 
However, this sword penalizes the user +4 Armor Class when in use. 
The guardians of the temple - four obsidian golems - activate when 
the coffer opens. If the party puts the two pieces of the coffer key 
together from location 16 and location 14 and uses the whole key on 
the coffer, the golems do not activate. 

This book tells the tale of Bloodletter's effect on the defender of 
the temple. 

Using a pick on this trash pile 40-50 times awards the party 15 ,000 
experience points. 
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•MOSAIC ADVENTURES 

Synopsis 

The Chandelier of Ancestry 
This ~o?m us~d to be an ancient banquet hall. The Chandelier of Ancestry was a 
benef1c1al art1fact used by the king of the land, now Ludwig the shadow. Until the 
Chandelier is repaired, any living form that enters its infiuence can be shattered into 
six pieces_, called Soul Shards, which attack all remaining living creatures. To fix the 
Chandelier, the party must put all of the shards into the Chandelier. 

The Confused Wizard 
Ikibod needs to find the formula which allows him to escape his magical prison. 
The party must put the ingredients which are scattered around the room into the 
pot at location 6 in the proper order. 
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The Museum 
This room used to be part of an ancient castle. The busts in the room represent 
past rulers of the land. To escape the room, each bust must be properly manipu­
lated. 

The Maze 
One of the few tapestries that connects two areas on Athas, the maze connects the 
Pyramid to the Jann Tribe region. The Draxans use this corridor to sneak kidnap­
pers into the camp of the jann, in order to steal Magnolia. Unfortunately for the 
Draxans, there is a strange side effect in this area which causes amnesia. 
Elsewhere, two champions are fighting, similarly affected by the amnesia. 

Non-Player Characters in This Region 

Asquir 
Location 2 
Asquir is trapped until the Chandelier is repaired. Asquir interferes with the 
characters when they try to talk to Ludwig, unless he is placated. 

Ludwig 
Location 4 
The former king of the land which has been devastated. Like Asquir, Ludwig is 
trapped by the broken Chandelier. Ludwig, over the course of the battle, tells 
the characters his life story and eventually tells the party how to get out. 

Ikibod 
Location 7 
Ikibod is a confused wizard who has been trapped and searches for the for­
mula to free himself. Ikibod can't really help the party because of the curse 
that's been placed on him. 

Fletch 
Location 18 
An old man who can no longer talk, Fletch was dusting the busts when the room 
was sealed off and he never found out how to get out. Because Fletch is limited to 
answering yes or no questions, he has little information. 1 tap - I don't know; 2 
taps - yes; 3 taps - no; 4 taps - he can't answer that question with "yes" or "no". 

The Parrot 
Location 19 
A parrot which is trapped like Fletch. The parrot has a number of valuable clues 
about how to solve the puzzle. If the characters feed the parrot crackers, the par­
rot automatically answers the next few questions correctly. If the lead character is 
a druid, he or she may be able speak to it, and possibly glean more information. 
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Hiuwar 
Location 22 
A champion from another land, fighting for the honor of his people. He 
believes that Quelle's people stole some gold from them. As it turns out, 
Quelle's people are allergic to gold, so they couldn't have stolen it. 

Quelle 
Location 22 
Quelle is a champion from a far land but has been affected by the amnesia of 
the Maze, and therefore doesn't know enough to settle his dispute with Hiuwar. 

Magnolia 
Location 23 
The same Magnolia the party met in Humbleton and the Jann Tribe regions, 
but this time with amnesia. Magnolia has been kidnapped. Magnolia thinks 
that the Draxans that kidnapped her are her friends. She is much more likely 
to help the characters if they agree to help the Draxans too. 

• Locations and Events 
1 

2 

3 

4 

5 

6 

7 

8 

Leads to the Veiled Alliance Headquarters at location 13, after the 
Chandelier at location 3 has been repaired. 

Asquir interferes with the characters talking to Ludwig, unless he is 
placated. 

The broken Chandelier can be repaired as soon as all of the shards on 
the ground are added to the broken mass. 

Ludwig, the insane, dead king. When the Chandelier is repaired, he is 
healed and disappears. Before he goes, however, he leaves a crystal 
shard on the ground for the characters, which can be forged into the 
Crystal Sword in the Volcano Wings. 

A magical tapestry, which leads to 'fyr at location 31 after the ingredi­
ents have been added into the pot at 6 in the proper order. 

This is the pot where the ingredients must be added. The proper order 
is: Baya Leaves, Erdlu's Blood, Randar's Powder, Hirvelian Herb, 
Bartini's Elixer, Gavinalia Blossom, and Sethuli Oil. 

