






'I1ie daksmen spread up tfie 
Stojanow 9Qver. 'I1iey di.vend tfie river's 
ff.ow arn£ turnd tfie rocky terrain into a 
ricli. fantf.scape of fieUs and orcli.arrfs. 'I1ie 
reacli. of tfie f annfatufs 
I..af& Xµto to tfie city of plifan. at tfie 
moutli. of tfie river. Some say tfie fand was 
so ricli. hecause of tfie pr07(]mity of tfie 
encli.antd Qyivering :Forest. Otli.ers 
ascribe tfie 6ounty to tfie wizarrlrits of 
9Qmon. Still otli.ers cmilt tfie series of 
di.f.:es arn£ fevees tli.at tfie farmers, aUfei 
6y magical spdls1 usuf to liarmss tfie 
river itself 

tfie cause, tfie li.ea£thy 
li.arrJests of tfie Stojanow 9Qver 'ilalky 
pro'Vilfu£ Phfan witli. a sofuf tradi.ng base. 
:For tfie 200 years Ph1an was tfie cen· 
ter of tratfe arowul tfie :Moonsea. Its 
grains, fruits, arn£ tu6ers filld vaults 
from :Mu/master to Zfientil It 
appearul tli.at civilization, after a false 
start, fuu£ finally male a major f ootli.oUf 
in tfie fantf.s nortli. of tfie :Moonsea. 

Sudi was not to be tfie case, for 
tfie forces of gooa and evil ebb arnl ff.ow 
fi.K:.f, tfie sli.ores of tfie :Moonsea itself In 
tfie 195tli. year of 'Phlan, (907 'D'JV, tfie 
goUfen age eruld in rost. Jl pfant tUSt, 
. wfUcli. aff ectd most of tfie f armlarufs 
arowuf Pli.fan, tkstroyei li.arvests for tfie 

tfuu years. Suitfenfy tfie :Moonsea 
readies were in tfie grips of a powerful 
famine, refievei at great cost witli. sli.ip­
ments from tfie soutli.. '11iere was great 
suffering, arn£ other citie.5, once so enam­
orul of 'Pftlan's gentft power, were ment­
ful tli.at it fuu£ f aild. 

'I1ie native Phfanars were resent­
ful as well. 'ITieir once gooi rulers fuu£ 
f alfe.n into a sfotli. arn£ ease in tfie cen­
turies since tfie reesta6fisli.ment of tfie 

5 

city. 'I1ie 'ila§evo bt:ooa was saitf to nm 
tnin in tfie Prince.5 antf Princesses of 
Pli.fan. 'I1iey reactd to tfie p{ague infest­
ing tfie grain 6y first ignoring it, tfien set­
ting up committees, arnl finally kgisfating 
it out of ezjste.nce. Only wfien tfie magni­
tude of tfie probfem became dear, aitf tli.ey 
act. 'Even tfien they faifei tfieir pwpfe, 
overreacting to tfie point of pfacing a ban 
on al£ sli.ipments out of tfie city, seekj.ng to 
K:.f,ep wli.at suppfi.es were left for tfie 
native popufation. 

'I1ie otli.er citie.5, afruufy angry 
witli. Pli.fan for its rising prices in tfie face 
of tfie p[ague, re6e!ld against tfiis new 
measure. :f{eets from :Mu/master and 
9-fUfsjar hegan to raitf catyos tkstinei for 
tfie city. Smuggfers operatd out of tfie 
'lwiligli.t :Marcli. arnlStormy'Bay <Wpite 
official attempts to enforce tfie ban on 
snipments. 

Jl farge fand force equipped witfi 
siege macninery set out from Zfientil 1(fep 
towarrl Phfan. 'I1ie force encamped at 
Stormy 'Bay wli.ife tfie ruling liuu£s of 
Pli.fan negotiatd to spare tfie city. In tfie 
eru£, tfie force was turnd back._ 
tli.rougli. a massive payment to tli.eir featf­
ers. 'l.1iese featfers were tfie first appear­
ance in Ph1an recorrl of tfie Zfientarim, 
wli.icli. wouUf increase in power over tfie 

'During tli.is activity, 9Qmon, 
now oUf in tfie ways tli.at only wizard's 
can be oft[, aisappearetf from Ii.is rocky 
aboie. 'J1tfut 6ec.ame of 9Qmon is 
unk.._nown, for tfie rufers of 'Pft1an fuu£ not 
sougli.t Ii.is council for a generation. Some 
say fie became a fi.cli. li.imself, using tfie 
metli.od's di.scoveretf 6y Zanakgr. Otli.ers 
say tli.at fie sacrificd li.imself in 6attft on 
a f ar-di.stant pfane in orier to save tfie 
fantf.s of Phfan. Still otli.ers state tli.at fie 
fuu£ f owul tfie Poo{ of 1{fuilance arnl 

became a great antf poweifui king in 
some otfier part of tfie 1?sa[ms. :Most fi.K:.f, ­
{y 9Qmon mere{y f e££ prey to tfie effects of 
oUf age as al£ mortals tfo. 'Wliatever tfie 
cause, 9Qmon was never seen again in tfie 

antf nis citatfeC hecame a li.auntetf, 
a6andonea ruin witli.in a aecatfe. 

