


























glowing red web. If you speak_the word
“Krrkik " while standing before it, then
walk into it, you will gain great strength. I
have seen many of the Thri- Kreen do this.”

Q Journal Entry 26

“The men had been paralyzed by a spell
cast by an invading cleric. He was after the
prisoners held in the leader's room to the
south. Luckily he had finally been overcome

in this room.”

Q Journal Entry 27

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

Q Journal Entry 28

Zhentrim troops that have tried to reach
Dagger Falls via the River Tesh have been
consumed by a dragon lying beneath the
waves. It was awakened by someone from
Phlan who was betrayed by Zhentil Keep.
He must still be somewhere near Dagger
Falls, since the attacks have been recent.

Q Journal Entry 29

The unburned part reads, “... our ally can
control flame, sKip from body to body and
exhibits an array of extra-dimensional
powers. It is my conclusion that the Flamed
One can be none other than Tyran...”
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Q Journal Entry 30

So, these are Fzoul's little secret. Very
interesting. As the representative of the
TRUE priests of Bane, I shall deliver you to
Mulmaster and to the grand Imperceptor.

Once in Mulmaster, I will examine
these bonds in my laboratory, to your
extreme discomfort I'm afraid. But, you may
be comforted that during the final proce-
dure, the one that will result in your death,
the pain will not go on for more that two, or
perhaps three, weeks.

‘Once I have uncovered the secret of
these bonds, the Imperceptor will be most
angry with his dear little Fzoul, and we
may finally rid ourselves of this heretic and

his precious mages.”

Q Journal Entry 31

You were brought in by a group in red
robes. They said they d found you on the
road, near death. They paid for your rooms
in advance, so you can stay as long as you'd
like. You had those tattoos when you came
in, but I've never seen anything like them.
Filani the sage could help you though, you
should go see her, two blocks north.”

Q Journal Entry 32

You are rudely questioned by two of the
guards and their commander. For every yes
answer you give one of the guards sneers
Knowingly and marks it down. For every no
answer the other guard snorts and marks it
in a different ledger. The commander writes
down all of your party's vital statistics

including where you came from and your
names. Anytime you ask them about their
questioning they all turn, sneer, and the
commander says, “We are preparing a file on
you, this is strictly routine.”

Q Journal Entry 33

‘I am Caemir and my ancestors lived and
died here in Myth Drannor. I have been
plagued recently by evil dreams of my grand-
father's tomb being turned into a nest for
foul spider things. If you will help me lay
his spirit to rest, 1 will give you this bow
which he made.” He shows you an
exquisitely crafted bow that radiates power-

ful magic.

Q Journal Entry 34

eah, well, watch yourself because
there s lots of holes ya can't see and walls
that are about to come down and brain you.
The Red Plume’s are crawling all over the
place—and they have orders to Kill any
looters they find. You want to Know where
the Pit is? You re crazy. Its in the north
wall of the northeastern quadrant of the
city. That place is enough to make you loony
though. Some Red Plume’s have jumped ship
rather than go on guarding the place. O,
yeah. The Plumies have set up some check-
points all over the city. There's one just in
front of The Pit and one at the commanders
HQ, Can we go now?”

Q Journal Entry 35

The letter reads, “Friend, we have come
upon more news for you. 1o slay the
accursed Flamed One who holds the most

powerful of your bonds, you will need three
items, the Helm of Dragons, the Gauntlet of
Moander and the Amulet of Lathander.
Each is held by one of those controlling your
bonds. Without these he will be able to
ignore your most powerful attacks.”

The letter is unsigned.

Q Journal Entry 36

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

Q Journal Entry 37

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

“If you try to approach the Temple on
the path to the north, or through the ruins
to the east, Tyranthraxus minions will spot
you and he will be waiting. He does not yet
Know about this tunnel.”
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Q Journal Entry 38
You bear the symbol of five different

organizations. Three I recognize, one I ve

never seen and the last causes me some con-
 cern. The flame and dagger is the symbol of
the Fire Knives, a group of assassins who
last operated out of Westgate. That group
had been destroyed, so they must have a new
base of operation. 1 fear I do not Know
where.

