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INTRODUCTION

OOL OF RADIANCE is Strategic Simulations Inc.’s

first ADVANCED DUNGEONS & DRAGONS®

Computer Role-Playing Epic set in the
FORGOTTEN REALMS™ game world. PooL or RADIANCE
is a huge game, with over two dozen different individ-
ual missions and adventures. It is designed to mimror
the kind of connected adventures that form the basis
of the AD&D® role-playing game.

PooL or Rabiance does not rely on obtuse puzzles or
unfathomable word games to create challenge. In-
stead, PooL or RApiANCE relies on challenges that arise
from within the scope of the adventure. Each adven-
ture centers around solving a mystery, defeating an
enemy force, or discovering the true allegiance of the
mysterious groups you meet.

You are sure to have questions as you adventure
through PooL or Rabiance. First, read the rule book and
Adventurers Journal that come with the game. These
books will answer most of the questions that come
up. Second, you can refer to this clue book for
answers; it is the definitive source for insight into the
adventure in Pool of Radiance. Third, you can look
into the many ADVANCED DUNGEONS & DRAGONS®
books for background on the game. The AD&D®
Players Handbook and the AD&D® Dungeon Masters
Guide provided the basis for the rules in PooL or
Rapiance. THE FORGOTTEN REALMS ™ Campaign Set
and Ruins of Adventure module provided the back-
ground material for the storyline. These sources
should tell you all you need to know about PooL or
RADIANCE.,

Keep your current objective in mind while you play
through each mission in PooL or RAbiAnce. Each

mission has a specific goal that is given in the city
coundil proclamation and in the council derk’s
description of each mission. In some missions you
simply have to hack your way through everything in
front of you. In other missions you must sneak and
be unobtrusive. In some missions you must be diplo-
matic, and in others you must simply survive. Stay
true to your objective as each mission unfolds.

Finally, remember the overall goal of the quest, the
liberation of Phlan from its evil oppressor. It is not
necessary to clear every block, defeat every evil, or
even complete every mission to free Phlan. As soon
" as the Boss that controls Phlan is defeated, the undi-
rected monsters that were under his control will fall
like wheat to the scythe. Always remember that the
defeat of the Boss is your final goal. Good luck!

Missions and Adventures

he quest in Poow. or Rapiarce is divided into mis-
T sions or adventures. The City Council of New

Phlan will direct the characters to most of their
missions. Occasionally, the characters will discover an
adventure on their own. It is not necessary to “touch
every square” in Pool of Radiance to complete the
quest. The party should take the missions that sound
interesting, find out all the information they can, and
work to complete their overall mission and free Phlan
from its evil overlord.

Each mission is set in a specific area. The description
of each mission includes a map of the area, the back-
ground storyline for the area, where the party can
rest, a description of the important places in that
area, and the aftermath of the mission.



CiviLizep AREA, NEw PHLAN:

he Storyline: New Phlan is the

area that civilization has carved

out of the monster-controlled
areas of Old Phlan. New Phlan sits pre-
cariously on the southeastern corner of
Old Phian as shown in the city map on
page 26 of the Adventurers Journal.
Monsters control all of the rest of the
city, and the monsters are themselves
controlled by a mysterious “Boss”. Your
quest is to liberate the city from mon-
sters, discover the identity of the boss,
and defeat the boss to free the city.

Notes: In Pool of Radiance, the dty
council sends you on most of
adventures. When you visit the dity
council building, there are Proclama-
tions on the outside of the building
desaribing things the dity council
wants done. When you go inside the
council building and visit the clerk,
she will describe several commissions

that are available. You can undertake
any of these missions. You can also
explore on your own and go “looking
for trouble”. After you have completed
a mission, retum to the coundl derk.
She will give you any rewards due you
for completing missions and inform
you of new missions.

New Phian is patrolled by a very efft-
dent city guard. If you try to rest in the
street or enter the city hall or a shop
after dark, the city guard will respond.
The chambers of the city council are
guarded by the coundil guards, and
the temple of Tempus is guarded by
its own temple guards. If you fight any
of these guards, you will be unable to

buy anything in the shops or temples
until you complete a mission.

Where You Can Rest: The only place
you can rest in the city is at an Inn
(location 19 on the map). It costs 1
platinum piece for the party to rest, but
they may rest as long as they like.

Map Locations

1. Boat: Catch a boat here to take you
to Sokal Keep. After Sokal Keep is
cleared, you may also take the boat
into the wilderness to the east or to the
west.

2. Passenger Dock: This is where you
tell the boatman your destination and

pay your passage when traveling into
the wilderness.

3. Temple of Tyr: Healing services are
available here.

4. Bishop Braccio’s Office: Here, you
can meet Bishop Braccio, leader of the
temple of Tyr in New Phian.

5. Dueling & Hiring Hall: Here, individu-
al members of the party can duel to
gain experience points, or the party can
hire NPCs to help the party on their ad-
ventures. Hired NPCs receive a cut of
the treasure before the players ever get
their hands on it.

