
PREVENT HAIR
LOSS.

here you are, pulling your hair out by the
roots because you're stuck! Stuck in the
middle of playing POOLS OF DARKNESS,

only the final chapter to the greatest AD&D
fantasy role-playing series ever! It's one tough
game, which is why you love it so - and why
you must finish!

Relax, all the help you need is
right here in this POOLS of
DARKNESS CLUE BOOK.

This valuable player's guide
provides :

"." Detailed maps for the
entire game, including
locations of all major
events in the adventure.

"." Combat tips that allow
you to defeat even the
toughest opponents.

Get this clue book today. It's a lot cheaper
than hair replacement.

ADVANCED DCNOFO S n DR UONS,
AD&D FOROOTTE) REAPS and tlic TSIR
logo aie hademad s omncd be and used
wide license fin ISR, Inc .

	

1991 TSR,
Ix . ~ 1991 St'alegic Simulations, lIn .

All riyhls rcscned.
MADE IN U.S .A .

"." Locations and
descriptions of all

	

-

	

Highly detailed
major magical

	

maps like these
treasures.

	

'

	

will guide you

"." Checklists of
through the

encounters and

	

n

	

game, right up
to the last Pooltreasures -you

	

where you'll fightwon't miss any
part of the adven

	

the final battle.-
ture or loot! .

0

Advanced
Dungeon; ~"dragons

COMPUTER PRODUCT

STRATEGIC SIMULATIONS, INC.'



TABLE OF CONTEYTS
Introduction . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . .1
Story Synopsis . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .1
Journal Entries . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..11CREDITS Major Magic Items: Where to Find Them . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . ..11

Written by Adventures . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..13
Chris Carr, Ken Eklund, Lori White, Tom Ono, Ken Humphries, Phlan (East and West) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..13

Gary Shockley, Dave Georgeson, Cynthia Hwang and Dave Shelley Limbo . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..15
Edited by Overland Minis . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .15

Victor Penman Sasha and the Lands of Thar . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . . .18
Art, Graphic Design and Desktop Publishing Vala vs . Vaasa . . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..20

Loves SAEKow DESIGN : David Boudreau, Chris Mischak Temple of Tyr . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .21
Hill-Giant Steading . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..23Pre-press Production

Lovis SAEKow DESIGN : Kirk Nichols, Ray Garcia &Jev Rothe Fire Giant Cave . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..25
Dragon's Aerie . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..27Printing
Thorne's Cave . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..29American Lithographers, Inc.
Zhentil Keep .. . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..31
Manshoon's Tower . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..32
Descent to the Depths .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .34
Silk and the Slaves of the Drow . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ., . . . . . .36
Kalistes' Temple . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . .38

Strategic Simulations, Inc. reserves the right to make improvements in the product described in this due book
at anytime and without notice . Web Dimension Minis .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . ..40
Strategic Simulations, Inc. makes no warranties, express or implied, with respect to this due book, its quality, Drow Testing Ground . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..44
merchantability or fitness for any particular purpose . This clue book is provided "as is." Kalistes' Parlor .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..46
ADVANCED DUNGEONS & DRAGONS, AD&D, and FORGOTTEN REALMS are trademarks owned by and used
under license from TSR, Inc., Lake Geneva, WI USA. Nacacia and Myth Drannor . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..49
Copyright 1991 Strategic Simulations, Inc . Copyright 1991 TSR, Inc . All Rights Reserved. Tower of Marcus . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..51
This clue book is copyrighted and includes proprietary information belonging to TSR, Inc. and Strategic Moander Minis . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..57Simulations, Inc . No one is permitted to sell copies of this clue book to any person or institution except as pro-
vided for by written agreement with Strategic Simulations, Inc. and TSR, Inc. No one may copy, photocopy, Moander's Heart . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..60
reproduce, translate, or reduce to machine readable form this clue book without the prior written consent of

MulmasterTSR, Inc. . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .63
Any persons reproducing any portion of this due book for any reason, in any media, shall be guilty of copyright Cave of the Beholder . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . ..65
violation and subject to the appropriate civil or criminal action at the discretion of the copyright holder(s) . Dark Phlan. . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..69

The Palace of Gothmenes .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .71
Dave's Challenge . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..73



INTRODUCTION
POOLS OF DARKNESS concludes the adven-
ture began with the POOL OF RADIANCE
game . In playing this game, you are advised
to explore the adventure in the order given
by the story synopsis (the following section) .
The adventure begins in Phlan . From there
you should go east, conquering the chal-
lenges as they appear. Once you have
helped Vala, you should then head west
and move around the overland map in a
generally counter-clockwise direction .

You should do the mini adventures as they
cross your path and not in the order in
which they appear in the story synopsis .

All characters in your party should be able
to advance up to level 40 . Magic-users
should have an intelligence of at least 18 .
Otherwise they will not be able to cast the
most powerful spells provided in the game.

In part this means that you should use non-
human characters only as Thieves (the only
class where their level advancement is
unlimited) . If you are transferring existing
non-human characters who are not Thieves
or magic-users who have an intelligence of
less than 18, you will find it very difficult to
successfully complete the game .

If you find the game to be too hard you
should make it easierby changing the level
of difficulty. This is done by first selecting the
Alter option, then selecting the Level option,
and then selecting either the Novice or
Squire level of play. Please be advised that if
you are playing with non-human characters
(other than Thieves) or with magic-users
whose intelligence is less than 18, we rec-
ommend that you change the level of diffi-
culty as the game was created on the
assumption that the characters who chal-
lenged it would not be limited in these ways.

At the very end ofthe game, you will have
the opportunity to go to a special challenge
adventure that is not considered to be part of
the main story line. This adventure was cre-
ated especially for those gamers who did not
feel adequately challenged by the normal
game . If you do decide to accept the chal-
lenge, be advised that you will needat least
one of each class type: Thief, magic-user,
cleric, and fighter (includes either a ranger or
a paladin), in order to conquer it .

Finally, we want to thank all of you who
have adventured in our games from POOL
OF RADIANCE, into CURSE OF THE AZURE
BONDS, through SECRET OF THE SILVER
BLADES and now into POOLS OF DARKNESS .
We hope you have had as much fun playing
these games as we have had creating them
for you.

Let the game begin .

STORY SYNOPSIS FOR
POOLS OF DARKNESS
PHLAN
The party begins its adventures in the revi-
talized city of Phlan . New, sound structures
have been built and the city is a thriving
center of commerce . Sasha, the old clerk, is
now a Council Member.

The party arrives byboat and is greeted by
Rolf. He offers to give the party a tour to
show it the new sites .

At the town hall, the party meets Sasha,
who is preparing for a trip to the Lands of
That Since there is little else going on dur-
ing this time of peace, she asks the party to
provide escort for her.
The party can explore the new Phlan, sam-
ple its hospitality, and shop in its stores. It
quickly finds, however, that Phlan and the
Realm in general are uneventful in their
prosperity. The party will accept Sasha's
escort duty and set of for the Lands of Thar.

As it leaves, a great storm encompasses the
Realm and Phlan is torn from the land leav-
ing only a crater. Bane has moved against the
Realms in a massive attempt to assert his
dominance. He speaks to the party, claiming
the Realm is now under his control.

The party is teleported into Limbo by
Elminster, Sage of Shadowdale, who enlisted
its aid in freeing the land ofthis new threat .
The call to high adventure has sounded once
again and the party embarks on what is
undoubtedly its greatest challenge.

Bane has secreted Phlan under Marcus'
Tower where it is under siege from Tanetal
and Marcus . It is putting up a stalwart
defense under the leadership of Shal, but she
is captured by Marcus and leadership passes
to Captain Unhar's less experienced hands.

The party cannot enter Phlan until Marcus'
Tower falls and the attacks lessened. Once
the tower falls, the party will clear its streets
ofthe remaining besiegers . Phlan then
becomes one ofthe centers for organizing the
resistance and the party can gain information
from Shal (if she has survived) or Vnhar.