“The mouth in the palm is the symbol of
the god Moander. This god was banished
from the world, but he reappeared briefly as
a pile of filth. It laid waste to a section of
the city of Yulash before its defeat. The
cult's color of choice is green.

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

“The Flaming symbol I 've never seen, so
I can give you no information. The last
symbol, with the crescent moon, bears a dis-
turbing similarity to a powerful sage in
Shadowdale. For my own safety, I'll say no

more about it.
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Q Journal Entry 40

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

Signed,

Lord Porphyrys Cadorna

Q Journal Entry 41

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

Q Journal Entry 42
The letter reads, “Friend of the Harpers,

we are working to provide you with allies.
We have arranged for a rather unusual harp
player to meet you in Zhentil Keep. In the
village of Hap, the mage AKabar Bel Akash
works to counter Dracandros. Finally, two
excellent warriors have been sent to the Pit
to aid you.” The letter is unsigned.

Q Journal Entry 43

An important man from Phlan escaped
proper justice. 4 traitorous Council member,
named Cadorna, was raised from the dead
and has flown to Dagger Falls.

Q Journal Entry 44

‘I am the current leader of the
Swanmays, since Kith and Belinda disap-
peared on the Great Glacier. We need some-
one to infiltrate the Red Wizard's Tower
and we heard that Dracandros was looking
for a party bearing those symbols on your
arms.
“Dracandros has gathered all the Black.
Dragons in the area to his tower. We need
to get a special piece of one of them. If you
accept our mark you will be eligible for a
share of our reward. I have influence with
several families that are guarding these
caves, so I can get you to the tower. Once
there, we would be most happy if you could
get us a part of a dragon’s heart, or, at least
get them to leave the tower.”

Q Journal Entry 45

The centaurs recently had a brush with
spiders and Thri-Kreen. These monsters were
heading north, apparently on a treasure
hunting expedition. They were probably
headed for Myth Drannor. The Thri-Kreen
can avoid arrows and their phase spiders are
unhittable after they strike.

Q Journal Entry 46

Most Respected Mogion of Moander,

The Red Wizard Dracandros has pro-
vided a magical sending to me, alerting me
that you are planning to exterminate the
subjects of our little test. While I realize
that you are amony the survivors of not only
a banished god but an earlier alliance, I
must protest strongly your intention to erad-
icate our subjects before they are fully
tested.

If you carry out this mad plot and slay
our pigeons, then Dracandros, myself, and
Lord Twill all be forced to hunt you down
and slay both you and anything you choose
to bring onto this plane. Do not doubt that
we can do so. Remember that I represent a
more active power that is still at work in
this part of the Realms, and will take poorly
to your hostile actions. Once the subjects
have been fully tested, then we may slay
them.

One more thing: I performed the
requested research for you, and you are
wronyg. It is only the gauntlets, not the
appearance of Moander himself, which can
devour the Pool of Radiance. This further
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weakens your aggument to bring
‘old moldy” back onto this plane.
Yours in darkness,
Lord Fzoul Chembryl of Bane,
Zhentil Keep

Q Journal Entry 47

Near the city of Dagger Falls is the
waterfall it was named after. Behind it are
deep caverns, abandoned until recently.
New activity suggests that a man raised
from the dead has taken them over. Dark.
things are beginning to awaKe in response.

Q Journal Entry 48

[

ou have done well, my pets. The three
artifacts that can do me harm are now in
my possession. More importantly, the bonds
you wear can act as the Pool of Radiance
does. With them I can transfer into any of
your bodies and use it for as long as I need
to. Then, should the body be Killed, I can
transfer through the bond and back to the
Pool — or to another of your bodies. I must
thank you for the great freedom you have
afforded me. Now come along and we will
dispose of those dangerous objects.”