6. Clerical Training: Characters that are
clerics or derical split classes can train
here.

7. Magjc User Training: Characters that
are magic users or magic user split
classes can train here.,

8. Fighter Training: Characters that are
fighters or fighter split classes can train
here,

9. Thieves Training: Characters that are
thieves (politely called rogues) or thief
split classes can train here.

10. Temple of Sune: Healing services
are available here. All temples have the
same services and charge the same
amount.

11. City Park.

12. The Entrance To The City Hall:
Prodamations of the City Council are
posted on the wall here.

13. The Clerk of the City Council: The
derk is a source for information on
missions that have been authorized by
the city coundil and gives out rewards
for completed missions.

14. Junior Councilman’s Office.
15. Senior Councilman’s Office.
16. Head Councdilman'’s Office.
17. City Coundil Chambers.

18. Temple of Tempus: Healing ser-
vices are available here.

19. Inns: Heroes can rest and heal at
these inns without interruption.

20. Taverns: Heroes can gamble and
get into brawls (which are worth experi-
ence points) at these taverns.

21. Arms & Armor Shop: Weapons and
armor are available here. All shops
charge the same prices.

22. General ltems Shop: These shops
sell mirrors, flasks of oil, holy symbols,
and vials of holy water. The wooden
holy symbol of Tempus is a good buy
because Tempus is a lawful good god
and his symbol will repel vampires.

23, Silver Shop: These shops sell silver
weapons, silver armor, silver jewelry,
and a fine composite bow.

24. Jeweler: This shop sells expensive
Jewelry to allow rich heroes to conve-

niently camry their money. Jewelry ranges
from 75-50,000 gold pieces in value.

Finale: You don't need to “clear” the
civilized block. When you have finished
your quest, return to the coundil clerk
for your final reward!
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he Storyline: The townspeople
have reclaimed the “civilized”

section of New Phlan. They have
reinforced the walls between the civi-
lized section and the slums which are
still controlled by monsters. The heroes
must defeat the monsters that wander
the slums, along with rooting out the
monsters in their lairs. This is a search-
and-destroy mission where the heroes
must be on the lookout for clues to this
and future missions.

Where You Can Rest: You can rest
safely in any room where you have
defeated a set encounter. You can also
rest safely after you have cleared the
slums.

Map Locations

1. Orcs: Several Orcs arguing over a
piece of paper.

2. Goblin Armsmaster and his stu-
dents: Throw a detect magic on the
goblin’s items to find their treasure.

3. Magic User: Ohlo, a magic user, will
offer you an assignment to go get a
potion from the rope guild for him. If
you get him the potion, he rewards you
with a magic item. If you attack him,
his army of monsters defend him.

4, Stable: Search the room to find the
treasure.

5. Kobolds: Their treasure includes a
set of magic bracers that act in the
place of armor but do not slow the
wearer.

6. Secret Treasure Room: Treasure is
behind the illusionary wall to the east.

7. Hobgoblins: Search the room after
the combat to find their treasure.

8. Qypsy: She will read your fortune. If
you attack her, it will enrage the mon-
sters in the slums and make the ran-
dom encounters much tougher.

9. Orcs: Cast detect magic on the orc's
items to separate the magic items from
the trash.

10. Monster Guards.
11. Monster Leaders.

12. Goblin Guards: This is a tough
fight. Try to cast a sleep spell on the
goblin leaders to reduce the enemy
archery.

13. Hidden Loot: Search this room for
the treasure that the goblins were

guarding,

14. The Entrance to the Old Rope
Guild: The random encounters inside
the old rope guild are tougher than
those outside. It is safer to defeat all 15
random encounters before entering the

rope guild.

15. Ohlo’s Potion: The man here will
give you Ohlo’s potion if you tell him
Ohlo’s name.

16. Trolls and Ogres Tossing Things:
Very tough. This battle is a coming-of-
age test. If your heroes can clear these
monsters then you can handle the rest
of the ugly things that the world has to
throw at you. You may want to go back
to the hiring hall and hire a hero for this
battle. Equip him with a bow and
arrows and ready his armows so that he
will provide ranged fire.

Tactics and firepower are the keys to
winning this fight. The Trolls and Ogres
are 2 square monsters, and the battle
occurs in a narrow room which limits
their mobility. Because the two Ogres
are up front, the four trolls are trapped
behind them. The ogres are less dan-
gerous than the trolls, so do not kill the
ogres until you have defeated all the
trolls. Take your two characters with
the best AC and HP and have them
engage the ogres. Everyone else should
stand one square back and use ranged
weapons and attack spells on the trolls
until they all go down.

Once the trolls are down, finish off the
ogres. Try to bring down all the trolls at
about the same time, and then kill the
ogres quickly. If you kill a troll early in
the battle and take a long time finishing
everyone else off, the troll will regener-
ate and stand back up. Then you'll
have to deal with him all over again. If
you advance onto the square the troll
had occupied, the troll will be unable to
stand back up.

Finale: The slums are deared after you
have defeated 15 random encounters
and dealt with all the set encounters.
When you retum to the dity coundil, they
will pay you a reward for dlearing the
block and offer you additional missions.
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he Storyline: The fortress of

Sokal Keep on Thom Island dom-

inates the seaward passage into
and out of Phlan. Humanity made its
last stand at Sokal Keep during the fall
of Phlan. The Keep is now haunted and
is not currently controlled by either the
Boss or the forces of New Phlan. The
spirits from the fortress disrupt ship-
ping and keep traders from coming to
New Phlan. It is important to the city to
dear Sokal Keep of its haunting inhabi-
tants. The Boss does not want the keep
ceared because of the commerce it
would bring to New Phlan. It is safe to
assume he will do something to try and
stop the heroes.