PRIME MATERIAL PLANE
WILDERNESS
All of the cities not allied with Bane have
been torn from region, leaving it overrun
with evil . Four armies of Bane are gathering
in the region which will sweep through the
depopulated countryside .

In the Dragonspine Mountains, the Dragons
and Giants are gathering . The Drow, have
gained control of the area around Zhentil
Keep . In the south, Marcus is assembling an
army of Mages from various sects and disci-
plines. Finally, Mulmaster is the center for
the Banites and Bane's minions.
There are, however, still some pockets of
resistance in the region where the party can
receive aid and/or lend its assistance .

MINI ADVENTURES CONNECTED
TO PRIME MATERIAL PLANE
In a small farmhouse, the party meets a mer-
cenary who is badly wounded. It seems he
had tried to join the army at the Hill Giant
steading and did not fare well in the street
fighting .

At a small keep, the party finds its inhabi-
tants are in desperate shape fighting mon-
sters . When the party rescues the sole
remaining family, they give the party some
useful information .

Dragons are terrorizing a small stockade
where Captain Terrial has made a hopeless
stand. VVhen he is explaining the situation to
the party, the Dragons attack . The Dragons
are defeated and the party is hailed as heroes .

A band of Cloud Giants try to waylay the
party at a crossroad. Defeating them, the
party finds stores of looted treasure and frees
the Giants' prisoners .

At a wayhouse, an innkeeper is quietly dis-
patching Banites with poison . The party will
meet a cleaning woman here as well . She
gives the party some useful information.

SASHA AND THE LANDS OF THAR
Somewhere in the Lands of Thar is the leg-
endary Taydome's Keep which is said to
harbor powerful magic . Having received
word from the Mages Quil and Kimarr that
they found the keep, Sasha journeyed to
Thar to assess the situation .

Sasha, however, is kidnapped by Kimarr
(alas, our heroes cannot be everywhere at
once) who has turned traitor in a mad quest
for power.

Long ago, Lori Taydome made a pact with
the Giants and Ogres in which he helped
them in their war in return for their servi-
tude of a thousand generations . Kimarr has



discovered the scroll left by Lord Taydome
which allows him to enforce this servitude
and is using it to solidify his power.

Quil, on the other hand has discovered a
map of the keep's secret passages and is in
quiet opposition to Kimarr.

The party enters the keep and embarks on its
quest to rescue Sasha. Kimarr attempts to
join the party in order to mislead it with
false information, while Quil leaves helpful
notes for the party to find . The party faces
attacks from monsters and other challenges,
not the least ofwhich is finding where
Sasha is being held.

Once the party frees the keep of Kimarr's
grip and rescues Sasha, she uses the keep as
a base of operations .

VALA VS. VAASA
The Vaasans have hatched a plot to use Earth
and Fire Elementals to tunnel through the
mountains, and so bypass the snow blocked
passes . They hope to join in the fight against
the Realms and gain favor with Bane.

Vala of the Silver Blades has discovered
their plot and is trying desperately to counter
the threat . Her situation is bleak though,
and she has been forced to recruit Hill
Giants to fight the Vaasan army.
Fortunately, the Giants are easily tricked.

Vala's one hope is to find four magical
objects which will allow her to gain control
of the Elementals . These objects (Crucible of
the Tyrant's Flame, Lindenwood Staff,
Woddstone, and Oakroot Staff) were buried
in the mountains by time, along with the
ruins of the city where they were crafted.
Using the Hill Giants, Vala is excavating

the ruins to find the objects, but the Vaasans
are near and the digging is disturbing mon-
sters long hidden in the ruins .

The party joins Vala in her efforts to curb
this threat : it must battle against the stupidi-
ty of the Giants as well as the ghosts of the
ruins former inhabitants to find the four
magical items.

Finally, the party uses the items to control
the Elementals and seal the tunnels . The
party is then able to repel the Vaasan army.

TEMPLE OF TYR
The party encounters Priam, once leader of
Hillsfar s Yulash forces and mayor of
Verdigris. Priam has mustered a small army
and is on his way to the Temple ofTyr
where he hopes to equip his fighters from
the temple' armory. He asks the party to aid
him in this and leads it to the Temple of Tyr
which survived the theft of Hillsfar.

A group of marauders is also interested in
the armory and they have broken in and are
plundering the temple . The party discovers
the marauders as it enters the temple.
Ferreting them out, the party is able to
restore the temple to order.

In its search for the armory, the party
encounters Brimwulf, who Tyr appointed
guardian of the temple's holy relics accord-
ing to a pact made while Brimwulfwas
alive . BriMWUlf poses tests ofworthiness for
the party before it is allowed to take the
weapons in the armory.

In addition, the party encounters Laurellin
in the belfry. She is a Banshee who was
Brimwulf's true love in life . Brimwulf is not
aware of her presence, but if the party
proves its worthiness, it is able to reunite the
ill-fated lovers .

HILL GIANT STEADING
Before the civil war in Zhentil Keep, the
Hill Giant Steading was a fort guarding the
caves and passes in the Dragonspine
Mountains.

The steading has now become a recruitment
center for the massive army Bane and his
lieutenants are assembling. The fact that it is
controlled by Hill Giants, however, makes
the choice somewhat ill-advised since their
slow wits make them vulnerable to resource-
ful foes .

The party bluffs its way into the steading
and finds its way to a mead hall, The
Twisted Horn. Here it meets Kardal, a spy
sent by Sasha to gather information . He
tells the party how recruitment works in the
steading: those who prove themselves in
street brawls and gain a reputation for fierce-
ness are summoned by the Hill Giant
Shaman, who assigns them to special units
in Bane's army. At Kardal's suggestion, the
party fights a party of Cloud Giants in one
of the mead hall's private rooms . By defeat-
ing these foes, the party gains instant notori-
ety, and is told to go see the Shaman .

On the way, it learns that Kardat was cap-
tured . When it rescues him it sets off an
alarm, and must fight its way to the Hill
Giant Shaman . Defeating him, the party
learns that he feared the Fire Giants . It
fights a Dragon guarding the steading trea-
sure, and then continues on to the Fire
Giant Cave .

FIRE GIANT CAVE
The Fire Giant Cave is ruled by a Fire Giant
Mage who has designs on taking massive
amounts of territory for herself. To do this,
she has been siphoning off troops from those
sent to Thorne . With this personal army,
she will sweep the countryside and establish
strongholds under her command .
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The party enters the Fire Giants Cave after
it has defeated the Hill Giant Shaman,
where it got an inkling ofthe Fire Giant
Mage's ambitions .

Upon entering the Cave, the party finds it
to be heavily laced with magic, where corri-
dors are not what they seem or where they
are under enchantments . It meets the Fire
Giant Mage, who is under the impression
that the party is as ambitious as she, and she
tries to pay it off .

The party meets two Hill Giants who had
been sent by the Hill Giant Shaman to
squash the Fire Giant Mage's plans . They
join the party, telling it of their fail-safe plan.
Unfortunately, the Giants are not too bright
and the plan fails miserably.

The party must then find its way through
the maze ofcorridors to the Fire Giant
Mage's quarters . The Fire Giant Mage
begins to grow worried by the party, and
lays ambushes for it . When this doesn't
slow the party down, the Fire Giant Mage
grows fearful and offers the party a deal to
'share the glory. Too late, the Fire Giant
Mage realizes the party's true motives and is
caught in her own machinations .

DRAGONS' AERIE
The Dragons' Aerie is the gathering place
for the Dragons serving Thorne . It is con-
trolled by a wizard Modthryth, from the
Cult of the Dragon . He has created a
Dracolich which guards the dimensional
door leading to Thorne's Cave. Before the
party can reach the Dracolich and the
dimensional door, it must collect four keys .