Q Journal Entry 49

A Dark Journey: The four dark elves
take you down a long sloping corridor. After
many hours, you have descended many miles
and begin to pass massive black mushroom
forests and a few bizarrely shaped buildings.

Finally, you reach a glowing cavern,
with a large temple in the center. The dark.

21

elves march you up into the heart of the
temple. In an onyx walled room is a perfect,
silvery web. In the center of the web is a
ygiant black spider. The spider speaks in a
raspy, hollow voice.

‘Greetings. I represent the god of the
dark elves. You are my prisoners. Your choice
is simple, you may be my slaves, or be my
lunch.”

As you consider retreat, huge stone
blocks seal the entrance. A tittering laugh
echoes through the room.

Q Journal Entry 50

Olive says, “Well now, aren’t we a fine
bunch of adventurers. My name is Olive
Ruskettle and I Know a bit about those
tattoos on your arms. A pal of mine had
some similar marks a while back, I wonder
where she is...

“Listen, you ve got to get hold of the
Amulet of Lathander. There is a man who
could help you but he's been captured and is
being held prisoner inside the temple. His
name is Dimswart the Sage and he helped
that friend of mine I told you about. I have
a secret way into the temple. What do you
say?”

Q Journal Entry 51

“The fuman you are looKing for named
Dimswart. He's a very good sage, and a
music lover, which is why we get
along—did you Know that I was a Bard?
Ves sir, 1've got my harp right here and I
could sing for you—avell, maybe now is not
the time. Anyway, Fzoul Chembryl has cap-

tured Dimswart in order to learn about the
other bonds.

I can get you to the jail cell but I need
your help to get him out. I'll wriggle out in

Q Journal Entry 52

my own way. I can't have any of the Banite
Priests catching sight of me. But only some-
one as slippery as I can squeeze through the
route that I know.”
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Q Journal Entry 53

Suddenly the roof vaporizes and Kinyg
Azoun, his wizard Vangerdahast and a
troop of royal guards descend into the room.
One of the guards points at your party and
says, “Those are the ones who tried to Kill
you, your highness.”

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

The King looks at you and at the
princess, “Well, the fact remains that you
attempted to Kill me. Also, it looks as
though you wear more controlling bonds. I
will not slay you, but you are banished from
all Cormyr lands.”

The royal guards come up and begin
escorting you out. Suddenly the far door
opens and Gharri of Gond steps unsteadily
into the room. As you leave the room, you
see the princess run over to him and they
embrace. Heading out of the hideout you
hear the King saying, “Nacacia, time for you
to accept the duties of a princess.”

The voices fade.

You are taken to the outsKirts of town
and the guards leave. As you decide on your
next move, a forse pounds out of the gate,
bearing Gharri and Nacacia. She waves as
they race north.

Q Journal Entry 54

The princess has been talKing with the
slightly recovered leader. With a dagger to
his throat he croaks, “All right, Il release

them.” He mouths a meaningless syllable
and your bonds fade.
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Your aid of one of our fellows in
Tilverton was much appreciated. In return
we must warn you that Fire Knives are
watching the forest roads for you. Also the
Flamed One, in the ruins of Myth Drannor
seems to be taking an interest in you.
Finally, something malignant seems to be
watching the Standing Stones. Beware and
Good Luck.”

Q Journal Entry 56

The man says, “AsK me not my name, for
names are but [abels men apply to that
which they do not understand. I Know of
your bonds, and of your struggle to free
yourself, for I helped create the first bonds
what seems now so long ago.

Your last bond, that of Tyranthraxus
the Flamed One, is the most dangerous.
Whither you Know it or not, you are closer
to eternal slavery now than ever, for
Tyranthraxus need no longer share his
power over you with others, he can turn his
Sull fury to making sure that you do not ever
escape.

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

Q Journal Entry 57

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

we cannot attack his temple directly, though
we hate him with great passion.

“Now to our deal. You wear the Flamed
Ones mark, but I have been told you are his
enemy. When you attack his temple we will
bend our power to reclaim our followers.
That may weaken him enough for you to be
victorious.”