Ikibod and Ikibod's book. Ikibod explains his problem to the charac­
ters, and recommends that they help, as they're trapped too. He dili­
gently writes in his book any answers that the party finds. 

The magic scales reveal some of the clues to the puzzle if different 
ingredients are placed upon it and the results are read. 
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9 

10 

11 

12 

13 

14 

15 

16 

17 

18 

19 

20 

21 

22 

23 

24 

Take the book from under the bookcase at location 17 and put it on 
the bust of Biblid. 

Take the sheet from under the parrot at location 19 and put it over the 
bust of Tamind. 

Take the mirror from the ground and put it on the bust of Finali. 

Leave the bust of Terris alone. 

Take the bust of Horace off of his stand and place him on the empty 
stand at location 16, after the characters have taken Ellith off. 

Put the bag of money from the ground in the slot on the top of 
Kaldumeir's head. 

Break the bust of Khildril. 

Take the bust of Ellith off of the pedestal and put it in the characters' 
inventory. 

This bookcase is moveable. Under it is the book used with Biblid. 

Fletch, who knows very little. 

The parrot, who has quite a bit of information if a druid talks to it or 
another character feeds him some crackers. The sheet to be put on 
Tamind is found at the base of the parrot's perch. 

After all of the busts in locations 9 to 16 have been manipulated, add 
all of the pieces of the mirror which are scattered about the room to 
the broken mirror. This repairs it. The party can then go back to the 
Veiled Alliance Headquarters at location 14. 

Leads to the Pyramid at location 24. Magnolia waits for the party in 
the maze and the Draxan soldiers disappear if the characters use this 
exit while Magnolia is following them. The cabinet in the Pyramid 
returns the party to the Mosaic. 

Hiuwar and Quelle, who are in a never-ending combat. The characters 
can solve their problem by: 1) Finding out Quelle's name from Hiuwar, 
and the fact that he stole gold. 2) Finding out from Quelle that Hiuwar is 
using a "poisoned" weapon. 3) Finding out from Hiuwar that the sword 
is made with gold. At this point, Quelle mentions that he coulc.:n't have 
possibly stolen gold, for it is poisonous to his people, and the fight stops. 

Magnolia and the Draxan soldiers. No one.remembers anything,. so 
the party can convince the group to follow it to s~fety. At that pomt 
Magnolia remembers and orders the Draxans slam. 

Exit to the Jann Tribe region, location 2. 
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• TREASURE GUIDE • 
The following pages list the majority of magical items found in WAKE OF THE 
RAVAGER. If an item's special ability is similar to that of a spell, please refer to 
the appropriate spell description in the rule book for information on what that 
spell does. Items are divided by type, so all rings are listed together, all wands, 
together, all fruit together, etc. 

•Armor 
The characters must wear armor on the appropriate parts of their body to get the 
desired effects. Simply carrying them around in the their inventories won't do. 

NAME 

Helm +I 
Helm +3 
Helm of Domination 
Leathers +3 
Promere's Armor 
Shield +1 

•Bracelets 

SPECIAL AITRIBUTE 

+l to AC 
+3 to AC 
Domination 
+3 to AC 
+3 to AC per Piece 
+l to AC 

LOCATION 

(Location Varies) 
Cloud 
City ofTyr 
Silt Sea Islands 
The Underdark 
(Location Varies) 

Note that only psionicists can use bracelets. Use bracelets the same way the 
party would use a scroll. Like the fruit below, bracelets can be found at various 
locations scattered throughout WAKE OF THE RAVAGER, so we have not listed 
their locations. 

BRACELET POWERS 

Animal Affinity 
Biofeedback 
Detonate 
Ego Whip 
Energy Containment 
Flesh Armor 
Graft Weapon 
Inertial Barrier 

Intellect Fortress 
Lend Health 
Life Drain 
Mind Bar 
Project Force 
Psionic Blast 
Share Strength 
Synaptic Static 
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•Fruit 
Fruit is scattered all through WAKE OF THE RAVAGER, so we have not listed their 
locations. The party may also buy (and sell) fruit. Note that some fruit have 
different attributes than in DARK SUN"': THE SHATIERED LANDS. 

NAME SPECIAL ATTRIBUTES 

Acorn Ironskin 
Apple Protection from Lightning 
Banana Cure Disease 
Blue Berry Remove Paralysis 
Corn Barks kin 
Green Grape Bless 
Lemon Psionic Restore 
Lime Cure Critical Wounds 
Orange Aid 
Orange Grapes Neutralize Poison 
Orange Pear Cure Light Wounds 
Purple Grapes Cure Blindness 
Raspberry Find Traps 
Red Pear Cure Serious Wounds 
Star Fruit Remove Fear 
White Grapes Free Action 

•Potions 
Potions are usable by every class in the game. They act as one-use spells. 

