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Product from Intcrplay!

As our motto of "By Gamers. For Gamers.” suggests, we rca”y work hard
for you and hoPc you cnjog these games. To that cncJ, we have Proviclcd
an extensive manual for your added cnjogmcnt. As you may have noticcd,
this manual may contain more information than necessary for your indi-
vidual Product. This manual is intended to cover all fourteen Proclucts
that are rcPrcscntcd by the entire Forgotten Realms The Archives collec-
tions (I, Il and ) or the Forgotten Realms Archives Silver Edition Product
~ inits cntircty. We felt it was best to givc you more than you cxPcctcd -
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So, crack open this manual and bcgin your adventures througw the
Forgotten Realms!
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Pool Of Radiance
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FREE NEW PHLAN!

The New Phlan City Council is leading the fight to free their captive city. Heroes are
retaking the city block by block from the evil hordes.

RICHES & FAME!

The council is looking for soldiers and rogues, mages and clerics, heroes of all kinds,
to come to New Phlan. The wealth and land of an ancient city await those
willing to reach out and take it.

GLORY!
Legends will be written about the heroic struggle to free New Phlan! Ships to New
Phlan depart twice monthly. When you arrive, see the New
City Council for the latest news and information.

MAKE YOUR FORTUNE IN NEW PHLAN! Jx

The Civilized Area of New Phlan

el

/]
A

Pool Of Radiance
Ref Card




Pool of Radiance

SYSTEM REQUIREMENTS : This game requires a minimum of 384K available
memory. To run the game in EGA mode requires a minimum of 512K available
memory. To run the game in TGA (Tandy 16 Color) mode requires a minimum of
640K total memory. The game may be played from hard disk only. The game
requires approximately 2.2 megabytes of hard disk space.

Installing the Game:
1. Place the Forgotten Realms CD with POOL OF RADIANCE
into your CD-ROM drive.
2. Access the drive containing the CD.
3. From the root of the CD, enter “DOSSETUP”.
4. Follow the on-screen prompts.

Installation Menu: After you type DOSSETUP, the Installation Menu appears.
This program allows you to configure the game for your computer system.

To Load the Game: The install automatically creates a directory called POOL-
RAD. At a DOS prompt, type CD/POOLRAD to enter the directory, type START,
and press the Enter/Return key. When two symbols and a path are displayed, find
the first symbol on the outside of the translation wheel, and the second symbol on

the inside ring of the wheel. Match the two symbols and read the word under the
path from inside to outside.

For example if the computer displays:

Y é i i .

The word is ZOMBIE. After you type in the translation (and press the Enter/Return
key) the game loads and displays the Party Creation Menu.

How To Make Choices: POOL OF RADIANCE is controlled by using menus. On
the menus, one letter of each word is highlighted. To indicate the command you

want, press the key for the highlighted letter. For example, to see the Area you
are in, press the A key.

To select an item or character from a menu, highlight your selection and press the
Enter/Return key. Use the Home and End keys to highlight items or characters on

vertical menus (exception: use the up and down cursor keys when modifying a
character).

Some commands, such as View, act only on a single character. Highlight the

character you want and then press the key for that command (example: V for
View).

Some commands are a toggle (example: selecting Characters On in the Pics
menu toggles to Character Off - no character portrait in View - Selecting Character
On turns portraits back on).

Around: Movement commands are given throqgh the numeric key-
d aly;%llgro ::1ee cursor keys. When you begin the game, you will be moving
. h a 3D view of the world. While moving in this view (or the Area map), use
thrc’ugr«.-;or keys. The Up arrow moves you forward. The Left arrow turns you left.
t?heacgight arrow turns you right. The Down arrow turns you around.

3D MOVE / ANY MENU MOVE / COMBINATION

MENY ?

'Ru;'\l MOVE PG UP K ’
“

TURN TURN

o _— 4 -
F

==l [l
Do BACK PGDN | *

ing i i i ic keypad for move-
e moving in the wilderness or in combat, use the numeric
angfi:t. You w?ll move in the direction the key you press lies from the center of the
keypad (pressing 9, for example moves you up and to the right).

laying Quickly: Use the pre-rolled and pre-equipped characters from
;;2:3;3 Zaa%e gisk (or o‘:\ your hard drive). 1 Choose Load Save game from the
Party Creation Menu. After the saved game is loaded choose Begin Adventuring.
If you want to start your own characters, be sure to equip them before you start
adventuring. A shop selling arms and armor is located at 8, 11. Pool your money.
Use the View, Items, and Ready commands to prepare your characters’ equip-
ment. Make sure you have at least one platinum piece left. .Use the Take com-
mand and have one character pick up all money. Go to the inn at 4, 12, pay the
money, and rest to memorize spells.

ing i i iodically to collect com-
Start adventuring in the slums. Return to the city hall periodica
missions and rewards. Evil clerics Turn undead, they do not charm'tl'.\gm onto
your side. A character’s portrait picture can only be viewed in the civilized area of
Phlan. To “take back” a move in combat, press the escape key (Esc).

i : Thi i F RADI-
Differences in the IBM Compatible Version: This version of POOL O !
ANCE differs slightly from the rules. Most of the these differences are explained
by the on-screen menus. Differences include:

d: Because different computer systems run at different clock speeds,
g:r:gesége;( which this game plays on your system may be faster or slower than
you like. When in Combat, you can change the game sped by selection the Done
option and then selecting the Speed option. Oncellnto the Speed menu, you can
Speed the game up by pressing the F key or slow it down by pressing the S key.
The speed option controls the amount of time messages remain on the_ screer;.
NOTE: If you have a “fast” machine, such as a 486/ 50 MHz machine, it may et
S0 fast that you may not be able to read messages - no matter how‘slow you se
the speed. To work around this problem, use the Aim option to get information
about your enemies.



Saving A Game: You may maintain up to 10 different saved games at a time.
When you save a game, choose one of the letters (A-J). When you load a saved
game, the letters for games you have saved are displayed.

NOTE: The program only looks at the first 8 letters of a character's name when
adding a character to your party. If you try to add more than one character with
the same first 8 letters, only the last character will be added.

If the message TIME TO SAVE YOUR GAME appears, press the Enter/Return key
and follow the normal save game procedure. This message will appear most often
on machines with less available memory (384K). After saving, you will be returned
to the DOS prompt where you may resume the game.

The following commands can be given at the Combat menu or while a party char-
acter is moving under computer control. Press the key to execute the command.
ALT Q: Sets all characters to computer control (Quick).
<Space>: Resets all characters to manual control.
CTRL S: Toggles sound on and off.
ALT M: Toggle magic on or off for characters set for Quick.

Characters set to Quick will always use Readied Magic Items. Characters with
Readied arrows will use bows if no targets are adjacent.

Configuration File: The configuration file for the game is POOL.CFG. The first
line of this file handles the display mode where C stands for CGA, E stands for
EGA, and T stands for Tandy. The second line handles sound. P is for PC sound,
T is for Tandy sound, and S is for silent (no sound). The third line is the path to
game data. The fourth line is the path to save files. The fifth line is the introduc-
tion type - F is full intro and N is no intro. In order to reconfigure the game, delete
the POOL.CFG file and restart the game.

Pool Of Radiance
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A History of Phlan and the Moonsea Reaches

A Discourse on ‘This Area and its Problems
by Jeff Grubb

To most inkabitants of the lands of the Inner Sea, the Moonsea and its
cities represent the border between civilization and barbarism. The Moonsea
sits like a great plug straddling the territory between the Mountains of
Vaasa and the Nomad Steppes, protecting the southern territories from the
incursions of savage Northerners. To the south of the Moonsea lie the civi-
lized lands of Cormyr and Sembia. To the north [ay hundreds of square miles
of cold and unforgiving waste. Even when the southern Kingdoms are them-
selves besieged by orcish hordes, dragons, and fell monsters, they take com-

Trade between the powerful

&u’ the wild humans, and merchant-
s was a great success for all sides.
Mgpﬁ&m was the most powerful city

on the Moonsea, outshining its only rival,
the Elven Docks of Hillsfar, on the south

At this time, the elves planted
+he Quivering Forest north of the city.
gu copse was mildly enchanted, hasten-
ing the growing season to produce a great
woods in the span of a human generation.

to its original form, becoming a

fort in the fact that, "It's worse around the Moonsea.’

The Moonsea Reaches are Regions of the Moonsea are recorded as
defined by sages as being those lands bor-y  being haunted, and there have been
dering on the Moonsea and its major con-  numerous sightings of ghost ships.
tributing rivers. These major rivers are the
Tesh, fg(z'ﬁnfnpa.ft the shadowed battle-
ments til Keep; the , a ] ]
wumm - oy Sl ﬁ““’y"'#m; tfowﬁc The Ancient City of Phlan
Duathamper, also called the Evenflow, . !
Bagniogy eep i the eart qrzﬁefzrz’}:’m AR kot v

A , oonsea, reaching its peak some
River which flows out of the e ¢
Dragonspine Mountains and into Phlan. @ro ma;W "t:{r wznhm ’ 6
The River Lis carries the waters from the agon 1ea| 5 e ﬁaf ",,:ﬁtaﬁi ta’?eﬁa 4
aonsia sk to the Taner 566, ngfﬁa: regions t; tﬁtel north. 'Iﬁtc 93:7::

The Moonsea itself is an odd River was then called the Stojanow, a
combination of abyssal deep spots, ship- dwarvish word meaning "Trade Route,”
ripping shoals, and rich fresh-water reefs.  for it was down this passage the ore-
Despite this, travel across the Moonsea is  laden barges floated, bound for the south.
g safer than making the journey Early Phlan was a trading outpost on the
on land, so that most of the major mer- north shore of the Moonsea, set up to
chant activity is by water. facilitate trade between the Elves of

i Myth Drannor (the most powerful elven

This is not to say that the Y . i
O s ions dangers, Whil mov. . g b et
sters are more infrequent along the Dﬁjmpine Dw% o

Moonsea, those that exist are generally
more powerful than their landed cousins.

] the woods have been felled on a
w occasions, it has always

retur:

fiaht woods within two years, and a deep
shadow-filled forest by the end of a

mans life.

1]»_ The elves, the legend says, first
Md the Pool of Radiance. Its
description has varied through the pas-
of the years. Many wise sages have
declared it a myth and a con-man’s gam-
Bit. The location of the Pool changes from
tale to tale. Sometimes it is deep in the
 heart of an eternal wood, sometimes on
anisland circled Zagmu wyrms, and
Sometimes in the heart of a hiuge solitary
peak that rises above all others in the
Dragonspine Mountains.

rapture. Legends say that the Pool’s
* power created the Quivering Forest and
caused the Sorcerer's Isle to appear.
The Pool is said to bring great
power to the worthy, and death most hor-
- rible to the unworthy. Some tales say that
the individual s drink it, bathe in it,
F throw coins into it and wish. There are
umerous folk tales of the wise fool stum-

bling upon the Pool, and gaining won-
drous power or meeting a gory end. The
abilities of the Pool change acconding to
the needs of the tale-spinner. In any
event, a trader or adventurer who encoun-
ters a sudden windfall or great riches is
said to have ‘visited the Pool.”

Whether the Pool is real or some
fiterary invention, the First City of Phlan
(also called Archaic Phlan) survived in
peace for many generations of men. In the
end, outside influences brought about its
downfall. Settlers began to intrude from
the lands of Cormyr and Sembia into the
south of the Elven Court. At the same
time, the beast-men of ‘Iﬁar‘;t:);icﬁ are
today called ogres, began gathering into
large hordes, ravaging the countryside.

Phian built mighty walls and
withstood a decade of constant invasion.

In the end, its fate was sealed by the elves
withdrawing within the Court combined
with the dwarves pulling bacKk into west-
ern reaches of the Dragonspine
Mountains.

With its trading lifeline cut,
Phian fell into disrepair. When the Black.
Horde finally demolished the city walls in
the Year of the Tusk (112
DaleReckoning), they found little but an
empty husk. The greatness that was
Ancient Phian had passed.



Greathammer and the First
Rebirth of Phlan

Phlan remained relatively unin-
habited for the next 500 years. The city's
position at the mouth of the Stojanow did
make it a useful meeting place for traders.
Twice during this period a pirate commu-
nity grew on the ruins of Phlan. The first
time they were burned out by a navy sail-
ing from Mulmaster. The second time a
group known as the Red Horde, led by a
red dragon of incredible age, leveled the
community. Following this attack, bucca-
neers never regained their power in the
Moonsea (though small bands still
persist).

With time, the civilizations of
man moved further north, the greater
beasts retreated, and many cities were

founded on the shores of the Moonsea.
%ttﬁeﬁm:ﬁdnotmmatfar.@mgam
nested in the Dragonspine Mountains,
ogres raided from the Grey Land of
Thar, and horrible undead things lingered
in the swamps and in the passes through
to Vaasa.

Hillsfar retained its elven ties
and flourished even as Phlan's power was
deteriorating, growing from a small town
into a large prosperous city. The founda-
tions of Zhentil Xeep and Mulmaster
were [aid while Phian lay in ruins. Small
towns such as Melvaunt, Thentia, and
Elmwood were started during this period.
The inland city of Yulash, situated atop a
great mount that dominates the south-
western corner of the lake, rose to the
zenith of its power during this time.

In 712 DR, the year of the
Moon s Tears, Milsor the Valjevo,
Founder of the Valjevo Jour-
neyed to Phian to re-esta ish the city as a

10

trading outpost. He was aided in is task
by the Wizard Rimon and the Priestess
Alonius of Tyr.

Milsor, Rimon, and Alonius
goathered together interested adventurers
and cleansed the city of the evil orcs and
goblins that had made it their (air, a’Z:?
cleared the banks of the Stojanow
drove the arch-lich Zanakar from the
Sorcerer's Island in the center of Lake
Kuto. In return for his efforts, Rimon
was given the Sorcerer’s Island as his
home. Alonius, in turn, was given @ wide
area in the recovered regions of Phian as o
temple to Tyr, the god of justice.

By 750 DR the temple complex
had been finished. In its day, it was said
to be the largest temple of good in the
entire North. The city as well had recov-
ered, and large numbers of immigrants
arrived. Some were natives of other
Moonsea cities seeking to make or expand
their fortunes in the new lands. But oth-
ers arrived as well, i men of the
Dalelands and Sembians, as well as farm-
ers and lumbermen, intent on making the

The newcomers built on the
ruins of the old city, often not checking
what had lay beneath their foundations.
Some curious souls reported great, twist-
ing passages leading far beneath the
earth. Exploring such areas was first dis-
couraged. It was later outlawed after a
party of adventurers freed an extremely
large beholder. The newcomers, led by
Valjevo and his heirs, closed off the pas-
sages choosing to ignore the past and
seeking only the future for their city.

" The dalesmen spread up the

eanow River. They diverted the river's
anwdtﬁamckymninwa
e andicape of feld and orcfans. The
Mmmtﬁccityofﬂl’ﬁ&mattﬁe
mouth of the river. Some say the land was
sorich because of the gm"dgtzr‘ﬁ‘

i jvering Forest. s
Mm”ﬁ,@a to the wizandries of
gimon. Still others credit the series of
fikes and levees that the farmers, aided

Lﬂw’ used to harness the

’Wﬁauwrtﬁccause,tﬁewﬁy
harvests of the Stojanow River V.
W%ﬁ[auutgtﬂasoﬁdmﬁryﬁas&
ter of trade around the Moonsea. Its
grains, fruits, and tubers filled vaults
from Mulmaster to Zhentil Keep. It
appeared that civilization, after a false
start, had finally made a major foothold
in the lands north of the Moonsea.
Such was not to be the case, for
the forces of good and evil ebb and flow
like the shores of the Moonsea itself. In
the 195th year of Phlan, (907 DR), the

Rarvests for the

_ as well. Their once good rulers had
Jallen into o sloth and ease in the cen-
unies since the reestablishment of the

d The native Phlanars were resent-

city. The Valjevo blood was said to run
thin in the Princes and Princesses gf;f
Phlan. reacted to the plague infest-
ing tﬁc% by first ignoring it, then set-
ting up committees, and finally legislating
it out of existence. Only when the magni-
tude of the problem became clear, did they
act. Even then they failed their people,
overreacting to the point of placing a ban
on all shipments out of the city, seeking to
Keep what supplies were left for the
native population.

The other cities, already angry
with Phian for its rising prices in the face
of the plague, rebelled against this new
measure. Fleets from Mulmaster and
Hillsfar began to raid cargos destined for
the city. Smugglers operated out of the
Twilight March and Stormy Bay despite
official attempts to enforce the ban on
shipments.

A large land force equipped with
siege machinery set out from Zhentil Keep
toward Phian. The force encamped at
Stormy Bay while the ruling heads of
Phian iated to spare the city. In the
end, the Keeper force was turned back.
through a massive payment to their lead-
ers. These leaders were the first appear-
ance in Phlan record of the Zhentarim,
which would increase in power over the
next 300 years.

During this activity, Rimon,
now old in the ways that only wizards
can be old, disappeared from his rocKy
abode. What became of Rimon is
unknown, for the rulers of Phian had not
sought his council for a generation. Some
say he became a lich himself, using the
methods discovered by Zanakar. Others
say that he sacrificed himself in battle on
a far-distant plane in order to save the
lands of Phlan. Still others state that ke
had found the Pool of Radiance and



became a great and powerful being in
some other part of the Realms. Most like-
ly Rimon merely fell prey to the effects of
old age as all mortals do. Whatever the
cause, Rimon was never seen again in the
Realms, and his citadel became a haunted,
abandoned ruin within a decade.

The Famine of the Red Plants
passed after three seasons, and an abun-
dant harvest returned to Phian. But the
harvests were never to be as great as
before, nor the fruit from the orchands as
sweet. magic, true or imagined,
that had reestablished Phian passed. The
city began to become gray and ordinary,
losing power to the Keepers and the men
of Mulmaster. The golden age was over.

The Valjevo Princes, their blood
thin indeed, continued for another centu-
ry. The century was filled with petty
wars between the various city-states.
longer the leading city of the Moonsea,
Phlan battled with its rival more often.
Piracy, or rather privateering, was on the
rise, a situation that continues to this day
among the city-states.

Phlan was wracked by interior
torments as well. The people of the city
were well aware of their loss of power
and prestige. Farms north of Phian were
now being abandoned. Dark shadows
lurked between the massive trunks of the
trees in the Quivering Forest. An attempt
to clear a path that growth in
1023 DR resulted in the death of the last
surviving Great Prince of the Valjevo

The death of the Great Prince
resulted in a three-year civil war within
the city, as various factions supported
different candidates to take the mantle of
the Great Prince. Al candidates’ claims
upon the royal blood were questionable

and every faction sought to control
Phlan’s future through placing their

choice on the throne. During this time, the

great temple of Tyr was looted and
burned, leaving only a great blackened
shell. Many of the leading merchant fami.
Lies fled to other climes.

In the end, the last survivor was
a young noble supported by a group
powerful merchants. ’I'Eeybirz{t:{ tﬁ‘:f
first Council of Phlan to act as regents for
the youth. The Council spoiled the child,
who grew into a spoiled man who was
unable and unwilling to take the reins of
power. He died witzut issue forty years
later, and the Council has ruled ever since.

The Fall of Phlan

The last 300 years of Phlan have
been a continual retreat from the great-
mﬁatoncew.Snm{lramrdgto”:n‘u
were abandoned in the face of increasing
evil to the north. Sorcerer's I'sle was said
to be infabited again by fell powsers. The
city fell back upon that which it did so
well so long ago: . It began to
serve again as the mi between the
new powerful Northern tribes and the
established nations of the South. For a
short time, about a years ago, the
awful tide of retreat seemed to be halted
and the city was on its way to becoming a
prosperous trading town once more.

Vet dark things continued to
[urk on the borders of Phian. Sorcerer's
Island was said to be inkabited by
Darash, an evil mage who was said to be
seeking Rimon's power, the Arch-Lich's

refugees to Phlan seeKing passage
s

N ﬁm&w%%s
the north, aided by dragons
dangerous creatures, poured down
out of the northlands. The Quivering
Forest was burned in a massive fire that
dominated the sky for a month.
Monstrous hordes containing every imag-
inable creature marched with horrifying
recision toward the city.

The Council debated, argued,
and debated again while the hordes drew
searer, much as the last Valjevo Princes

_ In the end, even the waters of

1€ Stojanow river turned poisonous and

MUrky, and the river took its present
ime, tﬁcﬁmn.‘lﬁericﬁfarm[znfaf

te Stojanow River Valley were [ai

Bste and became Known as the Scoured

The Reemergence of Phlan

That should have been the end of
Phlan’s story, but it is not so. Men
remember the tales of Valjevo, who
brought the first city of Phlan back from
its ruins. Adventurers, smugglers, and
small traders visited the region and
brought back tales of Phlan under control
of its evil masters. Many of the buildings
were burned, but many others were
spared. The shell of the temple of Tyr had
been rebuilt, dedicated to some darker,
maore evil god. Zhentarim spies and agents
of dark Vaasan nobles met and planned in
Phlan, and the riches of the ages still sur-
vived for those who sought to look.

In time, more modest men
returned to Phlan to rebuild her. A stock-
aded community rose from amonyg the rub-
ble of the past glories. These men intended
to engage in the same profession as those
before tﬁan,farfl’ﬁ[anstiﬂacz;picda

] sition for trading on
mpz. %u{wcr, until the city was
cleared, the Barren River made clean, and
the competing city-states pacified, Phlan
was likely to stay in impoverished ruins.

Two 0, in the Year of the
Worm, twotﬁxyn;fﬁ?ppenedtﬁatww
mean a change of Phlan’s future. First
was the Flight of the Dragons that
surged through the northern regions of the
lands of the lemmwdgﬂc:;:

nown, great wyrms come om
%ﬂr nortglzwdtstmymg all in their path.
These are not the rare, opportunistic drag-
ons seeing alliance with humanoid
tribes, but rather huge waves of angry
scaled monsters, bringing destruction
where they travel.

Many of the Moonsea and
Daletowns suffered great destruction in



the battles that followed. Yulash was
utterly ruined by the attack, and Hillsfar
was greatly damaged. The most telling
blow was delivered by the body of a great
dragon that fell into the Hillsfar harbor,
blocking that entrance for a month.

Much of Phlan was also
smashed into a smoKing ruin by these
beasts. Strangely, it worked in the favor
of those men who lived there. Most of the
damage was taken in the already-ruined
section of the city, where various evil
warlonds vied for control and riches. The
attack of the dragons broke their power,
creating a vacuum in the control of the
city and giving the men of Phlan a chance
to re-establish themselves and their homes.

Vet this would not occur with-
out leaders, and the reappearance of the
Council of Phlan was the second great
thing to occur in the city. Descendents of
the last Council still survived all the tur-
moil that had occurred, and many families
wished to return to the land. These lead-
ers were no great mages or wondrous
fighters, but traders, merchants, and cler-
ics. Their leaders, who remain to this day,
were the shrewd and powerful trader
Ulrich Eberhard, the retired mercenary
captain Werner Von Urslingen, and the
Bishop of Braccio of Tyr. They have been

Joined by their junior member, Porphyrys
of the ancient House Cadorna.

Together the council has pro-
posed exactly that which Valjevo accom-
plished so long ago, clearing the city by
means of recruited adventurers. The
promise of great treasure and the myth of
the Pool of Radiance provided adventur-
ers with an irresistable draw. The Council
published notices and paid traveling bants
to make sure that the story of Phlan's
waiting riches was distributed all around
the Moonsea and beyond.

Phlan Today

The city of Phlan, built on ruins
upon ruins, is a city at war. It is divided
between the human forces of the Council,
and those evil forces that hold a great deal
of the city under their sway.
are nestled behind a strong stockade of
stone quarried from the ruins and trees
lumbered from the Quivering Forest. A
substantial city-guanrd patrols the open-
ings in the walls at all hours, always
ready to repel any attacks by the old city's
evil inhabitants.

The buildings of rebuilt Phian
are sturdy and utilitarian, with little of
the splendor of the ancient past. The glo-
ries of the past shine through in an
ancient column now used to support a
stable's wooden roof or a faded fresco
overlooking an adventurer's taproom. The
past is always with the inkabitants of
Phlan, reminding them of what once was
and could yet be again.

The natives of Phlan are a mixed
group, including descendents of the fami-
lies of Valjevo's day and returnees who
seek to reclaim lands and treasure [ost to
the dragon horde fifty years ago. The city
is also filled with adventurers seeKing
new fortunes and traders hoping to
reestablish the old trading lines.

Orcs and other generally evil
humanoids are viewed with alarm within
the city, though evil humans come and go

with the ships. It is said that
spies from the other cities of the Moonsea
make regular calls with the ships, oversee-

; Wdtﬁchmci[inn-mﬁ-
the city. If the Council is TOO

some say, then sabotage may
or to prevent Phlan from return-

Much of Phlan's ruined great-
ness can be found in the Ol City. The
main sights include: the fopgotten riches
of the wealthy old noble's ; Podol
Plaza, the center of the old trading dis-
trict; and the Old Temple, now dedicated
to the dark god Bane. Valjevo Castle has
been refortified and is being used as a

m:mw;formfaction leader or

Phian remains now, as it has

ever been, a city with the of
pomnhllut%cycksafiun’uandfﬂll
legends have arisen before. In engineering
New Phlan's renaissance, new legends are
sure to emerge.



The Phlan Area Bestiary

This is a list of some of the monsters found in and around Phlan and the
north shore of the Moonsea. Most monsters can strike fear into the hearts
of men, but some are more powerful than others. The monster's reputation is
reflected in its monster level, listed as a Roman numeral after its name.
Level I monsters are less powerful than a well-equipped beginning fighter.

A Level VITI monster may be more powerful than several feroes.

AnkKeheg (VI): Large burrowing insects Ettin (VI1): These creatures ook [ike
with great mandibles. These creatures giant two-headed orcs. They have great
have been known to spit a powerful acid. strength and usually wield two spiked
clubs that inflict terrible damage in com-
Basilisk (VI1): A giant eight-legged bat.
lizard. One of the most dangerous crea-
tures in the realms because their gaze can Fire Giant (VII1): These evil giants have
turn creatures to stone! flaming red hair and are immune to all
fire. They usually attack with giant two-
Bugbear (1V): Hideous giant sized gob- handed swords.
lins who stand over seven feet in height.
Bugbears look clumsy but are strong, Giant Frog (I11): These are giant carnivo-
quick fighters with great stealth. rous frogs. are fast, dangerous preda-
tors who may be poisonous.
Centaur (IV): These good creatures are
half men and half horse. They are capable ~ Giant Lizard (1V): These are the giant
fighters and can be valuable allies. cousins to the common lizand.
Displacer Beast (VI): These creatures are Giant Mantis (VI1): These are the giant
large, black puma-like creatures with two ~ version of the common mantis. These crea-
tentacles sprouting from their backs. tures are fast, strong, and have good
These creatures can appear several feet armor.
from their actual location.
Giant Scorpion (VI): These are the giant
Drider (VI): These creatures resemble a version of the common scorpion. Its poi-
cross between a drow elf and a giant spi- sonous tail can Kill a man.
der. They are powerful spell casters.
Giant Snake (V): These are giant poi-
Efretti (VI1): These large powerful jinn sonous snakes.
are from the elemental plane of fire. They
are very arrogant and will only serve a Ghoul (I11): These are evil undead whose
powerful master touch may paralyze a man in combat.

They feed on corpses and attack all living
creatures on sight.

‘;f,; 1): These creatures are hyena-
. humanoids who stand over seven

oblin (11): These are human-sized,
nt relatives of the goblin.

dman (111): These are [izard-like

ids. They are omnivorous but they

(V1): These are hideous women
Lsnakes for hair. They can turn a man
ne with their gaze.

otaur (V1): These are strong bull-
led humanoids. are cruel man
7S, commonly found in mazes.

Mi (’Vll):‘lﬁe.seantiowqu‘u[

with great streng mere
sight of one has been Known to paralyze a
man in combat. The touch of the mummy
causes a strange rotting disease.

Nymph (V): These are extremely beautiful
creatures that appear as ever-young
and streams.

Ogre (I'V): Thes e, foul-tempered,
:ﬁ; ﬁumarwuﬁ: a‘lgcy[aay;z strong fighters.

Orc (1): These are evil, pig-faced
humanoids.

Phase Spider (V1): These are giant poi-
sonous spiders with the ability to phase in
and out of this dimension. Usually they
only ‘phase in” to attack, then ‘phase out
again.

Quickling (IV): These are small, fast-mov-
ing creatures. Because of their great speed
are invisible when they move.

Skeleton (1): These are the least of the
undead. These animated skeletons are
usually controlled by some evil force.

Spectre (VI1): These are one of the most
p of the undead. Their touch can
drain the life out of men.

Stirge (11): These are small, blood-sucking
birds.

Thri-kreen (VI): These are intelligent, car-
nivorous insect-men who live in burrows.
They have four arms and a poisonous bite
that paralyzes their foes.



Tiger (V): These are noble beasts who are
both strong and silent. Though their nor-
mal prey are animals, they have been

to become ‘man-eaters."

Troll (V1): These are large, strong,
humanoids. They know no fear aml{g ca@n
regenerate wounds.

Vampire (VIII): These are one of the most
dreaded undead in the Realms. They can
drain life levels, are strong fighters, and
are sometimes magic users.

%nbg(lll):‘ﬂiacm[agz,strorg
dogs, trained to Kill. Orcs, goblins, and
other evil humanoids are known to
use them.

Wight (VI): Evil, undead humans whose
touch can drain the life out of a man.

‘Wild Boar (1V): These creatures are the
wild relatives of the pig.

Wraith (V1): These creatures are non-cor-
life out of a man.

mh%:’aug/%‘lﬁmcmmﬁaant
ives ons. They attack by biti

Zombie (IV): Magically animated
controlled by an evil force. Zornﬁic.fw’w“
m fight back until destroyed or

The Proclamations of The City
of New Phlan

hiese messages are posted on the wall of the City Hall. They represent mes-
caaes that the City Council wants to relate to the citizens and adventurers
- New Phlan. When you go to City Hall the game will refer to the posted
jons by number. Each proclamation begins with:

>

Council

from the City Council of New Phlan to all brave and hearty adventurers:

Proclamation LIX
ﬂcitkzwwntﬁtztﬁccmmcd'lk

i recliiming L
blocks of the city of New Phlan. To
said blocks they must be first
of monsters, vermin, and other
neivilized inkabitants. To this end the
council is offering a reward to any person

oup who is responsible for clearing
fock of the old city.

Be it Known that the council is
9jfering a rewand to any person or persons
can provide information as to the

Proclamation CI

Be it known that the council,
Knowing that commerce is the life's blood
of New Phlan, has decreed that Sokal
Keep is to be cleared of all unlawful
inkabitants. A reward is offered to the

on or persons who successfully
ing for said commission shall present
themselves to the clerk of the council.

Proclamation CIX

Be it known that the council is
offering an inducement to any individual
who shall serve in the rescue force for the
mercenary band of Taimalg-the-Invincible
which has disappeared inside Valhigen
Graveyanl.
Proclamation CX

Be it known that the council is
seeking a stalwart band to undertake a
mission of particular sensitivity. Any
brave and clever band of adventure seek:
ers who are not adverse to earning a large

reward should present themselves to the
council clerk for a special commission.



Proclamation CXIV

Be it known that the council is
offering a special reward for the safe
return of the heir to the House of Bivant.
Said minor was carried off during a buc-
caneer attack on the merchant s%p in
which he was sailing. Apply to the coun-
cil clerk for the council's commission and
additional information as to the
abduction.

Proclamation CXX

Be it known that the council has
decreed that the threat of the pirates who
plague eastern shipping to New Phlan
will be eliminated. The council offers a
generous rewand for the exact location of
the pirates stronghold in the Twilight
Marsh. An even greater reward is offered
for the elimination of the pirates as a
threat to shipping. Apply to the council

clerk for a commission.

Proclamation CXXVI

Be it Known that the council is
offering a rewand for all books and tomes
containing information about the fall of
Phlan. The amount of said reward to be
dependent upon the value of the informa-
tion provided.

Proclamation CXXIX

Be it known that the council has
decreed that the foul poisoning of the
river formerly known as Stojanow is to be

ht to an end. ﬂccmﬁwﬁ‘cv?@, a reward
is offered to any group which shall travel
up the river currently known as Barren,
locate the source of its poisoning, and
eliminate said source. A commission may

be obtaired from the council clerk.

Proclamation CXXXIV

Be it Known that the council fg,
declared those individuals who have

sions of the insect men. Apply to the

taken up residence in the mansion of the
former Koval Family to be traitors and
thieves. Be it further known that a  Be it known that the council is
reward has been offered for the elimina. sed in obtaining information about
tionoftﬁ:.seoutﬂzw.s. A commission to it dvan'awﬁo@aﬁﬁm
rid the city of this blight may be obtaineq to be gathering in support of
from the council clerk, fent upon the destruction of our
. A generous reward is offered to

Proclamation CLIV o who 5ﬁa[[“0ut out the db"ws d’

Be it known that the council g se foul creatures andn‘portsucﬁ.totﬁe
proclaimed a generous bounty for each eil, A larger rewand is offered if the

g of said hobgoblins can be pre-

undead Killed. Be it also Known that i alling
Ay [ 4. A commission may be obtained

addition to said bounty, the council is
willing to provide a special enchanted
item, useful in the destruction of undead,
to any group of adventurers which
accepts the commission to cleanse
Valhigen Graveyard. Apply to the city
clerk for said commission.

Be it known that the council is
rested in clearing obstacles to estab-
ing a trade route to the east. Said

currently include an infestation
d men in the swamps to the east.
nd is offered to any who can [ocate
izard men as an obstacle to trade. A
ymission may be obtained from the
T

Proclamation CLVI

Be it Known that the council is
seeking a hearty band to undertake a mis-
sion to rescue the Duchess of Melvaunt.
The duchess is supposedly being held by a
band of ogres in a camp to the northeast
of Phlan. A generous reward is offered for
the safe return of the duchess. Apply to
the council clerk for commission and addi-
tional information concerning the
abduction.

Proclamation CLXX

Be it known that the council is
interested in obtaining information con-
cerning bands of insect men Known to
plague the grassy planes to the west of
New Phlan. Said insect men are a hazard
to tion to and from Zhentil
Keep. A rewand is offered to any person 07
persons who return with complete infor-

20

Proclamation CCIV

Be it known that the council is
interested in obtaining information about
the disposition of various Kobolds current-
[y believed to be gathering in support of
forces aimed on the destruction of our fair
city. A generous reward is offered to any
who shall scout out the doings of these
foul creatures and report such to the coun-
cil. A larger reward is offered if the mar-
shalling of said kobolds can be prevented.
A commission may be obtained from the
council clerk.

Proclamation CCXIV

Be it known that the council is
interested in obtaining information about
the disposition of a large nomad band cur-
rently believed scouting the approaches to
our fair city. A generous reward is offered
to any who can prevent said nomads from
joining with the force now gathering to
attack New Phlan. A commission may be
obtained from the council clerk.
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Journal Entries

These entries include items which the adventurers might copy or file in thej,
journal as they travel. During the game these entries are referred to by
number. When the game refers to a journal entry read the specific entry ang
place a checkmarK_in the margin to Keep track of which entries have com,
up in the game. Do not read ahead to other journal entries; some entries ar,

false and may lead your adventurers astray.
Journal Entry 1: Journal ‘Entry 3:
A loud voice coming from a magic An old leather-bound booK, written
mouth cast on a stone tablet. with a small, firm hand.
‘I am Yarash the Sorcerer! "The hondes came again last night.
"Be known that for every living giant Their coordination was frightening.
insect you return to Sorcerer's Island | Under the cover of darkness, goblins and
Wpayammousﬁounty,bmﬁ;fiaya Kobolds pushed bundles of sticKks to with- folded into
weapon empowered by magic. | will pay in bow range. These bundles formed a }
for giant insects such as thri-Kreen, giant wall that protected the small ones from family
mantis, and anfhkheg. The insects may be  our archers. Once the wall was erected orc beneath Kuto's Well. Climb down
bound by magic but dead insects areof no  archers took up safe positions there and
use to me. begin pelting the castle walls with
"Bring any bodies to the northern river  arrows.
mouth on Lake Xuto. Call the name of “We tried shooting ing arrows at ;
Yarash” loudly three times and I shall the wall of sticKs to set it afire. Monsters : passage into an adjacent chamber. The
come. Do not call unless you have some- muorn%ﬁ{dﬁu.ﬁuttﬁm res are buried in the southwest
thing for me. I shall be very angry if | am  monsters s no fear. They simply er.
disturbed without cause! scooped dirt on the flames to put them F
‘I am Yarash the Sorcerer!’ out. Before all the fires were out they had e Entry 6:
resumed firing at us. Surely, some unnatu- -
PRy 21 s sy Qe ervichedmote.
Told in a painful whisper. these quarlsome beasts into an organized e Boss's Seal to the thri-kreen
I never liked pain. Let me go an' I'll fighting force. - guands. Be careful, they are wary of out-
tell ya of the kobold treasure . We ';‘Znot@ow;'fwzcancmn&attﬁe y
;;tackaf aggg’-::ipmmtm" tﬁwkit monsters onslaught much longer. We lost
surprise. Thirty times my weight in 12 more men last night. The monsters '
gold pieces were taken. We knew if we scemtoﬁawauunr:grrdmfnumﬁaofrzi"' turer’s note: Legend for all maps...
were raided we'd lose the stuff in the trea- forcements. The Last Priest of Tyr, R i N
ﬁfﬂog‘&mWiﬁfwm Ferrann Martinez, says he has a way to | i b
in the warrens -- s we t the Keep, but he says that it's so wo
keep the womenol, They ossed me'n terile that i mayonly ¢ used s a 0 -5 kit
here ta die, so it don't do no harm ta tell resort. Unless we receive reinforcements " gt
ye. Find it and good riddance.’ ' ) = 3l with cave ke T -

siders. Keep your hands away from your
weapons no matter what they do.

“With the seal you should gain safe
passage in to see the Queen. She will give
you the artifacts in exchange for the seal
and the treaty. Do not do anything to get
her mad, the bugs would just as soon Kill
you as look at you. Once you have the
artifacts, get out of the stinking burrow
and get back to the castle.”

Journal Entry 7:
A tightly bound scroll, seemingly

immune to the ravages of time.

that can only be reached by performing
proper ceremonies. Most sure of these is
immersion, for in this way the bather sur-
renders himself to the spirit of the water.
That spirit, or some portion of it, enters
into the bather, whereby he gains great
powers. Woe to the weak willed whose
spirits are sure to be consumed by spirits
that put even the strong at great risk.

Yurax holds that the Falls of Ixce are

greatest of all these. Morden writes that
the Pool of Radiance is greater still.”

Later in the book,

“Places of magical power are not neces-
san'[yu'edgmwpﬁyni:a[[ocamrl’owa
often moves from plane to plane along the
path of least resistance. The termination
of the path determines the place’s location
on this plane. Volatile upﬁ&z;& bctzlm
the lead to a change in

shortly, Ferran Martinez is our only hope-

% River aoé?'rmwl route

&

v = Target

= Forest
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where the path terminates on this plane,

Some who wield
forces can bend the path like an engineer
damming a river. When the path is bent,
it can terminate in a new location, mov-
iztﬁzp&mofpoweroutﬁispm.lf
the supernatural force that bent the path
is removed, the path will snap back to its
return to its original location. Such
disruption can have violent and
unpredictable results.

"Thus, inter-planar upheavals and
diruudﬂ%natum[fomnwyﬁafdtﬁt
answer to the seemingly ever-changing
[ocaﬁonafp&zasofpo[!'{ua;sucﬁastﬁe
Pool of Radiance.’

Journal Entry 8:

A rugged popular account of the
northern lands.

“Ten days ride north of the Varmis a
barren and dead called the Lee-
wai, land-in-pain or land-of -caused-pain.
Further to the south this place is known
as the Tortured Land. It is said to be an
evil place, shunned by the Riders. They
speak little of this land. But, yearly, dur-
ing Ches, they make a trip into its heart.
There they go to praise the spirit of a
Glowing spring. This they have done for
ages and so shall they do for years to
come.

Journal Entry 9:
pieces with hy

s wﬁﬁ';f paper with highly

Fact: Joran Alberach is a special
envoy, from Zhentil Keep, to the City
Council of New Phlan.
_ Strong Rumor: Here to negotiate a mil-
1tary assistance agreement between
Zhentil Keep and New Phian.
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Rumor: Zhentil Keep wants an
ancient powerful artifact in return for

Rumor: The New Phlan City Counci[
has such an artifact that was found in
the ruins of a recently reclaimed building,

Vague Rumor: Joran Alberach wantg
the artifact for himself, not for the ruler
of Zhentil Keep.

Journal Entry 10:

A crude map scratched onto an old
piece of parchment.

X= BAD THINGS
o—

e
fc ol s

Journal Entry 11:

A mangled page of fine paper with
entries written in a very fine hand.

i}c q'j livid aﬁout"fz undead coming
out of Valhingen Graveyard. Three times
He has sent assauggrffgps, three times
none have returned. He dares not send
any of the priests of Bane to clear the
gra He assumes that if a priest

wrest control of the undead from
their current master, that the priest would
then become a threat to His power.

I suggested that if we could neutral-
ize the power that leads the undead, that
we could then use the undead as a tool.

it on this and then ordered me
{ out who or what is in control in
) shows the graveyard is con-
bya
gire T

Ry o poves pofeps

L the power of the pool.
" Death to those unworthy of the

g stationary
d with the symbol of the City
artifact in
is pouch we have made our final conces-
ons to your demands. We have given
Wyouﬁawask;df;’rf‘lﬁ:k

that we have delivered our part
he bargain we will expect you to

0ld your end. Use this protected pouch
Cour representatives to deliver your

b of the bargain to the city council.
member to include all of the magical

s we agreed upon.

With the buried riches in the
ep we will be able to control all of the
rthern shores of the Moonsea.”

<
[ { o

Porp Cadorna
City Council
New Phlan

laimed Phlan, and the might of Zhentil

Journal Entry 14:

Several pieces of paper with highly

nized writing.

Fact: Porphyrys Cadorna is the last
known surviving member of the Cadorna
Clan.

Strong Rumor: rising star in city poli-
tics and on the City Council.

Rumor: very charming, has many
admirers, but no known mate.

Rumor: vindictive, [ikes to get his own
way and remembers when he is (in his
mind) double crossed.

Fact: has contacted thieves to have
them gain him information on the Pool of
Radiance.

Fact: has hired a number of mercenar-
ies through the thieves (we received our
normal cut).

Vague Rumor: is using mercenaries to
find Pool of Radiance.

Journal Entry 15:
A clean map drawn with exact lines.

Journal Entry 16:

Told in a proud, haughty voice.

‘I am a princess of a tribe of nomads to
the northwest. My father is an old fool.
He wanted me to marry King Al Rasid,
to cement an alliance. I had more impor-
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tant things to do, than be tied down to an
aging monarch. When | marry, it shall be
to someone who has the same taste of
adventure and the same skill with a
sword.

“Well, Father was insistent and his
subjects supported him, so I left to seek_
my fortune. Kobolds had been raiding our
tents upon occasion, so | headed this way.
If I could end the threat, then I'd have
more leverage with my tribe. However,
two nights ago, 1 was ambushed by these
worms -- knocked out and bound up. |

finally got myself untied a little while ago
and was working my way out of these
caves, when you showed up.”

Journal Entry 17:

A quick note on an often used piece of
paper.

‘I must find some hardy allies in case
this monster from Phlan sends his troops
to attack my island. I need a small, intel-
ligent party who can move through the
civilized areas without notice, but who
have the skill to traverse the uncivilized
areas and the wilderness. I must watch
the next groups to come to the lake and
see if any would make proper allies."

Journal Entry 18:

A ratty piece of parchment with [arge
writing on one side.

"Hold the Sokal Keep on Thorn Island
at all costs. If attacked, sacrifice your
troops as necessary to hold out until

‘In your deployment set two squads of
hobgoblins to patrol Thorn Island at all

times. At least 2 s of archers are to
be de on the walls at all times. Let
the pack of wardogs loose to cover the
island several times a day at random
intervals. Set pairs of kobolds as observers
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in hidden locations around the island. gl Entry 21:

If Thorn Island is invaded immediaz,. ¥ 6ina old book; one of a massive
ly dispatch a message back to the castle. K
‘We will send over however many rein. fere ruling the Twisted
forcements are necessary to hold the ‘general named
island.’ raxus. He strode before his armies

in flame and led the Riders out of

Journal Entry 19: " At his hand the Kingdom of

A black bound tome written ina was conquered. Ti south fe
strange halting hand. the Horreb and

"...and settled foremost in the hall of
Minor Courtiers were the lesser powers:
Maram of the Great Spear; Haask, Voice

of Hargut; Tyranthraxus the Flamed One,

Borem of the Lake of Boiling Mud; and

Camnod the Unseen. These too fell down

and became servants of the great lord : e

i thraxi mawa[dwaterwﬁu:ﬁ .

Journal Entry 20: ‘ ‘ tﬁcﬁgﬁtqt;fgyk;‘lﬁuﬁesanf(m
Told in a pained voice. B tﬁfwi“' q_ymnf“’"ﬂ’ wdﬁadi'
“We just got the cut through to the e hraxus

beastie s lair when | injured my leg. King

decided there wasn't much use fer me any- - ?

maore. Made me a proposition though. /r Entry Czlft.ﬁ X |

Said if I went into the [air and brought A new folded cloth map drawn in

out the treasure, he d feed me till | rproof ink.

stopped breathin'. Best deal I had, so they
tossed me down here. Not bein’ a fool, |
(it out for the deepest hidey-hole.
Thankfully the beastie was asleep. I can
still move real quiet when I must.
"Anyway, if there hasn't been much of
an alarm, then drunken Ferd must be on
watch at the rock, He's the King's son, so0
he ain't here with me -- worthless sot. If
he's there, he's got less brains than a fer-
mented rat, just act officious and he ([

mal Entry 23:

take ya ta the King. Wouldn't mind everal pi with ki

fntrin’of 468 ypun’s . 0 secs ekl il

Jjust the types ta do it too.” Fact: Ulrich Eberhard is old, hard
fed in every sense of the word, leader
te initial expedition to retake Phian.

Strong Rumor: unfaithful to his wife,
but she knows, though he doesn't Know
she Knows.

Rymor: hates monsters, with a pas-
sion; would kil every last one before sur-
Te: A
Vague Rumor: angry attitude is a
cow:gﬁu: is actually paid by The Boss.

Rumor: opposes rise of Porphyrys
Cadorna as a, "Young upstart who doesn't
respect his elders!"

Journal Entry 24:

A piece of old, expensive paper written
in a dried brown fluid.

“Cursed is the child Porphyrys. He who
was visited by the spirit of fire in his cra-
dle. He who burned his nursemaid, and he
who called the armies of the night down
from the mountains.

“Possessed is the one called Porphyrys.
When the spirit of evil is in him you can
see the fire in his eyes. When he is pos-
sessed, the ground trembles with his

anﬂrﬁc nearby plants wither as if
great heat.

'ﬂ\[aneoftﬁescrvantswif[goncartﬁe
child any more. I think he should have
been drowned at birth. But his mother is
blind to his possession. Sﬁé guanilf :ﬁft’:uk
like a tigress protecting a Kitten.

e hasensoceed e

“For now we have no choice. We will
evacuate the city by ship on the morrow.
And the accursed child shall come along. |
swear that he smiles every time there is an

sion, or anytime you hear a man
:jprzfljm Saints preserve us all from this
demon child.’

Journal Entry 25:

An official-looking notice.

“The number of undead creeping out of
the Valhingen Graveyard is increasing.
These umZu{ have disrupted training,
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destroyed property, and Killed many of our
troops. Patrols have been sent into the
graveyand to reconnoiter and determine
the source of the undead. None have
rzmrnj Under your responsibilities as a
priest of Bane in the city, you must
combat the menace. A =
into the

peTpose

the source and leader of the undead. If
your group can engage and defeat the
leader, or destroy the source, do so. If your
group is outmatched, return with your
information so that we can form an
assault group with clerics and trops.
Upon completion of this mission you will
be in [ine for promotion to the next hi
rank_in the hierarchy of the temple
Bane in Phian.’

Signed

The Boss

Journal Entry 26:

A small bound book,

I have charted this maze as closely as
l"c‘z}n. Mymﬁb&dﬁyﬁatﬁm
a / traps. Yarash must have
used Z:

magic to escape this place. I can
find no other way out.”

-5 SECRET DOOR

LN

_ Darash has been breeding creatures for
increased ferocity. Most of his experi-
ments fail. Few live long enough to
mature. None that mature have yet bred

true. The bodies of his failures are often
used as food for his newer creations.

"I do not know what Yarash intend; 1,
do when he completes his hideous exper;.
ments. But | must assume that he will
turn his abominations [oose on the worlf
To these creatures Yarash will be their cre.
ator, perhaps even their god! The idea of
Yarash as a god to anyone sickens me. |
must find a way to stop him.

Journal Entry 27:
An impressive announcement.
"“BOUNTY of 10,000 GOLD!

‘I will pay 10,000 gold pieces for a live
sahuagin! I will pay 1,000 gold pieces for
a recently dead sahuagin in good condi-
tion. I need a specimen of this man-like
salt water aquatic creature for my studies.

'ﬂri:gyour.fpecinmtotﬁc%'zq/
Lake Kuto and build a fire as a signal.
Your specimen will be examined. If it is
truly a sahuagin you could end up with
10,000 gold pieces. But beware, | will
know any forgeries, and I will punish any
attempt at 7

‘So, capture a live sahuagin, bring him
to Lake Kuto, and walk away a rich
man!’

Signed

Yarash the Sorcerer

Journal Entry 28:
A crude map burned into an animal
sKin.

ALY

[ Entry 29:

T &

=

i N
-
11 |

1
fit

al Entry 30:

efully prepared notes.

¢ 1: ‘Tyranthraxus is definitely a
ot of immersion in the Pool of

we. His extraordinary brilliance,

harisma, and power of command
e a direct result of exposure to the
of the Pool.”

¢ 2: "The Pool of Radiance may

pecial magical abiliti

ties.
firaxus exfiibits a fiery aura, obvi-
agical. He also seems to have
rdinary means of obtaining infor-
. Special magical powers granted
pool would explain both the aura

pte 3: ‘Tyranthraxus tells stories
 moving down from the north.

gh hie never mentions the Pool, 1

er that it is northwest of the

onspine Mountains. Strangely, he
ionally lets slip that he is never far
the Pool, but that must be a paren-
al reference.’

e extra information gathering capa-
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Journal Entry 31:

Told in quiet, hissing speech.

“Thank you for saving my children
from the Mutilator Yarash. In return 1
will aid you in what way I can, though
that may not be great.

*I have lost much of my following to
young Drythh who listens to the false
promises of Tyranthraxus... that if he
brings troops to invade Phlan, he will rule
the riverbanks.

"So, Drythh and his followers have
been proving themselves in raids upon the
Kobold caves to the southwest and the
hobgoblin caves to the south.

*For some time my followers have been
disappearing. But, when you freed my
Yarash my status was increased. Drythh
Kept quict for a time, but once again the
young warriors listen to him and not to
me.

Journal Entry 32:

An announcement on rugged paper
written in [agge clear symbols.

“Be it announced that Mace, the for-
mer cleric of our lord Bane, is hereby eject-
ed from the church. His crimes include
refusal to follow temple dictates, unau-
thorized performance of major miracles,
and the great heresy of placing other gods
above our almighty lord Bane.

"All loyal followers of lond Bane must
report Mace's presence on sight. He is to
be captured, brought before a loyal tri-
bunal for fair and just judgment, and
then burned at the stake.”

Journal Entry 33:

An official looking notice

Yarash,

"The time has come for you to add your
power to tﬁtgmwing[cgiansqfnyfg[-



lowers. Come and supplicant yourself to
me and | will reward you as an important
officer in my magical forces. You will
serve as the advisor to the cohort of sol-
diers to be based at Sorcerer’s Island.
Resist and you shall be crushed before my
almighty power. I expect your positive
reply within the week.'

Signed,

e o

Journal Entry 34:

Told in a triumphant tone.

“You have no understanding of the
subtlety of Tyranthraxus and his allies.
Here you have trusted me enough to let
your guard down. Now you are my pris-
oners.

"My kobold friends deserve some
reward for their help. Therefore, you are
to be taken to their pit. There, unarmed,
you shall fight Bersheera, my pet serpent.
He should be hungry now, merchants

don't satisfy him for long."
Journal Entry 35:

Told in halting speech.

“Thank you for freeing us. Yarash has
been experimenting on our people, chang
ing them in horrible ways. Every night
we carry off another lizard man with his
chest burst open or his head mangled.
Yarash say he make us like Sa-Hag-An.
He always say that he make us stronger,
better hunters. But all he make us is dead.

“We were not allowed to speak when
Yarash was around. These marks were
passed down to us and remind us of home.
They represent the friend word used
between lizard men of different tribes. If
you meet lizard men on the outside, this
word may help you."
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The lizard man carefully scratches
marks into the dirt. You recognize the
marks as two runes and a path symbol.

o~ R --—-

Journal Entry 36:

Carefully prepared notes.

Note 4: "He has fooled me. All this
time he has called himself Tyranthraxus
the Flamed One. He exhibited his flame,
and spoke of deeds attributed to
Tyranthraxus. But , while he did
not know I was around, he revealed his
true identity. He spoke into the great pool
in his Lair. I think he spoke to Lord Bane
himself. And he referred to himself as
Maram. Maram, he of the great spear, is
also a servant of Bane.

"Why would my leader use a false
name? He hides his identity from the
world, so that they do not research his
past and discover his weaKnesses. What if
he also hides his identity from his closest
advisors, so that they also cannot know
his true abilities and weaknesses. Anyone
who attacked him, thinking to utilize the
weaknesses of Tyranthraxus, would be
destroyed by the different powers of
Maram of the Great Spear.

"My research into Tyranthraxus is now
useless. | must scour my records for details

ing Maram of the Great Spear. |
i L

Entry 37:
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e i 0 i et e
is the pools nat ion. When
P“:;‘;f < i it returns [ will be ready. I truly believe
that the Pool of Radiance is the Key to the
, ‘Wa wnt‘zj:: [:x’:rg::dnbinm secret wisdom that I seek.’
mercenary cp Vours in wisdom
Rumor: mostly interested in the i
“Pms dt& i Journal Entry 40:
qx{oﬁzg;sﬁ:mt[lynm;e:arywut A quick note on an often used piece of
early in his career. paper.
. hates Zhentarim because he “Both kobolds and hobgoblins exist in
ir aurutagamsttﬁemswem[ large numbers to the east. Experiments
' . AT .;ﬁowmitﬁermkgsgoodbm:ﬁngmtcri-
mor: has strong contacts with ot ;
* and some ruffians in town;
f our informants confirm such con-  Journal Entry 41:
- Von Ursingen's unit A clean map drawn with exact lines.
ipe. outéyme magic users; fie
¢ only survivor; he retired and now
y hates magic users.
£ntry 29
ved parchment covered with
wntug to you to describe my
rinquiries into the legend of the
. It seems the pool has
times. Long ago, at least
w:zan[ actually moved the pool | fl
i Mfora period of time to
it. However, the pool seems to
140 its original [ocation afterevery  Journal Entry 42:
A sketch drawing.
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Journal Entry 43:

A loosely wrapped scroll.

‘Aramaly-the-Good, paladin and
brother of Taimalg-the-Invincible, and
Sarasim of Teshwave, the high priestess of
Sune, attacked the denizens of the
Valhingen Graveyard with a holy
vengeance. They came in search of
Taimaly and his mercenary band, who
assaulted the graveyard and did not
return.

Sarasim used her holy power to dissi-
pate and turn the undead that confronted
them. Aramaly wielded his vorpal sword
and slew the few that fought her power.

"Together, Aramalg and Sarasim pene-
trated the graveyard to an evil marble
crypt. They found and splintered an
empty coffin, blessing the remains and
sprinkling it with holy water. Then t.
confronted the omﬁzr@q'tﬁe coffin, aﬁcer!:a-
ture of great evil and the leader of the
undead in Valhingen, an ancient vampire.
The three began a furious melee.

‘The vampire was swayed by Aramaly
and Sarasim’s power, but would not be
turned. The vampire shouted, 'I have
defeated Taimalg and his warriors, I will
defeat the brother of Taimaly as well!

"The vampire summoned an army of
rats and tried to charm Sarasim to his
side, but to no avail. Sarasim resisted his
charm and Ar charged through the
massed wrmir:l.”’lwﬁ? varrgirz f%are
the mighty blows of Aramalg's holy sword
and Sarasim'’s enchanted mace.

“Defeated, the ancient vampire dis-
solved into gas and fled to his coffin.
Finding the coffin destroyed ke returned
to solid form and screamed. Seizing the
moment Aramaly grabbed the vampire
and held him with all of his strength.
Sarasim ran up and drove an oaken stake
through the vampire's heart.

“Aramaly and Sarasim performed the
proper rituals to banish the vampire for.
ever. Then, wounded, Aramalg and

Sarasim left Valhingen Graveyard. It g,

beyond their power to completely cleanse
the evil place, but they had extracted

proper vengeance for the death of Tiamaly

and his troops."

Journal Entry 44:

A cleanly written note on standard
paper found on the body of a dead trader.

Aleram,

"Hello my good friend. I hope you and
your brood are well. I am tired; tired of
trekKking through unspeakable swamps
and over unclimbable mountains to take
my wares to ungrateful customers.

‘Only one event has saved this year's
sales. I found a castle full of happy folk
who were very good customers. They were
starved for goods and news from the out-
side world. And well they should be, their
castle was in the middle of a small forest,
and the forest was in the middle of a
swamp!

“These people seemed to know nothing
of recent events. They still spoke of Phlan
as if it were in its full flower. And they
paid in old Phlanian Gold Sovereigns,
double the weight of the newer gold
coins!

‘Though they were out of date, they
were very ﬁuﬁ:ydh_; and prosperous. | saw
maore than one gem glitter in the sun, and
several swords showed a flash that made
me think they were magic. If you are will-
ing to dodge the vermin of the swamp |
would add this castle to your trading
route. Speed to your horse, strength to
your arm, and skill to your trading.”

Dour Friend,

Burach
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(fi t, stylized, common.
- ayosfyfkﬁ things were
ores of Lazara, what flesh things
fie Moonsea. We gathered much gold
olatinum, plus many gems for decora-
and to appease our own gods. We are
¢ adept at finding such trinkets as we
e Oul home by ing with our
s thigsbgon o il
Whe ings an to } /s
'7mfzsok_autﬁanasiuuﬁgm.
could not decipher our glorious lan-
ge of sounds and movement and we
7 R i

. faﬁl’csqueak; and

As we assumed the flesh creatures
mwc[aok;dontﬁan:zt
weak, but tasty, prey. But
mﬁﬁrgﬁftﬁm,mdm
10 longer slow. Then they came in
,Msawmnamasoft.
louds of stink, and so were no longer
0K, Our gods told us that the flesh

fiope was to retreat.

st secret for many generations.

it now you have come. You have
2ated our warriors, evaded our traps.
admit your power. We have nothing
ther to gain by combat. If you will

J winpeaayoumaytaéo;ego&{

d gems that were sacred to our gods, we
kmaﬁandonedﬁytﬁcmlfgyouwiﬁ'
leave us in peace then we must fight
the last. What is your decision?’

b2

Journal Entry 46:

Told as jaunty, after dinner conversa-
tion.

“This is an old story that | first heard
while serving at the Citadel of The
Raven. Dirg was the usual barbarian hero
-- the type able to snap five men's backs
with his bare hands, wrestle and tame the
cloud horses, pierce a man with a javelin
from many miles away, and other equally

posterous things.
pn"’lﬁcstorygo:sgtﬁatﬂiyaudﬁifbwd
of men found a pool of unfrozen water
while ing in the snowy wastes.
Diry s little pet lizand Jezma got too close
to the pool and discovered that not only
was the water not frozen, it was boiling
hot; so hot that it cooked the sKin right

of Jezma.
aﬂ'ﬂirgmxm he thrust his
spear into the pool and roiled the waters.
The demon of fire that inhabited the pool
was disturbed and roared out of the pool
to do battle. The demon leapt from man to
man, consuming them in a single touch.
“But the demon of fire could not defeat
Dirg. Neither could Diry find a weapon
strong enough to withstand the creature’s
fire. After battling for an entire day, Diry
finally called upon his totem god for aid.
With this magical aid, Dirg was able to
trap the flaming demon in a triangle of
power where supposedly he is even to this
day.’

Journal Entry 47:
A small wrinkled parchment with
hly scratched notes.
“Hobgoblins transferred out of Valjevo
Castle. Now replaced by giants and trolls.
Sounds very tough.



Stojanow Gate guanded by bugbears
and ettins. Heard ettins didn't [ike light.
Must be charmed or controlled. Sounds
tough!

Some smugglers sneak supplies
through Stojanow Gate to The Boss.
Must checK it out.

‘Overheant hobgoblins say a dragon
scared them into leaving a nice air in the
mountains out east. Couldn't happen to a

Journal Entry 48:

Several pieces of paper with highly
onganized writing.

Strong Rumor: The Boss is a dragon or
is @ human who can take the form of a
dragon.
Vague Rumor: The Boss is a metallic
dragon. Npt considered (iKely as metallic
dragons are ‘good'.

Fact: The Boss holds audiences in
Valjevo Castle. Castle is guarded by
groups of big stupid monsters, with occa-
sional smart human leaders.

Rumor: The Boss doesn't spend full
time at Valjevo Castle.

Fact: maze inside castle wall; pass-
wonds are needed to get past castle gates.

Rumor: The Boss has been sending out
messengers to the tribes of monsters in the
area to recruit new units.

Vague Rumor: The Boss is recruiting
new units in preparation for an assault to
retake the civilized sections of Phian.

Journal Entry 49:

A letter on clean white paper in a
strong hand

To:

The Boss

Valjevo Castle, Phian

Sir,

‘I categorically reject your demand that
I submit my island and my powers to

your control. | am a free man and | wi[f
remain free. Np petty tyrant can order
about a true mage.

'If you or your troops make any moy,
toward Sorcerer's Island I shall send oy
army of my unstoppable aquatic creatiop,
down the Barren River and sink your pry.
cious castle. Until now you have been
beneath my notice. If you value your
empire, let us Keep it that way.”

Signed

Yarash, the Sorcerer

Journal Entry 50:

An official looking notice

"Assemble a group of at least 30 of
your followers. Meet up with a hobgoblin
assault force at the small docks to the
west of town. You and your group will be
under the command of the hobgoblin lead.
er. Follow his onders. Upon completion of
the mission you will be rewarded with
food, treasure, and many slaves.

Signed,

The Boss

Scribbled on the back of these orders is
Norris the Gray's unsent reply to The
Boss

"I will never follow the orders of a
hobgoblin. I don't go on missions until |
Know exactly what we're supposed to do.
And 1 don't go on missions for an
unknown amount of food, treasure, and
slaves'. I do go on missions where I am in
command; where I know exactly what the
target is; and where | know exactly how
much 'l get paid. Don't send me another
order until you can meet my terms.”

Signed,
Norris the Gray

pieces of paper with fighly

{zed wnting.

ot Bishap Bracio s the hghes

oo religious leader in Phlan. Runs

in civilized section of city.

Rumor: Braccio is actually a

, forapawafu[ﬁ'gﬁpﬁmwﬁo

xgmwr:ﬁrauioisum{crﬁnto

omething about the undead problem.

g as the undead were causing the

sters more trouble then the settlers, he
umor: Braccio is opposed to the tem-

| gndency to sell clerical ‘miracles; but

5. Braccio would rather perform such

eles’ in exchange for good works

in the name of the church, not just

gy or items of power.

mal Entry 52:

delivered in chillingly clear tones.
Hear us in our hour of need!” the

ad witchdoctor cries, *This night we
a great battle. By the breaking of
m either our enemies will be dead or
jill have been destroyed.

Accept the sacrifice of these outsiders
[ give us the strength to defeat the
,q’ourmmics.f}"ﬂour[imﬁswitﬁ
fire, and fill our minds with your

. Let us vanquish our enemies just as
panguish these invaders who have

1 among us.’

!
|
|
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Journal Entry 53:
A crumpled discarded piece of paper,
full of rub outs and scratch overs.
Priests: 1
Acolytes: 4
Ogres: 1
Hobgoblins: 40
Oncs: 90
Goblin Slaves: 20

Journal Entry 54:

A page from an unknown diary.
“They stole my map to the Pool.
Somehow they when | was coming
and exactly what to looK for. They didn't
even bother to Kill me; they said | wasn't
worth Killing. Z:? just crippled S)
took the map, and rode away laughing.
"After the attack and the rigors of my
trcka[[lmwmﬁcristﬁauliefl’oa‘[#isiu

the Dragonspine, north and west
Somaa‘ﬂu"; Island. It shines just like they
said it would. You can feel the power
out of it. Kings and
have searched for the Pool, and I had a
that led right to it.
maglflmr?étﬁﬁacktﬁewcquykgs
I'l go after them. I'll get back my map.
I' get to the Pool. And this time I'l
bathe in its power. Then I'll teach them.
I'l teach them all.’



Journal Entry 55:

Delivered as you sit around the camp-
fire.
You must beware of the many dangers
in this region. Several days walk to the
west there is the pyramid of evil. It has
been long avoided by all sensible men. To
the southeast is a [air of many ferocious
hobgoblins. The areas to the southwest,
are inhabited by evil men -- buccaneers,
marauders, and soldiers of an evil empire
far to the west. And all good folks avoid
the swamps to the east. Nothing but dan-
ger grows in the swamps.”

Journal Entry 56:

An unsent note written on stundy
parchment.

“An active dragon has made its home
in the Dragonspine Mountains to the
northwest. Xeep search parties away from
the area so as not to catch the dragon's
attention.’

Journal Entry 57:

A ratty piece of parchment with large
writing on one side.

‘Our spies in the city inform us that a
party of invaders will travel to Sokal
Keep to free it. To combat these invaders,
assemble a force of no less than three
squads. Travel by boat from the small
docks at the west of town to Thorn
Island. Move undetected to Sokal Keep.
Find the adventurers in or around Sokal
Keep. Kill them before they can return to

the city council with information about

Tavern Tales

the true situation at the Keep. Return
with the invader's heads as proof of cop,

i ssi - ith scoundrels, con-men, and adven-
letion ur mission. Upon leti qfﬂ[;w!?ﬁ[anamﬁ[kdmt rels,
;auwn[[ofﬁrey‘:zmn{d :litﬁ{’foom:;? ¢ - every one a liar and a gossip. The following tavern tales represent
and many slaves." : umors and lies.
Signed,
The ‘Boss ' by i
are in a tavern, you may be Talgs:ﬂumgd[oowm&ag
Journal ‘Entry 58: ular tale by number. aﬂ'm&[af@msabnemuf‘mwmw
' that tale. If you really m!ammwmmdsﬁow

Tale 7: Great treasures are to be found on

tales are true, some are the banks of the Barren River as one ven-
nutﬁ,mu{mﬁaumm tures northward.
a hint of truth. Even '
; Tale 8: The is controlled by a
is referred to by number, it oo gma% . .
ar to the northeast, in the midst Ta[z9:ﬂpuzz[a{pamnudtﬁaﬁnﬁmf
i Shmeeme—
L across c
a powerful wizards v ey =il
A drunk bard sits in a corner of Unfortunately, no one can help him.

Tale 10: To the west lives a tribe of
insect-men who worship normal men and

Wells throughout the city often give valuable gifts to all who visit them.
access to hidden dens and under :
4 Tale 11: The Dragonspine Mountains are
inkabited by a race of evil dragons who

(ure travelers to their lairs and slay them.

by



Tale 12: A bedraggled adventurer decries,
“There was a man called turtle, walls
that aren't there, living daggers; I never
did figure out what was going on!’

Tale 13: A master thief has set up a hid-
den training ground deep in the old city,
right under the noses of monsters.

Tale 14: Ogres who live to the east of
Phlan are holding captive a princess for
whom a huge reward has been offered.

Tale 15: The merchants of Zhentil Keep
are setting up a trading base far to the
west of Phlan. They're hiring caravan
guards for good wages.

Tale 16: Buccaneers operate a slave auc-
tion out of a hidden camp near Stormy
Bay.

Tale 17: An old sage sits in a corner with
a dark wizard. “You're right,” laughs the
sage, ‘theyl do anything I tell them to,
no matter how silly or phantastic.

Tale 18: Off to the east of Phlan roams a
tribe of marauding nomads. They have
been pillaging villages in the plains with
the help of a powerful artifact they have
discovered.

Tale 19: Mighty tribes of wild dwarves,
thousands of them, roam the
Dragonspine Mountains, destroying vil-
lagers and Killing travelers.

Tale 20: 'I was totally confused; it was
like being lost in the darkness," sighed the
overwrought adventurer. ‘Rabbits, hats,

bowling balls? Where in the realms
was 17
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Tale 21: The monsters in Phlan are [o
one of the generals who sacked the a_tyliy
generation ago. The general has used 1
great magic to make himself immorta[

Tale 225; A vast fortress of Kobolds dom;.
nates the western tip of the great s
These normally weakcrzatumgm:!}at:lp '

great size and have extraordinary
powers here.

Tale 23: An ancient Silver Dragon stifl
lives up in the Dragonspine Mountains.
The dragon is not evil and will help
travelers who battle evil.

. l BI
, a listing of spells available to player
clerics and magic-users as they

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

APPENDICES

SECOND LEVEL MAGIC-USER SPELLS
Detect Invisibility

Invisibility

Knock

Mirror Image

Ray of Enfeeblement

Stinking Cloud

Strength

THIRD LEVEL MAGIC-USER SPELLS
Blink

Dispel Magic

Fireball

Haste

Hold Person

Invisibility, 10' Radius

Lightning Bolt

Protection From Evil,10 Radius/Protection
From Qood, 10' Radius

Protection from Normal Missiles

Slow
ARMOR LIST

Welght Maximum
Armor Type ingp. AC Movement®
None 0 10
Shield, Small# 50 9=
Leather 150 8 12 squares
Padded 100 8  9squares
Studded 200 7  9squares
Ring 250 7 9 squares
Scale 400 6 6 squares
Chain 300 5  9squares
splint 400 4 6 squares
Banded 350 4  9squares
Plate 450 3  6squares

* A character carrying 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 EXPERIENCE
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 multipleclass 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 1st level fighter.

CLERIC: Spells*
Level Experience 123
1 0-1,500 ) W,
2 1,501-3,000 2 - -
3 3,001-6,000 20
4 6,001-13,000 3 2 -
5 13,001-27,500 3 3 1
6 27,501-55,000 3 3 2

* Clerics get additional Spells by Level if
they have a Wisdom of 13 or greater.

FIGHTER:

:

Experience
0-2,000
2,001-4,000
4,001-8,000
8,001-18,000
18,001-35,000
35,001-70,000
70,001-125,000
125,001-250,000

! DN U N -
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Experience
0-2,500
2,501-5,000
5,001-10,000
10,001-22,500
22,501-40,000
40,001-60,000

NNN="' ' N
Nty

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

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. Qood clerics can drive the

OOQOUOGNﬂgé OU&NN-‘§
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undead away and may be able to deg
them If the cleric is of a high enough ley,
and the undead are of a low-enough 1“5'

The following is a list of undead in i

ing order of power and what mlnlmu:,%

level of cleric a character has to be tq
have any influence over them. Low leve
clerics generally have a chance, not a ce,
tainty, of affecting undead. T

Minimum
Undead Type Level of Cleric
Skeleton 1st
Zombie 1st
Ghoul 1st
Wight 1st
Wraith 3rd
Mummy 4th
Spectre Sth
Vampire 6th
GLOSSARY OF AD&D® GAME
TERMS AND COMPUTER TERMS

Ability Scores. These are numbers that
describe the attributes of the characters,
There are six abllity scores: Strength,
Intelligence, Wisdom, Dexterity,
Constitution, and Charisma. For 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.

Alignment. 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 2
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.

his Is the s

ce Points (XP). Every encounter
have ylelds experience

who gains enugh XP
a level if he has enough gold

n combat, a character faces a

. An attack from the direc-

ge. A character will always
nt If he has only one oppo-

ats (HIP). This is a measure of how

er's total. When he has lost all of
oints, he is unconscious and

wounds are bound by another

:', ber, he is simply unconscious.

mall picture of a mon-
seen In the Initial

cl

of an encounter and during com-

: Icons can be altered using
command In the Camp Menu.

e characters with higher dexterities

er chance for a higher Initiative.

'his describes the power of a num-

items. The power of char-
, monsters, and spells

escribed with levels,
1 er Level. This is a determination

experience a character has.

the level, the more experi-
nd important the character is.
21 spelicasters can cast high level

Level. This is a measure of how

m In the earth a dungeon is. For
st part, the further down one is, the

rocious the monsters. Thus, a
dungeon refers either to how
or the relative toughness of

Level. This is a measure of how

ful monsters are. The higher the

more powerful the monster.
Spells come in degrees of

ty. The higher the level of the spell,

er the difficulty. Only very experi-

enced magic-users and clerics can learn
high level spells.

Magic. This term covers spelicasting,
enchanted items, and any other applica-
tion of the supernatural.

Melee Combat. This is handto-hand com-
bat with weapons such as swords, spears,
and fists.

Missile Combat. This is ranged combat
with weapons such as bows and arrows,
crossbows and quarrels, and slings and

slingstones.

Monster. This term actually includes
human and cther player races as well as
such creatures as ogres and dragons. In
general, if it isn't part of your party, it's a
monster. Monsters are not necessarily hos-
tile. Some may be helpful. That's what the
Parlay command in the Encounter Menu Is
for.

Non-Player Character (NPC). This is a
member of a player character race who is
not controlled by the player. Some NPCs
can be brought into a party.

Party. The group of adventurers you form
to perform the missions you are given. A
party can be reformed for each adventure,
and even altered during the course of an
adventure,

Player Character (PC). This is a member
of a player character race who is con-
trolled by the player. The characters in
your adventuring party are PCs.

Spell. This is a magic incantation that can
alter the nature of reality. Both magic-
users and clerics can cast spells after

memorizing them, If the spell Is cast, it Is
gone from the user's mind and must be re-
memorized

.

Spell Book. The book a magic-user car-
ries his spells in. If he doesn't have a

magic book, he has no spells to memo-
rize.
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ARMOR AND WEAPONS PERMITTED BY CHARACTER CLASS

Class Armor Shield Weapons
Cleric any any club, flail, hammer, mace, staff
Fighter any any any
- Magic-User none none dagger, dart, staff
Thief leather none club, dagger, dart, sling one handed sworgs
T —
WEAPON LIST
Name Damage vs. Damage vs. Larger Number
Man Sized Than Man Sized of Hands Class
. Axe, Hand 16 -4 1 f
Bardiche+ 28 312 2 f
. Bastard Sword 28 216 2 f
Battleaxe 1-8 18 1 f
* Bec de Corbin+ 18 16 2 f
Bill-Guisarme+ 28 1-10 2 f
. Bo Stick 18 1-3 2 f
Broad Sword 28 27 1 f.th
© Club 18 13 1 f.clth
Dagger 14 1-3 1 f,muth
. Dart 1-3 12 1 f.muth
Fauchard+ 1-86 18 2 f
! Pauchard-Fork+ 18 1-10 2 f
Flail 27 28 1 f.cl
| Pork, Military+ 18 28 2 f
Qlaive+ 1-6 1-10 2 f
Qlaive, Quisarme+ 28 212 2 f
Quisarme + 28 18 2 f
28 28 2 4
Halberd+ 1-10 212 2 f
: Hammer+ 28 16 2 f
Hammer 25 14 1 f,c
| 16 16 1 f
Jo Stick 1-6 14 1 f
" Long Sword 18 1-12 1 f.th
¥ Mace 27 16 1 f, ;':.l
‘Morning Star 28 27 1
Partisan+ 1-6 27 2 f
Military 25 14 1 f
Pike, Awl+ 1-8 212 1 f
* Quarterstaff 18 16 2 f,cmu
Ranseur+ 28 28 2 f
18 1-8 1 f.th
!%Shat Sword 1-8 18 1 f.th
Spea 1-8 18 1 f
?.petum 27 212 2 f
 Trident 27 312 1 f
Two-Handed Sword 1-10 318 e f
=9 28 28 2 f
mposite Long Bow * 1-6 1-6 2 :
E‘mp-h Short Bow* 16 16 2 f
‘ Bow * 1-6 16 2 f
. Heavy Crossbow# 25 27 2 f
Light Crossbow# 14 14 2 f
. Short Bow * 1-8 16 2 f
Sling 14 14 1 f.th

|

+ Polearm * Must have ready arrows to fire.  # Must have ready quarrels to fire.
f-fighter, cl=cleric, th-=theif, mu-magic-user
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ng the Game: You can have several saved games listed identified
As you play the game, save the game to various letters. By keeping
ved games, you will always have backup positions in case your charac-
o a particularly nasty situation.

: the Game:
~ 4. Place the Forgotten Realms CD with CURSE OF THE AZURE BONDS
into your CD-ROM drive.
2. Access the drive containing the CD.
" 3. From the root of the CD, enter “DOSSETUP”.
4. Follow the on-screen prompts.

ng Characters from Pool of Radiance or Hillsfar : You need your Pool
e and/or Hillsfar saved game disks or you need to know the subdirecto-
r hard disk where these files are stored. All Characters from Pool of
must be removed (not dropped) from their adventuring party before they
sferred to another game.

directory that contains CURSE OF THE AZURE BONDS. Type COPY-
press Enter/Return. Use the cursor keys to highlight the required
Indicate the drive or directory you are copying your Pool or Hillsfar saved

e OTHER drive specification if your saved games are not on the default

CU rSC OF th C AZU r C 5 O n & S from and the drive or directory you are copying your Curse saved games

Ref Card

7
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low the on-screen instructions. Follow the directions in the rules to load
ters from POOL OF RADIANCE or HILLSFAR.

erring Characters to Hillsfar : You will need your CURSE OF THE

E BONDS and HILLSFAR saved game disk or you will need to know the
ry on your hard disk where these files are stored. All characters from
F THE AZURE BONDS must be removed from their adventuring party
can be transferred to another game. Paladins, Rangers and dual-
Wman characters may not be transferred to HILLSFAR.

S the directory that contains CURSE OF THE AZURE BONDS. Type COPY-
 and press Enter/Return. Use the cursor keys to highlight the required

er. Indicate the drive or directory you are copying your Curse saved games
nd the drive you are copying your Curse saved games to . Use the OTHER
b Pecification if your saved games are not on the default path. Follow the on-
| 4 Instructions.

‘ Ig The Game : Boot your computer using DOS 4.01 or greater. Access the
Iy that contains CURSE OF THE AZURE BONDS. Type START , and
=nter/Return. Press any key to pass the title and credit screens. After the
are displayed, press Enter/Return to Play Game.

Ing Your Computer Configuration : The hardware configuration is set at
You can reset the configurations by deleting the CURSE.CFG file from
directory and restarting the game. This creates a new configuration file.
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Using The Translation Wheel : After choosing Play Game, two symbols, a patp,
and a number are displayed. Find the first symbol on the outside of the i
Translation Wheel, and the second symbol on the inside, moveable part of the
wheel. Match the two symbols and type the letter shown in the numbered box
under the indicated path press Enter/Return. For example, if the computer dis-
plays the symbols to the right of this text, type the letter X and press Enter/Retyrp,
The game loads and displays the Party Creation Menu. '

Making Choices : CURSE OF THE AZURE BONDS s controlled using menuys
One command on each menu is highlighted. Use the < and > keys to indicate tﬁe
command you want and press Enter/Return to select your choice. You can also
choose a command by pressing the highlighted first letter of the command. For
example, to look at an overhead view of the surrounding area, you can highlight
the Area command and press Enter/Return or press the A key.

Some commands, such as View, act only on a single character. Use the Pg UP
and Pg Dn keys to highlight the character you want to be active and then choose
the command. For example, to view a character’s ability scores, highlight the
character's name in the character list and choose the View command.

Some commands toggle the program between two states. When you select one of
these commands the name on the screen changes to reflect the new state of the
program. For example, if you select the Pictures On command in the Pics Menu it
will change to Pictures Off. From then on the monster’s animated picture is not
displayed when you have an encounter.

Moving around : In 3D travel the party can move forward, turn right or left, or
turn around. In combat you can move in any of eight directions. In combat , the
cursor keys default to the Move and Manual Aim commands. In the overland view
the party picks its destination and mode of movement off of a menu.

To Beg!n Playing Quickly : A pre-rolled party of adventurers is stored in the
game directory. To use the saved party, choose Recall Save Game from the Party
Creation Menu. Choose Saved Game A.