Where You Can Rest: After you kill
four undead patrols, you can rest any-
where in the Keep. If you leave the
Keep and retumn, the undead patrols

return to full strength.

Map Locations

1. Dead Elf: Search the dead elf and
find the scroll on his body with three
code words in elvish. The code words
translate as: LUX, SHESTNI, and
SAMOSUD.

2. Undead Patrol Area: The inner Keep
is patrolled by small groups of skele-
tons and zombies. Before you go into
the chapel, the patrols will leave you
alone if you parlay with them and say
SHESTNI After speaking with Fermran
Martinez, you must parlay with them
and say SAMOSUD. If you defeat four
patrols, the current supply of undead is

exhausted. If you leave the Keep and
return, the undead patrols return to full

strength.

3. Scorpions: Here, you meet a mixed
group of huge and large scorpions.
Have a deric memorize a slow poison
spell before this fight, just in case a
character gets hit and misses his saving
throw.

4. Fungus: Here, you find a room full of
fungi.

5. Poisonous Frogs: Here, you meet
poisonous frogs. Parlay with them and
you will go to combat. Search the entire
room after the battle to find the hidden
treasure.

6. Hobgdblin and Orc Assault: Once
you enter this room, the Boss’ Hob-
goblin and Orc assault force catch up
with you. This force has been sent by
the Boss to keep you from dearing
Sokal Keep and opening the sea lanes
into New Phlan. This is a large force,
with archers. To have the best chance
of defeating them, enter the room from
one of the southem doors so that you
can set up a short, straight defensive
line with secure flanks. Be sure your
characters are completely healed and
have all of their spells memorized
before going into battle. Use sleep and
hold person spells to stop enemy
archers and to create a wall of helpless
enemy just in front of your heroes. Be
careful not to cast sleep on any of your
own characters. The enemy archers
only have enough arrows for a few
shots; if you haven't defeated them by
the end of the fourth turn, you can
treat them just like normal monsters.
You may want to hire a hero from the
hiring hall to help you with this fight.

7. Haunts: Wailing spirits of the defend-
ers of Sokal Keep inhabit this room. If

you pariay and speak the password
LUX, they will quiet their wailing and
show you a hidden treasure.

8. Ferran Martinez: As you approach
the altar, the ghostly form of Ferran
Martinez rises up. Ferran Martinez has
transformed himself into a spedre and
bound his form here in order to power
the supernatural defenses of Sokal
Keep. Even though he is a specire, do
not fight him! In combat he is very
powerful and drains 2 experience lev-
els every time he hits. Parlay with
Ferran Martinez and use the codeword
LUX. Tell him the truth when he asks
about the state of the city. Since
humanity is retaking the city, Ferran
Martinez’ job is finished. He informs
you of the items hidden behind an illu-
sionary wall in the armory. Then he is
freed from his spectral bondage and
goes on to his final reward. '

9. The Armory: The illusionary section
of wall in the northeastern corner hides
the entrance into the searet treasure
room.

10. Secret Treasure Room: In the north-
west corner of this room, you will find
the magic items Ferran Martinez men-
tioned earlier.

Finale: Once Ferran Martinez has been
told the truth about the city, his ghostly
haunts will no longer be a problem to
shipping in and around New Phlan.
After the players return, they will be
able to take a boat from the passenger
dock into the wilderness to the West,
the North Bay, or the East.
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he Storyline: The infamous

bandit, Norris The Gray, and his

bandit horde infest the area near
Kuto’s Well. The well is the only source
of fresh water in the area, and so the
area around the well is a neutral zone
where many monsters come and drink.
So long as creatures don't search the
area for Normis’ hideout or attempt to
enter the well, Norris’ troops don't give
them any trouble,

The city council doesn’t have a spedial
commission for dealing with Norris The
Gray, but after the players clear the
area they will get the standard reward
for clearing the block, as well as being
able to keep Norris’ treasure.

Where You Can Rest: You cannot rest
in or under Kuto’s well until you have
defeated Norris the Gray. After Nomis
has been defeated, you can rest in the
catacombs beneath Kuto's Well.

Map Locations:
Area Near Kuto’s Well

1. A wandering group of sickly kobolds
may be encountered in these buildings.

2. Norris The Gray’s kobolds guard the
well from these locations. If you search
near any of these buildings, the guards
will attack.

3. Kuto’s Well. If you search adjacent to
the well or attempt to enter the well,
the kobold guards and a set of rein-
forcements from within the well attack
the party. If you enter the well, you can

dimb down the ladder and explore the
catacombs below.

4. A patrol consisting of a lizard man
and giant lizards guard the hag behind
the door.

5. A hag on a rug. Search for her trea-
sure under the rug,

6. The lower part of Kuto’s Well, with
an ajar secret door leading into the cat-
acombs. 2

7. Kobold archers will ambush the
party here until Norris The Gray has
been defeated.

8. Nomis The Gray and his bandit horde
will be waiting for the party at one of
these locations. Norris and his band
know the catacombs very well, so
whichever area the players get to first,
Norris and his band will be there wait-
ing for them.