Because the different Dragon species prefer
different environments and generally do not
get along, they have segregated themselves
into four nesting areas. One of the four keys
can be found in each of the four nests.



In the center of the Aerie is a common room
where the Dragons intermix and where
Modthryth arranges duels between the
Dragons .

As the party travels through the cave, it
catches glimpses of Modthryth and learn of
his plans to create another Dracolich . The
duels between the Dragons serve to deter-
mine which are the most powerful Dragons,
and the competition is fierce and deadly.

THORNE'S CAVE
The party must reach Thorne and prevent
him from sounding the Horn of Doom three
times. The first blast on the Horn alerts
Bane . The second blast will cause a break in
the storms wracking the region, allowing
the Dragons to fly. The third blast will loose
the Dragons on the Realms and allow them
access to the cities held in Limbo .

The Horn ofDoom was made from the
horn of a Ki-rin, whose spirit still haunts
Thorne's cave, waiting for heroes to right
the wrongs done with its magic. The party
must slay Thorne after he has blown the
Horn twice, so the storms will cease, but
before the third blast .

Helping the party, will be a Thief, Raizel .
Raizel knows the cave's passages and is
adept at finding hidden doors . The party
will be able to get to Thorne more easily
with Raizel .

However, Raizel is more than a little enam-
ored of treasure, and she will frequently try
to lead the party to hordes, using up time the
party cannot afford. Once Thorne is killed
the party can search out the treasure at its
leisure .

ZHENTIL KEEP
On Bane's orders, the Drow opened their
tunnels and have taken over the city. They
now patrol the city and are capturing people
to be taken into Manshoon's tower and the
slave pens. Wagons carrying these prisoners
rumble through the city, taking whom they
please . The party rescues an old man from
one of these wagons and his daughter tells it
about what is going on .

The party also meets Mabril who tells it
about Kalistes and a halfling woman named
Traned . He will also tell the party about a
secret entrance to Manshoon's Tower. Using
the secret entrance, the party is able to avoid
questioning by Manshoon's guards as well
as a heavy toll .

MANSHOON'STOWER
The party enters Manshoon's Tower
through either the main gate or a secret
entrance . The main entrance leads to the
security office where there is questioning,
examination and fee collection . If the party
uses the secret entrance, it will bypass this .
Once in the tower, the party breaks up a foul
ceremony being held in the temple .

Ascending the tower, fanatical
Manshooners try to keep the party from dis-
turbing Manshoon's great conjuring .
Manshoon releases his "pet" on the third
level . The "pet" is invisible save for its
shocking gaze.

On the top level, the party finds a diagram
drawn on the floor ofa big room which
Manshoon is using to conjure foul beings. If
the party does not succeed in stopping
Manshoon in his chamber, it becomes
trapped in the diagram, subject to
Manshoon's ravings. It would meet its end
there ifwere not for a woman Mage who
helps the party break the diagram .

Once Manshoon is stopped, the top level of
his tower collapses .

DESCENT TO THE DEPTHS
The Drow in Zhentil Keep take the slaves
down into the Descent of the Depths. Empty
slave wagons are kept near the entrance as
well as a carriage where the party can cap-
ture a Drow prince and princess . From them,
the party learns of Marcus and Manshoon.
It can also use the pair as ransom for entry
into the Drow stronghold .

Following Mabril's instructions, the party
finds Traned in the stronghold. The strong-
hold also houses the Drow barracks and the
headquarters for the slaving operation .

Unbeknownst to Manshoon, the Drow
have hidden a dungeon in the Depths
where they have imprisoned the Zhents .
Eventually, the party reaches the
Winnowing room where slaves are divided
up and sent to either Kalistes' temple for
sacrifice or to the slave pens . Traned will
leave the party to help these prisoners
escape . The party then pushes on towards
Kalistes' Temple, either through the main
gate or through the slave pens .

SILK AND THE SLAVES OF
THE DROW
The slave pens below Zhentil Keep are
where the Drow take prisoners for their evil
purposes . Silk, a Rogue Drow of good align-
ment, hadbeen raiding Zhentrim and Drow
forces when most of her company, the
Swanmays, were captured. She has come to
the slave pens to rescue the Swanmays and
enlists the party's aid when it arrives.

The party soon discovers that the Drow are
stealing the life force from lawful good peo-
ple to make Essence of Pure Light . This, in
turn, is used to create Fire of Night, which
is crucial to the transformation of Giant
Spiders into Pets of Kalistes . Protected by a
series of lethal traps, there is a fountain of
Fire of Night which the party must destroy
to stop this evil practice .

If the party helps Silk rescue the Swanmays,
she will aid it in this cause . The party pene-
trates deeper into the Drow stronghold dis-
rupting a sacrifice to Kalistes, and finally
coming to the fountain, which it destroys
with the Essence of Pure Light it found in
the alchemist's laboratory. From the fountain
chamber, the party can enter Kalistes'
Temple.

KALISTES' TEMPLE
Kalistes' Temple is where Kalistes' extends
her power into the Prime Material Plane .
Gateways to the Web Dimension and to
various areas within the Forgotten Realms
are located here . The temple, therefore, is
the center of many activities . Slaves and
other suitable offerings to Kalistes are sent to
the Web Dimension through the Gate of
Darkness and Kalistes' Night Spawn are
sent on their fell errands from the temple .

When Drow are ready to undergo the tests
which will advance their power, they come
to the temple to make offerings and to be
purified . They then proceed to the Drow
Testing Grounds in the Web Dimension .

The party will want to destroy the various
gates that Kalistes' minions are using to
weaken her grip on the Realms .

The main entrance to the temple is from the
Descent into the Depths, and its is very diffi-
cult to get through . It is heavily guarded by
Drow and a magical force which allows
only Drow and slaves sedated with Spider
poison to pass . Instead the party will want
to enter from the slave pens .

There is a chance that the party will met
Traned again . She is rescuing the slaves held
in the temple and will lead them to safety.



Once the transporters are destroyed, the
Night Spawn will be trapped in the temple
and will turn against the Drow . From the
temple, the party travels through Limbo to
the Web Dimension .

WEB DIMENSION AND
CONNECTED MINIS
This dimension consists of interconnected
weblike paths, separated by a void, and is
ruled by Kalistes .

When the party passes out of Limbo, it
meets Cynthia, the Swanmay that Silk is
looking for. She has been cursed and forced
to serve as the Eyes of Kalistes . Cynthia tells
the party what items it will need in order to
gain entrance to Kalistes' Parlor.

As the party travels the paths of this dimen-
sion, it meets others:

Storm Harngrim, a dwarf who escaped
from the Drow slavers and is searching for
his sister, Arta, will join the party.

Dennia, the mother of a young Drow who
is to undergo testing, has discovered that her
brother Daris is trying to kill her son, Hem.
She will lead the party to a secret entrance to
the testing ground if it promises to help save
Hern .

Valardis, the Assassin hired by Darts, will
guide the party to a priests' entrance .

A disgruntled slave, who is in reality a spy
for Tanetal, will also lead the party into
Kalistes' Parlor.

Locaste, a Drow high priestess, is seen
entering the Kalistes' Parlor. By watching
what happens, the party will know whether
it is safe for it to enter.

DROW TESTING C4ROVND
The Drow Testing Ground is where the
Drow come to advance their magical pow-
ers . They undergo a series of tests to prove
their worthiness . If they fail, they are turned
into Driders . These are halfDrow, half
Spider creatures.

The party comes to the testing ground to
rearm itself and to retrieve the items it will
need to defeat Kalistes : amulets which repel
Giant Spiders and a Ward ofSafe Passage,
which allows the party to enter Kalistes'
Parlor.

