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I I YI RODUCTI m

P
OOL OF RADI ANCE i s St r at egi c Si mul at i ons I nc. ' s

f i r st ADVANCED DUNGEONS & DRAGONS®

Comput er Rol e- Pl ayi ng Epi c set i n t he

FORGOTTEN REALMSTM game wor l d . POOL OF RADI ANCE

i s a huge game, wi t h over t wo dozen di f f er ent i ndi vi d-

ual mi ssi ons and advent ur es. I t i s desi gned t o mi r r or

t he ki nd of connect ed advent ur es t hat f or m t he basi s

of t he AD&D®r ol e- pl ayi ng game .

POOL OF RADI ANCE does not r el y on obt use puzzl es or

unf at homabl e wor d games t o cr eat e chal l enge. I n-

st ead, POOL OF RADI ANCE r el i es on chal l enges t hat ar i se

f r omwi t hi n t he scope of t he advent ur e. Each adven-

t ur e cent er s ar ound sol vi ng a myst er y, def eat i ng an

enemy f or ce, or di scover i ng t he t r ue al l egi ance of t he

myst er i ous gr oups you meet .

You ar e sur e t o have quest i ons as you advent ur e

t hr ough POOL of RADI ANCE. Fi r st , r ead t he r ul e book and

Advent ur er s Jour nal t hat come wi t h t he game. These

books wi l l answer most of t he quest i ons t hat come

up. Second, you can r ef er t o t hi s cl ue book f or

answer s ; i t i s t he def i ni t i ve sour ce f or i nsi ght i nt o t he

advent ur e i n Pool of Radi ance . Thi r d, you can l ook

i nt o t he many ADVANCED DUNGEONS Sc DRAGONS®

books f or backgr ound on t he game . The AD&D®

Pl ayer s Handbook and t he AD&D®Dungeon Mast er s

Gui de pr ovi ded t he basi s f or t he r ul es i n POOL of

RADI ANCE. THE FORGOTTENREALMST" Campai gn Set

and Rui ns of Advent ur e modul e pr ovi ded t he back-

gr ound mat er i al f or t he st or yl i ne. These sour ces

shoul d t el l you al l you need t o know about POOL OF

RADI ANCE.

Keep your cur r ent obj ect i ve i n mi nd whi l e you pl ay

t hr ough each mi ssi on i n POOL OF RADI ANCE. Each

mi ssi on has a speci f i c goal t hat i s gi ven i n t he ci t y

counci l pr ocl amat i on and i n t he counci l der k' s

descr i pt i on of each mi ssi on . i n some mi ssi ons you

si mpl y have t o hack your way t hr ough ever yt hi ng i n

f r ont of you. I n ot her mi ssi ons you must sneak and

be unobt r usi ve . I n some mi ssi ons you must be di pl o-

mat i c, and i n ot her s you must si mpl y sur vi ve. St ay

t r ue t o your obj ect i ve as each mi ssi on unf ol ds .

Fi nal l y, r emember t he over al l goal of t he quest , . t he

l i ber at i on of Phl an f r om i t s evi l oppr essor . I t i s not

necessar y t o cl ear ever y bl ock, def eat ever y evi l , or

even compl et e ever y mi ssi on t o f r ee Phl an . As soon

as t he Boss t hat cont r ol s Phl an i s def eat ed, t he undi -

r ect ed monst er s t hat wer e under hi s cont r ol wi l l f al l

l i ke wheat t o t he scyt he . Al ways r emember t hat t he

def eat of t he Boss i s your f i nal goal . Good l uck!

Mi ssi ons and Advent ur es

T
he quest i n POOL OF RADWYCE i s di vi ded i nt o mi s-

si ons or advent ur es . The Ci t y Counci l of New

Phl an wi l l di r ect t he char act er s t o most of t hei r

mi ssi ons . Occasi onal l y, t he char act er s wi l l di scover an

advent ur e on t hei r own . I t i s not necessar y t o " t ouch

ever y squar e" i n Pool of Radi ance t o compl et e t he

quest . The par t y shoul d t ake t he mi ssi ons t hat sound

i nt er est i ng, f i nd out al l t he i nf or mat i on t hey can, and

wor k t o compl et e t hei r over al l mi ssi on and f r ee Phl an

f r omi t s evi l over l or d.

Each mi ssi on i s set i n a speci f i c ar ea The descr i pt i on

of each mi ssi on i ncl udes a map of t he ar ea, t he back-

gr ound st or yl i ne f or t he ar ea, wher e t he par t y can

r est , a descr i pt i on of t he i mpor t ant pl aces i n t hat

ar ea, and t he af t er mat h of t he mi ssi on .



CI VI LI ZED AREA, NEWPHLAnt

0 1 2 3 4 5 6 7 8

T
he St or ydne : r I ewPhl an i s t he

ar ea t hat ci vi l i zat i on has car ved

out of t he monst er - cont r ol l ed
ar eas of Ol d Phl an. NewPhl an si t s pr e-
cur i ousl y on t he sout heast er n cor ner of

Ol d Phl an as shown i n t he ci t y map on

page 26 of t he Advent ur er s Jour nal .
Monst er s cont r ol al l of t he r est of t he
ci t y, and t he monst er s ar e t hemsel ves

cont r ol l ed by a myst er i ous " Boss" . Your
quest i s t o l i ber at e t he ci t y f r om mon-
st er s, di scover t he I dent i t y of t he boss,

and def eat t he boss t o f r ee t he ci t y .

Not es: I n Pool of Radi ance, t he ci t y
counci l sends you on most of your
advent ur es . When you vi si t t he ci t y
counci l bui l di ng t her e ar e Pr vdama

t i ons on t he out si de of t he bui l di ng

descr i bi ng t hi ngs t he ci t y counci l
want s done. When you go i nsi de t he

counci l bui l di ng and vi si t t he deck,

she wi l l descr i be sever al commi ssi ons

9 10 11 12 13 14 15

t hat ar e avai l abl e . You can under t ake

any of t hese mi ssi ons . You can al so

expl or e on your own and go ' l ooki ng

f or t r oubl e" . Af t er you have compl et ed
a mi ssi on, r et ur n t o t he counci l cl er k.

She wi l l gi ve you any r ewar ds due you

f or compl et i ng mi ssi ons and i nf or m
yvu of newmi ssi ons .

NewPhl an i s pat r ol l ed by a ver y ef &

dent ci t y guar d. I f you t r y t o r est i n t he

st r eet or ent er t he ci t y hal l or a shop
al t er dar k, t he ci t y guar d wi l l r espond.

The chamber s of t he ci t y counci l ar e
guar ded by t he counci l guar ds, and
t he t empl e of Tempus i s guar ded by

i t s own t empl e guar ds . I f ) vu f i ght any

of t hese guar ds, you wi l l be unabl e t o

buy anyt hi ng I n t he shops or t empl es

unt i l you compl et e a mi ssi on .

Wher e You Can Rest : The onl y pl ace

you can r est i n t he ci t y I s at an I nn

( l ocat i on 19 on t he map) . I t cost s I

pl at i num pi ece f or t he par t y t o r est , but

t hey may r est as l ong as t hey l i ke.

Map Locat i ons

1 . Boat : Cat ch a boat her e t o t ake you
t o Sokal Keep. Af t er Sokal Keep i s
cl ear ed, you may al so t ake t he boat
i nt o t he wi l der ness t o t he east or t o t he

west .

2. Passenger Dock : Thi s i s wher e you

t el l t he boat man your dest i nat i on and

pay your passage when t r avel i ng i nt o

t he wi l der ness .

3. Templ e of Tyr : Heal i ng ser vi ces ar e

avai l abl e her e .

4. Bi shop Br acci o' s Of f i ce: Her e, you

can meet Bi shop Br acci o, l eader of t he

t empl e of Tyr i n NewPhl an .

5. Duel i ng 6e Hi r i ng Hal l : Her e, i ndi vi du-

al member s of t he par t y can duel t o
gai n exper i ence poi nt s, or t he par t y can

hi r e NPCs t o hel p t he par t y on t hei r ad-

vent ur es. Hi r ed NPCs r ecei ve a cut of
t he t r easur e bef or e t he pl ayer s ever get
t hei r hands on i t .

6. Cl er i cal Tr ai ni ng: Char act er s t hat ar e

cl er i cs or cl er i cal spl i t cl asses can t r ai n

her e .

7. Magi c User Tr ai ni ng: Char act er s t hat

ar e magi c user s or magi c user spl i t

cl asses can t r ai n her e.

8. Fi ght er Tr ai ni ng : Char act er s t hat ar e

f i ght er s or f i ght er spl i t cl asses can t r ai n

her e .

9. Thi eves Tr ai ni ng: Char act er s t hat ar e

t hi eves ( pol i t el y cal l ed r ogues) or t hi ef

spl i t cl asses can t r ai n her e.

10 . Templ e of Sune: Heal i ng ser vi ces
ar e avai l abl e her e. Al l t empl es have t he

same ser vi ces and char ge t he same

amount .

11 . Ci t y Par k .

12 . The Ent r ance To The Ci t y Hal l :

Pr ocl amat i ons of t he Ci t y Counci l ar e

post ed on t he wal l her e.

13. The Cl er k of t he Ci t y Counci l : The
cl er k i s a sour ce f or i nf or mat i on on
mi ssi ons t hat have been aut hor i zed by
t he ci t y counci l and gi ves out r ewar ds
f or compl et ed mi ssi ons .

14. Juni or Counci l man' s of f i ce.

15 . Seni or Counci l man' s Of f i ce .

16 . Head Counci l man' s Of f i ce .

17 . Ci t y Counci l Chamber s .

18. Templ e of Tempus : Heal i ng ser -
vi ces ar e avai l abl e har e.

19 . I nns: Her oes can r est and heal at

t hese i nns wi t hout i nt er r upt i on .

20. Taver ns : Her oes can gambl e and
get i nt o br awl s ( whi ch ar e wor t h exper i -

ence poi nt s) at t hese t aver ns .

21 . Ar ms &Ar mor Shop : Weapons and
ar mor ar e avai l abl e her e. Al l shops
char ge t he same pr i ces .

22. Gener al I t ems Shop: These shops

sel l mi r r or s, f l asks of oi l , hol y symbol s,
and vi al s of hol y wat er . The wooden
hol y symbol of Tempus i s a good buy

because Tempus i s a l awf ul good god

and hi s symbol wi l l r epel vampi r es .

23. Si l ver Shop : These shops sel l si l ver

weapons, si l ver ar mor , si l ver j ewel r y,

and a f i ne composi t e bow.

24 . Jewel er : Thi s shop sel l s expensi ve

j ewel r y t o al l ow r i ch her oes t o conve-

ni ent l y car r y t hei r money. Jewel r y r anges
f r om75- 50, 000 gol d pi eces i n val ue.

Fi nal e: You don' t need t o " cl ear " t he

ci vi l i zed bl ock. When you have f i ni shed
your quest , r et ur n t o t he counci l cl er k

f or your f i nal r ewar dl
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T
he St or yf ne: The t ownspeopl e

have r ecl ai med t he " ci vi l i zed"

sect i on of NewPhl an . They have

r ei nf or ced t he wal l s bet ween t he ci vi -

l i zed sect i on and t he sl ums whi ch ar e

st i l l cont r ol l ed by monst er s . The her oes

must def eat t he monst er s t hat wander

t he sl ums, al ong wi t h r oot i ng out t he

monst er s i n t hei r l ai r s . Thi s i s a sear ch-

and- dest r oy mi ssi on wher e t he her oes
must be on t he l ookout f or dues t o t hi s

and f ut ur e mi ssi ons .

Wher e You Can Rest : You can r est
saf el y i n any r oomwher e you have

def eat ed a set encount er . You can al so

r est saf el y af t er you have cl ear ed t he

sl ums .

Map Locat i on

1 . Or cs : Sever al Or cs ar gui ng over a

pi ece of paper .

2. Gobl i n Ar msmast er and hi s st u-

dent s : Thr owa det ect magi c on t he
gobl i n' s i t ems t o f i nd t hei r t r easur e.

3. Magi c User : Ohi o, a magi c user , wi l l

of f er you an assi gnment t o go get a

pot i on f r omt he r ope gui l d f or hi m. I f
you get hi mt he pot i on, he r ewar ds you

wi t h a magi c i t em. I f you at t ack hi m,

hi s ar my of monst er s def end hi m.

4. St abl e: Sear ch t he r oomt o f i nd t he

t r easur e.

5. Kobol ds : Thei r t r easur e i ncl udes a

set of magi c br acer s t hat act i n t he

pl ace of ar mor but do not sl ow t he

wear er .

6. Secr et Tr easur e Room: Tr easur e I s

behi nd t he i l l usi onar y wal l t o t he east .

7. Hobgobl i ns : Sear ch t he r oomaf t er

t he combat t o f i nd t hei r t r easur e .

8. Gypsy: She wi l l r ead your f or t une. I f
you at t ack her , i t wi l l enr age t he mon-

st er s I n t he sl ums and make t he r an-

domencount er s much t ougher.

9. Or cs : Cast det ect magi c on t he or c' s

i t ems t o separ at e t he magi c i t ems f r om

t he t r ash .

10. Monst er Guar ds.

11. Monst er Leader s.

12. Gobl i n Guar ds : Thi s i s a t ough
f i ght . Tr y t o cast a sl eep spel l on t he

gobl i n l eader s t o r educe t he enemy

ar cher y .

13. Hi dden Loot : Sear ch t hi s r oom f or
t he t r easur e t hat t he gobl i ns wer e

guar di ng.

14 . The Ent r ance t o t he Ol d Rope
Gui l d : The r andomencount er s i nsi de

t he ol d r ope gui l d ar e t ougher t han
t hose out si de. I t i s saf er t o def eat al l 15
r andomencount er s bef or e ent er i ng t he
r ope gui l d .

15. Ohi o' s Pot i on : The man her e wi l l

gi ve you Ohi o' s pot i on i f you t el l hi m
Ohi o' s name .

16. Tr ol l s and Ogr es Tossi ng Thi ngs :

Ver y t ough. ' Thi s bat t l e i s a comi ng- 0f -

age t est . I f your her oes can cl ear t hese

monst er s t hen you can handl e t he r est

of t he ugl y t hi ngs t hat t he wor l d has t o
t hr owat you. You may want t o go back

t o t he hi r i ng hal l and hi r e a her o f or t hi s

bat t l e. Equi p hi mwi t h a bowand

ar r ows and r eady hi s ar r ows so t hat he

wi l l pr ovi de r anged f i r e.

Tact i cs and f i r epower ar e t he keys t o
wi nni ng t hi s f i ght . The Tr ol l s and Ogr es

ar e 2 squar e monst er s, and t he bat t l e

occur s i n a nar r ow r oom whi ch l i mi t s
t hei r mobi l i t y . Because t he t wo Ogr es
ar e up f r ont , t he f our t r ol l s ar e t r apped
behi nd t hem. The ogr es ar e l ess dan-

ger ous t han t he t r ol l s, so do not ki l l t he

ogr es unt i l you have def eat ed al l t he
t r ol l s . Take your t wo char act er s wi t h

t he best ACand HPand have t hem

engage t he ogr es. Ever yone el se shoul d

st and one squar e back and use r anged

weapons and at t ack spel l s on t he t r ol l s

unt i l t hey al l go down. '

Once t he t r ol l s ar e down, f i ni sh of f t he
ogr es. Tr y t o br i ng down al l t he t r ol l s at

about t he same t i me, and t hen ki l l t he

ogr es qui ckl y. I f you ki l l a t r ol l ear l y i n
t he bat t l e and t ake a l ong t i me f i ni shi ng

ever yone el se of f , t he t r ol l wi l l r egener -

at e and st and back up . Then you' l l
have t o deal wi t h hi m al l over agai n. I f
you advance ont o t he squar e t he t r ol l

had occupi ed, t he t r ol l wi l l be unabl e t o

st and back up .

Fi nal e : The sl ums ar e cl ear ed af t er you
have def eat ed 15 r andom encount er s

and deal t wi t h al l t he set encount er s .

When you r et ur n t o t he ci t y counci l , t hey

wi l l pay you a r ewar d f or cl ear i ng t he

bl ock and of f er you addi t i onal mi ssi ons.



SOKAL KEEPS
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T
he St or yl i ne: The f or t r ess of

Sokal Keep on' I l r om I sl and dom-

i nat es t he seawar d passage i nt o

and out of Phl an. Humani t y made i t s

l ast st and at Sokal Keep dur i ng t he f al l

of Phl an . The Keep i s nowhaunt ed and

i s not cur r ent l y cont r ol l ed by ei t her t he

Boss or t he f or ces of NewPhl an. The

spi r i t s f r omt he f or t r ess di sr upt shi p-

pi ng and keep t r ader s f r omcomi ng t o

NewPhl an. I t i s i mpor t ant t o t he ci t y t o

dear Sokal Keep of i t s haunt i ng i nhabi -

t ant s . The Boss does not want t he keep

cl ear ed because of t he commer ce i t

woul d br i ng t o NewPhl an . I t i s saf e t o

assume he wi l l do somet hi ng t o t r y and

st op t he her oes .

2 13 14 15
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Wher e You Can Rest : Af t er you ki l l

f our undead pat r ol s, you can r est any-

wher e i n t he Keep. I f you l eave t he

Keep and r et ur n, t he undead pat r ol s

r et ur n t o f ul l st r engt h .

Map Locat i ons

1 . Dead El f : Sear ch t he dead el f and

f i nd t he scr ol l on hi s body wi t h t hr ee

code wor ds i n el vi sh. The code wor ds

t r ansl at e as : LUX, SHESTNI , and

SAMOSUD.

2. Undead Pat r ol Ar ea: The i nner Keep

i s pat r ol l ed by smal l gr oups of skel e-

t ons and zombi es . Bef or e you go i nt o

t he chapel , t he pat r ol s wi l l l eave you

al one i f you par l ay wi t h t hemand say

SHESTNI . Af t er speaki ng wi t h Fer r an

Mar t i nez, you must par l ay wi t h t hem

and say SAMOSUD. I f you def eat f our

pat r ol s, t he cur r ent suppl y of undead i s

exhaust ed. I f you l eave t he Keep and

r et ur n, t he undead pat r ol s r et ur n t o f ul l

st r engt h .

3. Scor pi ons: Her e, you meet a mi xed

gr oup of huge and l ar ge scor pi ons.

Have a cl er i c memor i ze a sl ow poi son

spel l bef or e t hi s f i ght , j ust i n case a

char act er get s hi t and mi sses hi s savi ng

t hr ow.

44. Fungus: Her e, you f i nd a r oomf ul l of

f ungi .

