











magic, the Pool of Radiance, or all three.
The greatly diminished Dwarven Nations
of Dragonspine reported great hordes of
orcs and ogres attacKing their citadels,
and their barge trade came to a complete
halt. Small towns and hamlets were raid-
ed and burned with increasing regularity,
sending refugees to Phlan seeking passage
to safer lands.

Then disaster struck, Raiders
from the north, aided by dragons and
other 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
precision toward the city.

The Council debated, argued,
and debated again while the hordes drew
nearer, much as the last Valjevo Princes
did in their long-ago folly. Finally, they
chose to fight, but were overwhelmed by
the forces of orc and dragon. Phian
burned and fell to the forces of evil, who
looted and pillaged that which remained.

The last remnants of the Council
stood their ground, trying to evacuate as
many citizens as possible. Of the council
members, the Last Priest of Tyr, Ferran
Martinez, held the last garrison, Sokal
Keep, which stood at the mouth of the
Barren River. It is said that Ferran
placed a terrible curse upon the Keep to
prevent anyone from taking it.

In the end, even the waters of
the Stojanow river turned poisonous and
murKy, and the river took its present
name, the Barren. The rich farmlands of
the Stojanow River Valley were laid
waste and became Known as the Scoured
Lands.

The Reemerygence of Phlan

That should have been the end of
Phlan's story, but it is not so. Men
remember the tales of Valevo, 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,
more 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 amony the rub-
ble of the past glories. These men intended
to engage in the same profession as those
before them, for Phian still occupied a
prime position for trading on the
Moonsea. However, 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 years ago, in the Year of the
Worm, two things happened that would
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 Inner Sea. Due to a cause
unknown, great wyrms come down from
the far north destroying all in their path.
These are not the rare, opportunistic drag-
ons seeking 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
warlords 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 fomes.

Yet 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 Eberhand, the retired mercenary
captain Werner Von Urslingen, and the
Bishop of Braccio of Tyr. They have been
Jjoined 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 bands
to maKe sure that the story of Phlan's
waiting riches was distributed all around
the Moonsea and beyond.

Phian Today

The city of Phlan, built on ruins
upon ruins, is a city at war. It is divided
between the fuman forces of the Council,
and those evil forces that hold a great deal
of the city under their sway.

The human territories of Phlan
are nestled behind a strong stockade of
stone quarried from the ruins and trees
[umbered from the Quivering Forest. A
substantial city-guand 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 Phlan
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 inhabitants 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
unmolested with the ships. It is said that
spies from the other cities of the Moonsea
make regqular calls with the ships, oversee-



ing the progress of the Council in re-estab-
lishing the city. If the Council is TOO
successful, some say, then sabotage may
be in order to prevent Phlan from return-
ing to its former power.

The lands beyond the civilized
stockade are wild ruins controlled by
whatever local faction or tribe holds that
piece of land. Control lasts only as long as
the reach of claw or sword. Petty bands
of orcs, goblins, and men vie for power,
some led by more sinister monsters.

Much of Phlan's ruined great-
ness can be found in the Ol City. The
main sights include: the forgotten riches
of the wealthy old noble's houses; 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
headgquarters for one faction leader or
another.

Phian remains now, as it has
ever been, a city with the greatest of
potential. In the cycles of its rise and fall,
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 Phian 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 monsters 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 VIII monster may be more powerful than several heroes.

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

Basilisk (VI1): A giant eight-legged
lizard. One of the most dangerous crea-
tures in the realms because their gaze can
turn creatures to stone!

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

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

Displacer Beast (VI): These creatures are
large, black puma-like creatures with two
tentacles sprouting from their bacKks.
These creatures can appear several feet
from their actual location.

Drider (VI): These creatures resemble a
cross between a drow elf and a giant spi-

der. They are powerful spell casters.

Efretti (VII): These large powerful jinn
are from the elemental plane of fire. They
are very arrogant and will only serve a
powerful master

Ettin (VI1): These creatures look like
giant two-headed orcs. They have great
strength and usually wield two spiked
clubs that inflict terrible damage in com-
bat.

Fire Giant (VII1): These evil giants have
flaming red hair and are immune to all
fire. They usually attack with giant two-
handed swords.

Giant Frog (I11): These are giant carnivo-
rous frogs. They are fast, dangerous preda-

tors who may be poisonous.

Giant Lizard (IV): These are the giant
cousins to the common lizand.