To complete its mission, the party will
undergo several of the Drow tests. The mis-
sion culminates in a battle against the
guards of Daris, a murderous Draw Mage,
followed immediately by a battle with
Shest, a psychic Spider who is Kalistes' con-
sort and lieutenant among the Drow.

Also in the testing grounds is Storm
Grimsword, a dwarf ranger who is seeking
to kill Kalistes to avenge the deaths of other
Dwarves and to prevent more of his kin
from suffering the same fate .

Daris has hired a human Assassin, Valdrdis,
to kill his nephew, Hem. Dennia is Hern's
mother and Darts' sister. She is trying to
save her son from her brother's machina-
tions. Either Valardis Or Dennia may join
the party.

KALISTES' PARLOR
Kalistes holds the Crystal Ring, a powerful
talisman which she uses to eclipse the sun .
The party will need to retrieve the ring in
order to destroy the crystal, which will
weaken CGothmenes enough for the party to
kill him .

Using the Ward of Passage, the party enters
Kalistes' Parlor to begin its search and
destroy mission.

The first level of the parlor is dedicated to
satisfying Kalistes' larger-than-life appetites,
as well as the subjugation of the Drow.
Exploring this area, the party discovers her
whereabouts and how best to defeat her : by
destroying the eggs of her Night Spawn,
Kalistes is driven to a suicidal attempt to
save the eggs .
The party arrives in time to save Arta, who
provides the party with information . A dis-
gruntled slave will also help the party, but
once the party has defeated Kalistes, he
reveals himself as Tanetal' spy and will try
to take the Crystal Ring from them.

NACACIA ANDMYTH DRANNOR
Nacacia is the princess of Cormyr who ran
away from home and joined the Knights of
Myth Drannor, wanting a more carefree life.
Her royal heritage, however, has inspired
the Knights to look to her for leadership,
which she has tenuously accepted.
She is now in her late twenties and is feel-
ing the burdens of responsibility. She doubts
her abilities, especially in the face of the
mounting threats around Myth Drannor.
Walking trees have invaded the forest
which she is at a loss to explain, and the
Rakshasa who occupy Myth Drannor are
impressed by Bane's power and have decid-
ed to recreate Tyranthraxus to curry his favor.
Nacacia asks the party to help and it travels
with her and a group of Knights into the
ruins of Myth Drannor. Exploring the once
proud city, the party discovers that the
Rakshasa are stealing the life force from the
Knights to use as a reanimation catalyst for
Tyranthraxus . This becomes too much for
Nacacia to bear and the party must con-
vince her to accept her responsibilities and
authority or leave her behind.

The party discovers the temple where the
Rakshasa are reanimating Tyranthraxus with
little time to spare . It destroys the spheres

imprisoning the Knights' life force and
Tyranthraxus is obliterated.
Returning to the forest, Nacacia thanks the
party for its help and rewards it . She is more
confident for her experience, capable of
assuming her role as leader of the Knights of
Myth Drannor.

TOWER OFMARCUS AND THE
TEMPLE OF TRANSFORMATION
Marcus, the unholy wizard who the party
has fought against before, has erected a red
tower from whence he is sending hordes of
animated trees to scour the land . Come to
stop this menace, the party battles its way
into the tower and discovers that Phlan has
been entombed beneath its foundations .

At Phlan's besieged gates, it learns that
Shal, a wizard leading the defense of Phlan
and an expert on Moander, holds the key to
defeating Marcus. The party has been
haunted by her apparition, as well as an evil
version ofthe woman. The party searches
the dungeon and finds Shal, who informs it
that Marcus is also creating foul automatons
from pieces of Moander's body in the
Temple of Transformation . He is aided by
her evil twin, Petra, and Shal vows to stop
this abomination.

With Shal's help, the party ascends the
tower. It destroys the evil magics that are
animating the Elven Court trees and the
manufactories of the Bits of Moander.

Having disrupted the workings of the tower,
the party confronts Marcus in his chambers .
There, it learns that Petra and Shal are actu-
ally a single woman who has been divided
into an evil and a good self. His fight to pre-
vent their reunification is desperate . When
Marcus is defeated, Shal and Petra reunite
and then leap into the gate. This pulls the
gate away from the tower, causing it to
collapse .



MOANDER AND CONNECTED
MINIS
Moander is a being which fills an entire
dimension and it is his body over which the
party travels. The true power behind
Marcus is Tanetal, a Glabrezu who holds
court in Moander's heart and who possesses
the Talisman of Bane, which will allow the
party to enter C/othmenes' dimension .

Traversing Moander's body, the party
encounters the Cult of Moander, who are
creating a temple out of His very flesh .
They are also 'recruiting' people to their cult
by transforming them into vegetative slaves .
They try to enslave the party, making them
,one with Moandei .

Elsewhere, the cult is hunting down a priest-
ess, which they hope to sacrifice as an offer-
ing to Moander.

In one of the wounds inflictedby Tanetal
minions, the party meets Aeghwaet . He has
maintained his youth for many centuries
using extracts he concocts from Moander's
body fluids . Once the party has rid his home
of marauding minions, Aeghwaet gives it the
potions it will need to succeed in the heart .

The remnants of an army that preceded the
party gives it information on how to reach
the heart and Tanetal.

The party can also gain useful information
by tapping into the synapses of Moander's
brain with the devices that Marcus' wizards
have installed .

The party also runs into a hermit, who gives
the party some sage advice .

MOANDER'S HEART
Knowing that Tanetal and the Talisman of
Bane are here, the party enters Moander's
heart by one of two methods. It may either
cut through his lungs after travelling his
breathing passages; or it may enter directly
from the body by entering Moander's blood-
stream through one of his wounds .

It meets the Watcher, a female Elf Mage sta-
tioned here by the Elves to watch over
Moander and thwart any attempts to free
him from this dimension . She agrees to lend
assistance to the party.

As the party travels through the heart's
main arteries, ventricles and atriums it is
affected by the pumping action . This can
wash the party helplessly from chamber to
chamber. Tanetal is aware of this, and can
use the Talisman of Bane to control the
heart, and wash the party from his head-
quarters in the left ventricle . Further, it is
attacked by fake Tanetal copies . A mon-
strous arrow is embedded in some of the sur-
rounding muscle tissue. The party can fash-
ion weapons from this using tools found in
another area .

The Watcher tells the party that it must slow
the heartbeat otherwise it will be washed
from the arteries before it can reach the heart .
It must find the golden cornucopia and give
it to the Watcher, and help her cast sleep
spells to lull Moander into a deeper sleep .
She rewards the party with a tuning fork that
exposes the Tanetal copies, and directs it to
retrieve an unguent that she needs .

On the way, it attacks a group of magnetic
Iron CGolems which magnetizes the
weapons. When the party returns the
unguent, the watcher tells it to use the
weapons to shock the walls of the left ven-
tricle and wash Tanetal from the heart . She
shows it a trap that she has set up.

The party flushes Tanetal causing him to lose
the Talisman of Bane. It chases him into the
Watcher's trap (which goes awry), and defeats
Tanetal and his minions in a final battle .

MULMASTER
The Banite priesthood uses Mulmaster as its
base, as do the largest known population of
Beholders . The city is ostensibly ruled by the
High Imperceptor, though in reality, it is the
Beholders who control it . The entrance to
the Beholder's lair lies through the city.

The Beholders have devised a system of
weeding out those unworthy of entrance to
their tunnels . The party discovers that it
must fight in an Arena in order to continue
on to the Beholder's caves. The difficulty of
the fight depends on how severely the party
has offended the city officials . Once it tri-
umphs at the arena, it is met by a Beholder
and led into the depths .

CAVE OF THE BEHOLDER
The party is lead from the Mulmaster arena
into the caves of Arcam, the greatest of the
Beholders, to be interviewed by his
Chancellor. It can avoid this interview by
evading the escort .