5. Poi sonous Fr ogs : Her e, you meet

poi sonous f r ogs . Par l ay wi t h t hemand

you wi l l go t o combat . Sear ch t he ent i r e

r oomaf t er t he bat t l e t o f i nd t he hi dden

t r easur e .

6. Hobgobl i n and Or c Assaul t : Once

you ent er t hi s r oom, t he Boss' Hob-

gobl i n and Or c assaul t f or ce cat ch up

wi t h you. Thi s f or ce has been sent by

t he Boss t o keep you f r om cl ear i ng

Sokal Keep and openi ng t he sea l anes

i nt o newPhl an . Thi s i s a l ar ge f or ce,

wi t h ar cher s. To have t he best chance

of def eat i ng t hem, ent er t he r oom f r om

one of t he sout hemdoor s so t hat you

can set up a shor t , st r ai ght def ensi ve

l i ne wi t h secur e f l anks . Be sur e your

char act er s ar e compl et el y heal ed and

have al l of t hei r spel l s memor i zed

bef or e goi ng i nt o bat t l e . Use sl eep and

hol d per son spel l s t o st op enemy

ar cher s and t o cr eat e a wal l of hel pl ess

enemy j ust i n f r ont of your her oes . Be

car ef ul not t o cast sl eep on any of your

own char act er s . The enemy ar cher s

onl y have enough ar r ows f or a f ew

shot s; i f you haven' t def eat ed t hem by

t he end of t he f our t h t ur n, you can

t r eat t hemj ust l i ke nor mal monst er s .

You may want t o hi r e a her o f r omt he

hi r i ng hal l t o hel p you wi t h t hi s f i ght .

7. Haunt s : Wai l i ng spi r i t s of t he def end-

er s of Sokal Keep i nhabi t t hi s r oom. I f

you par l ay and speak t he passwor d

LUX, t hey wi l l qui et t hei r wai l i ng and

showyou a hi dden t r easur e.

8. Fen- an Mar t i nez : As you appr oach

t he al t ar , t he ghost l y f or mof Fer r an

Mar t i nez r i ses up . Fer r an Mar t i nez has

t r ansf or med hi msel f i nt o a spect r e and

bound hi s f or m her e i n or der t o power

t he super nat ur al def enses of Sokal

Keep. Even t hough he i s a spect r e, do

not f i ght hi mI I n combat he i s ver y

power f ul and dr ai ns 2 exper i ence l ev-

el s ever y t i me he hi t s . Par l ay wi t h

Fer r an Mar t i nez and use t he codewor d

LUX. Tel l hi mt he t r ut h when he asks

about t he st at e of t he ci t y . Si nce

humani t y i s r et aki ng t he ci t y, Fer r an

Mar t i nez' j ob i s f i ni shed . He i nf or ms

you of t he i t ems hi dden behi nd an i l l u-

si onar y wal l i n t he ar mor y. Then he i s

f r eed f r om hi s spect r al bondage and

goes on t o hi s f i nal r ewar d .

9. The Ar mor y : The i l l usi onar y sect i on

of wal l i n t he nor t heast er n cor ner hi des

t he ent r ance i nt o t he secr et t r easur e

r oom.

10. Secr et Tr easur e Room: I n t he nor t h-

west cor ner of t hi s r oom, you wi l l f i nd

t he magi c i t ems Fer r an Mar t i nez men-

t i oned ear l i er.

Fi nal e : Once Fenan Mar t i nez has been

t ol d t he t r ut h about t he ci t y, hi s ghost l y

haunt s wi l l no l onger be a pr obl emt o

shi ppi ng i n and ar ound new Phl an.

Af t er t he pl ayer s r et ur n, t hey wi l l be

abl e t o t ake a boat f r omt he passenger

dock i nt o t he wi l der ness t o t he West ,

t he Nor t h Bay, or t he East .
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T
he St or yf ne: The i nf amous

bandi t , Nor r i s The Gr ay, and hi s

bandi t hor de i nf est t he ar ea near

Kut o' s Wel l . The wel l i s t he onl y sour ce

of f r esh wat er i n t he ar ea, and so t he

ar ea ar ound t he wel l i s a neut r al zone

wher e many monst er s come and dr i nk.

So l ong as cr eat ur es don' t sear ch t he

ar ea f or Nor r i s' hi deout or at t empt t o

ent er t he wel l , Nor r i s' t r oops don' t gi ve

t hemany t r oubl e .

The ci t y counci l doesn' t have a speci al

commi ssi on f or deal i ng wi t h Nor r i s The

Gr ay, but af t er t he pl ayer s cl ear t he

ar ea t hey wi l l get t he st andar d r ewar d

f or cl ear i ng t he bl ock, as wel l as bei ng

abl e t o keep Nor r i s' t r easur e .

Wher e You Can Rest : You cannot r est

i n or under Kut o' s wel l unt i l you have

def eat ed Nor r i s t he Gr ay. Af t er Nor r i s

has been def eat ed, you can r est i n t he

cat acombs beneat h Kut o' s Wel l .

Map Locat i ons :

Ar ea Near Kut o' s Wel l

1. A wander i ng gr oup of si ckl y kobol ds

may be encount er ed i n t hese bui l di ngs.

2. Nor r i s The Gr ay' s kobol ds guar d t he

wel l f r omt hese l ocat i ons. I f you sear ch

near any of t hese bui l di ngs, t he guar ds

wi l l at t ack

3. Kut o' s Wel l . I f you sear ch a( I j acent t o

t he wel l or at t empt t o ent er t he wel l ,

t he kobol d guar ds and a set of r ei n-

f or cement s f r om wi t hi n t he wel l at t ack

t he par t y. I f you ent er t he wel l , you can

cl i mb down t he l adder and expl or e t he

cat acombs bel ow.

4. A pat r ol consi st i ng of a l i zar d man

and gi ant l i zar ds guar d t he hag behi nd

t he door .

5. Ahag on a r ug . Sear ch f or her t r ea-

sur e under t he r ug.

6. The l ower par t of Kut o' s Wel l , wi t h

an aj ar secr et door l eadi ng i nt o t he cat -

acombs .

7. Kobol d ar cher s wi l l ambush t he

par t y her e unt i l Nor r i s The Gr ay has

been def eat ed .

8. Nor r i s The Gr ay and hi s bandi t hor de

wi l l be wai t i ng f or t he par t y at one of

t hese l ocat i ons. Nor r i s and hi s band

know t he cat acombs ver y wel l , so

whi chever ar ea t he pl ayer s get t o f i r st ,

Nor r i s and hi s band wi l l be t her e wai t -

i ng f or t hem.

9. Sear ch t hi s ar ea t o f i nd Nor r i s The

Gr ay' s l oot .

Fi nal e : Once Nor r i s The Gr ay has been

def eat ed, you shoul d r et ur n t o t he ci t y

counci l and col l ect your r ewar d f or

cl ear i ng t he bl ock.

10



MENDOR' S LI BRARY

T
he St or ydne : Mendor ' s Li br ar y
was one of t he gr eat cent er s of
knowl edge i n al l t he Moonsea

r eaches. Af t er t he f al l of Phl an, most of

t he monst er s di dn' t know what t o do

wi t h t he l i br ar y. The Boss, however , r ea

ogni zed i t f or t he t r easur e t r ove t hat i t

was. He had t he l i br ar y magi cal l y

seal ed unt i l he coul d send out a t eam

of exper t s t o pi l l age t he l i br ar y' s secr et s.

Unf or t unat el y f or t he Boss, t he Pl i ght of

t he Wyr ms caused chaos t hr oughout

Phl an and di ver t ed hi s at t ent i on away

f r omt he l i br ar y .

The ci t y counci l knows t hat t omes and

books f r om Phl an' s past coul d hol d t he

secr et t o t hei r sal vat i on, so t hey have

set a bount y f or t he r ecover y of i mpor -

t ant document s. The par t y' s j ob: dear

t he bl ock cont ai ni ng t he l i br ar y, di scov-

er some of t he backgr ound and secr et s

of t he Boss, and gai n t he bount y f or

r et ur ni ng some of t he i mpor t ant wor ks

f r omMendor ' s Li br ar y.

Wher e You Can Rest : The par t y can
r est anywher e i n t he l i br ar y except i n

t he Gar den .

Not e: St ay i n Sear ch Mode as you

move t hr ough t he l i br ar y t o make sur e

you f i nd ever yUf yvu ar e l ooki ng

f or . You may need t o l ook i n an ar ea

sever al t i mes t o f i nd al l t he i t ems hi d-

den among t he cl ut t er.

Map Locat i ons

1 . Hi st or y Sect i on : Sear ch t hi s ar ea

unt i l you f i nd t he books Lex Geogr aph-

i ca, Hi st or y of t he Nor t h, and Gr and

Hi st or i an' s Recor ds of t he Ar t s of War .

2. Rhet or i c Sect i on. A basi l l sk l i ves i n

t he Rhet or i c sect i on. Be pr epar ed wi t h

spel l s t o r ai se your Savi ng ' I hmws. Ki l l

t he basi l i sk bef or e he gazes and t ur ns

any of t he her oes t o st one .

3. Phi l osophy Sect i on: Sear ch t hi s ar ea

unt i l you f i nd t he books, ' Pyer det h' s

Di scour ses on Power ' and " Ur gund' s

Descr i pt i ons of Dar kness . "

4. Mat hemat i cs Sect i on: No speci al

books her e.

5. St or er oom: Agr oup of scar ed

kobol ds . Tal k t o t hem and t hey' l l gi ve

you a map t o par t of t he Cadoma

Text i l e House.

6. Madman i n Cor ner : Tal k t o t he mad-

man and l i st en t o hi s r ambl i ngs . Unf or -

t unat el y, hi s madness i s i ncur abl e. I f he

i s wi t h you when you r et ur n t o t own, he

wi l l causet r oubl e .

7. Mast er Scr i be' s Chamber : Sear ch

t hi s r oomunt i l you f i nd t he t r easur e.

8. Li br ar i an' s Chamber : Sear ch t hi s

r oomunt i l you f i nd t het r easur e.

9. Gar den: Bewar e t he deni zens of t he

gar den . Ther e i s no t r easur e her e.

Fi nal e: Af t er you f i nd t he books and

t r easur e i n Mendor ' s Li br ar y you shoul d

l eave t hr ough one of t he t wo door s.

The spect r e of t he l i br ar i an wi l l at t ack

you as you l eave i f you have t aken any

books. The ci t y counci l may cont i nue

t o pest er you f or books, even af t er you

have r et r i eved al l f i ve usef ul t omes

f r omMendor ' s Li br ar y.
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T
he St or y6ne: Ther e ar e t wo di f -
f er ent ways t o ent er Podol Pl aza:

When t he par t y i s on t he secr et

mi ssi on gi ven t o t hem by t he ci t y coun-

ci l , or when t hey wander I n wi t hout a

mi ssi on.

I f t he par t y has r ecei ved t he secr et mi s-

si on, t hey ar e t her e t o sneak i n, wat ch

t he monst er s auct i on of f a power f ul

magi c i t em, t r y t o get as much i nf or ma-

t i on as t hey can concer ni ng t he i t em

and i t s pur chaser , and t hen get back t o

t he ci t y counci l wi t h t he i nf or mat i on .
The best way t o do t hi s i s f or t he par t y

t o di sgui se t hemsel ves as monst er s

when t hey ent er t he bl ock.

I f you ar e not on mi ssi on, you can

avoi d mast r andomencount er s by hug-

gi ng t he wal l s and st ayi ng out of t he

pl aza. Whi l e not on mi ssi on, i t t akes 10

r andom encount er s t o dear t he bl ock

of monst er s . You cannot dear t he

bl ock whi l e on mi ssi on .

Wher e You Can Rest : You can r est i n

t he secr et t empl e of I I - Mat er whi l e t he

bl ock i s act i ve, or anywher e af t er t he

bl ock i s cl ear ed .

Map Locat i ons

1 . Mi nor Templ e of Bane : I f t he par t y i s

on mi ssi on and di sgui sed, t hey wi l l be

r ecr ui t ed f or t he mai n Templ e of Bane

acr oss t he r i ver. I f t he par t y i s not di s-

gui sed, t hei r di sgui se i s penet r at ed,

t hey r et ur n af t er bei ng r ecr ui t ed, or

t hey ar e not on mi ssi on, t hey wi l l have

t o f i ght t he mi ni ons of Bane st at i oned

her e .

2. The Pi t : Her e t he par t y can duel a

buccaneer and get t he magi c i t ems of f

of hi s body and get i nt o a br awl wi t h a

bunch of monst er s .

3. The Secr et Templ e of 11- Mat er : Thi s

t empl e i s behi nd a pai r of wi zar d- l ocked

door s . I f t he par t y can get t hr ough t he

door s, t hey ar e of f er ed st andar d heal -

i ng ser vi ces and a pl ace t o r est , heal

and memor i ze spel l s .

4E. The Auct i on : When t he par t y i s on

mi ssi on and t hey ent er t hese squar es,

t he auct i on commences . The cl oser t he

par t y get s t o t he auct i on bl ock t he

mor e i nf or mat i on t hey wi l l l ear n, but

t he gr eat er t he chance t hat t hei r di s-

gui ses wi l l be uncover ed. I f t he par t y' s

di sgui se i s uncover ed t hen t he auct i on

wi l l be cancel ed and t he par t y wi l l have

t o f i ght i t s way out of Podol Pl aza .

Fi nal e : I f t he par t y i s on t he secr et mi s-

si on, t hey onl y have one shot t o get

i nf or mat i on on t he auct i on . Once t hey

ent er , t he auct i on wi l l occur and t hey

wi l l have t o get as much i nf or mat i on as

t hey can. Af t er t hey have obser ved t he

auct i on, r et ur n t o t he ci t y counci l . They

wi l l t ake your r epor t and gi ve you your

r ewar d .
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T
he St or yl i ne: Juni or Counci l man
Cador na i s t he l ast hei r t o t he
or i gi nal Cador na f ami l y t r easur e .

He had sent an advent ur er t o t he r ui ned

r emai ns of hi s f ami l y' s hol di ngs, but t he

man has not r et ur ned . Cadoma hi r es

t he par t y t o go t o t he Cador na Text i l e

House t o f i nd hi s hi r ed hand and t he

Cador na f ami l y t r easur e. He wi l l pay

gener ousl y f or t he r et ur n of bot h i t ems.

Wher e You Can Rest : Once you have
def eat ed t he t he ogr e l eader ( #9) and

10 r andomencount er s, t he bl ock i s

cl ear ed and you can r est anywher e.

Map Locat i ons

1 . Dr y WI - 11: Thi s wel l i s t he secr et

ent r ance t o an under gr ound Thi eves'

Gui l d . Any char act er who i s not a t hi ef
and who t r i es t o cl i mb down wi l l f al l ,
t aki ng a l ot of damage. At hi ef ( who has

r emoved any ar mor heavi er t han

l eat her ) may at t empt t o descend wi t h

hi s cl i mbi ng ski l l . The gui l d mast er wi l l

t hr ow any i nt r uder out of t he wel l wi t h

hi s r i ng of t el eki nesi s unl ess t he i nt r ud-

er i s a t hi ef and t he par t y i s on Cador -
na' s secr et mi ssi on . I f t he par t y i s on

Cador na' s mi ssi on, t he gui l d mast er

wi l l of f er t o gui de t he par t y i nt o t he t ex-

t i l e house ( at l a) and past t he hobgob-
l i n guar ds . I f t he par t y vi si t s t he t hi eves

af t er i t has r ecover ed Cador na' s t r ea-

sur e ( and not br oken t he seal ) , t he gui l d
mast er wi l l of f er ( f or a cut ) t o open t he

t r easur e and dupl i cat e t he seal so t hat

Cador na won' t know i t was opened .

2. Hobgobl i n Bar r acks : The hobgobl i n' s

mai n gar r i son i s quar t er ed her e.

3. Hi gh Pr i est ess Gr i shnak l eads t he

ser vi ce i n t hi s makeshi f t t empl e . Her e

you can get t he br ass key t o f r ee Skul l

Cr usher ( #4) .

4. Skul l cr usher chai ned up : Skul l -

cr usher was sent by Cador na t o r et r i eve

t he f ami l y t r easur e . I f you f r ee hi m, he

wi l l j oi n your band .

5. " Skul l cr usher Was Her e" i s car ved

i nt o t he wal l .

6. Baby hobgobl i ns ar e hi di ng her e .
They f l ee on si ght .

7. Ahobgobl i n body t hat Skul l cr usher

ki l l ed wi t h hi s bar e hands l i es her e .

8. Skul l cr usher wi l l poi nt out t he secr et

door t o t he east .

9. The ogr e l eader and hi s t r oops awai t

her e f or t he par t y. Af t er t he bat t l e, t he
par t y wi l l f i nd t he i r on box wi t h t he

Cador na f ami l y t r easur e. I f t he par t y

opens t he box t hemsel ves, Cador na

wi l l assume t hat t hey have st ol en some

of t he f ami l y t r easur e .

Fi nal e: Af t er you have r ecover ed t he

Cador na f ami l y t r easur e ( and di sposed

of i t as you wi l l ) , you shoul d r et ur n t o
t he counci l cl er k . I f t he char act er s

di dn' t obvi ousl y open t he box, t hen t he

cl er k wi l l gi ve t hem a r ewar d . I f t he

par t y di d obvi ousl y open t he box; t hen

Cador na wi l l meet t hem at t he ent r ance

t o t he ci t y hal l and t hr eat en t hem.
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The St or ydne: The gr eat t empl e of
I I - Mat er has been conver t ed t o
t he wor shi p of t he evi l god Bane .

Bi shop Br accl o f r omt he t empl e of Tyr
wi l l gi ve you t he hel p of Di r t an, a 6t h-
l evel gnome cl er i c, i f your par t y wi l l
hel p cl ear t he t empl e and f i nd t he l ost
ar t i f act s of I I - Mat er .

A hal f or c cl er i c, Mace, l eads a mot l ey
gr oup of cul t i st s and sl aves i n t he
r emodel ed t empl e . Mace l i ves i n a
mansi on i n t he weal t hy bl ock adj acent
t o t he t empl e ar ea. Mace knows t hat
t he t empl e st i l l hol ds hi dden t r easur es,
but he and hi s f ol l ower s have been
unabl e t o f i nd t hem. When t he her oes
penet r at e t he t empl e, Mace f i gur es t hat
t hey t oo ar e l ooki ng f or t he t r easur es.
He i nt ends t o l et t he her oes sear ch t he
t empl e and t hen ki l l t hemaf t er t hey
have f ound t he t r easur e or when t hey
t r y t o l eave.