9. Search this area to find Norris The
Gray’s loot.

Finale: Once Nomis The Qray has been
defeated, you should return to the city
council and collect your reward for
dearing the block.
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he Storyline: Mendor's Library

was one of the great centers of

knowledge in all the Moonsea
reaches. After the fall of Phlan, most of
the monsters didn‘t know what to do
with the library. The Boss, however, rec-
ognized it for the treasure trove that it
was. He had the library magically
sealed until he could send out a team
of experts to pillage the library’s secrets.
Unfortunately for the Boss, the Flight of
the Wyrms caused chaos throughout
Phlan and diverted his attention away
from the library.

The city council knows that tomes and
books from Phlan’s past could hold the
secret to their salvation, so they have
set a bounty for the recovery of impor-
tant documents. The party’s job: clear
the block containing the library, discov-
er some of the background and secrets
of the Boss, and gain the bounty for
returning some of the important works
from Mendor’s Library.

Where You Can Rest: The party can
rest anywhere in the library except in
the Garden.

Note: Stay in Search Mode as you

move through the library to make sure
you find everything you are looking
for. You may need to look in an area
several times to find all the items hid-
den among the clutter.

Map Locations

1. History Section: Search this area
until you find the books Lex Geograph-
ica, History of the North, and Grand
Historian’s Records of the Arts of War.

2. Rhetoric Section: A basilisk lives in
the Rhetoric section. Be prepared with

spells to raise your Saving Throws. Kill
the basilisk before he gazes and tumns
any of the heroes to stone.

3. Philosophy Section: Search this area
until you find the books, “Fyerdeth’s
Discourses on Power” and “Urgund’s
Descriptions of Darkness.”

4. Mathematics Section: No special
books here.

5. Storeroom: A group of scared
kobolds. Talk to them and they’ll give
you a map to part of the Cadorna
Textile House.

6. Madman in Corner: Talk to the mad-

man and listen to his ramblings. Unfor-

tunately, his madness is incurable. If he
is with you when you return to town, he
will cause trouble.

7. Master Saibe’s Chamber: Search
this room until you find the treasure.

8. Librarian’s Chamber: Search this
room until you find the treasure.

9. Qarden: Beware the denizens of the
garden. There is no treasure here.

Finale: After you find the books and
treasure in Mendor’s Library,you should
leave through one of the two doors.
The spedre of the librarian will attack
you as you leave if you have taken any
books. The city council may continue
to pester you for books, even after you
have retrieved all five useful tomes
from Mendor’s Library.

12
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he Storyline: There are two dif-

ferent ways to enter Podol Plaza:

When the party is on the secret
mission given to them by the city coun-
dl, or when they wander in without a
mission.

If the party has received the secret mis-
sion, they are there to sneak in, watch
the monsters auction off a powerful
magic item, try to get as much informa-
tion as they can concerning the item
and its purchaser, and then get back to
the dity council with the information.
The best way to do this is for the party
to disguise themselves as monsters
when they enter the block.

If you are not on mission, you can
avoid mdst random encounters by hug-
ging the walls and staying out of the
plaza. While not on mission, it takes 10
random encounters to clear the block
of monsters. You cannot dear the
block while on mission.

Where You Can Rest: You can rest in
the secret temple of ll-Mater while the
block is active, or anywhere after the
block is deared.

Map Locations

1. Minor Temple of Bane: If the party is
on mission and disguised, they will be
recruited for the main Temple of Bane
across the river. If the party is not dis-
guised, their disguise is penetrated,
they return after being recruited, or
they are not on mission, they will have

to fight the minions of Bane stationed
here,

2. The Fit: Here the party can duel a
buccaneer and get the magic items off
of his body and get into a brawl with a
bunch of monsters.

3. The Secret Temple of II-Mater: This
temple is behind a pair of wizarddocked
doors. If the party can get through the
doors, they are offered standard heal-
ing services and a place to rest, heal
and memorize spells.

4. The Auction: When the party is on
mission and they enter these squares,
the auction commences. The doser the
party gets to the auction block, the
more information they will learn, but
the greater the chance that their dis-
guises will be uncovered. If the party’s
disguise is uncovered then the auction
will be canceled and the party will have
to fight its way out of Podol Plaza.

Finale: If the party is on the secret mis-
sion, they only have one shot to get
information on the auction. Once they
enter, the auction will occur and they
will have to get as much information as
they can. After they have observed the
auction, return to the city council. They

will take your report and give you your
reward.
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he Storyline: Junior Councilman

Cadorna is the last heir to the

original Cadorna family treasure.
He had sent an adventurer to the ruined
remains of his family’s holdings, but the
man has not returned. Cadomna hires
the party to go to the Cadorna Textile
House to find his hired hand and the
Cadorna family treasure. He will pay
generously for the return of both items.

Where You Can Rest: Once you have
defeated the the ogre leader (#9) and
10 random encounters, the block is
ceared and you can rest anywhere.