Arcam plans to take control of the Moonsea
region for himself. He is waiting for an
opportune time where he can conquer both
Bane's minions, and the forces of good . The
actions of the party in combatting Bane have
furthered these plans. If the party meets with
the Chancellor, it is offered a series of rescue
missions that send it out to complete adven-
tures . When these missions run out, or at its
own choosing, the party fights the
Chancellor and his guards .

The party then searches for Arcam . Along
the way, it encounters prisoners that urge it
to go rescue places where good is under
siege . The party can either follow these cap-
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tives to the overland or chase Arcam.
Defeating Arcam, the party runs a gauntlet
of three chambers . In each of these is a sen-
tinel watching for the three Talismans of
Power. the Crystal Ring, the Horn of
Doom, and the Talisman of Bane . If the
party has these, it will be attacked by con-
jured forces .

Passing the gauntlet, the party reaches the
Pool of Darkness leading to Dark Phlan .

DARKPHLAN
Dark Phlan is an evil version of the true
Phlan, a taste of what the Realms will be
like if Bane is successful . It exists in Bane's
Dark Dimenson . The Iron Wall, the first of
Bane's inner defenses is here. If the party has
the Horn of Doom, it can use the horn to
breech the wall . Beyond lies the final
encounter.

The city is ruled by the undead form of
Porphrys Cadorna, formerly a council mem-
ber of the true Phlan . He has kidnapped
Sasha, with the intent of marrying her.
Wedding preparations are underway as the
party enters .

Gothmenes, a Batorand a major ally of
Bane, oversees the wedding . The party dis-
rupts the wedding and rescues Sasha, caus-
ing him to lose faith in CadOrna .
C/othmenes leaves, giving the party free
reign of the city.

THE PALACE OF CIOTHMENES
Passing through the iron gate, the party can
use the Crystal Ring to find and destroy the
mystical crystal which Bane has used to
block the good powers from intervening in
his plans. With the crystal shattered, the
final enemy, Gothmenes, is weak enough to
be defeated by the characters. The party is
teleported to Limbo where it watches the
results of its victory.



With Gothmenes' defeat, the good powers
can restore the stolen cities back to their
rightful places . In doing so, the good powers
turn back time to a point before the events
of the game take place. Because of this, no
one in the Realms remembers anything of
Bane's conquest attempt, nor do they
remember anything of the party's heroic
doings . Only the party, Elminster and the
greater powers know. Elminster closes the
gates to the outer dimension . As the gates to
Limbo are closed, the party is moved to the
restored city of Phlan .

It meets Elminster in the city library, and he
tells it that there is a ship waiting, laden
with treasure . The party boards and sails off.

JOURNAI, ENTRIES
The following Journal entires are false:

1, 6, 20, 23, 50, 75, 87, and 98.

MAJOR MAGIC ITEMS:
WHERETO FIMTHEM
Phlan:
Wand of Magic Missiles, Clerical Scroll (3),
Mage Scroll .

Realms Overland :
composite short bow +4, sling +4, scale +4,
mail .

Limbo:
darts +4, Periapt of Health, Ring of Gaze
Resistance, Ring of Invisibility, Ring of
Protection from Evil, Vorpal Long Sword
(from Shal) .

Hill Giant Steading : Temple of Tyr: Kalistes' Temple:
arrows+4, dagger +4, bolts +4 (2), long hammer +4, quarterstaff +4, Ring of Battle Axe +4 .
sword vs Giants +2, Ring of Fire Resistance, Protection +4, Wand of Lightning Bolts.
Clerical Scroll Tower of Marcus :

Moander Overland: Flail +4, two-handed sword +4, helmet +4,
Sasha and the Lands of Thar : javelin +4, two-handed sword +4, Elixir of ring mail +4, shield +4, Ring of Protection
Mage Scroll . Youth . from Evil, Wand of ice Storms .
Fire Giant's Cave: Moander's Heart: Web Overland:
javelin +4, fine long bow, Ring of dagger +4, staff sling +4, scale mail +4, short sword +4, chain mail +4 .
Vulnerability -3 (you don't want this), Ring Cloak of Displacement, Javelin of Lightning .
of Cold Resistance . Drow Testing Ground :

Dark Phlan : composite long bow +4, chain mail +4,
Dragons' Aerie: arrows +4, composite short bow +4, com- Ring of Invisibility.
battle axe +4, flail +4, scimitar +4, long posite long bow +4, darts +4, javelin +4,
sword +4, short sword +4, leather armor I i. bolts +4, quarterstaff +4, staff sling +4, short Kalistes' Parlor:
+4, ring mail +4, Dart of the Hornet's Nest, sword +4, Cloak of Protection +4 (2), band- Elfin Chain +4 .
Wand of Ice Stones, Wand of Paralyzation, ed mail +4, plate mail +4, shield +4, Bracers Zhentil Keep:
Scroll of Protection vs Dragon's Breath, of Defense AC 2, Ring of Gaze Resistance,
Mage Scroll . Ring of Protection +2, Ring of Protection +4 . mace +4 .

Thorne's Cave: The Palace of Gothmenes : Overland Minis:

arrows +4, light crossbow +4, flail +4, arrows +4 (2), hammer +4, javelin +4, sling arrows +4 (2), javelins +4 (2), bolts +4,
javelin +4 (2), mace +4 (2), bolts +4, sling +4, two-handed sword +4, helmet +4, chain mail +4, leather armor +4, blessed

+4, long sword +4, trident +4, banded mail leather armor +4, plate mail +4, shield +4, bolts (2) .

+4, helmet +4, Elfin chain +4, silver shield Ring of Protection +4 . Web Dimension Minis:
+3, Stone of Luck, Necklace of Missiles, II Nacacia and Myth Drannor : javelins +4 (2), scimitar +4, banded mail
Bracers of Defense AC 2, Ring of Fire +4, ring mail +4, scale mail +4 (2), Drow
Resistance. arrows +4 (2), light crossbow +4, bolts +4 long Sword +4, Draw Elfin Chain +4 .(2), Elfin Chain +4, blessed bolts (8), Girdle
Descent to the Depths: of Giant Strength, Drow Elfin Chain +4 . Moander Minis :
composite short bow +4, composite long

Temple of Transformation: arrows +4, darts +4 (2), hammer +4, scimi-
bow +4, cursed light crossbow -3 .

darts +4, Boots ofSpeed Long Sword Ring tar +4, staff sling +4, trident +4, leather
Cave of the Beholder: of Wizardry Elixir of Youth, Clerical Scroll, armor +4, ring mail +4, scale mail +4,

scimitar +4, quarterstaff +4, long sword +4, Mage Scroll . Boots of Speed .

ring mail +4, Cloak of Displacement, silver
shield +3, Eyes of Charming . Silk and the Slaves of the Drow:

darts +4, staff sling +4, Cloak of Protection
Vala vs Vassa: +4, ring mail +4, Boots of Speed, Draw
composite short bow +4, darts +4, plate Elfin Chain +4, Draw Long Sword +4 .
mail +4, silver shield +4, Ring of Blinking .

Manshoon's Tower:
light crossbow +4, dagger +4, darts +4 (2),
bolts +4 (2), trident +4, Necklace of Missiles,
Ring of Cold Resistance, Clerical Scroll .
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Phlan
Synopsis: Phlan has been rebuilt and revi-
talized in the ten years since it was freed .
Sasha, the old Council Clerk, is now a
member of the council . The town is, in fact,
so peaceful that the only adventure available
is escorting Sasha to the Lands ofThar.

Bane has other plans . Put offby his past
defeats, he scoops up all the towns not allied
with him and places them in Limbo . All,
that is, except Phlan which he hides beneath
Marcus' Tower. Marcus and his adherents
lay siege to the city, which is valiantly
defended by Shat . Helping Phlan repel its
attackers means the party will have a safe
haven that it can come to in time of need.