Wher e You Can Rest : Mace' s f ol l ower s
pat r ol bot h t he Weal t hy Ar ea and t he
Templ e of Bane. Unt i l you dear bot h
bl ocks i t i s unsaf e t o r est anywher e i n
ei t her bl ock.

Map Locat i ons

1 . Mansi on Ent r ances: As soon as t he
her oes ent er t he mansi on, t he guar ds
wi l l j ump t hem. Ther e i s onl y one set of
guar ds .

2 . Hi dden Tr easur es: Mace has hi dden
hi s l oot t hr oughout t he mansi on. Af t er
f i ght i ng t he mansi on guar ds, choose
Sear ch Mode and sear ch t hese r ooms.

3. Gobl i n Sl aves : These hel pl ess sl aves
ar e bei ng kept by Mace. I f you f r ee
t hemt hey wi l l gi ve you an i mpor t ant
due.

44 . Mansi on Guar ds : Mor e guar ds awai t
her e . They have no speci al t r easur e.

5 . Manor Guar ds : Thi s smal l er manor i s
a bar r acks f or a gr oup of or c guar ds .
The guar ds wi l l at t ack i f you ent er .

6 . Or c Bedr oom: Not hi ng but di r t her e.
Don' t sear ch t he beds or t he beds'
owner s wi l l r et ur n and at t ack you .

7 . Or c Jai l : Ther e i s a f al se cl ue her e.

8. Templ e Ent r ance: . A bl i nd or c st ands
at t he f r ont ent r ance. ' He wi l l f eel t o see
i f you have t he l eat her hol y symbol . I f
you have i t , he l et s you i nsi de . I f you
don' t , he cal l s t he t empl e guar ds . You
can get a l eat her hol y symbol of f of
many of t he encount er s i n t he weal t hy
bl ock and of f of t he wander i ng pat r ol s .
You wi l l be at t acked her e as you l eave
t he t empl e i f you l eave bef or e f i ndi ng
al l t hr ee t r easur es or def i l i ng t he al t ar .

9. Hi dden Tr easur es: Change t o Sear ch
Mode as you ent er t he t empl e. Once
you f i nd t he t hi r d t r easur e, Mace and
hi s f ol l ower s at t ack .

10. Al t ar : Thi s i s a di sgust i ng al t ar t o
t he wor shi p of Bane . I f you def i l e t he
al t ar , Mace and hi s f ol l ower s wi l l be-
come enr aged and at t ack wi t h f anat i cal
mor al e.

Fi nal e : Bot h bl ocks ar e cl ear ed af t er
you wi n t he f i ght as you ent er t he man-
si on ( # 1) and def eat Mace' s f ol l ower s at
t he t empl e. Di r t an t he Cl er i c wi l l r emai n
at t he t empl e t o begi n t he r ebui l di ng.
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T
he St or ydne0he mai n t hi eves'
gui l d of Phl an has t aken over t he
anci ent mansi on of t he Kovel

f ami l y . The t hi eves act as spi es and
i nf or mat i on br oker s f or many f or ces i n
t he ci t y . Your mi ssi on i s t o f i nd al l of
t he t hi eves and dear t hemf r omKovel
Mansi on .

Wher e You Can Rest : You cannot r est
I n Kovel mansi on unt i l al l t he t hi eves
t her e have been cl ear ed out .

Not e : Novel Mansi on I s f ul l of bl i ps

and l ocks set by t he t hi eves' gui l d.
Al ways move I n Sear ch Mode t o gi ve
t he par t y t he maxi mumchance t o spot
a i mp bef or e i t goes of f. Once a t r ap
or l ock 11 f ound, a t hi ef ( wear i ng no
ar mor heavi er t han l eat her ) has a
chance t o deal wi t h' t hem.

As you wander t hr ough t he mansi on,
you can be ambushed by pai r s of
t hi eves at any t i me. Unt i l you have

deal t wi t h al l t he t hi eves, t hey wi l l con-
t i nue t o per f or mt hese nui sance
ambushes .

Map LOcauons

1 . Fi r st Ambush : The f ast est way t o
deal wi t h al l t he t hi eves i s t o have t hem

come t o you. About hal f t he t hi eves I n
t he gui l d have pr epar ed an ambush i n
t hi s r oom.

2. AFai r of ' I bi eves : Her e, you di scover
a pai r of t hi eves who bol t f or t he door .
Fol l owt hem.

3. Her e, t he t hi eves spl i t up . I f you f ol -
l owt he t hi ef t o t he l ef t , you wi l l end up

at 4. I f you f ol l ow t he t hi ef goi ng
st r ai ght ahead, you wi l l end up at 5 .

4. Her e, you cor ner a si ngl e t hi ef .

5. Her e, most of t he r emai nder of t he
t hi eves ar e wai t i ng i n ambush . Thi s
at t ack wi l l i ncl ude t he l eader s of t he
gui l d and wi l l be mor e power f ul t han
t he f i r st at t ack .

6. Her e, you wi l l f i nd i nf or mat i on col -
l ect ed by t he t hi eves :

7. Her e, you wi l l f i nd some of t he Boss'
men beat i ng up an ol d t hi ef i n an

at t empt t o get t he t hi eves t o j oi n t he
Boss' f or ces f ul l t i me.

8. Her e, you wi l l f i nd some of t he

t hi eves' l oot .

9 . Her e, you wi l l f i nd some i nf or mat i on
col l ect ed by t he t hi eves .

10 . Ar oomwi t h f ai r casket s .

11 . Ar oomwi t h a cabi net .

12 . A pi l e of t hi eves' t r easur e .

13 . A due.

Fi nal e: Af t er t he l ast of t he t hi eves has
been def eat ed, t he mansi on i s dear .
Ret ur n t o t he ci t y counci l t o col l ect

your r ewar d .
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T
he West er n Wi l der ness cont ai ns
t he Si l ver Dr agon' s Den, t he Bua

caneer ' s Base, and t he Out post
of Zhent i l Keep, al ong wi t h any number

of l ai r s and r andom encount er s .

The Si l ver Dr agon' s Den i s l ocat ed i n

Dr agon Den Pass at 10, 9 . The si l ver

dr agon never comes up as a mi ssi on,

but i s ment i oned i n a Taver n Tal e. The

Buccaneer ' s Base i s at 12, 31 but onl y

shows up af t er t he par t y has r ecei ved

t he commi ssi on t o r escue t he counci l -

man' s son. The Out post of Zhent i l Keep

i s at 3, 32 but can onl y be ent er ed af t er

t he par t y has r ecei ved t he commi ssi on

t o del i ver t he di pl omat i c paper s .

Random encount er s i n t he West er n

Wi l der ness i ncl ude: zyxwvutsrqponmlkjihgfedcbaZYXWVUTSRQPONMLKJIHGFEDCBA

" Qui ckl i r w

" Wi l d Boar s'

" Gi ant Mant i s'

" Ti ger s

" Thr i - Kr een ; +

" Anhkegs'

" Cent aur s

" Gi ant Snakes

" Zent ar i an Pat r ol s+

" Thi eves

" Buccaneer s

Si l ver Dr agon' s Den

T
he St or yf ne : I n a t aver n, your

par t y over hear s Taver n Tal e 23,

about an anci ent Si l ver Dr agon i n

t he Dr agon Spi ne Mount ai ns. I f t hey f ol -

l owt he Bar r en Ri ver t o i t s sour ce, t hey

f i nd a pass . Hi dden i n t he pass I s t he

den of t he si l ver dr agon .

' = Monst er s t hat can be f ound i n a l ai r:

+ - I nt el l i gent nast y encount er s .

I n gener al , t he r andommonst er s i n t he

west er n wi l der ness ar e t he t oughest of

t he t hr ee ar eas. Especi al l y bewar e t he

Thr i - Kr een f or t hey ar e t ough and nast y.

When vi si t i ng t he Si l ver Dr agon' s Den,

f ol l ow t he r i ver and st ay i n t he Cent r al

Wi l der ness as l ong as you can . Then,

t r avel nor t hwest al ong t he r i ver and t he

pass t o t he den of t he si l ver dr agon. To

t r avel t o t he Buccaneer ' s Base or t he

Out post of Zhent i l Keep, t ake a di r ect

r out e al ong t he shor e of t he Moonsea

f r omwher e t he boat l et s you of f t o your

dest i nat i on .

I f you want t o avoi d combat wi t h I nt el l i -

gent nast y encount er s i n al l t hr ee

wi l der ness ar eas, choose Par l ay and

t hen choose Abusi ve. I f you want t o

avoi d combat wi t h neut r al or ni ce

encount er s, choose Par l ay and t hen

choose Ni ce. Aspokesman wi t h a hi gh

Char i sma hel ps i n ei t her case .

I n each wi l der ness, your par t y has a f ai r

chance t o r est . Somet i mesyour par t y

wi l l be i nt er r upt ed wi t h an encount er

bef or e t hey can even memor i ze a spel l .

Ot her t i mes, t he par t y can r est f or

many days bef or e an encount er . I f your

par t y i s badl y hur t , i t i s not a bad i dea

t o si mpl y encamp i n t he mi ddl e of t he

wi l der ness and r est up .

Ther e i s no map i n t hi s advent ur e . Tal k

t o t he Dr agon and i t wi l l gi ve you i nf or -

mat i on . Do not at t ack t he dr agon

because he i s over bear i ng. Especi al l y,

do not at t ack hi mt wi ce .
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T
he Cent r al Wi l der ness cont ai ns

t he Nomad Camp, Sor cer er ' s

I sl and, and t he ci t y of Phl an al ong
wi t h any number of l ai r s and r andom

encount er s .

The Nomad Camp i s l ocat ed at 12, 11 . I t

i s vi si bl e at al l t i mes. Sor cer er ' s I sl and

i s l ocat ed i n t he cent er of Lake Kut o at

6, 16 . I t i s one of t he gr eat wonder s of

t he MoonSea r eaches and I s al ways vi si -

bl e. Phl an i s l ocat ed at 12, 27 and i s t he

cent er of t he par t y' s advent ur es .

Random encount er s i n t he Cent r al

Wi l der ness i ncl ude. zyxwvutsrqponmlkjihgfedcbaZYXWVUTSRQPONMLKJIHGFEDCBA

" Kobol ds*

" Di spl acer Beast s*

" Dr i der s+

" St i r ges * t

" Li zar d Men*

" Bandi t s

" Nomads

" Mer chant s

The most power f ul r andom encount er s

i n t he cent r al Wi l der ness ar e t he

Dr i der s ; t hey ar e f ast , t ough, and can

t hr ow spel l s .

* = Monst er s t hat can be f ound i n a l ai r .

+ = I nt el l i gent nast y encount er s .
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The East er n Wi l der ness cont ai ns
t he Kobol d Caves and t he Li zar d

Man Keep al ong wi t h any number
of l ai r s and r andomencount er s . The

Kobol d Caves ar e l ocat ed at 6, 15 . The

cl oser you get t o t hemt he mor e l i kel y

you ar e t o be at t acked by kobol d

pat r ol s. The Li zar d Man Keep i s l ocat ed

at 11, 8 . I t I s qui t e obvi ous among t he

t r ees .

Random encount er s i n t he East er n

Wi l der ness i ncl ude: zyxwvutsrqponmlkjihgfedcbaZYXWVUTSRQPONMLKJIHGFEDCBA

" Kobol ds*

" Li zar d Men*

" Gnol l s*

" Gi ant Li zar ds*

" Hi ppogr i f f s

" Wyver n, 4*

" Tr ol l s* +

" Phase Spi der s

The most power f ul r andom encount er s

i n t he East er n Wi l der ness ar e t he phase

spi der s, because t hey have poi son, and

i f you don' t know howt o f i ght t hem

you may never hi t t hem. See t he ar t i cl e

on Combat f or howt o f i ght phase spi -

der s .

* - Monst er s t hat can be f ound i n a l ai r .

+ = I nt el l i gent nast y encount er s .
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T
he St or ydne: The par t y i s t ol d t o

deal wi t h" t he possi bi l i t y t hat t he

nomads nor t h of t he ci t y mi ght

j oi n wi t h t he Boss . Once t he par t y f i nds

t he Nomad Camp, t he par t y can at t ack

t he nomads and deal wi t h t he pr obl em

by wi pi ng t hem out . Or i f you Par l ay

wi t h t he nomads, you can st ay ar ound

and hel p nomads agai nst t he ar my of

kobol ds t hat ar e about t o at t ack . You

wi l l get mor e exper i ence, t r easur e, and

I nf or mat i on i f you st ay and hel p t he

nomads .

I f i t i s ni ght when you vi si t , t he nomads

t ake you t o a hut . I f t aken t o a hut , r est

unt i l t hey t ake you t o a f east . I f you

wander i nt o anot her t ent t hat ni ght , t he
guar d wi l l , escor t you back t o your t ent .

The next day, or t he same day i f you

vi si t dur i ng t he day, t hey t ake you t o a

gr eat f east .

Dur i ng t he f east t he nomad chi ef wi l l

gi ve you i nf or mat i on about what has

been goi ng on . He asks you t o st ay and

hel p agai nst t he kobol d ar my t hat wi l l

at t ack t he next day . I f you agr ee, t hey

t ake you back t o your t ent . You may

wander f r eel y or r est i n your t ent unt i l

t he kobol ds come. Your r est wi l l be

i nt er r upt ed by t he comi ng kobol d

at t ack . The kobol ds at t ack i n 3 waves.

I f you backst ab t he nomads dur i ng t he

f i ght , bot h nomads and kobol ds at t ack

you. At t he 3r d wave i f you go wi t h t he

chi ef t o f i ni sh of f t he r emai ni ng

kobol ds, you get a bi g r ewar d. I f you l et

t he chi ef and hi s men do i t , you get a
smal l er r ewar d .

Wher e You Can Rest : I n your hut , or

anywher e af t er t he nomads have been

ki l l ed .

Map Locat i ons

1 . Tr i p wi r e: Once you ent er t hi s zone,

t r i p wi r es wi t h al ar ms wi l l go of f . The

nomads wi l l come and meet you i n

f or ce .

2. Your Hut : Thi s i s t he but you ar e

gi ven t o r est i n.

3. The For est : I f you ar e out si de t he

t r i p wi r e when t he kobol ds at t ack, you

wi l l have t o f i ght t hemal one ; t he

nomads ar e back pr ot ect i ng t hei r

camp.

Fi nal e : Af t er ei t her def eat i ng t he

nomads or def eat i ng t he kobol ds ( or

bot h) , you wi l l have " deal t wi t h" t he

nomad pr obl em. You may r et ur n t o t he

ci t y f or your r ewar d.
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T
he St or ydne : Rumor has i t t hat

t he Boss i s r ecr ui t i ng monst er s

f r om out si de t he ci t y t o r ei nf or ce

hi s dwi ndl i ng ar my . The ci t y counci l

want s t he par t y t o f i nd t he Kobol d

Caves f ar t o t he east and make sur e
t hat t hey do not j oi n wi t h t he Boss.

When t he par t y get s dose t o t he kobol d

caves t hey may be at t acked by a

kobol d pat r ol . Once t he par t y t r acks

t he kobol ds t hey wi l l f i nd t wo cave

ent r ances . Whi ch cave t hey ent er i s up

t he you.

Key:
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Not e : The smal l cave i s t he ent r ance t o
t he caver n wher e t he kobol ds l i ve. The

l ar ge cave l eads t o a wyver n l ai r acj j a-

cent t o t he kobol d caves. Combat i n

t he kobods nar r ow caves wi t h l ow

cei l i ngs r educes char act er ' s

Movement AC, and Damage i n com-

bat . The kobol ds have l ai d t r aps i n

sever al pl aces . You can f i nd t he t r aps

by movi ng I n sear ch mode. Once t he

t r aps ar e f ound, a t hi ef ( wear i ng no
ar mor heavi er t han l eat her ) has a

chance t o di sar m t hem.

Wher e You Can Rest : I f you ent er t he

l ar ge cave, you can r est bef or e you

f i ght t he wyver n . Af t er f i ght i ng t he
waves of Kobol ds I n t he t hr one r oom,

you can r est l ong enough t o memor i ze

spel l s .

Map Locat i ons

1 . Achar act er f al l s i nt o a hi dden wat er

t r ap . Money and i t ems may be l ost f i sh-

i ng t he char act er out of t he wat er t r ap.

2. Her e you f i nd a di scar ded map

showi ng t he connect i on bet ween t he

kobol d cave and t he wyver n cave .

3. You meet a kobol d her e. I f you f ol -
l ow hi m, he l eads you t o t he wyvem

cave . I f you don' t f ol l ow hi m, you ar e

hi t wi t h a dead f al l t r ap .

44. Anet t r ap f al l s on t he char act er s and

kobol ds l eap on t he ent angl ed par t y.

5. A Spi ke Tr ap hi t s t he par t y .

6. I f you ent er f r omt he wyver n cave,

you meet a dr unken kobol d who wi l l

t ake you t o t he ki ng.

7. You may meet t he wyver n whi l e you

wander her e .

8. The wyver ns nest , wi t h i t s t r easur e,

i s her e .

9. I f you sear ch, you f i nd a cr i ppl ed

kobol d her e . Gi ve hi mwat er and he

wi l l t el l you hi s st or y.

10. I n t hi s pr i son, you meet Fr i ncess

Fat i ma. She wi l l f i ght f anat i cal l y agai nst

t he kobol ds and wi l l j oi n your band i f

you wi sh .

11 . Thi s i s t he t hr one r oom. Her e you

wi l l be at t acked by sever al waves of

kobol ds, t r ol l s, and wi l d boar s, i nt er -

sper sed wi t h vol l eys of bal l i st a f i r e . I f

you need t o t hr ow heal spel l s at t he

end of a bat t l e, ' Cont i nue Combat ' f or

a r ound or t wo. You wi l l not be gi ven a

chance t o r est bet ween waves.

12. You wi l l bat t l e t he ki ng' s guar d i n
t hi s r oom.

13. Her e you di scover t he f at e of t he

kobol d ki ng.

14. Sear ch her e t o f i nd an ef r eet i bot

t i e . l i e and he' l l at t ack you. Tel l t he

t r ut h and he' l l hel p you i n a l at er f i ght .

15. Her e you f i nd t he huge kobol d t r ea-

sur e t r ove .

16. Adue.

Fi nal e: When you conf i r mt he deat h of

t he kobol d ki ng at #13, you wi l l have

br oken t he power of t he kobol ds and

el i mi nat ed t hem as a t hr eat t o Fhl an .