'I1ie :Famine of tfie 
passuf after tnree seasons, antf an a6un­
iant li.arvest returnd to Phfan. 'But tfie 
li.arvests were never to be as great as 
before, nor tfie fruit from tfie orcli.arrfs as 
sweet. 'Wli.atever magic, true or imaginetl, 
tli.at li.ai reesta6Cisfietf Pli.fan passei. 'I1ie 
city began to become gray arn£ ordi.nary, 
fusing power to tfie 'l(eepers antf tfie men 
of :Mulmaster. 'I1ie goUfen age was over. 

'I1ie 'ila§wo Princes, tfieir bt:ooa 
tli.in ind'ed, continuuf for anotfier centu­
ry. 'I1ie century was filld witli. petty 
wars between tfie various city-states. 'l{{J 
t:onger tfie featfing city of tfie :Moonsea, 
Ph1an battfea witli. its rival more of ten. 
Piracy, or ratli.er privateering, was on tfie 
rise, a situation tli.at continues to tni.s aay 
atnong tfie city-states. 

'Pft1an was wrack.f.tf 6y interior 
torments as well. 'I1ie peopfe of tfie city 
were we££ aware of tfieir t:oss of power 
antf prestige. :Farms nortli. of Phlan were 
now being a6arufond. 'lJarK_sfuufows 
futW{ between tfie massive of tfie 
trees in tfie Qpivering :Forest. Jiln attempt 
to cfear a patli. tfirougli. tli.at growtli. in 
1023 'lJJ{.resu{td in tfie tfeatli. of tfie fast 
surviving (jreat Prince of tfie 'ila§evo 
family. 

'I1ie tfeatli. of tfie (jreat Prince 
resuCtd in a tli.ree-year civil war witli.in 
tfie city, as various factions supportetf 
aiff erent candi.aates to tfie mantft of 
tfie (jreat Prince. jiff{ candUfates' daims 
upon tfie royal 6t:ooa were questionabfe 

antf every faction sougnt to control 
Plifan's future tnrougli. pfacing tfieir 
cli.oice on tfie tli.rone. 'lJuring tli.i.s time, tfie 
great tempfe of 'lyr was t:ootd antf 
burnetl, feaving on(y a great bfacK:.f,nei 
sli.ell. :Many of tfie featfing mercli.ant fami­
lies ffei to otli.er cfi.mes. 

In tfie end, tfie fast survivor was 
a young nobfe supportd 6y a group of 
powerful mercli.ants. 'I1iey creatd tfie 
first Council of Pli.fan to act as rrgents for 
tfie youtfi. 'I1ie Council spoifei tfie cnifd, 
wli.o grew into a spoifei man wli.o was 
unabfe arn£ unwi!ling to taK:.f, tfie reins of 
power. 9le aid witli.out i.ssiu forty years 
fater, antf tfie Council Ii.as rufei ever since. 

rrfte 1" a[{ of Pli!an 

'I1ie fast 300 years of Pli.fan Ii.ave 
been a continual retreat from tfie great­
ness tli.at once was. Smalfe.r rural towns 
were abantfonea in tfie face of increasing 
evil to tfie nortli. Sorcerer's Isfe was saitf 
to he inli.a6itd again 6yfe££ powers. 'I1ie 
city fe££ back.._ upon tli.at wli.icli. it di.a so 
we££ so t:ong ago: tradi.ng. It hegan to 
serve again as tfie middleman 6e.tween tfie 
new powerfuC 9{prtfiern triOt.s arn£ tfie 
esta6fisfietf nations of tfie Soutli. :For a 
sli.ort time, about a /i.wufru{ years ago, tfie 
awful tUfe of retreat seemuf to 6e. /i.a{tei 
and tfie city was on its way to becoming a 
prosperous tradi.ng town once more. 