Map Locations

1. Dry Well: This well is the secret
entrance to an underground Thieves'’
Guild. Any character who is not a thief
and who tries to climb down will fall,
taking a lot of damage. A thief (who has
removed any armor heavier than
leather) may attempt to descend with
his dimbing skill. The guild master will
throw any intruder out of the well with
his ring of telekinesis unless the intrud-
er is a thief and the party is on Cador-
na’‘s secret mission. If the party is on
Cadorna’s mission, the guild master
will offer to guide the party into the tex-
tile house (at 1a) and past the hobgob-
lin guards. If the party visits the thieves
after it has recovered Cadorna’s trea-
sure (and not broken the seal), the guild
master will offer (for a cut) to open the
treasure and duplicate the seal so that
Cadorna won't know it was opened.

2. Hobgoblin Barracks: The hobgoblin’s
main garrison is quartered here.

3. High Priestess Grishnak leads the
service in this makeshift temple. Here
you can get the brass key to free Skull
Crusher (#4).

4. Skullcrusher chained up: Skull-
crusher was sent by Cadorna to retrieve
the family treasure. If you free him, he
will join your band.

5. “Skullausher Was Here” is carved
into the wall.

6. Baby hobgoblins are hiding here.
They flee on sight.

7. A hobgoblin body that Skullcrusher
killed with his bare hands lies here.

8. Skullcrusher will point out the secret
door to the east.

9. The ogre leader and his troops await
here for the party. After the battle, the
party will find the iron box with the
Cadorna family treasure. If the party
opens the box themselves, Cadorna
will assume that they have stolen some
of the family treasure.

Finale: After you have recovered the
Cadorna family treasure (and disposed
of it as you will), you should return to
the council clerk. If the characters
didn‘t obviously open the box, then the
clerk will give them a reward. If the
party did obviously open the box, then
Cadorna will meet them at the entrance
to the city hall and threaten them.
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[IlMater has been converted to

the worship of the evil god Bane.
Bishop Braccio from the temple of Tyr
will give you the help of Dirtan, a 6th-
level gnome deric, if your party will
help clear the temple and find the lost
artifadts of -Mater.

A half-orc deric, Mace, leads a motley
group of cultists and slaves in the
remodeled temple. Mace lives in a
mansion in the wealthy block adjacent
to the temple area. Mace knows that
the temple still holds hidden treasures,
but he and his followers have been
unable to find them. When the heroes
penetrate the temple, Mace figures that
they too are looking for the treasures.
He intends to let the heroes search the
temple and then kill them after they
have found the tréasure or when they
try to leave.

Where You Can Rest: Mace's followers
patrol both the Wealthy Area and the
Temple of Bane. Until you clear both
blocks it is unsafe to rest anywhere in
either block.

The Storyline: The great temple of

Map Locations

1. Mansion Entrances: As soon as the
heroes enter the mansion, the guards
will jump them. There is only one set of
guards.

2. Hidden Treasures: Mace has hidden
his loot throughout the mansion. After
fighting the mansion guards, choose

Search Mode and search these rooms.

3. Goblin Slaves: These helpless slaves
are being kept by Mace. If you free
them they will give you an important
clue.

4. Mansion Guards: More guards await
here. They have no special treasure.

5. Manor Guards: This smaller manor is
a barracks for a group of orc guards.
The guards will attack if you enter.

6. Orc Bedroom: Nothing but dirt here.
Don’t search the beds or the beds'’
owners will return and attack you.

7. Orc Jail: There is a false clue here,

8. Temple Entrance: A blind orc stands
at the front entrance. He will feel to see
if you have the leather holy symbol. If
you have it, he lets you inside. If you
don't, he calls the temple guards. You
can get a leather holy symbol off of
many of the encounters in the wealthy
block and off of the wandering patrols.
You will be attacked here as you leave
the temple if you leave before finding
all three treasures or defiling the altar.

9. Hidden Treasures: Change to Search
Mode as you enter the temple. Once
you find the third treasure, Mace and
his followers attack.

10. Altar: This is a disgusting altar to
the worship of Bane. If you defile the
altar, Mace and his followers will be-
come enraged and attack with fanatical
morale.

Finale: Both blocks are cleared after
you win the fight as you enter the man-
sion (#1) and defeat Mace’s followers at
the temple. Dirtan the Cleric will remain
at the temple to begin the rebuilding.
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he Storyline: The main thieves’

guild of Phlan has taken over the

anclent mansion of the Kovel
family. The thieves act as spies and
information brokers for many forces in
the city. Your mission is to find all of
the thieves and clear them from Kovel
Mansion.

Where You Can Rest: You cannot rest
in Kovel mansion until all the thieves
there have been deared out.

Note: Kovel Mansion is full of traps
and locks set by the thieves’ guild.
Always move in Search Mode to give
the party the maximum chance to spot
a trap before it goes off. Once a trap
or lock ig found, a thief (wearing no
armor heavier than leather) has a
chance to “deal with” them.

As you wander through the mansion,
you can be ambushed by pairs of
thieves at any time. Until you have
dealt with all the thieves, they will con-
tinue to perform these nuisance
ambushes.

Map Locations

1. First Ambush: The fastest way to
deal with all the thieves is to have them
come to you. About half the thieves in
the guild have prepared an ambush in
this room.

2. A Pair of Thieves: Here, you discover
a pair of thieves who boit for the door.
Follow them.

3. Here, the thieves split up. If you fol-
low the thief to the left, you will end up
at 4. If you follow the thief going
straight ahead, you will end up at 5.

4. Here, you corner a single thief.

5. Here, most of the remainder of the
thieves are waiting in ambush. This
attack will indude the leaders of the
guild and will be more powerful than
the first attack.