Do back t o t he ci t y and col l ect your

r ewar d .
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T
he St or yl i ne: Phl an was or i gi nal l y

bui l t wher e t he St oj anow Ri ver

meet s t he Moonsea. The St oj anow

Ri ver Val l ey was t he sour ce of much of
Phl an' s f ood . But over t he l ast sever al

year s, t he r i ver has become poi sonous

and compl et el y dead . The poi son has

seeped i nt o t he sur r oundi ng r i ver val -

l ey . The r i ver i s nowknown as t he

Bar r en Ri ver , and t he sur r oundi ng ar ea

i s known as t he Scour ed Lands .

The ci t y counci l commi ssi ons t he par t y

t o t r avel upr i ver t o di scover and " deal

wi t h" t he sour ce of t he pol l ut i on . I n t he

l ong r un, t hi s r ecl amat i on of t he St o-

j anowRi ver and t he St oj anow Ri ver

Val l ey may be as i mpor t ant as t he f r ee-

i ng of Phl an i t sel f .

The poi soni ng of t he St oj anow Ri ver i s
t he wor k of t he mad sor cer er Yar ash.

He i s at t empt i ng t o change l i zar d men

i nt o hi s own r ace of f r esh wat er sahua-

gI n . Wi t h t hese amphi bi an ki l l i ng

machi nes Yar ash coul d r i se t o chal -

l enge t he gr eat power s ar ound t he

Moonsea.

Wher e You Can Rest : Your par t y can

r est i n ei t her t he west er n or east er n

si de of l evel 1 af t er def eat i ng al l t he

r andomencount er s f r om t hat si de.

Your par t y can r est anywher e on l evel 2

or 3.

Tel epor t er s: Ther e ar e 3 set s of t el e-

por t er s ( A, B, &C) i n t he pyr ami d on

Sor cer er ' s I sl and . Set Ai s used by Yar -

ash t o get t o hi s l abor at or y. Set BI s used

t o suck i nt r uder s i nt o t he maze and

keep t hemf r omescapi ng. Set Ci s used

by Yar ash t o get t o hi s t r easur e r ooms
and back t o t he gr ound l evel t o exi t .
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Tel epor t er Set A i s speci al i n t hat each
t el epor t er has t wo t ar get s, dependi ng
on whet her Set A was r unni ng i n f or -

war d or i n r ever se. Set A' s di r ect i on

swi t ches ever y t i me a t el epor t er i n Set

A i s act i vat ed. Set Abegi ns set t o f or -

war d . The t el epor t er char t l i st s t he di f -

f er ent t el epor t er s and wher e t hey t ake
you dependi ng on t hei r set t i ng.

To cont r ol t he di r ect i on of t he t el e-

por t er s i n Set A, t her e i s a pi l e of smal l
st ones near each t el epor t er . Thr owa

st one i nt o t he t el epor t er bef or e movi ng

t hr ough t o r eset i t s di r ect i on . To avoi d
t he maze, use t he Set At el epor t er s

onl y, and t hr owa st one bef or e bei ng

t el epor t ed each t i me af t er t he f i r st .

Tel epor t er Set B i s desi gned t o t r i ck i n-
t r uder s i nt o ent er i ng t he maze . Each t el o-

por t er I n Set B onl y goes t o one l ocat i on.

Tel epor t er Set Ci s cont r ol l ed f r oma
di al on t he nor t h wal l I n t he squar e

adj acent t o CO. Ther e ar e 4 set t i ngs :

Copper , Si l ver , Gol d, and Bl ue. The f i r st
t hr ee set t he t el epor t er t o wor k bot h t o
and f r omYar ash' s t hr ee t r easur e

r ooms . The f i nal set t i ng wi l l t el epor t t he

gr oup one way t o A3 so t hat t hey can
conveni ent l y exi t t he pyr ami d .

Tel epor b

The f ast way t hr ough t he maze: Move

down t he mai n cor r i dor t o t he f i r st al -

cove, t ur n r i ght , and move f or war d and

t hen t el epor t . Move down t he hal l , t ur n

r i ght at t he i nt er sect i on, and t hen move

t o t he end of t he hal l . Thr owa st one

and t hen t el epor t . Fol l ow t he cor r i dor

t o t he end. Thr owa st one and t hen

t el epor t . Move down t he hal l . Thr owa

st one and t hen t el epor t . You ar e now

on t he t hi r d l evel at A7+

Encount er s i n t he Maze on Level 1 :

Many of t he cr eat ur es t hat sneak i nt o

t he pyr ami d on Sor cer er s I sl and t ake

t el epor t er set B and end up i n t he

maze . These gr oups qui ckl y r un out of

f ood and begi n t o st ar ve. Those t hat

ar e l ef t ar e hal f cr azed wi t h hunger .

They pr owl t he maze i n sear ch of any-

t hi ng t hat moves so t hat t hey can sl ay i t

and eat I t . The encount er s I n t he west

hal f i ncl ude: st i r ges, dr i der s, mi not aur s,

el f magi c user s, kobol ds, and f i ght er s .

The encount er s i n t he east hal f i ncl ude:

f i ght er s, di spl aces beast s, dwar ves, l i zar d

men, dr i der s, and t hi eves .

Map l ocat i ons

Level 1:

1 . Her e you f i nd a dead body wi t h a

par t i al map of t he maze. Due t o t he

t el epor t er s t he map i s onl y par t i al l y cor -

r ect .

2. Her e you meet a pr i est who has

gone sl i ght l y cr azy. I f you Par l ay wi t h

hi mand chose Ni ce many t i mes he can

showyou hi s way out of t he pyr ami d .

Level 2:

1 . Her e anger ed mut ant l i zar ds at t ack

t he par t y.

2. Her e t her e ar e l i zar d men i n a cel l . I f

you Appr oach, Par l ay, and t hen choose

Ni ce t hey may not at t ack

Level 3:

1 . The passwor d over door i s wr i t t en i n
Det hek I t r eads NOTNOW( C64 Ver si on

1 . 0) or NOKNOK ( ot her ver si ons) . Say

t he passwor d and t hen move on

t hr ough. I f you mi ss t he passwor d a

cr azed super - mut ant l i zar d man

dest r oys your par t y .

2. Thi s r oom cont ai ns t he machi ner y

t hat pumps t he muck i nt o t he r i ver.

Thi s muck i s changi ng t he r i ver so t hat

Yar ash' s mut ant l i zar d men can t hr i ve

i n i t . Br eak t he machi ner y once, t hen

get out of t he r oom bef or e i t expl odes .

I f you hang ar ound t o do mor e damage

you may get caught i n t he expl osi on.

3. I n t hi s r oomt her e ar e capt ur ed

l i zar d men. I f you Par l ay and choose

ni ce t hey wi l l t el l you t hei r backgr ound

and gi ve you t he f r i end wor d SAVI OR. I f

you ar e not f r i endl y t hey t hr ow bar r el s

of poi sonous muck at you.

4E. Yar ash' s Of f i ce : The evi l sor cer er

Yar ash and hi s Mut ant Li zar d Man guar ds

wi l l at t ack you as you ent er t he r oom.

Af t er you def eat hi msear ch t he r oom

and hi s desk agai nst t he east wal l adj a-

cent t o CO. Check out t he t el epor t er

cont r ol s on t he nor t h wal l adj acent t o
COand t he t el epor t er i t sel f at CO.

Fi nal e: Af t er you dest r oy t he machi ner y

and def eat Yar ash, t he muck t hat has

been pol l ut i ng t he r i ver st ops f l owi ng.

As t he muck i s r emoved f r omt he r i ver

t he St oj anow Ri ver Val l ey r et ur ns t o i t s

or i gi nal ver dant bl oom. Ret ur n t o t he

ci t y and col l ect your r ewar d .
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Nxor r ser r na To

AO For war d A1+

Rever se Bl

A2 For war d A3+

Rever se A3-

A4 For war d A5+

Rever se AS-
A6 For war d A7+

Rever se A7-

BO NA B1

B2 NA B3

B4 NA B5

B6 NA B7

CO Copper C1

Si l ver C2

Gol d C3

Bl ue A3-
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Pool s

T
he St or yl l ne: Bands of l i zar d

men i n t he swamps t o t he east

have been assaul t i ng t r avel er s .

Because of t hi s i nf est at i on, no over l and

t r ade i s possi bl e wi t h ci t i es t o t he east .

Rumor has i t t hat t he Boss i s at t empt -

i ng t o r ecr ui t t hese l i zar d men t o r ei n-

f or ce hi s f or ces i n Phl an . The par t y has

been hi r ed t o " deal wi t h" t he l i zar d men

pr obl em.

The l i zar d men ar e based out of an ol d,

r ui ned keep i n t he cent er of a smal l

pat ch of f or est I n t he swamp t o t he

nor t h east . Long ago a power f ul wi zar d

pl aced a f i el d t hat r est r i ct s spel l cast i ng

over t he keep t o defend i t agai nst magi -

cal at t acks . Sadl y, t hi s di d not pr ot ect

t he keep f r oma convent i onal assaul t .

The ol d l eader of t he l i zar d men was

cont ent t o keep t he t r i be saf e i n t he
keep. Hi s l eader shi p i s bei ng usur ped
by a young war r i or who has t he suppor t
of much of t he t r i be. The young war r i or

has l ed hi s t r oops on r ai ds agai nst t r av-
el er s and i s pr epar i ng t o l ead t hemt o
Phl an t o suppor t t he Boss.

Not e: I f t he par t y f r eed t he l i zar d men

on t he second l evel of Sor cer er s I sl and
and r ecei ved t he f r i end wor d SAVI OR
t hey wi l l be met by t he ol d l i zar d man

chi ef t ai n. Af t er t hepar t y gi ves t he
wor d, t he chi ef t ai n wi l l expl ai n t he si t u-
at i on. 77r e young war r i or wi l l t hen

appear and chal l enge t he chi ef t ai n, or
hi s r epr esent at i ve, t o a duel f or l eader -
shi p of t he t r i be . I f one of t he her oes
wi l l r epr esent t he ol d chi ef t ai n and wi n
t he duel , t he t r i be wi l l suppor t t he ol d
chi ef t ai n . The ol d chi ef t ai n wi l l pl edge
t o st op t he r ai di ngand t o not suppor t
t he boss so t he l i zar d man pr obl em
wi l l have been " deal t wi t h" .

I f your par t y does not deal wi t h t he
l i zar ds by way of t he duel , t hey wi l l
have t o el i mi nat e t he l i zar d men as a

t hr eat . 7hey wi l l have t o f i ght t he l i zar d
men and t hei r gi ant l i zar ds on t he sur -

f ace ( i n t he swampy gr ound) and i n
t he cat acombs ( wi t h soggy f l oor s and
l ow cei l i ngs) . I t ht l ng i n t hese r eshi ct -
ed ar eas r educes a char act er ' s abi l i t y

t o hi t hi s t ar get , i nf l i ct damage, and

move.

Wher e You Can Rest : Your par t y can

r est anywher e i n t he keep .

Map Locat i ons

1- 6. Hol es t hat l ead f r omt he sur f ace t o
t he cat acombs. The f i r st t i me you ent er
t he cat acombs, al l r emai ni ng gi ant

l i zar ds at t ack .

7. St ai r s t hat l ead f r omt he sur f ace i nt o
t he cat acombs.

8. l i zar d Men and Gi ant l i zar ds awai t

her e t o ambush t he par t y.

9. Gi ant Li zar ds i nhabi t t hi s bui l di ng.

Pool s. Li zar d men wi l l at t empt t o

ambush t he par t y f r omt he pool s unt i l

al l t he l i zar d men have been el i mi nat -

ed . Unt i l you have el i mi nat ed t he l i zar d

men t hat guar d a pool , i t i s ver y danger -

ous t o swi mi n t he pool l ooki ng f or

l oot . But once you have el i mi nat ed t he

l i zar d men, i t i s saf e t o swi mi n t he

pool t o f i nd t he t r easur e r emai ni ng

f r omt he or i gi nal owner s of t he cast l e.

Fi nal e: Af t er ei t her duel i ng t he young

war r i or or def eat i ng t he ent i r e com-
pound of l i zar d men, your par t y wi l l

have deal t wi t h t he l i zar d man pr obl em.

Ret ur n t o t he ci t y counci l f or your

r ewar d .
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The St or yl i ne: The young hei r t o
t he house of Bi vant has been ki d-

napped i n a buccaneer r ai d . The

ci t y counci l wi l l not pay t he bl ackmai l

and hi r es t he par t y t o r et r i eve t he chi l d .

The par t y i s gi ven i nf or mat i on on t he

l ocat i on of t he hi dden buccaneer s

base. Once at t he base, t he par t y must

sear ch f or t he chi l d and t r y t o f i nd t he

f ast way past t he buccaneer s .

Not es: The f ast way t hr ough t he bucca-

neer s base I s t o scout t he ar ea and
i dent i f y t he l ocat i ons of t he boy, t he

f r ont gat e, and t he ani mal pen. 7hen,

open t he ani mal pen and st ampede
t he ani mal s, move over and f r ee t he
boy, and t hen r un f or t he f r ont gat e.

7ne l ongel r your par t y t akes t o exi t t he
compound, t he mor e gr oups of bucca-
neer s t hey' l l have t o f i ght .

Wher e You Can Rest - Your par t y can

r est i n t he Mer chant ' s Camp Ar ea ( #2) .

Map Locat i ons

1 . Fr ont Gat e: Thi s i s t he onl y exi t t o
t he wi l der ness. I t i s al ways guar ded,
but t he guar ds may be di st r act ed i f t he

ani mal s ar e st ampedi ng.

2. Mer chant ' s Camp Ar ea : Your par t y
can camp her e as l ong as i t l i kes.

3. Capt ai n' s Guar ds : The buccaneer
capt ai n' s guar ds pr ot ect t he capt ai ns
quar t er s her e .

4E. Capt ai ns Quar t er s: The buccaneer
capt ai n r esi des her e .

5. Buccaneer Bar r acks : I f you t r y t o
f or ce your way i nt o t he bar r acks, you
wi l l st ar t a f i ght .

6. Guar d Tower s : I f you t r y t o f or ce

your way i nt o t he guar d t ower s, you wi l l
st ar t a f i ght .

7. Ani mal Pen: You can r el ease t he ani -
mal s and st ar t a st ampede. The st am-
pede wi l l act as a di ver si on t o make
r escui ng t he boy easi er

8. Sl ave Pen: The boy i s kept her e. The
sl ave pen i s guar ded .

9. Sl ave Pen Guar ds: These guar ds wi l l
l eave i f t he ani mal s st ampede.

10. Huckst er : Thi s huckst er i s sel l i ng a
pass t o see t he capt ai n of t he bucca-
neer s.

Fi nal e : Once you r escue t he boy and
get out of t he camp, r et ur n t o t he ci t y
counci l . The boy wi l l be r et ur ned t o hi s
par ent s and t he par t y wi l l r ecei ve a gen-
er ous r ewar d .
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The St or ydne: Zhent i l Keep i s t he

maj or ci t y t o t he west of Phl an .

The Keeper s, as t hey ar e known,

l ook wear i l y on t he r esur gence of t hei r

anci ent r i val , Phl an. But , Lor d Cador na,

act i ng f or t he ci t y counci l , i s at t empt i ng

t o negot i at e a t r eat y wi t h Zhent i l Keep

so t hat Phl an can t ur n i t s f ul l ener gi es

on r ebui l di ng. The par t y i s or der ed t o

del i ver a magi cal l y seal ed di pl omat i c

pouch t o t he near est out post of Zhent i l

Keep, f ar t o t he west .

Lor d Cador na i s act ual l y t r yi ng t o

cement power i n t he newci t y of Phl an

f or hi msel f . He knows t hat t he her oes

woul d oppose hi s bi d f or supr eme

power i n t he ci t y so he i s sendi ng t hem

on a sui ci de mi ssi on . He al so knows

t he Keeper s ar e t ough and nast y so he

i s goi ng t o t est t hem by havi ng t hem

assassi nat e t he her s .

I n t he l ast pages of t he di pl omat i c mes-

sage, Lor d Cador na pr oposes an

al l i ance bet ween hi msel f and t he f or ces

of Zhent i l Keep. Zhent i l Keep i s t o si gnal
accept ance of t he al l i ance by r et ur ni ng
t he her oes t o Phl an, wi t h t hei r heads

on a pi ke!

The Keeper s wi l l not get t o t he assassi -
nat i on or der unt i l t hey have r ead al l t he

hundr eds of pages of di pl omat i c dou-
bl e t al k . I n t he begi nni ng t hey wi l l t r eat
t he her oes as honor ed di pl omat i c mes-
senger s. Af t er t hey r ead t he message
and accept t he al l i ance, t hei r at t i t ude
wi l l change. The her oes wi l l have t o go
i nt o t he out post , keep t hei r wi t s about
t hem, l ear n what t hey can, and t r y t o
get out al i ve when t hi ngs go wr ong.

Not e: The par t y i s l ed t hr ough much of
t he I nt r oduct i on of t hi s mi ssi on . Over
di nner , t r y t o get as much var i ed i nf or -
mat i on out of t he Commandant as
possi bl e.

Af t er t he di nner , your par t y shoul d
past a wat ch. Af t er t he Keeper s at t ack
t he par t y shoul d make a r un f or t he

f r ont gat e t o escape. The l onger t he

par t y t akes t o escape, t he mor e i t wi l l

have t o f i ght . Once t he Keeper s begi n
at t acki ng t hey wi l l st ar t comi ng i n
waves.

Wher e You Can Rest : The pl ayer s wi l l

be t aken t o a r oom( #4) wher e t hey can
r est .

Map Locat i ons

1 . The Fr ont Gat e: These gat es ar e

guar ded.

2. Guar d Tower s : These t ower s ar e f ul l
of guar ds .

3. Commandant ' s Quar t er s : Thi s i s

wher e you meet t he commandant t he

f i r st t i me .

4. The Par t y' s Quar t er s: Thi s i s wher e
t he guar ds t ake you bef or e and af t er

di nner .

5. Banacks: I f you t r y t o f or ce your way
i nt o t he bar r acks, you wi l l st ar t a f i ght .

6. St abl es : These smel l bad.

Fi nal e : Af t er t he par t y escapes t he

Out post of Zhent i l Keep, t hey shoul d
r et ur n t o t he ci t y counci l . Ther e, t hey

wi l l l ear n of t he escape of ' t he t r ai t or

Cador na' . They wi l l al so l ear n of t hei r
next mi ssi on .

40



VALHI I YGEhi GRAVEYARDS

0 1 2 3 4 5 6 7 8 9 10

41

T
he St or ydne: The Val hi ngen

Gr aveyar d i s a cal dr on over f l ow-

i ng wi t h undead . Ever si nce t he

Boss' f or ces st opped pat r ol l i ng t he

gr aveyar d af t er t he Mi ght of t he Wyr ms,

undead i n i ncr easi ng number s have

been seen i n and ar ound t he gr aveyar d .