The party will find many temples for heal-
ing in the east side of town, as well as a
training hall . The west side of town is com-
prised mostly of residences and stores, where
the party will be able to equip itself. Due to
the party's fine reputation, all of the inns
will provide free lodging.

Wandering Monsters: While Phlan is
under siege : Red Mages and Zhentil
Warriors . Otherwise: none .

Resting : At any inn .

MAP LOCATIONS:

Phlan (East)

KEY

m
wall

Door

Impassable
Area

1 The docks where Rolf welcomes the
party, and later escorts it to a ship . After you
have won the game, this is where you may
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retrieve weapons left in limbo and meet the
ship which will take you to the challenge .

2 The dock house
3 Training Hall
4 Town Hall

VION
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5 Council Chamber where Sasha asks the
Party to escort her to the Lands of Thar.
Other useful information can be gained here
once the Party finds it beneath Marcus'
Tower.
6 The Council Clerk is here . There are no
missions at the beginning of the game,
though later, the clerk will assign missions
as they come up .
7 The Town Library where an old man
(Elminster) warns the Party to leave town
(beginning of game) . Later, a note, a Mage

Phtan (West)

explain the gate's odd name .

KEY

m
wall

Door

Impassable
Area

scroll, and a wand of magic missiles can be
found here.
8 Valhegen Park
9 Temple of Sune
10 Temple of Gond
11 Sunrise Inn
12 Temple ofTempus
13 Temple ofTyr
14 Parkside Gate
15 Traitor's Crate where a soldier will

16 The fortune teller here will give the
party many useful hints as the game
unfolds.



17 The Troll Toss Tavern where the party is
invited to fight a group of Ettins for sport .
18 The Spendthrift Inn
19 The Lakeside Inn
20 The Old Guild Armory - an all purpose
store.
21 Ohlo's Mystic Devices - a store special-
izing in magical items.
22 This is Kuto's Gate . The party meets
Sasha here to escort her to Thar. When the
party accepts the mission, she gives it three
Clerical scrolls .
23 When Phlan is under siege, a group of
nine Black Mages and a Bit O Moander are
holding a family hostage . The gates are
sealed until these have been defeated .
24 This is a store specializing in clothing .
25 Smithy's Choice is a store which special-
izes in armor.
26 Bowyers Supply is a store specializing is
archery.

Limbo
Synopsis : To aid his lieutenants, Bane has
opened the pools of darkness. Normally
these interdimensional portals are only
usable by his allies. Elminster, a Mage of
great power, has made it possible for the
party to use them too.
The waybetween pools traverses Limbo.
Here Elminster offers the party aid and
advice . Magical items will not survive the
passage from the Realms to the outer dimen-
sions, so the party should store these with
Elminster Likewise, such items will be
destroyed returning to the Realms from the
outer dimensions . Characters may go to
Limbo from an outer dimension, receive aid

and then return to the outer dimension
without losing their items. Such destruction
occurs only during the full passage .
Healing and training is available .
Wandering Monsters: There are none .
Resting: You may rest safely.

Overland Minis:

Small Keep

Wd

Synopsis: The party comes across a small
keep. Monsters have overcome the defenses,
and a battle rages inside. It rescues a family
and gains information about the Giant's
steading .

Resting: The party may be disturbed by Fire
Giants and Ogres.
MAP LOCATIONS:

1 The keep's portcullis . It is bent aside, and
useless .
2 The party is attacked by an Ettin war
party.
3 Ogres, lead by a Hill Giant, search the
blacksmith's shop . If the party disturbs them,
they attack .
4 The stables . Fire Giants are rounding up
the horses . They attack .
5 Ettins hold the keep's entrance .

OVERLAID MIMS

6 As the party enters, Ogres and Ettins are
finishing off the last of the keep's guard.
They turn to attack the party.
7 Hill Giants are poised to attack a woman
and her children . After the rescue, the moth-
er tells the party about the Giant's steading.

Large Farmhouse

Synopsis: The party finds a farmhouse .
Vampires have set up headquarters here .
Resting: Vndead may disturb the party's
camp .
MAP LOCATIONS:

1 The barnyard gate.
2 If the party searches the barn, it finds the
soul-drained bodies of the farm's former
occupants.

Sasha and the Lands of Thar (raydome's Keep)

3 Vampires and undead guard the farm-
house entrance. The party is surprised unless
it has found the bodies at location 1 .
4 More undead attack in the corridor.
5 The Vampires have stored their coffins in
this room . They attack the party.

Small Set of Huts
Synopsis: The former
tenants of these huts have
been run off by the forces
of Bane.A woodsman is
here, and he gives the
party information about
Myth Drannor and Marcus' Tower.
Resting: It is safe to rest here .
MAPLOCATIONS:

1 The entrance to the small village.
2 A pile of dead Banite priests .
3 Ahuntsman ambushes the party.
If it pledges allegiance to PHLAN, Or
NO ONE, he gives it information .



Small Stockade
Synopsis: The
party finds a stock-
ade that has been
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under attack by
Dragons. The cap-

	

2

	

t

	

2
tain enlists the
party's aid. Dragon's attack, and the party
rescues the stockade.
Resting: It is safe to rest here .
MAP LOCATIONS:

1 Guards let the party in .
2 Peasants hide in these huts .
3 Captain Dalas greets the party and asks it
to help in the stockade's defense against the
Dragons. Afterwards, the keep will be
attacked by Dragons.

Way House
Synopsis: The party comes
across away house . It may
rest here and gain some useful
information .
Resting: It is safe to rest here .
MAP LOCATIONS :

1 As the party enters, it is greeted by the
innkeeper. He tells it not to enter the room
at location 2.
2 Aroom full of poisoned Banite warriors.
3 The party meets the house keeper. She
tells it about Mutmaster.

Small Village
Synopsis : The party comes
across a small village .
Beholders have taken
over, and are terrorizing the
citizenry. The party frees
the village and recovers
the Beholders' loot .

Resting: Wandering Beholders may attack
the party.
MAP LOCATIONS:

1 Entering the village, the party sees the
bodies of slaughtered humans . It hears cries
coming from the south
2 Beholders are tormenting some villagers .
They attack the party.
3 There is loot gathered in this room .
Included are some arrows +4 .

Farm Building
Synopsis: The party comes
across a farm building .
There it meets a dying
fighter who gives it infor-
mation about the Giant's
steading .

MAP LOCATIONS :

Crossroad
Synopsis : Cloud
Giants have taken
over this crossroad
settlement . The
party rescues a
prisoner and finds
the Giants' trea-
sure hoard.
Resting: Giants
wander the settle-
ment and will
attack the party's
camp .
MAP LOCATIONS :
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Resting : Wandering monsters may attack
the farm building when the party rests.

1 The entrance to the farm building .

2

2 The party meets a dying fighter. If it helps
him, he gives them information .

1 A gang of Giants ambushes the party at
the crossroad.

2 Treasure . Giants protect their stolen loot .
3 Cloud Giants are interrogating a prisoner.
If the party rescues him, he will tell it about
the weapons at location 4.
4 Aransacked store . If the party saved the
storekeeper at location 3, it can find a trident
+3, a dagger +3, a light crossbow +1, and
potions of speed.