6. Here, you will find information col
lected by the thieves: .

7. Here, you will find some of the Boss’
men beating up an old thief in an
attempt to get the thieves to join the
Boss’ forces full time.

8. Here, you will find some of the
thieves’ loot.

9. Here, you will find some information
oollected by the thieves.

10. A room with four caskets.
11. A room with a cabinet.
12. A pile of thieves' treasure.
13. A due.

Finale: After the last of the thieves has
been defeated, the mansion is clear.
Retum to the city council to collect
your reward.
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of Zhentil Keep, along with any number
of lairs and random encounters.

The Silver Dragon’s Den is located in
Dragon Den Pass at 10,9. The silver
dragon never comes up as a mission,
but is mentioned in a Tavern Tale. The
Buccaneer’s Base is at 12,31 but only
shows up after the party has received
the commission to rescue the council-
man’s son. The Outpost of Zhentil Keep
is at 3,32 but can only be entered after
the party has received the commission
to deliver the diplomatic papers.

Random encounters in the Western
Wilderness include:

the three areas. Especially beware the
ThriKreen for they are tough and nasty.
When visiting the Silver Dragon’s Den,
follow the river and stay in the Central
Wilderness as long as you can. Then,
travel northwest along the river and the
pass to the den of the silver dragon. To
travel to the Buccaneer’s Base or the
Outpost of Zhentil Keep, take a direct
route along the shore of the Moonsea
from where the boat lets you off to your
destination.

If you want to avoid combat with intelli-
gent nasty encounters in all three
wilderness areas, choose Parlay and
then choose Abusive. If you want to
avoid combat with neutral or nice
encounters, choose Parlay and then

* Quicklings choose Nice. A spokesman with a high
Ak « Wild Boars* Charisma helps in either case.
RN » Giant Mantis* In each wildemess, your party has a fair
" will be interrupted with an encounter
* Thri-Kreen*+ before they can even memorize a spell.
PRI » Anhkegs* Other times, the party can rest for
o Conbis many days before an encounter. If your
DRAGON DEN PASS party is badly hurt, it is not a bad idea
+ Giant Snakes to simply encamp in the middle of the
- Zentarian Patrols+ wilderness and rest up.
* Thieves
* Buccaneers
.......... : R Silver Dragon’s Den
"""""" : = y he Storyﬂne: In a tavern, your There is no map in this adventure. Talk
: : party overhears Tavern Tale 23, to the Dragon and it will give you infor-
' about an ancient Silver Dragon in ~ mation. Do not attack the dragon
the Dragon Spine Mountains. If they fol-  because he is overbearing. Espedially,
low the Barren River to its source, they do not attack him twice.
find a pass. Hidden In the pass is the
den of the silver dragon.

* = Monsters that can be found in a lair.
+ = Intelligent nasly encounters.
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he Central Wilderness contains

the Nomad Camp, Sorcerer’s

Island, and the city of Phlan along
with any number of lairs and random
encounters.

The Nomad Camp is located at 12,11. It
is visible at all times. Sorcerer’s Island
is located in the center of Lake Kuto at
6,16. It is one of the great wonders of
the MoonSea reaches and is always visi-
ble. Phlan is located at 12,27 and is the
center of the party’s adventures.

Random encounters in the Central
Wilderness include:

* Kobolds*

« Displacer Beasts*

* Driders+

« Stirges* t

+ Lizard Men*

+ Bandits

« Nomads

« Merchants

The most powerful random encounters
in the central Wilderness are the
Driders; they are fast, tough, and can
throw spells.

* = Monsters that can be found in a lair.
+ = Intelligent nasty encounters.
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he Eastern Wilderness contains

the Kobold Caves and the Lizard

Man Keep along with any number
of lairs and random encounters. The
Kobold Caves are located at 6,15. The
closer you get to them the more likely
you are to be attacked by kobold
patrols. The Lizard Man Keep is located
at 11.8. It is quite obvious among the
trees.

Random encounters in the Eastern
Wilderness indude:

+ Kobolds*

* Lizard Men*

* Gnolls*

» Giant Lizards*

+ Hippogriffs

* Wyverns*

« Trolls*+

+ Phase Spiders

The most powerful random encounters
in the Eastern Wildemess are the phase
spiders, because they have poison, and
if you don’t know how to fight them
you may never hit them. See the article

on Combat for how to fight phase spi-
ders.

* = Monsters that can be found in a lair.
+ = Intelligent nasty encounters.
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i et kL o 5 until they take you to a feast. If you

wander into another tent that night, the
guard will escort you back to your tent.
The next day, or the same day if you
visit during the day, they take you to a
great feast.

During the feast the nomad chief will
give you information about what has
been going on. He asks you to stay and
help against the kobold army that will
attack the next day. If you agree, they
take you back to your tent. You may
wander freely or rest in your tent until
the kobolds come. Your rest will be
interrupted by the coming kobold
attack. The kobolds attack in 3 waves.
If you backstab the nomads during the
fight, both nomads and kobolds attack
you. At the 3rd wave if you go with the

given to rest in.

3. The Forest: If you are outside the
trip wire when the kobolds attack, you
will have to fight them alone; the
nomads are back protecting their
camp.