After the saved game is loaded, choose Begin Adventuring. Read the Journal
Entry on the first page of the Adventures Journal. Choose the Encamp command
from the Adventure menu. Have all of your spellcasters memorize spells, rest,
then Exit camp.

Move through the city carefully. Listen to what different NPCs have to say. Move
V\{qst to the weapons shop and buy each of your characters starting equipment.
Visit the temple and talk to the high priest. Visit the bar and listen to the rumors.
WIjen you think you have enough information, leave town to find adventure.
Things will get hot and heavy from then on!

Tips on Successful Adventuring : The first thing you want to do is to memorize
spells. Then you will need to equip all your characters. Move to the weapons
shop and Pool your money. Buy your fighters banded mail, a shield, a broad
sword, a two handed sword, a long composite bow and many arrows. Buy your

48

\nded mail, a shield, a staff sling, and a flail. Buy your thieves leather
road sword, a short bow, and many arrows. Buy your magic users a
staff and a bunch of darts. After you have completed your purchases,

w, Items, and Ready commands to prepare all your characters’ equip-
e. Once you have bought everything you need, use the SHARE com-
ad pick up all the money.

~vone in town and listen to what they have to say. The bonds and their
a mystery to your characters, and information can be as useful as a
II (well, almost as useful!) After you have listened to everything that

as to say, leave the city to begin your quest.

party fights it will use up spells and lose Hit Points. When you find a safe
use Encamp and use the Fix command to regain Hit Points. Then
spells to keep your spellcasters at maximum efficiency.

»ur characters have enough experience, points and money, look for places
st cities in the overland have training halls, and training halls may also
in other places. Make sure you have 1000 gp worth of coins for each

that wants to train. If your characters need additional Experience Points,
the cities in the overland or patrol the forest near the Standing Stone.

adventure you may hear a dreamlike voice warn you that “Great danger

, be fully prepared!” Heed such warnings by saving your game and

that save aside. Keep that saved game aside until the party is safely back
 overland. Good luck!

‘Successful Combat : Identify enemy spelicasters at the beginning of

e. Attack them with spells and missile weapons. Be sure to do damage
nd to keep them from casting spells. Concentrate your attacks; it is nor-
er to eliminate one monster than to wound two monsters. Eliminate
5s monsters before they become active again.

our Paladin near the middle of the front of your party so that his protection
Vil can improve the AC and Saving Throws of those adjacent to him. Keep
arty together so that they can concentrate their attacks on the monsters.
 your party’s flanks so that monsters will not be able to get to spell cast-
archers.

e range and area of effect of offensive spells like: magic missile, stinking
ball, cone of cold, and cloudkill . Decide where you will throw a spell
you choose Cast. Use the Aim command to check the range and line of
D your proposed target. Make sure that the spell will attack the monsters and

lls have specials effects that make them especially useful. Stinking

t for several rounds and can be used to protect flanks, channel enemy

and to make monsters helpless. Fireballs are larger indoors than they are
rland. Hold spells can be targeted against several different enemies.

Ng bolts can bounce off walls and attack targets twice with the same spell.



If your party loses a very tough fight, go back to your last saved game. Just

before triggering the fight, prepare your party with spells like: bless, prayer, Proteg,

tion from evil,

protection from evil 10’ radius, enlarge, invisibility 10’ radius, and haste. You cap
also prepare for a fight with magic items such as potions of giant strength, Potiong
of invisibility, or dust of disappearance. Cast the spells and use the items just
before triggering the fight. Use haste sparingly; it ages your characters 1 year
each time it is used.

Difference in the IBM Version : The IBM version of CURSE OF THE AZURE
BONDS differs slightly from the rules. These differences include:

While moving in combat the ESC key will ‘take back’ your current move, but it wijj
not erase any damage you have taken during the move.

You may maintain up to 10 saved games on a disk at a time (depending on space
available). Save each game under a letter (A-J). Use that letter when recalling
your save. The following commands can be given at the Combat Menu or while a
party character is moving under computer control. Press the key(s) to execute the
command.

ALT Q: Sets all characters to QUICK (computer control).

ALT M: Toggles magic spells on/off for characters set to Quick.
<Space> : Resets all characters to manual control.

CTRL S: Toggles sound on and off (may be used at any time).

Characters set to QUICK will use readied magic items. Characters set to QUICK
with readied arrows or a sling will use ranged attacks if no enemy is adjacent.
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What Are We Doing in Tilverton, Anyway?

Journal Entry 1

‘I am beginning a new journal. My old
Jjournal is gone, along with all of the party's
equipment. I write here to try to make some
sense out of our spotty memories.

“We had all agreed to come south to
Tilverton to seek the lost princess, Nacacia
of Cormyr. Tilverton is on the border
between the Dalelands and Cormyr, and
was the last place the princess had been
spotted.

“Rumor was that King Azoun s
youngest daughter, the Princess Nacacia,
ran away from the royal household Of
Cormyr almost a year ago. She fled an
arranged marriage and ran off with a cleric
from Tilverton named Gharri of Gond.

“The latest word was that Nacacia and
Gharri had a falling out and that she was
seen near Tilverton recently. The King had a
large reward out for Nacacia's return. A
smart group of adventurers [ike ourselves
could make some powerful friends if they
found the princess and returned her to
the King.

‘Somewhere alonyg the road to Tilverton
we were attacked. The brigands must have
been invisible, because some of our party
went down before we Knew what was
going on. I vaguely remember dark faces in
evil looking helmets firing crossbows into
our midst. The crossbow hits were not fatal,
but every hit seemed to drop its target. I
remember getting hit in the arm. The wound

blazed like fire. My head swam.
I blacked out, I though that tﬁisiu:; ?{:;
end for such experienced adventurers,

Now we awake in Tilverton with gy
wounds healed. Our equipment is gone,
but we have found a stash of coins, One of
our first priorities must be to buy new
equipment.

‘I overheard a servant mention the dag
but I'm not sure I believe it. If the servans
speaks true it is almost a month since the
ambush. Almost anything could have hap.
pened in that time.

‘It seems that almost anything did. Fach
of us awoke with five azure blue symbols
imprinted on our sword arm. The symbols an

not tattoos, they seem to exist below the sKin.

They occasionally feel ike they re moving.

- XTI

“We have devised a plan of attack. Our
spell-casters will prepare their spells. We
will purchase some new arms and armor.
Then we are going out into Tilverton and
find out what is going on. Someone must
know. And 1 don 't care if we have to roust
every sage, priest, and bartender in this
town to find out.

“These are some random printed notes |
have collected. Their information may be
important on our journey. My journal no
continue on page 10.

P
—]
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JANT DALELANDS
PHIC REFERENCES

rea shown on the map stretches
Tilverton in the southwest to Phlan
 northeast. It includes the center of
Court, the western shores of
sea, and several of the dales
ding the Elven Court. The area is
populated, with major concen-
in the cities and towns and farms
fing the intervening dales. Each loca-
on the map is described below.

Iyr is a large civilized nation to the

i and west of the Dalelands. The

S of Cormyr have extended their

iern border by annexing the city of
iton. Cormyr has no known plans to
an ts expansion towards the

/ To Sembia & Battledale

Dagger Falls is a farming community on
the River Tesh and the largest settlement
in Daggerdale. The inhabitants of Dagger
Falls dislike outsiders of any kind. They
fear the expansion of Zhentil Keep may
destroy their independence.

The Dalelands include the fertile areas
surrounding the vast Elven Court. There
are many dales around the Court, includ-
ing: Shadowdale, Mistledale, Battledale,
and Daggerdale.

The Elven Court is a vast forest that was
the center of elven civilization in the
areas near the Moonsea. When the elves
left in The Retreat, the elven court was
left empty. Without the elves to control
them, evil creatures have begun to multi-
ply deep within the forests. Some fear
that these creatures will become a threat
to the surrounding Dalelands.
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Essembra is the trading center for
Battledale. Battledale has seen many con-
flicts; many bitter enemies find it conve-
nient to hold their wars in Battledale,
rather than risk ravishing their own lands.
Battledale has lost some of its former
power with the retreat of the elves.

Hillsfar was formerly the major trading
center between the Elves of the Elven
Court and the Humans of the

The Standing Stone is a large marker
commemorating the signing of the
ment whereby the elves allowed humgp,
to settle the Dalelands. The marker s .
also the closest marker to the ruined
of Myth Drannor. Yy

Teshwave is a medium-sized city that

h
been recently occupied by the forces of&
Zhentil Keep. So far the occupation hag
been a calm affair and the

Moonsea reaches. With the
retreat of the elves, Hillsfar has
been taken over by a ruthless
dictator. He has expanded the
Red Plume mercenaries and is
engaged in a successful mili-

tary campaign against Zhentil
Keep in the ruins of Yulash.

Mistledale is a quiet farming
community. Its largest town is
Ashabenford, where the River
Ashaba crosses the road from
Hillsfar to Tilverton.

Myth Drannor was a huge
ancient city of elves at the cen-

forces of Zhentil Keep think
that the people of Teshwave
have been cowed.

Tilverton is a small city on the
southwestern border of the
kingdom of Cormyr near the
Dalelands. Tilverton was
recently taken over by the
Cormyr Protection forces and
is currently occupied by the
7th Division. However, the
occupation is going peacefully,
and the people of Tilverton
actually seem relieved to be
under the protection of the

ter of the Elven Court. When

the elves left the Elven Court, the city
was left deserted. Evil creatures, drawn
by the elven places of power, quickly
rushed into the city and turned it into a
foreboding ruin.

Shadowdale is the name of both a town
and its surrounding area located where
the River Ashaba crosses the road from
:“llvertc:_n to Voonlar. Shadowdale is a

aven for adventurers and happily opens
its arms to the power, protecti':ﬂ,yange
riches that successful adventurers bring.
Shadowdale is also home to the famous
sage Elminster.

b s

kingdom of Cormyr.

Voonlar is an evil city which has allied
with Zhentil Keep. Troops from Voonlar
have attempted to invade Shadowdale
many times, but have always been
turned back.

Yulash is a ruined city that sits on the
only trade route from Zhentil Keep to the
civilized southlands. The city is currently
controlled by the Red Plume mercenaries
of Hillsfar after a bitter struggle with the
forces of Zhentil Keep. Both sides are
preparing themselves for another round
of battle.

Zhentil Keep is a major city politically
controlled by the evil Zhentrim. The city
has been expanding its influence both
west and south and many fear any furthe’
expansion of its power.

Y

3

v of Zhentil Keep is not so much
of the city state, asitis a tool of

i1 group, the Zhentrim. The army
-ently taken the city of Teshwave,
route to Voonlar, and is fight-
) the army of Hillsfar over the

of Yulash. The army of Zhentil Keep
- in the close cooperation of fight-
“aqes, and clerics. It also employs

s s of intermediate level cler-
ages, and fighter to sneak behind

y lines and wreak havoc.

s of Moander worship a dark,
whose power was centered in
Long ago, the elves of the Elven
nished Moander to another
parred much of his power
realms. Since then, Moander
sip has been reduced to a few fanat-
lists. These cultists were central in
ng the first azure bonds and tem-

ly brought Moander back into the
1s. But, Moander was rebanished
a vicious magical combat over
jate. After Moander’s rebanishment,
q cultists faithfully began yet
her plot to return their master to the
ms. Moander's symbol is a black
d with a mouth in its palm.

the Sage is the most famous
of Shadowdale. He is a powerful
er of indeterminate age.

nster no longer tutors or works for

, but he investigates items and issues
eat import to the safety of the

Fire Knives, also known as the Flame

/es, are an organization of thieves
ssassins that formerly flourished

ughout Cormyr. King Azoun IV of

myr drove the Fire Knives from their

fortable niche, and they have been
ble to find a new home ever since.

o

= e O e )
B
.—.-,1_,.-,_.——- > S W I e e —

Y

6 LS %V

G

W W

—

The Fire Knives have sworn to assassi-
nate King Azoun IV and joined the first
bonding project as a means to that end.
After the fiasco of the first bonding pro-
ject, the remains of the Fire Knives have
moved into the outer edges of the coun-
try of Cormyr. They are rumored to be
engaged in another plot against the King.
The symbol of the Fire Knives is a dagger
surrounded by flame.

The Harpers are a secretive group con-
sisting mostly of high level bards and
rangers. The overall aims of the Harpers
are a mystery, but they are known to sup-
port good causes, and to oppose evil
groups such as the Zhentrim. The
Harpers mostly work behind the scenes,
applying as little force as necessary to
unravel the plots of evil.

The Knights of Myth Drannor guard the
realms from the tremendous powers and
unending perils of the ruins of Myth
Drannor. They keep the unspeakable
monsters inside the city from escaping.
They also keep naive adventurers from
entering the city and getting hurt.

The Red Plumes of Hillsfar is the generic
name for all troops fighting for the city of
Hillsfar. The city hires mercenaries of
many companies. These companies all
fight under the banner of the Red
Plumes. Recently, the Red Plumes have
expanded greatly. They have just taken
control of the ruins of Yulash from the
army of Zhentil Keep.

The Red Wizards of Thay are the power-
ful, paranoid spell-casters who rule the
kingdom of Thay. Thay is an evil king-
dom, far to the east of the Dalelands. The
Red Wizards gain influence in Thay by
showing up their fellow wizards, by gain-
ing magical or political power, or by caus-
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ing great strife among the enemies of
Thay. As far as the Red Wizards are con-
cerned, the enemies of Thay include
everyone else in the realms. Each Red
Wizard has his own symbol.

The Royal Family of Cormyr rules the
Kingdom of Cormyr. The royal family is
headed by King Azoun IV, a powerful war-
rior and a just king. Azoun’s advisor, and
former tutor, is Vangerdahast a powerful
Magic-User. One of Azoun’s daughters,
the princess Nacacia, disappeared almost
one year ago. It is rumored that Nacacia
fled the royal family with a priest named
Gharri of Gond, a member of the temple
of Gond in Tilverton. The King has put
out a large reward for the return of the
Princess. It is rumored that he is person-
ally searching for Nacacia incognito.

Tyranthraxus is an evil spirit who flour-
ished until recently in and around the
ruined city of Phlan. He controlled Phlan
with legions of humanoid monsters, and
hoped to make it a base for the conquest
of the Moonsea reaches. He was reported
to draw power from a gateway between
the planes called the Pool of Radiance.
His main power was the ability to possess
powerful creatures and escape even after
the creatures body had died. A band of
adventurers freed Phlan and defeated
Tyranthraxus just in the last year. His Spir-
it was sucked back through the Pool of
Radiance and the pool dried up.

The Worshippers of Bane are centered on
the Moonsea, but its influence spreads
throughout the realms. Bane is the evil
god of strife, hatred, and tyranny. The
largest temple of Bane is The Black
Lord’s Altar in Mulmaster. The second
largest temple is The Dark Shrine in
Zhentil Keep. Bane's symbol is a black
left hand on a field of red.
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A DALELANDS BESTIARY

This is a list of some of the monsters
found in and around the Dalelands ang
the western shores of the Moonsea, Most
monsters can strike fear into the heartg
of men, but some are more powerfy)
than others.

The monster’s reputation is reflecteq in
its monster level, listed as a Roman
numeral after its name. Level | MOnsters
are less powerful than a well-equipped
beginning fighter. A Level X monster may
be more powerful than several heroes,
The power of the monsters raises syp.
stantially between level VI and leve] v,

Anhkheg (VI): Large burrowing insects
with great mandibles. These creatures
have been known to spit a powerful acid,

Beholder (X): These powerful spherical
monsters have ten eye stalks, each with a
deadly attack. A Beholder’s attacks are
most deadly at short range. Their power-
ful central eye can negate spells.
Beholders are among the most powerful
creatures in the realms.

Black Dragon (VII): These powerful drag
ons breathe streams of acid and have
powerful claw and bite attacks.

Bugbear (IV): Hideous, giant-sized goblins
who stand over seven feet in height.
Bugbears look clumsy but are strong,
quick fighters with great stealth.

Crocodile (1II): Large reptilian animals
with powerful jaws.

Centaur (IV): These good creatures are
half men and half horse. They are capa
ble fighters and can be valuable allies.

Displacer Beast (VI): These creatures aré
large, black puma-like creatures with tW0
tentacles sprouting from their backs.
These creatures can appear to be severdl
feet from their actual location.

ek
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m& faithful servants of man
on trained to be vicious fighters.

ot (X): A reported creation of the

f the Dragon’, a Dracolich is a pow-
ndead dragon. It has powers from
of creatures. A dracolich’s
include a breath weapon and a
7ing touch.

(VIl): These large powerful crea-

re from the Elemental Plane of
they are very arrogant and will only
a powerful master.

These creatures look like giant
d orcs. They have great

gth and can wield two spiked clubs
flict terrible damage in combat.

pore (Il): These floating spheres
ble Beholders, but are actually
n. If a Gas Spore is attacked it can

g (VII): These giant creatures
pit a very powerful acid and are
ant to blunt weapon attacks.

. Spider (V): These giant creatures
bite.

I (VI): These winged beasts have
claws and a razor-sharp beak.

nd (VI): These other-planar crea-
ble wolves, but they can

- POISONO

griff (111): These magnificent crea-
e the forelimbs and head of an
:and the body and hind legs of a

he fire and detect invisible enemies.

Lizardman (Ill): These are lizard-like
humanoids. They are omnivorous but
they have a particular fancy for human
flesh.

Manticore (VI): These are a winged beast
that can fire volleys of spikes from its tail.
Each spike hits as hard a crossbow bolt.

Margoyle (V): These stony monsters are
immune to normal weapons and can
attack many times with their sharp claws
and spikes.

Medusa (VI): These are hideous women
with snakes for hair. They can turn a man
to stone with their gaze.

Minotaur (VI): These are strong bull-
headed humanoids. They are cruel man
eaters, commonly found in mazes.

Monkey (Il): These beasts are sometimes
trained to execute specialized tasks by
thieves.

Neo-Otyugh (VII): This is a more powerful
form of Otyugh. These disgusting scav-
engers have several vicious attacks and a
heavily armored body.

Ogre (IV): These are large, foul-tempered,
ugly humanoids. They are strong fighters.

Otyugh (VI): These scavengers have long
tentacles that they use to scoop trash
into their cavernous mouths.

Owl Bear (V): These large creatures have
razor-sharp beaks. They can grab and
hug targets for great damage.

Phase Spider (VI): These are giant, poi-
sonous spiders with the ability to phase
in and out of this dimension. They are
“phased in” until they attack and are
“phased out” afterwards.

Rakshasa (VII): These evil spirits use illu-
sion and false civility to take their prey off
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guard. Once combat is joined, Rakshasa
are powerful fighter/magic-users and are
immune to much magic. They have been
slain by a blessed bolt from a cross bow.

Salamander (VII): These fiery creatures
prefer temperatures of 300 degrees or
above and use super-heated metal
weapons,

Shambling Mound (VI1): These huge crea-
tures resemble animated piles of moss
and slime. They attack with their club-like
arms and can smother opponents in their
slime. Their slimy forms are immune to
fire and strengthened by lightning bolts.

Storm Giant (IX): These are the most
powerful and respected of the true
giants. They are intelligent, physically
imposing, and highly magical. They throw
powerful bolts of lightning.

Thri-kreen (VI): These are intelligent, car-
nivorous insect-men who live in burrows.
They have four arms and a poisonous
bite that paralyzes their foes. They are
adept at dodging missile attacks.

Troll (VI): These are large, strong, ugly
humanoids. They know no fear and can
regenerate wounds. They cannot regener-
ate wounds caused by fire.

Vegepygmie (Il - IV): These semi-intelli-
gent animated plants come in various
sizes and often use simple weapons.

Worg (IV): These are evil natured, semi-
intelligent wolves. They often cooperate
with other creatures in packs.

Wyvern (VII): These creatures are distant
relatives of dragons. They attack by biting
and using the poisonous sting in their tail.
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A SHORT HISTORY OF THE
DALBLANDSANDTHEELVENCOURT

One thousand three hundred ang fi
seven years ago, humans moving north
encountered the Elven Court, a hyge ,
cropping of forest just south of the .
Moonsea. These humans sought and
received permission from the elven
rulers to settle the dales around the fyy.
est. The Standing Stone was erecteq to
commemorate the occasion.

Out of the agreement, the various human
settlements of the Dalelands were born,
These settlements included Shadowdale
Mistledale, Daggerdale, and Battledale,
The settlements grew around their pOopu-
lation centers: Shadowdale, Ashabenford,
Dagger Falls, and Essembra.

South and East of the Elven Court lay the
human kingdom of Sembia. The Sem-
bians cut at the forest to make planks for
their ships. The elves put a stop to this by
crushing the Sembians at the battle of
Singing Arrows, 473 years ago. The elves
and humans then made an agreement
that allowed the humans to push a road
from Sembia, past the standing stone, to
the Moonsea. Where the road met the
Moonsea the city of Hillsfar grew.

South and West of the Elven Court lay the
human Kingdom of Cormyr. The forces of
Cormyr have recently taken over the bor-
der town of Tilverton, but any further
expansion is hindered by the southern tip
of the Desertsmouth Mountains. Shadow
Gap and Tilver's Gap lead through the
mountains, but the king of Cormyr has
not yet risked his armies through the
treacherous mountain passes.

Around the Moonsea, Hillsfar and other
cities prospered. Zhentil Keep rose to
power, fell from grace, and rose again
under the power of the Zhentrim. Phlan
rose to prominence, was devastated by

e

uined by the dragon flight, and
d from permanent enslave-
v a band of adventurers.

»f the Elven Court, cities outside
lelands arose. Yulash prospered as
ter of the worship of Moander,

¢ elves banished Moander from
ms. Teshwave grew as a river

atil it was occupied by the forces
til Keep. Voonlar grew on the

f the Elven Courtf, and continued

fabled city of Myth Drannor fell into ruins
and was overrun by evil creatures. And
the road from Sembia to Hillsfar was no
longer a safe trek for fat merchants, but a
dangerous gauntlet for the adventurous
traveler.

After the retreat came the Flight of the
Dragons. Hundreds of dragons flew out of
the north to devastate cities and towns all
around the Dalelands. The dragons were
driven off or destroyed, but at tremen-
dous cost. The port in

pulsed ma]n and
\ll around the Elven
humans bustled
 building towns,
 the wild, and

the land in their

]
<.

2 battle of Singing '
 and the road from '

Hillsfar was closed for
weeks by the huge body of
a fallen dragon. The battle
between the witch Sylune
and a giant dragon left
nothing but a crater of one
corner of Shadowdale. But,
the flight ended as swiftly
as it had come. Once the
dragons were gone, the

Could elves and

ns live side by side, or was human
ion a threat to the lifestyle of the
Court? For hundreds of years the
secretly debated among them-

. Scant years ago they made their
On. The elves began The Retreat.

etreat caught the humans around
ven Court by surprise. Almost

ight, the inhabitants of the court

1e magnificent city of Myth Drannor
to disappear. Once the elves

ed to leave, they left swiftly. Some
living in the communities outside
ven Court left, but others stayed in
New homes.

\etreat left a huge area empty. Evil

> quickly took advantage of the

F vacuum. The bright elven forests
became dark and foreboding. The

' settlements picked up the
j ‘ llsfar stat;'ted e Hictm of Dragous pieces and went on with
e among the their lives.

By now, the inhabitants of the Dalelands
have gotten used to the absence of the
elves after The Retreat, and the damage
from the Flight of the Dragons is old
news. They look toward the future where
another harvest ripens in the fields,
battles between armies rage, and chil-
dren grow up dreaming of becoming
adventurers.
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A BARD’S NOTES ON PHLAN AND THE
POOL OF RADIANCE

The City of Phlan had risen to promi-
nence, and then fell beneath an over-
whelming tide of evil monsters. The
ruined city was con-

a great bronze dragon and had transpoy.

ed the mystical "Pool of Radiance’ intg his

lair. The pool was an extra-dimensiong)
portal which gave Tyranthraxus access to
information and power from beings on
other planes.

trolled by a powerful Tyranthraxus used hi
lentity, kno'wn only as power to augment the
The Boss. d 's already
While ‘The Boss' fearsome combat
looked outward capabilities. He was
toward even greater also protected by a
conquests, human set- squad of powerful
tlers landed and creat- fighters with magical
ed a foothold on the arms and armor. The
edge of Phlan. adventurers triumphed
Adventurers flocked to over Tyranthraxus and
the city in hopes of his minions only after
claiming a portion of the most heroic of

the Phlan’s fabled PR L O EONE combats.

WoRD. When Tyranthraxus

' The battle to cleanse Phlan was an epic
struggle. First, adventurers cleared the
city, block by block. Then, they found
and defeated the concentrations of evil
monsters and men in the wilderness
around the city. Finally, adventurers
assaulted the castle where the evil leader
held sway.

When the adventurers finally battled their
way into the deepest chamber of the cas-
tle, they discovered that the infamous
‘Boss’ of Phlan was an evil spirit named
Tyranthraxus the Flamed One.
Tyranthraxus had possessed the body of
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was defeated he did
not die. His naked spirit rose from the
body of the dragon and was drawn back
through the Pool of Radiance. The pool
drained away and the power of
Tyranthraxus was broken. Phlan was free.

Like most heroes, however, the adventur-
ers who freed Phlan did not stay around.
It is known that they took a boat from
Phian to the City of Hillsfar across the
Moonsea. From there it is rumored that
they traveled south and west in search of
further adventure.

A I e

wal Entries

- entries include items which adven-
ighit copy or file in their journal as
vel, During the game these entries
ed to by number. When the game

a Journal Entry, read the specific

. a checkmark in the box to
ok of which entries have come up in
¢. Do not-read ahead to other
[Enries; some tales are false, and

d your adventurers astray.

A4 pla

yrnal Entry 2

gssembled dragons glare down upon
y, three ancient dragons of each

d, green, blue, black, and white. In a
j woice you hear one say, “Mortals,
ye chosen a very bad time to confront
 for your miserable lives now, and
[ consider letting you ive.”

jou consider their magnanimous offer,
ragreat beating of wings. Several
ickly push you to the rear, trying
you from view. The rest bow their
1 supplication. The gigantic, queen of
gons lands amidst the assembled
five heads scan the gathering -
urnal Entry 3

m afraid that 1 know all too well
hose bonds signify. I was bonded
well

e story began when a Master Harper
d to make sure that his work would
erved in pristine form. He was
@ at the thought of his songs and sto-
g corrupted and changed over time,

as all performing arts eventually are. He
attempted an experiment to create a Kind of
flesh golem, a simulacrum of a hutan being,
that would be an immortal vessel for all of
his work, In this way he hoped to cheat the
effect of time.

“Unfortunately, the Master Bard made a
mistake during the creation of the vessel and
one of his assistants was Killed. When the
Conclave of Harpers found out about the
experiment, and the reasons behind it, they
were appalled. The Conclave stripped the
Master Bard of his powers, his magical
objects, and his name. They wiped his songs
and stories from the collective memories of
the entire Realm. It was as if he had never
existed. Then, they trapped him in a pocket
dimension, and left him there. The Conclave
thought the now nameless bard was effec-
tively banished.

“However, a powerful group of magi-
cians and monsters re-created some of the
nameless bard's experiment. They tracked
the nameless one to his dimensional prison
and offered to help him build his vessel. In
exchange, the group would have a hand in
defining the vessel’s “instructions.” The
nameless bard’s obsession with his work_
blinded him to the evil intent of the group.
He agreed to build another vessel.

‘I was the result of their efforts. In onder
to bring me to true life, they needed to sacri-
fice a being of truth and goodness. The dea-
mon Phalse Kidnapped my companion,
Dragonbait, from another dimension.
Dragonbait is a Saurian; he is the other-
worldly equivalent of a Paladin.



“However, with the aid of the nameless
bard, Dragonbait was able to thwart the
evil ones by gifting me with a portion of his
spirit. The nameless one sacrificed himself
and engineered Dragonbait and my escape
from the evil ones.

“After our escaped 1 woke up in a
strange place, with manufactured memories
and symbols such as yours on my arm. Don 't
worry. My bonds are gone, and I am now
fully my own person.

“In onder to remove my symbols, I had to
overcome the compulsion of the bonds. Each
bond is like a magical geas put on you by the
person or group represented by the symbol.

Your only hope is to destroy the person
or group that was involved in creating your
bonds. I see the ‘mouth in hand” symbol of
Moander on your arm. Perhaps we can

cooperate.

‘I am here because of the rumors that
Moander is threatening to return again. The
cultist of Moander were some of the evil
ones involved in my bonding. Since you are
here and carry his bond, 1 assume that he
has managed to gather enough power to
attempt his return.

‘I Know that the new altar of Moander
is somewhere in this ruined temple. This is
his original hioly place on our Plane. Let
Dragonbait and I help you. We have battled
this evil before.”
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Q Journal Entry 4
A map marked Sewers.

Guild

)

|

W W W W W

g in those games. However, the
wiﬂ'nat act without proof.

g guards the clan storehouse and

tﬁm'is evidence hidden there. If

p me break in, you may select what-

want from the storehouse, I just

ie proof of Birsheya s cheating.”

. My ‘precious mages, as you
Iimalfowcdmtofaﬂowyour

1 Mymarfusantﬁmpwp[e and
or will know of my work in

lwﬁowm(fortlicgmmghry:;f
powmgmntdwﬁyﬂmu com-

power.
em | hope to be able to control and

; traps set in magical items by the

.........

lawful and the good. The bonded ones are
under my control and authority and will
( ond’ ; . Y
Maﬂm{ﬂ%@mﬁwk remain so for as long as I live.
tﬁmugﬁmwwfmypossesstmw
y 1 dicover tht By fd Q Journal Entry 8

al Entry 6
bue in my wheelbarrow was my Dflournaffnt?y9
b were west of Teshwave when we
[ Beholder. We ran and hid, but my
s not quick enough. I have been beg-
o mone to heal him since then. Could
, 1. Flaming aura.
urnal Entry 7 2. Can possess other bodies.
» _‘onu[Cﬁemﬁry(ﬁgﬁbn{qftﬁe 3. Involved with the Pool of Radiance.

Q Journal Entry 10

‘I have been laughed at and abused since
1 first came to Phlan, but now my true
genius shall be seen. In the caverns beneath
us are the nucleus of my fanatical army. In
the river are my dragon navy and soon the
gargoyles shall arrive to control the air. I
shall let you live long enough to see my vic-
tory over the Flamed One. Then you shall be
sacrificed to my greater glory. " He laughs
maniacally as you are led away.
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Your arrival is well timed. We expect
the King to fall into our bacKup trap. It is
unfortunate that you attacked the wrong
target. But let me introduce the man you
tried to Kill." He gestures over to two pris-
oners, tied up against the wall. One is a thin
bearded man and the other is a young
woman, with a tattered purple sash.

The man you tried to kill is Giogi
Wyvernspur, an excellent mimic.” Turning
to Giogi, “Perhaps you could give us another
rendition of the King's voice.’ Giogi looks at
you and blanches.

“Also, let me introduce the woman who
made the King s arrival possible, Princess
Nacacia.”

At this point, the princess slips her
bonds, sweeps up a handy club and brains
the leader. ‘Quick, " she yells, ‘dispose of his
guards before the leader can evoke your
bonds!”

Q Journal Entry 12

Dimswart says, “My name is Dimswart
the Sage. I am happy to meet you, though I
wish it were under better circumstances.

‘I Knew some other people who had
bonds similar to yours and fiave spent some
time studying them. I see that some of the
symbols are missing, however, I would sup-
pose that originally there were five.
Essentially, the symbols are power signs of
five powerful factions that have banded
together.
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evil. Their common purpose is to enfianc,
their collective power. However, if this
bonding follows the previous pattern, an g
with Moander and the Fire Knives involy,
I have little doubt that it will, each of tf,
evil powers has it s own use for you, to tf,
detriment of the others. That is your greateg
advantage.

I have personal Knowledge of one of
your bonds. The hand with a mouth is the
symbol of Moander. His aspect was
destroyed the last time he tried to enter this
plane. It's probable that Mogion, his surviy.
ing High Priestess, has placed the symbol on
you as part of her attempt to bring him
back,

“I know little more than the identity and
some rumors about the other symbols. The Z
encased in a circle on a triangular field is the
symbol of the Zhentrim, our hosts I'm
afraid. It is said that they have a great
hoard of lawful good weapons and magical
items hidden somewhere. I was attempting
to find out where it is when I was captured.
I have determined that the hoard is not at
Zhentil Keep. It is rumored that Fzoul
Chembryl, the leader of the Zhentrim, is
attempting to bring persons of good align-
ment under his power so that he can use
these devices.

“The half moon with three bars is the
sign of Dracandros. He is a mighty Red
Wizard of Thay, but he has been banishied
for having an overweening ambition untem
pered with any sense of tact or timing. It 5
said he has an obsession with dragons, henct
fiis name. His symbol also resembles that of

=2V
Shadowdale. Dracandros obvi- () journa[ ‘Zm&;y 14

P Qi e can be s powerful as The man with no name begins to glow
o1 someday. and change. His features become evil and
Qe clawus of flame are the caleulating. “Nameless opposed me as you
o Tiron s WW g do,” the man-form says. “Now his shell pro-
#WWWMPEWE " tects my fiery essence. The time as come,
;q‘mtﬁctﬁn;e;tewﬁr;sm e bow to your new master - bow down to
i greatest threat, as fis ambition is gy oo 1” 4 e laughs, the bonds on
ination of the entire Prime Material e :
Rt conitrols the Pool of Radi you arms glow brightly. You feel your knees
sﬁamktifﬁtkﬁac&“ G bend as you bow down before fim.
fidof s sl oyl Enry 15
we been distributed amongst three of “There, Great Ones, you can see that they
pers that iave bonded you. One of are part of Elminster's plot to destroy all
ifacts, the Amulet of Lathander, is dragonkind in retaliation for the
fere fere in Zhentil Keep. Dragonflight. You may have these assassins
wdros fas the Helm of Dragons near as a sign of my good faith in warning you.
"mdMogionwnm&tﬁg You can see on their arms the sign of
et of Moander at Yulash. None of Tyranthraus, the enslaver of dragons. This
tems are of any use except when they sign marks them as the servants of the
he vicinity of the Pool of Radiance. ~ enslaver, as well as being pawns of
tunately, I don't know how their Elminster!”

nafraid | won 't be of much use to
terms of fighting power. However, |
een adventuring before and know
stay out of the way.”

urnal Entry 13

has been deemed necessary to call

he Mulmaster Befolder Corps to

r the dragons now infesting the River
ies, all Zhentrim operative between

Wave and Dagger Falls are ordered to
btaw from the area. No benefits will be
0 the widows and orphans of those
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One Dragon, however, says, “You have
not convinced me. I see the glowing bonds
on these mortals. I have heard that similar
bonds were used to control a warrior that
attacked Mistinarperadnacles Hai Draco. 1
think you control these mortals with their
glowing bonds. Free them and then we may
judge their actions.”

Dracandros says, “But, if I free them,
they will attack you!”

The Dragon says, “The few of them...
against the many of us! We are not afraid.
Or is it you who are afraid of them? You



should not be. For if you lie, you should be
afraid of me!” With that a drop of smoking
acid escapes from the dragon s mouth past
his evil, toothy grin!

Dracandros recoils from the dragon and
turns to the party. He speaks a meaningless
phrase and his symbol slowly disappears.
The party is free of another bond.

Q Journal Entry 16

The creatures of the caverns have
begun to awake. In deference to me, they
have made a present of a great artifact. It is
one of the three needed to slay the Flamed
One permanently. He betrayed me back in
Phlan, but now I shall gain revenge. As
soon as we have disposed of the Zhentrim
we can turn our attention to Myth Drannor

and my enemy.”
Q Journal Entry 17

Q Journal Entry 18

“That bond you wear — the one with
the crescent moon — bears a very close simi-
larity to Elminster s symbol. Now Elminster
is not the type of man to take Kindly to
someone claiming that they'd been bonded
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6yﬁim.$o,iflwmyou,l'z{s[ipou:0f
Shadowdale and sail down to Ashabenfons
Then I'd work my way south until | foy, ¢
a certain red wizard s tower. After thay |4
get him to remove the bond. Or you coy(s
hang around fere and get turned into o
newt by Elminster.”

Q Journal Entry 19

As the cleric casts the spell, the bond;
begin to glow brightly. Arcs of blue flame
shoot out from them and strike about the
room. The characters begin to writhe in
extreme pain. The cleric ceases the spell,
“These bonds fight my powers, removing
them is beyond me. I wish you better luck,
Go with Gond.”

Q Journal Entry 20

To Yulash—

1
a "

O/
XEY:
0 Door % W E Stairs

N W W W W W W W W W W W W

urnal Entry 21

, you may be my brother, but if [
et that 300 gold pieces you owe me
ana come after you with a bastard
[ don 't care if you are a member of
ack Network, They can 't watch you
ime. 1 've still got a few tricks of my
iat I can use on a slime ridden, otyugh

berwise, Mom and Dad are fine. Sis is
g t0o0 big for her britches. I may head
to the village of Hap to look into

of a gathering of Black Dragons.

ien re you coming back to Essembra?
ife Lilian wants to Know.

 the way, I'll take fer instead of the

ﬁ bt brother,
ynxelets

al Entry 22

don 't know why you re crazy enough
nt to go down the Pit of Moander, but
ive you free passage through the city.
ut this is still a city under siege and 1
be nurse-maiding you around. It has
eported that Zhentil Keep has sent
terror teams to annoy us. Some sham-
mounds have also been spotted some-
b0 the east.

Te’s a map to the Pit and the locations
checKpoints. (see Journal Entry 52)
e welcome to rest in the barracks and
the trooper mess. 1 've indicated them
% map as well. Ok, be careful, the walls

&7

and pavement in YVulash have endured some
great strains recently, I can't vouch for their
stability in most areas of the city.”

Q Journal Entry 23

‘OK, here’s the scoop. Ya got yer con-
demned prisoners, them's as admitted they
was guilty. They has ta fight the monsters
with out no weapons—we give ya three to
one if ya choose the prisoners, straight even
if ya choose the monsters. On the other
hand, ya got yer accused criminals, them's as
said they was not guil;te gets ta Keep
their weapons as they re fightin ' to see if
Bane will judge them as worthy. We give ya
two to one on either side. Just set yerself
piece to play.

Q Journal Entry 24

The letter reads, “Hail Harper's Friend,
we must warn you that Dracandros of Thay
seeks to use you against dragonkind. To pro-
tect yourself you should seek a deadly blade
that he has secreted in the caves below his
tower. Still avoid the dragons if possible,
they are quite deadly.”
The letter is unsigned.

Q Journal Entry 25

grown weak over the centuries. We can now
do little but observe. We asK for your help.
In return let me reveal to you a secret power

of the Thri-Kreen. Within this building is a



Glowing red web. If you speak the word
“Kirkik " while standing before it, then
walk into it, you will gain great strength. 1
have seen many of the Thri- Kreen do this.”

Q Journal Entry 26

The men had been bya
cast by an invading cleric. He was after the
prisoners held in the leader's room to the

in this room.”

Q Journal Entry 27

The wounded men moan in terror about
a hammer wielding maniac and a room sud-
denly filled with flashing blades. They hiope
the leaders two prisoners are worth their
trouble.

Q Journal Entry 28

Zhentrim troops that have tried to reach
Dagger Falls via the River Tesh have been
consumed by a dragon lying beneath the
waves. It was awakened by someone from
?ﬁ&mwﬁowasﬁetraya{byzﬁenti[?@ep.
He must still be somewhere near er
Falls, since the attacks fiave been recent.

try 29

The unburned part reads, *.. our ally can
control flame, skip from body to body and
exhiibits an array of extra-dimensional
powers. It is my conclusion that the Flamed
One can be none other than Tyran..."

T T
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So, these are Fzoul's little secr;. n
interesting. As the representative of 15,
TRUE priests of Bane, I shall deliyer
Mulmaster and to the grand Imperceptoy,

‘Once in Mulmaster, I will examine ;
these bonds in my laboratory, to your
extreme discomfort I'm afraid. But, You mg
be comforted that during the final proc,.
dure, tﬁtmtﬁatmﬂ'mu[tinyourmtﬁ'
the pain will not go on for more tha two, or
perfaps three, weeks.

‘Once 1 have uncovered the secret of
these bonds, the Imperceptor will be mog:
angry with his dear little Fzoul, and e
may finally rid ourselves of this heretic and
his precious mages.”

Q Journal Entry 31

Dou were brought in by a group in red
robes. They said they d found you on the
road, near death. They paid for your rooms
in advance, so you can stay as long as you'd
[i@.f}’ouﬁac[tﬁoutattoaswﬁmyaucam
in, but 1've never seen anything like them.

Filani the sage could help you though, you
should go see fier, two blocks north.”

Q Journal Entry 32

Dou are rudely questioned by two of the
guards and their commander. For every yes
answer you give one of the guards sneers
knowingly and marKks it down. For every w0
answer the other guard snorts and marks it
in a different ledger. The commander writés
down all of your party s vital statistics

You ¢,

sider things. 1f you will help me lay
rest, | will give you this bow
h he made.” He shows you an
isitely crafted bow that radiates power-

g
s

ournal Entry 34

eah, well, watch yourself because

s lots of holes ya can't see and walls
are about to come down and brain you.
Red Plume s are crawling all over the
e—and they have orders to Kill any

s they find. You want to Know where
it is? You re crazy. Its in the north

of the northeastern quadrant of the
That place is enough to make you loony
gh. Some Red Plume s have jumped ship
T than go on guarding the place. Ok,

‘The Plumies have set up some check-
5 all over the city. There s one just in

t of The Pit and one at the commanders
s Can we go now?”

Journal Entry 35

e letter reads, “Friend, we have come
M more news for you. To slay the

Ursed Flamed One who holds the most

69

d|gSE]V

e e e W e B e T e - T T L )
fing where you came from and your powerful of your bonds, you will need three
 Anytime you asK them about their items, the Helm of Dragons, the Gauntlet of
ioning they all turn, sneer, and the Moander and the Amulet of Lathander.
nder says, “We are preparing a file on  Each is held by one of thase controlling your
is is strictly routine.” bonds. Without these he will be able to
ignore your most powerful attacks.”

0 ‘Znhy 33 The letter is unsigned.

i ir and lived and
Qe ot ity 3
ed recently by evil dreams of my grand- “W ve been here for almost @ month

tomb being turned into a nest for whipping these bugbears and wargs into

shape. Now you 've got the easy part. We
can 't lead these monsters against Dagger
Falls, otherwise they would realize that the
Zhentrim were behind this. So you take the
beasties to Dagger Falls and attack the city.
We'll have a “rescue force” of Zhentil Keep
troops arrive soon after and repulse your
attack, Then we [l occupy the city as heroes
and you [l be paid most handsomely. Well,
we Te off to Teshwave, good luck,”

QA Journal Entry 37

“This passage was used during funerals
by those in the temple. They would transport
the deceased remains from the temple to the
burial glen through the passage. The passage
comes up in a back room of the temple.

“If you try to approach the Temple on
the path to the north, or through the ruins
to the east, Tyranthraxus minions will spot
you and he will be waiting. He does not yet
Know about this tunnel.”



Q Journal Entry 38
You bear the symbol of five different
organizations. Three I recognize, one I've
never seen and the [ast causes me some con-
cern. The flame and dagger is the symbol of
the Fire Knives, a group of assassins who
last operated out of Westgate. That group

hiad been destroyed, so they must hiave a new

base of operation. I fear I do not know
where.

The mouth in the palm is the symbol
thgadﬂmqﬁ&galumﬁanisﬁdq{
from the world, but he reappeared briefly as
a pile of filth. It laid waste to a section of
the city of Yulash before its defeat. The
cult s color of choice is green.

“The ornate Z in the triangle is the
Network, These are an evil alliance of
priests, mages and thieves operating out of
Zhentil Keep. Some say that they run
Zhentil Keep.

The Flaming symbol I've never seen, so
I can give you no information. The last
symbol, with the crescent moon, bears a dis-
turbing similarity to a powerful sage in
Shadowdale. For my own safety, ‘;g'a’,ay %0
more about it.
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Q Journal Entry 40

Because of the incursions along the River
Tesh by Zhentrim forces, all allies are
ordered to gather in the caverns beneath the
falls. The dragons should be able to hold
bacK the beholders, but I expect Zhentrim
troops to follow up the attack, As pay |
pledge the standard portion when we loot
Teshwave, Voonlar and Zhentil Keep. The
plan is nearly complete, come at once.

Signed,

Lord Porphyrys Cadorna

Q Journal Entry 41

The paper is heavily soiled, but you can
make out, ... Knives untrustworthy,
cultists unreliable, wizard insane and T
seems very dangerous. Expect little reliabili
ty from the New Alliance, especially over
the bonded subject. Will need to set up 04"
own observation team. Per ..."

o || A%
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ol Entry 42 Q Journal Entry 45
o letter reads, “Friend of the Harpers, The centaurs recently had a brush with
, working to provide you with allies. spiders and ‘Thiri-Kreen. These monsters were
ave arranged for a rather unusual harp heading north, apparently on a treasure
- to meet you in Zhentil Keep. In the funting expedition. They were probably
,of Hap, the mage Akabar Bel Akash  headed for Myth Drannor. The Thri-Kreen
counter Dracandros. Finally, two can avoid arrows and their phase spiders are
gt warriors fave been sent to the Pit unhittable after they strike.
{you." The letter is unsigned.
1 Q Journal Entry 46
0 Tﬂa['E"tfy 43 Most Respected Mogion of Moander,
.i;@ortautmanfrom?ﬁ[anmapaf The Red Wizard Dracandros has pro-
justice. A traitorous Council member, vided a magical sending to me, alerting me
d Cadorna, was raised from the dead that you are planning to exterminate the
fias flown to Dagger Falls. subjects of our little test. While I realize
: that you are among the survivors of not only
Journal Entry 44 a banisfied god but an carlier alliance, I
Fam the current leader of the r.nustpraust:ctrang[yyourinuntiantacrad'-
Ama . since Xitﬁ am{gm stap- uat:‘{ourmﬁ_jects Eefarz tﬁty Mﬁl@
o on the Great Glacier. We need some- " .
hﬁlmgtﬁega{‘n/izardk%wer If you carry out this mad plot and slay
B rniioty IR i
5. Ewringtﬁosesymﬁa[sanyour Lon{'l’m[[a[[ﬁcforudtoﬁuntyoudoum
and slay both you and anything you choose

Dracandro ﬁa.sgatﬁemfaﬁtfwﬁ[ack_
s in the area to his tower. We need
¢t a special piece of one of them. If you
pt our mark you will be eligible for a

e of our reward. I hiave influence with
ral families that are guarding these

ves, so I can get you to the tower. Once
e, we would be most happy if you could
us a part of a dragon’s heart, or, at least
them to leave the tower.”

k|

to bring onto this plane. Do not doubt that
we can do so. Remember that I represent a
more active power that is still at work in
this part of the Realms, and will take poorly
to your fostile actions. Once the subjects
have been fully tested, then we may slay
them.

One more thing: I performed the
requested research for you, and you are
wrong. It is only the gauntlets, not the
appearance of Moander himself, which can
devour the Pool of Radiance. This further
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(imswart in order to learn about the  my own way. I can't have any of the Banite

weakens your argument to bring elves march you up into the fiears of the
Priests catching sight of me. But only some-

lg&;’ mo[cfy " back onto this plane. temple. In an ony walled room s e
OUT ) : DO « 4
Lon; ;_"zou[‘ﬁ” Kness fof dene ﬂ[w:yg Z:Cez. Ir.z the qc;:ter.@‘ the web :a‘ can get you to the jail cell but I need one as slippery as I can squeeze through the

Zﬁ‘"‘f[f’@‘; L Jm‘“‘;’y/ % Spuftf-fpea@ina felp to get him out. Il wriggle out in route that I Know.”

Greetings. I represent the god of 45,

A Journal Entry 47 dark elves. Jou are my prisoners You i, O rnal Eniry 52

ﬂ@aftﬁtcityvfﬂaggcrfa[[mtﬁe “-""‘Pfe’y"“myhmyﬂlm,oréemy F 3
waterfa[[ttwa.snmrwdafunﬂeﬁiuditm lunch. To the Pit
deep caverns, abandoned until recently, As you consider retreat, hiuge ston

New activity suggests that o man raised blocKs seal the entrance. 4 tittering lauygf
ﬁmutﬁedeadﬁasta@ntﬁemoml)ar{ echoes through the room.
tﬁirysarehgimdrgtaawak;inmparm.

A Journal Entry 50
Q Journal Entry 48 Ofive says, “Well now, aren't we q fin,

Dou have done well, my pets. The three ~ 6unch of adventurers. My name is Olive
mlfac&tﬁatcanlﬂ)mgﬁarmmwln m@%mlwaﬁtdouttﬁoﬂ

my possession. More importantly, the bonds ~ *@tt00s on your arms. A pal of mine had
Yyou wear can act as the Pool of Radiance some similar marks a while back, I wonder

does. With them I can transfer into any of where she is...
yourﬁodi&smduseitfarns[argmlmd “Listen, you 've got to get hold of the
W-M;Sﬁmﬂtﬁcﬁo@ﬁewlm Amulet of Lathander. There is a man who
transfer through the bond and back to the could help you but he's been captured and is
Pool — or to another of your bodies. I must ~ being held prisoner inside the temple. #is
Myoufortﬁegrmﬁu@myauﬁayg name is Dimswart the Sage and he felped
afankdm.%wmawmdmmf[ that friend of mine I told you about. I have

dispose of those dangerous objects.” aseg!t way into the temple. What do you
say;
Q Journal Entry 49
A Dark g : The el
ke youdun's g g e s 0 JOUTnAL Enitry 51
"""‘!Iﬁoumyouﬁaw:{esccn&dmmym “The human you are looking for named

and begin to pass massive black mushroom Dimwatt..’l‘[ekaverygom{sage, and a
fmmaﬁwﬁwswﬁuw. music lover, which is why we get

.T"""@'youmcﬁag&rwingcam, along—did you know that I was a Bard?
“"'ﬁ"ﬁ”ﬂﬂemp[eintﬁecenter.'muﬁu{ Des sir, 1've got my harp right here and |
could sing for you—avell, maybe now is not A ‘ ] y ,
the time. Anyway, Fzoul Chembryl has cap Qe e e Fomiation




Suddenly the roof vaporizes and King
Azoun, his wizand Vangerdahast and a
troop of royal guads descend into the room.
One of the guards points at your party and
says, “Those are the ones who tried to Kill
you;youfﬁ'yﬁnm.'

The princess leaps up and stands
between you and her father. “They were
under the Fire Knives' control, they
couldn 't help themselves. Besides that, they
saved me.”

The king looks at you and at the
princess, “Well, the fact remains that you
attempted to Kill me. Aso, it looks as
though you wear more controlling bonds. I
w:[[nats[ayyou,futyoumﬁmﬁcdﬁm

escorting you out. Suddenly the far door
opens and Gharri of Gond steps unsteadily
into the room. As you leave the room, you
see the princess run over to him and they
embrace. Heading out of the hideout you
f‘f“a;ﬁ;%wzyf%%wda,mfmw
ties of a princess.”

The voices fade. 4

You are taken to the outsKirts of town
and the guards leave. As you decide on your
W'ﬂww,aﬁmepauuisout#tﬁcgm,
bearing Gharri and Nacacia. She waves as
they race north.

Q Journal Entry 54
The princess i been talking with the
slightly recovered leader. With a dagger to
mﬁe coks, Alrigh, [
moutns a mcam'rgq[ess e
and your bonds fade. s

7%

Q Journal Entry 55
Dour aid of one of our fellows in
Tilverton was much appreciated. In rety,
we must warn you that Fire Knives o
watching the forest roads for you. Ao 4f,
Flamed One, in the ruins of Myth Drany,,
seems to be taing an interest in you,
Fi "%"'Z:‘W malignant seems to fp
watching the Standing Stones. B
GMLuc& . eware and

Q Journal Entry 56

mm-‘ay‘; %kmmn:ymmlfm
names are but (abels men apply to that
which they do not understand. I know of
your bonds, and of your struggle to free
yourself, for I helped create the first bonds
i

our , that of Tyranthn

WWOM,iftﬁcmast:ﬁzymnygemus@
Whither you Know it or not, you are closer
to eternal slavery now than ever, for
Tyranthraxus need no longer share his
power over you with others, e can turn his

full fury to making sure that you do not ever

escape.

“Your only hiope is to catch the flamed
one by surprise and deal with him before fie
can evoke the power of your bonds.

Q Journal Entry 57

“It is good to speak with those with co
fidence enough to deal. My clan fas taken
this spot as a place to rest for a few mortal
lifetimes. But, the Flamed One,
Tyranthraxus, has stolen our followers and
threatened my clan. His power is such that

S

attack his temple directly, though
fiim with great passion.
g0 our deal. You wear the Flamed
"6ut1ﬁave6eento[dyouar¢ﬁis
hien you attack his temple we will
to reclaim our followers.

W

W W W W

Q Journal Entry 58
The letter is written in a crabbed script,
I have deemed the Displacer Beasts to be
too weak for my needs. You are instructed to
continue their training in the mountains
near Tilverton. It would take too many of
them to lay waste to the Dalelands, but 1
don’t want them destroyed when the drag-
ons begin their flight. You will be contacted
periodically with new instructions. £
The letter is signed with a symbol that
matches the crescent moon bond on your arm.

KEY:
0 Door
A Arched

Altar

|

75



e W7~ — —

L — g

Tavern Tales

These entries include items which adven-
turers might overfear while traveling and
meeting other people. During the game these
entries are referred to by number. When the
game refers to a Tavern Tale read the
specific entry and place a checkmark in the
box to Keep track of which entries have
come up in the game. Do not read ahead to
other Tavern Tales; some tales are false, and
others are important clues that are based on
when and where you read them,

Q Tavern Tale 1

Both the Princess and the King are in
town in disguise.
Q Tavern Tale 2

A flame wreathed giant walks the Elven
Court. He only fears three ancient artifacts.
One may lie below a waterfall to the north.

QTavern Tale 3

Many soldiers think the Pit is spooky.
Some have gone AWOL rather than be put
on guard duty there.

QTavern Tale 4

'Iﬁecity(ssewcrisamorytﬁemm:{au-
gerous in the Dalelands.

U Tavern Tale 5

Groups of red robed assassins have been
patrolling the forest traifs.

P

— Y T _rw_
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A merchant adventurer named Akabar

headed south to investigate Hap. A femag,
venturing group also headed in tf,q

tion.

QTavern Tale 7

With Teshwave in Zhentrim hiand; the
river has become dangerous to traye(

QTavern Tale 8
‘Iﬁeﬂ’rincma[waysﬁassompiecegf
purple clothing on, that s how to spot fer.

Q Tavern Tale 9

Someone passed through recently with
something hie was sure would destroy the
plants. He was waving a wand about.

U Tavern Tale 10

There's a trap door in the altar which
soldiers use to deposit all magic items from
their raids.

O Tavern Tale 11

A mercenary group from the south was
slain by river pirates recently.

JdTavern Tale 12
With all the war going on, the rivers are

getting dangerous to travel. Dragons and
beholders have been seen along the Tesh.

QTavern Tale 13

Iﬁeartﬁmarezﬁeutilxuptmvr
teams in the area.

inster of Shadowdale passed through
ise, hieading for Teshwave. He may
Ging on the river dragons.

wern Tale 15
mblers will smother you if they can
u. Have to hack them to pieces

wern Tale 16

ne likes beholders. Anyone else who

pse to them will die. Best to Keep your

e. If you see more than three, then
robably scouts for the Mulmaster

Corps — flee for your lives!

'Kup and now all the roads are
Y patrolled.

(L)L) Lo\ L\ Lo\ Lo

QTZavern Tale 20

o\ o\ e\ L\ Lo\ L\ =\

Watch out for falling buildings-and sink
holes in the rest of the city.

QTavern Tale 21

Creatures have been raiding the Dale
from the north and west.

QTavern Tale 22

The Zhentrim mages respect only those
who are as smart as they are.

QZavern Tale 23

Zhentil Keep covets the Daggerdale
because its the best land in the Realms.

QTavern Tale 24
Dragons have been seen flying overfiead.
They also infest waterfalls along the river

Tesh.

Q Tavern Tale 25

The city clerk’s been depressed ever since
Tyranthraxus was defeated. She hasn 't had
any commissions to hand out.

Q Tavern Tale 26

Dragons have been heading south for
weeks. Hopefully far to the south.

Q Tavern Tale 27

Moander once crawled to the south of
here, made a swath called Moander's Road.



QTavern Tale 28

Two ships have been lost travelling to
Shadowdale. The river s gotten very

dangerous.

QZavern Tale 29

A thief in a purple vest has been raiding
the rich houses. She s escaped with the help
of a hammer-wielding cleric.

Q Zavern Tale 30

The Knights of Myth Drannor fear some
creatures that can lure people willingly to
their deaths.

QZavern Tale 31
Halflings are all thieves.

QTavern Tale 32

Dark Elves have been passing through
town. Their equipment always radiates
magic.
Q Tavern Tale 33

Zhentil Keep is hiring mercenaries — or
rather several factions are each hiring their

own forces. They 've also had trouble from
an ex-councilman from Phian.

Q Tavern Tale 34

Crazy people, with green robes, have
been wandering the countryside, especially

78

Zhentrim forces are gatﬁen'ng in
Teshwave, perhaps they will march on
Shadowdale or Dagger Falls.

Q Tavern Tale 36
A friendly village of centaurs is hidden

in the forests to the south.
QTavern Tale 37

King Azoun of Cormyr is hunting for his
wayward daughter in Tilverton.
QTavern Tale 38

1 heard that Dimswart the mage has
joined the Zhentrim. Who'd of imagined i,

QTavern Tale 39

Fzoul is sending specially trained terror
teams to harass Yulash. I hear that he's
looking for mercenaries for special training.

Q Tavern Tale 40

Its been lucky that Zhentil Keep is look:
ing westward for expansion. At least they re
a check against Hillsfar

QTavern Tale 41

Something huge and skeletal has found @
lair to the south.

Q Tavern Tale 42

If you don't want to get into trouble
with the Zhentil Keep soldiers, you have 10
act real humble.

the forest, heading

G, L L)

w_
,,,,,,, =

7 )f
/

» walls and floors are dangerously
yfter Moander s rise from The ®it.

like creatures of fire. Cold

.

Q Tavern Tale 50

That crazy halfling running around here
thinks she's a bard. She sings OK but she
ain't as good as Zazania Swallowtounge.

QTavern Tale 51

A black ship with a lage crate came
Mulmaster — Bane s high-

hy of insects was seen

Mysterious Wand

est temple. The Inquisitors are
probably in town.

Q Tavern Tale 52

'Iﬁcn[wseanoaudcrﬁmn
tﬁefPitwasaP[atByZﬁenti[
Keep-

QTavern Tale 53

If you're polite and respectful
to a Bane priest, they fiave to be
respectful back, no matter what

they really think.

QTavern Tale 54

Dragons have been seen flying near
Hillsfar. Something's happening in the
south. Also creatures have been accumy-
lating near Dagger Falls — some ancient
caverns have been reopened.

QTavern Tale 55

The Cormyr representative was preparing
to leave after hearing the King found his
daughiter, but hie was called back because
she escaped again.
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QTavern Tale 56

Green robed cultists have been seen
around the Pit. They must be pining for Old

Moldy.

QTavern Tale 57

The city guard is pulling out away from
the Temple. They don't want to get caught

in a crossfire.

QTavern Tale 58

Voonlar hopes to build an arena for crim-
inals, like Zhentil Keep has.

Q Tavern Tale 59

A young woman with a purple sash stole
the crown jewels from the ruins of the
Yulash palace. Rode through the gate and
escaped with a man.

80

QTavern Tale 60
Huge shapes have flown over tf, Sforest
heading south. '

QTZavern Tale 61

The Stojanow River valley is being con.
verted to farms again. The pyramid is noy,
used as part of the irrigation system.

QTavern Tale 62

The previous high priest of Gond, Gfiar,
was Princess Nacacia's lover for while.
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m Requirements: A minimum of 512K system memory available, or 640K

e or Tandy graphics mode is required. The mouse will not work with

hics. RAM resident programs may reduce your available system memo-
the minimum required for this game. A color graphics card and monitor
required. A minimum of one hard drive and a CD-ROM drive are required.
sk must have a minimum of 1.5 megabytes of available space to install

ling the Game:

~ 1. Place the Forgotten Realms CD with SECRET OF THE
SILVER BLADES into your CD-ROM drive.

2. Access the drive containing the CD.

3. From the root of the CD, enter “DOSSETUP”.

4. Follow the on-screen prompts.

ing The Game from Hard Disk

~ 1. Boot your system normally with DOS 2.1 or greater.

2. Be sure that the drive containing the game is the active drive.

3. Change directory to the game’s directory. Example: To change to
the default directory type CD\SECRET and press ENTER/RETURN.

- 4. Type START and press ENTER/RETURN.

= Except when saving the game, you must have game disks in both

SYSTEMS

time you play the game you will be prompted to configure the game for
em’s hardware. You will be asked to set up for graphics card, sound type,
drive type and save path.

hics Adapter Type : Enter the correct number for your graphics and adapter
.;‘A GA users should enter the EGA number, 2).

nd Type : Enter the correct number for your sound type. For most people

vill be IBM PC or compatible. If you have a Tandy system or one of the sound
ds supported by this program, enter the corresponding number. If you do not
sound in your game, enter 4.

nate Input Type : If you want to play the game using a joystick or mouse,
or 2 as indicated. To play the game using the keyboard only, enter 3.

Input device (mouse or joystick) may also be selected from the first program
I. The keyboard is always active regardless of how the system is configured.

to Save Drive : Most people will want to press ENTER/RETURN here. The

save path is set for the SAVE subdirectory on your active drive if you are
ga hard drive. If using a floppy system, the default path is the SAVE subdi-

8



rectory on the non-active drive. The SAVE subdirectory i
. " (o i
when you first save a game or character. . aUtomat|Ca||y

If you wish to save to another drive, ty, i

: , type that drive letter followed b
back slash and the subdirectory name. Example: To save to the SX\?EC;“O[? i
tory on drive B, type B:\SAVE and press ENTER/RETURN. Hodiregy

If you wish to reconfigure the game at any ti i

y time, for a new graphics
example, erase the BLADES.CFG file and then run the gar%epUse atcljw":‘epltjer o
DELETE command to erase the file. ' B

Mouse : To give commands using the mou i i
) se poi
double-click with the left mouse b%tton. R, . mand and

Keyboard : To select a command using the keyboard, either press the highlighteq

letter in that command or use th iahli
ENTER/RETURN. e cursor keys to highlight the command and presg

Moving Around : The party will move throu i

d : gh the game in 3D/Area and
n';]odes. Targeting spell_s and ranged weapons during combat is similar to fr%?/%at
characters. To move, first select the Move option from the bottom of the scr %
and then give the appropriate commands. e

Keyboard Movement : The followi
ey ollowing keyboard controls are used for movement

3D MOVE / ANY MENU MOVE / COMBINATION

7 . ’

MENU MENU

up e PGUP K ? ’
TURN TURN y Y .

LEFT RIGHT « *

2 3

)= (]3]

Mouse Movement: To move in 3D/A i
: To. . rea mode with a mouse, click the mouse cur-
?:r'\;qr aatr;tjhec "ecc‘i(g:t(t)rf‘ ;hte dls?ltzy wmciljow in the direction you want to move. To move
C ) ‘ op of the window. To turn around, cli :
right or left, click on the appropriate side. s e

Isel:stﬁ etl1t<;rm<)tuse for combat targeting and movement, click the mouse cursor
oo scsr;ee sqfqare and the cursor wﬂ] advance towards the target. If the target
< g enl:) irst select an intermediate square near the edge of the screen
bk ombat, C|.ICk on t.he square you want to enter.
<t ovement : Joystick movement is similar to using the cursor

eypad. Select the Move command and then move the joystick.

84+

T|CK MOVEMENT

COA{BAT
Zswer the verification question, find the indicated word in the copy protection
ser section. Type the indicated word and press ENTER/RETURN.

3D
MOVE FORWARD

TURN
RIGHT

wVE BACKWARD

)y PROTECTION

osit items into Vault, View a character's items, highlight the desired item
he Deposit command. To deposit specific amounts of money, View the
- highlight the appropriate denomination and use the Deposit command.
osit all of the party’s money choose the Pool command.

| Combat Commands : The following is a list of IBM specific commands.
e: Scrolls can now be Joined into Bundles on the IBM.

C : will ‘take back’ a move. The function will not erase any damage taken dur-
the move.

T/Q : sets all characters to QUICK (computer control).
E> : returns all characters to normal control for QUICK.
i : Toggles the magic spells on/off for characters set to QUICK.

RL/S : Toggles sound on/off (may be used any time).

T : If you find combat to easy or difficult, use the LEVEL command (Rule Book

ge 8).

insferring Characters from Curse of the Azure Bonds

rt Curse of the Azure Bonds, Load the saved game that has the characters you

nt to transfer, and Remove those characters. Copy the files from your Curse of
Azure Bonds save directory to your Secret of the Silver Blades save directory

ng one of he methods given below.
irt Secret of the Silver Blades and choose the Add Character to Party option
: then select Curse. A screen with the names of the Characters that have been

erred will appear.
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Copying the Files

Hard Disk Systems

Most hard disk users will be able to copy the needed files from their Curse of th
Azure Bonds save directory to their Secret of the Silver Blades save directory g
follows:

First, get into the Secret save game directory by typing CD\SECRET\SAVE anq
then press the ENTER/RETURN key.

Then copy the files by typing COPY C:\CURSE\SAVE\*.* and then press the
Enter/Return key.

If you did not use the defaults for your save directories, (if you typed in your own
save directory name or path), follow the instructions for Non-Standard Save
Directories.

Non-Standard Save Directories

You may copy the needed files from your Curse of the Azure Bonds save directory
to your Secret of the Silver Blades directory by using the Copy*.* command that ig
provided with DOS. To use this command, you must be in your Secret of the
Silver Blades save directory. Use the DOS Change Directory command to get
there. Your DOS manual will explain how to use these commands. In order to use
the copy command, you will have to know the name of your save directory. If you
don’t remember this, first change to your game directory (CD\either Curse or
Secret).

For Curse of the Azure Bonds enter the following command -- TYPE
BLADES.CFG and then press the Enter/Return key. The third line that appears
will show the path to your save directory. For Secret of the Silver Blades enter the
following command -- TYPE BLADES.CFG and then press the Enter/Return key.
The fourth line that appears will show the path to your save directory. The name
of your save directory is the last word on these lines.

R =S

ecret of the Silver Blades

Journa|
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Dear Fafnir,

Maybe you were right, maybe | shouldn't have followed those
I was fuch a young fool — chaffing to escape from the thumb of ﬂ:tacz)yﬂidus
council clerk, my head filled with the bards’ songs of the great heroes who had
destroyed the Pool of Radiance.

You remember what it was like. Everywhere one went, there was tal
. hat it ; k
battle with the vampire, the cleansing of the river, the ambush at Zhentil 'gfeg;e
and so forth. All the lads were eager to buckle on swords and follow in the
footsteps of the great saviors of the people!
And | was no exception.

When | heard that they had turned up in Tilverton, dazed and cursed wi

_ th
k.md of azure bonds, | could no longer restrain myself. | had to rush to mywllnlem:so’me
sides to see if | could help them as they had helped all of us.

Since that day, my life has been a living torment. No matter how | fried,
| could
nevefcatchuptothem.Nongﬂlewaylhavesuﬁmdwaysonofmisadvenm
imaginable. | was knocked unconscious by trained monkeys, had my pocket picked
bya mtghalﬂing. almost sacrificed to some hideous god of man-eating plants, and
terror-stricken by a floating blob of eyeballs! /
Now | am told that my heroes have appeared, naked and unconscious, i
. OUS, N SO!
ﬁ;nzsnmnoftheDmgommMamhimlhwbmuudgingaﬁerMhr?a;s.
- evenﬂrq:ghlmaybeoold,ﬂmdandhunwitoonmtommaslwﬁte
thls,ﬂmatﬂu_ehfeofaqadvmtumisblmyblood.lluv:wimmedmnywonders
mmornedmhardshlps,tastedﬂ:ewmgﬂavoroflifeasfmmlleverlmowit! i
I think, old friend, that the world will not miss one or even a hundred clerks.
But thcvymidcannot, especially in these strange times, lose a single adventurer!
So | continue on at first light, knowing in my heart that soon | will be in the ‘
company of heroes.

!
A

Your friend,
Rolf

PooL or RADIANCE CursE oF THE AZURE BoNDS

Adventure as a seasoned hero or start anew in
of these
eplcs—apntyofhunescanalwuysmeaﬁuhmc{nmplonl
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e miners haul the chests of
ns to the edge of the well. The
n-banded boxes teeter a

pment on the brink then tumble
er and break the glassy surface
th a splash. The mayor steps

ard, clad in worn armor, and

ises his hands skyward, beseech-
g, “Great Well of Knowledge, I
Il upon you to bring us champi-
1s to defeat the evil that infests
Ir mine.”

[he sky grows dark and the
ound rumbles. The air is electric

SECRET OF THE | ‘
SILVER BLADES € ¢ light appear several figures,

the Heroes AITIVE. -

ground. One of the miners moves
cautiously to the nearest, and
shakes him, eliciting only an inco-
herent groan. He looks up at the
mayor and asks, “You sure these
folks are worth our entire treasury?
They don't seem too impressive to
me. Maybe you should have
asked for armor and swords and
stuff tool”

The mayor frowns in concen-
tration. “The ways of the well
are mysterious. .. it has always
been reliable, but not predictable.
Our wish has summoned these
heroes bereft of equipment or
sense. We must take them back to
town and give them whatever
help we can. Only then can we
hope for their aid.”
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The dazed bodies are loaded into
carts and they begin weaving their
way through a maze of collapsed
buildings. Suddenly streaks of fire
light the overcast sky and shoot
toward the well. Straggling min-
ers rush up to the carts yelling
incoherently. “Flames from the
sky... creatures attacked and encir-
cled the well... teleporters shut
down... Fritz is dead!”
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The carts bounce on more quickly,
until they pass through a gateway
and pull up at a large house. The
miners lift the still limp adventur-
ers and take them inside. The
mayor steps forward and states,
“Now we wait. They must recov-
er from the shock. We must trust
that the well has provided what
we need.”
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fACTERS AND PARTIES

W SECRET OF THE SILVER BLADES

ust have a party of adventurer
ters. To build a party you must
characters of varying race and
The characters have different
utes that will be indicated by
ability scores. The following sec-
will explain what you need to

to create successful adventuring

Races

, are six races from which you
onstruct your player characters
h race has different talents

| summarize the abilities and
imitations for the different
. Non-human characters can also
character classes and may
additional special abilities.

ves are a cunning race of sturdy
rs and craftsmen. They are
ially resistant to magic and poi-
J g combat, Dwarves receive
ses when attacking man-sized
tlass creatures and are adept at
the attacks of larger giant-
atures. Dwarves can be fight-
eves, and fighter/thieves.

are a tall, long-lived race. They
rly immune to sleep and

m spells and are adept at finding
n objects. During combat, Elves
ve bonuses when attacking with
ds and bows. They cannot be

d from the dead. Elves can be
€IS, magic-users, thieves, fight-
agic-users, fighter/thieves, magic-
thieves, and fighter/magic-
thieves.
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Half-Elves are hybrids with many of
the virtues of both humans and elves.
They are resistant to sleep and charm
spells and are adept at finding hidden
objects. Half-elves can be fighters,
magic-users, clerics, thieves, rangers,
cleric/fighters, cleric/rangers,
cleric/magic-users, fighter/magic-
users, fighter/thieves, magic-
user/thieves, cleric/fighter/magic-
users, or fighter/magic-user/thieves.

Gnomes are shorter and slimmer
than their dwarf cousins. They are
especially resistant to magic. During
combat, Gnomes receive bonuses
when attacking man-sized giant-class
creatures and are adept at dodging
the attacks of larger giant-class crea-
tures. Gnomes can be fighters,
thieves, and fighter/thieves.

Halflings are about half the size of a
human, hence their name. They are
especially resistant to magic and poi-
son. They can be fighters, thieves,
and fighter/thieves.

Humans are the most common player-
race in the Forgotten Realms. They
suffer no level racial limitations or abil-
ities modifiers. Humans do have the
disability of shorter lifespans than the
other races. This may be a problem,
especially if human characters have
come from Curse of the Azure Bonds
or they have been subjected to many
Haste spells. They can be fighters,
magic-users, clerics, thieves, rangers,
paladins, and dual-class characters.

Ability Scores

Every character has six randomly gen-
erated ability scores. These scores fall
within a range determined by the race
and class of the character (see the
Range of Ability Scores by Race table
on page 47). For humans, that range
is from 3 (low) to 18 (high).



Depending on the character class,
one or more of these abilities will be
a prime requisite. A prime requisite is
an ability especially valuable to a
given class (strength for a fighter, wis-
dom for a cleric, etc). Characters
receive bonus experience points
when their prime requisite scores are
at or above a certain number (16 in
most instances).

Non-human characters may receive
modifiers to the basic ability scores to
reflect differences between the races.
Dwarves, for instance, get a +1 consti-
tution bonus and may have a maxi-
mum constitution of 19 instead of 18.
When a character is generated with
the CREATE NEW CHARACTER
command, all racial modifiers are
calculated automatically.

Strength (STR) is the measure of
physical power. The higher a charac-
ter’s strength, the more he can carry,
the more likely he is to hit in melee
combat, and the more damage he will
do when he does hit. Fighters,
rangers, and paladins with an 18
strength also have a percentage value
from 1 to 100. The maximum
percentage values vary from race to
race. Strength is most important for
fighter type characters (fighters,
rangers, paladins). If it is 16 or higher,
fighters receive a bonus of 10% addi-
tional experience points. Paladins
must have strength and wisdom of 16
or higher to get the experience bonus.
Rangers must have strength, intelli-
gence and wisdom of 16 or greater to
receive the bonus.

Non-human fighters may have a lower
maximum level if their strength is less
than 18. There is a Strength table on
page 48.
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Intelligence (INT) is the measure of
learning ability. Magic- users with an
intelligence of 16 or higher receive 5
10% experience point bonus. Nop.
human magic-users may have a loye,
maximum level if their intelligence jg
less than 18. Rangers must have
strength, intelligence and wisdom of
16 or higher to receive a 10% experi-
ence point bonus.

Wisdom (WIS) is the measure of apj).
ity to understand the ways of the
world and to interact with the world,
Clerics get the 10% experience bonys
if their wisdom is 16 or higher. Clerics
with a wisdom of 14 or higher receive
additional low level spells. Paladins
must have strength and wisdom of 16
or higher to get the experience bonus,
Rangers must have strength, intelli-
gence and wisdom of 16 or greater to
receive the bonus. There is a Wisdom
Bonus table for clerics on page 56.

Dexterity (DEX) is the measure of
manual dexterity and agility. Thieves
especially benefit from high dexterity.
Thieves receive a 10% experience
benefit if their dexterity is 16 or high-
er. For every dexterity point from 15
to 18, a character receives a corre-
sponding one point improvement in
his armor class. For every dexterity
point from 16 to 18, a character
receives a one point improvement on
his ability to hit with missile weapons.
It is highly recommended that all char-
acters have a high dexterity. This is
considered essential for magic-users
and thieves. There is a Dexterity
effects table on page 48.
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Il health. Fighters receive one
 hit point (HP) per hit die for
point of constitution above 14.
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ot they receive a maximum of
a HP per level (no HP benefits
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ent chance of a resurrection
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i (CHA) is the measure of
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sma is sometimes a factor when

haracter has an encounter with

e higher a character’s charis-

he more that character can per-

e others to do what he wants.
acter with the highest charis-

uld be the active character

1 parlaying.

1 character also has three other

rtant values that change as the

e goes on: Experience Points (XP),

l, and Hitpoints (HP).

erience Points (XP) are a mea-
of what the character has

ned on his adventures. Characters
ve XP for actions such as fighting
sters, finding treasures and suc-
lully completing quests. See the
ncement Tables for each class’
‘quirements.

2l is a measure of a character’s

)

Iy in his class. As characters gain
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XP, they may go up in levels. Most
new characters will begin the game at
8th level, except magic-users, which
start at 9th level, and thieves, which
start at 10th level. Characters with
racial level limits may start the game
at their maximum level if it is less
than the normal starting level.

Example:

A gnome fighter with a strength of 18
has a maximum of 6th level—two lev-
els below the normal starting level.
The gnome would start the game at
6th level and never advance.

When characters have enough XP they
can go to a hall and receive the train-
ing required to increase in level.
Characters may only advance one
level at a time. If a character has
gained enough XP to go up two or
more levels since the last time he has
trained, he will go up one level and
lose all XP in excess of one point
below the next level.

Example:

An 1 1th level thief enters a training
hall with 890,000 XP. He will leave as
a twelfth level thief with 660,000 XP.

Once characters have reached their
maximum levels for this game, they
should not train.

Hitpoints (HP) represent the amount
of damage a character can take
before he goes unconscious or dies.
Characters gain HP every time they
increase in level. Bonuses for high
constitutions are calculated automati-
cally.

The maximum potential number of HP
a character can have is referred to as
Hit Dice. An 8th level fighter, for
example, has 8 d10 hit dice. This
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means that his theoretical hitpoint
maximum is (8 * 10 = 80) plus any
constitution bonus. In the actual
game, the hit points would be eight
random numbers from 1 to 10, plus
the constitution bonus.

When a character takes enough dam-
age that his HP reach 0, he is uncon-
scious. If the character’s HP drop to
anything from -1 to - 9, he will lose
one HP per turn.from bleeding until
he is bandaged or dies. A character is
dead if HP drops to -10 HP or less.
When you view a character, his HP on
the screen will never be displayed as
less than 0.

Character Classes

A character must belong to at least
one character class. Non-human char-
acters can have more than one class
at the same time. Non-human charac-
ters with multiple classes have more
playing options, but increase in level
slower because XP is divided evenly
among all classes.

Characters receive HP, spells and abili-
ties based on their class, level and
(sometimes) ability scores. Refer to
the tables at the back of the journal
to find the hit dice and spells (if any)
that a character receives.

Note: Dice (d) is the term used to
describe the range for a randomly
generated number. Dice are referred
to by the range they represent. A d6
has a range from 1 through 6, ad10
has a range from | through 10.

Clerics have spells bestowed on
them by their deity and can fight wear-
ing armor and using crushing (no
edged or pointed) weapons. Clerics
must memorize their spells just as
magic-users, but they do not use gri-
moires (spell books). When clerics
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gain a new spell level, they will aytq,
matically be able to use any of the
available spells for the new leve, The
prime requisite for clerics is wisdom_

Fighters can fight with any armor ¢
weapons, but they cannot cast magjc
spells. Fighters can have exceptiong)
strength and gain additional HP
bonuses if they have a Constitution of
17+, The prime requisite for fighters js
strength.

Rangers can fight with any armor or
weapons. Rangers can have excep-
tional strength and gain additional Hp
bonuses if they have a Constitution of
17+. They do additional damage in
combat when fighting giant-class crea-
tures. At 8th level rangers may begin
to cast druid spells, at Sth level they
gain magic-user spells. Rangers must
be of good alignment and have ability
scores of at least 13 in strength and
intelligence and at least 14 in wisdom
and constitution. The prime requisites
for rangers are strength, intelligence,
and wisdom.

Paladins can fight with any armor or
weapons and can cast a few clerical
spells once they reach Sth level.
Paladins can have exceptional
strength and gain additional HP
bonuses if they have a Constitution of
17+. They are more resistant to spells
and poison, can turn undead crea-
tures as if they were a cleric two lev-
els below their current level and are
always surrounded by the equivalent
of a Protection from Evil spell. A pal
adin may heal two HP of damage per
his level once a day. A paladin may
Cure Disease once a week at 1st-5th
levels, twice a week at 6th-10th and
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pells from scrolls. The prime
Site for thieves is dexterity.
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all the benefits of all classes with
d to weapons and equipment.
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Dual-class are human characters who
had one class for the first part of their
life, and then changed into a new
class for the remainder. Once a char-
acter changes classes, he cannot
advance in his old class. Dual-class
characters do not gain HP and cannot
use the abilities of the old class while
their new class level is less than or
equal to the old class level. Once the
character’s level in his new class is
greater than his level in his old class,
he gains HP according to his new
class and may use abilities from both
classes. Human dual-class magic-
users may not cast magic-user spells
while they are wearing armor.

ALIGNMENT

Alignment is the philosophy a charac-
ter lives by. Alignment can affect how
NPCs and some magic items in the
game react to a character.

Lawful Good characters believe in
the rule of law for the good of all.

Lawful Neutral characters believe the
rule of law is more important than any
objective good or evil outcome.

Lawful Evil believe in the rule of law
as a tool to achieve evil ends.