Yet aa1*._tli.ings continuuf to 
{urk.._on tfie borrfers of Phlan. Sorcerer's 
Isfantf was saitf to 6t. inli.abitd 6y 
'Yarasn, an evil mage wli.o was saii to be 
seefjng 9Qmon's power, tfieJ'lrcli.-Licli.'s 
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magic, tfie Poo{ of qqu{iance, or a{{ tliru. 
'Ifie greatly &.minisliea 'Dwarven 9{.ations 
of 'Dragonspine reportd great liorrfes of 
orr:s ana ogres attacking tlieir citaiels, 
ana tlieir 6a19e trade came to a compkte 
lia{t. Smaf£ towns ana liamkts were raU­
ea arn£ hurnu{ witfi. increasing regularity, 
senaing refugees to '1'ftlan se&;ing passage 
to safer {antfs. 

'Ilien aisaster struck., ~itkrs 
from tlie nortli, aUfei 6y tfragons arn£ 
otlier aangerous creatures, pourea <fawn 
out of tfte nortfi.{antfs. 'Ifie Qiavering 
'.f ore.st was hurnu£ in a massive fire tliat 
tfominatea tlie sky for a montfi.. 
:Monstrous liortfe.s containing every imag­
inahk creature marclietf witfi. liorrifyi.ng 
precision toWarri tlie city. 

'Ifie Council aehatetf, awuuf, 
ana aehatea again wfi.ik tlie liorrfes arew 
nearer, mucfr. as tfte fast 'J/aijevo Princes 
aitf in tlieir Cong-ago foff:y. '.J'maff:y, tlmj 
cliose to figfi.t, 6ut were overwliefmd 6y 
tlie forces of ore ana aragon. '1'ftlan 
hurnu{ ana f efl to tlie force.s of e11i{, wlio 
footetf arn£ pillagea tliat wfi.icfi. remaind. 

'Ifie fast remnants of tlie Council 
stooa tfteir growul, trying to evacuate as 
many citizens as possi6k. Of tlie council 
mem6ers, tlie Last Priest of 'f yr, '.f erran 
:Martina, lieU tlie fast garrison, Sok.a{ 
~p, wliicli stooa at tlie moutfi. of tlie 
'13arren1ljver. It is saitf tliat '.Ferran 
pfacea a terri6k curse upon tlie 'l(eep to 
prevent anyone from taking it. 

In tlie ern£, even tlie waters of 
tlieStojanow river turnea poisonous arn£ 
murK:y, arn£ tfte river took.its present 
name, tlie 'Barren. 'Ifie ricfi. f armfatufs of 
tlieStojanow 1ljver 'J/alky were faU{ · 
waste ana 6ecame (qiown as tlie Scourea 
Lanas. 

7 

fJ1ie 1?Jemergence of Plilan 

'fliat s/iouU[ liave 6een tlie ena of 
Pfilan's story, 6ut it is not so. :Men 
remem6er tlie tales of 'J/aijevo, wlio 
6rouglit tlie first city of PFUan hack.from 
its ruins. Afventurers, strW!fgkrs, ana 
smaf£ traders visitea tlie region arn£ 
6rougfi.t hack tales of Pfilan unier contro{ 
of its evil masters. :Many of tlie Ou.Udings 
were 6urnd, 6ut many otfi.ers were 
sparecl 'Ifie sfi.e1£ of tlie tempk of 'f yr liaa 
6een re6uilt, cfedic.atea to some aarf:!.r, 
more evil god. Zlientarim spies ana agents 
of aarK. 'J/aasan nooks met arn£ pfannea in 
Pfilan, arn£ tfi.e riclies of tlie ages sti£[ sur­
vivea for tliose wlio sougfi.t to fook., 

In time, more moiest men 
returnea to Pfilan to rehuiU lier. ;<t stock,: 
atfd community rose from among tlie ruh-
6(.e of tfte past gfories. 'Tftese men intendd 
to engage in tlie same profession as tliose 
hef ore tliem, for Pfilan sti/£ occupid a 
prime position for traiing on tlie 
:Moonsea. 'J{owever, untiC tfte city was 
ckard, tlie 'Barren 1ljver made ckan, ana 
tlie competing city-states pacified, pfi.{an 
was Bkgly to stay in impoverisfi.u£ roins. 