They have even cr ossed t he r i ver i nt o

t he ci t y . The Boss wi l l not send hi s evi l

cl er i cs i nt o t he gr aveyar d; he i s f ear f ul

t hat t hey wi l l t ake cont r ol of t he undead

and t hen t ur n agai nst hi m. He has al so

f ound hi s nor mal t r oops unsuccessf ul

i n st emmi ng t he undead t i de . So f or

now, he i gnor es t he pr obl em.

11 12 13 14 15
Key:

0
H

0

MLL

F! ]

STAI RS

DOORORARCHWAY

RUBBLEDWALL

TOMBSTONES

The ci t y counci l has t aken a gr eat er and

gr eat er i nt er est i n t he gr aveyar d as t hey

began t o r et ake t he ci t y . When t he

undead onl y bot her ed t he monst er s i t

wasn' t a pr obl em, but nowzombi es

and wi ght s t r avel near r ecl ai med ar eas

of t he ci t y . Pr evi ous par t i es sent i nt o

t he gr aveyar d have not come back. The

ci t y counci l has hi r ed t he par t y t o deal

wi t h t he pr obl em. Hol d of f on ent er i ng

t he gr aveyar d unt i l t he ci t y counci l has

gi ven t he par t y a t wo- handed swor d

+1/ +3 vs . undead and sever al scr ol l s

wi t h r est or at i on spel l s .

The cr eat ur es I n t he gr aveyar d ar e

r est r i ct ed t o cer t ai n ar eas. Skel et ons

wander t he ar ea near t he ent r ance.

Zombi es wander ar ound bui l di ng 11 .

Wi ght s wander t he ar ea ar ound bui l di ng

18 . The ar ea of t he skel et ons i s t he

l east danger ous ar ea, t he ar ea of t he

zombi es i s mor e danger ous, and t he

ar ea of t he wi ght s i s t he most danger -

ous ar ea i n t he gr aveyar d .

The gr aveyar d i s ver y t ough. The popu-

l at i on of t he t hr ee t ypes of cr eat ur es i s

gr owi ng: Skel et ons, Zombi es, and

Wi ght s . Each t ype of cr eat ur es i s bei ng

" bui l t " by a spect r e i n a t ower. Ki l l al l

cr eat ur es of a t ype and el i mi nat e t he

spect r e cr eat i ng t hat t ype of cr eat ur e,

and t hat cr eat ur e wi l l di sappear f or a

t i me. But i f t he gr aveyar d i s not

cl ear ed, t he spect r e and hi s cr eat i ons

wi l l r et ur n . The l onger your par t y wai t s

bef or e i t dear s an ar ea, however , t he

mor e skel et ons, zombi es, and wi ght s

wi l l be cr eat ed.

The spect r es i n t he gr aveyar d ar e con-

t r ol l ed by an even mor e hi deous cr ea-

t ur e, a vampi r e . I I nd and dest r oy t he

vampi r e' s cof f i n, def eat t he vampi r e i n

hi s l ai r , t r ai l hi m back t o hi s dest r oyed

cof f i n, and f i nal l y def eat hi mut t er l y.

Wher e You Can Rest : Li ke t he dead,

your par t y can not r est anywher e i n t he

gr aveyar d unt i l i t i s cl ear ed .

Map Locat i ons

1 . Skel et al Hands er upt f r oma gr ave

and at t ack .

2. Skel et ons guar d t hi s mausol eum.

3. Agi ant skel et on hel ps guar d t hi s

mausol eum. Sear ch af t er t he f i ght t o

f i nd i t s t r easur e.

4. Zombi es guar d t hi s t ower .

5. Aspect r e cr eat i ng zombi es i s her e.

6. Skel et ons guar d t hi s t ower .

7. Thi s r oomi s f i l l ed wi t h poi son gas .

Cast spel l s t hat r ai se your par t y' s savi ng

t hr ows bef or e ent er i ng t o r educe t he

number of char act er s who t ake dam-

age f r omt he poi son.

8. Aspect r e cr eat i ng skel et ons i s her e.

9. Zombi es mul l ar ound out si de t hi s

mausol eum.

10. Aj u- j u zombi e hel ps guar d t hi s

mausol eum. Sear ch af t er t he f i ght t o

f i nd i t s t r easur e.

11 . Mummi es i nhabi t t hi s cr ypt . The

mummy' s f ear aur a can par al yze char -

act er s . l br ow spel l s t hat r ai se your

par t y' s savi ng t hr ows bef or e ent er i ng t o

r educe number of char act er s af f ect ed

by t he f ear aur a.

12 . Wi ght s guar d t hi s t ower .

13 . Aspect r e cr eat i ng wi ght s i nhabi t s

t hi s bui l di ng.

14. Wi ght s guar d t hi s mausol eum.

15. A wr ai t h hel ps guar d t hi s mau-

sol eum.

16. Spect r es guar d t hi s cr ypt .

17. A gal l ant kni ght and hi s t r easur e

ar e bur i ed her e.

18. The vampi r e' s cof f i n i s her e.

19 . The vampi r e i s her e. You must

def eat t he spect r es at # 13 and # 16 t o

ent er t hi s r oom.

20. An evi l magi c user wi l l of f er t o hel p

you her e. I f he j oi ns your par t y he wi l l

t ur n on you and f i ght f or t he vampi r e.

Fi nal e: Once you have ki l l ed t he vam-

pi r e BOTH t i mes, t he gr aveyar d wi l l be

cl ear ed . I t was t he vampi r e' s evi l power

t hat hol ds t he undead her e . Af t er you

have t r ul y el i mi nat ed t he vampi r e,

mar ch t r i umphant l y back t o t own t o

gar ner your r ewar d .
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Map Locat i ons

1 . Mer chant I n Wagon: Dur i ng dayl i ght

hour s you can meet a mer chant her e

who has a wagon . He wi l l sel l you t he

wagon t o use as a di sgui se so t hat you

can get past t he bugbear s and at t ack

t he guar ds i n t he t ower s by sur pr i se.

2. Bugbear Pat r ol Ar ea: The Bugbear

guar ds pat r ol t hi s ar ea i n f r ont of t he

gat e . I f you ar e di sgui sed and t he bug

bear s don' t see t hr ough your di sgui se,

you may move t hr ough t he gat e f r eel y .

I f you ar e not di sgui sed and t r y t o bul l

your way t hr ough, or i f your di sgui se i s

penet r at ed, you wi l l have t o f i ght t he

bugbear s .

3. Sout her n Gat e: Thi s i s t he f r ont

ent r ance t o St oj anow Gat e. I t i s l ocked

by massi ve beams . I f t he bugbear s do

not l et you t hr ough t hen ei t her massi ve

st r engt h or a knock spel l i s r equi r ed t o

open t he gat es. I f you t r y t o br eak
down t he gat e, t he guar ds wi l l t hr ow
boul der s at you.

4. Nor t her n Gat e : Thi s i s al so a mas-

si ve gat e . I f t he bugbear s have not l et

you t hr ough, ei t her massi ve st r engt h or
a knock spel l i s r equi r ed t o open t he
gat e . I f you t r y t o br eak down t he gat e,

t he guar ds wi l l t hr ow boul der s at you. I f
you got past t he bugbear s i n di sgui se
and f ought t he guar ds i n t he t ower s,

t hen t he bugbear s wi l l f i ght you her e
when you t r y t o pass t hr ough t he gat e
on your way home .

5. I f you f ought t he bugbear s and have
opened bot h gat es t hen t he et t i n
guar ds f r om bot h t ows wi l l f i ght you
her e .

6. West Tower : I f you successf ul l y

sneak past t he bugbear guar ds, t hen

you can assaul t t he guar ds i n t he t ower

by sur pr i se. I f t he guar ds i n t he t ower
sound t he al ar mdur i ng t he f i ght , you

wi l l meet t he guar ds f r omt he ot her

t ower as you l eave .

7. East Tower : I f you successf ul l y
sneaked past t he bugbear guar ds, t hen
you can assaul t t he guar ds i n t he t ower

by sur pr i se. I f t he guar ds i n t he t ower

gi ve t he al ar mdur i ng t he f i ght , you wi l l
meet t he guar ds f r omt he ot her t ower

as you l eave.

Fi nal e: Af t er you have cl ear ed t he gat e,
t he way i s open t o assaul t t he Boss'

st r onghol d, Val j evo Cast l e. Guar ds f r om

t he ci t y of Phl an wi l l r ush up and make

sur e t he gat e i s hel d open . You may
want t o r et ur n t o t he ci t y, coi l ed your

r ewar d, r est , heal , memor i ze spel l s,

and pr epar e f or t he f i nal assaul t on

Val j evo Cast l e .
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T
he St or ygne : The St oj anow Gat e
r est s on an ear t hen damt hat

di ver t s t he St oj anow Ri ver ar ound

t he Val j evo Cast l e. I t i s t he onl y ent r ance
i nt o t he cast l e . The gat e i s guar ded on
t he ci t y si de by a squad of bugbear s .

The t ower s cont ai n et t i ns and human

l eader s . A st r ai ght f or war d assaul t on
t he gat es wi l l be a danger ous and

bl oody af f ai r . Tr i cker y may make t he

j ob much easi er .
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Wher e You Can Rest : You can r est on
t he sout h si de of t he gat e so l ong as
you ar e not adj acent t o t he wal l or i n
t he bugbear pat r ol ar ea. You can al so
r est i n a t ower af t er def eat i ng t he

i nhabi t ant s.

Not es: I f you move adj acent t o t he
wal l , t he guar ds on t op of t he wal l wi l l

spot you and t el l you t o l eave. 777e se&

and t i me you ar e adj acent t o t he wal l ,
t hey wi l l send t he bugbear s af t er you.
I f you don' t r esi st t he bugbear s t hey
wi l l onl y do mi ni mal damage t o you
and send you on your way.

One of your f i ght s may set of f t he

al ann. Angr y pat r ol s wi l l f l ood t he
nor t h si de of t he bl ock . The al ar monl y

l ast s f or an hour , however . You can
hi de i n a t ower and r est out t he al ar m.



VALJEVOCASTLE: I nt r oduct i on

V
al j evo Cast l e i s t he st r onghol d of t he Boss, who
by nowyou know i s Tyr ant hr axus t he Fl amed

One, one of t he or i gi nal conquer or s of Phl an .
He r uns hi s hol di ngs f r omt he t ower i n t he cent er of
Val j evo Cast l e. The Cast l e i s sur r ounded on al l si des
by bui l di ngs t hat cont ai n Tyr ant hr axus' suppor t er s .

I nsi de of t hat i s a wal l wi t h t wo mai n gat es on t he

sout heast and nor t hwest si des . I nsi de t he wal l i s a

maze of poi sonous hedges . The maze i s dot t ed wi t h

t el epor t er s and cr awl s wi t h gi ant snakes dur i ng al er t s .

I n t he cent er of t he maze i s t he t wo- st or y i nner t ower

wher e Tyr ant hr axus hol ds cour t . Her e you must sneak

past Tyr ant hr axus' t r aps and guar ds, f i nd t he evi l l ead-
er , and def eat hi m. Onl y t hen can Phl an be f r ee.

Whi l e i n t he cast l e ar ea, one of your f i ght s may set of f
t he al ar m. Angr y pat r ol s wi l l f l ood t he ar ea The al ar m

onl y l ast s f or an hour , however . You can hi de i n many

of t he bui l di ngs and t ower s and r est out t he al ar m. I f

you encount er a pat r ol and ar e i n di sgui se, you can

par l ay wi t h t hem. Ei t her choose Meek and gi ve t he

passwor d HARASt 1, or choose Haught y or Abusi ve
and gi ve your aut hor i t y as TYRANTHRAXUS.

I f t he al ar m i s not on, you may r est anywher e i n t he
cast l e. When t he al ar m i s goi ng, t he l ocat i ons l i st ed i n
t he i ndi vi dual ar eas ar e saf e .

VALJEVO CASTLE SOUTH WEST :
2
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T
he St or yl i ne: The easi est way
ar ound t he cast l e i s t o go i nt o t he
l aundr y and get di sgui sed. Then

you can meet wander i ng pat r ol s wi t h-

out set t i ng of f t he al ar m.

Wher e You Can Rest : You can r est i n
t he smokehouse ( #3) .

Map Locat i ons

1 . Laundr y Room: Par l ay wi t h t he wash-
er women and choose Ni ce and t hey
wi l l di sgui se you. Di sgui se i s br oken i f
you f i ght or do somet hi ng suspi ci ous
and someone get s away .

2. Smi t hy : At ni ght you can st eal some
basi c equi pment . Dur i ng t he day t her e

13 14 15
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ar e t he smi t hy and hi s hel per s. I f you

ar e nast y t her e i s a f i ght .
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3. ASmokehouse: You can hi de and
r est saf el y i n her e.

4. ABane Chapel : I f you accept Bane' s

bl essi ng and ar e not evi l , you get bl ast -

ed . I f you do not accept t he bl essi ng

and l eave, you ar e at t acked . Af t er t he

f i ght , sear ch t he al t ar. Your par t y wi l l

f i nd a f ew coi ns and t wo swor ds . I f t hey

t ake t he coi ns t hen Bane wi l l bl ast t hem.

I f t hey t ake t he coi ns or t he swor ds

t hen t hey wi l l aut omat i cal l y be r ecog-

ni zed as bl asphemer s f r omt hen on.
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W
her e You Can Rest : You can

r est i n t he of f i cer ' s quar t er s
( #5) once you have bl uf f ed

t he gi ant s .

Map Locat i ons

1 . Bar r acks: I bi s ar ea i s unoccupi ed at
ni ght . I n dayl i ght you may sur pr i se t he
gi ant s sl eepi ng i nsi de.

2. Bar r acks: I n dayl i ght you may cat ch

gi ant s sl eepi ng. I f t he gi ant s ar e not
i nsi de, t hey have pl aced a bucket of
sand over t he door .

3. Mai n Gat e : The passwor d t hr ough
t he mai n gat e i s RHODI A. I f you have
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r escued Cadoma he can gi ve you t he
passwor d, or you can f i ght t he gat e
guar ds . I f you do not have t he passwor d,
you wi l l need massi ve St r engt h or a

Knock spel l t o get t hr ough t he gat e.

4. Lat r i ne : Smel l s bad.

5. Of f i cer s Quar t er s: Some gi ant s wi l l
cat ch you as you ent er. Par l ay t o bl uf f

t hem. Sear ch t he of f i cer s quar t er s f or
hi s t r easur e.

6. Guar d Post : Anyone who wal ks out -
si de t he guar d post i s chal l enged.
Par l ay wi t h t he guar d and ei t her choose

Meek and gi ve t he passwor d HARASH,
or choose Haught y or Abusi ve and gi ve

your aut hor i t y as ' I YRAI yTHRAXUS.

7. Mess Hal l .

VALJEVO CASTLE, NORTH EAST :
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her e You Can Rest : You can

r est i n t he Ar mor y ( #3) .

Map Locat i ons

1 . Guar d Post : Anyone who wal ks out -

si de of t he guar d post i s chal l enged .

Par l ay wi t h t he guar d and ei t her choose
Meek and gi ve t he passwor d HARASH,
or choose Haught y or Abusi ve and gi ve

your aut hor i t y as 1YRANTHRAXUS.

2. Bar r acks : Par l ay wi t h t he gi ant s and
choose Haught y or Sl y t o con t hem i nt o

wi ng you t he passwor d.

3. Ar mor y: Her e you can gr ab any
pi ece of common equi pment you want .

Key :
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4. Ki t chen : I f you def eat t he gnol l over -

seer , your par t y wi l l f i nd t he passwor d

t o t he gat e.

5. Recor ds Of f i ce: Her e you can exam-

i ne Tyr ant hr axus' r ecor ds . As you ex-

ami ne r ecor ds you may f i nd i mpor t ant

i nf or mat i on, but you may be i nt er r upt -

ed by a scr i be who can sound t he

al ar m.

6. Scr i be' s Of f i ce: At ni ght t he of f i ce

wi l l be empt y. Dur i ng t he day you wi l l

meet Tyr ant hr axus' envoys who may

at t ack you.
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hemYou Can Rest : You can

r est i n t he Ol d Bui l di ng ( #7) .

Map Locat i ons

1 . Snake House: Af ami l y of gi ant

snakes has cl i mbed over t he wal l i nt o

t hi s bui l di ng.

2, 8. Bar r acks: Thi s ar ea i s unoccupi ed

at ni ght . I n dayl i ght you may sur pr i se

t he gi ant s sl eepi ng I nsi de.

3. Mai n Gat e: The passwor d t hr ough

t he mai n gat e i s RHODI A. I f you have

r escued Cador na he can gi ve you t he

passwor d, or you can f i ght t he gat e

guar ds . I f you do not have t he pass-

wor d, you wi l l need massi ve St r engt h

or Knock spel l t o get t hr ough t he gat e.

Al . Cel l : I f t he t r ai t or Cador na has f l ed

t he ci t y Tyr ant hr axus' guar ds have cap-
t ur ed hi mand pl aced hi m her e . I f you

f r ee hi m, he wi l l accompany you ( f r om

t he r ear ) and t el l you t he passwor d t o
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get t hr ough t he mai n gat e . I f you l eave

hi m her e, he wi l l sound t he al ar mi n an

at t empt t o get i n good wi t h Tyr ant hr axus .

5. Wel l : Achar act er wi t h a good Con-
st i t ut i on can go swi mmi ng t o f i nd a
t r easur e at t he bot t omof t he wel l .

6. Gi ant ' s Guar d Post : Anyone who
wal ks out si de of t he guar d post i s chal -
l enged . Par l ay wi t h t he guar d and ei t her

choose Meek and gi ve t he passwor d

HARASH, or choose Haught y or Abusi ve

and gi ve your aut hor i t y as TYRAN-

THRAXUS.

7. Ol d Bui l di ng: Cei l i ng may f al l i n on

t he par t y.

VALJEVO CASI LE MAZE

W
her e You Can Rest : You can

r est i n ei t her Tower ( #4, 5) af t er

you deal wi t h t he encount er

t hat I s t her e.

Not e : When t he al ann goes of f gi ant

snakes ar e r el eased i nt o t he maze.
One hour l at er t he maze i s cl ear ed.
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W
her e You Can Rest : You can

r est anywher e i n t he upper l evel

unt i l you meet Tyr ant hr axus .

Map Locat i ons

LoWr er Level :

1 . Fal se Tyr ant hr axus : Thi s i s t he

t hr one r oomof t he f al se human Tyr an-

t hr axus and hi s guar ds . I f you choose

par l ay, you can avoi d a f i ght . I f you ar e

Meek or ni ce, you ar e gi ven t he opt i on

t o l eave . I f you ar e Abusi ve, he may

gi ve up or f i ght .