Neutral Good characters believe that
the triumph of good is more impor-
tant than the rule of either law or
chaos.

True Neutral characters believe that
there must be a balance between
good and evil, and law and chaos.

Neutral Evil characters believe that
evil ends are more important than the
methods used to achieve them.

Chaotic Good characters believe in
creating good outcomes unfettered by
the rule of law.
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Chaotic Neutral characters believe
that the freedom to act is more impor-
tant than any objective good or evil
outcome.

Chaotic Evil believe that chaos is the
best environment for practicing evil
acts.

Building a Successful Party

Forming-a strong and adaptable party
is a key to success jn SECRET OF THE
SiLver BLapes. Up to six Player
Characters (PCs) may be in a party. A
party with fewer than six characters is
less powerful and more likely to be
eliminated by your enemies.

Include a variety of classes in a party
including: clerics, magic-users,
thieves, paladins, and fighters. Here
are two sample parties as examples:

Sample Party 1:
Human Paladin
Dwarven Fighter/Thief
3 Human Rangers
Human Cleric

The paladin has the benefit of
Protection from Evil in a 10’ radius. All
characters in range of the effect get
an AC improvement of two. The dwarf
fighter/thief offers the advantages of a
thief (lockpicking and disarming traps)
with the better armor and HP of a
fighter. Rangers do extra damage
against giant type creatures and have
some spell casting abilities. It may be
a good idea to have one or two of the
rangers become dual-class
ranger/magic-users after they reach
9th level (225,001 XP). This permits
spell casting while wearing armor. A
cleric is absolutely essential for his
valuable healing spells.
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Sample Party 2:
Human Paladin
Human Ranger
Dwarven Fighter/Thief
2 Human Magic-Users
Human Cleric

This party is similar to the one aboye
except that having the two magjc.
users puts a larger emphasis on
magic in combat.

Outfitting the Party

The following are some suggestions
for distributing the magic items gjven
to the party by the mayor of New
Verdigris, and what equipment to pur-
chase from the armoury.

Fighter Classes

Distribute magical armor and
weapons to fighters first. Give the
Gauntlets of Ogre Power to the weak-
est fighter. Buy shields, banded mail,
broad swords, long bows, and arrows
for any remaining fighters.

Magic-users

Distribute the bracers, wand, and
scroll to magic-user characters. Buy
quarterstaffs and darts for all magic-
users.

Clerics

Give the +1 mace to a cleric. Buy
banded mail, shields, staff slings, and
maces for all clerics.

Thieves

Give the +1 leather to a thief charac
ter. Buy leather armor, short sword,
short bow, and arrows for thieves.
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tical map. This map is a detailed
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¢ has been outfitted,
at the mayor’s house and
weapons, armor and
Then have all spellcasters
e spells. Finally, save the

is.

es. Combat takes place on a

of the map terrain that the

v was in when combat began.
‘map is overlaid with an invisible
e grid.

ou move characters, you will

se that everything moves on the

square to square. Moving
onally often costs more move-
. points than moving horizontally

h round of combat is divided into
egments. Which segment a char-

or monster acts in depends on
nitiative number. This is a ran-

 generated number for each
racter and monster. This random
nber is generated at the beginning

combat round and is modified
rity bonuses or penalties and
factors (such as surprise) to

/e at the initiative number.

Netimes a character will act in

ent 10 of one round and seg-

nt 1 in the next, appearing to act
€ in a row. This is especially com-

if you use the DELAY command.

en the DELAY command is given,
it character’s action will be delayed
Hi Segment 10.
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Computer Control

The computer controls the actions

of monsters, NPCs, and PCs set to
computer control with the QUICK
command. You may take control of PC
characters during any combat round.

Combat Ability

Each character’s ability in combat
is defined by his THAC®, damage
and AC.

AC

A character or monster’s difficulty to
be hit is represented by his armor
class or AC. The lower the AC the
harder it is to hit the target. AC is
based on the armor a character is
wearing and any dexterity bonus.
Some magic items, such as enchanted
armor, will help a character’s AC.

THAC®

The character's THACQ represents his
ability to hit enemies in melee or with
missile fire. THAC® stands for To Hit
Armor Class @. This is the number a
character must ‘roll’ equal to or
greater than to do damage on a target
with an AC of @. The lower the THAC®
the better the chance to hit the target.



NOTE: the generation of a random
number is often referred to as a
‘roll’. In determining if an attack is
successful, the roll is a random num-
ber from 1 through 20.

An attack is successful if the random
number is greater than or equal to the
attacker’'s THAC® minus the target’s
AC. THAC® may be modified by
range, attacking from the rear, magic
weapons, and magic spells among
other things. -~ =

Example:

A fighter with a THAC® of 15 attack-
ing a monster with an AC of 3 would
need to roll:

(THACOQ 15) - (AC 3) = 12+

But to hit a monster with an AC of -2
he would need to roll:

(THAC® 15) - (AC -2) = 17+

Damage

When a hit is scored, the attacker
does damage. Damage is the range of
HP loss the attacker inflicts when he
hits an opponent in combat. Damage
depends on the attacker’s strength
and weapon type. The damage each
weapon can do is summarized in the
Weapon List on page 54.

Some monsters take only partial or no
damage from certain weapon types.
Giant slugs, for example, take no
damage from blunt weapons (maces,
etc), while some other monsters only
take damage from magical weapons.

Saving Throws

Whenever characters or monsters are
poisoned, or attacked by most magic
spells, such as Fireball or Lightning,
the computer checks to see if they
made their Saving Throw. A success-
ful save means that the target had
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some innate immunity to the Poison
or was not hit full-force by the spell.
Generally, a successful save wil|
that the target was unaffected or dam.
age that would otherwise be taken, i
halved.

Back Stabbing

A thief will back stab if he attacks 5
target from exactly opposite the first
character to attack the target. The
thief may not back stab if he has reaq.
ied armor heavier than leather (excep-
tion: elfin chain mail). A back stab hag
a better chance of hitting and does
additional damage.

Missile Attacks

A character may not attack an adja-
cent target with a missile weapon
(bow, sling, etc.). A character may
attack an adjacent target with a
thrown weapon (ax, club, etc.).

Bows can attack twice per turn.
Thrown darts can attack three times
per turn.

Multiple Attacks

Fighters, Paladins, and Rangers attack
more than once per combat round
when they get to higher levels. The
first bonus is three attacks every two
rounds. Later, they attack twice each
round. See the chart on page 49.

All of a character’s attacks are aimed
against the first target. If the first tar-
get goes down with the first attack,

aim any remaining attack at another
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Combat Strategies

Throughout SECRET OF THE SILVER
BLADES, your party engages a colorful
collection of foes. At times, the party
may elect to avoid a confrontation,
choosing conversation or flight
instead. More often, however, they
must stand and fight.

To succeed in combat, a skilled player
deploys his party well, casts effective
spells before and during combat,
maneuvers his characters into advan-
tageous position, and attacks using
his most powerful characters and
weapons.

Deploying the Party

When a battle begins, your party is
automatically positioned based on the
existing order of the characters.
Characters near the top of the order
will be in the front lines and vulnera-
ble to attack. To change the starting
deployment, change the order from
the Alter menu while encamped. Shift
the heavily-armored fighters up the
list and the vulnerable magic-users
and thieves towards the bottom of the
list. Party order cannot be changed
while in combat.

When battle begins, your party may
be placed in a bad position. If you
wish to be defensive, move your char-
acters to anchor your flanks on an
obstacle such as a wall. Keep your
magic-users behind the front line.
Setting up behind a doorway that your
enemies have to move through makes
for a very strong defensive position.

Characters who are seriously injured
should be moved out of the front
lines if possible. Be warned, if you
move away from an adjacent enemy,
he will get a free attack at your back.
Back attacks have an improved
chance to hit.
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Missile weapons cannot be fired if
there is an adjacent opponent. If you
want to fire missiles, make sure you
keep away from the enemy. Thrown
weapons, such as axes, are excep-
tions as they may be used either as a

missile weapon or a melee weapon. If

you want to stop enemy missile fire,

move someone next to the opponent.

Exploit your opponents’ weaknesses
by directing attacks against helpless
enemy characters. Gang up on
isolated foes. Concentrate your
attacks to eliminate one opponent
rather than injure many (Exception:
enemy spell casters). A foe with one
HP remaining attacks as powerfully
as an uninjured one.

the USE command after the cop

t
of the scroll are known. ents

The USE command can cast spej|g
from clerical scrolls and from wands

Thieves of 10th or greater leve| have ,

75% chance of successfully using ,
magic-user scroll.

Memorized Spells

Any spell-caster with a memorized
spell can cast it using the CAST cop,.
mand. Spells are memorized during
rest while encamped. Memorizing a
spell takes 15 minutes of game time
per spell level, plus a minimum perj.
od of preparation. First and second
level spells take a minimum prepara-
tion of four hours. Third and fourth

A spell caster who takes damage can-
not cast a spell that round. If the spell
caster had started to cast and was hit,

level spells take a minimum prepara-
tion of six hours.

he will lose that spell from memory.

Therefore, try to injure all enemy spell

casters every round even if it is only

for one point of damage. Conversely,
if you want to cast spells, make sure

your spell casters are protected.

MAGIC

Magic is integral to your success in
SECRET OF THE SILVER BLADES. Magic-
users, clerics and high-level paladins
and rangers can cast spells.

A spell can exist in one of four forms:

in a character's memory, in a charac-
ter’s grimoire (spell book), in a scroll,
or in a wand.

Scrolls and Wands

To cast spells from magic-user scrolls,

the character must cast Read Magic
from camp or have the scroll identi-
fied. Magic users can then cast with

Example:

To memorize (2) 1st level spells, (1)
2nd level spell and (1) 3rd level spell
would take:

(6 hours preparation) + (2 * 15 min) +
(1 * 30 min) + (1 * 45 min) = 7 hours
45 min

Spells do not automatically have full
effect on their target. Each target of a
spell may get a saving throw to avoid
some or all of the effect of the spell.
As a character gains levels, his saving
throws improve.

Note: some monsters have magic
resistance which gives them a greater
chance to be unaffected by the spell.

Magic-Users
When a magic-user trains for a new
level in a Hall, he is allowed to select

a new spell to scribe into his grimoire:

magic-user can also scribe spells
)m identified scrolls if he is of high
ough level to cast them. A magic-
er must cast the Read Magic spell in
er to identify the spells on the
. A spell disappears after it has
scribed or cast. Only magic-
(and high level thieves) can cast
agic-user spells from scrolls.

erical magic requires no spell

D0ks. All clerical spells of the appro-
llate level are always available to a
€ric or high- level Paladin, the char-
{er need only memorize them.

fien a cleric finds a clerical scroll, he

N use the spells directly from the
Croll regardless of level. Paladins can
l€ver use clerical scrolls, even if they
fHay cast the spells.

Tips on Magic Spells

Both clerics and magic-users may cast
spells which assist the party in com-
bat. Preparatory spells just before a
battle can protect and strengthen
characters. During battle, your spells
will damage your opponents and help
your party.

Spells should be memorized as soon
as possible after they are used. This
is most likely to happen after combat.
Encamp, have your spell-casters
memorize spells and select REST to
allow them to imprint the spells for
later use.

Note: After resting, it is a good idea to
save your game. Save your game after
every tough combat. You should have
at least two separate saved games at
all times and alternate between them.
This will allow you to go back to a
save before a fatal battle.



MAGICAL TREASURES

As you travel about and encounter the
monsters and puzzles that stand
between you and finishing your vari-
ous quests, you will also find magical
items to help you on your way. Here
are descriptions of some items that
you may find. Not all of these items
may be found in your adventure. You
can find out if there is a magic item in
a treasure by doing a Detect Magic
spell using the DETECT command. To
find out specifically what an item is,
you must take it to an armoury or find
a shop and have it identified.

Some magic items are, in reality,
cursed and can do great harm. When a
character readies a cursed item, a
Remove Curse spell must be cast
before the item can be dropped. Some
magic items, such as wands or scrolls,
may only be used by certain classes.
Others may not work at all if certain
other magic items are also in use.

Wands

Wands are the traditional objects of
enchantment. Wands generally will
Cast a set number of a given spell (10

Fire Balls or 15 Magic Missiles for
instance). Only experimentation or
paying to have them identified will te||
what a wand does. The USE command
allows a character to cast spells with a
readied wand.

Potions

Potions are a common magical
treasure. Potions may heal wounded
characters, cause them to become
hastened or invisible, or cause any
number of other effects. The USE
command will allow a character to
drink a readied potion.

Scrolls

Either clerical or for magic-users,
these items may have spells that
characters couldn’t otherwise cast.

A magic-user may use SCRIBE to
permanently transfer a scroll into his
grimoire if the spell is of a level thal
he can memorize. Magic-users and
clerics can cast spells directly from
scrolls with the USE command. High
level thieves may also attempt to cast

.user spells from scrolls. Scrolls
ear after they have been used

hields that have been created by
lled craftsmen and then enchanted
h protective spells. The power of
agic on these items may vary a
deal. Enchanted armor has the
at advantage of offering improved
otection with less encumbrance
n the same type of mundane
mor. To use these items merely
dy them from the Items Menu.

ichanted weapons come in many
es, shapes and potencies.
metimes a weapon will add

tween one and five or so to your
[AC® and damage. Other weapons
ay have other fantastic magical
pperties including extra bonuses

st specific types of creatures.

ice a magic weapon has been

died from the Items Menu, the

er will have it for all combats.

ted Adornments

ers, necklaces, periapts, and
ipecially rings are favorite objects
magical enchantment. These items
@y have any number of magical
Dperties. Some items will help your
C, others may fire Magic Missiles, or
€N be cursed. Once one of these

‘ms has been readied from the

ms Menu, a character will
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automatically gain all effects. The
exception to this rule is that certain
magical necklaces require the USE
command to work.

Enchanted Clothing

Wizards will sometimes cast enchant-
ments on commonplace items of
clothing such as gauntlets or cloaks.
A wide variety of these items are
known to exist. To use these items
ready them from the Items Menu.

Gauntlets of Ogre Strength

When worn, these gauntlets will give a
character the tremendous strength
and combat bonuses of an ogre. To
wear the gauntlets, Ready them.

CREATURES OF THE
FORGOTTEN REALMS

The denizens of these regions are
many and varied. Here is a list of
monsters you may encounter in your
adventures. Some of these creatures
are extremely rare, and you may
never cross paths with them at all.



Basilisk

Reptilian monsters whose
very gaze can turn to stone any fleshy
creature.

Cockatrice
A repulsive creature that
appears as part cock, part lizard. They
have the power to turn flesh to stone.
& Crocodile (Giant)
Large reptilian carni-

vores—much more dangerous than
their smaller cousins.

Displacer Beast

Creature resembling a six-
legged puma with two ebony tentacles
growing from behind its shoulders.
These beasts have the magical ability
to displace their image about three
feet from their actual body, making
them an especially tricky opponent.
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Dragons

These are some of the most powey
and dangerous of the monsters 4
party can encounter. The older anqg
larger the dragon, the more damage
can do and the harder it is to ki) .

& Red Dragon

Red dragons can exhale
great spouts of flame or attack wity
their claws and fangs.

White Dragon

Unique among dragons i,
their preference for cold climates,
these evil beasts can attack with thejr
freezing cold breath in addition to
razor sharp claws and fangs. Small in
size and not as intelligent as their
cousins, these dragons are still quite
dangerous.

& Drider
- Part dark-elf, part spider

monster. This horror is the subter-
ranean counterpart of the centaur.

Ettin

These foes look like giant two-

headed orcs. They have great

strength and can wield two
spiked clubs that inflict terrible
damage in combat.

Gargoyle

Ferocious predators of a magi-
cal nature. Gargoyles are typically
found amid ruins or dwelling in under
ground caverns.

4&'

ice and tastes. The following is a
of the types of giants you are likely
encounter.

L Cloud Giant

These members of the giant
races consider themselves to be
above all others of the species,
ept storm giants, whom they view
2quals.

L Fire Giant

Brutal and ruthless warriors,
these giants resemble huge
dwarves and have flaming red or
nge hair and coal black skin.

{ Frost Giant

' These giants have a reputation
~ for crudeness and stupidity.

b While the reputation may be
served, frost giants are crafty and
lled fighters.
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Hill Giant

One of the smaller of the giant
races, they are brutish hulks
possessing low intelligence and
tremendous strength.

Storm Giant

The most noble and intelligent

of the giant races. These giants

are dangerous fighters when
angry, and can often use magic.

Golem

Golems are magically created

automatons of great power.

Golems can be constructed of
flesh, clay, stone, or iron. All are
dangerous.

\ Griffon

Half-lion, half-eagle
avian carnivores. Their favorite prey
is horses and their distant kin

(hippogriffs, pegasi, and unicorns).
Hell Hound

& These other-planar

creatures resemble wolves, but they
can breathe fire and detect invisible
enemies.



' Hippogriff
Magnificent creatures with
the forelimbs and head of an eagle
and the body and hind legs of a horse.

Hydra

Immense reptilian mon-

sters with multiple heads.

All of its heads must be
severed before a hydra can be slain.
Hydras come in many sizes, with an
increasing number of heads as they
grow stronger.

g Lich

This is perhaps the single most
powerful type of undead creature. A
lich is the remains of a powerful
magic user who has kept his body
animated after death through the use
of foul magics. Liches can use magic
as they did while still living, and have
other powers similar to greater
undead creatures.

Lizard Men

These are savage reptilian
humanoids. They generally attack in
groups and are often accompanied by
a larger, tougher Lizard King.

T — 1T
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. Stony monsters which are
immune to normal weapons and can
attack many times with their sharp
claws and spikes.

. ey
Large cold climate rela-

tives of the elephants found in
warmer regions.

ﬁ Medusa
These are hideous women-

creatures with coiling masses of
snakes for hair. They can turn a
person to stone with their gaze.

Megalo-centipede
p True giants, often reaching over
5’ in length. Their poisonous bite is
extremely dangerous.

Minotaur

These creatures are part-man

and part-bull warriors. They aré

highly intelligent and dangerous
opponents.

f These are huge omnivorous

‘who like nothing better than
2 blooded humanoids for dinner!

Neo-Otyugh

| This is a more powerful form of
Otyugh. These disgusting scav-
engers have several vicious

s and a heavily armored body.

Large, ugly, foul-tempered
humanoids, ogres generally
y attack with a spiked club.

\ Otyugh

h These scavengers have long
that they use to scoop trash

itheir cavernous mouths.

Phase Spider

These are giant, poisonous spi-
ders with the ability to phase in and
out of this dimension. They are
“phased in” until they attack and are
“phased out” afterwards.

Purple Worm

These enormous carni-
vores burrow through
solid ground in search of small (man-
sized) morsels.

Remorhaz

These are sometimes
referred to as Polar
Worms. They inhabit cold
regions and are aggressive predators
who have been known to attack even
frost giants.
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g Umber Hulk

These powerful subter-
ranean creatures can use
their claws to burrow
through solid stone in search of prey.

These are huge, omnivo-
rous mutations of the common gar-

den pest. They attack by biting and
can spit a highly corrosive acid.

u. Snake (Giant) Warg

These large reptiles slay === Large, vicious wolves.
their prey with deadly venom.

Neutralize Poison counters snake bite. - Wyvern

These creatures are
distant relatives of
dragons. They attack by
biting and using the
poisonous sting in their tail.

B e

An extremely rare creature
that is part-lion, and has the upper
torso of a woman. Rather than fight,
sphinxes will often converse with
adventurers.

Spider (Giant)
These giant cousins of the

small predator attack with a poi-
sonous bite.
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Level Cleric Spells
 improves the THACQ of friendly
acters by 1. The bless spell does
affect characters who are adjacent
Jonsters when the spell is cast.
is a good spell to cast before
q into combat.

impairs the THACQ of targets
, The target cannot be adjacent to
rty character or NPC.

2 Light Wounds heals 1-8 hit-
its (up to the target’s normal max-
n hitpoints).

e Light Wounds will inflict 1-8
pints of damage on a target.

ct Magic indicates which equip-
t or treasure is magical. View a
acter’s items or Take treasure
ns. Equipment or treasure preced-
yan ‘*’ ora '+’ is magical.
tection from Evil improves the
1d saving throws of the target by
gainst evil alignment attackers.

tection from Good improves the
nd saving throws of the target by
ainst good alignment attackers.

ist Cold halves the damage and
roves saving throws vs. cold
ks by 3.

:ond Level Cleric Spells
Traps indicates the presence of
S in the character’s path.

d Person may paralyze targets of
racter type (human, etc). You may
1a hold person spell at up to 3 tar-
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Resist Fire halves the damage and
improves saving throws vs. fire
attacks by 3.

Silence 15’ Radius must be cast on
a character or a monster. That charac-
ter or monster, and all adjacent to
him, cannot cast spells for the dura-
tion of the spell.

Slow Poison revives a poisoned per-
son for the duration of the spell.

Snake Charm paralyzes as many hit-
points of snakes as the cleric has hit-
points.

Spiritual Hammer creates a tempo-
rary magic hammer that is automati-
cally Readied. It can strike at range
and does normal hammer damage.
Spiritual Hammers can hit monsters
than may only be struck by magic
weapons.

Third Level Cleric Spells

Bestow Curse reduces the target’s
THACO and saving throws by 4.

Cause Blindness will blind one tar-
get. This can only be cured with a
Cure Blindness Spell

Cure Blindness removes the effect of
the Cause Blindness spell.

Cause Disease will infect the target
with a debilitating ailment that saps
strength and hitpoints.

Cure Disease removes the effects of
disease caused by some monsters or
caused by a Cause Disease spell.

Dispel Magic removes the effects of
spells that do not have specific
counter spells. This is a recuperation
spell for any of the party that has
been held, slowed or made nauseous.
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Prayer improves the THAC® and sav-
ing throws of friendly characters by 1
and reduces the THAC® and saving
throw of monsters by 1. This is a good
spell to cast before going into com-
bat.

Remove Curse removes the effects
of a Bestow Curse spell and allows
the target to unready cursed magic
items.

Fourth Level Cleric Spells
Cause Serious Wounds inflicts 3-17
hitpoints of damage on a target.

Cure Serious Wounds heals 3-17 hit-
points (up to the target’s normal max-
imum hitpoints).

Neutralize Poison revives a poisoned
person.

Poison causes the target to save ver-
sus poison or die.

Protection from Evil 10’ Radius
must be cast on a character or a mon-
ster. It improves the AC and saving
throws of the target and all adjacent
friendly characters by 2 against evil
attackers.

Sticks to Snakes causes snakes to
torment the target. The snakes will
make movement and spell casting
impossible for the duration of the

spell.

Fifth Level Cleric Spells
Cause Critical Wounds inflicts 6-27
hitpoints of damage on a target.

Cure Critical Wounds heals 6-27 hit-
points of damage (up to a character’s
normal maximum hitpoints).

Dispel Evil improves the target’s AC
by 7 versus summoned evil creatures
for the duration of the spell, or until

the target hits a summoned creature.
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The creature must make a saving
throw when it is hit or be dispelled.

Flame Strike allows the cleric to ¢y
down a column of fire from the hegy.
ens.

Raise Dead can bring back to life Onhe
non-elf character. The chances for
success are based on the character’s
constitution and how long the charac.
ter has been dead.

Slay Living is a reversal of the Raise
Dead Spell, and will kill one target. |f
the target makes his saving throw,
then he will suffer 3-17 hitpoints of
damage.

Sixth Level Cleric Spells

Harm will inflict terrible damage on
any living creature—leaving only 1-4
hitpoints.

Heal cures all diseases, blindness,
feeblemindedness, and all except 1-4
of a character’s full hitpoints.

First Level Druid Spells

Detect Magic indicates which equip-
ment or treasure is magical. View a
character’s items or Take treasure
items, Equipment or treasure preced-
ed by an “*' or a '+’ is magical.

Entangle will cause plants in the area
of effect to grow and entwine around
the feet of any creature in the area.
Be careful not to catch allies in the
spell area.

Faerie Fire will ring a targeted crea-
ture in magical light. This spell will
outline otherwise invisible creatures,
and give a +2 THAC® bonus to any-
one attacking an affected creature.

jibility to Animals will make the
t invisible to non- magical, low or
intelligent, animals. This spell

 not offer protection against intel-
_opponents or magical creatures.

snd Level Druid Spells

skin causes the target’s skin to
me tougher and harder to dam-
The effect of this spell is a -1

s to AC. This is a good spell to
pefore combat.,

Person or Mammal changes
arget’s allegiance in a combat. It
ts character types (human, etc.)
pther mammals.

(up to the target’s normal max-
n hitpoints).

sing Hands causes | hitpoint of
amage per level of the caster.
e is no saving throw.

m Person changes the target's
ance in a combat. It only affects
cter types (human, etc).

)t Magic indicates which equip-
t or treasure is magical. View a
iIcter’s items or Take treasure
Equipment or treasure preced-
yan ‘*" or a '+’ is magical.

ge makes the target larger and
iger. The higher the caster’s level,
arger and stronger the target gets.
€ caster is 6th level the target
dmes as strong as an Ogre. If the

I is 10th level the target

Dmes as strong as a Fire Giant. A

2t can only be under the effect of
llarge spell at a time. Unwilling tar-

BT

IV

==

gets get a saving throw against this
effect. The spell will stay in effect for
more than | combat, and should be
cast before combat.

Friends raises the caster’s charisma
2-8 points. It is often cast just before
an encounter.

Magic Missile does 2-5 hitpoints per
missile with no saving throw. A mage
throws 1 missile for every 2 levels (1
at levels 1-2, 2 at levels 3-4, etc.) This
spell will damage any target within its
range unless the target is magic resis-
tant or has certain magical protection.
Casts instantaneously.

Protection from Evil improves the
AC and saving throws of the target by
2 against evil attackers.

Read Magic allows a mage to ready a
scroll and read it. For scrolls, this
works as if they have been identified.
A mage may scribe the spells from a
scroll (if appropriate for his class and
level) after it has been read.

Shield negates enemy Magic Missile
spells, improves the mage’s saving
throw, and may increase his AC.

Shocking Grasp does electrical dam-
age of 1-8 hitpoints, +1 hitpoint per
level of caster.

Sleep puts 1-16 targets to sleep with
no saving throw. Up to sixteen 1 hit-
die targets are affected. One 4 hit-die
target is affected. Targets of 5 or
more hit-dice are unaffected.

Second Level Mage Spells

Detect Invisibility allows the target
to spot invisible targets.

Invisibility makes the target invisible.
The THAC® of melee attacks against
invisible targets is reduced by 4. It is
impossible to aim ranged attacks at



_lj‘jﬁ_}_ﬁl;’l“%

invisible targets. Invisibility is dis-
pelled when the target attacks or
casts a spell.

Invisibility causes the target to disap-
pear from normal sight. The spell
remains in effect until the character
attacks or the magic is dispelled.

Knock is used to open locks. It can
be cast from the door-opening menu
if the active character has a memo-
rized knock spell.

Mirror Image creates 1-4 illusionary
duplicates of the mage. A duplicate
disappears when it is attacked.

Ray of Enfeeblement reduces the
target’s strength by 25% + 2% per
level of the caster.

Stinking Cloud paralyzes those in
its area for 2-5 rounds. If the target
saves, it is not paralyzed, but is
nauseous and has its AC reduced for
2 rounds. This spell has a very short
range and care should be taken to
avoid including party members in the
cloud.

Strength raises the target’s strength
by 1-8 points, depending on the class
of the target.

Third Level Mage Spells

Blink protects the mage. The mage
‘blinks out’ after he acts each round.
The mage may be physically attacked
before he acts each round, but he
may not be physically attacked after
he acts.

Dispel Magic removes the effects of
spells that do not have specific
counter spells (such as Cause
Blindness or Disease).
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Fireball does 1-6 hitpoints per leye|
of the caster to all targets within its
area. If the target makes its saving
throw, the damage is halved. Firebg)|
is a slow-casting spell and the spell’s
power demands that you target care-
fully. Otherwise, you may inadverten.
ly destroy party characters. The only
safe area on the screen at the time
you target the spells are the squares
in each corner of the screen and the
squares directly above and below
these corner squares. Be sure to use
the CENTER command to determine
who will be in the area of effect.

Haste doubles the target’s movement
and number of melee attacks per
round. Haste has a short duration and
you should wait until a fight is immi-
nent to cast it. Warning: each time a
haste spell is cast on a character, that
character ages one year.

Hold Person may paralyze targets of

character types (human, etc). You may
aim a hold person spell at up to 4 tar-
gets (Exit to target fewer).

Invisibility, 10’ Radius makes all
targets adjacent to the caster
invisible. The THAC® of melee attacks
against invisible targets is reduced by
4. 1t is impossible to aim ranged
attacks at invisible targets. Use this
spell to set up a battle line while your
enemies seek you out. Characters
lose invisibility if they do anything but
move. Some monsters can see
invisible creatures.

Lightning Bolt does 1-6 hitpoints per
level of the caster to targets along its
path. If the target makes its saving
throw, the damage is halved. A light-
ning bolt is 4 or 8 squares long in a
line away from the caster. For best
results, move the spell caster to send
the bolt down a row of opponents.

attack all opponents along the
within its range. Target the first
wure in the row (closest to caster).
ning bolts will reflect off walls
toward the spell caster. This per-
. targets adjacent or close to a
o be hit twice by the same bolt.

areful the caster isn't hit by the

bolt.

se it protects by 2 against evil

ection from Normal Missiles
es the target immune to non-
cal missiles.

Jaffects 1 target per level of cast-
he spell halves the target’s move-
it and number of melee attacks
‘round. Slow can be used to

ite a haste spell. This spell is use-
against any high-damage creature.

Level Mage Spells.

Irm Monster changes the target’s
Jiance in combat. It will work on
living creature. The spell affects
Ist-level targets, 1-4 2nd-level
ets, 1-2 3rd-level targets, or 1

et of 4th-level or above.

oves the AC and saving throws of
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Confusion affects 2-16 targets. Each
target must make a saving throw each
round or stand confused, become
enraged, flee in terror or go berserk.
Confusion is most effective when
used against a large number of ene-
mies.

Dimension Door allows the mage to
teleport himself to another point on
the battlefield within his line of sight
and the range of the spell. Mages can
use it for quick escapes.
Fighter/mages use the “Door” to reach
the opposition’s rear area.

Fear causes all within its area to flee.

Fire Shield protects the mage so that
any creature who hits the mage in
melee does normal damage, but
takes twice that damage in return.
The shield may be attuned to heat
attacks or cold attacks. The mage
takes half damage (no damage if he
makes his saving throw) and has his
saving throw against the opposite
form of attack improved by 2. He
takes double damage from the form
of attack the shield is attuned to.

Fumble causes the target to be
unable to move or attack. If the target
makes his saving throw, he is affected
by a slow spell.

Ice Storm does 3-30 hitpoints to all
targets within its area. There is no sav-
ing throw. This spell will inflict dam-
age on opponents protected by Minor
Globes of Invulnerability.

Minor Globe of Invulnerability pro-
tects the caster from incoming first,
second, or third-level spells. The
Globe is very effective when used in
combination with Fire Shield.
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Remove Curse removes the effects
of a Bestow Curse spell and allows
the target to unready cursed magic
items.

Fifth Level Mage Spells

Cloud Kill is similar to the Stinking
Cloud spell, except that its area of
effect is larger and it will kill weaker
monsters. Stronger monsters may be
immune to the spell.

Cone of Cold fires a withering cone
shaped blast of cold. The spell’s
range and damage increases with the
caster’s level.

Feeblemind cause target’s who fail
their saving throw to drop dramatical-
ly in intelligence and wisdom and
become unable to cast spells. A Heal
spell must be cast on the victim to
recover from the effect.

Hold Monster is similar to the Hold
Person, except that it will affect a
wider variety of creatures.

Sixth Level Mage Spells

Death Spell will kill opponents
instantly and irrevocably. The spell
will Kill a greater number of weak
opponents than strong.

Disintigrate will destroy one target.
Some creatures, with an inate magic
resistance, may avoid the effects of
the spell, while most must make a
saving throw to survive.

Flesh to Stone causes the target o
make a saving throw or be turned intg
stone.

Globe of Invulnerability will protec
against 1st through 4th level spel|s,

Stone to Flesh will counter the
effects of such magical creatures a5
cockatrice and medusae. When thijs
spell is cast on a character, there is 3
possibility that the character will not
survive the shock of being restored (o
flesh. System shock survival is baseq
on a character’s constitution.

Seventh Level Mage Spells

Delayed Blast Fireball is a more
powerful version of the third level
spell and will go through a Minor
Globe of Invulnerability. The fireball
explosion can be delayed for some
period of time if the caster wishes.
The delay options will vary with differ-
ent computers.

Mass Invisibility is identical to the
Invisibility spell, except that it will
effect several targets at once. This
can be a valuable spell to cast before
a known encounter.

Power Word, Stun will cause one
creature to be stunned—reeling and
unable to think or act effectively. The
weaker the target, the longer it will be
stunned.
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(J Journal Entry 2
FANATIC SOLDIER'S TALE

‘We have done it! Our noble ancestors
are being freed from the ice and they
fight by our side as brothers! Oh, to see
the Legion again! | never thought it
possible. Nlo one can stop us now.’

His voice softens to a hoarse growl.
‘They say that the personal bodyguard
of Eldamar has been found and fights
for us.’ he whispers. 'l can now die in
honor, knowing that our enemies will
soon be destroyed.’

The fighter smiles and dies.

1 Journal Entry 3
SIR DERIC'S STORY

“The Black Circle laid an ambush for
our party. Nearly everyone was
captured or killed. | was unconscious
and left for dead. Since that time | have
sought to free my companions. At least
two lie ahead and | shall seek them out.
In this stolen Black Circle garb | may
succeed. With your help | certainly
will. As honorable men, will you join
me on my quest!’

(A Journal Entry 4

BLACK CIRCLE MAGE
AT TOP OF MINE

‘We have just driven the foul beasts
from the mine
entrance. We
will not inform
the town until
the mine is
fully cleared.
We do not
wish to raise
false hopes.’
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A Journal Entry 5

MAYOR TALKING OF
THE BLACK CIRCLE

‘We've had a number of dealings g,
the magic brotherhood known as the
Black Circle. They have aided us in
past in return for gems. It was based ¢,
their divination that we extended oy,
lower tunnels — and uncovered the
monsters. Marcus is the only member
that lives in town, but he keeps to
himself. The Black Circle say that they
are studying ways to stop the monsters
and will act only when sure of success -

1 Journal Entry 6

‘One of the miners saw red robed
figures outside the east wall.’

(A Journal Entry 7
OLDb MAN'S TALE OF THE SCROLL

‘My uncle adventured along the shores
of the Moonsea. He was a warrior
who ventured on many a great quest.
He feared nothing — nothing that is
except dragons. Though he never met
one, he was terrified by the possibility.
This scroll was his insurance. When he
died — from a knife wound gotten ina
bawdy house — he passed it on to me.
Seeing as how |I'm unlikely to survive a
dragon with this scroll | thought you
might like it.

purnal Entry 8

Black Circlers are a hostile

but don't judge ‘em too hard.
ey was once mages serving the two
thers who ruled the old town. They
d the Well's teleporters too many
and was cursed by the Well. If
them too often, yah will join
rcle. It serves the dark nature of
 Well and they hate all others.’

Journal Entry 10
DYING MAN’s LAST WORDS

on't go near that temple in the

nes! There is an illusion of goodness
e, but don't be fooled. It is ruled by
me unknown demon. One of its
nions referred to it as the Flaming

ne. | never saw it. | was ambushed as
on as | encamped near the altar. Now
it | have passed on my warning | can
e in peace.”

€ man ceases to breathe.

Journal Entry 11
QULTANT BANITE PRIEST

he Beholder Corps has returned and
housed in the dungeons. Now
thing can harm the Dreadlord.
nyone who tries to penetrate the
Ingeons will be vaporized within
conds. Hah, hah, hah! The world

ill soon belong to us.’

1 Journal Entry 12
OLD MAN'S TALE OF THE TEMPLE

“Twas long ago that the old town was a
thrivin’ place. The mine was there then
too. Folks was ruled by a fellow who
worshipped Tyr. He thought the miners
was deservin’ of Tyr's protection. Some
of the folks round here say that the
temple can still be found. Only those of
stout heart should try though. Things
buried so long tend to harbor ghosts
that don't like disturbin’.’

(A Journal Entry 13
BLIND MAGE'S STORY

I led a band of heroes to clear the
mines. We discovered the dungeons
and were nearly to the top when the
Black Circle sprung their ambush. | was
a local who never trusted the Circle’s
claims of friendship, so they were glad
to capture me. Not content to simply
kill me, they prepared an elaborate
wish. It traps me in this cell, blind and
unable to cast spells. It also had the side
effect of rendering me immortal and
immune to damage. Once you free me |
shall regain my own powers, but also
lose these benefits. This is a fair
exchange.

‘| return to my tower now, but let me
give you some reward. First, seek the
souls trapped in the highest level. They
know important information. Second,
take this map to where | have hidden
some freasures.’

3 Journal Entry 14
THE CAPTAIN'S TALE

‘We were about to enter the Well. The
rope was slippery with the slimy blood
of the dragon but nothing could stop us
from our goal. The gems glittered on
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the bottom, luring us with untold
wealth. Gramkal was the first to go, of
course. The thief was almost bursting
with excitement as he reached down to
take the gems. Poor man, his shriveled
hand will never pick another pocket.’

(A Journal Entry 15
MEETING THE FROST GIANT KING

‘So, not content
with melting
away our home
you carry the
war directly to
us. We have
held these
crevasses for
generations.
We will not surrender them to the likes
of you. Look to your lives! | am
prepared to die. Are you?’

 Journal Entry 16
BLACK CIRCLE COMMANDER'S PAPER

We are prepared. The inner sanctum is
well concealed, surrounded by the
hatchling pool. We hope that the old
Red Dragon will not miss the hatch-
lings; they provide an excellent defense.
Soon we must find a way to age them
to a more useful size.

Use the map to plan an attack on Well.
We expect regular progress reports.

If you fail, we will act on a suggestion
made by a junior member. He believes
that the dragon may be amenable to a
human sacrifice. The clerk from Phlan
l!as become expendable and will be the
first victim. One way or another the
dragon and its Banite allies will fall, the
Well must be ours.

18
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(1 Journal Entry 17

OLD MAN'S TALE OF
THE BROTHER WARS

"The old town was said to be a fabuloy
place for a time. Was ruled by brotherss
one honorable and forthright, the othe,
a studious and insecure mage. One (,
the mage decided he would live forev:r
The brother thought that was '
blasphemy and tried to stop him. W,
covered the valley and the town was
laid waste. The gods cursed the valley
and froze it over. These new monsters
are just more of the valley’s curse. We
can only wait and suffer ‘till the gods
see fit to lift the curse.’ )

(J Journal Entry 18
STORY OF THE SILVER BLADES

Derf reclines in a chair and begins,

“Three hundred years ago there were
two brothers: Oswaulf, a paladin, and
Eldamar, a mage. Both were powerful
and worshiped Tyr, god of justice. As
Eldamar grew old he became obsessed
with gaining immortality; serving Tyr
was no longer enough. He became
insane and isolated himself in the upper
levels of the Castle of the Twins. There
he researched the arcane magic neces-
sary to become a lich. Oswulf discov-
ered this, but was unable to convince
his brother to abandon his madness.

‘Forseeing the evil that a lich would
produce, Oswulf left the Castle and
searched for 12 great heroes. These he
forged into the band he called the Silver
Blades. By the time Oswulf could return
to this valley, Eldamar had completed
his spells and was reborn as the lich
called the Dreadlord. The Dreadlord
summoned evil forces to protect him.
The Silver Blades faced a pitched battle

ng the buildings of Verdigris. The
 was laid waste and many of the
fell. Those of us who remained
he evil horde back to the castle

wulf refused to push on and slay his
her. Instead our mages and clerics

a spell fo freeze the valley perma-
tly within a glacier. The Dreadlord’s
es counterattacked while the spell
being cast and Oswulf fell protect-
us. His body lies on the level

e, but his spirit still guards the cas-
preventing the reawakening of the
sadlord. As the last of the Silver

des, | chose to remain here to main-
y temple and keep watch as well.

ow the descendants of the

sadlord's disciples have retuned. The
ck Circle is succeeding in unravel-

g our spell. | am now bound to this
nple and cannot take the battle to

m. You must take up the Silver

des’ standard and end the

padlord's threat forever.’

Journal Entry 19
: AMULET OF ELDAMAR.

ow now of the Amulet of Eldamar,
len long ago. It was taken by a wily
ef who held it for but a day. As he
amed of wealth, he fell victim to a

| dragon, kin to the one you slew to
2 me. The amulet now adorns the
igon’s hoard, which lies in the south-
stern corner of the city.

he map starts at the entrance to the
town. Follow the path.’

Journal Entry 20
hat old man — south of the mayor's
ice — can sure talk yer ear off.’
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(1 Journal Entry 21
EARLY DAYS OF THE TOWN.

"This whole valley used to be filled
with a glacier. About 15 years ago it
melted back beyond the old mineshaft.
Miners from throughout the
Dragonspines flocked here and formed
the new town. The Black Circle helped
them open the mine. A few years later
the miners began to extract the gems
again. Until these monsters came the
town was doing quite well. The glacier
kept going back too. In a few years the
entire valley will be open.’

(1 Journal Entry 22
DYING CLERIC OF BANE.

‘The Black
Circle is trying
to take our
Well! They seek
the death of the
red dragon who
holds it in
sacred trust. |
was ambushed
while trying to entice the young drag-
ons from the Well. They dragged me
here to ... to...]

The Banite Cleric fades into death.

J Journal Entry 23
TALK OF MYSTICAL ITEMS.

The mages keep looking for a mysteri-
ous amulet. It is connected in some way
to their whole purpose for being here.
They say it will reveal some key to a
mysterious sanctum. Perhaps they are
after a great treasure.’

19
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(1 Journal Entry 24
THE GUARD OF GRIMDRA HOARD

‘Grimdra discovered where the Well
stored its gems — for they are not con-
sumed. He dug a small tunnel and has
diverted them for centuries. | am certain
that the gems are what sustain him. He
has never sold a single one and he was
old when the twins were born.’

(A Journal Entry 25
MESSAGE FROM THE WELL.

‘The miners’
plight masks a
more serious
threat. Should
the Black Circle
succeed in its
plans, the entire
Realms will feel Rt

the result. The mages seek the
awakening of the Dreadlord, an evil of
incalculable power. He sleeps within
his castle, trapped within the glacier.
The Circle has reached the dungeons
and are melting their way upward.
The monsters trapped in the dungeons
are being released and allowed to harry
the miners.

‘My powers are subject to laws you
cannot understand. | am privy to
information only at certain times and
only when you sacrifice gems. Still,
seek me out when you have questions.
My powers are at your disposal.

‘My teleporters are paired. Each
teleporter that rings me has a brother
somewhere in the valley. Until you
visit both gates, you may not use that
pair. To my northwest is the gate which
connects to the new town.

‘My power fades. Return to me with
gems when you have more questions.’
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J Journal Entry 26
WARNING ABOUT THE AMULET.

‘The Dreadlord seeks the Amulet of
Eldamar. If he can trick someone int,
bringing the amulet into the dungeons
beneath the castle, he will be awak.
ened. Even worse, it acts as a monster
attractant. Evil creatures throughout th,
region will seek out the holder.
Remember to always avoid this item.’

(A Journal Entry 27
RESCUED MAIDEN'S STORY.

“The mages took me to be sacrificed to
the red dragon. They wanted access to
the teleportation booths and the hoard
of gems. My father is an unwitting
servant of the Black Circle. When he
became suspicious, they kidnapped me
to keep him silent. Now I'm sure they
must have killed him. | must leave!”

She runs away sobbing with grief.

d Journal Entry 28

OLb MAN's TALE OF
THE VORPAL BLADE.

"This here blade has been carried down
from my great-great grandpappy. He
almost captured a throne out near
Waterdeep, but tired of the campaign-
ing. Travelled up to Myth Drannor and
stood with elves against a Flight of the
Dragons. They were impressed enough
to let him retire there. Married an elven
princess and led a settled life. Far as |
know, she left with the other elves and
is still alive.’

(7 LT — T T

d to hold town meetings in the great
1. The hall was huge — much larger
n this — and | don't recall any

aves. These alcoves along the side

ere definitely put there by the

eadlord. | suspect that he has radical-
changed the entire castle. Oswulf

d said that his brother had become
ranoid and turned the castle into a
aze of traps. We must watch where

e place our feet; any stone could con-

3

al a pit or dart.”
Journal Entry 30

» many gems down in that mine and
ay to get at them. Life ain't fair.’

Journal Entry 31
\NITE PATROL'S STORY

he Black Circle usurped our control of
e Well of Knowledge. Bane was
ended and sent a red dragon in
ngeance. The dragon drove out the
idels and now holds the Well in

st. There he shall remain until Bane
ems it time for our return. Death to

e Black Circle! Death to the enemies

am one of the champions who sought
) free the town from its monstrous
tourge. We penetrated the mines and

‘ through the excavated tunnel to
hese dungeons. We were led by a
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(1 Journal Entry 32
MAP OF THE 4TH LEVEL

powerful mage who was able to
answer the riddles posed by that mad
spirit. Near the top of the dungeon we
were ambushed by the Black Circle.
Meany died and none escaped. Our
leader was taken away for some black
rites. That spirit hates the living. Its
laughter is driving me mad! | must
escape to the open air!’

(A Journal Entry 34

OLb MAN'S TALE
OF THE FLAMING ONE

“The Flaming One is an accursed
demon, destined to live as long as man
walks the earth. He can possess
anything of flesh. Last time he was
defeated was in Myth Drannor and
rumor held that he had died. If yah
listen to travellers, yah can trace his
movements. He is trapped in some
diminutive form and seeks the power
to release himself. | think he’s skulking
the ruins, seeking the power of the
Dreadlord.’
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(1 Journal Entry 35
MAP TO LEVEL 8 TOOM

3 Journal Entry 37
MAYOR'S INTRODUCTION

‘We are a small town of
miners in desperate straits.
Three months ago we
opened a new shaft and
monsters boiled forth.

122

(1 Journal Entry 36

MAP PURCHASED FROM
THE STORM (JIANTS

Wall Door

Perhaps this is a gateway to
the Abyss. In any case, we lost
many comrades as the mon-
sters have climbed up level
after level of the mine. Now
they are invading the nearby
ruins. Soon they will reach
New Verdigris.

"To add to our problems, some-
thing has captured the Well of
Knowledge. The Well imparts
information, occasionally
grants wishes and controls the
teleporter in my house. If you
free the Well, then you can use
the teleporter to move through
the ruins.

‘Once the Well is protected,
you must descend into the
mines and stop these horrors
from emerging. Others have
tried, but none have returned.
You must save us before we
are overwhelmed.’

O ——

570 BLACK CRCLE HQ

KEY

M

Wall Door

Black Circle
Headquarters

al Entry 39
AN'S TALE OF THE CLOAK

y grandpappy was a paladin out

r Cormyr, in the days before King
un. Family’s come down a bit since
, but make no nevermind. He was
ved of a noble lady. She was a

rior maiden, namesake of Azoun’s
ghter Nacacia. Anyway, she kept

1g to attract him, tie him down and
n. In turn, he would go on longer
.more dangerous quests.

a took this in stride and eventu-

e him this cloak as a present,

that this way he could be around
sewhere at the same time. My

‘was their child and passed the

ik down to me. | think that it's too

ful just to keep as an heirloom —

‘none of my kids deserve it — so

it to good use.’

(A Journal Entry 40

LEDGER FROM NEW
VERDIGRIS MINING

2nd Tenday of Highsun New Verdigris
Mining

1) 250

2) 300

3) 75 (Hill Giant Attack)

4) 350

5) 50 (Medusa Attack)

6) 100 (Wyvern Attack)

7,8,9,10) General Strike—no work.

"Where are all these monsters coming
from! We can't get any work done!’
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(1 Journal Entry 41
MAP TO THE FIRST KEY

+To Level 6
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(d Journal Entry 42

THE MEDUSA'S TALE.

‘I don't care! We have been cheated of
our rightful place in the Dreadlord’s
hierarchy. The Black Circle must pay!
They may have freed our master, but he
is still weak and does not realize their
plans! [ shall go and tell him!"

r—

A Journal Entry 43

LETTER FROM MARCUS
TO THE BLACK CIRCLE

The new band the mayor has recruite
seems superior to the last group. The
townsmen managed to reach the We|
prior to the red dragon. They WISHED
for champions to protect them.
Fortunately for us, the wish worked
literally and brought only the people.
The mayor has to clothe, feed and equip
them. It was quite a sight to see these
naked and angry people waking up
right in the middle of a town meeting.

| don't think they will pose a threat.

(A Journal Entry 44
PHLAN CLERK'S TALE

‘Well, | had just made my escape and
was preparing to return to Phlan when |
was grabbed by those vile Black Circle
scum! Do they never bathe! The council
back at Phlan will hear about this!

‘Anyway, where was 1! Oh yes, mauled
by filthy beasts. They started babbling
about sacrifices and a Dreadlord.
Dreadlord this and Dreadlord that; all
they talk about is this Dreadlord. If he’s
so powerful, why does he let these
disgusting people serve him!’

She gets a sly look in her eyes.

gged me here and | feigned
jousness — | wasn't going to
easy for them. The scum started
ing about great treasures hidden
asses. The western tunnels
sorpal something were
yned. Strange name for a valuable
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object. You wouldn't have a spare dress
around? Look at mine. Dragged through
mud and ice, absolutely filthy. And my
hair ...’

She starts complaining about trivial
matters.

al Entry 45
EN BLACK

: HQ AND WELL
"KEY

| Entry 46
FROM MULMASTER

, oh ancient Dreadlord, that we
our pledges — even those
300 years ago. As was

the newly reformed Beholder
Il be sent to serve you fora

of 1313 days. We are gladdened

U have reawakened and hope

alliance will continue in the

spirit that founded it centuries ago.

‘s Name,

ator Dhazheal
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(1 Journal Entry 47
MAYOR RELATES YULASH EXPERIENCES

‘Not long ago | served Hillsfar as a Red
Plume. | was faithful and they made
me commander of the city of Yulash.
We were locked in a fierce war to pro-
tect that city from the forces of Zhentil
Keep. The war tired me and | began to
yearn for peace. What finally decided
me was the Cult of Moander. It used
my city as a base to restore its dead god
to life. Were it not for a band of blue
tattooed adventurers the Cult might
have succeeded.

| left as the Zhentrim attacked again
and wandered north. Here | found my
leadership skills in need, so became
mayor of this peaceful backwater. Now
that peace is threatened. | hope you
have the power fo protect us.’
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(A Journal Entry 48
THE GLOWING MOUSE'S SPEECH
“You thought that you had defeated me

in Myth Drannor and before that in my
castle in Phlan. Know now that | am

— e —

truly immortal. When the Gauntlet of
Moander destroyed the Pool of
Radiance, | feigned my death and
managed to possess this creature. Noy,
that you are here | can take one of yoy
over and be free again.’

(A Journal Entry 49

MAP OF THE BLACK
CIRCLE'S INNER SANCTUM
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1 Journal Entry 50
DERF MEETING VALA

Vala chortles, “Derf, you fuzzy old man,
you look even cuter with white hair.”
She pinches his cheek and gives him a
big hug.

When she releases him, his cheeks are
bright red and he sputters, “Now, stop
that!” He straightens out his robe and
continues, “How can you be alive! You
were lost in the great battle.”

She smiles and explains, "l was
captured by the Dread Legion and
encased in a mystical cage until these
adventurers released me.”

He responds, “Thank Tyr!” He looks
her in the eyes with a soft expression
and says, “The Legion has returned and
is unravelling our spells. The Dread-
lord’s threat must be ended forever.

She responds, “1 still remember my
vows and | will do what is necessary.”
With that, she falls back into rank and
the old dwarf recovers some of his

dignity.

rnal Entry 51

AAN'S TALE OF THE

INMENT HOUSE

 heard tell about the impressive-
of the old town.

vas a great castle at the head of
lley. Then south of the mine was
i Government House. It was a
slace, richly decorated, where
@f state were conducted. Was
outly, so should be still standin’.

of clerks and bean counters.’

al Entry 52

___________
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(A Journal Entry 53
THE BLACK CIRCLE'S PLAN

The path to the Castle of the Twins was
revealed when Oswulf’s Confession
was rediscovered. Oswulf gave his final
confession to his cleric just before the ice
encased the valley. The Dread Legion of
Magic persuaded the cleric to reveal the
Confession. Their leaders expanded and
annotated the document. Their hopes of
a quick penetration of the glacier were
dashed when the Legion was nearly
destroyed at Ashabenford. The
Confession has been lost since that time.

We of the Black Circle are the descen-
dants of the Legion. Now that we have
the Confession again our plans can
proceed. We have broken the glacier
and it recedes slowly. The Silver Blades
are gone, so no one can stop us from
releasing the Dreadlord. It is only a
matter of time.

Still, we chafe at unnecessary delay. We
have tricked the miners into opening
the way into the dungeons. We are
now recruiting fire-using creatures to
melt a way upward. The monsters we
release serve to keep away intruders.

The solving of the Dreadlord's dungeon
riddles has cost us many lesser mages.
Illusions have sent many scouts to
unwitting deaths. We are proceeding,
but would do better with control of the
Well of Knowledge. Its wisdom and
control of the teleportation gates would
aid us greatly. We also seek the Amulet
of Eldamar to pass the three great doors
to the Sanctum.

127
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Divinations show that a third item will
be required to reach the Dreadlord.
The signs indicate Tyr is involved with
the item, but nothing is clear. The
temple in the mine seems to hold
nothing of value.

(d Journal Entry 54

OLp MAN's TALE OF
THE WELL OF KNOWLEDGE

“The Well of Knowledge was the heart
of the old town. It controlled the gate-
ways that allowed travel throughout the
valley. Also, it served the old town by
providing its enigmatic messages. The
town used it but they did not build it. It
was there when the first men entered
the valley and it is said that it will
remain when all else is gone.’

(A Journal Entry 55
CLERK'S STORY

I served the
city of Phlan in
the capacity of
head clerk.

During the
reconquest of
the city, | con-
tracted out missions to the many heroes
who freed the city. | had contacts with
the Black Circle because of their access
to the gems of Verdigris. We went
through many gems in the early days of
the city, as they were awarded to the
heroes for successful completion of their
missions,

‘After Phlan was freed, the council
agreed to act as middlemen for the
Circle. In return for our help they con-

tinued to replenish the city’s treasury,
| was sent here as a contact while the
council works out the alliance betweer,
the Black Circle and the Red Wizards,

‘I have been here long enough to knoy,
that these mages are very dangerous.
This scroll is a map of the Circle’s
inner sanctum. Take it! I'm getting oyt
before the Circle succeeds in its plans,

Good day!’

The woman storms out of the room
with haughty dignity. She slams the
door and her brisk steps recede down
the hallway.

A Journal Entry 56
MEETING WITH OSWULF

‘My hopes of keeping my brother from
the world are crumbling with this ice.

If the Dreadlord’s evil cannot be con-
tained then it must be destroyed. | am
reassured that it is the Silver Blades who
come to finish what we started centuries
ago. Please remember that it is the lich
and not my misguided brother’s soul
that is evil. Upon your honor | charge
you with freeing his soul from the lich’s
taint. | shall hold the gate here, but the
Dreadlord may escape through another
exit. You must succeed ...'

A tear appears in the giant spirit's eye,
“You must succeed ...’

urnal Entry 57
2 FOUND BLOWING IN THE WIND

us, our plans proceed as well as
e expected. It is unfortunate that
ied Dragon has taken the Well of

rt us if they think we are after the
. We will keep our real target to
ses. We are using a contact in

n as a middleman. In turn, he has

ntent.
ire running out of some spell com-
nts, especially bat guano and sul-

When is the next shipment due?
pfain contact by standard means.

final note. Rumor indicates that
wayor has brought together a new
o clear the mines and the Weell.
ire concerned. Reply with the
mation as soon as possible.

yurnal Entry 58
ISONER'S SPEECH

driders have returned to this area
recently. They have been unable to
‘this valley because of the ice

ing their tunnels. Suddenly the

s melted clear and many new

s began to appear. The driders
these creatures from over 300
:ago, when the valley was torn by
ttle between two brothers. One of
rothers was responsible for the ice,
he driders have no idea how.’
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A Journal Entry 59
TALE OF THE WOUNDED WARRIOR

‘If it weren't so terrifying it would have
been comical. We were deep in the
mines when our party came to the
cavern. A horrid mass of unspeakable
monsters were there listening to a high
pitched, squeaky voice. It took us a
while to spot the source of that piping.
Valgur laughed when he saw it. That
was our downfall. The monsters heard
and attacked. As | crawled from the
fray badly wounded, | saw the creature
in the back of the horde. It was only a
glowing mouse!"

A Journal Entry 60
MESSAGE FOUND BY POUCH

‘I'm sorry but | needed to escape. This
pouch is for you, Seems like old times.’

(1 Journal Entry 61
MAYOR REVEALS HIS TRUE MISSION

‘Now that you have discovered the
way to reach the Dreadlord, your use-
fulness is at an end. | still serve Hillsfar
and my mission has been to recruit the
Dreadlord. With his power Hillsfar can
take control of the Dalelands and the
Moonsea. | will become governor of
the northern provinces and be wealthy
beyond imagining.’

(4 Journal Entry 62
MAGE'S REPORT

Our flaming creatures are clearing the
ice quite quickly now. The dungeon is
open to just below the castle, where ice
is much more resistant. Thankfully we
have discovered a second door upward.
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This leads along a winding tunnel into
a glacial crevasse. This was undoubtedly
an old escape tunnel hidden by the
Dreadlord.

We have seen no sign of adventurers,
but disturbances have been reported in
the lower levels. As a precaution, we
have thawed out the purple worms.
This will slow us down, but will
provide needed defense.

(A Journal Entry 63
VALA'S STORY

The amazonian
woman collaps-
es as she steps
down from the
shattered prison.
As you rush to
help, her eyes <
flutter open and she moans, "Who are
you! Where am I¥’

After you explain what you know and
she has revived, she growls, The
Legion will pay. They have left me
imprisoned for 300 years; since the
great battles. They captured me and
imprisoned me in that shimmering cage.

‘So the war over the Dreadlord
continues to this day. My vows compel
me to continue this battle. | am Vala of
the Silver Blades and will aid you in
this war.’

(3 Journal Entry 64
MAD DWARF'S RAMBLINGS

‘Build ‘em an arm today, a couple of
chests tomorrow. Maybe slam out a few
spare eyes. Wizards are queer birds —
all skin and bones and glowin’ eyes.
Always distractin’ yah, cacklin’ and gig-
glin’. Iron statues, always more bits and
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pieces. They do strange things to ‘em
next door. Never can be sure with wi,.
ards. Next thing yah know the statyes
will be walkin’. Never be too sure.. .’

(1 Journal Entry 65
LETTER IN TEMPLE

We go into battle today to stop the
Dreadlord. | am fearful, but Oswulf is
confident. When he speaks | find my
courage returns. | hope everyone at
home is happy. With any luck I will be
home soon.

Your loving son,
Jhaele

(A Journal Entry 66

MAP RETRIEVED FROM STORM
GIANT LEADER'S POUCH

KEY

M mE

Wall Door  Stairs Up

Illusiona Impassabié
"w," "y Area

e for a god. Then came the Silver
Jes and | questioned again. Then

e the ice and | called out to Bane.
his wisdom he kept my mind from
pzing. Let me think about my
stions for 300 years, with only ice
far as the eye could see. Can't see

y far through ice either. Unmoving
300 years gives @ man pause.

ally | discovered the answer and |
rificed my mind. Sacrifice is a balm
the gods. Gods inspire the mad.
adness flows from...”

——
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(3 Journal Entry 68

MAP OF THE 8TH
LEVEL OF THE DUNGEON
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(A Journal Entry 69
CLERK'S LETTER

My dear Sasha,

I'm sorry to hear that you have concerns
about the Black Circle. However, their
continued good will is essential. Their
control of the Verdigris Mine gives us
the gems we need at a reasonable price.
As long as these shipments continue,
we will not investigate them too closely.
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You may tell them that my negotiations
with the Red Wizards proceed very
well. Some may be on their way even
now. Should this turn out as well as |
hope, you can count on a position as
my personal scribe.

With my strongest felicitations,
Gragnak Ulfrim
Councilor of New Phlan

(A Journal Entry 70
PRISONER'S TALE.

“The Black Circle has collected us as
payment to the driders. In return the
driders will help them with some mys-

terious rite. One stronger prisoner Was

taken from among us. | believe he s 1,

be a sacrifice, You must seek him oy
and save him as well.’

(J Journal Entry 71
SIGNIFICANCE OF THE AMULET.

‘The Amulet of Eldamar will reveal
three keys hidden within the dungeoy,

The keys open the three doors guarding

the Dreadlord’s Sanctum. Watch for 4
ghostly radiance that will indicate the
presence of a key."

(d Journal Entry 72
MAP 10 GRIMDRA'S HOARD.
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Scores. These are numbers
escribe the attributes of the
cters. There are six ability

res: Strength, Intelligence,

, Dexterity, Constitution, and

venturer. This is a term for one of
characters you play in this game.

hy of a character. See Alignment in
> What are Characters? section.

mor Class (AC). This is a rating of
w difficult a target is to damage.

e lower the AC number the more
ficult it is to hit.

jaracter. This is another name for
e of the persons you play in the
me. A party consists of several
aracters.,

1ss. This is a character’s occupa-
n. For example mage, fighter, or
ric are classes.

)ymbat Round. Is one turn of a
ttle. All characters and monsters
0 are able to fight will get to act at
ast once per combat round.

)mbat Segment. [s one-tenth of a
)mbat Round. Which combat
ament a character or monster acts
in a round is determined by his
Xterity and a random number.

mmand. A one or two-word option
a menu. Activating that command
Ows you either to view another
€nu or have your characters

erform an action.

Ice. In the computer AD&D game
ICe are random numbers. They are
elered to by the highest number they

i ===

can be, for example a d10 can be a
value from 1 to 10, a d6 would be
from 1 to 6. When a die number is
generated it is called a “Roll.”

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

Enter. The act of giving a command
to the computer. How this is done
varies depending on the computer.

Experience Points (XP). Every
encounter the characters have yields
experience points for every character
depending on how successful the
encounter was for the party. A
character who gains enough XP can
advance a level.

Facing. In combat, a character faces
a certain direction. An attack from the
direction he is not facing has a greater
chance of doing damage. A character
will always face an opponent if he has
only one opponent.

Grimoire (Spell Book). The book a
mage carries his spells in. If he
doesn’t have a magic book, he has no
spells to memorize.

Hit Points (HP). This is a measure of
how healthy a character is. Damage
from weapons subtracts hit points
from the character’s total. When he
has lost all of his hit points, he is
unconscious and dying. If his wounds
are bound by another party member,
he is simply unconscious.

Icon. This is the small picture of a
monster or a character seen in the ini-
tial stages of an encounter and during
combat. Character icons can be
altered using the Alter command in
the Camp Menu.
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3 RANGE OF ABILITY SCORES BY RACE

Initiative. This is a semi-random experience among all their Classes,
determination of which character in a even if they have reached their r
combat acts first. The characters with maximum class.

higher dexterities have a better

chance for a higher initiative. Non-Player Character (NPC). This i

acig|

T : a member of a player race who s nc o e s i

Level. This describes the power of a controlled by the player. Some Npcs 1 3875 64850  31890) 61 3-18(00)

number of different items. The power can be brought into a party. T 317 6-14 3-18(50)

ingth (Female) 8-17 316 6-15 31

of characters, dungeons, monsters, engih ( , .

and spells are all described with Party. The group of adventurers you 318 818 7-18 418 618 . 38

levels. form to perform the missions You are 318 318 3-18 318 317 3-18
given. A party can be reformed for Ty 618 ¢ Rm 3-18

Character Level. This is a deter- each adventure, and even altered i i e,{é E ?(!:s;&ﬁ : 3-18

mination of how much experience a during the course of an adventure. 12-19 618 il . :

character has. The higher the level, ) 316 818 3-18 318 8 o 38

the more experienced and important Player Character (PC). This IS a ;

the character is. High-level spell- meﬁ“b‘" of a player race who is con- dal Ability Score Modifiers: Minimum/Maximum Ability Score:

casters can cast high-level spells. ;’:u f:d?/)é rtlft':ﬂl:‘lgyer- Th:recl;z(::r:cters in : Constitution +1  Charisma -1 (xx) = maximum percentage foraf: ;8 Sirongh

' i itution - fighters, paladins, and ranger only;

Spell Level. Spells come in degrees Dexterity +1 Constitution -1 (

of difficulty. The higher the level of Race. The species characters may be Dexterity +1 Strength -1

the spell, the greater the difficulty. in the game. For example human, eif

Only very experienced magic-users or dwarf are races.

and clerics can learn high-level spells. Saving Throw. The chance that a
Magic. This term covers spellcasting, character or monster will be

enchanted items, and any other appli- uneffected, or only partially effected, ( '
cation of the supematura)ll. PP by a spell, poison, or similar attack. b Maxmum LEver Limirs BY RACE, CLASs AND PRIME REQUISITE
As characters gain levels their saving

Melee Combat. This is hand-to-hand throws are more likely to protect them o — as GHOME: WALF-6LF HALFUING o
combat with weapons such as swords,  from adverse effects. Ay 0 no o 5 no 5
R Oats. Spell. This is a magic incantation that SR16- 7 5 5 6 4 15
Missile Combat. This is ranged can alter the nature of reality. Magic- STR17 8 6 s 7 5 L
combat with weapons such as bows users, clerics, and high-level paladins STR 18+ 4 7 6 8 no 15*
and arrows, crossbows and quarrels, and rangers can cast spells after , » - » o 15
and slings and slingstones. memorizing them. If the spell is cast, My -m - - 6 P e 15*
Monster. This term actually includes it is gone from the user’s mind and el . “ no 7 no 15
human and other player races as well ~ MUst be rememorized. i - - : - re
as ogres and dragons. In general, if it THAC® (To Hit Armor Class 0). STR18+  no no no =
isn’t part of your party, it's a monster.  This is the number that a character INT16-  no 9 o ’ V. .
Monsters are not necessarily hostile: must make or exceed to hit an INT 17 no 10 no 7 = 15‘
Some may be helpful. That’s what the opponent with ACQ. v INT 18 no i no 8 no 15
Parlay command in the Encounter . . 18* 18* 18* 18
Menu is for. " % o

10: Characters of this race cannot be of this class
** Highest Leve! Available in Secret of the Silver Blades. )
ormal AD&D* game Characlers have unlimited level advancement in these classes.

"No  Except for thieves, most non-human characters may not advance to as high a level as the game provides for humans
\

Multi-Class Characters. Non-human
characters may belong to two or three
classes at the same time. Such
multi-class characters split their
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ArMOR AND WEAPONS PERMITTED BY CHARACTER CLASS

WEIGHT REACTION/
ABILITY THACO DAMAGE (IN GOLD m =.“ fuu L . [ "
SCORE BONUS ADJUSTMENT PIECES) 3 r o . : ‘“ ‘ 71'“*& . “_““ ‘ "7"—;...»
3 -3 -1 -350 p 5 3 any
« o :
Bk Lo @nm e,
5 -1 +2 ﬂ "
6-7 -1 none -150 6 o ’
+
89 wme e roma , i 0 mn T O e,
10-11 normal none normal none club, dagger, dart, slmg one-handed swords, short bow
8 0 0
12-13 normal none +100 g 0 o
14-15 normal none +200
10 0 0
16 normal + +350
17 1 1 500 L ' " - fooiis
+ ¥ + 2 0 0 PALADIY, RANGER ATTACKS PER Round im_}
18 + +2 +750 3 0 0
*18/01-50 +1 +3 +1,000 " 0 0 oty s s
*18/51- 2 1.2
,$&: :2 ﬁ +1 ﬁ 15 0 A Fighter 1-6 n Copper 20cp=1gp
+ 5
010 42 & 2'000 16 | 2 Paladin 1-6 7 Silver 20sp=1gp
- g 1 2 3 Ranger 1-7 1 Electrum 2ep=1gp
i . o o Fighter 7-12 32 Gold 1gp=1gp
“These bonuses available to fighter classes = 3 o por ,
only (Fighter, Paladin, Ranger). Paladin 7-12 312 Platinum 1/5pp=1gp
Ranger 8-14 3R
Fighter 13+ 21
e et LS - Paladin 13+ 2N
' 15+ 2N
C T : Ranger
1
ABILITY HIT POINT RESURRECTION ABILITY HIT POINT RESURRECTION
SCORE ADJUSTMENT SURVIVAL SCORE ADJUSTMENT SURVIVAL
3 -2 40% 12 85%
4 -1 45% 13 0 90%
5 -1 50% 14 0 92%
6 -1 55% 15 + 94%
7 0 60% 16 +2 96% 1
8 0 65% 17 +2 (+3)" 98%
9 0 70% 18 +2 (+4) 100%
10 0 75% * Bonus applies only to fighters; all other classes may be
given a maximum hit point bonus adjustment for
n 0 80% constitution of +2.
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SPELL PARAMETERS LisT | Clerical Spells
; WHEN RNG AREA DURATION
" i L R > T T -
This is a listing of spells available to player characters as they gain in level. The following are abreviations used in the Jist mtvw "}“"L"" by
Cmbt = Combat only spell dia = diameter = tums ous Wounds  Cmb 3
Camp = Camp only spell 1ad = radlvs /M = per level of caster Poison  Both "‘mm L e+ )
Both = Camp or Combat spell All = All characters in combat targets = aim at each target ‘ i - N Cmbt
T = Touch Range r = combat rounds 0 Rad vﬂm
= Cmbt 3 1 21/l

| Clerical Spells

Bestow Curse Cmbt L 1



2B CRATCE T —]

| e SR
12 2-16 241/l
0 S5 asiow LM
1/l 1 ‘ 1 _
0 ' 1 1 '
Read Magic Camp 0 1 21/l T 1 UL
Shocking Grasp Cmbt T 1 . |

§
gl
i

!
:

:
g
g
g

Stinking Cloud

-
g

r/ivl

v
3

1wl

|

Magic-User Spells

Dispel Magic

g
&

Haste 6 x4 1

Invisibility 10" Radius
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ARMOR LisT
WEIGHT MAXIMUM

ARMOR TYPE INGP. AC MOVEMENT*
Chain 300 5 9 squares
Banded 350 4 9 squares
Plate 450 3 6 squares
* A character carrying many objects, including a large number
ue:n;muwummmmuam
per

| # A Shield sublracts 1 AC from any amor ts used with.

ST e gy P
TABLE oF EXPERIENCE PER LEVEL

ing charts show the amount of experience a character must ear in order to gain a level in his character class. The charts

! ber of spells that a character can have memorized at one time. Fighters and Thieves can never memorize spells.
all experience earned by a non-human, multiple-class character is divided by the number of classes the character
ence is divided even after the character has reached his maximum level in a particular class. A Human dual-class
mmmhg\ﬁh;wm The character cannot use the abilities of his first class until his level in his sec-

1,5001-3,000

208

6,001-13,000 408 32

27,001-55,000 6d8 2.8 2
+ Polearm 5
* Must have ready arrows o fie. Two Attacks per round. 110,001-225,000 808 i
# Must have ready quarrels (o fire. One Attack per round.

450,001-675,000 948+2 P T

900,001 - 1,125,000 94846 $ 5 6 82 3

1350001 - 1575000
nly by clerics of 17 or greater wisdom
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CLERIC'S BONUS SPELLS

WISDOM 1 2 3 4 5

912 ST - LN .

& 1 Note that these bonus spells are only available when the
I L o cleric is entitied to spells of the applicable level. Thus an

14 SCIRNL < WS R 8th-level cleric with a Wisdom of 18 can memorize the

15 O A i P

's +2 4D L N i | “I":' 5

17 U R 8th-Level Cleric with 18 Wisdom 5 5 3 -

18 A0 e g il s 4 ke

Magic-User

LEVEL EXPERIENCE : 1 l.! L) .lll.'l.ﬂi

n

2,501-5,000

2@

10,001-22,500

w
~

-

40,001-60,000

e
~nN
~n

90,001-135,000

TRV I

10 250,001-375,000 10d4 4. 473 2% <} H

-

2 750,001 - 1,125,000 110441 4 4 4 4 4 1 -
14 1500001-1875000 11043 § 8.5 4 4 2 e
“Usable only with 12+ Inteligence
**Usable only with 14+ Intlligence
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{0 RN INGE -
NUMBER OF SPELLS PER LEVEL
- EXPERIENCE & TR oo
_-E,r -1!0, ,.‘_,‘: 1 P
22514500 308 A5 "
1000120000 58 S A st
40,001-90,000 708 e 18 o F
150,001-225,000 908 T e
o2 v
325,001-650,000 11d8 5. ot =
o75001-1300000 1108+ ¢ AMTHE T
1625001-1950000  1108+8 2 2 2 1
LS 'NUMBER OF CLERICAL SPELLS PER LEVEL
DICE 1 2 3 4
2,751-5,500 2410 AP o
12,001-24,000 4d10 T
45,001-95,000 6410 R e
175,001-350,000 8410 . ol
350001700, ir W !
700,001-1,050,000 9d10+3 S
10000 w6 2 1 - -
1400001- 1750000  9410+9 o T
750,001 - 2,100, - 110+ p—] 7,‘_ P .
9410415 3 2 1 -

2,100,001 - 2,450,000
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Thief Fighter
HIT HIT
LEVEL EXPERIENCE DIcE LEVEL EXPERIENCE QICE
1 0-1250 106 1 0-2,000 1610
2 1,251-2,500 206 2 2,001-4,000 2410 PooLs OF DARKNESS
3 2,501-5,000 306 3 4,001-8,000 3d10 /
4 5,001-10,000 406 4 8,001-18,000 4410 VE NTURER S
5 10,001-20,000 506 5 18,001-35,000 5410
6 20,001-42,500 606 6 35,001-70,000 6410 OUR N AL
7 42,501-70,000 7d6 7 70,001-125,000 7410
8 70,001-110,000 846 8 125,001-250,000 8410
9 110,001-160,000 9d6 9 250,001-500,000 9410
10 160,001-220,000 1006 10 500,001-750,000 941043
1 220,001-440,000 1006+2 11 750,001-1,000,000 941046
12 440,001-660,000 10d6+4 12 1000001-1250000  9910+9
13 660,001-880,000 1006+6 13 1250001-1500000  9d10+12
14 880,001-1,100,000 1006+8 14 1500001-1750000 9410415
15 1100001-1320000  1006+10 15 1750001+ 9410418

16 1,320,001-1,540,000 10d6+12
17 1,540,001-1,760,000 10d6+14
18 1,760,001+ 10d6+16
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: of Darkness

tem Requirements: A minimum of 640K system memory is required. The
se will not work with Tandy graphics. RAM resident programs may reduce
ailable system memory below the minimum required for this game. We
end at least 560K of free memory to run this program. A TGA, EGA, VGA
A color video system is also required. One CD-ROM drive and one hard
re required. This game must be installed on a hard disk and it will use a
um of 3.5 megabytes of available space to install the game. FILES must be
ater than or equal to 20 in your CONFIG.SYS file.

tting Started Quickly: Use the pre-generated party of characters saved as
/e Game A: These characters start at the very beginning of the game, but they
/e already been outfitted with readied weapons and armor.

t up the game as described in the sections below (use DOSSETUP to get the
-generated party).

gin the game, type START. Choose the Load Saved Game option from the
Creation menu. The saved game will appear after you choose the POOLS
in the Load Saved Game menu. Load Save Game A. Choose Begin
enturing.

swer the verification question by finding the indicated word in the copy protec-
ion. Type the indicated word and press ENTER/RETURN. Do not count

adings.

fer to the sections on movement, combat, etc., in this data card or from the rule
ok or journal as needed.

alling the Game:
' 1. Place the Forgotten Realms CD with POOLS OF DARKNESS into

your CD-ROM drive.
2. Access the drive containing the CD.
3. From the root of the CD, enter “DOSSETUP”.
4. Follow the on-screen prompts

arting the Game

1. Boot your system normally with DOS 2.1 or greater.

2. Be sure that the hard disk containing to game is the active drive.

3. Change directory to the game’s directory. Example: To change to the
default directory type CD/POD and press ENTER/RETURN.

4. Type START and press ENTER/RETURN.

he first time you play the game you will be prompted to configure the game for

Ur system’s hardware. You will be asked to set up for graphics card, sound

Pe, input drive type and save path for both your Pools of Darkness and Secret of
}‘wSilver Blades games (if installed).

'aphics Adapter Type: Enter the correct number for your graphics adapter type.
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Sound Type : Enter the correct number for your sound type. For most people

this will be IBM PC or compatible. If you have a Tandy system or one of the Soung

boards supported by this program, enter the corresponding number. If you do nqy
want sound in your game, enter 6.

Alternate Input Type: If you want to play the game using a joystick or mouse,
enter 1 or 2 as indicated. To play the game using the keyboard only, enter 3.

The input device (mouse or joystick) may also be selected from the first program
menu. The keyboard is always active regardless of how the system is configured.

Path to Save Drive for Pools of Darkness: Most people will want to press
ENTER/RETURN here. The default save path is set for the SAVE subdirectory on
your active drive. The SAVE subdirectory is created automatically when you first
save a game or character.

If you wish to save to another drive, type the drive letter followed by a colon, a
back slash and the subdirectory name. Example: To save to the SAVE subdirec-
tory on drive B, type B:\SAVE and press ENTER/RETURN.

If you wish to reconfigure the game at any time, for a new graphics adapter for
example, erase the POOL4.CFG and SND.EXE files, and then run the game.
Use the DOS DELETE command to erase the file.

Path to Save Drive for Secret of the Silver Blades: Most people will want to press
ENTER/RETURN here. The default save path is set for the \SECRET\SAVE sub-
directory on your active drive. This selection is important only if you have saved
games from Secret of the Silver Blades and wish to use them in Pools of
Darkness. You set the drive path to the drive path of your Secret of the Silver
Blades Save Game disk or subdirectory.

NOTE: If you do not have or do not want to use your Secret of the Silver Blades
Save Game Disk, select the default setting when prompted.

Saving Games: If you are saving games to floppies, you will need to format save
disks before playing. Use the DOS FORMAT command (refer to our DOS manual
for instructions).

Saved games are identified by letters. To save or recall a game you need only

select the desired letter. Ten games may be saved to a standard 360K 5.25" disk
or 720K 3.5” disk.

Mouse: To give commands using the mouse, point to the desired command and
double-click with the left mouse button.

Keyboard: To select a command using the keyboard, either press the highlighted

letter in that command or use the cursor keys to highlight the command and press
ENTER/RETURN.

Moving Around: The party will move through the game in 3D\Area and combat
modes. Targeting spell and ranged weapons during combat is similar to moving

150

rs. To move, first select the Move option from the bottom of the screen
give the appropriate commands.

~oard Movement: The following keyboard controls are used for movement
4 targeting:

MENU
MOVE PG UP

MENY
DOWN

se Movement: To move in 3D/Area mode with a mouse, click the mouse cur-
or at the edge of the display window in the direction you want to move. To move
vard. click at the top of the window. To turn around, click at the bottom. To

m right or left, click on the appropriate side.

i lick the mouse cursor
 use the mouse for combat targeting 'and movement, ¢
or the target square and the cursor will advance towards the target. If the tar-
ot is off the screen, first select an intermediate square near the edge of the
reen. To move in combat, click on the square you want to enter.

vstick Movement: Joystick movement is similar to using the cursor
nt ols/keypad. Select the Move command and then move the joystick.

)YSTICK MOVEMENT

C?;BAT
e n it
' & gt . . 3 . 3 ' tion
o answer the verification question, find the indicated work in the copy protec
sction. Type the indicated word and press ENTER/RETURN. Do not count sec-

headings.

3D
MOVE FORWARD

TURN
RIGHT

MOVE BACKWARD

DPY PROTECTION

Combat Commands: The following is a list of IBM specific commands.

. will act as an Exit from any menu. When moving in combat, will ‘take
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. When transferring characters from Secret of the Silver_BIades: Bundled
ie will not transfer. To transfer these scrolls, they must first be unbund[ed.
vault will not transfer. To transfer over items from the vault, you must first
them to the characters you are transferring.

back’ a move. The function will not erase any damage taken during the move.
ALT/Q: sets all character to QUICK (computer control).

<Space> : returns all character to normal control from QUICK.

ALT/M: Toggles the magic spells on/off for characters set to QUICK.
CTRL/S : Toggles sound on/off (may be used any time).

HINT : If you find combat too easy or difficult, use the LEVEL command (Rule
Book page 7).