Finale: After either defeating the
nomads or defeating the kobolds (or
both), you will have “dealt with” the
nomad problem. You may return to the

city for your reward.
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he Storyline: Rumor has it that

the Boss is recruiting monsters

from outside the city to reinforce
his dwindling army. The city council
wants the party to find the Kobold
Caves far to the east and make sure
that they do not join with the Boss.

When the party gets close to the kobold
caves they may be attacked by a
kobold patrol. Once the party tracks
the kobolds they will find two cave
entrances. Which cave they enter is up
the you.

29

LARGE CAVE

Note: The small cave is the entrance to
the cavern where the kobolds live. The
large cave leads to a wyvem lair adja-
cent to the kobold caves. Combat in
the kobold’s narrow caves with low
ceilings reduces character’s
Movement, AC, and Damage in com-
bat. The kobolds have laid traps in
several places. You can find the traps
by moving in search mode. Once the
traps are found, a thief (wearing no
armor heavier than leather) has a
chance to disarm them.

Where You Can Rest: If you enter the
large cave, you can rest before you
fight the wyvern. After fighting the
waves of Kobolds in the throne room,
you can rest long enough to memorize

spells.

Map Locations

1. A charader falls into a hidden water
trap. Money and items may be lost fish-
ing the character out of the water trap.

2. Here you find a discarded map
showing the connedion between the
kobold cave and the wyvern cave.

3. You meet a kobold here. If you fol-
low him, he leads you to the wyvern
cave. If you don't follow him, you are
hit with a dead fall trap.

4. A net trap falls on the charadters and
kobolds leap on the entangled party.

5. A Spike Trap hits the party.

6. If you enter from the wyvern cave,
you meet a drunken kobold who will
take you to the King.

7. You may meet the wyvern while you
wander here.

8. The wyverns nest, with its treasure,
is here.

9. If you search, you find a crippled
kobold here. Give him water and he
will tell you his story.

10. In this prison, you meet Princess
Fatima. She will fight fanatically against
the kobolds and will join your band if
you wish.

11. This is the throne room. Here you
will be attacked by several waves of
kobolds, trolls, and wild boars, inter-
spersed with volleys of ballista fire. If
you need to throw heal spells at the

end of a battle, ‘Continue Combat’ for
a round or two. You will not be given a
chance to rest between waves.

12. You will battle the king’'s guard in
this room.

13. Here you discover the fate of the
kobold king.

14. Search here to find an efreeti bot-
tle. Lie and he’ll attack you, Tell the
truth and he’ll help you in a later fight.

15. Here you find the huge kobold trea-
sure trove,

16. A due.

Finale: When you confirm the death of
the kobold king at #13, you will have
broken the power of the kobolds and
eliminated them as a threat to Phlan.
Go back to the city and collect your
reward.
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he Storyline: Phlan was originally

built where the Stojanow River

meets the Moonsea. The Stojanow
River Valley was the source of much of
Phlan’s food. But over the last several
years, the river has become poisonous
and completely dead. The poison has
seeped into the surrounding river val-
ley. The river is now known as the
Barren River, and the surrounding area
is known as the Scoured Lands.

The city council commissions the party
to travel upriver to discover and “deal
with” the source of the pollution. In the
long run, this reclamation of the Sto-
Jjanow River and the Stojanow River
Valley may be as important as the free-
ing of Phlan itself.

The poisoning of the Stojanow River is
the work of the mad sorcerer Yarash.
He is attempting to change lizard men
into his own race of fresh water sahua-
gin. With these amphibian killing
machines Yarash could rise to chal-

lenge the great powers around the
Moonsea.

Where You Can Rest: Your party can
rest in either the western or eastern
side of level 1 after defeating all the
random encounters from that side.
Your party can rest anywhere on level 2
or 3.

Teleporters: There are 3 sets of tele-
porters (A, B, & C) in the pyramid on
Sorcerer's Island. Set A is used by Yar-
ash to get to his laboratory. Set B is used
to suck intruders into the maze and
keep them from escaping, Set C is used
by Yarash to get to his treasure rooms
and back to the ground level to exit.

Teleporter Set A is special in that each
teleporter has two targets, depending
on whether Set A was running in for-
ward or in reverse. Set A's direction
switches every time a teleporter in Set
Ais adtivated. Set A set to for-
ward. The teleporter chart lists the dif-
ferent teleporters and where they take
you depending on their setting.

To control the direction of the tele-
porters in Set A, there is a pile of small
stones near each teleporter. Throw a
stone into the teleporter before moving
through to reset its direction. To avoid
the maze, use the Set A teleporters
only, and throw a stone before being
teleported each time after the first.

Teleporter Set B is designed to trick in-
truders into entering the maze, Each tele-
porter in Set B only goes to one location.

Teleporter Set Cis controlled from a
dial on the north wall in the square
adjacent to CO. There are 4 :
Copper. Silver, Gold, and Blue. The first
three set the teleporter to work both to
and from Yarash’s three treasure
rooms. The final setting will teleport the
group one way to A3- so that they can
conveniently exit the pyramid.