2. St ai r s t o t he upper l evel .

3. Medusa' s Chamber : Tyr ant hr axus

keeps a pet medusa her e so t hat peo-

pl e who don' t knowt hei r way i n t he

cast l e wi l l wander ! n and get t ur ned t o

st one.

Upper Level :

1 . St ai r s t o l ower l evel .

2. Tr ap Door Room: Thi s r oom con-

t ai ns a t r ap door t hat l eads t o t he Med-

usa' s chamber. I f a char act er gl ances

down t he t r ap door , he may be t ur ned

t o st one.

3. Wai t i ng Room: Messenger s t hat wor k

f or denheer i s ( 2nd i n command) and

Tyr ant hr axus ( t he Boss hi msel f ) wai t

her e f or t hei r mast er s. I f you choose

Par l ay and t hen choose ni ce, t he mes-

senger wi l l be cal l ed i nt o Denheer i s'
of f i ce . I f you ki l l t he messenger , you
wi l l al er t denheer i s.

44 . denheer ! s' Of f i ce: I f you ki l l ed t he

messenger or choose Par l ay and t hen

choose ot her t han Meek or ni ce, he

t hi nks you wer e sent t o ki l l hi m. He wi l l

j oi n you i f you pr omi se t o i mmedi at el y

at t ack Tyr ant hr axus . I f you don' t go
st r ai ght t hr ough t he door i nt o

Tyr ant hr axus' l ai r , he wi l l sl i p away .

5. Tyr ant hr axus' Lai r : Her e you wi l l

meet Tyr ant hr axus' guar ds, and t hen

conf r ont t he evi l conquer or hi msel f .

Cast as many pr epar at or y spel l s on

your par t y as you can bef or e you ent er

t he r oom. I f you def eat bot h

Tyr ant hr axus and hi s guar ds, Phl an wi l l

be f r ee! Good Luck!

Fi nal e : Once you def eat Tyr ant hr axus,

hi s r emai ni ng mi ni ons cower i n f ear

and conf usi on. You mar ch t r i umphant l y

back t o t he ci vi l i zed sect i on . Go t o ci t y

hal l . Once I n ci t y hal l , you r ecei ve t he

r ecent l y r ecover ed Cr own Jewel s of

Anci ent Phl an and t he gener ous t hanks

of t he ci t y counci l . Your over al l quest i s

f i ni shed. You may cont i nue t o wander

t hr ough t he wi l der ness and uncl ear ed

bl ocks i f you wi sh t o cont i nue t o f i ght

monst er s and gai n addi t i onal XP and

t r easur e.

Keep your par t y t oget her , because t hey

can advent ur e t oget her t hr ough t he

next AD&D®, FORCKY1=1 REALMS7" ,

Fant asy Rol e- Pl ayi ng Epi c : " Tyr e Cur se

of t he Azur e Bonds. "



SELECTI NG HEROES

Wi t h di f f er i ng abi l i t y scor es, cl asses, cl ass

combi nat i ons, and r aces you can cr eat e

many di f f er ent ki nds of char act er s i n Pool

of Radi ance. You can wi n t he game wi t h

al most any combi nat i on of char act er s,

but some wi l l make i t easi er t han ot her s.

You wi l l need a par t y wi t h a bal ance of

f i ght i ng abi l i t y, cl er i cal spel l use, and

magi c user spel l use. You wi l l al so want a

char act er wi t h t hi evi ng abi l i t i es i n your

par t y and at l east one char act er wi t h an

ext r aor di nar y st r engt h .

You wi l l need t o bal ance each char act er ' s

r ace agai nst t he cl ass of char act er s you

need . Human char act er s can excel at any

si ngl e char act er cl ass, but non- human

char act er s can be mi xed cl ass and have

sever al set s of capabi l i t i es at once. But ,

mi xed cl ass char act er s advance mor e

sl owl y t han si ngl e cl ass char act er s . They

wi l l gener al l y be one or t wo l evel s behi nd

a si ngl e cl ass char act er af t er t he same

amount of advent ur i ng.

Pi on- human char act er s have a maxi mum

possi bl e l evel i n each cl ass ( except

t hi eves, see t he char t on t he back of t he

r ul ebook) . Because of t hese l i mi t s human

char act er s wi l l al ways achi eve hi gher l evel

t han non- human char act er s af t er suf f i -

ci ent advent ur i ng. So, non- human char ac,

t er s shoul d pl ay t o t hei r st r ong poi nt s and

be mi xed cl ass and l et humans be t he

si ngl e cl ass char act er s .

Human f i ght er s can be t he best f i ght er s i n

t he game because of t hei r hi gh maxi mum

st r engt h and unl i mi t ed maxi muml evel .

l i on- human char act er s can hel p wi t h t he

f i ght i ng as mi xed cl ass f i ght er / t hi ef , f i ght -

er / magi c user , f i ght er / cl er i c, or

f i ght er / magi c user / cl er i c ( as t he r aci al l i m-

i t s al l ow) . I Yon- humans have l ower maxi -

mumst r engt hs and have l i mi t ed max

l evel . Human cl er i cs can al so hel p wi t h

t he f i ght i ng but t hey cannot have excep-

t i onal st r engt h, or use t he best weapons,

nor i s t hei r HP, THACO, or number of

bl ows as good as a t r ue f i ght er .
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Cl er i cs ar e especi al l y usef ul i n your par t y,

t hey have t he second f ast est advance-

ment and get t he most spel l s of any spel l

usi ng cl ass . The cl er i c' s bl ess, cur e l i ght

wounds, det ect magi c, hol d per son, and

pr ayer spel l s ar e ver y usef ul . Onl y t wo

r aces can add cl er i cal abi l i t i es t o your

par t y, humans and hal f - el ves . Human

cl er i cs can r each t he maxi mum6t h l evel

al l owed i n Pool of Radi ance . At 6t h l evel a

cl er i c i s much mor e power f ul agai nst

undead t han at l ower l evel s, he can even

dest r oy skel et ons and zombi es, r at her

t han j ust t ur n t hem. Hal f - el f cl er i cs can

onl y r each 5t h l evel , so t hey ar e most

usef ul as mi xed cl ass cl er i c/ magi c user s .

and f i ght er / cl er i c/ magi c user s.

Magi c user spel l s pr ovi de much of t he

of f ensi ve punch of your par t y . Char mper -

son, magi c mi ssi l e, sl eep, st i nki ng cl oud,

f i r ebal l , i nvi si bi l i t y 10' r adi us, and l i ght -

ni ng bol t ar e al l power f ul spel l s i n t he

magi c user s ar senal . But , magi c user s ar e

ver y vul ner abl e i n combat ; t hey have f ew

HP and can wear no ar mor . But , bot h

el ves and hal f el ves can be magi c user s,

bot h can pr ogr ess t o t he maxi mum6t h

l evel al l owed i n Pool of Radi ance, and

bot h can become mi xed cl ass t o gai n t he

benef i t s of mor e HP and heavi er ar mor . I n

gener al , t hen, your magi c usi ng char ac-

t er s shoul d be el ven or hal f - el ven f i ght -

er / magi c user s, or hal f el ven cl er i c/ magi c

user s or f i ght er / cl er i c/ magi c user s.

Thi eves have t he f ast est advancement of

any cl ass . They al so have speci al abi l i t i es

t hat al l ow t hemt o open l ocks, f i nd dr

r emove t r aps, cl i mb wal l s, and backst ab .

Unf or t unat el y, t hi eves ar e al most as vul -

ner abl e as magi c user s i n combat , t hey

have onl y a f ewmor e HP and t he heavi est

ar mor t hey can wear i s l eat her . Lucki l y, al l

r aces have unl i mi t ed advancement as

t hi eves, and al l t he non- human r aces can

be mi xed cl ass f i ght er / t hi eves. Dwar ves

and hal f - el ves make t he best f i ght er /

t hi eves because of t hei r hi gh maxi mum

st r engt h and t hei r hi gh maxi mumf i ght er

l evel .

Some ki nds of char act er s ar e at a di sad-

vant age because of t hei r abi l i t y scor e or

max l evel l i mi t s . Femal e char act er s ar e at

a di sadvant age as a f i ght er or f i ght er

mi xed cl ass char act er because of t hei r

r educed maxi mumst r engt h . But , f or

most ot her t ypes of char act er s, especi al l y

pur e cl er i cs and mi xed cl ass cl er i c/ magi c

user s, t hey f unct i on j ust as wel l as mal e

char act er s . Thei r l ot i s act ual l y bet t er t han

t hat of hal f l i ngs and gnomes, nei t her of

whi ch excel s at any par t i cul ar cl ass.

Each char act er ' s capabi l i t i es ar e bui l t

ar ound hi s abi l i t y scor es . Si nce i t onl y

t akes a second f or t he comput er t o r ol l a

set of scor es i t I s no cr i me t o r ol l a f ew

t i mes unt i l you get a char act er whose

abi l i t y scor es mat ch what you want . You

can al so modi f y a char act er ' s abi l i t y

scor es af t er he has been bui l t , but not

af t er he has gone up a l evel .

I f you want your char act er s t o have t he

maxi mumf i ght i ng ef f i ci ency t hey wi l l

need i mpr essi ve abi l i t y scor es . Fi ght er s

need t he hi ghest possi bl e st r engt h t o get

maxi mumbonuses t o THACOand

Damage . Magi c user s cr eed an I nt el l i gence

of at l east 16 t o get t hei r exper i ence

bonus . Cl er i cs need a wi sdomof 17 or

bet t er t o get t he maxi mumnumber of

spel l s . Al l char act er s need t he hi ghest

possi bl e dext er i t y because dext er i t y gi ves

you : t he best chance t o move bef or e your

opponent , a +1 ACf or each poi nt of dex-

t er i t y over 14, and a +1 THACOwi t h mi s-

si l es f or each poi nt of dext er i t y over 15 .
Al l char act er s need a const i t ut i on of 16

or bet t er , and Fi ght er t ypes need a const i -

t ut i on of 18, t o get t he maxi mumbonus

t o t hei r HE The par t y' s spokesman needs
a char i sma of 18 t o get t he maxi mum

r eact i on bonus.

The char act er s i n a par t y do not need
such amazi ng scor es t o wi n t he game. I n
f act , any wel l pl ayed par t y shoul d be abl e

t o wi n. The comput er i s smar t enough t o

gauge t he power of t he par t y and i t of t en

modi f i es t he number of monst er s i n an

encount er t o gi ve t he par t y a good f i ght
r egar dl ess of t hei r power . Begi nni ng char -

act er s wi t h ver y hi gh abi l i t y scor es l ook t o
t he comput er l i ke hi gh l evel advent ur er s .
Thi s may put t hemat a di sadvant age

because t he par t y does not have t he HP,

spel l s or t he magi c t r easur e of hi gh l evel

advent ur er s .

A bal anced par t y needs at l east f our char -

act er s wi t h good f i ght i ng capabi l i t i es, at

l east t wo char act er s t hat can t hr ow cl er i -

cal spel l s, at l east t wo char act er s t hat can

t hr ow magi c user spel l s, at l east t wo char -

act er s who ar e equi pped wi t h bows, and

at l east one char act er who has t hi evi ng

abi l i t i es . As t hi s i s mor e t han si x char ac-

t er s, some of t he char act er s wi l l have t o

have mul t i pl e capabi l i t i es . Once you have

t hese bases cover ed, mi x and mat ch t he

par t y' s capabi l i t i es t o mat ch your st yl e of

pl ay.

DEFERnONS AND CONCEPTS

Her e ar e some I mpor t ant concept s t hat

you wi l l need t o under st and t o pl ay Pool

of Radi ance t o t he f ul l est capaci t y .

Bl ock: A 16 squar e by 16 squar e ar ea

t hat i s di spl ayed f r om a 3D poi nt of vi ew.

Unl ess t he pl ayer i s l ost , or i t i s i mpossi -

bl e t o f i nd one' s way, t he Xand Ycoor di -

nat es ar e avai l abl e beneat h t he f i st of

char act er s i n t he par t y . 0, 0 I s I n t he nor t h

west comer ; 15, 15 I s i n t he sout h east

cor ner .

Commi ssi ons : The ci t y counci l awar ds

commi ssi ons as a way t o di r ect her oes

t owar ds awai t i ng advent ur es . The par t y

does not have t o ' accept ' a commi ssi on .

As soon as t he cl er k i nf or ms t he par t y of

a mi ssi on, t hey may f r eel y under t ake i t . I n

f act , i f t he par t y compl et es a mi ssi on

whi l e expl or i ng on t hei r own t hey may

al so get t he r ewar d, even t hough t hey

have never f or mal l y r ecei ved wor d of t he

commi ssi on.

Dr ai n and Rest or at i ons Power f ul un-

dead such as wi ght s, wr ai t hs, and vam-

pi r es can dr ai n l evel s f r om a char act er

when t hey hi t I n combat . The char act er

l oses hi s l evel or l evel s al ong wi t h t he

addi t i onal HP, i mpr oved THACO, and t he

ot her advant ages of l evel . Hi s XP wi l l be

r educed t o t he mi ni mumf or hi s new l evel .
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A cl er i c can cast a r est or at i on spel l of f of

a scr ol l t o r est or e one dr ai ned l evel . The

char act er wi l l r egai n hi s HP THACQ, and

ot her advant ages of hi s l evel . But , hi s XP

wi l l be r ai sed onl y t o t he mi ni mumf or hi s

r est or ed l evel .

Maps: Page 25 and 26 of t he Advent ur er s

Jour nal cont ai n t hr ee accur at e maps of

t he Ci t y of Man, t he Ar ea Near Phl an,

and t he Moonsea . The ci t y map shows

t he l ocat i ons of t he di f f er ent bl ocks wi t h-

i n t he ci t y . The Ar ea Near Phl an map

shows t he ext ent of t he wi l der ness i n

Pool of Radi ance . The Moonsea map

shows wher e Pool of Radi ance occur s i n

r el at i on t o ot her ar eas I n t he FORt 7OTTE1i

REALMS' game wor l d. Ot her AD&D®

comput er pr oduct s may be set I n t he ar ea

near t he Moonsea.

Memor i zi ng Spel l s: I n Pool of Radi ance,

spel l cast er s must memor i ze t hei r spel l s

bef or e t hey can cast t hem. Each char ac-

t er can onl y have a smal l number of

spel l s memor i zed at any t i me . The num-

ber of spel l s a char act er can memor i ze at

one t i me i s based on t he char act er ' s l evel

and i s shown i n t he Appendi ces of t he

Advent ur er s Jour nal .

To memor i ze spel l s, send t he par t y t o

Camp . Hi ghl i ght t he f i r st char act er you

want t o memor i ze spel l s . Access t he

Magi c menu and t hen t he Memor i ze com-

mand. The char act er ' s l i st of avai l abl e

spel l s i s shown. Use t he Next and Pr ev

commands t o f i nd t he page wi t h t he spel l

you want t o memor i ze. Choose t he Mem-

or i ze command. Hi ghl i ght t he spel l you

want t o memor i ze and pr ess Ret ur n or t he

j oyst i ck but t on t o pi ck i t . The comput er

di spl ays t he number of r emai ni ng spel l s

your char act er can memor i ze by l evel .

Choose spel l s unt i l you have I ndi cat ed

t he spel l s you want your char act er t o

memor i ze, or your char act er can memo-

r i ze no mor e spel l s . Choose Exi t f r omt he

spel l l i st and f r omt he Memor i ze menu.

The comput er di spl ays t he f i st of spel l s

you have chosen . Conf i r mt hat t hi s i s t he

l i st of spel l s you want your char act er t o

memor i ze. Repeat t hi s pr ocess f or al l of

your spel l cast er s .
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Once you have pi cked al l t he spel l s your

char act er s want , i t i s t i me t o r est and

act ual l y memor i ze t he spel l s . Choose t he

Rest command . Not e t he t i me al r eady f i st -

ed on t he cl ock Thi s i s t he mi ni mumt i me

necessar y t o memor i ze al l t he spel l s you

have pi cked . Choose t he Rest command

f r omt he Rest menu . The comput er wi l l

di spki y each spel l as i t i s memor i zed .

I f your char act er s' r est i s i nt er r upt ed,

t hey may not memor i ze al l of t hei r cho-

sen spel l s . I f t he char act er ' s r est . i s not

i nt er r upt ed t hen t hey wi l l have al l t hei r

chosen spel l s memor i zed and be r eady t o

advent ur e.

Qui ck Combat s I f you don' t want t o deal

wi t h combat , you may t ur n on Qui ck

Combat and l et t he comput er r un t hi ngs

f or you . You may put any char act er I nt o

qui ck combat by choosi ng t he Qui ck

command. You may put al l char act er s

i nt o qui ck combat by t ypi ng ' Q' dur i ng

any char act er ' s t ur n. You may t ake manu-

al cont r ol of al l char act er s by t ypi ng t he

spacebar whi l e one of your char act er s i s

movi ng on scr een . You may set char ao-

t er s t o cast spel l s by t ypi ng ' M' dur i ng any

char act er ' s t ur n. When you t ype ' M' t he

comput er di spl ays ' Magi c On' . You may

t ur n of f spel l cast l r : g by t ypi ng ' M' agai n.

Then t he comput er di spl ays ' Magi c Of f ' .

Wi t h ' Magi c On; t he comput er wi l l pi ck

spel l s f or pl ayer char act er s I n Qui ck cor n-

bat . Wi t h ' Magi c Of f , pl ayer char act er s

wi l l not t hr ow spel l s i n Qui ck combat .

You have some t act i cal cont r ol over char -

act er s I n Qui ck combat . Char act er s wi t h

r eadi ed ar r ows and a bowwi l l st and f ast

and f i r e ar r ows unt i l t he enemy comes

adj acent . Char act er s wi t hout r eadi ed

ar r ows wi l l char ge t owar d t he enemy .

Char act er s wi l l at t empt t o use r eadi ed

magi c i t ems.

Your char act er ' s choi ce of spel l s I s al so

i mpor t ant I f you use Magi c On i n Qui ck

combat . Avoi d spel l s wi t h l ar ge ar eas, t he

comput er nor mal l y abor t s an of f ensi ve

spel l i f t he comput er sees an al l y i n t he

t ar get ar ea. Of f ensi ve spel l s such as

magi c mi ssi l e, hol d per son, and st i nki ng

cl oud ar e usef ul because t hey ar e si ngl e

t ar get or have a smal l ar ea of ef f ect .

Lar ge ar ea spel l s, such as sl eep or f i r e-

bal l , ar e ver y usef ul under manual con-

t r ol , but may of t en be abor t ed i n Qui ck

combat . Heal i ng and det ect spel l s have

l i t t l e use i n qui ck combat , t hough Bl ess

and Pr ayer ar e somet i mes usef ul .