Transferring Characters from Secret of the Silver Blades : Set the Save Game
subdirectory for Secret of the Silver Blades game during the system setup. Select
the Load Saved Game option then SECRET. Choose the saved game you wish to
transfer to Pools of Darkness. This will load all of the characters, most of their
equipment and their money.

If you wish to load only a single character from Secret of the Silver Blades, boot
up Secret of the Silver Blades and load the saved game in which the character
resides. Choose the Remove Character option and remove the character from
the party. Start Pools of Darkness and choose the Add Character to Party
option and then select SECRET. A screen with the name of the Character will
appear and can be loaded into the new party.

Spell Memorization
To rememorize spells in Camp, select the Rest option, then rest for the preallotted
time.

If you wish to change the selection of spells to be memorized, choose the
Memorize option and do NOT keep the spells ready for rememorization. Follow
the rule book instructions for memorizing spells.

Program Changes
The Fix command only heals the party. It no longer increments time to memorize
spells. Use the Rest command to memorize all spells.

If the name of a character is highlighted in purple, that character is ready to train
up another level.

In some areas of the game, the REST and FIX options will not be available in the
CAMP menu.

If you are using a mouse and you are modifying a character's name, you must use
the <ESC> key to abort the change. The mouse will not work.

Non-human races have a distinct disadvantage in this game. The base experi-
ence for this game will put most non-human races at their class maximums, even
before you start the game.

Magic-Users should have an intelligence of 18 or they will not be able to use the
most powerful spells.
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ELVEN COURT

TRODUCTION

Ir ten years your glorious band has

ught Evil wherever it has threatened the
alms. Lord Bane has suffered many

feats at your hands and new peace
ashes over the lands. Now your path
mes full circle — back to the thriving

ty of Phlan.

ivour ship arrives, you see the towers of

lan, where before only ruins stood. The

m and decay have given way to new
h. Boats bob in the harbor under the

thful protection of Sokal Keep. In

I8¢ measure this prosperity and success
born of your defeat of Tyranthraxus so

any years ago.

8 the sails are furled, and the crew pre-
s to dock, you wonder “Where could
enture be found amongst such peace...

I Elmwood I

CHARACTERS AND PARTIES

You need a party of adventurer Player
Characters (PCs) to play PooLs oF
DARKNESS. You must choose the follow-
ing for each character: a Race, a Class and
an Alignment. After you select these, the
computer generates a set of Ability Scores
that define your new character’s natural
strengths and weaknesses. To build a party
you must make a mix of characters that
have the range of skills needed for success,
and then band them together.

Player Races

There are six races from which you may
construct player characters, each with dif-
ferent talents and limitations. Tables begin-
ning on page 47 summarize the racial class
limitations and ability score modifiers. The
following describes each race and tells
which classes are open to them.



Dwarves are a cunning race of sturdy
workers and craftsmen. They are especial-
ly resistant to magic and poison. Dwarves
are adept at dodging the attacks of giant-
class creatures. Dwarves can be fighters,
thieves and fighter/thieves.

Elves are a tall, long-lived race. They are
nearly immune to Sleep and Charm spells
and are adept at finding hidden objects
such as secret doors. Elves also receive
bonuses when attacking with swords or
bows. They cannot, however, be raised
from the dead. Elves can be fighters,
magic-users, thieves, fighter/magic-users,
fighter/thieves, magic-user/thieves, and
fighter/magic-user/thieves.

Half-Elves are hybrids with many of the
virtues of both humans and elves. Like
their elf ancestors, they are resistant to
sleep and charm spells and are adept at
finding hidden objects. Half-elves can be
fighters, magic-users, clerics, thieves,
rangers, cleric/fighters, cleric/rangers, cler-
ic/magic-users, fighter/magic-users, fight-
er/thieves, magic-user/thieves,
cleric/fighter/magic-users, or
fighter/magic-user/thieves.

Gnomes are shorter and slimmer than
their dwarf cousins. Like dwarves, they
are especially resistant to magic and are
adept at dodging the attacks of giant-class
creatures. (znomes can be fighters, thieves
and fighter/thieves.

Halflings are about half the size of a
human, hence their name. They are espe-
cially resistant to magic and poison. They
can be fighters, thieves and
fighter/thieves.

Humans are the most common player-
race in the Forgotten Realms. They suffer
no racial level limitations or ability score

modifiers. Humans do have the disability
of shorter life-spans than the other races,
This may be a problem if they are subject-
ed to many Haste spells, which age the
hasted character one year. They can be
fighters, magic-users, clerics, thieves,
rangers, paladins, and dual-class characters,

Ability Scores

Every character has six randomly generat-
ed ability scores as described below. These
scores fall within a range determined by
the race and class of the character. The
base values range from 3 (low) to 18
(high). There are tables of limitations,
modifiers and bonuses starting on page 47.

Depending on the character class, one or
more of these abilities will be a Prime
Requisite. A prime requisite is an ability

~ especially valuable to a given class. For
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example, strength is key for fighters and
wisdom for clerics. Most characters
receive bonus experience points when
their prime requisite scores are 16 or
greater. Non-human characters may have
modifiers to the basic ability scores fo
reflect differences between the races.
Dwarves for instance, get a +1 constitu-
tion bonus and may have a maximum
constitution of 19 instead of 18. All racial
modifiers are calculated automatically
when a character is generated.

Strength (STR) is the measure of a charac-
ter's physical power, muscle mass and
stamina. Fighter-type characters (fighters,
paladins and rangers) may have exception-
al strengths greater than 18 that are indi-
cated by a percent value (01, 02, 03... 98,
99, 00) following the base strength. High
strength increases a character’s combat
ability with melee weapons, such as

“ds or maces. Strength also determines
»much a character can carry without
oming encumbered and slowed in

0al.

lligence (INT) is the measure of how
| a character can learn. Intelligence

el can determine the maximum level of
ells a magic-user can cast.

Jisdom (WIS) is the measure of a char-
er’s ability to understand the ways of

e world and to interact with the world.
Jerics receive bonus spells for high wis-
m, and wisdom can determine the max-
qum level of spells a cleric can cast.

jexterity (DEX) is the measure of a char-
ter's manual dexterity and agility.

hieves especially benefit from high dex-
Dexterity affects how well a charac-
 use ranged weapons (bows, dart,
), when he moves in a combat round,
d how difficult he is to hit in combat.

‘onstitution (CON) is the measure of a
racter’s overall health. Characters

one extra hit point if their constitu-
15, and two points if it is 16.
er-types (fighters, rangers and

s) receive additional bonuses for
ions of 17 or 18. A character’s
tion also determines the maximum
ber of times that character can be

lised from the dead with Raise Dead

ells, and the chance of a resurrection
empt being successful. Every time a
aracter is successfully raised, 1 point of
onstitution is lost.

harisma (CHA\) is the measure of how
’ react to a character.
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Character Classes

Classes are the characters’ professions. A
character must be at least one character
class. Non-human characters can be more
than one class at the same time. These
multi-class characters have more playing
options, but increase in level slower
because experience is divided evenly
among all classes.

Clerics have spells bestowed on them by
their deity and can fight wearing armor
and using crushing (no edged or pointed)
weapons. Clerics must memorize their
spells just as magic-users, but they do not
use spell books. When clerics gain a new
spell level, they can automatically memo-
rize any of the available spells for that level.
The prime requisite for clerics is wisdom.

Fighters can fight with any armor or
weapons, but they cannot cast magic
spells. All fighter-types (fighters, paladins
and rangers) gain the ability to attack
more than one time per round when they
reach 7th level. The prime requisite for
fighters is strength.

Paladins are a type of fighter, and can
fight with any armor or weapons. They
are resistant to spells and poison, and can
turn undead creatures as if they were a
cleric two levels below their current level.
Paladins are also always surrounded by the
equivalent of a Protection from Evil spell.
Paladins may heal two hit points of dam-
age per level once a day. They may Cure
Disease once a week for every five levels of
experience. For example, once a week at
1st-5th levels, twice a week at 6th-10th
levels, etc. They can use cleric spells when
they reach 9th level, although they can
never use clerical scrolls. They advance in
spell-casting ability until 20th level.



Paladins must be of lawful good align-
ment, and they will not knowingly adven-
ture with any evil characters. They must
have ability scores of at least 9 in intelli-
gence and wisdom, at least 12 in strength,
at least 13 in wisdom, and at least 17 in
charisma. The prime requisites for paladins
are strength and wisdom.

Rangers are a type of fighter, and can fight
with any armor or weapons. They do
additional damage when fighting giant-
class creatures, but must be of good align-
ment and have ability scores of at least 13
in strength and intelligence, and at least
14 in wisdom and constitution. Rangers
can use druid spells when they reach 8th
level, and magic-user spells when they
reach 9th level. Their spell-casting ability
advances until 17th level. The prime reg-
uisites for rangers are strength, intelligence
and wisdom.

Magic-Users have powerful spells, but
can use no armor and few weapons. They
can only memorize those spells available
in their personal spell books. Magic-users
may add entries to their spell books when-
ever they go up in level or find scrolls with
spells of levels that they are able to scribe.
The prime requisite for magic-users is
intelligence.

Thieves have special skills for opening
locks and removing traps, but are limited
to leather armor. In combat they do addi-
tional damage ‘back stabbing,” which is
described in the Combat section. Starting
at 10th level, thieves can decipher some
magical writing and have a chance of cast-
ing spells from magic-user scrolls. The
prime requisite for thieves is dexterity.

Multi-class characters are non-humans
who belong to two or more classes at the
same time. Multi-class characters’ experi-

ence points are divided among each of th,
classes, even after they can no longer
advance in one or more of those classes,
Their hit points per level are averaged
among their classes. Multi-class characters
gain all the benefits of all their classes
with regard to weapons and equipment,

Dual-class characters are humans who
had one class for the first part of their
career, and then changed to a new class for
the remainder. These characters use the
HUMAN CHANGE CLASS option on the
Training Hall menu to pick a new class.
Once a character changes classes, he can-
not advance in his old class. Dual-class
characters do not gain hit points and can-
not use the abilities of the old class while
their new class level is less than or equal to
the old class level. Once the character's
level in his new class is greater than his
level in his old class, he gains hit points
according to his new class and may use
abilities from both classes. Human dual-
class magic-users cannot cast magic-user
spells while they are wearing armor, unless
they are a ranger/magic-user dual-class.

Alignment

Alignment is the philosophy a character
lives by and can affect how NPCs and
some magic items react to a character. The
possibilities range from believing strongly
in society and altruism (lawful good) to
being anarchistic and actively unpleasant
(chaotic evil). Alignment is presented in
two parts: World View and Ethics.

World View
Lawful indicates that the character values
the structure and rules of society.

Neutral indicates that the character values
both the individual and society.

ic indicates that the character values
dividual over society.

indicates that the character tries to
a moral and upstanding manner.

ral indicates that the character leans
ds “situational ethics,” evaluating
set of circumstances.

dicates that the character acts with-
gard to others, or in an overtly
nant manner.

er Attributes

character also has three important
 that change as the game goes on:
oints, Experience Points and Levels.

doints are a measure of the amount
mage a character can take before he
nconscious. A character’s maximum
oints are based on the hit dice for the
cter's class and level, plus any adjust-
s for constitution. A character gains a
vint bonus to each hit die if his con-
on is over 14,
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N a character takes enough damage
his hit points reach 0, he is uncon-

scious. If the character’s hit points drop to
anything from -1 to -9, he will lose 1 hit
point per turn from bleeding until he is
bandaged or dies. If a character has -10
hit points or less, he is dead. Hit points
on the screen will never be displayed as
less than 0.

Experience Points are a measure of what
a character has learned while adventuring.
Characters receive experience points for
actions such as fighting monsters, finding
treasures and successfully completing
quests. The computer keeps track of expe-
rience, and when characters earn enough,
they may advance in levels. See the Level
Advancement Tables beginning on page
56 for experience requirements.

New characters start the game with
1,500,001 EXP, which puts most single-
class characters at about 14th level.

Levels are a measure of how much a char-
acter has advanced in his class. When they
have enough experience points, characters
may go to a training hall and receive the
training required to increase in level.
Characters may only advance one level at
a time. If a character has gained enough
experience to go up two or more levels
since the last time he has trained, he will
go up one level, and lose all experience in
excess of one point below the next level.

iy f1
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Building a Successful Party
Forming a strong and adaptable party is a
key to success in Pools of Darkness. Up to
six Player Characters (PCs) may be in a
party — a party with fewer is less power-
ful and more likely to be eliminated by
opponents.

Include a variety of classes in a party to
get a good mix of skills. Here is one sam-

ple party:
Sample Party
1 Human Magic-user

1 Human Paladin
1 Dwarf Fighter/Thief

1 Human Ranger
2 Human Clerics

This party is balanced for combat, and
will advance quickly because most charac-
ters are single class. The magic-user can
cast offensive spells and use wands. The
paladin has the benefit of Protection from
Evil in a 10’ radius. All characters in
range of the effect get an AC improve-
ment of two against evil foes. The dwarf
fighter/thief offers the advantages of a
thief (lockpicking and disarming traps)
with the better armor and hit points of a
fighter. Rangers do extra damage against
giant-type creatures and gain spellcasting
ability. Clerics are absolutely essential for
their healing spells.

Preparation Tips

Once the party has been banded together,
encamp at an inn, ready your equipment,
and have all spellcasters memorize spells.
Finally, save the game before continuing.
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COMBAT

Adventurers must battle their way
through many dangerous foes to complete
the adventure. The following secfions
offer some more information and tips for
combat.

Combat Map

Battle takes place on a tactical combat
map that is a detailed view of the terrain
that the party was in when the combat
began. This map is set up with an invisi-
ble square grid.

Initiative

Each round of combat is divided into 10
segments, and every character and foe acts
on a specific segment based on a random
Initiative number. Initiative is generated at
the start of each combat round, and is
modified by dexterity and random factors
such as surprise. Characters can act on
their initiative segment, or use the DELAY
command to hold action until the end of
the round. Casting spells may take extra
time to perform, so often a spellcaster will
begin a spell on his segment, but it will
not go off until a little later.

Computer Control

In combat you control the actions of PCs.
The computer controls the actions of mon-
sters, NPCs and PCs set to computer con-
trol with the QUICK command.

Combat Ability

Each character’s ability in combat is
defined by AC, THACQ and Damage.

AC

A character’s or monster’s difficulty to be
hit is represented by armor class (AC).

ower the AC, the harder the target is
t AC is based on readied armor and

erity bonus. Some magic items, such
me bracers, also help improve AC.

[ V)

ability to hit enemies in melee or
 missile fire is represented by
ACQ. THACQ stands for To Hit
nor Class @. This is the number a
acter must ‘roll’ equal to or greater
 to do damage on a target with an
of 0. The lower the THAC®Q, the
the chance to hit the target.

ﬁ!
eneration of a random number is
eferred to as a ‘roll’. In determin-
uccess of an attack, the num-

attack is successful if the random num-
s greater than or equal to the attacker’s
AC@ minus the target's AC.

AC® may be modified by things like
¢, attacking from the rear, magic

pons, and magic spells.

er with a THAC of 5 attack-

onster with an AC of 3 would

oll THACQ 5) - (AC 3) = 2+

hit a monster with an AC of -2

,n;edlomlm-Mu.
2) =7+

1age is the range of hit points loss the
ker inflicts and is based on the attack-
ength, weapon type and any magic
uses the weapon has. The base dam-

age for each weapon is summarized in the
Weapons Table on page 50.

Some monsters take only partial or no
damage from certain weapon types.
Skeletons, for example, take only half
damage from sharp or edged weapons,
while some other monsters only take dam-
age from magical weapons.

Attacking

There are two basic types of attack: Melee
and Ranged (or Missile). The following
describes each type and other rules gov-
erning combat.

Melee Combat

Melee combat is face-to-face fighting with
weapons such as swords and maces. Only
when using melee weapons can characters
receive strength bonuses. Fighters can
sometimes overpower several small foes
during melee combat, and thieves have
opportunities to back stab.

Ranged Combat

Ranged combat is firing at distant enemies
with weapons such as bows or darts. A
character with a missile weapon (bow,
sling, etc.) may not attack when adjacent
to an enemy. Two arrows or three darts
can be fired per turn.

Multiple Attacks (Sweeping)

When fighting small creatures, fighter-
types may ‘sweep’ through several weak
opponents in one combat round. When a
character sweeps, he automatically attacks
all of the available weak opponents.

Back Stabbing

A thief back stabs if he attacks a target from
exactly opposite the first character to attack



the target. The thief may not back stab if he
has readied armor heavier than leather. A
back stab has a better chance of hitting the
defender and does additional damage.

Saving Throws

Attacks such as poison or spells do not
automatically have their full effect on a
target. Victims may get a Saving Throw
to avoid some or all of the effect. If the
saving throw is'successful, generally the
target suffers either no effect or only half-
damage. Saving throws improve as char-
acters gain levels.

g

Combat Movement

The number of squares a character can
move is affected by carried weight, charac-
ter strength and the kind of readied armor.
A character’s movement range is dis-
played on the View Screen and during the
character’s segment in combat. Combat
movement is important for both closing
quickly with opponents (and stopping mis-
sile fire) and fleeing from battles that are
too tough.

Running Away

A character may flee from the battlefield if
he moves faster than all enemies, but not
if he moves slower than any enemies. A
character has a 50% chance to move off
the battlefield if he moves as fast as the
fastest foe. Exception: if a character can
reach the edge of the combat map without
any of his opponents being able to see
him, he may then flee successfully even
though he is slower than his opponents.

e ‘e
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Returning to the Party

A character that moves off the battlefie|d
returns to the party after the fight is over,
If all active characters flee combat, any
dead or unconscious characters are lost.
Characters that flee a combat receive no
experience points for the battle.

Combat Strategies

To succeed in combat, a skilled player
deploys his party well, casts effective spells
before and during combat, maneuvers his
characters into advantageous positions,
and attacks using his most powerful char-
acters and weapons.

Deploying the Party

When a battle begins, your party is auto-
matically positioned based on the order list
of the characters. Characters near the top
of the order will be in the front lines and
vulnerable to attack. To change the start-
ing deployment, change the party order
from the Alter Menu while encamped.
Shift the heavily armored fighters up the
list and the vulnerable magic-users and
thieves towards the bottom. Party order
cannot be changed while in combat,
although characters are free to move.

Your party may be placed in a bad posi-
tion at the start of a battle. Get an idea of
the situation, and move characters into
better deployment. Sometimes the best
strategy is offensive: charging with fight-
ers to close ground and stop enemy magic
and missile fire. Other times the best strat-
egy is defensive: moving your characters
to anchor their flanks on an obstacle such
as a wall or tree. Setting up behind a door-
way that your enemies have to move

ugh also makes for a very strong
nsive position. Always keep magic-

s and missile weapons safe behind the
t line.

N

L
yunded Characters

racters who are seriously injured

uld be cured or moved out of the front
s if possible. Remember: if you move
ay from an adjacent enemy, he gets a

 attack at your back and has an

proved chance to hit.

opping Ranged Attacks

issile weapons cannot be fired if there is
acent opponent. To stop enemy mis-
 fire, move someone next to the oppo-
nt. If you want to fire missiles, keep

ay from the enemy.

piting Enemies’ Weaknesses

loit your opponents’ weaknesses by
ting attacks against helpless, wounded
isolated foes. Concentrate your attacks
eliminate one opponent rather than

ure many (Exception: enemy spellcast-
). A foe with one hit point remaining
facks as powerfully as an uninjured one.

spellcasters are hit in a round, they loose
y spells they are preparing to cast, and
nnot cast for the remainder of that

und. Try to keep enemy spellcasters

er attack every round while protecting

fter Combat

‘one or more characters survive on the
attlefield at the end of combat, the bodies
f unconscious or dead party members

ay with the party. If the entire party flees
m combat, all unconscious and dead
members are permanently lost. If all

the party members are slain, go back to
your last Saved Game and try again from
that point.

MAGIC

Magic is essential to the survival of the
party. Magic-users cast many powerful
offensive and defensive spells. Clerics cast
healing spells to revive wounded charac-
ters as well as both defensive and offensive
spells. A spell can exist in one of four
forms: in a character’s memory, in a char-
acter’s spell book, on a scroll, or in a wand.
Memorized spells are cast with the CAST
command. Spells are memorized during
rest while encamped. Spells in scrolls or
wands are cast with the USE command.

Memorizing a spell takes 15 minutes of
game time per spell level, plus a prepara-
tion period based on spell level:

Spell Level 1-2 34 56 78 9
10hrs  12hrs

Preparation Time 4hrs  Bhrs  8hrs

#5min
Magic-Users

When a magic-user trains for a new level,
he selects a new spell to add to his spell
book. A magic-user can also scribe spells
from identified scrolls if he is of high
enough level to cast them. A magic-user
must cast a Read Magic spell or have a
scroll identified in a shop before he can
scribe (or cast) from it. The scroll disap-
pears after it has been scribed or cast.
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Clerical magic requires no spell books. All

clerical spells of the appropriate level are
always available to a cleric, the character

need only memorize them. Unlike magic-

users, clerics can cast spells from scrolls

without any preparation, although clerical

scrolls also disappear after being cast.
Tips on Magic

Both clerics and ‘magic-users may cast
spells which assist the party in combat.
Preparatory spells, such as Bless or
Strength, cast just before a tough battle
can protect or strengthen characters,
Combat spells can be cast to damage foes

during combat. Healing spells can be cast

either during or after combat to revive
wounded comrades.

Spells should be rememorized as soon as
possible after they are used. This is most
likely to happen after combat. When in
camp, have your spellcasters memorize
spells and select REST to allow them to
imprint the spells for later use. Selecting

REST without choosing new spells has the

spellcasters rememorize the spells they
have cast since last resting,
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MAGICAL TREASURES

As you travel about and encounter the
monsters and puzzles that stand between,
you and finishing your various qiests, v,
will find magical items to help you on,
your way. You can find magic items i, a
freasure by casting a Detect Magic spell
using the DETECT command. To find out
specifically what an item is, you must take
it to a shop and have it identified,

Some magic items are in reality cursed and
can do great harm. When a character
readies a cursed item, a Remove Curse
spell must be cast before the item can be
dropped. Some magic items, such as
wands or scrolls, may only be used by cer-
fain classes. Others may not work at all if
certain other magic items are also in use.
Here are descriptions of some items that
you may find. Remember: Some items are
very rare, and you may not find all of
them in your adventure.

Wands generally cast a set number of 4
given spell (for example, 10 Fireballs or 15
Magic Missiles). Only experimentation or
paying to have them identified will fell
what a wand does. The USF command
allows a character to cast spells with a
readied wand.

Potions may heal wounded characters,
cause them to become hastened or invisi-
ble, or cause any number of other effects.
The USE command allows a character to
drink a readied potion.

Scrolls carry either clerical or magic-user
spells. A magic-user may use SCRIBE to
permanently transfer a scroll into his spell
book if the spell is of a level that he can
memorize. Magic-users and clerics can
both cast spells directly from scrolls with
the USE command, even if they could not

rwise memorize the spells. Scrolls
ppear after they have been used or
hed. Magic-users must cast Read

gic, or have scrolls identified in a

op before scribing or casting from them.
50, thieves of 10th level or higher

ve a chance of casting spells from

-user scrolls.

nted Armor and Shields are creat-
skilled craftsmen and then enchant-
h protective spells. The power of the
gic on these items varies a great deal.
chanted armor has the great advantage
offering improved protection with less
cumbrance than the same type of mun-
ine armor. To use these items, ready

em from the Items Menu.

nchanted weapons come in many sizes,
and potencies. Sometimes a

zapon will add between one and five to
ur THACQ and damage. Some

eapons may have other fantastic magical
ies including extra bonuses against
¢ types of creatures. Once a magic

n has been readied from the Items
Aenu, the character will have it for all

ombats.

|
!
|
3,

Enchanted Adornments such as bracers,
necklaces, periapts, and especially rings
are favorite objects for magical enchant-
ment. These items may have any number
of magical properties. Some items will
help your AC, others may fire Magic
Missiles, or offer protection from fire-
based attacks. Once one of these items has
been readied from the Items Menu, a
character automatically gains all of its
effects. The exception to this rule is that
certain magical necklaces require the USE
command to work.

Enchanted Clothing can be such com-
monplace items as gauntlets or cloaks, but
they are imbued with powerful enchant-
ments. A wide variety of these items are
known to exist. To use these items, READY
them from the ltems Menu.
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CREATURES OF THE FORGOTTEN REALMS

The denizgns of these regions are many and varied. Here is a list of monsters you may
encounter in your adventures. Some of these creatures are extremely rare, and you may

never cross paths with them all.

Banshee tt

These evil spirits’ keening wail strikes fear
into the hearts of men. They attack with a
chilling touch.

Beholder

Also called Eye Tyrants or Spheres
of Many Eyes, they are solitary horrors
of great power. Each of the creatures’ eyes
has a unique magical power, and they are
armored with tough chitinous skin.

e T

Also called Jandsharks, these are the
result of a mad mage’s experiment. They
are stupid, irascible and always hungry.

3 |' -‘/
Carrion Crawler q.ﬁ 2

These are giant, segmented creatures
whose eight tentacles can attack once
apiece each round. Carrion crawlers para-
lyze their victims and devour them.
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Death Tyrant
These are a rare and dangerous form of
undead beholder. They appear as sluggish,
wounded beholders, but still possess some
of their original magical powers.

Dracolich
These are powerful undead dragons

whose attacks include a breath weapon
and a paralyzing touch.

Dracolisk &

These creatures are the hybrid offspring of
rogue black dragons and basilisks.
Dracolisks combine a dragon’s breath
attack with the petrifying gaze of a basilisk.

\
]
|
|
|
¢

are some of the most powerful and
srous monsters a party can encounter.
The older and larger a dragon, the more
damage it can do and the harder it is to kill:

| Dragonﬁ

hese dragons attack by spitting streams
of acid and slashing with razor sharp
Jlaws and fangs.

LY "

These dragons exhale lightning bolts and
attack in melee with claws and fangs.

These dragons attack with a poisonous
breath and are notorious for their cruelty.

‘Red Dragon M

These dragons are among the most feared
of dragonkind. Their attack is a withering
‘blast of fire.

White Dragon
These are one of the smaller dragon
species and attack with freezing cold
breath, fangs and claws.

Elementals

These are strong, but relatively stupid
beings conjured up from their normal
habitat on the elemental planes. The
strength of any type varies, and the char-
acteristics of each are different:

Earth Elementals

These are powerful creatures who travel
very slowly and can be summoned from
earth or stone.

Fire Elemental

These elementals are terrible to behold
and can be fierce opponents. They are
immune to both magical and non-magical
fire attacks.

Purple Worm

These are enormous carnivores that bur-
row straight through solid ground in
search of small (adventurer-sized) morsels.

167



Giants

Thesg species vary greatly in power and
intelligence. The following are the types
you are likely to encounter:

Cloud Giant

These giants are one of the most powerful
races of giantkind. Some cloud giants can
use magic.

Fire Giant

These giants are brutal and ruthless war-
riors who resemble huge dwarves and
have flaming red or orange hair, and coal
black skin. Some fire giants can use magic.

B

These evil spirits ply victims with illusion
and false civility, but in reality are cunning
fighter/magic-users.

Salamander

These natives of the elemental plane of
Fire are immune to all fire-based attacks.
They are dangerous foes because of their
evil nature and their immunity to all but
magical weapons.
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Umber Hulk

These subterranean carnivores burrow
through the ground with powerful claws,

New Monsters

(The following creatures are appearing for
the first time in an AD&D* computer
fantasy role-playing game.)

Legend:

AC: Armor Class; HD: Hit Dice, My Move-
ment; Int: Intelligence; Align: Alignment

(N = Neutral, CE = Chaotic Evil), THACQ: To
hit Armor Class @, Att: Number of attacks;
MR: Magic Resistance; Dmg: Damage;

Spec Att: Special Attacks; Spec Def: Special
Defenses; XP: Experience Points.

Bane Minion, Black
AC:4 HD:8 Mv:15 Int: High Size: L
Align: CE THAC®: 13 Ant: 3

Dmg: 1d4/1d4/1d6

Spec Att: Acid breath, magic

Spec Def: See below XP: 3000

Bane created three types of servants to
serve his lieutenant, Gothmenes. The
black minions can breath a stream of acid
identical to a black dragon. They can see
invisible objects and can cast the follow-
ing spells once per day: cone of cold, hold
monsters, ice storm, bestow curse, slow,
and fumble. They are immune to fear,
poison, death effects, and charm,

“ ne Minion, Blue
29 HD:10 Mv: 24 Int: High
Size: L Align: CE THACQ: 11 Att: 3
g: 1d6/1d6/2d6 Spec Att: lightning breath,
lightning aura  Spec Def: See below XP: 4000

Like the black bane minions, these crea-
fures were created by Bane to serve
Gothmenes. They can breathe a lightning
bolt identical to a blue dragon. They radi-
ate electricity, so anyone who strikes them
takes double the damage in return. Like
ck minions, they can see invisible

ects and are immune to fear, poison,
death effects, and charm.

Bane Minion, Red
AC:0 HD:12 Mv:30 Int: High Size: L
Align: CE THACQ:9 Att:3

Dmg: 1d8/1d8/3d6

Spec Att: fire breath, flame touch

e Def: See below XP: 12000

Like the black minions, these creatures
vere created by Bane to serve
Gothmenes. They can breathe fire like a
red dragon. Each hit by a red minion will
cause an additional 2d6 of fire damage
due o the intense heat generated by their
bodies. Like black minions, they can also
see invisible objects and are immune to
fear, poison, death effects, and charm.

4

Giant Cockatrice &l

AC:3 HD:10 Mv: 24 Int: Animal Size: L
Align: N THAC@: 11 Att: 1 Dmg: 1d6
Spec Att: petrification attack XP: 2000

These are rare mutated forms of the cocka-
trice. They stand eight feet fall and are
even more fierce than the cockatrice. Due
to their size, their diet consists of small
mammals and large lizards. They are
incredibly fast and, due to their petrifica-
tion attack, extremely dangerous.

Greater Margoyle ‘

AC:0 HD:12 Mv:15 Int: Low Size: M
Align: CE THACQ: 9 Att: 4
Dmg: 1d10/1d10/2d8/2d8 Spec Def: immuni-
ty to normal weapons XP: 6000

Greater margoyles are cousins of the margoyle.
They both attack with two daws, homs and a
bite, but greater margoyles are stronger and
faster. They can be found in many of the same
habitats as the margoyle.

Greater Otyugh

AC:0 HD:14 Mv:6 Int: Average Size: L
Align: N THACQ: 7 Att:3

Dmg: 2d10/2d10/1d6

Spec Def: immunity to disease XP: 10000

Mages in the Realms have found that
otyughs provide excellent defense while
disposing of useless offal. Since many
mages are dissatisfied with what already
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exists, some have improved on the otyugh.
Except for their great size and strength,
greater otyughs are identical to the otyugh.

Hill Giant, Shaman
AC:3 HD:10 Mv: 19 Int: Average

Size: L Align: CE THACQ: 11 Att: 1
Dmg: 2d8 XP: 2000

A few hill giant tribes have shamans who
can cast spells as a fifth level cleric. In all
other respects, they are identical to other
hill giants.

Large Iron Golem
AC:0 HD: 27 Mv:9 Int:Non Size: L
Align: N THACQ:5 Att: 2

Dmg: 4d10/4d10 Spec Att: poison breath
Spec Def: immunities  XP: 27000

These are larger versions of the iron
golem. They are four times the height of a
normal man. Like the smaller iron golems,
they are immune to all magic except elec-
trical attacks (which slow them) and fire
based attacks (which heal them), however,
their enormous size and strength make
them even more deadly than the iron
golem. Only the most powerful mages
can create these monstrosities.
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Pet of Kalistes
AC:-1 HD:13 Mv: 18 Int: High Size: |
Align: CE THAC®: 7 Att: 3 MR: 85%

Dmg: 2d8/2d6/2d6 Spec Att: poisonous bite,
magic Spec Def: blink, immunities XP: 14000

These are highly intelligent spiders created
by the Marilith Kalistes. She uses them as
guards and messengers. Their bite is so
poisonous that a target must save versus
poison at -2 or die. They can see invisible
objects and can cast the following spells
once per day: Death spell, Disintegrate,
Feeblemind, Fire Touch, Fire Shield and
Charm Monsters. They are immune to
poison, death effects and charm.

Cryo Snake “

AC:5 HD:4 Mv: 15 Int: Animal Size: L
Align: N THAC@:17 Att:1 Dmg: 1d3
Spec Att: cold breath

Spec Def: immunity to cold XP: 420

These fierce snakes prefer to inhabit
glaciers and high peaks. Humans will
rarely confront these beasts unless they
move to higher elevations during excep-
tionally cold winters. Their breath is iden-
tical to that of a white dragon.

Pyro Snake ‘

AC:5 HD:4 Mv:15 Int: Animal Size: L
Align:N THACQ: 17 Att:1 Dmg: 1d3
Spec Att: fire breath

Spec Def: immunity to fire XP: 420

This breed of snakes prefers to live in des-
olate deserts or inside volcanoes. There

s form loose family associations.

sling rarely with humans, they consid-
eople to be another form of prey. Their
sath is identical to that of a red dragon.

ectric Spider Q

c:4 HD:5 Mv:12 Int:Low Size:L
lign: CE THACQ: 15 Att: 1 Dmg: 2d4
sec Att: lightning breath

oec Def: immunity to electricity XP: 650
ectric spiders can be found throughout
alistes’ dimension. They can breathe a
ightning bolt similar to that of a blue
ragon’s. They favor narrow confines

here they can bounce their bolt through

victim several times.
prmous Spider m

C:1 HD: 9 Mv: 15 Int: Average Size: L
ign: CE THACQ: 11 Att: 1 Dmg: 248
ec Alt: poisonous bite  XP: 2000

me spiders in Kalistes” dimension grow
my large and have great cunning. Anyone
ften must save versus poison or die.

iaze Spider a

C:4 HD:5 Mv:12 Int: Low Size:L
lign: CE THACQ: 15 Att:1 Dmg: 2d4
pec Att: paralyzation gaze XP: 420

Stone Spider m

AC:4 HD:5 Mv:12 Int: Low Size: L
Align: CE THACQ: 15 Att: 1 Dmg: 2d4
Spec Att: petrifcation attack XP: 650

Stone spiders are one of the common spi-
ders that exist in the Kalistes dimension.
As large as a Huge spider, these magical
arachnids turn their prey into stone and
bring the stoned creatures to their lair for
later feeding.

Walking Trees
AC:0 HD:12 Mv:6 Int:Non Size: L
Align: N THACO:9 Att: ¢

Dmg: 4d6/4d6

Spec Def: immunity to confusion XP: 7000

The powers of Moander allow its follow-
ers to animate some plants. When the
Cult of Moander joined with the wizard
Marcus and the glabrezu Taleton, this
power was extended to many of the trees
of the Elven Court. The trees are unintelli-
gent and mindlessly obey the orders of the
cult. They strike with two large limbs.

A common denizen of Kalistes' dimen-
on are the fierce gaze spiders. Any crea-
e who meets their gaze must save ver-
Us paralyzation or become paralyzed.
Mirrors and other reflective surfaces can
e used to turn their gazes against them.




SPELL DESCRIPTIONS

First Level Cleric Spells

Bless improves the THACQ of friendly
characters by 1. Bless cannot affect charac-
ters who are adjacent to monsters when
the spell is cast, and the spell is not cumu-
lative. This is a good spell to cast before
going info combat.

Curse reduces the THACQ of targets by
1. The target cannot be adjacent to a party
character or NPC, and effects are not
cumulative.

Cause Light Wounds inflicts 1-8 hit
points of damage on a target.

Cure Light Wounds heals 1-8 hit points,
up to the target's normal maximum hit
points.

Detect Magic indicates which equipment
or treasure items are magical. After casting
the spell, view a character’s items or take
treasure items, and equipment or treasure
preceded by an *' is magical.

Protection from Evil improves the AC
and saving throws of the target by 2
against attackers of evil alignment. The
effects of the spell are not cumulative.

Protection from Good improves the AC
and saving throws of the target by 2
against attackers of good alignment. The
effects of the spell are not cumulative.

Resist Cold halves damage from cold

attacks and improves saving throws vs.
cold attacks by 3.

Second Level Cleric Spells
Find Traps indicates the presence of traps
in the party’s path.

Hold Person may paralyze targets of char.

acter types (human, dwarf, etc.). You may
aim a Hold Person spell at up to 3 targets
(use the EXIT command to target fewer).

Resist Fire halves damage from fire
attacks and improves saving throws vs.
fire attacks by 3.

Silence 15’ Radius magically dampens all
sound in the area around the target. The
target character or monster, and all adja-
cent, cannot cast spells for the duration of
the spell.

Slow Poison revives a poisoned person
for the duration of the spell.

Snake Charm paralyzes as many hit
points of snakes as the cleric has hit points.

Spiritual Hammer creates a temporary
magic hammer that is automatically read-
ied. It can be thrown and does normal
hammer damage. Spiritual Hammers can
hit monsters that may only be struck by
magic weapons.

Third Level Cleric Spells

Bestow Curse reduces the target's
THAC® and saving throws by 4.

Cause Blindness will blind one target.
This can only be cured by a Cure
Blindness spell.

Cure Blindness counters the effects of
Cause Blindness.

Cause Disease infects the target with a
debilitating ailment that saps strength and
hit points.

Cure Disease removes the effects of dis-
ease caused by some monsters or Cause
Disease spells.

spel Magic removes the effects of spells
t do not have specific counter spells.
is is the cure spell for any characters

t have been held, slowed or made nau-

ayer improves the THACQ and saving
of friendly characters by 1 and

es the THAC® and saving throws

f monsters by 1. This is a good spell to

st before going into combat, but it is not
ymulative.

emove Curse removes the effects of
estow Curse spell and allows the target
unready cursed magic items.

ourth Level Cleric Spells
ause Serious Wounds inflicts 3-17 hit
ints of damage on a farget.

Serious Wounds heals 3-17 hit
ints, up to the target's normal maximum
it points.

alize Poison revives a poisoned
Tson.

son causes the target fo save versus
ison or die.

rotection from Evil 10’ Radius can be
ist on a character or a monster and
iproves the AC and saving throws of

e target and all adjacent friendly charac-
rs by 2 against evil attackers. The effects
f this spell are not cumulative.

', tks to Snakes causes a distracting mass
f snakes to torment the target. The snakes
vill make movement and spell casting
mpossible for the duration of the spell.

Fifth Level Cleric Spells

Cause Critical Wounds inflicts 6-27 hit
points of damage on a target.

Cure Critical Wounds heals 6-27 hit
points of damage, up to a target's normal
maximum hit points.

Dispel Evil improves the target's AC by 7
versus summoned evil creatures for the
duration of the spell, or until the target
hits a summoned creature. The creature
must make a saving throw when it is hit
or be dispelled.

Flame Strike allows the cleric to call a
column of fire down from the heavens
onto a target. The spells does 6-48 points
of damage to any target that fails its sav-
ing throw.

Raise Dead can bring back to life one
non-elf character. The chances for success
are based on the character’s constitution
and how long the character has been
dead. The raised character will have 1 hit
point and will lose 1 point of constitution.

Slay Living is a reversal of the Raise Dead
Spell and will kill one target. If the target
makes its saving throw, then it suffers 3-
17 hit points of damage.

Sixth Level Cleric Spells

Blade Barrier creates a whirling circle of
razor sharp blades. Any who enter the cir-
cle suffer 8-64 points of damage.

Harm inflicts terrible damage on any liv-
ing creature — leaving only 1-4 hit points.

Heal cures all diseases, blindness, feeble-
mindedness, and all except 1-4 of a char-
acter's full hit points.



Seventh Level Cleric Spells

Destruction causes the target of the spell
to die instantly without a saving throw.
Creatures with magic resistance may not

be affected.

Energy Drain steals life energy away
from the target. This is similar to the
attack of undead creatures such as wights.

Resurrection is similar to Raise Dead,
except that it also réstores all hit points.

Restoration returns life energy stolen by
Energy Drain spells or the attacks of such
undead as wights.

First Level Druid Spells

Detect Magic indicates which equipment
or treasure items are magical. After casting
the spell, View a character’s items or Take
treasure items, and equipment or treasure
preceded by an *' is magical.

Entangle causes plants to grow and
entwine around the feet of any creature in
the area of effect. Be careful not to catch
allies in the spell area.

Faerie Fire rings a targeted creature in
magical light. This spell will outline other-
wise invisible targets and give a +2
THAC® bonus to anyone attacking an
affected creature.

Invisibility to Animals will make the tar-
get invisible to non-magical, low or non-
intelligent animals. This spell does not
offer protection against intelligent oppo-
nents or magical creatures.

174

Second Level Druid Spells

Barkskin causes the target's skin to
become tougher and harder to damage.
The tough skin improves AC by*1. This js
a good spell to cast before combat.

Charm Person or Mammal changes the
target's allegiance in combat so that an
opponent will fight for the caster’s side. |t
affects character types (human, dwarf, et )
and other mammals.

Cure Light Wounds heals 1-8 hit points,
up to the target's normal maximum hit
points.

Third Level Druid Spells

Cure Disease removes the effects of dis-
eases caused by some monsters or Cause
Disease spells.

Hold Animal is similar to the cleric spell
Hold Person, except that only normal and
giant-sized animals are affected. This spell
will not affect other monsters or NPCs.

Neutralize Poison revives a poisoned
person.

Protection from Fire has different effects
depending on the recipient. If cast on the
druid, the spell absorbs 12 hit points times
the caster’s level in fire damage. The spell
dissipates when the damage limit is
reached. If cast on another character, the
spell is identical to the clerical Resist Fire
spell.

Level Magic-User Spells

ing Hands causes 1 hit point of fire
ge per level of the caster. There is no
1g throw.

rm Person changes the target’s alle-
ce in combat so that an opponent will
for the caster’s side. It only affects
cter types (human, dwarf, etc.).

»ct Magic indicates which equipment
easure items are magical. After casting
pell, View a character’s items or take
ire items, and equipment or treasure

ded by an *' is magical.

rge makes the target larger and
ger. The higher the caster’s level, the
er the spell’s effect.

nds raises the caster’s charisma by 2-8
fs. It is best cast just before dealing
) NPCs.

gic Missile does 2-5 hit points per

sile with no saving throw. A magic-
throws 1 missile for every £ levels (1
vels 1-9, 2 at levels 3-4, etc.) This

| damages any single target within its
ge unless the target is magic resistant or
magical protection such as a Shield

. This spell casts instantaneously.

tection from Evil improves the AC
saving throws of the target by 2
st attackers of evil alignment.

d Magic allows a magic-user to ready
toll and read it. This is identical to

fing a scroll identified in a shop. After
ting Read Magic, a magic-user may

it any scroll spells or scribe them, if they
 appropriate for his level.
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Shield negates enemy Magic Missile
spells, improves the magic-user’s saving
throw, and may increase his AC.

Shocking Grasp does 1-8 hit points of
electrical damage +1 hit point per level of
caster.

Sleep puts 1-16 targets (depending on the
size of the targets) to sleep with no saving
throw. For example, up to sixteen 1 hit-die
targets can be affected, while only one 4
hit-die target can be affected. Targets of 5
or more hit-dice are unaffected.

Second Level Magic-User Spells

Detect Invisibility allows the target to
spot invisible creatures.

Invisibility makes the target invisible. The
THAC® of melee attacks against invisi-
ble targets is reduced by 4, and it is impos-
sible to aim ranged attacks at them.
Invisibility is dispelled when the target
attacks or casts a spell.

Knock opens locks. The spell will affect
both magically and non-magically locked
doors, chests, etc.

Muirror Image creates 1-4 illusionary
duplicates of the magic-user to draw off
attacks. A duplicate disappears when it is
attacked.

Ray of Enfeeblement reduces the target's
strength by 25% + 2% per level of the
caster.

Stinking Cloud paralyzes those in its area
of effect for 2-5 rounds. If the target saves,
it is not paralyzed but is nauseous and has
its AC reduced for 2 rounds.

Strength raises the target's strength by 1-8
points depending on the class of the target.



Third Level Magic-User Spells

Blink protects the magic-user. The magic-
user 'blinks out” after he acts each round.
Although the magic-user may be physical-
ly attacked before he acts each round, he
may not be attacked after.

Dispel Magic removes the effects of spells
that do not have specific counter spells.
This is a recuperation spell for any charac-
ters that have been held, slowed or made
nauseous.

Fireball is a magical explosion that does
1-6 hit points of damage per level of the
caster to all targets within its area. If the
target makes its saving throw, damage is
halved. Fireball is a slow-casting spell,
and the spell’s power demands that you
target carefully. Use the CENTER command
to determine who will be in the area of
effect — indoors the three squares in each
corner will not be affected by the blast if
the spell is targeted in the center of the
screen. Out of doors, the blast area is
slightly smaller.

Haste doubles the target's movement and
number of melee attacks per round. Haste
has a short duration, so you should wait
until a fight is imminent to cast it.
Warning: characters age one year each
time a haste spell is cast on them.

Hold Person may paralyze targets of
character types (human, dwarf, etc.). You
may aim a hold person spell at up to 4 tar-
gets (use the EXIT command to target
fewer).

Invisibility, 10’ Radius makes all targets
adjacent to the caster invisible, The
THACQ of melee attacks against invisi-
ble targets is reduced by 4, and it is impos-
sible to aim ranged attacks at them. Use
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this spell to set up a battle line while yoy;
enemies seek you out, Characters lose
invisibility if they do anything but move.
Remember: some monsters can see invisi.
ble creatures.

Lightning Bolt is a magical electrical
attack that does 1-6 hit points of damage
per level of the caster to each target along
its path. Damage is halved if the targets
make their saving throw. A lightning bolt
is 8 squares long in a line away from the
caster. For best results, send the bolt down
a row of opponents. Lightning bolts also
reflect off walls back toward the spellcast-
er. Targets adjacent or close to a wall may
be hit twice by the same bolt.

Protection from Evil, 10’ Radius protects
the target and all characters adjacent to the
target. The spell improves the AC and
saving throws of those it protects by 2
against attackers of evil alignment.

Protection from Good, 10" Radius pro-
tects the target and all characters adjacent
to the target. The spell improves the AC
and saving throws of those it protects by ¢
against attackers of good alignment.

Protection from Normal Missiles
makes the target immune to non- magical
missiles.

Slow affects 1 target per level of caster and
halves the target's movement and number
of melee attacks per round. Slow can be
used to negate a Haste spell and only
affects the side opposing the spellcaster.

th Level Magic-user Spells.

m Monster changes the farget’s alle-
¢ in combat so it will fight on the
of the magic-user. The spell will work
iving creatures. The spell affects
ne hit-die targets, 1-4 two hit-die tar-
1-9 three hit-die targets, or 1 target of
or more hit dice.

fusion affects 2-16 targets, causing

 to make a saving throw each round
and confused, become enraged, flee in
- or go berserk. Confusion is most

five when used against a large num-
of enemies.

ension Door allows the magic-user
eleport himself to another point on the
lefield within his line of sight and the
2 of the spell. Magic-users can use it
uick escapes. Fighter/magic-users can
he “Door” to reach enemy spellcasters
nged weapons.

causes all within its area to flee in
r if they fail their saving throws.

Shield protects the magic-user so that
creature who hits the caster in melee
 normal damage, but takes twice that
age in return. The shield may be

ed to heat attacks or cold attacks. The
ic-user takes half damage (no damage
* makes his saving throw) and has his
throw from the opposite type of

ck improved by 2. He takes double

age from the type of attack the shield
""" ed to.

Fumble causes the target to become clum-
sy and unable to move or attack. If the tar-
get makes his saving throw, his attacks
and movement are halved.

Ice Storm does 3-30 hit points to all targets
within its area. There is no saving throw.
This spell will even inflict full damage on
opponents protected by Resist Cold.

Minor Globe of Invulnerability protects
the caster from incoming first, second or
third-level spells. The Globe is very effec-
tive when used in combination with Fire
Shield.

Remove Curse removes the effects of a
Bestow Curse spell and allows the target
to unready cursed magic items.

Fifth Level Magic-user Spells
Cloud Kill is similar to the Stinking
Cloud spell, except that its area of effect is
larger and it will kill weaker monsters.
More powerful monsters may be immune
to the spell.

Cone of Cold unleashes a withering cone
shaped blast of cold. The spell’s range and
damage increases with the caster’s level.

Feeblemind causes targets who fail their
saving throw to drop dramatically in intel-
ligence and wisdom and become unable
to cast spells. A Heal spell must be cast
on the victim to recover from the effect.

Hold Monster is similar to Hold Person,
except that it will affect a wider variety of
creatures.



Sixth Level Magic-user Spells

Death Spell kills opponents instantly and
irrevocably. The spell will slay a greater
number of weak opponents than strong.

Disintegrate destroys one target. Some
creatures with an innate magic resistance
may avoid the effects of the spell, however,
most must make a saving throw to survive.

Flesh to Stone causes the target to make a
saving throw or be turned into stone.

Globe of Invulnerability protects against
1st through 4th level spells.

Stone to Flesh counters the effects of such
magical creatures as a cockatrice or
medusa. When this spell is cast on a char-
acter, there is a possibility that the charac-
ter will not survive the shock of being
restored to flesh. System shock survival is
based on a character's constitution.

Seventh Level Magic-user Spells
Delayed Blast Fireball is a more powerful
version of the third level spell and will go
through a Minor Globe of Invulnerability.

Mass Invisibility is identical to the
Invisibility spell, except that it will effect
several targets at once. This can be a valu-
able spell to cast before a known encounter.

Power Word, Stun will cause one crea-
ture to be stunned and unable to think or
act effectively. The weaker the target, the
longer it will be stunned.

Eighth Level Magic-User Spells
Mass Charm is similar to the fourth-lev|
spell, except that it affects a much larger
number of targets.

Mind Blank is a powerful protective spe||
that defends the recipient from all spells
that attack a character's will, such as
Charm or Feeblemind.

Otto’s Irresistible Dance is an enchant-
ment that cause the target to be irresistibly
compelled to dance a wild and frenzied
jig. The target's AC is reduced by 4 and it
will fail all saving throws against magic.

Power Word, Blind will strike a target
instantly blind.

Ninth Level Magic-User Spells
Meteor Swarm is a very powerful and
spectacular spell, similar to a Fireball.
When cast, four magical spheres fly from
the caster’s hand towards the target.
Anything in the spell’s path receives 10-
40 hit points of damage.

Monster Summoning calls forth one or
two powerful creatures to fight on the side
of the spell magic-user. The creatures dis-
appear after the battle.

Power Word, Kill will instantly slay one
or more creatures within the spell’s range.

The spell will affect approximately 120 hit
points worth of targets.
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ENTRIES

JRNAL ENTRY 1
HISPER HEARD FROM BEHIND
go through those magical gates
‘are showing up around the Realm.
steal your strength. Too many times
and you'll not be able to lift your
o, much less a sword.”

HURNAL ENTRY 2
SCRYING ROOM

temptation is powerful, the flat,
surface of the mirror seductive in
inness. Slowly, slowly, color blooms

depths. A face emerges from the
, 50 clear and close...

foolish drow! How they could
botched matters to this extent —
Is loose in my Web Land!"

¢ uncoils an impossible ebony length of

nooth, gleaming body. Scales wink like

She slithers past a corpse on the

jor — unlucky messenger — and comes

pund to the side of her chair. A quick

f fingers against the arm, and a
pops open. She takes a key on a

ver chain and loops it around her

m going down to the Treasure Room. |
m not to be disturbed for any reason.
eave the spare key where it is, or you'll
d up —" a contemptuous nod toward
body — “like him.”
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The Mirror darkens and the slave nods.
“That's it then. Find the key, go down to
the Treasure Room, and kill her!” He
looks odd, fidgety. Finally, he bursts out,
“And die! She knows you're here, so go
down through the kitchen to the larder.
That's best.”

JOURNAL ENTRY 3

ELMINSTER'S LIMBO LECTURE

“As ye know, | have opened this path for
ye so that when ye travel through the
pools, Bane will not sense thy presence.
But this does have its disadvantages.

“For one, | have found that when magical
objects travel from here to the outer
dimensions, they do not usually survive
the passage. The chaotic winds of limbo
corrupt that which is magic and only the
strongest of magics can survive the pas-
sage without perishing.

“| will hold thy items here until ye return
to the Realms.”

JOURNAL ENTRY 4

THE VESSEL OF MOANDER

The temple’s altar is a great bowl of stone
suspended in the air alongside the tower.
It currently overflows with a sickly green
fluid — the lifejuice of Moander. Spouts
and gutters around the bowl catch some of
the oily ichor and funnel it down to the
tower's dark fountains. The rest spills out
into the air, and settles as a foul haze upon
the Elven Court far below. The vessel
seems to be moving slightly, but then you
realize that it is fixed in the air. It is the
tower which sways in the chill breeze.



JOURNAL ENTRY 5
PRrIEST'S MAP

=

-)-

KEY () poor 3 Arch-

% Impassable .:Path

JOURNAL ENTRY 6
TAVERN TALE

“The man, if man he be, came with eyes
aflame. Red as the sword he carried, he
cut through our village and left not a soul
alive. | saw him riding away after he'd
done his work. | was ahunting and so
spared, but what now! I've got me no
home, no family. All I've now is a vow,
and my bow to camry it through. I'm for
the Dragonspine Mountains now. A sor-
ceress told me I'd find his hole there.

“What he wanted? | haven't a notion.

We've had peace for so long, and now the
evil has descended twicefold.”

JOURNAL ENTRY 7

THE GATEWAY INTO DARKNESS
Power thrums through the room. Power

crackles in the air, making hair stir, mak-
ing skin tingle.

A giant statue of Kalistes herself domi-
nates the center portion. She is huge, com-
manding, her tail coiled beneath her, her
skin gleaming like jet. Three of her hands
bm_ce an open arch, inside of which swirls
a sickly green mist. Her other arms point
toward the far end of the room.

Standing against the wall are three More
arches, but instead of the green mist, theg
are filled with visions of home: the firs 1
shows a forest at night, with tree trunks
like dark towers against an even deeper
black. The impression of a faint, clean,
cool breeze washes through the room,

The second doorway shows a small vi.
lage — or what is left of one. A few cot.
tages still stand, but many are burned-oy
ruins. Once again, night reigns.

The third door shows moonlight playing
on waves. An ocean shore. The water sij|
looks clean, untainted by evil. For now.

But Kalistes is pointing to them. A voice
seems to ring through the room. “I want
those lands. | want them. Get them for
me, my children. Get them for me.”

JOURNAL ENTRY 8
THE WOMAN SPEAKS

“l am Shal, a fighting-wizard of New
Phlan. Did you know our city is held
here, buried under the black tower!
Marcus hopes to subjugate it, but we
resist! During one of his sorties | was cap-
tured and taken up the Tower, where |
have seen ghastly sights! Bane clerics are
dismembering the vast corpus of the for-
gotten god Moander. They use its power
to make trees walk, and to animate pieces
of the dormant god.

ve long studied the Cult of Moander.
ey fried to convince me to help them,
| resisted. They, ah, robbed me of my
ic and imprisoned me here. Friends,
must go up the tower and stop the foul
ks that will soon march against help-
Phlan. Take me to face Marcus, and

fall!”

AL ENTRY 9

Toss TAVERN

back, a group of trolls and ogres
building to toss sacks of grain
und. If a body happened by, they'd toss
o about as well. Them's came to be

led, of course, by heroes such as yerself,
it we hire on some ettins to keep the tra-
jon going. It's a lively sport, though a

te dangerous.”

JURNAL ENTRY 10
JE CHESS BOARD OF MARCUS
ou shudder at the host of dark knights,

i

| bishops, twisted mages and myriads
que pawns that radiate out from
¢ Elven Court, touching Mulmaster,
hentil Keep and Myth Drannor. Tall in
e center is the graven image of Marcus,
essed as a Banite cleric. And beside
m, a proud mage queen — who looks
azingly like Shal!
JURNAL ENTRY 11
ORN PAGES FROM A BOOK
RELIGIOUS RITUALS
praying, one must touch the essence
air by inhaling the heady vapors of

Tare incense, taliesen. This allows con-
ict with the first elemental plane — Air.
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The Plane of Water is then contacted by
drinking of the waters consecrated to Tyr
himself. Earth and Fire come late in the
Tests of Torm and lImater. The Vessel of
Purity and the Spirit Flame are guarded by
eternal guardians. Take the items of Earth
and Air to light the Lamp of Vigilance. The
Lamp shall make a bright and good place in
the world even when all else is dark.

JOURNAL ENTRY 12

FIRE GIANT MAGE THANKS YOuU

“| must thank you for eliminating that
simpering fool of a hill giant. It is unfortu-
nate that the steading can no longer
recruit troops, but my army is already suf-
ficient to control all of the lands north of
Moonsea.

“Thanks to you, my power is now
assured. Even Thorne's dragons will
acknowledge my power.

“However, your usefulness is at an end.
Take this reward and leave. If you go any
further into my cave, you will be dealt
with harshly.”

JOURNAL ENTRY 14

LOCASTE'S ARRIVAL —
CONTINUED

Locaste gives a great cry, and the party
halts before what appears to be an unbro-
ken wall of tightly-packed gossamer. It
shimmers in the pale light. Locaste’s
mount rises up on its rear four legs and
waves the others, both drow and spider,
about, its face a mask of fear. Locaste
drives it down with a word. Even from a
distance, her jaw appears set, and her eyes
burn fiercely. She waves back her escort,
many of whom take the opportunity to



simply turn around and ride away. She
holds up both hands, palms out, and waits.

After a breathless eternity, the gossamer
wall erupts. Spiders of all shapes and sizes
squeeze their way through, or leap off the
top, or pop up through trap doors and scut-
tle toward her. Her escort turns and runs,
but Locaste waits. Two Pets appear among
the spiders and approach Locaste in a
slow, almost stately sidelong march, toss-
ing aside the unlucky spiders that get in
their way.

They stop in front of Locaste. They sway
back and forth, legs waving about, thou-
sands of eyes glittering, then they tum
and disappear back into the wall. Locaste
clenches her raised hands into fists and
screams as the rest of the spiders continue
their advance.

JOURNAL ENTRY 15

ELMINSTER'S EXPLANATION

“Ye | have chosen as the mightiest heroes
of these regions to lend me aid ‘gainst Black
Lord Bane. | was fortunate to learn of
Bane’s plotting by way of my art. This time
he means to do more than his usual med-
dling — he seeks total dominion over the
very dirt of the realm. He has plotted well,
and darkness now reigns over Moonsea
and the plains of Thar. This is great evil,
forsooth, but | fear that if he is not stopped
here, he will spread across the land as force-
fully as the tide rises over the shore.

“We are now in the plane of limbo, astral
source of absolute chaos...and so too is
Bane! [ followed him here with aims of
his undoing, but well is he hidden in the
shifting madness. Somewhere he has
made a crossroad between the dimensions
for the use of his allies. This too, | can do
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for ye. The way between pools lies noy,
through limbo. When you enter the pog
| will use my power to enable thy pas.
sage. But know that only my presgnce
here makes this possible. If | were fo leay,
this place, or perish, the path would be
closed, and Bane would rule here, as we]|
as over Moonsea. Such is my limit, byt |
will aid ye as | can.

“I now send ye back to the darkened
plains. Find the servants of Bane, for they
are his hands. Destroy them! But beware,
for they are great powers. Help those wh
ye may — allies can but further us. Go
now, and may thy skill prevail!”

JOURNAL ENTRY 16

THE WATCHER'S STORY

“What am | doing here? | am the
Watcher, here by decree of the Council of
Elves! With me rests the supreme respon-
sibility of keeping Moander forever
trapped in this dimension.

“Oh, I'll not deny there is mischief afoot.
We've all seen the signs. But what arro-
gant fools to think you could help! You
lack the cleverness and fortitude to do
anything but interfere! Do us both a favor
and heed the fate of your friends.

Leave! Now!”

JOURNAL ENTRY 17

ELMINSTER SPEAKS OF KALISTES
“| have met Kalistes before, and beware!
She is a power to be reckoned. It is good
that ye did destroy her paths into the
Prime Material, for it is sure that she

t to send her children into the
. These Night Spawn are her
sth, but know that they are her
ernal weakness too.

nce that the powers that have robbed
an from Moonsea’s sky lie beyond
ortal. Kalistes is an agent supreme of
e so in all probability it is she who

rols this force. This is but a guess, but

URNAL ENTRY 18
CAM'S PRISONER SPEAKS

pur power scares Arcam! The great gas-
cannot flee quickly enough! He want-

me fo urge you to go back to Phlan, my

ne. He hoped you would die there, or

east give him time to organize his

ense. | refused.” She draws a shudder-

breath. “Instead, | urge you not to rest

il fiendish Arcam is no more! Then

p your allies.”

URNAL ENTRY 19

PING IN FRONT OF THE GATE

k after rank of haggard men and

men stumble toward the gate. Their

s are lost, their faces slack. None are
ind or shackled in any fashion.

denly a tall human moans and lurches
. A drow guard grabs him and

s him roughly about. She raises a nee-
fine dagger, its tip glinting with some
y liquid, and jabs it into his neck.
hat'll quiet you down,” she sneers.

Another guard laughs. "Why not just let
him fry between the gates!”

“Because " shoving the now-docile human
back into line - “That would be too nice.”

JOURNAL ENTRY 20

BARD'S TALE
The bard sets himself down on a log. He
looks at you long and searchingly.

“Fair folk you seem, uncommon in these
times. Mayhaps you've an interest in
what I've seen. Auril, that's what I've
seen. The Frostmaiden is walking the
lands of men and leaving icy death in her
path. The mountains west of Thar, which
are locked in sheets of ice and snow, seem
to be her favorite haunt and it was there |
saw her, near Gramble's Climb.

“For all her evil, she is beautiful still. She
left her mark on me in more ways than
one.” He opens his shirt to reveal a
snowflake tattooed in woad across his
chest. “She is seeking the Red One.
Together, they will visit such destruction
on the Realms as has never occurred.”

JOURNAL ENTRY 21

SEEN IN THE MAGES' DEVICE

You see a Glabrezu, his dog-like head
snarling and his fangs dripping, standing
in a large chamber with red, fleshy walls.

JOURNAL ENTRY 22

INNKEEPER TELLS OF

GRAGNAK ULFIM

“Well, you musta heard ‘bout the wed-
ding, but you may not know the real story.
Truth is, there’s more than one here from
the old Phlan.
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“A certain Gragnak Ulfim also's here.
Some say he’s as powerful as Cadorna his-
self, but don't you believe it. He's just a
sorry sot what's been had by that vixen
Sasha. But he’s done for her one better and
she knows her place right sure now.”

JOURNAL ENTRY 23
MAP OF THE LosT MINES
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JOURNAL ENTRY 24
THE BANITE'S CHANT

“Into

The Labyrinth!
Left step

Right step

Step step

Left left.

Into

The Labyrinth!”

JOURNAL ENTRY 25
SASHA

‘I was once the council clerk here in
Phlan, as you may remember, and | am
well versed in dealing with trouble.
When Phlan was infested with corrup-
tion, | was intimate with all the details of
our city's liberation. When the Black
Circle hounded me in Verdigris, | man-
aged my escape. These are just a few of
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the reasons | was chosen as the new coy,
cil member. | believe | have done my pqy;
in restoring Phlan to its present state.

‘I say these things, first, so you Wil knoy,
there is no trouble to be found here in
Phlan; and second, so you will not think
you can manufacture your own.”

JOURNAL ENTRY 26

THE BOOMING VOICE

“Those of you still squirming will regret
every moment | am called away from my
great spell. You will envy those already
safe within the icy clasp of Lord Bane. For
| have released my keen-eyed pet into the
corridors of the Tower. Meet the Gelt.”
The great voice dies away with a chuckle.

JOURNAL ENTRY 27
AEGHWAET
“My name is Aeghwaet. | have lived here

for the past 3,500 years, finding the envi-
ronment most congenial to my health.

jkecently, however, evil spawn have
invaded my home. They are taking huge
quantities of Moander’s flesh and | do not
know why. It is no longer safe to live here.
Not only are there foul creatures constantly
about, but Moander’s body is beginning fo
fight back. Bits of flesh prowl the open
wounds, and they make no distinction
between those causing the harm and me.

‘l cannot hide much longer,/)"et if | leave,
it will mean the end of my extracts and
my life in a few short years.”

URNAL ENTRY 28

e MIRROR OF IKALISTES

able is made of black marble. Veins

hite quartz run through it, catching

t and breaking it into coruscations

color, rainbow threads weaving across
F.u ace.

 the table are two items. The first is a

iple porcelain basin, its finish smooth,
thless. The basin is filled with some

it of heavy liquid, its surface like quick-

.,
/cl

ext to the basin lies a short wand, about
¢ length of a man's forearm. Its shaft is
ide from a single quartz crystal. At first
crystal appears gray and impure, but
closer inspection the gray resolves into
parate strands, as though a web has

een spun inside. The crown of the wand
a blood-red stone. Power throbs within,
ckoning.

RNAL ENTRY 29

APTAIN OF THE CHALLENGE SHIP
here is an island not far from here.

Aany adventurers have entered its con-
nes seeking fortune and glory, but no one
s ever returned. A letter came into my
ssession not long ago which spoke of a
eat Mystery. | have become determined
) discover what this Mystery is and so |
me to you.

four reputation precedes you. Many say
0u are the greatest heroes the Realms
seen. | say to myself, if anyone can
ate this Mystery, it will be you.

Iwill not give you false hopes and | do
ot know what dangers you will face,

only that they will be great. It is said that
the island will remain unconquered for all
time, but that is a challenge to try if | ever
heard one.”

JOURNAL ENTRY 30

SEEN IN THE MAGES" DEVICE

You see a large army moving through a
cavern where the wind howls. A thun-
derous beating makes the soldiers hold
their hands to their ears.

JOURNAL ENTRY 31

KARDAL SPEAKS

“Sasha sent me here to assess the threat
from this quarter. | fear it is great, but I've
learned little. It seems the only way to get
close to those in command is to prove
yourself fierce and unflinching in battle.
I'm sure you've noticed the many street
brawls.

“All | know for certain is that a massive
army has been assembled and is ready to
move, though I've heard rumors of a
'Gathering.” Of what, or for what, | do
not know.

“If you could penetrate the inner steading,
perhaps you could discover this. There is a
group of cloud giants in that private room
who already have a deadly reputation. If
you defeated them, you would gain
instant recognition and an audience with
the hill giant shaman. Alas, my strength
is not up to the task."

JOURNAL ENTRY 3¢

VOICE THROUGH THE GATE

“I will not open the gate for you. If you are
who you say, then you do not wish to
enter, For beyond this gate is the city of
Phlan, entombed here by some mighty
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spell, and besieged by fearsome monsters
that sally through this very gate. If you
would aid us, here is a task for you. A
high mage was captured from among us.
Her name is Shal. She had made long
study of the dark god Moander, and
proved most ingenious in defeating its
minions. Find and free her, | urge you!”

JOURNAL ENTRY 33

VALARDIS TEELS OF His CONTRACT

“Yeah. He gave me this dagger and this
rock, and told me to meet him at the altar
and he'd signal to me which elf I'm sup-
posed to kill. Then I'm to follow him into
some room — Wait, don't touch the blade
— that's deadly. Coated with a poison the
Master Assassin would kill for. And the
rock is something I'm supposed to wear
before | follow my target into the last
chamber.”

“Don't give me those high and mighty
looks. I helped you get in here, didn't I!
We all have to make a living, and Daris
has already paid me good money to do my
job. I intend to do it.

“Besides, I'll bet you've left a few bodies
lying around yourself.”

JOURNAL ENTRY 34

THE KI-RIN SPEAKS

"My horn was the focus of a great magi-
cal power with which | was entrusted, a
power that helped hold evil in check. |
came to the Dragonspine Mountains
when | sensed the evil growing here, only
to find myself too weak to counter i,

“When Thorne took my horn, he took the
magic as well and used it to turn the skies
chaotic. Those storms will no longer
plague the Realms, but my horn was just
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one of three powers working evil in the
Realms. If the Realms are to be saveq o
must turn those powers against the one
enemy.”

JOURNAL ENTRY 35

STORM’S STORY

“When the cities disappeared and the
world grew dark, we were all frightened,
and clung together for comfort. It was nof
enough to save us. By ones and twos ang
sometimes whole families, we began to
disappear — taken as slaves by the drow,

"My sister was captured. She is a child,
just a child. Hollowed the slave train, ang
crept into her pen to try to release her, byt
| was captured as well.

“The drow took us to their slave pens, and
from there, my sister and | were taken,
along with many others, toward a hall.
Behind me | heard keening intermingled
with shouts of great joy. | had heard from
a old human woman that some of us
would be culled from the group and killed
to make an evil potion. | cursed such a
fate, but | prayed that, for my sister’s sake,
the end would be swift.

“Instead, we were led through the temple,
and half of us were pushed through a
door, while the rest of us were driven
through the dimensional pool into this
world of webs. The drow overseer jeered
at us. Lucky, lucky, luckiest of all,” he said.
“You will serve the great Kalistes herself.
Or be served to her, depending on what
tasty morsels you are!’

"I could not bear this thought. | watched
for my opportunity and escaped the slave

| was not able to bring my sister
Take me with you. I'll help you
alistes, anything to save Arfa.”

NAL ENTRY 36

RIL SPEAKS
elves dragged me from my
one of these wagons. They take
down to their dark city. A num-
made a break, and got about

out before a big fight. A wall

on me and they didn't catch
a little woman, a halfling,
d too. But she wouldn't get in the
1, she still wanted to fight. She’s still
there — you should help her. She
old out for long!

| never get in the way the wagons
 you might want to follow a bad
a cleric — to get in. They have
paths.”

aws a map of a section of the under-

d city:

e T e

JOURNAL ENTRY 37

THE ALTAR ROOM

A magnificent altar spans the far wall —
a shrine to night and all its spawn. A
giant silver web stretches from the floor to
the full height of the vaulted ceiling. The
full moon hangs in the web's center, but it
is not the full moon. It is the belly of a
giant spider, pregnant with evil, pulsing
with hideous life. The spider waves its
legs wildly about as if casting about blind-
ly for prey.

Below this apparition stands a young
drow. He is naked, his dark skin gleaming
in the light of the obscene moon. He
holds a dagger to his lips and stares
upward, transfixed.

Locaste stands next to the drow youth, her
hands raised above her head, her eyes
mere slivers of shining white visible
through slitted lids, her robes shimmering
in the dark. Balia and Daris flank her, their
eyes closed, their faces ecstatic. Daris car-
ries a crystal wand. Daris, as well as the
rest of the supplicants, is guarded by drow.

JOURNAL
ENTRY 38

THE STEWARD OF THE TEMPLE

e a $ 1
W T - > B "Welcome, drow, welcome.
A g  [powntotn  Whether you be candidatesl forat
d Staves reat honor, or supplicants
ot . : T o 4 A before our Lady, be wel-
i IR }D savePens  come. | give you good
_T 2 SR news. Soon, the Night
o o Swes 28 Spawn, the invincible
§ e Pl children of our Lady
L Kalistes, will come to
KEY the Temple through the Gateway to

Darkness, and we may all have the honor
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of seeing them on their way to do battle
for Kalistes and Lord Bane. Hurry, hurry.
You will never see the like again.”

JOURNAL ENTRY 39

CHAMBERS OF ARCAM'’S
CHANCELLOR

In the center of the vaulted room, squads
of mercenaries shuffle to attention before a
towering dais. ‘Here, flanked by iron
golems, an old man in fine robes surveys a
desk covered with chess pieces.
Occasionally he will move a piece, and
bark instructions to a mercenary leader.
“Dralbon! Off to Ironfang Keep!”
Margoyles leap up to ensure the com-
mands are promptly obeyed.

Then you see a great orb moving in the
shadowy arches beyond the dais. “Watch
for the white knights,” it hisses, chillingly
calm. “Deflect their attack.”

JOURNAL ENTRY 40

THE SLAVE REVEALED

“Excellent. | couldn't have done it better
myself. My master will be most pleased.
You did away with one of his greatest
enemies and captured one of his most
desired prizes, all without him needing to
sacrifice a single one of his own.

“Yes, | was carefully chosen, and trained
for years before | could even infiltrate this
den of excess. But my stay is over now, as
soon as you hand me that Ring.”

His gaze darkens. “You wouldn't be
thinking of denying me, would you! |
promise you, my master trained me well.
This creature —" he prods at Kalistes" still
form with a toe — "was a blundering,
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graceless idiot. No subtlety. No art. No
depth. But | promise you, Tanetal has al|
this, and he’s gifted me with enough to
deal with the likes of you.”

JOURNAL ENTRY 41

ELMINSTER'S EXPLANATION

“Bane must indeed be desperate to entrust
his Talisman to one of his lieutenants —
even one as powerful as Tanetal. True, it is
a great source of power — this time used
to twist and animate the very plants of the
Realm, but also it is the key that may lead
to Bane's defeat.

“It acts as a key to his very own Dark
Dimension. | hoped but to weaken him in
Moonsea — to force a balance — but now
with the Talisman, | think we may be able
to drive him off entirely. Find the gate to
Bane’s Realm, and we may prevail "

JOURNAL ENTRY 42

DROW PRIESTS SPEAK

OF THE GATEWAY

“l just hope Locaste can tell Kalistes to be
careful with her children. Now don’t mis-
understand me, | want the Night Spawn
to fight for Kalistes and for us, but | hear
that sometimes they don't just fight the
enemy. What if something were to hap-
pen to the Gateway, and the Night
Spawn came in, but couldn’t get out!

“Oh, go ahead. Report me for a blasphe-
mer. But hand me the vial of antidote first,
| think that boy got bit and didn't tell
anyone.”

RNAL ENTRY 43

NTSMAN'S TALE

) gin, a hunter, and the last of our

e still alive. First dark elves raided

the north, carrying away any they

pture. Then the forests came alive
tower to the east. When the

trees came, we were finished.

le were all crushed or run off to

ods southwest near Myth Drannor.

ot know what the survivors face

, but at least they can be assured that

e will act like a tree!”

URNAL ENTRY 44
: EYES OF KALISTES
ank you for the lives of my sisters. My

se matters little to me now, know-
nat they yet live to fight this evil.

h their faces in my heart and their
gth in my soul, | tell you this. To
listes' Parlor and live, you need
os: the Ward of Safe Passage and
Amulets of Stillness. The Ward is car-
by the highest mages of the drow
n granted an audience with Kalistes;
Pets recognize it and allow the bearer
ass. The amulets hide the wearer from
ers. With these items, you have a
| greater chance of gaining entrance
Kalistes' Parlor. Without them you
| die in seconds, instead of minutes.

I may find these talismans in the

ing Ground. Go there first if you hope
omplete your mission. But, before you
@ me, one task is left to you to aid
“‘mission. You must kill me.”

JOURNAL ENTRY 45
A SOLDIER'S MAP

l_I LJ
| |

KEY
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JOURNAL ENTRY 46

WHAT YOouU HEAR

“Into

The Labyrinth!

Left step

Right step

Step step

Left left.

Into

The Labyrinth!”
The sergeant bawls, “Now, you veeping
scalawags, how do you get out!” The sol-
diers chant,

“Out of

The Labyrinth!
Right step

Right step

Step step step!
Out of

The Labyrinth!...”
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JOURNAL ENTRY 47

SAGE'S UTTERANCE

| offer my congratulations for thy victory
over Thorne. With the Horn of Doom

safely out of Bane's grasp, the storms will
cease over Moonsea.

“Previously, these tempests have prevented
our allies past the mountains from enter-
ing these lands, Even now, an army
marches from Tilverton, and ships raise
sail in Tantras. Both forces are far, but at
least now they may draw closer. Aid is
coming to the region!”

JOURNAL ENTRY 48

BoOK EXCERPT

“Marilith have but one fatal flaw, one
chink in their armor — the drive to pre-
serve their children is greater than to pre-
serve their individual lives. As a lone
Marilith is often the key strategist in a
campaign, killing him or her is often all
that is necessary to deal a crushing blow
to your enemies. Therefore, search for the
children. Threaten them, and the parent
you seek will come.”

JOURNAL ENTRY 49
KARDAL'S DYING WORDS

“The Gathering,” he gasps. “It is of drag-
ons. Unheard of numbers. Ready to
descend on the Realms. Must stop them.
Led by Thorne. Terrible...” His voice
trails away with his life.

JOURNAL ENTRY 50
BANE REVEALS HIMSELF

“Kalistes, Thorne, Tanetal, they are
p_awnsl | have sent Death to the Realms, a
rider in red with a sword of flame. None
shall stand against him. You waste your
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time as the world falls about your ears, So
by all means, continue in your vaing]ori.
ous deeds.”

JOURNAL ENTRY 51

DARIS TRANSFORMS INTO A DRipgy

“It was as horrible a sight as I'm ever like.
ly to see, and I've seen some sights in my
time. Daris thought he'd get away while
we fought the guards, but after we won
past them we made our way, quiet as
whispers, after the Mage. We needed the
})N:lrd of Safe Passage to get into Kalistes
arlor.

“The chamber was dark. We heard foot-
steps ahead — you can imagine how
upset Daris, an elf, must have been, for us
to hear his footsteps. But they stopped,
and we thought we'd lost him. Then he
screamed.

“The whole chamber lit up with the glow
of Shest's eyes, and we could see Daris
before us. He was shuddering and wail-
ing, and he dropped the ward to grab at
his dagger. But he was too late.

“The whole lower half of his body bal-
looned outward, and legs began to sprout,
ripping through his robes and scrabbling
on the flagstones, while his arms flailed in
the air. He scuttled back and forth through
the chamber, while we ducked back down
the corridor, hiding behind columns, in
niches, anywhere we could. We listened
to the scrabbling and moaning for quite a
while, then what he'd turned into rushed
past us without a glance.

“Nothing for it but to sneak back into the
chamber and find the ward. Too bad
Shest was still there.”

RNAL ENTRY 52

GIANT'S JOURNAL

re giants have become dangerous
fear we hill giants will lose our long
ome as well as any claim on new
ry: The fire giant mage thinks she
utwit Thorne. The fool! She will
 Thorne's wrath down on us all.

e sent spies to their cave, and am
ting news. With luck, the fire giants
soon be drumming a different beat.

JRNAL ENTRY 53

GIANT MAGE OFFERS A DEAL
e have been distressing rumors out of
til Keep lately. | think Manshoon

on the lands as far east as

This does not sit well with me.

nate this annoyance, and | will pay
andsomely.”

AL ENTRY 54

RYTH SPEAKS

order of Thorne, all conflicts between
ons shall be settled by single combat
pserve their numbers. The victor of
combats is entitled to any treasure

y the defeated dragon.

y who interfere with or assist a com-
it will forfeit any and all treasure.”

ithryth looks up from the scroll,
ng, ‘I shall also consider the winner
ly combat for transformation into a

"iu
L

dhryth signals the contest to begin.
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JOURNAL ENTRY 55

LACOsTE's COMMAND

“Go now to the antechamber. By the
Mirror of Kalistes you will find my ward
of safe passage to her Parlor. Bring it to the
altar room, for | will have need of it after
the ceremonies. Shest told me he senses
blasphemers in our midst, and | must go
to Kalistes to ask her aid in hunting them
down.

“Would that | might leave now, but Hern
is ready and cannot wait. He must try his
will against the Great Spider. Let his fate
be swift and just.”

JOURNAL ENTRY 56

THE TEMPLE OF TRANSFORMATION
Beyond the arches, evil groups huddle in
rapt contemplation of something to the
north. This must be what Shal called the
Temple of Transformation, where bits of
Moander’s body are cleaved away, and
spill from the Vessel of Moander.
Devotees of Moander and Bane await
their portion. Lost in their worship, no
one seems to notice you.

JOURNAL ENTRY 57

TRAITOR'S GATE

“You might wonder at this gate’s odd
name, many do. It was named after the
last of the Cadornas, Porphrys. The
Cadornas owned the great textile house
which made them a very wealthy and
influential family.

“Porphrys advanced to rule the council,
and many respected and trusted him.
People had forgotten that he was cursed as
a child, possessed by the spirit of fire.

“In manhood, he made pacts with the
Zhentarim and other evils, if you can



believe it, wanting even more power. But
a party of heroes put an end to his men-
ace. They were quite like yourselves, per-
haps you know them?”

JOURNAL ENTRY 58

HErRMIT

“I came here to get away from the evils of
the world, but there’s no escape. They
hound me and-hound me. The cultists
would kill me if they didn't think | held
the secret to controlling the bits of
Moander. | would almost welcome it.

“But you seek to destroy Tanetal, eh? I'd
welcome that the more, for then | would
have some peace.”