Q Journal Entry 58

The letter is written in a crabbed script,
‘T have deemed the Displacer Beasts to be
too weak for my needs. You are instructed to
continue their training in the mountains
near Tilverton. It would take too many of
them to lay waste to the Dalelands, but I
don't want them destroyed when the drag-
ons begin their flight. You will be contacted
periodically with new instructions.”

The letter is signed with a symbol that
matches the crescent moon bond on your arm.

Q Journal Entry 59
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Tavern Tales

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

QA Tavern Tale 1

Both the Princess and the King are in
town in disguise.

QA Tavern Tale 2

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

QZavern Tale 3

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

QA Tavern Tale 4

The city's sewer is amonyg the more dan-
gerous in the Dalelands.

QTavern Tale 5

Groups of red robed assassins have been
patrolling the forest trails.
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QTavern Tale 6

A merchant adventurer named Akabar
headed south to investigate Hap. A female
adventuring group also headed in that
direction.

QTavern Tale 7

With Teshwave in Zhentrim hands the
river has become dangerous to travel.

A Tavern Tale 8

The Princess always has some piece of
purple clothing on, that's how to spot her.

QTavern Tale 9

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

QTavern Tale 10

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

QA Tavern Tale 11

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

QTavern Tale 12

With all the war going on, the rivers are
getting dangerous to travel. Dragons and
beholders have been seen along the Tesh.

QTavern Tale 13

I hear there are Zhentil Keep terror
teams in the area.

Elminster of Shadowdale passed through
in disguise, heading for Teshwave. He may
be checKing on the river dragons.

QTZavern Tale 15

Shamblers will smother you if they can
grab you. Have to hack them to pieces
quickly.

Q Zavern Tale 16

Bane likes beholders. Anyone else who
gets close to them will die. Best to Keep your
distance. If you see more than three, then
they e probably scouts for the Mulmaster
Beholder Corps — flee for your lives!

QTavern Tale 17

Plants have a tendency to walk around
here. Nastiest are the Shambling Mounds.

A Tavern Tale 18

Buccaneers are raiding the Moonsea
again. Ship travel is getting dicey.

QA Tavern Tale 19

The city was devastated by troops from
Zhentil Keep and now all the roads are
heavily patrolled.

A Tavern Tale 20

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

Q Tavern Tale 21

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

QTavern Tale 22

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

QTavern Tale 23

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

QTavern Tale 24

Dragons have been seen flying overfiead.
They also infest waterfalls alony the river
Tesh.

QTavern Tale 25

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

QTavern Tale 26

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

QTavern Tale 27

Moander once crawled to the south of
here, made a swath called Moander's Road.
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QTavern Tale 28

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

A Tavern Tale 29

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

A Tavern Tale 30

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

Q Zavern Tale 31
Halflings are all thieves.

QTavern Tale 32

Dark Elves have been passing through
town. Their equipment always radiates

magic.
QTavern Tale 33

Zhentil Keep is hiring mercenaries — or
rather several factions are each hiring their
own forces. They 've also had trouble from
an ex-councilman from Phlan.

A Tavern Tale 34

Crazy people, with green robes, have
been wandering the countryside, especially
to the south.
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QA Tavern Tale 35

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

Q Zavern Tale 36
A friendly village of centaurs is hidden
in the forests to the south.

QTavern Tale 37

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

A Tavern Tale 38

I heard that Dimswart the mage has
joined the Zhentrim. Who d of imagined it.

QTavern Tale 39

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

QA Tavern Tale 40

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

Q Tavern Tale 41

Something fuge and skeletal has found a
lair to the south.

QTavern Tale 42

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

Q Tavern Tale 43

Some walls and floors are dangerously
shaky after Moanders rise from The Pit.

A Tavern Tale 44

Red wizards like creatures of fire. Cold
attacks are often the best defense.

Q Tavern Tale 50

That crazy halfling running around fere
thinks she’s a bard. She sings OK but she

ain't as good as Zazania Swallowtounge.