THE POTION'S POWER 

Cloak of Bravery 
Creeping Doom 
Cure Critical Wounds 
Cure Light Wounds 
Cure Serious Wounds 
Free Action 
Heal 
Invisibility to Undead 
Magical Vestment 
Protection From Fire 

LOCATION 

Veiled Nliance Headquarters 
Silt Sea Islands 
Volcano 
Volcano 
Volcano 
(Location Varies) 
Volcano 
(Location Varies) 
(Location Varies) 
Volcano 
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•Scrolls One-Use Scrolls 

Only preservers can use scrolls. Scrolls give the preserver spells that he or she SPECIAL ATIRIBUTES LOCATION 
doesn't have in his or her spellbook. If you right-click on a scroll in the party Armor (Location Varies) 
inventory, a description window appears with the appropriate spell icon. 
Clicking on the spell icon allows a character to memorize the spell and add it Blink (Location Varies) 

to his or her spellbook. If the character already knows the spell, clicking on Burning Hands (Location Varies) 

the icon simply casts it. There are also one-use scrolls, which when right- Chain Lightning (Location Varies) 

clicked cast it and then disappear from the character's inventory. Charm Monster (Location Varies) 

Standard Scrolls 
Cone of Cold (Location Varies) 

Control Undead (Location Varies) 
SPECIAL ATIRIBUTES LOCATION Death Spell (Location Varies) 

Blur (Location Varies) Disintegrate (Location Varies) 

Chain Lightning (Location Varies) Dismissal (Location Varies) 

Chaos Volcano Dispel Magic (Location Varies) 

Chill Touch (Location Varies) Globe of Invulnerability (Location Varies) 

Cloud kill (Location Varies) Domination (Location Varies) 

ColorSpray (Location Varies) Enlarge (Location Varies) 

Delayed Blast Fireball The Underdark Finger of Death Kalak's Pyramid 

Feeblemind (Location Varies) Flame Sphere (Location Varies) 

Fire Shield Volcano Forcecage (Location Varies) 

Flame Arrow Volcano Haste (Location Varies) 

Fog Cloud (Location Varies) Hold Monster (Location Varies) 

Gaze Re~ection (Location Varies) Ice Storm (Location Varies) 

Glitterdust (Location Varies) Incendiary Cloud (Location Varies) 

Grease (Location Varies) Lightning Bolt (Location Varies) 

Hold Undead (Location Varies) Magic Missile (Location Varies) 

Improved Slow (Location Varies) Melfs Acid Arrow (Location Varies) 

Minor Globe of Invulnerability Veiled Alliance Headquarters Meteor Swarm Volcano 

Me/fs Minute Meteors (Location Varies) Monster Summoning VI (Location Varies) 

Mirror Image (Location Varies) Power Word, Kill (Location Varies) 

Mordenkainen's Sword Kalak's Pyramid Protection from Paralysis (Location Varies) 

Pebble to Boulder Kalak's Pyramid Serten's Spell Immunity (Location Varies) 

Psionic Damper (Location Varies) Spider Strand Veiled Alliance Headquarters 

Reincarnation (Location Varies) Stinking Cloud (Location Varies) 

Otiluke's Resilient Sphere (Location Varies) Stoneskin (Location Varies) 

Scare (Location Varies) Summon Greater Elemental (Location Varies) 

Shocking Grasp (Location Varies) Vampiric Touch (Location Varies) 

Slow City of Tyr Wall of Fire (Location Varies) 

Spirit Armor (Location Varies) Wall of Fog (Location Varies) 

Tenser's Transformation (Location Varies) Web (Location Varies) 
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t Swords and Daggers 

NAME 

Blood letter 
Crystal Sword 
Dagger +2 
Dragons bane 
El's Drinker 
Life Stealer 
Steel Sword + 1 
Steel Sword +2 
Sword +2 
Two-handed Sword +3 

• Miscellaneous Items 

SPECIAL ATIRIBUTES 

+4 (to hit & damage) 
Cause Blindness, +3 (to hit & damage) 
+2 (to hit & damage) 
+4 (to hit & damage) 
Vampiric Touch, +2 (to hit & damage) 
Disintegrate, +2 (to hit & damage) 
+ 1 (to hit & damage) 
+2 (to hit & damage) 
+2 (to hit & damage) 
+3 (to hit & damage) 

LOCATION 

UnderTyr 
Volcano 
City ofTyr 
Beginning Party 
El's Temple 
Kalak's Pyramid 
Beginning Party 
City ofTyr 
Kalak's Pyramid 
(Location Varies) 

As this section's name implies, the items below do not fit in one of the other 
treasure categories. While some items are very powerful, some are also very 
weak. Items without charges listed either have unlimited charges or cast a 
constant spell on the wearer. 