Giant Mantis (VII): These are the giant
version of the common mantis. These crea-
tures are fast, strong, and have good

armor.

Giant Scorpion (VI): These are the giant
version of the common scorpion. Its poi-
sonous tail can Kill a man.

Giant Snake (V): These are giant poi-

sonous

Ghoul (111): These are evil undead whose
touch may paralyze a man in combat.
They feed on corpses and attack all living
creatures on sight.
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Gnoll (11): These creatures are hyena-
headed humanoids who stand over seven
Seet tall.

Goblin (I} These are small humanoids

common in the

Hill Giant (VI1): These are one of the
smaller, more stupid giants, but they are
still tough opponents. They usually carry
large clubs.

Hippogriff (111): These magnificent crea-
tures have the forelimbs and head of an
eagle and the body and hind legs of a
horse.

Hobgoblin (I1): These are human-sized,
intelligent relatives of the goblin.

Kobold (1): These are small, cowardly
humanoids who delight in killing
and torture.

Lizardman (111): These are lizard-like
humanoids. They are omnivorous but they
have a particular fancy for fuman flesh.

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.
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Mummy (VII): These are powerful
undead with great strength. The 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
females. They usually inhabit wild lakes

and streams.

Ogre (1V): These are [arge, foul-tempered,
ugly humanoids. They are 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 (I): These are small, fast-mov-

ing creatures. Because of their great speed
they are invisible when they move.

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

Spectre (VII): These are one of the most
powerful of the undead. Their touch can
drain the [ife 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.

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
Known to become ‘man-eaters.

Troll (VI): These are large, strong, ugly
humanoids. They know no fear and can
regenerate wounds.

Vampire (VI11): These are one of the most
dreaded undead in the Realms. They can
drain life levels, are strong fighters, and
are sometimes powerful magic users.

Wardog (111): These are large, strong
dogs, trained to Kill. Orcs, goblins, and
other evil humanoids are known to

use them.

Wight (V1): Evil, undead humans whose
touch can drain the life out of a man.

Wild Boar (IV): These creatures are the
wild relatives of the pig.
Wraith (VI): These creatures are non-cor-

poreal undead. Their touch can drain the
life out of a man.

Wyvern (VI1): These creatures are distant

relatives of dragons. They attack by biting
and and using the poisonous sting in
their tail.

Zombie (IV): Magically animated corpses
controlled by an evil force. Zombies

always fight back until destroyed or
turned.
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APPENDICES

MONEY CONVERSIONS

Coin Type Gold Equivalent
Copper 200cp=1gp
Silver 20sp=1gp
Electrum 2ep=1gp

Gold lgp=1gp
Platinum 1/5pp=1gp
SPELL LIST

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

FIRST LEVEL CLERICAL SPELLS

Bless/Curse

Cure Light Wounds/Cause Light Wounds

Detect Magic

Protection from Evil/Protection from
Good

SECOND LEVEL CLERICAL SPELLS
Find Traps

Hold Person

Resist Fire

Silence 15' Radius

Slow Poison

Snake Charm

Spiritual Hammer

THIRD LEVEL CLERICAL SPELLS
Animate Dead

Cure Blindness/Cause Blindness
Cure Disease/Cause Disease
Dispel Magic

Prayer

Remove Curse/Bestow Curse

FIRST LEVEL MAGIC-USER SPELLS

Burning Hands

Charm Person

Detect Magic

Enlarge/Reduce

Friends

Magic Missile

Protection from Evil/Protection from
Good

Read Magic

Shield

Shocking Grasp

Sleep
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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 Good, 10' Radius

Protection from Normal Missiles

Slow
ARMOR LIST

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

* A character 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 fighterthief 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 1 - -
2 1,501-3,000 2 - -
3 3,001-6,000 21 -
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:

Level 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
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pells
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2,501-5,000
5,001-10,000
10,001-22,500
22,501-40,000
40,001-60,000
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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. Good clerics can drive the

omqaupun~s UGN
e

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

The following is a list of undead in increas-
ing order of power and what minimum
level of cleric a character has to be to
have any influence over them. Low level
clerics generally have a chance, not a cer-
tainty, of affecting undead.

Minimum
Undead Type Level of Cleric
Skeleton 1st
Zombie 1st
Ghoul 1st
Wight 1st
Wraith 3rd
Mummy 4th
Spectre 5th
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 ability 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 a
menu. Activating that command allows
you either to view another menu or have
your characters perform an action.