'Two years ago, in tlie Year of tlie 
'Worm, two tfi.ings liappend tliat wouU 
mean a cliange of '1'ftlan 's future. '.first 
was tlie '.JCigftt of tlie 'Dragons tliat 
su19ea tlirougfi. tfte nortliern regions of tlie 
{antfs of tfte Inner Sea. 'Due to a cause 
unK_nown, great wyrms come bwn from 
tlie Jar nortfi. tftstroying a{{ in tlieir patli. 
'Iliese are not tlie rare, opportunistic arag­
ons seeking a$ance witfi. Fi.umanoitf 
trihes, 6ut ratlier fwge waves of angrg 
scar.et£ monsters, bringing iestruction 
wliere tliey travel 

:Many of tlie :Moonsea ana 
'lJaktowns suffereagreat iestruction in 

tlie 6attks tliat followed. yulasli was 
utter{y roinea 6y tlie attact arn£ Jli.ffsf ar 
was greatly aamagei. 'I1ie most td!i.ng 
hfow was ddiverea 6y tFi.e hoay of a great 
tfra,gon tfi.at f efl into tlie 'J{iJfsjar liar6or, 
hWc.king tliat entrance for a montli. 

:Mucli of Pfi.{an was also 
smaslietf into a smoking ruin 6y tliese 
heasts. Strange[y, it worf:g.a in tlie Javor 
of tliose men wlio Bvea tliere. :Most of tlie 
tfamage was taf:!.n in tlie aCreatfy-ruinea 
section of tlie city, wliere various evil 
warforrfs viu£ for contro{ ana riclies. 'Ifie 
attack__ of tlie tfragons hrof:!. tlieir power, 
creating a vacuum in tfi.e contro{ of tlie 
city ana giving tlie men of pfi.[an a cfi.ance 
to re-esta6fisli tliemseCves arn£ tfteir Fi.omes. 

~t tliis wouU not occur witli­
out r.eaiers, ana tlie reap-pea.ranee of tlie 
Council of Pfilan was tlie secorni great 
tfi.ing to occur in tlie city. 'lJescenients of 
tlie fast Council sti£[ survivea a[[ tlie tur­
moil tliat liaa occurrd, ana many f amuies 
wisfi.u£ to return to tlie fani. 'Iliese feac{. 
ers were no great mages or wornirous 
figliters, Out traders, merr.liants, ana ckr­
ics. 'Ilieir feaders, wlio remain to tliis aay, 
were tlie slirewa ana powerful traier 
'llCricli 'E6erliarr£, tlie retirea mercenary 
captain 'Werner 'lion 'llrsBngen, ana tlie 
'13isliop of 'Braccia of'Tyr. 'I1iey liave 6een 
joinea 6y tlieir junior mem6er, Porpliyrys 
of tfte ancient 'J{ouse Ctuforna. 

'fogetfi.er tfte councu lias pro­
posea eJ(act[y tfi.at wfi.icfi. 'J/aijevo accom­
pfisfi.u£ so wng ago, clearing tlie city 6y 
means of recruitea aaventurers. 'Ifie 
promise of great treasure arn£ tlie mytli of 
tlie Poo{ of ~iattc.e provUfei aaventur­
ers with. an irresista6k tfraw. 'Ifie Councu 
pu6fisfi.u£ notices ana paitf travding 6arris 
to maf:!. sure tliat tFi.e story of Pfilan's 
waiting riclies was aistrioutea a{{ arouna 
tlie :Moonsea arn£ 6eyoni. 

Plifan 'Today 

'Ifie city of Pfilan, 6uiCt on roins 
upon roins, is a city at war. It is iivUfei 
6etween tlie liuman forces of tlie Counci£, 
ana tfi.ose evil f orce.s tliat lioU a great aeaC 
of tlie city untfer tfi.eir sway. 

'ITte liuman territories of '1'ftlan 
are nestr.ea 6eliina a strong stockade of 
stone quarrid from tlie ruins ana trees 
Cum6erea from tlie Qiavering '.forest. ;<t 
suhstantiaC city-guarri patrofs tfte open­
ings in tlie waffs at af£ Fi.ours, aCways 
reaay to repd any attack§ 6y tlie oU city's 
evil inlia6itants. 

'ITte 6uiUings of re6uut Plifan 
are sturay ana utilitarian, witli Bttk of 
tlie spkrufor of tlie ancient past. 'Ifie gw­
ries of tlie past sfi.ine tlirougli in an 
ancient cofu.mn now usea to support a 
sta6k's wooaen roof or a f aaea fresco 
overfooking an aaventurer's taproom. 'Ifie 
past is aC1vays witli tlie inliabitants of 
Pfilan, reminaing tliem of wliat once was 
ana couU yet 6e again. 

'Ifie natives of Pfilan are a tniJ(ea 
group, incfuding iescentfents of tlie Jami· 
{ies of 'J/a§evo 's aay ana returnees wfi.o 
seek to reclaim Canas ana treasure fost to 
tlie tfragon Fi.orrie fifty years ago. 'Ifie city 
is also fi[[d witfi. aaventurers seeking 
new fortunes arn£ traders Fi.oping to 
reesta6{isfi tlie oU traiing Cines. 