QTavern Tale 51

A black ship with a large crate came
from Mulmaster — Bane's high-

Q Tavern Tale 45 est temp[e.. The Inquisitors are
Cultists of Moander are probably in town.
starting to roam the area again. O Tavern Tale 52
QZavern Tale 46 ‘Zﬁe release of Moander ﬁom
The Elven Court is guarded the it was a plot by Zhentil
by a force of Knights. They re Kezp.
trijing to Keep something in, not
Keep people out. d Ta'zjerfl Ta[e 53
If you re polite and respectful
QTavern Tale 47 toa ﬂtjlgle[ gneét they have tﬁe
A party of insects was seen )~ PREPECL b QRN B MASHET it
heading into the forest, heading iy e they really think.
Myth D .
e Q Tavern Tale 54
Q Tavern Tale 48 Dragons fave been seen flyying near

The Temple of Bane employs beholders to
discipline their priests. They also have an
entire corps of the critters to destroy major
enemies.

A Tavern Tale 49

Voonlar’s been building up troops again.
Glad they have rotten commanders.

Hillsfar. Something s happening in the
south. Also creatures have been accumu-
lating near Dagger Falls — some ancient
caverns have been reopened.

Q Tavern ‘Tale 55

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

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

QTavern Tale 57

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

Q Tavern Tale 58

Voonlar hopes to build an arena for crim-

inals, like Zhentil Keep has.

QTavern Tale 59

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

escaped with a man.
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Huge shapes have flown over the forest,
heading south.

QTavern Tale 61

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

QTavern Tale 62
The previous high priest of Gond, Gharri,
was Princess Nacacia s lover for while.

Magical Mystery
in the Realms

The novel Azure Bonds finds
Alias, sword wielder of the
Realms, in an unfamiliar
tavern with a design of
mystical tattoos glowing eerily
on her sword arm. The
menace of these blue glyphs is
soon evident. Aided by a
southern mage, a halfling
bard, and a mute lizardman,
Alias begins her quest for the
creators of the tattoos that bind

her destiny.

Curse of the Azure Bonds is an AD&D® adventure
module set in the Forgotten Realms. Player-characters
wake up to find bizarre magical tattoos on their arms; it’s
up to the player-characters to work through a wild

adventure to get rid of their curse.

Converted to a paper module from the official AD&D
computer module from SSI, this adventure, written by

Jeff Grubb, is based on the

Forgotten Realms™ novel
Azure Bonds, by Jeff Grubb
and Kate Novak.

Don’t miss these exciting
products from TSR! The novel,
Azure Bonds and the module,
The Curse of the Azure Bonds
are both on sale now at your
local hobby or book store.

FORGOTTEN REALMS, AD&D and the TSR

logo are trademarks owned by TSR, Inc.

©1989 TSR, Inc. All Rights Reservedf




CESTEF
R
-

STRATEGIC SIMULATIONS, INC.

ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS and the TSR logo are trademarks
owned by and used under license from TSR, Inc., Lake Geneva, WI. USA.

Copyright 1989 Strategic Simulations, Inc. All Rights Reserved.
Copyright 1989 TSR, Inc. All Rights Reserved.

These rules, any accompanying printed material, and the computer programs, on floppy disks or cassettes,
described herein, are copyrighted and include proprietary information belonging to
Strategic Simulations, Inc. and TSR, Inc. No one is permitted to give or sell copies of this handbook, any
accompanying printed material, and the computer programs, on floppy disks or cassettes, or listings of the
programs on floppy disks or cassettes to any person or institution except as provided for by written agree-
ment with Strategic Simulations, Inc. and TSR, Inc. No one may copy, photocopy, reproduce, translate, or
reduce to machine readable form this handbook or any other accompanying printed material, in whole or in
part, without the prior written consent of Strategic Simulations, Inc. and TSR, Inc.

Any person/persons reproducing any portion of this program for any reason, in any media, shall be guilty of
copyright violation and subject to the appropriate civil or criminal legal action at the
discretion of the copyright holder(s).