NAME SPECIAL ATIRIBUTES LOCATION 

Bracers of AC 2 Gives user AC 2 The Underdark, 
Kalak's Pyramid 

Bracers of AC 4 Gives user AC 4 Veiled Nliance Headquarters 

Deck of Illusions Monster Summoning V City ofTyr 

Drake Gloves +3 (to hit & damage) Volcano 

Psi Powerstone Psionic Restore City ofTyr 

Feather Fan Activates Magic Tapestry Veiled Nliance Headquarters 

Ranger Boots +6 to Movement Humbleton Forest 

Ring of Strength + 1 to Strength (Location Varies) 

Scarab of Protection Protection From Evil, + 1 AC Veiled Nliance Headquarters 

Stalker Cloak Invisibility The Clouds 

Wand of Fireball Fireballs The Underdark 

Wand of Lightning Lightning (Location Varies) 

Wand of Magic Missiles Magic Missiles The Underdark 

Wand of Power Power Word-Stun (Location Varies) 
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t Miscellaneous Weapons 

NAME SPECIAL ATTRIBUTES LOCATION 

Arrows +1 + 1 (to hit & damage) Beginning Party 
Arrows +2 +2 (to hit & damage) (Location Varies) 
Arrows +3 +3 (to hit & damage) (Location Varies) 
Axe+l + 1 (to hit & damage) (Location Varies) 
Axe+2 +2 (to hit & damage) Silt Sea Islands 
Beast Club Charm, + l (hit/dam) Humbleton 
Bow of Accuracy +3 (to hit & damage) Humbleton 
Cahulaks +3 +3 (to hit & damage) (Location Varies) 
Chatchka +1 + 1 (to hit & damage) (Location Varies) 
Chatchka of Focus Heal Focus Heat , +2 (to hit & damage) City of Tyr 
Double Spear + 1 + 1 (to hit & damage) Kalak's Pyramid 
Great Axe +3 +3 (to hit & damage) (Location Varies) 
Gythka +1 + 1 (to hit & damage) Beginning Party 
Gythka +3 +3 (to hit & damage) Veiled Nliance 

Headquarters 
Jasmine Cloak of Bravery, +3(to hit & damage) The Underdark 
Latu/is +1 + 1 (to hit & damage) Kalak's Pyramid 
Latu/is +2 +2 (to hit & damage) Kalak's Pyramid 
Latu/is +3 +3 (to hit & damage) (Location Varies) 

Mace +1 + 1 (to hit & damage) Kalak's Pyramid 
Mace+2 +2 (to hit & damage) Volcano 

Polearm +2 +2 (to hit & damage) (Location Varies) 

Quarterstaff+ 1 + 1 (to hit & damage) Beginning Party 
Quarterstaff +2 +2 (to hit & damage) Veiled Nliance 

Headquarters 

Quarterstaff +3 +3 (to hit & damage) Crypt 

Sling +1 + 1 (to hit & damage) Beginning Party 

Sling+2 +2 (to hit & damage) Volcano 

Staff of Paralysis Paralysis, +2 (to hit & damage) Yuan-ti Tunnels 

Staff Sling +3 +3 (to hit & damage) UnderTyr 

Toothed Club Shocking Grasp, +2 (to hit & damage) City ofTyr 
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..... he DARK SUN'" game world 
of Athas is a ferociously 
hostile land. For most of its 

inhabitants, mere survival is a 
full-time job. So, what kind of 
odds does that give one whose 
quest it is to face the fire - to 
challenge the very powers that 
scorch this infernal wasteland? 

Fear not - that's where 
the WAKE OF TIIE RAVAGER 

CLUE BooK comes in. As your 
most powerful ally, it prepares 
you for your trial by fire! 

Here's what's inside: 

• DETMLED MAPS. 
All events are pinpointed as you 
easily navigate the entire game. 

•LISTS. 
Don't miss a thing - all magical 
treasures are revealed. 

• DESCRIPTIONS. 
All encounters and treasures are 
described in detail - you won't miss any 
of the adventure or loot! 

WAKE OF THE RAVAGER CLUE BooK: 
The Sunscreen of Champions. 
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