Ores ana otfi.er genera{{y evil 
Fi.umanoUfs are viewea witli alarm witliin 
tlie city, tfi.ougli evil liumans come ana go 
unmokstea witli tfte sfi.ips. It is saitf tliat 
spies from tlie otlier cities of tlie :Moonsea 
maf:!. regular caffs witli tlie sliips, oversee-
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ing tfie progress of tfie Council in re-estah­
fufting tfie city. If tfie Council is 'TOO 
successful some say, then sa6otage may 
he in orrfer to prevent Plilan from return· 
ing to its former power. 

'l1ie fands heyona tfie civiliw£ 
stocK_aae are wik£ ruins controlld 6y 
wftatever focal faction or trihe rwras tftat 
piece of fani. Contro{ fasts only as fong as 
tfie reacfi of daw or sworrl Petty hands 
of ores, gohfi.ns, aruf men vie for power, 
some fd 6y more sinister monsters. 
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Mucfr. of PFUan's mind great· 
ness can he fowuf in tlie OU City. 'l1ie 
main sigfits incfude: tfie fowotten ricfies 
of tfie wealtfiy oU nohk's fwuses; Poao{ 
Pfaza, tfie center of tfie oU mufing dls · 
trict; ana tfie OU 'Tempk, now tfdicatd 
to tfie darkgoa '.Bane. 'lla§evo Castk fr.as 
heen ref ortifid aruf is 6eing usea as a 
fieatfquarters for one faction ~or 
anotfier. 

Pftian remains now, as it fr.as 
ever 6een, a city witfi tfie greatest of 
potential In tfie cycks of its rise ana fa[[, 
{qfentf.s ftave arisen hefore. In engineering 
'J.fr,w Plilan's renaissance, new {qfentf.s are 
sure to emerge. 

'Ifie Pli£an Jl.rea r.Bestiary 

'l1iis is a Cist of some of tfie monsters f owuf in and arowuf Pfiian and tfie 
nortfi. sftore of tfie Afoonsea. Most monsters can stri~ fear into tfi.e fi.earts 
of men, 6ut some are more pClWerful tfi.an otfi.ers. 'ITU monster's reputation is 
refftcted in its monster ftvel {isted as a ~n numera{ after its name. 
Levd I monsters are fess pClWerful tfi.an a we{{-equipped 6eginning figfi.ter. 
Yl Levd 'VIII monster may 6e more pClWerful tfi.an severa{ fi.eroes. 

;;tnfikPieg {o/I}: Large hurrowing insects 
witfi great manaihks. '11iese creatures 
ftave 6een K_nown to spit a powerful acUf. 

'.Basi£isl(_{o/I I}: ;;I giant eigfit-{qfgea 
{izari. One of tlie most cfangerous crea­
tures in tfie re.alms 6ecause tfieir gaze can 
turn creatures to stone! 

r.Buehear (I'll}: 9-(Ufeous giant sizea goh­
fi.ns wfio stana over seven feet in fieigfit. 
r.Buehears fooK_cfumsy hut are strong, 
quickfigfiters witfi great stealtfi. 

Centaur (I'll}: '11iese gooa creature.s are 
ftaCf men aruf ftaCf fiorse. 'Tfiey are capahk 
figfiters aruf can he vafuahk al£i£s. 

'Disp[acer'.Beast ('VI}: '11iese creatures are 
fawe, hfacl(_puma-CiKJ, creature.s witfi two 
tentacks sprouting from tfieir hack§. 
'11iese creature.s can appear several feet 
from tfieir actual focation. 

'Drider ('l!I}: 'l1iese creature.s re.sem6k a 
cross 6etween a arow df ana a giant spi· 
au. 'l1iey are powerful spd£ casters. 

'Efretti {o/II}: '11iese farge powerfuljinn 
are from tfie ekmental pfane of fire. 'l1iey 
are very arrogant aruf wif£ on£y serve a 
powerful master 

'E ttin ('VI I}: '11iese creatures fool(_CiK;g. 
giant two-fieaaea ores. 'l1iey ftave great 
strtngtfi aruf usuaffy wieU two spikd 
duhs tftat inffi.ct terrihk damage in com­
hat. 

:fire (jiant {o/III}: 'l1iese evil giants ftave 
ffaming rea liai.r ana are immune to a[[ 
fire. 'l1iey usual£y attac/(_ witfi giant two­
ftantfd swonf.s. 

(jiant :frog (I I I}: 'l1iese are giant carnivo­
rous frogs. 'l1iey are fast, cfangerous preaa· 
tors wfio may he poisonous. 