I f you do not want t o bot her wi t h a f i ght

and want combat over as soon as possi -

bl e, access a char act er ' s second menu

and choose t he Speed command . Set t he

Speed t o 0. Deci de howeach char act er

wi l l f i ght by r eadyi ng or unr eadyi ng t hei r

ar r ows and magi c I t ems . Then t ype ' Q' t o

set al l char act er s t o Qui ck combat I f a

f i ght i s par t i cul ar l y di f f i cul t you may want

t o t ype ' M' t o t ur n ' Magi c On' . Then, si t

back and wat ch t he comput er do al l t he

wor k f or you .

The comput er i s not as good a t act i ci an

as you ar e. You may be abl e t o di r ect

your her oes t o wi n a f i ght t hat t hey woul d

l ose I n Qui ck combat . But as your char ao-

t er s get t ougher you can use Qui ck com-

bat wi t h l ess r i sk . But , i f your char act er s

begi n t o l ose t oo badl y, be r eady t o hi t

t he spacebar and t ake cont r ol back . I n

t he end, you may have t o save t he day.

RandomEncount er s: Of t en monst er s

r oamar ound t he bl ocks wher e t he mi s-

si ons t ake pl ace . These monst er s do not

have a f i xed l ocat i on or t i me, but may

occur i n many di f f er ent pl aces . Of t en a

pl ayer must def eat a number of t hese r an-

domencount er s, as wel l as al l t he f i xed

encount er s, t o cl ear a bl ock.

Rest i ng: Apar t y must r est sever al hour s
f or char act er s t o memor i ze spel l s . The

par t y may al so r est f or a f ul l day so t hat
each char act er can heal one Hf ? Many

ar eas ar e so danger ous t hat t he par t y can
not r est ; t hey wi l l be i nt er r upt ed by t he
enemy . Saf e ar eas ar e pl aces wher e t he

Par t y can nest wi t hout i nt er r upt i on .

Set Encount er : Aset encount er i s an
encount er i n a f i xed l ocat i on and/ or t i me .
Most set encount er s ar e keyed t o t he
maps i n each advent ur e descr i pt i on .

Templ es: Templ es pr ovi de a number of

ser vi ces t hat t he par t y cannot get any-

wher e el se. I f a char act er has di ed due t o

wounds, t he t empl e can r ai se dead. I f a

char act er has been t ur ned t o st one, t he

t empl e can t ur n hi mback t o f l esh . I f a

char act er has been ki l l ed by poi son, t he

t empl e can neut r al i ze poi son ( t o r emove

t he poi son f r omt he syst em) and t hen

r ai se hi m f r omt he dead . I f t he par t y has

a 3r d l evel cl er i c, t hey can use t he sl ow

poi son spel l t o make t he poi soned char -

act er ' al i ve' when he goes i nt o t he t em-

pl e. Then t he t empl e need onl y t hr ow a

neut r al i ze poi son t o br i ng t he char act er

back . I f t he par t y' s char act er s have l ost

HP i t i s cheaper t o go t o an i nn and r est

f or many days t han t o have t he t empl e

t hr ow cur e spel l s .

Thi evi ng Abi l i t i es : Char act er s who ar e

t hi eves or mi xed cl ass t hi eves have a

number of speci al abi l i t i es I ncl udi ng t he

chance t o: pi ck l ocks, cl i mb wal l s, f i nd

and di sar mt r aps, and t he abi l i t y t o back-

st ab f or mul t i pl e damage. But , f or a

mi xed cl ass char act er t o exer ci se hi s

t hi ef l y abi l i t i es he must not be wear i ng

any ar mor heavi er t han l eat her . Remem-

ber , bef or e t he f i ght er / t hi ef can backst ab,

or pi ck a l ock, he must unr eady hi s heavy

ar mor .

Tr ansl at i on Wheel : The wheel i s used

sever al ways dur i ng t he game. To begi n

t he game mat ch t he symbol s on scr een

and r ead t he passwor d f r omi nsi de t o out

si de under t he i ndi cat ed l i ne . Dur i ng t he

game mat ch t he symbol t o t he appr opr i -

at e t r ansl at i on t ab and r ead t he l et t er

under t he . . . . . pat h i n r i ng 1 .

As an exampl e : I f you mat ch t he Tr ans-

l at e Det hek t ab wi t h t he Tr ansl at e Espr uar

t ab a 0 i s shown under t he . . . . . pat h I n

r i ng 1 . Move t he i nsi de r i ng 1 space

cl ockwi se . The r i ng 1 under t he . . . . . pat h

now shows an ' A' . The Det hek ( or

Dwar vi sh) ' A" shows under t he Tr ansl at e

Det hek t ab . The Espr uar ( or El vi sh) ' A'

shows over t he Tr ansl at e Espr uar t ab .
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who i s t ur ni ng your f l ank or who can get

back shot s on your f r ont l i ne i s al so a

good t ar get . Don' t shoot at enemy f r ont

l i ne f i ght er s unl ess you ar e t r yi ng t o di sen-

gage your f r ont l i ne t o maneuver or

r et r eat .

I f onl y t he enemy has r anged weapons

t hen cl ose as soon as possi bl e . Once you

get adj acent t o an enemy, i t ' s much har d-

er f or hi m t o use hi s bowor magi c

agai nst you . Tr y t o use t er r ai n t o bl ock

t he enemy ar cher ' s l i ne of si ght and l i mi t

hi s t ar get s t o your t r oops wi t h t he heavi -

est ar mor .

Magi c has t he capabi l i t y t o change def eat

i nt o vi ct or y, or vi ct or y i nt o def eat . Tacr

t i cal l y, some si mpl er spel l s and magi c

i t ems act ver y much l i ke bows or t hr own

weapons ( magi c mi ssi l e or spi r i t ual hanr

mer ) . The mor e devast at i ng spel l s ar e t he

ones t hat can I ncapaci t at e an ent i r e

gr oup of t r oops i n an i nst ant . These mass

at t ack spel l s i ncl ude : sl eep, hol d per son,

st i nki ng cl oud, l i ght ni ng bol t , and t he

dr eaded f i r ebal l . These spel l s can t ur n

t he t i de of bat t l e i n an i nst ant .

Mor e of t en t han not , you wi l l have magi c

and your enemi es wi l l not . I f you have

magi c user s or magi cal i t ems guar d t hem

wi t h your l i f e . Magi c user s ar e ver y f r agi l e

i n combat ; t hey wear l i t t l e ar mor and

don' t st and up wel l t o bei ng hi t Keep

t hembehi nd t he l i nes and saf e, even i f

t hey have t hr own al l of t hei r spel l s f or t hi s

bat t l e . The magi c user you save t hi s bat -

t l e may save you next bat t l e .

Magi c need not ki l l t he enemy t o be use-
f ul i n combat . Sl eep, hol d per son, and

st i nki ng cl oud can make t he enemy ' hel p-

l ess' and a si t t i ng duck t o your f i ght er s'
at t acks . Remember t hat you can af f ect up

t o t hr ee di f f er ent t ar get s wi t h a cl er i cal
hol d per son spel l . An ef f ect i ve way t o use
t hese spel l s i s t o el i mi nat e t he t hr eat of
enemy ar cher s and magi c user s. Anot her
t act i c I s t o make t he f r ont r anks of t he
enemy hel pl ess, t hus bl ocki ng hi s mel ee
st acks and maki ng your own shot s sur e
ki l l s . You can even r et r eat behi nd t he ene-
mi es hel pl ess f r ont l i ne t r oops and saf el y
engage t he ot her s wi t h r anged at t acks.

I f t he enemy has mass at t ack magi c

( whet her or not your si de has i t ) , you may

have t o modi f y your t act i cs . Def ensi vel y,

t r y t o keep your t r oops spr ead out ; most

mass at t ack magi c oper at es over a l i mi t -

ed r adi us. Keep some f i ght er s unengaged

I n r eser ve, so t hat t hey can r un up and f i l l

any hol es i n t he f r ont l i nes caused by an

enemy magi c at t ack . Be car ef ul not t o

concent r at e i mpor t ant t ar get s l i ke magi c

user s or ar cher s t oget her behi nd your own

l i nes; such concent r at i on i nvi t es at t ack .

Of f ensi vel y, you shoul d concent r at e

magi c spel l s and bow ( i r e on enemy

magi c user s. Even i f a bow shot doesn' t

ki l l a magi c user , i t can di sr upt hi s abi l i t y

t o cast a spel l . Magi c mi ssi l e i s ver y good

f or t hi s because i t al ways del i ver s a f ew

poi nt s of damage and keeps an enemy

magi c user f r om cast i ng f or t he nest of t he

t ur n . Pr oper use of magi c, bot h of f ensi ve-

l y and def ensi vel y, i s of t en t he key t o

your vi ct or y and t he enemy' s def eat .

Some monst er s have abi l i t i es t hat mi ght

as wel l be magi c. Dr agons of t en have

br eat h weapons t hat can do gr eat dam-

age over a wi de ar ea. Your char act er s

shoul d spr ead out t o avoi d sever al bei ng

at t acked by a si ngl e at t ack . Phase Spi der s

cannot be af f ect ed by any at t ack unt i l j ust

as t hey move . Your char act er s shoul d

choose Guar d or Del ay and t hen at t ack as

t he Phase Spi der s advance or af t er t hey

move . Dr i der s knowspel l s as power f ul as

any spel l cast er i n Pool of Radi ance . Your

char act er s shoul d spr ead out , j ust as i f

t hey wer e f i ght i ng an enemy magi c user .

One of t he most i mpor t ant t hi ngs t o get

f or your her oes i s t he best possi bl e

Ar mor Cl ass . Agood ACi s al ways usef ul ,

but i t i s especi al l y i mpor t ant agai nst mass

at t acks by weaker monst er s . Hi gh dext er i -

t y, heavy ar mor , r i ngs of pr ot ect i on, br acr

er s of def ense, magi c shi el ds and ar mor

al l can cont r i but e t o gi vi ng your her oes

t he l owest possi bl e AC. Your f r ont l i ne

f i ght er s go i n har ms way mor e of t en t han

t he ar cher s or magi ci ans, make sur e t hey

have t he best ACs I n t he par t y.
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I n Sokal Keep, a dead el f car r i es a scr ol l

wi t h El vi sh or Espr uar wr i t i ng. Tumt he

Tr ansl at e f spni ar t ab under each symbol

one at a t i me . Read t he Engl i sh l et t er i n

r i ng 1 under t he . . . . . pat h . The f ast wor d

t r ansl at es as :

Espr uar Runes ( Di spl ayed On Scr een)

v

Engl i sh Tr ansl at i on ( Fr om Wheel )

L U X

COMBAT

Your char act er s wi l l be f i ght i ng al ot i n

Pool of Radi ance . Monst er s and human

enemi es abound . Leami ng t o f i ght wel l ,

and t o f i ght smar t wi l l make t he game go

f ast er and make i t much mor e enj oyabl e.

Ther e can be a l ot of det ai l s t o successf ul

combat , but most of t hemar e common

sense and wi l l become second nat ur e

af t er a f ew f i ght s .

To f i ght ef f ect i vel y you must under st and

your own gr oup' s capabi l i t i es . Does your

gr oup have r anged weapons? Does your

gr oup have mass at t ack magi c spel l s

such as sl eep or f i r ebal l ? Howheavi l y

ar mor ed i s t he " f r ont l i ne" of your gr oup?

How f ast i s t he f ast est and sl owest menr

ber of your gr oup? Al l of t hese det ai l s

change whi ch t act i cs your par t y can appl y

ef f ect i vel y .

You shoul d al so under st and your enemy' s

capabi l i t i es . The basi c i nf or mat i on about

r anged weapons, mass at t ack spel l s,

heavy ar mor , and speed st i l l appl y.

Monst er s al so of t en have unusual capabi l -

i t i es t hat you' l l war t t o be awar e of .

f i nal l y, you cr eed t o under st and t he t er -

r ai n wher e you ar e f i ght i ng. Ar e you i nsi de

a bui l di ng wher e space i s l i mi t ed or ar e

you i n an open f i el d wi t h unl i mi t ed r oom

t o maneuver ? Ar e t her e choke poi nt s,

such as door ways, t hat you can use t o

channel an enemy' s at t ack? Ar e t her e

l ar ge pi eces of t er r ai n, such as a t r ee or a

wal l , t hat you can anchor your f l anks on?
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Taki ng f ul l advant age of t er r ai n wi l l mul t i -

pl y your f i ght i ng st r engt h .

Whet her you out number t he enemy or he

out number s you wi l l deci de your openi ng

t act i cs . I f you out number t he enemy,

move up your t oughest f i ght er s ( l owest

ACand hi ghest HP) and pi n t hemi n

pl ace . Then move ot her t r oops ar ound

t he enemy' s f l anks t o get at t acks f r om

behi nd . Ashot f r ombehi nd can hur t even

t he most " unst oppabl e" monst er . Thi eves

ar e at t hei r best when t hey can be par t of

a gang and ' backst ab' . Concent r at e your

at t acks by havi ng a si ngl e char act er

at t ack some of t he enemy and have many

char act er s gang up on t he r emai nder t o

el i mi nat e t hemas qui ckl y as possi bl e .

I f t he enemy has as many or mor e t r oops

t han you have, t hen make t he shor t est

possi bl e l i ne wi t hout gi vi ng t he enemy a

way ar ound your f l anks ; door ways and

cor r i dor s ar e good def ensi ve l ocat i ons .

Don' t j ust at t ack t he enemy i n f r ont of

you, mass as many at t acks agai nst each

t ar get as possi bl e t o get qui ck ki l l s . I f

your t act i cs ar e successf ul , you wi l l soon

out number t he enemy and you can sur -

r ound and move i n f or t he ki l l .

An I mpor t ant t act i cal consi der at i on i s

whet her one si de and/ or t he ot her has

r anged weapons such as bows, cr oss-

bows, sl i ngs, and r anged at t ack magi c .

I f nei t her si de has si gni f i cant r anged

weapons, your si de shoul d qui ckl y move

t o t he most advant ageous t er r ai n and pr e-

par e t o meet t he enemy. I f onl y you have

r anged weapons t hen t r y t o begi n t he bat -

t l e at t he l ongest possi bl e r ange . Keep a

f r ont l i ne of cl er i cs and f i ght er s wi t hout

bows t o pr ot ect your ar cher s as l ong as

possi bl e . Magi c user s wi t h dar t s and cl er -

I cs wi t h f l asks of oi l have a shor t r ange,

and ar e onl y usef ul once bot h si des ar e i n

cont act .

I f bot h si des have r anged weapons t hen

t he enemy ar cher s and spel l cast er s

shoul d be your pr i mar y t ar get s . An enemy



When f i ght i ng a heavi l y ar mor ed f oe,
f l anki ng, swar mi ng at t acks, magi c, and

t he " backst ab" t ake on i ncr eased i mpor -

t ance . Tact i cs t hat mul t i pl y t he number

and ef f ect i veness of your at t acks, and

r educe t he val ue of t he enemy ar mor ar e

wor t hwhi l e.

Sol di er s of t en f or get t hat mobi l i t y i s as

much a weapon as a swor d or spel l . I f

you ar e mor e mobi l e t han your opponent ,

you can r emai n di sengaged and f i r e

ar r ows. You can choose t o r et r eat or st ay

f or bat t l e . You can occupy t he best def en-

si ve t er r ai n and f or ce t he enemy t o come

t o you . Be car ef ul not t o get your t r oops

spr ead out i f t hey have di f f er i ng move-

ment r at es.

I f t he enemy i s equal or super i or i n mobi l -

i t y, i t mul t i pl i es t hei r ef f ect i ve number s.

You must wor r y mor e about f l ank secur i t y

and keepi ng your f r ont l i ne secur e . Fast

enemy wi l l al so at t empt t o r un away when

t hei r mor al e br eaks . Once t he enemi es

mor al e has br oken, use ar cher s t o br i ng

t hemdown . Even a f l eei ng f oe can be

danger ous i f cor ner ed and f or ced t o f i ght .

One of t he most pot ent weapons i n t he

her o' s ar senal i s t he abi l i t y of t hi eves t o

' Backst ab' t hei r opponent s f or ext r a dam-

age. Thi eves of l evel 1- 4 do doubl e dam-

age when t hey hi t wi t h a backst ab . Level

5- 8 t hi eves do t r i pl e damage when t hey

hi t wi t h a backst ab . Level 9+ t hi eves do

quadr upl e damage when t hey hi t wi t h a

backst ab . Mi xed cl ass f i ght er t hi eves wi t h

except i onal st r engt h and a magi c l ong

swor d can t ake out ver y l ar ge monst er s

wi t h one shot .

A backst ab happens when a t hi ef at t acks

a monst er di r ect l y f r om behi nd . Unf or -

t unat el y, whenever a monst er at t acks or

i s at t acked, hi s f aci ng can change . The

f ol l owi ng met hod can guar ant ee t he t hi ef

hi s chance t o backst ab.

To at t ack you need a f i ght er or cl er i c as a

st al ki ng hor se, and t he t hi ef . Choose t he
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Del ay command when each char act er ' s

chance t o move comes up. Thi s guar an-

t ees t hat t he monst er wi l l get hi s chance

t o move, and t hat i t s f aci ng won' t be

upset . Af t er t he monst er has moved,

have t he st al ki ng hor se move up adj acent

t o t he monst er and at t ack. Thi s set s t he

monst er ' s f aci ng t owar ds t he st al ki ng

hor se . Then have t he t hi ef move up and

at t ack f r om di r ect l y opposi t e t he st al ki ng

hor se ( see f i gur e 1) . Thi s second at t ack

wi l l be a backst ab t hat has l ar ge bonuses

t o hi t and does mul t i pl e damage . The

backst ab i s an especi al l y ef f ect i ve at t ack

agai nst l ar ge monst er s t hat ar e ot her wi se

di f f i cul t t o hur t because of a r esi st ance t o

magi c, many HP, and/ or a ver y l owAC.

Fi gur e 1

Hi st or i es ar e wr i t t en about gr eat vi ct or i es .

But t hey ar e wr i t t en by t he sur vi vor s of

wel l execut ed r et r eat s . Ever y par t y occa-

si onal l y get s i nt o a combat wher e i t i s

over mat ched by enemy number s or

power . The ear l i er you r eal i ze t hat you

shoul d r et r eat , t he easi er and mor e suc,

cessf ul t he r et r eat wi l l be.

Once you have engaged t he enemy

r et r eat i s mor e di f f i cul t . Anyt i me you t ur n

away f r om an enemy t o di sengage, he

has a cl ear shot at your back . Thi s can be

devast at i ng i f you get sur r ounded on

many si des. You can be at t acked hal f a

dozen t i mes by t r yi ng t o r et r eat whi l e sur -

r ounded.