JOURNAL ENTRY 59

MANSHOQN GLOATS
OVER HIs CAPTIVES

“You presumed to think that your puny
efforts could distract me! Without a pause
my great intellect has folded you into the
solution for larger problems. | wish to
gather higher tribute from the drow. In my
tomes | have found the name of a creature
who will help me subjugate them — and
the dreary fool Marcus, and that imbecile
Arcam, too!

"You will help me welcome my new
friend! Here in my conjuror’s circle, he
will dine splendidly on your bones.”
Words spill from his lips as he begins the
incantation.

JOURNAL ENTRY 60

INNKEEPER TALKS OF THE
MONUMENTS

“Them monuments they building in the
square! Word is they re living tombs for
old master Gothmenes' foes. Eternal pris-
ons filled with treasures and dreams what
can't never be used.”
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JOURNAL ENTRY 61

GREEN DRAGON SPEAKS

“The vampire’s blood was not easy to
come by, and | know you need it for creat.
ing the next dracolich. You will remembe,
this when you choose who is to become
that dracolich.”

"You have proven yourself twice over,”
answers Modthryth. “I will not forget.”

JOURNAL ENTRY 62

GRAGNAK ULFIM SPEAKS

“Sasha spurned my love. | offered her
everything — a place at my side, power,
wealth — but she would have none of it.
She said my association with the Black
Circle made me repulsive. How was | to
know! | was their victim as well, but she
said | was a coward.

“ was so filled with anger and jealousy!
Then Cadorna came to me and | hit upon
a plan. If I rescued her from Cadorna, she
would think me a hero; she would be
mine. But Cadora was too strong with
Gothmenes aid and again | am duped by
those | hate, and accused by those | love!”

JOURNAL ENTRY 63

VALA EXPLAINS

“The Vaasans are using earth and fire ele-
mentals to create a massive tunnel for
their armies. With the passes blocked,
they have no other way to reach the
Moonsea.

“The elementals are drawn to the power
of the Oakroot Staff, the World Stone, the
Crucible of Flame, and the Lindenwood
Staff here in the ruins. These artifacts were
created long ago by a wizard from Thar.”

¢ great heroes. You have over-
evil of Bane and restored the
Now you have a simpler task —
Wend your way through this
d locate the exit. Of course, you
punter a few challenges along the
ive or not, it is up to you.”

JRNAL ENTRY 65

JE FROM THE
iH PRIEST'S JOURNAL

es of Woe are upon us. Darkness
elmed the sun and the cata-

bs below are overrun with shades.
lave taken to going about the temple
roups of three or more. It is unsafe

W, a vision of a long-dead legend
s our belfry. She won't allow us to

bells to gather our flock. Many

dand have disappeared; even our most

priests have tried, but all to the

e end.

Norow, we leave o gather the common
Kin the temple’s vicinity and lead them

. | pray for our safe return as well.
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JOURNAL ENTRY 66

FIRE GIANT MAGE

YELLS AT ASSASSINS

“You did not fulfill your contract. Other,
more capable hands, did the work for you
and | gave them the money. If you want
your money, you will have to talk to them.

“Do it quickly, though. | shall launch my
forces soon, and the sweep through the
countryside will take them as well. Bane
will have me to thank for establishing
strongholds. Having his good favor,
Thorne will not dare to interfere.”

JOURNAL ENTRY 67

SPEECH TO WHITE DRAGON
“Worshippers will pay great homage to
you. They will give you treasure and
make sacrifices to you. Already, you are a
mighty dragon, but as a dracolich, none
shall stand against you.

“As soon as | gain a potion of invulnera-
bility, | will be ready to perform the trans-
formation.

“If you agree, you can be the next and
most powerful dracolich.”

JOURNAL ENTRY 68

INNKEEPER'S WIFE'S REPORT
“Forgive my intrusion on your quarters. |
meant to be done with my cleaning, but
felt the need to rest a moment. My hus-
band and | have been running this house
under severe duress for some time now,
and | am weary.

“Evil seems to be on the run, but still we
battle on. How much longer either side
can hold, | do not know. What | can say
is that dark Mulmaster city seems to carry
on with an invigored desperation.



“Many of those cursed banite priests have
been afoot. They search for 'the dangerous
ones.” On what reasoning, | do not know.

“We dispatch them as we are able, but our
position is tenuous. For our safety, we aid
as many as we harm. | fear that for the
good, something must happen soon.”

JOURNAL ENTRY 69

SEEN IN THE MAGES' DEVICE

You see a great army of elves engaged in
battle with Moander. The elves loose a
tremendous arrow, laced with magic, and
it lodges in Moander’s heart.

JOURNAL ENTRY 70

DYING DRAGON

“Modthryth abuses the power Thorne
gave him. No more is he simply acting as
Thome's lieutenant. Rather he seeks his

own glory and the revival of the Cult of
the Dragon.

“Not willing to settle for any dragon, he
fosters bitterness between the dragons to
weed out the less powerful. Thorne will
kill him when he discovers the treachery.”

JOURNAL ENTRY 71
LETTER TO DROW CAPTAIN

Sark,

Our allegiance with the Zhentarim bears
fruit. They have taken live, a young, silver
dragon. It is coming here for the laborato-
ry. It will produce for us much of the holy
!:ine of Night. | look forward to welcom-
ing many new sisters to my web.

| dp not believe that the young worm will
fit in any of the normal cells. You must
make special arrangements for its brief
stay among us.

- Ahdk, Hand of Kalistes
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JOURNAL ENTRY 72

RAIZEL SPEAKS

“Before the storms began, | was taken
from a prison in Phlan. Even the best of
thieves find themselves in prison once in ,
while, but to be held as fodder for the
dragons is too much for me. | escaped a
few days ago and was looking to take a
few things in payment for my troubles.

“But it hasn't been easy. |'ve never seen
the likes of this dragon, Thorne. ‘Nasty’
isn't the word for him. Plus, I've heard he
has the horn of a beast from beyond this
world and that's how he makes the
storms. Some say the creature’s spirit
haunts the cave, others say the Realms
will face certain doom if the horn is heard
three times.

“But | have a plan to exact my revenge.

Dgpriving the dragons of their treasure

\t?;lll be a far greater revenge than killing
em.

“It occurs to me, however, that should we
team up against them, we could liberate
even more treasure.

“I show you the ways of this cave and you
provide some insurance in case we run into
any of the nasties. The dragons owe me for
the past month, so | get first claim on any
treasure. But there'll be enough for all.”

AL ENTRY 73

‘s RESCUE PLEA

the leader of the Swanmays —a

of rogue drow. We were resting in
afil Keep when the evil struck.

or the storms came, and the sun was
red, drow came up from the sewers
attacked the city. They took many
ners, and brought them underground.
s followed them here, but they were
»cting us.
/e were ambushed. | slipped away in
confusion, but the drow captured the
. They are being held in the dungeons
he east. | need your help to rescue the
s — my Swanmays, and the citi-
Zhentil Keep. If you do, I'll help
| get to Kalistes.”

URNAL ENTRY 74

ARKED PAGE IN THE

OK OF LEGENDS

1g ago, when the Dalelands were

0 founded, there was a King of Elves
ned Alanor. He had a daughter
urellin, who was said to be especially
even among the elvenfolk. A human
o, Brimwulf, chanced to catch Laurellin
ering her horse at a forest pond and

two fell in love.

ortunately, Alanor had made plans to
iy Laurellin to an elven noble and for-

tell him of her fate, but the hero per-
aded his princess to run away with him
Hillsfar.

de her to ever see the human adventurer
ain. Laurellin ran weeping to Brimwulf

When the city was fully under siege,
Brimwulf was visited at night by a spirit
from the hero’s patron deity, Tyr. The spirit
told Brimwulf to take his bride and flee by
night to preserve his life for Tyr's purposes
later, else he would surely die on the
MOITOW.

Brimwulf could not stomach leaving his
men in the High EIf's clutches and instead
made a bargain to serve Tyr after his
death. The spirit agreed and left.

Brimwalf led a sortie against King Alanor
the next day, and fought valiantly, strug-
gling to the High Elf's standard itself.
There he slew Laurellin’s father, but was
slain himself. When Laurellin heard of
the deaths of both her father and her hus-
band, her heart was bereft of all the gentle
emotions and she flung herself from the
heights of Hillsfar in despair.

It is said that Brimwulf now waits in his
tomb for Tyr's summons and Laurellin is
doomed to walk the land wailing for her
dead lover until she finds him again.

JOURNAL ENTRY 75

LEGEND OF THE FLAMING SWORD
The Flaming Sword was forged in the bat-
tle fought between Bane and Tempus. The
battle raged for a year and a day and their
ringing blows could be heard throughout
the Realms, but neither could gain the
upper hand. Finally, they clashed together
with a tremendous concussion which
rocked the firmament, and from that blow
fell a shard of flaming steel. Bane picked
up the shard and fled the field. That shard
has become the Flaming Sword and the
one who wields it will be invincible.
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JOURNAL ENTRY 76

CADORNA ANNOUNCES

His WEDDING

“Sasha is the final grace which will make
Dark Phlan the jewel of the new Realms.
Gothmenes recognizes this and has offered
to preside over my wedding. | am sure you
share my pleasure at being so honored.

"Shortly, you will see my bride as she
tours our fine city. Give her the welcome
she deserves. Make her feel at home.

“Alter our certain victory has been made
fact, Sasha and | will enjoy our honey-
moon traveling in our new lands and
sampling the novel pleasures they offer.

“Let the celebrations begin!”

JOURNAL ENTRY 77

IN THE WINNOWING ROOM

Freed, the slaves of the drow shake off the
effects of spider poison, and rummage
about for weapons. A man tells you, “If
you're going to go on, you have a scary
choice ahead. They divided up the slaves
here. Most went to the right. If you want
to free them, go that way. A few of the
most beautiful were taken to the left. They
were never seen again!”

JOURNAL ENTRY 78

THE RAKSHASA SPEAKS

“We have lived here for a long time in
quiet obscurity. Many of my brethren
were unhappy and now that Bane’s shad-
ow stretches across the Realms, we
th_ought it best to get involved and help
h!m. How to do that! By returning one of
his pets to him, Tyranthraxus.

'Th? Maharajah discovered how to trans-
fer life essence from one body to the next,
so we found the remains of Tyranthraxus
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and began the process of reanimating j;

Since your knights were conveniently
close, we used their bodies. | assure yo,
that you will lose no more. The work
Tyranthraxus is all but complete.” :

JOURNAL ENTRY 79
SHAL AND PETRA MEET

The two women circle each other warily,
A contest of wills seems to be taking
place. “Join me,” one hisses. “I hold the
key to the power of a god!” “Join me,” the
other whispers. “I have the strength to
throw down that key!” They circle each
other again.

Suddenly one charges forward, deadly
magic forming in her hands. The other
throws down her weapon. They embrace,
and suddenly there is one woman, a new
light glancing from her eyes.

“Hurry!” she calls to you. “The overlord,
Tanetal, is preparing to leave his lair at
Moander’s core! He will come here in
force! Flee to the Vessel of Moander!”
With a flick of her hand she vanishes.

JOURNAL ENTRY 80
ARTA'S STORY

I rejoiced when you escaped, Storm. | felt |
could face whatever death my fate decreed.
When we reached the Parlor and were told
our duties, | prayed for that death.

“We are nursemaids, Storm, nursemaids
for hellspawn. We warm their eggs, we
help them hatch, we provide their sport.
We — " her voice drops as she looks
away — “feed them. From our own ranks.
The old and tired provide their suppers.”

Arta catches Storm’s arm pleadingly. “Kill
them! You must kill the children, too!”

' ALTAR ROOM — CONTINUED
, Dennia stiffens. “There,” she
 staring intently at an empty
corner. “The assassin. Help me,

e. You must help.” She bursts for-
Jwith a cry. As the guards wheel

t, Daris rushes forward.

URNAL ENTRY 82
MINSTER'S ANALYSIS

this ring, Kalistes robbed the sun of
Now that she is lost, it will shine

is is a bitter blow to Bane. In the eter-

| night forced by the power of the

stal Ring, creatures of darkness were

o wander as they would. Now, at

t, they are confined to nocturnal activi-
No longer will vampires fly at noon!”

URNAL ENTRY 83

[TER ON FIRE KNIFE
\ DER'S DESK

Ungleow, Leader of the Fire Giants,

¢ have succeeded in taking over a wing
he steading. This hill giant shaman

ms a fool, and | don't see much opposi-
n fo your plans. He has not even

iced all the troops you have siphoned

. It is chaos here as usual, and the

side is at its weakest. We should
now, or risk Thorne’s intervention.

would remind you of your promises,
id, again, pledge my service to you.

avin, Fire Knife Commander

JOURNAL ENTRY 84

SHAL'S CONFESSION

“The woman with Marcus is not my sis-
ter. She is me. A part of me. My evil side.
Marcus used his cleaving magics to make
me into two beings, one of whom would
agree to do his will. He calls her Petra.

“Do you see why | must be brought to
her! Only | can bring her — my — pow-
ers back to the aid of Phlan. And even if |
should die along the way, reunion with
her could make me live again!”

JOURNAL ENTRY 85

THE ALTAR ROOM — CONTINUED
Suddenly a female drow bursts into the
room, dagger drawn. “Hern! To me!" she
cries as guards wheel about, surprised.

JOURNAL ENTRY 86

HiLL GIANTS OFFER A PLAN

The hill giants describe their plan in
monosyllables, with much fumbling over
the details. As best as you can make out,
the giants have rigged a wall of the fire
giant mage’s quarters to collapse. The
cave-in, they assure you, will kil the
shaman and cause enough confusion to
allow you to escape.

JOURNAL ENTRY 87

THE SKULL SPEAKS

“Seek out the Flaming Sword. It's wielder
is Bane's vengeance manifest and grows
more powerful with each setback you
cause him. With the Flaming Sword
wrested from his control, you will be able
to defeat him.”
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JOURNAL ENTRY 88

LOCASTE'S ARRIVAL

Locaste gives a great cry, and the party halts
before what appears to be an unbroken
wall of tightly-packed gossamer. It shim-
mers in the pale light. Locaste’s mount rises
up on its rear four legs and waves the oth-
ers, both drow and spider, about, its face a
mask of fear. Locaste drives it down with a
word. Even froma distance, her jaw
appears set, and her eyes burn fiercely. She
holds up the Ward and waits.

Alfter a breathless eternity, the gossamer
wall erupts. Spiders of all shapes and sizes
squeeze their way through, or leap off the
top, or pop up through trap doors and scut-
tle toward her. Her escort turns and runs,
but Locaste waits. Two Pets appear among
the spiders and approach Locaste in a
slow, almost stately sidelong march, toss-
ing aside the unlucky spiders that get in
their way.

They stop in front of Locaste. One loops a
noose of new, still-wet silk about the drid-
er's neck. Then both of them turn and lead
it forward, up to the wall, then through it.
Locaste is gone.

JOURNAL ENTRY 89

SILK'S RESCUE SPEECH

“I thank you for your help. Now my
Swanmays are free to fight against the
scourge of Bane. | will now help you.

“"Drow alchemists are draining the life
force of good creatures, and using it to
make the evil fluid, Fire of Night. Kalistes
uses it to make her pets. They store it in a
fountain on these grounds. Kalistes would
be greatly hurt if you destroy this fountain.

“The fountain is guarded by many traps.
The first is a series of gates. Passing
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through some will harm you. Part of th,
wall is an illusion. The second trap is 4
narrow bridge over a pit of spikes. Whe,,
you step on the bridge, there will be 3
flash of light. Cover your eyes! | know
nothing of the last traps. There is a secret
door to Kalistes’ temple grounds some-
where in the fountain chamber.”

She hands you a metal amulet with the
swan symbol of the Swanmays on it.
“Show this at the west guard post. The
sergeant is loyal to my family, and will [¢t
you by. And take these arms, you will
need them against the drow.”

She leaves and follows the Swanmays
back to Zhentil Keep.

JOURNAL ENTRY 90

PHLAN COUNCIL GUARD

“When we left the crater, Council
Member Sasha ordered us to continue to
Thar. As the only surviving member of
the council, she was the only person capa-
ble of gathering the scattered forces of our
army. She pressed on to Thar to see if Quil
and Kimarr really had found Taydome's
Keep. With the Keep in her possession,
she could rule the giants as Taydome had
ages ago. With ogre and giant allies, she
thought Phlan could resist the evil of
Bane's minions.

“We found the Keep, following the
mages’ map. The place was quiet so we
began to relax. When we were resting,
ogres ambushed us and the Captain went
down right away. As | escaped, | saw one
of those mages just watching the fight. |
am not sure which one was the traitor,
Quil or Kimarr, but if you ask me, |
wouldn't trust either of em’.

s must rescue the council member. |

v she is trying, but without her, we
~ot rally our scattered forces. | would
but my wounds would only slow you

URNAL ENTRY 91

JOLN'S STORY

e encountered citizens in the wilder-

, speaking of horrors happening
oughout the land. Council Member

ha told them she would not detour

m her task, but some joined us to fol-

y the Phlan banner. We met many

res and giants in Thar, and our party

s less than a dozen when we reached
vdome's Keep. We were ambushed in

» Library by the two mages, Quil and
marr. They came out of nowhere. |

ink they must have found secret pas-

ges in the Keep. We were captured, but
anaged to elude my guards. | fear that |
ot retrace my steps. | am weak, but

Il give you what aid | can.”

JURNAL ENTRY 92
JENNIA EXPLAINS THE

ERS AND AMULET

sse are called Daggers of the Mind. Be
eful — the blades are coated with a
adly poison. The slightest scratch will

wu.

“Each drow who must face Shest is given
this weapon. During the final test, Shest
decides if the drow is too weak to become
a great magic user. All who fail become
driders, as my daughter did. But it is said
that during one terrible instant, while he
yet retains his will and thoughts, a drow
can feel the transformation begin. At this
time the drow may use this dagger to end
it. Permanently.

“The amulet is prized among my people.
Those who carry it cannot be sensed by
spiders.”

JOURNAL ENTRY 93

THE ORACLE SPEAKS

“Gyuard yourselves. Guard our Lady.
Guard the hands that open doors. | sense
among us someone who is not of us and
who wishes us harm. Everyone, go now.
Guard our Lady and her hands that open
doors.”

JOURNAL ENTRY 94

PETRA MOURNS

The woman sees the body of Shal, and
utters a long unearthly wail of despair.
Then, with a mad glint in her eyes, she
turns on you. “Could you not have saved
me! Now my will to resist evil is most
certainly dead. There is nothing left but
the dark forgetful embrace of Moander —
for me and for you.” Darting forward, she
snatches up the body, and flees to the
north.

JOURNAL ENTRY 95

SERVANT'S JOURNAL
...and it has been made known that my

Lord Taydome has agreed to help the.ogres
and giants with their concerns, especia...



...and their war with the Gold Dragons,
in return for their servitude. The debt is to
be extended to one thousand generations.
| have seen him work this contract into a
spell confined to the walls of the Keep.
Not all of the giant tribes have agreed, for
many consider extension of debt to poster-
ity a grave injustice. But those who have
agreed to his treaty...

...has cast the spell several times today,
each time enslaving more ogres and
giants. My Lord considers it payment for
the number of his human servants the
monsters have slain outside the walls of
his Keep and hence outside of the range of
his spell. They dare not take his life, for he
still has some usefulness to them, but |
fear for mine.

JOURNAL ENTRY 96

SHAL REDUX

“Yes, | am back here. You remember |
tried to ascend the tower. | fell with
wounds that seemed fatal. But Marcus
had me healed and imprisoned once
again. Perhaps he is afraid of what Petra
might do if | were to die.”

JOURNAL ENTRY 97
TRANED

“Traned, my dear fellows, at your service!”
The irrepressible halfling woman takes a
bow. “Until lately a Tragedian, now | act
like a drow female for a living! And look!
It pays well!” She displays her drow
armor, weapons and a silver shield.

“Hey, good to see someone’s come to help
us folks out. Did you happen to step on
that vile Manshoon on your way int He's
the evil man that's partners with the drow.
Magic or no, I'd like to put an arrow into
him. Can [ join up with you!"
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JOURNAL ENTRY 98
MAP TO THE RED RIDER'S LAIR

g ] | : L
e
e
KEY “. ER Lair
JOURNAL ENTRY 99
THE OMINOUS TOWER

You see in the distance a tall black slab ris-
ing out of the trees of the Elven Court.
Around the base, a stone wall surrounds a
wild garden. As you draw closer; the foul
mists that shroud the top of the monolith
dissipate for a moment, and you see the
tower rises to meet a small dot suspended
high in the sky.

JOURNAL ENTRY 100
Drow's TALE

“Deliberately, we think, Marcus chose to
destroy one of our underground cifies
when he entombed Phlan below this
tower. He hates the drow! We hear tell
that a woman mage with him is key to his
burgeoning power. We aim to kill her.
Wiill you help ust Do you know anything
about her!”
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All = All characters in combat
T
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/Wl = per level of caster

r = combat rounds
g
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rad = radius

largets = aim at each target t = turns
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 listing of spells available to player characters s they gain in level. Following are
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1 Must have ready arrows to fire. Two Attacks per round.
2 Must have ready bolts to fire. One Attack per round.
t=fighter, cl=cleric, th=thief, mu=magic-user

Weapons Table
Bow, Composite Short'
Morning Star

FFPick, Military
Staff, Quarter

| Scimitar
Sling

§ Staff, Sling
Sword, Broad

" Sword, Long
Sword, Short
Spear

' Trident

Pike, Awl

Bow, Short'
. Club
Crossbow, Light?
FDagger
Dart
- Fail
Halberd
¥ Hammer
Javelin
" Mace

| Bow, Composite Long'

Axe, Hand



Fourth Level Clerical Spells
Spew Name When Rug Arr Dunamion
Gure Serious Wounds N NPT e, e
Cause Serious Wounds Cmbt i 1 -
| Neutralize Poison ool | e R R L -
Poison Cmbt T 1 -
\PProtection from Evil 10'Radius ~ Both T 0 U0 2da v
Sticks to Snakes Cmbt 3 1 2/
Fifth Level Clerical Spells
Seewt Name Whex Rua Anea Dunsnon
[iCure Critical Wounds Bath B R . B TR R
Cause Critical Wounds Cmbt T 1 -
Flame Strike Cmbt 6 1 -
Slay Living Cmbt 3 1 -
Sixth Level Clerical Spells
Srewt Name When Rug Anga Duranion
Harm Cmbt T 1 -
Whea Rl ™ TR PR R T s il
Seventh Level Clerical Spells
SeeL Name Ween ] Area DuraTion
 Destruction YRR TR T
Energy Drain Cmbt T 1 -
N . o e Gl 0 DTRRCSR.G N W W @S
Restoration Camp T 1 -

First Level Druid Spells (For High-Level Rangers)

SeuL Name Wrex Rws \ Angn Dusnion
Mg | 5. Rl . el I T L™ M N
Entangle Cmbt 8 4 dia 1t
. Faerie Fire R R U I SRIRG, R el
Invisibility to Animals Both T 1 1t+11/IvI
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Druid Spells (For High-Level Rangers)

When Rug Arer Dunarion
B To.. ~  Creawe " 4wiciviCham
Cmbt 8 1 special
Druid Spells (For High-Level Rangers)
Waen Rws Area DuRaTiON
P v G W _TRRITEE T T LR W
Cmbt 8 1-4 2wl
T T TR TR MR T
Fire Both J{ 1 Special
R When Rue ARer DunaTion
Cmbt 12 1 =
LT TR TR W TR VIR L T
Both S5/l 1 1wl
UL T B AN TR IR
Cmbt 0 Al vl
Both T 1 2/l
RN "R W e T e ¥
Camp 0 1 2/l
\BGSD Cmbt I 1 -
d Level Magic-User Spells
'8 Wien [ ] Area Dunarion
Both T 1 special
R Rt R L o i o3
: Both 0 1 2/l
T T TR TN T R R
Cmbt 3 262 /vl
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Third Level Magic-User Spells

Seeu Name Ween Rue Area Durarion

© Blink Both 0 1 /vl
Dispel Magic Both 12 3x3 -

* Fireball Cmbt 10+l 7 dia N
Haste Both 6 4x4 3r+1/lvl

" Hold Person Cmbt 12 14 20/
Invisibility 10" Radius Both T 2dia special

~ Lightning Bolt Cmbt 44vl 48 -
Protection from Evil 10’ Both T 2 dia 2r/vl

! Protection from Good 10’ Both T 2dia 20wl
Protection from Normal Missile Both T 1| /vl

 Slow Cmbt GVl a4 31N

Fourth Level Magic-User Spells

Speu. Name When Rus Anea Duramion

¥ Charm Monster Cmbt 6 1 special
Confusion Cmbt 12 2-16 2r+1/vI

| Dimension Door Cmbt 0 1 -
Fear Cmbt 0 6x3 cone /vl

¥"Fire Shield (2 Types) Both 0 1 21/
Fumble Cmbt Ml 1 /vl

¥lce Storm (Dmg only) - Cmbt ™ 4dia -
Min Globe of Invulnerability Both 0 1 1r/vl

© Remove Curse Both T 1 e
Bestow Curse Cmbt T 1 1l

Fifth Level Magic-User Spells

Speu Name Wren Rus Anea DuraTion
Cloudkill Cmbt 1 33 /vl
Cone of Cold Cmbt 0 .5/Ivl cone :
Feeblemind Cmbt 1w 1 -
Hold Monster Cmbt S/l 1-4 1r/ivl
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el Magic-User Spells

When Rig Anea DuRATION
Both 0 1 vl
Both 12 33 - A
Cmbt 104 7 dia T
Both 6 4x4 3r+1/vl

S0l Cmbt 12 14 2

lity 10° Radius Both T 2 dia special

ing Be Cmbt A4l 48 “

jon from Evil 10° Both T 2 dia 20wl

on from Good 10 Both T 2 dia 2

jon from Normal Missile  Both T 1 1

ki Cmbt 9+l axd 31

h Level Magic-User Spells

' When Ric AneA DunATION
Cmbt 6 1 special
Cmbt 12 2-16 241/l
Cmbt 0 1 -
Cmbt 0 6x3 cone /vl

eld (2 Types) Both 0 1 241/
Cmbt /vl i /vl

rm (Dmg only) Cmbt ml 4 dia -

lobe of Invulnerability Both 0 1 1/l

: Both T 1 - 18

w Curse Cmbt T 1 1M

.evel Magic-User Spells

M When Rwe Anea DuraTion

‘ Cmbt 1 33 ol
Cmbt 0 5/l cone -
Cmbt i 1 -
Cmbt S5/l 1-4 1/l
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| Advancement Tables

Sixth Level Magic-User Spells £
St Waen - da " ollowing charts show the amount of experience a character must earn in order to
' DeathSpell  Cmbt 5 | S A BE v a level in hi_s character c!ass. The charts also list the number of spells that a character
Disinlegrae ok S Special X ve memorized at one time. Fighters and Thieves can never memorize spells.
 Globe of Invuinerability Both oW s 1 1w ember that all experience earned by a non-human, multiple-class character is divided
Stone to Flesh Both 1/l 1 . e number of classes the character has. The experience is divided even after the char-
FleshtoStone W cl o TR el 1 Wi % reached his maximum level in a particular class. A Human dual-class character
s experience in his second class. The character cannot use the abilities of his first
Seventh Level Magic-User Spells su il his level in his second class exceeds his level in his first class.
Seeu Nawe Whe [ Anea Dunarion 4
“DelayedBistFieBal  Cmbt  10dM  7da Specia uiscr
Mass Invisibility Both "M Specal Special e o e
TPowerWod, S cCme 0 sM T 1T L Special Expemece Dice it B 4 oot ol 8
0-2,500 104 RPN B Fe [y - e
Eighth Level Magic-User Spells 2,501-5,000 204 B L B )
SpeLt Name When Rno Anga Dunaion 5,001-10,000 3d4 ok R W T
“MassCham  Cmbt © Gpecidl  Special 10,001-22,500 ad4 B s iy
Mind Blank Both 3 1 1 day 22,501-40,000 5d4 A ag N B ek
" OtiosmesistibleDance ~ ~ Cmt T 1 . 25 40,001-60,000 6d4 4 2 2 =2 el .
Power Word, Blind Cmbt S5M 3 dia Special 60,001-90,000 7d4 4SBT e e
90,001-135,000 8d4 4 3" oF it - -
Ninth Level Magic-User Spells 135,001-250,000 a4 423 - 3 AZ AV - = ~L e
Sre Nawe When . - -, 250,001-375,000 1004 ¥ 4 \\SAer 5g :
“MeteorSwarm  Cmbt 4 Specal - 375,001-750,000 11d4 U R S et
Monster Summoning Cmbt 0 Special 1 battle 750,001-1,125,000 11d4+1 St T e =S -
PowerWord. Kl cmbt  25W  Specid - 1,125,001-1,500,000 11d4+2 e Rt S -
1,500,001-1,875,000 110443 T R T
1,875,001-2,250,000 11d4+4 5 AT ST Y e
! 2,250,001-2,625,000 110445 S Pl o e e
2,625,001-3,000,000 110446 DS A8 B T E R R
3,000,001-3,375,000 11d4+7 SRR RS g A

leve after 18th requires 375,000 experience points and character gains 1 hit point
$able only with 10+ Intelligence. 2 Usable only with 12+ Intelligence. 3 Usable only with 14+ Intelligence. 4 Usable only with
nlelligence. 5 Usable only with 18+ Intelligence
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Cleric

Hir Numeen of CLERIC SPELLS PER LEVEL
LeveL EXPERIENCE Dice L oBone e 185uil uo B
TN R L L B AR -
2 1,501-3,000 2d8 2 - = I L
h 2 ¢ ’ ‘ & | a0
4 6,001-13,000 4d8 T e e o]« =

6 27,501-55,000 6d8 -

PR T T % 2 oW

8 110,001-225,000 8d8 <R

10 450,001-675,000

g
w
a

12 900,001- 1,125,000

g
=)
o
o
w
o
o
.
=

14 1,350,001-1,575,000 9d8+10 g 58 6005 3 2" -

e

16 1,800,001-2,025,000 9d8+14 T R R R e

[

18 2,250,001-2,475,000 9d8+18 8§ "8 8T 54T

E:IMW1MWMZZS.MWMWMWMZMM. 1 Usable only with 17+ wisdom. 2 Usable only with

Cleric’s Bonus Spells
1

+

-
w

+1

—
l

+2

l
-
'
'
L |

-
~

+2 +2 +1

Note that these bonus spells are only available when the cleric is entitled to spells of the applicable level. Thus an th-level cleric with a Wisdom
of 18 can memorize the following spells:

Numeen oF SpewLs
1 2 3 4 5
8th-Level Cleric with 18 Wisdom 5 § 4 3 =
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Numeen oF SPeLLS PER LEVEL
H Dauin
Dice 1 2 3 1 2 2 :
308 e b i e
7d8 HTheT N e
e T T s e A L e T
9d8 Tt = =2l E3 -
325,001-650,000 11d8 2 s ¢ 1 T
001-975,0 T B, T N N T gy
975,001-1,300,000 11d8+4 2 BT 2- A
1,625,001-1,950,000 11d8+8 2.2 = 2 3
2,275,001-2,600,000 11d8+12 2" 201 2 27
RO, T 1, T e T2 e THL 2N L
2,925,001-3,250,000 11d8+16 2 N2 2 W2
) lovel after 18th requires 325,000 experience points and character gains 2 hit points.
mum spell ability
Hir Nussen oF CLEricAL SPELLS PER LEVEL
EXPERIENCE Dice ey Tl Sl | .
DN ™ e P ) VW W, L TR
2,751-5,500 2410 o .
12,001-24,000 4d10 e
924 y ’_;Lv‘.__- o T i ,»-« 3 ‘ - - " , g ! Vo1
) 45,001-95,000 6d10 EB b
} 175,001-350,000 7 8d10 T HeeiehEN e
700,001-1,050,000 941043 20 = At
¥ 1‘m.m_
Paladin continues...
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Leve  Expemience Dice
R t0MT1TS0008 K BT 22 e LoWE & o T

13 1,750,001-2,100,000 9d10+12

e e, <

i o 2100001-2450000+ . COEOAS. Sl 2 1 & ededlieen

15 2,450,001-2,800,000 9d10+18

416 .. 2800001315000 - 941020 .8 3 1 A4 e

17 3,150,001-3,500,000 9d10+24

R U

g ma 2 -]

18 3500001-3850000 .. OHMMZT . @ @ 3 .1 wmwow

Each level after 18th requires 350,000 experience points and character gains 3 it points.

Fighter

Leve  Expemence

i 2000 . m-
2 2,001-4,000 2410

- 8,001-18,000 4410
5 1800135000 600
6 35,001-70,000 6d10
7 70001125000 7010
8 125,001-250,000 8d10

9 250001500000 910
10 500,001-750,000 9d10+3
11 7500011000000 941046
12 1,000,001-1,250,000 9d10+9
14 1,500,001-1,750,000 9d10+15
15 1750001195000 9410418
16 2,000,001-2,250,000 9d10+21
18 3,000,001-3,250,000 9d10+27

Each level after 18th requires 250,000 experience points and charac-
ter gains 3 hit points.
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Thief

Hi
Lever  Expemence Dice
OGN N T e
2 1,251-2,500 2d6
3 2501500 T %8
4 5001-10,000 4d6
5 1000120000 (56
6 20,001-42,500 6d6
7 425010000  7d6
8 70,001-110,000 8d6
10 160,001-220,000 10d6

& |
14 880,001-1,100,000 10d6+8
16 1,320,001-1,540,000 10d6+12
18 1,760,001-1,980,000 10d6+16

Each level after 18th requires 220,000 experience points and charac-
ter gains 2 hit points.

Hillsfar
Ref Card



Hillsfar

Installing the Game :
1. Place the Forgotten Realms CD with Hillsfar into your CD-ROM driye
2. Access the drive containing the CD. /
3. From the root of the CD, enter “DOSSETUP".
4. Follow the on-screen prompts.

TO TRANSFER POOL OF RADIANCE or CURSE OF THE AZURE BONDS
CHARACTERS TO HILLSFAR

BEFORE YOU TRANSFER CHARACTERS :

In the Pool of Radiance or Curse of the Azure Bonds game, go to any training ares
and use the “Remove characters from party” option. Repeat this step for each
character you wish to use in Hillsfar.

TRANSFER CHARACTERS TO A HILLSFAR SAVE GAME DISK:

Run the COPYHILL utility and follow its instructions.

USING TRANSFERRED CHARACTERS:

Simply follow the load instructions and the transfer character instructions as
described in the rule book.
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Eye of the Beholder Trilogy
REQUIREMENTS FOR EYE OF THE BEHOLDER:

The minimum system requirements for EYE1 are:
640K of RAM A Hard Drive with 3.2 MB free MS-DOS 3.3, 4.01, 5.0, or 6.0
Color Monitor VGA, MCGA, EGA, CGA, or Tandy 16-color graphics
The minimum amount of RAM required to play the game fully-featured (all featureg
available at recommended speed of play) is:
565,000 BYTES OF FREE BASE RAM
0 BYTES OF FREE EMS/XMS

Note: hard drive size and total system memory available have no bearing on
free RAM.

To check your free RAM, type CHKDSK from within the DOS directory.
The free base RAM is listed as “BYTES FREE” on the bottom line of the CHKD.-
SK display. Compare the listed amount to the amount of free memory required
by the game. If your amount is lower than the game requires, read the instruc-
tions given under the “Memory” section of this data card.

REQUIREMENTS FOR EYE OF THE BEHOLDER I :

The minimum system requirements for EYE2 are :
640 K of RAM A Hard Drive with 3.8 MB free MS-DOS 3.3, 4.01, 5.0, 6.0 Color
Monitor VGA, MCGA or EGA

The minimum amount of RAM required to play the game fully-featured (all fea-
tures available at recommended speed of play ) is:
570,000 BYTES OF FREE BASE RAM
0 BYTES OF FREE EMS/XMS

The minimum system requirements for EYE3 are:
640K of RAM (4MB Recommended) A Hard Drive with 9.5 MB free MS-DOS 3.3,

4.01, 5.0, 6.0 Color Monitor VGA graphics Microsoft Mouse or 100% compatible
A disk cache (recommended for greater speed)

The minimum amount of RAM required to play the game fully-featured (includes
digitized sound effects or disk cache ) is: )
575,000 BYTES OF FREE'BASE RAM
2,097,152 BYTES OF FREE EMS

The minimum amount of RAM required to play the game partially featured
(includes digitized sound effects or disk cache) is:
575,000 BYTES OF FREE BASE RAM
1,048,576 BYTES OF FREE EMS

The minimum amount of RAM required to run (no digitized sounds or disk cache)
the game is:

575,000 BYTES OF FREE BASE RAM
0 BYTES OF FREE EMS
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e games : . \
1.t hToginstall the game, place the CD with EYE OF THE BEHOLDER in

your CD-ROM drive. Access the drive.

2. Go to the root of the CD

3, Type DOSSETUP and then press Return.
4. Follow all the on-screen prompts.

r Li'rTNgI':nEaf nl:xiify the following configuration features for your particu-
F 'Follow the instructions as they appear on screen for each gfa\me.ﬁon
. You must configure each game individually. EYE1 asks fc_>r cor(\1 |t<_3ufrare
foations each time you start the game. EYE2 must be conflgure| e %mme-
\q for the first time by typing SETUP. EYE3 confngpratton takes ;tJaclzet :

v after install. Sound may be reconfigured by typing SOUND at a late

i i i d in conjunction
ut Device : The mouse ( item manipulation ) use
wi?h the keyboard (movement) is recommended for EYE1 and EYE2.
e mouse is required for EYES3. .
1S-l’t‘)und Device :qSeIect the type of sound on your system. Available
choices vary from game to game.

,. THE GAME :
‘ N? Boot your system normally with MS-DOS 3.3, 4.01, 5.0, or 6.0. To

i - ial memory

lay EYE 3 partially or fully-featured, a commercia |
ﬁ\?rlwager, sugh as QEMM, that allows you to make use of EMS is
required for DOS version 3.3 and 4.01.
Be sure you keypad's NUMBERLOCK is turned pﬁ. ' F
Be sure that the hard disk containing the game is the active dnve.|
Change the current directory to the game’s directory. For example,
to change to the default directory for EYE 1, EYEZ2, or EYES type
CD\EYE1, CD\EYE2 or CD\EOB3 respectively, and press

r/Return.
D. 'EI':;Z START for EYE1 and EYEZ2, or EYE for EYE3 and press
Enter/Return to start the game.

LS

Y PROTECTION

nswer the verification question, find the indicated sympol (EYE1) or page and
4 (EYE2 and EYES3) in the copy protection answer section.

ING GAMES

1 allows only one save. EYE2and EYE3 allow multiple saves. Saved
s must be saved to the hard drive.
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GETTING STARTED QUICKLY

To begin any of the games right away, select the load game option from the open-
ing menu and load the existing save.

PLAYING EYE1, EYE2, or EYE3

For cor'nplete and specific “how to play” information, please refer to the appropriate
manual.

TRANSFERRING A PARTY FROM EYE1 TO EYE2

To transfer a party use DOS’s COPY command to copy the file EOBDATA.SAV
from the EYE1 directory to the EYE2 directory. After the game starts, choose the
TRANSFER EOB 1 PARTY option from the opening menu. Play proceeds once
the_ E.YE1 party is loaded into the game. Transferred characters retain most of
their items. The spells stone skin and flame arrow are not supported in EYE2.

TRANSFERRING A PARTY FROM EYE2 TO EYE3

_From the EYE 3 directory, type CHARCOPY. Follow the on-screen prompts to
inform the program where your EYE2 saves are located. Select the drive and path
name of where these files are located and press Enter/Return. The utility locates
the saves and lists them by the names you gave them. The save game listed as
FINAL (Game Finished) is the save game for those of you who completed EYE2
successfully. Select the save game you wish to transfer. When the utility is fin-
ished, type EYE to start EYE3. Select the SUMMON THE HEROES OF DARK-
MO_ON option from the opening menu. Transferred characters will retain most of
phel;\l ?:%:ipment. Only the first four characters in a party will be transferred, includ-
ing ’s.

TROUBLESHOOTING

This section provides you with several easy steps to solve some common prob-
lems. Lack of memory is the most common and the ‘Memory” section is a good
place to start.

MEMORY

EYEY, EYE_2 and EYES require 565,000 or 575,000 bytes of free base memory to
run respectively. Read the front page of this data card to find out how to check
your free RAM. A computer with 16 megabytes of RAM can easily run out of free
basg memory. If you do not have enough free base memory, the game may tell
you in the form of an error message, begin to run poorly, or not at all. If you have
found that your free RAM is too low, you can correct this by adjusting your CON-
FIG.SYS and AUTOEXEC.BAT files that work for DOS 5.0 or higher only. DOS
3.3 and 4.01 require a commercial memory program to make use of EMS. See
the follpwmg section for instructions on editing these files. Remember: altering
these files may affect the way other programs run on your machine, so save
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25 of your current files.

CONFIGSYS AUTOEXEC.BAT
FILES=25 PATH=C:\;C:\DOS;C:\MOUSE
BUFFERS=25 PROMPT $P$G

DEVICE=C:\DOS\HIMEM.SYS LOADHIGH MOUSE
DEVICE=C:\DOS\EMM386.EXE2560

DOS=HIGH,UMB

her way to free more memory without changing your normal system configura-
create a boot disk. A boot disk is the best way to temporarily change
stem’s configuration without possible side effects. A generic way to create
oot disk is as follows: Place a blank disk in your A:drive. NOTE: It must be
r A: drive to operate properly. At the DOS prompt, type FORMAT A:/S and then
ss Enter/Return. After the boot disk is finished formatting, you may wish to cre-
, CONFIG.SYS or AUTOEXEC.BAT files on the boot disk.

TING YOUR CONFIG.SYS OR AUTOEXEC.BAT FILES

-DOS comes with a text editor. If you need to change or create a file, type
T filename (replace the word filename with the appropriate name of the file).

)TE: You should back-up or copy your original CONFIG.SYS and AUTOEX-
BAT files before altering them so you can restore them to their original
figurations.

UND CARDS

ou are experiencing problems with your sound card, try running the diagnostic
tware that comes with your card. 80% of all sound card problems are due to
staken configurations.

/ou are running a sound card that is not listed on the box label of this game, or
running a sound card in an emulation mode, your results may not be optimal.
5 game was tested only on the listed cards.

/Ou are experiencing problems with the game, try configuring the game for no
und. If the game will now run normally (but without sound, of course), then you
bably need to reconfigure your sound. Type the proper configuration com-

in the appropriate game directory, correct the IRQ setting, and try starting

' game again. If your game still will not run, consult the manual that came with

Ur sound card for diagnostic procedures.

)TE: The Pro Audio Spectrum sound card in EYES is supported in Sound
iISter mode. Make sure that the following line is in your CONFIG.SYS file:

DEVICE = C:\PROAUDIO\MVSOUND.SYSd:1Q:7 (or Q:5)

line is not in your CONFIG.SYS, consult your Pro Audio Spectrum manual
ails on how to install sound card software.
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MOUSE SETUP

If your mouse is not functioning, you should make sure the driver has been loadeq

Windows and other programs of its type have built-in mouse drivers that dgo -

not function outside of their environment. Loading a mouse driver may be as
simple as typing MOUSE (and pressing Enter/Return) before starting the game,
Since the command differs from mouse to mouse, consult your mouse user's
guide.

If your mouse is acting erratically, it may be due to a software conflict or it may not
be fully compatible with this game. Check with the mouse manufacturer to see if
there is an updated mouse driver available.

Dungeon Hack
Ref Card

N

A



Dungeon Hack
REQUIREMENTS
The minimum system requirements for this game are :

2MB of RAM

MS-DOS 5.0 or 6.0
386/25 MHz processor
A CD-ROM Drive

VGA graphics and a color monitor
A Hard Drive with 12 MB free
A 100% Microsoft Compatible Mouse

In addition to the basic system requirements, you must also have 3.1 megabytes
of space free on your hard drive for saved games. Each saved game will require
approximately 255K of disk space.

The minimum amount of RAM required to play the game fully-featured is :

575,000 BYTES OF FREE BASE RAM
960,000 BYTES OF FREE EMS (To Have Digitized Sound Effects)
1,048,576 BYTES OF FREE XMS (To Have Optimal Game Performance)

The minimum amount of RAM required to run* the game is :

575,000 BYTES OF FREE BASE RAM
960,000 BYTES OF FREE XMS (To Run the Game)
*Features disabled in this configuration: no digitized sound effects are available.

If you must run the game with less than 960K of XMS, the game may begin in
“Reduced Decoration Mode” where decorative graphics are not displayed.

If you have enough memory but simply want to speed up game play, you may
switch between “Reduced Decoration Mode” and “Full Decoration Mode” by press-
ing the F1 key at any time.

Note: hard drive size and total system memory available have no bearing on
free RAM.

To check your fee RAM, type CHKDSK from within the DOS directory. The free
base RAM is listed as “BYTES FREE” on the bottom line of the CHKDSK display.
Compare the listed amount to the amount of free memory required by the game. If
your amount is lower than the game requires, read the instructions given under the
“Memory” section of this data card.

Installing the Game :
1. Place the Forgotten Realms CD with DUNGEON HACK into
your CD-ROM drive.
2. Access the drive containing the CD.
3. From the root of the CD, enter “DOSSETUP".
4. Follow the on-screen prompts.
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FIGURING THE GAME

- installation, you may modify the sound configuration for your particular sys-
" Select the type of sound on your system. Valid selections are: Roland,

;nd Blaster Regular/Pro, Adlib, Media Vision Thunderboard, PC_ Spea_ker, or

e. If you wish to change the sound configuration after installation, simply type
D (and then press Enter/Return) while in the game directory and follow the
sen prompts.

NG THE GAME

1. Boot your system normally with MS-DOS 5.0 or 6.0.
2. Be sure that the hard disk containing the game is the active drive.
3. Change the current directory to the game’s directory. For
example, to change to the default directory type CD\HACK
and press Enter/Return.
4. Type HACK and press Enter/Return to start the game.

PROTECTION

answer the verification question, find the indicated page, the indicated heading,
| word in the copy protection answer section. Do not count headings or titles
en you count words. For example, on page 11, under the heading “Single

ss vs. Multi-Class” the fourth word is “dedicates”.

ING GAMES

may only save your games to your hard drive. Save games require approxi-
ely 255K of disk space each. There are 12 “slots” available for saved games,
he total amount of disk space needed could total over 3.1 megabytes.

LE BOOK ERRATA WITH THE ON-LINE MANUAL **PLEASE BE AWARE OF
SE GAME CHANGES!**

yboard Support _
@ following are the keyboard commands supported in DUNGEON HACK™.

C Camp .
=1 Toggles Reduced Decoration Mode/Full Decoration Mode.
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mp Menu Keys

P Pray for Spells Bor<ESC> Break C
g/l Memorize Spells Eor X Exit the g;nrge( Foe v e
Save a Game R Restore a Saved Game
Keypad Keys
Note that NUM LOCK must be turned off.
7 Turn Left 8 Move Forward 9 i
Turn Right
4 Move Left 5 Move Backward 6 Move Rgi’ght
2 Move Backward

_(I:jettlng Started Quickly
0 exit the animated introduction and access the openi i
pening menu, simply press th
IiSC key. Select the CHOOSE CHARACTER option from the openinrg’;ympenu anc;a
L x%?ocrzzc:g:eggrg pr;e r?z: the |,f3re-generated characters. Use this character to
€ Interface. If you wish to create your own charact
CREATE CHARACTER option from the opening rr):enu. i«

TROUBLESHOOTING

This section provides you with several eas
y steps to solve some common prob-
lems. Lack of free memory is the most comm i ot
on and the . i
B e e Memory” section is a

MEMORY

This game requires 575,000 bytes of free base memory to run. R
page of this data card to find out how to check your frga RAM. A cegrig::?efr" 33::1 16
megabytes of RAM can easily run out of free base memory. If you do not have
gnqugh free base memory, the game may tell you in the form of an error message
egin to run poorly, or not run at all. If you have found that your free RAM is too ’
Ipw, you can correct this by adjusting your CONFIG.SYS and AUTOEXEC.BAT
files or by creating a bootable disk. Below are sample bONFIG.SYS and
AUTQEXEC.BAT files for DOS 6.0 users. See the following section for instructions
on editing these files. Remember : altering these files may affect the way other
programs run on your machine, so save copies of your current files.

For DOS 6.0 Users

FlLEgl—z's s PATTH i
ey =C:\;C:\DOS;C:\MOUSE
BUFFERS=25 PROMPT $P$G

DEVICE=C:\DOS\HIMEM.SYS LOADHIGH MOUSE

DEVICE=C:
D OS=H|GH'\8,\OA§\EMM386.EXE 1024 LOADHIGHC:\DOS\SMARTDRV.EXE512

pOS 5.0 Users
e sure the following modifications to the files above.
-+ Add to the CONFIG.SYS
DEVICEHIGH=C:\DOS\SMARTDRV.SYS 512
* Remove from the AUTOEXEC.BAT
LOADHIGH C:\DOS\SMARTDRV.EXE 512

other way to free more memory without changing your normal system configura-
is to create a boot disk. A boot disk is the best way to temporarily change
r system’s configuration without possible side effects.

ate a boot disk by placing a blank disk in your A: drive. (NOTE: It must be your
ive to operate properly.) Next, at the DOS prompt, type FORMAT A:/S and

{press Enter/Return. After the boot disk is finished formatting, you may wish
create CONFIG.SYS and/or AUTOEXEC.BAT files on the boot disk. Please
er to your DOS manual for instructions on how to create these two files.

start the game with this boot disk :
~ 1) Place your boot disk in your A: drive.
2) Reboot your machine (Ctrl-Alt-Del on the keyboard, or hit the reset button).

tel your machine reboots, make your hard drive the active drive and change to

ﬁirectory where you have installed the game. Once in the game directory type
CK to start the game.

TING YOUR CONFIG.SYS OR AUTOEXEC.BAT FILES

-DOS comes with a text editor. If you need to change or create a file, type
filename (replace the word filename with the appropriate name of the file).

)TE: You should back-up or copy your original CONFIG.SYS and
TOEXEC.BAT files before altering them so you can restore them to their
iginal configurations.

D CARDS

you are experiencing problems with your sound card, try running the diagnostic
ftware that comes with your card. 80% of all sound card problems are due to

staken configurations.

you receive the message NO DIGITIZED SOUNDS when the game first loads,
‘f need to free up more EMS. DUNGEON HACK™ requires at least 960,000
8s of free EMS for the digitized sound effects.

you are running a sound card that is not listed on the box label of this game, or
running a sound card in an emulation mode, your results may not be optimal.
lis game was tested only on the listed cards.

You are experiencing problems with the game, try configuring the game for no
und. If the game will now run normally (but without sound, of course), then you
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probably need to reconfigure your sound. Type SOUND at the game directory,
correct the IRQ setting, and try starting the game again. If your game still will net
run, consult the manual that came with your sound card for diagnostic procedureg

MOUSE SETUP

If your mouse is not functioning, you should make sure the driver has been loadeq

Windows and other programs of its type have built-in mouse drivers that dq
not function outside of their environment. Loading a mouse driver may be as
simple as typing MOUSE (and pressing Enter/Return) before starting the game.
Since the command differs from mouse to mouse, consult your mouse user’s
guide.

If your mouse is acting erratically, it may be due to a software conflict or it may
not be fully compatible with this game. Check with the mouse manufacturer to
see if there is an updated mouse driver available.

GATEWAY i SAVAGE FRONTIER
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to the Savage Frontier

em Requirements : To play this game you must have an IBM or compatible
suter with at least 640K of system memory; a hard drive and a CD-ROM drive;
‘a VGA, MCGA, EGA, Tandy 16 color, or CGA graphics adapter. Your hard
must have at least 2.0 megabytes of available hard drive space to install the

Ml resident programs may reduce your available system memory below the min-
m required for this game. Some memory management software may interfere
h the sound effects. The mouse and joystick do not work with Tandy 16 color
aphics. If you have a Tandy, be sure the printer is on.

talling the Game :

1. Place the FORGOTTEN Realms CD with GATEWAY TO THE
SAVAGE FRONTIER into your CD-ROM drive.

2. Access the drive containing the CD.

3. From the root of the CD, enter “DOSSETUP".

4. Follow the on-screen prompts.

arting the Game : Boot your computer with DOS version 2.11 or higher. If you
) going to use a mouse, make sure that your mouse driver is loaded before

rting the game.

ien playing from a hard disk, access the GATEWAY directory, type START and

he ENTER key. When playing from floppy drives, place your Play Disk 1/2

rive, access the drive, type START, and press the ENTER key. When play-
om floppies, you must keep Play Disk 1/2 in the drive at all times. When the

e asks for a disk, insert the required disk in the other drive and press the

ITER key.

e first time you play, configure the game for your system’s hardware. Select a
und type, graphics card, save path, music on/off and input type. In future play
ssions, press ENTER at the first prompt to use your current configuration or

ss the SPACE bar to reconfigure for a new sound/graphics card or input device.

st people accept the default path to the SAVE directory. The default save path
set for the SAVE subdirectory on your active drive if you are using a hard drive
the SAVE subdirectory on the non-active drive if you are using floppies. The
AVE subdirectory is created automatically when you first save a game or charac-

you wish to save to another drive, type that drive letter followed by a colon, a
CK slash and the subdirectory name. Example: To save to the SAVE subdirec-
fy on drive B, type B:\\SAVE and press the ENTER key.

Py Protection : To answer the copy protection question at the beginning of the
e, type the indicated word from the copy protection answer section.

lving Commands : You can play the game from the keyboard, with a mouse, or
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M : toggles the magic spells on/off for characters set to QUICK.

with a joystick. The keyboard is active even if you configure the system to pla; t
e i : toggles sound on/off (may be used any time).

with the mouse or the joystick.

T : If you find combat too easy or too difficult, use the ALTER and LEVEL

To select a command using the keyboard, either press the highlighted letter in that ,
and.

command or use the cursor keys to highlight the command and press the ENTER
key. To give commands using the mouse, point to the desired command and doy.
ble-click with the left mouse button. To give commands with the joystick, highlight
the command and press the A Button.

Moving Around : The party moves through the game in 3D/Area /Overland ang
Combat modes. Targeting spells and ranged weapons during combat is similar to
moving characters. To move, select the Move option and give the appropriate
commands.

The following keyboard controls are used for movement and targeting:
3D MOVE / ANY MENU MOVE / COMBINATION
(I B x

s =] ] |
mlimle] (]|

To move in 3D/Area/Overland mode with a mouse, click the mouse cursor at the
edge of the display window in the direction you want to move. To move forward,
click at the top of the window. To turn around, click at the bottom. To turn right or
left, click on the appropriate side.

To use the mouse for combat targeting and movement, click the mouse cursor
over the target square and the cursor will advance towards the target. If the target
is off the screen, first select an intermediate square near the edge of the screen.
To move in combat, click on the adjacent square you want to enter.

Joystick movement is similar to using the cursor controls/keypad. Select the Move
command and then move the joystick.

Using The Vault : To deposit items into the Vault, View a character’s items,
highlight the desired item and use the Deposit command. To deposit specific
amounts of money, View the character, highlight the appropriate denomination
and use the Deposit command. To deposit all of the party’s money choose the
Pool command.

IBM Combat Commands : The following is a list of IBM specific combat com-
mands.

ESC : ‘takes back’ a move; it does not erase any damage taken during the move.
ALT/Q : sets all characters to QUICK (computer control).
SPACE : returns all characters to normal control from QUICK.
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L0ODUCTION:
First Night in Yartar

Ale had thought this was going to be
mission, guarding a caravan of
avelling from Citadel Abdar in
ar north. But no sooner did we sign
o provide protection than the dwarves’
a Harbromm himself called us to the
of the tallest tower in the fortress.
Now, Harbromm, he talks through
areat whiskers and it sounds like a
sws blowing, but this particular
oming he didn't have to say much to
yur attention.
He pointed to the northeast, and we
ed fowards a brown cloud floating
e one of the mountain valleys. ‘Do
see that! It is dust,” he said, his voice
g, ‘It is the dust of tens of thousands of
ce Mountain Orcs as they march from
es towards the cities of the south.”
that always happens this time of
* someone replied. ‘Orc raiding par-
ire always attacking Sundabar or
ushing caravans from Silverymoon.”
The old dwarf nodded. "Aye, that's
. But turn your eyes fo that dark cloud
» more. Is that the dust of a thousand
ors! | think not. Two thousand! By no
ns. If we are lucky, perhaps only two
and fimes ten.”

yuard well this caravan, adventur-
old us. ‘Evil is again awakened in
ms, and its eyes and hands — and
ers — will be all around you.”
‘Well, after that speech you can imag-
how worried we all were. Every step
he way we scanned the horizon,
king for those dark brown clouds. We
n't see any, but we sure heard a lot of

Gatewag to the
Savage Frontier
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stories. Seems like everyone in the north-
ern Realms knows someone who's seen at
least a dozen trolls or a hundred orcs
skulking across their fields.”

A burly fighter by the bar called out,
“So you came all this way with such a
fine-looking sword and never had a
chance to quench it with orcish blood!”
His voice dripping with sarcasm, he mim-
icked a dancer tiptoeing across a stage.
“Perhaps you didn't want a fight. Perhaps
it’s just a child’s toy with a fine golden
handle attached to it for show!”

Before his words had even crossed the
room the sword in question was drawn,
its gleaming blade flashing even in the
dim light of the tavern. The room went
silent as they waited to see if we'd attack
the blustering fool. After a moment of
hesitation the sword was sheathed again.
“This sword is saved for orcish blood,” we
called back to the drunken fighter. “We do
not care to soil it with yours.”

The man looked at us, thought for a
minute, realized he had been insulted and
started to cross the room. Hesitating, he
looked around. To his surprise, none of his
companions were crossing with him. He
started to admonish them, call them to bat-
tle, but the words were stilled in his throat.

A tall, thin, black-caped man was sit-
ting in the corner, and he shook his head
one time. The drunken fighter dropped his
eyes to the floor, muttered something,
then turned and left the tavern. Several
others followed.

There was another moment of awk-
ward silence. The man in the corner nod-
ded, and the waitress appeared with a
heaping tray, crying “More for everyone,
it's on the house!”

We all surged forward for our share,
and the rest of the evening was full of
great fun and storytelling.
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IMPORTANT FEATURES
OF THE SAVAGE FRONTIER

GATEWAY TO THE SAVAGE FRONTIER cov-
ers a wide geographical area, ranging from
the coast of the Trackless Sea in the west to
the edge of the Great Desert in the east.
Most of the population of this area lives in
the towns and cities, with farming commu-
nities clustered around the built-up areas.

Towns and Cities

Yartar is where you start the game and
will serve as a convenient home base. A
trading town located on the River Surbrin
just north of where it joins the Dessarin, it
lies at the junction of the river and the
Evermoor Way, one of the two primary
east-west trading routes in the region.

Ascore is no longer a city at all. Once a
thriving dwarven seaport when the Great
Desert was the Narrow Sea, it shrank to
nothingness when the waters receded and
the land dried and turned to dust. Travel
here is very perilous and not recommend-
«d for any but the most experienced parties.

kverlund is located on the overland route
between Silverymoon and Yartar and pros-
pers as a trading town due to its location.

Llorkh lies on the ancient trade routes that
follow the long path around the southern
edge of the Great Desert. Long a dwarven
stronghold, the town has recently come
under the rule of a human magic-user,
Lord Geildarr. The stories of what's going
on in this mining and trading center are
jumbled and contradictory, but none of
them are good.

Loudwater, with a population that
includes many half-elves, lies in the south-
ern part of the region. Its fields are so
green and its walls so overgrown with
vines that it almost seems to be part of the
High Forest, which lies just to the north.

Luskan, located on the northwest coast, i
a city ruled by Northman sea captains
who retired here years ago. There are sto-
ries that its leaders are actually former
pirates who continue to sponsor attacks o,
shipping and that other evil forces have
allied with them to enforce their rule in

pp——
% K We were
led into
the great arena
before a screaming
crowd. Their cho-
B rus of boos made
clear which side
they were
on.
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the city. Luskan is hostile to many of the
other cities in the region — especially
Neverwinter — and rumors of impending
war surface periodically.

Nesme, on the River Surbrin at the west-
ern edge of the Trollmoors, is a trading
town. Its old wooden stockade has seen
more than one troll assault, and Nesme
riders patrol to keep the area near the city
clear of monsters.

Neverwinter lies fo the west of
Neverwinter Wood, and is famed for 1ts
indoor gardens and fine craftsmen who
can even craft magical weapons. Its peo-
ple are friendly to outsiders. The
Neverwinter River, which runs through
the area, is warm even in the snows of
winter, and no one knows why. A magic
shop — a rarity in the Savage Frontier

is also located here.

Port Llast is a small town on the central
coast. Once a major seaport, the centuries
have seen its decline until now stonecut-
ting is its most important trade.
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mber, a quiet town in the southwest,
i to be home to an eccentric magic-
.who continually creates clever new

and devices.

oon, in the northeast area of the
is a large city known for its magi-
15, An invisible magic bridge spans the
er Rauvin as it flows through the cily.
ic college and items shop are locat-
re as well.
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ndabar, in the far northeastern area, is

prmer dwarven stronghold now rebuilt

thumans into one of the largest towns
1e northern Realms. It trades with

en miners to the north and with

oon and Everlund to the west.

orests

e High Forest dominates the center of

e region. Although its vast expanse is

10wn to harbor peaceful as well as hos-
creatures, traversing it is dangerous

hould not be attempted until your

y has grown very strong.

leverwinter Wood is likewise danger-
Us for travel. Local legend has it that

ven raiding orc parties choose to go
found the Wood rather than through it.

The Trollmoors

The Trollmoors, located in the north cen-
tral area of the region, are a dangerous
expanse of low, windswept, blighted hills.
As their name indicates, the local inhabi-
tants are both unfriendly and dangerous.

The Great Desert

The Great Desert of Anauroch is a
hostile area filled with vile monsters and
weather that swings from bitter heat to
biting cold in moments and is a place to
avoid at all costs.

Islands

Gundarlun, and its capitol Gundbarg,
are inhabited by Northmen. The island
lies almost due west of Neverwinter, two
days away by boat. Their status as an
important shipping and resupply port,
however, has made the inhabitants far
more tolerant of other peoples, and you
will usually find a warm welcome when
you visit.

The Purple Rocks are a group of small,
rocky, islands to the west of Gundarlun.
Little is known about them, but outsiders
are not welcome there.

Tuern is also inhabited by Northmen. Its
capitol of Uttersea is built into the side of
a collapsed, extinct volcano. Other vol-
canos on the island still spew out molten
lava. Its people tolerate outsiders but are
by no means glad to see them. There are
reports of a recent meteorite strike on
Tuern, and meteorite ore is a key ingredi-
ent in some kinds of magical weapons.
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CHARACTERS AND PARTIES

You must have a party of adventurer
Player Characters (PCs) to play GATEWAY
TO THE SAVAGE FRONTIER. For each char-
acter you must choose the following: a
Race, a Class, and an Alignment. After
you select these, the computer generates a
set of Ability Scores that define your new
character’s natural strengths and weak-
ness. To build a party you must make a
mix of characters that have the range of
skill needed for success, and then band
them together.

Player Races

There are six races from which you may
construct player characters, each with dif-
ferent talents and limitations. Tables begin-
ning on page 38 summarize the racial class
limitations and ability score modifiers. The
following describes each race and tells
which classes are open to them.

Dwarves are a cunning race of sturdy
workers and craftsmen. They are especial-
ly resistant to magic and poison. Dwarves
receive bonuses when attacking man-sized
giant-class creatures and are adept at dodg-
ing the attacks of larger giant-class crea-
tures. Dwarves can be fighters, thieves,
and fighter/thieves.

Elves are a tall, long-lived race. They are
nearly immune to sleep and charm spells
and are adept at finding hidden objects
such as secret doors. Elves also receive
bonuses when attacking with swords and
bows, although they cannot be raised
from the dead. Elves can be fighters,
magic-users, thieves, fighter/magic-users,
fighter/thieves, magic-user/thieves, and
fighter/magic-user/thieves.

Half-Elves are hybrids with many of the
virtues of both humans and elves. Like
their elf ancestors, they are resistant to
sleep and charm spells and are adept at
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finding hidden objects. Half-elves can be
fighters, magic-users, clerics, thieves,
rangers, cleric/fighters, cleric/rangers, cler-
ic/magic-users, fighter/magic-users, fight-
er/thieves, magic-user/thieves,
cleric/fighter/magic-users, or
fighter/magic-user/thieves.

Gnomes are shorter and slimmer than
their dwarf cousins. They are especially
resistant to magic. Gnomes receive bonus-
es when attacking man-sized giant-class
creatures and are adept at dodging the
attacks of larger giant-class creatures.
Gnomes can be fighters, thieves, and
fighter/thieves.

Halflings are about half the size of a
human, hence their name. They are espe-
cially resistant to magic and poison. They
can be fighters, thieves, and
fighter/thieves.

Humans are the most common player-
race in the Forgotten Realms. They suffer
no level racial limitations or ability score
modifiers. Humans do have the disability
of shorter life-spans than the other races.
This may be a problem if they are subject-
ed to many Haste spells, which age the
target one year. They can be fighters,
magic-users, clerics, thieves, rangers,
paladins, and dual-class characters.

Ability Scores

Every character has six randomly generated
ability scores as explained below. These
scores fall within a range determined by
the race and class of the character. The base
values range from 3 (low) to 18 (high) and
there are tables of limitations, modifiers,
and bonuses starting on page 38.

Depending on the character class, one or
more of these abilities will be a Prime
Requisite. A prime requisite is an ability
especially valuable to a given class. For

ole, strength is key for fighters and

om for clerics. Most characters receive
s experience points when their prime
site scores are 16 or greater.

-human characters may have modi-
1o the basic ability scores to reflect dif-
ces between the races. Dwarves for
get a +1 constitution bonus and
e @ maximum constitution of 19

pad of 18. When a character is gener-

| all racial modifiers are calculated
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ength (STR) is the measure of a charac-
physical power, muscle mass, and
ina. Fighter-type characters may have
ptional strengths greater than 18 that
ndicated by a percent value (01, 02,

... 98,99, 00) following the base
igth. High strength increases a charac-
‘combat ability with melee weapons

h as swords or maces. Strength also
rmines how much a character can
ithout becoming encumbered and
in combat.

ligence (INT) is the measure of how
| a character can learn,

sdom (WIS) is the measure of a char-
er's ability to understand the ways of
rld and to interact with the world.
receive bonus spells for high

terity (DEX) is the measure of a char-
manual dexterity and agility.

ieves especially benefit from high dex-

ity. Dexterity affects how well a charac-

tan use ranged weapons (bows, darts,

), when he moves in a combat round,

d how difficult he is to hit in combat.

nstitution (CON) is the measure of a
aracter’s overall health. Characters
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receive one extra hit point if their constitu-
tion is 15 or two points if it is 16. Fighter-
types (fighters, rangers, and paladins)
receive additional bonuses for constitu-
tions of 17 or 18. A character's constitu-
tion also determines the maximum num-
ber of times that character can be raised
from the dead and the chance of a resur-
rection attempt being successful. Every
time a character is successfully resurrected,
1 point of constitution is lost.

Charisma (CHA) is the measure of how
others react to a character.

Character Classes

A character must belong to at least one
character class. Non-human characters
can have more than one class al the same
time. Multi-class characters have more
playing options, but increase in level slow-
er because experience is divided evenly
among all classes.

Clerics have spells bestowed on them by
their deity and can fight wearing armor
and using crushing (no edged or pointed)
weapons. Clerics must memorize their
spells just as magic-users, but they do not
use spell books. When clerics gain a new
spell level, they can automatically use any
of the available spells for the new level.
The prime requisite for clerics is wisdom.

Fighters can fight with any armor or
weapons, but they cannot cast magic
spells. The prime requisite for fighters is
strength.

Rangers can fight with any armor or
weapons. They do additional damage
when fighting giant-class creatures, but
must be of good alignment and have ability
scores of at least 13 in strength and intelli-
gence and at least 14 in wisdom and con-
stitution. The prime requisites for rangers
are strength, intelligence, and wisdom.
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Paladins can fight with any armor or
weapons. They are resistant to spells and
poison, and can turn undead creatures as if
they were a cleric two levels below their
current level. Paladins are also always sur-
rounded by the equivalent of a Protection
from Evil spell. A paladin may heal two hit
paints of damage per level once a day and
may Cure Disease once a week at 1st-5th
levels and twice a week at 6th-8th levels.
Paladins will not adventure with any evil
characters. Paladins must be of lawful good
alignment and have ability scores of at least
9 in intelligence and wisdom, at least 12 in
strength, at least 13 in wisdom, and at least
17 in charisma. The prime requisites for
paladins are strength and wisdom.

Magic-Users have powerful spells, but
can use no armor and few weapons. They
can only memorize those spells available
in their personal spell books or on scrolls.
Magic-users may add entries to their spell
books whenever they go up in level or
find scrolls with spells they can scribe.
The prime requisite for magic-users is
intelligence.

Thieves can fight with swords and slings,
but are limited to leather armor. In combat
they do additional damage by ‘back stab-
bing," which is described in the Combat
section. Thieves also have special skills for
opening locks and removing traps. The
prime requisite for thieves is dexterity.

Multi-class are non-human characters
who belong to two or more classes at the
same time. Multi-class characters’ experi-
ence points are divided among each of the
classes, even after they can no longer
advance in one or more of those classes.
Their hit points per level are averaged
among the classes. Multi-class characters
gain all the benefits of all their classes
with regard to weapons and equipment.
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Dual-class are human characters who hag
one class for the first part of their career
and then changed to a new class for the
remainder. Once a character changes class.
es, he cannot advance in his old class.
Dual-class characters do not gain hit
points and cannot use the abilities of the
old class while their new class level is less
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4 ‘ The man

had a crazed look.
He had obviously
been in the
dungeon for a

long, long

time...
ad

than or equal to the old class level. Once
the character’s level in his new class is
greater than his level in his old class, he
gains hit points according to his new class
and may use abilities from both classes.
Human dual-class magic-users may not
cast magic-user spells while they are wear-
ing armor.

Alignment

Alignment is the philosophy a character
lives by and can affect how NPCs and
some magic items in the game react to a
character. The possibilities range from
believing strongly in society and altruism
(lawful good) to being anarchistic and
actively unpleasant (chaotic evil).
Alignment is presented in two parts:
World View and Ethics.

awful indicates that the character values
¢ structure and rules of society.

Jeutral indicates that the character values
joth the individual and society.
~haotic indicates that the character values

1}

he individual over society.

‘ The
lower rose

threateningly into
the sky. Even
from across the
water, we could

feel the -
) 34

evil
within.
N ™

700d indicates that the character tries to
ct in a moral and upstanding manner.

Neutral indicates that the character leans
owards “situational ethics,” evaluating
sach set of circumstances.

vil indicates that the character acts with-
out regard to others, or in an overtly
malignant manner.

Dther Attributes

Each character also has three important
values that change as the game goes on:
Hit Points, Experience Points and Levels.

Hit Points (HP) represent the amount of
damage a character can take before he

goes unconscious. A character's maximum
hil points are based on the hit dice for the
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character's class and level plus any adjust-
ments for constitution.

Note:
peiiiascis
range fora
numbet Dice are refered fo by the
range they represent. A d6 has a range
ﬁm 1 through 6, a d10 has a range
from 1 through 10. Hit dice refers to
the base range of hit points a character
class may have. For example a 3rd
levelﬁghhrhaubmofs d10 hit
dice, or 3-30 hit points.
A character gains a hit point bonus to
each hit die if his constitution is over 14.
When a character takes enough damage
that his hit points reach 0, he is uncon-
scious. If the character’s hit points drop to
anything from -1 to -9, he will lose 1 hit
point per turn from bleeding until he is
bandaged or dies. If a character has -10 hit
points or less, he is is dead. When you
view a character, his hit points (HP) on
the screen will never be displayed as less
than 0.

Experience Points (EXP) are a measure of
what a character has learned while adven-
turing. Characters receive experience points
for actions such as fighting monsters, find-
ing treasures, and successfully completing
quests. The computer keeps track of experi-
ence, and when characters earn enough
they may advance in levels. See the Level
Advancement Tables beginning on page
49 for experience requirements.

All characters start the game with 3,000
experience points. This means that single-
class characters start at 2nd or 3rd level,

Levels are a measure of how much a char-
acter has advanced in his class.



When they have enough experience
points, characters may go to a training hall
and receive the training required to
increase in level. Characters may only
advance one level at a time. If a character
has gained enough experience to go up
two or more levels since the last time he
has trained, he will go up one level, and
lose all experience in excess of one point
below the next level.

b “

Building a Successful Party
Forming a strong and adaptable party is a
key to success in GATEWAY TO THE
SAVAGE FRONTIER. Up to six Player
Characters (PCs) may be in a party — A
party with fewer is less powerful and
more likely to be eliminated by opponents.

Include a variety of classes in a party to
get a good mix of skills. Here are two
sample parties as examples:

Sample Party 1 — Single Class Characters:

1 EIf Magic-user

1 Human Paladin

1 Dwarf Fighter/Thief
1 Half-elf Ranger

2 Human Clerics

This party is balanced for combat, and
will advance quickly because most charac-
ters are a single class. The magic-user can
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cast offensive spells and use wands. The
paladin has the benefit of Protection from
Evil ina 10 radius. All characters in
range of the effect get an AC improve-
ment of two. The dwarf fighter/thief
offers the advantages of a thief (lockpick-
ing and disarming traps) with the better
armor and hit points of a fighter. Rangers
do extra damage against giant type crea-
tures and start with extra hit points.
Clerics are absolutely essential for valu-
able healing spells.

Sample Party 2 — Multi-class Characters:

2 Half-elf Cleric/Magic-users
2 Elf Fighter/Magic-users

1 Dwarf Fighter/Thief

1 Human Paladin

This party is much more flexible than the
first, but will advance more slowly
because of the multi-class characters.

Outfitting the Party

The following are some suggestions for
outfitting your party in Yartar:

* Fighter Classes: Buy shields, splint mail,
broad swords, long bows, and arrows.

® Magic-users: Buy quarterstaffs and darts.

® Clerics: Buy splint mail, shields, staff
slings, and maces.

* Thieves: Buy leather armor, short
swords, short bows, and arrows.

Preparation Tips

Once the party has been outfitted, Encamp
at an inn and ready your weapons, armor,
and shields. Then have all spellcasters
memorize spells. Finally, save the game
before continuing.

' Adventurers must battle their way
through many dangerous foes to complete
 the adventure. The following sections
offer some more information and tips for
combat.

Combat Map

Battle takes place on a tactical combat map
 that is a detailed view of the terrain that
the party was in when the combat began.
~ This map is set up with an invisible
 square grid.

Initiative

Each round of combat is divided into 10
segments, and every character and foe acts
on a specific segment based on Initiative.
 Initiative is generated at the start of each
combat round, and is modified by dexteri-
ty and random factors such as surprise.
Casting spells may take extra time to per-
form, so often a spell-caster will begina
spell on his segment but it will not go off
~ until a little later.

Computer Control
* In combat you control the actions of PCs.
* The computer controls the actions of mon-
sters, NPCs, and PCs set to computer
control with the QUICK command.

Combat Ability

~ Each character's ability in combat is
~ defined by AC, THACQ, and Damage.

AC

A character or monster's difficulty to be
hit is represented by armor class (AC).
The lower the AC, the harder the target is
to hit. AC is based on armor and a dexter-
ity bonus. Some magic items, such as
some bracers, also help improve AC.

Ability to hit enemies in melee or with
missile fire is represented by THACQ.
THACQ stands for To Hit Armor Class
@. This is the number a character must
‘roll’ equal to or greater than to do damage
on a target with an AC of @. The lower
the THAC®, the better the chance to hit
the farget.

An attack is successful if the random num-
ber is greater than or equal to the attacker’s
THAC® minus the target's AC.
THAC® may be modified by things like
range, attacking from the rear, magic
weapons, and magic spells.

Damage

Damage is the range of hit points loss the
attacker inflicts and is based on the attack-
er’s strength, weapon type, and any magic
bonuses the weapon has. The base dam-
age for each weapon is summarized in the
Weapons Table on page40.

Some monsters take only partial or no
damage from certain weapon types.
Skeletons, for example, take only half
damage from sharp or edged weapons,
while some other monsters can only be
damaged by magical weapons.
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Attacking

There are two basic types of combat:
Melee and Ranged (or Missile). The fol-
lowing describes each type and other rules
governing combat.

Melee Combat

Melee combat is face-to-face fighting with
weapons such as swords and maces. Only
when using melee weapons can characters
receive strength bonuses. During melee
combat fighters can sometimes overpower
several small foes, and thieves have oppor-
tunities to back stab.

Ranged Combat

Ranged combat is firing at distant enemies
with weapons such as bows or darts. A
character with a missile weapon (bow,
sling, etc.) may not attack when adjacent
to an enemy. Two arrows or three darts
can be fired per turn. When opponents get
too close for ranged combat, characters
must switch to melee weapons.

Multiple Attacks (Sweeping)

When fighting small creatures, fighter-
types (fighters, rangers, and paladins)
may ‘sweep’ through several weak oppo-
nents in one combat round. When a
character attacks a weak target, he
automatically sweeps all of the available
weak opponents.

Back Stabbing

A thief back stabs if he attacks a target
from exactly opposite the first character to
attack the target. The thief may not back
stab if he has readied armor heavier than
leather. A back stab has a better chance of

hitting the defender and does additional
damage.
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Saving Throws

Attacks such as poison or spells do not
automatically have their full effect on a
target. Victims may get a Saving Throw
to avoid some or all of the effect. If the
saving throw is successful, generally the
target suffers either no effect or only half-
damage. As characters gain levels, saving
throws improve.

- " e

pitiful figure before
us gave witness to
the evils our
enemies visit

upon the

helpless. ’ LN
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Combat Movement

The number of squares a character can
move is affected by carried weight, charac-
ter strength, and the kind of readied
armor. A character’s movement range is
displayed on the View Screen and during
the character’s segment in combat.
Combat movement is important for both
closing quickly with opponents (and stop-
ping missile fire) and fleeing from battles
that are too tough.

Running Away

A character may flee from the battlefield if
he moves faster than all enemies, but not
if he moves slower than any enemies. A
character has a 50% chance to move off

|

» battlefield if he moves as fast as the
foe. Exception: if a character can
the edge of the combat map without
of his opponents being able to see

im, he may then flee successfully even
though he is slower than his opponents.

geturning to the Party

character that moves off the battlefield
to the party after the fight is over.

active characters flee combat, any

or unconscious characters are lost. If

hole party flees, no one receives any

erience points for monsters killed

e retreating.

Combat Strategies

To succeed in combat, a skilled player

oys his party well, casts effective spells
re and during combat, maneuvers his
acters into advantageous positions,
attacks using his most powerful char-
cters and weapons.

Deploying the Party

Ahen a battle begins, your party is auto-
ically positioned based on the order list
the characters. Characters near the top
the order will be in the front lines and
ulnerable to attack. To change the start-

g deployment, change the party order
the Alter Menu while encamped.

ft the heavily armored fighters up the
and the vulnerable magic-users and
thieves towards the bottom. Party order
cannot be changed while in combat,

| although characters are free to move.

“Your party may be placed in a bad posi-
tion at the start of a battle. Get an idea of
‘the situation, and move characters into
Position. Sometimes the best strategy is
Offensive: charging with fighters to close
ground and stop enemy missile fire. Other
fimes the best strategy is defensive: mov-
ing your characters to anchor their flanks
0N an obstacle such as a wall or tree.

Setting up behind a doorway that your
enemies have to move through also makes
for a very strong defensive position.
Always keep magic-users and missile
weapons safe behind the front line.

Wounded Characters

Characters who are seriously injured
should be moved out of the front lines if
possible. Remember: if you move away
from an adjacent enemy, he gets a free
attack at your back and has an improved
chance to hit.

Stopping Ranged Attacks

Missile weapons cannot be fired if there is
an adjacent opponent. To stop enemy mis-
sile fire, move someone next to the oppo-
nent. If you want to fire missiles, keep
away from the enemy.

Exploiting Enemies’ Weaknesses
Exploit your opponents’ weaknesses by
directing attacks against helpless, wounded,
or isolated foes. Concentrate your attacks to
eliminate one opponent rather than injure
many (Exception: enemy spell casters). A
foe with one hit point remaining attacks as
powerfully as an uninjured one.

Spell casters cannot fire spells after they
have taken damage in a round, and they
lose any spells they are in the process of
casting when they are hit. Try to keep
enemy spell casters under attack every
round while protecting your own.