(jiant Lizara (I'll}: 'l1iese are tfie giant 
cousins to tfie common fizarrf. 

(jiant Mantis ('VI I}: 'l1iese are tfie giant 
version of tfie common mantis. 'l1iese crea­
ture.s are fast, strong, ana ftave gooa 
armor. 

(jiant Scorpion {o/I}: 'l1iese are tfie giant 
version of tfie common scorpion. Its poi­
sonous tail can l(_i[[ a man. 

(jiant s~ {'ll): '11iese are giant poi­
sonous s~. 

<jliouC (I I I}: '11iese are evil utufeac{ wfiose 
toucfi may paralyze a man in com6at. 
'l1iey fed on corpses aruf attac/(_a££ fi.ving 
creature.s on sigfit. 
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{j1wf£ (I I}: 'lliese creatures are liyena· 
lie.tufea liumarwUfs wlio stand over seven 
feet tafL 

(jo6Bn (I}: 'lliese are smaf£ liumanoi.tfs 
common in tlie ~. 

1{if£ (jiant ('VI I}: 'lliese are one of tlie 
sma!kr, more stupid giants, 6ut tliey are 
stif£ tougli opponents. 'l1iey usuaf£y carry 
fawe cfu.6s. 

9{i.ppogriff (I I I): 'lliese magnificent crea· 
tures liave tlie f orefi.mbs and fwuf of an 
eagle and tlie 6oay and liind legs of a 
liorse. 

Ho6go6Bn (II): '11iue are liuman-sizd, 
intefEgent relatives of tlie go6Bn. 

'l(pooU (I}: '11iue are small cowanffy 
liumarwUfs wlio ddiglit in fj[[ing 
and torture. 

Lizaraman (I II}: 'lliese are fi.zanf.Bk!. 
liumarwUfs. 'l1iey are omnivorous 6ut tliey 
liave a particular fancy for liuman f fesli. 

Meausa ('VI): 'lliese are liUfeous women 
witli s~ for liair. 'l1iey can tum a man 
to stone witli tlieir gaze. 

Minotaur ('VI}: 'lliese are strong 6uf£. 
lie.tufea liumarwUfs. 'l1iey are crud man 
eaters, commonf:y found in mazes. 
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Mummy ('VI I}: 'lliese are powerful 
uruWul witli great strengtli. 'I1ie mere 
siglit of one lias 6een k_rwwn to paraf:yze a 
man in comhat. 'I1ie toucli of tlie mummy 
causes a strange rotting disease. 

?{ympli {'11): 'lliese are ~mely 6eautifu£ 
creatures tliat appear as ever-young 
females. 'l1iey usuaf£y inlia6it wiU£ fak!.s 
and streams. 

Ogre (1'11): 'lliese are fawe, foul-tempe~ 
ug[y liumanoUfs. 'l1iey are strong figliters. 

Ore {I): '11iue are evil pigfacd 
liumanoitfs. 

Pliase Spider ('VI}: '11iue are giant poi· 
sorwus spUfers witli tlie a6i8ty to pliase in 
ana out of tliis iimension. 'Usulif£y tliey 
onf:y 'pliase in' to attacfy tlien 'pliase out' 
again. 

Qjlick{ing (1'11): 'lliese are small fast·mov· 
ing creatures. 'lJecause of tlieir great sped 
tliey are in'llisi6le wlien tliey move. 

S~ton (I}: 'lliese are tlie feast of tlie 
uruWul. 'lliese animatea s~tons are 
usuaf1y contro{{d 6y some evil force. 

Spectre ('VII}: '11iue are one of tlie most 
powerful of tlie uruWul. 'Ilieir toucli can 
arain tlie Bfe out of men. 

Stiwe (I I}: 'lliese are small 6fooa-sucfjng 
6irtfs. 

'Ifui-k_reen ('VI}: 'lliese are intef£igent, car· 
nivorous insect-men wlio ave in 6urrows. 
'l1iey liave four arms and a poisonous 6ite 
tliat paralyzes tlieir foes. 

'Tiger {'11): 'lliese are no6le 6easts wlio are 
6otli strong antf silent. '71iougli tlieir nor· 
ma£ prey are animals, tliey liave 6een 
k_nown to 6ecome 'man-eaters.' 

'Trof£ ('VI): 'lliese are farge, strong, ug[y 
liumarwUfs. 'l1iey {Qt.ow rw fear antf can 
regenerate wountfs. 

'Vampire {o/III}: 'lliese are one of tlie most 
areaid uruWu£ in tlie ~. 'l1iey can 
arain Bfe levels, are strong figliters, and 
are sometimes poweiful magic users. 