The f i r st par t of any successf ul r et r eat i s

di sengagement . r anker s, ar cher s, spel l

cast er s, and r eser ves can nor mal l y di sen-

gage f r omt he enemy si mpl y by movi ng

away. But t he f r ont l i ne has a mor e di f f r

cul t pr obl em.

To di sengage t he f r ont l i ne, concent r at e

your at t acks on a f ew uni t s t o cr eat e

hol es i n t he enemy f r ont l i ne . When your

f r ont l i ne t r oops each have f ew enemi es

st i l l engaged, t ur n and begi n t he r et r eat .

Ret r eat as f ar as you can t o pr ot ect ed

posi t i ons t hat mi ni mi ze t he enemi es abi l r

t y t o f l ank you. St ay on guar d so you can

st r i ke at t he enemy i f t hey pur sue. Do not

r et r eat t he f l anker s, ar cher s, and spel l

cast er s so f ast t hat t hey cannot suppor t

t he r et r eat i ng f i ght er s . I f t he enemy i s

swi f t and aggr essi ve, you may have t o

r epeat t hi s maneuver sever al t i mes t o

compl et el y di sengage .

i f t he enemy i s f ast er t han a char act er ,

t hen t hat char act er wi l l not be al l owed t o

exi t t he combat ar ea. A char act er can

of t en i ncr ease hi s movement by unr eady-

i ng hi s heavy ar mor . When your move-

ment i s equal t o t he enemy' s, you have

an even chance t o exi t t he combat ar ea.

When your movement exceeds t he

enemy' s, you can aut omat i cal l y exi t t he

combat ar ea.

The wor st t i me t o deci de t o r et r eat i s af t er

some of your own her oes have f al l en .

Even i f your r et r eat i s successf ul , t he

t r oops t hat have f al l en ar e l ost f or ever .

Even wor se i s cl eanl y r et r eat i ng al most al l

of your her oes, onl y t o see t he f i nal char -

act er pi nned by t he enemy and over -
whel med . Do ever yt hi ng i n your power t o
avoi d such a si t uat i on .

When al l el se i s sai d and done her e ar e
some r ul es t o l i ve by :

Keep a St r ai ght l i ne : Your f or ces ar e
t he l east vul ner abl e and pr ovi de each
ot her t he most suppor t when t hey ar e i n
a st r ai ght l i ne .

Anchor Your Fl anks on Ter r ai n Fea-
t ur mKeep t he enemy f r om f l anki ng or
Over whei r ni ng your t r oops by anchor i ng
Your f l anks on i mpassabl e t er r ai n.

Put Your Most Heavi l y Ar mor ed
Tr oops i n The Fr ont 1Jne : Font l i ne

t r oops t ake t he gr eat est number of
at t acks f r omt he enemy. Heavy ar mor wi l l

i ncr ease t hei r chances of sur vi val .

Thi eves Shoul d Onl y I <zackst ab When
You Out number t he Enemy: Thi eves t r y-

i ng t o backst ab must be behi nd enemy

l i nes . Thei r l i ght ar mor makes t hemvul -

ner abl e. Onl y send t he t hi eves ar ound

t he f l anks t o backst ab when t he enemy i s

out number ed so t hat he can' t concen-

t r at e at t acks on t he t hi eves.

Spel l Cast er s ar e ni gh Pr i or i t y Tar get s :

Enemy spel l cast er s have t he gr eat est

capabi l i t y t o qui ckl y t ur n t he t i de of bat t l e

agai nst you . Tar get t hemwi t h ar cher s,

f r i endl y spel l cast er s, and Hanker s .

Don' t Pani c : Even when a si t uat i on

seems i mpossi bl e, t r ust i n your t r oops .

The enemy i s pr obabl y not as power f ul as

i t seems . Many t hi ngs can happen t o t ur n

t he t i de of bat t l e your way. The enemy

mor al e may br eak, you may make a l ucky

shot , or t he enemy may be weaker t han

you r eal i ze. Keep f i ght i ng and st ay al i ve .

SPELLS

I n Pool of Radi ance, t he ef f i ci ent use of

spel l s, bot h i n combat and i n camp,

makes t he game much easi er . Some

spel l s ar e usef ul i n ways t hat ar e not obvi -

ous f r omt hei r descr i pt i on . Her e ar e some

' t r i cks' t o t he ef f i ci ent use of some of t he

spel l s .

Unl ess ot her wi se speci f i ed, al l spel l s have

savi ng t hr ows. I n gener al , damage spel l s

do hal f damage i f t he t ar get makes i t s

save; non- damage spel l s have no ef f ect i f

t he t ar get makes i t s save .

Cl er i cs get mor e spel l s per l evel t han

magi c user s. Det ect magi c, pr ot ect i on

f r omevi l , pr ot ect i on f r om good, hol d per -

son, and di spel magi c ar e avai l abl e t o

bot h cl er i cs and magi c user s. So, i f you

want t hese spel l s i n your par t y your cl er -

i cs shoul d t ake t hemi nst ead of your

magi c user s.

60



Of f ensi ve spel l s ar e of t wo t ypes, damage

causi ng spel l s t hat cause hi t poi nt s, and

r est r ai ni ng spel l s t hat make a t ar get hel p-

l ess . A si ngl e mel ee or mi ssi l e at t ack can

ki l l , once a t ar get i s hel pl ess . The best

of f ensi ve spel l s ar e :

Hol d Per son: The most power f ul cl er i cal

of f ensi ve spel l . You can ai mat t hr ee ( cl er -

I cal ) or f our ( magi c user ) t ar get s and

make t hemhel pl ess.

Char mPer son: Thi s spel l makes one t ar -

get f i ght on your si de i n t hi s bat t l e . When

t he char med enemy changes si de hi s f or -

mer comr ades t ur n on hi mso he absor bs

some enemy f i r e . I f you at t ack a char med

enemy t hen I YPCs i n your par t y wi l l t ur n

on you ( you ar e at t acki ng an al l y, af t er

al l ) . I f t he char med enemy i s not ki l l ed i n

t he f i ght t hen you don' t get hi s t r easur e ;

he l ef t wi t h i t .

Magi c Mi ssi l e : Usef ul because i t i s l ow

l evel , because t he t ar get get s no savi ng

t hr ow, and because i t i s f ast and cannot

be i nt er r upt ed . Thi s i s a good spel l t o

t hr owat spel l cast er s bef or e t hey have

cast a spel l and at undead ( who i gnor e

many ot her at t acks) . I t i s al so usef ul I f

you f i ght under comput er cont r ol

because i t has no chance t o cat ch her oes

i n an ar ea damage spel l .
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Sl eep: The magi c user ' s most power f ul

l ow- l evel spel l . Sl eep can make a whol e

hor de of l ow l evel monst er s hel pl ess, and

i t has no savi ng t hr ow. But i t i s usel ess

agai nst l ager monst er s such as t r ol l s .

Remember t hat sl eep has a compar at i ve-

l y shor t r ange, and t hat i t s var i abl e ef f ect

can sl eep your her oes i f you t ar get t he

spel l t oo cl ose t o your own f r ont l i nes.

Once your her oes r each 5t h l evel , t hey

ar e i mmune t o sl eep and you can t hr ow

sl eep spel l s wi t h gr eat abandon .

Sdni dng Cl oud: A power f ul spel l t hat

makes t ar get s i n a 2 squar e by 2 squar e

ar ea hel pl ess . I t s ver y shor t r ange, but

exact ar ea of ef f ect , make i t usef ul onl y

af t er t he enemy has cl osed t o mel ee your

f r ont l i nes .

Fi r ebal l : The cl assi c at t ack spel l . I n a

cl osed ar ea ( when t he combat map

i ncl udes wal l s) , f i r ebal l s have a 3 squar e

r adi us and af f ect s al most ever y char act er

on scr een . I n an open ar ea ( wi t hout

wal l s) , f i r ebal l s have a 2 squar e r adi us .

Tr y t o get as many enemy i n t he f i r ebal l

as possi bl e, and be sur e t o keep your

char act er s out of t he r adi us of ef f ect .

Ught ni ng Bol t : Thi s i s of t en consi der ed

t he poor cousi n t o t he f i r ebal l , because i t

does t he same damage but i n a mor e l i m-

i t ed ar ea ( a l i ne) . But l i ght ni ng bol t i s best

when you have t o f i ght I n a dosed ar ea.

Pr oper l y used, you can t hr owa l i ght ni ng

bol t i nt o a mel ee, mi ss your her oes, and

st i l l hur t t he enemy. Al so, i f t he enemy i s

near a wal l you can t hr owt he bol t t o

at t ack t he t ar get , bounce of f t he wal l , and

t hen at t ack t he t ar get a second t i me.

Remember t hat a l i ght ni ng bol t al ways

r ebounds t owar d t he cast er ; i t does not

f ol l ow t he angl e of t he wal l .

Some spel l s ar e usef ul I n pr epar i ng f or

combat . I f you knowyour par t y i s i n f or a

t ough f i ght ( ei t her because you r ead t he

cl ue book or your par t y has been t her e

bef or e) , you can pr epar e bef or e combat .

Encamp i mmedi at el y bef or e t r i gger i ng t he

combat . Thr owas many pr epar at or y

spel l s as you have r eady on your char ao-

t er s

,

t hen i mmedi at el y r et ur n t o t he Ad-

vent ur e menu and advance di r ect l y i nt o

t he combat . I f you can' t pr epar e bef or e

combat , many of t hese spel l s ar e j ust as

ef f ect i ve when you t hr ow t hemi n t he f i r st

r ound of combat . Many of t hese spel l s

can be r ever sed and t hr own on t he enemy

t o make hi mmor e vul ner abl e t o your

at t acks . The best pr epar at or y spel l s ar e :

Bl ess: t hi s spel l af f ect s al l her oes i n a

5x5 ar ea t hat ar e not adj acent t o t he ene,

my. Bl ess i s especi al l y usef ul l at er i n t he

game agai nst monst er s wi t h ver y l owACs.

Pr ot ect i on Fr omEvi l : Thi s spel l onl y

af f ect s one per son, but i t i mpr oves your

AC and Savi ng Thr ows by 2 agai nst

at t acks f r om evi l monst er s .

Pr ayer s Thi s spel l i s gr eat because I t can

be t hr own I n combat and i t i mpr oves

your THACO, Damage, and Savi ng Thr ows

by 1, whi l e hur t i ng your enemi es' val ues
by a l i ke amount I t can al so be t hr own

af t er combat has commenced .

Enl ar ge: Thi s spel l makes a weak char ac-
t er st r ong, t hough i t doesn' t hel p a char -

act er who I s al r eady st r ong . A f i r st l evel
magi c user makes hi s t ar get ' s ef f ect i ve
St r engt h 18. Each addi t i onal l evel adds

one col umn t o t he char act er ' s ef f ect i ve

st r engt h, unt i l at 6t h l evel t he t ar get has
ef f ect i ve 18 ( 00) st r engt h .

St r engt h: Thi s spel l adds 1- 8 poi nt s t o a
char act er ' s ef f ect i ve st r engt h, dependi ng
on hi s cl ass . For ever y poi nt of st r engt h
added over 18, 10%i s added t o hi s
except i onal st r engt h per cent age.

Some spel l s ar e handy t o have memo-
r i zed f or use out of combat . These spel l s
i ncl ude :

Cur e I j ght Wounds : Thi s spel l i s ever y-
one' s best f r i end . Use i t af t er each bat t l e
t o make sur e t hat ever yone get s back t o
t hei r f ul l HE You can al so use cur es dur -

i ng combat t o keep a char act er f r om
goi ng down. Al so, i f a char act er i s wound-
ed at t he begi nni ng of a wave of combat s
( such as i n t he Kobol d Caves or t he
nomad Camp) , you can ' Cont i nue Com-

bat ' and cur e char act er s t o get t hem
r eady f or t he next wave.

Det ect Magi c: Use t hi s spel l i n t he

Tr easur e Menu t o pi ca out t he magi c

i t ems f r omt he t r ash.

Di spel Magi c Use t hi s spel l t o r emove
l ocki ng spel l s on door s . Remember t hat

your cl er i cs can memor i ze t hi s spel l t oo.

( Knock: Use t hi s spel l t o open l ocked
door s and chest s .

I nvi si bi l i t y 10' Radi us : Use t hi s spel l

whi l e movi ng t hr ough danger ous t er r i t or y .

Thi s keeps t he enemy f r omf i ndi ng your

par t y unt i l one of your char act er s at t acks

i n combat Use your enemi es' conf usi on

t o get al l your char act er s i n posi t i on f or

' backst abs' , bounci ng l i ght ni ng bol t s

shot s, and sweep at t acks. Then have al l

your char act er s choose del ay, l et t he

enemy t ake hi s t ur n and guar d, and t hen

have al l your char act er s at t ack at once .

Some spel l s shoul d onl y be memor i zed

when your par t y needs t hem; t hese spel l s

i ncl ude : sl ow poi son, cur e di sease,

r emove cur se, and r ead magi c .

The ot her spel l s ar e usef ul i n speci f i c ci r -

cumst ances. I f you r ead of a speci al si t ua-

t i on i n t he cl ue book, or i f your par t y has

been i n a speci al si t uat i on and been

def eat ed or had t o r et r eat , your par t y may

want t o memor i ze some of t hese speci al t y

spel l s .
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Spel l Name

Fi r st Level
Cl er i cal Spel l s

Bl ess

Cur se

Cur e Li ght Wounds

Cause Li ght Wounds

Det ect Magi c

Pr ot ect i on Fr omEvi l

Pr ot ect i on Fr omGood

Second Level
Cl er i cal Spel l s

Fi nd Tr aps

Hol d Per son

Resi st Fi r e

Si l ence 15' Radi us

Sl ow Poi son

Snake Char m

Spi r i t ual Hammer

Thi r d Level
Cl er i cal Spel l s

Ani mat e Dead

Cur e Bl i ndness

Cause Bl i ndness

Cur e Di sease

Cause Di sease

Di spel Magi c

Pr ayer

Remove Cur se

Best ow Cur se

Fi r st Level
Magi c User Spel l s

Bur ni ng Hands

Char m Per son

Det ect Magi c

Enl ar ge

Reduce

Fr i ends

Magi c Mi ssi l e

Pr ot ect i on Fr omEvi l

Pr ot ect i on Fr omGood

Read Magi c

Shi el d

Shocki ng Gr asp

Sl eep

Spel l Par amet er s Char t

The f ol l owi ng l i st col l at es al l of t he basi c par ar net er s of t he spel l s

avai l abl e do Pool of Radi ance :

Range Dur at i on Wher e

6

�

6 r ounds

�

E, C

6

�

6 r ounds

�

C

Touch -

�

E, C

Touch -

�

C

3

�

1 t ur n

�

E, C, T

Touch

�

3 r nd/ I A

�

E, C

Touch

�

3 md/ I vl

�

E, C

3

�

3 t ur ns

�

E

6

�

4+1 r r KMA

�

C

Touch

�

1 t ur n/ M

�

E, C

12

�

2 mdl A

�

C

Touch

�

1 hour / M

�

E, C

3

�

5- 8 r ounds

�

C

3

�

1 md4vl

�

C

1

�

Per manent E, C

Touch Per manent E, C

Touch

�

Unt i l Cur ed

�

C

Touch Per manent E

Touch

�

Unt i l Cur ed

�

C

6 Per manent E, C

6 r adi us

�

1 r ndAvl

�

C

Touch Per manent E, C

Touch

�

Unt i l Removed C

0 -

�

C

12 Combat C

0

�

2 mdsAvl

�

E, C, T

. 5Avl

�

1 t ur r VM

�

E, C

. 5Avl -

�

E, C

1+1Avi r at 1 mdAvl

�

C

6+1 Avl

�

-

�

C

Touch

�

2 mds/ I vl

�

E, C

Touch

�

2 mdsAvl

�

E, C

0

�

2 mdsAM

�

E

0

�

5 r nds/ M

�

C

Touch -

�

C

3+1 Avl

�

5 mds/ M

�

C

Spel l Name

Second Level
Magi c User Spel l s

Det ect I nvi si bi l i t y

I nvi si bi l i t y

Knack

Mi r r or I mage

Ray of Enf eebl ement

St i nki ng Cl oud

St r engt h

Thi r d Level
Magi c User Spel l s

Bl i nk

Di spel Magi c

Fi r ebal l

Hast e

Hol d Per son

I nvi si bi l i t y 10' Radi us

Li ght ni ng Bol t

Pr ot ect i on Fr omEvi l ,

10' Radi us

Pr ot ect i on Fr omGood,

10' Radi us

Pr ot ect i on Fr om

Nor mal Mi ssi l es

Sl ow

1/ l vl 5mdsAA E, C

Touch

�

Unt i l At t ack

�

E, C

6 -

�

E, D

0

�

2 mdsAvl

�

C

1+ . 25/ M

�

1 md/ M

�

C

3

�

1 r ndN

�

C

Touch

�

6 t umsAvI

�

E

0

�

1 mdAvl

�

C

12 Per manent E, C

10+1Av1 -

�

C

6

�

3+1 mdum

�

C

12

�

2 nr dsAvl

�

C

Touch

�

Unt i l At t ack

�

E, C

4+1Av1 -

�

C

Touch

�

1 t unr dl vl

�

E, C

9+1N 3+1 md/ M C

Abbmvi af i ons : 10 r ounds =1 t ur n; 6 t ur ns =1 hour ,

and = r ound; I vl = l evel of cast er , r at = r adi us .

Range l i st ed as 9+1Ad = 9 squar es + 1 squar e per l evel of

cast er.

Exampl e A5t h l evel magi c user t hr ows a Sl ow Spel l .

The maxi mum r ange i s 9 + ( 1 x 5) =14 squar es.

To successf ul l y t hr ow a spel l wi t h r ange l i st ed as ' t ouch, t he

spel l cast er must hi t hi s adj acent t ar get and t he t ar get get s a

savi ng t hr ow ( i f appl i cabl e) . You aut omat i cal l y' hi t ' al l i ed t ar -

get s .

Dur at i on l i st ed as 3+1 mdAvl = 3 r ounds + 1 r ound per l evel

of cast er .

Exampl e- A 5t h l evel Magi c User t hr ows a Sl ow spel l . Each

t ar get i s sl owed f or 3 + ( t x 5) = 8 r ounds.

Wher e a spel l can be t hr own : E = Encamp Menu or Cast

opt i on f r omAdvent ur e Menu, C = Combat Menu,
T = Tr easur e Menu, D = Door Openi ng Menu.