Teleport:
FROM SEITING TO
A0 Forward Al+

Reverse Bl
A2 Forward A3+
Reverse A3
A4 Forward A5+
Reverse A5
A6 Forward A7+
Reverse A7-
BO NA Bl
B2 NA B3
B4 NA B5
B6 NA B7
Cco Copper Cl1
Silver Cc2
Gold c3

Blue A3

The fast way through the maze: Move
down the main corridor to the first al-
cove, turn right, and move forward and
then teleport. Move down the hall, turn
right at the intersection, and then move
to the end of the hall. Throw a stone
and then teleport. Follow the corridor
to the end. Throw a stone and then
teleport. Move down the hall. Throw a
stone and then teleport. You are now
on the third level at A7+

Encounters in the Maze on Level 1:
Many of the creatures that sneak into
the pyramid on Sorcerers Island take
teleporter set B and end up in the
maze. These groups quickly run out of
food and begin to starve. Those that
are left are half crazed with hunger.
They prowl the maze in search of any-
thing that moves so that they can slay it
and eat it.'The encounters in the west
half include: stirges, driders, minotaurs,
elf magic users, kobolds, and fighters.
The encounters in the east half indude:
fighters, displacer beasts, dwarves, lizard
men, driders, and thieves.

Map Locations

Level I:

1. Here you find a dead body with a
partial map of the maze. Due to the
teleporters the map is only partially cor-
rect.

2. Here you meet a priest who has
gone slightly crazy. If you Parlay with
him and chose Nice many times he can
show you his way out of the pyramid.

Level 2:

1. Here angered mutant lizards attack
the party.

2. Here there are lizard men in a cell. If

you Approach, Parlay, and then choose
Nice they may not attack.

Level 3:

1. The password over door is written in
Dethek. It reads NOTNOW (C64 Version
1.0) or NOKNOK (other versions). Say
the password and then move on
through. If you miss the password a
crazed super- mutant lizard man
destroys your party.

2. This room contains the machinery
that pumps the muck into the river.
This muck is changing the river so that
Yarash’s mutant lizard men can thrive
in it. Break the machinery once, then
get out of the room before it explodes.
If you hang around to do more damage
you may get caught in the explosion.

3. In this room there are captured
lizard men. If you Parlay and choose
Nice they will tell you their background
and give you the friend word SAVIOR. If
you are not friendly they throw barrels
of poisonous muck at you.

4. Yarash’s Office: The evil sorcerer
Yarash and his Mutant Lizard Man guards
will attack you as you enter the room.
After you defeat him search the room
and his desk against the east wall adja-
cent to CO. Check out the teleporter
controls on the north wall adjacent to
CO and the teleporter itself at CO.

Finale: After you destroy the machinery
and defeat Yarash, the muck that has
been polluting the river stops flowing.
As the muck is removed from the river
the Stojanow River Valley returns to its
original verdant bloom. Return to the
city and collect your reward.
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he Storyline: Bands of lizard

men in the swamps to the east

have been assaulting travelers.
Because of this infestation, no overland
trade is possible with dities to the east.
Rumor has it that the Boss is attempt-
ing to recruit these lizard men to rein-
force his forces in Phlan. The party has
been hired to “deal with” the lizard men
problem.

The lizard men are based out of an old,
ruined keep in the center of a small
patch of forest in the swamp to the
north east. Long ago a powerful wizard
placed a field that restricts spell casting
over the keep to defend it against magj-
cal attacks. Sadly, this did not protect
the keep from a conventional assault.

The old leader of the lizard men was
content to keep the tribe safe in the
keep. His leadership is being

by a young warrior who has the support
of much of the tribe. The young warrior
has led his troops on raids against trav-
elers and is preparing to lead them to
Phlan to support the Boss.

Note: If the party freed the lizard men
on the second level of Sorcerers Island
and received the friend word SAVIOR
they will be met by the old lizard man
chieftain, After the parly gives the
word, the chieftain will explain the situ-
ation. The young warrior will then
appear and challenge the chieftain, or
his representative, to a duel for leader-
ship of the tribe. If one of the heroes
will represent the old chieftain and win
the duel, the tribe will support the old
chieftain. The old chieftain will pledge
to stop the raiding and to not support
the boss so the lizard man problem
will have been “dealt with”,

If your party does not deal with the
lizards by way of the duel, they will
have to eliminate the lizard men as a

threat. They will have to fight the lizard
men and their giant lizards on the sur-
face (in the swampy ground) and in
the catacombs (with soggy floors and
low ceilings). Fighting in these restrict-
ed areas reduces a character’s ability
to hit his target, inflid damage, and
move.

Where You Can Rest: Your party can
rest anywhere in the keep.

Map Locations

1-6. Holes that lead from the surface to
the catacombs, The first time you enter
the catacombs, all remaining giant
lizards attack.

7. Stairs that lead from the surface into
the catacombs.

8. Lizard Men and Giant Lizards await
here to ambush the party.

9, Giant Lizards inhabit this building,

Pools. Lizard men will attempt to
ambush the party from the pools until
all the lizard men have been eliminat-
ed. Until you have eliminated the lizard
men that guard a pool, it is very danger-
ous to swim in the pool looking for
loot. But once you have eliminated the
lizard men, it is safe to swim in the
pool to find the treasure remaining
from the original owners of the castle.

Finale: After either dueling the young
warrior or defeating the entire com-
pound of lizard men, your party will
have dealt with the lizard man problem.
Retumn to the city council for your
reward,
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