After Combat

If one or more characters survive on the
battlefield at the end of combat, the bodies
of unconscious or dead party members
stay with the party. If the entire party flees
from combat, all unconscious and dead
party members are permanently lost. If
ALL the party members are slain, go back
to your last Saved Game and try again
from that point.
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MAGIC

Magic is essential to the survival of the
party. Magic-users cast many powerful
offensive and defensive spells. Clerics cast
healing spells to revive wounded charac-
ters as well as both defensive and offen-
sive spells, A spell can exist in one of four
forms: in a character's memory, in a char-
acter’s spell book, in a scroll, or in a wand.
A spell-caster with a memorized spell can
cast it using the CAST command. Spells
are memorized during rest while
encamped. Spells in scrolls or wands are
cast with the USE command.

Memorizing a spell takes 15 minutes of
game time per spell level, plus a prepara-
tion period of four hours plus an additional
two hours for 3rd level spells. For exam-
ple, 1st and 2nd level spells take a mini-
mum preparation of four hours, while 3rd
level spells take six hours.

Example:

To memorize two 1st level spells, one
2nd level spell, and one 3rd level spell
would take: (6 hours preparation) + (2
*15 min) + (1 * 30 min) + (1 * 45
min) = 7 hours 45 min

Magic-Users

When a magic-user trains for a new level,
he selects a new spell to add to his spell
book. A magic-user can also scribe spells
from identified scrolls if he is of high
enough level to cast them. A magic-user
must cast a Read Magic spell or have a
scroll identified in a shop before he can
scribe (or cast) from it. The scroll disap-
pears after it has been scribed or cast.

Clerics

Clerical magic requires no spell books. All
clerical spells of the appropriate level are
always available to a cleric, the character
need only memorize them. Unlike magic-
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users, clerics can cast spells from scrolls
without any preparation, but clerical
scrolls also disappear after being cast.

W Strength
wins many batiles,
but clear strategy,
planning and
preparalion win
many wars,

Tips on Magic

Both clerics and magic-users may cast
spells which assist the party in combat.
Preparatory spells, such as Bless or
Strength, cast just before a battle can pro-
tect or strengthen characters. Combat
spells can be cast to damage foes during
combat. Healing spells can be cast either
during or after combat to revive wounded
comrades.

Spells should be rememorized as soon as
possible after they are used. This is most
likely to happen after combat. When in
camp, have your spell-casters memorize
spells and select REST to allow them to
imprint the spells for later use. Selecting
REST without choosing new spells has the
spell-casters rememorize the spells they
have cast since last resting,

Note:

Before resting, it is a good idea to save
your game — especially after tough
combats. Also, keep at least two sepa-
rate saved games at all times and alter-
nate between them. This will allow
you to go back fo a save before that
last, fatal battle.

MAGICAL TREASURES

As you travel about and encounter the
onsters and puzzles that stand between

vou and finishing your various quests, you
also find magical items to help you on
way. You can find magic items in a
re by doing a Detect Magic spell

g the DETECT command. To find out
specifically what an item is, you must take
it o a shop and have it identified.

‘Some magic items are in reality cursed and

‘can do great harm. When a character

ies a cursed item, a Remove Curse
spell must be cast before the item can be
opped. Some magic items, such as

ds or scrolls, may only be used by cer-
in classes. Others may not work at all if
certain other magic items are also in use.

Here are descriptions of some items that
may find. Remember: Some items are
rare, and you may not find all of

in your adventure.

ds generally will cast a set number of
en spell (for example, 10 Fire Balls or
15 Magic Missiles). Only experimenta-
lion or paying to have them identified will
ell what a wand does. The USE command
allows a character to cast spells with a
readied wand.

Potions may heal wounded characters,
cause them to become hastened or invisi-
 ble, or cause any number of other effects.
The USE command allows a character to
drink a readied potion.

~ Scrolls carry either clerical or magic-user

-~ spells. A magic-user may use SCRIBE to per-
- Manently transfer a scroll into his spell
book if the spell is of a level that he can
memorize. Magic-users and clerics can
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both cast spells directly from scrolls with
the USE command, even if they could not
otherwise memorize the spells. Scrolls dis-
appear after they have been used or scribed.

Enchanted Armor and Shields are creat-
ed by skilled craftsmen and then enchant-
ed with protective spells. The power of the
magic on these items varies a great deal.
Enchanted armor has the great advantage
of offering improved protection with less
encumbrance than the same type of mun-
dane armor. To use these items, ready
them from the Items Menu.

Enchanted Weapons come in many
sizes, shapes, and potencies. Sometimes a
weapon will add between one and four to
your THACQ® and damage. Other
weapons may have other fantastic magical
properties including extra bonuses against
specific types of creatures. Once a magic
weapon has been readied from the Items
Menu, the character will have it for all
combats.

Enchanted Adornments such as bracers,
necklaces, periapts, and especially rings
are favorite objects for magical enchant-
ment. These items may have any number
of magical properties. Some items will
help your AC, others may fire Magic
Missiles, or offer protection from fire-
based attacks. Once one of these items has
been readied from the ltems Menu, a
character automatically gains all effects.
The exception to this rule is that certain
magical necklaces require the USE com-
mand to work.

Enchanted Clothing can be such com-
monplace items of clothing as gauntlets or
cloaks, but they are imbued with powerful
enchantments. A wide variety of these
items are known to exist. To use these
items READY them from the Items Menu.



CREATURES OF THE SAVAGE
FRONTIER

The denizens of these regions are many
and varied. Here is a list of monsters you
may encounter in your adventures. Some of
these creatures are extremely rare, and you
may never cross paths with them at all,

Ankhegs are burrowing monsters
usually found in forests and farming areas.
They resemble legged worms armed with
wictl:ed mandibles and sharply hooked
limbs.

Basilisks are reptilian monsters whose
very gaze can turn to stone any fleshy
creature,

Boars (Wild) are a type of undomesti-
cated swine armed with long tusks and
mean dispositions.

Bugbears are giant, hairy cousins of
goblins. They stand about 7" tall and are
powerful warriors.

Displacer Beasts resemble a six-
legged puma with two ebony tentacles
growing from behind its shoulders. These
beasts have the magical ability to displace
their image about three feet from their
actual body, making them especially tricky
opponents.

Dragons are some of the most powerful
and dangerous of the monsters a party can
encounter. The older and larger the drag-
on, the more damage it can do and the
harder it is to kill.

Efreet are genies from the elemental
plane of Fire. These creatures are immune
to all forms of fire, but can be hit by other
magical attacks.

Ettin look like giant two-headed orcs.
They have great strength and can wield
two spiked clubs that inflict terrible dam-
age in combat.

248

Frog (Giant) resemble their smaller kin,
in everything but size. Giant frogs have
been known to swallow adventurers up
whole.

Ghouls are undead creatures who feed on
the flesh of the still living. Their attack can
paralyze all races of characters except elves,

Giants vary greatly in power, intelligence,
and fastes. The following is a list of the
types of gianls you are likely to encounter.

St g

& & The

" man was
obviously both
powerful and dan-
H gerous. We had 1o
decide, could we
bargain with him
or must we
fight?

Fire Giants are brutal and ruthless war-
riors who resemble huge dwarves and
have flaming red or orange hair and coal
black skin.

Hill Giants are one of the smaller of the
giant races, they are brutish hulks possess-
ing low intelligence and tremendous
strength.

Gnolls are large, evil, hyena-like
humanoids that roam in loosely organized
packs. They attack by overwhelming
unwary victims with their numbers.

Goblins are small, nasty humanoids —
they would be of little concern except for
their great numbers.

Golems are magically created automa-
tons of great power. Golems can be con-
structed of flesh, clay, stone, or iron — all
are dangerous.

sffons are half-lion, half-eagle avian
earnivores. Their favorite prey is horses
and their distant kin (hippogriffs, pegasi,
unicorns).

"Harpies are wicked avian humanoids
fhat prey upon nearly all creatures but pre-
fer the flesh of humans and demihumans.

1 Hounds are other-planar creatures
resembling wolves, but they can breathe
fire and can detect invisible enemies.

T SIS el o
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the whole of the
Trackless Sea
before us, our
problems seemed
somehow less

important... @, @
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Hobgoblins are fierce humanoid war-
riors. They are intelligent, organized, and
aggressive. Many times lesser humanoids
~ will band together under a hobgoblin
leader.

Lizards (Giant) are similar to their
smaller kin in appearance and habit,
although instead of eating insects, they
prefer something more man-sized.

" Lizard Men are savage reptilian human-
-~ oids. They generally attack in groups.

Manticores are a strange mix with
lions’ torso and legs, bats’ wings, spike
~ tipped tails, and human heads. The can
fire volleys of spikes from their tails and
have a great appetite for human flesh.

Margoyles are stony monsters that are
immune to normal weapons and can
attack many times with their sharp claws
and spikes.

Medusae are hideous women-creatures
with coiling masses of snakes for hair. They
can turn a person to stone with their gaze.

Mummies are a powerful form of
undead. They are driven by an unholy
hatred of life.

Ogres are large, ugly, foul-tempered
humanoids. Ogres generally attack with a
spiked club.

Orcs are one of the most common, and
disliked, of the demihuman races. They
are aggressive and warlike.

Otyugh are scavengers armed with long
tentacles that they use to scoop trash into
their cavernous mouths.

Owlbears are thought to be a hybrid
created by some long-forgotten wizard.
They have the body of a large bear, and
the head and slashing beak of a giant owl.
Owlbears are vicious, evil tempered, and
ravenous.

Salamanders are natives of the ele-
mental plane of Fire and so are immune to
all fire-based attacks. They are dangerous
foes because of their evil nature and the
fact that they can only be hit by magical
weapons.

Scrags, also called river trolls, live in
waterways and are related to trolls. They
perhaps the most feared of all troll-kind.

Skeletal Warriors are a more power-
ful type of skeleton.

Skeletons are one of the weaker types
of undead. These creatures are animated
by evil wizards or clerics and are often
used as guardians or warriors.
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Slugs (Giant) are huge, omnivorous
mutations of the common garden pest.
They attack by biting and can spit a high-
ly corrosive acid.

Snakes (Giant) are similar to their
smaller kin and slay their prey with deadly
venom. Neutralize Poison counters snake
bites.

Spiders (Giant) are giant cousins of
the small predator. They attack with a poi-
sonous bite.

Squids (Large) are dangerous varieties
of the smaller sea creature. They are known
to allack travelers on the Trackless Sea.

Stirges are bird-like creatures that drink
the blood of their victims. They are not
terribly dangerous except in large numbers.

Tigers are carnivorous predators that are
sometimes trained for combat.

Trolls are ravenous horrors found in
almost all climates and locales. They
attack with their dirty, clawed hands and
must be killed quickly because they regen-
erate hit points.

Wyvern are distant relatives of dragons.
They attack by biting and using the poi-
sonous sting in their tail.

Zombies are mindless, animated
undead controlled by evil wizards or cler-
ics. While more dangerous than skeletons,
they move very slowly and can be dam-
aged by holy water.
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SPELL DESCRIPTIONS

First Level Cleric Spells

Bless improves the THACQ of friendly
characters by 1. Bless cannot affect charac-
ters who are adjacent to monsters when
the spell is cast. This is a good spell to cast
before going into combat.

Curse impairs the THACQ of targets
by 1. The target cannot be adjacent to a
party character or NPC.

Cure Light‘Wounds heals 1-8 hit
points (up to the target’s normal maximum
hit points).

Cause Light Wounds inflicts 1-8 hit
points of damage on a target.

Detect Magic indicates which equip-
ment or treasure items are magical. After
casting the spell, view a character’s items or
Take treasure items — equipment or trea-
sure preceded by an " ora ‘+' is magical.

Protection from Evil improves the
AC and saving throws of the target by ¢
against attackers of evil alignment.

Protection from Good improves the
AC and saving throws of the target by ¢
against attackers of good alignment.

Resist Cold halves the damage and
ibmproves saving throws vs. cold attacks
y 3.

Second Level Cleric Spells

Find Traps indicates the presence of traps
in the character’s path.

Hold Person may paralyze targets of
character types (human, dwarf, etc). You
may aim a hold person spell at up to 3 tar-
gets (use the EXIT command to target
fewer).

sist Fire halves the damage and
roves saving throws vs. fire attacks

L

dence 15’ Radius must be cast on a
_racler or a monster. That character or
onster, and all adjacent to him, cannot
st spells for the duration of the spell.

low Poison revives a poisoned person
- the duration of the spell.

Charm paralyzes as many hit
jints of snakes as the cleric has hit points.

piritual Hammer creates a tempo-

y magic hammer that is automatically

. It can strike at range and does
hammer damage. Spiritual

ers can hit monsters than may only
struck by magic weapons.

hird Level Cleric Spells
estow Curse reduces the target's
HACQ and saving throws by 4.

sause Blindness will blind one tar-

7 This can only be cured by a Cure
indness spell

ure Blindness removes the effect of
e Cause Blindness spell.

se Disease infects the target with
itating ailment that saps strength
t points.

2 Disease removes the effects of
ase caused by some monsters or
dused by a Cause Disease spell.

pel Magic removes the effects of
that do not have specific counter
ells. This is a recuperation spell for any
the party that has been held, slowed, or

made nauseous.
1
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Prayer improves the THACQ® and sav-
ing throws of friendly characters by 1 and
reduces the THAC( and saving throw of
monsters by 1. This is a good spell to cast
before going into combat. Prayer is not
cumulative with Bless or other Prayer
spells.

Remove Curse removes the effects of
a Bestow Curse spell and allows the target
to unready cursed magic items.

First Level Magic-User Spells

Burning Hands causes 1 hit point of
fire damage per level of the caster. There is
no saving throw.

Charm Person changes the target's
allegiance in a combat so that an oppo-
nent will fight for the caster’s side. It only
affects character types (human, dwarf, etc).

Detect Magic indicates which equip-
ment or treasure items are magical. After
casting the spell, view a character’s items or
Take treasure items — equipment or frea-
sure preceded by an ** ora '+’ is magical.

Enlarge makes the target larger and
stronger. The higher the caster’s level, the
larger and stronger the target gets.

Friends raises the caster’s charisma by
9-8 points. It is best cast just before deal-
ing with NPCs.

Magic Missile does 2-5 hit points per
missile with no saving throw. A magic-
user throws 1 missile for every 2 levels (1
at levels 1-9, 2 at levels 3-4, etc.) This
spell damages any single target within its
range unless the target is magic resistant or
has certain magical protection. This spell
casts instantaneously.

Protection from Evil improves the
AC and saving throws of the target by 2
against attackers of evil alignment.



Read Magic allows a magic-user to
ready a scroll and read it. This is identical
to having a scroll identified in a shop.
Alter casting Read Magic, a magic-user
may scribe the spells from a scroll if appro-
priate for his class and level.

Shield negates enemy Magic Missile
spells, improves the magic-user's saving
throw, and may increase his AC.

Shocking Grasp does 1-8 hit points
of electrical damage, +1 hit point per level
of caster.

Sleep puts 1-16 targets (depending on
the hit dice of the targets) to sleep with no
saving throw. For example, up to sixteen 1
hit-die targets can be affected, while only
one 4 hit-die target can be affected. Targets
of 5 or more hit-dice are unaffected.

Second Level magic-user Spells

Detect Invisibility allows the target
fo spot invisible creatures.

Invisibility makes the target invisible.
The THAC® of melee attacks against
invisible targets is reduced by 4, and it is
impossible to aim ranged attacks at them.
Invisibility is dispelled when the target
attacks or casts a spell.

Knock is used to open locks. It can be cast
from the door-opening menu if the active
character has a memorized knock spell.

Mirror Image creates 1-4 illusionary
duplicates of the magic-user to draw off
attacks. A duplicate disappears when it is
attacked.

Ray of Enfeeblement reduces the
target's strength by 25% + 2% per level of
the caster.
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Stinking Cloud paralyzes those in its
area of effect for 2-5 rounds. If the target
makes its saving throw, it is not paralyzed,
but is nauseous and has its AC reduced
for 2 rounds.

Strength raises the target's strength by
1-8 points depending on the class of the
target.

s

. “ There is

a spell for every
moment, but only

the wisest will
know when that
moment has
arrived. w
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Third Level Magic-User Spells

Blink protects the magic-user. The magic-
user ‘blinks out’ after he acts each round.
Although the magic-user may be physically
attacked before he acts each round, he may
not be physically attacked after he acts.

Dispel Magic removes the effects of
spells that do not have specific counter
spells. This is a recuperation spell for any
of the party that has been held, slowed, or
made nauseous.

Fireball is a magical explosion that does
1-6 hit points of damage per level of the
caster to all targets within its area. If the
target makes its saving throw, damage is
halved. Fireball is a slow-casting spell and
the spell’s power demands that you target
carefully. Use the CENTER command to
determine who will be in the area of effect.

~ste doubles the target’s movement
d number of melee attacks per round.

te has a short duration and you should
until a fight is imminent to cast it.
ng: characters age one year each

me a haste spell is cast on them.
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- ) The sweet
“7 5 sound of
i (he bubbling foun-
tain should have
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guard... 4

AR B T, AR SN

pld Person may paralyze targels of
cter types (human, dwarf, efc), You
aim a hold person spell at up to 4
(use the EXIT command to target

A

visibility, 10’ Radius makes all

s adjacent to the caster invisible. The
@ of melee attacks against invisi-
efs is reduced by 4 and it is impos-
to aim ranged attacks at them. Use
spell to set up a battle line while your
ies seek you out. Characters lose
bility if they do anything but move.
ne monsters can see invisible creatures,

253

L]

Lightning Bolt is a magical electrical
attack that does 1-6 hit points of damage
per level of the caster to each target along
its path. If the target makes its saving
throw, damage is halved. A lightning bolt
is 4 or 8 squares long in a line away from
the caster. For best results, send the bolt
down a row of opponents. Lightning bolts
also reflect off walls back toward the spell
caster. Targets adjacent or close fo a wall
may be hit twice by the same bolt.

Protection from Evil, 10’ Radius
protects the target and all characters adja-
cent to the target. The spell improves the
AC and saving throws of those it protects
by 2 against attackers of evil alignment,

Protection from Good, 10’
Radius protects the target and all charac-
ters adjacent to the target. The spell
improves the AC and saving throws of
those it protects by 2 against attackers of
good alignment.

Protection from Normal Missiles
makes the target immune to non- magical
missiles.

Slow affects 1 target per level of caster and
halves the target's movement and number
of melee attacks per round. Slow can be
used fo negate a haste spell and only affects
the side opposing the spell caster.
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A MIRROR MAP FROM THE HIGH WALL.
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QJOURNAL ENTRY ¢
THE BLACK-ROBED RIDERS:

We backed up against the stone buttress at
the end of the bridge, waiting to see what
frightened everyone so badly.

A moment later they appeared, two riders
in long, black robes with hoods that hid
their faces. They came around the corner
behind the Temple of Tymora, crossed the
town square and pounded past us at the
gallop. We turned and watched the
guards stand back as the two raced
through the gates and out of the city.

Slowly, the people in the square resumed
their activities. Only now, they were all in
a hurry to be somewhere else.
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QJOURNAL ENTRY 3
THE BOAT REPARMAN'S STORY:

“Well, funny you should ask. See these
three boats over here! | found them just
last week, one by one, washed up on the
sand bar outside town.

“See those holes in the sides! | patched
‘em up. There were arrows in them, lots
of “em. Plenty of blood on the floorboards,
too, but | cleaned that all up.

“Haven't found any boats like that north
of town, but I've been looking. Maybe
going north on the river’s safer than going
east.

“I'll fix ‘em up and sell ‘em. [t gives me
the shivers thinking about what happened
to the people that were in ‘em, but. . . the
people who buy ‘em will never know.
What they don't know won't hurt ‘em.”

QJOURNAL ENTRY 4
THE FISHERMAN'S STORY:

The large fish market was almost empty,
although the lingering smell of the place
told of better days.

“How d'you like my sign” the fisherman
asked us, proudly. “Carved it m'self,
y'know! ‘Course, could do it better.
Maybe now’d be a good time t'try. What
with all the talk o’ trolls and orcs and all,
fishermen ain't goin’ far up river. Ain't
bringin’ back much, neither.

“Good time for wood carvin’,” he sighed
sadly. “Bad time for sellin’ fish.”

SAVAGE

FRONTIER

—

RNAL ENTRY 5
ITOLEN REWARDS:

Ise upon their filthy heads! They've
all we had, stolen everything save
€ clothes on our backs!

el More for everyone!” the waitress

@ Out at the tavern last night. We

e al each other, shame-faced at hav-

ing fallen for so old a trick. Someone
slipped a little something in our food and
we slept like contented babes while the
bandits stole us blind!

All the gold earned on our last mission is
gone. We endured those dangers, did our
jobs and now are left with empty pockets!
Our heads could have festooned the end
of an orcsish pike. . . all for nothing!
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They even took my fine magical sword
with the gold braided handle, the one |
used to slay the griffon at Longsaddle last
winter. What | would give to have it one
more fime, if only to skewer the slime
who committed this atrocity!

We still have the tiny purse of coins | kept
!)eneath my pillow. There isn't much, but
it will be enough to buy new weapons

and a few supplies. We need to find a
new sponsor or a new mission quickly, to
earn the money we need to live.

Whatever mission we next accept, we
will have a second quest to complete as
well: o catch these thieves and exact pay-
ment for last night!

.;’ # Our foes

; are many and var-

I M icd, but we must

d '; '_ p- A always remember
SN S R the face of our

\ / ’54 R ultimate

W ¢ enemy...

T R L e gaas,

MJ

QJOURNAL ENTRY 6

THE GUARDS AT YARIAR:

AWe've been ordered that no one be
allowed to leave the city for the rest of the
day. Travellers from the north report that
many bands of trolls have been seen there,
and some have been observed close to
Yartar.”

“These alerts normally don't last very
long. If there’s anything you need to buy
at any of the stores here in town, this is a
good time to do it.”

JJOURNAL ENTRY 7
MAP OF THE ISLAND FORTRESS.

Outer
Fortress

Main
Complex

Outer
Fortress
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QO JOURNAL ENTRY 8
THE STORY OF THE PRIESTESS OF
WAUKEEN:

“I never knew that a secret door led into the
back of the temple like this! I'm only glad
that you are friends instead of enemies!

“I'm sure the people who attacked you in
the outer room were going to use the
secret door to enter the temple and kill us
alll As sure as the market hawkers gather
in the morning, they were sent here by
the barbarians, and Longtresses herself,
All she wants is control of the city, and
she doesn't care with whom she allies her-
self to get itl”

JJOURNAL ENTRY 9
THE WATERBARON'S WELCOME:

“Welcome, adventurers! | regret that all of
your treasure and possessions have been
stolen. If the City Guards should recover
any of your items they will be returned to
you.

‘| also understand that you are in need of

a commission, but | have nothing for you

at this time. However, Yartar is a busy

town filled with many people from all cor-

ners of the Realms. Perhaps in the
streets you will find someone in
need of help during these troubled
times.”

JJOURNAL ENTRY 10
MIELIKKI'S FESTIVAL:

All around us there was activity,
with the music of many lutes and the
snap of a hundred banners flapping in
the breeze.

In the heart of the glade a chorus of
young girls sang a blessing of the trees,
and the birds seemed to echo back a
happy, chirping refrain.
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People everywhere were walking hand-
in-hand, talking softly and revelling in the
beauty all around them. It was almost
enough to make us forget the worries and
dangers that had brought us here to
Silverymoon.

[ JOURNAL ENTRY 11
THE BARGEBUILDER'S STORY:

“| hope this panic about armies of orcs and
trolls ends soon. We usually build two
barges a month here. Now no one wants
to send goods up river unless they have to,
and we have no new orders.

“The river going east was always danger-
ous, but now going south is bad, too. Of
course, the High Forest is still far more
dangerous than any other place in this part
of the Realms.

QJOURNAL ENTRY 12
THE COUNCIL MEMBER'S STORY:

“You may not care to listen to our sad
tales, with your own horrid stories of
orcish armies on the march, but here in
Everlund strange things have been hap-
pening as well.

“Many undead have appeared in the old
part of the city to the north, livestock have
been disappearing from the pens near the
river, and even stirges have been so bold
as to attack people in the streets.

“What has our peaceful little town done
to deserve such misery!”
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[ JOURNAL ENTRY 13
THE HARBORMASTER'S STORY:

“I tell ye, young ‘uns, the only reason that
the Gallant Prince still be anchored here
in Port Llast Harbor is we ain't got no
one who's darned fool enough t* board ‘er
and tow ‘er out t' sea.

“We'd all heard she wa’ missin’, then
Simon Hempwright the fisherman says
he spied ‘er adrift a mile off the coast,
worm eat'n like she'd been a’ sea a hun-
dred years. The young idiot towed ‘er in
an’ tied ‘er up, an’ then he goes traipsing
down below decks like she wa’ some
pleasure barge out o’ Waterdeep.

“Course, we never seen ‘im no more after
that, ‘cept some say you can hear ‘is
screams a’ night way back in town.”

O JOURNAL ENTRY 14
LONGTRESSES ALARAUN'S STORY:

“Please, let me welcome you to Nesme.
We have just completed a very unhappy
task. | had to seize the city by force of
arms to save it from the corrupt priests of
Waukeen.

“By necessity, | enlisted the aid of some of
the local. . . well, barbarians. And | do
admit that now some of them are out of
control. Take care as you travel through
our streets, for my comrades are dangerous
and love to fight.”

QO JOURNAL ENTRY 15
THE SEARCH OF THE MAGE'S BEDROOM:

In the debris you find a scrap of paper
with the inscription:

ENWNWN. Go straight between tuns
until you must turn again. Use the knock

on hidden door to the right.

e

1[e URNAL ENTRY 16
" 1E MAGE LIBRARIAN'S STORY:

my, oh my, it's good to see you! Yes,
itas and his assistant were indeed
but look! Their room has been torn
es, and look at all this blood on the

oorl Oh my, oh my!

something terrible has befallen
m. May Mystra guide you to his aid!"

JOURNAL ENTRY 17
L OrRD NASHER'S STORY:

-" afraid you've come to Neverwinter
time of great troubles. Many people
moving to the outskirts of the city to
the troubles. The older, inner areas
sere becoming havens for criminals and

Il forms of monsters.

Al converted several blocks of the old

o indoor gardens to help bring people
to Neverwinter. But now monsters
aded the indoor gardens. Instead
inging people in and helping the city,
ardens are scaring them away!”

JOURNAL ENTRY 18

HE NESME HARBORMASTER'S STORY:

s not my fault! The story’s the same in
towns on the river, not just here in

Nesme! They can't blame me for this, no,
0, they can't!

he warehouses on the eastern side of the

have been beset by a plague of giant

and lizard men have been feasting
herds in the stock pens to the west

ore. Now the shipping companies won't

0p here because of the danger!”

y e
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L JOURNAL ENTRY 19
A PORTION OF THE HOSTTOWER
DUNGEON.

QO JOURNAL ENTRY 20
A MAP FOUND IN SILVERYMOON.

00

i




QJOURNAL ENTRY 21
KREVISH'S STORY:

“You know, 1'd sure love to do something
for you guys! If you're looking for work |
have some friends here in Yartar who hire
adventurers all the time and maybe they
have something you could do and that
way you could get back on your feet again
and | would've helped you and |
would've repaid you for saving my life
and we'd be friends and wouldn't that be
great!”

QO JOURNAL ENTRY 22
VAALGAMON'S TAUNTS:

“You pathetic little simpletons! Did you
think that a puny group of snivelling
would-be heroes like yourselves could
change one iota of my plan!!

“Vaalgamon does not deal with your kind!
Hah! | can snuff out your lives with the
heel of my boot as | would the tiniest of car-
rion-crawling insects! | will leave the trivial
task of killing you to my Kraken hosts.”

He turned and swept out of the room, as
the heavy door slammed shut behind him.

QJOURNAL ENTRY 23
THE SAILOR TURNED TO STONE:

Beside the statue we found a crumpled
note:

“They wanted the sea lanes clear between
Luskan and the Purple Rocks, and any
ship they found there they took over or
destroyed. We were only one of the sad
vessels in their path.

“One by one the undead they commanded
have killed our crew, transforming them
into lonely wanderers like themselves.
Soon it will be my turn. | only hope that
the tall one turns me to stone, as he did
the Captain, so | may be spared such
eternal torture.
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"Some are Krakens, but the magic-user i
from a great tower somewhere fo the
north. He kept taunting the Krakens, say.
ing they needed to go to all this trouble
because they were not clever. He said that
the wizards of the tower had great power
but that they were clever too. He said theijr
treasure was hidden in the opposite direc-
tion from where anyone would ever look "

Sl T AR T e -

“ The High

Forest has always
been dangerous,
but now, even
the cities of the
north are beset by
monsters. g
3

w
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JJOURNAL ENTRY 24
INTO THE HIDDEN COMPLEX:

We followed Krevish around several cor-
ners and down an alley, where he pressed
a hidden panel in a wall. A door swung
open, and after some hesitation we let
him lead us into a dark corridor. Our
weapons and armor clanked loudly as we
walked cautiously down the passageway,
finally arriving before a heavy wooden
door.

Krevish knocked on the wood in a com-
plex pattern of beats with both knuckles
and palm, and in a moment it was opened
by an angry-looking man in well-crafted
armor.

1 JOURNAL ENTRY 25

TiiE MEETING BENEATH YARTAR:

The man looked us over for a moment,

ot at all sure whether he liked the idea
Krevish had brought our party to his

et lair.

all right, Captain!” Krevish piped up
usiastically. “They saved my life!

w didn't have to do it, they could have

kept on walking, but they stopped and

their lives to save mine and that

lly nice of them and that's why

really ought to give them a chance to

out a mission for us because they've

ly earned a chance | think, don’t you!”

Captain rolled his eyes. “All right,
vish, all right,” he sighed. “If you'll
be quiet |'ll give them a chance.”

you know, " he fold us, “the Temples
ane are dedicated to the advancement
vil in the Realms. One cleric of Bane
in the town of Nesme, up the river to the

th of here, has been causing great dis-
ruptions in that city.

believe that to save Nesme from civil
he must be stopped. If you can find
Banite Cleric, and carry out this mis-

. you will have proven yourselves to
aluable as Krevish here says you
ell. . . almost as valuable, anyway.”

JJOURNAL ENTRY 26

THE COLLEGE DEAN'S STORY:

really been quite terrible, quite awful
The areas near the docks on the

h bank of the river are full of lizard
and other monsters. Here! In

oon! It's unheard of!

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

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

[ JOURNAL ENTRY 27
THE CAPTAIN OF THE RIDERS OF
NESME's STORY:

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

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

QO JOURNAL ENTRY 28
EREK’s STORY:

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

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



2 JOURNAL ENTRY 29
THE CHALLENGE OF AMANITAS:

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

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

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

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

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

“We must find and seize the statuettes
before Vaalgamon can collect them, or a
pall of darkness will fall across the north.
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My magical investigations cannot tell m,
exactly where they are located, but | haye
a sense of the place where each statuette
now lies. To find them you cannot follow
a map of the road beneath your feet — |
can lead you to your goals only by reveal-
ing the pathways you must trace within
your own souls.
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‘ " We rushed
: forward

as the documents
burst info flame.

i All we could

save was a part of
one small

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

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

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

u must soar where even the birds

fly, and have faith that even with-
gs you can reach great heights. The

tte of the South lies both high above
od far below the surface of the land.

u B W ]

‘ P-P-Pirates?

No pirates here in
Luskan, no sir.
Never seen one
here. Not a one.
No, no pirates

pa

If you gain the four statuettes, take them
score. | have created one more special
which, when combined with the

ur ancient images, will turn the
entarim's planned triumph into total
eversible defeat. But this can only
omplished in the ancient plaza at

ached into his robes and drew out a
square card that looked like it was
of a thin layer of metal. Runes were
ssed upon it.

isn't it!” he exclaimed, annoyed.
suppose you should take it anyway.
of my latest inventions. | call it the
of Counting. If you carry it the

in Yartar, Neverwinter and
rerymoon will all save and exchange
Your valuables as if they were really just

1 place. Could be quite handy, yes,

e handy. Don't leave here without it.

that's it! Good luck to you, and

you find the path easy to follow. You
come visit me any time at my house in

omber; and if I've learned more about
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any of the statuettes I'll be happy to share
the information with you. Good bye!”

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

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

QJOURNAL ENTRY 30
BRINSHAAR'S STORY:

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

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

QJOURNAL ENTRY 31
THE BANITE CLERIC'S LETTER FRAGMENT:

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

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

| agree with your letter, and although we
have never met | feel closely bound to
you. By destroying this plan before it starts
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we shall ensure that never again will the
Banite clerics be taken for granted in
Zhentil Keep!

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

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

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

QO JOURNAL ENTRY 32
THE WATERBARON'S WARNING:

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

QO JOURNAL ENTRY 33
BROADHAND'S STORY:

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

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

“Once the Zhentarim would have been
content with having found a way to open
this safe caravan route through the Great
Desert. They would have let time pass,
allowing towns and villages to become
dependent on a supply route that only the
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Zhentarim controlled. Then, quietly but
inexorably, the hidden reins of power
would be pulled into their grasp.

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

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

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

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

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

s/ou must find Amanitas quickly. Help
m in this task, but do not tell him you
Banites or he will never listen to you.
all his brilliance he refuses to accept
beauty of pure Evil, and will never
now the joy we find in Bane.
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‘v The huge
ship beat
its way through the
rising waves. The
great letter on its
main sail made it
quite clear who we
M \vere deal- @0
= ing with. A* b
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now! As we speak our enemies
progress on their path!”

ipped out of the room, motioning for
s fo wait a short time before leaving to
pmplete our “mission.”

JOURNAL ENTRY 34
ESCAPE OF THE PRISONERS:

men rushed from the tiny cell, their
1es in tatters, eyes drawn from lack of
and sleep.

One stopped to look down at the dead

anite, and a broad smile spread across his
face. “Looks like you've done the
e were sent to do!” he said, laughing
rally. “Now we can go home and
the credit! We of the Zhentarim
ute you!”

1is companions blanched as he said the
rbidden word — only others dare to use
name, never the Zhentarim them-

es. They cursed in hushed voices,
Pulled him from the room, and were
stantly out of sight.
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We looked at each other helplessly.
Because we knew the Banite to be evil,
we had slain him — the one man who
could stop the Zhentarim’s plan for the
conquest of the Savage Frontier. There
was no choice. We had been searching for
a mission. Now, by accident, we had
found one. We would have to save the
northern Realms ourselves.

QJOURNAL ENTRY 35
THE KRAKEN STRONGHOLD:

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

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

JJOURNAL ENTRY 36
THE ODD MESSAGE OF THE KRAKEN:

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

JJOURNAL ENTRY 37
THE ARENA BENEATH LLORKH:

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

Most of those seats were already filled.
Several hundred black-robed men sat in
one section, beside an equal number of
other humans and a few strange-looking
beings in the shadows — they may have
been drow elves. Separated from the
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A single man stood at the railing near the
bow, his black cape flowing behind him
in the stiff sea breeze. Could it be
Vaalgamon himself?

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

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

QJOURNAL ENTRY 42
THE STORY OF PHINTARN REDBLADE:

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

“Tonight thy killers sit within thy Keep,

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

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

[ JOURNAL ENTRY 43
MUTHTUR'S STORY:

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

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

“I'lived with a small colony of other out-
casts in the High Forest, until raiding par-
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ties from Llorkh captured me and brought
me here. They called me a ‘novelty fight-
er’ and said it'd be fun to watch some-
thing different in the arena for a change.

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

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

QJOURNAL ENTRY 44
THE POTTER'S STORY:

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

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

QJOURNAL ENTRY 45
THE DYING ZHENTARIM'S DEFIANCE:

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

great. ...

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

QJOURNAL ENTRY 46
THE STORY OF THE HIDDEN DWARVES:

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

mans by a respectfully wide zone of
ply seats, the remainder of the arena
as filled by orcs, with a scattering of
blins and even bugbears.

e great bowl was filled with the din of
housand conversations, but every voice
silenced at once when a guard called
 “All rise for Lord Vaalgamon!”

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

well, my friends!” he told us, a hideous

ile distorting his already-twisted features.
see we have the pleasure of meeting again!
‘must say that | admire the courage and
that have brought you this far. You
ve defeated forces that should have

2ated you. Their deaths at your hands
appropriate punishment for their failure.

ard for your achievements, |
you all a chance. Defeat three
opponents in my arena and | shall

live.

combat begin!”

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

JOURNAL ENTRY 38
NG THRELKED [RONFIST'S STORY:

er since the reports of the meteorite

€ on the north end of the island,
adventurers have come here seeking
magical swords. However, no one
island can craft such fine weapons.

all adventurers, but few listen.
dre many canyons that cut across
island, and some have networks of

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

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

O JOURNAL ENTRY 40
THE UTHERAAL VILLAGER'S STORY:

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

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

QO JOURNAL ENTRY 41
THE ZHENTARIM SHIP ARRIVES:

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



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

JJOURNAL ENTRY 47
KEsSTUTIS' STORY:

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

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

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

QO JOURNAL ENTRY 48
THE SIGNS AT SECOMBER:

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

— Selarn

QJOURNAL ENTRY 49
THE KRAKEN'S CODED MESSAGE:

otltturatehfonrotwshotaeilursh
hetnd f. ok h 0 on or ot h hog al t rm ae e
il tte h.
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QJOURNAL ENTRY 50
THE AARAKOCRA'S STORY:

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

Qo 6 B A PRI TR X,
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Mounts... |'ve
never heard of
anyone who went
there and came
back to tell

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

QJOURNAL ENTRY 51
THE GuiLTY CITIZEN'S STORY:

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

“I don't know where they have her! | took

my reports to a house hidden away among
the cliffs on the southern coast. Please sparc
me! I've told you everything | know!”

JOURNAL ENTRY 52

1 KRAKEN'S CODED MESSAGE:

w lek msu rgt u rwit k. ite edea leto
v fo eot se. griaas.

- % . Never
J had we
seen such a sinister

construction.
Our hearts quaked,

but we advanced
nonetheless...

3

RNAL ENTRY 53
E OF JUSTICE:

weapons were stacked in one cor-
the room, and suddenly | cried out

ly magical long sword, the gold braid
s handle tarnished but undamaged,
amidst the pile of crudely crafted

I | ran over, pulled it from its

and examined the blade — still

pand true as any arrow fired from
felm’s bow!

ver evils might stalk the Realms, |
w that for this one moment justice had
one. The gold they’d stolen from us
nn was gone forever, but with this
WOrd our honor was restored!

QO JOURNAL ENTRY 54
CEPTIENNE'S WELCOME:

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

ed for the effect of this proclamation to
take hold.

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

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

She smiled once more and the image
faded from view.

JJOURNAL ENTRY 55
KING REDAXE TELLS OF THE
PURPLE ROCKS:

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

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



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

O JOURNAL ENTRY 56
THE MAN OF MIRRORS' STORY:

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

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

QO JOURNAL ENTRY 57
THE MAGIC MOUTH'S STORY:

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

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

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

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

270

QJOURNAL ENTRY 58
A MIRROR MAP FROM THE
HIiGH WALL.
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QJOURNAL ENTRY 59
THE OLD THIEF'S STORY:

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

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

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

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

t to the pyramids at Ascore without

1 Let no one pass through the
onghold! Guard every pathway — |

o not to hear your tales of how many
ere are. |f the Road fails you will pay for
ir carelessness!”

e note was signed with a large,
awled letter “M”.

RNAL ENTRY 60
FrOM A PRiSON CELL:

and write my journal the unrelent-
Id spreads deep within my bones.

¢ floor and thick walls of my cell

2 in Zhentil Keep drain every last

nce of warmth from my body.

ver understood the significance of
uettes, nor their power. With all
possession, Vaalgamon

his goals, and all the northern
fell under the Zhentarim shadow.

ches have availed us nothing. We
ted down, captured, and brought
prison, where they keep us alive

gout of a desire for revenge. If only we
the chance to live the past over once

RNAL ENTRY 61
R MAP FROM THE HIGH WALL.

QO JOURNAL ENTRY 62
A LONELY LAMENT:

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

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

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

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

Perhaps others will follow us on this path

and find that victory awaits them instead
of death.

jxtlﬁloudolo
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SCORE MODIFIERS BY RACE DEXTERITY TABLE
MoDIFIERS

- " Aswiry ReacTio/MissiLe AC
7l TABLES ﬁ’ Constitution +1, Charisma -1 o Bows Bows
Dexterity +1, Constitution -1 3 -3 +4
none 4 -2 +3
none 5 -1 +2
MAXIMUM LEVEL LIMITS BY RACE, CLASS AND PRIME REQUISITE Dexterity+1, Strength-1 6 0 v
Cuass Asiry DwARF 13 GNOME Has-ELr Harung Human none 7 0 0
Cleric Any no no no 5 no 6" 8 0 0
Fighter STR 16- 7 5 5 6 4 g 9 0 0
T "SR 8" 6 5 7 5 8" S e 10 0 0
Paladin Any no no no no no 8" » 4 250 12 0 0
Ranger STR 16- no no no 6 no i
STR17 0 0 o 7 0 > -1 -250 B 0 0
STR 18+ no no no r no r none -150 " 0 0
Magic-User INT 16- no 6 no .6 no 6" none norml 15 0 -1
INT 17 no 6" no 6" no 6* none normal 16 + 2
INT 18 no 6* no 6 no 6" none +100 17 +2 3
Thie! Any 8 8 g 8* 8 8* none 4200 18 +3 4
no: Characters of this race cannot be of this class. + +350
*- Highest Level Available in Gateway to the Savage Frontier. + +500 CONSTITUTION TABLE
* +7150 Aswiy Hir Pomt ResunrecTiON
+3 +1,000 Scone ADJUSTMENT SURVIVAL
K] +1,250 3 K. 0%
RANGE OF ABILITY SCORES BY RACE “ +1.500 4 -1 45%
+5 +2,000 5 | 50%
m DwARF Eir GrnomE HaLr-ELF Haruwe Human € 143,000 6 4 55%
* Strength MF M/F M/F M/F M/F M/F d 7 0 60%
Min. 8/8 33 6/6 33 6/6 33 available to fighter classes
M 1817 1816 18/15 1817 1714 18/18 i, Fange. 8 0 85%
Intelligence o 0 0%
~ Min. 33 88 m 44 6/6 33 :2 g ::
Max, 18/18 18/18 18/18 18/18 18/18 18/18
- 8/ 8/ 8/1 8n 81 MONEY ! - i
Min. n 3 n 3 3 33 CONVERSIONS 13 0 0%
Max. 18/18 18/18 18/18 1818 1717 18/18 Com Gowp 14 0 92%
Dexterity . Tt Seeuws 15 R 94%
Min. 33 m 33 6/6 8/8 33 &N Copper ~ 200cp=1gp 16 W %6%
Max. 1717 19/19 18/18 18/18 18/18 18/18 n Silver ~ 20sp=1gp 17 203 8%
Constitution n Electrum  2ep=1gp 2 Py ey
Min. 12/12 6/6 8/8 6/6 10/10 33 32 Gold 1gp=1gp
Max. 19/19 18/18 18/18 18/18 19/19 18/18 32 Platinum 1/5pp=1gp *These bonuses available to fighter classes
Charisma only (Fighter, Paladin, Ranger)
Min. 33 8/8 33 33 33 33
Max, 16/16 18/18 18/18 18/18 18/18 18/18
M/F= Male/Female
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ARMOR AND WEAPONS PERMITTED ARMOR TABLE

BY CHARACTER CLASS ell Parameters List FIRST LEVEL MAGIC-USER SPELLS
I e e P S n B f is is a listing of spells a\l/ailalbllg tﬁ) player  seau Name I R e i
" they gain in level. Following
; hammer, None 0 10 d ers as | ] 2 Burning Hands Cmbt T 3 squares -
Cleric any  any ::; ﬂ::" v Shield# 50 g X - abbreviations used in the list: Cham Person cmdt 12 1 -
Leather 150 8 12 squares Combat only spell Al = All characters in combat Detect Magic Batr 0 Al M
o Ty W Padded 100 8 9 squares ' t- Enlarge Boh SM 1 1w
Paladin any ay  any 5 ap = Camp only spell # = combat rounds
Studded 200 7 9 squares y = Camp or Combal spell t = turns Reduce Both SM 1 -
Ranger ay —ay - ay RingMail 250 7 9 squares Range /i = per level of caster Friends Camp 0 Al
Magic-User none  none  dagger, dart, staff Scale Mail 400 6 6 squares targets - aim at each targel Magic Missile Cmbl 6 1 .
Thief - leather none club, dagger, darl, Chain Mail 300 5 9 squares Protection fromEvil ~ Both T 1 aml
' ~ sling, one-handed Banded 350 4 9 squares ProtectionfomGood  Both T 1 M
short bow lint Mail 400 4 6 squares 9 Read Magi Ca 0 1 M
. Sl s A ST LEVEL CLERICAL SPELLS e AR e ST
Qmmmm.lmmmah&o;mwm Wien  Rus  Amea  Dumarion Shocking Grasp Cmbt T 1 -
ns, can be in movement to a maximum of 3 squares "
. # AShildsublats 1 AC rom any amor s used wih i e it A —
WEAPONS TABLE SO0 R | ...
¥ izt :":‘i I : g SECOND LEVEL MAGIC-USER SPELLS
Damage vs. Damace Numser m -
Name Max Sizen Than Man Sizeo oF Hanps Class foh 0 Al 1 SPELL NAME WHen  Rug AREA  DURATION
~ Axe, Hand 16 14 1 f Both T 1 M Detect Invisibility Both 0 Al Srivl
Bastard Sword 2-8 2-16 2 f Bath T 1 3 Invisibility Both T 1 -
 Battleaxe 18 18 1 f Both T 1 1wl Knock Camp 6 ™ -
Broad Sword 28 2-7 1 fth Mirror Image Boh 0 1 2
" Club 16 1-3 1 felth a Ray of Enfecblement  Cmbt  1+25/M 1 1iml
Composite Long Bow” 16 12 2 : 'OND LEVEL CLERICAL SPELLS SinkngClowd ~ Cmdt 3 22 WM
- Composite Short Bow* 16 1 2 Wuen  Rua  Area Durarion Strength Both T 1 BVl
Dagger 14 1-3 1 f,mu,th Camp 3 1 3
' Dart 13 12 1 fmu,th Sk 6 .
o e s ; . Gt § MM THIRD LEVEL MAGIC-USER SPELLS
: " 1
Halberd 1-10 212 2 f cmbt 12 3da M Spews Name When  Rwo  Area  Dumamon
Light Crossbow# :3 :: ; : o A s B o A -
: hal cit 31 WM Firebal Cmbdt 104 2Bd -
mmd :: 1‘; f r:n Hasle Bh 6  5da  3niM
4 : R Hold Person Cmit 12 14 aMm
:ni o g-; ;-: : ffl i LEVEL CLERICAL SPELLS sty 10 Raius  Boh T 2da -
g g Pt M Whex  Rea  Amea  Dumamo Lightning Bot Cmbt 4 48 -
Scimitar 18 18 1 th > s
Both T 1 - jon from
. fth
Sor oo s s | m ERMRSRNISE. . ¢ v
on irom
i i i ' Camp T 1 -
;:u f-g 3-; ; f ,;u,,:., Cmbt T 1 - mﬂ . Boh T 2da M
on
Staff Sling 25 27 2 fel R AR, mm:a: B T 1 M
Spear 16 18 1 f AL
e o By - - : B T 1 : Slow Cmot 9 5dia 3/
Two-Handed Sword 1-10 318 2 I it T- 1 WM
* Must have ready arrows to fire. Two Attacks per round. # Must have ready quarrels to fire. One Attack per round.
I=tighter, cl=cleric, th=thiel, Mu=magic-user.
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Level Advancement Tables

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

CLERIC
Numzer oF CLERICAL

Hir SpeuLs per Lever
Lever  Expemience Dice 1.2 3
1 01500 - 1d8 1
2 15001-3000  2d8 2
-3 3001-6,000 3d8 21
4  6001-13000  4d8 3 2
-5 1300127500 508 3
6 27501+ 6d8 33
CLERIC’S BONUS SPELLS
Wisoom 1 2 3
Y -
13 + -
14 2 .- -
15 +2 +1 -
16 2 42 -
17 #2 2+
18 2 24

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

NUMBER OF SPELLS

4th level Cleric with 18 Wisdom

.2 3
5§ 4 -

276

Remember that all experience eamed by 4
non-human, multi-class character is divided
by the number of classes the character has,
The experience is divided even after the
character has reached his maximum level i
a particular class. A Human dual-class char.
acter only earns experience in his second
class. The character cannot use the abilities
of his first class until his level in his second
class exceeds his level in his first class.

FIGHTER
Hir

Lever  Expemience Dice

1 0-2000 1d10

2 2,001-4,000 2410

3 4,001-8,000 3d10

4  8001-18000  4d10

5 1800135000 5d10

6  35001-70000 6d10

7 70001125000 7d10

8 125001+ 8d10
MAGIC-USER

Numser oF Magic-Usen
Hr SpeLLS PER LEvEL

Lever  Expemtence Dice 123

1 0-2500 1d4 1

2 2501-5,000 244 2

3 5001-10000 34 2 1

4 10,001-22500 4d4 3 2

5 2250140000 504 421

6 40001+ 6d4 422

Tables continue...

Hir Hir
Dice Leve  Expemence Dice
1d10 1 0-1,250 1d6
2410 2 1,251-2,500 2d6
3d10 3 2501-5,000 3dé
4d10 4 5,001-10,000 4d6
5d10 5 10,001-20,000 5d6
6d10 6  20,001-42500  6d6
7d10 7 42501-70000  7d6
8d10 8 70,001+ 8d6
Hiv
Dict
2d8
3d8
4d8
5d8
6d8
7d8
8d8
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Treasures of the Savage Frontier

System Requirements : A minimum of 640K system memory is required. The
mouse will not work with Tandy graphics. RAM resident programs may reduce
your available system memory below the minimum required for the game. We rec.
ommend at least 560K of free memory to run this program. A TGA, EGA, VGA, or
MCGA color video system is also required. One CD-ROM drive and one hard disk
are required. This game must be installed on a hard disk, and needs a minimum
of 3,050,000K free to install the game. FILES must be set greater or equal to 20
in your CONFIG.SYS file.

Installing the Game :
1. Place the Forgotten Realms CD with GATEWAY TO THE
SAVAGE FRONTIER into your CD-ROM drive.
2. Access the drive containing the CD.
3. From the root of the CD, enter “DOSSETUP”.
4. Follow the on-screen prompts.

Starting the Game :
1. Boot your system normally with DOS 2.1 or greater.
2. Be sure that the hard disk containing the game is the active drive.
3. Change directory to the game’s directory. Example: To change to
the default directory type CD\TREASURE and press Enter/Return.
4. Type START and press Enter/Return.

The first time you play the game you will be prompted to configure the game for
your system's hardware. You will be asked to set up for graphics card, sound
type, input drive, and save path for both TREASURES OF THE SAVAGE FRON-
TIER and GATEWAY TO THE SAVAGE FRONTIER (if installed).

Graphic Adapter Type: Enter the correct number for your graphics adapter type.

Sound Type : Enter the correct number for your sound type. For most people
this will be IBM PC or compatible. If you have a Tandy system or one of the sound

boards supported by this program, enter the corresponding number. If you do not
want sound in your game, enter 6.

Alternate Input Type : If you want to play the game using a joystick or mouse,
enter 1 or 2 as indicated. To play the game using the keyboard only, enter 3.

The input device ( mouse or joystick) may also be selected from the first program
menu. The keyboard is always active regardless of how the system is configured.

Path to Save Drive for TREASURES OF THE SAVAGE FRONTIER :

Most people will want to press Enter/Return here. The default save path is set for
the SAVE subdirectory on your active drive. The SAVE subdirectory is created
automatically when you first save a game or character.

If you wish to save to another drive, type that drive letter followed by a colon, a
back slash and the subdirectory name, Example: To save to the SAVE subdirecto-
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n drive B, type B:\\SAVE and press Enter/Return.

to Save Drive for GATEWAY TO THE SAVAGE FRONTIER:

people will want to press Enter/Return here. The default save path is set for

o \GATEWAY\SAVE subdirectory on your active drive. This selection is impor-
only if you have saved games from GATEWAY TO THE SAVAGE FRONTIER

wish to use them in TREASURES OF THE SAVAGE FRONTIER. You set the

path to the drive path of your GATEWAY TO THE SAVAGE FRONTIER Save
s disk or subdirectory.

: |If you do not have ( or do not want to use) your GATEWAY TO THE SAV-
FRONTIER Save Disk, select the default setting when prompted.

ing Started Quickly : Use the pre-generated party of characters saved as
2 game A. These characters start at the very beginning of the game, but

have already memorized spells, and have been outfitted with readied
pons and armor.

To begin the game, type START. Choose GAME, then the LOAD SAVED GAME
n from the Party Creation menu. The saved game will appear after you

e the TREASURES option in the LOAD SAVED GAME menu. Load Save
e A. Choose BEGIN ADVENTURING.

r to the sections on movement, combat etc., in this data card, the rule book,
al as needed.

: To give commands using the mouse, point to the desired command and
click with the left mouse button.

ard : To give commands using the keyboard, either press the highlighted
rin that command or use the keys to highlight the command and press
r/Return.

tick : To give commands using the joystick, move the highlight to the appro-
late command and press the button.

oard Movement : The following controls are used for movement and target-

BOARD MOVEMENT

3D MOVE / ANY MENU MOVE / COMBINATION

=== (%]t~
E]Lm «| |-»

W[y
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Mouse Movement : To move in 3D/Area mode with a mouse, click the mouse
cursor at the edge of the display window in the direction you want to move. To
move forward, click at the top of the window. To turn around, click at the bottom,
To turn right or left, click on the appropriate side.

Joystick Movement: Joystick movement is similar to using the cursor
controls/keypad. Select the MOVE command and then move the joystick.

JOYSTICK MOVEMENT
COMBAT
MOVE FSgRWARD \ f /
MOVE BACKWARD / ‘ \

Copy Protection : To answer the verification question, find the indicated word in
the copy protection section. Type the indicated word and press Enter/Return. Do
not count section headings.

IBM Combat Commands : The following is a list of IBM Specific commands.

ESC: will act as an Exit from any menu. When moving in combat, ESC will ‘take
back’ a move. The function will not erase any damage taken during the move.
ALT/Q : sets all characters to QUICK (computer control).

<SPACE> : returns all characters to normal control from QUICK.

ALT/M : toggles the magic on/off for characters set to QUICK.

CTRL/S : toggles sound on/off (may be used any time).

Transferring Characters from GATEWAY TO THE SAVAGE FRONTIER :

Set the Save Game subdirectory for GATEWAY TO THE SAVAGE FRONTIER
game during the system setup. Select the LOAD SAVED GAME option then
GATEWAY. Choose the saved game you wish to transfer to TREASURE OF THE
SAVAGE FRONTIER. This will load all the characters, most of their equipment,
and their money.

If you wish to load only a single character from GATEWAY TO THE SAVE FRON-
TIER, boot up GATEWAY TO THE SAVAGE FRONTIER and load the saved game
in which the character resides. Choose the REMOVE CHARACTER option and
remove the character from the party. Start TREASURE OF THE SAVAGE FRON-
TIER and choose ADD CHARACTER TO PARTY option and then select GATE-
WAY. A screen with the name of the character will appear and can be loaded into
the new party.

Program Changes :
The FIX command only heals the party. It no longer increments time to memorize
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s. Use the REST command to memorize all spells.

e of a character ready to train is now highlighted in purple.

oper's Comments : Initially, have your magic users memorize charm per-
» stinking cloud, and fireball spells. Try to charm enemy clerics and magic

rs, and stinking cloud the larger monster for occasional quick kills.

y game is set in the middle of a revolution, and the fights are difficult. It is rec-
mended that you save frequently.

avage Frontier is a very dangerous place, so try to stay on the trails or rivers
ien you are hurt or don’t want a fight. Be especially wary in the wilderness.

are lost or unsure on what to do next, use the Crown of Amanitas or try
ig the lucky papers. You will need all three colored crystals to decode the luck

e disease, when cast by a cleric, will not restore lost strength points. In order to
gstore these lost strength points, you must go to a temple and REPAIR, or select
AL, then cure disease.

cial Thanks To : Forrest Elam, Product Tester, and Dale Palmer, Product
)port Representative.
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;Amanitas embraced each member of the party,
ting how glad he was that we had arrived safely

and he explained what had just occurred.

mry for having pulled you
m your well-deserved

was my hope that your great

ry at Ascore would make the
Frontier safe from its

and allow you to resume
lives. As normal, |

, as life can be when

ere you go people rush
ake the hands of the

of Ascore.

recent events have made
m to a peaceful life
ble.

2 in Llorkh, far to the south

of where you began this

“ayin Yartar. We sit now in the
ient stronghold, that same

stronghold where you met with
the besieged dwarves as you
sought the final statuettes on your
last adventure.

“Just weeks ago, the Zhentarim
legions and their allies were
decimated by the monsters you
summoned to the plaza of the
ancient temple at Ascore. The
surviving orcs fled back to their
mountain kingdoms, and the
trolls limped back to the moors.

"The shattered forces of the
Zhentarim themselves retreated
south, following the path that
leads around the Great Desert
through Llorkh — the one city
they still controlled.

"The first bloodied fighter
staggered into Llorkh last week
and collapsed in the street,
babbling about the hordes of
monsters who had defeated them.



Word quickly spread among the
dwarves that you had destroyed
the Zhentil armies, and that
more survivors would be
returning soon.

“The dwarves realized this was
their one chance to revolt, to rise
up and throw off the Zhentarim
invaders. Weapons were
distributed, old plans reviewed,
and the first attacks were
launched that very night.

“But Lord Geildarr, the Zhentarim
imposter who murdered the last
dwarven King of Llorkh, is no
fool. He had held back a large
force of fighters and loyal monsters
— forces he was supposed to

have sent on to Ascore.

“They know that if they are
pushed from Llorkh there is
nowhere else to go . . . and
Zhentil Keep is very far away.
They have fought the dwarves
bravely at every turn, and both
sides have taken terrible losses as
they struggle to control the city.

“Milzorr, the dwarven leader, sent
a messenger to me at Secomber,
seeking help. | arrived this
morning, and immediately
realized that only you — the
Heroes of Ascore — could save the
city and its brave dwarven rebels.

‘| cast the spell that brought you to

this fortress, and | pray that your
skills and wisdom will prevail
over the evil forces that seek to
enslave these noble dwarves.

“If you can free the city, please
come to visit me at Secomber as
soon as possible. | must return
there now, for already | am
receiving troubling reports about
strange new events in the Savage
Frontier. Your help may be
needed elsewhere, too . . .

and soon.

May Helm guide you safely
through the challenges that
lie ahead!”
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* Alliance is actually a group of
which act together to defend them-
»5 against attacks by common ene-
Members in the Savage Frontier
~lude Waterdeep, Neverwinter, Port
¢ Leilon, Mirabar, Yartar, Triboar,
ddle, Orlumbor, Daggerford,
ber, and Loudwater. Lord
eiron, the leader of Waterdeep,
the alliance. Luskan and Ruathym
tile to the Lords’ Alliance.

| town in a key strategic location,
ord guards the only safe crossing
River Shining between Waterdeep
he cities to the south.

far to the north on the coast of
2ss Sea, this icy town is a min-
st jointly ruled by Waterdeep,
, and Neverwinter.

olcanic island, located close to the
northem coast, is inhabited by Northmen
Ice Hunters. Its tiny capital is con-

d by a ruler loyal to Luskan, but

f villages on the island often act in

o1t of the Lords’ Alliance.

| coastal town south of Neverwinter

€ N:ll}fto Waterdeep, Leilon has
. Y Suffered through repeated, brutal
“acks by pirates.
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Llorkh

Llorkh is located on the trading route that
leads down the westem edge of the Great
Desert before tuming east to the inland
nations of the Realms. As the game
opens, it is the only town still directly con-
trolled by the Zhentarim after their defeat
by the party at the Battle of Ascore.

Longsaddle

This small town, surrounded by ranches,
lies east of Neverwinter Wood on the
important road between Waterdeep

and Mirabar.

Loudwater

A beautiful, ivy-covered riverside town
with a large population of half-elves,
Loudwater is a convenient place for the
party to visit in the southem part of the
Savage Frontier. Its features include
stores, an inn, a temple, and a training
hall.

Luskan

Now controlled by pirates, this large
coastal city with an ideal harbor was once
a merchant center, It is the location of
the Hosttower of the Arcane, which draws
evil magic-users from across the Realms.

Mintarn

An island in the Trackless Sea southwest
of Waterdeep, Mintam is a port of call for
every cargo vessel in the north — whether
they haul coins, corn, or contraband.
Mintarn is ruled by a man called “The
Tyrant,” who allows almost anything to
happen on the island so long as its resi-
dents remain safe and independent.

Mirabar

Mirabar is one of the largest and most
powerful cities in the area, the northwest
anchor of the Lords’ Alliance. A mining
center, it has a large dwarven population.
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Neverwinter

An important port city on the Trackless
Sea, Neverwinter is the site of one of the
rare Magic Shops in the Savage Frontier.
Ships travel from here to some of the
nearby islands.

Orlumber

Located close to the coast far south of
Waterdeep, the island of Orlumbor is home
to the finest shipyards in the Realms. It is
also the site of Farr Windward, an isolated
town to which many cities banish insane,
strange, or politically dangerous people who
are no longer welcome inside their walls.

Port Llast

A small port town north of Neverwinter,
Port Llast has been beset with troubles in
recent times.

Ruathym

This rocky island, which lies far to the west
in the Trackless Sea, is populated by hard-
working, hard-fighting Northmen. Ruathym
recently concluded a brief war with
Luskan, with neither side claiming victory.
Now, under strange circumstances,
Ruathym has joined with Luskan in its
attacks on the Lords’ Alliance.

Secomber

This sleepy little town on the River Shining
is most notable for being the home of
Amelior Amanitas, friend to the party and
an inventive magic-user of great renown.

Tower of Twilight

Located on the eastem edge of Neverwinter
Wood, this tower is the part-time home of
Malchor Harpell. Harpell is the leader of
Longsaddle, and one of the most powerful
magic-users in the Savage Frontier. On
rare occasions he will train noble adven-
turers at the Tower - for a price.

Triboar

A trading town on the road between
Mirabar and Waterdeep, Triboar has a his.
tory of rivalry with its eastern neighbor,
Yartar. This rivalry has in the past inspired
practical jokes that got out of hand and
almost led to battles in the streets.

‘ For those
who seek

to make their

treasures small in

size bul great in
value, | am always

here to help. ,,

Waterdeep

The largest city in the Savage Frontier —
and perhaps in all the Realms — Waterdeep
is called “The City of Splendors.” It is the
leader of the Lords’ Alliance, and each day
vessels from every port on the Trackless
Sea salil into its majestic harbor. Smugglers
take advantage of this constant traffic to
ship their illegal cargo through secret docks
outside the city walls.

Way Inn

This village sprung up around a favorite
resting spot on the High Road along the
coast. It is located several days south of
Waterdeep.

Yartar

A key crossroads and trading town,
Yartar has been the party’s recent base
of operations.

Continues..-

’ il Keep
Keep lies far to the east of the
you visit in the game. Nevertheless,
=ntarim, a secret organization that
quartered here, is very much

d. The Zhentarim planned to con-
the region, but their plan was ruined
he in the Battle of Ascore. This
le is chronicled in GATEWAY TO THE

FRONTIER.

CTERS AND PARTIES

ed a party of adventurer Player
racters (PCs) to play TREASURES OF THE
 Fronmier. You must choose the
q for each character: race, class,
ment. After you select these, the
generates a set of Ability Scores
e your new character’s natural
ths and weaknesses. To build a party
make a mix of characters that
g range of skills needed for suc-
and then band them together.

Races

are six races from which you may

ct player characters, each with dif-
talents and limitations. Tables begin-
page 53 summarize the racial class
ons and ability score modifiers. The
Wing describes each race and tells
classes are open to them.

€S are a cunning race of sturdy

and craftsmen. They are especial-
t to magic and poison. Dwarves
UEpL at dodging the attacks of giant-
Creatures. Dwarves can be fighters,
S, and fighter/thieves.

Elves are a tall, long-lived race. They are
nearly immune to sleep and charm spells
and are adept at finding hidden objects
such as secret doors. Elves also receive
bonuses when attacking with swords or
bows. They cannot, however, be raised
from the dead. Elves can be fighters,
magic-users, thieves, fighter/magic-users,
fighter/thieves, magic-user/thieves, and
fighter/magic-user/thieves.

Half-Elves are hybrids with many of the
virtues of both humans and elves. Like
their elf ancestors, they are resistant to
sleep and charm spells and are adept at
finding hidden objects. Half-elves can be
fighters, magic-users, clerics, thieves,
rangers, cleric/fighters, cleric/rangers,
cleric/magic-users, fighter/magic-users,
fighter/thieves, magic-user/thieves, cler-
ic/fighter/magic-users, or fighter/magic-
user/thieves.

Gnomes are shorter and slimmer than
their dwarf cousins. Like dwarves, they
are especially resistant to magic and are
adept at dodging the attacks of giant-class
creatures. Gnomes can be fighters,
thieves, and fighter/thieves.

Halflings are about half the size of a
human, hence their name. They are espe-
cially resistant to magic and poison. They
can be fighters, thieves, and
fighter/thieves.

Humans are the most common player-race
in the Forgotten Realms. They suffer no
racial level limitations or ability score modi-
fiers. Humans do have the disadvantage of
shorter life-spans than the other races. This
may be a problem if they are subjected to
many haste spells, which age the hasted
character one year. They can be fighters,
magic-users, clerics, thieves, rangers, pal-
adins, and dual-class characters.



Ability Scores

Every character has six randomly generated
ability scores as described below. These
scores [all within a range determined by the
race and class of the character. The base
values range from 3 (low) to 18 (high).
There are tables of limitations, modifiers,
and bonuses starting on page 53.

Depending on the character class, one or
more of these abilities are a “prime pequi-
site.” A prime requisite is an ability especial-
ly valuable to a given class. For example,
strength is key for fighters and wisdom for
clerics. Most characters receive bonus
experience points when their prime requi-
site scores are 16 or greater. Non-human
characters may have modifiers to the basic
ability scores to reflect differences between
the races. Dwarves for instance, get a +1
conslitution bonus and may have a maxi-
mum constitution of 19 instead of 18. All
racial modifiers are calculated automatically
when a character is generated.

Strength (STR) is the measure of a charac-
ter's physical power, muscle mass, and
stamina. Fighter-type characters (fighters,
paladins, and rangers) may have exception-
al strengths greater than 18 that are indicat-
ed by a percent value (01, 02,03 . . .98,
99, 00) following the base strength. High
strength increases a character’'s combat
ability with melee weapons, such as swords
or maces. Strength also determines how
much a character can carry without becom-
ing encumbered and slowed in combat.

Intelligence (INT) is the measure of how
well a character can learn. Intelligence
level can determine the maximum level
of spells a magic-user can cast.

Wisdom (WIS) is the measure of a char-
acter’s ability to understand the ways of
the world and to interact with the world.
Clerics receive bonus spells for high wis-
dom, and wisdom can determine the
maximum level of spells a cleric can cast.

Dexterity (DEX) is the measure of a
character’s manual dexterity and agility.
Thieves especially benefit from high dex.
terity. Dexterity affects how well a charac.
ter can use ranged weapons (bows, dart,
etc.), when he moves in a combat round,
and how difficult he is to hit in combat.

‘ The
nervous
look in the eyes of

the city guards told
us of impending

danger. ’ ,

Constitution (CON) is the measure of a
character’s overall health. Characters
receive one extra hit point if their consti-
tution is 15, and two points if it is 16.
Fighter-types (fighters, rangers, and pal-
adins) receive additional bonuses for con-
stitutions of 17 or 18. A character’s con-
stitution also determines the maximum
number of times that character can be
raised from the dead with raise dead or
resurrection spells, and the chance of a
resurrection attempt being successful.
Every time a character is successfully res-
urrected, | point of constitution is lost.

Charisma (CHA) is the measure of how
others react to a character.

»s are the characters’ professions. A
er must be at least one character
s, Non-human characters can be more
1 one class at the same time. These
ti.class characters have more playing
ons, but increase in level slower

ause experience is divided evenly

q all classes.

1w If you

4 ‘ would
travel on the river,
do it soon. The

cold of winter will
soon freeze the
waters and we

will rent ,,

no boats.

erics have spells bestowed on them by
*deity and can fight wearing armor and
g crushing (no edged or pointed)

S. Clerics must memorize their

just as magic-users, but they do not
ell books. When clerics gain a new
level, they can automatically memo-
of the available spells for that level.
prime requisite for clerics is wisdom.

2rs can fight with any armor or

pons, bul they cannot cast magic

All fighter-types (fighters, paladins,
rangers) gain the ability to attack
than one time per round when they
7th level. The prime requisite for
llers is strength.

S are a type of fighter, and can
any armor or weapons. They are
tto spells and poison, and can turn
“dd Creatures as if they were a cleric
2 |S below their current level.

“HiNS are also always surrounded by the
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equivalent of a protection from evil spell.
Paladins may heal two hit points of damage
per level once a day. They may cure dis-
ease once a week for every five levels of
experience. For example, once a week at
Ist-5th levels, twice a week at 6th-10th lev-
els, etc. They can use cleric spells when
they reach 9th level, although they can
never use clerical scrolls. They advance in
spell-casting ability until 20th level.

Paladins must be of lawful good alignment,
and they do not knowingly adventure with
any evil characters. They must have ability
scores of at least 9 in intelligence and wis-
dom, at least 12 in strength, at least 13 in
wisdom, and at leasl 17 in charisma. The
prime requisites for paladins are strength
and wisdom.

Rangers are a type of fighter, and can
fight with any armor or weapons. They do

additional damage when fighting giant-
class creatures, but must be of good
alignment and have ability scores of at
least 13 in strength and intelligence, and
at least 14 in wisdom and constitution.
Rangers can use druid spells when they
reach 8th level, and magic-user spells
when they reach 9th level. Their spell-
casting ability advances until 17th level.
The prime requisites for rangers are
strength, intelligence, and wisdom.

Magic-Users have powerful spells, but
can use no armor and few weapons. They
can only memorize those spells available
in their personal spell books. Magic-users
may add entries to their spell books
whenever they go up in level or find
scrolls with spells of levels that they are
able to scribe. The prime requisite for
magic-users is intelligence.

Thieves have special skills for opening
locks and removing traps, but are limited
to leather ammor. In combat they do addi-
tional damage by ‘back stabbing,” which is
described in the Combat section. Starting



at 10th level, thieves can decipher some
magical writing and have a chance of cast-
ing spells from magic-user scrolls. The
prime requisite for thieves is dexterity.

Multi-class characters are non-humans
who belong to two or more classes at the
same time. Multi-class characters’ experi-
ence points are divided among each of the
classes, even after they can no longer
advance in one or more of those classes.
Their hit points per level are averaged
among their classes. Multi-class characters
gain all the benefits of all their classes
with regard to weapons and equipment.

Dual-class characters are humans who
had one class for the first part of their
career, and then changed to a new class
for the remainder. These characters use
the HUMAN CHANGE CLASS option on the
Training Hall menu to pick a new class.
Once a character changes classes, he
cannot advance in his old class. Dual-
class characters do not gain hit points
and cannot use the abilities of the old
class while their new class level is less
than or equal to the old class level. Once
the character’s level in his new class is
greater than his level in his old class, he
gains hit points according to his new class
and may use abilities from both classes.
Human dual-class magic-users cannot cast
magic-user spells while they are wearing
armor, unless they are a ranger/magic-
user dual-class.

Alignment

Alignment is the philosophy a character
lives by and can affect how NPCs and
some magic items react to a character, The
possibilities range from believing strongly
in society and altruism (lawful good) to
being anarchistic and actively unpleasant
(chaotic evil). Alignment is presented in
two parts: World View and Ethics.
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World View

Lawful indicates that the character Valueg
the structure and rules of society.

Neutral indicates that the character v3|.
ues both the individual and society.

Chaeotic indicates thal the character v;|.
ues the individual over society.

Ethics
Good indicates that the character tries
act in a moral and upstanding manner.

Neutral indicates that the character leans
towards “situational ethics,” evaluating
each set of circumstances.

Evil indicates that the character acts with.
out regard to others, or in an overtly
malignant manner.

Other Attributes

Each character also has three important
values that change as the game goes on:
Hit Points, Experience Points, and Levels.

Hit Points are a measure of the amount of
damage a character can take before he
goes unconscious. A character’s maxi-
mum hit points are based on the hit dice
for the character’s class and level, plus
any adjustments for constitution. A char-
acter gains a hit point bonus to each hil
die if his constitution is over 14.

Note: Dice (d) is the term used to
describe the range for a randomly gen-
erated number. Dice are referred to by
the range they represent. A d6 has a
range from 1 through 6, ad10 has a
range from 1 through 10. Hit dice
refers to the base range of hit points a
character class may have. For exam-
ple, a 3rd level fighter has a base of 3
d10 hit dice, or 3-30 hit points.

Continues.

. a character takes enough damage
his hit points reach 0, he is uncon-

|f the character’s hit points drop to
from -1 to -9, he loses | hit point
_+urn from bleeding until he is ban-

_od or dies. If a character has -10 hit

or less, he is dead. Hit points on the
»en are never displayed as less than 0.

e Points are a measure of what
er has learned while adventur-
Characters receive experience points
jons such as fighting monsters,
treasures, and successfully com-

. The computer keeps track
erience, and when characters earn
, they may advance in levels. See
el Advancement Tables beginning
e 58 for experience requirements.

acters start the game with
EXP, which puts most single-class
ters at about 5th level.

vels are a measure of how much a char-
advanced in his class. When they
nough experience points, characters
toa haining hall and receive the
mquired to increase in level.

lers may only advance one level at
If a character has gained enough

ce Lo go up two or more levels
last time he has trained, he goes
level, and loses all experience in
of one point below the next level.

level thief enters a training hall
375,000 experience points
igh for 1 1th level). He leaves as a
th level thief with 220,000 experi-
Dolnts. one point below 11th
cannot train for new
once they have reached their
um levels allowed in TREASURES
HE SAVAGE FRONTIER.

Building a Successful Party

Forming a strong and adaptable party is a
key to success in TREASURES OF THE SAVAGE
Fronmer. Up to six Player Characters (PCs)
may be in a party; a party with fewer is
less powerful and more likely to be elimi-
nated by opponents.

Include a variety of classes in a party to
get a good mix of skills. Here is one

sample party:
Sample Party:

I Human Magic-user
I Human Paladin
I Dwarf Fighter/Thief
| Human Ranger
2 Human Clerics

This party is balanced for combat, and
advances quickly because most charac-
ters are single class. The magic-user can
cast offensive spells and use wands. The
paladin has the benefit of a protection
from evil spell in a 10’ radius. All charac-
ters in range of the effect get an AC
improvement of two against evil foes. The
dwarf fighter/thief offers the advantages
of a thief (lockpicking and disarming
traps) with the better ammor and hit points
of a fighter. Rangers do extra damage
against giant-type creatures and gain spell-
casting ability. Clerics are absolutely
essential for their healing spells.

Once the party has been banded togeth-
er, camp where you have arrived, ready
your equipment, and have all spelicasters
memorize spells. Finally, save the game
before continuing.

COMBAT

Adventurers must battle their way through
many dangerous foes to complete the
adventure. The following sections offer
more tips and information for combat.
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Combat Map

Battle takes place on a tactical combat map
that is a detailed view of the terrain that the
party was in when the combat began. This
map is set up with an invisible square grid.

Initiative

Each round of combat is divided into 10
segments, and every character and foe
acts on a specific segment based on a
random initiative number. Initiative is gen-
erated at the start of each combat round,
and is modified by dexterity and random
factors such as surprise. Characters can
act on their initiative segment, or use the
DELAY command to hold action until the
end of the round. Casting spells may take
extra time to perform, so often a spell-
caster begin a spells on his segment, but
it does not go off until a little later.

Computer Control

In combat you control the actions of PCs.
The computer controls the actions of
monsters, NPCs, and PCs set to computer
control with the QUICK command.
Paladins can control NPCs in some cases.

Combat Reinforcement

In combat, there is a chance that allies
will charge to your aid, helping defeat
foes and reinforce the combat just when
you need it most. There is a chance that
your enemy can get reinforcements too.

Combat Ability
Each character’s ability in combat is
defined by AC, THACQ, and Damage.

AC

A character’s or monster’s difficulty to be
hit is represented by armor class (AC). The
lower the AC, the harder the target is to
hit. AC is based on readied armor and a
dexterity bonus. Some magic items, such
as some bracers, also help improve AC.
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The ability to hit enemies in melee or v
missile fire is represented by THACQ.
THAC® stands for To Hit Armor Class (),
This is the number a character must ‘ro)-

‘ We are
proud to

fight shoulder to

shoulder with the

Heroes of Ascore
— saviors of the

Northern ’ ,

Realms!

equal to or greater than to do damage on
a target with an AC of @. The lower the
THAC®, the better the chance to hit the
target.

Note: the generation of a random
number is often referred to as a ‘roll.’
In determining the success of an
attack, the number generated is from

1 through 20.

An attack is successful if the random
number is greater than or equal to the
attacker's THAC® minus the target's AC.
THACO may be modified by things like
range, attacking from the rear, magic
weapons, and magic spells.

Example:

A fighter with a THAC® of 5 attacking
a monster with an AC of 3 would
need to roll (THACO 5) - (AC 3) = 2+

But to hit a monster with an AC of -2
he would need to roll (THAC® 5) -
(AC-2) = 7+

is the range of hit point loss the
or inflicts and is based on the
“ker's strength, weapon type, and any
+ic bonuses the weapon has. The base
» for each weapon is summarized

he Weapons Table on page 55.

‘ A stranger
told us of
hidden treasures ...
but not of the
hidden dangers

along the , ,

way!

ne monsters take only partial or no

from certain weapon types.

s, for example, take only half

damage from sharp or edged weapons,
lle some other monsters may only be

ged by magical weapons.

LAdURING

here are lwo basic types of attack: melee
ranged (or missile). The following

bes each type and other rules gov-

g combal.

e Combat

combat is face-to-face fighting with
ons such as swords and maces. Only
using melee weapons can charac-
receive strength bonuses. Fighters
Sometimes overpower several small
during melee combat, and thieves

€ Opportunities to back stab.
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Ranged Combat

Ranged combat is firing at distant ene-
mies with weapons such as bows or darts.
A character with a missile weapon (bow,
sling, etc.) may not attack when adjacent
to an enemy. Two arrows or three darts
can be fired per turn.

Multiple Attacks (Sweeping)

When fighting small creatures, fighter-
types may ‘sweep’ through several weak
opponents in one combat round. When a
character sweeps, he automatically attacks
all of the available weak opponents.

Backstabbing

A thief back stabs if he attacks a target
from exactly opposite the first character
to attack the target. The thief may not
back stab if he has readied armor heavier
than leather. A back stab has a better
chance of hitting the defender and does
additional damage.

Saving Throws

Attacks such as poison or spells do not
automatically have their full effect on a
target. Victims may get a saving throw to
avoid some or all of the effect. If the sav-
ing throw is successful, generally the tar-
get suffers either no effect or only half-
damage. Saving throws improve as char-
acters gain levels.

Note: some monsters have natural
magic resistance which decreases the
chance of them being affected by spells.

Combat Movement

The number of squares a character can
move is affected by carried weight, char-
acter strength, and the kind of readied
armor. A character's movement range is
displayed on the View Screen and during
the character’s segment in combal.
Combat movement is important for both



closing quickly with opponents (and stop-
ping missile fire) and fleeing from battles
that are too tough.

Running Away

A character may flee from the battlefield if
he moves faster than all enemies, but not
if he moves slower than any enemies. A
character has a 50% chance to move off
the battlefield if he moves as fast as the
fastest foe. Exception: if a character can
reach the edge of the combat map without
any of his opponents being able to see
him, he may then flee successfully even
though he is slower than his opponents.

Returning to the Party

A character that moves off the battlefield
returns to the party after the fight is over.
If all active characters flee combat, any
dead or unconscious characters are lost.
Characters that flee a combat receive no
experience points for the battle.

Combat Strategies

To succeed in combat, a skilled player
deploys his party well, casts effective
spells before and during combat, maneu-
vers his characters into advantageous
positions, and attacks using his most
powerful characters and weapons.