Sasha and the Lands of Thar
Synopsis: The legends speak of Taydome's
spell which gave him power over the Ogres
and Giants of Thar Sasha was last seen
traveling towards the Lands of Thar to rally
forces there . Her other task was to verify
that the Phlan Mages Kimarr and Quit had
found Taydome's lost fortress as their last
message had claimed. The Mages have
since parted company, their goals no longer
the same. Kimarr controls Taydome's spell
and the Ogres and Giants with it . Quit
retains his loyalty to the Council and has
stolen the spell, hiding in secret passages in
the Keep . Sasha stumbled into their conflict,
her party ambushed by Kimarr. Because she
is a focus for the rallying forces of Phlan,
Bane's minions would benefit from her
death, and Kimarr uses her as a bargaining
chip in his dealings . Evil has given him pro-
tection from Quit's spells . Quit has stolen
Sasha from Kimarr, but cannot get her out of
the keep . The party seeks to free Sasha and
defeat Kimarr's rising power. Although
Quit cannot use direct magic against
Kima r, he will attempt to help the party
whenever possible .
Resting: If the party avoids Kimarr's "sight",
any room is safe . Otherwise, there is no safe
resting area until Kimar is defeated .
Wandering Monsters : Ogres, Ogre Mages,
Cloud Giants, Hill Giants, Hill Giant
Shaman, Fire Giants, and Fire Giant Mages.
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MAP LOCATIONS:

1 Main Hall . Initially, the Giants and
Ogres will allow the party to leave without
a battle, useful if the party is not up to
strength . If the monsters get a chance to lock
the front gate, it is beneficial to attempt to
unlock it before the final confrontation .
2 Guard posts .
3 These places are connected to Quit's
secret passages . There will be a chance that
Quit will leave the party a note here.
4 Waiting Rooms.
5 Hallway. Ruoln, claiming to be a member
of Sasha's guard offers to join the party at this
point. He is not what he appears to be, but
accepting him into the party can bring back-
ground information about Taydome's Keep .
On the other hand, evading him can gain
the party safe camping times .
6 Taydome's Library.
7 Study Chambers .
8 Reception Hall . Agroup of Drow are
waiting to meet with Kimarr here. They are
impatient and unfriendly. The party can
avoid a fight if it leaves when asked.
9 Meeting Room. One of the guards
chained to the table, Bostell, is alive but
unconscious. If the party frees him, he will
aid it in the final confrontation against
Kimarr.
10 Treasure Room . The only secret room in
the Keep known to Kimarr. There is treasure
here, but if Ruoln is with the party, the
group will take some damage getting it .
11 Dining Hall . Another fight that can be
avoided if the party leaves when given the
opportunity.
12 Kitchen .



SASHA AM THE LAMS OF THAR
6 7 8 9 10

14 Barracks .

2 3 4 5

13 The Training Hall .

15 Kimarr's wrath. Kimarr confronts the
party at this point, angry that it has not
helped him locate Quit in its wanderings .
He will have his monsters attack .
16 Servant's Quarters. An ancient servant to
Taydome had used his cupboard as paper for
his journal . The party can read about
Taydome's original agreement with Ogre and
Giant tribes and get a due about his demise
at the hands of his enslaved monsters .
17 Kimarr's Parlor. He has guards posted in
this room for protection .
18 Kimarrs Chambers . The final confronta-
tion occurs here, with Kimarr using his most

9

11 12 13 14 15

19 Quit's Chambers .
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powerful form to fight the party. Anote
from Quit will inform the party of Sasha's
location once it has defeated Kimarr as a
Black Dragon . After the party wins the final
battle, Taydome's spell will be broken, and
the Ogres and Giants will leave the Keep as
soon as they are able . The partywill be safe
anywhere it chooses to rest .

20 Sasha's Chambers . It is best to please
Sasha at this point. If she is not angered the
Keep will become a safe haven for the party
if it needs to rest in the area .

VALA VS. VAASA
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Vala vs. Vaasa
Synopsis: Hoping to join with Bane's army,
the Vaasans have hatched a plot to tunnel
under the snow blocked passes using
Elementals. Vala of the Silver Blades has
discovered their plans and is desperately try-
ing to counter the threat .
Her situation is bleak, though, and she has
been forced to employ the dull witted Hill
Giants to fight the Vaasan army. Valor's one
hope is to find four magical items which
will allow her to gain control of the
Elementals: the Worldstone, the Oakroot
Staff, the Crucible of Flame, and the
Lindenwood Staff. Unfortunately, all ofthe
digging has disturbed some ghosts .
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Wandering Monsters : Spectres, Wraiths
and Purple Worms.
Resting: Safe at locations 3and 12 .
MAP LOCATIONS:

1 Hill Giants demand to know why you
are in the cave . They will let you pass if you
claim you are there to see the 'Silver Lady.'
2 Hill Giants warn you of Vaasans break-
ing in at locations 10 and 19 .
3 You meet Vala here in her office and she
tells you about the four magical items that
must be found . She will join your party if
you wish; though if Valor is not with you,
the Hill Giants will think you are Vaasans.
Vala will also give you a Silver Shield +4 .
Vala's office is safe to rest in .



4 Hill Giants have found the Worldstone .
They are reluctant to give it up .
5 Vala explains the Vaasans' plan further. If
she is not with you, Hill Giants will attack .
6 Hill Giants will challenge your presence
if Vala is not with you.
7 The main force of Vaasans will break
through the walls in this room and the Hill
Giants work to fortify the room. You will
need the magical items from locations 4, 18,
8, and 13 to turn back the Elementals and
the Vaasan army. The Vaasan warriors and
Mageswho slip through can then be
defeated .
8 The Lindenwood Staff can be found here if
the coffinsare searched . The search, however,
disturbs some Wraiths, Skeletons, and a Lich .
9 Vaasan warriors and male Drow are mak-
ing plans for an alliance.
10 Asmall force ofVaasan warriors and
Mages break through at these locations .
11 AVaasan Mage loses control of Earth
Elementals and they attack .
12 These rooms are safe to rest in .
13 The Oakroot staff can be found here if
the area is searched . Earth Elementals will
attack .
14 If this room is searched it will disturb a
host of Wights and Skeletons .
15 This is the entrance to the cave .
16 If this room is searched you can find darts
+4, a Ring of Blinking and plate mail +4 .
17 Hill Giants run screaming from the east-
ern door.
18 The Crucible of Flame is in this room,
guarded by Fire Elementals .
19 Vampires guard their crypt .

Temple of Tyr
Synopsis : lriam has gathered a ragtag army
to fight back against the evil forces encroach-
ing on the Moonsea area . Unfortunately, he
has no arms or armor for his warriors . He
has reason to believe that the Temple of Tyr
has a hidden armory within it and asks you
to help because his soldiers are reluctant to
enter due to tales that the place is haunted.
In addition, Banite cultists have also heard
of the armory and are trying desperately to
loot it before Priam can.
Wandering Monsters: Players will
encounter random patrols until the Vampire
priest is killed at location #3 .
Resting: Except for the temple scribe's office
(location 5), rest will be interrupted every
time until the four braziers are lit and the
bells have been rung.
MAP LOCATIONS:

1 The guard posted here will run upstairs to
warn the Vampire priest ofyour entry. If
you pursue immediately, you will gain sur-
prise on the marauders in location #3 .
2 The high altar of Tyr has a black hand
painted on it . Award prevents the hand
from being erased until the Vampire priest in
location #3 has been killed . When you erase
the hand you earn the blessing of Tyr and get
-2 to AC and +1 to hit while in the temple .
3 Pursue the guard from location 1 into this
room or hewill warn the Vampire. Ifyou
allow the guard time to give a warning, you
will be hit by a blade barrier when you enter
the room (unless you wait outside the door) .
The Vampire priest and a group ofhis
marauders are tearing up an office searching
for the whereabouts ofthe hidden armory.
The journal entry (#11) you get here tells you
how to perform the ritual at location #14.
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4 Each of these cloisters has an iron brazier
in it . These must be lit with the flame from
the Lamp of Vigilance to free the temple
from darkness . (See Location #17)
5 The temple scribe's office is the only place
you can rest in the temple.
6 You find a priest of Tyr's diary telling of
the last days of the temple before the dark-
ness fell upon the land.
7 Ringing the bell here will bring the
Banshee, Laurellin, down from the bell
tower. Don't kill her. Wait until you've read
the journal entry at location #8 Ooural
Entry 74) and then decide what to do about
her. After the Lamp of Vigilance has been
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gained ringing the bells is the last thing to
do to free the temple from evil .
8 Keep searching these small rooms until
you find a journal entry telling you about
the tragic story of Laurellin and Brimwulf
Uoural Entry 74).
9 Temple plunder has been gathered here
by the marauders . If you take any of it, you
will earn the Curse of Tyr. (Any blessing
gained at #2 will be negated andan addi-
tional +2 AC and -2 to hit penalty is earned
while in the temple . Note : your armor class
and to hit will be two worse.)