'Wanfog (I I I}: 'Iliese are fawe, strong 
aogs, traind to f.:j{[. Ores, go6Bns, and 
otlier evil liumarwUfs are k_nown to 
use tliem. 

'Wig/it ('VI): 'Evil uruWul liumans wliose 
toucli can arain tlie afe out of a man. 

'WiU 'Boar (I'll): 'lliese creatures are tlie 
wiU£ relatives of tlie pig. 

'Wraitli ('VI}: 'lliese creatures are non·cor· 
pore.a£ uruWul. 'Ilieir toucli can arain tlie 
fife out of a man. 

'Wyvem ('VI I): 'lliese creatures are <fistant 
relatives of aragons. 'l1iey attack_6y 6iting 
ana and using tlie poisonous sting in 
tlieir tail 

Zom6ie (lo/): '.Magically animatea corpses 
controfld 6y an evif force. Zombies 
always fig/it 6ack_untif tfestroyea or 
turned. 
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APPENDICES 

Coln Type 
Copper 
Silver 
electrum 
Gold 
Platinum 

SFFJLIJSI' 

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

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

FIR.ST LBVEL CLERICAL SPELLS 
Bless/Curse 
Cure Light Wounds/cause Light Wounds 
Detect Magic 
Protection from !Ml/Protection from 

Good 

SBCOl'ID LEVBL CLERICAL SPELLS 
rind Traps 
Hold Person 
Resist Fire 
Silence 15' Radius 
Slow Polson 
Snake Charm 
Spiritual Hammer 

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

FIKST LEVEL MAGIC-USER SPELLS 
Burning Hands 
Charm Person 
Detect Magic 
enlarge/Reduce 
l"riends 
Magic Missile 
Protection from !Ml/Protection from 

Good 
Read Magic 
Shield 
Shocking Grasp 
Sleep 
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SBCOl'ID LBVEL MAGICUSBK SPELLS 
Detect Invisibility 
Invisibility 
Knock 
Mirror Image 
Ray of enfeeblement 
Stinking Cloud 
Strength 

mum LBVEL MAGICUSBK SPEILS 
Blink 
Dispel Magic 
Mreball 
Haste 
Hold Person 
Invisibility, 10' Radius 
Lightning Bolt 
Protection rrom evil, 10 Radius/Protection 
rrom Good, 10' Radius 
Protection from Normal Missiles 
Slow 

ARMOR UST 
Weight Maximum 

Armor Type lngp. 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 4-00 6 6 squares 
Chain 300 5 9 squares 
Splint 4-00 4 6 squares 
Banded 350 4 9 squares 
Plate 450 3 6 squares 

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

TABLE OF 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 multiple-class characters Is 
divided by the number of classes. When a 
character has earned a gain In level for 
one class but not anotber, the Show com­
mand shows his highest level. Thus, a 

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

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

flCilflEK: 
Level Experience 
1 0-2,000 
2 2,001-4,000 
3 4,001-8,000 
4 8,001-18,000 
5 18,001-35,000 
6 35,001-70,000 
7 70,001-125,000 
8 125,001-250,000 

fllAGICUSEK: Spells 
Levd 
1 
2 
3 
4 
5 
6 

1111EPi 
Level 
l 
2 
3 
4 
5 
6 
7 
8 
9 

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

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

CLERICS vs. UNDEAD 

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

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

undead aw-ay and m-ay 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. 

Undead Type 

Skeleton 
Zombie 
Ghoul 
Wight 
Wraith 
Mummy 
Spectre 
Vampire 

Minimum 
Level of Cleric 

lst 
lst 
lst 
lst 
3rd 
4th 
5th 
6th 

GLOSSARY OF ADM>GD GAME 
TERMS AND COMPlTmR 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. l"or the most 
part, the range of numbers runs from 3 to 
18, the higher the better. 

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

AllgnmenL 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 pl-ay 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. 

Bnter. 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 enced magic-users and clerics can learn 
ARMOR AND WEAPOl"IS PERMllTED BY CHARACTER CLASS the characters have yields experience high level spells. 

points for every character depending on a .. Armor Shidd Weapons how successful the encounter was for the Magic. This term covers spellcastlng, Cledc party. A character who gains enough XP enchanted Items. and any other appllca-
any any club. flaft. hammet mace. staff 

can advance a level If he has enough gold tlon of the supernatural. 
rtghter any any any 

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

!llelee Combat. This Is h'and-to-hand com-
Thief leather none dub, dagger. dart. sling. one handed swords 