Deploying the Party

When a battle begins, your party is auto-
matically positioned based on the order
list of the characters. Characters near the
top of the order are in the front lines and
vulnerable to attack. To change the start-
ing deployment, change the party order
from the Alter Menu while camped. Shift
the heavily armored fighters up the list
and the vulnerable magic-users and
thieves towards the bottom. Party order
cannot be changed while in combat,
although characters are free to move.
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Your party may be placed in a bad posi.
tion at the start of a battle. Get an idea of
the situation, and move characters intg
better deployment. Sometimes the best
strategy is offensive: charging with fight.
ers to close ground and stop enemy
magic and missile fire. Other times the
best strategy is defensive: moving your
characters to anchor their flanks on an
obstacle such as a wall or tree. Setting up
behind a doorway that your enemies haye
to move through also makes for a very
strong defensive position. Always keep
magic-users and missile weapons safe
behind the front line.

Wounded Characters

Characters who are seriously injured
should be cured or moved out of the
front lines if possible. Remember: if you
move away from an adjacent enemy, he
gets a free attack at your back and has an
improved chance to hit.

Stopping Ranged Attacks

Missile weapons cannot be fired if there is
an adjacent opponent. To stop enemy
missile fire, move someone next to the
opponent. If you want to fire missiles,
keep away from the enemy.

Exploiting Enemies’ Weaknesses
Exploit your opponents’ weaknesses by
directing attacks against helpless, wound-
ed, or isolated foes. Concentrate your
attacks to eliminate one opponent rather
than injure many (Exception: enemy spell-
casters). A foe with one hit point remainind
attacks as powerfully as an uninjured one.

If spellcasters are hit in a round, they
loose any spells they are preparing to casl.
and cannot cast for the remainder of that
round. Try to keep enemy spelicasters
under attack every round while protectind
your own,

e or more characters survive on the
fjeld at the end of combat, the bod-
unconscious or dead party mem-
ers stay with the party. If the entire party
es from combat, all unconscious and
members are permanently
If ALL the party members are slain,
to your last Saved Game and try
ain from that point.

';‘f\

dic is essential to the survival of the

rty. Magic-users cast many powerful
fensive and defensive spells. Clerics
st healing spells to revive wounded
cters as well as both defensive and
e spells. A spell can exist in one
ir forms: in a character's memory, in
er's spell book, on a scroll, or in
Memorized spells are cast with
command. Spells are memo-
ng rest while camped. Spells in
olls or wands are cast with the USE
nma d.

7ing a spell takes 15 minutes of
ame time per spell level, plus a prepara-
| period based on spell level:

pell Level: 1-2 34 56 78 9

S preparatio ) + (2 * 15 min)
30 min) + (1 * 45 min) = 7 hours

Magic-Users

When a magic-user trains for a new level,
he selects a new spell to add to his spell
book. A magic-user can also scribe spells
from identified scrolls if he is of high
enough level to cast them. A magic-user
must cast a read magic spell or have a
scroll identified in a shop before he can
scribe (or cast) from it. The scroll disap-
pears after it has been scribed or cast.

Clerics

Clerical magic requires no spell books. All
clerical spells of the appropriate level are
always available to a cleric, the character
need only memorize them. Unlike magic-
users, clerics can cast spells from scrolls

without any preparation, although clerical
scrolls also disappear after being cast.

Tips on Magic

Both clerics and magjc-users may cast

spells which assist the party in combat.
Preparaltory spells, such as biess or strength,
cast just before a tough battle can protect or
strengthen characters. Combat spells can

be cast to damage foes during combat.
Healing spells can be cast either during or
after combat to revive wounded comrades.

Spells should be rememorized as soon as
possible after they are used. This is most
likely to happen after combat. When in
camp, have your spellcasters memorize
spells and select REST to allow them to
imprint the spells for later use. Selecting
REST without choosing new spells has the
spelicasters rememorize the spells they
have cast since last resting.

Note: Before resting, it is a good idea
to save your game, especially after
tough combats. Also, keep at least two
separate saved games at all times and
altemate between them. This allows
you to go back to a save before that
last, fatal battle or to try different strate-

gies at key points.
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As you travel about and encounter the
monsters and puzzles that stand between
you and finishing your various quests, you
find magical items to help you on your
way. You can find magic items in a trea-
sure by casting a detect magic spell using
the DETECT command. To find out specif-
ically what an item is, you must take it to
a shop and have it identified.

Some magic items are in reality cursed
and can do great harm. When a character
readies a cursed item, a remove curse
spell must be cast before the item can be
dropped. Some magic items, such as
wands or scrolls, may only be used by cer-
tain classes. Others may not work at all if
certain other magic items are also in use.

Here are descriptions of some items thal
you may find. Remember: Some items are
very rare, and you may not find all of
them in your adventure.

Wands generally cast a set number of a
given spell (for example, 10 fireballs or 15
magic missiles). Only experimentation or
paying to have them identified tells what a
wand does. The USE command allows a
character to cast spells with a readied wand.

Potions may heal wounded characters,
cause them to become hastened or invisi-
ble, or cause any number of other effects.
The USE command allows a character to
drink a readied potion.

Scrolls cany either clerical or magic-user
spells. A magic-user may use SCRIBE to
permanently transfer a scroll into his spell
book if the spell is of a level that he can
memorize. Magic-users and clerics can
both cast spells directly from scrolls with
the USE command, even if they could not
otherwise memorize the spells. Scrolls dis-
appear after they have been used or
scribed. Magic-users must cast read magic,
or have scrolls identified in a shop before

scribing or casting from them. Also, thieyeg
of 10th level or higher have a chance of
casting spells from magic-user scrolls,

Enchanted Armor and Shields are createq
by skilled craftsmen and then enchanted
with protective spells. The power of the
magic on these items varies a great dea),
Enchanted armor has the greal advantage
of offering improved protection with less
encumbrance than the same type of mup.
dane armor. To use these items, ready
them from the Items Menu.

‘ A pox
on the
Zhentarim slugs
who crawl across
our land! They
bum our crops,
steal our livestock,

fticsi.” 39

Enchanted weapons come in many sizes,
shapes, and potencies. Sometimes a
weapon adds between one and four to your
THACQ and damage. Some weapons may
have other fantastic magical properties
including extra bonuses against specific
types of creatures. Once a magic weapon
has been readied from the Items Menu, the
character has it readied for all combat.

Enchanted Adormments such as bracers,
necklaces, periapts, and especially rings
are favorite objects for magical enchanl-
ment. These items may have any number
of magical properties. Some items help
your AC, others may fire magic missiles,
or offer protection from fire-based
attacks. Once one of these items has
been readied from the Items Menu, a

Continues..

“ter automatically gains all of its
The exception to this rule is that
magical necklaces require the USE

d to work.

od Clothing can be such com-

> jtems as gauntlets or cloaks,

hey are imbued with powerful
-ntments. A wide variety of these

e known to exist. To use these

s, READY them from the Items Menu.

denizens of these regions are many and
»d. These are some of the monsters you
punter in your adventures. A few of
eatures are extremely rare, and you

cross paths with them all. But, you

punter a few others....

s with an asterisk ( *) following their
e new to the SAVAGE FRONTIER series.

atures of the Forgotten

se evil spirits’ keening wail strikes fear
the hearts of men. They attack with a
Ing touch.

led Eye Tyrants or Spheres of

s, they are solitary horrors of
er. Each of the creatures’ eyes
A unique magical power. Beholders
irmored with tough chitinous skin.

lled landsharks, these are the
litof a mad mage's experiment. They
lupid, irascible, and always hungry.

Carrion Crawlers

These are giant, segmented creatures
whose eight tentacles can attack once
apiece each round. Carrion crawlers para-
lyze their victims and devour them.

Cockatrices

These are repulsive part rooster, part
lizard beasts with the power to turn
adventurers to stone.

Cyclopskin*
Cyclopskins are large humanoids that
have one eye.

Dragons

These are some of the most powerful and
dangerous monsters a party can
encounter, The older and larger a dragon,
the more damage it can do and the hard-
er it is to kill.

Driders

These hybrids are part drow, part spider.
They are created from drow who have
failed dark rites of passage.

Efreets

Efreets are genies from the elemental
plane of Fire. These creatures are
immune to all forms of fire, but can be hit
by other magical attacks.

Ettins

These fierce creatures look like giant two-
headed orcs. They have great strength
and wield spiked clubs that inflict terrible
damage in combat.

Fire Elementals

Elementals are strong, but relatively stupid
beings conjured up from their normal
habitat on the elemental planes. Fire ele-
mentals are terrible to behold and can be
fierce opponents. They are immune to
both magical and non-magical fire attacks.
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Ghouls

Ghouls are undead creatures who feed on
the flesh of those who are still living. Their
attack can paralyze all races of characters
except elves.

Golems

Golems are magically created automatons
of great power. Golems can be construct-
ed of flesh, clay, stone, or iron. Iron
golems are particularily dangerous
because fire-based attacks such as fireball
heal them!

Giants

These species vary greatly in power and
intelligence. The following are the types
you are likely to encounter: cloud, fire,
and hill. Some cloud and fire giants can
use magic.

Greenhags®

Greenhags are a race of evil creatures
related to both annis and nighthags. They
are resistant to magic and have spell-like
powers. A typical greenhag resembles a
nighthag, but with green skin.

Griffons

Griffons are halflion, half-eagle avian car-
nivores. Their favorite prey are horses and
their distant kin (hippogriffs, pegasi, and
unicorns).

Harpies

Harpies are wicked avian humanoids that
prey upon nearly all creatures, but prefer
the flesh of humans and demihumans.

Hell Hounds

Hell hounds are other-planar creatures
resembling wolves, but they can breathe
fire and detect invisible enemies.

Manticores

Manticores are a strange mix; they have 3
lion’s torso and legs, bat’s wings, a spike-
tipped tail, and a human head. They can
fire volleys of spikes from their tails and
have a great appetite for human flesh.

When
your body
is healed by the
clerics of the
temple your spirit
shall be healed

as well. ’ ’

Margoyles

These are stony monsters that are
immune to normal weapons and can
attack many times with their sharp claws
and spikes. Watch out for their stronger
and faster cousins, the greater margoyle.

Neo-Otyughs
These are a larger, more dangerous
cousin of the otyugh.

Ogres

These large, ugly, foul-tempered humanoids
generally attack with a spiked club. Be wary

of magic-using ogres.
Orcs

Orcs are one of the most common, and
disliked, of the demihuman races. They
are highly aggressive and warlike.

Continues..-

are scavengers armed with long
es Lhat they use to scoop trash into

‘ Our boat
moved

swiftly with the

current, camrying us

beyond the city

walls moments

moares. 99

embarked.

are enormous camivores that bur-
t through solid ground in search
(adventurer-sized) morsels.

Giant
rats are ferocious rodents the size
dogs.

morhaz are sometimes referred to as
lar worms. They inhabit cold regions
It are aggressive predators who have
N known to attack even frost giants.
|

ick Reptiles*
AOCK reptiles are lizards with a lumpy,
Warty hide, and chameleon-like powers.

IS

undead are one of the weaker
Skeletons are animated by evil wiz-
SSOr clerics, and are often used as
ardians or warriors.
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Slugs, Giant

Giant slugs are huge, omnivorous muta-
tions of the common garden pest. They
attack by biting and can spit a highly
corrosive acid.

Spectres

These undead spirits haunt the most des-
olate and deserted places. They attack all
living creatures with mindless rage, drain
life levels, and can only be hit by magical
weapons.

Spiders

These creatures are aggressive predators
— even when not hungry, they will attack
creatures that disturb them. These are
some of the species you may encounter:
electric and giant.

Stone Guardians*

These are golem-like figures and are very
dangerous. They take half-damage from
cold, fire, and electrical-based spells and
will attack until destroyed!

Umber Hulks

These subterranean carnivores burrow
through the ground with powerful claws.

Vampires

These undead feed on the blood of the
living. Often they are indistinguishable
from humans, and they maintain abilities
they possessed in life (including some-
times spelicasting). Vampires can only be
hit by magical weapons.

Wights

These undead creatures have burning
eyes set in mummified features. They
feed on adventurers’ life essence and can
only be hit by silver or magical weapons.
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Wraiths

These evil undead spirits feed on adven-
turers’ life essence and, like wights, can
only be hit by silver or magical weapons.

Yetis”

Yetis are large creatures that inhabit ice
regions. Their white fur makes them near-
ly invisible. Oftentimes, you cannot spot
them until they are within 10 to 30 feet
of you.

Zombies

These are mindless, animated undead
controlled by evil wizards or clerics. While
more dangerous than skeletens, they
move very slowly. These evil spirits’ keen-
ing wail strikes fear into the hearts of
men. They attack with a chilling touch.

New Monsters

(The following creatures are appearing
for the first time in an AD&D" fantasy
role-playing product.)
Legend:
AC: Armor Class; HD: Hit Dice; Mv: Movement,
Int: lnldllgenm Size: Size;
Align: Alignment (N = Neutral, CE = Chaotic Evil);
THAC®: To Hit Amor Class @;
Att: Number of attacks, Dmg: Damage;
Spec Attack: Special Attacks;
Spec Def: Special Defenses;
EXP: Experience Points.

Gorgimerae, White

AC: 2, HD: 10, Mv: 12 Int: Semi, Size: L. Align: CE,
THAC®: 12, Att: 5, Dmg: 1d3/1d3/2d6/2d6/2d6
Spec Attack: Stone Breath, Frost Breath

Spec Def: None; EXP: 3312

This fearsome three-headed monster is a
relative of the chimera. It has the
hindquarters and head of a gorgon; the

forequarters and head of a mountain lion;

and, the mid-body wings and head of a
white dragon. It attacks with its lion’s

claws and all three heads. The white drag.
on head can breathe twice per day, anq
its gorgon head can use petrifying breap,
twice per day. These monsters can only
be found in cold, mountainous regions,

Ice Hounds

AC: 4, HD: 8, Mv: 12; Int: Low; Size: M. Align: | f,
THAC®: 13, Att: 1, Dmg: 1d10; Spec Attack: Nope
Spec Def: Nil; EXP: 742

Ice hounds are relatives of the hell hound
and are not originally from the material
plane. These creatures are summoned to
serve as guards in cold weather regions. In
addition to a normal bite attack, ice hounds
can breathe a cloud of frost, causing 7
points of damage (save for half damage).

Kampfults, Giant

AC: 4; HD: 5, Mv: 3; Int: Low; Size: M, Align: N,
THACQ: 15, Att: 6, Dmg: 5;

Spec Attack: Hold, Suprise; Spec Def: None, EXP: 260

Giant kampfults are larger versions of the
kampfult, sometimes called the “sinewy
mugger.” This creature originally inhabit-
ed woodland areas, but has been driven
out by human hunters. They now can be
found in ruins or dungeon settings. Once
a victim is hit by one of the kampfull’s
rope-like body vines, there is no escape
until the kampfult is slain.

Spider Queens

AC: 1, HD: 9, Mv: 15, Int: Low; Size: L. Align: CE
THACO: 11; Att: 1, Dmg: 2d8;

Spec Attack: Poison (death); Spec Def: None, EXP: 892

A fearsome leader of arachnids, a spider
queen sometimes appears with large
numbers of lesser spiders.

Continues.:

D: 7. Mv: 19, Int: Low; Size: L, Align: TN,
13, Alt: 2, Dmg: 1d8+2,

tional 50% damage from fire attacks,

yeti leaders are harder to defeat
st other yeti. This gives the chief
to lead fellow yeti.
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ferocious yeti is rumored to live
the Icy Mountains. These are the
yeti to defeat because of
agic resistance.

s, Great
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Squeeze, Fear; Spec Def: Immune to cold,

SPELL DESCRIPTIONS
Cleric Spells

First Level Cleric Spells

Bless improves the THACQ of friendly
characters by 1. Bless cannot affect char-
acters who are adjacent to monsters
when the spell is cast, and the spell is not
cumulative. This is a good spell to cast
before going into combat.

Curse reduces the THACO of targets by 1.
The target cannot be adjacent to a party
character or NPC, and effects are not
cumulative.

Cause Light Wounds inflicts 1-8 hit
points of damage on a target.

Cure Light Wounds heals 1-8 hit points,
up to the target’s normal maximum hit
points.

Detect Magic indicates which equipment
or treasure items are magical. After cast-
ing the spell, view a character’s items or
take treasure items, and equipment or
treasure preceded by an “*’ is magical.

Protection from Evil improves the AC
and saving throws of the target by 2

against attackers of evil alignment. The
effects of the spell are not cumulative.

Protection from Good improves the AC
and saving throws of the target by 2
against attackers of good alignment. The
effects of the spell are not cumulative.

Resist Cold halves damage from cold
attacks and improves saving throws vs.
cold attacks by 3.

Second Level Cleric Spells
Find Traps indicates the presence of
traps in the party’s path.

Hold Person may paralyze targets of
character types (human, dwarf, etc.). You



may aim a hold person spell at up to 3
targets (use the EXIT command to target
fewer).

Resist Fire halves damage from fire
attacks and improves saving throws vs.
fire attacks by 3.

Silence 15’ Radius magically dampens
all sound in the area around the target.
The target character or monster, and all
adjacent, cannot cast spells for the
duration of the spell.

Slow Poison revives a poisoned person
for the duration of the spell.

Snake Charm paralyzes as many hit points
of snakes as the cleric has hit points.

Spiritual Hammer creates a temporary
magic hammer that is automatically read-
ied. It can be thrown and does normal
hammer damage. Spiritual hammers can
hit monsters that may only be struck by
magic weapons.

Third Level Cleric Spells

Bestow Curse reduces the targel’s
THACQ and saving throws by 4.

Cause Blindness blinds one target. This
can only be cured by a cure blindness

spell.

Cure Blindness counters the effects of
cause blindness.

Cause Disease infects the target with a
debilitating ailment that saps strength and
hit points.

Cure Disease removes the effects of dis-
ease caused by some monsters or cause
disease spells.

Dispel Magic removes the effects of
spells that do not have specific counter
spells. This is the cure spell for any char-
acters that have been held, slowed, or
made nauseous.

Prayer improves the THAC® and saving
throws of friendly characters by | and
reduces the THACO and saving throws of
monsters by 1. This is a good spell to cast
before going into combat, but it is not
cumulative.

‘ No one
can

guarantee you'll
reach the islands
safely — not in this
time of troubles. Byt
our vessels are the

fastest on the
Trackless Sea! , ,

Remove Curse removes the effects of a
bestow curse spell and allows the targel
to unready cursed magic items.

Fourth Level Cleric Spells

Cause Serious Wounds inflicts 3-17 hit
points of damage on a target.

Cure Serious Wounds heals 3-17 hil
points, up to the target’s normal maxi-
mum hit points.

Neutralize Poison revives a poisoned
person.

Poison causes the targel to save versus
poison or die.

Protection from Evil 10’ Radius can be
cast on a character or a monster and
improves the AC and saving throws of the
target and all adjacent friendly characters
by 2 against evil attackers. The effects of
this spell are not cumulative.

Continues.

_ to Snakes causes a distracting
snakes to torment the target. The

movement and spell casting
for the duration of the spell.

‘ ‘ I was the

one who
said we should cast
detect magic on the
spider's treasure.
But do they give
me the magical

sword! , ,

Noooo....

Level Cleric Spells

al Wounds inflicts 6-27 hit
f damage on a target.

al Wounds heals 6-27 hit
amage, up to a target’s normal
hit points.

Evil improves the target’s AC by 7
‘summoned evil creatures for the
of the spell, or until the target
immoned creature. The creature

€ a saving throw when it is hit
elled.

Flame Strike allows the cleric to call a
column of fire down from the heavens
onto a target. The spells does 6-48 points
of damage to any target that fails its sav-
ing throw,

Raise Dead can bring back to life one
non-elf character. The chances for suc-
cess are based on the character’s consti-
tution and how long the character has
been dead. The raised character has | hit
point and loses | point of constitution.

Slay Living is a reversal of the raise dead
spell and kills one target. If the target
makes its saving throw, then it suffers 3-
17 hit points of damage.

Druid Spells

First Level Druid Spells

Detect Magic indicates which equipment
or treasure items are magical. After cast-
ing the spell, view a character’s items or
Take treasure items, and equipment or
treasure preceded by an “*" is magical.

Entangle causes plants to grow and
entwine around the feet of any creature in
the area of effect. Be careful not to catch
allies in the spell area.

Faerie Fire rings a targeted creature in
magical light. This spell outlines otherwise
invisible targets and give a +2 THACO
bonus to anyone attacking an affected
creature.

Invisibility to Animals make the target
invisible to non-magical, low or non-intelli-
gent animals. This spell does not offer
protection against intelligent opponents
or magical creatures.
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Magic-User Spells
First Level Magic-User Spells

Burning Hands causes 1 hit point of fire
damage per level of the caster. There is
no saving throw.

Charm Person changes the target’s alle-
giance in combat so that an opponent
fights for the caster’s side. It only affects
character types (human, dwarf, etc.).

Detect Magic indicates which equipment
or treasure items are magical. After cast-
ing the spell, view a character’s items or
take treasure items, and equipment or
treasure preceded by an “*’ is magical.

Enlarge makes the target larger and
stronger. The higher the caster’s level, the

greater the spell’s effect.

Friends raises the caster’s charisma by 2-
8 points. It is best cast just before dealing
with NPCs.

Magic Missile does 2-5 hit points per mis-
sile with no saving throw. A magic-user
throws 1 missile for every 2 levels (1 at
levels 1-2, 2 at levels 3-4, etc.) This spell
damages any single target within its range
unless the target is magic resistant or has
magical protection such as a shield spell.
This spell casts instantaneously.

Protection from Evil improves the AC
and saving throws of the target by 2
against attackers of evil alignment.

Read Magic allows a magic-user to ready
a scroll and read it. This is identical to
having a scroll identified in a shop. After
casting read magic, a magic-user may cast
any scroll spells or scribe them if they are
appropriate for his and level.

Shield negales enemy magic missile
spells, improves the magic-user’s saving
throw, and may increase his AC.

Shocking Grasp does 1-8 hit points of
electrical damage +1 hit point per leve| of
caster,

Sleep puts 1-16 targets (depending on the
size of the targets) to sleep with no §aving
throw. For example, up to sixteen 1 hit-dje
targets can be affected, while only one 4
hit-die target can be affected. Targets of 5
or more hit-dice are unaffected.

Second Level Magic-User Spells

Detect Invisibility allows the target to
spot invisible creatures.

Invisibility makes the target invisible.
The THACQ of melee attacks against invis.
ible targets is reduced by 4, and it is
impossible to aim ranged attacks at them,
Invisibility is dispelled when the target
attacks or casts a spell.

Knock opens locks. The spell affects
both magically and non-magically locked
doors, chests, etc.

Mirror Image creates 1-4 illusionary
duplicates of the magic-user to draw off
attacks. A duplicate disappears when it is
attacked.

Ray of Enfeeblement reduces the tar-
get’s strength by 25% + 2% per level of
the caster.

Stinking Cloud paralyzes those in its
area of effect for 2-5 rounds. If the target
saves, it is not paralyzed but is nauseous
and has its AC reduced for 2 rounds.

Strength raises the target's strength by I-
8 points depending on the class of the

target.

Level Magic-User Spells

tects the magic-user. The magic-
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) the magic-user may be physical-
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bles the target's movement
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by 4, and it is impossible to aim

ed attacks at them, Use this spell to set
line while your enemies seek

Characters lose invisibility if they

hing but move. Remember: some

IS Can see invisible creatures.

Lightning Bolt is a magical electrical
attack that does 1-6 hit points of damage

per level of the caster to each target along
its path. Damage is halved if the targets
make their saving throw. A lightning bolt
is 8 squares long in a line away from the
caster. For best results, send the bolt
down a row of opponents. Lightning bolts
also reflect off walls back toward the
spellcaster. Targets adjacent or close to a
wall may be hit twice by the same bolt.

Protection from Evil, 10’ Radius pro-
tects the target and all characters adja-
cent to the target. The spell improves the
AC and saving throws of those it protects
by 2 against attackers of evil alignment.

Protection from Good, 10’ Radius pro-
tects the target and all characters adja-

cent to the target. The spell improves the
AC and saving throws of those it protects
by 2 against attackers of good alignment.

Protection from Normal Missiles makes
the target immune to non-magical missiles.

Slow affects | target per level of caster
and halves the target's movement and
number of melee attacks per round. Slow
can be used to negate a haste spell and
only affects the side opposing the spell-
caster.

Fourth Level Magic-User Spells

Charm Monster changes the target’s alle-
giance in combat so it fights on the side
of the magic-user. The spell works on
most living creatures. The spell affects 2-8
one hit-die targets, 1-4 two hit-die targets,
1-2 three hit-die targets, or | target of four
or more hit dice.

Confusion affects 2-16 targets, causing
them to make a saving throw each round
or stand confused, become enraged, flee
in terror, or go berserk. Confusion is most
effective when used against a large num-
ber of enemies.
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Dimension Door allows the magic-user to
teleport himself to another point on the
battlefield within his line of sight and the
range of the spell. Magic-users can use it
for quick escapes. Fighter/magic-users
can use dimension door to reach enemy
spellcasters or ranged weapons.

Fear causes all within its area to flee in
terror if they fail their saving throws.

Fire Shield protects the magic-user so
that any creature who hits the caster in
melee does normal damage, but takes
twice that damage in return. The shield
may be attuned to heat attacks or cold
attacks. The magic-user takes half dam-
age (no damage if he makes his saving
throw) and has his saving throw from the
opposite type of attack improved by 2. He
takes double damage from the type of
attack the shield is attuned to.

Fumble causes the target to become
clumsy and unable to move or attack. If
the target makes his saving throw, his
attacks and movement are halved.

Ice Storm does 3-30 hit points to all tar-
gets within its area. There is no saving
throw. This spell even inflict fulls damage
on opponents protected by resist cold.

Minor Globe of Invulnerability protects
the caster from incoming first, second, or
third-level spells. The globe is very effec-
tive when used in combination with fire
shield.

Remove Curse removes the effects of a
bestow curse spell and allows the target
to unready cursed magic items.

Fifth Level Magic-User Spells

Cloud Kill is similar to the stinking cloyg
spell, except that its area of effect is large,
and it kills weaker monsters. More power.

ful monsters may be immune to the spej NAL ENTRY 1
oF THE DWARVEN STRONGHOLD
‘ He calleg I
the roll of , m KEY
ancient, crumbling |
parchment a '3 o —Y [II
“treasure map.” [ Temple Wall
For so few coins, - [I]]
how could Door
we refusel ,, E
One Way
Door
—_— -
1 (]
Cone of Cold unleashes a withering Jow
cone-shaped blast of cold. The spell’s o
range and damage increases with the .
caster’s level. e
Occupied
Feeblemind causes targets who fail their
saving throw to drop dramatically in intel-
ligence and wisdom and become unable
to cast spells. A heal spell must be cast
on the victim to recover from the effect.
Fire Touch creates a blazing aura around
the recipient. This aura adds 2-12 points of ENTRY ¢
extra fire damage to all of the recipient’s N'S TALE

attacks.

Hold Monster is similar to hold person,
except that it affects a wider variety of
creatures.

of the men, wrapped in thick

laces you, arms raised. As he pre-
10 speak, many Northmen and the
r Ice Hunters push in behind you.

| Bjorn, Son of Bjom, Chief of this

Iron Skin causes the mage's skin to
ge.” he begins.

become extremely tough and magic resis
tant. The mage’s AC is reduced by 4.
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JOURNAL ENTRY 3
THE ZHENTARIM DOCTOR’S WARNING

"The Lord’s Men have broken through the
wall of the southeast tower and into the
dwarves’ stronghold. Lord Geildarr
intends to surprise Milzorr and the others
and slay them while they sleep. You may
be able to reach the area through the
tower, or from the north through the
dwarven fortress.

“If the trap works and the dwarven lead-
ers are ambushed, the rebellion will be
doomed! Good luck to you, and thank
you for showing mercy on these helpless
enemies.”

JOURNAL ENTRY 4
RABGAR’S INTRODUCTION

“Brave adventurers,” he continues. “You
are facing powers great and evil, forces
beyond your current means. You must
fight hard and use every resource of your
strength and wits if you are to prevail. But
there is hope.”

Rabgar pauses to peer into the eyes of
each member of the party. “I charge you
with a quest, the quest of the three dun-
geons. Succeed and you shall be the
stronger. Fail and your weakness shall be
your downfall.”

The old man'’s voice abruptly quiets, as
he struggles to straighten his back and
stand fully upright. “Seek the dwarves
throughout the land; hear what they have
to say. They are your friends. They shall
direct you on your quest. And when they
cannot, let Silvanus be your guide!”

Rabgar stoops, grasping his stick for bal-
ance, then tumms and wanders away.
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JOURNAL ENTRY 5
THE DWARVES IN THE TAVERN

“Thank you for entering this battle and
helping us against the Zhentil invaders.

“We control the area of Llorkh south of
the river, as well as our ancient
stronghold. More dwarves are coming in
from the hills to help us, but more
Zhentarim stragglers from Ascore keep
arriving, too.

“We need to wear down the Zhentarim
before we attack the Keep and go after
Lord Geildarr himself. If we clear the rest
of the town he will have to keep sending
soldiers and monsters to try to stop us,
and soon the forces remaining at the
Keep will be weak enough for us to face
them and regain our city.”

JOURNAL ENTRY 6
BETRAYED BY THE DWARVES!

We looked around us at the ring of
Zhentarim soldiers, each with a crossbow
aimed squarely at our hearts. Lord
Geildarr pushed his way through to face
us, a sneer of satisfaction slicing across
his twisted face.

“S0,” he taunted us, “the Heroes of
Ascore have arrived to rescue the
dwarves! Your trap has worked perfectly,
your majesty!”

Grazoun came forward, shaking his fist
defiantly while staying behind Geildarr's
robes. “The dwarves of Llorkh don't need
your help! We have a dwarven king again,
and it is King Grazoun the Great!’

“Your Majesty, | suggest that these bandits
be thrown into your dungeon.” Geildarr's
suggestion sounded like a command, and
the soldiers pulled us away even before
the newly-named king could reply.
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JOURNAL ENTRY 7
THE SCRAPS OF PAPER
Sifting through the mess, we found one

handwritten page that was still partially leg;.

ble. It held a reference to someone whos,
name ended in the letters “amon,” and

something about his “foolish death on the
homs of his own brazen overconfidence -

Farther down the page were what looke
like directions to or from (we could not
tell which) a place far off to the East.

Then, in another’s writing, scribbled hast;.

ly over the directions, was “gate Keep.”

It was impossible to make out anything
else.

JOURNAL ENTRY 8
THE SKELETON IN THE HALLWAY
Lying in front of us was the skeleton of a

man, his leather armor torn and scattered.

From the bloodstains on the floor we

could see that this was no ancient artifact.

This corridor appeared to lead only to a
storage area, but some poor wretch had

come this way and met a monster so fear-

some that now only his bones remained.

JOURNAL ENTRY ¢
TALE OF THE Big FisH

One man stands to speak. “I am Big Fish
in Cold Water. My people are the Ice
Hunters. Our leader, Bleak Sky at
Morning, expects your coming. He knows
what you would know. Seek him. Go (o
Icewolf. Two of my people and two
Northmen await your arrival at the
Northem dock. Go there. Hurry. The evil
men in black robes are close behind.”

NAL ENTRY 10

ARKAS' STORY

L e is Jarbarkas, and | am from a
e called Windycliffs on the Sword

moently both Windycliffs and
)N were sacked by ruthless bucca-

» fmm Luskan, and much of the vil-
Jies in ruins.

‘ Like some
greal stone
tree, the tower rose
to pierce the bright
blue sky. But its
beauty could not
hide the evil that

lay within. ,,

ring revenge on the cowards who
my home, | set out to offer my
to the Lords’ Alliance. A group of
2rs was leaving Waterdeep to

o Llorkh to help the dwarves, and |
‘them in their mission.

3ut no sooner did we arrive than we were

oushed by a force of men and mon-
My companions were killed, and |

overpowered and taken prisoner.

‘Geildarr himself questioned me. He
disappointed to hear we had just
and knew nothing of the dwarves'’

He had just animated that skeleton
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“I would be very careful to search all ene-
mies carefully for any kind of crystal. |
know not what the powers of these crys-
tals may be, but they were very careful to
shatter them rather than let the stones fall
into our hands. There are three different
colors, and no single person is ever
entrusted with more than one.”

JOURNAL ENTRY 11

THE NOTE FROM AMANITAS

Dear Friends,

Since you are reading this note | presume

that you have won the battle for Liorkh, and
that Milzorr and his people are now free.

And, | suppose, if you're not reading this
note you have died nobly in support of a
Good cause and are worthy of great
honors as well.

But, to save time, I will deal only with what
you are to do if you are still alive. Please
come see me in Secomber as soon as you
can, for | will have more information for

you on the strange goings-on in the land.

Be prepared before travelling across the
wilderness to Secomber. The snows are
coming early this year, and the roads are
dangerous when the drifts make travel
slow. If the river starts to freeze the boat
rental shops will not be open, and you
will be forced to march overland.

Erek and | await your arrival. | believe he
is quite excited at the prospect of being
rude to you once more.

- Amelior Amanitas of Secomber

JOURNAL ENTRY 12

THE ARRIVAL AT MINTARN

The men in the small boat rowed away in
a great hurry, and the crew began to run
about the decks frantically, cursing at
every step.



FIFl

“What's going on?” we asked one sailor as
he hurried by.

"Something’s wrong at the docks —
there’s fighting there. Have to swing
‘round to the old pier!”

Our vessel slowly tacked northward, and
an hour later we disembarked onto a rick-
ety, disintegrating dock. Around us the
town looked like an armed camp, with
soldiers running everywhere and worried
looks on all the faces.

JOURNAL ENTRY 13
AMANITAS” EXPLANATION

“Dear friends, | am glad you have
returned to see me once again. | have
leamed much since we last spoke.

“A renegade beholder from Zhentil Keep
has established a headquarters in Port
Llast. There it hopes to prepare a safe
haven for a large number of its hideous fel-
low monsters from across the Great Desert.

“They plan to go to the towns and cities of
the Savage Frontier and coordinate a
renewed attempt by the Zhentarim to
overrun the region through the Great
Desert. We must find the beholder and
stop this plan before it starts!”

JOURNAL ENTRY 14

CORTARRA'S NOTE

“I believe, my lord, that the story might be
true. The young man appears to know
nothing of the. . . .

Here Cortarra had stopped in the writing
of her letter. What we would give to leam
what secrets it might have contained!

JOURNAL ENTRY 15
THE Ice HUNTER'S TALE

“l am Bjom of the Sea. We Ice Hunters
are sent to greet you. Do not fight the
Northmen — it was a mistake to make
them enemies. They believe you have
angered Tempus and will attack you. See
our leader, Bleak Sky at Morning. He
knows the way.”

JOURNAL ENTRY 16
AN ENCOUNTER WITH THE GUARDS

The guards stopped us at the gates of
Waterdeep and demanded to know our
business. Several had crossbows and
looked nervous — they had heard all the
talk of impending war and were ready to
shed the blood of the first Luskan spies
they set eyes on.

“We're the Heroes of Ascore,” we called
out, “and we bear a letter for Lord
Piergeiron from the famous magic-user
Amelior Amanitas of Secomber.”

The guard captain looked at us through
narrow, suspicious eyes. “Let’s see this
letter.”

We handed him the envelope Amanitas
had given us. “We don’t know what infor-
mation it contains, but it is urgent that it
reaches Lord Piergeiron.”

The captain glanced at the letter, then sig-
nalled for a troop of his men to escort us
— or to prevent us from escaping. “Follow
me,” he ordered. “We will go directly to
the castle.”
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L URNAL ENTRY 17

T4 GUARDSMAN'S STORY

put there was a big fire after the
oh entarim fought the Heroes of Ascore

e Now we have to rebuild that whole

‘Wm section of town — no one’s

Wd to go that way.

“They Say Vaalgamon himself bumed his
eal headquarters to keep it from falling

wo“' hands. He was afraid if we

L er city guardsmen got hold of his

ans we'd have stopped the whole inva-

*n even before he got to Ascore!

knew the Heroes of Ascore fought
ere (00, didn't you? Before they went up
o Ascore, | mean. Had a pitched battle
with an army of Zhentarim forces right
jere in these streets. We city guardsmen
ght right along beside them — | was
n the front line, myself, for the final bat-
fle before the bridge. Almost got to strike
ablow at old Vaalgamon himself but then
he tumed and ran!

*S0 when they tell you of the Heroes of
Ascore, remember Loudwater, too. If they
Were here they'd tell you, loud and clear.
Without us city guardsmen they might
niever have made it out of Loudwater!”

JOURNAL ENTRY 18

THE MINERS’ STORY

A“TOHQ. young dwarf in ring mail of bur-
>1€d copper stepped forward. “We are
ineed. Our mine has been taken. All

Whom we send into the shaft then never

Telum, Their last, terrible screams reach

SUFears, but we know nothing more.”

JOURNAL ENTRY 19
CORIARRA'S NOTE
“| believe, my lord, that the story might be

true. The girl appears to know nothing of
the. ...

Here Cortarra had stopped in the writing
of her letter. What we would give to learn
what secrets it might have contained!

JOURNAL ENTRY 20
THE SHEARMASTER'S TALE

A man in purple and blue robes at the head
of the crowd opens his arms wide and pro-
claims, “Our Heroes! We are free from the
great snowmonster and his minions!”

As the throng cheered, he came to each of
us in tum and shook our hands. “l am the

ShearMaster, brother of Menaster, head of
the Triumvirate of Fireshear, and leader of
this town. I and my people thank you.”

A commotion swept through the crowd of
newly-freed miners. “What of our friends
at the docks?” someone called out.

“Yes, you are right! We must go to the
docks, to the west!” the ShearMaster
called out. “Free the docks from the great
evil there! Hurry! Heroes of Ascore, will
you lead the way?”

The crowd quieted and looked anxiously
to us for a reply. Without hesitation, we all
nodded and shouted “To the docks!”

JOURNAL ENTRY 21

A KRAKEN NOTE

A portion of the note was soaked in blood
and was illegible. The part that remained
read:

“.. . been prepared and are being sent south.
We created a different one for every mission
in the plan, with coded names to make them
easy to identify. Our superstitious enemies
will help us spread the instruc . . .”
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JOURNAL ENTRY 22

OuUGO THE STRANGE

Beneath his swirling red hair the man’s
face was covered with patterns of tattoos.
A dark shadow covered much of his fore-
head, and the lines across his features
seemed to change even as we watched.

For a moment the etemal smile of a
clown appeared, followed closely by the
image of a tear falling from one eye. He
carried a mask on a stick in one hand —
but in contrast to his face, its features
were completely plain and unadomed.

And, as a citizen of Farr Windward, he
bore the bold red circle tattoo on his left
forearm.

“I am Ougo,” he said, pumping each of
our hands in greeting. “When | lived in
Neverwinter | was called Ougo the
Strange.” He smiled at us and winked.
“You know, | have a tattoo on my back
depicting the mural on the ceiling of the
Temple of Oghma in Neverwinter!”

We all indicated how impressive this was,
and, perhaps mercifully, Ougo the Strange
let the matter drop without forcing us to
admire this tattoo.

“Why is everyone outside so happy?” we
asked.

“Because this is the house of Haalbok,
and he died just this moming.”

“That is so strange!” we exclaimed.

“Ah, how clever! | see you understood my
point about being strange!” Ougo the
Strange said, smiling,

We all looked at each other, completely
confused.

From the back row of the party came a

single, soft voice. “I'm sorry, but | don't
understand. Why is everyone happy that
Haalbok is dead?”

Ougo the Strange nodded. “I will be happ,
to explain what your companions already
understand. Haalbok is now free from Fary
Windward, so we celebrate for him. Death
is normal — he has retuned to normalcy,
We are given everything else in Farr
Windward: food, clothing, entertainment,

‘ Even
the Heroes

of Ascore will seck
my Hall of Training
to improve their
skills! Fighters, wiz-
ards, and clerics all
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“Freedom is the one thing we have to
seek out for ourselves, and he has found
it! Let us celebrate!”

JOURNAL ENTRY 23

A CONVERSATION WITH EREK

The bird cackled derisively as we stepped
inside, and Erek slammed the door in its
face with a great swing of his massive
right arm.

“Blasted bird,” Erek told us. “You should
ignore everything it says! Amanitas taught
it to discourage travelling merchants and
welcome visitors. Now it welcomes the
merchants and chases away all his
friends! How can anyone stand a creature
so stubborn and ill-tempered as that!?

Continues...

. week I've been besieged by one

s, another with a book called ‘'You
ove Your Charisma!’, and a

‘who said that for ten platinum
she would help me lose fifty

ds by eating nothing but celery!

as is in here. He’s been waiting

Escorting us into the library,
nted to indicate our arrival and
2d out of the room.

‘ The tavern
;‘.:: was loud
B and raucous, and a

S A good time was had
O M| by all. By the end
\E P of the evening we

thought we knew

B\ cveryone in 1)

Leilon!

ed Siulajia, and | was raised in
Forest. My father, Lezoul of the
S, protects groups of pilgrims
up the Unicom Run into the for-
ay homage to the Goddess Mielikki.

not long ago, | was hunting near
of the woods. | saw something

in the trees, and soon a tattered,
Party of orcs, men, and ettins came
through the underbrush. They
Stragglers from the battle at Ascore.

d to slip away — and ran right into
of a hill giant coming the other
Called to the others, and one, a

I a black cape, said they should

thed man selling food dicing con-

bring me along as a gift for Lord Geildarr.
| feigned interest in meeting him so they
might let down their guard and allow me
to escape.

“But my plan went wrong. When we
arrived and Cortarra heard that | wanted
to meet Lord Geildarr, she became jeal-
ous and had me placed in chains. Instead
of making them let down their guard, my
ruse had turmed a powerful sorceress into
an enemy! Why she didn’t kill me on the
spot I'll never know — she seemed fasci-
nated with the work of my father.

“In any case, | am grateful to you all for res-
cuing me from the trap of my own making.”

JOURNAL ENTRY 25
THE FOUL-SMELLING SAILOR

“There are shops on the road that leads
west to the docks. You may find unusual
items in some places, common ones else-
where. An inn lies just west of here.

“Be careful of locked doors here in town
— people have goods here they don't
want inspected. Some of the goods are
bads, and some have their own opinions
about being inspected.” He chuckled at
his little joke, and his breath smelled like
dead barnacles.

“You don't look like you're ready to take
on the kinds of enemies you'll find in
Mintam and Orlumbor, but when your
party grows stronger come back to this lit-
tle town and you’ll be able to book pas-
sage to go there. There are two docks on
the westem end of town. Ships at the north
one go to Mintam, and the souther ones
go to Orlumbor. Get there by 6:00 in the
moming to travel — and whatever you do,
don’t snoop around the docks after dark.”

We thanked him and moved on, grateful
for the chance to once again take a deep
breath.



JOURNAL ENTRY 26
THE GUARD'S STORY

“It's you! It's you!” the guard told us, a
delighted smile covering his face. “You're
the Heroes of Ascore!”

We admitted that we were in fact the cele-
brated adventurers.

“Amelior Amanitas, the great wizard from
Secomber, was here looking for you only
days ago! He flew over this very spot in a
great ship suspended in the air from what
looked like a gigantic, multicolored balloon!

“He told us that if we saw the Heroes of
Ascore we were to tell you to come see
him in Secomber, that your help was
needed urgently once again, and that he
had something important to give you!”

We all looked at each other — the mes-
sage in each pair of eyes was the same. It
was time to hurry to Secomber.

JOURNAL ENTRY 27
TULGAR WRIGHTTSON'S STORY

“I’'m concerned that more and more war-
ships flying the flag of Waterdeep keep
appearing in the harbor. These are not
regular warships, but sleek-hulled galleys
filled with warriors. | don't like it . . . don’t
like it at all!

“While you're here, steer clear of Farr
Windward — it's an exile colony of the
crazed, the obsessed and the misfits from
the mainland. | detest having it here on
the island — I'd like to open the gates
and let them all go home. But after so

many generations of treaties there is noth-

ing I can do.”
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JOURNAL ENTRY 28
THE ESCORT FROM WATERDEEP

The soldier wore the distinctive uniform
of Waterdeep. “You're here!” he shouted,
turning to the crowd. “Hey everyone, it's
the Heroes of Ascore!” The patrons broke
into spontaneous applause. Frankly, we
were both embarrassed and pleased with
all the hoopla.

The soldier faced us once more. “We're
the escort from Waterdeep. We were sent
to help guard the ambassadors from
Neverwinter and Mirabar for the rest of
the journey. They're not here yet, but they
are expected to arrive this evening.

“We‘d heard you'd be coming with us —
this is such a thrilll”

JOURNAL ENTRY 29
THE TYRANT'S STORY

“I've always been friendly to Waterdeep,
and how do they repay me? They send
their soldiers to take over our docks!” The
Tyrant paced madly, to and fro.

“They say they are protecting the Trackless
Sea from the pirates, but there were no
pirate ships based here — I've always
seen to that! If they don't get out now, |
care not for the size of Waterdeep’s navy
— | will declare war against them and
strangle them from the seas!”

JOURNAL ENTRY 30

PRISONERS!

The room seemed to be the bedroom of 2
farmhouse. All the furniture was gone,

and a thin layer of straw on the floor was
the only bed.

We thought it was strange that they didn't
take away our weapons, but then we
examined the door and the boards cover
ing the windows. They were made of

Continues.

wood held together by steel fittings,
on we hacked at the door with our
could hear guards on the

ql” they called out. “By the
carve your way through this door
Captains of Luskan will be sip-
»a in the palaces of Waterdeep!”

ENTRY 31

D’s STORY

at was a close call! I'm sure glad
me along!

jor Harpell really is at the Tower of

ht, and | think he's probably safe

Krakens and hooligans from
e taken over the town.

e monsters locked in corrals at
the local ranches. | hate to think
hey're planning to do with them!”

ENTRY 32

'S STORY

bed man looked up for a moment,

. “You are the Heroes of Ascorel”
dded and said, “Yes."

lent eyes peered at us intently.

ave risen to great heights, and all
Realms know of your

t to climb still higher you will
Ve to fall to great depths.

LNel

aintop of honor awaits you

but you will survive to see it
are skillful and brave — and if

In loyal and faithful to your cause.

‘€ar death do not go on, for it shall

Our every step. If you have doubts, if

“€ Unsure of the rightness of your

€10 not go on, for only through a
PUrpose and spirit will you survive.”

We paid the old psychic, thanked him and
departed, looking in each others’ eyes for
the glint of undaunted determination he
had said would bring us through.

It was still there.

JOURNAL ENTRY 33
THE GUARDS’ STORY

Guards in strange uniforms stepped up to
inspect the party. “You may stay in Farr
Windward as long as you wish,” they told
us, “but when you leave none of the citi-
zens may come with you.

“Farr Windward is maintained by the
major cities of the Sword Coast as a com-
munity for those who are unable to live
with others in normal society. Please
understand its importance and its bene-
fits, and respect its rules.

“Remember, the penalty for attempting to
escape from Farr Windward — or helping
others to escape — is death!”

JOURNAL ENTRY 34
Rescuep!

The dream seemed so reall The women
pulled at the chains, twisting something in
the locks until they fell away and we were
freed!

They pulled us away through the water,
swimming rapidly even as they dragged
our armored bodies with them. Their long
hair undulated in the underwater breeze,
and they seemed to smile at us to show
that everything would be all right. Such a
lovely dream this was!

Our precious air stayed tightly sealed within
our lungs, but its life still seeped away. As
the darkness came rolling in like evening
fog and covered the last peaks of our con-
sciousness, we looked up into the beautiful
faces of these women who carried us and
smiled. If this was death by drowning, it

was as sweet a death as there could be. . . .



We awakened, shivering, in a freezing
cavern — but we were still alive!

“Quick, get more blankets! They're still
too cold!” The voice was that of someone
accustomed to command, and we opened
our eyes to see a circle of faces looking
down at us in the dim torchlight.

As more blankets were wrapped around
our trembling bodies, we realized that the
women were not a dream. Hair still wet,
they stood side by side with the others,
peering at us with concem. Beside them
were a group of elves.

“They’ll be all right,” the leader told them,
seeing the same look in their eyes. “If you
hadn't been there at the moment they fell
in, they never would have made it. You
can see — they can only breathe air.”

“They didn't fall in. They were thrown in,”
responded one of the women. “They were
thrown in. With chains and locks. Thrown
in off the pier.”

“That’s right,” we told them, and then pro-
ceeded to explain how the letter given to
us by Amanitas had been switched with
the incriminating note, presumably while
we were prisoners in Leilon.

“| knew we escaped from there too easi-
lyl” chimed in a voice from the back of
the party. “That was the whole point, to
capture us and plant that letter to discred-
it us with the Lords’ Alliance!”

The elf leader nodded. “Even we elves of
the sea, who avoid the problems of the
land whenever possible, have heard of
the Heroes of Ascore. If your enemies had
simply slit your throats you would have
been transformed into martyred gods and
inspired the Lords’ Alliance to fight on.
This plan was more clever, because it was
the leading city of the Lords’ Alliance that
sentenced you to deathl”

“We have no choice,” we told them. “We
must go back and defeat the evil plans of
our enemies. Only then will the Lords’
Alliance know that we aren’t traitors!”

P o R PR e

‘ The castle
loomed up
from a rocky

promontory, its
towers visible from
'0"" the entire island,
'™ 8 What great friend

9

here?

“Thanks to the Sirines of the Trackless
Sea, you will have the chance,” the elf
said, smiling. We struggled to our feet to
thank them for saving our lives, and there
was much embracing among everyone.

“Sadly, the harbor is too well guarded for
us to take you back the way you came,”
the sirines’ leader told us after we had
settled down to eat.

The elf nodded. “I agree. The only way
out of these cavems by land is full of dan-
ger, but it is just that - the only way. One
room here connects to the passageways
of an ancient dungeon outside of
Waterdeep. We have blocked the
entrance, but you will be able to move
the stone and pass through.

“The dungeon is inhabited by dangerous
monsters, so please, rest here and save
your strength before you go.” Warm broth
was served, and we passed many hours
sharing stories with the elves and sirines
who had saved our lives.
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o tattooed Kraken squid lovers,
1 suck you dry faster than a snake in
at Desert in the noonday sun.

they don't want to pay the money
v was offerin’, neither. | weren’t gonna
ess. And old Jasper, be my
1ess he weren't neither. But he don't
w they lowered the price yet.

, you oughta go an’ chat with him.
ich is right due east o’ here. Right

lozz the Greedy says he’s going to

[ you with his breath and eat you for
2r tonight unless he gets the gold you
him from that ship we took off
‘s not joking! He could burn
e village to the ground at any

now how his moods are — you can't
ic with him! | heard him roaring
the walls last night while I tried to

him that gold, and fast!
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JOURNAL ENTRY 37
THE INVASION BY WATERDEEP

“It’s an invasion! Soldiers from Waterdeep
have taken over the docks as a base to
fight the pirates!

“"Why would they do this to the Tyrant?
He’s always fought the pirates of Luskan!

“You know, the Tyrant is fair and honest
with the people of Mintam, but he is a
Tyrant when it comes to keeping our
island independent! There’s talk of war
against Waterdeep!”

JOURNAL ENTRY 38
THE OLD MAN’S STORY

“The great lie you have just uncovered is
a plan we have prepared for some time,
for just as our enemies have spied on us,
we have spied on them.

“When we heard you had arrived in the
city, we set the plan in motion — with the
help of the Heroes of Ascore we knew
that we could finally succeed where so
many others had failed.

“My dear friend Ougo here organized the
celebrations throughout the city, knowing
they would stretch the spy network to its
fullest as they tried to follow every move-
ment of each small group. We knew that
with our help you could find and elimi-
nate the two places we needed to destroy
in order to free the city.

“But one more step yet remains in our
plan, and we must take it now.” He exam-
ined the brand which was recovered from
the spies’ secret chamber, did something
to it we couldn’t see, then returned it.



JOURNAL ENTRY 39
THE RescUED MAN'S STORY

“Strange-looking men in Waterdeep uni-
forms have been pillaging the country-
side. I'm a veteran of the troll wars; |
fought for Waterdeep for twenty years.
One look at this scurvy lot told me they’re
not from any army | ever served in.

“The farmers around here have turned
against Waterdeep and the Lords’ Alliance
because of the attacks. | went to a town
meeting and tried to tell them it was a
trick, someone dressing up like soldiers.

“They thought | was a spy and threw me
out. I'm lying there face-down in the mud,
and no sooner do they vanish back inside
than | see the dirty pants-leg of a Waterdeep
uniform six inches from my face.

“The imposters dragged me down here to
silence me permanently. If you hadn’t
come along I'd have been monster fod-
der, sure as anything. Thank you, and
may Helm protect you on your quest!”

JOURNAL ENTRY 40
JAGAERDA'S STORY

“Pirates have been attacking merchant
ships up and down the coast, including
those bound for my home in Gundarlun.
Many of our sailors were Killed and a
number of vessels lost.

“| started going to sea with the merchant
ships — against Father’s wishes, of course
— to try to find out what was going on. The
last vessel | was on reached Mintam safely
after fighting off two attacks, and | learned
of this supposed Waterdeep invasion.”

She looked down at the dead guards. “This
is the first time I've ever seen soldiers from
Waterdeep with tattoos of a purple squid
on their arms! These are Krakens!”

JOURNAL ENTRY 41
THE BUREAUCRAT’S STORY

“| see you may be going west to the town
of Farr Windward. It is on the other side
of a very long tunnel through the moun.
tains — so long that it will take you days
just to pass through it.

‘ We work
hard, but
with the constant
attacks by pirates
and monsters...
You must find a
way to stop them!

ony opel 99

“Farr Windward itself is on a rocky penin-
sula on the western edge of the island,
atop high cliffs that make escape by sea
impossible. Guards prevent the inhabi-
tants from leaving through the tunnel.

“You can come and go as you wish, but
remember that Farr Windward can be a
dangerous place, filled with the outcasts
of every city on the Sword Coast, and the
descendents of past generations of oul-
casls.

“Each resident has a bright red circle lal-
tooed on his or her forearm. They may
never leave, and the penalty for assisting
in an attempted escape is death.”

AL ENTRY 42
i QUARDS'NOTE

» must know of your prisoner’s loca-
__ or that such a person even exists.
are asked, say only that several

s Lo Luskan have been arrested for
on behalf of our enemies and that

e them under guard. Answer NO
about the family of your prisoner.

‘ One look
at the
tattoo of the purple
squid on the man's
hand told us there

el )

JOURNAL ENTRY 43

HE TATTOO
- He pulled his arm away quickly, but it was
late! Heated by some form of magical

the brand had left the telltale mark of
Windward upon his arm.

cannot do this to me! This . . . this
ver come off! I'm normal, but with
« .. No one will ever believe me!” He
p and raced around the room,

ng maniacally, “I'm normal! I'm
all I'm normal!” over and over again.

JOURNAL ENTRY 44
THE TAVERN IN YARTAR

“Of course it's the fools from Triboar, and
this time they've gone too far!” shouted
one man.

“Kidnapping the Waterbaron! This time
it’s no joke — they're out to take us
over!” yelled another.

“It's all about gold, and their greed for
nothing else! They want to control trade
all up and down the valley!”

“They’re jealous because we're right on
the Long Road and they’re not, so they
get less trade than us! Now they want to
take over Yartar and keep everything for
themselves!”

JOURNAL ENTRY 45
THE PARADE

“What are you celebrating?” we asked a
reveler.

“Haalbok is dead!” he replied, punctuat-
ing his remark with a flourish from his
wooden flute.

“Who was Haalbok?” we asked. “Did you
really hate him that much?”

“No, you silly people! We all loved
Haalbok! He was one of the leading men
in the city! He was intelligent, kind, well-
balanced . . . and very normal!”

We were incredulous. “Then why are you
celebrating?”

The man looked at us as if we were total
idiots. “Is there not enough misery in the
world already? We do not pour water into
a flood, or add oil to a fire when it burms
our neighbor’s house. With misery why
should our course be different?”



JOURNAL ENTRY 46
THE PASswORD NOTE

As you enter Triboar, follow an alley in the
northwest area to the farthest door.
Knock 3 times and say “northwaters.” The
men there have some very important
information for us. You are to gather that
information and bring it home so we can
use it for planning our defense.

JOURNAL ENTRY 47

THE CAPTAIN AND THE HARBORMASTER

“Those blasted pirates almost got us that
time!” the angry ship captain told the
Harbormaster. “If the wind hadn't shifted
so we could run with the current they'd
have caught us for sure!

‘I won't go out again until something’s
done! What's Haeromos thinking, huh?
That they’ll get bored and go away?” He
pounded his fist on the railing. “These are
rich waters for pirates — and the fisher-
man never changes ports when the fish
keep leaping on the deck!”

The Harbormaster nodded. “I thought
that’s what the out-of-towners were here
for, the Heroes everyone flaps their lips
about so much. Thought the first Captain
hired ‘em straight from Waterdeep. Guess
not, though.”

The Captain grunted his disgust at what
was being done.

“Shouldn’t give up yet, though,” the
Harbormaster added, trying to sound posi-
tive. “We should keep a look out. Maybe
someone’ll be along to help. . . .”
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JOURNAL ENTRY 48
THE MAN AT THE LEAP

A man stood beneath the arches on the
far side of the room, looking out to sez.
We crossed to his side, looked down, ang
realized this was the top of a high cliff.
Far below us sharp rocks reached
upwards from the shore, looking like a
thousand huge stone bayonets shoved
handle-first into the sand.

The man wavered at the edge, as if aboyt
to jump. We jumped forward and pulled
him back, asking, “What’s wrong?
Whatever it is that troubles you, jumping
to your death is not the answer!”

“Nothing is wrong,” he replied in a nor-
mal, even pleasant voice. “It's just that
every so often someone in Farr Windward
Jumps from the Leap. No one has jumped
for quite a while, so someone has to step
in and maintain normalcy. We all have
duties, obligations as citizens of Farr
Windward, and | don't care what they say
on the mainland. Farr Windward is a place
of nomalcy.”

We thought for a moment, then said,
“Didn’t you know? Someone jumped just
two days ago! Everyone’s been talking
about it — didn’t you hear?”

Suddenly the man’s face filled with relief.
“Whew! I'm glad you told me! Otherwise

I'd have jumped and it would have been

such a waste!”

He bid us farewell and walked away happily-

AL ENTRY 49
RD’S STORY

you for releasing me!” Redbeard
-laimed, massaging his wrists after we
1 cut the tight ropes that held him.

‘ The
woman
bowed to us and
said, ‘Our leaders
are at the Council
of Mirabar. When
you are ready they

4 will hear , ,

your case.

heir leader was a bad one, he was. He'd
killed us all soon, once he’d made
1e wouldn't need us.

called him Lord something or
so0 he must have been an impor-
he was. He kept reciting how his
In was working so perfectly. He said he
ding the southern flank, that
from the Way Inn and Daggerford
| be sent north towards Waterdeep.

would blockade Waterdeep, and
of its allies would help because they
ght Waterdeep was attacking its

5. Once the city was close to star-
. he bragged that one morning he
would march into Lord

‘s bedchamber and raise the
head on a pike.”

d looked around at the remains
‘monsters and Zhentarim that filled
foom. “| s'pose Lord Piergeiron can
"€€P late this moming after all.”
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JOURNAL ENTRY 50
REDLEG'S ORDERS

The tall, barrel-chested man on the stage
pronounced his commands, but there
was a strange look in his eye. Or perhaps
it was a look that wasn't in his eye — the
gleam of life was somehow missing.

Yet everyone in the room stood in rapt
attention, including our party. There was
something about this man, his bearing or
his stature, that compelled us. He gave
detailed instructions on the coming naval
blockade of Waterdeep by the combined
fleets of Ruathym and Luskan, and we lis-
tened in frozen horror.

But somehow the words we were hearing
and the man who delivered them did not
match. It was just a hunch, pure instinct
at best, but could he be under the control
of someone else? This man looked noth-
ing like a scurvy ally of Luskan. Could he
have been charmed by a magic-user, who'
pulled the once-powerful puppet’s strings
from relative safety offstage?

JOURNAL ENTRY 51
THE DUKE OF DAGGERFORD'S STORY

“The Zhentarim and their hideous mon-
sters came rolling into town like a tidal
wave! My guards and citizens fought
bravely, but we were overwhelmed! | had
to hide in here to escape certain death!”
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JOURNAL ENTRY 52
REDLEG'S STORY

“| am Captain Redleg — a name | acquired
courtesy of a shark with sharp teeth and a
first mate with a sharp tongue.

“You comin’ along and breakin’ that spell
is a brace of salt air in the morning! | hate
these Luskan Low Captains and their flim-
sy-robed magic men! | hate this alliance!

“When those cursed pirates came here
with their talk of conquering Waterdeep, |
didn't listen — but the First Axe swal-
lowed it like a marlin takes a bait.

“Once Luskan had what it wanted, the
First Axe was the first axed, and | wound
up in the brig! With their threats against
innocent hostages they forced me to com-
mand the fleet, MY fleet, to blockade
Waterdeep!

“When | refused to order attacks on
defenseless merchants, they had one of
those long-robed daffodils from the
Hosttower cast a spell on me to make me
say the words they wanted my men to hear.

“But that was then and this is now! Now
we have the Heroes of Ascore fighting by
our side! We'll send the scurvy lot o’ them
to blow bubbles with the fish in Luskan
Harbor!”

JOURNAL ENTRY 53

THE NOTE FROM THE YARTAR SPY

We are close to finding the Waterbaron! |
know that he is being held somewhere
here in Triboar. How do these simple-
minded fools think that they can hide him
for long in this hayseed town?

The new areas in the northwest part of
town are suspicious, and | plan to search
there as soon as possible. The army of
Triboar is growing, but still no match for
us. The Lord Protector is mad if he
believes he can defeat us!
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JOURNAL ENTRY 54

THE MEN's STORY

“The Zhentarim stormed into town with 5
great force of men and monsters, and
captured us before we could organize o,
resistance.

“We might have held out longer, but the
Duke turned and ran away! So much for
the man who claims to be descendent of
that brave boy with a dagger who foundeg
this poor town.

“You should know that your movements
were being watched from the moment
you entered town. Jusl as you launched
your attack upon this stronghold, the
Zhentarim sent out messengers. They
were to warn their allies at the Way Inn, o
the south, that you'd be coming. If you
hurry to the edge of town perhaps you
can intercept them in time and still
surprise the enemies there!

“The south door to this room leads to the
street. And come to any of our shops
when you return to Daggerford. We will
make sure you are rewarded for your
heroism!

JRNAL ENTRY 55
- §TORY OF RUATHYM
sook is a history of Ruathym, with
h about its early days and founders.
y pages are devoted to their leaders,
“hore the title “The First Axe.”

1on Bloodaxe is the first such king

4 2
ioned.

v early days of the island nation were
filled with frequent wars against
and other coastal cities.

r chapter describes an old water-
n, the original residence of
e. It tells a story that the long-
has never truly left the man-
that only loyal residents of
may stay there safely.

walked down the ship’s gangplank and
 the pier. The Captain and crew stood
ing there, heads hanging in shame.

aster said, just loudly

for us to hear, “It's a strange day
Captain comes home in a row-
d the passengers fight off pirates
g his ship back to port!”

tain kept his eyes on the warped
g of the ancient pier, saying

P DU

ress the big crowd that was gathering
se what was going on.

Harbormaster raised his voice to
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“The First Captain said Heroes would
come to help Port Llast, and he did not
lie! Three cheers for the Heroes of
Ascore! They have won a great victory in
our war to reclaim the Trackless Sea from
the pirates! Now, and forever, they will be
our Heroes too!”

As the crowd roared its approval, the
Harbormaster leaned over to us and whis-
pered, “The First Captain has something
for you. He lives in a mansion in the
southeast cormner of town.”

JOURNAL ENTRY 57
THE PRIEST'S TALE

“The pirates have created much sadness
and despair in Port Liast. They have
bumed this temple — you can see the
scorch marks on that wall — attacked the
merchant ships, and taken over the north-
west comer of the village.

“And we keep finding their little scraps of
paper. 'You shall have good fortune
today’ is all they ever say. What is the hid-
den code? For whom does this have
meaning?

“These papers of good fortune have
brought us nothing but sorrow.”

JOURNAL ENTRY 58
THE FAT MAN'S TALE

“Three cheers for the Heroes of Ascore!”
the Fat Man bellowed to the crowd. They
gave three great, lusty roars. "There!” he
says, “The Heroes of Ascore are still
heroes here in Neverwinter!

“We hear your recent mission to Leilon
went poorly, when our poor ambassador
disappeared. Messengers from Waterdeep
said you were responsible for the kidnap-
ping, but we didn’t believe it. Did we
believe it, everyone?”
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“Nooooo!” roared the crowd thal filled the
tavern,

“We've had messengers from Waterdeep
tell us all sorts of crazy things. Big cities
confuse people, make them believe silly
tales when they should be giving the
tale-teller a skeptical eye. No one here

in Neverwinter tells tall tales, do we,
everyone?”

“Nooooo!” the crowd cried out once
more, to the Fat Man's delight.

“But enough of this. | hear that you're

here to find the kidnappers and prove to
everyone that these stories were naught
but poppycock. You've come to the right
place! Barkeep! A round for my friends!”

JOURNAL ENTRY 59
WIMEG'S STORY

“Froal said that you could save us, that
you’d somehow defeat their plan and res-
cue us! And now you've done it!

“As you now know, the Krakens captured
the Neverwinter Ambassador Froal and
myself in Leilon. They imprisoned you
and then purposely allowed you to
escape. How that furthered their plans |
do not know, but they later brought us
here to Neverwinter and told us you had
been blamed for our disappearance.

“The forces of the Lords’ Alliance may
have scoured the countryside, but never
thought to search for us here in Froal's
back yard. Before you arrived | had begun
to despair of ever being rescued.

“Froal himself is being held in one of the
other gardens — he is a noble man and
must be rescued! | shall make my way to
Lord Nasher and tell him of these events.
| am certain that a great reward awaits
you when the last Ambassador is saved!”

JOURNAL ENTRY 60
THE SON’S STORY

“My father, the Waterbaron, has been kigq.
napped! He is being held by the
Triboarians! They are mustering an army
against us, because they think that with-
out our leader we will crumble like a sang
castle before the rising tide!

‘ Erek
grunted as

we entered. For

him this was the
same as a hearty
handshake and a
slap on the back.

Amanitas , ,

was wait-

“But they are wrong! | have assumed lead-
ership in my father’s absence, and we will
defend our homeland against Triboar!
They will be made to pay for this!

“My father will be so proud!”

JOURNAL ENTRY 61
THE QUIET ONES’ TALE

“Throughout the years of Fireshear,” the
dwarf continues. "We Quiet Ones have
lived here, beneath the town, in and
around this chamber, There are never
many of us, but we do know of the events
and of the people above.

“The recent happenings are evil, and
behind them is a very evil being. It is a
large spherical creature — four of us saw
it when it came, but only one of us
returned. The others remain stone-solid,
like the bones of the mountains.

Continues..

e Evil is a large round monster, with
i — and powers. A glow or a
¢, and our [riends were stone.
simply vanished or fell dead.

care as you explore! The monster
ns in Fireshear, near the docks. It
pe destroyed, or the town will

e wholly evil, and we Quiet Ones

be gone.”

‘ I've had
enough of
them black-robed
hooligans, | have!
Next one | see is
going to feel my
fist on his fat face,

he will! ,,

RNAL ENTRY 62
ZHENTIL CAPTAIN'S OFFICE

Scatlered across the desk were several
of the farmlands around

deep. A number of them had been
ed off, with notes such as “Burned”
Poisoned crops.” Others were

ed with a large “X.”

r note was a list with only two

 More uniforms

. Ons — Forge crests from Waterdeep

JOURNAL ENTRY 63

THE TRIBOAR AGENTS’ STORY

“The Waterbaron of Yartar has been kid-
napped, and we're being blamed by his
people! War will break out between our
towns if we do not find who really com-
mitted this crime, because Yartar will
attack us for something we didn’t do!

“If they attack we’'ll defend ourselves and
save our city from conquest, but we'd
rather find the Waterbaron and avert a
needless war.

“We need to find out who it is who wants
Yartar and Triboar to fight and destroy
each other — it is in their hands that we
will find the Waterbaron!”

JOURNAL ENTRY 64
MALCHOR HARPELL'S STORY

When he had solidified from the explod-
ing black cloud that appeared so sudden-
ly beside us, he began to speak.

“You have done very well, Heroes of
Ascore! You have removed the Kraken
slime from the pond of Longsaddle. You
have destroyed their plans to house mon-
sters here for use in battles against
Mirabar, Triboar, and Yartar.

“You have the gratitude of the people of
Longsaddle, and of all the Savage Frontier!

“But you cannot rest, not yet! More
Kraken and Zhentarim plots are still
unfolding!

“Soon the autumn meeting of the Council
of Mirabar will be held in that powerful
northern city. They will vote there on
whether to support the Waterdeep and
the Lords’ Alliance in the battles against
Luskan.
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“Without their help the tide of battle
might turn against us, and the Krakens
are working mightily to show the Lords’
Alliance as weak, corrupt, and backstab-
bing. They hope that Luskan and
Zhentarim allies will win, so that together
they will control the North.

JOURNAL ENTRY 66
MENASTER'S STORY

“Great adventurers! | have just now beep
recording your acts of heroism while the:
are fresh in my memory. | shall transmjt
this letter to all members of the Lords’
Alliance, and your names shall ring
throughout the Council Halls in the grey
City of Waterdeep!

“The deceptions of Luskan, the Krakeng
and the Zhentarim have been exposed,
but our victory is not yet certain.

“You may have heard stories of a great
and powerful magical item, a Gem creat.
ed in ancient times to fight the great evils
of its day. We know little more of its pow-
ers and its history.

“Only the Heroes of Ascore can uncover
all their plans in time, then go to Mirabar
and present proof of the Kraken decep-

tions! May Helm guide you on your way!”

JOURNAL ENTRY 65
THE SPiES’ MAP

He has written to me of the Gem, and
may know more. You must seek him out.

“In no event can we allow our enemies to
gain the Gem, for if the stories of the
ancients are true its power could crush
our mightiest battlements.”

JOURNAL ENTRY 67
BLEAK SKY'S STORY

“Long have we waited,” the old man
said, his words measured and thought-
ful. “From grandfather to father, from

ation, has the secret been passed. 600
Y years have we waited. And now you
have come.”

The old man rises. He gestures to the
rear of the room, to a door. “The way
is there. Long have we watched.

Long has it waited. Through the door you

must go. Climb the steepest climbs; find
the Lair of the Dragon. The ancient power

you seek is there, in the great cavern.”

30

“My brother leads the miners of Fireshear,

father to son, from generation to gener-

RNAL ENTRY 68
- GTEELFIST'S OFFER
arves of Mirabar and their King

yu for your efforts in saving our
the deceptions of our enemies.”
owed low, and descended from his
e lo approach our party.

ater events still threaten us. You

e heard stories of a magical Gem
cient times, and the chance that it
rediscovered.

north and west of here lies The

a mountain that rises from the
waters of the Trackless Sea. It

he ancient home of the merciless
agon named Freezefire, who terri-
Northern Realms for centuries.

-

I
: 'i.‘thls magical Gem that was used to
troy Freezefire centuries ago, although
ve no record of how the deed was
2, The powerful magic item may still
ere, awaiting adventurers with the
gth and courage to come find it in
barren wastes.

as the same dragon Freezefire that
treasure of our ancestors, trea-
generations labored mightily to
m the hearts of so many north-
10untains.

are going to the Ice Peak to find the
d of the White Dragon. We seek the

I to strengthen the Lords’ Alliance,
Kkeep it from our enemies. And we
recover the gold stolen from our
flope that you, too, will choose to

- 10 the Ice Peak, and help us in this

mission, ”
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JOURNAL ENTRY 69
BLACKROBED MAN'S TALE

“Freezefire’s Lair, the Gem, the Heroes
of Ascore have arrived before we could
find the way. All is wrong! | have failed!
The Masters will torture me and never
let me die!

“The Masters of Hellgate Keep, they sent
us to stop you, they sent us to retrieve the
Gem. And now my group is lost, | am lost,
and I have failed!” The man slumps limply
against a boulder in complete despair.

JOURNAL ENTRY 70

ELASTUL RAURYM'S OFFER

Raurym’s massive jowls jiggled as he
talked, and with every word the chicken

scraps stuck in his beard would dance in
a macabre revue.

“You adventurers (chomp) have done a
(chew) splendid job! Come feast with
me!” Raurym grabbed a dagger and used
it to tear a chunk of meat from the roast
beside him before driving it point-first into
the table.

We had already decided that the food did
indeed look good, and sat down to enjoy
the meal. After we had eaten our fill (which
in Raurym'’s case was enough to empty
several local ranches) we retired through a
hidden door in the back of the room.

Seated in a plush chair in his comfortable
study, Raurym told us, “Now that the city
is safe for the moment, what are we going
to do about the Gem?”

He reached into a large bowl beside his
chair and stuffed a fistful of candies into
his mouth. “If our enemies find it before
we do, everything you've accomplished
will be lost.” Another mass of sticky candy
entered his mouth, some brightly colored
pieces saving themselves from destruc-
tion by clinging to his thick, red beard.



“We think it is somewhere in the Ice Peak,
in the hoard of the long-dead dragon,
Freezefire. Of course, (more candy) the
Krakens almost certainly know as much
or more than we do.

“And the dwarves, (more candy) they
claim that Freezefire's hoard is really
theirs. Now, (more candy) that simply is
not true! My great great grandfather,
Prejudge Raurym, himself, brought his
own great wealth north when he moved
here, and the dragon stole it from him
and his people!

“Now, (more candy) | would send an army
to the Ice Peak now, but we still have to
defend Mirabar against raids by ogres and
(more candy) orcs and ettins and so on.

“So, I'm afraid our hopes must ride with
you.” He reached for the bowl once more,
and frowned to find it empty. Reaching
beneath his chair, he withdrew a large vel-
vet bag from which he poured a stream of
nuts and raisins.

“The gem must be recovered to ensure
the safety of the north. When it comes to
the division of any treasure you may
recover, (nuts and raisins) | will depend
upon your sense of honor.”

JOURNAL ENTRY 71
THE WATERBARON'S WELCOME

“I have been successful in spreading the
word among our people that Triboar had
no hand in my Kidnapping. Thanks to you,
the relations between our towns are nor-
mal once again.”

The Waterbaron laughed, the first time
we’d ever seen him do so. “Of course,
normal relations with Triboar means that
sometime this week a placard will appear
on the statue of me here in the town
square. It will cover the inscription and
say ‘Jilbo the Goatherder.”

We looked at each other, not sure
whether or not to laugh.

“| suppose,” said the Waterbaron, “that
you have to be born here to appreciate
Yartar-Triboar humor.”

‘ So,” Ougo
asked,
“don’t | seem
normal to you!”
We all looked at
each other, not

what tos2y. 99

JOURNAL ENTRY 72
JAGAERDA'S STORY

“No sooner did | arrive in Ruathym than
some fool pirate quards ambushed me.
What was | thinking? Daydreaming about
going home to Gundarlun and rock-climb-
ing in all my favorite places, | suppose. In
any event, they came up behind me, and
| woke up with a big headache in a
Luskan troop ship that brought me here.

“I was just about to break free from these
ropes when you came along, really.”

pERS MEET

d Protector eyed us suspiciously.

have come to demand our surren-
u have severely miscalculated the

¢ of the people of Triboar!”

‘ If we're
attacked
one more time by
the pirates, | fear
the city will fall.
Only the Heroes
S of Ascore have the

Y power to ,,

save us.

could be farther from the truth,

e Lord Protector,” the

on began, and then told the

[ his kidnapping. We added details

, confirming how the Krakens

eir allies had tried to turn the two
against each other.

> my return to Yartar,” the

, “1 shall transmit a message
on. He is to order my troops to
out every Kraken stronghold in the
d inform the populace that the

of Triboar are innocent of any hos-
S against Yartar. | shall remain here
ur hostage and proof of my good
until you can see that all threats to

ar cease.”

Ord Protector strode forward and
Ced his counterpart. “Our towns
often been rivals in the past, but in
Nd you and | have always had a

Of trust. No hostage is necessary.

—— s

Your word — and that of the Heroes of
Ascore — is good enough for me. | shall
order our forces to hunt only for the
Krakens, and to help the people of Yartar
in any way they can.”

Both leaders turned to us and repeated
their thanks. “Without you,” they said,
“thousands of innocent people would
have been killed in a useless war!” We
bowed and prepared to leave and contin-
ue our mission.

JOURNAL ENTRY 74
THE NEws OF RUATHYM

“It is good to see you all again. Since we
last talked on Mintam | have leamed much.

“Ruathym is backing Luskan in its plan to
blockade Waterdeep, despite the fact that
they are ancient enemies.

“Ruathym’s power lies in its fleet, one of
the strongest on the Trackless Sea.
Captain Redleg is their commander. His
men say he commands the fleet, but not
with his own voice — he may be under
someone’s magical control.

“This is no empty threat. As powerful as
Waterdeep is, it lives and dies by its trade
across the seas. If the combined fleets
block the harbor and they lay siege to the
city gates, it is possible that even Lord
Piergeiron’s power would not be sufficient
to save the city.

“We must go to Ruathym and find Captain
Redleg. With or without his help, we must
break the Ruathym-Luskan alliance.”

JOURNAL ENTRY 75
THE DYING GNOME'S STORY

“They came out of the hills and holes and
mountains. Huge white furry snow mon-
sters. They brought white hounds from
hell. They leapt at us in our sleep, in our
mining, in our business, in the very center
of our city. No mercy. No mercy.



“They killed everyone. We could not stop
them. And our leaders they carried away.
The ShearMaster gone. What will happen
to Fireshear, to us. . . .” With a deep sigh
the gnome’s voice fails, and he is dead.

JOURNAL ENTRY 76

MENASTER'S LETTER

Dear Brother,

| have great news! The Heroes of Ascore
were just here. They interceded at the
Council just in time, exposed the Kraken
plot to divide the Lords’ Alliance, and
unmasked their spies! The Krakens were
posing as Neverwinter Representatives!

| have sent the Heroes on to you, with the
hope that from there they will continue to
the Ice Peak. Please give them every hos-
pitality. They may be the answer to our
quest for the Gem. | shall be along as
soon as possible.

Menaster

JOURNAL ENTRY 77
THE SHEARMASTER'S WARNING

“The Ice Peak is a very dangerous place,
and your enemies have knowledge of
your coming. You will arrive at the chief
city, Aurilssbarg, and the people there will
be hostile, for their leaders are allied with
Luskan. Get through the city as fast as
possible.

“Head east to the settiement called Bjorn's
Hold. His people care not for Luskan, but
walch for enemies everywhere.

“Next go North to the village of Icewolf. It
is a town of gentle people, the Ice
Hunters, but Northmen also live there. If
the stories are true, it is from Icewolf that
you will be able to set out in search of the
Gem. Good luck!”

We climbed into a small boat, and min-
utes later they had rowed us out to a ship
waiting close to shore.

JOURNAL ENTRY 78
THE IcE HUNTER'S STORY

“It is said,” one very old, leather-skinned
Ice Hunter began, “That the Lair of the
ancient Dragon Freezefire was in the Peak
above us. With his power he held all in
terror. In his heart he held great greed.

“It is also said that the dragon tormented
the old city of Nimoar's Hold, now known
as Waterdeep. Then a man of great

courage, Stramling the Wise, called upon

the magic of the land. He gathered to him.

self all great power and tempered great
evil with itself. He created The Gem.

“On a field in high summer, to his people
Stramling presented this most marvelous
and magical Gem. High aloft he held it,
and it gleamed in the sunlight. And this
brought forth Freezefire, just as Stramling
had desired.

“The beast swooped down upon the man,
attacking him, striking him to the ground
with the great wind from its wings. It tore
the Gem from Stramling’s hands with its
mighty claws. Off the dragon flew with

its new treasure, to its lair high on the
Ice Peak.

“And there the dragon stayed. Upon no
man or beast did Freezefire make evil
again. The centuries past, and the story
was forgotten. But somewhere deep with-
in the Ice Peak lies the dragon with its
hoard. And the Gem."

the heavy paper, you see care-
, gold script letters that read:

e has come. Pick up their trail at

d follow to the Ice Peak. Let

you to the Gem, then take it!

their bodies are burmmed, broken,

ead. A quick retumn will ensure
. Failure will ensure

1. .. death without end.”

e thanked us with a sense of urgen-
his voice. “Be warned: Tranjer Rolsk

evil man. He supports those in

why you are here and wish to
must seek our leader, Bleak

ing. Hurry! Go East to Bjom's
, from the North pier, take a
to Icewolf.”

JOURNAL ENTRY 81
THE COWERING DWARF'S TALE

“I am Babhriit. Did you see my sign, my
fine sign? It is the finest sign in all of
Fireshear, don’t you think?”

Tears rolled down his cheeks. “They killed
my three apprentices, those monsters!
Did | help? No, I ran away. But they didn't
find me! But they killed my apprentices.
They killed them all and | ran away and
they killed them. . . .”