10 A man cowers in fear here from the ter-
rors he experienced in the catacombs below.
Listen to his mumbles.
11 A group ofmarauders flees the wrath of
Brimwulf below. Their morale is terrible if
you want to fight them (they run away easily) .
12 Neo-Otyughs made their way to the
catacombs after the priests left. The spirits
will be (materially) grateful if you free them
from this scourge.
13 This is the tomb of Brimwulf, the
Spectre that Tyr has bound to guard the
entrance to the treasures beyond . Avoid
killing Brimwulf if possible and volunteer to
be "tested." The secret door he guards is in
the north wall .
14 This altar is where the purification ritual
will be performed . If you choose the third
option (as listed in the journal entry you
found at location #3, Journal Entry 11), you
will face a lesser number of Elemental
guardians in locations #14 and 15 .
15 Earth Elementals prevent you from pass-
ing. If you defeat them in combat, you will
gain the Vessel of Purity (needed in location
#16) .
16 Fire Elementals rise from the floor.
Defeating them gives you the Spirit Flame
needed at location #17.
17 When entering the armory, you see the
Lamp ofVigilance on a pedestal . The Spirit
Flame will light it. Once lit, Brimwulf will
come (if you didn't kill him), and give you
instructions on how to free the temple from
evil . After he disappears, step forward
another square and you enter the shelves of
weapons and armor that Priam was looking
for. There is valuable treasure here for you.
Then light the braziers in the four corner
towers and ring the bell .
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Hill Giant Steading
Synopsis: The Hill Giant Steading is a
recruitment center for the evil forces which
Bane is amassing, where the mercenaries
and evil creatures vie for the Hill Giant
Shaman's attention to gain advancement.
Fights are common among them, even
encouraged as a way of proving themselves .
Wandering Monsters : Ettins, Hill Giants,
Neo-Otyughs, Carrion Crawlers, Displacer
Beasts, Medusa, Evil Knights, Swordsmen,
Rogues, Master Thieves, and Black Mages.
Resting: Any location 3 after you have
defeated the encounter in that room . Either
location 11 after you have defeated the
Cloud Giants at either location .
MAP LOCATIONS:

1 This is the entrance to the Steading . Hill
Giants guard the entrance, but will allow
you to enter if you convince them that you
are mercenaries .
2 This is a guard room with Ogres, Ogre
Mages and a Large Iron CGolem .
3 These locations are barracks for the new
recruits . Once you have secured the room,
you can rest in it safely. Various monsters
are lodged here.
4 A group of Hill Giants insults you.
5 You encounter a pitched battle between
Ogres and Ettins . If you interfere, both par-
ties will join together and attack you. If you
wait it out, only the winning side will
attack you.
6 This is the training hall . Training is free .
7 A group of Assassins has taken over this
area of the steading . They will try to keep
you out of the area .
8 This is the Fire Knife Assassin
Commander's office . He is talking to Fire
Giants whohave hired the the Assassins to

HILL GIANT STEADIIYG

kill the Hill Giant Shaman . A letter can be
found on his desk revealing this .
9 The Twisted Horn tavern . You will meet
Kardal here, who is trying, unsuccessfully,
to gain information . He tells you how to
quickly gain a reputation which will bring
you to the Hill Giant Shaman, namely, by
killing a group of Cloud Giants .
You can visit the tavern at any time and
hear various rumors.
10 These are private rooms. The Cloud
Giants, as well as Cloud Giant Shamans and
Mages which Kardal referred to, are in one
of the rooms. Once they are defeated you
will be granted access to the inner steading .
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The private rooms are safe to camp in .
11 This is the kitchen .
12 This is the gate to the inner steading .
You will not be allowed through the gate
until you defeat the Cloud Giants at loca-
tion 10 .
13 Carrion Crawlers, Otyughs, Neo-
Otyughs, and a Greater Otyugh feast on the
steading's garbage here .
14 Kardal's dagger +4 can be found on the
ground here.
15 Hill Giants, Ettins and Swordsmen are
questioning Kardal here. If you rescue him,
he will tell you about a 'gathering' higher in
the mountains .



16 Hill Giants and Ogres try to block your
way. It is possible to trick them into letting
you pass .
17 This is the steading's treasury, guarded
by white and Red Dragons . The treasure
includes: long sword vs. Giants +2, arrows
+2, shield +3, light crossbow +3, and
bolts +4 .
18 A large force of Hill Giants, Ettins and
Skeletal Animals make a stand here .
19 This is the antechamber to the Hill
Giant Shaman's quarters. It is guarded by a
White Dragon and a Black Dragon .
20 This is the Hill Giant Shaman's quarters
where Hill Giants, Ogres, and Ogre Mages
attend him . The Shaman is just completing
a spell as you enter.
21 This is the Hill Giant Shaman's vault . It
contains a Clerical scroll, a ring of fire resis-
tance, and a scimitar +3 .
22 This is the entrance to the Fire Giant's
Cave.
23 This is a store . If you do not buy or sell
something, the shopkeeper will try to steal
your money.
24 Assassins stand guard .

Fire Giant Cave
Synopsis: The Fire Giant Mage, Vngleow,
who rules this cave is ambitious, not only
plotting against the Hill Giant Shaman, but
attempting to grab territory from Thorne .
She has laced the cave with magic, enchant-
ing the very corridors .

Ungleow thinks everyone's motives are as
base as hers and she will try to bribe you
and enlist you in her own plots . Vngleow's
machinations, however, are turning sour.

Wandering Monsters: Vmber hulks, Giant
Spiders, Salamanders, and Iron Golems.

Resting : Those locations indicated by the
number 13 .

MAP LOCATIONS:

1 This is the entrance to and from the Hill
Giant Steading .
2 The floor rotates at these locations.
Traveling east once it stops will take you
deeper into the cave .
3 Ungleow, the Fire Giant Mage, will give
you a small sum ofmoney, hoping that will
send you on your way.
NOTE: part of the bribe is a Ring of
Vulnerability (-3) . Don't put it on .
4 An enchantment has been cast here
which traps you in an endless corridor.
Throwing the ring in the skull down the
corridor will break the spell.
5 Two Hill Giants are in this room . They
can be persuaded to reveal their plan to kill
Vngleow by causing a cave-in at location 6 .
6 The two Hill Giants have rigged a cave-
in here which they hope will kill Vngleow.
Unfortunately, the Giants are not too bright
and the cave-in will backfire .
There is also a peephole in this room which
allows you to see into Vngleow's quarters .
7 Stepping into these rooms will cause you
to be transported to location 8 .

FIRE GIANT CAVE
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8 You are transported here from location 7 .
9 Assassins here debate the wisdom of
working for Ungleow.
10 Fire Giants block your way here.
11 Vngleow attempts to deter you once
again, this time with a force of Fire Giants
and Assassins .
12 Fire Giants and Fire Elementals are
waiting in ambush here. They can be sur-
prised by taking the initiative .
13 These rooms are safe to camp in .
14 Medusa and Spiders haunt these
locations .
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15 An Assassin attempts to bargain with
you. He will become suspicious if you do
not demand more money.
16 Vngleow is in this room . She is some-
what fearful ofyou and will try to send you
away with false promises of treasure. She
will also try to surprise you if you let your
guard down .
17 Red black and green Dragons guard the
passage to the Dragons' Aerie.
18 Assassins are honing their weapons .