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

Enter. The act of giving a command to the

computer. How this is done varies depend-
ing on the computer.
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Experience 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 if he has enough gold
for training.

Facing. In combat, a character faces a
certain direction. An attack from the direc-
tion he is not facing has a greater chance
of doing damage. A character will always
face an opponent if he has only one oppo-
nent.

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 mon-
ster or a character seen in the initial
stages of an encounter and during com-
bat. Character icons can be altered using
the Alter command in the Camp Menu.

Initiative. This is a semi-random determi-
nation of which character in a combat acts
first. The characters with higher dexterities
have a better chance for a higher initiative.

Level. This describes the power of a num-
ber of different items. The power of char-
acters, dungeons, monsters, and spells
are all described with levels.

Character Level. This is a determination
of how much experience a character has.
The higher the level, the more experi-
enced and important the character is.
High-level spellcasters can cast high level
spells.

Dungeon Level. This is a measure of how
far down in the earth a dungeon is. For
the most part, the further down one is, the
more ferocious the monsters. Thus, a
high-level dungeon refers either to how
deep it goes or the relative toughness of
the monsters.

Monster Level. This is a measure of how
powerful monsters are. The higher the
level, the more powerful the monster.

Spell Level. Spells come in degrees of

difficulty. The higher the level of the spell,
the higher the difficulty. Only very experi-

30

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 other 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.

-

ARMOR AND WEAPONS PERMITTED BY CHARACTER CLASS

S

~ 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 swords
WEAPON LIST
Name Damage vs. Damage vs. Larger Number
iy Man Sized Than Man Sized of Hands Class
| Axe, Hand 1-8 14 WINg f
Bardiche+ 28 312 2 f
|/ Bastard Sword 28 216 2 f
Battlleaxe 1-8 1-8 1 f
//'Béc de Corbin+ 18 16 2 f
Bill-Guisarme+ 2-8 1-10 2 f
! 1-6 13 2 f
Broad Sword 28 27 1 f.th
y 1-6 1-3 1 fclth
Dagger 14 1-3 1 f,mu,th
['Dart 13 12 s LU fmuth
Fauchard+ 1-6 1-8 2 f
| Falichard-Fork+ 18 110 T C LR f
Flail 27 28 1 f,cl
 Military+ 18 28 2 f
ve+ 1-6 1-10 2 f
, Quisarme+ 28 212 y A f
me + 28 1-8 2 f
rme-Voulge+ 28 .28 2 f
ber<‘l+ 1-10 212 2 f
[Liicern Hammer+ 28 18 SRS f
Hammer 2-5 14 1 f.c
[davelin 18 18 AR ;
Jo Stick 1-6 14 1 f
{/llong sword 18 112 b VNG fith
Mace W 27 1-8 1 f.cl
Mm 28 27 AN | f
isan+ 1-6 27 2 f
W&w_ 25 14 AR 1 f
, Awl+ 1-6 212 1 f
[/ Quarterstaff 1-6 16 |2
Ranseur+ 28 28 ' § f.cl}mu
AN 18 b 2L TR RNV 1 .
Short Sword 1-6 1-8 1 gg:
1-8 ‘18 1 f
petum-+ 27 212 2 f
U/ Trident = 27 312 1 f
Woﬂaqded Sword 1-10 3-18 2 f
Youlge+ | 28 2 DY 2 f
" mposite Long Bow * 1-8 16 2 f
| W mposite Short Bow * 1-8 18 N ) f
ng Bow * 1-6 16 2 f
2avy Crossbow# 25 27 2 f
t Crossbow# 1-4 14 2 f
Bow * 1-6 1-6 2 f
Sling 14 14 1 f.th

+ Polearm
f-fighter, cl=cleric, th=theif, mu-magic-user

* Must have ready arrows to fire.

# Must have ready quarrels to fire.



RUINS OF ADVENTURE

This new role-playing game module from TSR
is based on SSI's first official AD&D® computer
software release, Pool of Radiance.

Once again, the FORGOTTEN REALMS™
Campaign Setting provides the backdrop for
the thrilling adventure in the city of Phlam. Fifty
years ago, the people of Phlan were driven
out by evil hordes. A band of heroes (or are
they ?1?) has carived to help restore order.

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

Ruins of Adventure is
now avdadilable at your il
local toy, ook or
hobby store.
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