“Did you see my sign? Isn't it lovely? No
one else in Fireshear has such a sign . . .
so lovely. . . . “ He trailed off into repeti-
tive gibberish, and reluctantly we left the
trembling figure and moved on.

JOURNAL ENTRY 82
A MAP FOUND IN A DUNGEON
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JOURNAL ENTRY 83
THE KRAKEN MAP
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LEVEL LIMITS BY RACE, CLASS AND PRIME REQUISITE

Dware Ewr Grome Haur-Eor Hawrumg Human
Any No No No 5 No max
7 5 5 6 4 max
8 6 5 7 5 max
- STR1B+ K 7 6 8 6 max
Any No No No No No max
~ STR16 No No No 6 No max
}\17 No No No 7 No max
No No No 8 No max
INT 16- No 9 No 6 No max
No 10 No 7 No max
INT 18 No 1" No 8 No max
Any - max max max max max max
cters of this race cannot be of this class.
hest Level Available in TREASURES OF THE SAVAGE FRONTIER
E OF ABILITY SCORES BY RACE
A Dwane EF Grome Hawr-Err Haurums Hunas
R W/ M/F M/F M/F M/F M/F
i ) 33 6/6 33 6/6 3
18(99)/117 18(75)/16 18(50)/15 18(90)/17 17/14  18(00)/18(50)
Rl b
» T
k 33 ’ 8/8 m 4/4 6/6 33
N AN 18/18 18/18 1818 18/18 18/18
L n k] a3 n 3
18/18 { ‘18/18 ik 18l1§ 18/18 1717 18/18
B A mn 33 6/6 8/8 33
o 9 18/18 1818 1818 18/18
Egn 88 6/6 1010 n
19/19 18/18 18/18 18/18 19/19 18/18
PR ""_"'; T SR J . [
) 8/8 KIK] KIK] 33 33
Cowne e 1818 1818 18/18 18/18

537

il strengih bonuses available only to fighter-type characters (fightes, paladins, and rangers).



MULTIPLE ATTACKS FOR FIGHTER-TYPE

ABILITY SCORE MODIFIERS BY RACE DEXTERITY TABLE

Race MoiF 1ERS Aswny Scone  Reacmow/Messue Bowus  AC Bowss CHARACTERS

Dwarf Constitution+1, Charisma-1 3 3 + Cuss Leve Arracks pen Rowwo
LR w;cl”ﬂ 4 R b A R b Fighter 16 1
o 5 e 2 o SR I ST
e o VL s L —] Joagwii in
Halfling Dexterity+1, Strengml ’ T 3 R ot ‘

Tk, SRR ‘lﬁwrh&i &&Wﬁ@‘: . User . . . ‘Paladln7-12 = b

STRENGTH TABLE a&w’»ﬁ% uéaﬁ!fmm: . Fighter 13+

Asuiry THACH Dassace  Wesear AuLowasce ;

TR R ma..miww-w '_ Rangr 15+

3 -3 A 30 .

[ 7T SRR TR S vﬁzﬁ.ﬁ %W

67 4 None 150

89 MNomal Mo Nomal

1415 Nomal  Noe <200
g .ﬁ#‘”.#‘ TR TM:""'
+1

7 R +500
. : : Aswiry Hiv Pomr ReswmnecTion
‘180150 +1 !

“18/76-90

-1m

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

ARMOR TABLE

+2 (+5)"
* Bonus applies only to fighters.

Tables continue.-

1 A character carrying many objects, including a large number of
coins, can be limited in movement to a minimum of 3 squares per
turn. 2 A Shield subtracts 1 AC from any armor it is used with

Oy arrows to fire. Two Attacks per round. 2 Must have ready bolts lo fire. One Attack per round. I=fighter, cl=cleric, th=thief,

338 %9
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Spell Parameters List

This is a listing of spells available to player
characters as they gain in level. Following

are abbreviations used in the list:

Cmbt = Combat only spell Al = All characters in combat

Camp = Camp only spell = combat rounds

Both = Camp or Combat spell t=lums

T = Touch Range Ml = per level of caster

dia = diameter targets - aim at each target.

rad = radss

FIRST LEVEL CLERICAL SPELLS

SeewL Mame Weex  Rme Anea  Dumanon
Both 6 5dia

L gv:wﬁ-'

Curelmmes Both T
mxaﬂ M n:‘;’h’» Mﬂ =
Detect Magic
ﬂﬂﬁﬁﬁxﬁw fﬂh
Prolection from Good  Both T 1 3Iim

ReslCdd  Bh T 1 WM

SECOND LEVEL CLERICAL SPELLS

Seeu Nan Wi R Amea Dumarion
Find Traps

HoldPason W‘w" #‘ “m«'
Resist Fire Bath T 1 1t
SlenceiSRadis  Cnbt 12 3da aM
Slow Poison Both T 1 1 hour/ivl
Spiritual Hammer Cmbt 3 1 1wl

THIRD LEVEL CLERICAL SPELLS

See Nase

Cure Blindness Both T 1

1
BeCww G T 1 M

FOURTH LEVEL CLERICAL SPELLS
Sreu Name Wi Rm AneA  Dumargy
Cure Serious Wounds Both T 1 g -
M&%ﬂl M-.l_v. ¥
NmalmPorson

Posn *%m »;,w
Prmumtmm

Evil 10' Radius Both T 2dia 1w
SidsioSdes Ot 3 1 aM

FIFTH LEVEL CLERICAL SPELLS

SeawL Nase L Amea  Dumanos
Cure Crtcal Wounds  Boh T 1
ot
Dispel Evil Cmbt T 1 7%
m “;" Ll T TR
1

Tables continue...

ELLS
Anea  Dumamion
1 12
4da N
Bdia 4
1 Tt

STLEVEL MAGIC-USER SPELLS
) W R Assa  Dumamon

Cmbt T 3 squares -
T S R
Both 6 1 2wl
. Boh 5™ 1 M
Both  5M 1 -
Camp 0 Al L
Cmbt 64wl 1 -
~ Bohh 1 M
Both 1 aM
"." m 1 m
1
1

T
1 A

-6 5™
D LEVEL MAGIC-USER SPELLS
Wien R Anea  Dumanes

Both 1/l 1 Si/vl

Camp 6 1w -

b 0 1AM

Cmbt 1425 1 i/l

 Cmbt 3 2 UM

Camp T 1 6

a2

THIRD LEVEL MAGIC-USER SPELLS
SpeiL Mane Wex R Ama  Dumanos
Blink Both 0 1 v
Dispel Magic Bth 12 MW -

Fireball Cmbt  10+vl S5da -

Hasle Boh 6 44 34
Hold Person Cmbt 12 1-4 2l
Invisibility 10'Radius  Both T 2da  special
Lightning Bolt Cmbt  44M 48 -
Protection from

il 10 Bath T 2da M
Protection from

Good 10/ Both T 2dia 2
Protection from

Normal Missile Both T 1 W
Slow Cmbt  9dvl  4xd I+
FOURTH LEVEL MAGIC-USER SPELLS
SreuL Nasse Weex  Rus Anea  Dumamon
Charm Monster Cmbt 6 1 special
Confusion Cmbt 12 216 2+IM
Dimension Door Cmbt 0 1 -

Fear Cmbt 0 B3cone 1o
Fire Shield (2 Types)  Both 0 1 241
Fumble Cmbt 1M 1 7

Ice Storm (Dmg only)  Cmbt 1/l 4 dia

Min Globe of

Invuinerability Both O 1 ™

Remove Curse Both T 1 -
Bestow Curse Cmbt 71 1 W

FIFTH LEVEL MAGIC-USER SPELLS
Sreu Nans Wex  Res Anea  Dumanion
Cloudkill Cmbt 1 33 vl
Cone of Cold Cmbt 0 5/M cone -
Feeblemind Cmbt 1M 1 -
Fire Touch Both T Special M
Hold Monster Cmbt 5™ 14 1r/vl
Iron Skdn Both O Special 1o/l
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Level Advancement Tables

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

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

CLERIC

4]
j

Leve, Expensnce
1 0-1500

2 1501-3,000
3 3,001-6,000
4 6,001-13,000
5 13,001-27,500
6
T
8
9

~N
w
L
o

27,501-55,000
55,001-110,000
110.001-225,000
225,001-450,000
10 450,001-675,000

N _
gEEagsasuaET
bW W W W W NN = -
B W W W W N -
W ww o N =
Lo NN =

A

CLERIC’S BONUS SPELLS

Wisson 12 3 45
9-12 B -
13 M s - L
14 - - -
15 % 45 -
16 W - -
17 o+ -
18 2 2 1 41

Note that these banus spells are only available when the cleric i
entitled to spells of the applicable level. Thus an Bth-level cleric wiy,
a Wisdom of 18 can memorize the following spells:

L rm
e 3 4 5
8th-Level Clericwith 18Wisdom 5 5 4 3 -
FIGHTER
Wr
Leva, Expemence Dice
1 0-2,000 1d10
2 2,001-4,000 2410
3 4,001-8,000 3d10
4 8,001-18,000 4410
5 18,001-35,000 5d10
6 35,001-70,000 6d10
7 70,001-125,000 7d10
8 125001-250000 8410
9 250,001-500,000  9d10
10 500,001-750,000  9d10+3
11 750,001-1,000000 9d10+6

12 1,000,001-1,250,000 9d10+9

Tables continue..

Nusszr o Magic-User
MW Seeus pen Leve

Dex 1 2 83 4 &

‘7 500 104 1 - -
25015000 e S
‘)‘,7{" -10,000 304_ 2 = g ;
40 50 e 3 2 - - -
(7 ST T S

64 4 2 2 - -

i R, S N e,

i A KR

I N

) 04 4 4 3 2 2
75,001-750,000 1164 4 4 4 3 3

17500 710 - -

01700000 9410 1 -

"‘:V?I l; -1,400,000 MZ 1

w0 - -
O 45117
e SRR

RANGER

Newmen o SPewLs pen LeveL

Masic

Wy Dww Usen
Leve, Exremence B ‘1 2-% -2
1 02250 o
2 22514500 e
3 4501-10,000 s =
T
5 20,001-40,000 v608 ANE
6 4000190000 788 - - - - -
7 90,001-150,000 Sl e =) = S
8 150001225000 98 1 - - - -
9 225001-326000 108 1 - - 1 -
10 325001650000 116 2 - - 1 -
11 650001-975000 110822 - - 2 -
* Maximum spell ability
THIEF

W
Lever Expemsnce Dce
1 0125 ] 1d6
3 2501-5,000 3d6

SR W i 5

5 10,001-20,000 546

m s TR R T

7' 42,&)1-7_6,@ 7d6 | -

¢ Toportop0 s

9 110,001-160,000 946
-t-:h“; SR

11 20001-440000 100642

bap)



Ve know you're anxious to begin playing the MENZOBERRANZAN™
er game, but before you do, please be sure that your system has the
owing minimum requirements:

« 386/40 MHz IBM DX PC

« 4 megabytes of RAM

» MS-DOS 5.0, 6.0, 6.2, 6.22, DR DOS 6.0

* An Uncompressed Hard Drive with 15 MB free

* VGA, SVGA graphics card with a Color VGA Monitor

» A double-speed CD-ROM Drive; 300 KB data transfer rate, 320 ms
ess time, continuous read, MSCDEX 2.1 or greater.

* A 100% Microsoft (or Logitech) Compatible Mouse

» Microsoft Mouse driver version 8.00 or greater

(The Cyberman is supported but optional)

addition to the basic system requirements, you must also have: FILES =20 or

340,000 BYTES OF FREE BASE RAM
2,700,000 BYTES OF FREE XMS

Menzoberranzan
Ref Card

ires Disabled in the Partially Featured Configuration: No music will be
able for the partially featured configuration noted above. You will, however,
gitized sound effects.

- minimum amount of RAM required to run the game with all features is:

540,000 BYTES OF FREE BASE RAM
2,700,000 BYTES OF FREE XMS

nember, 1K is equal to 1024 bytes. For example, 540k equals 552,960 bytes.
hard drive size and total system memory available have no bearing on

. Follow the directions below to determine if you have enough
ble memory to run the game.

-heck Your Free Base RAM : Type MEM from within the DOS directory.

e base RAM is listed as “LARGEST EXECUTABLE PROGRAM SIZE”.

Mpare the listed amount to the amount of free memory required by the game.
-‘,jf is “FREE EXTENDED MEMORY” ( or free XMS). If your amount is

2 ' than the game requires, follow the instructions for making a “boot disk”

nder the “Memory” section of this data card, or free up additional memory

€ the Memory Management section of your DOS manual) before continuing.

dition : For any changes please see the current "README.TXT" on the CD.

45



Installing the Game : ! i la
1. Place the Forgotten Realms CD with Menzoberranzan into your Cp. es during play.
ROM drive. 4
2. Access the drive containing the CD. NTO A BOOT DISK

3. From the root of the CD, enter “DOSSETUP”.
4. Follow the on-screen prompts.

free more memory without changing your normal system configuration by
ing a boot disk. A boot disk is the best way to temporarily change your sys-
g configuration without possible side effects.

STARTING THE GAME [
5 [B)%o:))gg g%lgtem BRSNS W MS-DUDBR;8.0,8.2 8.2 0r ‘ make a pre-configured boot disk from the install program by following the
2. If you have the CD version of the game, insert the CD into the ctions in the next column.
CD-ROM Drive.

3. Be sure that the hard disk containing the game is the active drive.

4. Change the current directory to the game’s directory. For example, to
change the default directory type CD\MENZO and press Enter.

5. Type MENZO and press Enter to start the game.

For complete and specific “how to play” information, please refer to the manual.
Any notes regarding changes to the game made after the rule book was printed, or
any rules errata can be found after the “Troubleshooting” section below.

Some changes were made too late to include in this data card. Please read the
README.TXT file on the disk for more information.

COPY PROTECTION

This game has no copy protection; however, you must have the CD in your CD-
ROM drive to play the game because there are no files on the CD needed to run
the game.

SAVING GAMES

MENZOBERRANZAN requires space on your hard drive for saved games and
temporary files. You need approximately 5 megabytes free on your hard drive.

—

o os wp

il
2

Place a blank disk in your A: drive. (NOTE: it must be your A: drive
to operate properly.)

Place your MENZOBERRANZAN CD into the CD-ROM drive.
Change the active drive to the CD-ROM drive (usually D:) by typing
D: and pressing Enter.

Type INSTALL BOOT and press Enter.

Follow the on-screen prompts until you see the message “Boot Disk
Creation Successful”.

Add the appropriate CD-ROM (and if applicable, sound card) drivers
to your boot disk. These can be found in the original
C:\CONFIG.SYS and C:\AUTOEXEC.BAT files, or the appropriate
hardware manuals.

the Game with this Boot Disk

Place your boot disk in your A: dive.
Reboot your machine (Ctrl-Alt-Del on the keyboard, or hit the reset
button).

[ your machine reboots, you will find yourself in the MENZO game directory.
' MENZO and press Enter to start the game.

procedure works for most systems. Certain conditions, however, may prevent
gram from successfully creating a boot disk for your particular system setup
andard mouse driver or operating system other than MS-DOS or DR-

for example). If you experience problems using this procedure, try the man-
disk procedure below. (Note: This procedure may not work with PS/1s or

Please note that if you are using a hard drive compression utility, you may not get ‘
the correct amount of hard drive space. Make sure you have more than 5 ‘
megabytes free if you are using a hard drive compression utility.

TROUBLESHOOTING

This section provides you with several easy steps to solve some common prob-

lems. 'reate a Boot Disk Manually

Place a floppy disk in drive A: (note that it must be in drive A:)

From the C: prompt type FORMAT A:/S and press Enter.

Go to the A: drive by typing A: and press Enter.

Type EDIT CONFIG.SYS and press Enter. When the blue screen
appears type in the lines just as they appeared in the sample CON
FIG.SYS below. Save this file (it already has a name), then exit.

5. Type EDIT AUTOEXEC.BAT and press Enter. When the blue screen
appears type in the lines just as they appear in the sample AUTOEX

MEMORY

ol il

This game requires 540,000 bytes of free base memory to run. Run the front pagé
of this data card to find out how to check your free RAM. If you do not have
enough free base memory, the game may tell you in the form of an error mes-
sage or it may crash after startup or during play. Not having files and buffers set
correctly for the program can result in corrupted data in saved games and/or
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EC.BAT below. Save this file (it already has a name), and exit.

Sample files:

NFIG.SYS AUTOEXEC.BAT
DEVICE=C:\DOS\HIMEM.SYS PATH=C:\DOS;C:\MOUSE
DEVICE=C:\DOS\EMM386. EXE NOEMS PROMPT $P$G
DOS=HIGH,UMB LOADHIGH MOUSE
FILES=25
BUFFERS=25

IMPORTANT : Be sure to include the necessary CD and sound card drivers in
the appropriate files. Refer to your respective CD and sound card manuals, or
original CONFIG.SYS and AUTOEXEC.BAT files, for the correct names and loca-
tions of the drivers required.

DEVICEHIGH=C:\PROAUDIO\MVSOUND.SYS D:3 Q:7 S:1,220, 1,5 M:O J:1>>
To Start the Game with This Boot Disk

1. Place your boot disk in your A: drive.
2. Reboot your machine (Ctrl-Alt-Del on the keyboard, or press the
reset button).

After your machine reboots, you will find yourself in the MENZO game directory.
Type MENZO and press Enter to start the game.

SOUND CARDS

After installation, you may modify the sound configuration for your particular sys-
tem. Select the type of sound on our system. Valid selections are: Sunscape,
GW32/SW32. Soundman Wave-OPL4, Sound Blaster family (or 100% compati-
bles), Wave Blaster, Sound Canvas, PC Speaker, or None. If you wish to change
the sound configuration after installation, simply type SOUND (and then press
Enter) while in the game directory and follow the on-screen prompts.

Note : the Aria sound card is not supported.

The game starts with both music and sound effects enabled. Once you get into
the game, you may choose the OPTIONS menu to enable/disable music and
sound effects.

If you are experiencing problems with your sound card, try running the diagnostic
software that comes with your card. Eighty percent of all sound card problems aré
due to mistaken configurations. If you are running a sound card that is not listed
above, or are running a sound card in an emulation mode, your results may not bé
optimal. This game was tested only on the listed cards.

If you are experiencing problems with the game, try configuring the game for No
Sound. If the game will now run normally (but without sound, of course), then you

48

y need to reconfigure your sound. Type SOUND at the game directory,
“NO” when asked to accept the default settings, correct the IRQ setting,
starting the game again. If your game still will not run, consult the manual
e with your sound card for diagnostic procedures.

ISE SETUP

r mouse is not functioning, you should make sure the driver has been loaded.
ws and other programs of its type have built-in mouse drivers that do not

on outside of their environment. Loading a mouse driver may be as simple
ping MOUSE (and pressing Enter) before starting the game. Since the com-
iffers from mouse to mouse, consult your mouse user’s guide.

r mouse is acting erratically, it may be due to an old mouse driver or your
e, or it may not be fully Microsoft or Logitech compatible. Check with the
e manufacturer to see if there is an updated mouse driver available.

DITIONAL INFORMATION

g the Keyboard
Turn Left 8 Move Forward 9 Turn Right
Move Left 5 Full Stop 6 Move Right

Strafe Left 2 Move Backward 3 Strafe Right

Quick Save

Shift -R Quick Restore

Display MENZOBERRANZAN Standard Time

Drop Items From Character's Inventory (only while in the inventory screen)
Make the Gaming Screen Larger

Make the Gaming Screen Smaller

Pause the game (Press ‘P’ again to resume)

Sing the Cyberman

the Cyberman, you must have installed the Cyberman driver. For more

lion on how to install the necessary driver, please refer to your Cyberman
ntation. If the driver is installed, the game program will recognize and use
ut any re-configuration needed. Use of the Cyberman in the MENZOBER-
N game is as follows.

YAW: Turn party left or right

ROLL: Slide party left or right

PITCH: Move party forward or backward

Y: Move mouse up and down the screen
X: Move mouse left and right on the screen

“H and YAW can be used in conjunction with each other so that you can move

>3



forward and turn at the same time.
MORE ABOUT GAME PLAY
Dropping Iltems Quickly

You can drop items from your character’s inventory by selecting the desired object
and pressing the D key.

Objects Given to Your Party During An Encounter

There are times when an NPC gives the party one, or in some cases, two objects,
If only one object is to be given, it is placed on the mouse pointer. If you already
have an object selected (i.e. its picture overlays the mouse pointer), the new
object is placed in the inventory of the character whose portrait is displayed far-
thest to the left on the adventure screen. If that characters inventory is full, the
object is then placed in the inventory of the character to the right of him/her, and
so on until an empty inventory slot is found. There may be times when it is neces-
sary to look at the character’s inventory to get an object that has been given to the
party by an NPC. If , for some reason, all of the party’s inventory slots are occu-
pied, the object is dropped on the ground. This process works the same if the
party is given two objects ; however since only one object can be attached to the
mouse pointer at a time, the other is always placed somewhere in the party’s
inventory or on the ground.

Mage Spell Improved Identify

The mage spell improved identify now affects all objectives in the visible inventory
and in the hands of the character who cast the spell. Note that this excludes any
object placed inside a container,

Quick Saves

The quick save file is a hidden file and never appears in the save game file list, so
don’t be alarmed when you don’t see it displayed. The quick save file can only be
restored by pressing the SHIFT-R keys or clicking the left mouse button over the
Quick Restore Icon on the gaming interface.

Cinematics

To get past the cinematics without watching them, simply press Esc.
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Answers needed to START game
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Pools of Darkness
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TIPS ON MAGIC
AFTER COMBAT
COMBAT

MAGICAL TREASURES
ALIGNMENT

ABILITY SCORES
MAGICAL TREASURES
PLAYER RACES
AFTER COMBAT
COMBAT ABILITY

INITIATIVE

CLERICS

COMBAT STRATEGIES
TIPS ON MAGIC
MAGIC-USERS

COMBAT STRATEGIES
COMBAT STRATEGIES
OTHER ATTRIBUTES
MAGIC

CHARACTER CLASSES

ALIGNMENT
INITIATIVE

ATTACKING

MAGICAL TREASURES
INTRODUCTION

ABILITY SCORES
COMBAT MOVEMENT
ATTACKING
INITIATIVE

OTHER ATTRIBUTES

COMBAT MAP
COMBAT MOVEMENT
MAGIC
INTRODUCTION
COMBAT MAP

ATTACKING
MAGIC-USERS
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WHICH
BATTLEFIELD
MUST
MONSTERS
LIVES

RANDOMLY
SURVIVAL
THERE
SURVIVE
DEFINED

IS
REQUIRED
SUCCEED
BOTH
TRAINS

DEPLOYS
SKILLED
CHANGE
ESSENTIAL
PROFESSIONS

A
SEGMENTS
TWO
MONSTERS
YEARS

HAS
SQUARES
BASIC
ROUND
THREE

TACTIC
NUMBER
THERE
BAND
THAT

MELEE
LEVEL



Pools of Darkness
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COMBAT
INTRODUCTION
CLERICS

PLAYER RACES
COMBAT MOVEMENT

BUILDING A
SUCCESSFUL PARTY
MAGIC-USERS
CHARACTERS AND
PARTIES

TIPS ON MAGIC
MAGICAL TREASURES
PLAYER RACES
BUILDING A
SUCCESSFUL PARTY

CHARACTER CLASSES
OTHER ATTRIBUTES
CHARACTER AND
PARTIES

ALIGNMENT

COMBAT
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WAY
TEN
BOOKS
SIX
CAN

FORMING
NEW

YOU
CAST
TRAVEL
WHICH
KEY

ARE
VALUES

NEED
BY

BATTLE

WEALTH

WIZARD

Word# Answer
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MYSTIC

Word# Answer
AROUND
GNOMES

WEAPONS
SHORT
AWAY

Word# Answer
3
3
2
2 CAN

Word# Answer
USING
TOUGHNESS

Word# Answer
HOUND
FLAMING

DUNGEON
FEATURE

Word# Answer
5
6
3  DISPLAYED
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SPELLCASTERS 10 5
CHARACTERS
Answer Line# Word#
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MAJORITY
Answer Line# Word#
CAREFREE 5 5
INHERIT 20 3
COMBINATIONS 29 3
Answer Line# Word#
OVER 2 4
PUT 6 3
BACKPACK 10 1
Answer Line# Word#
THROWN 5 4
NOTE 11 4
DAMAGE 15 <
BONUS 18 2

Answer
BUTTON

Answer
RIGHT

Answer
PRACTICAL
WHILE
CHARM

Answer
BOX
PORTRAIT
INSIDE

Answer
WEAPONS
CERTAIN
DONE
MAY
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LAYING
SWIFTLY
LIMITED

Word# Answer

INDIVIDUALS
PUMMEL
SKILL

Answer
CAUSES
OUTRIGHT

Answer
ALSO
KNOWLEGE
ASSUME

Answer
UNUSABLE
THROWN
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REACH
ALLOWS
JACK

Answer
GESTURES
PALADINS
ADVANCEMENT

UNTIL

Answer
COUNTERS
GREATER
SEVERAL

Answer
GREYED
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Answer

BETWEEN
GUARDCAPTAN
STARED
CHARGER
THOUGH

WILDERLANDS
SIMPLE
SUDDENLY
COMPLETE
OCCUPATIONS

CLASSES
AWAY
PALADINS
ABILITY
MAGE

MEANS
POLEARM
MAINLY
DISPLAYS
EXAMINE

ESPECIALLY
ENGAGE
REMEMBER

Dungcon Hack

Heading

GENERATING CHARACTERS

CHARACTER BASICS
CLASSES

ABILITY SCORES
ALIGNMENTS

RACIAL ADVANTAGES

AFTER SELECTING A CHARACTER
A CRASH COURSE IN SPELLCASTING
EXAMINE CHARACTER INFORMATION

READY AN ITEM

PRAY FOR SPELLS
SHOW NUMBERS
DUNGEON DEPTH

ENEMY SPELL CASTING

DAMAGE

GO ON
ANKHEG
COCKATRICE
GOBLIN
GOLEM, FLESH

NAGA, BONE
OTYUGH
WATCHGHOST
Xill
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ATTRIBUTES
INHABIT
CHARACTERS
SUMMARY
FICTIONAL

WONDERING
SELECTED
EVIL
APPEARS
MOVE

EXAMINE
COMMAND
ENDURE
SHADOWS
LOSS

FAILS
ENORMOUS
INFAMOUS
GREAT
HUMANOID

UNDEAD
GULGUTHRA
SOMETIMES
BRAWNY
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ARE
AREA
HE
SAVAGE
ANY

YOU

THEIR

BOTH
ARMOUR
CHARACTER
HUGE

IN
HASTE
THE
UNDEAD
SOME

A

CROSS
TRAINING
SCROLL
BY

COMBAT
THE
GREATER
READ
INCREASE

WICKED
MAGIC
CLERICS
CITY

Treasures of the Savage Frontier
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ROCK REPTILES

INVISIBILITY TO ANIMALS

TIPS ON MAGIC
ENTANGLE
RUNNING AWAY

SLOW POISON
FIRE SHIELD
ABILITY SCORES
INITIATIVE

NEW MONSTERS

INITIATIVE

LLORKH

TRIBOARD

TOWERS OF TWILIGHT
LIGHTENING BOLT

RUNNING AWAY
CHARACTER CLASSES
SPECTRES

FIRE SHIELD

TOWER OF TWILIGHT

ABILITY SCORES
ENTANGLE

MAGICAL TREASURES
PURPLE WORMS
INITIATIVE

ALIGNMENT
BESTIARY
ENTANGLE
ABILITY SCORES
SPECTRES
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Answer

LIZARDS

TO

CLERICS
GROW
CHARACTER

DURATION
PROTECTS
GENERATED
ROUND
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THE
BETWEEN
THIS
DOES

HE
MUST
UNDEAD
HITS
EDGE

SIX

PLANTS
MONSTERS
ENORMOUS
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Treasures of the Savagc Frontier
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ALIGNMENT
BESTIARY

NEW MONSTERS
LIGHTNING BOLT
MAGICAL TREASURES

TIPS ON MAGIC
OTHER ATTRIBUTES
LLORKH

RUNNING AWAY
SPECTRES

TRIBOARD

MAGICAL TREASURES
OTHER ATTRIBUTES
INVISIBILITY TO ANIMALS
ROCK REPTILES

ALIGNMENT

INVISIBILITY TO ANIMALS
ROCK REPTILES

TOWER OF TWILIGHT
SLOW POISON

NEW MONSTERS
CHARACTER CLASSES
SLOW POISON

OTHER ATTRIBUTES
LIGHTNING BOLT
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LIVES
VARIES
ARE
MAGICAL
TRAVEL

BOTH
EACH
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TRADING
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Blood & Magic

364

Game Installation
and Setup

MINIMUM SYSTEM REQUIREMENTS

+ [BM-compatible 486-33Mhz computer with 8Mb of RAM.
We recommend that you use a 486DX-100 Mhz (or better) system.

+ Microsoft compatible mouse.
Blood & Magic also supports many keyboard "quick keys”.

-+ Color monitor and 256 color VGA graphics system.
* Double-speed (300Kb/sec. or faster) CD-ROM drive.

+ Hard drive with at least 25Mb of free space (for partial installation).
A full installation requires 225Mb of free space.

~ + MS-DOS version 5.0 (or better).
Blood & Magic can also be started from Windows "95/98.

* Either IPX or NETBIOS protocol for two-player network game.
~* 16550 UART for two-player direct-link game.

* Blood & Magic supports the following sound cards:

Sound Blaster and 1007 compatible cards, Sound Blaster Pro, Sound
Blaster 16, Sound Blaster AWE32, Gravis UltraSound, Gravis
UltraSound Max, Ensoniq SoundScape, Roland RAP-10,
Roland Sound Canvas, ESS AudioDrive, Microsoft Sound
System, Pro Audio Spectrum 16, Thunderboard, ARIA
Chipset, I/0 Magic Tempo, MPU-401, NewMedia
WAV ]Jammer, Reveal FX/32, Sound Galaxy NX Pro

16, and Toptek Golden 16.
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Game Installation
and Setup

DOS INSTALLATION
1) Insert the Blood & Magic CD into your CD-ROM drive.

2) Type "D:” (where D 1s the letter that designates your CD-ROM
drive), then press <ENTER>. You should now see the D:\ prompt (if D 1s
your CD-ROM drive).

3) Type "INSTALL,” then press <ENTER>. Follow the installation
nstructions.

If you choose the default settings which are offered to you, then Blood
& Magic will be installed on to your hard drive in the directory
C:\INTRPLAY\BAM. A partial installation requires 25Mb of hard drive
space, and a full installation requires 225Mb.

Following the game installation, you will be asked to configure game
music and sounds to operate with your sound card. We recommend that
you choose the AUTODETECT option from the main menu. When you
have tested both music and sounds, select OK. You are now ready to
play Blood & Magic.

*If at any time you wish to reconfigure your music or sounds, change your DOS directory

to c:\intrplay\bam (or the directory where Blood & Magic is located), type
"SNDSETUP”, then press <ENTER?.

366

Game Installation
and Setup

WINDOWS "95/98 INSTALLATION
D) Insert the Blood & Magic CD into your CD-ROM drive.

2) A menu will appear Iisting various istallation and start-up options. Choose the
INSTALL BLOOD & MAGIC option, then follow the mstructions. If you choose the
default settings which are offered to you, then Blood & Magic will be mstalled on to
your hard drive under the INTERPLAY folder. A partial mstallation requires 25MB of
hard drve space, and a full mstallation requires 225 MB.

To begin the game, either select the BAM ICON on your Windows

desktop, or remove the CD, then reinsert it, then choose the PLAY BAM
option. Blood & Magic runs in DOS-mode when started from Windows ’95.

WINDOWS INSTALLATION (OTHER THAN ’95/98)
D Insert the Blood & Magic CD into your CD-ROM drive.
2) Blood & Magic will not mnstall under Windows 3.x, so you must exit to

DOS. To do this, open the FILE menu, then select the EXIT WINDOWS
option. You should now see the C:\ prompt.

3) Follow the instructions outlined under DOS
7 @ INSTALLATION, beginning with Step 2. You must
always exit to DOS to play Blood & Magic.
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Getting Started

To start the game from the DOS prompt, make
C:\INTRPLAY\BAM your current directory (or change
to the directory where Blood & Magic Is located), type "BAM”, then
press <ENTER>. To start the game under Windows "95/98, open the
INTERPLAY folder, then double-click on the Blood & Magic icon. You
will see a series of cinematic sequences, followed by the Main Menu.
You can bypass any cinematic in the game by pressing <ESC>.

MAIN MENU

SINGLE-PLAYER
Use this option to play against the computer. You can either choose a
preset story or create a customized character for a Random Campaign.

TWO-PLAYER

Use this option to begin a head-to-head game with a live opponent. This
game may be played over a network, via modem, or with a direct link
connection (see TWO-PLAYER GAME).

TUTORIAL
The tutorial 1s designed to teach new users the basics for playing Blood
& Magic.

CREDITS
Meet the sideshow ensemble who squandered their lives
n order to bring you this quality product.

REPLAY INTRO
Use this option to view the Blood & Magic
introduction.

LEAVE GAME

This returns you to either DOS or Windows,
depending on where you were when you started the
game.
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Getting Started

SINGLE PLAYER MENU

- LOAD GAME

~ This activates a screen which lists all of your saved games. You may
have up to ten simultaneously saved games. To load a game, select the
~ numbered button next to the corresponding save-name.

NEW STORY

This activates the Realm Map, which displays the region of the Forgotten
Realms where Blood & Magic takes place. Pass your cursor over the
Realm Map to view the available stories, then select on the map to begin

- astory. Additional stories will be made available to you as you progress
~ In the game.

' RANDOM CAMPAIGN

This option 1s made available when you complete all 5 stories. A

- Legendary Campaign will take you through all of the maps in Blood &
Magic. You will create a customized character, then select a starting
location for your campaign. The sequence of maps, the setup for maps,
and the opponents whom you encounter are all randomly generated.

HALL OF LEGENDS
- Use this option to enter the Hall of Legends, where the achievements of
your campaign characters are recorded n the annals of history.
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Getting Started

TWO-PLAYER GAME

Select the Two-Player option from the Main Menu to begin a
head-to-head game with a live opponent. Once you make a connection
with your opponent, you can either customize your character or load a
previously created character from your Hall of Legends. All of your
multi-player characters will be ranked in the Hall of Legends. Following
character selection, you and your opponent will choose a domain for
your conflict on the Realm Map.

NETWORK GAME

You must have an appropriate NETBIOS or IPX protocol loaded (along
with corresponding low level device drivers) to play Blood & Magic
over a network. In addition, you should play Blood & Magic over the
same local network, without routers and bridges, so that information
packets pass more €asily between systems. If you are uncertain about
your network configuration, then ask your network administrator for
assistance.

You can avoid conflicts between separate two-player games on the same
network by using a different socket number for each game. Both players
n each game should mput identical socket numbers (between O and
16383) during the network game start-up menu.

MODEM GAME

We recommend that you use a modem capable of at least
9600 baud. To begin a head-to-head modem game, you
and your opponent must first decide who will place the
call and who will answer. Toggle your MODE under the
modem menu to match this decision.

Select the correct BAUD rate setting for your modem.
When you play Blood & Magic using modems with
different baud rates, both games operate at a speed
based upon the slower modem.
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Getting Started

Select the COM/port and IRQ settings which correspond with
your modem and serial port configuration. Although we have arranged
for a default IRQ value to be set whenever you change the COM/port,
you may need to customize the IRQ setting to work with your system.

You may toggle the DIAL option to either TONE or PULSE to suit your
local telephone service.

If you are the player who will placed the call, then nput the phone
number of your opponent in the PHONE prompt. Enter this number the
same way that you would dial it on your phone. You may also precede
the phone number with a Disable Call Waiting - usually *70 string or
other phone service options, each separated by a comma.

The SETUP option opens a sub-menu where you can customize your
CLEAR, INITIALIZATION and HANG UP strings. If you are uncertain
how these function, then operate with the DEFAULT settings. To learn
more about custom strings and phone service options, consult your
modem manual and contact your telephone service provider.

When you have configured all of these settings correctly, select the OK
option to make a connection with your opponent.

DIRECT LINK GAME
To play a direct link game, you must connect your

(% computer with your opponent’s via the serial ports in the
back of your computers. You can do this using a serial
A cable (no more than 30 ft in length) and a null modem
adapter (if your senal ports have different numbers of
pins), which can be purchased from your computer
hardware supplier. Once this connection has been
established, choose the DIRECT LINK option from the
TWO-PLAYER menu.

Both machmnes in a Direct Link game must be set to the
same BAUD rate. Although this rate can vary based
upon machine capabilities, we recommend that you set it
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Getting Started The Oracle Interface

Action Research
Window

. to at least 9600 baud. If you experience sluggish game
performance, then experiment with higher baud settings.

Select the COM/port and IRQ settings which correspond with your serial
port configuration. Although we have arranged for a default IRQ value to
be set whenever you change the COM/port, you may need to customize
the IRQ setting to work with your system.

When you have configured all of these settings correctly, select the OK

option to connect with your opponent. Encyclopedia

objective
victory
conditions
Subject

Info

Command Bar Item

Window
The oracle interface consists of a Level Map, Action Window, Command
Bar, Message Window, and several gauges and option buttons (see
Diagram). The Info Button can be selected on any subject within the
Action Window or on any interface feature to learn more about It.
The Info Button and Tutorial provide excellent methods for becoming
familiar with Blood & Magic.

LEVEL MAP AND ACTION WINDOW

The Level Map shows an overhead representation of the
entire battlefield. As your followers explore this level,
more of the map 1s revealed. The green box on the Level
Map shows where the Action Window 1s currently centered.
To center the Action Window at a new location, either select
within the Level Map, scroll the window using your <Arrow
Keys>, or scroll the window by moving your mouse cursor to
the very edge of the screen.
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The Oracle Interface

COMMAND BAR / GIVING COMMANDS
Left-click on any Action Window subject to select it. It will become the
active subject in the Command Bar. If you select one of your own
followers, then command buttons will appear in the Command Bar.
Left-click on one of these command buttons, and then left-click a target
in the Action Window. Your follower will now execute that

command with regard to that target.

Examples:

Left-click your follower, then left-click the Move To button,
then left-chick any location within the Action Window. Your
follower attempts to move to that target location. Left-click
your follower, then left-click the Attack button, then left-click
any creature within the Action Window. Your follower moves
to and attempts to attack that target creature.

You can also use commands on targets which appear on the Level Map.
Ths 1s useful for targeting a subject which 1s not currently shown n the
Action Window. As you will learn, some commands will not work n
combnation with some targets. In addition, some skills and spells will not
work without mana. If you select a command button, then wish to exit
that mode (cancel the command), smply right-click or press <ESC>. This
method will cancel most any game mode or menu.

DEFAULT COMMANDS

You can quickly issue default commands to your
followers. To do this, left-click one of your own
followers, and then right-click on a target within the
Action Window. Your follower will execute the most
logical action with regard to that target. &
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* MAC users can simulate a right-click by holding down the <SHIFT>
key while selecting with the Mouse.

REPEAT COMMAND

If you 1ssue a command to one of your followers, and you want to
repeat that same command to others, then hold down the <CTRL> key
while left-clicking on the subsequent followers. They will attempt to
execute the same command with regard to the same target subject.

GROUP COMMANDS

To select a group of your followers, drag your mouse within the Action
Window while holding down left-click. A targeting frame will be drawn
which you can use to surround your followers. When you release the
left-click, all of your followers who are within the targeting frame will
be joined in a group. You can now issue a single command to every
member of the group.

MESSAGE WINDOW

The oracle will send you messages during the battle pertaming to

important events. These messages are spoken audibly and written in

the Message Window. Select the Go See button to center the Action

Window on the most recent message event. The Message Window 1s
also used to send and receive messages n a head-to-head

conflict.
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The Oracle Interface

QUICK KEYS
Blood & Magic supports a number of “quick key” equivalents that you
can use to 1ssue commands and select interface options.

Info cursor Go see message event
A LR — -

?
Move to command “": | Cycle to next follower
@ Attack command @ Freeze action
Guard command Exit mode/options
— menu
@ Use skill or spell +
@ Transform follower LEFT CLICK Ifl:lmte:ommand i
Remove follower Save game
gl Use item Load game

Drop item
Encyclopedia

Victory and defeat
conditions

Send note (two-player
conflict only)

POERD
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Teachings of the Great
Mage

MANA

The fundamental resource in Blood & Magic is spell power, which we call
mana. This resource Is used to create followers, to transform followers,
to cast spells, and to activate some items. When Basal Golems are not
moving or fighting, they revert to an obelisk form and generate mana.
To acquire this mana for your own use, select one of your Basal Golems
(that 1s in obelisk form), and then select the Transfer option.

THE BLOODFORGE

Your Bloodforge stores your mana supply, which can not exceed 300 at
any one time. Due to its magical nature, your Bloodforge slowly
generates its own mana. When you select your Bloodforge (the

swirling slab) within the Action Window, you are presented with a

Basal Golem option on the Command Bar. If there is no creature on

top of the Bloodforge, then you can use this option to create a Golem.
You can also revert a high level creature back into a Basal Golem by
moving It next to your Bloodforge, then choosing its Transform option.

THE MYSTICAL SITES

At the start of most levels, you will control a small number of mystical
sites. You may transform your Basal Golems into higher level creatures
when they are next to one of your sites. You can also fill a foundation
with Basal Golems, then transform them nto a site of your choice.
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Teachings of the Great
Mage

ARBOR LODGE

This 1s the primal sanctum of

Chauntea, the goddess of nature.

Use this site to create creatures of the wild.

BARRACKS
This martial hall serves Tempus, the god of war.
Use this site to create veteran combatants.

CRYPT
Thus 1s the macabre tomb of Myrkul, god of the dead.
This site provides dreadful minions.

RUNESTONE

This arcane post honors Mystra, the goddess of magic.
Ths site 1s used to create beings who possess a strong
magical essence.

TEMPLE
This 1s the sacred shrine of Lathander, god of renewal
and virtue. Use this site to create virtuous followers.
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Troubleshooting

* Check the README.TXT file on the Blood & Magic CD for
last-minute changes or other information regarding this product.

Q: Why won’t the game mstall on to my hard drive?

A: Make sure that you have sufficient space available on your hard
drive for the installation option you have selected. Check that you are
running the INSTALL program from your CD-ROM drive, and that the
Blood & Magic CD 1s n your drive. It is typically safest to choose the
default settings when you install a game like Blood & Magic.

Q: Why won’t the game load?

A: Make certain that you are in the correct DOS directory (usually
C:A\INTRPLAY\BAM) when you enter the BAM command. As stated
under System Requirements, you need 8Mbs of memory to run the game.

Q: Do I need to configure EMS or XMS memory?

A: So long as you have at least 400Kb of available DOS memory, and
5Mb of available XMS, then you should run fine. To check both the
total and available memory of your system, enter MEM /C at the C:\

prompt.
Q: Will Blood & Magic run under Windows?

A: No, you must exit to DOS to run Blood & Magic
(see Game Installation and Setup for Window *95 exceptions).

Q: Why doesn’t the sound or music play?

A: Make sure that your speakers or headphones are plugged n to your
PC correctly, and that your speakers are switched on and have power.
When you finish setting up your sound during the installation routine

(we recommend the AUTODETECT* option), test both sound effects and
music. If everything sounds okay, then select the OK option to save
your settings. If you ever need to reconfigure your sound or music,
change to the directory where Blood & Magic is located, then run the

SNDSETUP program.
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Troubleshooting

*If you run AUTODETECT more than once, then the program will assume that its first
choice was ncorrect, and select a different sound card. This may result m an incorrect con-
figuration. To remedy this, either continue to run AUTODETECT until the correct set-
tings return, or manually configure your sound card.

Q: Will auto-detection of my sound card work m Windows '95?
A: Auto-detection of your sound card may be unreliable under
Windows’95. If you encounter problems using the AUTODETECT
function, and you are unable to configure your sound card settings
manually, then we recommend that you restart your computer in DOS
mode and try AUTODETECT again. To do this, click on START, then
choose SHUTDOWN, and then choose RESTART IN MS-DOS MODE.

If the option RESTART IN MS-DOS MODE is not available in your
SHUTDOWN menu, then 1t 1s likely that your computer does not have a
full version of DOS nstalled.

Q: Why doesn t my mouse function correctly m the game?
A: You must have the correct mouse driver loaded before you run
Blood & Magic. The method for doing this can vary from one mouse
to the next, so you should consult your system documentation. If your
mouse Is behaving erratically during the game, then contact the mouse
manufacturer and ask for an updated driver.

Q: Where can | get help beyond this
Troubleshooting section?

A: If you are experiencing a problem which is not addressed in either
the README.TXT file on the Blood & Magic CD or in this trou-
bleshooting section, then

contact Interplay s product support department (see Product Support).
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Baldur’s Gate

Demo

>82

Baldur's Gate Interactive Demo

rsion Limitations:

~ This demo version of Baldur's Gate is much smaller than the full game and is
‘only designed to give a flavor for the whole game. We have not included any
~major quests or much of the storyline. Rather, it is designed to introduce you
to the interface, combat, and the system of Baldur's Gate - not to introduce
you to the entire experience that is the full product.

. Games saved with the demo are not compatible with the full version of
Baldur's Gate.

» Multiplayer is completely disabled.

» Import/export of characters is completely disabled.

Getting Started
istem Requirements
quired:
Pentium (or compatible) 166 MHz
16 MB RAM
‘Windows 95 with DirectX 5.0 or later
320 MB of Hard Drive Space
4X or faster CD-ROM
DirectX Certified Video Card with at least 2 MB of video RAM
DirectX Certified Sound Card
‘Keyboard, Mouse
sommended:
- Pentium (or compatible) 200 MHz with MMX
- 32 MB RAM
570 MB (or more) of Hard Drive Space
8X (or faster) CD-ROM
DirectX certified Video Card with at least 4 MB of video RAM

es on Video Cards:

While you can still run Baldur's Gate with a 1 meg video card, we highly recom-
2nd against it - performance will be very poor. To check if your video card is 2

g, go to the Display folder in the Control Panel and choose Settings. If your

eo card can display 800x600 resolution at 24-bit color depth, then it is capable
running Baldur's Gate. We do recommend that you obtain the latest DirectX dri-
'S for your video card, direct from the video card company that makes your card.

NDOWS NT 4.0:

Although Windows NT 4.0 is not supported in an official capacity, Baldur's Gate
N be run correctly under Windows NT 4.0 if the following conditions are met: You
need at least 32 MB of RAM and must have NT 4.0 Service Pack 3 installed.

/Ou wish to run multiplayer, then Service Pack 4 is required. Slow downs during
Meplay have been reported under NT. These are due to the way that Direct

“ d and the System Timers interact. This may be corrected in future versions
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Installation

Insert the CD-ROM containing the Baldur's Gate Demo into your CD-ROM
drive and follow the onscreen instructions. If your autorun is disabled, find the
autorun.exe application in the root of the CD and double click to launch the
Installer.

After installing the Baldur's Gate Demo, you will have options for installing
DirectX 6.0.

If you do not have DirectX installed, install DirectX 6.0 when prompted during
the installation process. If you obtain a newer version of DirectX, it is recommend-
ed that you use that.

Later versions of DirectX often have driver updates which will make Baldur's
Gate run better on your system. However, Baldur's Gate only requires v 5.0.

Minimum install versus recommended install:

A minimum install represents the base information required to be on the hard
drive to play. A recommended install includes more information that would other-
wise have to be loaded each time - for example, there are more custom sound
sets available for use by your created characters and there is more music avail-
able in the recommended install. You must leave the CD in the drive at all times
when playing with a Minimum Install.

Running the Baldur's Gate Demo

If you use the default installation settings for the Baldur's Gate Demo, it will be
installed in a 'Black Isle' Program Group in your Start menu.

Baldur's Gate Config

One program of note in your Program Group is the Baldur's Gate Config pro-
gram. This application will allow you to set the various hotkeys for the game as
well as set up several other options. The various options are contained within four
tabs. The various Shortcut tabs allow you to modify the different 'hotkeys' for the
game. Refer to your Game Manual for information about these. The Options tab
contains various game settings:

1. Region: This setting is used for Gamespy connections
*This does nothing in this demo version.

2. Cache Size: The Cache is Hard Disk space that is reserved by Baldur's
Gate for storing area data. The more cache you make available to the
title, the less loading you will have to do when returning to areas
in the game.

3. Game Speed: The Game Speed setting allows you to speed up EVERYTHING
in the game. Because Baldur's Gate is real time, allowing running
unbalances the game. The Game Speed option allows the user to speed
up the overall play of the game. This option is not officially
supported and could cause problems, especially in multiplayer. The
default setting is 30 Al Updates/Second.
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3 Note: this will result in a performance hit on any machine bec_:aus_e the

game is attempting to process all data at a higher speed. This will

cause more slowdown in various places in the game.

aldur's Gate Web Page

If there is anything that are having problems with or cannot find in the‘ manual,
op by the Baldur's Gate Web Page at http://www.interplay.com/bgate. Aside from
game materials and errata, you may be able to find an answer for whatever
jon you might have.

How to Play the Demo

Below you will find explanations of how to accomplish various tasks in the
smo. A reference card has been provided for your convenience, as a shortcut to
nderstand the various command keys and icons found within the game.

ting a Character

- When you begin the game you will first need to create a character. Select
w Game and the Character Creation screen will come up. Click on Gender to
rt the process. After choosing Male or Female move down the catagories to
Race, Class, Alignment, Abilities, Skills, Appearance, and Name. Each of
items will be explained in the text box at the bottom of the window that
somes up for each.

- After you have created your character, click on Accept and the demo will

0 jon: You can select any single character by clicking on his/her

in the main game screen. You can select multiple characters by holding the

ouse button and dragging a box across the main game screen. All chgrgc-

rs within the box will be selected. You can also select characters by left clicking

)e character portraits that are displayed on the right side of the screen. SHIFT

icking and CTRL clicking also work to select specific members of your party. If

have all of the characters selected, you will be offered options that apply to

e entire party rather than to a specific character. To sglect specifig agtions for

Ny given character, you need to select that character first by left clicking on the

haracter's base or by clicking the character portrait. After that.gharacter is

ed (denoted by a brighter green box only around the specified character),

I can choose specific actions for that character.

jons: Baldur's Gate will determine for you a default action in the main‘

ame screen based on what you are attempting to interact with. For example, if

U wish to interact with a neutral creature in the game, the cursor that comes up
be of two faces facing each other, or the 'TALK' cursor. If that creature is hos-

, then the cursor that will come up is the sword which means 'ATTACK'. For

hing, the most common cursor that will come up is the 'GET ITEM' cursor,

h shows the hand holding a ring. Other common cursors are the 'DOOR' cur-

Or, which indicates that you either wish to open or travel though a door. Note that

90 through an unlocked, closed door, you will need to have one of your charac-
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ters first open the door, and then select all of your party members to travel through
the door.

Available actions for a single character are shown while that character is selected.
These actions are depicted by icons at the bottom of the screen. If you have only
one character selected, the options that come up at the bottom of the screen will
depend entirely on the class of the character selected. The first several buttons
will be reserved for quick weapons and the last few reserved for quick items.
Between those two will be class specific buttons. For a Thief, the buttons will be
stealth and thieving, a Mage will have slots for quick spells. A cleric will have
icons for quick spells and turning undead. If a character has no special abilities,
like a Fighter, then those slots will be available for more quick weapons and more
quick items -- reflecting a Fighters ability to respond with items and combat in a
tight situation.

Configure the quick item buttons on the inventory page and select them for use
with a left click on the main game main game screen.

Pop-Up Help: If you are confused about what an icon in the game is, or about a
creature or anything else, just position the cursor over it. Windows tool tip pop-up
help will appear after a few seconds. This will show what the icon stands for, or
who or what the item is.

Note: if you have not identified an item, it will bring up a generic description.

Pausing the Game: Baldur's Gate uses a real-time engine. At any time during
play, you can pause by tapping the space bar or clicking on the clock in the bottom
left of the game screen. While the game is paused, you are free to give actions to
any of your party members. When you un-pause the game, your characters will
use the orders given to them last.

Note that if you enter the inventory screen, the game will un-pause. This is not a
bug. This is intentional and is meant to keep players from trading items and equip-
ping items in the middle of combat. For all intents and purposes, the player should
have the characters fully equipped before entering a battle.

: when you want to leave an area, you must
travel to the edge of that area. When you are at the edge of that area there will be
a cursor which depicts a wheel. This cursor indicates that you are at the edge of
the area and wish to travel to a different area.

When you have decided to leave one area, you must gather up your entire party to
venture forth. If all of the party members are not present, you must locate the
party members that are missing and get them to join up with you.

Inventory. Spells, and other interface screens: the buttons on the left side of the
screen lead to the various interface screens for your characters and game options.
The buttons from top to bottom are as follows:

Skull: returns you to the main game screen.

Map: §hows the map for the area you are currently in. Once on the Area map you
can view the world map by clicking the 'globe’ button in the top right.
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nal: the journal will record notes of your travels.

,”" A

nventory: the inventory allows you to equip your character(s) apd manage the
sms they currently possess. Dragging and dropping of items is the easiest way
move things around in your inventory.

er Record: the record sheet displays information about your characters.
Book/Prie oll: the spell book and priest scroll both work the same way.

Known spells are shown on the right, memorized spells on the left. You can move
olls back and forth between the two sides by clicking on the icons for the spells.

en spells are selected to be memorized, they will be dithered, which means you

m st rest before you can use the spell. Right clicking on the spells will bring up
descriptions of them. '
=ame Options: the game options button allows you to change a lot of stuff in the

&

e such as graphics and sound settings. From this menu you can also save

and load the game.

ssting: the majority of resting should be done in an Inn if possible. However, if

HE

You are in the wilds and wish to rest, click the button which comes up in the bot-
tom right of the screen when you are in any of the interface screens. 1
Resting takes 8 hours and will heal your characters some based on the f:onditlons
where they are resting. Resting allows your characters to memorize their spells.
Resting outside or in unsafe places could make your party vulnerable to random

creatures wandering the area.

eaking Performance

Increasing Performance:

- . In the options menu under 'GamePlay’, turn off Weather. The graph-
ewffee:ttshtehrat rain ang snow use can cause large performance drops on lower end
machines. This does not affect gameplay in any way.

Translucent Shadows. In the options menu under 'Graphics', tgrn off translu-
ent shadows. Turning this off will cause all shadows to appear solid, rather than
blending a dark shadow onto the background.

3. Character Movement Sounds. In the options menu under 'Sound/Character
Sound', turn off Character Movement Sounds. K

. Turning off any of the audio may result in a performance

gta';e; ‘lul:vli‘r,\g the sligers in tyhe options menu under ‘Sound' all the way to the
left will completely disable the playing of these sounds.

5. Virtual Memory. WE DO NOT RECOMMEND ADJUSTING YOUR VIBTUAL
:EMORY. Baldur's Gate will eagerly use up any Virtual Memory (hard drive) and
non-Virtual Memory (RAM) you allocate to it. !f you choose Fo add more memory
10 your system, or increase the size of your Wmdpws swap file, the game speed
MAY increase. However, as you increase your Virtual Memory,' expect longer .
clez ring times to remove this "Wirtual Memory' from the hard drive after the game is

terminated.
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Things that will rease Performance:

1. Brightness/Contrast. Adjusting the default settings for these options (locateq
in the options menu under 'Graphics') will result in a performance hit. If you find
the game is too dark, we suggest adjusting your monitor's brightness.

2. DirectX Hardware Calls. In the options menu under 'Graphics' there are three
toggles for various 'BLTS'. Enabling these will result in a (sometimes drastic) per-
formance hit. We recommend enabling these only if you have graphics glitches
that you have been unable to resolve.

3. Running the game in Windowed Mode. Running the game in a Window on
your desktop will decrease the overall game performance.

Pathing Performance:

To increase the path searching Al, the following entry can be modified in the
baldur.ini file that is installed in the root of the installation directory:

[Program Options]
Path Search Nodes=4000

To increase or decrease the Al, vary the number of Nodes (4000 above). The
range can vary from 2000 to 32000. Increases the number above will increase the
number of nodes in path searching at the expense of responsiveness to movement
commands. Note that unless your machine is slower than a P2 you can probably
set the value to 32000 and not notice any speed difference. This will help fix get-
ting stuck on terrain obstacles.

Known Problems

Graphic Errors

Some video cards may experience graphics glitches while playing the game.
These problems are caused by DirectX Hardware Calls to your video card that are
not functioning. We have written software renders for all of these calls to allow
people to play even with drivers that are not 100% compatible with the DirectX
standards. You can enable a software render for these calls if you have the most
recent drivers for your video card and are still experiencing problems. Using the
software render will probably fix the graphic glitches, but WILL result in a perfor-
mance hit.

IF YOU ARE EXPERIENCING PROBLEMS WITH THE GRAPHICAL DISPLAY OF
BALDUR'S GATE, PLEASE MAKE SURE YOU HAVE THE LATEST VERSION OF
YOUR VIDEO DRIVERS. DRIVER UPDATES ARE AVAILABLE AT MOST (if not
all) HARDWARE MANUFACTURERS AND CHIPSET MANUFACTURERS SITES
ON THE INTERNET.

You may also try installing DirectX 6.0+ if you are experiencing graphical prob-
lems.

. If you have the most recent drivers for your video card, and you are still expe-
riencing problems, you can enable software renders for these calls. The options
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i i i ' ics' ing list describes the
re available in the options menu under Graphics'. 'I"he followmg .
nown graphics glitthes and which Call should be disabled to fix them. If in doubt,
+v different combinations and this may help. You can always turn off all software
anders to return to the default settings.

Disable

litch
- Software Transparent BLT

-green boxes surrounding
any object in the game
-box surrounding mouse cursor

-animations appearing Software Mirror BLT

'reversed'

-Fog-of-War appears in
a 'semi-checkerboard'
pattern

-fog-of-War has edges
that look 'spiky"
-vertical lines down Software Standard BLT
the main game screen

-the game Cursor is

leaving 'artifacts’ of

itself on the game screen

-any other non-resolved

graphics problem

Enable Software Mirror and Software
Transparent BLTs.
Enable Software Standard BLT.

Matrox Millenium (1):

Permidia:

Gate using either Alt-Enter or Alt-Tab (and then bring
he minimized application), the sound effects for the
This is caused by a lack of resources available to
o a minimized screen, and it will cor-

If you minimize Baldur's
it back up by left clicking on t
‘game will stutter, loop, and skip.
Baldur's Gate after you go from full screen t

rect itself after a short period of time. LS
| If you minimize Baldur's Gate and then bring it back up, the game may run

.I more slowly for a time. This is caused by the game !'e-acc_essing resources .that
‘become tied up by minimization. Running the game in a window may result in
lower performance overall.

NT 4.0: SCI’QQH-&QVQ[

i i i i ice Pack 3, we have experi-
! While running under Windows NT 4.0 with Service : have
enced intermittent problems with Screen Savers. We recommend disabling your

Screen Saver while playing Baldur's Gate.

|
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Information

Baldur's Gate is available now! Baldur's Gate was released in December
1998 and won numerous 1998 RPG of the Year awards. Visit your local retailer or
check out the information below to get your copy.

Features:

» Huge game world - Five CD set or a single DVD filled with over 10,000 scrolling
game screens

» Gripping non-linear adventure that spans seven chapters and dozens of sub-
plots.

» Transparent interface can be modified to play in turn based or real time mode,
and makes it possible to play without knowing AD&D® rules.

» Set in TSR's best-selling Forgotten Realms® campaign setting, the most popular
and longest running of the Advanced Dungeons & Dragons® roleplaying game
worlds.

* Full multiplayer capabilities - up to six players via modem, LAN, and TCP/IP,
including support for GameSpy™ and HeatNet™.

Baldur's Gate: Tales of the Sword Coast is also now available! Released in May
1999, the adventure pack adds the following features:

» Continue your adventures with the character you created in the original

* Join up with old friends or meet old enemies — actions in the original game will
impact events in this game

* Numerous improvements in the interface and the game system based on fan
input

* Includes ROGER WILCO™ voice communication software so you can chat with
your friends while playing multi-player over the internet.

* Requires original Baldur's Gate to play.

Ordering info: United States and Canada

Call 1-800 INTERPLAY to order by credit card, and remember to mention the
code BGE3. Or visit your favorite game software retailer.

Visit the website at www.interplay.com/bgate

Ordering info: Europe

Mail order is not available at present in the UK.
For distribution details, please call Interplay Productions, Ltd.
in the UK on: +44 (0) 1628 423666.
You may also fax to: +44 (0) 1628 423777

Or see your local software retailer for this and other great Interplay titles.
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Secret of the Silver Blades

CREDITS

Game Creation

Story and Project Development
IBM Programming
Commodore 64 Programming
Encounter Authors

At Director

In-House Playtesting

Documentation

Project Manager

Additional C64 Programming
Music and Sound Effects

A, Graphic Design & DTP

SSI Special Projects Group
Dave Shelley

Ken Nicholson, Russ Brown
Paul Murray

Graeme Bayless:
Middle Level of Castle

Ken Humphries: Mines, Temple of
Tyr, Ice Giant Village

Mike Mancuso: Ruins,
Well of Knowledge, Dungeon,
Ice Crevasses

Dave Shelley: New Verdigris,
Castle Entrance, Finale

Rick White: Drider Base
Mark Johnson
Laura Bowen: 3D Monsters

Fred Butts: 3D Walls and Sprites,
Combat Pictures

Mark Johnson: 3D Monsters
and Portraits

Cyrus Lum: 3D Monsters and
Large Graphics

Susan Manly: 3D Specials and
Large Graphics

Mike Provenza: Large Graphics

Rick White, Don McClure,
Cliff Mann, Rick Wilson, John Kirk,
James Young

Rick Wilson

Victor Penman
Westwood Associates
John Halbleib

Louts SAEkow DESIGN:
Peter Gascoyne & David Boudreau

Gatcwag to the Savagc Frontier

CREDITS

Game Creation:
System Creation:
Scenario Design:

IBM Programming and
Technical Design:

Amiga Programming:
C-64 Programming:
Other C-64 Programming:

Amiga Programming Support and
IBM Music Driver:

IBM Sound Effects Driver:
Music Production:
Encounter Authors:

Art Director:

Additional Art:
Journal Entries:
Game Development:
Documentation:
Playtest Manager:
Playtesters:

Special IBM Testing:
Ant, Graphic Design & DTP:

Beyond Software, Inc.
SSI Special Projects Group
Don Daglow

Cathryn Mataga
Linwood Taylor
Mark Manyen
Westwood Associates

MicroMagic, Inc.

John Ratcliffe

Linwood Taylor

Don Daglow: Yartar, Nesme, Everlund, Silverymoon,
Kraken Outpost, Neverwinter, Port LLast, Luskan, Tuern,
Purple Rocks, Kraken HQ, Secomber, Star Mounts and
Sundabar Linwood Taylor: LLorkh, Loudwater

Mark Buchignani: Ascore

Cathryn Mataga: Gundarlun

David Bunnett

David Bunnett: Walls, Monsters, Small and Large
Graphics Sergio Lobato: Walls, Monsters, Small

and Large Graphics Arturo Sinclair: Wilderness Map
SSI Special Projects Group

Don Daglow

George MacDonald, Rick White

Richard Wilson

Larry Webber

Alan Marenco, John Kirk, Cyrus Harris,

Jeff Shotwell, Glen Cureton, James Young,

Phil Alne, Mike Baljiadia, Jason Ray,

Eduardo Trillo, André Vrignaud, Dennis Zahina
Top Star Computer Services, Inc.

Louts SAEkow DEsIGN: Peter Gascoyne



Blood & Magic"

Credits

CORE DEVELOPMENT TEAM TIGRE ENGINE PRO-
Vas Nokhoudian
Game Dﬁwmr John Crane
Art Director m
Lk y L. Bowdish
l]l;:dl Woods
Hamilton
John Hamilton Kc,“s \den
(Garne Engie) evin Sherrill
Vangelis
Vangelis
Junior Lead Programmer MAC PROGRAMMERS
(Main Game)
§ K]&l:g:y L. Bowdish
€vin Sherrill ane
Applications Programmer
(Cinematics and Support Screens) MAC ARTISTS
Tramell T-Ray lsaac lla Shadday
Character and Environment Animator Eric C. Heitman
Opening Cartoon Designer and Ammator Iramdl T-Ray lsaac
Brian Menze B::n Menze
Inset and Portrait Artist Deena Ellis
Map Designer and Artist Cheri Loyd
Jana Darkoski m Ellis %
Map Designer and Artist Jay Esparza
Leigh Kellogg SUPPORT STAFF
Map Designer and Arust
Campaign Portrait Artist Chris Iden
BACKGROUND ILLUSTRATORS g
Tramell T-Ray lsaac O'Eldmm
Opening Cartoon e
Nancy Grimsley
;‘launce Morgan Story Prologue Writer
Matchmaker Mayhem Iopchacissamy
Nuts and Bolts m Graves
Peter Ledger y Sischo
Howl of Vengeance Offycs Wrangler
Al NS Rachel Ackerman
H of H Assistant Wrangler
" Dan McMilla Donka Wyatt
Matchmaker ;‘hyh:m Paycheck Fairy
Brian Menze MEDIATECH WEST
Nuts and 1Bolts
Computer Artist (all Ron Saltmarsh
stories) Lead Music Composer
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Blood & Magic"'

Shaun Mitchell
Cartoon Colorist Manager

Credits

Sound Effects Composer
Andy Warr

— Music Composer
Sound Effects Composer

Bill Dugan
MAC Consultant

Craig Owens
Lead Marketer

Genevieve Ostergard
Lead Public Relations

Zeb Cooke
Story Prologue Writer

Dave Gaines
Art Director

Patrizia Scharli
Documentation Designer

Julian Ridley
Localisation Manager

Bill Hamelin
Traffic Manager

JBl, Los Angeles
International Translation

Gary Burke
Sylvie Nguyen
Additional Translation

INTERPLAY SOUND AND MUSIC

Charles Deenan
Audio Translation

Brian Luzetti
Music Director

Craig Duman
Audio Techmaian

Rick Jackson
Ron Valdez
Music Composer
FM Translation

Greg Allen
Sound Effects Composer

Sergio Bustamante

Voice Processing

QUALITY ASSURANCE

Jeremy S. Barnes
Director of QA
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Chad Allison
Jim Boone

Assistand Directors
Darren Monahan
John Werner
Coordinators
Marvic Ambata
Jason Nordgren

Chad Allison
Lead Testers

Matt Basal Golembiewski
Dave Hendee
Greg Hersch

Erick Lujan
Amy Mitchell

Matt Murakami
Glen Murrau

Blood & Magic"

Credits

Evan Chantland
Richard Barker
Greg Baumeister
Kaycee Varradaman
Phuong Nguyen
David Oh

Stepan Reed
Usana Shaddy
Kyle Shuble
Shelby Strategier
Anthony Taylor
Steve Victory

ISR

Jim Ward
Head Honcho

Dave Wise
Forgotten Realms Manager

Juha Martin
Forgotten Realms Consultant

This game 1s dedicated

to the memory of

Peter Ledger

396

Forgotten Realms Archives Silver Edition
(Intchlag Credits)

VP of Product Development
Trish Wright

Product Manager
Feargus Urquhart

Producer
Fred Hatch

VP of Marketing
Cal Morrell

Director of Marketing
Debbie Howell

Marketing Manager
Greg Bauman

Director of Value Products
Dorothy Ferguson

Division Manager of
Value Products

~ Beth Ryan

~ Production Manager

Thom Dohner

Traffic Manager
Paul Naftalis

Installer Programmer
Matthew Byrne

Director of Quality Assurance
Jeremy Barnes

QA Managers
Greg Baumeister
Michael Motoda

Project Supervisor
Jeremy Ray

Testers
Ismael Quijano
Rick Avalos

Compatability Technicians
Derek Gibbs
John Parker
Dave Parkyn
Josh Walters

Manual Design
Schlieker Design

Special Thanks To
Scott Everts
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TECHNICAL SUPPORT
TROUBLESHOOTING DOCUMENTS ONLINE!

Interplay Productions Technical Support now offers troubleshooting guides with complete installation and setup instructions as
well as information that will help you overcome the most common difficulties. If you have access to the World Wide Web, you

can find these at www.interplay.com/support/

Here you will find troubleshooting information on as well as information on regular system maintenanceand performance.
DirectX www.interplay.com/support/directx/
Joysticks www.interplay.com/support/joystick/
Modems and Networks www.interplay.com/support/modem/

(For game-specific information and additional troubleshooting, visit our main page at www.interplay.com)

If you have questions about the program, our Technical Support Department can help. Our web site contains up-to-date informa-
tion on the most common difficulties with our products, and this information is the same as that used by our product support
technicians. We keep the product support pages updated on a regular basis, so please check here first for no-wait solutions:

www.interplay.com/support/

If you are unable to find the information you need on our web site, please feel free to contact Technical Support via e-mail,
phone, fax, or letter. Please be sure to include the following information in your e-mail message, fax, or letter:

« Title of Game

» Computer manufacturer

« Operating system (Windows 95, DOS 6.22, etc.)

« CPU type and speed in MHz

« Amount of RAM

« Sound card type and settings (address, IRQ, DMA)
« Video card

* CD-ROM

* Mouse driver and version

« Joystick and game card (if any)

« A copy of the CONFIG.SYS and AUTOEXEC.BAT files from your hard drive
* A description of the problem you're having

If you need to talk to someone immediately, call us at (949) 553-6678 Monday through Friday between 8:00AM-5: 45PM, Pacific
Standard Time with 24 hours, 7 days a week support available through the use of our automated wizard. Please have the above
information ready when you call. This will help us answer your question in the shortest possible time. When you call you will ini-
tially be connected with our automated wizard. For information pertaining to your specific title, press “1* on the main menu and
listen carefully to all prompts. All titles are listed alphabetically. After you have selected your title, the most common difficulties
will be listed. If the difficulty you are having is not listed or you need additional assistance, you may press ‘0" on your games
main menu, and you will be transferred to a Technical Support Representative. No hints or codes are available from this line.

Interplay Productions Support Fax: (949) 252-2820
Interplay Productions Technical Support
16815 Von Karman Avenue
Irvine, CA 92606

HOW TO REACH US ONLINE
INTERNET E-MAIL: support@interplay.com
WORLD WIDE WEB: www.interplay.com
FTP: ftp.interplay.com
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LIMITED WARRANTY

INTERPLAY LIMITED 90-DAY WARRANTY

Interplay warrants to the original purchaser of this Interplay Productions™ product that the compact disc or floppy disk(s) on which
the software programs are recorded will be free from defects in material and workmanship for 90 days from the date of purchase.
If the compact disc or floppy disk(s) is found defective within 90 days of original purchase, Interplay agrees to replace, free of
charge, any product discovered to be defective within such period upon receipt at its factory service center of the product, postage
paid, with proof of the date of purchase. This warranty is limited to the compact disc or floppy disk(s) containing the software pro-
gram originally provided by Interplay and is not applicable to normal wear and tear. This shall be void if the defect has arisen
through abuse, mistreatment, or neglect. Any implied warranties applicable to this product, including warranties of merchantabil-
ity and fitness for a particular purpose are disclaimed. Interplay disclaims all responsibility for incidental or consequential dam-

ages.
Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations of incidental or con-
sequential damages so the above limitations and/or exclusions or liability may not apply to you. This warranty gives you specific
rights, and you may also have other rights which vary from state to state.

Lifetime Warranty
If the compact disc or floppy disk(s) should fail after the original 90-day warranty period has expired, you may return the software
program to Interplay at the address noted below with a check or money order for $5.00 (U.S. currency), which includes postage
and handling, and Interplay will mail a replacement to you. To receive a replacement, you need to enclose the original defective
compact disc or floppy disk(s) in protective packaging accompanied by: (1) a $5.00 check or money order, (2) a brief statement
describing the defect, and (3) your return address. If you have a problem with your software, you may wish to call us first at
(949) 553-6678. If your compact disc is defective and a replacement is necessary, U.P.S. or registered mail is recommended for
returns. Please send the defective disc(s) only (not the box) with a description of the problem and $5.00 to:
Warranty Replacements
Interplay Productions
16815 Von Karman Avenue
Irvine, CA 92606

Copying Prohibited

This software product and the manual are copyrighted and all rights are reserved by Interplay Productions and are protected by
the copyright laws that pertain to computer software. You may not copy the software except that you may make one copy of the
 software solely for backup or archival purposes. You may not loan, sell, rent, lease, give, sub license, or otherwise transfer the soft-
\ware (or any copy). You may not modify, adapt, translate, create derivative works, decompile, disassemble, or otherwise reverse
engineer or derive source code from, all or any portion of the software or anything incorporated therein or permit or encourage
any third party to do so.

NOTICE: interplay reserves the right to make modifications or improvements to the product described in this manual at any
time and without notice.
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SOFTWARE USE LIMITATIONS AND LIMITED LICENSE

This copy of the Forgotten Realms Archives Silver Edition (working title) and special preview version of Baldur's Gate
(the "Software") is intended solely for your personal noncommercial home entertainment use.

You may not decompile, reverse engineer, or disassemble the Software, except as permitted by law. Interplay
Productions and Bioware Corp retain all rights and title in the Software including all intellectual property rights embod-
ied therein and derivatives thereof. You are granted a revocable, nonassignable limited license to create derivative
works of this Software solely for your own personal noncommercial home entertainment use and may publicly display
such derivative works to the extent specifically authorized by Interplay in writing. A copy of this authorization, if any,
will be provided on Interplay's World Wide Web site, located at http:/www.interplay.com, or by contacting the legal
department of Interplay Productions in the US at +(949) 553-6655. The Software, including, without limitation, all
code, data structures, characters, images, sounds, text, screens, game play, derivative works and all other elements
of the Software may not be copied (except as provided below), resold, rented, leased, distributed (electronically or
otherwise), used on pay-per-play, coin-op or other for-charge basis, or for any commercial purpose. You may make
copies of the Software for your personal noncommercial home entertainment use and to give to friends and acquain-
tances on a no cost noncommercial basis. This limited right to copy the Software expressly excludes any copying or
distribution of the Software on a commercial basis, including, without limitation, bundling the product with any other
product or service and any give away of the Software in connection with another product or service. Any permissions
granted herein are provided on a temporary basis and can be withdrawn by Interplay Productions at any time. All

rights not expressly granted are reserved.

Acceptance of License Terms.

By downloading or acquiring and then retaining this Software, you assent to the terms and restrictions of this limit-
ed license. If you acquired the Software and do not accept the terms of this limited license, you must return the
Software together with all packaging, manuals and other material contained therein to the store where you acquired
the Software for a full refund and if you downloaded the Software, you must delete it.
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INTERPLAY STORE

Looking for a quick, easy way to get your favorite Interplay
games? Well look no further...... you can now order directly
from Interplay. Just turn on your computer and go to
www.interplay-store.com.

This is your one-stop shop for everything Interplay. Buy the
hottest new releases or maybe get a copy of that hard-to-find
game that you've been looking for. Purchase some ultra-cool
merchandise; or make a bid on a unique collectible in the Online
Auction. All this, seasonal specials and much more. So don't
delay...... go to www.interplay-store.com and get shopping!!
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Buy Two

they're small

Take the adventure with you in these exciting novels.

Baldur's Gate

Philip Athans

A ForGOTTEN REALMS® novel

The son of a dead god fights his way along the Sword
Coast in search of a truth that could rip the world apart.

Available July 1999 from TSR

Torment

Ray and Valerie Vallese

A PLANESCAPE® novel

Wander the planes in this action-packed novelization of
the Interplay PC game. An amnesiac hero searches for
clues to his identity, while battling strange

demons and treacherous companions.

Available November 1999 from TSR.

Questions? Call +1-800-324-6496 or visit our website at <www.tsr.com>

Punescape and FoRcoTTEN ReALs are registered trademarks of TSR, Inc. ©1999 TSR, Inc. TSR, Inc. is a
subsidiary of Wizards of the Coast, Inc.
MC-INS-1052-2




Forgotten Realms Archives Silver Edition

Eye of the Beholder, Pool of Radiance, Curse of the Azure Bonds, Secret of the Silver Blades, Pools of Darkness,
Gateway to the Savage Frontier, Treasures of the Savage Frontier, Hillsfar, Dungeon Hack, and Menzoberranzan

© The Learning Company, Inc., and its subsidiaries. All Rights Reserved. Blood & Magic © 1996 Tachyon Studios.
All Rights Reserved. Baldur's Gate © 1998 BioWare Corp. All Rights Reserved. SSI and Strategic Simulations, Inc.
are registered trademarks of The Learning Company. Used under sublicense. Eye of the Beholder, Pool of Radiance,
Curse of the Azure Bonds, Secret of the Silver Blades, Pools of Darkness, Gateway to the Savage Frontier, Treasures
of the Savage Frontier, Hillsfar, Dungeon Hack, Menzoberranzan, Blood & Magic, Baldur's Gate, Avancen DunGeEoNs &
Dragons, AD&D, ForeoTTEN ReaLms and the TSR logo are trademarks of TSR, Inc., a subsidiary of Wizards of the
Coast, Inc., and are used by Interplay under license. All Rights Reserved. BioWare is a trademark of BioWare Corp.
All Rights Reserved. Interplay, the Interplay logo, Black Isle Studios, the Black Isle Studios logo, and "By Gamers.
For Gamers." are trademarks of Interplay Productions. All Rights Reserved. Windows95/98 are registered trademarks
of the Microsoft Corporation. All Rights Reserved. All other trademarks are property of their respective owners.

Forgotten Realms Archive Collection One

Eye of the Beholder, Eye of the Beholder I, Eye of the Beholder Ill © The Learning Company, Inc., and its sub-
sidiaries. All Rights Reserved. SSI and Strategic Simulations, Inc. are registered trademarks of The Learning
Company, Inc. Used under sublicense. Eye of the Beholder, Avancen DUNGEONS & Dracons, AD&D, FORGOTTEN REALMS
and the TSR logo are registered trademarks of TSR, Inc., a subsidiary of Wizards of the Coast, Inc., and are used by
Interplay under license. All Rights Reserved. Interplay, the Interplay logo, Black Isle Studios, the Black Isle Studios
logo, and "By Gamers. For Gamers." are trademarks of Interplay Productions. All Rights Reserved. Windows95/98
are registered trademarks of the Microsoft Corporation. All Rights Reserved. All other trademarks are property of
their respective owners.

Forgotten Realms Archive Collection Two

Pool of Radiance, Curse of the Azure Bonds, Secret of the Silver Blades, Pools of Darkness, Gateway to the Savage
Frontier, Treasures of the Savage Frontier and Hillsfar © The Learning Company, Inc., and its subsidiaries. All Rights
Reserved. SSI and Strategic Simulations, Inc. are registered trademarks of The Learning Company, Inc. Used under
sublicense. All Rights Reserved. Pool of Radiance, Curse of the Azure Bonds, Secret of the Silver Blades, Pools of
Darkness, Gateway to the Savage Frontier, Treasures of the Savage Frontier, Hillsfar, Avancep DunGeons & DraGons,
ADRD, ForaoTTen ReaLms and the TSR logo are trademarks of TSR, Inc., a subsidiary of Wizards of the Coast, Inc.,
and are used by Interplay under license. All Rights Reserved. Interplay, the Interplay logo, Black Isle Studios, the
Black Isle Studios logo, and 'By Gamers. For Gamers." are trademarks of Interplay Productions. All Rights Reserved.
Windows95/98 are registered trademarks of the Microsoft Corporation. All Rights Reserved. All other trademarks
are property of their respective owners.

Forgotten Realms Archive Collection Three

Dungeon Hack and Menzoberranzan © The Learning Company, Inc., and its subsidiaries. All Rights Reserved. Blood
& Magic © 1996 Tachyon Studios. All Rights Reserved. Baldur's Gate © 1998 BioWare Corp. All Rights Reserved.
§8I and Strategic Simulations, Inc. are registered trademarks of The Learning Company, Inc. Used under subli-
cense. All Rights Reserved. Dungeon Hack, Menzoberranzan, Blood & Magic, Baldur's Gate, Avancen Dungeons &
Dracons, AD&D, ForaoTTEN ReALMs and the TSR logo are trademarks of TSR, Inc., a subsidiary of Wizards of the
Coast, Inc., and are used by Interplay under license. All Rights Reserved. BioWare is a trademark of BioWare Corp.
All Rights Reserved. Interplay, the Interplay logo, Black Isle Studios, the Black Isle Studios logo, and "By Gamers. For
Gamers." are trademarks of Interplay Productions. All Rights Reserved. Windows95/98 are registered trademarks of
the Microsoft Corporation. All Rights Reserved. All other trademarks are property of their respective owners.
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