Facing. In combat, a character faces a bat with weapons such as swords, spears, 
certain direction. An attack from the dlrec- and fists. WEAPON LIST 
tlon he Is not facing has a greater chance 
of doing damage. A character will always MIMUe Combat. This Is ranged combat ftame Damagevs. Damage vs. Larger !"lumber 
face an opponent If he has only one oppo- with weapons such as bows and arrows, ManSlzed Than Man Sized of Hands Class 
nent. crossbows and quarrels. and slings and AM. Hand 1-6 1-4 I f 

sllngstones. Bardiche+ 2-8 3-12 2 f 
lftt Points (HP). This Is a measure of how JIUtard Sword 2-8 2-18 2 f 
healthy a character Is. Damage from !llonster. This term actually Includes Battleaxe 1-8 l-8 1 f 
weapons subtracts hit points from the human and other player races as well as liebdeCorbln+ 1-8 1-6 ~ f 
character's total. When he has lost all of such creatures as ogres and dragons. In BllJ.Culsarrne+ 2-8 1-10 2 f 
his hit points. he Is unconscious and general, If It Isn't part of your party. It's a ellck l-6 1-3 2 r 
dying. If his wounds are bound by another monster. Monsters are not necessarily hos- Broad Sword 2-8 2-7 I f.th 
party member. he Is simply unconscious. tile. Some may be helpful. That's what the 1-6 I~ 1 f.cl.th 

Parlay command In the encounter Menu Is 1-4 1-3 1 f,mu,th 
Icon. This Is the small picture of a mon- for. 1-3 1·2 I f,mu.th 
ster or a character seen In the Initial l"aUchard+ 1-6 1-8 2 f 
stages of an encounter and during com- !'Ion-Player Character (l"IPC). This Is a l'ork+ 1-8 1-10 2 f 
bat. Character Icons can be altered using member of a player character race who Is 2-7 2-8 1 f,d 
the Alter command In the Camp Menu. not controlled by the player. Some NPCs 1-8 2-8 2 f 

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

and even altered during the course of an 2-8 1-6 2 f 
Level. This describes the power of a num- adventure. 2-5 1-4 1 f.d 
ber of different Items. The power of char- 1-6 1-6 I f 
acters, dungeons. monsters, and spells Player Character (PC). This Is a member Jo Stick 1-6 1-4 1 f 
are all described with levels. of a player character race who Is con- 8word 1-a 1-12 I f.th 

trolled by the player. The characters In Mace 2-7 l-6 1 f,d 
Character Level. This Is a determination your adventuring party are PCs. 2-8 2-7 1 r 
of how much experience a character has. l-6 2-7 2 f 
The higher the level; the more experi- Spell. This Is a magic Incantation that can 2-0 1-4 1 f 
enced and Important the character Is. alter the nature of reality. Both magic- 1-6 2-12 1 f 
High-level spellcasters can cast high level users and clerics can cast spells after 1-6 1-6 2 f. cl.mu 
spells. memorizing them. If the spell Is cast. It Is 2-8 2-8 2 f 

gone from the user's mind and must be re- 1-a 1-a l f.th 
Dungeon Levd. This Is a measure of how memorized. Short Sword 1-6 1-8 I f.th 
far down In the earth a dungeon Is. for 1-6 1-a I r 
the most part. the further down one Is, the Spell Book. The book a magic-user car- Speturn+ 2-7 2-12 2 f 
more ferocious the monsters. Thus, a rtes his spells In. If he doesn't have a Tlldellt 2-7 3-12 I f 
high-level dungeon refers either to how magic book. he has no spells to memo- Two-Handed sword 1-10 3-18 2 f 
deep It goes or the relative toughness of rtze. Npulg&+ 2-8 H 2 f 
the monsters. Composite Long Bow* l-6 1-6 2 f 

iCoalposlte Sho~ Bow* 1-6 I-IS 2 f 
Monster Level. This Is a measure of how I.Ong Bow* 1-6 1-6 2 f 
powerful monsters are. The higher the ...., Croelbawl 2-~ 2-7 2 f 
level. the more powerful the monster. lJght Crossbow# 1-4 1-4 2 f --Bow· 1-6 I-IS 2 f 
Spell Levd. Spells come In degrees d Sling 1-4 1-4 1 f,th 
difficulty. The higher the level of the spell. 

+ Polearm * Must have ready arrows to fire. the higher the difficulty. Only very experi· 
f•ftghter, cl-derlc, th-thelf, mu-mag!CJUser 

I Must have ready quarrels to fire. 
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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 FORGOTIEN REALMS™ 
Campaign Setting provides the backdrop for 
the thiilling adventure in the city of Phlan. Fifty 
years ago, the people of Phlan were driven 
out by evil hordes. A band of heroes (or are 
they ?!?) has arrived to help restore order. 

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

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